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PEDEPAT

[TosicHrOBaTbHA 3amucKa 10 KBamidikaiiiaoi podoru: 81 c., 17 Tabmn., 28 puc.,

42 mxepena.

JEKIMALS, ITPOBUM PYIIINA, KAPTU KOPMAJIEW, KOMIT'FOTEPHA
IPA®IKA, OIITUMI3AILIIA, [TPOJYKTUBHICTD, PEH/IEPUHT,
PETOITOJIOI'IS, CTUCHEHHS JAHUX, TEKCTYPHI ATJIACU, TPUBUMIPHI
MOJIEJII, FPS, LOD, PBR, UNITY.

O0’ekTOM JOCIIDKEHHST € TpoLEeC ONTHUMI3alli TPUBUMIPDHUX MOJAENEH Y
CUCTEMaX KOMIT FOTEPHOI Ipadiku.

[IpenMer AOCHIKEHHSI — METOJM ONTHUMI3AIli TPUBUMIPHUX MOJEIEH s
N1JBUILIEHHS MTPOyKTUBHOCTI IFPOBUX PYILIiB.

MeToro JOCHIIPKEHHS € TIOPIBHSHHSA Ta aHal3 eQeKTUBHOCTI METO/IIB
ONTUMI3aIlli TPUBUMIPHUX MOJIEINIEH, 110 3aCTOCOBYIOTLCS B ITPOBIii po3poOIIl.

Bukopucrano mMeTonyd 3MEHIICHHS TMOJITOHAIBHOCTI, BUKOPHUCTAHHS PIBHIB
JeTanizalli, oNTHMI3alisl TEeKCTYyp 1 MaTepialliB, CTUCHEHHA Ta IIOTOKOBE
3aBaHTAXEHHS JaHUX Ta BUKOPUCTaHHS HOpMalsiel 1 kapT Bucot. [IpoBeneHo anamis
METO/I1B ONTUMI3allii TPUBUMIPHUX MOJENICH Ta BIAMOBITHUX JIITEPATYPHUX JIXKEPE.

HaykoBa HOBU3HA pOOOTH MOJISITa€ y MPOBEACHHI MOPIBHSAJIBHOTO aHAIZY Ta
MPAKTUYHOMY TE€CTYyBaHH1 METO/IIB ONTHUMI3aIlli TPUBUMIPHUX MOJIEIIEH.

Pesynbraty nocCiiKeHHS MaloTh B3a€MO3B’SI30K 13 HAYKOBHUMH POOOTaMU y
chepi 00poOKM 300pakeHb, Kiacudikailii 00’ €KTIB Ta MiABUIIEHHS MPOIYKTUBHOCTI.

Pexkomenpartii, chopMyiiboBaH1 3a pe3yJbTaTaMH JOCITIIKEHHS, JO3BOJSIOThH
3MEHIIUTH HABaHTA)XCHHS Ha arapaTHy YacTUHY O€3 1CTOTHOI BTpaTH SKOCTI
300paKeHHSI, MIJIBUILUTH MPOTYKTUBHICTH 1 CTAOLIBHICTD IFPOBUX CHUCTEM.

Y pesynbTaTi mocmipkeHHs Oyjle MPOBEACHO CHCTEMHHI aHaji3 METOIIB
onTHUMi3alii TPUBUMIPHUX MOJEJEH, iX MaTeMaTUYHe OOIPYHTYBaHHS Ta MPAKTUYHE

TeCTyBaHHA y cepeaoBuii Unity.



ABSTRACT

Explanatory note to the qualification work: 81 pages, 17 tables, 28 figures,

42 sources.

3D MODELS, COMPUTER GRAPHICS, DATA COMPRESSION,
DECIMATION, FPS, GAME ENGINE, LOD, NORMAL MAPS, OPTIMIZATION,
PBR, PERFORMANCE, RENDERING, RETOPOLOGY, TEXTURE ATLASES,
UNITY.

The object of the research is the process of optimizing three-dimensional models
in computer graphics systems.

The subject of the research is methods of optimizing 3D models to increase the
performance of game engines.

The aim of the research is to compare and analyze the effectiveness of three-
dimensional model optimization methods used in game development.

Methods of polygonal reduction, Levels of Detail, optimization of textures and
materials, compression and streaming of data, and use of normals and height maps were
used. An analysis of modern methods of optimization of 3D models and relevant
literature sources was conducted.

The scientific novelty of the research lies in conducting comparative analysis and
practical testing of methods for optimizing 3D models in the Unity environment.

The research results have a relationship with scientific works in the field of image
processing, object classification, and improving performance.

The recommendations formulated based on the research results allow reducing the
load on the hardware without significant loss of image quality, increasing the
performance and stability of gaming systems.

As aresult of the research, a systematic analysis of methods for optimizing three-
dimensional models, their mathematical justification, and practical testing in the Unity

environment will be conducted.
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INEPEJIIK YMOBHHUX ITO3HAYEHb, CUMBOJIIB, OAUHUIIb,
CKOPOYEHD I TEPMIHIB

AR — Augmented Reality (nomoBHeHa peabHICTD)

CPU - Central Processing Unit (meHTpansHU# TIPOIIECop)

Draw Call — koMana peHiepuHry, ska nepeaaerbes 3 npoiecopa 10 GPU s
BiT0OpakeHHs 00’ €KTIB CLIEHU

FPS — Frames per Second (ki1bKiCTh KaJpiB 32 CEKYHY)

Frame Time — yac, HeoOX1THUM [J11 PEHJEPUHTY OJTHOTO Kaapy

GPU — Graphics Processing Unit (rpadiununii mporecop)

Instancing — TexHika MOBTOPHOT'O B1I0Opa)KEHHS OJTHOTO 00’€KTa KUJIbKa pa3iB
13 MIHIMQJIbHUMHU BUTPaTaMH pPeCypciB

Material — HaOip BIIacTUBOCTEH, 110 BU3HAYAE BUTJISA]] IOBEPXHI TPUBUMIPHOTO
00’exTa (Kouip, OJIUCK, TEKCTYPY TOIIO)

Mesh — nonironanbHa ciTka, 110 Bu3Hayae (opmMy TPUBUMIPHOTO 00’ €KTa

LOD — Level of Detail (piBens aeranizariii)

PBR — Physically Based Rendering ((}pi3uyHo KOpeKTHE pEeHIEpHHTI-
300paKEeHHS )

Shader — mporpaMHuii MOJTyJIb, KM OMMHUCYE, SIK 00’ €KT B3aEMOJIIE 31 CBITJIIOM

UV-Mamna — po3roptka TpUBHUMIPHOI MOZENI JIJIsl HAKJIaJAaHHS TEKCTYP

VR — Virtual Reality (BipTyanbHa peaabHICTh)



BCTYII

CyuacHa KOMIT'IOTepHa Tpadika € OJHUM 13 HAWAMHAMIYHIIIUX HAMpSIMiB
iHbOpMAIIHHUX TEXHOJOTIM, IO AaKTHUBHO PO3BUBAETHCS B KOHTEKCTI IrPOBOT
1HAYCTpii, BIpTyalnbHOI peaIbHOCTI, apXITEeKTypHOI Bidyami3amii Ta cuMyunsnii. Bona
MOE€JHY€ MAaTEMaTUYHE MOJICIIIOBAHHS, IHXKEHEPH1 PO3PAXyHKH Ta Xy10KHI 3aCO0H IS
CTBOPEHHS pEaTiCTUYHUX TPUBUMIPHUX OO €KTIB 1 cieH. TpuBuMmipHa rpadika
BUKOPHUCTOBYETBCS Ul B1IOOpaKEHHsSI T€OMETPUYHUX MOJENEH Yy BIPTYyaJbHOMY
MpPOCTOpi, 3a0€3Meuylour B3a€EMOJIII0 KOPUCTyBada 13 CEPEIOBHUILEM Y PEXKUMI
peanbHOro 4acy. PiBeHb SIKOCTI TPUBHUMIPHHMX MOJEJIEH Oe3nocepeHbO BIUIMBAE Ha
CHPUNHSATTS IPOBOTO MPOLIECY, OJHAK BOJHOUYAC € OJHUM 3 OCHOBHUX (PaKTOpIB, 1110
BH3HAUYAIOTh HABAaHTAXKEHHS HA amapaTHi pecypcu CHUCTEMH. Y Cy4YyaCHHX ITpOBHUX
PYLIISAX BEJIMKA KUIBKICTh JeTajlel BIATBOPIOETHCS 3aBASKU CKJIAJHUM IIEHIEPHUM
nporpaMaM, (pi3U4HO KOPEKTHOMY OCBITJIEHHIO Ta MpPOLEAYPHUM MaTepiajam, 10
JIOJIATKOBO MIJBUIIYE BUMOTH JI0 ONTHUMI3alli NOYaTKOBUX TPUBUMIPHUX PECYPCIB.
ToMmy nmuTaHHS 3MEHIIEHHS OOYMCIIOBAIBHOI CKJIQJHOCTI TPUBHMMIPHUX CIIEH HUHI
PO3IIIAIA€THCA K OJIMH 13 KIFOYOBHUX ACIEKTIB YCHIIIHOTO MPOEKTYBAHHS 1rOp pi3HUX
YKaHPIB.

31 3pocTaHHSIM BHUMOT J0 TrpadiyHOi peasiCTUYHOCTI Yy Cy4YacHHX Irpax
3’ABIISETbCS MpoOJieMa ONTHUMI3alli TPUBUMIPHUX Mojene. YuMm AeTanbHIIINMU
CTalOTh BIPTyasibHI 00’ €KTH, TUM OLIbIIa KIJIBKICTh MOJITOHIB, TEKCTYp 1 MaTepiajiB
HeoOX1Ha 715 iX BigoOpaxeHHs. Lle mpu3BoauTh 10 301IbILIEHHS Yacy PeHIECPUHTY,
CHOKMBAHHS MaM’ STl Ta 3HW)KEHHS 4YacTOTH KaapiB. OnTumizaiiss TPUBUMIPHHX
MoJieiell J03BOJIsiE JOCATTH OallaHCy MiIX SIKICTIO 300pa)K€HHSI Ta MPOyKTUBHICTIO
CHUCTEMH, 1110 € KIIFOYOBUM aCIEKTOM y po3po0bJieHH1 irop. Oco6MBo rocTpo npodiema
omrtumizamii moctae y MoOUTbHMX Ta VR-cepemoBuiax, ae HaBiTh HE3HAYHE
30uTbIIeHHsT HaBaHTaKeHHS Ha GPU Moxe mpu3BecTH A0 MaaiHHS MPOTyKTUBHOCTI
a6o guckoMdpopTy KOpuUCTyBaua. Y 3B’A3Ky 3 IIUM PO3POOHUKU 3MYIIEHI

BIIPOBAKYBATH KOMILUIEKCHI IMiJIXOIM J0 ONTHUMI3allii, Kl BpaXOBYIOTh OCOOJIMBOCTI
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IIJIbOBOI MIaTGopMU, 0OMEKEHHSI €HEProCIOKUBaHHSI Ta BUMOTH J0 CTaOUIBHOCTI
FPS.

AKTyanbHICTb POOOTH MOJSATa€ y HEOOXIAHOCTI MIABUINECHHS €()EeKTHBHOCTI
MPOLIeCy CTBOPEHHS Ta BiJOOpa)X€HHS TPUBUMIPHUX MOJIeNiel B IrpOBUX pylIisX. Y
Cy4aCHHX YMOBax OUTBIIICTh IrOp MalOTh BIAKPHUTI CBITH, CKJIaIHY TEOMETPII0, Pi3UKy
00’€KTIB 1 JUHAMIYHI TiHi, TOMY ONTUMI3allisl MOJENeH € KPUTUIHO BAKIIMBOIO JJIS
3a0e3IeueHHs] CTaOUIbHOT MPOJYKTUBHOCTI. BoJHOYAc 13 PO3BUTKOM TEXHOJIOTIM
peasIbHOTO Yacy 3’ ABIISIOTHCS HOBI METOAM ONTHUMI3allli, 110 MOTPEeOYIOTh CHCTEMHOTO
JOCTIJPKEHHS. M y3araJlbHeHHsl MPaKTUYHUX MIAXOAIB. TakKUM YMHOM, JTOCIHIJKEHHS
MeToaiB onTumizaii 3D mMozeneit Mae K HAyKOBY, TaK 1 MPAKTUYHY 3HAUYIIICTh JJIs
CY4YacCHO1 1HAYCTpii IHTEPaKTUBHUX JOJIATKIB.

Cran mnpoOsieMu JOCHIKYETbCS B HAYKOBUX po0OOTax, MPHUCBIYEHUX
M1JBUILIEHHIO MTPOIYKTUBHOCTI Bi3yaui3allli, 3MEHILIEHHIO 00OYHUCITIOBAIBHIUX BUTPAT Ta
pO3pobIeHHIO e(DEeKTUBHUX aNTOPUTMIB PEHIAEPUHTY. 30KpeMa, yBara MpUIiIIeThCs
METOJIaM CIPOILEHHS CITKOBUX CTPYKTYp, 3aCTOCYBaHHIO 0OaraTOpiBHEBHX CHCTEM
B1J100pakeHHs, BUKopucTanHio PBR-marepianiB Ta po3noaineHiit 00pooii rpagpiaHux
pecypciB y peanbHOMy Yaci. OmgHak OUIBIIICTh JOCIIKEHb OPIEHTOBAHI Ha OKpeMi
eTany ONTUMI3allii, TOAl SK KOMIUIEKCHE MOPIBHAHHS METOMAIB y MEXaX €IUHOI
CUCTEMHM BHUKOHAaHO HEJOCTaTHhO. TakoX 3HAyHAa YacTHUHA  MyOJIIKaIii
30CEPEIKYEThCS HA ANTOPUTMIYHUX AaCMEKTaX, TOJl K TMPAKTHYHI MOPIBHSHHSA
METO/IIB Ha MPUKJIAJl KOHKPETHUX IHCTpYMEHTIB, Takux Ak Unity un Unreal Engine,

yCC IIC € HEAOCTATHBO IIPCACTAaBJIICHUMM.
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1  OIJISIJI TEXHOJIOTT ONITUMIBALIIM TPUBUMIPHUX MOJIEJIEN

1.1 ITousaTTs onTuMi3aIli B KOMIT IOTepHiM rpadir

OnTuMizaiiss — 1€ MOpolec MOKPANIeHHS Ta YAOCKOHAJICHHS TPUBUMIPHUX
MOJICJICH, METa SIKOTO MOJIATa€e B 3MEHIIICHH1 K1JIbKOCTI MOJIITOHIB, TEKCTYPHUX PO3MIpPIB
Ta 1HIIMX MapaMeTpiB IO BIUIMBAIOTh HA MPOMYKTUBHICTH, MPH LBOMY 30€pirim
BI3yaJIbHY SIKICTh MOJIENIl. Y KOMIT I0TE€pHIH rpadilli e mpouec € KpUTUYHOI CTAIIEI0
CTBOPEHHS KIHIIEBOTO MPOAYKTY, OCKUIbKM O€3M0CEpEeHbO BIUIMBAE HA CBOE€YACHE
BIJITBOPEHHS CIIEH, PO3MIp1 I'PH Ta il JONMOBHEHb, @ TAKOXK Ha KOPUCTYBALIbKUI JTOCBI.

dyHaamMeHTallbHA METa ONTUMI3alli MOJIAra€ y JOCATHEHHI ONTHUMAaJbHOTO
Oamancy mik BizyanbHOW skicTio (Fidelity) Tta mpomykrtusHicTio (Performance),
BUPAXEHOIO Yy CTaOUIbHIN Ta BuUcOKiA dYacToTi kKanpiB (FPS). Cywacni cucremu
pEHIEPUHTY (PYHKIIOHYIOTH B YMOBaX IIOCTIMHOTO TEXHOJOTIYHOTO THCKY,
CIPUYMHEHOT0 3allUTOM Ha (oTopeai3m, 0 3HAYHO YCKIAJAHIOE CLIEHU Ta 301IbIIy€
oOcAr AaHuX, K1 HEOOX1THO OOPOOUTH 3a YACTKU CEKYH/IH.

Cyuacuuii rpadiunuii xonBeep (Pipeline) Bumarae onrtumizamii Ha TpPbOX
ocHoBHUX piBHAX: CPU, GPU ta nam’are. Ha piui CPU onTumizartisi cnpsiMoBaHa Ha
3MEHIIIEHHS KUIBKOCTI BUKJIMKIB TmpoManboByBaHHS (Draw Calls), sxi €
KOMYHIKAI[IfHUM 0ap’epoM MK LEHTPAJIbHUM Ta TpadiuHUM MPOIECOPAMH.
HanmipHa KiTbKICTh MHUX BHKJIHKIB MOXE IPHU3BECTH O «BY3BKOTO MICIIS»
(bottleneck), ne CPU ne Bcturae miaroryBatu nani st GPU. Ha piBai GPU
ONnTHUMI3alis 30cepekeHa Ha e(eKTHBHIA oOpoOul reoMeTpudHHX AaHux (Vertex
Shader) ta mikcenpamx ganux (Pixel/Fragment Shader), mo mocsiraerbest uepes
3MEHIIIEHHS TEOMETPUYHOI CKJIAIHOCTI Ta MIHIMI3AIIIO CKIAQJHUX IMICHACPHUX
THCTPYKLIIH.

3 PO3BUTKOM TEXHOJIOT1H PEHAEPIHTY Ta MOSBOIO CKIIATHUX (PI3UYHO KOPEKTHUX
nieiiepiB 3pocia norpeda y MeTogax, siki I03BOJIATh JOCITTH OallaHCy MIXK SIKICTIO Ta

edexTuBHICTIO. OnNTUMI3aIlig BKIIOYAE MUPOKUN CHEKTP MPUHAOMIB — B PEIyKITi
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reoMeTpii (mesh decimation) 1 ctBopeHHs piBHIB aetamizaiii (LOD) go ontumizarii
UV-po3roptok, TEKCTypHOT'0 arjacyBaHHs, HOpMaJll MemiHry Ta baking npouemyp.

Kito4oBrHH YMHHUKOM €(EeKTUBHOI ONTHUMI3AIII] € Y3TrO/KEHHS MIXK rpadidHOI0
CKJIQJHICTIO CLIEHH Ta MOKJIMBOCTSIMU allapaTHOTO 3a0e3MeYeHHs. Y Cy4YaCHUX ITPOBHUX
pyurisix, Takux sk Unreal Engine 5 ta Unity HDRP, BUKOpHCTOBYIOTbCS KOMITJIEKCHI
anroputMu AuHamiuHoro LOD, 1o agantyroTh piBeHb JeTati3allii B 3aJIeKHOCTI Bif
BIJICTaH1 JJ0 KaMepH.

KpiM reomeTpuunoi onTuMizailii, BAroMy poJjib BiJlirpae ONTHMI3allisi MaTepialiB
Ta TEKCTyp. Bukopucranns texture streaming ta virtual texturing mMoxe 3MEHIIUTH
cnokuBanHs mam’ati GPU na 30-40% 6e3 moMiTHOT BTpatu skocTi [1].

