H. A. Xuvmug

TEXHOJIOI'I DOTS 1 ECS B UIT'POBOM /IBN2KKE
UNITY

B dannot pabome paccmampusaromes mexnonoeuu DOTS u ECS 6 ueposom deusicke Unity, ux npeumywecma,

Hedocmamyu U 0COOEHHOCTNU UCTLOADIOGAHU.

BBEAEHUE

B Mupe pazpaboTKu BUIEOUTP MOCTOSTHHO IIO-
SIBJISIFOTCSL HOBBIE TEXHOJIOTMH, KOTOPBIE MEHSIIOT
MOJIXOJIBI K CO3JIAHUI0 UI'POBBIX tpujoxkenwit. O-
HOIi U3 TAKUX PEBOJIIOIIMOHHBIX TEXHOJIOI Uil SIBJISIET-
cs Data-Oriented Technology Stack (DOTS), Buen-
penne koTopoii B Unity oTKpbIBaeT 1epes pa3pador-
YUKaMH OI'POMHBIE BO3MOKHOCTH. B ocroe DOTS
gexxur Entity Component System (ECS) — ap-
XUTEKTYPHBIA NOAXOL, KOTOPLII IIEPCOCMBICIIUBAELT,
KaK MbI CO3/IaeM U yIpaBJisieM OObeKTaMU B UT'DE.

I. CrpykTyPA DOTS

Data-Oriented Technology Stack mpemcrasiisi-
er coboit MOITHYIO OHOJNOTEKY, KOTOPas MO3BOJIs-
eT pa3paboTINKAM UCIOJIH30BATDH ITOJIHBIH TOTEHITH-
aJI COBPEMEHHBIX IIPOIIECCOPOB U CO3/IABATH BBICOKO-
ontuMusuposanube urpel [1]. B DOTS neckosnbko
KJIFOUEBBIX KOMIIOHEHTOB, KOTOPbIE COBMECTHO 00-
pa3yloT MOIIHBI HUHCTPYMEHTAPUH IJIs ONTUMU3a-
MW U YIy4IIeHUs] IPOU3BOIUTEIHHOCTH UID:

e Entity Component System (ECS) — aro apxu-
TEKTYPHBIA IMATTEPH, CTABIIWII OCHOBOU BCe-
IO CTeKa TEeXHOJIOIHil; OH pasjiesisieT BCe WI-
pOBBIE OOBEKTBI HA TPU OCHOBHBIX KOMIIO-
nenta: Cymmoctu (Entities), KommoneHTb!
(Components) u Cucrembr (Systems).

e Hybrid Components mo3Bosistior yja06HO 00-
pamatbest K kommonenTaMm Unity u3 kojia, nc-
nosib3ytoriero ECS. 910 1mo3BoJisieT B Mpoek-
Tax, ucnojb3ytommue ECS, Takke UCIOIb30-
Barh Kjaccmideckne GameObjects u apyrue
KOMITOHEHTHI Unity, KOTOpble M3HAYAIBHO B
HEM CYIIEeCTBOBAJIH.

e Render Graph — adpdekruBnbiil rpacduaeckuii
peHIEep IBUKOK, KOTOPHIit ucmoias3yer DOTS
u ECS mis onTuMusanum mpoiecca orobpa-
JKeHns rpadukm.

e Job System mo3sBosisieT pacmnapaJuieuBaTh
BBITIOJTHEHYE 38129 Ha MHOTOTIOTOYHBIX IPO-
[eccopax, UTO IMO3BOJISIET MAKCHUMAJBHO (-
(hEKTUBHO UCIOIB30BATH PECYPCHI KOMITBIOTE-
pa, 94TO B Pa3bl IOBLIIMIAET TPOU3BOIUTEb-
HOCTb.

e Burst Compiler kommunupyer C# xom, uc-
[I0JIb3Y$T CIIEIUAIbHBIE JIOTIOJTHUTEHHBIE OIl-
TuMu3aImu, 3hPEeKTUBHO padoTaromiue ¢ Job
System.

