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This paper explores the process of server optimization on the Unreal
Engine 5 platform. The article covers strategies and methods aimed at improving
the performance of server systems in the context of using this game engine. In
particular, techniques for optimizing network interaction, data processing, and
resource-intensive  operations are considered. Practical examples of
implementing solutions to improve performance and ensure stable server
operation during the development of large game projects on Unreal Engine 5 are
considered. This paper provides valuable guidance and recommendations for
developers who seek to optimize server performance on this platform.

Unreal Engine 5 (UES) — 1ie moTykHu# iHCTpyMEHTapiH, SKUH pO3KpUBAE
0e3MeXH1 MOXKIIMBOCTI JJIsI pO3pOOKH IrOop HOBOTO MOKOMiIHHS. BiH mpomonye
IIUPOKUN CHEKTP 1HCTPYMEHTIB, II0 POOUTH HOTO 1IcalIbHUM BHOOPOM SIK IS
CTBOPEHHSI OJJMHOYHHUX, TaK 1 JJ11 6araTOKOPUCTYBAIbKUX MTPOEKTIB.

Onne 3 xmouoBux ocobsmBoctedt UES — 1me peBosmoriiiHa cucteMa
perutikarii, sika 3a0e3medyye Oe3nepeOiifiHy CHHXPOHI3aIll0 JaHUX MIXK
KII€EHTaMd B peasibHOMYy daci. 3aBasku 1mpomy, UES rapanrtyioe miaBHHI
irpoBuUii mipoiiec 0e3 3aTPUMOK Ta JIariB.

s ontumizaiii cepBepuux pimeds B UES, HE0OX1IHO 3pO3yMITH OJIHE:
YUM MEHIIEe JaHuX Tpeda perulikyBaTtdh, TUM Kpaime. ToMmy ycs ontumizaus
noOyJoBaHa Ha ITHOPYBaHHI HENOTPIOHMX [UIs peIuvlikamii  JaHuX, Ta
3MEHILEHHS 00’ €My PEIUIIKOBAaHUX JTaHUX.

JInss modYaTKy pO3TJISTHEMO BHIAJOK, SIK MOXKHA 3MEHIIUTH 00’eM
PEIUTIKOBAaHUX JaHUX Ha MpuKiaal ooepTranHs 00’ekTiB y npoctopi. B UES € nBa
BapiaHTH TOYHOCTI perunikaiii ooeptanHs y npoctopi: Byte(86it) Ta Short(16
0iT). B pamkax po3po0Iir0oBaHOTO MPOEKTY, € 4 aKTOpa, SIKi MaloTh oOepTaTucs,
Ta CUHXPOHI3YBAaTH CBOE MOJIOJKEHHS MK KJIl€HTaMU. Pe3yibTaTu TecTyBaHHS
[IUX aKTOPIB B 000X peKUMaXx MpeICTaBICHO Yy Tabmuill 1.

Tabmuus 1 — TecTyBaHHS pI3HUX PEXKUMIB Tepenadl MOJIOMKCHHS B
POCTOPi
Short Byte

O0'exTn Avg Bytes Avg ms Avg Bytes Avg ms

1 14,3 0,009 11,2 0,007

2 12,1 0,009 8,7 0,007

3 11,9 0,009 8,7 0,007

4 1,5 0,009 1,5 0,007
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[IpoBeneHe NOCIIIKEHHS CBIIYUTH PO TE, IO CUHXPOHI3aLIs NOJI0KEHHS
Short motpebye Ha 25-30% Oinbmie vacy, mopiBHsAHO 3 Byte. 3 ormsimy Ha 1110
XapaKTepHUCTHKy, Byte BUCTymae OiabIl €KOHOMHHM pIIMIEHHSM Y OUIBIIOCTI
BunajakiB. OJHaK, BAXXJIMBO 3a3HAYUTH, 10 Byte Mae BIBiUI MEHIIy TOYHICTD,
HDK Short. B gesxkux cuTyamisix 1e MOXe MPU3BECTH O Bi3yallbHOTO
MOKpAIleHHs IUJIABHOCTI aHIMallii 00epTaHHS.

