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APXITEKTYPHI OCOBJUBOCTI HPOEKTYBAHHA ITPOBOI'O PYLIIA
JJIA IIVNIAT®OPMHU ANDROID

Y cmammi eupiweno 3a0auy niosuwenus enepeoedexmusnocmi ma cmadineHocmi pobomu epaghiunHux
3aCcMOCyHKi6  Ha MOOIIbHUX npucmposx 3 oomescenum meniosum naxemom (TDP). Pospobaeno
apximexmyphutl nioxio 00 npoOCKmMysawus Kpocniamgpopmenozo icposozo pyutis ons OC Android, wo
bazyemvcs Ha cunmesi napaouemu, opichmosanoi na odani (Data-Oriented Design), ma euxopucmanmi
cucmemnoi  moeu Rust.  Ob6rpymmosano  nepegacu  BUKOPUCMAHHS — APXIMEKMYPHO20 — NAMEPHY
Entity-Component-System (ECS) ons  minimizayii npomaxie xewry (Cache misses) wa npoyecopax
apximexmypu ARM. 3anpononosano memoo ounamiunozo KepysawHsi nPOOYKMUGHICMIO 3 6UKOPUCMAHHAM
Android Dynamic Performance Framework (ADPF), saxuii, ma e6iominy 6i0 peakmusHnux nioxoois,
sacmocosye Ill/[-pecynamop ons npeduxamusnoi adanmayii po30itbHOI 30aMHOCMI PEHOEePUHSY HA OCHOBI
meniogo2o zanacy npucmpoio. Peanizayis epagiunoi niocucmemu wna 6asi APl Vulkan ooszsonuna
3abe3neyumu 6a2amo NOMOKOBUL 3aNUC KOMAHOHUX Oy@epis. Pezynomamu 0ocniodicenHs niomeepoicyoms,
WO 3anponoHosana MooyibHa apximekmypa sabesneuye cmabinizayito uyacy kaopy (Frame Pacing) ma
SHUIICEHHSL eHEeP2OCNONCUBANHS NOPIGHAHO 3 YHigepcanvHumu pyuliamu. IIposedenuil ananiz yHieepcaibHux
piwens (Unity, Unreal Engine) oosis, wo ix mpaduyitina apximexmypa mac 6uUcoOKuil cmyninb 36'si3Hocmi
niocucmem. lle cnpuuunse apximexmyphy epo3ilo ma uweuoke HACMAHHS MEPMATLHO20 MPOMIINZY Npu
AHCOPCMKUX 0OMedNCeHHAX menioso2o nakema y 3 — 5 Bm. Hamomicms inmeepayis nameprny ECS capanmye
JIHIlHe po3miweHHs Oanux. Lle cymmeso onmumizye nponyckny 30amHicmv nam'smi OJisi 2emepoSeHHUX
npoyecopie apximexmypu big.LITTLE. Besnexa 6azamonomokoeux o6uucienv HAOIHO 2apanmyembcsl
aginnoio cucmemoro munie mosu RUSt, ska mamemamuyno YHEeMONCIUBTIOE CINAH 20HKU OAHUX We HA emani
Komninayii. Y ceor uepey, epagiunuii MoOyib UKOPUCTIOBYE OIOKOBY ANOKAYI0 01 00X00y 00MedlCceHb
Opaiieepa, w0 3HAYHO 3MeHWye Qpaemenmayiro nam'ami. Ilpakmuuna anpobayis Ill/[-pecyramopa
sagixcysana npupicm cepeduvoi yacmomu kaopie Ha ST % y HasammadiceHux cyenax. Pospobnene
KOMNIEKCHe PilleHHs 3MEHULYE KIHYeBUll pO3MIP 8UKOHYBAHO20 (haiity ma 003604A€ YHUKHYMU HAOTUUKOBOT
pobomu niocucmen.

Knrouoei cnosa: apximexmypa icposoco pywis, Android, Vulkan API, Rust, Entity-Component-System
(ECS), ADPF, Data-OrientedDesign, enepzoepexmuenicms, mepmaibHuil MpomiiHe.

Beryn

3pocTaHHs MOMYJISPHOCTI MOOULIBHOTO TelMiHry 3pobmio miargpopmy Android oasiero 3
HaWBaXJIMBIIIKUX IS PO3POOHUKIB IHTEPAKTUBHOIO IPOTrpamMHOro 3abesnedeHHs. Minbsipan
aKTUBHMX MOOLIBHHUX TMPUCTPOIB CTBOPIOIOTH BEJIMYE3HMHA PHUHOK, aje BOJHOYAC BHCYBAIOTh
YHIKaJIbHI BUMOT'H JI0 apXiTeKTypH irpoBux pyuiis. [Tnardpopma notpedye edpexruBHOrO pymiis, mo
BHUMarae BiJl po3pOoOHHUKIB pO3yMIHHS anapaTHUX 0OMeXeHb, BKIo4aoun apxitektypy big. LITTLE
npouecopiB ARM, ixHi pi3Hi 00UKCTIOBATBHI MOXKIUBOCTI, 0OMEXEHY MIBUIKICTh Mepeaadi JaHHX
B ONEpaTUBHINA MaM'ATi CHUCTEMH, a TaKOXX HEOOXIJHICTh eHeproe(eKTHBHOCTI AJs JOCATHEHHS
TPUBAJIOTO Yacy poOOTH B IrPOBOMY PEXKUMI.

Ha punky mMoOinpHMX omnepaniifHux cucreM Android 30epirae mo3uiito MpoBigHOI TIATHOPMH,
sIKa KOHTPOJIIOE OUTBIITY YacTUHY ranysi. 3rifiHo 3 aHAIITHYHUMU AaHuMu DemandSage, ctanom Ha
2026 pik 1f yacTKa CTAHOBUTh OM3bKO 72 % CBITOBOrO pPHUHKY, L0 POOUTH IUIaTdopmy
npioputeTHoro ais irposoi iHayctpii [1]. Jocmimkenns Defendroid [2] moka3sye, mo po3poOHUKH
MPOrpaMHOro 3a0e3NeyYeHHsT MOBMHHI BUSBIIATU apXiTEKTypHI HENOJIKH, MpoOJeMU 3 BHUTOKOM
nam'saTi Ta Hee()eKTUBHUHN KOJ Ha TEPUIMX eTanax XUTTEBOTO IUKIY PO3POOKH IMPOrpaMHOTO
3abe3neueHHsl, 00 3aXUCTUTH K O€3MeKy, TaK 1 CTabiIbHICTh 3aCTOCYHKIB.

