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MOPIBHAHHS CYYACHHUX ITPOBUX PYHIIIB 3 BJACHUM S1/IPOM JIJIsI HATUBHOI PO3POBKH
IT'OP HA IIVTAT®OPMI ANDROID

CydacHa irpoBa iHITyCTpis menaii OLIbIIe OpiEHTYEThcs Ha MOOLIBHI IIaTGOPMH, 30KpeMa IMPHCTPoi 3 apxiTekTyporo ARM, ska € noMmiHyl04o00 y
cMmapTdoHax i mianmerax. PO3poOHUKH aKTUBHO aJaNTyIOTh CBOI PYLIii Ta iIHCTPYMEHTH IIi /I L0 apXiTEKTypY, 3BaXKaloun Ha 1i eHeproeeKTHBHICTh Ta
IIMPOKE PO3MOBCIOKEHHS. Y [[bOMY KOHTEKCTi CTBOPSHHS BJIACHOTO irpOBOTO S1pa, sIKe MOXKHA Oe31ocepeIHb0 BCTaHOBUTH Ha Android-npucTpiit 6e3
JIONATKOBUX PYIIiiB, BIIKPHUBA€E HOBI MOXKJIMBOCTI JUISl ONTHMI3allii, IIBUIOrO IPOTOTHITYBAHHS Ta IOBHOI'O KOHTPOJIIO HAJ IPOXYKTUBHICTIO Ha PiBHI
npucTporo. Takuii miaxia 0coOIHBO aKTyanbHUi Ha (QOHI 3POCTAHHS MOMY/SIPHOCTI HE3aIEKHOI PO3POOKH irop Ta HEOOXIAHOCTI JIETKHX pilieHs 6e3
3aiBHX 3QJICKHOCTEH. Y JOCIIDKEHHI Tpe/ICTaBIeHO HOPIBHSIIBHUN aHali3 cydacHux irposux pyurii (Unity, Unreal Engine, Godot, Cocos2d-x, Defold)
Ta BIIACHOTO irpOBOTO sIIpa, OPiIEHTOBAHOT'O HA IPsIME BCTAHOBJICHHS i 3amryck Ha Android-ipuctposix 3 apxitektypoto ARM 6e3 nmpomixkHOro pymist. Y
po6oTi po3rIsIHYTO epeBaru apxitektypu ARM, BKITiouaun eHeproeeKTuBHICTh, MACIITa00BAHICTh 1 LIMPOKY MIATPHMKY B MOOLTBHUX MPUCTPOSIX,
o poOUTh i JOLIIBHOIO IIATGOPMOIO JUIS HATHBHOI Po3pobku irop. OcoOnHBy yBary HpHIIJIEHO TEXHIYHOMY NOPIBHSIHHIO MOXIMBOCTEH PYIIiiB,
BKJIIOYHO 3 Barolo 3aCTOCYHKIB, INBHIKICTIO 3aIlycKy, THy4KicTio API, piBHeM IOCTyIly O CHCTEMHHX PecypciB i IiITPHMKOIO HH3bKOPIBHEBUX MOB.
BusiBiieHo, mo xouya TpamuuidHi pymrii 3abe3mnedyroTh Oaratuii (pyHKIIOHAN i MPOCTOTY PO3POOKH, BOHH OOMEXYIOTh KOHTPOJb HAJ amapaTHOIO
YaCTUHOIO Ta IPU3BOAATH 10 3011bmIeHHs po3Mipy APK. HatomicTs BiacHe sapo, ctBopeHe creniaibao 1t ARM-npucTpois, 3abe3nedye MiHiMaIbHIN
00csr, MUTTEBHH 3aIyCK i MAKCUMAIIBHY TPONYKTUBHICTh 3aBISKH IpsiMOMy gocTyiry no rpadiuaux API (OpenGL ES/Vulkan) i cuctemunx pecypcis
Android. Y po6oTi npoaHani3oBaHO MPUIATHICTE MOB IporpamyBanus Java, Kotlin, C++ ta Rust y konTtekcti po3pobku irop mis Android, okpeciieHo
nepcreKTHBY BUKOpUcTaHHs Vulkan sk BHCOKONpoxykTHBHOTO rpadignoro API, a Takoxk 3po0JieHO BHCHOBKH IOAO JOLIIBHOCTI SIPOLEHTPUIHOTO
IiIXOMY U CTBOPEHHS JIETKOBAarOBUX, ONTUMI30BaHUX MOOLIBHHUX irop i iHCTPyMEHTIB.

Kuarouosi cioBa: irpoBuit pymiit, ARM, Android, Vulkan, Hu3skopiBHeBa po3poOka, Java, C++, Rust, eHeproedexTuBHiCTb, MOOiTbHA
OIITHMI3alis.

Beryn. CyuacHuil pUHOK JE€MOHCTpYE CTiiiKy TeH- 6931 HaykoBYy mpaiio, OUIBLIICTh 3 SIKMX HAJIEXHUTh JI0 ra-
JIEHIIIIO JI0 3pOCTaHHs MOOLIbHOTO cermMenTy, ae Android-  syseit Computer Science, Engineering Ta Mathematics.
npucTpoi 3 apxiTektyporo ARM 3aiimaroTs Jiianpyroui mo- 800
3unii. MoOinbHa raTgopmMa MOCTYNOBO BUTICHSE Tpau-

wiitHi gopmaru, Taki SK NEPCOHAIbHI KOMIT'IOTEPH Ta 700

irpoBi KOHCOJII, 3aBJSIKM IIUPOKIH JOCTYIHOCTI, €Hepro- S

e(eKTUBHOCTI, KOMIIAKTHOCTi, a TaKOX 3PYYHOCTI BUKO- é 600

PHCTaHHS Y MOBCAKICHHOMY JKHTTI. E 500
[IBuaKMiA pO3BUTOK MOOITFHOTO «3aJi3ay, MiATPUM- ?,

Ka CyJacHHX rpaQiunux 6iGmiorek i crabimbue intepmer- & 400

3’€THaHHs POOIATH cMapT(GOHN MOBHOLIHHUMH IrPOBUMHU E 300

miatgopmamu. lle 3yMOBIIOE HEOOXiAHICTH amanTamii
MiAXOIB 10 PO3POOKH irop — Bix BHOOPY 1HCTPYMEHTIB, 200 Pik
MOB TPOTPaMyBaHHSA Ta CEPENOBHUII PO3POOKH 10 apXi- 2010 2012 2014 2016 2018 2020 2022 2024

