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Y cywacHiil iHIycTpii BiZEOirop MNPOAYKTUBHICTH —HE TMPOCTO  «IIPUEMHA
BJIACTHUBICTB», a (PyHJaMEHTalbHa BHMOTa O YCHIIIHOTO MPOEKTY: TPaBIli OYIKYIOThH
IJIaBHOI pOOOTH, IMBHUIKOTO 3aBAaHTAKCHHS 1 BIACYTHOCTI 3aTpuMoK. Oco0iamBO 1Ie
crocyetbes 3D-irop, MoOUIbHEX MIATGOPM Ta KpOCIUIaTHOPMEHUX pillieHb, JIe anaparHi
pecypcu MOXyTh OyTu oOMexxeHMMH. BpaxoByrouw Iie, OnTHMIi3allisi irpoBOro JBUTYHA,
PEHICPUHTY, CKPHUMNTOBOI JIOTIKH Ta AJITOPUTMIB CTa€ KPUTHUYHOK CKJIAJOBOIO IPOIIECY
PO3POOKH.

Pymiii Godot (Bepcii 3.x/4.X) aKTUBHO PO3BHBAETHCSA SIK BIIKPUTE pillieHHs st 2D—
1 3D-irop: BiH MPOIOHYE 3py4HY CIIEHHO-BY3JI0BY apXITEKTYpy, MIATPUMKY JACKITHKOX MOB
nporpamyBaHHsi (30kpeMa pigHoro Moo GDScript Ta C#) 1 OpleHTOBaHMM Ha
MyJIbTHIDIATGOpMEHICTD [1].

Opniero 3 cunbHUX cTopiH Godot € po3BHHEHA MOKYMEHTAIlls IIOJI0 3arajibHHUX
OiAXOMIB 0 ONTHMI3alii: — Hanpukiaazn, odiriiina crarrs «General optimization tips»
OIHCY€E KPOKHU MIOA0 OpraHi3allii MpoeKTY, MPaBUILHOTO IMIIOPTY pPeCypciB, HAJIAIITYBaHHS
PCHICPUHTY, YIIPABIiHHS CBITJIOM 1 MaTepiagamu [2].

[IporpamyBanns irpoBoi yoriku Ha C# y Godot BigKkpuBae J0JaTKOBI MOMJIHBOCTI:
CTaTU4YHA THUMi3alid, Bijomi po3pooHukam 010miotexku.NET, kparii 3aco0u mia yac pobotu
3 OuThIIMMHK TIpoekTaMu. 30kpeMa, orisin «Godot C# vs GDScripty 3Beptae yBary Ha Te,
mo C# «uacto mepeepirye GDScript y BUKOHaHHI CKJIaJHUX OOYHUCICHh a00 BEITUKHX
MPOEKTIB» — X04a 1 3 IEBHUMHU 3acTeperkeHHsIMH [3].

OTxe, TeMa ONTUMI3alii NMPOJYKTUBHOCTI MPU PO3pOOI Irop 13 BUKOPUCTAHHAM
Godot + C# € Han3BMuaitHO aKTyaJlbHOIO. BOHA 0XOMITIOE KiJIbKa BUMIPIB:

— TEeXHIYHUH-apXITeKTYpHUI — IK TMPAaBUJIBHO CTPYKTYPYBaTH CLEHH, YIPABJISATH
By3Jamu (nodes), oOMpaTH MiAXOIAUIUN peHIEP-PEKUM;
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— aNrOPUTMIYHMN — K MiHIMI3yBaTH BUTpPAaTH Ha (I3UKY, OCBITICHHSA, YaCTHHKH,
CKacyBaHHsI BUJIUMOCTI TOIIO;

— MOBHMI/CKPUNTOBUMN — sIK caMe MoBa mnporpamyBaHHs (C#) 1 11 3B’SI30K 13 pyIliEM
BIJIMBAIOTh HA IPOJYKTUBHICTb, 1 IK1 IPAKTUKH 3aCTOCOBYBATH;

— MDKIIaTGOPMEHUI-PECYPCHHI — SIK ONTHUMI3YBaTU MPOEKTH JJIsl PI3HUX MPUCTPOIB,
BKJIFOYHO 3 MOOUIRHUMH, a00 BpaxOoByBaTH OOMEXEHI amapaTHi pecypcu (Hampukiaa, ARM
GPU). Hanpuknan, Gnor-myoaikaitis «Optimizing 3D scenes in Godot on ARM GPUs» [4]
po3rsiaae crenudiky MOOITEHOIT TpadiKH.

