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CPABHEHUE NPOU3BOAUTEJSIBHOCTU APXUTEKTYP
GAMEOBJECT W ECS NNPU MOAENUPOBAHUW TONMbI

COMPARISON OF THE PERFORMANCE

OF GAMEOBJECT AND ECS
ARCHITECTURES IN MODELING A CROWD
OF N AGENTS IN UNITY

N. Ishchenko

Summary. The paper presents a comparative performance analysis of
two approaches in Unity: the classical GameObject/MonoBehaviour
architecture and the new Entity Component System (ECS). For validation,
a crowd simulation based on the well-known Boids algorithm, widely
used for modeling collective behavior, was implemented under both
paradigms. Experiments were conducted on two hardware platforms: a
PC (Intel Core i5-12400F, NVIDIA RTX 3070) and a MacBook Pro (Apple
M4). For each implementation, performance metrics were gathered,
including FPS, frame time, memory usage, and the number of draw calls.
The collected data made it possible to analyze differences in scalability
and efficiency between the architectures. The results demonstrated that
ECS achieves significantly higher frame rates and stability as the number
of agents increases, which confirms its efficiency for tasks requiring real-
time performance and large-scale simulations.

Keywords: Unity, Data-Oriented Tech Stack, DOTS, GameObject, Entity
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BseaeHve

nity  TpPagWLUMOHHO  UCMONb3yeT  apXUTEKTYpY
U GameObject/MonoBehaviour, KoTopas  yno6Ha,

HO HaKfafblBaeT OrpaHUYeHVA Ha NPOU3BOAUTENb-
HocTb [10]. TpaguuuoHHas OOBEKTHO-OPUEHTUPOBAH-
HasA apxuUTeKTypa UrpoBbIX [BVXKOB UMEET OrpaHnyeHuns
no macwrtabupyemocTu [5, c. 228]. TexHonorusa DOTS (Data-
Oriented Tech Stack — TexHonornyeckuin cTek, opueH-
TUPOBaHHbIA Ha fAaHHble) 1 apxutekTypa ECS npussaHbl
YCTPaHWTb 3TW Npobnembl: faHHble OTAENATCA OT NOMUKY,
CTPYKTYpbl ONTUMU3NPYIOTCA ANA K3LWA, @ BbIUMCIIEHUA MNa-
pannenusMpyroTca C MOMOLLbI0 MOAEenu napanienbHoro
BbinonHeHnA 3agay Unity (Job System). MNpepbigylwime nc-
CfleloBaHMA NOKa3blBaloT, YTO TaKOW NOAXOL 3HAUNUTESIbHO
noBblwaeT 3GPEKTUBHOCTb MPU MACCOBbIX BblYNCIIEHNAX
[11, c. 45]. B KauecTBe 0ObEKTa UCCNIeOBaHWA BbIGpaH an-
roput™m Boids, Tak Kak OH OTpaaeT peasibHble BblUMCIU-
TeNibHble HarpysKu npu 60MbLIOM YMCIIe areHTOB 1 MO3TOMY
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AHHomayus. B cTatbe NPoBOANTCA CPaBHUTENbHDIA aHANN3 NPOU3BOANTENBHO-
T AByx noaxopos B Unity: knaccuueckoit apxutekTypbl GameObject (urposoit
06bekT B Unity)/MonoBehaviour v HoBOl KOMNOHEHTHO-CYLLHOCTHON CUCTEMbI
(Entity Component System, ECS). [inA npoBepKu peanin30BaHa cuMynALua TonMbl
areHToB Ha OCHOBe anropuTMa «Boids», WKMPoKo NpUMeHseMoro Ana Mopenu-
POBaHWA KONNEKTUBHOIO NoBefeHNA. JKCNepUMEHTbI NPOBeAeHbl Ha JBYX an-
napatHbix nnatgopmax: MK (Intel Core i5-12400F, NVIDIA RTX 3070) u HoyTOyke
MacBook Pro (Apple M4). ina Kaxzgoii peanu3awm cobupanucb metpuku FPS,
BpemA Kaapa, UCnob30BaHue NaMATI 1 KONMYECTBO BbI30BOB OTPUCOBKIA. Mo-
NyyYeHHble JaHHble M03BONAKT NPOaHaNM3NpPOBaTb pasnnuma B MacluTabupye-
MOCTH 1 3QdeKTUBHOCTY apxuTeKTyp. Pesynbratbl nokasanu, uto ECS obecneum-
BAET CyLLIeCTBEHHO 60Mee BbICOKYI0 KafpoBYH0 YacToTy 1 CTabUAbHOCTb paboTbl
Mpy yBeAUYeHUM YACNA areHToB, YTO NOATBEPXKAAET ero IGGeKTUBHOCTL Al
3afay, TpebyIoLLX BbICOKOI MPOM3BOAMUTENLHOCTY B YCIOBUAX PEANbHOMO Bpe-
MeHU 1 MaCLLTabupyeMblx CUMYAALMIA.