II. APXUTEKTYPHBIII HATTEPH ECS

Entity Component System — 310 apxuTekTyp-
HBIA TTATTEPH, KOTOPBIN Pa3/IesIseT UIPOBBIE 00HEK-
THI Ha TPU OCHOBHBIX KOMIIOHEHTA!

e Cymmuocru (Entities) cayxar xonTeiinepamn
JUIST pa3/IM9IHbIX KOMIIOHEHTOB. CaMu 1o ce-
6e cymHOCTH HE 00J1a/1a10T (DyHKITHOHAIBLHO-
CTBIO, HO MOTYT COJEpKaTh creruduieckune
XapaAKTEPUCTUKH JIJIsT JIOTUKYW WUTPBI, PEHJIe-
puHTa, 3BYKOBBIX 3(DDEKTOB U JPYyrux 3jie-
MEHTOB UI'DHI.

e Kowmmonentsl (Components) XpaHT JaHHbIE
6e3 mesaBucuMoit obpaborku. IIpurperursis
pas3Hble KOMIIOHEHTHI K CYIIIHOCTSIM, OHU HaJIe-
JISTIOTCSl YHUKAJIbHBIMU aTpubyTamu. Hampu-
Mep, KOMIIOHEHT MO3UINN XPAHUT KOOP/INHA~
Thl 00BbEKTA, & KOMIIOHEHT WMEHHU COJEPIKUT
CTPOKOBBIE JTAHHBIE.

e Cucremsl (Systems) 00pabaTHIBAIOT
KOMIIOHEHTHI, YIPaBJISIIOT CO31aHU-
eM/yHUUYTOXKEHIeM CYIHOCTeN 1 JobaBIeHn-
eM/ynajeHneM KoMrnoHeHToB. OHU Olpeiess-
0T, K&K KOMIIOHEHTBI B3ANMOJCHCTBYIOT JIPYT

C JIpYT'OM U YIIPaBJAIOT IIOBEJCHUEM UI'DBI.

III. TIIPEMMYIIECTBA ECS

e OmruMmuzainusi U POU3BOAUTEBLHOCTE: ECS
[IO3BOJISIET TOYHO YIPABJIATH PaCIpPeIeIeHNU-
€M MaMATH U JOCTYIIOM K JIAHHBIM, YTO YJIyd-
maeT paboTy ¢ KIIIIM YTO YMEHBIIAET PacXo-
Bl Ha paboTy ¢ maMaThio. [lapaamenbHas 00-
paboTKa KOMIIOHEHTOB MMOBBIIAET TPOU3BO/IN-
TEJBHOCTh HA COBPEMEHHBIX MHOTOSJIECPHBIX
nporeccopax [2].

e Macmrabupyemocts: ECS xoporno maciirra-
oupyeTcs Jjist OOJIBITUX MPOEKTOB C MHOXKE-
CTBOM CyIILHOCTeﬁ 1 KOMIIOHEHTOB. HOJIXO—
JIUT KakK Jjis HeOOJIbINNX WHIU-UTD, TaK U
JUTst CJIOXKHBIX A AA-TIPOEKTOB, Tak Kak Jia-
€T TOTEeHIMAJl PA3BUTUsI UIPBI U YJI00E€H B
UCTIOJIb30BAHUN TP XOPOIIO CIIPOEKTHPOBAH-
HOM TPUJIOXKEHWH.

e Moy IbHOCTD U TIEPENCIIOIH30BAHUE: KOMIIO-
HEHTBI MOJYJIbHBI M MOTYT OBITH ITOBTOPHO
MCIIOJIb30BAHBI, ITO CIIOCOOCTBYyeT Oojee n-
CTOMY U B3amMo3aMeHsieMoMy Kojty. CrucreMbl
MOXKHO OOIIM 00pa30M WUCIIOJIb30BATE st
Pa3HBIX CYIIHOCTEN U IIPOEKTOB.
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e Pasznenenne mormku n mamnanix: ECS pazmgens-
eT JaHHble (KOMIIOHEHTHI) OT JIOTUKU (CHCTEM)
OY€Hb FBHO, YTO M3HAYAJIHLHO 3aCTABJIAET IIH-
caTh OoJiee MOJYJIBHBI M HE3aBUCHUMBIN KOJI,
4TO, KaK CJIEJCTBUE, YIPOIIAeT HOAIEPXKKY U
pacmupenne Koaa. VIsMeHeHnst B OTHOM crcTe-
Me He BIUSIOT Ha JIPYTHe.

