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Puc. 3. AODMVHUCTPATUBHbBIE CMTOCOObLI 3ALLMTHI
MHOOPMALMOHHOW CUCTEMbI A3POMNOPTA

+ Heo6xogmmo peryngapHo o6HOBNATbL AHTMBKMPYCHOe O
(nporpamMmHoe oéecnevyeHme).

+ [ng 6e3onacHoOro Bxogd B CETb CredyeT YyCTAHOBUTH
OBYXPOAKTOPHYIO AYTEHTUDUKALMIO MOV €€ HOUYNN.

+ BaxHO mepuopmyecky MeHdTb NapOonb, NCMONb3YyEeMbIN
NOMb30BATENEM.

+ Heob6xognmo yCTAHOBUTL KOHTPOSb OOCTYNA K MHOOP-
MAUMOHHOM C1UCTEME.
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3akntoyeHne

CepbesHbIMM YIPO3aMM CUCTEMBI O6PABOTKM MHGOP-
MALMM O3POMNOPTA SABASKOTCS B POBHOM CTENEHM 1 NpO-
TMBOMPCBHbBIE AENCTBUS COTPYAHMKOB, Y B3OMbIBAHMS
NPCBOHAPYLMUTENSMN  KOPMOPATUBHOM  CeTU.  YTOOb
YMEHBLUNTD PWUCKM HECOHKLMOHNPOBOHHOM QyTEeHTU-
dvkaumm B MHOGOPMAULMOHHYKD CUCTEMY Q3POMNOPTA,
COTPYOHWKOM CTOUT MPUMEHdTb MPOrpPAMMHO-AMNMNO-
PATHbIE M OOMWHUCTPOTUMBHbBIE CMOCOGHI 3ALNTLI MH-
dopmaummn. CyllecTByeT MHOXECTBO PEKOMEHOALMN O
TOM, KOK o6ecneunTb 6e30MACHOCTb KOPMOPATVBHBIX
CUCTEM, OOHAKO  3/I0YMBILUMEHHWKN  MPUOYMbIBAKOT
HOBbBIE CMOCOBbI B3/TOMO MHPOPMALMOHHbBIX CUCTEM, MO-
3TOMY CNEAyeT PErynsdpHO YNyYLlaTb CNOCOOb! 3ALLMTLI
MHPOPMALMM B FOAXOCAHCKOM ABMALMN.
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PA3PABOTKA AJITOPUTMA ONTUMU3ALIUKM UTPOBOTIO NMPOEKTA NPU NOMOLLH
LWABJIOHANPOEKTUPOBAHUA OBJECT POOL

AntyHuH AHppei Bnagumuposuu
CryneHT 4-ro kypca [o0CyaapCTBEHHOIO TEXHOMOMMYECKOoro
yHuBepcuteta «CTAHKNH»

BputBuHa BaneHTuHa BaneHTuHoBHA

KaHOomaaT negarormdeckmnx Hayk, AoueHT kadenpsl «<YnpasneHme
N MHOOPMATHMKA B TEXHNUECKMX CUCTEMAX» MOCKOBCKOrO
rOCYAQPCTBEHHOIO TEXHONMOrMYeckoro yHmBepcuteta « CTAHKVIH»,
OouUeHT kKadenpsbl «MHOOKOTHUTUBHBIE TEXHONOM MY MOCKOBCKOIO
NOSIUTEXHUYECKOIO YHMBEPCUTETA

AHHOTaUMA. B cTaTbe pacCMOTPEHbLI pa3iMyHbIE CMOCO6bI ONTUMM3ALMM UFPOBbLIX MPOEKTOB. B pamkax
pPacCMOTpPEeHHbIX cnocoboB, pa3paboTaH M BHeApeH COBCTBEHHbIN anropMTM ONTUMKU3ALMK, OCHOBAHHbIN

Ha wabnoHe npoekTMpoBaHusa object pool.

KnroueBble cnoBa: MHCbOpMaLl,MOHHbIe TEXHONOIrMN, oNTMMN3auna, nrpoBble 06beKTHI, anropuTM.

