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This work is devoted to the analysis of disk space optimization in modern
video games. The main factors influencing the growth of game installation size
are considered, including high-resolution textures, uncompressed audio files,
video inserts, duplicated resources, and inefficient patch structures. Historical
constraints of game development are analyzed using the example of early projects
that achieved high functionality with minimal storage requirements. Special at-
tention is paid to modern trends of excessive resource usage and their impact on
storage systems and distribution processes. The case of successful optimization
through improved compression, removal of duplicate and unused files, and re-
structuring of content packaging is examined. The main categories of game data
and their optimization potential are identified. It is shown that proper resource
management can significantly reduce installation size without compromising
quality. The study emphasizes that disk space optimization should be an integral
part of contemporary game development practices.

Croropni Bieoirpu 3aiiMaroTh Bce OLIbIIE MICIS Ha HAaKOMUYyBayax Ko-
puCTyBadiB. SIKIIO paHillle TOBHOIIHHA I'Ppa MOTJIa BMINIYBAaTHUCS HA OJJHOMY KOM-
MaKT-UCKY, TO Cy4acHI MPOEKTH HepiaKo moTpedyroTh moHasa 100 I'b nuckoBoro
npocropy. Lle#t 3picT y BUKOpUCTaHHI BUIBHOTO MPOCTOPY OyB NepedadyBaHuM,
ajie OBOJI1 YacTO BiH HE € BUIPABJIAHUM.

Onrtumizaiiisi ITMCKOBOTO MPOCTOPY — 1€ KOMILUIEKC 3aXO0/I1B, CIPIMOBAHUX
Ha MIHIMI3aIlil0 pO3Mipy BCTaHOBJICHHSI Ipu 0e3 BTpaTH (DYHKIIIOHATBLHOCTI Ta
sskocTi. OCHOBHHMH CIIOKMBAYaMU MaM’SITi € TEKCTYpU BUCOKOI pO3/IiTBHOI 3/1a-
THOCTI, ayniodaiinu 6e3 e)eKTUBHOTO CTUCHEHHS Ta B1JIeOBCTAaBKU. Jl0BOJI1 4acTo
1171 yac po3poOKHM BUHHKAE MpobdiieMa ny0nroBaHHA (aiiiB: T1 cami TEKCTYpH abo
3BYKOBI JIOPIKKH 30€piratoThCs KijibKa pa3iB y pi3HUX AupekTopisax. Lle cnpoirye
301pKy MPOEKTY, ajie 3HAYHO 30UTbIIY€E HOTO PO3MIp.

IcTopudHO pO3pOOHUKH OYyJK 3MYIIICH] MPAIIOBATH B YMOBAX KOPCTKUX 00-
MexeHb. [lokazoBum mpukimanom € Super Mario 64. ['pa 3aitmana nume 8 Mb,
OJIHAaK MICTHJIA TIOBHOIIHHUI TPUBUMIPHUH CBIT 1 AMHAMIYHUIN MYy3HUYHUN CYTIPO-
Biz. [i My3uunuii pymiif 3MiHIOBaB apaH;KyBaHHS KOMIO3MIIiH 3aleKHO Bin il
IpaBIsl, BAKOPUCTOBYIOUM Ta MOJU(]IKYIOUM Ha XOAY OJIHY 3BYKOBY JAOPIKKY, 3a-
MICTh 30€pEeKEHHS BEJIMKUX ayaioQaiiB.

CyuacHi TeHIeH111i, HaBMaKHu, 4YaCcTO JIEMOHCTPYIOTh HAJIMIIKOBICTh. Buko-
puctanusi 4K-TekcTyp 3a 3aMOBYYBAaHHSIM, 30€piraHHs BCiX MOBHUX IaKETiB
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OJTHOYACHO, BEJIMKI aT4i pO3MIPOM Y IECATKHU rirabaiTiB — yce 1€ CBITYUTD MPO
HEJIOCTATHIO yBary 710 CTPYKTypH pecypciB. Hepiako OHOBIEHHS HE 3aMIHIOE 3Mi-
HeH1 (aim, a 70/1a€ HOBI, 3IMIIIAI0YH CTapi B CHCTEMI, IO TPU3BOAUTH JO IIIe
OUIBIIOr0 3aiMaHOI0 00CITY HAa HAKOIUYYBAayl.