Takoxx Bce OLIBIIOrO MOMMPEHHA HaOyBae ONTHMI3ALls 4Yepe3 MpOLEeNypHi
reHepatuBHi metoau. Hampukman, 3a gomomororo Houdini a6o Blender Geometry
Nodes, siki 103BOJSIOTH CTBOPIOBATH aJalTHBHI PIBHI JeTaii3alli Ta aBTOMarH4HO
penyKyBaTH TOIOJIOTIIO MiJ 3ajaH1 KpUTEpii.

BaxxnuBo 3a3HauMTH, 110 ONTHUMI3Allsl Ma€ PI3HUM XapakTep Y KOHTEKCTI
BUKOPHUCTAaHHS TPUBUMIPHOI Mojieni. i irop y peaibHOMY 4aci KpUTUHYHUMU € FPS,
st VR/AR-3acTocyHKIB — 3arpuMka Ta CTaOLIBHICTh PEHAEPHUHTY, TOA1 K JUIS
KiHemarorpady — Bi3yajibHa JOCTOBIPHICTh NPU BUCOKIM PO3ALIbHIN 3AaTHOCTI.

OcraHHi poKM BiJ3HAYEHI 3POCTAHHIM CKJIQJHOCTI BXIJHMX JIaHux. Moaeni,
OTpUMaHi dYepe3 (QoTorpaMMeTpir0o ado CTBOPEHI 3a JIOMOMOTOK TPOLETyPHUX
reHepaTopiB, YACTO MICTATh HaAMIPHY KUIBKICTh MOJITOHIB, 110 € HEe(PEKTUBHUM JJIs1
pPEHIEPUHTY B peanbHOMy 4aci [2,3]. ¥V 3B’sA3Ky 3 UM, OCHOBHMMH ITOKa3HUKaMU
edexruBHOCTI onrtumizaiiii (KPIs) €: momironansHuit OIOMKET, Yac peHICPUHTY KaJpy
Ta BUKOPUCTAHHS TTaM AITi.

[Tonironansuuii GromxeT (polygon count) BU3HAYsiE MAKCUMAIIBHO JIOIYCTUMY
KUIBKOCTh TOJITOHIB JUuisi KOHKpeTHOi1 margopmu (11K, koHcom1, MOOLIBHI TPUCTPOT)
Ta TUMy Mojenl (TOJIOBHUN TEpPCOHaX, APYTrOpsiAHUN 00’€KT, eleMeHT (QoHY).
JloTpMaHHS «IOJITOHAJIBHOTO OIOMKETY» € KPUTUYHHUM, OCOOIMBO T MOOLTHHUX

1rop, Jie 00UKCIIIOBAJIbHI PECYPCH € BKpail 0OMEKEHUMHU.
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Yac pennepunry kaapy (frame time) — 11e 3BOpOTHA BEJIMYMHA YACTOTH KaJpiB
(FPS). lng niaBHOTO reiimiuiero, Hanpukia, mpu 60 FPS, yac pennepunry kaapy He
Mmae mepeuiryBatu 16,6 mc [4]. [HcTpymenTH mpodintoBaHHA, Taki sSK BOyIOBaHI B
Unreal Engine 5, € HeoOXigHUMU 711 BUSIBJICHHSI JUISTHOK, JI€ Yac KaJipy HECIOAIBaHO
3pOCTaE.

Buxopucranus nam’sti (memory footprint) Takox BaKJITUBUHN MOKAa3HUK, a CaMe
ontumizaniss BukopuctanHsa nam’sti GPU, ocobOnuBo 1isi TekcTyp. BrnpoBamkeHHs
CHUCTEM TEKCTYPHOTO CTPIMIHTY JTO3BOJISIE TMHAMIYHO KEPYyBaTH 3aBAHTAKECHHSM JIHIIIC
HEOOX1THUX PIBHIB JleTali3allii (mipmaps), 3aro0iratoyu MepernoBHEHHIO Mam’ sITi.

TakyuM 4YMHOM, OITHMI3allsd — II€ HE JIMIIE TEXHIYHA HEOOXIAHICTh, a W
CTpaTeriuHUil 1HCTPYMEHT XYIOKHBOTO KOHTPOJIIO, II0 3abe3neuye e(PeKTUBHICTH
PEHIEPUHTY, 1HTEPAKTUBHICTh Ta MAacIITaOHICTh NPOEKTIB. B cyuacHiii rpadimi
ONTHUMI3allisl Nepeilia BiJ MPOCTOr0 3MEHIIEHHS MOJITOHIB J0 KOMIUJIEKCHOIO
yIOPaBIiHHS pecypcamu, 10 OXOIUTIOE BCl €Taly KOHBEEpPA: BiJl CTBOPEHHS acceTa 10

Horo (piHATBHOTO PEHICPUHTY.

1.2 Oco0anBOCTI BUKOPUCTAHHS TPUBUMIPHUX MOJIEIEH y KOMIT' FOTEPHUX 1rpax

VY KOMIT'IOTepHUX Irpax TPUBUMIPHI MOJENl € OCHOBHUM €JIEMEHTOM, SKHUI
dbopmye irpoBUii CBIT, MEPCOHAXKIB Ta 00’ €KTH B3aeMoii. Ha BiAMIHY BiJ CTaTUYHOTO
peHaepuHry B ¢igpMax, irposa rpadika norpedye oOUuCiIeHb Yy peaJbHOMY 4Yaci, Jie
Oyap sKa HAJUIMIIKOBA CKJIQJHICTH MOJENI MOXE TMPU3BECTH JIO BTpaTu
IPOAYKTUBHOCTI [5].

VY cywacuux irpoux pyurisx (Unreal Engine 5, Unity, CryEngine) akTuBHO
3aCTOCOBYIOThCSl TIOpWIHI MIAXOAM ONTUMI3allli, SKI BKJIOYAIOTh JUHAMIYHE
perymioBanHs piBHs Aetaiizauii (LOD), culling — BiAciueHHS HEBUIAUMHX 00’ €KTIB,
instancing — TIOBTOpHE BHUKOPHCTaHHS OfHIE€T Mopeni, baking oOcCBITIEHHS IS

3MEHIIIEHHS JUHAMIYHUX OOUMCIICHb Ta streaming texture Ta mesh compression.
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BuxkopuctanHs TpUBHUMIPDHHUX MOJENEe B IHTEPAKTUBHOMY CEPEIOBHUIII
BIJIPI3HSAETHCS Bl CTATUYHOTO PEHACPUHTY THM, 110 MO IOBUHHI aanTyBaTUC JI0
3MIHHOI TOYKH OISy, BIJACTaHI Ta BUAUMOCTI B pealbHOMY 4daci. KirodoBoro
TEXHOJIOTI€I0, sIKa 3a0e3Ieuye 110 aanTUBHICTh, € piBHI Aetamizamii (Level of Detail,
LOD).

CyuacHi AAA-irpu BUKOpUCTOBYIOTh cucteMu Nanite Ta Virtual Shadow Maps,
110 JIO3BOJISIFOTH Bi3yaslizyBaTH MUIBMOHM MOJITOHIB 0e3 Tpaauiiiinoro LOD, ane npu
IbOMY 30epertu e()eKTUBHICTb 3aBSKU aAATUBHINA OMTUMI3AIIIT M1l 9YaC PEHICPUHTY.

[Tosiea B 2022 pomi cuctemu Nanite B Unreal Engine 5 3milicHuna skicHui
CTPUOOK Y IMIIX0AaX 10 pOOOTH 3 TE€OMETPIEIO, IO € HAHBAKIIUBIIIOK MOJIIEI0 B TaTy3i
3a ocTraHHl poku. Nanite sBisie cOOOI0 CHCTEMY BIPTyasli30BaHOi T'€OMETpii, SKa
BIJIMOBJISIETHCS BiJl KJITacuyHOTO ynpaBiiHHsa LOD-rpymamu st cTaTHYHUX 00’ €KTIB.

[Ipote, He3Bakaroum Ha PEBOMIOLIMHICT, Nanite, TpaauIiiHI METOIU
ONTHUMI3alli 3aIMIIAI0THCS aKTyaJlbHUMH JUIsl aHIMOBaHUX (1€(hOpMOBaHUX) MOZEIIEH,
pylIiiB, SKi HE MIATPUMYIOTh BIPTyalli30BaHy TIe€OMETPIIO (HANpHUKIA, OUIBIIICTD
MOOUIBHMX pyUIliB), Ta IJs CHUCTEM, SIKI MOTPEOYIOTh AaJalTUBHOIO CTPIMIHTY
reoMeTpii y BEIMKUX BIIKPHTHX CBITaX, /¢ HaBITh He-Nanite MigXxoau BHMAararTh
€()EKTUBHOTO YIIPABIIHHS JaHUMH.

Kpim Toro, ontumizamis Monened MJig Irop OXOIUIIOE 1 TMPOLEC PIriHry
(ciporieHHsT CKENEeTHOI CTPYKTypH IS aHiMmallli), 1 ONTHUMI3aIliio IIeiaepiB.
Hanpuknazn, Unreal Engine Shader Complexity View gae 3mory aHani3yBaTy BIUIUB
KO>KHOTO Marepiaily Ha MPOAYKTUBHICTH ciieHu [6-10].

JIns MOOIIIBHMX 3aCTOCYHKIB 3aCTOCOBYIOTBCS IOAATKOBI METOAM - HAIIPUKIIAI,
texture atlases Tta occlusion baking, 1o 103BOJISIFOT CYTTEBO 3MEHILIUTHU KiJIbKICTh
draw calls.

3 TOYKH 30py PO3POOKH, BAXKIMBHM aCHEKTOM € OajaHC MK Bi3yaJbHOIO
npuBabIMBICTIO Ta epekTUBHICTIO peHaepunry [11, 12]. [lix yac cTBOpeHHs Mojenei
JUISL iTOp, XYIOKHUKM TIOBMHHI BpaxyBaTH JIIMITH TOJITOHIB, PO3MIP TEKCTYyD,

CKJIQJHICTh MaTepialiiB 1 HaBITh KUIBKICTh KICTOK y CKEJIETI.
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Otxe, TpUBHMIpPHI MOAENI B Irpax BHMAararOTb CHUCTEMHOTO TIIXOAy 0
ONTHUMI3allli, [0 MOEAHY€E TEXHIUHI Ta XyIOXKHI acrekTd. be3 HanmexHoi onTuMizalii
HaBITh Bi3yaJbHO JOCKOHAJIa MOJENb MOXe crnpuumHuUTH mnafainus FPS, meperpis

IPUCTPOIB a00 KpaxX 3aCTOCYHKY.

1.3 Anani3 cy4acHHMX MiJXO/IB IO ONTUMI3AIlli TPUBUMIPHUX MOJieTen

['onoBHUM 3aBHaHHSIM Cy4yacHOI OMNTHUMI3allli TPUBUMIPHUX MOJENIEH €
30epexeHHs1 0anaHCy MK TMPOAYKTHBHICTIO Ta BI3yalbHOIO SIKICTIO 300pasKeHHS.
OCHOBHMMH HampsMaMHd € TEOMETpPUYHA OMNTHUMI3allif, ONTUMI3allis TEKCTYp,
MaTepiaiiB, el epiB Ta OCBITIICHHs. Po3risiHeMo AeTallbHillIe KOXKEH HaIpsIM.

HampsiMm reoMeTpudHOi ONTHMI3aIlii € OCHOBHHM Ta BKJIFOYA€E TaKi TEXHIKH, K
penykiis moirodiB (mesh decimation), peromosoris (retopology), piBHI meTinmasaiii
(LOD), crBopenHs komiit (instancing) Ta 00’eiHanHsg 00’ ekTiB (mesh merging). Meton
LOD mnepenbauae CTBOpEHHS KUIBKOX BapiaHTIB MOJENI 3 PI3HOK KIJIBKICTIO
MoJIIroHiB. BukopucTtoByroun el MeToja, IrpOBUUM pYIIid aBTOMAaTHYHO OOHpae
noTpiOHY BEPCitO B 3JIEKHOCTI Bij BiZICTaHi 00’ €KTa 10 KaMepH. 3aCTOCyBaHHS JAHOTO
METOJy [JI03BOJISIE 3MEHIIUTH KUIbKICTh oOuuciienb Ha 60-80% miis 00’€KTiB, 110
po3TamoByroThcsl ganeko Bing kamepu [13]. Ipuknan peanizamii LOD ontumizarii

MOKa3aHo Ha pUCYHKY 1.1.

Pucynok 1.1 — Ilpuknazn peamizanii LOD Ha TpuBUMIpHOMY MEPCOHAXKI
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3 pPO3BUTKOM TEXHOJIOTIH, 3’SBISIOTHCA aITepHATHBU TpaauliiHuM LOD-
cucteMaM. Hampuknazn, texnoisoriss Nanite (Unreal Engine 5) BukopuctoBye
KJIacTepi3alliio MOIroHiB y BipTyanbHi MikpoMmerri [ 14-18]. Lle mo3Bose mparroBatu
3 BEJIIMKHUM OOCSTOM TIOJIITOHIB y pealbHOMY dYaci 0e3 pyuHoi peaykiii. [lpukian

peasizaliii HaBeneHo Ha pucyHky 1.2 [19].

=0 - S " Nanito Generated Failback Mosh | Default " Nanite Generated Fallback Mosh | Adjusted
High Poly Nanite Mesh | S Settings Settings for Quality

Pucynok 1.2 — Ilpuknan peamizanii Nanite Ha TPUBUMIPHOMY 00’ €KTI

Copomennst (mesh decimation) cnpsiMoBaHe Ha 3HUIKEHHSI MOJITOHAJIBHOTO
JIYWIbHUKA MOJIETl HUISIXOM arpeCHMBHOTO 3JIMTTA BEPIIMH Ta BUAAJICHHS pedep.
CydacHi anropuTmu, Taki sik BruieHl B Decimation Master abo B aBTOMaTHYHHUX
¢yukuiasx Godot 4.3 a6o Blender 3D, BHKOPUCTOBYIOTH METPUKH MOMMIIOK
(manpuknan, Quadric Error Metrics), mo0 BU3HAYUTH, SKI YaCTUHHM CITKH MOXKHA
BUJIAJIUTH 3 HAWMCHIIMM Bi3yaJlbHUM BIUTUBOM. AKIIGHT POOUTBHCS Ha TOMY, 10O
BaYKJIMBI T€OMETPUYHI 0COOIMBOCTI (TOCTp1 KyTH, KOHTYpH) Oynu 30epeKeHl HaBITh
IIPU arpeCUBHOMY cripolieHHi (puc. 1.3).

Peromnosnoris € OuIblll KEpPOBAaHUM TMPOIIECOM, HEOOXITHUM [Jii CTBOPEHHS
YUCTOi, PIBHOMIPHOI CITKH (TI€PEBaKHO YOTUPUKYTHUKAMHU), IO € 1JCaNbHOI0 IS
aHiMarlii Ta aedopmariii. Yucra Tomosnoris 3amobirae HebaxkaHuMm aptedakTam Mpu
CKiHIHTY Ta nedopmMarii. Takox i7eanbHa CITKa KPUTUYHO BAXJIMBA JJIS 3arliKaHHS
KapT, aJ’ke PIBHOMIPHICTh CITKM 3a0e3meuye OIBIN YUCTe Ta SKICHE 3aliKaHHsS KapT
Hopmasieil. CydacHi 1HCTpyMEHTH, Taki sk ZRemesher Ta mpouenypHi migxoau B
Houdini, 103BOJSI0T, MPOBOJUTH HaNiBaBTOMAaTHYHY a0O0 IMOBHICTIO aBTOMAaTUYHY

PETOMNOJIOTII0, CYTTEBO MPUCKOPIOIOUH 1€ Mpoliec.



Pucynok 1.3 — Ilpuknax peanizamii Decimate Ha TpUBUMIpHOMY TEPCOHAXKI

Taxwuii miaxo/ YacTiiie BUKOPUCTOBYETHCS T MOJICTICH, 10 HE € TIePCOHAKAMH
(mporicu, exeMeHTH 0ToueHH1). Takuii MeToj] MOXKe MaTé CBOI HEJIOTIKU y TIOPIBHSAHHI
3 TpaAMLIMHOI py4yHOIO petomnosoriero. Hampuknan, ais peTonosorii irpoBOro
nepcoHaXka MaiiKe 3aBXK/IM BUKOPUCTOBYETHCSI METOJI CaMe PYYHOI PETOIOJIOT1i, aKe
B I[bOMY BHIAJIKy KPUTUYHUM acClIEKTOM € KOpEKTHa Aedopmarlis citku Moneni. s
TaKUX IIJIed MaiKe HEMOJMBO JOCATTH YHUCTOI Ta MPaBMIBHOI CITKHA 3a JIOMOTOIO

aBTOMAaTHUYHMX a00 HaMiBaBTOMAaTUYHUX METOJIB peTonoorii (puc. 1.4).

Pucynoxk 1.4 — Ilpukian pydyHoi peTomnoJorii TPUBUMIPHOTO TIEPCOHAXKA
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OnTuMmi3allis TeKCTyp TaKOK Ma€ KIIFOUOBE 3HAUEHHS, a/KE TEKCTypH 3aiiMaloTh
no 70% mnam’sti Tpadiunoi cuenu [20]. OCHOBHUM TMIJIXOJaMH IOTO HAIMPAMY €
3MEHIIEHHS PO3JUIbHOI 3MaTHOCTI 0e3 BTpaTu SKOCTI (mipmapping), 00’ €nHaHHS
KUTBKOX TEKCTYp B OJIHY KapTy (texture atlasing), cTUCHEHHs TEKCTyp (compression)
[21] Ta BipTyanbHe TeKcTypyBaHHs (virtual texturing), 10 103BOJIIE CTPIMIHT
¢dbparMeHTiB JuIlIe BUIMMUX AUISHOK KapTH. [Ipuknan Bukopucranus texture atlasing

y KoMIT 1oTepHii rpi Minecraft HaBeeHo Ha pucyHky 1.5 [22].

missing
texture

missing

Pucynox 1.5 — Ilpuxnan Bukopucranus texture atlasing y komm’toTepHiit rpi

Minecraft

Marepiany MaroTh OpsSMHIA BIUIUB Ha MPOAYKTUBHICTb, /K€ BU3HAYaIOTh
KUIBKICTh TEKCTYp, CBITIIOBHX B3a€EMOJIM Ta IHCTPYKLIH mwekaepa. i ontumiasuii 3a
IIMM HaIMpsSIMOM BUKOPHUCTOBYIOTh 00’ €THaHHS MaTepiaiiB (material instancing), mpocTi
meitnepu (simple PBR shaders) Ta ontumizariito 3a nonomororo Hoa (node-based).