VY mporieci BUKOHAHHS JOCHIDKEHHS OyJIu BUKOPHCTaHI TaKli METOIU. aHANi3 i
cucmemamu3zayis. 1iMepamypHux ma eieKmpoHHux oOdcepen (IUlsl BUBYEHHS CyYaCHHUX
M1JXO/IIB IO ONTUMI3AIII] IrPOBUX PYIIIiB, ocoOnuBocTel apxiTekTypu Godot Ta mpUHIIUIIB
pobotu MoBu nporpamyBanHsa C#); nopieusivruti ananiz (11 3icTaBiaeHHS €()EeKTUBHOCTI
pizaEx MoB creHapiiB (C# 1 GDScript) y KOHTEKCTI IIBUAKOAI1, BAKOPUCTAHHS PECYPCIB 1
MOXJIMBOCTEH OINTHUMI3aIil); MOOeN08anHs ma excnepumeHmanivhe mecmysanus (s
CTBOPEHHSI Cepii TECTOBHX IrpoBux creH y cepenoBuili Godot Ta OIHKK iXHBOT
MPOAYKTUBHOCTI 32 PI3HUX YMOB —3MiHa KUIBKOCTI 00’€KTIB, TEKCTYyp, IXKEpea CBiTia,
(IBUYHUX B3aEMOJIIA TOIO); eMAuIpUYHULL MemoO 6umiprosants npooykmusnocmi (13
3aCTOCYBaHHsIM BOynoBaHUX 3aco0iB mpodimoBanHs Godot (Profiler, Frame Time Graph)
Ta 30BHIIIHIX 1HCTpYMeHTIB aHamizy (Hanpukiaza, Intel GPA, ARM Mobile Studio) mus
300py cratuctuyHuX naHux npo FPS, 3aBanTakeHHs mporiecopa Ta mam’siTi); memoo
y3aeanvHenHs ma cunme3y (g (QOPMYJIIOBAHHS MPAKTUYHUX PEKOMEHIAIi 11010
miABUILEHHS €EeKTUBHOCTI irop, po3pobdienux y Godot i3 Bukopuctanusm C#).

VY mporeci po3poOKH CydacHHX BiJ€OIrop MPOAYKTHUBHICTh € OJHHUM 13 KIIFOYOBHX
¢daktopiB, mo Oe3mocepeHhO BIUIUBAE Ha SAKICTh KOPHUCTYBALBKOTO MOCBimy. I[lifm
MPOAYKTUBHICTIO PO3YMiIOTh €(DEKTHBHICTb BHKOHAHHS MPOTPAMHOTO KOy, IIBHIKICTH
BinTBOpeHHs KanpiB (FPS), craGinpHicTs yacy kaapy (frame time), a TakoxX parioHaJbHE
BUKOPUCTAHHSI amapaTHUX pecypciB — neHrpaibHoro mpouecopa (CPU), rpadiunoro
npouecopa (GPU) 1 nam’sati (RAM).

IrpoBuit pymriit Godot Engine € BigkpuToro, OaratoriaT¢OpMHOI0 CHUCTEMOIO IS
ctBopeHHs1 2D—Ta 3D-irop. BiH BUKOPUCTOBY€E CIEHHO-BY3JIOBY apXITEKTypy, A€ KOXKEH
0o0’ext cuenu € By3noMm (Node), a Bcsa rpa GopMyeThes SIK i€papXidyHa CTPYKTypa LHX
eneMmeHTiB. Taka apxiTekTypa 3abe3nedye THYUYKICTh 1 3pYy4YHICTh, alie TPU BEIHUKIN
KUIBKOCTI O00’€KTIB MOXE CTBOPIOBAaTH JOJATKOBI BHUTpaTH Ha OOpOOKYy CHUTHAIIB,
OHOBJICHHS BY3JIIB 1 BUKJIMKHU (PI3UYHHUX MPOLIECIB.

