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Y npoyeci pospobku npocpamnoeo 3abe3neuenns, 30kpema ieop Ha pywii Unity [1], docsemu
i0eanvHoi peanizayii 3 nepuioi cnpobu npaxmuuHo Hemoxciuso. Hezanescno 6i0 macuimaby npo-
EKMY — YU MO BEIUKA KOMAHOA, YU IHOUBLOYALbHULL PO3POOHUK — NPOSPAMICTU ROCIMITIHO Nepesi-
PAOMb NPAsUILHICMb pOOOmU 8020 K0OY. [Na Yyb020 ICHYE YUMANO IHCMPYMEHMIG: IOHIm-mec-
My6anHs, cucmemu Haiazooddcenns (debugger), ecmanoenennss movox 3ynuny (breakpoints),
a makodc cneyianizoeaui ¢hpetimeopku, maxi ax Selenium (¢petimeopk Ons asmomamuidno2o
mecmysanns). [lpome naunpocmiwium i HQUOLIbW NOWUPEHUM CHOCODOM ONEPAMUBHO20 AHA-
N3y NOGEOIHKU KOO 3anuuacmvcs n02yeanns. Y cepedosuwi Unity ye peanizyecmucs uepes Kaac
Debug i tioco memoo Log, sikuii 00360/€ 6u800umu nogidomieHHs 6 koncoav [2]. Ilonpu npo-
CMOMY BUKOPUCMAHHSL, 102YEAHHS MOJICe MAMU CEPUO3HUL 6NAUE HA NPOOYKMUBHICIb, OCOONUBO
V 8UNAOKAX 6eNUKOI KLIbKOCMI GUKIUKIE — HANPUKIAO, NPU JIO2YEAHHI 8 KOJCHOMY KAOpi epu Ha
MOOinbHOMY BpUCMPOI. YV 6enuKux npoekmax, Hao AKUMU OOHOUACHO NPAYIOE 3HAUHA KiNbKICMb
PO3POOHUKIB, 00CAe 102Y8AHHS YACIO ICINOMHO NEPESUULYE YMOBHY MENCY 8 OOUH 102aPUMMit-
Hul 3anuc Ha kaop. Mobinvhi iepu abo 3acmoCcyHKU MOXCYMb MICIMUMU COMHI, a IHOOI U mucsayi
MOOYIB, Y KOWCHOMY 3 SKUX Pedli308aHO JI02YBAHHS 3 Memoio eepuixayii kopekmuocmi pobomu
abo 0na susedenHs diazHocmuyHoi ingopmayii nio vac po3pooxu.

YV oaniii pobomi npoananizosano 6niue akmueHo20 102y8ants Ha npoodykmusHicms Unity-0o-
0amkis, OpieHmMosanux Ha MoOLIbHI niam@popmu. Aemopu cmasisims 3a Memy KilbKiCHO OYi-
HUmMu nPOOYKMUSHICHb 000AMKY 3d YMO8 AKIMUBHO20 MA BIOKIIOUEHO20 102Y8aHHS. [ Yb0o2o
6y0e 3acmocosano HU3Ky 0A306UX CIMAMUCTUYHUX MemO0i6, 30KpeMd: 0OYUCTEHHS CepeOHbO20
3HauenHs yacmomu kaopie (FPS), po3paxyHox 8i0comko8oi 3MiHu NPOOYKMUSHOCHII, d MAKOIC
sukopucmanns t-kpumepiio Cmvio0enma Oas OYinKU CMamucmuynoi 3navyuwjocmi pe3ynoma-
mis. 3anpononosanutl nioxio 003601UMb HA NPAKMUYL OYIHUMU OOYLIbHICMb 30epediceltst abo
suoanenHs euxkaukie Debug.Log y ghinanbrux 6indax mMoOiIbHUX i20p, a MAKONHC CHOPMYTI08AMU
npaxkmuuni pexomeroayii 0nst Unity-po3poOHuKie.

Knrwwuosi cnosa: Unity, npooykmuericms, Mo0inbHi niamgopmu, nozysanmus, Debug.Log,
t-kpumepiii Cmorodenma, FPS, onmumizayisi.