Annotation. The article discusses various ways to optimize game projects. Within the considered
methods, developed and implemented its own optimization algorithm based on the design pattern object

pool.

Keywords: information technology, optimization, game objects, algorithm.
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BeepeHue

Mown pa3padoTke Urp OS5 MOOWUIBHBIX YCTPOWCTB
HO 6a3e Android 1 10S, pa3padoTUMKM YOCTO CTANKM-
BAIOTCH C NPOGAEMON ONTUMN3ALMM CBOUX MPOEKTOB. B
NepByio ovepeb 3TO CBA3AHO C TeM, YTO BOJbLUMHCTBO
COBPEMEHHbBIX CMOPTPOHOB WM MIICGHLLETOB HEeOOCTA-
TOYHO NPOW3BOAUTENbHbI, A 3HAYNT 3AO0TA O PECYPCAX,
noTpeo6ngaemblX WUrpow, LOMKHA ObiTb  HA  MNepPBOM
MecTe. YeMm Boile FPS B MrpOBOM MpoekTe, TeM Bbille
ero kayectso. [na pelueHus npooérnem OnTUMU3ALMM
CYLLEeCTBYEeT MOCCA PA3INYHbBIX CMOCOBO0B.

Llenb uccnepoBaHus
Pa3pa60oTaTh ANropmuTMOnTUMU3ALNN CNPUMEHEHMEM
LWAB6A0HA MPOEeKTMPOoBAHMS object pool

3apaum uccnepoBaHUs

+ AHOMM3 BAPUAHTOB OMTUMMU3ALMN MOBUSIbHBIX UTD, CO3-
OQHHbBIX MPW MOMOLLIM MFPOBOro ABWMXKA Unity.

+ PazpaboTratb cnoco6bl ONTUMU3ALMM MOOEKTA

+ OKCNepUMEHTAsIbHO NPOoBepPUTb 3GGEKTUBHOCTL CMO-
COB60B ONMTUMUIALNM.

AHONM3 BOPUAHTOB ONTUMMU3ALMUU MOBUIBbHBIX UFP

BopuaHTOB  ONTUMM3ALMM  CYLLECTBYET OFMPOMHOE
KONMMYeCTBO, AENO B TOM, UTO PA3HbIE MPOEKThl TOEBYIOT
PA3HbIX noaxogoB. OpgHAKO, 6asg  ONTUMM3AUMS
HAYMHAETCH C rPAPUKN.

CyllecTBytoT cremytolye Ccnocobbl MACLLTAGKMPO-
BOHMS MOTPEBNEHMS PECYPCOB KOTOPLIE MOEACTABIEHSI
Ha puc. 1

e
e
T
.
e
e —

Puc. 1. Cnoco6bl MACLUTABUPOBAHMS NOTREONEHNS
pecypcos

MPOoM3BOAUTENBHOCTE TPADUKN HOMPAMYIO 30BUCUT
OT reOMEeTPUYECKOM CNOXHOCTM OGBEKTOB, A UMEHHO
OT KONMMYEeCTBA BeplnH y momenen (nonuronos). [Ons
yMeHblleHua Harpyskn Ha GPU, ncnonbayetcs nooxon
Occlusion culling — oT6poc 3aropoXeHHOn reomeTpum,
KOrOQ OBWMXOK He peHedpUT O6bekTbl, 3AropOXeHHbIe
apyrmmy o6bekTamu. B koMnbtoTepHon 3D rpaduke 210
HEe NPOUCXOAUT ABTOMATUYECKM. Yallle BCcero cHa4yana
OTPVICOBBIBAIOTCS OObEKTHI, PACMONOXEHHbIE AANbLIE OT
KAMepbl 1 yXe MOBEPX HWUX OTPUCOBBLIBAIOTCS GVXHUE
K kaMepe o6bekThl (370 HasbiBaetca “overdraw”).
Occlusion Culling otnuyaetca ot Frustum Culling.
Frustum Culling oTk1to4aeT TONbKO PEHAEPUHI O6BEKTOB,
He NoNaAAIoLLMX B O6/1ACTh 063000 KOMEPDI, HE TPOoras
NpW 3TOM CKPbITbIE MO overdraw O6bEKTHI.

