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AHHoTanus. B crarbe npencraBieH 0030p COBPEMEHHBIX METONOB ONTHUMHU3A-
UM MPOU3BOIUTENBLHOCTH NPU OTPUCOBKE OOBEKTOB Ha AAIbHUX PACCTOSIHUSIX B
Unity 3D. PaccMoTpeHsl TeXHUKH, Takue Kak YpoBHU AeTanuzanuu (LOD), okkito-
3MOHHOE OTCEKaHue, UCIOJb30BaHue OmnbopnoB, ooberuHeHne o06bekToB 1 GPU
Instancing. [IpoBenén aHanmu3 ux 3(p(peKTUBHOCTU HA OCHOBAHUH TECTOB C UCTIOIb30-
BaHHMEM CLIEHbI C OTKPBITBIM MUPOM. PaboTa nonuépkuBaeT BaxKHOCTb KOMIIJIEKCHOTO
MOAXOJ1a K ONTUMHU3ALUH IJIs1 AOCTHXKEHHUS BBICOKHUX ITOKa3aTesel IPOM3BOAUTEIBLHO-
CTH.

KnroueBbie ciioBa: ontuMu3sanus pou3BOIUTENBHOCTH, pazpadoTka urp, Unity 3D.

BBenenune

OnTumuzanust NpOM3BOIUTEIBHOCTH SIBJISIETCS KJIIOUEBBIM aCIIEKTOM pa3pabOTKH Urp,
0COOEHHO MPH CO3[IaHUU OOJILIIUX U AMHAMUYHBIX UTPOBBIX MUPOB. OCOOEHHOCTH POPHU-
COBKM OOBEKTOB Ha JajIbHUX PACCTOSIHUSIX MOTYT 3HAUUTENIbHO BJIUSTh Ha MOTpeOieHne
PECypcoB UTPbl U KOHEYHOrO Mnosib3oBaressi. HacTosias crarbs npefcrasisier 00630p U
aHaJIM3 TaKUX METONOB onTuMU3aluu, kak LOD, OKKIII03MOHHOE OTCeKaHue (BCTPOECHHbIE
uHctpyMeHTsl Unity3D), 6un6opnbl, oObeinHeHne 0O0bEKTOB U COBPEMEHHbIE TEXHUKU
GPU Instancing.

1. Ilenan ucciegoBanus

OCHOBHOW 1IEJIbI0 HACTOSIIErO MCCIIEAOBAHMS SIBJISIETCS BhbIsIBIIeHUE Haubosee a¢-
(heKTUBHBIX TOIXOMIOB JJIsl ONTUMU3AIMK CIIEH C OTKPBITBIM MHUPOM. 3afgada paboThbl —
M3YUYUTb CYHIECTBYIOIIME METOMIbl ONTUMU3ALIMH, IPOU3BECTH UX TECTUPOBAHUE B OflMHA-
KOBBIX YCJIOBUSIX, CPABHUTD MOJIyY€HHbIE PE3YJIbTATHI.

1.1. Mertoanl UccIeTOBaAHUS

AHaIM3upoBaIMCh CIENYIOLUIEe METObl ONTUMU3ALMH:
e YposHu feramuzauun (LOD) — aBToMaTnyeckoe NepekItoueHne MeX1y BbICOKO-
Y HU3KOMOJIMIOHAJIbHBIMU MOJIEJISIMU B 3aBUCUMOCTH OT PacCTOSIHUS 10 KaMephl.
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e Oxkmo3snonHoe orcekanue (Occlusion Culling) — uckioueHue U3 peHgepuHra
00BEKTOB, 3aKPBITHIX APYTUMHU JIEMEHTAMU CLIEHBI.

e bun6opas! (Billboards) — 3ameHa ClIOXXHBIX MOfieNiell IByXMEpPHbIMU U300pakeHu-
SIMU Ha JJaJIbHUX PACCTOSIHUSIX.

e OOvbenuHenune o0bekToB (Static Batching) — ymeHbllIeHHE KOJIMYECTBA BbI30BOB OT-
PHCOBKH MYTEM IPYNIUPOBKH CTATUYHBIX OOBEKTOB.

e GPU Instancing — peHeprHT MHOXKECTBA 9K3EMIUISIPOB OHOI MOJIETN ¢ MUHIMAJTb-
HBIMH 3aTpaTaMH PeCypcoB.