Penpepinr oCBITIEHHS — O/IMH 13 HAOJIBIII peCYpCOMICTKUX MponeciB. Metoau
onTHMi3ali BKIIOYaOTh 3amikaHHsa cBimia (light baking), cBitmoBi mpoom (light
probes), TiHI €KpaHHOTO MPOCTOpY (screen-space shadows), mosist TiHEeH Ha BiACTaH1

(distance field shadows) Ta BipTyanbhi kaptu Tine# (virtual shadow maps).
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1.4 Orasg cy4acHOro mporpaMHoOro 3a0e3nedeHHsl JUisl CTBOPEHHST Ta 00pOOKH

TPUBUMIPHUX MoJieel

CydacHuii mpolec CTBOPEHHS TPUBUMIPDHUX Mojeneil 0a3yeTrbcs Ha
KOMOIHYBaHHI KIJIbKOX MPOTpaM Ta OXOIUTIOE MPOIECH MOJETIOBAHHS, CKYJIBITHHTY,
ctBopeHHs1 UV-po3ropTku, TEKCTypyBaHHS, pEHACPUHTY Ta TECTyBaHHS.

JIist MozeNIOBaHHs, CKYJBIITUHTY Ta PETONOJOrii 3a3BUYail BUKOPUCTOBYIOTh
Taki mporpamu sk Maya, Blender, 3DSMax, Houdini, 3DCoat Ta ZBrush. IIporpamu
MalOTh PI3HUM (QyHKII0OHAJ T4 MOXJIUBOCTI, TOX iX TAKOXK 4acTO MOEIHYIOTb.

ZBrush — 1e OCHOBHUH I1HCTPYMEHT /Jii CTBOPEHHS BHCOKOJETAaI130BAHOI
reoMeTpii, ckynpnTy. Moro KpuTHYHA POb y ONTHMi3allii IONATAE Y BUKOPHCTAHHI
ZRemesher (iHCTpymMeHT miis aBToMaTW4HOI pertoronorii) Ta Decimation Master
(IHCTpyMEHT i1 CTBOPEHHS CHPOUIEHUX Bepciii  mozaem, Kl  Mi3HIIIEe
BUKOPHCTOBYIOThCS, HANIPUKJIIAJ, JUIs 3alliKaHHA KapTh HopMmanei). L{i iHcTpyMeHTn
JTO3BOJISIFOTH MIEPETBOPUTH TepaOaNTH TaHUX CKYIBITHHTY B €()eKTUBHI IrPOB1 aCCETH.

Houdini Bu3HauaeTbcs CBO€ mpoueaypHicTio. lle mo03Bosisie CTBOprOBaTH
THYYKlI CUCTEMHU JIJIsl aBToMaTuyHOi rerepaitii LOD-piBHIB, TMHAMIYHOTO CIIPOIICHHS
Ta MIATOTOBKM F€OMETPUYHUX AaHUX y BEIUMKHUX Maciutadax. [IpouemypHuii miaxin
rapaHTye, 110 3MIHM B OpUTIHAJIBHIA MOZENI aBTOMAaTUYHO OHOBIIOIOTH YCi
ONITUMI30BaH1 Bepcii.

Blender — noTyxHuil BIIKpUTUN 1HCTPYMEHT, KU IIBUAKO CTaB OCHOBHUM Yy
cepi inmi- Ta AA-po3pobku. Moro mepesara mossrae B iHTerpaiii HOBHOTO HaGopy
IHCTPYMEHTIB, = HEOOXITHUX I onrtumizamii. KiodoBuM — 1HCTpyMEHTOM
onTUMI3aIiiHOi YacTuHU ¢yHKIIoHaTy € moaudikatop «Decimate» [23, 24]. Bin
MPOTIOHY€E €(PEKTUBHI aJITOPUTMH CIPOIICHHS CITKY (HAPUKIIA]l, TUTAHAPHWN, KOJIAIIC)
Jutst mBuAKol renepanii LOD-Bepciit. Kpim Toro, iHcTpyMeHTH 11 peTononorii Ta UV-
posroptku B Blender € ocHOBHUMM Jij1s TI1ITOTOBKU YKCTO1, ONTUMI30BaHOI CITKH 1]l
aHIMAIllI0 Ta 3amiKaHHS TEKCTyp. AKTHUBHUN PO3BUTOK IHCTPYMEHTIB (0COOJIMBO
Geometry Nodes) m03BoJisIE CTBOPIOBATH TMPOIEAYPHI CUCTEMHU ISl ONTUMI3ZAIl]

BCCpeI[I/IHi CaMoOro cepcaoBuiILa.
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Autodesk Maya ta 3DSMax € crangaptoMm y Benukux (AAA) cTymisx,

CIYTyIO4M TOJIOBHUMH xabamMu sl 301pkH, aHIMallli Ta eKkcrnopry ¢iHaIbHUX,
ONTHUMI30BaHUX acceTiB. OO0uABa MakeTH MPOIMOHYIOTh BOYAOBaHI 1HCTPYMEHTH IS
rerepatii LOD Ta crpolieHHs CITKH, 4YacTO 1HTErpOBaHi 3 IrpOBUMU PYIIIsIMU Yepes3
crnerianizoBani Tiarinu (Hanpukian, FBX-ekcnopt ta Data Prep mst Unreal/Unity).
Maya € He3aMiHHOIO JJIsi ONTHMi3allii aHIMOBaHMX MOJENEH, SK OT TMEPCOHAXIB,
OCKUIIBKH JI03BOJISIE PETEIHHO HAJAIITOBYBATH CKIHIHT, 3MEHIIIYBAaTH KUIbKICTh KICTOK
(joints) Ta onmTuMizyBaTH Baru (weights), 1m0 npsiMo BITMBa€ Ha MPOoxyKTUBHICTE CPU
nig yac animariii. 3DSMax iCTOpUYHO CHJIBHMI y PoOOTI 3 Bi3yasi3alli€l0 BEIUKHUX
00’€KTIB Ta Ma€ MOTY)XHI IHCTPYMEHTH JUIsl ONTUMI3AIll OKIIIO31MHUX KapT Ta KapT
OCBITJICHHSI IO PO3TOPTIIL, Kl € KPUTUYHO BAXKJIUBUMHU JJIsSI ONITUMI3ALli1 OCBITJICHHS.

Xoua 3DCoat Moxe BUKOPUCTOBYBATHCS JIsl CKYJIBIITUHTY, HOTO HaWBaKITUBIIIIA
pOJIb y ONTHMI3allll mojsirae y ABox cdepax: aBToMaruzoBaHa peronosioris ta UV-
posroptka. 3Dcoat BiOMUN CBOIMHM IHCTPYMEHTaMHU AaBTOPETOIOJIOTIi, Kl 4YacTo
JAI0Th Kpallll pe3yabTaTu, HIXkK JAeski BOyqoBaH1 (GYHKINT IHIIUX MPOrpaM, CTBOPIOIOYH
YUCTY YOTUPHUKYTHY CITKY, HEOOX1AHY Uil €(DEKTUBHOIO CKIHIHTY Ta 3aIlliKaHHS KapT
HopMmasieii. BucokoedextuBni anroputmu UV-po3ropTku J03BOJISIOTh MiHIMIZyBaTH
IIBM Ta ONTUMI3YBaTH MPOCTIP TEKCTypH, IO OE3MOCEPENHbO MOKpAILYE SIKICTbh
TEKCTYpHOTO CTpIMIHTY Ta keuryBaHHs GPU.

J11st TeKCTYpyBaHHS ICHYIOTh Taki porpamu sik Substance 3D Painter, Substance
3D Designer Ta iHmi. Y mnepuriii peamizoBaHo (QyHKmii ontumizamii UV 1
aBToMatuyHoro ctBopeHHss LOD mns tekctyp. Kpim Toro, BiH i1HTErpoBaHUi 3
pymisimu Unity Ta Unreal, 1110 3Ha4HO CHPOITY€E MPOIEC EKCIIOPTY TEKCTYP.

Substance 3D Painter — 1e uHeHTpadbHUN IHCTPYMEHT AJia cTBopeHHs1 PBR-
matepianiB. Moro onruMisawiitni GpyHKIi BKIIOYAIOTh 3aMiKaHHSA KapT BUCOKOI SIKOCTI
(edexTUBHE Ta TOYHE 3aIliKaHHSI HOPMAaJIEH, OKJIFO311 Ta KPUBU3HU) Ta ONTUMI30BaHUM
eKCIopT (MIATPUMKA EKCIIOPTY TEKCTYp Yy (popmari, ontumizoBaHoMy 11 iam’siti GPU
Ta MITLOBOTO pymris, Hanpukiaa, Unity abo Unreal Engine).

Substance 3D Designer — 103BOJIsIE CTBOPIOBaTH MaTepiajii 3 HyJs 3a

JI0TIOMOT010 BY3J10BUX Ipadis. Lle 3a0e3neuye BUCOKY THYUYKICTh Y CTBOPEHHI TEKCTYD
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3 PI3HOIO PO3IUIBHOIO 3[aTHICTIO Ha BHUMOry. L[S THY4YKICTh € KIIIOYOBOIO MJIst
onTUMIi3aIlli, OCKUJIbLKA BOHA J03BOJISI€E BUKOPHUCTOBYBATH MaTepiaau Yy PO3IiUIbHIN
3patHocTl 4K s ronoBaux 00°ekTiB Ta 1K 1 poHOBUX 00’€KTiB, HE 30epirarodu
0araTto CTaTUYHMX KOITii MaTepiaiB.

Jl1is peHIepuHTy Ta TeCTyBaHHs BUKOPHCTOBYI0Th Marmoset Toolbag, Unity Ta
Unreal Engine. Bonu no3BonsioTh aHamizyBaTd BIUIMB onrtuMizamii Ha FPS,
nosiiroHanbHIcTh 1 GPU HaBaHTaxeHHS.

Unreal Engine 5 — irpoBuii pyuriil, skuif HaifgacTilie BUKOPUCTOBYETHCS AJIS
CTBOPEHHSI KOMIT toTepHuil AAA-npoekTiB. Jlns omrtumizanii reoMmeTpii BiH Mae
MOTY>KHUM 1HTETPOBaHUM Ta aBTOMAaTU30BaHMM 1HCTpyMEeHT Nanite. BOynoBaHi 3acobu
npodimoBanHa («Stat GPUy», «Stat Unit») A03BOJSIOTH PO3POOHHMKAM TOYHO
11eHTU(IKYBAaTH «BY3bKl MICI» MPOAYKTUBHOCTI [25]. 3a3Buuait me draw calls,
CKJIAJHICTh IIEHAepiB a00 HaBaHTAXKEHHsS Ha OCBITIEHHS. I[HcTpymeHT «Mesh
Simplification Tool» mo3BossiE MPOBOAUTH TPATULINHY PYUHY ONTHUMI3AIIO Ta
renepyBanHsi LOD-rpyn nist Monenei, siki He miATpuMyroThest Nanite.

Unity — TakoX IrpOBHI pylIii, aje HOro 4YacTille BUKOPHUCTOBYIOTh IiJ
MoOUTbHI, VR/AR a6o iumi-irpu. OCHOBHUN KOMIOHEHT JUIsi PY4YHOTO Ta
aBTOMAaTU30BaHOTO YIpaBiIiHHA piBHsAMH Aetanizauii — ue LOD Group component.
Takox pyuriii Mae Jerkuid, ONTUMI30BaHUI KOHBEEP PEHACPUHTY, IKHM € CTaHAApTOM
st MobOutbHOT po3pobku Ta VR/AR — Universal Render Pipeline (URP).
CrnemianizoBaHi CHUCTEMHU JJIsi YIpaBIiHHS acceTamu, sKi 3a0e3MeuyloTh IXHE
e(eKTHUBHE 3aBaHTAXCHHS Ta BUBAHTAXKEHHA 3 TaM ATi, 10 € KPUTHYHHUM IS
MOO1UIbHOI onTuMi3allii HazuBaroThCsl Asset Bundles Ta Addressables System. ®ynkiii
Automatic Mesh Simplification, nonidni 1o Godot 4.3 (Godot Engine, 2024), siki
aBTOMAaTHU3YIOTh CIIPOIIEHHS CITOK TAKOXK € BOKJIMBUMH 1HCTPYMEHTAMHU.

Marmoset Toolbag 11e nmepeBaxkHO peHepep, aje TAKOX BIH CIYTY€E €TaIOHHUM
THCTPYMEHTOM JIJIsl IEPEBIPKHU Ta MPO(]UIIOBAaHHS ONTHUMI30BaHUX aCCETIB Mepes iXHIM
¢diHambHUM IMIIOPTOM. BiH 103BOJISIE TOYHO BUMIPATH HABAHTAXKCHHSI HA PEHICPUHT

PBR-MatepianiB Ta KOPEKTHICTD 3arliKaHHS.
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OTxe, cydaHi METOAM PO3POOKH TPUBHUMIPHOI Tpadiku CTarOTh BCE OLIbIIE
OpIEHTOBAaHMMH Ha IHTETpallil0 Ta aBTOMATH3allii0, IO JO03BOJISE ONTHUMI30BYBATH

MOJIEJNI IIIe Ha €Tarl CTBOPEHHSI, a HE JIMIIIE MiCTs 3aBEPILECHHS BCHOTO MPOLIECY.

1.5 TTocranoBKa 3ama4l JOCIIKEHHS

Taxkum yuHOM, ONITUMI3allisI TPUBUMIPHHUX MOJIENIEH € aKTyallbHOIO MPOOIEeMO}0,
o MmoTpedye CHUCTEMHOTO MIiAXOAY, a/pKe MUTAHHS €(GEeKTUBHOTO Bi1IOOpaKEHHS
CKJIQJHUX TPUBUMIPHUX CIIEH Oe3 BTpaTh SKOCTI HaOyBae OCOOJIMBOTO 3HAYEHHS.
[IpuliHsITO pillleHHS W00 MJOCHI/PKEHHS Ta TOPIBHSAHHS CYYacHUX METOIIB
OonTHUMi3allii TPUBUMIPHUX MOJENIEH, a TaKoK DIMOOKOro aHaizy e(QeKTUBHOCTI
BUOpaHUX METO/IIB.

O0’eKTOM JOCHIDKEHHSI € MpoLec ONTHMI3alli TPUBHUMIPHHX MoOJEIEeH y
CEpEOBUILIAX PEATBHOIO Yacy.

[IpeameTom mOCTiIKEHHS € METOAM Ta AJITOPUTMHU 3MEHITICHHST HaBaHTAKCHHS
Ha TpadivyHuii Ipoiecop mpu 30epeKeHH1 Bi13yaIbHOI SIKOCTI MOJIEIICH.

MeToro AOCHIKEHHS] € TMOPIBHSHHS METOMAIB ONTHUMI3allli TPUBUMIPHUX
MOJIETIEN IUIAXOM pO3MNIAly €(EeKTHBHOCTI JTaHUX METOAIB y CYYacCHUX ITPOBHX
PYIIisIX.

JI71st AOCSITHEHHS METH HEO0OX1HO BUPIIIUTHU TaKl 3aBIaHHS:

— IPOBECTH aHaII3 JIITepaTypHUX JKEpeN 1 BU3HAUUTH OCHOBHI MIJIXOMU [0
onTHUMi3allii TPUBUMIPHUX MOJIETIEH;

— IOCIIIUTH Cy4yacHI MporpaMHi 3aco0u i peaiizaiii  onTuMi3alii
TPUBUMIPHUX MOJICTICH;

— MOpIBHATH  €(EKTUBHICTh PI3HUX METOJIB ONTUMI3alli TPUBUMIPHUX
MOJICJICH;

— IIPOBECTH TECTYBAHHS Ta OILIHUTH PE3YyJbTAaTH 32 JIOMIOMOTOI0 MOKA3HUKIB

FPS, GPU naBaHTa)Xe€HHS Ta SKOCTI BiIOOPA’KEHHS.
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2  MATEMATWYHI MOJEJI METOJIB TA TEXHOJIOI'TIA

ONTUMIBAIIl TPUBUMIPHUX MOJIEJIEN

2.1 Meros orrruMizariii 3a JJOIOMOTOK 3MEHIIIEHHS MOJITOHAIIBHOCTI

3MeHIIIeHHsI OJIITOHAIBHOCTI € OJTHUM 13 HAMBKJIMBIIIMX 1 Halle(heKTUBHIIINX
METO/IB ONTUMI3alii TpUBUMIpHUX Mozeneil. Lle mo3Boiise CyTTEBO 3HU3UTU OOCST
oOuHnciieHb, HEOOXIHUX MJII PEHACPUHTY CIICHH, O€3 BTpaTH Bi3yaJIbHOI SIKOCTI.
CripolieHHsI TeOMETPii € KUTTEBO BAXKIMBUM I 3a0€3MEeUCHHSI MPOTyKTUBHOCTI Ta
cTabUIbHOI POOOTH pYyUIiB y CYYaCHHX YyMOBaxX KOMII'FOTEPHOI Trpadiku, e
CKyJbITOBaH1 200 CKaHOBaHI 00’ €KTH MOKYTh MICTUTH M1JIbHOHH MOJITOHIB.

[ToniroHanbHICTP  TPUBUMIPHOI  MOJENI  BH3HAYAEThCH  SIK  KUIBKICTh
€JIEMEHTApPHUX T€OMETPUYHUX OJUHUIlb, MOJITOHIB, 3a3BUYall TPUKYTHHKIB, 3 SKHX
CKJIQJa€ThCs MOBEPXHs 00’ ekTa. [1i7 yac Bizyaizailii KO>KeH MOJIITOH MIPOXOIUTh Pi3HI
eTany, BKIIIOYAI4M TpaHC(POpMallilo, OCBITJIECHHS, BIJICIKaHHS, TEKCTypyBaHHS Ta
1HIII, TOMY 3arajbHe HaBaHTAKECHHS Ha rpadiuyHUN MPOIECOp MPAMO 3aJCKHUTHh BiJl

KIJIBKOCTI MOJIITOHIB M :

M= P, (2.1)

ne P; — KIIbKICTb MOJITOHIB 1-T0 00’ €KTa;
1 — KUIBbKICTh 00’ €KTIB CLEHH.
30utbiieHHsT M TOpOMOPIIMHO 3MEHITyEe OOCAT TEOMETPUYHUX OOUYNCIICHB,
OJIHOYACHO 30UIbIIYIOUN MBUAKICTh peHAepHuHTy [26]. 11100 YHUKHYTH CLIOTBOpPEHHS

dbopmu a00 CrTyeTy MOJIENI, 1€ CITPOIIEHHS Ma€ BiI0OyBaTUCS TT1]] KOHTPOJIEM.
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2.1.1 Metoa py4HOT peTOIOJIOTi

Peromnosoris (retopology) — e mporiec CTBOPEHHSI HOBO1, ONTHUMI30BaHOI CITKU
noBepxHi. Llelt nmporec moBTOproe GopMy BUXITHOI BUCOKOIOJIMEPHOI MOJECII, aje
Ma€ 3HAYHO MEHIIy KilbKiCTh HOJIrOHIB i IIpaBUIbHY TOHOJOTriI0. Ii MeTa monsrae B
TOMY, 1100 OTPUMATH YHCTY, PIBHOMIPHY CITKY, sIKa MOX€ JIETKO JeopMyBaTHCS i1
gac aHIMaIlii Ta rapaHTye SKICTh 3aIlliKaHHs KapT HOpMaJei.