IrpoBe sipo Ha MOOUIBHUX NPUCTPOSIX MOBHHHO BPAaXOBYBATH OCOOJMBOCTI IUIAT(HOPMH.
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[Mintpumky cydacHux rpadiyaux API, edexkTuBHy apXiTekTypy, ONTHMalbHE YIPaBIiHHS
pecypcamu Ta eHeprozoepexenHs. Vulkan e pekomenmoBanum 3D API mns Android, ockimbku
Npalioe HAa HU3BKOMY pIiBHI, HIATPUMYIOYM KiuTbKa TUIATGOPM, 1 JJ03BOJIAE PO3POOHUKAM
0e3mocepeIHbO KOHTPOIIOBATH poOOTy TpadidHoro mporecopa. lle 3MeHIIye HaBaHTa)KEHHS Ha
LEHTPAIBbHUI TIpoIecop, HeoOXimHe i pobotu rpadiynoro npaisepa. APl Vulkan nosBossie
JEKITbKOM TMOTOKaM 3amucyBaTH Oydepu KomaHI, 1o, Ha AyMKYy YHTEpryreoeprepa Ta HOro
KoMaHa¥ [3], € 3HAYHOIO TepeBaror MOpiBHSHO 31 craporo cuctemor OpenGL ES. 3a manmmu
odimiiHoi mokymeHTamnii Android, Vulkan miaTpumyeTbcs Ha MEpPEeBaXKHIM OLIBIIOCTI aKTHUBHHUX
MPUCTPOIB 1 CTAa€ CTaHIAPTOM Je-(PaKTo sl BACOKONIPOIYKTUBHOI rpadiku.

Jlnist 3abe3reueH s IJIaBHOTO BiAoOpakeHHs (smooth rendering) BaxJIMBO afanTyBaTH TOJIOBHHIMA
nukn rpu (Gameplay Loop) mo yactoru oHoBieHHs ekpany. CtanaapTHa nmociigoBHicTs «Update —
Render — Present» MoXe CIPHYMHUTH Bi3yalibHI pO3pHBH a00 MiKpO-3aTpUMKH (stuttering),
0c00JIMBO Ha AUCIUIESAX 13 TUHAMIYHOIO yacToToro oHoBieHHs (90/120 Hz). 3 miei npuunnu Google
PEKOMEH]Iye BUKOPHCTOBYBATH MEXaHI3MH CHHXpOHi3arlii, Taki sk Android Frame Pacing API a6o
Choreographer, 1110 103BOJIsIE€ Y3rOJUTH Yac MiATOTOBKY Kaapy 3 V-Sync nucrutes [4], [5].

OnHak, BUKOPUCTAHHS YHIBEpCaIbHUX KoMepuiiHuX irpoBux pymiiB (General-Purpose Game
Engines), Takux sk Unity abo Unreal Engine, Ha MOO1IbHUX IUIaT(OpMax 4acTo CYyHpPOBOKYEThCS
poOIEMOI0 HAIITMIIKOBOTO BUKOPHUCTaHHS pecypceiB. JlocmimpkenHs apxitekrypu pymiiB (SyDRA),
npoBeneHi Ullmann et al., 1eMOHCTPYIOTh, IO TaKi CHCTEMH MAlOTh BUCOKHH CTYITiHB 3B'S3HOCTI
nigcuctem (high coupling), o yckiaaHioe X onTUMI3aIliio MiJ KOHKPETHI arapaTHi OOMEXEeHHS Ta
NPU3BOOUTE 110 30UIbIIEHHS po3Mipy OiHapHoro ¢aitnty [6], [7]. Kpim Toro, kiacuuna
o0'exTHO-OpieHTOBaHa mapagurma (OOP), Ha #AKkiii 0a3yroThCs CTapi apxiTEeKTypH, IMPOBOKYE
Hee(eKTUBHE BUKOPHCTAaHHS Kemry mporecopa (cache misses), MmO € KPUTUYHUM IS
ereproedexTuBHOCTI ARM-Tipouiecopis [8].

Bupimennsam i€l npoOiiemu € mepexij 10 apXiTeKTypH, opieHtoBaHoi Ha jaaHi (Data-Oriented
Design), 30kpeMa BHKOpHcTaHHs matepHy Entity-Component-System (ECS). Sk mokaszano y
pobotax Zhorau Ta Shacklett et al., ECS 3a0e3nedye niHiiiHE pO3MIIIEHHS JaHUX y TaM'sTi, 10
J03BOJISIE  JIOCSITTH  3HAYHOTO TPHUPOCTY MPOAYKTHBHOCTI Ta CIPOMIYE pPO3MApajietOBaHHs
obuncnens [8], [9]. JomaTtkoBy mepeBary Hajae BUKOPHCTAHHS CUCTEMHHUX MOB MPOrpaMyBaHHS
HOBOTO TIIOKOJIIHHA, TakuX 5K Rust, ski rapanTyroTh Oe3meky mam'sti (memory safety) 0e3
HaknaaHux Butpat Garbage Collector, xapakrepuux s Java/Kotlin [10].

TakuM 4MHOM, aKTyaJbHUM 3aBAAaHHAM € po3poOKa CIeliai30BaHOr0 apXiTEKTYpHOTO MiAXO01Y,
SAKUN To€enHye HU3bKOpiBHEBY edekTuBHICTh Vulkan/Rust 13 ruyukictio ECS ta amantuBHMMU
moxuBocTssMu Android Dynamic Performance Framework (ADPF).

Merta i 3aBIaHHA TOCTIIKEeHHA

MeTto10 aociaixkeHHs1 € po3poOKa MiIX0My A0 MPOEKTYBAHHS MOJYJIHHOTO ITPOBOTO Siapa AJIs
Android-nipucTpoiB, 1o 3ade3neyye MiHIMI3allil0 €HEProCIOKUBaHHs 3a 30epeKEeHHs CTaOLIBHOI
gactotu kajapiB (FPS) sk ocHOBHOro kputepito e(eKTUBHOCTI B YMOBax amapaTHUX OOMEXKEHb
MOOUIBHOT MaTgopMu. JoCSIrHEHHS IIbOTO KpUTEpit0 0a3yeThCs Ha 1HTErpaiii HU3bKOPIBHEBOIO
API Vulkan [3], BnpoBamxenHi apxitekrypu ECS ans ontumizamii poboTu 3 mam'sTTIO
ARM-npouiecopiB [8] Ta 3acrocyBaHHi (peiimBopky ADPF g auHaMidyHOTO KepyBaHHS
TEPMIYHUM CTAHOM MPUCTPOIO [4].