Klieptsov A. A., Guseva-Bozhatkina V. A. Weaknesses of gaming anti-cheat systems:
an analysis of contactless automation of gameplay using external devices

Software developers — particularly those working on Unity-based [1] game projects — rarely
produce perfect implementations on the first attempt. Regardless of project scale, whether
working in large teams or individually, they continuously check their code for correctness.
Developers rely on many tools to support this process, including unit tests, debuggers,
breakpoints, and specialized frameworks such as Selenium for automated testing. Among these,
logging offers the most direct and widely adopted method for quickly analyzing code behavior.
In Unity, developers use the Debug class and its Log method to output messages to the console
[2]. Despite its apparent simplicity, this method is critical in rapid iteration and issue tracking
during development. Although easy to implement, frequent logging can reduce performance,
especially in mobile applications that generate log entries every frame. In large projects with
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many contributors, developers often introduce logging statements in hundreds or thousands of
modules to validate code logic or monitor runtime behavior. These statements frequently exceed
the practical limit of one log call per frame, which can degrade the user experience on resource-
constrained mobile platforms. This study examines how active logging affects the performance
of Unity applications on mobile devices. The research compares two conditions: logging enabled
and logging disabled. The analysis uses several fundamental statistical techniques, including
calculations of average frames per second (FPS), percentage differences in performance, and
Student s t-test to evaluate the statistical significance of the results. The methodology provides a
practical foundation for evaluating whether Unity developers should retain or eliminate Debug.
Log calls in final production builds for mobile games.

Key words: Unity, performance, mobile platforms, logging, Debug.Log, Students t-test, FPS,
optimization.

IMocTanoBka mpodsiemMu. Y nporeci po3poOku MOOUTBHUX irop Ha pymrii Unity po3-
POOHUKHU MIMPOKO 3aCTOCOBYIOTH CUCTEMH JIOTYBAHHsI JJIs JiarHOCTHKH, MOHITOPUHTY
BHYTPIILIHIX MpoIieciB i Beprikarii KopeKTHOCTI BUKOHAHHs koxy. Haimonmpeninmm
IHCTpYMeHTOM Ut 1boro € merox Debug.Log, mo no3Bomnse MBHIKO OTPUMYBaTH
iH(opMallio PO BUKOHAHHS MEBHUX AUISHOK Koay 0e3 HeoOX1THOCTI 3allycKy CKIIai-
HUX MEXaHi3MIB TpacyBaHHS M IMiJKIIOYCHHS 30BHIIIHIX 3ac00iB TecTyBaHHs. He3Ba-
JKaruW Ha 3pYYHICTh, YHCICHHI BUKIHKH 10 Debug.Log MOXyTh CTBOpIOBaTH 3HA4YHE
HABaHTAXXEHHA Ha CHUCTEMY, OCOOIMBO B MOOUIBHOMY CEpENOBHILI 3 OOMEKEHUMHU
pecypcaMu OOYHCIICHHS, IaM’ STl Ta eHeprocnoxxuBanus [3]. [Ipobnema mocumoeThes
y BEJIMKHX MPOEKTAX, JI€ JIOTYBAHHS PO3MIIIEHHO Y BEJIHUKIH KIJTBKOCTI MOAYJIIB, 94acTo
0e3 LeHTPai30BaHOT0 KOHTPOJII0 a00 BUMKHEHHS JIOTiB Ha eTali npoaakiueHy [4].

UYepes 1e mocrae HEOOXiTHICTH y CHUCTEMHOMY JOCTI/DKCHHI TOTO, HACKUIBKH
AKTUBHE JIOTYBaHHS BIUIMBA€ HAa NPOIYKTHBHICTH MOOUIBHHX 3aCTOCYHKIB, PO3pO-
omenux Ha Unity. Y To# 4ac sk iCHYIOYI JIOCTIPKEHHS 30CEPEIKYIOThCS TIEPEBAKHO
Ha onrtuMmizanii rpadixu, HaBanTtaxeHHi Ha GPU abo Buxopucranui AssetBundle/
Addressables, BIUTMB CHCTEMHOTO JIOTYBaHHS K (paKkTOpa Jerpaaaiii mpoayKTHBHOCTI
3aJIMIIA€ThCST HEJIOCTaTHHO BUBYCHUM. HasBHICTH 00’€KTUBHHX EKCIIEPHMEHTaIbHUX
JIAaHUX, [0 TIOKA3YIOTh PI3HUINO Y MPOIYKTUBHOCTI 3 aKTUBHUM 1 BHMKHEHHUM JIOTYBaH-
HSIM, JIO3BOJIUTH PO3POOHUKAM YXBaJHOBaTH OOTPYHTOBAHI PIIICHHS MO0 3aJTUIICHHS
YW BUJIAJICHHS JIOTIB y (PiHANBHUX 30ipKax J0AaTKiB.