Ha MOGUIbHBIX YCTPOWCTBAX OTPUCOBKA KOAPA HA-
MPSMYIO MPUBA3AHA K CKOPOCTU 3AMNOSTHEHUS (CKOPOCTb
30MONHEHNS = NMMKCENN 3KPAHA * CMOXHOCTb LWenaepda
¥ NepepucoBKa) M CNOXHbIe Lernoepbl 3a4ACTyo Mo-
TPEe6NAT OUYeHb MHOMO PecypCcoB. B TaKoM cnyyae 3a-
OENCTBYIOTCH CNeLnanbHble MOBUNbHbIE Wenaepsbl, OHK
3HAYUTENBHO 3KOHOMAT PECYPChl 30 CYET CBOEW NPO-
CTOTbI, XOTS 3TO U CHUXAET KPACOTY KAPTUHKM.

MOXHO BbIOENNTE O6LIME NPABUNG AN NOBbLILEHNS
3PPEKTUBHOCTY MCMONB3OBAHNSA BbIYMCANTENBHBIX e~
CYypPCOB:

+ VcnonbaynTe ManeHbkoe KOMMUYECTBO YHUKOSIbHBIX MO-
TEPUANOB, TOKMM OBA30M, ABWXKY 6yOeT Nerde npoms-
BOAWTb OTPUCOBKY KAOPOA.

+ Mcnonbaynte atnack TeKCTyp (BosbLume n3oBpakeHns,
comepxalime KOrmekumio Moam3otpaxeHiin) BMecTo
HECKOSMbKUX OTHOESbHbIX TEeKCTYpP. DTO MO3BONSET Obl-
CTpee NoarpyXaTb HOBblE TEKCTYPHI.

- Wcnonbayinte cpenctsa Buayanusaunmn shared.Material
BMecTo Renderer.Material npu MCNonb3oBAHMM ATNACOB
TEKCTYP U OBLLUMX MATEPUCASIOB.

- Crapantech M36eraTtb CUTYOUMIA, KOrAd HECKOSbKO
NCTOYHMKOB CBETA OCBELLAIOT OAMNH OOBbEKT.

+ YMeHblUaMTe oblee KOMMYEeCTBO MPOXOOOB LWenaepda
(TeHW, NmKcenbHoe OCBELLeHME, OTPAXEHMS).

- Crapantech KK MOXHO MeHbLUe MCMOSb30BATb MO-
CTOOPABOTKY, 3TO CAMLLKOM 3ATRATHO A MOOUIbHbIX
YCTPOWCTB.

+  YCTAHOBAMBAMTE CBOWCTBO Static Ons HenoaBUXHbBIX
O6beKTOB. ITO HA3bIBOETCA — static batching, B TAKOM
cnyyae OBMXOK OTPUCYET OGbEKT TOSbKO MPK 3Arpy3ske
CUEHbI.

+ FindObjectsOfType — [OBOMBHO MeAneHHbIt MeTOoM,
MO3TOMY Jydlle M36eraTb ero YaCTOro MCMoNb30BAHMUS

+ VicnonbaynTe cxaTtme TekCTyp.
3a4aCTyO, UrPA HEe WUCMONb3yeT B MNOMHOM Mepe

MOLLIHOCTb MPOLLECCOPd, B 6OMbLUEN CTENEHM 3ArPYXAS

GPU. TakuMm 06pa3oM, YACTO POA3YMHO BbITALLUTL

HekoTopyto padoty ¢ GPU u nomectnte ee Ha CPU.