JUist TOCSITHEHHS ITOCTABJICHOT METH HEOOX1IHO BUPIIIUTH TaKi 3aBJJaHHS:

1) mpoBectn aHami3 HasBHHX apxitektypHux pimenb (Unity, UnrealEngine) ta BusBuUTH
MPUYMHU HAJUIMIIKOBOTO BUKOPUCTAHHS PECypciB Ha MOOUIbHMX IIaTdopMax, CHHPAIOYUCH Ha
METPHUKH 3B'I3HOCTI migcucTeM (coupling);

2) oOTpyHTYBaTH BHOIp TEXHOJOTIYHOTO CTEKY, IO BKIFOYAE MOBY CUCTEMHOTO MPOTrPaMyBaHHS
Rust Ta rpadiunuit APl Vulkan, sx amprepHatuBy TpaauuiiauMm C++/OpenGL pimeHHSM 115
3abe3neueHHs Oe3MeKu maM'saTi Ta 6araTo MOTOKOBOTO PEHJIEPUHTY;

3) po3poOMTH  CTPYKTYpHY  MOJENb  IrPOBOTO  pylIlis Ha  OCHOBI  HarepHy
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Entity-Component-System (ECS), sika 3a0e3medye JIiHIHHY iTEpallito JaHUX Ta MiHIMI3y€e KiIbKICTh
nmpomaxiB kemry (cache misses) mporiecopa;

4) chopmymoBaru meroxa interpamnii Android Dynamic Performance Framework (ADPF) y
irpoBuii mukn (GameplayLoop), mo mo3Bosisie amantyBaTd HaBaHTakeHHs Ha GPU Ha ocHOBI
MIPOTHO3YBaHHS TEPMAILHOTO TPOTIIIHTY.

OO0’€KTOM JOCIHIDKEHHS € TMPOLEC MPOEKTYBAHHS Ta PO3POOKH KpocmiaaT(GopMEeHHHUX irpOBHX
pyLIiiB 175 MOOUTBHUX OmepariiHux cucreM. [IpeamMeTom MoCTiKeHHs € METOIU Ta apXiTeKTYpHi
MaTepHu ONTHUMI3alii MPOMYKTUBHOCTI TpadidyHUX 3aCTOCYHKIB B yMOBaX OOMEXKEHOIO
eHeprocnoxuanHs Android-mpuctpois.

AHaJi3 oCcTaHHIX J0oCTiTKeHDb | myOaikamiit
KinpkicHuii anami3z 6i6morpadiunux mpkepen HaykomerpuuHux 0a3 Scopus ta Web of Science
JIEMOHCTPYE CTPIMKY 1HTEHCH]IKAIiI0 JOCIIPKEHb y chepi apXiTeKTypH irpoBux pymrii. Haounum
MIITBEP/DKCHHAM ITi€1 TEHACHINT € TMHaMiKa IMyOJIiKalliii 3a OCTaHHI JBaALSITh POKIB, HABEJICHA Ha
puc. 1.
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Puc. 1. KinpkicTs my0aikariii 3 TeMaTuky irpoBux pymiis 3a 2005 — 2025 pp.

OyHIaMEeHTaIbHI NPUHIUNN TOOYIOBU ITPOBUX CHUCTEM JE€TAJIbHO BHCBITIEHI Yy poOOTI
J. Gregory [11]. ABTOp omucye KiacuuHy OaratopiBHEeBY cTpykTypy pyuris (Layered Architecture),
10 BKJIIOYAE MiJACUCTEMH pPEHACPHUHTY, (i3uKHu, aHiMalii Ta KepyBaHHS pecypcamu. I[Ipore, sk
3a3HayaroTh Ullmann et al. y cBoix nmocnimkeHHsX apxiTekTypHux marepHiB (SyDRA), cydachi
koMepuiiHi pymrii, Taki sk Unity Ta Unreal Engine, cTpaxknatoTe Bif mpoOieMu "apXiTeKTypHOI
eposii" Ta wmammipHoi 3B's3HOCTI KoMmmoneHtiB (High Coupling) [6], [7]. Lle mpusBoauTh 10
Ha/IJTMIIKOBOTO BUKOPUCTAHHS PECYPCIB, 110 € KPUTUYHUM HEJOJIIKOM JUIsl MOOUIBHUX MIATGOpM 3
0OMEKEHIM €HEePrOMoCTaYaHHIM.

Jns  BupimieHHs 1npoOneM mpoaykTHBHOCTI [8] Ta [9] mnpomoHyroTh mepexin —BiX
00'ekTHO-OpieHTOBaHO1 mapaaurmMu (OOP) nmo musaiiny, opientoBanoro Ha mani (Data-Oriented
Design — DOD). Kio4oBiuM eIEMEHTOM [bOTO TIIXOAy € apXITeKTypHHUH MaTepH
Entity-Component-System (ECS). Ha Biaminy Bia kimacuunoi mojeni Entity-Component (EC), 1o
BHKOPHCTOBYEThCS B cTapux Bepcisx Unity (me Game Object € xoHTeiHepoM sl TOCHJIAHB),
guctuit ECS, onucanuit B [12], nmependadae moBHE BITJOKPEMIJICHHS JaHUX Bia moBemiHkH. Lle
3a0e3neuye JiHIITHE pO3MIIIEHHS MaHUX y mam'sTi (cache coherence) Ta m03BOJsiE €PEKTUBHO
BUKOPUCTOBYBaTH BekTopu3alito (SIMD) Ha mponecopax ARM.

TexHOMOTIYHUN CTEeK pO3POOKH MOOUTHPHUX PYIIIiB TaKOXK 3a3HAE 3MiH. ABTOp AociimxeHHs [10]
y CBOEMY MOpPIBHSUIBHOMY aHalli3i OBOJAUTH mepeBard MoBU Rust Hajg CH++ y KOHTEKCTi Oe3neku
nam'sti (memory safety). Rust 3anmo6irae nomupenum Bpaznuoctsm (buffer over flows, data races)
Ha erami KOMOULAMii 0e3 BTpaTh NPOAYKTUBHOCTI, IO MIATBEP/UKYETHCS TONEPETHIMU
nocmipkeHHsaMu aBTopiB [13]. YV rpadiunomy nomeni [3] oOrpyHTOBYIOTH HEOOXiIHICTh BiIMOBH
Bin OpenGL ES na xopuctes Vulkan APIL. Vulkan Hamae po3poOHMKY MOBHUH KOHTpPOJIb Haj
cuaxponizarietro GPU Ta ympaBimiHHAM MaMm'sSTTiO, IO € HEOOXIITHUM JUIs peami3ailii CydacHHX
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TeXHIK peHjepuHry Ha Android.

Okpemuii T1acT JAOCHIIKEHb cTOCyeThes crnenudiku miargopmu  Android. Odimiitna
nokymeHraniss Google Harosomye Ha BaxuBocTi BukopuctanHs Android Dynamic Performance
Framework (ADPF) mist MOHITOpHHTY TepMallbHOTO cTaHy npuctpoio [4]. KpiM Toro, BaJImBuUM
aCIeKTOM € IHTeTrpallisi CEHCOpPIB (aKcelepoMeTp, Tipockomn) udepe3 HaTuBHUU Sensor APl mns
pearizamii cienudivHuX MexaHi3MiB BBOy [ 14].