1.2. Cnemudukanuu 000pyI0BaHusl, HA KOTOPOM MPOBOJWIOCH TECTUPOBAHHE

e OC: Windows 11 Tomamngs, 23H?2.

e IIponeccop: AMD Ryzen 5 7500F.

e Bupeokapra: NVIDIA GeForce RTX 4070 SUPER.
e OneparusHas namats: 32,0 I'b, 6000 MI'w.

e Unity 3D 2021.3.45f1.

2. CnoBapb TepMHHOB

e Draw Calls — nocnegoBatensHOCTh KOMaHf|, KoTopbie coobiatoT GPU, kak cie-
nyet o6paboTaTh peHpaep.

e Batches — xonmuecTBO OTPUCOBOK, CAEIAHHBIX BUJICOKAPTON B TEKYIIEM IUKJIE.

e Tris — KOMMYECTBO OTPUCOBBIBAEMBIX TPEYTOJIHLHIUKOB B MEIIIax.

e Verts — KOJIMYECTBO OTPUCOBLIBAEMbIX BEPIINH B MelIax.

e Avg FPS — cpeniHee KOIMUECTBO KaJJpOB B CEKYHILY.

3. Xoa pa6oTnl
3.1. LOD (Levels of Detail)

LOD (Levels of Detail) — aT0 MeTO/1 onTUMU3AIMK, TPU KOTOPOM UCTIONB3YIOTCS pa3-
HbIe BEpCUU MOJIC/I C Pa3IMUHOM CTENEHBIO JeTaM3alluy B 3aBUCUMOCTH OT PacCTOsI-
Hus 10 kamepsl [1]. Uem gasbiiie oObEKT OT UrpokKa, TeM Oojiee YIpoIEHHas Mojielb
UCIOJIb3YETCSl, YTO CHUXKAET KOJUYECTBO MOJUTOHOB, KOTOpPblE HEOOXOIUMO 00paboTaTh
(puc. 1).

OcHosnble npenmyiectsa LOD:

e CylllecTBEeHHOE CHIDKEHUE HArPY3KU Ha BUJICOKAPTY.

o JIns KaXKIoi MOJIEN I MOKHO 3aJjaTh CBOM YHUKAJIbHbIE HACTPOUKH.

Onnako LOD Takske obiamaeT 1 HEJOCTATKAMMU:

o JIns1 KaXxmoi Mofiesid HeoOXOIUMO CO3/IaTh HECKOJILKO YPOBHEN JieTaTu3aliH.

e VBenuueHNe 3aHMMAaeMON MaMsTH Kak B UTpe, Tak U B OUJIfe.

Ilyist recTupoBanus Ha ciieHy ObuTH oMetiieHbl 180 06beKTOB (pUC. 2) C HACTPOEHHBIM
LOD. IIpoBeaém TecT 1 MOCMOTPUM BJIMSIHAE TAHHOTO METO/la ONTUMHU3AIMU HA MTPOU3-
BOJIUTEIBLHOCTb.

PesynbraTel 6e3 LOD:

e Batches: 112074.
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Puc. 1. IIpumep pasubix ypoBHeit LOD, npiMeHEHHBIX K OTHON MOJIENN

Puc. 2. CueHa, B KOTOPOU NPOBOJSITCS] TECTHI

e Tris: 178.2M.
e Verts: 492.2M.
e Avg FPS: 15-20.

PesynbraTtel ¢ LOD Ha 6JM3KOM pacCcTOSIHUM:
e Batches: 31158.

o Tris: 31.4M.

e Verts: 84.5M.

e Avg FPS: 130.

PesynbraTtel ¢ LOD Ha ajibHeM pacCTOSIHUU:
e Batches: 13681.

o Tris: 2.1M.

Verts: 5.2M.

e Avg FPS: 260-270.

