


«ONnTUMU3aLKNa Urp»

ﬁ% 4.12.2025







[ ne6 acnamMoB

Developer Advocate, C# Developer

= Pa3paboTumnk C# YyacTtm aHanmnsatopa PVS-
Studio.

= PacckasblBako Npo KkayeCcTBO KoAa U
6e30nacHyo pa3paboTky Ha KOHPEPEHLMAX,
MUY TEXHUYECKME M HayYHble CTaTbM ONA
POPYMOB W XXYPHanoBs. PVS-Studio

= MopgepaTop




AHOpeu Kapnos

[npekTop no pa3suTuio busHeca (CBDO)

= OQMH N3 OCHOBaTENeN NpoekKkTa
PVS-Studio - hitps://pvs-studio.ru/

= 17 neT B cpepe KayecTBa 1 aHanm3a Koaa

= Xabp: @Andrey2008
PVS-Studio

= Email: karpov (@) vivab4.com



https://pvs-studio.ru/
https://habr.com/ru/users/Andrey2008/publications/articles/

AHOpeu Kapnos

[npekTop no pa3suTuio busHeca (CBDO)

[loknan: «std::string - nyTewecTBme Tyaa u
obpaTHO»

IcTopmna 0 TOM, kak B PVS-Studio Mbl
co3aaBarn COBCTBEHHbIN KITACC CTPOKMN U
No4YeMy CnyCTda rofdbl 0TKa3anmncb OT Hero.

PacckaxeM 0 pa3BUTUM CTaHOapTHOM PVS-Studio
onbnnoTekn n BHegpeHunn Small String
Optimization (SSO) B cTpokw.




[eHuc ApoleBCKUU

Performance engineer

= AKTMBHbIV YneH C++ cooblwecTBa

* OOMH 13 pa3paboTymnKkoB BMBNMOTEKM AN
BEKTOpm3aLmnm EVE.




[eHuc ApoleBCKUU

Performance engineer

[loknan: «BeKTopn3oBaHHbI MOUCK MOACTPOKU B
CTPOKeE»

Mbl 6y1eM FOBOPUTL O N * M anropruTMe Nomcka NoACTPOKM B
CTPOKe. HeCMOTpS Ha TO UTO NpobremMa KaxeTcA
[JOCTaTOYHO TPpMBMANbHOW, 3TO HE Tak: XopoLllad peann3aumd
byOeT 3HaunTENbHO BbICTPEE YeM Nyioxas.

Mbl NOCMOTPWM Ha:

* peleHunsa npobnemMbl ong cobeceqoBaHUA
* YTO Ha CYeT CTaHOapTHOM BUBNMOTEKN

* KaK YCTPOEHO XopolLlee peLlieHmne




Cepreuv KylUHUPEHKO

Senior Software Engineer B komaHae Age of Empires 2

= 3aHMMaEeTCd oNTUMM3aumen OBMXKa,
KpallaMu 1 rem3eHbaramu;

= YKnagblBaeT angenT ok 06bekToB B SOMC B
OOHOM Tpene 6e3 BHMMaH1Aa CaHUTapOB;

= B cBOboOHOE BpeMda BOCCTaHaBMBaET
Knaccuyeckmn Pnaraoh 1999 rogae
pamMkax npoekta Akhenaten.




Cepreuv KylUHUPEHKO

Senior Software Engineer B komaHae Age of Empires 2

[loknag: «String interning n Bce, Bce, BCe»

[ Tynbl CTPOK, Xstring, M AEHTUPUKATOPI,
SIMD-cTpoku, iImmutable cTpoku, StrHash
napaanrma, CTPOKM-BEPEBKMU:

DAaCCMOTPUM, KaK MOXHO 9KOHOMUTb NaMATb
Ha TEKCTOBbIX JAaHHbIX N YBENTUYNTb
CKOPOCTb paboThl, NPUBIN3NB €€ K
HaTWBHbIM OnepaLmsaM C YMCNamMu.