[Mutanns kibepOe3neku B irpOBHX 3aCTOCYHKAaxX PO3IISIAIOTH aBTOPH y poboti [2]. ABTopu
npe3eHTyioTh cuctemy '"Defendroid", sika BukopucToBye denepaTMBHE HAaBYAHHS HEUPOHHHUX
MEpeX I BUSBICHHS Bpa3iuBOCTe y koni Android-zacTtocyHkiB y peampbHOMy uaci. Lle
TiIKPECITIOE HeOOX1THICTh 1HTErpallii MeXaHi3MiB 3aXHCTy 0€3MOCePEIHBO B SIIPO IrPOBOTO PYIIIis.

Buinennst HeBUpieHOT YaCTHHU 3arajibHOI pobaemu. [Tonpu HasBHICTh OKPEMHX JTOCIIIIKEHb
mono ECS [8], Vulkan [3] ra ADPF [4], y HaykoBiii JiTepaTypi BiACYTHI! KOMIUIEKCHHUH MiAXiA 10
MPOEKTYBAHHS PePEepeHCHOT apXiTEKTypH MOOIIBHOTO IrpOBOTO pYIIis, SKHH OM TO€AHYBaB I
texHosorii. HasBHi pimenHs ab6o € 3aHaaro "Baxkumu'" (Unity/Unreal), abo He BpaxoBYIOTbH
cneun¢iky eneprozoepexenns Android (ADPF) na piBHi apxitekTypu siapa. Lle oOymoBiroe mery
i€l poOOTH — CTBOPEHHS JIETKOBAroro, eneproedekTuBHoro pyris Ha 6a3i Rust Ta ECS.

Bukiax ocHOBHOT0 MaTepiay T0CTiKeHHS

OnTumizallis eHeproCroKUBaHHS € BU3HAYAIHLHUM (DaKTOpOM e€(peKTHUBHOCTI IrpoBOTO sijipa Ha
MOOUTEHUX TUIaT(opMax, e TEIJIOBHM MakeT oOMekeHuW aiamaszoHoMm y 3-5 BT, mo crBoproe
KOPCTKI paMKu JJisi 0OYMCIIIOBAIIbHOT MOTYKHOCTI Ta BHMAara€ MPUHIIUIIOBO HOBHUX MIAXOMIB 10
po3noniny pecypciB. CydacHi BHCOKOHABAaHTQXKEHI IrpOBI 3aCTOCYHKH, IO BHKOPHUCTOBYIOTH
MepeloBl TEXHOJNOTli pEeHIEpUHTYy, Taki AK (I3UYHO KOPEKTHUH pEHACPUHT Ta TIIoOaiIbHe
OCBITIIEHHS y peaJbHOMY 4Yaci, CTBOPIOIOTH EKCTpPEMajbHE HABAHTAKEHHS Ha TeTepOreHHi
obuncmoBanbHi cuctemu SoC. Lelt mporiec HeMUHYYe TPU3BOAUTH J0 IIBUIKOTO HATPIBY KPHCTAa
mpolecopa Ta, sIK HACHiJOK, J0 aKTUBallli MEXaHI3MiB amapaTHOro TPOTIIHTY, KU MPUMYCOBO
3HIDKYE TaKTOBI YacTOTH LEHTPAJIBHOTO Ta rpadiyHOro MpoLecopiB AJs 3amo0iranHs (Gi3HYHOMY
MOUIKODKEHHIO TpucTporo. BrpoBamkenns Android Dynamic Performance Framework (ADPF)
JI03BOJIIE  pealli3yBaTH CHUCTEMY aJalTHBHOIO KEpyBaHHS MapaMeTpamMH pPEHIEpUHTY Ta
OO0YHCITIOBAIbHUM HABAHTAXKEHHSM B 3aJIE)KHOCTI BiJl TOTOYHOTO TEPMIYHOTO CTaHy MPHUCTPOIO,
CTBOPIOIOUM 3aMKHEHUN KOHTYp KepyBaHHs. Ha BigMiHY BiJ peakTUBHUX METOAIB, SIKI pearyrTh
BXKe Ha (haKkT MeperpiBy, KOIW KOPHCTYyBad MOMIYae MaJ(iHHA 4YacCTOTH KaJpiB, 3alpPONOHOBAHUMN
MiJXiT BUKOPUCTOBYE METPHUKY TEIJIOBOTO 3amacy Jjs MPEeIUKTUBHOTO KEPYBAaHHS, JO3BOJISIOUU
CUCTEMI aJJalTyBaTUCSA J0 3MIH TEMIEPATYpH I11€ JO HACTAaHHS KPUTUYHUX MOJIIH.

dopmainizyeMo 3amady KepyBaHHS YacoM Kaapy Uil 3a0e3meueHHs CTaOUIbHOTO TeMITy
BinoOpaxkenHs indopmarii. Hexallt FPS;q g0 — 11IbOBA 4acTOTa KapiB (3a3Buyait 60 ado 120 I'n).

Toni mocrynuuit Gromket yacy Ha Kaap Tpygger BU3HAYAETHCS SK:

1000

T, =
budget FPStarget (ms) (1)

Peanbunii wac kaapy Trrqme € QyHKIiero Bix gacy 00pobku Ha CPU (T, ) Ta GPU (T, ), a
TAKOXK 4acy OYIKyBaHHs BEPTUKAIBLHOI CHHXPOHIZAI Tyyp,

Tframe = maX(Tcpu , Tgpu) + Tsync (2)

YMmoBa cTabumpHOI poOOTH cucTeMu (BIACYTHICTh Bi3yalibHUX apTedakTiB abo "jank")
3aMUCYEThCS HEPIBHICTIO:

Tframe < Tbudget (3)
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V curyauii, KoM cucTeMa HabIMKAETHCS 10 TEPMAIBLHOTO JIMITY, OnepalliiiHa cuctemMa 3HUKYE
HAIpPYTy Ta YacTOTy sAJEP, 11O MPU3BOIUTEH [0 HENIHIHHOTO 3pOCTanHs Ty, Ta Ty, . Skmo ymosa
MOPYUIYEThCS, BHUHHMKAE €(EeKT Bi3yallbHUX pUBKIB. Iyl mpoTuAii 1pOMY SIBUIIY PpO3pOOICHO
ATOPUTM JIMHAMIYHOTO MacimTaOyBaHHS MPOMYKTHBHOCTI, SKUH MpAIIO€ y 3aMKHEHOMY ITUKII
3BOPOTHOTO 3B'si3Ky. CHcTema IIOKaApy ONUTYyE CTaH Temmeparypu uepe3 intepgeiic ADPF,
OTPUMYIOYH 3HaveHHs TeruioBoro 3amacy H(t), me H(t) € [0,1]. dns po3paxyHKy KoedirieHnTa
skocti rpadiku Q(t) 3acrocoByerbcs muckperHuii ITII-perynsrop (mpormopiiiHo-iHTErpaibHO-
nudepeHItiaTbHuN )

e(t)—e(t—1)

A (4)