BoiBoa: ucnonbszoBanue LOD no3BojiieT yMEHBIIUTh HArpy3Ky Ha BUICOKApTy U
CWJIbHO YBEJIMYUTb MPOU3BOAUTENBHOCTh B 3aBUCUMOCTU OT KOJMYeCTBa OOBEKTOB Ha
CIIeHE W UX PACCTOSIHUS OT KaMepbl. MeTol OTJIMYHO MOIXOAUT JIJIsl BBICOKOTMOIUTOHATTb-
HBIX MOJEJIEN.
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3.2. Occlusion Culling

Occlusion Culling — 3T0 MeTOJ ONTUMM3AIMH, IPU KOTOPOM JBUKOK HE OTPUCOBBI-
BaeT OOBEKThI, MOJTHOCTBIO 3aKPbIThIE IpYyrUMU 0ObekTamu (puc. 3). B Unity ata pyHkuus
BCTPOEHA B MHCTPYMEHTbI PEHJEPUHTA U MO3BOJISIET UCKIIOYUTh U3 00pabOTKN OOBEKTHI,
KOTOpbIE HEBUIUMBI UTPOKY, TEM CaMBbIM CHIKAsl HArpy3Ky Ha rpaduuecKuil mporeccop
(GPU) 1 nossliIas NpoOU3BOIUTEILHOCTD [2].

Puc. 3. Buzyanusauusi orcekanusi 0ObeKTOB BHE M0JIs1 3pEHUST KaMephbl

9TOT MEeTOoH, 0COOEHHO M0JIE3EH B ClIEHAX C OOJBIIMM KOJIMYECTBOM OOBLEKTOB, ITE
MHOTHE U3 HUX MOTYT OBbITh CKPBITHI CTEHAMH, APYTUMU MOJICJISIMU WJTU 2JIEMEHTAMU OKPY-
>KEHUsl, HalprMep, B TOPOJICKO 3aCTPOMKE UM B 3aKPBITHIX TOMEIEHUSIX.

OcHosuble npenmyniectsa Occlusion Culling:
o CHI>KeHHNe KOJMYeCTBa OTPUCOBBIBAEMbIX OOBEKTOB.
e Jlérkas HacTpouKa.

Henocrarku Occlusion Culling:

o Head(pekTMBHOCTB Ha OTKPBITBIX IPOCTPAHCTBAX.

e 3aneKkaHue MOXKET 3aHSThb JAJUTEbHOE BpPEeMs.

o CJI05KHO HCIIOJIB30BATh C JUHAMAYECKUMU OOBEKTAMHU.

HHH TECTUPOBAHUA 00BEKTHI ObUIM TOMEYEHBI KaK CTAaTUYHLIC, 1 BKIIIOYCHO OTCECYC-
HHUCEC.

PesynbTaThl 6e3 Occlusion Culling:
e Batches: 112074.

Tris: 178.2M.

Verts: 492.2M.

e Avg FPS: 15-20.

PesynbTaTsl ¢ Occlusion Culling:
e Batches: 29411.

e Tris: 107.6M.

e Verts: 292.5M.

e Avg FPS: 35-40.
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3.3. Billboards

Billboards — meTop onTumMu3anuK peHAEPUHTa, IPU KOTOPOM ILIOCKHE U300paskeHUs]
(cripaiiThl) OTOOPAKAOTCS BMECTO CIIOXKHBIX TPEXMEPHBIX 00bEKTOB (pHC. 4). DTH U306-
pa’keHHs aBTOMaTH4eCKN MOBOPAUYMBAIOTCS JIMIIEBON CTOPOHOM K Kamepe, co3aaBast -
mo3uio 00béMa [3]. BuniGopabl HCHOIB3YIOTCS Il PACTUTEIBHOCTH, 3((HEKTOB YacTUI]
U JEKOPaTUBHBIX 3JIEMEHTOB Ha AaJIbHUX PACCTOSIHUSIX.

Puc. 4. Buzyanmusauus pa6ots! Billboards

OcHoBHble npeumyiectBa Billboards:

VYBennueHne npou3BOJUTENbHOCTU: 3aMEHSIIOT CJIOXKHBIE MOJIE/IN HA ITPOCTHIE TEK-
CTYpbl, yMeHbIlIasl Harpy3ky Ha rpagudeckuii npoueccop (GPU).