TEKTypHUX pIIIeHb TPOrpaMHOr0 3a0e3MedYeHHs, M0
MalOTh BPaXxOBYBAaTH OOMEXEHI pecypcu MOOINBHUX MpH-
CTPOIB, €HEPTOCIOKUBAHHS Ta ONTHUMI3AIliI0 MPOIYKTHB-

Puc. 1. KinpkicTh myOITikalii 3 TeMaTHKH iTPOBUX
pymuiiB 3a 2010-2024 pp.

HOCTI.

AHaJi3 ocTaHHIX Aocaimkens i myomaikamii. Kinb-
KiCTh MyOJiKamiil M10/10 3aCTOCYBaHHS IrPOBHX PYILIIiB y
PI3HOMaHITHUX rajly3sXx IOCTiIHHO 3pocTae (puc. 1). AHami3
HayKOBHX Tpalb 3a octanHi 15 pokiB y B/l Scopus BusBuB

Jlinepom 3a kinbkicTio myOmikauwid € CIIA — 1491
pobora, apyry mosunito 3aiiMae Kurait — 702 pobotu, a
TpeTto — Benuka bputanis 3 503 nociimkenHsmu (puc. 2).
TemaTuka irpoBHX pymIiiB 3aJIMIIAE€THCS HEOCTATHBO J10-
CITIKEHOI0 YKPalHCHKUMH HAyKOBIUIMH, SIKi MyONIiKYIOTh
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3HaYHO MEHINY KUTBKICTh POOIT y XKypHaIax, o iHAEKCY-
fotbes B BJ] Scopus — 1o 5 crareii B pik.
1491

281 278 276

Puc. 2 KinpkicTs my0omikamiit 3a KpailHaM¥ 3 TEMaTHKH
irpoBux pymiiB 3a 2010-2024 pp.

YV nocmimkeHH] I Bisyauizaiii B3aeMO3B’I3KiB MiK
MOHATTAM «ITPOBWH pYyIIiif» Ta IHIINMHA HAayKOBHMHU
KaTeropisiMH  3aCTOCOBaHO IpOrpaMHe 3abe3NeucHHS
VOSviewer. 3a JONOMOTO0 IBOTO IHCTPYMEHTY iICHTH-
(hiKoBaHO I’SATh TEMAaTUYHHUX KJIACTEPIB, MPEACTABICHUX
Ha CXeMi PI3HUMH KOJIbOpaMu (3eJIeHUM, YePBOHUM, CHHIM,
KOBTHM Ta (DioJIeTOBHM), Jie pO3MIp KOKHOTO €JIEMEHTa
BiZloOpakae yacToTy HOro 3rajlyBaHHs B IPOAHATiI30BaHUX
HAYKOBHUX IyOutikailisx (puc. 3).

B~ 50 e * 2 oot
res dim raphi P
. .yuq*h(y
P ® -
g My, aSingme

e

Puc. 3. HaykoBa 6ibmiorpadis moHATTS «game engine»
(irpoBuit pymriit) 3a nepioz 3 2010 mo 2024 pp.

B mnepmomy kiactepi (3el€eHOMY) JOCIiKEHHS
(OKyCyIOTECS Ha IMTaHHSX, TIOB’SI3aHUX 3 BAKOPUCTAHHAM
IrpoBUX PYWIIB JUIS CTBOPEHHS BipTYyalbHOI PeabHOCTI
(VR), momoueHoi peanbHOcTi (AR) Ta TpuBuMipHOi (3D)
rpadiku. Temu BKIIOYAIOTH PEHIECPHHI, TEKCTYpyBaHHS,
MO/IEITIFOBaHHSI, Bi3yalizalliro JaHux, inrepdeiicn kopucry-
Baya Juisi VR/AR, a Takox 3acTOCYBaHHS irpOBHX PYILIIiB y
pI3HUX Tady3dX, TaKUX SK apxiTeKTypa, MEIWINHA Ta
ocgira [1].

Hpyruit 3a po3MipoM Mo YHCIy 3ragyBaHb KiIacTep
(uepBoHMIT) 06’ eTHYe MyOTiKAaLIii, 0 JOCTIIKYIOTh 3aCTO-
CyBaHHS LITYYHOTO IHTEJIEKTY Ta MallMHHOTO HaBYaHHS B
KOHTEKCTI irpoBuX pymriiB. OCHOBHI TeMH BKJIIOYAIOTh
PO3pOOKY IHTEIEKTyalbHUX areHTiB, NMPUHHSTTS PillleHb,
KOMII'FOTEPHUH 3ip A IrpOBUX IIUICH, HABYAHHS 3 Mif-

KpiTuteHHsIM, 00poOKy MPHPOIHOI MOBH UII B3a€EMOJII 3
rpaBem [2].

Hactynra cykynHicTe pmociimkeHb (¢ioneToBuit
KJjactep) o0’eqHye poOOTH, IO BUBYAIOTH KOMII IOTEpPHIi
irpd SK O0’€KT MOCHIMKCHHSA Ta SK IHCTPYMEHT JUIs
BUBYCHHS JTIOCEKO-KoMIT 10TepHOi B3aemomii (HCI). Kitro-
YOBI TEMU BKJIIOYAIOTh IHTEPAKTUBHY KOMIT I0T€pHY rpadi-
Ky, irpoBuii 1ocBij, reiiMidikariro HaB4aIbHOTO TPOLECY,
cepiio3Hi irpu, aHami3 irpoBHX JaHHX, a TaKOXK BHKOpPHC-
TaHHS ITPOBUX PYILIIB AJsl CTBOPEHHS MPOTOTHIIB Ta €KC-
nepumenTiB B HCI [3, 4].