Godot miaTpumye Kinbka MOB IporpamyBaHHs, cepel akux GDScript (B1acHa MoBa
pymuisi), C#, C++ ta VisualScript. Bukopuctannus C# 3a0e3neuye OUIbITY MMBUIKOIIIO TIPH
BUKOHAHHI CKJIQJHMX OOYMCICHb 3aBISIKA KOMITUIALNI B TPOMDKHUK OalT-KO# Ta
ontumizauisMm CLR (NET Common Language Runtime). Came Tomy C# yacto o0uparoTh
ISl BEJIMKHUX 200 MPOAYKTHBHO OPIEHTOBAHUX MPOEKTIB [3].

[Tutanus ontumizarliii B Godot aeTanbHO BUCBIT/ICHI B OQilliiiHii qoKkyMeHTarlii [2],
1€ MIIKPECTIOETHCS, 10 MPOIYKTUBHICTh HE MOXKHA «I0JATH» HAMPHUKIHII PO3POOKHU — ii
NOTPIOHO MPOEKTYBATH 3 caMOro mnoyarky. OnTumizauiifHi 1ii AOLINBHO pO3TsSAaTH Y
KUIBKOX HampsiMax.

OcHOBHE TIpaBWJIO — MIHIMI3YBAaTH KUIbKICTh aKTUBHUX BY37iB y cueHl. HagmipHa
1EpapXIYHICTh 30UIBIIYE KIIbKICTh OHOBJIEHb 1 BUKJIMKIB _process() Ha KOXKEH Kajp.
PexkomenayeTbest 00’ €nHyBaTH OJHOTUIIHI 00’ €KTH, BUKOPUCTOBYBaTH Instancing 3amicThb

«Cy4acHi nu(ppOBi TEXHOJOTI] Ta IHHOBALIIfHI METOMKN HAaBYaHHS: JOCBiJ, TEHICHIIT, HEepCIeKTHBWY, 67 muctonana 2025, Ne 16

245



CEKLI: OcBiTHI cTparerii miarotoBku ¢axisiiB IT-ramysi

OyOJIOBaHHS, a TakOX JCaKTUBYBAaTH HEMOTPIOHI BY3JM MiJ Yac HEBUIUMOCTI (depes
visible = false a6o rpymnu «pausedy).

Godot BukopucroBye pizHi penaepepu (Forward+, Mobile, Compatibility). s
JOCSITHEHHS MaKCHUMAaJIbHO1 MPOJYKTUBHOCTI CIIiJiT OOMPATH BIAMOBIAHUM PEKHUM 3aJICKHO
BiJl miuaTtdopMu. Y TPUBUMIPHHUX CIIEHAX MPOIYyKTHUBHICTh 3HAYHOIO MIPOIO 3aJIEKHUTH BiJl
KiTbkocTi draw calls, mkepen OCBITICHHS, CKIATHOCTI WICHIEPiB 1 MOJITOHAIBHOCTI
MOZEIIEN.

Meromu ¢pycrym-kymiary (frustum culling) 1 oximrosiiiHOro KymHry (occlusion
culling) m03BONAIOTE HE pPEHACPUTH O0O0’€KTH, SKI HE BHAHO Kamepl. BukopucranHs
cucremu piBHiB aeranizauii (LOD — Level of Detail) 3menmye naBantaxkenuss GPU na
BENMUKHUX cIleHaX. J[oJaTKOBO MOXHA ONTUMI3YBaTH MaTepiaid MUIIXOM 00’ €IHaHHA
TEKCTYP Y aTjiacy Ta 3HWKEHHS 1X PO3UIbHOI 3IaTHOCTI 0€3 BTpaTH Bi3yabHOI SKOCTi [4].