Komu o00’ekT Mae HaUIMIIKOBY TEOMETPII0 (0 MACKITbKOX MIUIBHOHIB
TPUKYTHUKIB), PETOMOJIOTIS 3a3BHYail TMPOBOAMUTHCS IICIS CKYJBITUHTY a0o
TPUBUMIPDHOTO CKaHyBaHHA. XYJIOXKHHUK 30epirae KiouoBi (GOpMH 1 3MEHIIYE
KUIBKICTh TIOJIITOHIB Y JIECATKH a00 COTHI pa3iB, CTBOPIOIOUU PYyUHY Bepcito low-poly.

Konmu o00’ekT Mae Ha/UIMIIKOBY TEOMETPII0 (10 JACKIIbKOX MUIbHOHIB
TPUKYTHUKIB), PETOIMOJOrI0 3a3BUYail MPOBOAATH MICHS CKYJBITUHTY a0o
TPUBUMIPHOTO CKaHyBaHHA. XYJIOKHHUK 30epirae Kiao4yoBl (OpMH 1 3MEHIIYE
KUTBKICTh TIOJIITOHIB Y JIECATKH a00 COTHI pa3iB, CTBOPIOIOYU PYyUHY Bepcito low-poly.

3MEHIIeHHS! KUIbKOCTI MOJITOHIB 0€3 BTpaTh (POPMH, CTBOPEHHS JIOTIYHOTO
noToky pebdep (edge flow), miaroroBka Mojemi 10 aHiMalli, MOKpaIIeHHs 3alliKaHHS
KapT HOpMajeil 1 3aMUKaHHS HAaBKOJMIIHHOTO CEPEIOBHINA € OCHOBHUMH MLLUISIMHU
PETOMOJIOTI.

JlocTymHl pydHi Ta aBTOMAaTH30BaHI IHCTPYMEHTH PETOIOJIOTIi B Mporpamax
Blender, ZBrush, 3DCoat 1 Maya. Hanpuknan, ZRemesher y ZBrush 1 QuadRemesher
y Blender BUKOPUCTOBYIOTH aNTOPUTMHU aHATI3y KPUBHU3HU Ta HAIPSMKIB MMOBEPXHI,
11100 aBTOMAaTUYHO CTBOPIOBATU TOMOJIOTI].

Ha pucynky 2.1 300paxeHo nopiBHsiHHs cuinyeTiB high-poly moaeni (12,5 miH
MOJIITOHIB) 1 11 peTomnosorizoBanoi Bepcii (14,5 Tuc. moiroHis).

BizyanbHa pi3HULS HE Ay’K€ MOMITHA, X04a KIJIbKICTh MOJITOHIB 3MEHILINIIACh

oinbiie Hix y 1000 pa3is.



Pucynok 2.1 — Cunyeru high-poly Ta low-poly moneneit

2.1.2 Metop neximarlii Ta peAyKIii MoJiroHiB

Jlekimariisi — aBTOMAaTHYHE CIPOIIEHHS CITKM Ha OCHOBI T€OMETPUYHOTO
aHami3y. lleii MeTos BUKOPHUCTOBYETHCS, KOJM MOJENIb HEe MoTpelye aHimarlli ado
ckiagHoi Tomosiorii. Hamararounch 3MEHIIUTH CEepeIHHOKBAIPATUYHE BIIXUIICHHS
MD>K HOBOFO Ta IMIOYaTKOBOIO TTOBEPXHEIO, AJITOPUTM MOCTYIIOBO BUAAISIE a00 00’ €HYE
pebpa Ta BepIIHHU.

MareMaTiyHO 1€ MOXHa TMOJATHU fAK 3aJady MiHiMi3amii (yHKUID MOXUOKH

dbopmu.
E= Y, @@ 2.2)

Jie V; — BEpIIMHHA HOBOI CITKH;
S — mo4aTKkoBa MOBEPXHS;
d(v;, S) — BigcTaHb MiX BEPIIMHOIO Ta IIOBEPXHEIO.

Quadric Error Metrics (QEM), po3po6nenuit Garland 1 Heckbert y 1997 porii,
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3apa3 € HaWMOIIMPEHIIIUM MMiJ1X0/10M [27]. BUKOPUCTOBYIOUM MAaTPUIIIO MOXUOKH, BIH

BHU3HaA4Ya€ ((BapTiCTB» BUJAJICHHA pe6pa.
n
Q; = Zpep(vi)(apx + by + cpz + dp)z, (2.3)

ne koeiienTn ay, by, ¢p, d), ONMUCYIOTH IUIOIIMHY TPUKYTHUKA P, 10 IKOi HAJIEKUThH
BEpILIKHA V;.

Ile#t MeTom MOKE€ 3MEHIIUTH KUIBKICTh moJjiiroHiB Ha 70-90%, 30epiratoun
3arajgbHui npodiibe Mozeni [28].

Bin BukopuctoByetbest B Blender sik Decimate Modifier, B Unreal Engine sk
koMrioHeHT LOD Generator 1 B Simplygon sk okpemuii MmakeT 13 pO3MIMPEHUMU
napameTrpamu 30epexxeHHs Hopmanei, UV 1 matepianis [29].

Metoau peTomnosorii  Jenio CXo0Xi, aje MalwTh CBOI BIIMIHHOCTI, SKi

npeacTaBiieHo y Tabmmii 2.1.

Tabmuusa 2.1 — TlopiBHsUIbHA XapaKTEPUCTHKAa METOMIB PETOMOJIOTIT Ta
neKimiari.
IMapameTp PeTonoJioris Heximanis

Pyunwuii abo

Tun npouecy . . [ToBHICTIO aBTOMaTHYHUN
HaIliBaBTOMATUYHUI
KonTpoinb Hajx ciTKorO Bucoxkuii OO6MexeHui
AxicTe gedopmarrii Bucoxka Hwusbka
[Tpunatuicts 1o LOD Cepenns Bucoxka
Yac BUKOHAHHSA Bucoxkuii Hu3pkuit

Pusuk apredakris MiHiMaIbHAMA Bucoxwuii
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Peromnosnoris 4yactinie BUKOPUCTOBYIOTh JJII ONTHMI3allli IMEPCOHAXKIB Ta
JTUHAMIYHUX 00’ €KTIB, TOJII SIK ICKIMIaIlis Mpartoe 100pe 3 poHOBUMHU a00 CTATUUHUMHU
MoznensiMu (OyIiBIIl, PEKBI3UT, JaHAmadTH). Y pearbHUX poOOUHX IMpolecax iX 4acTo
NMOETHYIOTh. JIOKambHA pydHA PETOMOJIOTIS POOIEMHIX 00JIacTE BUKOHY€ETHCS TICIIS
ABTOMATUYHOTO CITPOIIEHHSI.

MeTon 3MEHIICHHS TOJITOHAIBHOCTI € (yHIAMEHTAIBHUM ITiIXOA0M [0
onTUMI3aIlli TPUBUMIPHUX Mojeneil. Peroronoris 3abe3neuye BUCOKY SIKICThb CITKH,
NpUIATHY 0 aHiMalli, ToAl SK ACKIMiaimis — MIBHJIKE aBTOMAaTHYHE CIIPOIICHHS
reomeTpii. KomOiHOBaHe BHUKOpPHCTaHHS LMX METOMIB  JIO3BOJIIE  JIOCSTTH
ONTUMAJILHOTO CITIBBIJHOIIEHHS MIDX SIKICTIO Ta MPOAYKTUBHICTIO, IO € OCOOJHUBO

BXKJIMBUM ISl ITOP, BIPTYaJbHOI PEaIbHOCTI Ta MOOUIBHUX TOAATKIB.

2.2 Meton onTuMi3allii 3a JOIIOMOTOO PIBHIB JeTai3allii

Texnomoris piBHiB aeram3anii (LOD) e oani€ero 3 HaWBaXXIUBIIIUX CTPATEriid
onTUMi3allii TPUBUMIPHHUX MOJIeNiel y peaibHOMY 4Yaci. Bin nepen0Oadae apromaruyHe
ab0 HariBaBTOMAaTHYHE 3HWKEHHS CKJIAQIHOCTI IIeiaepiB, reoMeTpii, TEKCTypu adbo
BIJICTaHI JJO KaMEpHU 3aJIe’HO BiJ KyTa ONISAIY, Ba)KJIMBOCTI €JIEMEHTA y CILIEH1 abo
BijicTaH1 10 kamepHu. et MeTon Mae Ha MeT1 3MEHIIIUTH HaBaHTa)KEHHS Ha rpadiaHmid
IPOIIECOp, OAHOYACHO HE BTPAYarOuM SKOCTI 300pa)KeHHs JIJIsl KOPUCTyBaya.

Brepine ines piBHIB qeTanizaiii Oyna 3anpononoBana Knapkom y 1976 pori, ane
Juiie 3 mosiBoto cydacHux rpadiunux pymiiB (Unreal Engine, Unity, Godot) BoHa
cTajia MHUPOKO BUKOPUCTaHa B peaibHoMy Yaci [30]. Y MeTo/1i BUKOPUCTOBY€ETHCS OTHA
BEpCisi TPUBUMIPHOT MOJIENi, MOUYnHaun 3 HaiaetanpHimoro LODO 1 3akiHuyo4n
Hainpocrimmmu LOD3 1 LOD4, mMix sKkuMu BiIOyBa€ThCS AUHAMIYHE MTEPEMUKAHHS

3aJIe’KHO BiJ BIACTaH1 10 kKamepu (puc. 2.2).



Pucynok 2.2 — JIlunamiune nepemukanss mix LOD B 3anexHOCTI BiJ BIACTaH1 J0

KaMmepu

I[J'ISI KO>KHOI'O piBHH BU3HaAYa€THCA HOpiF BI/IIII/IMOCTi D, 3d AKHNM 3aCTOCOBYETLCA

BIJIITOBITHA MOJIENb:

LODO, akmo d < Dy,
M ={LOD1, saxmo D, <d < D,,, (2.4)
LOD2, akuo d = D,

ne d — TOTOYHA BiICTaHb Bij KamepH 110 00’ekxra [31].

Buxopuctanus LOD 103Bossie 3HaYHO CKOPOTHUTH KIUIBKICTh BIJTBOPIOBAHUX
TPUKYTHUKIB y cueHl. Hampuknazn, y Benukid BLAKpUTIH jokarii jume 10-15%
MOJIJICH OJHOYACHO B1IOOpakaloThCs Y BUCOKIM meram3aitii [32].

Cyuacni cuctemu LOD po3ainsitoTh Ha KijTbka OCHOBHUX THUIIIB: TEOMETPUYHUH,
TEKCTypHUM, IehaepHnii abo MaTrepiaJbHUM Ta IMIIOCTEPHUM.

I'eomerpuunmnii LOD — 1me cmpoieHHs caMoi CITKM TPUBUMIPHOI MOJIEII.
3a3Buuail BUKOPUCTOBYEThCS JeKimialliss abo 3aMiHa MOJENl Ha 1HIIY, CTBOPEHY
BpyuHy. Lle¥ Tun HalO1IbII MOMMPEHU 11 IEPCOHAXKIB, TEXHIKU, apXITEKTYPH.

Texctypuuit LOD (MIP-mapping) o3Hauae 3MEHIICHHS PO3IIILHOT 3aTHOCTI

TEKCTYp NpH BiAAaJeHHI 00’€kTa. Y PYILIIX 1€ peanizyeThCs 4epe3 3aBaHTaKCHHS
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MeHII JgeTanbHuX MIP-piBHIB TEKCTYp, 1110 3MEHIIIY€ CIIOKUBAHHS BiJeomraM sITi.

Meiinepuuit abo marepianbHuit LOD o3Hauae cripollleHHs menaepiB (MeHIe
JDKepeN CBITNa, BIAKIIOUEHHS HopMmaneld abo mapiakcy). 3aCTOCOBYEThCS B irpax
AAA-xnacy, 1e CKJIa/IHI MaTepialii BAKOPUCTOBYIOTHCS JIUIIIE TIOOIN3Y KaMEpH.

Imnocrepanit LOD — ne 3amiHa TpuBHMIpHOTO 00’€kTa Ha Miocke 2D-
300paxkenHs (6in6opn). Ile pamukanpHUI, ane HaA3BUYANHO €(PEKTUBHHMA CTOCIO
eKOHOMIi pecypciB, 4acTO BUKOPHUCTOBYETHCS JJIA BiJAJICHUX JIEPEB, HATOBIY a0o0
apXITEKTYpH.

Anroputmu LOD BUKOpHUCTOBYIOTH METPUKY IIOMUJIKHU JIJIs1 BUBHAYEHHS, KOJIU caMe
MOTPIOHO 3HM3UTH PiBEeHb AeTaiizaili. Halnmommupenimum migxomnoM € Quadric Error
Metrics (QEM), skuili BHMIPIOE TE€OMETPUYHY PI3HUIIO MIDK OpPHUIIHAIBHOIO
MOBEPXHEI0 Ta CHpOIIeHO Mozeio. OnHak y peajlbHOMY 4aci BUKOPHUCTOBYIOThH

CIPOLIEHI EBPUCTUKH.

d_Dmin

LODIndex = |- X Nyop|. (2.5)

max—Dmin

ne Njpp — KUIBKICTB PIBHIB JeTasi3allii.

VY cyuacnux pymisix (Unreal Engine, Unity, Godot) nepemukanHs Bi0yBa€eThCs
rnanko (cross-fade LOD), amxe cuctema 3Miliye Ba CyCiHIX PiBHI IPOTATOM K1JTBKOX
KaJIpiB, 3amobiraroun eheKTy «iacTpuOyBaHHs» (popping).

V¥ Unreal Engine 5.3 € BOynoanuii LOD Generator, iK1l aBTOMaTUYHO CTBOPIOE
K1JIbKa P1BHIB CIIPOIICHHS JIJIsl KOKHOI Mojieni. Y mporieci ekcropty low-poly Bepciii y
Blender abo Maya BUKOpUCTOBY€EThCSl Ha3Ba MpaBuil (Hampukiaa, object LODO abo
object LODI1), mo m03Boisie PyIIit0 aBTOMATHYHO ITiJIBAHTAKYBAaTH BiJMOBITHUAN
pIBCHb.

YV Unity 2022+ peanizyerbcsi komnoneHT LOD Group, sikuili miaTrpumye
pI3HOMaHITHI piBHI TeoMeTpii Ta immocTepu. KopructyBau Moxke BKa3aTu BIJCTaHb SIK
MPOIEHTHE CIIBBIIHOIIEHHS 10 TOJs 30py Kamepu. J[is 3abe3mnedeHHs MIaBHOTO
nepexoay MIX piBHSAMHU JOJAHO MATPUMKY noenHanHs crossfade 3 Unity 2021.3.

VY cucremax ontumizarii Ha piBHl pymis LOD inTerpyerbcst 3 i1HIIUMHU
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nigxogamu, TakuMu sk «Culling» (BiacikaHHS HEBUIMMHX 00’€KTiB), «Instancingy»
(1HCTaHIIIOBaHHS OJHAKOBUX OO0 €KTIB) Ta «Streaming» (MOTOKOBE 3aBaHTAKEHHS
JTaHUX ).

EdexruBnicte BukopuctanHs LOD Bu3Ha4ae€ThCsl CHIBBIAHOIIEHHSM MIX
KUTBKICTIO TIOJTITOHIB 1 BIICTAHHIO JIO KaMepH. Y CepeaHbhoMY, 3aIekHICTh FPS MoxHa

anpOKCUMYBATH (PYHKIII€IO:

FPS(d) = k—— (2.6)

1+aM(d)’

ne M (d) — KUIbKICTB TOJIITOHIB, SIKI B1IOOpaXKarOThCs IPH BiACTaHi d,
Q — KOE(ILIEHT 3aJIEXKHOCTI MIXK T€OMETPIEI0 Ta HABAHTAXKEHHSM,
k — 6azoBwuit FPS npu MiHiManbHOMY HaBaHTakeHH1 [33].

V¥ GararoxopucrtyBaibkux cepeouiiax LOD mae nogaTKoBy CKIIAIHICTh, TaK
AK HEOOXITHO yHMKaTH PpO3CHHXpOHI3AIlli MK KilieHTamu. Pymii  yacto
BUKOPHUCTOBYIOTH cepBepHHil LOD, koiu came cepBep BU3Havae, ikl 00’ €KTH OBHHHI
OyTH y BHCOKIl a0 CHpoLIeHIN SKOCTI I KOXKHOro kKiieHrta. Llei Meron 3HaYyHO
IPUCKOPIOE CUHXPOHI3AII0 Ta 3HAUHO 3MEHIIY€ HABAHTAXKEHHS HA MEPEXKY.

30epeXeHHsI YECHOCTI TEMMILICIO 3aIMIIAETHCA BaXKIMBOIO MpodieMoro. OauH
rpaBellb MOXe 0a4uTH OUIbINE AeTanei, HiXK 1HIIUH, 10 MOXE 3MIHUTH 3MarajibHUAN
Oananc. Takum YMHOM, Y Cy4acHUX OHJIAWH-1TPaxX BUKOPUCTOBYETHCS aJIallTUBHUIM, aJie
cunxpoHizoBanuii LOD, sikuii 0OMexye Jiara3oH aeTaiizailii cepBepoM.

OpanuMm 13 HaWKpamux METOMIB ONTUMI3AIlli TPUBUMIPHOI Tpadiku €
BUKOpHCTaHHS piBHIB aAetam3auii (LOD). 3anexxHo BiJ yMOB BiZOOpaKeHHS L
TEXHOJIOT1Sl J03BOJII€E 3MEHUIUTH KUIBKICTh MOJITOHIB, OOCST TEKCTYPHUX IaHUX 1
ckinagHicte mekaepiB. LOD, y moegHaHHI 3  PETOMOJIOTIEI0, TEKCTYPHOIO
ONTHUMI3allI€l0 Ta CTPIMIHIOM peCcypciB, TrapaHTye CTaOUIbHY 4YacTOTy KaJpiB,
OCOOJIMBO y BEIMKHUX BIJKPUTUX CBITAX 1 MEPEIKEBUX ITpax.

Takum ynnom, LOD € He nuie TeXHIYHUM, a ¥ CTpPATETIYHUM 1HCTPYMEHTOM

onTHUMI3alii y CyyacHii irpoBiit rpadii.
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2.3 Metoau onTuMi3aliii TEKTyp Ta MaTepiaiiB

OnHUM 13 OCHOBHHUX HANpSIMKIB MIABHUINEHHS MPOAYKTUBHOCTI TPUBUMIPHHUX
CIIEH € ONTHMI3allisl TeKCTyp 1 mMarepiamiB. TekcTypHa ONTHUMI3AIlis CIPSMOBaHA Ha
3MEHIICHHsS] HaBaHTaXeHHs Ha Bineomnam’atb (VRAM) i ckopodyeHHs yacy BHOIpKU
TaHUX MM 9ac peHaepurry. Lle Biapi3Hse reoMeTpudHi METOM, TaKi SK ASKiMIaIlis 9u
LOD, sixi 3MeHIIYIOTh KIJIbKICTh MOJITOHIB.