Q(t) =K,e(t) + K; ) e(t)At + K
P Z d

ne e(t) = H(t) — Hsgfe — BIIXWJICHHSI TIOTOYHOT'O TEIJIOBOTO 3aracy BijJ HUJIBOBOTO OE3MEYHOTO
piBust Hy.p, (manpuknan, 0.2); Ky, K;, Ky — xoedinientu Hanamrysanns perynsrtopa. Orpumanuii
koedimient Q(t) BUKOPHCTOBYETHCS JUIS THHAMIYHOI 3MIHM PO3ALIBHOI 3MATHOCTI PEHICPUHTY
(Dynamic Resolution Scaling) Ta nanprocti npomansoByBanHs (LOD Bias). [IpakTiuna anpo0aris
[BOTO IIJIXOMy Ha MPUCTPOSX 13 CYyYaCHUMH YiICETaMH 3acBiT4miia, IO aKTHBHE 3aCTOCYBAaHHS
¢bpeliMBOopKy 3abe3nedye 3pOCTaHHS CEpPEeIHBOI YaCTOTH KaapiB opieHToBHO Ha 57 % y
HAaBaHTAXCHUX CIICHAX TIOPIBHSAHO 3 0230BOIO pearizailieto 6e3 TepMoperysiii [4].

Peanizariis Takoi ckiagHOI JIOTIKM KEpyBaHHS BHUMAarae BiANOBIJHOTO TEXHOJIOTIYHOTO CTEKY.
Tpamuuiiino y uiit cdepi nominye moBa C++, MpoTe BOHA Ma€ CYTTEBI BaJl B KOHTEKCTi Oe3MeKH
nam'sti. ToMmy cTpaTeriYHMM BHOOPOM Ui pO3pOOKH sapa pymrisi oOpaHO MOBY CHCTEMHOTO
nporpamyBaHHsi Rust. Mogens Oesnexku Rust 6a3yetbcs Ha adiHHIN cucTeMi TUMIB, SKY MOXHa
(dbopMaizyBaTH HACTYITHUM JIOTIYHUM TBEPXKEHHSM AJIs1 OY/b-SKOTO pecypcy mam'ari X:

vt: (3! Owner(x)) A (Mutable(x) = —~3SharedRef(x)) (5)

Lle mpaBmiio rapaHTye, Mo y OyIb-sIKMH MOMEHT 4Yacy icHye abo OfHE 3MiHHE IOCHIJIAaHHS, a0
MHOXXMHA HE3MIHHMX, IO MaTeMaTHYHO YHEMOJKJIMBIIOE BHUHUKHEHHS YMOB TOHKH JIaHMX
(dataraces) y OararomotokoBomy komi [10]. [lns B3aemomii 3 mnatdopmoro Android
BUKOPHUCTOBYETbCS MeXaHi3M iHTep(delicy cTOpoHHIX (PYHKIIN Ta 130Jb0BaHl OJIOKH HEOE3MEUHOTO
KOy, SIK1 JIOKaJi3yI0Th MOTEHIIIIHO pU3MKOBaHI1 omeparii.

VY rpadiuniii migcucTemi peanizoBaHO Tepexin Bix 3actapiioro iHTepdericy OpenGL ES no
cydacHoro HusbKopiBHeBoro API Vulkan [3]. Apxitekrypa rpadiuHoro monyis 0a3yeTbcs Ha
KoHIenuii rpada peHaepuHry. KiodoBoro mepeBaror0 € MOXIUBICTb MONEPEAHbOTO 3aIHCcy
KOMaHJl MaJllOBaHHA Yy KOMaHIHI Oydepu Ha [EKUJIbKOX IOTOKaX LEHTPalIbHOTO Mpolecopa
onHouyacHo. Jlyig KepyBaHHS Nam'sTTIO TpagiyHOro IMpolecopa BUKOPUCTOBYETHCS CTpaTerist
OJIOKOBOT aJloKallii, 1o J03BOJs€ O01MTH OOMEXEHHs JApaiiBepa Ha MaKCHUMalbHY KIJIBbKICTb
aJIOKaIlii Ta CyTT€BO 3MEHUIMTH (hparMEeHTALIIO TaM'sTi.

Jlia kpaioro po3yMiHHsSI CTPYKTYpHOI oprasizaiii pyuis Ha Android aouiibHO mojaatu ioro
apXiTeKTypy Yy BHUIVIAJI MOJYJIbHOI CXeMH. Y3arajbHeHa CTPYKTypa 3alpOIIOHOBAHOTO irpOBOTO
aapa, sAKa UIIOCTpye B3aeMo3B’si3ku MK moayinsmu  ECS, rpadiuaum OekeHaoM Ta
1aT(hopMo-3aJIeKHIM [IApOM, HaBEJIeHa Ha PUC. 2.

Haykogi npani BHTY, 2026, Ne 1 5
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Refined Mobile Game Engine Architecture (Android Focused)

Core Engine Modules

Application Layer

©CentraICoordinationModuIe
Gamelogic
manages o -lifecycleManager e _ © 9
— manipulates entjtie -
+init() | +update(deltaTime) _
+handleOSEvents() |
|
manageg |
manages| |
Subsystems |
Y
manages | sends evemnts ECS Modul
©GraphicsModule ©InputModuIe ©ResourceManager © _Module
+entities: List
-vulkanRenderer -sensorManager N ts: Dat
+loadAsset{path) components: Data
+renderFrame() +polTouch() +onTrimMemory() +systems: Logic
+syncFrame +pollSensors
sy , 0 J P 0 ! Uses _+process()
|
scales load! usey
|
| Platform Abstraction Layer (PAL)
¥

(©) ADPF_Module @ wativeari

+monitorThermal()
+adjustPerformance()

+getFileDescriptor()
+getDeviceContext()

Puc. 2. MonynpHa apXiTeKTypa pyuris

APpXITEKTypa CHUCTEMH BHMarae, o0 KOXHA MiJCHCTEMa IpaIfoBalia HE3aJIeKHO, OCKIIbKU
TaKW{ TAXiA T03BOJSE MPOTPAMHOMY MPOAYKTY PO3BUBATHCA 1 JIETIIE MPOXOAWTH TECTYBAaHHSI.
MoyibHa KOHCTPYKIIiSI JO3BOJISE aqanTyBaTH KOH(DIrypario OCHOBHOI CHCTEMH JI0 KOHKPETHHX
noTped Tpu Ta amapaTHUX MOKIMBOCTEH MPHUCTPOIB 3a JOMOMOIO BUOOPY (I3UYHUX OMIIiH
Oekenay ta BapiantiB API penpepunry. Y tabnwimi 1 HaBeneHO AeTanbHUA (YHKIIOHAILHUN OMUC
OCHOBHHMX MOJYIIB fpa TPU pa3oM 3 iXHIMH nependadyBaHUMH (DYHKIISIMH Ta TEXHOJOTTYHUM
CTEKOM, KM PO3POOHHKH BUKOPUCTOBYBAIIU JIJIS 1X peati3ailii.

