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CrBopenns irpoBux 3D cBITiIB, THydka iHTerpamis TrpadiyHUX KOMIIOHEHTIB 1
ajlanTHBHA 0OYI0Ba CLIEHNW — BCE 1€ CTA€ MOMKIMBHUM 3aBISIKU CydyacHUM TexHojorism Unity
3, ki 3a0e3meuyoTh PyHIaMEeHT JJIs PO3pOOKH irop HOBOTO TOKOJIIHHS. YIIEBHEHO HAPOUIYE
notyxHocti SRP ¢peiimMBopk, sKkuil [103BOJsSIE NPOTrPaMHO KOHTPOJIIOBATH PEHAEPHHI,
ONTUMI3yBaTH TPOAYKTUBHICTh 1 BHBOAWUTH Bi3yalbHI edektn Ha piBeHb AAA-TIPOIYKTIB.
CrabiibHO MiATPUMYETHCS PO3BUTOK 1HAMBIAYyaJIbHUX pEHIEp-MalIiaiiHiB, KacToMizallis
URP Ta HDRP, BnpoBamkeHHS CBITJIOBUX TEXHOJIOTIH Ui MOOUIBHUX Iu1aThopM 1
doropeanizmy omHouacHo. Mwu BrmeBHeHi, mo BrapoBakeHHS SRP (Scriptable Render
Pipeline) — »xwuTTeBO HEOOXITHE /UIT KOHKYPEHTHOT PO3POOKH.

Hakormnuennss mnpaktuk ontumizamii, SRP Batcher 1 wmomynbHux 1meiinepiB
3a0e3MeunIo 3HauHe 3MeHIeHHs HaBaHTaxkeHHS Ha CPU Tta GPU, 1 gk Hacmigok —
30UIBIIIEHHS MIBUAKOCTI PEHIEPHUHTY, 30KpeMa B MPOEKTAX 3 BEJIIMKOI KIJTBKICTIO OTHAKOBUX
00’exTiB. MM mparHeMo IHTErpyBaTH pEHJEp-ClieHapii B CHHEPreTUYHOMY IO€THAHHI 3
IFPOBOIO JIOTIKOI0, a TaKOK 3a0€3MeUnTH PO3POOHUKIB TOUHUMH IHCTPYMEHTAMM IIEHIUHTY,
OCBITJIIEHHs, Kamepu # OydepiB mmOuHM. 3aBAsSKU KBamipiKoBaHUM KaapaMm, BiJIKPHUTIH
apxitektypi SRP Ta o¢imiiiniii goxkymenrtanii Unity [1], iHAycTpist oTpuMye 3pydHHI
iHTep¢eiic i1 CTBOPEHHS KACTOMHHMX MaWIUIaifiHIB, sKi Bi0oOpa)karoTh Bi3yallbHI BHUMOTHU
KOHKPETHOI rpu abo cTyii.

VYneBHeHe MacmITa0yBaHHs, TexHiuHa BrpaBHicTb, SRP Debugger i mpodaiinep
3a0e3neunsii THy4YKe YIpaBIiHHS pecypcamMH Ta MpoBiAHY poib Unity cepen pymiiB Juist
KkpocruiardopmeHoi po3pooku. OaHa 3 HAUOUTHIINX TEXHOMOTIYHUX MIaT(opM Halae MOBHUI
cTek iHcTpyMeHTiB, BKmodaroun Universal Render Pipeline nist cepennboro kiacy nmpucTpoiB
1 High Definition Render Pipeline — nns naiiBubarnmuBimmx npoektiB. Hama mera npocra:
3a0e3MeueHHs SIKICHOTO Bi3yaJlbHOTO CEpeJOBMIIA, aalTOBAHOTO MiJ BUMOTHU IIaTGOpMH, 3
aKIIEHTOM Ha MPOAYKTHUBHICTb, BI3yaJlbHY €CTETHKY Ta peajliCTUUHICTh. MU BUKOPUCTOBYEMO
notyxkHicTh Unity Shader Graph, Forward ta Deferred pennepunry, a Takox ¢gperimpopk URP
K YHIBEpCAJbHUN 1HCTPYMEHT pPO3pOOHMKa JJisi peajizaiii IrpOBUX CBITIB, MPOLELYPHUX
e(eKTiB Ta aJanTUBHOTO OCBITIACHHS [2].
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