CepenHiil 00cAr BUIBHOTO MICIS, HEOOX1IHHI 3a

POKOM
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Pucynok 1 — I'padik cepeTHbOro po3mipy irop i3 4acom.

HarisickpaBinmmm MpUKIaIoM HEXTYBaHHS MiCIlsl HAKOIMMYyBaya MOYKHA Ha-
3Batu HellDivers 2. Ha Buxoi rpa Baxkuna ounbiie 150 I'b, ane micns monomoru
Bij1 kommaHii Nixxes Software 1i po3mip Oyio 3menmieno jo 23 I'b. Lle 6yno no-
CSTHYTO 3aBJISKH HaJaro/pKEHHIO KPaIloro CTHCHEHHS TEKCTyp Ta ayjio, BHja-
JICHHIO 1yOuiB Ta (ailiIiB 1110 HE BUKOPUCTOBYIOTHCS, YUCTOMY IaKyBaHHIO (0e3
daiiniB HamaroKeHHS Ta 0e3 3aiiBUX MOBHUX MakeTiB) Ta OUIbIN e)eKTUBHIN
CTPYKTYpI1 MaTuiB, 3aBASKU K1l BelIM4ue3H1 OJI0KH HE TOTPIOHO MOCTIHHO mepe3a-
BaHTaXXyBaTH.

OnTumizarist TUCKOBOTO MPOCTOPY Y Bificoirpax MOBUHHA OyTH HEBiA €M-
HOIO YaCTHHOIO Cy4acHOI po3p0oOKU. 3MEHIICHHS PO3MIpy 3aCTOCYHKIB CIIPHUSIE
HIBUJIIIOMY 3aBAaHTAXEHHIO, 3HUKEHHIO BUTPAT Ha 30€piraHHs JaHUX 1 M1JBU-
HIEHHIO JOCTYNHOCTI MPOAYKTIB JJIsl IIMPIIOi ayauTopii. Irpu MaroTe OyTH He
JIMIIE TEXHOJIOTTYHO JOCKOHAIUMU, a i €epeKTUBHUMHU Y BUKOPUCTAHHI peCyp-
ciB. CrpaBkHsI MaiiCTEpHICTh PO3POOHHUKA MOJATAE€ B YMIHHI CTBOPUTH Macul-
TaOHUH 1 IKICHUH IPOJYKT, 1110 3aiiMa€ MiHIMaJIbHO MOKJIMBUH OOCAT 1maM ’sITi.
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Ta6mumg 1 — Kareropii ¢aiinis no HalikpaIie maxoasaTh JUIs ONTHMI3aIli

Kareropis nanux

[I{o BxoauTh

YacTka BiJ 3ara-
JBHOTO 00csATy

[Torenian omnru-
mizamii

2K/4K kapTu,

600 i
Tekctypu normal maps, Ul 40-60% Jly>xe BUCOKHIA
Aynio My3141<§1, 03BYyHKa, 10-25% Bucoxkunit

3BYKOBI €(heKTH
Bineo BigeoBcTaBku 5-15% CepeHiii
3D-monem Eiei.OMeTpm’ aHIMa- 5-15% CepenHiii
Hy6nasoBani pe- | [loBTOpHI Tekc- 5 209 Kpurianuii
cypeu TYpH/3BYKH
I}.I.I.]Ie (yokamiza- | MoBHi NaKeTH, 5 15% Bricoxuii
1111, KeI) TUMYAcoBI1 haiau
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