3apnsku Texnonorii PBR (Physically Based Rendering) cydacHi irpoBi pyimii,
taki sik Unreal Engine 5, Unity HDRP i CryEngine V, MoxxyTb 3a0e3neuyBaTu Maixe
dboTopeasicTUYHE BIITBOPEHHS MOBEpXOHb. ONHAK JJIs JOCATHEHHS II1€1 SKOCTI
noTpiOHa e(heKTUBHA CUCTEMA YIIPABIIIHHSA TEKCTYPAMH.

J1ist TOrO, 1100 MOBHICTIO 3pO3YMITH, SIK TPAIIOIOTh TEKCTYPH HA TPUBUMIPHHUX
MOJIENsAX, Tpeda po3iOpatucs 3 noHATTsIM UV-ManiHry.

UV-ManiHr — 1e npouec npoewiroBaHHI TPUBUMIPHOT T€OMETPIi Ha TBOBUMIPHY
IUIOLIMHY JUIsl MOJANbIIOT0 HakIaJaHHA TekcTypu. KokHa BepiimHa TpPUBHUMIPHOL
MoJieNll Ma€e KoopAuHath (u,v), [Kl BIANOBIAAIOTH MO3ULII HA IUIOMIMHI TEKCTYpH.

Maremarnuno UV-manyBaHHS BUBHAYAETHCS QYHKITIEIO:

fy z) = (), (2.7)

ne (x,y,Z) — KOOpaAUHATH TOYKH B IIPOCTOPI MOZIEITI;
(u, v) — BIAMOBIAHI KOOPAWHATHA HA TEKCTYPHIH IIIOIIHHI.
3aBmaHHsS ONTHMI3alli MOJIATAaE y MIHIMI3alli CIOTBOPEHb MK T€OMETPIEI0
00’€KTa Ta TEKCTYPHOIO TUIONIHHOO. 1[0 3a1a4y MOKHA OIUCATH Yepe3 eHEPreTHUHY

byHKITII0 po3TsATHEHHS (stretch energy):
n
Eo= 3" 112 (2.8)

ne J; — marpuns Sko0i 715 TOKaaIbHOTO BiIOOpaKeHHS,

[ — onuHUYHA MaTPULIS.
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Uum meHmie 3HadeHHs Eg, TUM PIBHOMIpHIIIE TEKCTypa PO3MOIIISETHCS IO
MTOBEPXHI.

Cyuachi anroputmu UV-posroptku (Hanpukiazn, Angle Based Flattening a6o
Least Squares Conformal Maps) [103BONSAIOTH MIHIMI3yBaTH 11 CIIOTBOPEHHS.
[actpymentu, Taki sk RizomUV, Blender Smart UV Project, Maya UV Editor,
BUKOPUCTOBYIOTh MOAIOHI TMPHUHIMIKA 3 aBTOMATUYHUM BHU3HAUEHHSM «IIBIB» 1
BIICTYIIIB (margins), [0 € BaXJIMBUM JJII ONTHUMI3allii TEeKCTypHOi mam’sTi. Ha
pucynky 2.3 (a) maBemeno mpukiam pydHoi UV-posroptku. Ha pucynky 2.3 (0)
HaBE/lICHO Mpukian aBTroMaTHuHOi UV-po3ropTku 3a JOMOMOIoK BOYIOBAHOIO Y

Blender inctpymenty Smart UV Project.

(a) (6)

Pucynox 2.3 — Ilpuxiagu UV-po3ropTku 0JHOTO 00’ €KTa pI3HUMHU METOIaMU

(a) mpuknaz pyanoi UV-posroptku; (0) npuknaa aBromarnaHoi UV-po3ropTku 3a

nornomoroto BOynoBanoro y Blender inctpymenty Smart UV Project

PosrnsineMo Temep pi3HI METOAM ONMTHUMI3AIl TEKCTYp Ta mMarepiajiB. 3aHaATO
BEJIMKI TEKCTYPH YaCTO € OCHOBHOKO NMPUYMHOIO BUCOKOTO Yacy 3aBaHTAXCHHS CIICHU

Ta HU3BKOI YacToTH KaapiB. 4K-tekctypu He mOTpiOHI Ajis 00’ €KTIB, SKI 3aiMaOTh
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HEBEJIMKY YaCTHHY €KpaHy. Y IIbOMY BHIIQJIKy 3acTOCOBYIOThcS MIP-manu a6o
JUHAMIYHE MaciITaOyBaHHS TEKCTYP.

MIP-manu, Takox Bigomi sik Multum in Parvo, 3a0e3nedyroTs OararopiBHEBE
30epeKEeHHsI TEKCTYp PI3HOT PO3AUIBHOI 3IaTHOCTI. 3aJ€KHO BiJ BIJICTaH1 0 Kamepu
py1Iiii aBTOMaTUYHO BUOHMpaE piBeHb JeTami3alii mia yac penaepunry. Lle no3Bosnse
3MEHIINTH BUKOPUCTAHHS MaM’ ATi Ta 3aM00IrTH «MEPEXTIHHSD.

JuHamiyHe MaciiTabyBaHHS TEKCTYp, TAaKOXK BiJoMe sk texture streaming — 1e
TEXHOJIOT14, sIKa JO3BOJISIE PYIIIIO JOAABATH TEKCTYPH BUIIOL SKOCTI JIMIIE TOAL, KOJIU
e HeoOximHo myia Kaapy. Hampuknan, Bukopuctanns Virtual Texture Streaming
no3pojisie Unreal Engine oOpoOnsatu ciieHn 3 THCS4aMU 00’ €KTiB Oe3 301JIbIICHHS
o0cary VRAM.

Cuctrema PBR (Physically Based Rendering) 6a3yerbcs Ha Qi3UUHUX MOAEITAX
B3a€MOIi cBiTIa 3 Marepiagamu. OCHOBHa MeTa — CTBOPUTH Mareplaiu, SKi
MOBOJSATHCS OJHAKOBO B Oyab-skoMy oOcBITIIeHHI. PBR  BHKOpUCTOBYe KijibKa
TEKCTYPHHUX KapT:

— albedo (diffuse) — 6a3oBwuii kosip 6€3 TiHEH;

— metallic — BU3Hauae, 9i MOBEPXHs METaJIEBa;

— roughness — onucye MIKpOreoOMeTpit0 BITIOMBAHHS;

— normal — iMiTye AeTani 6e3 101aTKOBUX TMOJIITOHIB;

— AO (ambient occlusion) — Mojer0€ M’sIK1 TiHI Y 3arTHOJICHHSX.

binbmiicte  cy4acHMX — pylIiB  MIATPUMYIOTH 10  CHUCTEMY, fAKa €
3arajJbHOMPUIHSTOIO B Tally31, OJTHAK HABITh y IbOMY BUMAJAKy ONTHUMI3aIlisl MOXJIMBA.
Hampuknan, MoHa MOENHATH KUTbKa KapT y OoauH (paiin (Hampukiaa, MOE€THAHHS
kaHaniB, R kanan = AO, G kanan = Roughness, B kanan = Metallic) 1 3mMeHmmTH
JTUHAMIYHUH Jiana3oH JJIs HEeBAKIUBUX 00’ €KTIB, TAKUX K (OH.

Sx npuknan MoxsHa npuBectu rpy «Horizon Forbidden West» (2022), ne
BUKOPHUCTOBYIOThCS KOoMOIHOBaH1 PBR-TekcTypu 111 (OHOBOrO OTOUEHHS, WIO
JIO3BOJIMJIO 3MEHIITUTH 00CST BUKOPUCTOBYBaHO1 am’siTi Ha 30% [34].

CrBOpeHHs arjiaciB, TOOTO BEIUMKHUX TEKCTYp, SIKI CKIAAlOThCA 3 KUIBKOX

MEHIIUX TEeKCTYpPHHX €JIEMEHTIB, € IIe OJHMM METOJOM omTuMizauii. Atnacu
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3MEHIIYIOTh KUIBKICTh TIepeMuKaHb MarepianiB (draw calls) 1 maBUIITYIOTH
edexruBHicTh GPU npu BiITBOPEHHI CIIEH 13 BETUKOIO KUTBKICTIO ApiOHUX 00’ €KTIB.
AJNTOpPUTM CTBOpPEHHSI arjacy MOXKHA pO3IVISAATH SK 3a/Jady YIaKOBKU
NpsIMOKYTHHKIB (rectangle packing) y mexax ¢hikcoBaHOI IJIOMII TEKCTYypH. Xoda IS
3agada NP-ckiiagHa 3 MaTeMaTH4HOT TOYKHU 30pYy, ICHYIOTh €BPUCTUYHI METOAM, TaKi sIK
MaxRects, Guillotine a6o Shelf Algorithm, sxi MoXyTh 3a0e3MEYUTH BUCOKHIA
koedilieHT 3anoBHeHHs Twionn (6iabiie 90%) [35]. 3aBasku atnacaMm pymriil Moxe

BIIPEHICPUTHU ACCATKU 00’ €KTIB 32 OAMH BUKIHK (pHC. 2.4).

Pucynox 2.4 — Ilpukiiag TeKCyTpHOTO aTiacy ISl JOKarlii
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VY mpaktuunux tectax Unreal Engine 5 mponemoHcTpyBaB 3poctanHs FPS Ha
25-40% micng nepexoay 3 IHAUBIAYaTbHUX TEKCTYp Ha atiacu [36].

OxpiM TEKCTyp, BEJHKY pOJIb BiAIrpae ONTHUMI3allisl MaTepialbHUX IIEHIePiB.
Marepianu MOXyTh MaTH 0€3Jlid MapaMmeTpiB, TaKUX SK IPO30PICTh, eMicCisd Ta
MiAMOBEPXHEBE PO3CIIOBaHHA, 1 KOXKEH 13 LKUX MapaMeTpiB BKIIOYA€ 1HCTPYKINI A0
GPU. [Ins 3MeHIIIeHHSI HaBaHTa)KEHHSI BUKOPUCTOBYIOTh TaKi METO/IU:

— 00’ €THaHHS MaTepialiB JUIs CXOKHUX 00’ €KTIB;

— BUKOPUCTAHHS MaTepiadbHuX 1HCTaHCIB (material instances) y Unreal Engine;

—3aMopoxeHHs1 mapamerpiB (bake values), mo6 mnpuOpatu HenoTpiOHI
OOYHCIICHHS;

— ctBopeHnHs lightweight shaders st npiOHux abo nanekux 00’ €KTIB.

OpnuMm 13 HaWKpammx Croco0iB 3MEHIIUTH HaBaHTAaXEHHS Ha rpadiuHy
cucteMy 0O€3 3HAUHOIO 3HWKEHHS $KOCTI Bi3yalli3alii € ONTUMI3alisl TEKCTyp 1
MaTtepiamiB. 3aBIgku  npaBwibHIA  UV-po3ropTili, BHUKOPHUCTAHHIO  aTJIaCIB,
6araropiBHeBUX MIP-TekcTyp 1 pamioHanbHOMY Miaxony 70 PBR-marepiainiB MoKiIMBO
CKOPOTHUTH CIIO’KMBAHHS Blaeonam ATl y 2—4 pa3u, 10 € KPUTUYHO BaXJIUBUM IS
IrpoBUX PyIIiiB, VR-POEKTIB, IHTEPAKTUBHUX apXITEKTYPHHUX Bi3yalli3alliii TOIIO.

TakuM 4MHOM, 11l METO/IM HE JIUIIE 3a0€3MeUyI0Th 0ajJaHC MK MPOYKTUBHICTIO
Ta SIKICTIO, aJie ¥ CIy’KaTb OCHOBOIO JIJIsi MOJAJIBINOI ONTUMI3Allli CIIEHH Ha PIBHI

IMOTOKOBOTO 3aBaHTaXeHHS Ta LOD.

2.4 Meronu onTuMi3allii 3a JOMOMOTO0 TEKCTYPHUX KapT

OpHuM 13 KIIFOUOBUX HAMpPSIMIB ONTHUMI3AIlli TPUBUMIPHOI rpadiku € iMiTarlis
r€OMETPUYHMX JeTajed ©0e3 30UIbIIeHHsS KIIbKOCTI TomiroHiB. lle mocsraerbcs
3aBJIIKM BUKOPUCTAHHIO CHEIlabHUX TEKCTyp, TAaKUX SIK KapTh HopMajeil (normal
maps), kaptu BucoT (height maps) Ta kapTu HaBKOIMITHBOTO 3aTeMHeHHs (AO maps).
Taki kapTu J03BOJISIIOTH TMepenaBatu ApiOH1 aetani (penbed, MOAPANUHU, TEKCTYPY

MaTepiairy) 0e3 moTpebu y BHUCOKOIMOMITOHANBHIN TeomeTpii. OCHOBHHI MPUHIIUII



36

MOJIATAE B TOMY, 110 Bi3yasibH1 BIACTUBOCTI MOBEPXHI OMUCYIOTHCSI BEKTOPHUM TOJIEM
HOpMaJiel, sKe BIUIMBA€ Ha B3a€EMOJII0 CBITJIA 3 MOBEPXHEI0, CTBOPIOIOYM 103110

penwsedy. Ha pucynky 2.5 HaBeAeHO MPUKIIA] BUTIISTY KapTH HOPMAJICH.

Pucynok 2.5 — Ilpuknan BUrIsAy KapTu HOpMaJlen

. . = .
MaremaTu4HO ¢ MOXHaA ITOAATH SIK 3MIHY BCKTOPAa HOpMaAJIl Npixel Yy IpocCTOop1

MMKCEJIB.
Npixel = T?lt + B'f_ib + N'r_in, (29)

ne T, B, N — oproHopMoBaHuii 6a3uc (tangent, bitangent, normal),

My, My, M, — KOMIIOHEHTH BEKTOPA 3 KAPTH HOPMaJlel y IPOCTOPi TAHTEHTIB.
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TakuM YMHOM, TSI KOYKHOTO TIKCEIIsT HOpMasib MOXKe OyTH 3MiHEHA HE3aJIC)KHO
B1JI T€OMETPii MOJIeIIi, CTBOPIOIOYH JIETaI3alIlil0 Bi3yalbHO, ajie He reoMeTpuyHo [37].
Ha pucynky 2.6 HaBeIeHO MPUKIIA]] 3aCTOCYBaHHS KapTH HOpMaJei, 3anedeHoi 3 high-

poly (12,5 mutH nostironiB) Ha low-poly Moxeins (14,5 THC MOJITOHIB).

Pucynox 2.6 — 3actocyBaHHs KapTu HOpMaJseil Ha MOl

3 TOYKM 30py PEHAECPUHTY, KapTa HOpMaJIel 3MIHIOE€ HAIPSIMOK BIJIOUTTS CBITJIA

B MOJENl OCBITIEHHS, Hampukian, momeni ®donra ab6o moxeni Kyka-Toppenca.



38

Ile nmo3Bossie mocsATaTH BHCOKOi Bi3yaslbHO!I JeTaiizaiii HaBiTh TpPHU HU3BKOMY
MOJIITOHAILHOMY Oro/keTi. Y piBHAHHI BIIOUTTS PoHra BekTtop N 3aMIHIOETHCS

JIOKaJIbHUM BEKTOPOM 3 KapTH HOpMaJei.

I=kyl, +ky(Lx N+ ks(RXV)I,. (2.10)

Takum 4MHOM, OCBITJICHHS pearye Ha JapiOH1 penbedHl 3MIHU, X04a (paKTHIHA
reomMeTpist He 3MiHIOEThCs. Lle mo3Bossie mocsraTy BHCOKOI Bi3yasibHOI JAeTamizarii
HaBITh NMPU HU3BKOMY MOJITOHATIBHOMY OIOIIKETI.

Kaptu BHCOT — 1e TekcTypu y rpajaiisix ciporo, /€ sSCKpaBICTh BHU3HAYa€e
B1JICTaHb TOYKH MOBEPXHI BiJ] 0a30BO1 MJIOMIUHH.

JIBoMa OCHOBHUMU crioco0aMu iX BUKOpuUcTaHHS € displacement mapping, sike
(b13UYHO 3MIHIOE TEOMETPI0 MOBEPXHI MiJl Yac PEHAEPUHTY a00 MPENpPOIECUHTY Ta
parallax (relief) mapping, sike cTBOproe oNnTUYHY U030 penbedy 0e3 haKTUIHOTO
nepemilieHHs: BepimH. Y kiacuyHoMmy displacement mapping 3MmiHa KOOpJIWHATH

BEPIINHU P 3a/1a€ThCA SK:

P =P +h(u,v) XN, (2.11)

ne h(u, v) — 3HaYeHHS BUCOTH 3 KapTH y KoopauHarax UV,
N — HOpMaJh TOBEPXHI.

Xoua displacement mapping 3abe3nedye HaWBUIY pPEATICTUYHICTb, BIH €
OOYHCITIOBAIBHO 3aTpaTHUM. Y pealbHOMY 4acl YacTillle BUKOPUCTOBYeThes Parallax
Occlusion Mapping (POM), saxuii momudikye xoopauunata UV 3amicTh BepIvH,
3a0e3Mneuyroun U031t 00’ eMy 0€3 TeOMEeTPUYHUX BUTPAT.

3a pesynpraramu TectiB NVIDIA y 2021 pomi 3aBasku displacement mapping
BIajdoCh jociartu 3HWkeHHS FPS nHa 45% mnpo BHCOKIM dYacTOTi Jeraiieid, a
BUKOPHUCTOBYIOUM normal mapping BTpaTa NpOAYKTHUBHOCTI cKJana jauiie 5-7% 3a

aHaJIOT14HOI BI3yalIbHOT SIKOCTI.
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TekcTypu, CTBOpPEHi anroOpuTMiuyHO 0€3 BUKOPUCTAHHS 300pakeHb, HA3UBAIOTh
OpOIEeAYPHUMH  KapTaMd. BoHM  103BONSAIOTH  3a0e3meuyBaTd  HECKIHUCHHY
MOBTOPIOBAHICTD 1 BAP1aTUBHICTbD, HE 301IBIIYIOUH OOCST MaM’sITi. Y OUIBIIOCTI PYLIiiB
1 penakTopiB, Takux sk Substance Designer, Blender Shader Editor Ta Houdini, Bouu
ONMHCYIOTHCS By3ioBUMH Tpadamu (node-based) abo maremarmuyHuMu QYHKITISIMA
urymy [38].

OmuuM 13 HabBigomimmx npukiagiB € mym Ilepmina (Perlin Noise), skuit
BUKOPHCTOBYETHCS JJII CTBOPEHHS MPUPOAHUX TEKCTYp, TAKWX SK KaMEHb, XMapH,

mKipa, mcok. Moro ocHoBHa popmyia:

f(x,y,2z) =Y, a; X noise(b;x,b;y, b;z), (2.12)

1€ a; — aMIUTITya,
b; — wacToTta 1151 1-TO OKTaBY.