Tabmmus 1

OcHoBHI Moay.i irpoBoro sixpa

Hazea monynst

IIpu3HaueHHs

Texnouorii / API

LentpanbHuit
KOOPAWHAIIIMHUI MOTYJIb

YupaBiiHHS KUTTEBUM IIUKIIOM, 3B’ I30K MK
MoayJsiMu, peakiis Ha noaii OC

Android NDK, C++, Rust

I'padiunnit Moysb

Penpepunr 3D/2D rpadiku, kepyBaHHs
nieriaepamu, Oydhepamu

Vulkan, OpenGL ES, NDK

Monaysns ECS (Entity-
Component-System)

ApXiTeKTypa JIOTiKH 00’ €KTIB: PO3/IICHHS
JAHKX 1 TOBEMIHKHU

Bracha peanmizanis ECS, moxuBe
Bukopuctanasi EnTT (C++) abo specs
(Rust)

®di3ugHuit MOIYITH

OOunCcneHHs KO3, pyxy, TpaBiTamii

Box2D, BulletPhysics, a6o kactomHa
¢iznka

Momyias 00poOKH BBOIY

CeHCopHe KepyBaHHsI, )KECTH, aKCeJIePOMETP,
TipOCKOII

AndroidSensorFramework, NDK

Menemxep pecypcis

3aBaHTa)XEHHS, KEIYBaHHS, 3BUIbHEHHS
pecypciB; pearyBanHs Ha onTrimMemory

AssetManager, NDK, kactoMHuii
ResourceManager

MepesxeBuii MOYJIb

[epenaua nanux, oHIANH-QYHKIIIT,
6araTOKOPUCTYBALKHH PEXIM

BSD sockets, ENet, WebSockets

Moyns TUHAMIYHOTO
MacITabyBaHHS

AnanTariis rpadgiku Ta HAaBaHTaKEHHS J10
MMOTOYHOI MTPOYKTHBHOCTI

AndroidDynamicPerformanceFramework
(ADPF)

AynioMoaynb

BinTBopeHHS MYy3HKH, 3BYKiB, €PEKTiB

OpenSL ES, AAudio

Bineo-monynn

BiarBopensst Bigeo

BiacHa peasizaitisi, BAKOPHCTaHHS
0i0motrexn Video

VY tabmumi 1 nokazaHo Tpu okpeMi piBHI aOCTpakiii, skl BUKOPUCTOBY€E PYIIIN Ui BUKOHAHHS
cBoix omepariil. Android NDK migkmrouae HuU3bKOpiBHEBI Moayii (rpadiky, ayaio, BBEIEHHS)
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6e3mocepeIHbO 10 ApaiiBepiB MPUCTPOIB, IO CKOpOUye yac BIAryKy cuctemu. CepenHiil piBeHb
(menemxkep pecypciB, ECS) 3abe3nedye JOTiUHY CTPYKTYpy Ta YIpaBIiHHS JaHUMH, TPUIOMY
iHTerpamiss MeHeKepa pecypciB i3 JkuTTeBUM 1ukiaoM Android Activity mae BupimanbHe
3HAYEHHS: pearyBaHHs Ha cHCTeMHI BUKIMKU onTrimMemory 3amo0irae 30010 3actocynkis (OOM
crashes) y OaraTro3agayHuX CepeOBHUINAX. 3alpoIllOHOBAaHA AapXIiTEKTypa Ma€ YHIKaJIbHY
KOHCTpYKLit0. BoHa Bimokpemiroe Moayns auHamiuHoro wacimradyBanHs (ADPF) y Bnacmy
HE3aIeXHY cucreMy. Ha BiAMiHY Bii KIACHYHUX MiAXONIB, A€ HANAIITyBaHHS rpadiku €
CTaTHYHHUM, HAsBHICTb IIbOTO MOJYJISI JO3BOJISIE CTBOPUTH 3aMKHEHHI KOHTYpP KepYBaHHS, JI€ SIKiCTh
PEHIIEPUHTY IWHAMIYHO 3aJISKUTh BiJl TEPMAIBHOTO CTaHy MPUCTPOIO, 110 3UUTYETHCS B PEATHBHOMY
gaci. Taka IEeKOMMO3MIliS JO3BOJSE 3aMIHIOBATH peallizaimii OKpeMUX MiACHCTeM (HAMPUKIA,
nepexin Bix Box2D go Bullet Physics) 6e3 HeoOximHOCTI pe)akTOPUHTY BCHOTO Spa, OCKIIbKH
B3aeMO/Iis BimOyBaeThCs uepes yHiikoBaHi iHTepdeiicu LleHTpaabHOro KOOPIMHALIIIHHOTO MOJTYJIS.
Kito4oBuM eneMeHTOM apXiTeKTypH, IO 3a0e3nedye BHCOKY MPOAYKTHUBHICTH OOYHCIICHB, €
BiZIMOBa BiJl KJIACHYHOTO O0'€KTHO-OPIEHTOBAHOIO MIiAXOJY Ha KOPHUCTh BHUKOPHCTAHHS HaTEpHY
«Cytaictb-Komnonent-Cucrema» (ECS). [lns oOrpyntyBanHs nporo BubOopy y Tabmumi 2
HABEJICHO  MOPIBHAJIBHHMA  aHali3  YOTHPhOX  OCHOBHHUX  apXITEKTypHHX  MiAXOJIB:
Model-View-Controller (MVC), Component-BasedArchitecture (CBA), Service-Oriented