OKOHOMUSI pECypCOB: MO3BOJISIIOT COKPATUTh KOJMYECTBO MOJUTOHOB M LIeHaep-
HBIX BBIUUCIICHU.

VHUBEpCaJIbHOCTD: MOIXOMST /151 0OOBbEKTOB, KOTOPhIe HE TPEeOYIOT BBICOKOM AeTa-
JIM3aluy Ha PaCCTOSIHUM.

Henocrarku Billboards:

OrpaHnueHHasi peaTuCTUYHOCTb: MPH OJU3KOM MPUOTUKEHUH BBITISIUT TIOCKO U
TepsieT KauecTBo.

OTtcyTcTBUE 0OBEMHBIX TeHEN: OMIIIOOPIbI HE CO3/Ial0T KOPPEKTHBIE TEHH KaK TOJI-
HolleHHbIe 3D-Momenn.

[TpoGieMbl ¢ mepcrneKTUBON: MOTYT BBITISIIETh HEECTECTBEHHO NP U3MEHEHHUH YT-
JI0B 0030pa.
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PesynbraThl 6e3 Billboards:
e Batches: 112074.

e Tris: 178.2M.

e Verts: 492.2M.

e Avg FPS: 15-20.
PesynbTatsl ¢ Billboards:
Batches: 213.

Tris: 4.1T.

Verts: 8.3T.

Avg FPS: 350-370.

3.4. IIpoume MeTOabI

CyH_[eCTBYI-OT nOoAXOAbI, KOTOPBIE HEC CPABHATCA C IPYT'UMU UHCTPYMCHTAMU, HO TAKXKE
MOTYT YJIYUIIWUTH IIPOU3BOJUTCIIbHOCTD.

3.4.1. Oo0benuneHue 00bekTOB (Static/Dynamic Batching)

O0benuHenne o0bekToB (Static/Dynamic Batching) — cnusiHue HECKONBKUX OOBEK-
TOB B OJJUH MeEIII /IJIs1 yMEHbIIEHUs] KOJMYecTBa BbI30BOB peHaepunra (Draw Calls).

[Ipenmyiuecrsa:

e bBricTpas u Iérkasi HacTpoiika, CYuTaeTcst 6a30BbIM METOOM ONTUMU3AINU PAOOThI

BUJIEOKAPTHI.

Hepocratku:

e JlononuurenbHas Harpy3ka Ha CPU.

e PazHble nmogxofbl 1Jisi pa3HbIX TUMIOB OOBEKTOB (CTAaTUYHbIE/TMHAMUYHBIE).

JlanHbIil cioco6 Ha TECTUPYEMOU CIIeHe COKpaTHJI KomvecTBo Batches npumepHo B 2
pasa, o6yieryuB paboTy BUIeOKapTe, HO MPH 3TOM, U3-32 MOBbIIIeHHON Harpy3ku Ha CPU,
FPS Tak>xe ynai, a He yBeJIMUUIICS.

3.4.2. GPU Instancing

GPU Instancing, e€ TexXHUKa, MO3BOJISIONIAS] OTPUCOBBIBATH MHOXKECTBO OMHAKOBBIX
00BEKTOB 3a OfIH BbI30B peHjiepuHra [4].

[Ipenmyecrna:

e DddexTuBHO M1 GOJIBIIOTO KOJIMYECTBA UASHTUIHBIX OOBEKTOB.

e Menbiuas Harpy3ska Ha CPU u RAM no cpasHenuto ¢ Static Batching.

Henocrarku:

e [IpuMeHUMO He KO BCeM MaTepuasiam.

e Membinas 3(p(eKTUBHOCTD NPU MAJIOM KOJIMYECTBE OOBEKTOB.

