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PEDEPAT

OO6csr podoTu 44 cropiHok, 34 LmrocTpalii, 23 JpKepesa MocuilaHb.

O06’exTOM poOOTH € BUBYEHHS ONTUMIZALIMHUX TEXHIK PEHACPUHTY Tpadiku.
[Ipeamerom poOOTH € peaizalis peHaep-pyuris Dengine 3a 1omoMoror rpadiqHoro

iHTepdeiicy OpenGL ta C#.

MeTtoro poboTH € po3poOIeHHS Ta MporpaMHa peaizallis peHAep-pyIIis Jisi BABYAHHS

KOMIT FOT€PHOT Tpadiku.

[HCTpyMEHTH po3pobIIeHHs: iHTerpoBaHe cepenonuiie po3pookn: Rider, OpenTK

(616mioreka-ooroprka OpenGL nist C#), InGULNET.

Pe3ynbrat poOOTH: pealli3oBaHO peHAep-ABUryH Dengine Ta Ha 1oro OCHOBI BUKOHAHO
2 nabopaTtopHi po0oTH 3 «IHTeNneKTyanbHUX cucTem»: [lakMaH Ta TeHETUYHUN aITrOPUTM
(renepariist 300pakeHHs), a TAKOXK JOCIIIPKEHO JesSKl ONTUMI3alliiHI TEXHIKH

pEeHICpUHTY TpadiKH.

Po3pobiiene nporpamue 3abe3reueHHs] MOXKe BUKOPUCTOBYBATUCH HABYAIbHUMU
3aKJIaJlaMH CEpPEeIHbOI Ta BUILOI OCBITH. Moxe OyTH J0JaTKOBO 3MIHEHO Ta

BUKOPUCTAHO B yCIX rajy3sx, Je MoTpiOHa BizyaJizarlis.



3MICT

CkopodeHHS Ta YMOBHI TTO3HAYEHHS

Beryn

1 Cratuunwuii 6ataunr (Static batching)

1.1 CtatnyHuii 6aTYMHT 3 MOJEIBHUMH MaTPUISIMU
2 unamiyawuii 6atuunr (Dynamic batching)

3 JlyomoBanns reometpii (GPU instancing)

4 Weinepu obuncnerns (Compute shaders)

5 PiBens aeramizariii (LOD)

BucnoBok

[epenik mxepen

11
19
25
30
37
42
42



CKOPOYEHHA TA YMOBHI IIO3HAYEHHS

CPU — nenTpasibHUH TIpoIIeC

GPU — rpadiunuii mporecop

VBO - Bepuunnuii 6ydep

VAOQO — intepdeiic memia, MacuB BEpIIMHHUX Oy(epiB
DC — draw call (komanga no GPU namarmoBatu 00’ €KT)

FPS — frames per second (Ki1bKICTh KaApiB B CEKYHY)



BCTVYII

OnTuMizarllisi peHaepy — KOMIJICKCHE 3aBIaHHS, SIKE BUMAarae BiJi rpadiuHoro
IporpamMicTa MeBHUX 3HaHb Ta HaBUYOK. [lepmioueprooto, 3BiCHO, € MpodiTIOBaHHS
OKpeMoro kajpy 3 npocaakoro FPS, mo6 jgokanizyBatu By3bKe Miclie, a IOTIM
ONTHUMI3yBaTH Horo. Y KoM IOTEpHIN rpadili € gyxe 6arato peuei, ki MOXKYThb

HCTAaTHBHO BINNIMHYTH Ha HpO)Iy'KTI/IBHiCTB ImporpamMu:

o Heedexrusue cninkyBanus 3 GPU: uacre 3seprannst CPU go GPU a6o GPU no
CPU

o Heedexrusne kepyBanus nam’ 110 GPU, Hanpukian, nepeBuaineHHs 0ydepis B

Hpoueci BHKOHAHHA ITPpOIrpamMu, TOIIO

e (BITJIO: TEXHIKH, SK ray-tracing uu global illumination.

e Bucoka po3auIbHICTh eKpany: peHaep 3 4K abo Buille Bumarae Oinbliie

O0YHCITIOBATIHLHOI MOTY)KHOCTI Ta MaM’sT1

e ExpaHHe 3riaaKyBaHHs

e [locr-npouec

e Biuicoka CKIIaIHICTh CIIEHU

TyT HaBeeHO JIMIIE ACSIKi MyHKTH, IKi MOKYTh HETaTUBHO BIUIMBATH Ha
MPOJYKTUBHICTD PEHEPY, MPOTE B 1[I POOOTI PO3IIIAIAETHCA ONTHUMI3AIlis OCTAHHBOTO

MYHKTY — CKJIQAHICTh CIEHH, TaK K BIH 4acTillle BChOIO € MPUYHMHOIO Ipocaaku FPS.

OxpiM O4EBUAHOIO: TPUMATH MOJIEIIl SIKOMOTa 3 MEHIIOK KIJIbKICTIO MOJITOHIB Ta
BUKOPUCTOBYBATH O1JIbIII ONTUMI30BaH1 WIEHAEpH, pOo30epeMO SIK 1 KOJIU came MalloBaTH

00’ €KTH.



1 CTATUYHM BATYHMHT (STATIC BATCHING)

VY rpadgiunomy nporpamMyBaHHI CTATUYHUN OATYMHT — I1€ TEXHIKa JJIsl ONTUMI3aIlii

PEHIEPHUHTY BEJIMKO1 KITBKOCTI 00’ €KTIB Ha CIIEHA.

CrarnyHuii OaTYUHT TPALIOE MIJITXOM MOETHAHHS KIJTbKOX OKPEMUX MEIIIB B OJIMH

BEJIMKUM MeIll, SKHUM 3roJ0M MOKHA HamamoBaTH 3a oguH DC.

CrarnuHuii 6aTYMHT 0OCOOJIMBO KOPUCHUH TSI CIIEH, SIK1 MICTSTh BEIUKY KUIBKICTh
MaJICHPKUX CTaTUIHUX 00’ €KTIB, SIKI HE 3MIHIOIOTh TIOJIOKEHHS, 00CPTaHHS YK MacCIITa0

IIPOTSTOM T'PH.

[IpunycTiMoO, MU XO4EMO HAMaIIIOBaTH CITKY 3 10 THCSYaMu €eMEHTIB 3a JOTIOMOT' 010
npocToro Komip-mieiaepa. CiTka CKIaaaeTbCsl 3 HOTUPUKYTHUKIB 1 TPUKYTHUKIB. €
auie 35 TUCSY BepUIMH 1 15 TUCSY MONITroHIB Jy1sl 0OpOOKHU, 110 € JOCUTD JIETKUM

3aBAaHHAM g cydyacHux GPU.

Hierarchy Viewport
Camera Time mls

Object 0 Frame 40

Object 1 Update 0

Render 31,08 7
Object 2 Swap 7,69 19%

Object 3 Other 1,23 3%
Object 4 FPS =25

Obiject 5 Draw calls = 10000
Object 6 Tris = 15000

Object 7 Vertices = 35000
Object 8
Object 9

) . | N Ly,
Intel(R) Iris(R) Xe Graphics [

i
LIATARE

Puc 1.1 — 10 Tucsiy enementis 3 okpemum DC nipu 25 FPS

[Ipore, sik Mu Moxkemo OaunTu, npukian npamroe 3 25 FPS, a penaep 3adbupae 75%

3arajibHOro0 yacy kaapy. Homy? Tak sk MU MaJTFOEMO KOXKEH €JIEMEHT OKPEMO, MU



orpumyemo 10 tucsiu DC koxeH Kajp, 110 1 € TOJJOBHUM BY3bKUM MICIIEM B ILOMY

MIPUKJIA/I].

1100 moxpauuT €PEeKTUBHICTH MPOTrPaMH, MU MOKEMO BUKOPUCTATH CTaTUYHUIMA
OaruuHr, o0 00’€1HATU KBAAPATH 1 TPUKYTHUKHU y OAMH Belnkuid Memr VBO, a motim

HaMaJrroBatH ix 3a oaud DC.

Hierarchy Viewport

Camera Time mls
Grid Frame
Update
Render
Swap

Other
FPS = 60
Draw calls =1

Tris = 1500000

Vertices = 3500000

Intel(R) Iris(R) Xe Graphics

Puc 1.2 — 1 munbiton enementiB 3 1 DC nipu 60 FPS

[Ticns Toro, Ak My MOOAYUIHN pe3yabTaT OATYMHTY, AaBaiiTe peaaizyeMo CBIM MPOCTUH
CTaTUYHMM OaTUMHT HA MPUKJIAA1 CXOXKO1 CITKH. /7151 mouaTky, HaMm HeoOXiaHa QyHKIILiS,

sika OyJye CBITKY KBaJIpaTiB.

public Mesh Build()
{

Mesh result = new();
for (int i = 0; 1 < count; ++i)
{
for (int j = 0; j < _count; ++3j)

{

Vector2 position = GetPositionForQuad(i, Jj);
AddQuad(result, position);
}

return result;

}

private void AddQuad (Mesh mesh, Vector2 position)
{

mesh.Indices.AddRange (new| ]



0 + indexOffset, 1 + indexOffset, 2 + indexOffset,
2 + indexOffset, 3 + indexOffset, 0 + indexOffset,
})
mesh.Vertices.AddRange (new| ]
{
position.X + objectSize, position.Y,
position.X + objectSize, position.Y + objectSize,
position.X, position.Y + objectSize,
position.X, position.Y,

1)

_indexOffset += 4;
}

Ocb My orpuMaiii 64 (a00 CKUIbKH BU 3a0a)KaeTe) KBaJPaTiB, SIKi MATIOKTHCA 32 OJIUH

pas.