IV. Henoctatku ECS

e Cnoxuocrs ocsoenus: ECS BBoguT HO-
BYIO MapaJurmy, 9ro TpedyeT HOBOro obpa-
3a MBICJIH, OCOOEHHO IJiS Pa3pabOTINKOB,
[NPUBBIKIIAX K TPAJUIHOHHOMY OOBEKTHO-
OPHUEHTUPOBAHHOMY [IPOTrPAMMUPOBAHUIO.
Tlonumanune apxurekrypbl ECS u wmbiie-
HU€ B TEpMHUHAX CYIITHOCTEH, KOMIIOHEHTOB U
cucreM TpebyeT BPEMEHU U MPAKTHIECKOTO
OTIBITA, KOTOPBIA TSXKEJIO JICTaTh, OCOOEHHO
JI7IsT HOBBIX pa3paboToK.

e CJI0XKHOCTH HaYaJIbHOI HACTPOMKM: HACTPOI-
ka ECS B cyliecrByrOIIeM IIPOEKTe MOXKET
ObITH cjoykHOIM. Murpamnusi ¢ cucrem, OCHO-
Bauubix Ha MonoBehaviour, ma ECS Oyner
TpebOBATH OOJIBIIOTO KOJHIECTBA MEPEITUCHI-
BaHUs KOJIA.

o CuoxknocTn omIaiuku: oriaanka cucrem ECS
MOKeT OBITh OYeHb HeyI00HON W3-3a JereH-
TPAJN30BAHHON IPUPOALI KOMIIOHEHTOB U CH-
creM. VHCTpYMEHTDI 1711 BU3YAJIN3aUH TaH-
mbix ECS Bce elre pa3BuBaroTcs.

e HoBuzna rtexmosormm: Tak Kak pa3pabOTKa
OTHOCHUTEJILHO HOBasl, HET OOJIBIIOTO KOJIH-
gecTBa OOYYAIONINX MATEPUAJIOB U CTaOUIIb-
HBIX IIATTEPHOB Pa3pabOTKN B COBOKYITHOCTH
¢ nnorga Meusionmmca API, uro moxer mpu-
BECTH K OOJIBIINM TPYIHOCTSIM OCBOEHUSI U
CTabMJIbHOCTU IIPOEKTHBIX perneHuit [3].

Xumuyn Huxonatli Anexcandposun,
khimich@gmail.com.

V. BBIBOJLI

Unity DOTS, wucnosb3ymomas apXuTeKTypy
Entity Component System (ECS), upemnocrasmisier
pa3paboTdnkaM OrPOMHBIN MOTEHIHA JIJIsi OITH-
MU3aIUU [IPOU3BOAUTE/IbHOCTH urp. Vcnosib3oBa-
HUe TakuxX TexHoJormii, kKak Job System u Burst
Compiler, mo3BosisieT TOCTUYb HOBBIX YPOBHEH -
(BEKTUBHOCTHA W CKOPOCTH pabOThI MPUIOKEHUIA.

C pasBuTHEeM WIPOBONl WHJYCTPUU U YCO-
BEPIIIEHCTBOBAHUEM ODOPY/IOBAHUSI, UCIIOIH30BAHIE
Unity DOTS cranoButcst Bce 6oJiee aKTyaJIbHBIM.
Dra mwrardopMa MO3BOJIAET pa3pabOTINKAM TIOJTHO-
CTHIO PACKPBITH TOTEHIMAJ COBPEMEHHBIX MPOIEC-
COPOB W CO3/IaBATh BBICOKOOIITHMU3NPOBAHHBIE UT-
pel. Hecmorpst Ha To, uro Unity DOTS moxker ne
[TOJIXOJIUTH JIJIsi KAyKJIOTO IIPOEKTa, ero IMepCIeKTH-
BBI B 00JIACTH TPOU3BOIUTETBHOCTH U MACIITAOUPY-
€MOCTU OYeHb OOIIMPHBI.

Unity DOTS — 3710 MOIIHBI WHCTPYMEHT,
CHOCOOHBIN TIOBBICUTH TIPOU3BOJAUTEHLHOCTD UIP,
0becIeunThb apaJljielbHbIe BEIYUC/IEHNS U IIOATI0TO-
BUTbCsI K OyJIyIreit MHOrOsiIepHOI 00paboTKe [1aH-
HBIX, YTO B TEPCIEKTHBE MOYKET OTKPBITh HOBBIE
BO3MOYKHOCTH WTPOBOI Tpadukn n Mexannkn. Ha
CTEK PACCMOTPEHHBIX TEXHOJOTUI TOYHO CTOUT 00-
pPATUTh BHUMAHUE W PACCMATPUBATL UX KaK Bapu-
AHT JIJIs IPOEKTOB WU MAaTepuasa JJisi U3y IeHUs.
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ecs-and-dots-1c6¢f6fb240c. — Jara mocryma: 19.03.2024

3. Entities overview [Dnexrponnbit pecypc|. -
https://docs.unity3d.com/Packages/com.unity.entities
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