HocmimkeHHs,, TOB’SM3aHI 3 PpPO3POOKOI0  IrpOBHX
PYUIiiB Ta IHCTPYMEHTIB ISl CTBOPEHHS irop 3rpyIOBaHi B
CHHIN KiacTep. ABTOPH TOCTIKYIOTh apXiTeKTypy irpo-
BUX PyIIiiB, pO3pOOKy IUIATiHIB Ta pPO3MHUPEHB, IHCTPY-
MEHTH I MOZCTIOBaHHSI Ta aHIMalii, THTaHHS NPOAYK-
THUBHOCTI Ta ONTUMI3alii, KpocIiaTpopMHy Ta HaTHBHY
PO3pO0KY, TECTYBaHHs, OCOOIHBOCTI irop HA MOOUIBHHX
NPUCTPOSIX, @ TAKOXK BUKOPHCTAHHS PI3HUX HPOIPaMHHUX
napajurM y po3pooiii irop [5, 6].

Knactep nmozHaueHuii )KOBTUM KOJILOPOM pPENpe3eH-
Tye MyOITiKalii, MPUCBSYCH] aHAIi3y JIFOJICHKOTO (aKTOpy
Yy B3a€MOJII 3 IrPOBHMH TEXHOJIOTISIMH, 30KpeMa y cdepi
MEIHIIUHHA, TICUXOJIOTIi Ta peabimitarnii. JocmimkeHHs To-
Ka3yIOTh, SIK ITPOBI pYIIil BAKOPHCTOBYIOTHCS Y CTBOPEHHI
iHTepQeiciB A1 MAIEATIB, CAMYIISTOPIB TEPAICBTHIHOTO
XapakTepy, a TAKOX Y KIIHIYHUX EKCHEepUMEHTaX ILOO
BIUIMBY TeiMidikaliii Ha MOTHBaIil0 Ta C€PEKTHBHICTh
nikyBauHs [7].

AHaJti3 eBOJIIOIT HAYKOBHX TOCTIIKEHb, TIOB SI3aHIX
3 IPOBUMH PYIIISIMH Ta CYMDKHUMH TeMaMH 3a OCTaHHi 15
pokiB 3a gomomoror VOSviewer (puc. 4) 103BOJIHB 3pO-
OWTH Taki BUCHOBKH:

1. 36epiraeTbes iHTEpEC A0 KIFOYOBUX TEM: ITPOBHI
py1Iii, KoMIT'foTepHa rpadika, BipTyajdbHa peaibHICTh Ta
JIFOJICEKO-KOMIT FOTEpHA B3aEMOIIsL.

2. JlocmimKeHHS 3acCTOCYBaHHS IIPOBHX PYIIiiB
PO3IIUPIOIOTECS 32 MEXI pO3Bar y pi3HOMaHITHI Traimysi:
OCBITY, OXOPOHY 3JIOPOB’s, apXiTEKTYpY, COIliallbHi HAYKH.

3. 3mimaeTbes POKyc TOCTIHKSHD Ha HOBI TEXHOJIOT1T
Taki SIK INTYYHUH IHTENEeKT, BipTyalbHa Ta JOIOBHEHA
peabHICTb.

Puc. 4. Bizyanizaniiina cxema KOHTEKCTYaJIbHO-4aCOBOTO
BUMIpPY JOCIIUKEHb 3 IMTaHb irpoBHX pymiiB 3a 2010-2024 pp.

Bicnux Hayionanvnozo mexuiunozo ynisepcumemy «XI11». Cepia: Cucmemnuii

awnanis, ynpasninus ma ingopmayitini mexronoeii, Ne 1 (13) 2025

89



ISSN 2079-0023 (print), ISSN 2410-2857 (online)

4. Pyx BiI KOMIT'IOTEpHOI Tpadiku, pEHIEPUHTY,
MOJICITIOBAaHHS Ta 0230BUX IHCTPYMEHTIB PO3POOKH irop 10
IMEPCUBHIX TEXHOJOTIH.

5. JlocmipKeHHST B Tairy3i JIFOJCHKO-KOMIT FOTEPHOL
B3aeMOJIii, TOB’s13aHi 3 irpaMu, €BOJIOIIOHYIOTH BiJ 3a-
raJbHUX TPUHIIMIIB J0 OUThII crienuiyHUX acCTeKTIB ir-
POBOTO JI0CBiTy, MOTHBALIIl IPABIiB Ta BUKOPHCTAHHS irop
Ut nociimpkens y camiii HCILL

6. ®okyc nocnipKeHb B Taily3l po3poOKH irop 3mi-
LIYEThCS Ha OUTBIN CKJIAJHI acleKTH, Taki SIK CTBOPEHHS
PO3IIMPIOBAHNX apXITEKTyp IirpoBHX pYIIiiB, po3poOka
CIIeTiaji30BaHuX 1HCTPYMEHTIB, ONTUMI3allisl TPOTyKTHB-
HOCTI JJIsl HOBHX IUIATGOPM Ta BHKOPHCTAHHSA CY4aCHUX
HapajurM nporpaMmyBaHHs.