B | OpenTK Window = X

Puc 1.3 — Citka 3 ognakoBux einemenrtis 3 1 DC
YyaoBo, MpoTe TOJ0BHA NIEpEBAra CTaTUYHOro OAaTYMHTY 1€ OEJaHHS Pi3HUX MEIICH.
Tomy, nonamo OyKBaJIbHO JCKUIbKA PSIAOUYKIB KOY 1 BXKE€ OTPUMAEMO OLIBII 1IKABUM

pe3yJsbTar.

public Mesh Build()
{

Mesh result = new() ;

for (int i = 0; 1 < count; ++i)

{
for (int j = 0; j < _count; ++3J)
{

Vector2 position = GetPositionForObject (i, 7J);



AddQuad (result, position);
}
else
{
AddTriangle (result, position);
}

}

return result;

}

private void AddTriangle (Mesh mesh, Vector2 position)
{
mesh.Indices.AddRange (new| ]

{

0 + indexOffset, 1 + indexOffset, 2 + indexOffset,
)i

mesh.Vertices.AddRange (new| ]

{

position.X, position.Y,
position.X + objectSize, position.Y,
position.X + objectSize / 2f, position.Y + objectSize
1)
_indexOffset += 3;
}
B | OpenTK Window = X

Puc 1.4 — Citka 3 pizuux enementis 3 1 DC

Yynogo. [Ipore, 1110 MU MOXKEMO 3pOOUTH, SKIIO MU XOYEMO, 1100 HAIIll €JIeMEHTH

BUTJISI TN TIO-PI13HOMY?



BianoBias kpueThes B ycTaHOBIN ID 11711 KOYKHOT BEpITMHYM TPUKYTHUKY YU KBaapary. I,
BUKOpUCTOBYIOuH ID, 3MiHIOBAaTH BUIJISA Y (hparMeHTOMY Hieiepl. 3By4UTh TPOXH

CKJIaJIHYBaTO, IPOTE HACIPAB/I 1I€ 30BCIM HE TaK.
PozrisineMo 1OMOMIXKHHI NPUKIIA: HAMATIOEMO 3 HEOAHAKOBI (IrypH 3 pi3HUMHU
KoJbopamu 3a oguH DC.

Mesh mesh = new|()

{

Vertices =

{
// position id
-0.95f, -0.25f, o,
-0.45f, -0.25f, o,
-0.7£, 0.25f, o,
0.25f, 0.25f, 1,
0.25f, -0.25f, 1,
-0.25f, -0.25f, 1,
-0.25f£, 0.25f, 1,
0.45f, 0.25f, 2,

0.95f, 0.25f, 2,
0.7£, -0.25f, 2

Yy

Indices =

{

N Wo
[0« IS, I - ol
oooN

~ 0~

bi
[Ticnsa yctanoBku 1D a1t KO>KHOT BEPIITMHU FEOMETPIi, TENep MU MOKEMO ITPOYUTATH

fioro y meiiiepi 1 Ha HOro OCHOBI 3MIHIOBAaTH MOBEAIHKY peHIepUHTY mpocTuM if / else.

// Vertex shader (vert.glsl)

#version 330 core

layout (location = 0) in wvec2 position;
layout (location = 1) in float vertexId;

out float id;

void main (void)
{
id = vertexId;
gl Position = wvec4(position, 0.0, 1.0);

// Fragment shader (frag.glsl)
#version 330 core



in float id;
out vecd outputColor;

void main ()
{
vecd result = vecd (1, 1, 1, 1);

if (id == 0)
{

result = vecd4 (1, 0, 0, 1);
}

else if (id == 1)

{ result = vec4(0, 1, 0, 1);
}

else if (id == 2)

{ result = vec4 (0, 0, 1, 1);
}

outputColor = result;

B OpenTK Window = X

Puc 1.5 — Pi3Hi enemeHTH, K1 BUTISAAI0Th TO-pi3HOMY 3 1 DC

3BICHO, € IEKUJIbKa THIIMX COCO01B JOCATHYTH MOI0HOT0 pe3yabTary, npore ID ue

OLIBII 3araJIbHUAM ITIXI1T.

VY dbparmenTomy meiaepi Mu BukopuctoByBanu if / else. Jlyis Takoro mpukiamy 1e He €
MOTraHo, MPOTE MU JIETKO MOKEMO 3aMIHUTH 1€ MAaCUBOM KOJIbOPIB, SIKUM OyeMo

nepeaaBaTu 3 XxocT-MoBH (C#).



#version 330 core
uniform vec4 [30] colors;
uniform int colorsCount;

in float id;
out vecd outputColor;

void main ()

{

[

outputColor = colors[id % colorsCount];

}

[lepenava xonbopiB y meiaep 3 C#.

int program = ShaderProgram.Create("vert.glsl", "frag.glsl");
int countIndex = GL.GetUniformLocation (program, "colorsCount");
int colorsIndex = GL.GetUniformLocation (program, "colors");

GL.UseProgram(program) ;
GL.Uniforml (countIndex, 6);
GL.Uniform4 (colorsIndex, 6, new float[]
{

255, 255, 0, 255,

0, 255, 255, 255,

255, 0, 255, 255,

255, 0, 0, 255,

0, 255, 0, 255,

0, 0, 255, 255,
)

r al

B OpenTK Window = X

Puc 1.6 — KoHTposb Ha/l BUTJIAIOM €JIEMEHTIB 3 XOCT-MOBHU
Yucrimmuii Ko meiaepy Ta OUIbIINI KOHTPOJIb HAJl HUM 3 XOCT-MOBH: BOWIJIM 2 3aiIliB

OJIHUM TIOCTP1JIOM.



[ToBepHeMoch 10 IpuKIIany 3 ciTkoro. Jlomamo 1o 1i reHepartii ID Ta moguBumMoch Ha

pe3yJsbTar.

Quad
mesh.Vertices.AddRange (new]| ]

{

position.X + objectSize, position.Y, id,
position.X + objectSize, position.Y + objectSize, id,
position.X, position.Y + objectsize, id,
position.X, position.Y, id,
1)
Triangle

mesh.Vertices.AddRange (new/| ]

{

position.X, position.Y, id,
position.X + objectSize, position.Y, id,
position.X + objectSize / 2f, position.Y + objectSize, id
P
i B | OpenTK Window = [m} X |

Puc 1.7 — Citka 3 pi3HUX €JIEMEHTIB, K1 BUTJISal0Th TO-pi3HoMy 3 1 DC

Sk 51 xazaB panimie, ID 1ie 611bI1 3aranbHUAN MAXI1I JJIS 3MIHH BUTJISAY T€OMETPIi, KOJU

BUKOPUCTOBYETHCS OATUUHT.

BuxopucToByroun 1ei mijaxij, MU MOKEMO BCTAaHOBIIIOBATH TEKCTYPY 3 MACHBY TEKCTYP

a00 BUKOPUCTOBYBATH SIKICh KACTOMHI1 peHJiep - yHKITIi.

1.1 CTATUYHUM BATYHHT 3 MOJAEJBHUMU MATPULISIMHA

3 1IUM M11X0J0M, MM MOKE€MO IITH HaBITh J1aJll 1 3pOOUTH TakK, 11100 HaIlla TeoMeTpis

pyxaJjiach, HIBEJIIOIOYH OCHOBHUN HEAOMIK OATYMHTY: HEMOXKIIMBICTh KEpyBaTU



BUTIIA0OM 1 IOJIOYKCHHSM OKPEMO B3ATOI'O CJIICMCHTY. I[JBI BI/IpiHICHHH Hi€.1. 3a11a11i, HaM

HEOOX1HO TPOXHU 3MIHUTHU T€HEPALII0 MEUTY CITKH.

Panimre, 6yayroun Ham Metn (VBO), Mu BCTaHOBITIOBAJIM MO3UIIIT BEPIIUH BPYUHY, 1,
BIJIMOB1IHO, MAJIFOBAIU BEJIUKUN Mell 3a ouH DC, BUKOPUCTOBYIOUH Pi3HI MO3HUIIIT

BEPILYH.

PosrnstHeMo 1onmoMi>KHHM TPUKITa]: HaMaTloeMO 4 HEOAHAKOBI (Irypu 3 pi3HUMHU

konbopamu 3a oguH DC. [laBaiite Ha risHemo Ha VBO wiei dirypu.