Knioueswie cnosa: Unity, Data-Oriented Tech Stack, DOTS, GameObject, Entity
Component System, napannesibHble BbIUUCIEHIA, NPOU3BOANTENBHOCTb, PeH-
AepuHr, GPU instancing, onTumu3sauma.

XOpOLO NoAxoAaMT ANnA AemMmoHcTpauum npenmyuiects ECS.
Takum 06pa3om, CTaTbA COOTBETCTBYET HaMpaBfIEHMNIO UH-
dopmaTmKa 1 VHXeHepus MPOrpaMMHOro obecrneyeHus»
B paMKax BAK, nockonbKy nccneayotca apxutekTypbl Npo-
rPaMMMpPOBaHUA U NX BAVAHWE Ha MPOU3BOAUTENbHOCTb.
HacTtoAwaa pabota HanpaBneHa Ha 3KcnepumeHTanbHoe
CpaBHeHVe [BYX NOAXOAOB B MAEHTUYHbIX YCIIOBUAX C Lie-
Nblo onpefenuTb, Kakol 13 H1UX obecneunsaeT 6onee BbICO-
Kyl0 NPOV3BOAUTENbHOCTD.

MaTepranbl u MEeTOAbI

bbiin peanusoBaHbl ABe Bepcun cumynauuin Boids:
Ha GameObject/MonoBehaviour n Ha ECS/DOTS. O6e uc-
Nonb3yloT OfMHaKOBble NpaBunia nosefeHus (separation,
alignment, cohesion), eguHble NapameTpbl areHToB U YC-
NOBUS  OKPYXeHUA (OrpaHuYeHHbIi 006bEM MPOCTPaH-
CTBAa C Wrap-rpaHuueln (pexmnm o6EPTbIBAHMA FpaHuUL)).
B GameObject-Bepcumn Kaxablli areHT npeacTaBiieH o6b-
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ekTom ¢ MonoBehaviour, BbinonHaowWwmm nepebop Bcex co-
cepeii (O(N?) Ha ocHoBHOM noToke. B ECS-Bepcum Kaxabiii
areHT ABNAETCA CYLHOCTbIO C KOMMNOHEHTaMU JaHHbIX, a Bbl-
UYNCNEHNA BbIMOMHAIOTCA B MapannenbHbIX 3agadax (Jobs)
C ucnonb3oBaHnem Burst-komnunauun. [ina susyannsayum
B ECS npumensanca GPU instancing.

Mpon3BOAUTENBHOCTL  OLEHMBANAcb C  MOMOLLbIO
AutoSceneProfiler, cobupatouiero ctatucTuky FPS, Bpemern
Kagpa, ucnonb3soBaHua namatn 1 draw calls 3a 30 cekyHf
paboTbl cueHbl. TecTupoBanucb Habopbl 13 100, 500, 1000,
2000, 4000, 6000 n 10000 areHTOB. DKCNEPUMEHTbI MPOBO-
avnncb Ha MK ¢ RTX 3070 n MacBook Pro ¢ Apple M4 npwu
OTKNOYEHHOM VSyNnc 1 OAMHAKOBbIX HACTPOMKaxX KayecTBa.