HaonpuMep oTpUCOBKA MOSIEHBKMX OGBEKTOB, YOCTUYHOE

OOGHOBJIEHWE TEOMETPUM O0BbeKToB, M mesh skinning

(Mpouecc CBA3LIBAHUS KOCTEM C BEPLUMHAMM MeLwq).
Pazbepém ellé oamH noaxod, KOTOPbLIM MOMOXET

3HAYUTENBHO COXPAHUTL PEeCYpPChl, ecnu B urpe

YOCTO CO3OAKTCA WM yOANAKTCS  OOHOBPEMEHHO

HE6OMbLLIOE KOMYECTBO OBbEKTOB (Hanpumep nynn/

Bpark/ npenatcTend).eno B TOM, YTO QRNOKAUMA U

0eanoKaUMg NAMATU OYEHb 3ATPATHAS yHKLUMS, 3TO

CBA3GHO C TeM, UYTO OOSMbLUMHCTBO CKPUMTOBLIX A3bIKOB

MMEIKOT OBTOMATUYECKOE YMPAOBNEHNE NAMATLIO B BUAE

MHCTPYMEHTO MNOA4 HA3BAHMEM — "COOPLUMK Mycopa”.

YOoneHue CCbINoK HO HEMCMNOMb3yeMble PECYPChI M MO~

cnenyoume nx OCBOGOXAEHUE MPOUCXOANT HE CPA3Y,

O C OnpefenéHHbelM UHTepBANOM. B MOMEeHT, korgd

COOPLLMK MyCOPd HAUYMHOET CBOKO PABOTY, UMPOK

MOXET HabnoaaTs nageHne FPS. [Ing pewenue Takom

npoo6aemel  6biT NPUOYMOH MOPOXACIOLMA  LLUAGIOH

NPOEKTUPOBAHUA — O6beKTHbIM Myn (aHr. object pool).

CyTbKOTOPOrO 3AKIKOHYAETCABTOM, UTOHOBbIE OGBEKTLIHE

CO3OCKOTCHA C HYAS, A 6EPYTCH YXE MHULMOIU3NPOBOHHbIE

M FOTOBbIE K MCMONB3OBAHMIO M3 HEKOTOPOM 6A3bl. Korga
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O6bekT 60SIblIE HE UCMOMb3YETCH, OH HE YHUYTOXAETCS,
a nMoMmellaeTcd O6pPATHO B Mysl M XAET Oo4epenHoro
BbI3OBA. Y TAKOro Moaxoad HAGMOAJETCH CepbE3HbI
MUHYC, 30KTIOUAIOLLIMIACS B HEOBXOOUMOCTHN MOCTOAHHO
PACXOO0BATb PECYPChl ONEePATUBHON MNAMATM.

Paspa6oTka n BHegpeHne cnoco608 onTUMMM3ALUY

MNonpo6yeM HAMMCOTb COOCTBEHHLIN object pool m
BHEOPUTL €ro B CyllecTBylolmin nNpoekT. KopoTko o
npoekTe — wurpa B ctune tower defence. C onpene-
JIEHHBIM MHTEPBOIOM HA CLEeHe COo3atoTCs crnepytoLine
O6beKThI: BDArK, CHOPSAb. 30A404YA — MUHVMW3UPOBATH
BbI30OB npoLenypsl object.Instantiate.

PeanunayeMm nyn 06beKTOB.

Peanusauyus

MMyn 6yneTt coenaH Ons CNemytolmx UrpoBbIX O6b-
EeKTOB:

Bparu

CHapaabl y HalueH

Puc. 2. IrpoBble 06bekTl,
0715 KOTOPbBIX HEOOXOAMM OObEKTHbIVI MYy

VIMEHHO 3TU UrPOBbIE OOLEKTHI YACTO CO3OAMOTCS U

YHUUTOXQIOTCS, O 3HAUYNUT NOTPEBNHOT MHOTO PECYPCOB
npoueccopa.

ElementPoolController.cs

PoolHierarchy.cs

Puc. 3. KOMNOHEHTB O6GBEKTHOIO NyNa

Peannayem OBa KOMMOHEHTA:

ElementPoolController.cs cnyxut ong go6aeneHms
06bEKTA B Mysl, TO eCTb aHanor metoaa Destroy. Bce
KOMMOHEHTbI MMOOBOrO O6bEeKTA OTKIOUAIOTCS, O CAM
OBBEKT CKPBIBOETCS.