JanHblil cnioco6 cHu3mn konuyectBo Batches Gonee yem Ha 90 %, TeM caMbIM pas-
rpy’kasi BUieOKapTy, HO U3-3a TOT0, YTO Harpy3ka He nepepacnpepeisiiack Ha CPU, FPS
TaK»e He3HAUUTEJIbHO BBIPOC.
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3.4.3. CpasBHeHmue pe3yJbTaTOB

CpaBHeHWe pe3y/bTaTOB MPOBOAMIOCH MyTEM W3MepeHus Tokasarteneir FPS u
Batching Ha 3apaHee 3aroToBJIeHHOM clieHe, cocTosei 3 180 BBICOKOMOIMTOHAIbHBIX
o0bekToB. [l1s1 o6ecnedyeHns] CONOCTaBUMOCTH PE3y/IbTaTOB KaXK/blil METOJl ONTUMM3a-
[[UM TeCTUPOBAJICS U30JIUPOBAHHO.

TectupoBanue HavyajaoCch ¢ 6a30BOro 3aMepa MPOU3BOIMTENILHOCTH 6€3 KaKux-1mbo
ONTUMU3ALMIA, KOTOpOE MoKa3ajo cpenHui nokasatensb B 17 FPS u 112,074 Batches. 3a-
TeM MOoCIIefloBaTEIbHO MPOBEPSUTUCH pa3inuHbie MeTofbl: Level of Detail ¢ Tpemst ypoBHSI-
MU fietanu3anuu s Bcex 3D-mopeneit, Occlusion Culling ¢ aBToMaTudeckon pa3MeTKon
30H BUIMMOCTH, 3aMeHa 3[IaHui Ha OUIIOOPIBI HA TAJIbHUX PACCTOSHUSX, CTATUIECKUN
6atuunr u GPU Instancing st MaTepuanoB. Pe3ynbTarhbl 0 Ka>KIoMy U3 OCHOBHBIX CIIO-
co00B ObUTIM MOJyYeHbl Yepe3 cTaHaapTHble cpenctBa auarHoctuku Unity 3D. I'paduk
pe3yabTaTOB TECTUPOBAHUS MPEAICTABJICH Ha puc. 5.
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Puc. 5. PeSy.IILTaTLI paGOTbI Ppa3JIMIHBIX METOAOB ONITUMU3 AN

JakiaoueHue

B panHO#l crathe ObUT MpOBEAEH 0030p U CpaBHEHHWE OCHOBHBIX METOOB OITH-
MU3alUK1 NPOU3BOAUTENBHOCTU MPU OTPUCOBKE OOBEKTOB HA JAJIbHUX PACCTOSHUSIX B
Unity 3D. PaccmoTpennbie Texnuku, Takue kak LOD, Occlusion Culling, Billboards,
Static/Dynamic Batching u GPU Instancing, nmpoieMOHCTpUpoBaiu CBOKO 3(PheKTHB-
HOCTb B Pa3JIMUHBIX CLIEHAPUSIX, 0COOEHHO B KOHTEKCTE CLIEH C OTKPBITHIM MUPOM.

LOD mnoka3ain ce6st Kak BHICOKOIIPON3BOIUTEILHBIN HHCTPYMEHT JIJIsl CHUKEHHSI Ha-
rpy3ku Ha GPU 3a cué€T ucnosnb30BaHus yIpoIEHHBIX MOJIENeH Ha TaIbHUX PACCTOSTHUSIX,
YTO 3HAUUTENbHO NoBbicuio cpennuil FPS. Opnako ero Hactpoiika TpeOyeT JOMOIHU-
TEJIbHBIX BPEMEHHBIX 3aTpaT U yBEJIMUMBAET 00bEM JaHHBIX MPOEKTA.

Occlusion Culling 3()¢eKTUBHO CHUKAET KOJIMYECTBO OTPUCOBBIBAEMbIX OOBEKTOB,
0COOEHHO B CIIeHaX C OOJbIIUM KOJIUYECTBOM MEPEKPHIBAIOIIMXCS JIEMEHTOB, HO ero
NPUMEHEHUE OMPAaHNYEHO B OTKPBITBIX IPOCTPAHCTBAX U C IMHAMUUYECKUMH OObEKTaAMMU.