-
8 | OpenTK Window — O X

Puc 1.1.1 — CratuuHuii 6aTYUHT 3 «3axXapaAKOXKECHUMU» BepIIuHaMu y 0ydepi

float[] vbo =
{

// position id
o, -1, 0,
o, o, 0,

_lr Or 0/
_11 _11 0/
0/ _lr 1/
1/ _lr 1/
0.5¢£, O, 1,
_1r 0/ 21
0, 0, 2,
-0.5f, 1, 2,

~

wWwww



by
I ue npaigroe uynoso. IIpote, K10 MU X0U€MO, 11100 HAllla FEOMETPIs pyXanach, HAM

NOTPIOHO BIAMOBHUTHUCH BIJ XapAKOAY MO3UIIINA BEPIIMH 1 KEpyBaTH HUMU 330BHI.

J171st 1bOT0 HEOOX1THO BUPIBHATH HAITy TEOMETPIIO 1 MepelaBaTh MOEIIbHI MaTpHIll Y

BEPILIUHHUN IEHEP.

float[] vbo =
{

// position id
0.5f, 0.5f, 0,
0.5f, -0.5f, 0,
-0.5¢£, -0.5f, o,
-0.5¢f, 0.5f, o,
0.5f, -0.5f, 1,
-0.5f£, -0.5f, 1,
o, 0.5f, 1,
0.5f, -0.5f, 2,
-0.5¢£, -0.5f, 2,
0, 0.5£, 2,
0.5f, 0.5f, 3,
0.5f, -0.5f, 3,
-0.5¢£, -0.5f, 3,
-0.5¢f, 0.5f, 3,

b

Tenep Hama reoMeTpist BiIIICHTPOBAHA.

#version 330 core
uniform mat4[200] modelMatrices; // Ti cami kepywouil mMaTpuii, gxi HaMm 10TpPiOHO
nepelaTy 330BH1 3 XOCT-MOBU.

layout (location 0) in vec2 position;
layout (location = 1) in float vertexId;

out float id;

void main (void)
{
id = vertexId;
gl Position = wvecd (position, 0.0, 1.0) * modelMatrices[int(id)];

}

Bepmmnuanil menep 3 MaCHBOM MOJICJIbHUX MATPUILb

private void SendDataToShader ()
{ for (int i = 0; 1 < transforms.Length; ++i)
{ for (int j = 0; j < 4; ++7)
{ for (int k = 0; k < 4; ++k)



Matrix4 modelMatrix = transforms[i].ModelMatrix;
_rawModelMatrices[i * 16 + j * 4 + k] = modelMatrix[j, k];

}

int location = GL.GetUniformLocation( shaderProgramId, "modelMatrices");
GL.ProgramUniformMatrix4 ( shaderProgramId, location, rawModelMatrices.Length /
16, true, rawModelMatrices);

}
3BICHO, SIKIIO MEepeAaTH OAUHUYHI (HEOOPOOJIIeH1) MAaTPHIll MU OTPUMAEMO HE T€, 110

OYIKYEMO.

B | OpenTK Window = O X

Puc 1.1.2 — Cratnunuit 6aT4UHT 3 BIAIEHTPOBAHUMHU €JI€MEHTaMU
Le Bi1OyI0CHh TOMY, IO KBaJIpaT MEPEKPUB BCI 1HII €JIE€MEHTH, TaK K BCl BOHU

BianeHTpoBaHi. 1106 e BupimuTH, HEOOX1THO BCHOTO JIMIIIE I0AATH 3CYB Y MAaTPHIIL.

modelMatrices[i * count + j] = new Transform()

{

Position = new Vector3 ()

>
|

= -1+ J * (objectSize * 2 + offset) + objectSize + offset / 2,
Y = -1+ 1 * (objectSize * 2 + offset) + objectSize + offset / 2,
Zz =0,



-
B | OpenTK Window - O X

Puc 1.1.3 — Cratuunuii 0aTYMHT 3 KOHTPOJIEM TpaHCPopMallii eIEMEHTIB 3 XOCT-MOBHU

UynoBo, Mu 11e BunpaBuid. [IpuurHa mo sikit Mu poOUITH 111 MaHIIMYJIALI] TOJSTaE B
TOMY, III0 TENIEP MU MOKEMO 3BEpPTaTUCh A0 TpaHCHOpPMAIIil OKPEeMO B3STOTO €JIEMEHTY

TaK, Ha4e BIH MATIOETHCS OKPEMO.

o6 11e MpoIeMOHCTPYBATH, JIaBalTe N0JaiMO HEBEIMYKY aHIMAIIi0 IO HAIIO1 CITKH.

private void UpdateMatrices (float deltaTime)
{
_time += deltaTime;
float lerp = Algorithms.ScaledSin( time * 2);

for (int i = 0; 1 < transforms.Length; ++i)
{
Vector3 eulerAngles = Vector3.Lerp (Vector3.Zero, Vector3.UnitZ *
_animationDatal[i].TargetAngle, lerp);

_transforms[i].Rotation = Quaternion.FromEulerAngles (eulerAngles);
_transforms[i].Position = Vector3.Lerp( animationData[i].StartPosition,
_animationDatal[i].TargetPosition, lerp);
_transforms[i].Scale = Algorithms.Lerp(1l, animationDatal[i].TargetScale,
lerp) * Vector3.One;
}
}



Puc 1.1.4 — AnimoBana citka 3 pizHuMHu enementamu 3 1 DC

Crarnynuii 6aTuuHr OYB 3aCTOCOBAaHUH Yy MEPIIii 1abopaToOpHiit poOoTi 3

«IHTENMEKTyaIbHUX CUCTEM» TSI MAIFOBAHHS KapTh rpu «Ilakman» 3a onuH pas.

Panels
Viewport

Puc 1.8 — I[puxnan po6otu nabopatopHoi podotu «[lakman» 3 «IHTENEKTyaIbHUX

CUCTEM»



Panels
Viewport

Puc 1.9 — [Ipukmnaa BUKOPUCTAHHSA CTATUYHOrO OATYMHTY IS MAJIFOBAaHHS KapTH

Kapra 500x500 renepyethes anroputMoM RecursiveBacktracker. 1 MinbitoH moJiroHiB

ipu 90 FPS.

private Mesh GetMazeMesh ()
{

Mesh[] tiles = new Mesh|[ obstacles.Count];

int index = 0;
foreach (Vector2i obstacle in obstacles)

{

tiles[index] = obstacleSpawner.Create(obstacle, GetNeighbours (obstacle));
++index;

}

return StaticBatching.Concatenate(tiles);

public static class StaticBatching
{
public static Mesh Concatenate (IList<Mesh> objects)
{
return new Mesh (ConcatenateAttributes (objects, 0, objects.Count))
{

Indices = ConcatenateIndices (objects, 0, objects.Count),
b7



private static List<VertexAttribute> ConcatenateAttributes (IList<Mesh> objects,
int startIndex, int endIndex)

{
List<VertexAttribute> result = new() ;

int verticesCount = objects.Sum(startIndex, endIndex, mesh =>
mesh.VerticesCount) ;

foreach (KeyValuePair<string, VertexAttribute> attribute in
objects.First () .Attributes)

{
float[] buffer = new float|[verticesCount * attribute.Value.Size];
string attributeName = attribute.Key;
int destinationIndex = 0;

for (int i1 = startIndex; 1 < endIndex; ++1i)

{
float[] subData = objects[i].Attributes[attributeName] .Data;
Array.Copy (subData, 0, buffer, destinationIndex, subData.Length);
destinationIndex += subData.Length;

}

result.Add (new VertexAttribute (attributeName, attribute.Value.Index,
attribute.Value.Size, buffer));

}

return result;

}

private static uint[] ConcatenateIndices (IList<Mesh> objects, int startIndex,
int endIndex)

{

int count = objects.Sum(startIndex, endIndex, meshData =>
meshData.Indices.Length) ;

uint[] buffer = new uint[count];
int index = 0;
uint offset = 0;

for (int i = startIndex; i1 < endIndex; ++i)

{
for (int j = 0; j < objects[i].Indices.Length; ++j, ++index)
{

buffer[index] = objects[i].Indices[]] + offset;
}

offset += (uint)objects[i].VerticesCount;

}
return buffer;

}

Static batching kmac 3 pymrist Dengine.

2 JMHAMIUYHUIA BATUUHT (DYNAMIC BATCHING)



JlvHamigHUM OaTYMHT — 11€ ONTUMI3alliliHa TeXHIKa B KOMII IOTepHIN rpadilii, sika

BUKOPUCTOBYETHCS 11 3MeHIIeHHs DC.

CratnyHui Ta IMHAMIYHUN OaTYUHT 00H/IBa BUKOPUCTOBYIOTh 00’ € THAHHS BEPITUHHUX

OydepiB B OJUH, KM MOTIM MaJTIOETHCA 32 OAUH Pa3.