JUtst O11bII peaniCTUYHUX Pe3yJbTaTiB BUKOPUCTOBYEThCS 1yM Worley, axuit
reHepy€e TEKCTYpHU TUIY «KITHH» (puc. 2.7 (a)), a Takok ¢GpakTaabHUN IIyM, KUK
JI0J1a€ NeTalbHICTh Ha Pi3HUX MaciiTadax (puc. 2.7 (0)).

[TponienypHi kapTu MaroTh Oararo mepeBar, TakuX SK MiHIMajdbHa KUIBKICTh
nam’siTi (30epiraeTbes (opmyna, a He TMIKCENbHI JaHl), HECKIHUEHHa pPO3/ALIbHA
30aTHICTh (MOKHA MaciitaOyBaru 0e3 apredakTiB) 1 AMHAMIYHA ajanTtaiis (Moxe
3MIHIOBATHCS 3QJICKHO BlJ YMOB CIICHH).

3 HeAOJIKIB MOXHAa BUIUIMTH BHCOKe HaBaHTaxeHHs Ha CPU/GPU mnpu
reHepanii B peajpHOMY Yaci, TOMy KapTH 3a3BHYaill MOMEPEIHbO 3aliKaloThCs Y
3BUYAIHI TEKCYTPH.

VYV cydacHuX maimiaiiHax CTBOPEHHS TPUBHMIPHOIO KOHTEHTY ICHYIOTh
YUCJICHHI IHCTPYMEHTH JIJIsl TeHEepallli KapT HopMauie 1 BucoT. Hailbinbin nomynspHi 3
Hux Substance 3D Painter / Designer, Marmoset Toolbag Ta Blender.

VY pymisix (Unity, Unreal) icaytors BOynoBani cuctemu Tangent Space Normal
Mapping, Virtual Heightfields, Dynamic Normal Blending, mo 103BoJsAIOTH

KOMOIHYBaTH KapTH y peaJlbHOMY 4aci.



(a) (6)

Pucynox 2.7 — Ilpukiiagy pi3HAX THIIIB ITyMiB

(a) mrym Worley; (0) dpaxranbHuii nrym

Kpim Tor0, HampsiM reHeparii TeKCTypH Ha OCHOBI IIITYYHOTO 1HTEIEKTY aKTUBHO
po3BuBaeThes. Lleil HampsiM BUKOPUCTOBYE HEWPOHHI MEPEX1 IJIsi CTBOPEHHS KapT
HOpMaJieli abo BHICOT i3 3BMUYaiiHUX 300pakeHb. Mogenb Stable Diffusion + Normal
Map Converter abo Al Texture Generator € mpukiagamMu Iporo. Taki HIAXOAU
JIO3BOJISIFOTh CYTTEBO CKOPOTUTH Yac pO3pOOKM MarepiayliB Ta aBTOMAaTHU3yBaTU
YaCTUHY ONTHUMI3AI[ifHOTO MPOIIECY.

OTxe, METOAM ONTHUMI3alli 3a JOMOMOIOK TEKCYTPHHX KapT JO03BOJSIOThH
nepenaBaTd  BUCOKMM  piBeHb  jAeTamizamii  0e3 HeoOXimHOCTI  30UTbIIeHHS
MOJIITOHAJILHOCTI, M0 3HAYHO 3MEHITYE HaBaHTAXXCHHS Ha cUcTeMy peHuaepunry. Lli
METO/IM CTAHOBJISITH OCHOBY CYyYaCHOTO ITiIX01y J0 ONTUMI3alii MoJeNel y peaabHOMY
Yaci, 32 yMOBH BUKOPUCTAHHSI pa3oM 3 IMpaBmiIbHO Tigiopanumu PBR-TexcTypamu ta
UV-Mamnamu. Y cBOIO 4epry, NporeaypHi KapTy J03BOJISIOTh CTBOPIOBATH JUHAMIYHI
CepeloBHINa Ta aJalNTHBHI Marepiaid, L0 € OCOOJMBO BAKIUBUM JUISI BEJIHUKHX

ITPOBUX CIEH Ta BIPTyaJIbHUX CBITIB.
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2.5 MeToau onTuMi3alii y iIrpoBUX pyuIisax

CydacHi irpoBi pymiii 0OpOOJSIOTh BENHMKY KITBKICTh JaHUX, BKIIFOUAIOUH
MOJIeTll, TEeKCTYpH, aHIMallilo, 3BYKOB1 e(pexTH, ckpuntu Ta iHun pecypeu. CkianHi
irpoBi ciieHu MOXyTh norpeOyBaru Outbiie S0—-100 I'b akTuBiB, 10 CTBOPIOE 3HAUHE
HAaBaHTAKEHHS Ha OIMEPAaTUBHY TaM’ STh 1 CXOBHUINE. TakMM YHHOM, OCHOBHHUMH
HaIpsiIMaMH OINTHUMI3AIl Y PYIIISIX € CTUCHEHHS JaHuUX (compression), IO O3Ha4Yae
3MEHIIICHHS po3Mipy ¢aiiaiB 6e3 3Ha4HOI BTPATU SKOCTI, Ta MMOTOKOBE 3aBaHTAKEHHS
(streaming) — AuHAMIYHE TMIJBAaHTAXXEHHS JUIIE TUX PECYpPCiB, sKI MOTPIOHI B
KOHKpeTHU1 MoMeHT rpu. Ili migxoau 3a0e3meuyioTh IUIABHICTH TEUMILICIO,
3MEHIIICHHS Yacy 3aBaHTAXCHHS Ta 3HMKCHHS CIIOKMBAHHS OMEPATHBHOI ITaM STi.

IcHye nmekinbka BUJIIB CTUCHEHHSI TPUBUMIpHUX Mozenel. HalnmonynspHimmmu
3 HAX € TEOMETPUYHE Ta TEKCTYpHE CTUCHEHHS.

OCHOBHOIO METOI0 T€OMETPUYHOIO CTUCHEHHS € 3MEHIIIEHHS KUIBKOCTI JaHUX,
HEOOX1THUX JJIsl OMKCY BEPIIMH, HOPMaJIed Ta TEKCTYPHUX KOOpAMHAT. THUIIOBUMU
MiIXOMaMH IS I[hbOTO BHUIY €: KBAaHTOBaHE KOMYBaHHS KOOPIWHAT, CTHCHECHHS 3
MIPOTHO3YBAHHSM Ta KOMIIPECis TOTMOJIOT].

KBaHTOBaHE KOMyBaHHS KOOpJAMHAT O3HAayae 3MeHIIeHHs ToyHOocTi 3 float (32-
01T) f0 short (16-61T), 1110 103BOJISIE 3HU3UTHU OOCST I1aM’sIT1 BJ[B14l O€3 MOMITHOI BTpaTH
saKocTi [39].

CrucHenHs 3 nporHo3yBaHHsaM (predictive encoding) — 11e miaxia, 1€ 3aMiCTh
30epekeHHsT a0COIOTHUX KOOPAMHAT 30€piraloThCs PI3HUIl MK TMOCIHITOBHUMU
BepmHamMu  (A-xomripecis). Takuid miaxiyy e(EKTUBHO CTHCKA€ TOIOJIOTIYHO
MMOCJ1J0BHI CITKH.

Kommpecis Tomomnorii (topological compression) o3Ha4ae KOMyBaHHS 3B’SI3KIB
MDK TPUKYTHUKaMHU SIK MOCIIIOBHOCTI KOMaH/I, 110 BITHOBIIOKOTH CITKY. AJTOPUTM
«EdgeBreaker» 3meHIye o0csT TOMOJIOTIYHUX JAHUX J0 ~2,5 01T Ha TPUKYTHUK [40].

Texctypu 3aitmaiors 10 70% mam’siTi y THTOBIH Tpi, TOMY iX ONTUMI3AIlS €

KpUTUYHOIO (Tab. 2.2).
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Tabnuis 2.2 opmaru TEKCTYPHOTO CTUCHEHHS

dopmar Bit/mikcen OcobamnBocTi PiBenn sikocTi
DXT1 /BCl1 4 be3 annda-kanamy Cepenns
DXT5 /BC3 8 3 anbda-kaHaaoM JloGpa
BC7 8 Bucoxa skicts, HDR Bucoka
ASTC 4-8 AJTariTUBHE CTUCHEHHS Jyxe Bucoka

®opmar ASTC (Adaptive Scalable Texture Compression) € cy4acHUM
CTaHJIapTOM, SIKUU mATpUMye O10ku 4x4 1o 12x12 mikceniB 1 103BoJisg€ OalaHCyBaTH
MDK [KICTIO Ta po3mipoM. MaremarnuHo kBaHTyBaHHS B ASTC BUKOHY€ThCS yepes

BCKTOPHC KOAYBAaHHA.

C =B xQ (), (2.13)

ne C — BIIHOBJIEH] KOJILOPH,
B — 6a30B1 K0OJIbOpH OJIOKY,
Q™! — inBepcia KBaHTYBaHHA JUIs 1HAEKCIB /.

[ToTokoBe 3aBaHTaXEHHST — 1€ TEXHIKA, TpPU SKIH pecypcu CIEHU
M1JIBAHTAXYIOTHCS ACMHXPOHHO 3 HAKOMUYyBaya y TaM’ STh 3aJIKHO BIJ TO3MUIIT
rpaBIlsg a00 kaMmepHu. [aes mossirae B ToMy, 100 HIKOJIM HE 3aBaHTaKyBaTH MOBHY CIICHY
IIJIKOM, a JIUIIIE Ti 00’ €KTH, K1 MOTPAIUISIOTh Y 30Hy BUIUMOCTi. OCHOBHOIO YMOBOIO

€.

Rstream = Rloads (2-14)

1€ Rgtreqm — IBUIKICTH NOTOKOBOTO 3aBaHTaxkeHHs (Mb/c),
Rjpqdq — CEpEmHS MBUIKICTh CTIOKUBAHHS JAHUX PYIIIEM.
Sk1110 yMOBa HEe BUKOHYETBCS, TO BIIOYBaeThCs «stutter» abo 3aTpuMKa Kaapis.
JIJisi KOHTPOJIO Tam’SITi BUKOPUCTOBYETHCS AJITOPUTM HAWMMEHIN HEIIOJaBHO

Bukopuctanux ganux (Least Recently Used — LRU). [1pu nocsirHeHH1 MiMiTy 11aM’ ATi
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B110yBa€ThCA BUAAICHHS 00’ €KTIB, SIKI HE BUKOPUCTOBYBAJIMCSI HAUTPUBAJIIIINN Yac.
Ct = {ri € R: ClgE(T'i) < Tmax}a (215)

ne R — MHOXUHA pecypciB,
age(r;) —9ac 3 MOMEHTY OCTaHHHOTO BUKOPHCTAHHS,
Tqx — TIOPIT Yacy 30epiraHHs.
Le#t mpuHIMO JEXUTh B OCHOBI texture streaming i1 geometry streaming y
pyuisix Unity, Unreal Engine Ta Frostbite.
Unreal BukopuctoBye cucteMy Virtual Texturing (VT), sika moiisie TEKCTypH Ha
«mtkmy (tiles) posmipom 128x128 mikcenis. Ilig yac peHaepuHry pyiiiid BUOUpae
JUIIe Ti TUTMTKY, SK1 MOTpiOHI B MOdi 30py, 1 3aBaHTaxye ix y mam’ste GPU.

MaremaTryHa MOAEIIb 1HAEKC ALl INTUTOK:
T(u,v) = tileIndex (EJ , EJ), (2.16)

ne s — po3mip utku y UV-nipoctopi.

V¥ UES Takox 3acTocoByeThcst Nanite, SKuil TMHaMIYHO CTPIMUTH T€OMETPIIO Ha
OCHOBI BaxJuMBOCTI (importance culling), mo Ao3Bossie BigoOpaxaTH MUIbSIPAU
TPUKYTHHUKIB Y peaibHOMY 4aci [41].

Unity mae cucremy Addressables & Asset Bundles, sika 1o3Bosise po3aiisTi
pecypcu Ha OKpeMi MakeTd, U0 MiABAHTAXYIOThcs 3a mnorpedu. IloToxoBe
3aBaHTAXCHHsSI 3IHCHIOETbCST acuHXpoHHO uepe3 APl Ile 3menmye RAM-

BukopucTanHs Ha 30—-50% nis Benukux cuel [42].

Jlictunr 2.1 Bukopucranns pymiieMm Unity Addressables & Asset Bundles:

Addressables.LoadAssetAsync<GameObject>("Character LowPoly")

Po3zpo6nennit EA DICE pymmiii Frostbite BukopucroBye «Background Streaming



Threads», ski posnoauisaoTe pecypcu Mk CPU Ta GPU mnortokamu.

HpOI[YKTHBHOCTi BU3HAYAETHCA SK:

1€ Dipadeqa — 0OCIT TaHUX, 3aBaHTAXKEHUX 32 KaJp,

trrame — 9aC OQHOTO Kazpy.

t frame

Dioaded
Pstream -

2
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dopmyna

2.17)

CucreMa JIWHAMIYHO TIJJIAIITOBYE IIBUJKICTh TOTOKIB, 00 YHUKHYTH

nepeBaHTaxeHHs Aucky abo GPU.

OnTuManpHl pe3ylbTaTH JOCATAlOTbCA NpH KOMOIHYBaHHI CTHUCHEHHS Ta

cTpimiHTy. [IOKpOKOBO TUIOBHII MAMIIAH BUTTISIAE TaK:

Kpok 1. High-poly monens — peronosoris — low-poly.

Kpok 2. 3amnikanHs kKapT HOpMaJiel 1 TEKCTYP.

Kpox 3. Excrniopt y popmar glTF/Draco.

Kpok 4. Streaming y pymiii 3 anantuBaum piBHem LOD.

®opmar gITF 2.0 13 Draco Compression J03BOJISIE CTUCKATH TeOMETpiro B 5—10

pa3iB 0e3 Bi3yaJbHO1 BTpaTH sSKOCTI (Tadm. 2.3) [43].

Tabnuis 2.3 Haltnommpeniiine 3acTOCyBaHHSI METO/IIB CTUCHEHHS

Metox

3acTrocyBaHHS

Geometry Compression (Draco)

WebGL, Mo611bHI irpHu

Texture Compression (ASTC)

Bci minardopmu

Virtual Texturing (UES)

AAA irpu, VR

Streaming (LRU)

Open World

Hybrid (Compression + Streaming)

Benuki npoektu

MCTOI[I/I CTHCHCHHs Ta IIOTOKOBOI'O 3aBaHTAXXCHHI pecypciB € BaXJIMBHUMU

KOMIIOHEHTaMHM Cy4YacHOI ONTHUMI3allli TPUBUMIPHUX Monened. BoHu miABUIIYIOTH

CTa0lIBHICTh KaAPIB Y pealbHOMY Yaci, SMEHIITYIOTh Yac 3aBaHTaKEHHS Ta €(DEKTUBHO
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BUKOPUCTOBYIOTH IMaMm’siTh. {7151 py11iiB HOBOTO MokomiHHS, Takux sk Unreal Engine 5
1 Unity, crannaprom € noeananns ¢opmariB gITF + Draco, ASTC Tekctyp 1 Virtual
Texturing. Ili Merogm O3BOJNSIOTH CTBOPIOBATH BHMCOKOAETANi30BaHI CBITH 0e€3
NepeBaHTaKyBaHHS CUCTEMH, 110 € OCHOBHOIO METOIO0 ONTHUMI3allil Y TPUBUMIPHOMY

BUPOOHUIITBI.
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3 JOCJKEHHS METOIIB OINITUMIZAIIT TPUBUMIPHUX

MOJIEJIEA

3.1 O6rpyHTYyBaHHS BUOOPY CEPEIOBHUIIA TOCTIKCHHS

VY mpoueci moOyI0BM €KCHEPUMEHTY 3 ONTUMI3allii TPUBUMIPHUX Mojelei
BUOIp cepeloBHUIlla JTOCIIHKEHHS € BaXJIHMBUM eTarnoM. J[s epeKTUBHOro aHamizy
METOJIB ONTHUMI3aIlli HEOOXITHO MaTH I1HCTPYMEHT, SKUHW 3a0e3rnedye sKiCHY
BI3yalli3allilo, a TaKOX T'HYYKl 1HCTPYMEHTH /Ji1 BUMIPIOBaHHS MPOAYKTHBHOCTI,
VOpaBIIHHSA pecypcaMud Ta KepyBaHHS pIBHAMHM JeTamizamii. Y  paMmkax
kBaiikamiitHoi poOOTH sAK OCHOBHE cepenoBuine Oyino oOpano Unity Engine,
OCKUIbKM BIH € OJHHMM 13 HaWUNOLIMPEHINX 1HCTPYMEHTIB JMJii CTBOPEHHS
IHTEPaKTUBHOTO TPUBUMIPHOTO KOHTEHTY.

Kpocmnarpopmuauit  pymiit - Unity 7103BOJISE  CTBOPIOBATH  JIBOBUMIpPHI,
TpuBuMipHi, VR- Ta AR-momatkm mms Outbin HiXK 25 miatdop™, BKIIOYAIOYH
Windows, macOS, Android, i0S, WebGL Tta xoncom. VY cdepi onrumizamii
MOETHAHHS THYYKOTO PEHJEPUHTY Ta 3pYyYHHX IHCTPYMEHTIB I aHAI3y
IPOJAYKTUBHOCTI B peajbHOMY dYacl € OCHOBHOIO mepeBaroro Unity. 3riiHO 3
odimiitaumu maaumu Unity Technologies [44], monax 70% MOOiIBHUX Irop y CBITI
CTBOPEHO caMe Ha IIboMy py1ii. [le cBiuuTh npo oro ontumizaiiiiny epeKTUBHICTb.
Unity 3abe3neuye aekibKa KIFOYOBUX MOMJIMBOCTEH ISl POBEICHHS TOCITIIKCHD
onTuMizailii. Po3risHeMo OCHOBHI 3 HUX.

[HcTpymenT «LOD Group System» 103BOJjIsi€e aBTOMAaTUUHE MTEPEMHUKAHHS M1
PIBHSAMH JIeTajizailii 3aJIe’KHO BiJ BIJACTaHI J0 KaMepH, 10 J03BOJISE 3MEHIITYBAaTH
HaBaHTaxeHHs Ha GPU (puc. 3.1).

[actpyment «Profiler» mnpusnauenuii A aHanmizy NPOIYKTUBHOCTI, SKUAN
BimoOpaxkae crnoxxuBanHss CPU, GPU, mam’sTi, kinbkicTs draw calls, frame time ta

1HIII TTIOKA3HUKHU y pealibHOMY Yaci (puc. 3.2).