B pamkax po3poOiroBaHOT0 MpOEKTy, 30posi Mae MEXaHi3M IeperpiBaHHs,
CHHXPOHI3AIIis IKOTO MIXK KJII€EHTaMH € HEOOX1THOK. 3BaXKarouu Ha JUHAMIYHUM
XapakTep JaHOi XapaKTEPUCTHUKH, 10 3MIHIOETbCS KOXKEH ITPOBUM TaKT, MPOCTE
perTiKyBaHHS 3MIHHUX CTa€ HEpeHTa0eIbHUM (AUB. pucC. 1).
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Pucynok 1 — 3arpatu, siki cipuyuHsi€ BUKOPUCTAHHS 30poi 10 onTUMi3alii
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Sx BUAHO Ha PUCYHKY |, MpU BUKOPUCTAaHHI 30pOi, KOXKEH TaKT CEpBEP
nepenae 3HA4YCHHS HarpiBy 30poi, [0 HaBaHTa)xye Horo Ha AojaaTkoBi 250
baiitiB Ha cekyHay. Llboro mMo’kHa YHUKHYTH, SKIIO MepeJaBaTh HarpiBaHHS
30po1 TUIBKU B MOMEHT KOJIM T'PaBEIh TOUYNHAE a00 3aKIHYYE i1 BAKOPUCTAHHS.

Ockinbku 1H(pOpMaItis mpo neperpiBanHs 30poi HeOOXiaHA JIUIE B MOMEHT
il BUKOpUCTaHHS, Ta BOHA HEOOXIIHA JIUIIIE TOMY KIIIEHTY, IO 1i BUKOPUCTOBYE,
TO MO>XHA TIEPEHECTH PO3pPaxyHOK IMEPETPiBY 3 cepBepa, Ha KIIEHT, IO TPUMAE
110 30pOI0 y pyKax, a y MOMEHT, KOJIM HIXTO HE TpUMae 30p0r0, OOUHCICHHIM
HarpiBaHHs 3aliMEThCs CEpBep.

[lepenauy 1H(opmarii Opo NOTOYHUM CTaH BIJ KJIIEHTA JO CepBeEpa
3p00MMO B MOMEHT 3yINUHKHM BUKOPUCTaHHS 30pOi KIIEHTOM, a Nepeaady
iH(popMmarlii BiJ cepBepa A0 KIIE€HTAa, B MOMEHT MOYaTKy BUKOPUCTaHHS 30poi
KJIIEHTOM.

Takum 4MHOM, MOXKHA 3HU3UTH HaBAaHTAXEHHS HA CEPBEP, Ta Ha MEPEKY,
10 MO>KHA MOOAYUTH HA PUCYHKY 2.
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Pucynox 2 — 3arpatu, siki ClipuyuHs€ BUKOPUCTAHHS 30pOi MiC/Ig ONTUMI3aIli

Sk BUAHO, IpH NOPIBHSIHHI TpadiKiB 10 Ta MICJsI ONTUMI3allli, B pe3yJbTaTl
MU OTPUMAJIM 3MEHIICHHS HABAaHTAXEHHS HAa MEpEexy, M0 CHPUYUHSIE
BUKOpUCTaHHA 30poi, Ha 20%. Takox, Ile MOKpaluao MBUAKICTh BIJIMOBIAIL
cepBepa, 1110 MOKHA MO0AYUTH Ha TaOIuIIl 2.

Tabmuusa 2 — [lopiBHAHHS CepeAHBOrO PO3MIPY Ta Yacy Ha OTPUMAHHS
nakeTy Jis 30poi, I yac 1i BAKOPUCTAHHS, IO Ta MiCJsl ONTUMI3allii

Avg Bytes Avg ms
Jlo ontumizartii 8,5 0,008
[Ticag orrrumiszarii 3,7 0,004

SAx BugHO 3 TAONUIN 2, ONTUMI3AIlS 3HU3WIA Yac Ha BiJIMIPaBKy MaKeTiB Ha
50%, 110 MO>XKHa THTEPHPETYBATU SIK T€, IO TENEp BUKOPUCTAHHS JBOX 30poii
OJIHOYAaCHO BCEPEIHbOMY CIPUYMHSIE TaKy XK 3aTPUMKY, SK BUKOPHUCTAHHS
OJIHI€T IO OITUMI3AIl].
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