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APKAA
FPAOUKA

CTuUnbHbIN 1 ep3Knii
AN3aliH Urpbl HUKOrO He
OCTaBUT paBHOAYLLHbIM.

YBOWUHBIE
CTBO/JbI

48 nyLueK Ha 6o
BKYC: aBTOMarhl,
APO6OBUKK, NyNeEMETbI

N BUHTOBKW.

NMPOCTOE
YINPABJIEHUE

OcBouTb urpy 3a napy
MUHYT CMOTYT Kak
BEeTepaHbl, TaK N HOBUYKN:
onbIT B XaHpe FPS He
NMeET 3HaYeHNs.

OVMVHAMWYHDIE
CPA)XEHUSA

Wrpalite B KOMaHAe n
pasopBuUTE MPOTMBHNKOB Ha
KycKku!
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CKOJIbKO 0OBEKTOB MOYXHO
Mcnonb3oBaTb Ha cLieHe?

CKOJIbKO MOJIMTOHOB H¢

Kak cnnaHunpoBaTtb
KacToOMM3aLuuo NepPCoHaXXen?

Kakue ontnmmnsaymmn
Ncnosnb3oBaTb?

Ckonbko drawcals
MakKCuMyM?

Kakoro paspeLueHus
OOMKHbI ObITb TEKCTYPbI?




K ONPEOENN
EGOBAHUSA K |
MPOEKTA?

Pa36op
CTOPOHHMUX
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TexHn4YecKum
O0EMO-TNMPOEKT

= CuHTeTN4YecKue =

TeCTbl
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leiim au3anH — yHAaMeHT ~ + CKoJ N KAKOro KOHTEHTa
A/15 popMUpoBaHUs npepnonaraeTca?
TpeboBaHU K rpagpuke * CKOMbKO ANHaMNYECKNX 0O BEKTOB
6yOeT OQHOBPEMEHHO Ha SKpaHe?
« HyxeH nn kactomana?
« CKOMNbKO 1 Kakux KapT HYy>KHO?

5 « Kakoro pasmepa Hy>XHbl KapTbl?
COOPMYIIUPYUTE BCE, YTO.

e « Kakune nrposble peXXxnmbl?
XOTUTE PEAJIUSOBATb U ==
mae—_ * Kakune Hy>XHbl aHumaumn?

NMPOBEPbLTE KAK 3TO
PAEOTAET 3 + Kakune notpebytorcs appeKTbl?




MuHuManbHbIN ,qeséﬁc Loy lpoBe TN CTPECC-TECTbI TapreT-
caMbil BaXXHbI BbIO6OP! - fesawuca.
* Onpegenntb ero BOSMOXXHOCTW:
- DrawCalls;
- VertexCount;
- RAM.

9KCNEPUMEHTUPYUTEC ==
PASHbIMA KOMBUHALINSAMK

NMAPAMETPOB
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Vicnonb3oBatb npoToTUlbI
KakK QoyHOaMeHT AJis
rnpoexkta — riyioxas ngesi!

BCEIOA 3AMEPSIUTE
CAMbIN TSHKENbIN KAQ

obepuTe CLieHy, B KOTOPOW 6yayT
NPUCYTCTBOBAaTb BCE BM3yalbHble
anemMeHTbl ByayLuLen urpbl.

He obsasatensHO cobumpaTtb CLeHy nx
pMHaNBLHOro KOHTEHTA.

Nwmte y3kne mecra.
CcCbIfIKM Ha cTaTby B KOHLUE AoKnaaa.
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Essop CTOP

3axBaT GPU v ganeHedwmi ¢ PabotaloT nu noxoxue NpoekTbl Ha
aHa/in3 sSKOHOMUT BalLle BblIOpaHHOM MUHUMaNbHOM geBance?

BpeMs v JeHbrn « CKOJIbKO MONUroHOB B Kagpe Yy
NOXOXXMX NPOEKTOB?

 (Ckonbko drawcalls?

« CKOMbKO NamsiTn 3aHMMaeT
3anyLeHHOE NPUIOXEHNE?