Crnin 3a3Ha4WTH, 10 AMHAMIYHUM OaTUMHT 3a3BUYai 00’ €HY€E MeEIIIl IM1/] 4aC BUKOHAHHS
IpH, TOJII SIK CTATUYHUM 11€ pOOUTH B PEAAKTOPI PYIIIis, a MOTIM 30epirac OTpuMaHui

VBO vy ¢aiinax rpu.

Mu Bxxe 6aunid B OTIEPETHIN CEKIIii, 110 CTATUYHUN OaTYMHT 1€ TEXHIKA, Ka 00’ €IHYyE
3a3BMYail CTaTUYH1 00’ €KTU y €IMHUIA BEPIIUHHUN Oydep, MpoTe BOHA TAKOXK MOXKE
OyTH 3aCTOCOBaHA 3 IMHAMIYHUMU 00’ €KTaMHu, SKIIO MepeaaBaTh MOJICIIbHI MaTpHIIl B

mensiep.

[IpuHIIMTIOBA PI3HUIA MK CTATUYHUM Ta IUHAMIYHUM OaTYMHIOM B TOMY, 1110 IEPIIUN

He oOHOoBMI0Ee oTpuManuit VBO, Tofi ik 1uHaMiuHUil OOHOBITIOE.
3BY4YUTH TPIIIKHU 3aITyTaHHO, MPOTE Ha MPUKIIAJIl BCE CTaHE 3p03YyMLJIO.

[Tpurmryctrmo, Mu xoueMo po3podurtn Har BracHui Ul-¢peitmopk Ha kmtant ImGui

JUTSI HAIIIOTO 1TPOBOTO PYIITis.

0000 0000 Position
0.000 0.000 Rotation
1.000 1000 Scale

¥ Model

Visible
Rass | Cass | Bass | [ color
Base

@ [

Puc 2.1 — JlemoHcpartisi, 110 iHTepQEiic MATIOETHCS TAKUM I11€ YHHOM, SIK 1 BCSI 1HIIIA

reoMeTpis


https://github.com/ocornut/imgui

Sk BU MOxeTe OauuTH, €JIEMEHTH KOPUCTYBAIIbOTr'0 1HTEepdeNCcy € HIYUM 1HIIHM, SK
KBaJpaTamu, sIKi MaJIIOIOTHCSI TOUHO TAKUM K€ YMHOM, SIK 1 BCSI 1HIII TEOMETPisl Ha

CIIEHI.

Takox BU MOKeTe MOMITUTH, IO Y AAA irpax, sik The Witcher 3 inTepdeiic Mmoxe 6yTu

JOCHTBb KOMIIJICKCHHM.

&9 INVENTORY

iy
v

)

SOFT LEATHER JACKET

SOFT LEATHER JACKET

Puc 2.2 — Ilpuknan ckiaaHoOHOTO iHTEpdEhcy

Lle o3Hauae, K110 MU HE OyneMo 6aTuuTH 1HTepdeiic, 00 BiIMaTOBAaTH HOTO 32 OJIUH

pas, 11€ MOXK€ HEraTUBHO BIUIMHYTH Ha 3arajibHy MPOJYKTUBHICTH TPH.

Bu Moxxere 3anmuTaTH, 4OMY MPOCTO HE BUKOPUCTATH CTATUYHUIN OATYUHT 3
MOJIETbHUMH MaTPHUISIMU: KOKEH €JIEMEHT 1HTep(eicy OTpUMAE BIACHY MOJIEIIbHY
MaTpHUIIIO, BC1 aHIMallli OyayTh mporpaBaTuch, 1 Bech Ul BiamamoeTres 3a ogud DC.
JIsanora. Lle crpanroe, mpore B IbOMY BUITIAJIKy BaM J0BeAeTbCs TpuMmaTu Bech Ul B

aMm’sTl.

Binbuoie Toro, 0iJibnIa yacTuHa Ticl maMm’aAri Oyae BUTpadyeHa JapeMHo, TaAK K
9 9

JIMIIe YaCcTHHA iHTepdelicy € BUAUMOKO B OyJAb-sIKHil MOMEHT 4acy.



3 iH110r0 60KY, AMHAMIYHUN O6aT4YuHT 30MpaeThes Ha LTI, o o3nayvae, o Mu

MAa€EMO NMOBHUH KOHTPOJb HaA TUM, IO 6aT‘lI/ITl/I, a 1mo Hi, BUKOPHUCTOBYIOYH XOCT-

MOBY.

Jlns npukiaay, MOAMBITECSA HA CIMCOK OpOH1 HA CKPUHIIOTI 3BEpXY. BukopuctoByroun

JTUHAMIYHUN OaTYMHT, MM MOKEMO B1JMAJIIOBATH JIMIIIC BUAUMI MPEIMETH 3 TOTO
cnucky. Lle Oyio 6 HEMOXIMBO 31 CTATUYHUM OaTYMHIOM, TaK SIK BIH BUMarae

30€peKEeHHS BChOTO CIIUCKY B TIaM ST, HE3aJIEKHO BiJl TOTO, 110 € BUJINMUM.

["apa3n, naBaiiTe peanizyeMo BIacHUM AMHaMIuHUM OatyuHr. [Ipunyctumo, y Hac €

IMaHesIb 3 aHIMOBAHUMH KHOIIKaMH, SIK1 3HHUKAalOTh, KOJIM MM HAa HUX KJIIKa€EMO.

public class DynamicBatch

{

private readonly Mesh overallMesh new () ;
private readonly RenderingObject overallView;

public DynamicBatch (string vertShaderPath, string fragShaderPath)
{

_overallView = new RenderingObject (vertShaderPath, fragShaderPath);
}

public void Clear()

{
_overallMesh.Indices.Clear();
_overallMesh.Vertices.Clear ();
_overallMesh.Attributes.Clear();

}

public void Add(Mesh mesh, Transform transform)
{
TryAddAttributes (mesh.Attributes) ;
AddIndices (mesh.Indices) ;
AddVertices (mesh.Vertices, transform);

}

public void Draw ()

{
_overallView.BufferData( overallMesh, BufferUsageHint.DynamicDraw);
_overallView.Draw();

Krnac quHamigyHOro 6aT4yuHTy Mae mpocTy Ta 3po3yminy API:

e C(lear
e Add(Mesh, Transform)



. Draw

Bu moxeTte 3anuraru, HaBimo HaM noTpioeH 00’ ekt “Transform”? Lle Tomy, 1110 Ham
MOTPIOHO OTPUMATH CBITOBY MO3HUIIIIO BEPIINH, 11100 T0AATH i 10 3araJIbHOr0 MEITy

(13

_overallMesh”. Mu MOXkeMO JOCSITHYTH LIbOTO MHOXKEHHSIM JIOKJIbHOT MO3UIIIT

// AddVertices stage
Matrix4 modelMatrix = transform.ModelMatrix;

for (int 1 = 0; i < vertices.Count; i += stride)

{
Vector4 position = new(vertices[i], vertices[i + 1], 0, 1);
Vector2 worldPosition = (position * modelMatrix) .Xy;

_overallMesh.Vertices[verticesOverall + i + 0] worldPosition.X;
_overallMesh.Vertices[verticesOverall + i + 1] = worldPosition.Y;

Bukopucranus:

public void Render (FrameEventArgs args)

{
_dynamicBatch.Clear ();

foreach (Button button in buttons)

{
if (button.IsVisible)

{
_dynamicBatch.Add (button.Mesh, button.Transform);

}
}

_dynamicBatch.Draw() ;

}
I ue Bce! He Tak Baxkko, SIK 3/1aBaJIOCh. 3apa3 MU MAJIFOEMO JIMILIE BUJUMY YaCTUHY

BChoro iHTepdeticy 3a onun DC.



Puc 2.3 — Henomiku Ta 0OMeXeHHA

[Tpukinan 3 inTepdeticom OyB BUOpaHuii HeBUIaIKOBO. KOoXXKeH €J1eMEeHT €, 1Mo CyTi,
3BHYAMHUM KBaJIpaToOM, TOMY iX KOMIIOHYBaHHS Ha IICHTPAILHOMY IIPOIIECOpPi HE €

po0IEMOIO.

3a3Buuail TUHAMIYHUN OaTUYUHT €(PEKTUBHUI 1JI1 0OpOOKH HEBEIMKUX 00 '€KTIB,
OCKUIbKU 00'€THAHHS iX B OIMH 0aT4y MOKE CTaTH MPOOJIEMAaTUYHUM, KO 00'€KTH

JIOCUTBH BEJIUKI 200 1X KIJIBbKICTh 3HAYHA. A

Tomy, AKI110 BU cripoOyeTe TUHAMIYHO 00’ €IHYBaTH BEJIUKY KUIbKICTh
BUCOKOIOJIrOHAJIbHUX MOJIeNei, BU O TOYHO OTPUMAJIH MTPOCAIKH MPOAYKTUBHOCTI y

BaIlIiii rpi / mporpami

Tomy, TuHAMIYHUN OATYUHT TOCUTH YaCTO BUKOPUCTOBYETHLCS JISI PO3POOKH CUCTEMHU
yacTHHOK (particle system). Takosx 3a3BUuaii BiH BAKOPUCTOBYETHCS I 00’ €KTIB, SIKi

9aCTO CTBOPIOIOTHCA 1 SHUIOYIOTHCA.