AHani3 ocTraHHiX AociaikeHb i myOuikamiii. IlpoGremarnka NpPOXYKTUBHOCTI
MOOUTFHUX 3aCTOCYHKIB, 30KpeMa CTBOpPeHHX Ha pyirii Unity, akTHBHO BHCBITIIFOETHCS
y CydacHidl Jiiteparypi SK MPUKIAIHOTO, TaK 1 JOCTIIHULIBKOrO Xapakrepy. OCHOBHY
yBary aBTOpH MPUAUIAIOTh ONTUMI3ALi] TpadiqHOTO PEHACPHHTY, MCHEIKMEHTY pecyp-
CiB, BIUIMBY (DI3MYHMX KOMIIOHCHTIB Ta 3arajilbHOMY 3HIIKCHHIO OOYHCITIOBAJIBHOTO
HaBaHTaKEHHs Ha MOOLIBbHI TTpucTpoi. Y BunauHi «Unity Game Optimizationy», aBTOpoM
sixoro € Kpic JlikiHCOH, OKpeMuit aklieHT 3po0IeHO Ha BAYKIIMBOCTI paIlioHATLHOTO BUKO-
PHCTaHH JIOTYBaHHS. ABTOD 3BEpTa€ yBary Ha Te, 10 4acTi BUKIHKU Debug.Log MoKy Th
CIIPHYMHUTHU CYTTEBE MAiHHS IMPOIYKTUBHOCTI, OCOOIMBO Y BHUIIAIKAX, KON JIOTyBaHHS
BiZIOyBaETHCS KOXKHOTO KaJIpy B peagbHoMy Jaci. Lle, y cBoro uepry, Mo)ke BIIMBATH SIK HA
CTaOlLIBHICTh BUKOHAHHS KOJY, TaK 1 Ha KOPUCTYBAllbKUI TOCBIN 3arajioM [5].

V 30ipuuKy «Pro Unity Game Development with C#», IpeICcTaBICHO OKPEMHHA PO3-
Ji1, TpUCBSYCHHH NPO(diTIOBaHHIO Ta MOHITOPHHTY NPOAYKTUBHOCTI Unity-1omaTkis.
ABTOpH 3a3Ha4ar0Th, IO HAJIATOJKYBaIbHI 3acO0HM, 30KpeMa JIOTYBaHHS, HEOOXiIHO
KOHTPOJIIOBATH 1 0OMEXyBaTH Ha eTarli KoMIsALii penisHux 0inais. IlocriitHa renepa-
I1is1 JIOTIB y TAKUX BEPCIAX MPU3BOIUTH 10 HEMPOTHO30BAaHUX BUTPAT PECYPCIB Ta MOXKE
HETaTUBHO TO3HAYUTHCS HA pOOOTI 3aCTOCYHKY Ha MOOITbHUX MPUCTPOSIX [6].

TakuM 4YMHOM, X04Ya B HABEICHUX JDKEPEIaxX MICTATHCS MPAKTHYHI PEKOMEHIAIT
010 YHUKHEHHS HAJIMIpHOTO JIOTYBaHHS, KiNbKICHOTO IOPIBHSUIBHOTO aHaNli3y HOro
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BIUIMBY Ha MPOJYKTUBHICTh, 3 BUKOPUCTAHHSIM CTaTUCTHYHMX METOJIB, Hapas3i HeJllo-
cTarHbo. Lle miATBepIKy€e NOMUIBHICT MOAANBIINX EKCIICPUMEHTALHUX JIOCIIIKCHb
Y IbOMY HaIPsIMKY.

Meta crarti. MeTolo JaHOI CTaTTi € EKCIIEPUMEHTANbHE AOCIHIIKEHHS BIUIUBY
aKTHBHOTO JIOTYBAaHHS, PEali30BaHOTO 3a JoroMoroio Metony Debug.Log y cepemo-
Bunli Unity, Ha IPOAYKTUBHICTE MOOUIBHUX 3aCTOCYHKIB. JlOCHiIXKeHHsI OpieHTOBaHE
Ha KUIBKICHE MOPIBHSIHHSA KIIOYOBUX METPHUK MPOAYKTHUBHOCTI B YMOBAaX aKTHBHOTO Ta
BiZIKITIOUEHOTO JIOTYyBaHHS.