Takm 06pa3om, MeToAuKa 3afaéT ycnoBusa Ans Aasb-
HeWLWero ConoCcTaBfieHNs C CyLECTBYOLWUMMN UCCNef0BaHN-
AMU 1 MO3BOJIAET KOPPEKTHO OLIEHUTb X Pe3ynbTaThl.

N\vTepaTypHbI 0630p

Anroputm Boids (K. PeiiHonbac, 1987) aBnaeTca knaccu-
YeCcKMM METOAOM MMUTALMKN KONIEKTMBHOrO noseaeHus [1,
C. 25]. AreHTHble MOfEenn akTMBHO MPUMEHAIOTCA B HaBUra-
umMn 1 aHanmse Tonn [2, c. 42-45; 3, c. 7280-7282], a TakXe
npu aHanuse noBefdeHUA TONMN B 3BaKyaLWOHHbIX CLEeHa-
pusax [4, c. 487-490]. B oTeuecTBeHHON NnTEepaType MHOro-
areHTHble CUCTeMbI MOAPOOHO paccmMaTpUBalOTCA B paboTe
MNpuHeBa 1 COaBT., rae OTMeYaloTCA COBPEMEHHbIe MoaXoAbl
K MOOENMPOBAHUIO 1 NPOeKTUpoBaHuto [12, c. 170]. Kpome
TOro, aKTyasibHble matepumanbl o DOTS pgoctynHbl B odu-
unanobHonm pgokymeHTtaumm Unity [9]. TpagnumoHHaa o6b-
€KTHO-OPUEHTUPOBAHHAA apPXUTEKTYPa MUIPOBbIX [BUXKOB
onwucaHa B page pabor [5, c. 228], Ho eé macLwTabrpyeMocTb
orpaHunuyeHa. CoBpeMeHHble U1CCefoBaHMA  yKasbiBaloT
Ha nperMyLlecTBa AaTa-OpUeHTUPOBaHHbIX MeToaos 1 ECS
[6, c. 233; 7, c. 45; 8, c. 65]. B poccMnCKOM KOHTEKCTe TaKkke
nosiBnAeTca BCé 6osblue nccnegoBaHuin no ECS: Hanpumep,
pabota [lokyyaeBa 1 COaBT. AEMOHCTPUPYET POCT NPOU3-
BOAUTENIbHOCTA 1 TMOKOCTY MPU UCMONb30BaHUN JAaHHOTO
nogxoga [13, c. 60]. inAa 060CHOBaHMA TakxXe UCMOMb3yHoT-
ca matepuanbl Unity Technologies o DOTS, nccnegosaHus
no napasnnenbHbIM BblYNCIEHNAM B UTPOBbIX ABUXKKax [10],
N NpakTnyeckne o63opbl NporsBoauTenbHocTy ECS B Mac-
coBbIx cumynaumax [11, c. 47]. Kpome Toro, B uccnegoBaHum
CKkpsabUHON NpuBeAEH CpPaBHUTENbHbIA aHanM3 MeTOAOoB
ONTMMK3aLMK, BKNKOYaA NapansieibHoe BbiMOJIHeHME 3aday
N aCMHXPOHHYIO 3arpy3Ky, UTO TakxKe NoaTBepKAaeT 3Haun-
MOCTb MOJO6HbIX MOAXOAOB ANA UrPOBOW MHAYCTpUK [14,
c. 3]. Mpwu 3ToM NpAmMbIx cpaBHeHnt GameObject n ECS ana
MOAeNMpPoBaHNA 6ONbLINX TONIM HEMHOTO, YTO onpeaenseT
aKTyaslbHOCTb HACTOSALLEro UcciefoBaHus. Takum obpasom,
BbIAIBNIEHHbIV Npo6en B nuTepaTtype HanpaMyto onpefensaet
3ajaun JaHHOW PaboTbl — MPOBEAEHME IKCMEPUMEHTASTb-
HOro CpaBHeHMA ABYX MOAXOA0B B MAEHTUYHbIX YCITOBUAX.