3arajiom, JTMHAMIYHUI OATYMHT HAWOIIBII e)eKTUBHUI Y TUX BHIAJAKAX, KOJIH
BUTPATH HA OHOBJIIOBAHHS BePIIMHHOr0 Oydepa i BJIacTUBOCTEH MaTepiany MeHIIi

3a BUTPAaTH MAJKBAHHA KOKHOI'0 €JIEMEHTY OKPEMO.



JlaBaiiTe po3riasiHeMo, sIK TaKUil MOMyJsipHUM py1rii, ssk Unity BUKOPUCTOBYE

IUHAMIYHWAI OaTYUHT.

Limitations

In the following scenarios, Unity either can't use dynamic batching at all or can only apply dynamic batching to a limited
extent:

nity can't apply dynamic batching to meshes that contain more than 900 vertex attributes and 225 vertices. This is
because dynamic batching for meshes has an overhead per vertex. For example, if your shader uses vertex position,

ertex normal, and a single UV, then Unity can batch up to 225 vertices. However, if your shader uses vertex position,
ertex normal, UVO, UV1, and vertex tangent, then Unity can only batch 180 vertices.

LJlIf GameObjects use different material instances, Unity can't batch them together, even if they are essentially the same.
only exception to this is shadow caster rendering.

* GameObjects with lightmaps have additional renderer parameters. This means that, if you want to batch lightmapped
GameObjects, they must point to the same lightmap location.

* Unity can't fully apply dynamic batching to GameObjects that use multi-pass shaders.
» Almost all Unity shaders support several lights in forward rendering. To achieve this, they process an additional render

pass for each light. Unity only batches the first render pass. It can't batch the draw calls for the additional per-pixel
lights.

+ The Legacy Deferred rendering_path doesn't support dynamic batching because it draws GameObijects in two render
passes. The first pass is a light pre-pass and the second pass renders the GameObjects.

Puc 2.4 — 'onoBHI YMOBH U1 TUHAMIYHOTO OATUYUHTY

e (OpnHakoBui Marepial (11e JOCUTh OUYEBUIHO, BCl TEXHIKM OATUMHTY BUMAraroTh
1e)

e Posmip menry 10 KoMIIoHyBaHHS oOMexeHui. KinbkicTs BepiuH * Po3mip
BEPIIMHY < TIEBHUH JIIMIT.

[To 3amoBuyBanHt0 Unity BUKOPUCTOBYE NUHAMIYHUIN OATUMHT 171 1i CUCTEMU

YaCTUHOK, TaK SIK IIsl TEXHIKa CyMicHa 3 Bcima rpadiunumu APL

Taxox Unity nmporionye GPU instancing 1151 peHIepUHTY YaCTUHOK, 110 HaBITh
MOKparye epeKTUBHICTD, MPOTE IIsl TEXHOJIOT1S He cyMicHa 3 Bcima API, mo tumy

OpenGL ES 2.0.



3 IYBJIOBAHHS TEOMETPII (GPU INSTANCING)

GPU Instancing - TexHika, 1110 BAKOPUCTOBYEThCS y TpadidHUX Mporpamax i irpax Jjist

ONTHMI3aIlii BiJOOpakKeHHS BEIMKOI KIJTbKOCTI IIEHTUIHUX a00 CXOXKHUX 00'EKTIB.

TpaauiiitHo, mpy BimoOpakeHH1 6araThoX OJHAKOBUX 00'€KTiB, TAKHX SIK JIEpeBa, TPaBa,
KaMiHHSI a00 KyIlll, KOXeH okpemuil 00'ekT nepenaetscsi GPU okpemo, 110 BUMarae

BEJIMKUX O0YUCITIOBATILHUX PECYPCIB.

Buffer 0 . -
VERS @ size / type / stride { Buffer Object (vertex atrib ) |

Array coe
Object Buffer n [ Buffer Object (veriaxatiibm |
size / type / stride
| | Program
Object o
Graphics

Context

Image Object (color buffern) |

|| Framebuffer —1o{ image Object(clor buffer0) |
Object

Format Object (color buffer n)

Image Object (depth buffer) |

Format Object (depth buffer)

Format Object (stencil buffer)

-« Buffer Object (vertex attrib 0) |
. _— @ Mesh
Buffer n
———! Buffer Object (vertex attrib n)
size / type / stride I

P .
1750 s 4@ Material

Texture Filter Objects (samplers)

Puc 3.2 — AGcTparii y Buriisiai nonsate «Meshy» Ta «Material»



[Hmumu cnoBamu, B cydacHux rpadiunux APIL no tuny, OpenGL4/Metal/Vulcan
nam’sITh T MEII Ta MaTepiai BUIALISEThCS Ta 3all0BHIOEThCS ofpazy Ha GPU. B
IpOLIECl BUKOHAHHS IIPOrPaMHM, KIIEHTY JIMIIE HEOOX1AHO BUKIMKATH QyHKI1I0 Draw,
1100 HaMaJIroBaTH 00’ €KT, Tak K API Bxke 3Hae, 1€ nexars HeoOX1aH1 11 11
MaJlOBaHHS JaHi. Takuil miaAXiJ CyTTEBO MOKPALLY€e MPOAYKTUBHICTh PEHACPUHTY

rpadiku.

Opnnak, ko 00’ ekTiB (0COOIMBO OJTHAKOBHX) Ha CIICHI CTa€ JOCUTH Oararo, 1e
MIPU3BOJIUTH /10 MpobsieMu: Beiauka KibkicTh DC Ta Benukuii ayosikat ganux Ha GPU.
3BICHO, MO’KHA 3aKELITyBaTH MaTepiall, BEpIIMHHUNA Oydep Ta BUKOPUCTATH OATUUHT
TEXHIKH, SIK1 OyJIM PO3TJISHYTI BUIIE (CTATUIHUN/ TMHAMIYHUK ), TIPOTE B PEIITI-PEIIT

BUIJIC JOCUTH TPOMI3JIKE PIIICHHS.

Tomy Ha cBiT y 2010 poui y OpenGL 3.3 3’siBunace HoBa 0aTunHr-rexuika GPU
instancing.

CyTb nojsirae B TOMY, 1110 JaH1 PO OKpeMi 00'€KTH, Takl AK iX MOJI0KEHHs, MacIiTao 1
napameTpu, 30epiratoTbcs B crieriaabaomy 0ydepi Ha GPU. [otim, BUKOPUCTOBYIOYH
et 0ydep, GPU Moxe mBHAKO BiT0OpaXkaTH BCi Komii 00'ekTa Oe3MmocepeIHbo Ha

expani. ToMy iHIIIa Ha3Ba 1i€T TEXHIKA Ha3UBAEThCS «/J{yOmoBaHHSA reoMeTpiiy.

CRUY CPU CPU
Pl
Draw Draw Draw Draw (static/dynamic batching) Draw 3 times (GPU instancing)

Lo | L

Big mesh

Object 1 Object 2 Object 3 containing 3 Object 1 Object 2 Object 3
submesh

Object 1 Object 2 Object 3

Puc 3.3 — CxeMa pi3HUX TUIIB MAJIOBAHHS T€OMETPII.



[Ipore, kmieHTChKE BUKOpUCTAHHS 1 1 3 MiX0/1B CYTTEBO BiIpi3HAEThCA. Hexait Ham

MOTPIOHO HAMAJTIOBATH 3 aCTEPOIIH.

Pseudocode
CPU Pass model matrix — =/ Shader for (inti = 0; i < objectsToDraw; i++)
{
I [ passModelMatrixToShader(shaders[i], modelMatrices[i]);
| ‘_ draw(objects[i));
l ~| Draw }
|
|
I Pass model matrix Shader = Object 1
| A
| i
| Draw > Object 2
|
|
|4> Pass model matrix ——/ Shader | Object 3
'y
Draw

Puc 3.4 — [liarpama TpaguIiiiHOro MajtOBaHHs 3 OJTHAKOBUX 00’ €KTIB 3 MCEBIOKOI0M

Masorouu acTepoiiu «TpaauiiiiHO», MU MAa€EMO MIOBHUN KOHTPOJIb Ha/l HUMU:
nepenaeMo MoTpioH1 iM JaH1 I MalOBaHHs HanpsMy B mieiaep (uniform values), Taxi

K MOJIEeIbHA MaTPHIIs, TOTIM MaJTFOEMO — BCE MPOCTO.