MeTo0 HBLOI0 AOCTIAKEHHA € TEXHIYHWHM aHaii3
IOUUTBHOCTI PO3POOKH BIIACHOTO IrpoBOrO sApa IUist
ARM-npucTpoiB y NOpIBHAHHI 3 TPaJULIHHIMHU IrPOBUMHU
pyuisiMi. Y poOOTi TakoX pO3ISNAIOTECS IepeBart
HATUBHOI pO3pOOKH, IOTEHIia] BUKOPHCTaHHS HU3bKOPIB-
HEBHX MOB ITPOTPaMyBaHHsI Ta MEPCIIEKTHBH 3aCTOCYBaHHS
BHCOKOMPOAYKTHBHUX rpadiunmx API, takux sk Vulkan,
OpenGL ES.

Bukiaag ocHOBHOro Martepiaiy. Y KOHTEKCTi CTPiM-
KO1 MOOii3arii 00YHCIIOBAIEHUX ITAT(GOPM apXiTeKTypa
ARM 1m0cTymOBO BHWTICHAE TpamuIiiiHi X86-pilieHHI Yy

Tabmuus 1 — IopiBHAHHS

chepi irpoBoi po3poOKK 3aBASIKH €HEProe(eKTUBHOCTI,
MaJTii TUTOIi KpUCTaa Ta IMIUPOKIH iHTeTpamii B MOOUThHI
npuctpoi. [lopiBHsmsHMA aHai3 X86, ARM Ta HOBOT X865
JEMOHCTPY€E IEPCIIeKTHBHICTD BIACHUX IMPOBHX siIep, OIl-
TUMi30BaHuX Oe3nocepenHpo mix ARM, sk anbTepHaTHBY
YHIBepCalbHUM, ale BaXXKUM pyism (tabun. 1) [8, 9, 10].

BopHowac, BapTo 3a3HayMTH, 10 PO3POOKA apXiTEK-
Typu x86S Oyina mpumnuHeHa yepe3 Opak (iHaHCYBaHHS
[11], wo e pa3 MiAKPECITIOE BPA3NUBICTh TPAIMIIHHIX
JIECKTOII-OPIEHTOBAHUX MIAXOMAIB /10 JOBIOTPUBAJIOI MO-
OUIBHOT onrTHMI3aLii.

Y KOHTEKCTi 3pOCTal04yoro MOMUTY Ha MOOIUTBHI irpu
Ta mepexoxy oduncIroBanpHNX IaTGopm Ha ARM-apxi-
TEKTypy aKTyaJbHUM CTa€ MOPIBHAHHA TPAIULIiHHUX iTpo-
BHUX pYIIiiB i3 KaCTOMHHIMH HHU3BKOPIBHEBUMH SIPaMHU.
Taxi pymii, sk Unity, Unreal Engine, Godot, Defold Ta
Cocos2d-x, 3abe3nedyroTh BHCOKY THYYKIiCTBH i Oarato-
(bYHKIIOHAJBHICTD, TPOTE MAIOTh 3HAYHI OOMEKEHHS: Be-
JMKY Bary 3aCTOCYHKIB, 3aJIS)KHICTb BiJi (peiiMBOpKIB, a
TaKOX MOPIBHSIHO HU3bKUHA PiBEHb KOHTPOJIO HAJ arnapar-
HUME pecypcamu (Tabu. 2) [12,13, 14, 15, 16].

HaToMicTs BiIacHOpYY po3poOiieHe irpoBe sapo, sKe
BCTaHOBIIOETHCS Oe3mocepenaso Ha Android-mipucTpiit 6e3
HPOMDKHOTO pYILisi, AEMOHCTPY€E HAJ3BUYAHO Mally Bary,
MHTTEBHH 3aIlyCK Ta MOBHY KEPOBAHICTH JIOTIKOIO TIPH i

apxiTeKTyp MpoIecopiB

XapakTepucTHKa x86 ARM x86S (x86 Simplified)

[MoxomKeHHs Intel (3 1978 p.) Acorn/ARM Ltd (3 1983 p.) Intel (2023 p.)

LinpoBe cepemoBuie IIK, cepsepu Mob6insHi mpuctpoi, loT CyuacHi [1K, cnpomieHHs s
x86

EneproedexTnBHicTh Husbka Bucoka Kpama 3a x86, ane Huxua 3a
ARM

KommnekcHicTh iHCTPyKILiit CISC RISC CISC (31 cipoIieHHsIMN)

3BOPOTHA CYMIiCHICTB Bucoxka (ax mo 16-6it DOS) OobmexeHa Hewmae 3 16/32-6iT, nmue 64-

OiT miaTpUMKa

[Minrpumka OC Windows, Linux Android, Linux, iOS Windows 11+, Linux
[IpomyKTUBHICTH HA BATT Huzbka Bucoxka Cepenns
Ipunartnicts a1 Android Tlotpebye emymsmii HaruHa TeopeTnyHO MOXJIHBA, aje

MIPaKTHYHO — Hi

MacmraboBaHicTb Jobpa st cepBepiB Bix MiKpOKOHTpOJIEPIB 10 OOMexeHa OKH TUTbKH

cepBepiB Houmu CPU Intel

Ta6mmns 2 — [TopiBHSHHS TOJIOBHUX XapaKTEPUCTHK IrPOBHUX PYIIIiiB
XapaxkTepucTika Unity Unreal Engine Godot Defold Cocos2d-x
Jlinensis [IponpierapHa [ponpierapHa Open Source Open Source Open Source
Mosa C#,JS C++/Blueprints GDScript/C# Lua C++
IPOrpaMyBaHHsI
Higrprmka 3D Tak Tax Tax Hi O0OMexeHo
Bara Bemuka (10-40+ Hyxe Benuka (50— | Mana (5-20 MB) Hyxe mana (<5 MB)| Cepenns (5-20
APK/incransropa | MB) 150 Mb) MB)
[IBuaKicTh Cepenns Hwuspka Bucoka Hyxe Bucoka Bucoka
3aIyCKy
Pobota Hampsmy Uepes pymriit Yepes pymriit UYepes pymriit Uepes pymriid Uepes pymriit
Ha Android
[IpoayKTHBHICTB Cepenns Bucoka Bucoka Bucoka Bucoka
HaBuanbHa kpuBa [TomipHa Bucoka Huzbka Huzbka Cepenns
Binkpure API YacTkoBo Tax Tax Tak Tax
KonTposs Han OOMexeHn I YacrkoBuit Bucoxwuit OOMexeHHH Bucoxuit
CHCTEMOIO
Bicnux Hayionanvrnozo mexuiunoeo yHisepcumemy «XI1ly. Cepia: Cucmemnuil
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B3aeMoiero 3 tatdopmoro. lle BimkpuBae HOBI mepc-
NEKTUBH JUISl pO3POOKH JIETKOBArOBHX irop Ta CHCTEMHOTO
mporpamMHoro 3abesmedeHHs Ha ARM, ocobmmBo y cer-
MeHTi low-end pucTpoiB Ta aBTOHOMHUX irpOBUX PillICHB.