Pe3ynbTaTbl

Ha ob6eunx nnatdopmax BbisiBIIEHbl OQNHAKOBbIE 3aKOHO-
MepHocTy (cm. Tabn. 1 u Tabn. 2). Mpwr uncne areHToB go 500
pasHuua Mexgy nopxogamu Hesenuka. OpgHako panee
GameObject cTpemnTenbHO TepAeT NPOU3BOAUTENBHOCTD:
npu 2000 o6bekTax FPS nagaeT 4o oAHO3HAUYHbIX 3HAYEHNA,
a npn 10000 — npakTuyeckn Ao Hyna. lNpn 3TOM Bpems Ka-
[pa BO3pacTaeT A0 COTEH U TbICAY MUNCEKYHA. B TO e
Bpema ECS gemoHcTpupyeT nnaBHoe cHuxeHne FPS n co-
XPaHAET UHTEPAKTUBHOCTb: OKoJlo 50-65 FPS Ha MacBook
Pro n 6onee 50 FPS Ha RTX 3070 npwu 10000 areHTOB.
CpepHee Bpema kagpa y ECS paxe npu makcumanbHONM Ha-
rpy3ke He npesbiwaeT 20 MC, YTO COOTBETCTBYEeT TpeboBa-
HUAM peanbHoro BpemeHu. Kpome Toro, ECS ypepxusaet
CTabunbHbIN ypoBeHb noTpebneHmsa namatm u GC Alloc,
a umcno draw calls ocTaétca Ha ypoBHe [ecATKOB, TOrAa Kak
y GameObject oHO pacTéT 40 1eCATKOB ThiCAY.

Obcy>kaeHve pe3yALTaToB

Knaccnueckas apxutektypa GameObject ynupaetca
B [MaBHbIN NOTOK: MeHHO CPU CTaHOBUTCA Y3KMM MeCTOM
y>Ke Npu HeCKONbKMX COTHAX areHToB [10]. W3-3a oTcyTcTBUYA
napasnnenr3ma 1 BbICOKON CTOMMOCTU yrnpaBfieHna obbek-
Tamn BpemAa obpaboTkm pe3ko Bo3lpacTaeT, a FPS napaet.
B peanuzauwnn ECS Harpyska pacnpenensaetca mexay agpa-
MK 3a c4éT Jobs n Burst-komnunAumm, Yto nossonsaet ob6-
pabaTbiBaTb COTHU TbiCAY OOHOBNEHMI B ceKyHay [11, c. 46].
Mamatb B DOTS pacxonyetca 6onee npepckasyemo: ns-3a
npeaBapuTeNIbHOro pe3epPBUPOBaHMA 06bEM cTabuneH [13,
c. 61], Torga kak y GameObject oH pacTéT BMecTe C unc-
nom areHToB. [Mo vactn pengepwuHra ECS ncnonbsyet GPU
instancing, bnarogaps yemy konuuectso draw calls He 3aBu-
cnT ot N [5, c. 230], B otnnume ot GameObject, roe kaxaas
CYLHOCTb reHepupyeT OTAENbHbIA BbI3OB OTPUCOBKN. [naT-
$OpPMeHHble pa3nnumna NPOABUINCL B TOM, YTo Ha MacBook
Pro (M4) GameObject ponblue coxpaHseT paboTocnocob-
HOCTb 3a CYéTt 6onee ontummusmnposaHHoro CPU [12, c. 175],
Ho npu 6onbwurx N npenmywectBo ECS ctaHOBUTCA Oue-
BMAHbIM 1 Ha Mac, u Ha lMK. B uenom ECS npogemoHcTpupo-
Bas1 JyULlyt0 MaclUTabUpPyemMoCTb 1 YCTONYMBOCTb MO BCEM
KnoueBbiM MeTpuKkam [14, c. 4].