VY C#-ckpunrtax peKOMEHIYEThCS MiHIMI3yBaTH CTBOPEHHS HOBHX 00’ €KTIB Iij 4yac
BUKOHAHHS MHKJIIB, MO0 YHWKAaTH YacTOTO CIpanboByBaHHs 30mpada cMmitts (Garbage
Collector). HominbHo BHKOpuctoByBaTH Object Pooling misi mOBTOPHOTrO BHUKOPUCTaHHS
00’€KTIB, YHUKATU HAAMIPHOTO BUKOPUCTAHHS JIeleraTiB i 1aMOaa-QyHKIINA Y KPUTHUHUX
TUISTHKaX KOy .

[TepeBaroro C# € MOXKIHBICTD 3aCTOCOBYBAaTH aCHHXPOHHI METOIH (async/await) st
HEOJIOKYIOUHX OTepalliif, HamPUKIIaJ], 3aBaHTAXKEHHS pecypciB abo MepexeBux 3anuris. Le
JI03BOJISIE CKOPOTUTH Yac OYIKYBAHHS KaJpy Ta IMiABUILIUTHU TUIABHICTh TPH.

Godot 103BOJNISIE KOHTPOJIIOBATH 3aBAHTAXKEHHS PECYpPCIiB uepe3 MeXaHI3MHU
streaming (IIOTOKOBOTO 3aBaHTaXeHHs CIeH) 1 preloading (monepeaHbOro 3aBaHTAKEHHS).
Jliist MOOUTBHUX MIATPOPM PEKOMEHIYEThCSI 3MEHIIYBAaTH 00CST TeKCTyp 1 ayaiodaiinis, a
TaKOXX YHUKATH 3aliBUX (DI3UYHUX 00’ €KTIB.

Ha ocHOBi mpoBeneHOro AOCHIIKEHHS c()OpMyIbOBaHO TaKi PEKOMEHJAIl s
MiaBUIIEHHS eeKTHBHOCTI irop Ha Godot i3 C#:

BuxopucroByBatu C# mis 0OpoOKHU JIOTIKH, 1[0 BUMAra€ iHTCHCUBHUX OOYHUCIICHb
(wTyyHuil 1HTENeKT, (i3uka, reHepauis KapT), 3anumaroun GDScript nus mBHIKHX
MIPOTOTHUIIIB.

3MEHIITyBaTH KUIbKICTh aKTUBHUX BY3JIIB 1 CUTHAIB Y CIICHI.

YHUKaTH CTBOPEHHS 00’ €KTIB y IIMKJIaX — 3aCTOCOBYBATH IYJIIHT 200 KEIIyBaHHS.

BukopucroByBatu mnpodaitiep Godot mansi BUSBICHHS «BY3bKHX MiCIb» Yy
PEHACPUHTY M JIOTIIII.

OnTuMmizyBaT pecypcH — TeKCTypH, 3BYKH, aHIMallli — BIAMOBIAHO MO IIJILOBOI
wiatopmu.

V¥ 3D-npoekrax 3acrocoByBatu LOD, baked lighting 1 ppycTtym-KyiHT.

PerynspHo nmpoBoAWTH TeCTyBaHHS MPOIYKTHBHOCTI IiJ] PI3HUMHU HaJIAIITyBAaHHSIMHU
rpadiky Ta OCBITJICHHS.

OTpuMaHi pe3yJabTaTH MiATBEpANIH, 10 Bubip MoBu C# y cepenopuii Godot Moxe
MO3UTHBHO BIUIMBATH HA 3arajibHy MPOJYKTUBHICTH 1 CTAOUIbHICTH TPOEKTY 32 YMOBH
NPaBWIBLHOT apXiTeKTypH CICHH Ta 3aCTOCYBaHHsS BiIOMHX TEXHIK ONTHMI3allii.
Haii6inpmmii edekt gocsraerbcs NpU ONTUMI3ALI] JIOTIKHU, PEHIACPUHTY Ta YHpPaBIIHHSI
pecypcamu.