[opiBHSIBHUI aHaMi3 TaKOX CBIAYHMTH, IIO XO4a
HaByaJibHa KpHBa Yy pOOOTI 3 TakuM SIPOM € BHILOIO,
OTpUMaHUil piBeHb ONTHMI3allil, MPOIYKTUBHOCTI Ta HE3a-
JISKHOCTI IepeBEPIIY€E KIACHYHI pyLIii y HU3I KIIFOYOBUX
ACIIEKTIB.

AHani3 cydacHHX apxiTeKTyp Ta IrpoBHX pYILiiB
3acBigdye, MO MONPH THYYKICTh, (PYHKIIOHANBHICTH 1
Bi3yalbHI MOXKJIMBOCTI TPAJUIIHHNX PYIIIiB, )KOJICH 3 HAX
HE CTBOPEHMHM 3 YypaxyBaHHSIM IpsIMOI YCTaHOBKHM Ha
ARM-mpuctpoi mig Android 6e3 mocepemHUITBAa pyIIis
abo BipTyaJgpHOTO cepenoBuIna. Bci momymsapHi pymril
3aJIUIIAIOTHCS AECKTOI-OPIEHTOBAHUMH 33 CBOEKO CTPYKTY-
POIO, X04 1 MaloTh MOOLIBHI 30ipKH, OJJHAK MOTPEOYIOTH
CKJIaIHOT aOCTpaKIlii MK iIrPOBOIO JIOTIKOIO Ta IuiaTdop-
Moto. HaTomicTh BiacHe irpoBe sapo, po3poOiieHe crieri-
aNIbHO /115t TpsiMoi po6oTr Ha Android y cepenoBuii ARM,
ycyBae 1i 0ap’epH, NPONOHYIOYM HaA3BHYAHHO BUCOKY
MIPOAYKTUBHICTH, MiHIMAJIIHUI 0OCST 3aCTOCYHKY, MUTTE-
BUI 3aIyCK 1 MOBHUI KOHTPOJIb HaJl aIAPATHOO YaCTHHOIO.
Lle poOuTh HOro MEpPCHEKTHBHUM BapiaHTOM IJIS CTBO-
penss low-level irop, HaBYaNBHUX CHCTEM, IHCTPYMCHTIB
po3pobHuKa abo HaBiTh Mikpo-OC IS iIrpOBUX 3aCTOCYH-
KiB. Y MaiflOyTHbOMY PO3BHTOK TaKHX SIEp MOXE 3aKJIACTH
(GbyHIaMEeHT HOBOI Hillli B irpoBild iHAYCTpIii — SAPOIEHT-
PUYHHX IIaTGOpPM, e PYILIii BKe HE € HEOOXIIHICTIO, a
JIUIIE BapiaHTOM.

Tabmuis 3 UTFOCTPYE MOPIBHIBHINA aHATI3 OCHOBHHUX
KOMIIOHEHTIB MOMyJIpHUX irpoBux pymiiis — Unity, Unreal
Engine, Godot, Defold, Cocos2d-x. ¥ taburi BimoOpa-
KEHO HasBHICTh a00 BIJCYTHICTb KPHUTHYHO BaXKIIMBHX
(YHKIIOHATHHAUX OJIOKIB, TAKHUX K peHISPUHT, (izuka, Ul,
CKPHIITHHT, MIATPUMKA CEHCOPIB, MOXIHUBICTH raps4oro
Nepe3aBaHTAXKEHH TOWIO. TaKoXK OLIHEHO 3arajJbHUH
pO3Mip py1Iis Ta piBeHb JOCTYIY 10 HU3HKOPIBHEBHUX CHC-
TeMHHX pecypciB. Lle 03BojIsle BUSBUTH KIFOYOBI mepe-

Bard MpOIOHOBAHOTO PIillIEHHs, 30KpeMa HOTo MiHIMai3M,
MOJYJBHICTh 1 OPI€HTOBaHICTh Ha MOOITBHY IPOIYKTHB-
HICTH 0€3 BTpaTH KOHTPOIIO HaJ amapaTHUM 3abe3rme-
YEHHSIM.

Java € oQiuiiHO NiATPUMYBAaHOIO MOBOIO IS
Android-po3pobku, sika KOMIUTIOEThCA B OaiT-kox i
BUKOHYEThCSl Ha BipTyanbHii MammHi Android Runtime
(ART) (tabn. 4). 3aBasku moBHiH iHTerpauii 3 Android
Studio Ta mupokiit ekocucTemi 6i0MiOTEK, Java 3amuina-
€THCS 3pYYHOIO Y BUKOPUCTaHHI, OCOOJIMBO Il HOBAYKIB.
Besneka mam’ari B Java peamizoBaHa uepe3 aBTOMAaTHYHE
36upanHas cMitTs (GC), mo MiHIMI3ye BUTOKH, X04a MOKE
CIOPUYMHATH Tay3d TPH BHCOKOMY HaBaHTakeHHI [17].
[IpoxykTHBHICTH Java Aemo HWXKYa MOPIBHSHO 3 HATHB-
HUMH MOBAMH Yepe3 IOJATKOBI HAKJIAAHI BUTPATH BIpTY-
anpHO1 MamuHU [18], OogHAK BOHAa BXOAUTH JO YHCIA
HalieHeproe(ekTUBHIIUX MOB [19].