Mcnonb3oBaHme CPU B Knaccuyeckom noaxofe okasa-
NOCb Y3KNM MEeCTOM: OCHOBHOE BPeMsi TPAaTUTCA Ha I1aBHbIN
MoTOK, B TO Bpema Kak ECS pacnpepenaeT Harpysky mexay
anpamu [7, c. 47]. MponyckHas cnocobHocTb ECS gocturana
COTEH TbiCAY OOHOBNEHUI areHTOB B CEKYHAY, UTO B AeCAT-
KW 1 COTHM pa3 Bbllwe, yem y GameObject [8, c. 68]. MamATb
B DOTS ncnonb3syetca 6onee adpdpekTriBHO Npu 6onbimx N:
HauyasnbHble 3aTpaTbl Bbille 13-3a pe3epPBMPOBaHMSA, HO POCT
notpebneHna Huxe [13, c. 61]. Coopmk mycopa B ECS npak-
TUYECKM He 3afeiCTBOBaH, Toraa Kak y GameObject 06bém
annokaumm pactért ¢ ysenuveHnem N [14, c. 3]. Mo yactn
rpadukm ECS 6naropaps instancing TpebyeT Ha mopagKm
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Tabnuua 1.

Pe3ynbTaTbl M3MepeHUn NPON3BOAUTENBHOCTU CUMYNALMKN NoBeaeHus areHToB (Apple MacBook Pro; unn M4; 16 I'b O3Y;

macOS; pa3pelueHne skpaHa 3024x1964; VSync OTKNIOUYEH)

KonuuectBo
draw calls, wr.

Metop Konuuectgo Coemnmit FPS MVIHI/IMiiﬂbeII/I BPEMFI Kanpa Mcnonb3yemas GC Alloc,
peannzaumu areHTos, N PeA RAM, Mb Kb/kanp

GameObject 1012,986 222,367 261,911 1377 127,039
GameObject 500 79,58 73,019 12,606 262,607 1,34 671,677
GameObject 1000 20,316 18,601 49,401 264,207 1,402 1261,883
GameObject 2000 5,561 5,238 179,981 266,546 1,604 2472,677
GameObject 4000 1,454 1,363 688,702 271,642 2,585 5019,455
GameObject 6000 0,654 0,633 1529,876 276,304 4,071 8023,85
GameObject 10000 0,243 0,241 4123,66 286,404 8,368 12403,625
DOTS 100 1057,685 478,581 1,066 301,029 1,375 23,999
DOTS 500 1043,104 461,114 1,116 301,302 1,376 23,999
DOTS 1000 916,818 437,453 1,275 301,452 1,384 23,999
DOTS 2000 668,092 376,383 1,559 302,805 1,401 23,999
DOTS 4000 267,833 1751 3,848 303,299 141 24
DOTS 6000 147,405 109,195 6,946 304,646 1,382 25
DOTS 10000 65,778 53,765 15,37 307,193 1,345 26,345
Tabnuua 2.