Architecture (SOA) ta Entity-Component-System (ECS).
Tabnung 2

IopiBHsIHHSA iTPOBHUX apXiTeKTyp

[MopiBHsAHHS Model-View- Component- Service- Entity-Component-System
Controller (MVC) | BasedArchitecture | OrientedArchitectu (ECS)
(CBA) re (SOA)
CtpykTypa YiTke po3iicHHs Iepapxis Cepgicy, 1110 ITnocka cTpyKTypa: CyTHOCTI,
Model, View, KOMIIOHEHTIB B3a€MOJIIOTh MIXK KOMIIOHEHTH, CHCTEMH
Controller c06010
Po3ninenus MaHi, norika ta Komnonentu Cepgicu JlaHi (KOMIIOHEHTN)
000B’s13KIB MpeCTaBICHHSA 00’€IHYIOTh NJaHi Ta | 00’€IHYIOTh JIOTIKY BIIJIUICH] BiJI JIOTIKK
BiZIOKpeMJIeHI MOBE/IiHKY (cucremn)
I'ayukicts OobmMexeHa, IMomipHa, 3amexuts | IloMmipHa, Bcoka | Bucoka — KOMIOHEHTH JIETKO
3aJICKUTh BiJ| BiJl CTPYKTYpH 3B’s13aHICTh KOMOIHYIOTBCS
pOJIeHi eeMeHTIB 00’€KTiB CepBiciB
IToBTOpHE OOMexeHe Mix MosxnuBe uepe3 UYactkoBe, y Mexax | Bucoke — KOMIOHEHTH JIETKO
BUKOPHCTAHHS posMu MIOBTOPHE CepBiciB TIePEeBUKOPUCTOBYIOTHCS
BUKOPHCTAaHHS
KOMIIOHCHTIB
3B’3HICTH IMomipHa [omipHa o Bucoxka mix Cnabka — MiHIMaITBHI
BHUCOKOT cepBicamu 3aJICKHOCTI MIXK
KOMITOHEHTaMH
MacitaboBaHiCTh O6merxeHa Tipu OO6mexeHa depes Bucoka, ane Bucoka — macmtabyBaHHs
CKITQJHUX iepapxiro CKIIQ/THE CHUCTEM 1 KOMITOHEHTIB
CTPYKTYpax yIpaBJIiHHS HE3aJICKHO
IIpocroTa CxagHo yepes ITomipHa Y cknaiHIOEThCS Bucoxka — nerko TectyBaTu
TeCTyBaHHS B3aEMO/III0 MiXK CKJIaHICTh 4yepe3 3B SI3HICTh OKpEeMi CHCTeMH Ta
pOIIIMH KOMITOHEHTH
Haxmnagui BuTpatu 3asexHi Bij Bui uepes Bucoki uepe3 Husbki — eexTuBHE
peaiizamii iepapxiro iHTEepdeiich Ta VIOPaBITiHHS CYTHOCTSIMH 1
KOHTPAKTH JIOTIKOIO

[TopiBHSIHHS neMOHCTpPYE, o TpaauliiiHi narepuu (MVC, SOA) mMaioTh BUCOKY 3B'SI3HICTH a00
HaJTUIIIKOB] HaKJIaAHI BUTPATH Ha aOCTPAKIIiIo, 0 € HEMPUHHATHUM JJII CUCTEM PEaTbHOTO Yacy
(real-timesystems) Ha MoOiTbHMX Tmatdopmax. Component-Based Architecture (CBA), ska
BUKOPHUCTOBYETHCS B CTAPUX BEPCISIX MOMYJISIPHUX PYIIIiB, X0U 1 MPOMOHYE Kpally THYYKICTb, HIXK
rOOoKa le€papxis yCIaaKyBaHHS, BCE K CTPaXJa€ BiA MPOOJIEMHU PO3KHIAHOCTI JAaHUX y MaM'ATi
(data locality issues), OCKiJIbKM KOMIIOHEHTH YacTO 30epiratorbes sk 00'ekTH B Kydi. HaTtomicTh
Haykogi npani BHTY, 2026, Ne 1 7
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ECS nemoHcTpye NpUHIMIIOBY IiepeBary y IUIOMIMHI "HakjIaaHuX BUTpaT" Ta "macmraboBaHOCTI".
[ToBHe BimmuieHHS MaHUX (KOMITOHEHTIB) BiJ JIOTIKHM (CHUCTEM) JO03BOJISIE OOPOOISATH MacHBH
OJHOTUITHHUX JIaHMX 0€3 BUTpAT Ha BIpTyalbHI BUKIUKHU Ta MPOXiJ MO AepeBy 00'ekTiB. Lle Takox
CHpOIIYE pO3MapaleIOBaHHs: OCKUTbKM cuctemu (Hampukian, PhysicsSystem Ta Rendering
System) omnepyrooTh He3aJeKHUMU HaOOpaMH KOMIIOHEHTIB, iX BHKOHAaHHA MOKHa €(QEKTUBHO
posnoxainutu Mix sapamu big. LITTLE apxitekrypu 6e3 ckiIaJHUX MEXaHi3MiB CHHXPOHi3allii, 1110
Oyno 6 3HauHO ckiagHinie peanizyBatu B MVC a6o SOA.

Bubip apxitektypu ECS nys MoOUIBHHX irop 00OyMOBIIGHUA HEOOXITHICTIO ONTHUMI3aIlii poooTH
3 KemeM npouecopa. EQekTuBHICT, BUKOPUCTaHHS MPOMYCKHOI 31aTHOCTI nam'sati BW, ¢ MoxkHa
OLIIHUTH SIK BIJIHOIICHHSI KOPUCHUX JAHUX JI0 3arajibHOTO OOCATY MepeaHuX JaHuX. Y KIAaCUYHOMY
OOIl, uepe3 HasBHICTH BipTyalbHHX TaO/MIb Ta PO3KHMAAHICTH 00'€KTIB y Kydi, BWrr 3HauHO
3HmKyeThesa. Hatomicte ECS 3a0e3neuye niHiiHE pO3MIIICHHS] KOMIIOHEHTIB, TOMY:

N-S
ECS _ comp
BWeff B Tretcn ~ BlWinax ©)

fie N — KUIbKICTb CYTHOCTEH, Scomp — PO3MIP KOMIOHEHTA, Trpecp — 4Yac BHUOIPKH 3 mam'sti.
3aBnsku MiHIMIzalii mpomaxiB kemry (cache misses) Ta BukopuctanHio SIMD-iHcTpyKIii,
MIPOYKTUBHICTh OOUUCIICHb 3pOCTA€E B pa3u MOPIBHSAHO 3 TpaAuliiHuMu nigxogamu [8], [9].

VYrpaBiiHHA NaM'ITTIO B TIOpUIHUX apXITEKTypax BUMarae KOMIUIEKCHOTO miaxony. EdexrtuBna
cTpaterisi 0a3yeThCsl Ha IEHTpalizoBaHid cuctemi mymB o00'ektiB  (Object Pooling) 3
IMIUIEMEHTALI€EI0  KUIbLIEBUX OydepiB i MDKMOIYJIbHOro OOMiHY aaHumu. OkpeMy yBary
NPUIICHO CHUCTEMI BBEIEGHHS Ta o0poOmi JaHuxX 13 ceHcopiB. PeamizoBaHo anroputm
KOMIUICKCYBaHHS qaHuX (Sensor Fusion), skuii 00'eHy€e MOKa3HUKHM aKCEIIEPOMETPa Ta TipOCKoIa
3a gornomororo ¢unbrpa Kanmana [14]. IlutanHs Ge3neku Ta 3aXUCTY 1HTEIEKTYaJIbHOI BJIACHOCTI
TAKOX IHTErPOBAaHO B apxiTEKTypy, BHKOPHCTOBYIOUM pexomenpailii cuctemu Defendroid [2],
30KpeMa MeToau 00dycKartlii CTpyKTyp nanux ta 6e3nedni JNI-o0ropTku.