JlucmuHe koda:

using System.Collections;
using System.Collections.Generic:
using UnityEngine;
public class ElementPoolController : MonoBehawviour
{
/1) <summary>
/// RBnalog of destroy. All components are disabled, object hiding.
/1) </summary>
public void AddInPool ()
{
gameCbject. SetActive (false)
i

[ocTtaToyHo Bcero ogHoro metoad — AddInPool, npu
Bbl30BE KOTOPOrO MPOMCXOOMT OeCKTMBALMS OO6bekTd,
HO KOTOPOM BUCUT OACHHbIM CKPUAT.

N2 3 (15) /2020

PaccmoTpumM cnepytollmin ckpunt PoolHierarchy.cs —
3TOT CKPUNT YNPABASET O6bEKTAMU MYNA.

TNluemunz koda:

using System.Collections;
using System.Collections.Generic:
using UnityEngine:

public class PoolHierarchy : MonoBehaviour |
private List<GameObject> elementsPool = new List<GameObject>();

public GameObject Tnstantiate0hi(GameObject prefab, Vectord positionSpawn,
Quaternion rotation)
1
GameObject returneddbi=null;

foreach (GameObject obj in elementsPool)

if (obj.activeInHierarchy == false)
i
returnedobj = obj.gameObiect;
returnedob] . tranaf : ti
returnedob] . SetActive (true) ;
break:

tion (poaitd  rotation) ;

if (returnedObj==null})
{

returnedob) = tiate (prefab, positi rotation)
1 1

GameDbject. Inst
dobj)

}
return returnedob]j:

public void RemoveAllElements ()

{

for(int i=0;
{

elementsPool . .Count;ite)

Destroy(elementasPool[i]);

]

elemantsPool . Clear();

PaccmMoTpmum  MeTodbl OOHHOro knaacca. Wx Bcero
aBa — InstantioteObj n RemoveAllElements. MNepsbin
MeTof SBNSEeTCS CAMbIM ABHbIM. DTO TOT X& COMbIR
gameobject.instantiate (cosnaHMe HOBOro 06bekTd HA
CLEHE), HO C TeM OT/IMUMEM, UTO OBbEKT CO30ASTCH He
M3 HEKOro npedada C Hyns, a BO3BPALWAETCS 13 Nynd
3M1EMEHTOB, KOTopble HaxopsaTcsd B List<GameObject>
elementsPool. MpnHUMN PABGOTLI GYHKLMK: A9 HAYANd
BbIMOSIHAETCA MPOXO4 MO BCEM 32NEMEHTAM CMUCKQ,
M NpoBepseTcd, YTO 3f1eMeHT B Nnyse He akTuBeH. B
cny4dae BbINOSIHEHWS 3TOrO YCIOBUS, BAXHO YCTAHOBUTb
KOOPAMHAOTEI O6BEKTA B NO3ULMIO, MEPEOAHHYIKO KOK MO~
pameTtp dyHKkummM. [locne Jero, BO3BPALLAEM HYXHbIA
06bEKT M BbIXOAMM M3 UMKNA. Ecnu ke B cnucke HeT
3M1EMEHTOB, YOOBAETBOPSAOLMX YCIOBUIO, MOONUCXOOUT
06blUHOE CO3OCHME OObEKTA HA CLUEHe 13 Npedabda.

MeTton RemoveAllElements npocTo ounwiaeTt nyn,
YHUUTOXAS €ro O6bEKTHI.

[NpyMeHeHne  AQHHbIX  CKPUMTOB
Ho o6bekTbl, paéotatoume C  Mynom,
npukpenuts  ElementPoolControllercs. [danee, cos-
OaeTca O6beKT, KOTOpbl 6yaeT BbICTYNATb B KO-
yecTee xaba, HA HEro MNPUKPENNIeTCs KOMMOHEHT
PoolHierarchy.cs. Kak npumep: xa6om ang Bparos éyaoyT
CMNAYyHepPsbl, & XA60M [O/19 CHAPSAOB 6yayT COMU OALLHW.
Tenepb yooneHne o6bekToB GyaeT NPOUCXOONTb Yepes
KOHTPOMIEP, NOCNe Yero Oo6bekT 6yaeT 3AnMCbIBOTHCS
B MyJ1. A KOMMOHEHTbI reHepaLmm 6yayT OOPALLATLCS K
nyny 30 HOBbIMW O6bEKTAM.