Update model Buffer update could be
CPU . . L
matrices implemented in different ways
I T
| s
| v
Model matrices Pseudocode with CPU buffer update
| (buffer at GPU)
| [ updateBuffer(modelMatrices);
| draw(object, 3); // draw 3 times
: Shader Object 1
| 4
| 5 Pseudocode with GPU buffer update
—— Draw 3 Object 2
times

computeShader.Dispatch(3, 1, 1);
draw(object, 3); // draw 3 times

|
|
| Object 3
|
|



Puc 3.5 — MamoBanns 3 GPU instancing 3 ogHakoBuX 00’ €KTiB 3 IICEBAOKOI0OM
[IpoTe, BUKOPUCTOBYIOUH OATYWHT-TEXHIKH, MU HE MOXXEMO 3BEPTATUCh IO OKPEMO
B3SITOT0 00’ €KTY 1 epeiaTh HEOOX1IHI oMY JaH1, TOMY MOTPiIOHO CTBOpUTH Oydep,
AKUN OyJie BUCTYIATU IIIBOM MK XOCT-MOBOIO Ta IICHIEPOM.

I ot Bke 1eit Oydep MOKHA OHOBIIIOBATH 3BIAKU 3aBrOAHO: 3 XOCT-MOBH, UM,

HaIMPUKJIIA, 3 MeHepy OOYUCIICHHS.

Y OpenGL «Drawy koMaH010 Oy/i€ glbrawArrays, TOAL sIK «Draw 3 times» €
glDrawElementsInstanced. [IpoTe y cydacHimomy rpadiunomy API Vulcan, TexHika

yOJIFOBaHHS T€OMETPIl «BIIUTAY M0 3aMOBUYBAaHHIO y BC1 KOMAHIU MaJFOBaHHSI.

// Provided by VK VERSION 1 O

void vkCmdDrawIndexed (
VkCommandBuffer commandBuffer,
uint32_t indexCount,
uint32 t instanceCount,
uint32 t firstIndex,
int32_t vertexOffset,
uint32_t firstInstance);

[TapameTp instanceCount BKa3ye, CKIILKH T€OMETpii Mae OyTH 3y0JIbOBAHO.

[TepeBara GPU instancing oueBuHA: CyTTE€BE 3MeHILEeHHS KUTbKOCcTi DC Ta 3aifHsTOl

mam’ati GPU.

IIpore GPU instancing He € 3aMiHOI0 TPAAUIIIHOr0 OATYMHIY, OCKUIBKY MK HUMU
€ OCHOBHA BIIMIHHICTb. Tpaaumiiauii 6aTuuHr, 103BOJsIE 00'€JHYBAaTH Pi3HI
reomMeTpiuHi 00'exTH B oguH 6aty, oAl ak GPU instancing ay0ioe oiuH 1 TON camuii

00'ekT O6araro pasiB.

Hwmxue naBenena nemocrpairiiina ciiena « GPU instancing» 3 oHOBIeHHAM Oydepy 3a

JOTIOMOT' OO IIEHepy 00UNCIEHHS.

#version 430 core
// Vertex shader

layout (binding = 1, std430) buffer ModelMatrices
{

matd4d[] modelMatrices;

b



void main (void)
{
textureCoordinates = vertexTextureCoordinates;

fragmentPosition = vec3 (modelMatrices[gl InstanceID] * vecd (vertexPosition,
1.0));

normal = vertexNormal * mat3 (inverse(modelMatrices[gl InstancelD]));

gl Position = projectionMatrix * viewMatrix * modelMatrices[gl InstanceID] *
vecd (vertexPosition, 1.0);

}

Puc 3.7 — lemonctpanis cuenu “GPU instancing”



4 INIEMJAEPU OBUUCJEHHS (COMPUTE SHADERS)

Xoua, menaepu oouncIeHHs He € yacTuHoto rpadiunoro kouseepy (Render Pipeline) i
MOXKYTh BUKOPUCTOBYBATHUCH B3araji 0e3 Bi3yasizallii, pOTe BOHU JOCUTh YaCTO

BUKOPHUCTOBYIOTHCS JJI PEHACPUHTY rpadiku, TOMY PO3IIITHEMO X JeTaJIbHIIIE.
IIlo 1e?

o [lleiinepu 0OUMCIIEHHS - 116 HEBEJIUKI MPOrpaMu, SIKi BAKOHYIOTHCSL Ha BIACOKaPTI

Ta HE € YACTUHOIO rPa)iuyHOrO KOHBEEPY.

e Taxk sk BuKoHaHHs BinOyBaeTbes Ha GPU, meiiaepu o0UrCIeHHS MatOTh OJTHY

MOTY>KHY OCOOJIMBICTB: Mapajiei3M.

s yoro?
e ['padiune nporpamyBaHHs: BOAHA OBEPXHS, BOTOHb, TiHI, OCBITICHHS, TOLIO.

o ®di3uyHe MOJIECTIOBAHHS: TMHAMIKA PiIMHH, MIOBEIIHKA TKAHUH, CUMYIISIS (Pi3HKH

T1J1, TOIIO.

e OO0pobOka nanux: 00poOKa 300pakeHb, KOMIPECIS TaHUX, TeHepallis Ta 00poOka

BCJIMKOT' O O6CHFy IrCOMCTPUYHUX TAaHHX.

JlaBaiiTe peai3yeMo Hally BJacHY CUCTEMY YaCTUHOK: OJIHY 3 HalOUIbIII TOKA30BUX
3aCTOCYBaHb IieiiepiB oouncienns. [lokazoBa BoHa TOMY, 1110 TOOYyBaTH €(hEeKTUBHY

CUCTCMY YaCTHUHOK IIPAKTHYHO HECMOKIINBO 0e3 BHKOPHUCTAHHA HOTYH(HOCTGﬁ GPU.

[lepen po3poOKOIO CHCTEMU YACTUHOK, MOTPIOHO 3°sICyBaTH 2 pedi:
o Sk mamoBaTu

e JSIx oHOBIIOBATHU



He € Benmukum cekpeTom, 110 CUCTEMA YaCTUHOK Ma€ MaJlloBaTuCh 3a onuH DC, Tak sk
HaBiTh 10 TrCcs4 yacTuHOK (10 Tcsy DC KOXEH Kajip) HEraTUBHO BIUIMHYTH Ha

3arajibHy MPOJYKTUBHICTh IPOrPAMH.

————YES—— Static batching
YES—— Do all of your particles supposed to be always visible?

e -

Do your particles supposed to have different mesh? Dynamic batching

S o

NO— Is it important for you compatibility with old platforms?
——NO—— GPU instancing

Puc 4.1 — Cxema jy1st BUOOpY MaTFOBaHHSI YaCTUHOK

Unity, nms mpuKiIaay, Mo 3aMOBYYBaHHIO BUKOPUCTOBYE J[MHAMIYHUN OaTUuHT, aje
takox npononye GPU instancing st Kpauioi npoayKTUBHOCTI. MU 3K BUKOPUCTAEMO

GPU instancing.
JloOpe, Mu po310pasich 3 MEPITUM MUTAHHAM. SIK OyTH 3 OHOBJIEHHSM CHUCTEMU?

VYV Hac € 3 nuigxu:
e (CunxponHe BukoHaHHd Ha CPU
e bararonoroune Bukonanusa Ha CPU

e BuKoHaHHS Ha BifeokapTi (1ieiaep 00UUCIEeHHS )

Hacnpasni, 1ie TeMa JUCKycCli, IO 1 MPU SKMX YMOBAX OyJe MpaltoBaTy MBUIIIE, TPOTE
KOJIM KIJIbKICTh YaCTUHOK JIOCUTH BEJIMKA, BAM TOYHO CJIiJl BAKOPUCTOBYBATH IICHIEP

00YMCJIEHHS.



Ho6pe. GPU instancing 17151 peHIepUHTY, ehaep o0uncaeHHs it oHoBiIeHHs. [IpoTe,
TaK SIK IIeWep OHOBJICHHS HE € YACTUHOIO TpadiuHOr0 KOHBEEPY, MU MAEMO

MPUAYMAaTH, SIK 3B’S13aTH PEHJEP 1 JIOTIKY.

Buxin e: SSBO. SSBO — ue 0ydep, sikuii Buainsgerbcs npsamo Ha GPU, npusHaueHuit

JUIs 30epiraHHs BEIMKUX 00’ €MIB JaHUX.

Cnip 3a3naunty, o SSBO nparrroe mumre 3 Bepeii OpenGL 4.3.
3BaXKUBIITN BCE CKa3aHE, MM OTPUMAJIA TOJIOBHUH TOJIOBHUH ITUKJI BUKOHAHHS CHCTEMH

YaCTHHOK!