Kotlin, six cyuacHa anbTepHaTHBa Java, TakoX Impa-
moe Ha ART i € moBHicTio ninTpumyBanoto Google [20].
Bona mae kpalily eproHoMiKy KOJy Ta MOKpaIieHy 0e3mnexy
00poOku null-3Ha4eHp, M0 MPU3BOAUTH JO MEHIIOI KiJb-
KOCTi 300iB y 3aCTOCYHKAaX.

C++ BuxopucroByeTbess uepe3 Android NDK mis
3aj1a4, A€ KPUTHYHI NMPOAYKTHBHICTH 1 TOCTYH A0 ama-
patHoro piBHi. KoJ KoMmimoeTbcs 0e3nocepenHbo s
apxitTektypu ARM, 3a0e3nedyrouyn MakCHMaJbHY IIBHI-
KiCTh BHKOHAHHS, OJHAK CKJIATHICTH PO3POOKH, BiACYT-
HICTh aBTOMAaTHYHOT'O KEPYBAaHHS MaM’SITTIO Ta 3HM)KCHHS
Oe3reku € cyTTeBUMH Hemomikamu [18]. V Toii vac sik Java
i Kotlin 0inblre opieHTOBaHI Ha BUCOKOPIBHEBY PO3pPOOKY,
C++ no3Boisic BAKOPUCTOBYBATH HU3bKOPIBHEBI TpadidHi
API six OpenGL ES un Vulkan 6e3 00roprok, 1o BaJI1Bo
JuIst iIrpoBOT IHAYCTPIi.

Rust, xoua # HOBimm y ekocucreMi Android, me-
MOHCTPY€E BHCOKY MPOIYKTHUBHICTh 1 Oe3lmexy mam’ siTi
3aBJISIKM CHCTEMI 3aIT03UYeHb 1 CTaTHYHIH nepesipi [21].

Horo miaTpuMka B Android akTHBHO 3pocTae, 0THaK
inTerpamnis me morpedye BukopuctaHHs NDK Ta cTBO-
penns OiHpmiHTiB 10 Java. Rust crae ocobmmBo mpuBad-

Tabmus 3 — [opiBHSUIBHUIA aHATI3 OCHOBHUX KOMITIOHEHTIB MOIMYJISPHUX irPOBHUX PYIIiiB

XapaxkTepucTika Unity Unreal Engine

Godot Defold Cocos2d-x

IIpartoe HanpsiMy Ha
Android 6e3 pymrist

He peanizoBano He peanizoBano

He peanizoBano He peaizoBano He peaizoBano

Pennepunr OpenGL Hassne Hassne Hasshe HasiBue HasiBue

ES / Vulkan

Boynosana ¢izuka PeanizoBano PeanizoBano PeanizoBano PearnizoBano PeanizoBano
Bara APK <5 Mb Bincytne Bincytne Bincyrne PeanizoBano Bincythe
Iingrprmka Lua Bincyrae Bincyrae Bincyrtae PearnizoBano PeanizoBano
[ToBHUIT KOHTPOIH Bincythe YacTkoBO PeanizoBaHo Bincyrtne PeanizoBano
HaJl pecypcamu

Brnacha cucrema Bincyrhe PearizoBaHO PearnizoBaHo PeaiizoBaHo PeanizoBaHo
pecypciB

IIpoctuit Ul-moxyns PeaizoBano PearizoBano PeaizoBano PearnizoBano Bincyrae
Boynosana IDE BincyTHe Bincyrne PeastizoBaHO Bincyrue Bincyrne
I'apsiua nepesarpyska | YactkoBo PeanizoBano PeanizoBano PeamnizoBano Bincyrths
Ckpunrouii pymrii C# Blueprints/C++ GDScript Lua C++/Lua
Hoctyn 1o ceHcopis Yepes API Yepes API Yepes API Yepes API Yepes API
Android

Minimym YacTkoBO HacTkoBo HacTkoBO PearizoBano PearnizoBano
3a1eKHOCTEH
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Tabmut 4 — [NopiBHsUIBHUI aHai3 MOB HporpaMyBasHs 11t Android po3poOku

Kpurepiii Java (SDK)

Kotlin (SDK)

C++ (NDK) Rust (NDK)

IponyktuBHicTs Ha ARM | Cepennst (JIT/AOT)

IToxi6ua mo Java

Bucoka (native) Bucoka (native)

IHTerpais TIosua (Android SDK)

ITosua (Android SDK)

Yepes NDK (INI) O6Mexena (uepes

NDK)

Besnexa mam’siTi ABTOMaTHYHO: 30Mpad

Astomarnuno: GC,

Bpyuny: malloc / free | ABromaruuno: borrow

0101i0TEK

cmitts (GC) null safety checker + owership
IIpocroTa po3pobku Bucoxa Hyxe BHCOKa Huseka Cepenns
bi6mioTeku Bararo Barato Bararo 3pocrae (crates.io)

BHCOKODPIBHEBHX + BHCOKOPiBHEBHX, HHU3bKOPIBHEBHX

NDK miATpUMKa Beix Java

EneproedekruBHicTh CepenHs—BUCOKa

CepenHs—BUCOKa

Jyxe BUCcOKka Jyxe BUCOKa

JIMBUM JUTSL KPUTHYHO BaXIJIMBUX KOMIIOHEHTIB, Jie MTOTPi0-
Ha CTaOUTBHICTB, IMBUAKOIS TA CHEPTOOIIAIHICTb.