Y Mexax MOCHiHKEHHS aBTOPH MArOTh Ha METi:

* ONIHUTH 3MiHY cepeaHboi gactoTu KaapiB (FPS) mpu pisHux crenapisx jory-
BaHHS;

*  BU3HAYUTH BiJICOTKOBY PI3HUIIIO B TPOAYKTUBHOCTI MK KOH(IrypaIisiMu 3 JIOTY-
BaHHAM 1 0€3 HLOTO;

* TIEPEBIPUTH CTATUCTHUYHY 3HAYYIIICTh BUSIBJICHUX BIJIMIHHOCTEH 3a JIOTIOMOTOIO
t-kpurepito CTerofieHTA.

ExcniepuMeHTansHe TeCTyBaHHS Oy/ie IPOBOIUTHCS Ha TOTOBOMY 011711 3aCTOCYHKY,
3aryieHoMy Ha MoOiIbHIN Tutatgopmi Android. Pesynbrarn mocimiukeHHS T03BOJISATh
3pOOUTH MPAKTUYHI BUCHOBKH IIIOJIO JOIUILHOCTI 3aJIMIICHHS JIOTIB y (DiHAIBHUX OLI-
nax Unity-3acTOCYHKIB, OpIEHTOBaHHUX Ha MOOUTBHI IPUCTPOI, Ta CHOPMYIIIOBATH PEKO-
MeH/IaIlii 1711 PO3POOHHMKIB 11010 €(heKTHBHOTO BUKOPUCTAHHS JIOTYBAHHS 3 YpaxyBaH-
HSIM BIUIABY Ha IPOIYKTHBHICTb.

Buxknajx ocHoBHoro marepiasmy. [l mpoBefeHHsS TOCTIKEHHS OyJI0 CTBOPEHO
OKPEeMHH MPOEKT y cepenoBuiili po3podku Unity mix HazBoto DebuglogFpsiest. Y sxo-
cTi TIaTGopMu BUKOPUCTOBYBaiachk Bepcis pywis Unity 6000.0.32f LTS, mo 3a6e3mne-
qye CyMICHICTb 13 Cy4acHUMHU MOOiTbHUME mpuctposmu (Puc. 1).

Ha moyarkoBomy erarmi Oys10 310paHO CIIPOIIEHY CIICHY, sIKa MICTHTh YCi HEOOX1IHi
eneMeHTH 1HTep(delicy A BiIOOpaKeHHS KIIOYOBHUX IMApaMETPIiB EKCIEPUMEHTY.
30KkpemMa, Ha €KpaH BHBOJAMTHCS iH(opmallis mpo cepenHe 3HaueHHA FPS, motoune

project
6000.0.32f1 wurs

Uni 12D i
nfversa Universal 2D

This is an empty project configured for 2D
apps. It uses Unity’s Universal Render

Pipeline pre-configured with 2D Renderer.
Universal 3D

a4 Read more

High Definition 3D

DebuglogFpsTest
3D Mobile

E:\UnityProjects
2D Mobile

Cancel Create project

Puc. 1. Bixno cmeopennst 8i0n0gioHo20 npoexmy
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Current FPS:
Average FPS:

Duration (ms):

Puc. 2. Cmeopena cyena

3HaueHHs FPS y peanbHOMy daci, a TaKoX TPUBAJIICTh BUKOHAHHS JIOTiKY BUMIPIOBaHHS
nponykTuBHOCTI (Puc. 2).

HactymHuM KpOKOM CTajo CTBOPEHHS CICHiaJbHOTO CKPHITa 3 HAa3BOIO
PerformanceLoggingTest [7], peanizoBanoro Ha MoBi nporpamyBaHHs C#. OcHOBHa
MeTa CKpUITAa — 1HIiIiFOBATH JIOTYBaHHS 3a noromoroto Debug.Log, obuuncmoBatu FPS,
a TaKOX BHMBOJUTH arperoBany iHpopmailito Ha ekpaH. CKpUNT MICTUTh J1Ba KOHDIry-
pauiiiHi mapameTpu:

* logsPerFrame — KiJIbKIiCTB JIOTIB, 5IKi TEHEPYIOTHCS ITPOTSITOM OJHOTO KaJpy;

* durationSeconds — TpHBaiCTh EKCIEPHUMEHTAIBHOTO 3aITyCKY B CEKyH/IaX.