[lincymoByrourM BHUKJaJeHe, pPO3po0JieHa apXITEeKTypa MpeAcTaBisie Co00K KOMIUIEKCHE
HAyKOBO-TEXHIYHE PIIICHHS, 10 TapPMOHIWHO MOEIHYE HU3bKOPIBHEBY €(PEKTUBHICTH rpadidHOro
API Vulkan, marematnuno noseneHy Oesmeky mam'sti Rust, rayukicte apxitektypu ECS Tta
IHTEeNeKTyallbHe KepyBaHHA eHeprocnoxubanHsiM yepe3 ADPF. Ile no3Boisie pocsartu
CHHEPreTHYHOro edekTy, 3abe3neuyroud CTaOlIbHY 4acTOTy KaJpiB Ta €Heproe(eKTHBHICTh Ha
MOOUTHHUX IaT(hOopMax.

BucHoeku

VY paMkax MpOBEIEHOr0 JIOCIIPKEHHS BHPILNIEHO aKTyaJlbHe HAayKOBO-TEXHIYHE 3aB/IaHHS
PO3pOOKH apXiTEKTYpHOTO MiAXONY JI0 MPOEKTYBaHHA €HEProe(eKTHBHOTO irpoBOrO pyILIis JUIs
wiargopmu Android, o 6a3yeTbcsi Ha CHHTE31 HU3bKOPIBHEBUX TEXHOJIOTIH Ta CydacHUX MaTepHIB
MIPOEKTYBaHHs. Pe3ynbTraTtu 1Mokas3yroTh, II0 po3po0Ka IrpOBUX PYIIIiB A7 MOOUIBHUX IUIaT(opm
BUMArae BijJl po3pOOHUKIB BIIXOJY BiJl YHIBEpPCAJIbHMX METOMAIB KOMEPUIHHUX PYIIiiB, OCKUIBKU
BOHM TIOBHMHHI CTBOPIOBaTH 1HAMBIAYyalbHI PILIEHHS, AKI MIAXOIATH A pi3HUX apXiTekTyp SoC.
Moga nporpamyBanHsl Rust pazom 13 rpadiunum API Vulkan € eguaum nigxoaom, skuil 103BoJisse
PO3pOOHUKAM JOCATTH SIK BUCOKOI MPOJYKTHBHOCTI, TAaK 1 3aXMILIEHOr0 YHPABIIHHA HaM'sTTIO.
Cuctema BIacHOCTI B MOBI IporpamyBaHHs Rust 3ano6irae 1BoM OCHOBHUM IpoOsieMaM Oe3nekH, a
came: KOHQUIIKTaM JaHUX 1 JOCTYIy A0 MaM'sATl Micis onepariil 3BUIbHEeHHS i yac koMmisii. e
3axHIae 6araTonoToKoBi rpadiyHi 3aCTOCYHKH BiJl Mpo0IeM HECTaOIbHOCTI.

ITpoexT nependavan MOJYJABHY  apXITEKTYpY, AKa clliye 32 MOJAEIUIIO
«Entity-Component-System» s oprarizamii 30epiraHHs JaHHX 3a JOIOMOTOK0 JIIHIHHOTO
PO3MIIIEHHS TaM'sITi 3aMiCTh BUKOPHUCTaHHS 00'€KTHO-OPIEHTOBAHOI MOJeNi. AHANITHYHA MOJIENb
J0BeNa, 1m0 Led MeToJ| 3abe3neuye Maiike i/1eanbHy €(eKTHUBHICTh MPOIYCKHOI 3/aTHOCTI IIMHU
nam'siTi, OCKUIBKM 3MEHIIYE KUIbKICTh IPOMAaxiB Kelly Mpolecopa, SAKi BHU3HAYAIOTh
NPOAYKTHBHICTh apxiTekTypu ARM. HaykoBe BiAKpUTTS LBOTO JOCHIIKEHHS BKJIIOYAE METOJ
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JMHAMIYHOTO KOHTPOJIIO Yacy Kajpy, SKUH MPOTHO3YE TEIJIOBI CTAaHM HPUCTPOIO 3a JOMOMOTOI0
Android Dynamic Performance Framework mist perymroBaHHS NPOIYKTHBHOCTI. Po3pobieHwmii
ITOPUTM, KU BUKOPUCTOBYE MPOMOPLIHHO-IHTETpaIbHO-AU(epeHIiaNbHy CUCTEMY YIPABIiHHSA,
JI03BOJISIE AaBTOMATUYHO PETYJIIOBATH HaBaHTAXEHHS rpadivyHOro mporecopa Ha OCHOBI MOMEHTIB
0OMEXEHHsI MPOAYKTUBHOCTI amapaTHOro 3a0e3mnedeHHs. Po3paxoBaHi NaHi MOKa3ylOTh, IO IS
cucrema 3a0e3rnedye Ha 57 % BUILYy CepeIHIO YacTOTY KaJpiB IiJ Yac TPUBAIUX ITPOBHX ceciit
MOPIBHSIHO 3 CUCTEMaMH, sIKi HE MalOTh aKTHUBAIlil TEPMOPETYIIIOBaHHS.

OTpumani pe3yabTaTH MarOTh MPAKTHYHY IIHHICTh, OCKUIBKH JO3BOJSIIOTH PO3POOHHUKAM
CTBOPIOBATH JIETKI irpOBI 3aCTOCYHKH 3a JOIOMOTOI0 €TaJOHHOI apXiTeKTypu, sika 3abesnedye
nepeadavdyBaHy MPOAYKTUBHICTh, YHUKAIOYM TPU LOMY HAJMIPHOiI pOOOTH Ta apXiTEKTYPHOTO
3aHenajny, Mo BiI0OYBAa€ThCS B YHIBEPCATHHHUX PYIIisiX. 3alPOIIOHOBAHUN BCEOCSHKHUI METOJ, SIKUN
MOEHYE TIAXOAU JO YIPABIIHHS 3aXWIIECHOK IMaM'ATTI0O Ta IHTETPAIlil0 MEXaHI3MIB CHCTEMHU
Android, 3MeHmIye po3mip BHKOHYBAHOTO (aiily Ta 3HUKYE EHEProCIOXKHWBAaHHS MPUCTPOIO,
3a0€31evyroud pH IIbOMY KOPUCTYBauaM YyAOBHH JOCBiA. VY IIiH rajgy3i iCHYIOTh MOYKJIUBOCTI VIS
MOJAIBLINX JTOCTI/KEHD IIJISIXOM PO3POOKH MPOTOTHUIIIB MPOrPaMHOT0 3a0e3MeUeHHs Ta MOJIbOBUX
BUNIPOOyBaHb. Lle 103BoINTh OTpUMATH (PAaKTUYHI AaHI PO €HEProe(PEeKTUBHICTh PI3HUX MOKOJIIHB
MOOLUTEHUX TPOIIECOPIB Ta CHUCTEM MAIIMHHOTO HABYaHHS, SKI OOpOONATHMYTh HaalITyBaHHS
rpadivHUX MapaMeTpiB Mij Yac ornepamiil y peaJbHOMY Jaci.
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