TakuM 4YHHOM, JUI CTBOPEHHS IIEPIIMX Bepciit
MOOLTBHOTO 3aCTOCYHKY TOLIJTFHO BUKOPUCTOBYBAaTH Java
(abo Kotlin). Li MmoBu 3abe3me4ytoTh MOBHY IHTETPALIIO 3
Android SDK, MatoTh mpocTHil UK PO3pOOKH, aBTOMA-
THYHEe KepyBaHHA mam’ stTio (depe3 GC) i1 moctynm mo
LIMPOKOTO CIEeKTpy Oi0Omiorek Ta iHCTpyMmeHTiB Android
Studio. Le mo3Boutsie 30cepeauTHcs Ha HYHKIIOHATBHOCTI,
JIM3aiiHl Ta cTa0lIbHOCTI 0e3 3HAYHUX BUTPAT Ha HU3BKO-
piBHEBY onTuMi3auio. 3a HOTPeOU MiJBUIICHHS TPOIYK-
THUBHOCTI, OKpeMi KOMITOHEHTH MOHa peasizyBatu Ha C++
(uepe3 Android NDK) abo Rust. Taxwmii minxin 3abe3re-
9UTh CPEKTUBHICTE KPUTUYHUX YacTWH, 30epirarodm oc-
HOBHY JIOTiKy Ha Java a6o Kotlin.

Vulkan ta OpenGL ES — 1ie 1Ba ocHOBHIi rpadiusi
API, sxi BUKOPUCTOBYIOTECSA B po3pobii Android-3acro-
CYHKIB, 30KpeMa B irpoBiil iHgycTpii (Tabm. 5). Vulkan e
Hu3bKkopiBHeBUM API, mo 3a0e3neuye 3HaYHO BUILY MPO-
JYKTUBHICTh 3aBJISIKM €(DEKTUBHOMY 0araTornoTOKOBOMY
pPEHIIepUHTY Ta MiHIMaJIbHOMY HaBaHTakeHHI0O Ha CPU.
Hanpukian, y rpi «The Machines» na Huawei Mate 9 nipu
BukopuctanHi OpenGL ES cnocrepiranocst 6imspko 17
FPS, roni six 3 Vulkan — nonan 35 FPS [22]. HaromicTs
OpenGL ES mae mpocTinry 0IHOMIOTOKOBY apXiTEKTypy,
sKa JIera B peaji3anii, ajle MeHII eeKTUBHA MPU CKJIA/I-
Hux creHax. Homo cymicHocti, OpenGL ES migrpumy-
€ThCS MPAaKTUIHO BciMa Android-mprcTposiMu, BKITFOYAr0-

Ta6umist 5 — [TopiBHSUTEHUI aHANTI3 OCHOBHUX KOMITOHEHTIB
HOMYJSIPHUX ITPOBHX PYLIIiB

yu crapi mozeni. Vulkan xe goctynHuid nume 3 Android 7
(API 24), onHak y)xe miaTpUMy€eThCs ToHa 85% cydacHHX
pUCTPOIB, 0c00muBO 64-0iTHEX 3 Android 10 i Bume [23].

3a eHeprocnoxkuBaHHAM Vulkan Takox Mae
nepeBary: 3aBIsSK{ MOXJIMBOCTI €(EKTHBHO DPO3MOALIATH
HaBaHTAXKECHHS MIX SpaMH IPOIIecopa, BiH 3a0e3nedye 10
15 % exoHoMii eHeprii B cepemrHbOMY, a B OKPEMHX
Bumnaakax — 10 400 % [22]. ITonpwu 11e, po3podka 3 Vulkan
CYTTEBO CKJIa/IHIIlIAa: BOHA BUMarae riimOOKOro po3yMiHHS
apxitektypu GPU, py4yHOro KepyBaHHs pecypcamH Ta
nobymoBu rpadiunoro pipeline. Haromicte OpenGL ES
3aBIIIKA BUIIOMY PIBHIO aOCTpakiii J03BOJIAE INBUIIIC
CTBOPIOBATH HPOTOTHIIM Ta MPOCTIIN TpadivHi TOAATKH.
Vulkan mae mocTym A0 OIMPOKHX MOXKIHBOCTECH OITHMi-
3amii, BKIFOYHO 3 bindless-TekcTypyBaHHSAM, NEeKiTbKOMa
GPU-komasgHIMH dYepramMu Ta TPAacyBaHHSM IPOMEHIB,
IO JIO3BOJISIE CTBOPIOBATH CydYacHy rpadiky 3 BHCOKOIO
npoaykTuBHicTIO, Toai sk OpenGL ES oOmexenmii 6a30-
BUM (DYHKI[IOHAJIOM 1 MOBIJIbHILIMMHE LIUKJIAMH OHOBJICHHSI.

Ha mouatkoBomy etari gonijgpHo oopatu OpenGL ES
3aBJSKH HOT0 TPOCTOTI, IIMPOKIH MiATPUMII Ha OiBLIOCTI
IpPUCTPOIB Ta MIBUAKOMY 3amycky. IIpore mpu macira-
OyBaHHI i mepexoai Ha cy4acHi 64-0itHi Android-npwu-
cTpoi BapTo po3risiHyTH Vulkan — BiH Hajgae 3HAYHO BHIILY
MPOJYKTUBHICTh, Kpallle SHeproCIOKMBAHHS 1 TIHOMIMHA
koHTpOoab Hax GPU. Ile ocobnmBO akTyanbHO IS 3aCTO-
CYHKIB, nie TpadiuHa cknaaHicTh ud FPS € xputudHO Bak-
JIMBHMH.