OyHKI[IOHAIBHICTh CKPUINTA PEasli30BAHO Y BUNISAI KOMIIOHEHTA, PO3MIIICHOTO Ha
00’exTi Uy Canvas. [y Bepudikaiii KOpeKTHOCTI peali3oBaHOi JOTIKH OYyII0 poBe-
JICHO [TBA TECTOBHX Mpoxonu Ha HacTimeHOMY [IK. Ilin ac meprmoro 3amycky excriepu-
MeHTy napamerpu logsPerFrame i durationSeconds Oys0 BCTaHOBIIEHO BiAOBITHO Ha
3Ha4yeHHs 0 1 10, mo BiIMOBi1a€ BUKOHAHHIO JIOTIKH TpUBaIicTIO 10 cexyH 0e3 aKTHB-
Horo joryBanHs. [Ipukian pe3ynsrariB HaBeIeHO Ha puCYHKY (Puc. 3).

Current FPS: 876
Average FPS: 885

Duration (ms): 10001

Puc. 3. Pesynomamueni snavenns FPC
oe3 noeyeanns na INK

YV apyromy T€CTOBOMY IIPOXO/Ii 3HaUEHHs mapaMeTpiB Oyno 3miHeHo: logsPerFrame =
= 1000, durationSeconds = 10. Sk noka3ano Ha pucyHky (Puc. 4), cepenHe 3Ha4uCHHS
FPS y nibomMy BUTIAJIKY iICTOTHO 3HU3WIOCS ITOPIBHSHO 3 KOHQITYpaIliero 03 JIOTyBaHHS.
Taka quHaMiKa MiITBEPIKYE TIIOTE3y PO TE, 110 IHTEHCUBHE BUKOPUCTAHHS METOIIB
Debug.Log cnpasiisie 3HauHMI HETAaTUBHUIN BIUIMB Ha MPOTYKTUBHICT 3aCTOCYHKY.

OTpuMaHi pe3ynbTaTH € JOCTAaTHIMH UIS TPOJOBKEHHS EKCIIEPUMEHTATBHOTO
JOCIIKEHHS BXKe Ha MOOUThHIN TutaTdopmi, 1e 00MeKeHHsT 00UUCITIOBAIEHIX PECYPCiB
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Current FPS:
Average FPS:

Duration (ms):

Puc. 4. Pezynomamueni 3nauenns FPC
3 noeyeanus Ha 1K

MOXKYTB III€ OUTBII BUPa3HO MPOIEMOHCTPYBATH BIUIUB JIOTYBAaHHS Ha MPOIXYKTHBHICTH
CHCTEMH.

3 MeTO10 3a0€3MeUeHHS MOKIMBOCTI KIJIbKICHOT OLIHKY BIJTUBY aKTUBHOTO JIOTY-
BaHHSI Ha MPOJYKTHUBHICTh MOOITBHOTO 3aCTOCYHKY OYyJI0 peani3oBaHO BIOCKOHAJIe-
HUH IHCTPYMEHT 300py CTATHCTHYHUX JAaHWUX 0E3MOCEPEeTHBO IiJ 4ac BUKOHAHHS
IporpaMu Ha IinboBiil muatdopmi Android [8]. OcHoBOM0O BUCTyHae MoAHu(ikoBa-
HUW cKpuIT, peamizoBanuii Ha C# y cepenoBuiti Unity, SIKHi TIPOBOJUTH aBTOMa-
TUYHE BUMIipIOBaHHs 4acToTH KanpiB (FPS) Ha ko)kHOMY KaJpi MPOTATOM 3a1aHOTO
nepiony vacy.

KopucTyBad Mae 3MOTy HaJaIITyBaTH JIBa OCHOBHI ITapaMeTpH:

*  KUIBKICTB JIOTIB, III0 BUBOJSTHCS Ha KookHOMY Kajipi (logsPerFrame),

* TPUBANICTh EKCIIEPUMEHTY B cekyHaax (durationSeconds).