© Inspector

EI\J v LOD
i ) Untagged Default
1

o Transform
as v LOD Group
Fad
LOD O

100%

100%

Recalculate Lightmap Scale
Reset Object Size
Triangles - 3 Sub Mesh(es)

Setto Camera 19,34 m
0% LODO0) -3 S

Set to Camera

Set to Camera

&% Profiler

Pucynox 3.2 — Unity Profiler
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[HcTpymenT «Texture Import Settings» 1a€ MOXIJIMBICTh KEPYBaHHS pO3MipOM,
dbopmarom ctucHeHHsi Ta MIP-piBHsiMu TekcTyp. Lle 103Bossie mOCHIAKYBAaTH BILTUB
SKOCTI TEKCTYp Ha MPOAYKTUBHICTD CIICHH.

[nctpyment «Frame Debugger» nmpusHaueHMil aJis BIJCTEKEHHS PEHIEPHUHTI-
npolecy, KU J03BOJsIE BU3HAYaTH, SIKI caMe OO €KTH YH IIEHAEpU CTBOPIOIOTH

HaJMipHE HaBaHTaxeHHs (puc. 3.3).

&% Frame Debugger

Pucynok 3.3 — Unity Frame Debugger

[acTpymenT «Statistics Panel» — 1ie 6a3oBa maHenb CTaTUCTHUKH, MO MOKA3ye
FPS, kinbkicTh mosiroHiB, BepuinH, draw calls Ta BUKopucTaHHd mam’siTi Ha CIIEHI
(puc. 3.4).

[actpymentu «Occlusion Culling» Ta «Light Baking» — 1ie qomnomixHi metosu,
SK1 JTO3BOJIAIOTH JOCIHIJUTH BIUTUB TIONEPEIHBOTO OCBITICHHS Ta MPUXOBYBAaHHS
00’ €KTIB 1033 KaMEPOIO Ha 3arajibHy MPOITyKTUBHICTb.

Jlsis oOrpyHTOBaHOTO BHOOpY pyLIisi IOIUIBHO mOpiBHATH Unity 3 iHIIMMHU
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NoIIMpeHuMH cepenoBuiiamMu, Takumu sik Unreal Engine ta Blender (Ta6m. 3.1).

Audio (suspended):

Graphics:

in 1.8ms

20

Pucynok 3.4 — Unity Statistics Panel

Tabmuis 3.1 — [lopiBHsJIbHA XapaKTEepUCTUKA PYILIIB

v @ W BB State Gizmos

Statistics

KpuTrepii Unity Unreal Engine Blender
1 2 3 4
[Taker
TPUBUMIPHOTO
Tun pyuris [rpoBuii pyuriit IrpoBuii pyuriit
MOJICJIIOBaHHS Ta
pEHAEpUHTY
[HCTpYyMEHTH Profiler, Frame Unreal Profiler, System Console,
poQLIIOBaHHS Debugger, Stats GPU Visualizer Render Stats
Tak (LOD Group,
_ Tax (LOD System, | O6omexena (uepe3
[Tintpumka LOD aBTOMAaTU4HE _
HLOD) MoauGIKaToOpH)
HaJIAlITyBaHHS )
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[TponorxenHus Tadmuii 3.1

1 2 3 4
PobOora 3 )
BOynosana Yepes Material o .
TEKCTYPHUMU _ [ToTpiOHi marinu
MIITPUMKA Instances
aniacamMu
ITotoxoBe )
Addressables, Streaming Levels, _
3aBaHTaKCHHS ' Bincyrtne
' Asset Bundles Nanite
pecypcis
[Ipocrora
o Bucoka, ane 6e3
peanizarii Bucoxka Cepenns .
. BuMiproBaHHsa FPS
€KCIIEPUMEHTIB
Bizyamizaris y
. Tak Tak OOMexeHO
peabHOMY 4aci
OcHoBHa MOBa .
C# C++/Blueprints Python

CKPHIITIB

Tabnuis nokazye, mo Unity onTUMalbHO MO€JHYE THYYKICTh HalalllTyBaHb,
3py4HICTh Mpo]iTFOBaHHS Ta MIBUIKICTH MIATOTOBKU €KCIIEpUMEHTIB. Ha BiaMmiHy Bij
Unreal Engine, sxkuil Mae OuUIbIIMIA MOPIT BXOAY Ta CKJIQAHINLY apXITEKTypy
ynpaBiiHHS cueHaMmu. Blender, y cBoto yepry, He MPONOHYE JTOCTAaTHIX 1HCTPYMEHTIB
JUIsT BUMIPIOBAHHSI PEajbHOTO 4Yacy pPEHIEPUHTY, HE3BaKalouW Ha MOTYKHICTh Y
MOJEIIFOBaHHI.

JIist moCiIKeHHS ONTUMI3aIlil BUKOPUCTOBYIOTHCSI HACTYITHI OCHOBH1 KPUTEPIi:

—gacrota kajnpiB (FPS, Frames per Second) Bu3Havae miiaBHICTh BiT0OpaskeHHS
CIICHH,

— KUTBKICTh BUKIIUKIB peHAepuHTry 00’ekTiB (draw calls), amke 3MeHIeHHS
KibKkocTi draw calls € omHuM 13 KitouoBUX edekTiB onTuMizaiii uepe3 LOD, TekctypHi
aTiiacu Ta OaTYiHT;

— 00csr maM’ATi, KU BUKOPUCTOBYE clieHa (memory usage: RAM, VRAM),

amke Ui Unity BaxxnuBuMmH napametrpamu € «Texture Memory», «Mesh Memory»,
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«Animation Memory»;

— gac 3aBaHTaX€HHs ClIeHW a0o0 aceTiB (scene load time) mpsmo 3a1eKUTh Bijl
KUTBKOCTI TIOJIITOHIB Ta 00CATY TEKCTYD;

— 3arajibHuil  po3Mip 30ipku mpoekty (project build size), skuit MoxHa
3MEHIIUTH BUKOPHUCTOBYIOUM ONTHUMI30BaHI TEKCTYPH Ta MOJENI.

Jlis OLIHKM BIUIMBY ONTHUMI3allii HAa MPOAYKTUBHICTb MOXHA BUKOPUCTATU
KOe(DIIIEHT IPUPOCTY MPOAYKTUBHOCTI.

VY Unity asnst A€TaqbHOTO aHali3y BUKOPUCTOBYIOTHCS TaKi KOMITIOHEHTH:

— xoMrioHeHT «Profiler window» € ocCHOBHUM 1HCTpYMEHTOM BuMiptoBaHHs FPS,
CPU, GPU, penepunry, nam’sTi, aymaio, Bijeo, (pi3UKH, TOIIO;

— koMIoHeHT «Frame debugger» 103BoOJII€ MOETATHO BIACTEKUTH PEHJICPUHT -
nporiec kokHoro kaapy (draw mesh, set pass, clear), 1110 1a€ MOXJIUBICTh BUSIBIISATH
HAJIJTMIIKOBI IIEHAEpH] TPOoXoau abo ayOatoBaHHS 00’ €KTIB;

— KOMIIOHEHT «Stats panel» 3pydHa sl mONEpeqHIX BUMIPIOBaHb IiJ 4ac
poboTH y scene view;

— xoMrnoHeHT «GPU profiler» (RenderDoc inTerpariis), o BUKOPUCTOBYETHCS
JUIsL IeTaabHOTO aHami3y meiaepiB Ta GPU-HaBaHTa)KeHHS.

Jist ikcanii pe3ynbrariB JOCHIKEHHS 3pYYHO BUKOPUCTOBYBATH MPOQLIbHI
rpadiku 3 Unity Profiler Ta excrioptu ganux y popmari CSV, mo 103Bosisi€ 00poOisiT
ix craructuuno (y Excel, MATLAB a6o Python).

3 nepeBar BukopuctanHs Unity Jjis JOCHIAHUIIBKUX IJIEH MOXHA BHUIAUIUTH
HACTYTIHI MyHKTH:

— MIBUJAKICTH 1 HAOUHICTh €KCTIEPUMEHTIB, 00 3MIHU Y MOJEISAX, TEKCTypax 4u
LOD Biapa3y BimoOpakaroThes y pesyibTarax npodaiiiepa;

— BOYZIOBaH1 IHCTPYMEHTH aHaJi3y, IKi He MOTPEOYIOTh 30BHIIIHIX JOAATKIB;

— MacmTaboBaHICTh, 00 pe3yIbTaTH MOXKHA MEPEBIPUTH HA MOOLITBHUX, VR- un
JNECKTONHUX M1aTdhopMax;

— miATpUMKa aBTroMmaru3arlii, Tak sk Unity 103BOJSIE CTBOPIOBATH TECTH
IPOAYKTUBHOCTI yepe3 CH-CKpUNTH;

— BIIKpUTA JOKyMEHTAIlld Ta CIUIBHOTA, SKa Ma€ IMUPOKUN HaOIp KEHciB,
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TyTOpialiB 1 616J10TeK 17151 onTUMizaltii [45].

OTxe, 3aBASKU TOEIHAHHIO 1HCTPYMEHTIB BUMIPIOBAHHS MPOIYKTUBHOCTI,
3pyuHill iHTerpauii Mojenei pi3HUX PIBHIB JeTali3allii Ta THYYKUM MOXJIUBOCTSIM
yrpasiiHHsg pecypcamu Unity € ieadbHUM CEPEIOBUINEM IS JOCTIKEHb METOIB
ontuMizamii TpuBuUMipHHX Moxeneil. Unity Hamae HaaidHI Ta pemnpe3eHTaTUBHI
pe3yapTaTv, TPHUAATHI SK JUIsl aKaJeMIYHOTO aHami3dy, Tak 1 I MPaKTHIHOTO

BUKOPHUCTAHHS IPU CTBOPEHH1 ONTUMI30BaHOTO TPUBUMIPHOTO KOHTEHTY.

3.2 Metoauka nIpOBEACHHS EKCIIEPUMEHTY

Jist ananizy eeKTUBHOCTI ONTUMI3AIIMHUX MIIX0/IB OyJIr BUKOPUCTAHI TPH
TUIIA MOJENEH, 1110 BIAPIZHAIOTHCS 32 PIBHEM IMOJITOHAIBHOCTI: BUCOKOMNOIITOHAIbHA
MOJIENTb, MOJIENTb CEPEIHBOT IeTami3allli Ta MOJEIb HU3bKO1 AeTali3allii.

Bucoxononironansna wmojaens (high-poly) BukopucTOBYeThCst 5K 0a3oBa,
HeoOpoOeHa Bepcisi. BoHa neMoHCTpye HalBUINly SIKICTh Bi3yanisailii, MpoTe Mae
HagMipHe HaBaHTakeHHS Ha GPU, mae 120000 momiroHiB Ta mpu3HAYCHA IS
TE€CTYyBaHHS MPOJYKTUBHOCTI O€3 ONTUMI3allii.

Monens cepennboi peram3ainii (mid-poly) 3a3Bunyail OTPUMYEThCA MHUIIXOM
PETOIOoJIOTIT Ta JeKiMalIlii, 10 JO3BOJISE€ 3MEHIIIUTH MOJITOHATIBHICT TP 30€peKeHH1
3aranbHuX (Gopm 1 cuiyetiB. Lg monens mae 40000 mosiroHiB Ta mpU3Hau€Ha AJis
TECTyBaHHS MicIsl 6a30BO1 ONTHUMI3AILI.

Monens Hu3bkoi aeram3aiii (low-poly) — 1e mMomenb, onTuMi3oBaHa IIij
peanbHuil yac, 3 BAKOPMCTAHHAM HOpMaJsel 1 KapT BUCOT AJiA KOMIIEHCalli BTpa4eHoi
reometpii. Ll mogens mae 10000 momiroHiB Ta BUKOPUCTOBYETHCS SIK (DiHAIBHA BEpCls
JUTst ouiHKM ontumizauii LOD Ta TeKkcTypHHUX KapT.

Jlist 30epekeHHsT Bi3yalibHOI BIJNOBIAHOCTI OyJI0 BMKOHAHO 3alliKaHHS KapT
HOpMaJiel, kapT BUCOT 1 KapTu «Ambient Occlusion» 13 BHCOKOIIOJIITOHAJIBHOI Ha

HU3BKOTIOJIITOHAIBHY MOJIENb (puc. 3.5).



Pucynox 3.5 — HuzbkonosironaibHa MOEIb 13 3alI€YEHUMHU KapTaMu

VY pamkax kBamidikaiifHoi poOOTH JOCTIIKYBAIOCh I1’ITh OCHOBHUX METO/IIB,
10 PO3MVISIAIUCH Y APYTOMY PO3JILIL:

— 3MEHIIEHHS TMOJITOHAIBLHOCTI (PETOMOJIOTIS, IeKIMallisl) O3HAYa€ 3MEHIIICHHS
KUIBKOCTI TTOJIITOHIB 6€3 1ICTOTHOT BTpatu (hopMH;

— piBHi getanizalii (LOD) o3Hayae aBToMaTU4HE TIEPEMUKAHHS M1 MOJCIISIMU
PI3HOT CKJIAJTHOCTI 3aJI€KHO B1J] BIJICTaHIi;

—ontumizaiis Tekctyp (arnacu, PBR, UV-posroptku) o3nadae o0’emnHaHHS
TEeKCTYp y €IUHUU atiac jyis 3MeHIneHHs: draw calls;

— BUKOPHCTAHHS HOpMaJiel, KapT BHUCOT 1 TMPOIEAYPHUX KapT O3HaYae
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BIITBOPEHHS JieTajiel MOBEepXH1 0€3 301JIbIIICHHS T€OMETIf;

— CTUCHEHHSI pecypciB 1 moTokoBe 3aBaHTakeHHs (Addressables) o3Hauae
3MEHIICHHS po3Mipy 301pKH Ta Yacy 3aBaHTaKCHHS CIICHU.

Jlns 3a6e31eueH s KOPEKTHOCTI Pe3y/IbTaTiB yC1 TECTH BUKOHYBAJIUCS HA OIHIN

1 Ti# caMmiii anaparHii matdopmi (Tadm. 3.2).

Tabnuis 3.2 — XapakTepuCTUKU CUCTEMHU TECTyBaHHS

KommnoneHnT XapakrepucTHKa
ITponecop (CPU) AMD Ryzen 9 7950X 4.50 GHz
Bineokapra (GPU) NVIDIA GeForce RTX 4070 Ti SUPER 16 GB
OneparuBHa nam’sts (RAM) 64 GB
HaxonnuyBau Samsung SSD 980 PRO 2 TB
OmnepariiifHa cucteMa Windows 10 x64
Bepcist Unity Unity 2022.3.9f1 (URP)

Jiist kouTpomto cradinmbHOCcTi FPS BHuKkopucToBYBaBcst BOynoBaHuii mpodaitiep
Unity Ta nporpama MSI Afterburner nns nepeBipku HaBantaxkeHHs Ha GPU.
OuiHroBaHHS €(PEeKTUBHOCTI ONTUMI3allli MPOBOAUIOCH 32 TAKUMH KPUTEPISIMU:
— 6a3oBuit mokazHuk nponykruBHocTi (Frames per Second, FPS);
— KUIbKICTh 3BepHEHb 10 GPU 3a kaap (draw calls, DC);
— cnokuBaHHA Bigeonam’sati (VRAM usage, V);
— BUKOpUCTaHHS ornieparuBHOi mam’sTi (RAM usage, R);
— gac 3aBaHTa)keHHs ciieHu (scene load time, T));
— po3mip ¢diranbHOI 30ipku (build size, S).
JIJ1st KOOKHOTO TTOKa3HHUKA PO3PAaX0OBYBABCs BIIHOCHUN KOE(ILIEHT MOKPALICHHS.
K = 2e=Priom o 1009%, (3.3)
10
ne Py, — 3Ha4ueHHs MOKa3HMKA 10 ONTHMIi3auii,

Pyicnq — 3HAUEHHS MOKA3HUKA MICIA ONTUMI3aLIi].



55

3arayibHUM 1HTErpaJbHUN MOKAa3HUK €(PEKTHUBHOCTI ONTHUMI3allli BUMIPIOETHCS

HACTYMHOIO POPMYJIOL0:

1
K3ar = ; 2:1 Kia (34)

JIe N — KUIbKICTh BUMIPIOBAaHUX KPUTEPIiB.

MeTtoauka peanizallii eKCIIEpUMEHTY BKJIt0Yaia Takl eTaru:

Etan 1. Imnopt moneneit no Unity y dopmarax «.fbx» Ta «.obj».

Etan 2. HanamtyBaHHs CIIeH 3 PIBHOMIPHUM OCBITJIEHHSIM Ta CTaHAAPTHUMHU
MaTepiallaMHu.

Etan 3. [IpoBeneHHs MOYaTKOBOTO TECTY 0€3 ONMTHUMI3aLlli.

Eramn 4. IlocmigoBHe 3acToCyBaHHS METOMAIB onTuMmizarii (peromnosoris, LOD,
arnacu, Hopmaii, Addressables).

Etan 5. @ikcauis pesynsrariB npodimtoBanss (FPS, Draw Calls, nam’sth, yac
3aBaHTAKCHHS).

Etamn 6. Anani3 pe3ynbrariB y Tabauisix 1 rpadikax.

Etan 7. [lopiBHSIHHA pe3yabTaTiB M)XK METOIAMH.

[Tix yac TecTyBaHHS BOXIUBUM (PAaKTOPOM € KOHTPOJIb YMOB BiATBOpeHHs. s
YHUKHEHHSI CIIOTBOPEHb PE3yJbTaTiB BUMHUKAIOTHCS BCl JIONATKOBI KaMepH,
noctoOpoOka, TiHI Ta pexum «VSync» s yHukHenHs jdimity FPS. Takox
BUKOpHUCTOBY€EThCsI « URPy miis yHidikoBaHOTO peHnepuHTy. TecTyBaHHS MPOBOIUTHCSA
MIPU OJTHAKOBIM pO3NIUIbHIN 37aTHOCTI ekpana 3440%2160.

3acTocyBaHHs OMMCAHOT METOIUKH JTO3BOJISIE:

— 320€3MeYnTH JOCTOBIPHICTh PE3YJIbTATIB U€pPe3 MOBTOPIOBAHICTh TECTIB;

— KUIBKICHO OIIHUTH €()eKTUBHICTh KO)KHOTO METOIY OKPEMO;

— BUSBHUTH KOPEJIAIII0 MK 3MEHIIICHHSM TOJIITOHATLHOCTI, PO3MIPOM pecypciB
1 FPS;

— chopMyBaTH peKOMEHIAITIT ISl OAAIBINOT ONITUMI3allii MOjIeNiel y pealbHUX

MPOEKTAX.
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MeTtonuka TpOBENEHHS EKCIEPUMEHTY Iependadae TOeTarmHe TeCTyBaHHS
MoJIeJIel PI3HOTO PiBHA CKJIAJHOCTI Y CTaHJAapTU30BaHUX yMOBax cepeaosuina Unity.
Bubip eaunoi amaparHoi miaTgopmMHu, KOHTPOJb MapaMeTpiB OCBITJICHHS Ta
BUKOPUCTAHHS CHCTEMHOTO Ipodaiiiepa 3a0e3neuyroTh TOUHICTh 1 BIATBOPIOBAHICTh

pe3ynbTaTiB.