Pe3ynbtaTbl 3mepeHuii npoussoautenbHocty cumynauum (MK: Intel Core i5-12400F; NVIDIA GeForce RTX 3070; 16 T'b O3Y;

Windows 11; pa3spelueHune 2560x1080; VSync oTK/OUEH)

Metopn Konuuectso MI/IHMMEmbeII/I BpEMﬂ Kanpa I/Icnonb3yemaﬂ GC Alloc, Kb/ Konuuectso
GameObject 810,625 452,407 1,254 161,299 0,739 142,781
GameObject 500 69,269 56,307 14,532 162,574 0,719 576,128
GameObject 1000 18,791 16,663 53,379 164,507 0,712 1276,322
GameObject 2000 4,957 4,562 201,88 168,28 0,671 2308,638
GameObject 4000 1,293 1,201 774,418 173,725 0,615 4801,744
GameObject 6000 0,586 0,562 1708,763 178,118 0,667 6897,667
GameObject 10000 0,211 0,209 4733,688 187,009 0 14354,857
DOTS 100 1686,491 1271,655 0,596 203,892 0,756 22,996
DOTS 500 1632,921 1270,952 0,615 204,138 0,742 23,994
DOTS 1000 1422,447 892,926 0,717 204,34 0,724 27,206
DOTS 2000 805,312 406,828 1,31 205,81 0,721 31,357
DOTS 4000 244,231 135,066 4,346 206,259 0,723 44,149
DOTS 6000 127,231 75,404 8,336 207,466 0,722 51,975
DOTS 10000 51,642 35,013 20,194 209,302 0,721 73,893
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MmeHbLe draw calls (tabn. 1-2), pasrpyxasa CPU n nepeHocs
paboty Ha GPU.

B coBokynHocTu ECS gemoHCTpupyeT nyyllee mMacliTa-
6UpOBaHNe, CTabUNbHOCTb U 3PPEKTMBHOCTD PECYPCOB
Mo BCEM KJTIOUEBbIM MeTpUKaM. MIcxoHbIN Ko peanvi3oBaH-
HbIx cueHapreB (GameObject n ECS) poctyneH B GitHub-
penosunTopuu: https://github.com/DragonAirDragon/
ScientificPaper (nata o6patieHus: 01.09.2025).

3aKAlo4eHue

[JaHHaA paboTa 6bina HanpaBfieHa Ha NpoBefeHNe IKC-
nepuMeHTasbHOro cpaBHeHMA AByX nogxopos B Unity —
knaccmyeckoro GameObject/MonoBehaviour n apxutekty-
pbl ECS/DOTS — B MAEHTUYHbIX YCIIOBUAX MOAENNPOBaHNA
TONMbl areHToB. VccnepoBaHue noATBepamnno 3HaunTeslb-
Hoe npeBocxofcTBo ECS npu yBenuueHun ymcna areHToB:

HauMHaA NPYMepPHO C TbicAYn 06bekToB, ECS obecneunBaeT
KpaTHbIii npupocT no FPS n ctabunbHocTu. Mpenmyuiectsa
[OCTUraloTCA 3a CYeT Napannenn3ma, 3pPpeKTMBHOro xpaHe-
HWA AAHHbIX Y ONTUMMU3ALUN PEHAEPUHTA. DTN pe3ynbTaTbl
MosyyeHbl Ha ABYX Pa3MYHbIX annapaTHbIX nnatpopmax
(MK n Mac), uto noaTBepPJaeT YHMBEPCanbHOCTb NOAXoAa.
HayuyHasa HOBM3Ha nccnegoBaHMA 3aKlYaeTca B TOM, YTO
BMepBble NPOBeAeH CPABHUTENbHbIN SKCMEPUMEHT Mo Npu-
MeHeHwuto ECS n knaccnyeckoro nogxofa Ha npumepe anro-
puTma Boids ¢ peanbHbIMY 3MEPEHUAMY MPOU3BOAMUTENb-
HOCTV Ha COBPEMEHHOM 060PyAOBaHNN.

Takum obpa3om, NoOCTaBfieHHas Uefib — onpenennTb,
KaKol 13 nogxofoB obecrneuyrBaeT 60ee BbICOKYIO Npou3-
BOAMTENbHOCTb, — AOoCTUrHyTa. ECS pekomengyetca ans 3a-
[ay, CBA3aHHbIX C CUMynALMen 60MbLIOro Yncsia 06beKTOB
B peasilbHOM BpeMeHW.

10.
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