[Tig gac exciepuMeHTy CKpuNT ¢ikcye 3HaueHHs FPS s koxHOTO Kajapy, Hako-
IUYy€e aHi y BUIVISAII MAacHBY, a ICIS 3aBEPLICHHS TECTYBaHHS OOYHCIIIOE y3arajb-
HEHI METpWKH, HEeOoOXifHiI Juid mojanblioro aHamizy. Lli 3HauYeHHS aBTOMATHYHO
BUBOJIAThCS y Tpadiunmii iHTepdeiic kopuctyBaya uvepe3 TextMeshPro-enmementn.
Po3paxyHnok cepenuboro FPS:

Jlnst oOuMCIIeHHS CepeJHbOrO 3HAUYSHHS YaCcTOTH KapiB X BUKOPHCTOBYETHCS CTaH-

nmaptHa popmysa:
%=, (1)

ne: x, — 3nadenns FPS na i-my kanpi,
7 — 3arajibHa KiIbKICTh KaJpiB, 0OPOOJICHUX MPOTITOM CKCIICPHMCHTY.
Po3paxyHok aucnepcii:
Jucriepcist 62 103BOJISE OMIHNTH BiAXMICHHS 3Ha4eHb FPS Bix cepentboro:

o’ :%Zn“(xi -x)%. )

Po3paxyHOK CTaHIapTHOTO BiJIXUIJICHHS:
CraHaapTHE BIIXWICHHS G O0YHCITIOETHCS SIK KBAJAPATHUH KOPiHb 13 AUCIIEPCii:

o=o. 3)

Lleif mOKa3HUK JO3BOJISE OMIHUTH CTaOLTBHICTD MPOILYKTUBHOCTI BIPOAOBK YCHOTO
TECTY.

[TigroroBKa 10 MOPiBHSUIBHOTO aHaizy (t-kpurepiit CThioneHTa):

V nopanpimux eTamnax JOCTiDKeHHS Niepea0adacThesl IOPiBHSHHS JBOX BUOIPOK — i3
AKTHBHUM JIOTYBaHHSIM Ta 3 BUMKHEHHM — 3 BUKOPUCTAHHAM t-KpuTepito CThIOICHTA.
®Dopmyna JUIst pO3paxyHKy t-CTATUCTUKH JJIs IBOX HE3aJIeKHUX BUOIPOK HACTYIIHA:
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“4)

ne: x,,x, —cepeani FPS y nBox ekcriepuMenTax (3 jjoramu ta 0e3),
s.,s2 — aucrepcii BimoBiTHIX BUGIPOK,
n,, n, — KiIbKICTh KaJIPiB y KO)KHOMY €KCIIEDMMEHTI.

Pe3ynbrat t-TeCTy 103BOJISIE OLIHUTU CTAaTUCTHUYHY 3HAUYIIICTh PI3HUII MiX JABOMA
peKMMaMK Ta BU3HAYHMTH, YU € BIUTUB JIOTYBaHHS HA IPOYKTHBHICTH CHCTEMHO JIOCTO-
BIpHHM.

JI1st poBeNeHHST eKCIIEPUMEHTAIBHOTO JIOCIIIIKCHHS 6yJ10 3i0paHo aBa OuIIU
MOO1JTBHOTO 3aCTOCYHKY, po3pobieHoTo B CepeIIOBI/IHll Umty, i margopmy Android.
OCHOBHA BiIMiHHICTb M)XK HUMH TIOJISITANA Y KUTBKOCTI JIOTIB, SIKi TCHEPYIOTHCS KOXKCH
KaJp 3a gonomororo metony Debug.Log.

Y Mexax JociiKeHHs OyIio MPOBEACHO IBi OKpeMi cepii BUMipIOBaHb:

» Tlepura cepis — 6T 13 TOBHICTIO BUMKHEHHUM JioTyBaHHAM (logsPerFrame = 0);

» Jlpyra cepist — 6111 i3 aKTUBHUM JIOTYBaHHsIM, 1110 reHepye 1000 3amucis Ha KOX-
Homy kazpi (logsPerFrame = 1000).

JIis KoxkHOT 3 KOoH(ITypaliid OyJI0 BAKOHAHO 110 5 MOBTOPEHB TPUBAICTIO 10 CeKyH
koxHe. Lle 103BoMiI0 OTpUMaTu cTadlnbHI BUOIPKU JaHUX JUIS MOJANIBLIOTO CTAaTHC-
TUYHOTO aHai3Yy.