Takum urHOM, onTuMizallis B Godot € GaraTopiBHEBUM IIPOIIECOM, KU TOEIHYE
TeXHiuHi, aIrOPUTMIUHi Ta apXiTEKTypHi pilieHHs. [i e(eKTHUBHICTb 3a1€KUTh He JIUIIE Bif
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BUKOPHUCTAHHS KOHKPETHOI MOBHU NPOTPaMyBaHHS, a W BiJ] TPaMOTHOTO MPOEKTYBaHHS
CTPYKTYpH CIICHHU, PO3IO/ILTy HABAHTAXKCHHS Ta KOHTPOJIIO 32 CIIOKUBAHHSIM PECypCiB.

VY xomi pochipkeHHs OyJW MpoaHATi30BaHI CyYacHI MIAXOAW 10 TIiABUIICHHS
€(EeKTHUBHOCTI ITPOBUX TMPOEKTIB, MPOBEACHI EKCIEPUMEHTH 3 TECTOBMMHU CIICHAMH Ta
chopMyIbOBaHI MPAKTUIHI PEKOMEHAAITT 111 pO3pOOHUKIB. 30KpeMa, BU3HAUYCHO KITIOUOBI
YUHHUKA TMPOAYKTHBHOCTI: KIJBKICTh AKTUBHHUX BY3JIIB Yy CIIEHI, CTPYKTypa iepapxii,
CKJIQIHICTh PEHACPUHTY, 00CSIr OOYMCIEHb Yy CKpUIITaX Ta YIPABIIHHSA pecypcamu;
nokaszaHo nepesaru Bukopuctanus C# y Godot: peanizauii Ha C# 1eMOHCTPYIOTh OUIBIII
ctabinpamii FPS Ta 3menmene 3aBantaxxenHss CPU mig wac oOpoOKM CKITaIHUX JIOTTYHHX
Ta (I3MYHUX OOYMCIIEHb, IO MATBEPHKEHO EKCIIEPUMEHTAIHPHIMH BUMIPIOBAHHSIMH,
OLIIHEHO e(EeKTUBHICTh OKPEeMHUX TEXHIK omTumizauii: 3actrocyBanHs LOD, pooling
00’exTiB, baked lighting 1 ontuMizanisi pecypciB NpU3BOIUTH J0 BIIUYTHOTO IiIBUIIICHHS
IPOIYKTUBHOCTI, 0c00MBO B 3D-clieHax; BUABICHO KOMIIPOMIC MiXK MPOAYKTHUBHICTIO Ta
3pyuHIicTIO po3poOku: GDScript 3abe3medye MBUAKICTP NPOTOTUITYBAHHS Ta JICTIIY
HaJIaro/DKyBaHICTh, ajie mocTymaeTbess C# y BHUKOHAaHHI OOYHMCIIOBAIIBHO CKIIATHUX
MIPOIIECIB.

OnTumizaiiss npoaykKTuBHOCTI irop y Godot € KOMIUIEKCHHM 3aBAaHHSIM, IO
MOENHYE apXITEeKTypHI, QJITOPUTMIUHI Ta MporpamHi pimeHHa. Buxopucranus C# y
MOEJHAHHI 3 TPaMOTHO CIPOEKTOBAHOIO CLEHOI0, €(QEKTUBHUM PEHIECPUHIOM Ta
KOHTPOJIEM PEeCypciB J03BOJSIE CTBOPIOBATH CTAaOUIbHI, BUCOKOMPOIYKTHBHI IrpOBI
MpoeKTH. Pe3ynbratu 1OCHiIKEHHSI MAIOTh MPAKTHYHY IIHHICTH JUIsl pO3pOOHHUKIB 1r0p, 110
MParHyTh MiABUIIUTH NPOAYKTUBHICTh CBOIX MPOEKTIB HA PI3HUX MIATHOpMax.
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