[lepexoanM K goknagam




A MOXXHO NI HAUTU Npo6eMy B
CTpoKax? '

['ne6 AcnamoB
PVS-Studio C# Developer Advocate



Buabl npobnem
ownékun cepuanusauum /

npo6nembl 1 aecepuanvsauum

6e30nacHOCTU
BbIX0O[ 33
rPaHULLbI

HernpaBubHaa paboTa __

C METOJaMU - 3 ' OLLUNBKU

CUHXPOHM3aUNM
HeO4OCTUXXUMbIU .
KOA nepenonHeHme

oydepa

OLWMBKM OOCTYNa K HenpaBunbHasa paboTac

namsATy TUNnamm




MukpoonTumMmsauum | Unity |

private void LateUpdate ()
{

if (ped '= null)
this.FocusPos = ped.transform.position;

else 1f (Camera.main '= null)
this.FocusPos = Camera.main.transform.position;

float relAngle = Camera.main '= null ?
Camera.main. transform.eulerAngles.y : 0f;



MukpoonTumMmsauum | Unity |

private void LateUpdate ()
{

if (ped '= null)
this.FocusPos = ped.transform.position;

else 1f (Camera.main '= null)
this.FocusPos = Camera.main.transform.position;

float relAngle Camera.main !'= null ?
I'Ipenynpexnel-]me PVS-Studio:

lpenynpexaeHue PVS-Studio: V4005 Expensive operation is performed inside the

} ‘Camera.main’ property. Using such property in performance-sensitive context can

lead to decreased performance.

| - | /- _




MukpoonTumMmsauum | Unity |

Code optimization

Considering performance in all the code you write helps your project scale without bottlenecks. There are
several ways you can improve performance, including avoiding bad practices, profiling your code,
implementing appropriate design patterns, and using techniques like asynchronous programming to split

work across multiple threads of execution.

Topic Description

Asynchronous programming Asynchronous programming in Unity with the .NET async and await
keywords and Unity’s own custom Awaitable class.

Job system Use Unity's own 1ob system to get the most out of multi-core CPUs

and parallelize your algorithms.

Optimizing_your code for Approaches for optimizing your code to work with managed memory.
managed memory




[Ilpo6bnemMa KOHKaTeHauunun (~60 pa3 B cekyHAy)

4
string str = “hello’; for(inti=0;i<100;i++){ | void Update() {
str+=""; string str = "hello”; for(inti = 0;i<100; i++){
str += “world”: Str+="", string str = "hello”;
l str += “world”;} str+="",

l str+= *world”;}}
o




ANropuTM pa6oTbl [14acTb]

void Update( 0} {

string message = null;
for(int 1 = 0; i < 100; i++) {
@) if(message == null or i > 50) {

message@“hello”;
}

} @ 1) TMocelweHne MeToa
message @ “worlds”; ?) C6op CTaTUCTUKM

OTanobl

3) Mounck cobbiTUS




ANropuT™ pa6oTbl |2 ‘-IaCTb]

void Update() {
string message
for(int 1
if(message

null;
1 < 100;
null or 1 > 50) {

message += “hello”;

9;

i++)

5

message += “worlds”

T

@+

oTanbl
/1) PacyeT 4yacToTbl
5) ®opMupoBaHue

cpabaTbiBaHUA

65) Bbloaya
npenynpexaeHus




KOHKaHTeHauua

[SerializeField] Text stateText;

void Update ()
{

string stateInfo = ....;

stateInfo += ....;
stateInfo += ....;

stateInfo += ..
~ stateText. text = statelInfo;



KOHKaHTeHauua

[SerializeField] Text stateText;

StringBuilder statelInfo = new StringBuilder();
void Update ()

{
~stateInfo.Clear();

- stateInfo.AppendLine(....);
- stateInfo.AppendLine(....);
- stateInfo.AppendLine(....);

~stateText.text = stateInfo.ToString();
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Ha 3awmnte GameDev'a: MeHblue 6aroB — 6onblue FPS: kak
cTaTndyeckum aHanua m Unity cTtatuueckmu aHanms noMoraeT
npoekTtaM Ha Unreal Engine




[loMoruTe HamMm cTaTb nydJuie!

pvs-studio.ru/ru/about-feedback/



Caoenav CBOW MPOEKT YICTbIM U Kypc «Hecky4yHoe
6e3onacHbIM BMECTE NnporpaMmMmrpoBaHme.
c PVS-Studio C++ 6e3 annokauum naMaTm»

Cnangbl K SIMD
Substring in a String

Of sl

i