Yei BUMiprOBaHHS TIPOBOIIIACH HAa OHOMY 1 TOMY K (Di3UTHOMY TIPUCTPOI 3 OTHAKO-
BUMH YMOBAMHU BUKOHAHHSI, 3 METOIO 3a0€3MeUeHHs MOPIBHIOBAHOCTI pe3y/bTariB. [licis
3aBEpIICHHS KOXKHOTO 3aIycKy (hiKCyBalWCh Taki METPHKH, K cepenHe 3HaueHHs FPS,
Horo MiHIMaJTbHI Ta MaKCHMAaJIbHI 3HAYEHHS, JUCIICPCis Ta CTAHIAPTHE BIIXHMIICHHS Yac-
TOTH Ka/1piB. OTprMaHi pe3ynbraTu OylyTh BAKOPUCTaHI JUIsl HOPIBHSUTBHOTO aHai3y eex-
TUBHOCTI BUKOHAHHSI 3aCTOCYHKY 3 aKTHBHUM Ta BIIKJIFOYCHUM JIOTYBaHHSIM, BKJIFOYHO 13
3acTocyBaHHM t-Kputepito CTeroneHTa. Ha ocHOBI 3i10paHuX eKCIIepIMEHTATBHIX JaHIX
Oyno chopmoBaHo NOpiBHsIBHY TadnuIto (Tadmuus 1), mo Bizlo6pa>x<ae KITFOYOBI CTaTUC-
TUYHI XapaKTePUCTHKH HpO}IyKTI/IBHOCTl 3aCTOCYHKY MpH PI3HHX peXHUMax JIOTYyBaHHS.
Y3aranpHEeHi METPUKH CBIUaTh PO CYTTEBY p13HI/ILIIO MK KOH(blrypaLu;IMH

3okpema, cepeane 3HaueHHs FPS 6e3 noriB cknano 60.36, Toni SK Ipu aKTUBHOMY
JIOTYBaHHI IIeH TIOKa3HUK 3HU3UBCS 110 24.14. BijHOCHE 3HMKEHHS MPOAYKTHBHOCTI

Tabmuis 1
IMopiBHsIIbHA Ta0IMIS
Kondgirypauis Cepenniii FPS Std. Binxusnenns
Bes noris 60.28 11.03
be3 noris 60.64 14.49
Bes norie 60.05 7.45
be3 noris 59.91 6.57
Bes nori 60.93 17.95
1000 soriB 24.17 3.7
1000 Joris 24.09 3.66
1000 soriB 24.15 3.81
1000 soris 24.27 3.74
1000 Jsioris 24.01 4.29
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ctaHoBuTh — 60.01 %. Iy mepeBipku CTATUCTUYHOI 3HAYYIIOCTI Pi3HUII OYyJI0 BUKOPH-
ctaHo t-kputepiii CThIONEHTA [T He3aIeKHUX BHOIpOK. OTprMaHe 3HAYEHHS t-CTaThC-
Tuku AopiBHioe 187.6161, a p-3nauenns cranoBuTh < 0.0001, 110 CBIAUUTH PO BUCOKHIA
piBEHb CTaTUCTUYHOI JOCTOBIPHOCTI PE3YIBTaTIB (p — piBEHb CTATUCTUYHOI 3HATYIIOCTI).

Ha ocHOBI MpOBEACHOTO IOCIHIPKEHHS Ta OTPUMAHUX PE3yJIbTaTiB KCIIEPUMEHTY
MOKHA C(OPMYITIOBATH HU3KY TPAKTHYHUX PEKOMEHAAIiH s po3poouukiB Unity-3a-
CTOCYHKIB, OpPI€EHTOBAaHHX HA MOO1TbHI IIaTHOPMH:

1. VHHKAaTH aKTHBHOTO JIOTYBaHHS y (iHaJbHUX Outnax. CUCTeMaTHYHE BHKO-
puctanns Debug.Log y pexumi BUKOHaHHS, OCOOJMBO 3 BHUCOKOK vactororo (100+
BUKJIMKIB Ha KaJp), IPU3BOAUTH JIO CYTTE€BOTO 3HMKEHHS IPOTYKTUBHOCTI, IO MOXE
HEeTaTUBHO BIUTMBATH Ha JOCBIJ KOPHCTyBaya.