Billboards npoieMOHCTpUpOBaN BLICOKYIO TPOU3BOAUTEILHOCTD, 3aMEHSIS CJIOKHBIE
3D-Mozienu Ha IPOCTbIE TEKCTYPBI, YTO OCOOEHHO IMOJIE3HO ISl PACTUTEIbHOCTHU U IEKO-
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paTUBHBIX 2JIeMeHTOB. OTHAKO UX UCIOJIb30BAHUE OIPAHUYEHO U3-3a IOTEPU PeauCTUY-
HOCTH IIpH OGJIM3KOM PaCCMOTPEHHH.

JI71sl IPOEKTOB € OTKPBITBIM MHUPOM peKoMeHAyeTcsl npuoputuzuposate LOD u
Billboards. B cJOXHBIX CIleHaX C MHOXECTBOM MEpeKpbITUl (Hampumep, 3/1aHUs)
Occlusion Culling cranoButcsl 06s13arebHbIM. ONTUMalIbHASI CTpaTerusi — KOMOUHUPO-
BaHUE METOJOB B 3aBUCUMOCTHU OT JOMUHUpYOIero Tuna oobekToB. [Ipu aTomM BaskHO
YUUTBIBATh, YTO CKOPOCTb U CJIO’KHOCTb BHEPEHUS] PA3IMYHbIX METONOB ONTUMU3ALUU
cyuiectBeHHO pasnuyatorcsi. Hacrpoitka LOD st kitoueBbIX 0ObEKTOB XOTb U TpeOyeT
3HAUYUTENIbHBIX BPEMEHHBIX 3aTpar (B TOM YKCJIE Ha CO3IaHUe ONTUMU3UPOBAHHBIX KOMUI
Mofiesieit), OKynaeTcsi CTabMIIbHBIM IPUPOCTOM NpousBofguTeabHocTH. Billboards, Hanpo-
TUB, HACTPANBAIOTCSI OTHOCUTEIBHO OBICTPO U MACATBHO MOIXOAST JIJISl MACCOBOM PacTH-
TeJIbHOCTH, HO UX peain3alysi OrpaHnYrBaeTCs onpefenéHHbIMU TullaMu 06bekToB. GPU
Instancing TpeGyeT TeXHMYECKOU MOArOTOBKU MaTepuasoB, OJHAKO MOCJe MPaBUIbHOM
HACTPOMKHM MPaKTHUECKU HE Hy>XAaeTcs B TOMOJIHUTENbHOM BHUMaHuK. Haubonee Tpy-
noémkuM octaétcst Occlusion Culling — pa3MeTka 30H BUAMMOCTH B CIIOXHBIX CLIEHAX
MO>KET OTHSITb MHOTO BPEMEHHU, HO UMEHHO 3TOT METOJl CTAHOBUTCSI HE3AMEHUMBbIM JIJIs
TOPOICKUX JIOKANU ¢ TUIOTHOM 3acTpoiikoi. Static Batching XoTh 1 mpocT B peanu3anuu,
4acTO OKa3bIBAETCS! HEIOCTATOYHBIM JIJIsl KOMIUIEKCHOW ONTUMU3ALUH.

Takum 06pas3oM, pu BbIOOpE METOAOB CIIEAYET YUUTHIBATh HE TOJIBKO UX 3(DPEeKTUB-
HOCTB, HO 1 COOTHOLLIEHHE TPYJ03aTpaT K NOTeHUUATbHOMY BBIUTPBILIY B IPOU3BOIUTEb-
HOCTH, OT/]aBasi NPEANOYTeHUE TEM PELICHUSIM, KOTOPbIE JAIOT MAKCUMAaJIbHBIN Pe3ybTaT
NpY MUHUMAJIbHBIX YCUJIMSIX B KOHKPETHBIX YCIOBUSIX MPOEKTA.
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REVIEW AND COMPARISON OF EXISTING METHODS FOR OPTIMIZING
PERFORMANCE IN RENDERING DISTANT OBJECTS IN UNITY 3D

V.V. Firstov
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Abstract. The article provides an overview of modern methods for optimizing performance
when rendering objects at long distances in Unity 3D. Techniques such as levels of detail
(LOD), occlusion culling, billboard usage, object combining, and GPU Instancing are exam-
ined. Their effectiveness is analyzed based on tests conducted using an open-world scene.
The study highlights the importance of a comprehensive optimization approach to achieve
high-performance metrics.
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