Draw call Rendering

CPU Emission SSBO

Update call— Update - compute shader

Puc 4.2 — ApxiTekTypa CUCTEMU YaCTHHOK

public class ParticleSystem : IDrawable

{
public bool Emitting = true;
public readonly Transform Transform;
private readonly ParticlesUpdate update;
private readonly ParticlesView view;
private readonly Timer timer;

public ParticleSystem(Transform transform, ParticleSystemData data)
{
Transform = transform;
_timer = new LocalTimer (lf / data.ParticlesPerSecond, Emit);
_view = new ParticlesView (transform, data);
_update = new ParticlesUpdate (data);
}

void IGameComponent.Initialize()

{



_view.Initialize();
_update.Initialize();

}

void IGameComponent.Update (float deltaTime)

{
_update.Update (deltaTime) ;

if (Emitting)
{
_timer.Update(deltaTime) ;
}
}

private void Emit ()
{
_update.Emit (Transform.Position, (int) ( timer.Difference / timer.Rate));

}

public void Draw (in Matrix4 projectionMatrix, in Matrix4 viewMatrix)
{
_view.Draw(in projectionMatrix, in viewMatrix);

}

public void Dispose ()
{
_view.Dispose() ;

}

// Compute shader
#version 430 core
layout (local size x = 32, local size y = 1, local size z = 1) in;

uniform int colorsSize;
uniform vec4[30] colors;

uniform int sizeArraylLength;
uniform float[30] sizes;

uniform float deltaTime;
uniform float lifeTime;
uniform float speed;

struct Particle

{
vecd position;
vecd rotation;
vecd velocity;
vecd color;
float scale;
float elapsedTime;
int enabled;

b

layout (binding = 0, std430) buffer ParticlesData // Tow camvuir SSBO, Opo Axuil Miuia
MOBa BHUie

Particle[] Particles;



}i

bool needToUpdate (inout Particle particle)

{
if (particle.enabled == 1)

{

particle.elapsedTime += deltaTime;

if (particle.elapsedTime > lifeTime)

{
particle.enabled = 0;

}
}

return particle.enabled == 1;

}

vec4 getColor (float lerp)
{

float scale = 1 / float(colorsSize);

int firstIndex = int(lerp / scale);

int secondIndex = firstIndex + 1;

lerp = smoothstep (firstIndex * scale, secondIndex * scale, lerp);

return mix (colors[firstIndex], colors[secondIndex], lerp);

}

float getSize(float lerp)
{
float scale = 1 / float(sizeArrayLength) ;
int firstIndex = int(lerp / scale);
int secondIndex = firstIndex + 1;
lerp = smoothstep (firstIndex * scale, secondIndex * scale, lerp);

return mix (sizes[firstIndex], sizes|[secondIndex], lerp);

}

void update (inout Particle particle)

{
particle.position += particle.velocity * deltaTime * speed;
particle.rotation.z += deltaTime * 4;

float lerp = particle.elapsedTime / lifeTime;

particle.scale = getSize(lerp);
particle.color = getColor (lerp);

}

void main ()

{

Particle particle = Particles[gl GloballInvocationID.x];

if (needToUpdate (particle))

{
update (particle) ;
Particles[gl GlobalInvocationID.x] = particle;

}

// Vertex shader
#version 430 core



layout (location = 0) in wvec3 vertexPosition;
uniform int verticesCount;

struct Particle

{
vecd position;
vecd rotation;
vecd velocity;
vecd color;
float scale;
float elapsedTime;
int enabled;

}s

layout (binding = 0, std430) buffer ParticlesData // Tow camvuii SSBO, [po AKuUMA HiUia
MOBa BUIIE

{

Particle[] Particles;

}i

out vecd inputColor;

void main (void)

{

Particle particle = Particles[gl InstancelID];

mat4d model
particle.scale);
inputColor = particle.color;

build transform(particle.position, particle.rotation,

model = transpose (model);

gl Position = projectionMatrix * viewMatrix * model * wvecd (vertexPosition,
particle.enabled) ;
}
Crig 3a3HaYUTH, IO Y MiK peami3allli CHCTeMH YaCTUHOK, TOJIOBHUM BY3bKHM MiCIIEM

OyJie CTBOPEHHS YaCTHUHOK, Tak sk 3BepTanHs 10 nam’ati GPU 3 CPU.

Hacnpasni, 0yas-ski 3seprands GPU no CPU un CPU no GPU B nporieci BUKOHaHHS

POTrpamMM 4acTo CTAIOTh BY3bKHM MICIIEM.



Puc 4.3 — JlemoHCTpaIlisi CHCTEMH YaCTHHOK 3a JIOTMOro0 HIeinepy 00unciIeHHs

B pemrri-pemit, Mu OTpUMalId rapHEHbKY KaCTOMI30BaHy CUCTEMY YAaCTUHOK, SIKI
OHOBITIOIOTHCS 32 BIJIEOKAPTI 3a JIOIIOMOTOF0 Iiekaepy oounciienb. be3 Hporo, 6yio 6
HEMOXKJIMBO OOpOOJIIOBATH TaKUH BEIUKUNA MacuB naHux epexktuBHo. Ha gif 300pakenH1

npucytHi 100 Tucsy wactunok npu 100 FPS.

[eiinepr-o6urciieHHs TaKoX Oy BUKOPUCTAaHI TeHepalli 300pakeHHs 1Jis

nabopatopHoi poboTH 3 «IHTEeNeKTyaTbHUX CUCTEMY - « @HeTUYHUN aITrOpUTM.

Panels
Viewport

Control panel Console

>

Puc 4.4 — JlemoHcTpailisi BAKOPUCTaHHS IIeiepy 00UnCIeHHS B TaOOpaTOpHINA poOOTi



5 PIBEHB JETAJI3AILII (LOD)

Lod Group (Level of Detail Group) € BaxJTuBOIO TEXHIKOIO ONTUMI3aIlli pEHACPUHTY
rpadiku. Level of Detail (LOD) o3nauae pi3Hi piBHI AeTamizarii MoAeeH, ki

BUKOPUCTOBYIOTBCS 3aJICKHO B1J 1X BIJITaJICHOCTI B1JI KAMEPH.

BiamosinHo, KoM Kamepa JOCUTh OJU3bKO /10 00’ €KTa BUKOpUCTOBYETHCs LOD 0
(Haiikpaia aetamizarlisi, HalO1IbIIa KUTBKICTh MOMITOHIB), Koy nainexo — LOD_N

(malripiia neranizailis, HAaMMeHIIa KUIbKICTh MOJIITOHIB).

LOD Group € 0AHOI0 3 HaCTapIlIMX Ta HAUMPOCTIIIMX ONTUMI3AI[IHHUX TEXHIK, IPOTE

€ IOCUTD MTOTY>KHOIO.

AJTOPUTM IPOCTHIA: B 3aJIEKHOCTI BIJ] AUCTAHII KaMepH 10 00’ €KTa, BUOMPAEMO MEII
3 HEOOX1THOIO AeTali3alliero. B npukiaa 0yayTh BUKOPUCTOBYBATHCH OE3KOIITOBHI

moseni smHoK 3 Sketchfab 3 4 piBHaMu meramizaii.

Puc 5.1 — Ilpuknan BUKOPUCTAaHUX MOJEIEH


https://sketchfab.com/3d-models/lowpoly-pinetree-with-lods-2f820d4bac054cf8848da5f0c8a2e82d
https://sketchfab.com/3d-models/lowpoly-pinetree-with-lods-2f820d4bac054cf8848da5f0c8a2e82d

Vertex array

CPU object (VAO) LOD Group
[ [ [
I I I
Application | ‘ |
startup | I |
I I i
| I I
I I I
Appliqation Ii I |
runtime | L |
| I I
| I I
| ! I
I I e |
I I I
I I |
I I
| I

Puc 5.2 — Sequence-giarpama Buxkopuctansast LOD rpynu

private MeshBinding EvaluateLOD ()

{

}

float distance = Vector3.Distance( camera.Transform.Position, transform.Position);
MeshBinding result = lodMeshes[O0].Mesh;

for (int i = 0; i < lodMeshes.Length - 1; ++i)
{
if (distance > lodMeshes[i].Distance)
{
result = lodMeshes[i + 1].Mesh;
}
}

return result;

®dyHkIist EvaluateLOD - BUOIp MOENI, 3T HO 3 JUCTAHIIIEI0 KaMepH 10 00’ €KTY.

Pseudocode
CPU - Buffer data
void Initial

i ~/ LOD_0 (VBO + IBO) foreact

1
LOD Group /- --» LOD_1(VBO + IBO)

e H

H ----=/ LOD_N (VBO + IBO)
= Bind

Puc 5.3 — 3aranpna apxitexkrypa LOD rpymnu 3 niceBmnokogom



BaxxnuuMm Hroancom B peanizarii LOD Group € #oro iHimiamizanis: 1mo0 MiHIMi3yBaTH
po0OTY 3 MaM'ITTIO (SIKa JOCUTh CUJIbHO BIUIMBA€E HA MPOJYKTUBHICTH IPOTPAMH),

CIOYATKY BUILISEMO 1 3alIOBHIOEMO OydepH M BCl €K3eMIUIIPY MOJIEI.

B nporieci BUKOHaHHS TpOrpamu, B 3aJI€KHOCT1 BiJl TUCTaHIIT ooupaeMo 0ydep 3

MOTPIOHOIO HAM JIeTaJIi3aIli€ero 1 BIIAEMO Ha PEHED.