Kak BWMAOHO, MpWv AQHHOM MOoAXOde HeOo6XOAMMO
CO30CBATL CBOWM Mya ANg KOXOOro TMNa O6beKTOB.
Moy ©60IblWOM  KOMMYEeCTBE TUMOB, TOKOWM Cnoco6
6yOeT OOBOJIbHO MPOMO3OKUM K HeydoO6HbIM. BaxHoe

cnepnytoulee.
HeoBxoaMMo
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30MeYaHMe — 60rbLIOE KOMIMYECTBO TAKMX MYNOB CUTbHO
3Arpy3nT ONEePATUBHYIO NAMSATS.

3akoyeHne

Mocne npUMeHeHUs AAHHOIO CNOCO6d ONTUMUIALLUN
yoonoch nonyumte ~ + 6.6 fps. [MABHOM XAPOAKTEPU-
CTMKOWM TAKOro noaxoad OnNTUMU3AUMKN 9BNIGETCS MOBbI-
LeHne CTabunbHOCTH fos, YTO BMAHO U3 pUC. 4-5.

Puc. 5. lNocne ncnonb3oBaHms nyna

Cnuncok nutepartypsbl

1. JokyMeHTauMa KOMMAHWMM  PA3pabOTUMKa  OBUXKA
Unity3D [GnekTpoH. pecypcl. — Pexum goctyna: https://
docs.unity3d.com.

2. Alexander Shvets «Dive Into Design Patterns».

3. http://it. nmcs.sfedu.ru/wiki/MNyn_oévekTos_(Object _
Pool).

Puc. 4. [1o ncnonb3oBaHus nyna

NO NPOEKTUPOBAHUA KC3U AJ11 OBbEKTA 3ALLMUTDI

Tuxomupos AnekcaHpp Onerosuy

CTtygeHT 5-ro kypca HanpaeneHus «MHOOPMALMOHHAS 6€30MACHOCTb
OBTOMOTU3UPOBAHHbBIX CUCTEM», MOCKOBCKOIO MOSIUMTEXHNYECKOrO
YHUBEPCUTETA

MeBwes AnekcaHpap OpbeBuy
Crapwuin npenogaBaTesns kKadenps! «MHGOPMAUMOHHOS
6€30MNACHOCTE» MOCKOBCKOIrO MOIUTEXHUYECKOTO YHNUBEPCUTETA

AHHOTaumA. [laHHasa cTaTbs NnocesileHa npobnemMe pa3paboTkM KOMMMNEKCHOM CUCTEMbI 3alUTbl UH-
dopMaumm ana ob6bEKTa 3aluUTbl, @ KOHKPETHEeEe ONTUMKU3aLUMKU AaHHOro npouecca. NpoaHanmManpoBaHhbl
3apybexHble n oTeyecTBEHHblE aHanorn. PaspabotaH nogbop aneMeHTOB 3alWUTbl MHMDOPMaLMK NpU Npo-
€KTUPOBAHMKN KOMIMIEKCHOM CUCTEMBI 3alumTbl MHDOPpMaunm ans obbekTa 3awnTtel. ChopMmpoBaHa 6a3a
3HaHWUI YS3BUMOCTEN N HEOBXOAUMBIX peEKOMeHAAUNN No 3awmTte nHdbopMaumm Ha obbekTe.

KnroueBble cnoBa: KC3U, ys3BUMOCTb, 06bEKT 3aLlnThl, yrpo3a, CpeACcTBO 3alunThbl, nomelleHune, Mo,
TEXHMYECKMe cpeacTBa 3alUnTbl, XXU3HEHHbIN LUK,

Annotation. This article is devoted to the problem of developing an integrated information security
system for a protected object, and more specifically to optimizing this process. Foreign and domestic
analogues are analyzed. The selection of information security elements in the design of an integrated
information security system for a protected object has been developed. A knowledge base of vulnerabilities
and necessary recommendations for protecting information at the facility has been formed.

Keywords: CSIS, vulnerability, object of protection, threat, means of protection, premises, software,
technical means of protection, life cycle.
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