BucnHoBkmu. Y pe3ynbTarti IpoOBEJEHOTO JOCIHIIIPKEHHS
OyJ10 BCTAaHOBIICHO, 110 CYYacH1 YHiBepcalbHi irpoBi pymIii,
MIOTIPH CBOIO 0araTo() yHKI[IOHAIBHICTh, HE IPH3HAYCH] IS
npsmoi pobotn Ha Android-mpucTposx 6e3 mpOMiXKHOTO
cepenoBuIa. BOHM 3aMIIAIOTHCS TEPEBAKHO JECKTOII-
OpI€HTOBAaHWMHU PIIIEHHSIMH 3 YHCICHHUMH a0CTPaKIisIMHU,
IO 3HWXKYIOTh KOHTPOJIb HaJ amnapaTHUM piBHEM,
30UIBIIYIOTh Bary 3acTOCYHKIB 1 CIIOBUIBHIOIOTH 3aITyCK.
HaBnaku, po3poOka BIacCHOro irpoBOTro siapa 3 IPSIMOIO
iHcTansieto Ha ARM-nipuctpoi 3 Android BinkpuBae HOBI
MOXJIMBOCTI — ITOBHUHM KOHTPOJIb HaJ| pecypcamu, MiHi-
Mi3alis 3aJeXHOCTEeH, BUCOKA NPOJYKTHUBHICTD 1 €HEpro-
e(eKTUBHICTh, 110 0CcOo0JIMBO BaxiauBo i low-end
MIPHUCTPOIB 1 aBTOHOMHUX 3aCTOCYHKIB. [TopiBHSUTEHUIT aHa-
mi3 apxitektyp (x86, ARM, x86S), MOB TIporpaMyBaHHs
(Java, Kotlin, C++, Rust), rpadiuaux API (OpenGL ES,
Vulkan), a rtakox nomyispaux pymiis (Unity, Unreal,
Godot, Defold, Cocos2d-x) noBiB HOIiIBHICTE CTBOPEHHS

Bicnux Hayionanvrnozo mexuiunoeo yHisepcumemy «XI1ly. Cepia: Cucmemnuil

Kpurepiit OpenGL ES Vulkan
IIponykTHBHICTB Hwxya (Bummi Bumia (Hu3bkuit
3aTPUMKH) cpu overhead)
CyMicHICTh Jyxe Bucoka ~85% npuctpois
IPHCTPOIB (Bci Android) (Android 74)
Eneprocnoxusanns | Bume Hmxuae (~15%
(Hee(eKTHBHE) | EKOHOMisl)
CKJIamHICTh Husbka Bucoka
(npoctuii API) | (Hu3BKOpiBHEBA
poboTa)
MoKIHBOCTI OomexeHi Inpoxi
onrtumizanii CTaHAAPTOM (bararosiiepHICTb,
TOIIO)
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JIETKOBaroBUX KaCTOMHHUX pillleHh y KOHTEKCTiI CTPIMKOT
MoOini3amii prHKY. X04a CTBOPEHHS BIACHOTO Spa BUMa-
ra€ MIMOINX TEXHIYHUX 3HAHD 1 Ma€ BUITY HABUAIBbHY KPH-
BY, TAKUH MiAXiJ BUNpAaBIaHUN y BUIAIKAX, 1€ KPUTHIHI
ONTHMI3alisl, po3Mip, MIBUJAKICTH 3allyCKy Ta arapaTrHa
KepoBaHiCTh. TakuMm YMHOM, po3po0Ka BIACHOTO spa JUIs
npssMoi iHctansnii Ha Android He Jsmme € TEXHIYHO
MOXIIBOIO, ajJe M CTpaTeriyHO JOIJIBHOI JUIsl NMEBHUX
HIIll — 1HJi-PO3POOKH, OCBITHIX Irop, EKCIIEPUMEHTAIBHUX
wiaTGopM, CHCTEMHHMX YTHIIT. Y NEPCIEKTHBI TaKUH
MiAXig MOXKe 3aKJacTH OCHOBY Ui HOBOI TeHeparil
«CIOPOICHTPUYHHUX» MOOUTPHUX PYMIiiB, J¢ PYIIid € He
YHiBepcaIbHUM (peHMBOPKOM, a KOMITAKTHHM, BHCOKO-
e(QeKTHBHUM CepeOBHIIEM, MAKCHMaJIbHO alalTOBAHUM
10 TUIaT(OPMHU BUKOHAHHS.
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COMPARISON OF MODERN GAME ENGINES WITH A CUSTOM CORE FOR NATIVE GAME
DEVELOPMENT ON THE ANDROID PLATFORM

The modern game industry is increasingly focused on mobile platforms, particularly devices based on the ARM architecture, which dominates the
smartphone and tablet markets. Developers are actively adapting their engines and tools to this architecture, taking into account its energy efficiency and
widespread adoption. In this context, the development of a custom game core that can be installed directly on an Android device without the need for
additional engines opens new opportunities for optimization, faster prototyping, and full control over device-level performance. This approach is
especially relevant in light of the growing popularity of independent game development and the demand for lightweight solutions without unnecessary
dependencies. This study presents a comparative analysis of modern game engines (Unity, Unreal Engine, Godot, Defold, Cocos2d-x) and a custom-
developed game core designed for direct installation and execution on Android devices with ARM architecture, without relying on any intermediate
engine. The paper examines the advantages of ARM architecture, including energy efficiency, scalability, and broad support in mobile devices, making
it a suitable platform for native game development. Particular attention is paid to the technical comparison of engine capabilities, including application
size, launch speed, API flexibility, access to system resources, and support for low-level languages. It has been revealed that although traditional engines
offer extensive functionality and ease of development, they limit hardware-level control and significantly increase APK size. On the other hand, a custom
core, specifically designed for ARM devices, provides minimal size, instant launch, and maximum performance due to direct access to graphical APIs
(OpenGL ES/Vulkan) and Android system resources. The study also analyzes the suitability of programming languages such as Java, Kotlin, C++, and
Rust for Android game development. It outlines the potential of VVulkan as a high-performance graphics APl and discusses the feasibility of a core-
centered approach for creating lightweight, optimized mobile games and tools.
Keywords: game engine, ARM, Android, Vulkan, low-level development, Java, C++, Rust, energy efficiency, mobile optimization.
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