OTBEYAUTE HA BOMPOC: ——= * CKOJIbKO BECUT KITMEHT?
e A L L LSS==— . KaKie NCronb3ytoTCsl Leiaepa?

« KakoBO pacrnpefeneHmne: oKpy>xeHmne
/ nepcoHaxn / adhheKTbI

TAKUE PELLEHUA?»




MIAHUPYEMOE PACMPELESIEHVE CPU
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AHUPOBAH|

MakcumansbHoO JonycTUMoe UCFOIb30Ba

MapameTp MnaHnpyembiii 06bemM dakTn4eckuin o6Lem

' RAM = 250 Mb
Detailed + Take Sample: None
Name

b Other (464)
v Assets (200)

© Texture2D (10)

» Mesh (4)

» AudioManager (1)

» LightProbes (1)

b Cubemap (1)

» MonoScript (130)

b Shader (28)

» BuildSettings (1)

b Material (6)

» UnityConnectSettings (1)
b TagManager (1)

» PhysicsManager (1)
b ScriptMapper (1)

» NetworkManager (1)
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Mpodannuur
target device

nageHns npoun3-tn




Makcumym onTuMmnsaunm
«Ha 6epery».

Ecnn ontnumMmnsauusa coenaHa
xopouwo, Metal n nogo6Hble
He gagyT npupocTa. 1o -
XOPOLUWIK pesynbTar.
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OnTumunsupynTe Tak, 4To0bI ncriosib3oBatb Metal n nogo6Hsie
TEXHOJIOrMUN TOJIbKO AJ151 YIyYLLEHUS KapTUHKN






Bcsi reomeTpus kapTbl
obbennHeHa B
MUHUMAasIbHOE KOJINYECTBO
60/IbLLUNX KYCKOB, OBLLN
pasmep KOTopbIX
cocrtaBsisieT He 6osee 200k
roJINrOHOB.




2x Texture Atlas
2048x2048 (2.7 Mb)

O61BEM 1Crosib3yeMblX
TEKCTYP U at/iacoB KapTbl
He ripeBskiluaet 16 M6

12x Small Textures
128-1024 (~5 Mb)

Ha Android ncnonbayotcsa cxxaTble
TekcTypbl ETC1. [Ina alpha kaHanos
CreHepupoBaHbl OTAENbHbIE TEKCTYPHI,
Takxxe cxatble B ETC1



TUMU3ALIUS CLEH

CLeHbI YpOBHeW UCMONb3YIOT 2-5 MPOCTLIX LevAepa, 3aHUMaoLLINX
3aMEeTHOE MECTO [0 MPOU3BOANTENIBHOCTU:

« Unlit
» CubmapReflection
 Emissive

* Unlit (no fog for skybox)
Decal

Frames Per Second (%) Utilization Frame Time

e Current ms

MUHAMYM LLIEI/IAEPOBg
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« [lnaHupynTe NPo3BOANTENBHOC
KOHTEHT A0 Hayana pabot

+  Onpepenute MMHUMAsbHbLIV TapreT-
nesanc

«  OnTuMK3npyinTe cpasy

 Cnepute 3a npomssop,menwo&ro '
KaXxaplil OEHb |

*  OCTOPO>XHO UCMOSb3YNTE rOTOBbIE
acceTbl N HAACTPONKM

* Yyntecb Ha Yy>XOM OnbITe

* Yewm cepbesHee NPOoeKT, TEM BblLLE
HeobXxoOMMOCTb B MporpaMmMncTe
rpadurKu



habrador.com/tutorials/unity-optimization

Boosting Unity performance on mobile devices
spikything.com/blog/index.php/2015/10/14/boosting-unity-performance-on-mobile-devices

4 Ways To Increase Performance of your Unity Game
paladinstudios.com/2012/07/30/4-ways-to-increase-performance-of-your-unity-game

How Cheat Unity Tricks Development
amazon.com/How-Cheat-Unity-Tricks-Development/dp/1138802948

Mo no6biM Bonpocawm:
gladilin@game-insight.com