2. BuxopucToByBaTH YMOBHY KOMITUISIIIO ISl JIOTYBaHHSA. Bapro 3acTocoBy-
Batu qupektuBu xomnimamii (#if UNITY EDITOR, #if DEBUG) aist aBTOMaTHUYHOTO
BUMKHEHHS JIOTYBaHHS Y (hiHAIBHIN 301pIIi.

3. I'mobampHO KepyBaru JoryBanHsM uepe3 Debug.logger.logEnabled. V Bunan-
Kax, KOJU HEeoOXiHO 3ainumuTi BUKIMKH Debug.Log y Komi, peKOMEHIYEThCS ICH-
TpaJli30BaHO KepPyBaTH iXHHOIO aKTHBHICTIO 3a JIOIOMOTOO BitacTuBocTi Debug.logger.
logEnabled. Hanpuknaa: Debug.logger.logEnabled = false; Ile mo3Bosisie 30epertu ioru
B KOJIi 0€3 BIUTHBY Ha MPOIYKTUBHICTh Y pEi3HUX Oinax.

4. 3acToCcOBYBaTH IIEHTPAII30BaHy CUCTEMY JIOTYBaHHS. J|OIIIBHO BHHECTH JIOTIKY
BHBOJly MOBI1IOMJIEHb B OKPEMHUI cepBic a00 MEHEDKEP, KU J03BOJIUTH THYUYKO Kepy-
BaTU PiBHSMH JIOTYBaHHS Ta pexkuMami (debug/release).

5. BukxopucroByBaTH NpoQITIOBaHHS HA PaHHIX eTanax. PerynspHe BUKOPUCTaHHS
Unity Profiler a6o Android Profiler 103BoJisie CBO€YAaCHO BUSBUTH 3aiiBE JIOT'YBaHHS 10
TOTO, SIK BOHO MEPETBOPUTHLCS Ha KPUTUYHY TPOOIeMy MPOAYKTUBHOCTI.

6. 30epiraTi JAiarHOCTUYHI JIOTH y (aiy juie 3a HeoOXiTHOCTI. Y MOIYIAX, Jie
noTpibHa miarHocTHka y production-cepeqoBuINi, PEKOMEHIOBAHO BUBOIUTH JIOTH
y daiin abo B Oydep, a He Oe3MmocepeTHbO B KOHCOTb.

BucHoBku. [IpoBeeHe 10oCImiHKeHHS MATBEPDKYE, 10 IHTCHCUBHE BUKOPUCTAHHS
noryBanHs1 MetogioM Debug.Log y Mo6impamx Unity-3acTOCyHKaX Ma€ iCTOTHHIA Hera-
TUBHMI BIIMB Ha MPOAYKTHBHICTh CHCTEMH. Y pe3ylbTaTi cepii eKCIepuMEHTIB OyI1o
BCTaHOBJICHO, 10 cepenHiil FPS y xongirypamii 3 1000 yoriB Ha Kaap 3HUKYEThCS
OimbIn Hixk Ha 60 % MOpIBHIHO 3 KOHDIrypamiero 0e3 JIoryBaHHs. 3aCTOCYBaHHS t-KpH-
Tepito CTBIOZICHTA O3BOJIMIO MiATBEPAUTH CTATHUCTHUHY 3HAUYYINICTh BUABJICHOI pi3-
Huti (p < 0.0001).

OTpuMaHi pe3yabTaTd JO3BOJISIOTh 3p0OOUTH BUCHOBOK ITPO HEIOLUIBHICTh BUKOPH-
CTaHHS aKTUBHOTO JIOTYBaHHS y (iHAIBHUX Oinmax MoOinpHUX irop. HaroMmicTs, po3-
pPOOHHKAM PEKOMEHAYETHCS BIPOBA/KYBATH MPAKTHKA YMOBHOTO JIOTYBAaHHS, IIEHTpa-
Ji3aii JIOTiB Ta paHHBOTO MPOQLUIIOBAHHS. 3aIPOIIOHOBAHUK MIIXi O BUMIiPIOBAHHSI
BIUIMBY JIOTYBAaHHS Ha MPOAYKTHBHICTh MOXe OyTH pO3LIMPEHUH IS iHIINX MIaThopM
Ta THITIB 3aCTOCYHKIB, 1110 BIJIKPUBAE MIEPCIICKTHUBH JUTSI TOJATBIITNX JIOCIKCHb.
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