TakuM yMHOM, B TIPOIIEC BUKOHAHHS TIPOTPAaMU BiJICYTHE CIIUIKYBAHHS 3 TIaM’ STTIO, 110

€ BCIIMKHUM IIIIFOCOM.

Hwxue HaBeneHa neMoHcTparliiiia ciieHa «Jlic simHoK», Ha K1 MOMITHUN MPUPICT

FPS npu BignaneHocTi kamepu.

Panels
Hierarchy

Camera
Skybox
Light
Plane
Tree O
Tree 1
Tree 2

Tree 3

Stats

Control panel Console

Gizmo

Is fullscreen

Puc 5.4 — Ilemonctpartis ciienu “LOD Group”

Burpam y maitke 100 FPS. Tpote ciin 3a3Ha4nTH, 1110 SUTMHKU cami 110 ¢obi Oy y
ctui low-poly, ToMy BUTpalll 1o MojiiroHam Jimiie y Ba pazu. Ha Benukiit cieni 3

KaMiHHSIM, TPABOIO 1 T.JI. BUTpalll OyB O Habarato CyTTEBININN.



[Ipore, piBeHb Aetanmizailii 00’ €kTa He 000B’3KOBO Mae OyTH MONEPEAHHO BU3HAYCHUM.

HaitsickpaBimmM npukiIagoM € pens’ed micieBocTi abo « Terrainy.

Tepmin "terrain" B po3poOIIi irop BITHOCUTHCS 10 (H13UUHOI a00 reorpadigHol
CTPYKTYPH, SIKa CKJIAJA€ThCs 3 TOBEPXHI, Ha SIKIH po3ropTaeThes rpa. Bin onucye
nanamadT, SKUA BKIIIOYAE TOPH, TOJIUHM, JIICH, PIYKH, BOJOWUMH, ITyCTEI, MiCTa Ta 1HIII
€JIEMEHTH OTOYEHHS. | myXe BaXXJIMBO 3pOOUTH TEPPEUH SIKOMOTa JIETIUM JIJIsl peHIEPY.

Tomy, TeppeitH 3a3Bruail Mae CBii BIACHUN arOPUTM OOpaxyHKY PiBHS JeTami3allii.

Puc 5.5 — [Ipuknaz piBua aetanizauii (LOD) teppeiiny 3 pymris Unity.



Takoxx cinij 3ragatv iHHOBaIliiiHy TexHosorio Nanite 3 pyuris Unreal Engine 5, sika

nporpaMHo oOpaxoBye LOD g0 6axanoro 00’ekty. TyT € qeKkiibKa BETUKHUX NIEpEeBar:

e BijcyrHicth notpedu 3d-artist cTBoproBaTH nonepeaHbo BuzHaueHi LOD: nocuth

onuiei high-poly moneni. Pymriii BmacaHopya oopaxye LOD.

® 3 repuioro MyHKTY OTPUMAEMO CYTTEBUI MPUPICT MO 3aiiMaHOi (Hi3UYHOT am’ STl

(Hemae moTpedu y IeKIIbKOX BapilaHTax OJTHIE MOJIEII)

e Sxicts LODy. Ilpu pi3koMy 3MEHIIIEHH] MMOJITOHIB Yy MOMEPEIHHO BUZHAYCHUX
PIBHSIX JieTajizaiili, e Oyjae MOMITHO CEpeIHbOCTATUCTUYHOMY I'PaBIIO, 1110
3HU3UTD 3aHYPEHHS B IPy. AJTOPUTM POOUTH Mepexif OUIbII MIIaBHUM Ta

HEITOMITHHUM.

20000 polygons (eriginal mesh
With added details)

R
id




Puc 5.6 — Ipuknan Texnonorii Nanite 3 pymris Unreal Engine 5.

BUCHOBOK
VY naniit poOOTI OyJM pO3rJISTHYTI ONTUMI3ALIAHI TEXHIKH PEHAEPUHTY Ipa(iku 3 METOIO
MOJIITIIIEHHS MPOTYKTUBHOCTI Mporpamu. J{oCaiKeHo Taki METOH, SIK CTAaTUIHUI
OaT4YUHT, TUHAMIYHUN OATYUHT, TyOJIIOBAaHHS TeOMETpii, en1epru 0OUNCICHHS Ta

piBEHb JeTam3arii.

CratnyHuii 6aTYUHT BUKOPUCTOBYETHCS JIsl 00'€ THAHHS 00'€EKTIB 3 OJITHAKOBUMHU
MarepiajlaMH Ta TEKCTYpaMH B OJIMH 00'€THAHUI 00'€KT, 110 JT03BOJISIE€ 3MECHIIIUTH
KUTBKICTh BUKJIMKIB J0 TpadiqHOro mporecopa i MoKpauTH PO yKTUBHICTb.
JlunaMigHU{ OATYUHT TO3BOJISIE 00'€THYBATH 00'€KTH, SIK1 3MIHIOIOTH CBOE TIOJIO’KECHHS

a00 BJIACTUBOCT1 B KOKHOMY KaJIpi.

Jy6mroBanns reometpii (GPU instancing) 103BoJisie BAKOPUCTOBYBATH OJIHAKOBY
TEOMETPIIO0 JUIsl KUIBKOX 00'€KTIB, III0 MAlOTh OJTHAKOB1 BIACTUBOCTI1, 3MEHIIIYIOUHU TUM

CaMUM HaBaHTa)XEHHS Ha rpadiuHMil mpoiiecop.

[Hetinepn obuncnenns (Compute shaders) BUKOPUCTOBYIOTHCS /I BAKOHAHHS
oOuuciieHb Ha rpadigHOMY ITPOLIECOPI, 1110 J03BOJISIE BUKOHYBATH CKJIAJIHI

00YHCITIOBANIHHI 3aBJaHHs Ta 3MCHIIYE HABAHTAKCHHA Ha I_[eHTpaJ'IBHI/Iﬁ Iponccop.

PiBenp nmeramizarii (LOD) mo3BoJsie 3MiHIOBATH JIeTalli3arito 00'€KTIB 3aJI€KHO BiJ iX
BIJIJIAJIEHOCT1 BiJl KAMEpH, 1110 JIONIOMarae 3MEHIIUTH 00CIT 00YUCIICHb Ta TTOKPAIIUTH

MPOAYKTHUBHICTb.

VY pe3ynbTaTi NpOBEIECHUX AOCIIIHKEHb OYII0 peani30BaHo peHaep-pyuriil Dengine 3a
nornomororo rpadiuroro iHTepdericy OpenGL Ta C#, Ha 1ioro 0CHOBI BUKOHAHO JIBi
naboparopHi podoTH 3 «[HTEneKTyaIbHUX cucTem»: [lakmMaH Ta TeHETUYHUM aJITOPUTM

(reHepariist 300paxKeHHs).



INEPEJIIK IZKEPEJI

. https://docs.unity3d.com/560/Documentation/Manual/DrawCallBatching.html -
Batching

. https://docs.unity3d.com/Manual/static-batching.html - Static Batching
. https://docs.unity3d.com/Manual/dynamic-batching.html - Dynamic batching
. https://learnopengl.com/Advanced-OpenGL/Instancing - GPU instancing

. https://www.khronos.org/opengl/wiki/Compute_Shader - Compute shaders
https://learnopengl.com/Guest-Articles/2022/Compute-Shaders/Introduction -
GPU computing

. http://www.opengl-tutorial.org/intermediate-tutorials/billboards-

particles/particles-instancing/ - Particle system

. https://learnopengl.com/In-Practice/2D-Game/Particles - Particle system
https://docs.unity3d.com/Manual/class-LODGroup.html - LOD Group

. https://docs.unrealengine.com/4.27/en-
US/WorkingWithContent/Types/StaticMeshes/HowTo/AutomaticLODGeneration
/- LOD Group
https://docs.unrealengine.com/5.0/en-US/nanite-virtualized-geometry-in-unreal-

engine/ - Nanite


https://docs.unity3d.com/560/Documentation/Manual/DrawCallBatching.html
https://docs.unity3d.com/Manual/static-batching.html
https://docs.unity3d.com/Manual/dynamic-batching.html
https://learnopengl.com/Advanced-OpenGL/Instancing
https://www.khronos.org/opengl/wiki/Compute_Shader
https://learnopengl.com/Guest-Articles/2022/Compute-Shaders/Introduction
http://www.opengl-tutorial.org/intermediate-tutorials/billboards-particles/particles-instancing/
http://www.opengl-tutorial.org/intermediate-tutorials/billboards-particles/particles-instancing/
https://learnopengl.com/In-Practice/2D-Game/Particles
https://docs.unity3d.com/Manual/class-LODGroup.html
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Types/StaticMeshes/HowTo/AutomaticLODGeneration/
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Types/StaticMeshes/HowTo/AutomaticLODGeneration/
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Types/StaticMeshes/HowTo/AutomaticLODGeneration/
https://docs.unrealengine.com/5.0/en-US/nanite-virtualized-geometry-in-unreal-engine/
https://docs.unrealengine.com/5.0/en-US/nanite-virtualized-geometry-in-unreal-engine/
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