3.3 AHani3 pe3ynbTaTiB AOCTIKEHHS 3 ONTUMI3AIlil TPUBUMIPHUX MOeNeH

[Ticns mpoBenenHs cepii TectiB 'y cepenoBuini Unity Oylio oTpuMaHo
KOMILJIEKCHI Pe3yJIbTaTH, 10 BiOOPa)KalOTh BIUIMB PI3HUX METOAIB ONTUMI3AIll Ha
MPOAYKTUBHICTh  Bi3yami3allli TPUBUMIPDHUX CIEH. Y XOJll EKCIIEPUMEHTIB
nopiBHIOBaNMCS ToKa3HUKU FPS, BUKOpUCTaHHS maM’sTi, 4ac 3aBaHTaXEHHSI CIEH 1

pO3Mip 301pKHU MPOEKTY JJIs PI3HUX PIBHIB J€Tati3allii Ta CTYyEeHIB ONTUMI3allii.

3.3.1 Anani3 pe3yJbTaTiB ONTHMI3allii METOJ0M 3MEHIIICHHS TIOJIIrOHAIBHOCTI

Jus  aHamizy  e(EeKTUBHOCTI  BUKOPUCTaHHS  METOLY  3MEHUICHHS
MOJIITOHAJIBHOCTI  Oy7l0 chOpMOBaHO  Ta BHUKOPUCTAHO TPU THUIH MOJEICH:
BHUCOKOMOJIIroHaapHa Mojieib Ha 120000 mosiroHiB, cepeIHbONOITOHATBHA MOCIb
Ha 40000 mosiroHiB Ta HU3BKOMOMIroHaIbHO Monens Ha 10000 momironis. Ilig gac
TecTyBanHa B irpoBomy nBuryHi Unity (Bepcis 2022.3 LTS) BHKOpHUCTOBYBaBCS
OJIHAKOBUM HabIp TEKCTyp Ta ojHakoBuil Mmatepian. Ha pucyHky 3.6 HaBeaeHO
pe3yibTaTH TECTy BHCOKOIOJITOHAIBHOI MOJEN, Ha PUCYHKY 3.7 HaBEIEHO
pe3yabTaTH TECTy MOJEJi CEepeIHBOTO IMONIrOHaXy, Ha PHCYHKY 3.8 HaBeIeHO
pe3yJIbTaTH TECTy HU3BKOIOIITOHAIBHOI Mojeni. Pe3yiapTaTé TeCTiB 3 omTuUMI3aIli

METOJ/IOM 3MEHIIICHHSI MOJIITOHALHOCTI 3B€/IeHO Y Tabnwmii 3.3.



Audio:

4 A

Pucynok 3.6 — TecT BUCOKOIOJITOHAIBHOT MOJIEI

Statistics

Audio:

Graphics:
CPU: main 9,3ms

4 A

Pucynok 3.7 — TecT cepenHbOMOJIrOHATBLHOT MOACITI
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Tabmuus 3.3 — PesynapTaT TecTy 3 ONTUMI3AIil TPUBUMIPHHX Mojee

4 A

Pucynok 3.8 — TecT HU3BKOIIOIITOHAIBHOT MOJIET1

METOJIOM 3MEHIIEHHS NOJITOHAIBHOCTL

IHapameTtp High-poly Mid-poly Low-poly
[Tonironun 120000 40000 10000
FPS (cepenniit) 48 83 122
[Tam’site GPU (MB) 512 326 218
Yac 3aBaHTa)keHHS (C) 4,8 3,1 2.4
Po3mip 36ipku (MB) 280 190 160

SIk BUIHO 3 pUCYHKY 3.9, 3MEHIIEHHS KUIBKOCTI MOJITOHIB Maiike JiHINHO

niasuirye FPS 1o neBHoro mopory.
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140
122

120

100
83

80

FPS

60 48

40

20

120 TKC. NoniroHie 40 TKC. MONITOHIB 10 TMC. noniroHie
Axis Title

e 3anexHicTe FPS Big noniroHansHoCTI

Pucynok 3.9 — 3anexnicts FPS Bix momironanbHoOCTI

BigHomeHHs: mBUAKOAIT A0 KUIBKOCTI MOJITOHIB Mae (opMmy jorapupmMigyHOi

3aJI€KHOCTI.

3.3.2 Anani3 pe3ynbTaTiB ontuMizailii merogqom LOD

Hactynuuit  eranm mnepenbavae mepeBipky e€(EKTUBHOCTI  ONTHMI3aIlii
TPUBUMIPHUX MoJieneit 3a fonomororo LOD cucremu. [l Mozeni CTBOPIOBAIOCh TpU
piBHi aeramizaiii: LODO — opurinansna mozaens, LOD1 — cepenns aetamzanis (40%
noironi), LOD2 — nusbka neram3zaiis (10% mnomnironis). Bijncrans Bijg kamepw, 3a
sKkoi Mozenb nepemukaerbesa Ha LOD1 — 20 m, nHa LOD2 — 50 m. Pe3synbratu TecriB
HaBeneHo y Tabmuui 3.4. LOD-cucrema nokasaiia 0coOIMBO BUCOKY €(EKTUBHICTD Y
CIIEHAaX 3 BEJUKOK KUIBKICTIO 00’€KTIB, /e OJHOYACHO BIJOOpaKaeThCcsi OaraTo

ex3eMIuLsIpiB (puc. 3.10).
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Tabmuns 3.4 — PesynpraT TecTy 3 ONTUMI3AIN] TPUBHMIPHUX MO

MmetonoM LOD

KinbkicTh 00’ekTiB y cueni | FPS 6e3 LOD FPS 3 LOD | Piznuus (%)
50 71 104 +46%
100 52 89 +71%
250 33 72 +118%
500 22 61 +177%
120
104
100 89
80 71 72
:
2 60 52
40 33
22
20
0
FPS 6e3 LOD FPS3LOD
50 100 250 500

Pucynok 3.10 — I'padix npupocty FPS npu Bukopucranni LOD-cuctemu y cuienax

PI3HOT IIUTBHOCTI

3.3.3 AHai3 pe3yabpTaTiB ONTUMI3AIll TEKCTYp Ta MaTepiaiiB

J1Jist IOpIBHSAHHS BIUIMBY TEKTCYPHOI ONTUMI3AIli OyJI0 CTBOPEHO TpU HAOOPH
tekcyTp: 4K tekcytpu (opurinanpHi PBR marepianm), 2K Texctypu Tta TekcyTpHIi
atnacu 1K 13 komOiHoBanumu kaptamu (diffuse, roughness, metallic). Pe3ynbratu
tecty 4K Texkcrypu HaBeneHo Ha pucyHky 3.11, 2K — nHa pucynky 3.12, 1K — Ha

pucyHky 3.13. Pe3ynbraTu TecTyBaHHs 3BeieHO y Tabmui 3.5.



s Profiler

Pucynok 3.12 — 3aBanTtaxenus GPU mnix yac Tecty mozeni 3 2K TekcTyporo




Pucynoxk 3.13 — 3aBanTtaxenns GPU mninx yac Tecty mozeni 3 1K TekcTyporo

Tabmuusg 3.5 — Pe3yabpTaTl TECTY 3 ONTUMI3AIIIT TEKCTYp Ta MaTepiaiiB

IHapameTtp 4K 2K 1K Ataac
FPS 57 79 88
GPU nam’sats (MB) 804 512 368
UYac 3aBaHTa»xeHHS (C) 5,1 3.8 3,2
BizyanbHi gxictb (%) 100 95 90

SKicTh OIliHIOBaJlacsd €KCIEPTHUM MeEToAoM. BizyanbHa sIKICTh MoOJeNiel 10 Ta
MICJI ONTUMI3allll TEKCTYp HaBe[eHa Ha PUCYHKY 3.14.
OTpumaHi pe3yJbTaTi MOKa3yIoTh, 0 3MEHIIEHHS PO3ALIBHOCTI TEKCTYp YABIU1

nae npudauzno 30% npupocty FPS, a Bukopucranss arnacis mie nonarkosi 10-12%

(puc. 3.15).




Pucynok 3.14 — [1opiBHSIHHA Bi3yaJIbHOI IKOCT1 MOJENEN MpU ONTUMI3aLlll TEKCTYP

100

90

80

70

60

FPS

50

40

30

20

10

88
79

57

4K 2K 1K Atnac

e 3anexHicTe FPS Big TEKCTYP

Pucynok 3.15 — I'padix npupocty FPS npu ontumizaiii TeKcTyp
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3.3.4 AHani3 pe3ynbTaTiB ONTUMI3AIIT MOJIEJIEH 3a T0TTIOMOI'0K0 KapT HOpMasien

Ta BUCOT

HactynmHuii excrepuMeHT TmepeBipsiB e()eKTHBHICTh KapTH HOpMaled Yy
MOPIBHSHHI 3 TCOMETPUYHUMU JCTAIIMHU. TecToBa MOJICIIb Majia JIBi Bepcil:

— BUCOKOTIOJIITOHAJIBHA TEOMETPIs, Je AeTalli 30epekeHi Ha ciTmi (Moaens A);

— HU3BKOTIOJIITOHAIbHA TEOMETPIis Ta KapTa HOpMaliel, 3amedeHa 3 Mojeni A
(momens B).

PesynbpTaTn HaBeneHo y Tabmwuil 3.6.

Tabmuus 3.6 — Pe3ynbTaT TECTy 3 ONTUMI3aLllil MOJIeTIe 3a I0TOMOTOI0 KapT

HOpMaHCﬁ Ta BUCOT

Mogaeas | Iloaironu FPS GPU load (%) | SxicTb gerauei (%)
A 120000 48 97 100
B 10000 116 62 93

Taknum 4MHOM, BUKOPHCTaHHS HOpMaJIel 3MeHIIMI0 HaBaHTakeHHS Ha GPU Ha

36% npwu 30epexeHH] TpuoaIn3HO 93% Bi3yaabHOI SKOCTI.

3.3.5 AHani3 pe3yabTaTiB ONTUMI3AIl] MOJIeTIeH 3a JOTIOMOT OO TPYITyBaHHS

HactynHuii  excriepuMeHT TepeBIpsSB BIUIMB KITBKOCTI 00 ’€KTIB  Ha
MPOAYKTUBHICTh. byno cTBOpeHo nekinbka cied 3 low-poly o6’extiB: Ha 100, 500,
1000 ta 2500 ex3zamruisipiB. Y TaOmuii 3.7 HaBENEHO PE3ylIbTaTH BUKOPUCTAHHS
MeTofiB static batching Ta GPU instancing.

Ha pucynky 3.16 HaBenmeHo rpadik HpOAYKTHBHOCTI HPH PI3HUX METOIAX

00poOKH 00’ EKTIB.



Tabmuus 3.7 — Pe3yapTaT TECTY 3 ONTUMI3ALIli MOJIeIel 3a I0TTOMOT0r0

rpynyBaHHs
KinbkicThb FPS 3 static FPS 3 GPU
FPS 0e3 batching
00’€KTIiB batching instancing
100 117 120 122
500 72 95 104
1000 49 74 91
2500 23 47 68
140
117 120 122
120
104
100 9 )
74
0 80 72 68
" e 49

40
23

20

FPS 6ez batching FPS z static batching FPS 3 GPU instancing

100 500 1000 emm==2500

Pucynok 3.16 — I'padix npupocty FPS npu pizaux meromax o6poOku 00’ €KTIB

Buxopucranuss GPU Instancing mpoaeMoHCTpyBajo HaWKpallll pe3yibTaTu,
amke cepenuid npupict FPS cranoBuB 60% y TMOpIBHSHHI 3 pEHIEPUHIOM 0e€3

oInTHUMI3alli.
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3.3.6 CymapHa o11iHKa e(peKTUBHOCTI METO/I1B

MeToro ngaHoOro eramy AOCHIIKEHHS € TMOPIBHSUIbHUNA aHami3 €(eKTHBHOCTI
PI3HUX METOJIB ONTHUMI3allli TPUBUMIPHUX Mojelnel y cepenoBuiili Unity. Ha ocHOBI
310paHKX eKCTIEpUMEHTANBHUX JAHUX 31HCHEHO aHAIITUYHY OLIHKY BILUIUBY KOXXHOTO
METOAYy Ha  MPOAYKTUBHICTh CHCTEMH, BI3yallbHy  SKICTh  MOJENl  Ta
pecypcocniokuBaHHs. Takuil MmiaxiAg J03BOJSE BHU3HAUYUTH HAaWONTHMAJIBHIIIE
MO€THAHHS TEXHIK ONTUMI3allii A1 KOHKPETHUX THIIB MPOEKTIB, TAKHUX fK irpu, VR-
cepeNoBHIIa, IHTEPaKTUBHI Bi3yasri3allii Ta MOOUTBHI JOJATKH.

J1J1st 3pyqHOCTI aHaJi3y pe3yJIbTaTH eKCIIEPUMEHTIB OyJIM 3BE/ICHI B IHTETPOBaHY
OLIIHIOBAJIbHY TAOJMINIO, Y SIKIM KOXKEH METOJ] MOPIBHIOBABCS 3a YOTHPMa rOJIOBHUMU
kputepisiMmu  edpextuBHOCTI: mpupict  FPS  (IpomyKTUBHICTB), 3MEHIICHHS
BukopuctanHs nam’saTi GPU, ckopoueHHs 4yacy 3aBaHTa)XEHHS CLEHU Ta BIJIHOCHA

Bi3yasibHa SIKICTh MOPiBHSIHO 3 high-poly monemito (Tabu. 3.8).

Tabmuis 3.8 — [lopiBHsJIbHA XapaKTEpUCTUKA BIUIUBY METOIB ONTHUMI3aLll1

3umxenns | CxopouyeHHS
Ipupicr Bizyaiabha
GPU yacy 3arajabHa
Meton onTumisamii FPS AKICTh
Memory | 3aBaHTa:;KeHHH eekTHBHICTD
(%), F (%), Q
(%), M (%), L
3MEHILIEHHS
‘ . +154 -57 -50 92 0,83
HOJITOHATBHOCTI
LOD-cucrema +118 -42 -31 96 0,8
Onrumizars
+54 -65 -37 90 0,74
TEKCTyp (aTiiacu)
Kaprtu Hopmaneit i
+142 -36 -20 93 0,81
BUCOT
GPU Instancing +60 -10 -12 100 0,68
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3arayibHy e(peKTUBHICTh O0yJI10 pO3paxoBaHoO 3a (HOPMYJIOL:
E=0,4F +0,3M + 0,2L + 0,1Q. (3.6)

Pesynpratu cBig4arh, M0 HAWBUIIMKA MOKAa3HUK €()EKTUBHOCTI JEMOHCTPYIOTh
petoroyiorist  (3MeHIIeHHs moiiroHanpHOCTi) Ta LOD-cucrema. Ili  metomm
3a0e3neuytoTh HalOutbmuid mpupict FPS npu minimanbHIM BTpatri sikocti. Kaptu
HOpMaJie TMOKa3alu TMOMIOHUIM pe3ynbTaTr, IO poOOUTh iX YyHIBEpCAJIbHUM
IHCTPYMEHTOM [IJIsl ONTUMI3AIli reoMeTpii 0e3 MOMITHOrO MOTIPIICHHS Bi3yalbHOI
CKJIAJIOBOI.

o6 BUSABUTH 3aKOHOMIPHOCTI MiX miaBuIIeHHsSM FPS 1 BrpaToro Bi3yanabHOI
SAKOCT1, OyJI0 MOOYJOBaHO KOPEJALIMHY 3aJIeKHICTh MK IUMHU TMapamerpamu. s

KO’KHOTO METOAY BU3HaueHO KoedimieHT kopessii [lipcona (tabm. 3.9).

__cov(x,y)
r= oy (3.7)

ne cov(x,y) — koBapiaiis 3MiHHUX X Ta Y,

Oy Ta Oy, — CTaHJAPTHI BIIXUJICHHS I[IUX 3MIHHHUX.

Tabmuus 3.9 — 3anexuicth Mixk FPS 1 BizyalnbHOO SKICTIO MICJISI ONTUMI3AIIIT

Metoa r (FPS < SIkicth) Xapakrep 3B 3Ky
3MEHIIIeHHS MOJTITOHAIBHOCTI -0,76 CunpHuii 06epHeHuN
LOD-cucrema -0,45 [TomipHauii o6epHeHumit
OnTumizarlist TEKCTYp -0,51 [TomipaMit 06epHEHMI
Kaptu nopmanei -0,29 Cnabkuii 06epHEeHHI
GPU Instancing -0,12 Maiixe BIACYTHIM

OtpuMaHi J1aHi CBiA4aTh, 110 HAMMEHIITNN HETaTUBHUMA BIUIMB Ha SIKICTh Mae

GPU instancing, OCKIJIbKH 1€l METOJ] HE 3MIHIOE T€OMETPII0 a0 TEKCTYPH MoJIesel, a
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JMIIE ONTUMI3YE Mpolec iX BigoOpaxkenHs. Kaptu Hopmaneil Takox moka3and HU3bKY
KOpeJSIilo, IO O3Ha4yae€, L0 Bi3yallbHI BTpAaTH MPAKTUYHO HE CHPUHMAIOTHCS
KOPUCTYBaueM HaBiTh IPU 3HAYHOMY MiaBuiieHHi FPS.

VY Mexax TecTyBaHHsS TaKOXX OLIHIOBAJIOCS CEpENHE CIOXKUBAHHS EHEprii
rpadiuHoro mporecopa TMNpH  pi3HUX MeToAax onTumizamii. s mwporo
BUKOpUCTOBYBaBcsi BOymoBanuii 1HCTpyMeHT NVIDIA FrameView y pexumi

MOHITOpHUHTY (Tadm. 3.10).

Tabmuns 3.10 — EneprocnoxuBanHs Ta BUKOpUCTaHHS pecypciB GPU

Meron HaBanraxenus | EneprocnoxuBanns | Temmneparypa
GPU (%) (B1) GPU (°O)
be3 ontumizarii 98 162 78
Peronosoris 65 109 67
LOD-cucrema 71 116 69
Onrtumizaris
73 118 70
TEKCTYP
Kaptu Hopmanen 62 104 66
GPU Instancing 68 110 68

Peromonoris Ta kapth HOpMmaseill 3a0e3neuyloTh HaWOUIbINE 3HUKCHHS
eHeprocroxkuBanua (1o 35 — 40%). Ile Mae BaxiauBe 3HAYEHHS HE JIMILIE IS
HACTITBHUX cHUCTeM, ajie ¥ g VR-ra MOOUTbHUX MPHUCTPOIB, J€ aBTOHOMHICTbH
HanpsIMy 3aJI€KUTh BiJl €PEKTUBHOCTI PEHACPUHTY.

TectyBaHHs moOKa3ajo, 10 HA Yac 3aBaHTAKCHHS HAMOLIbIE BILUIMBAE PO3MID
TEKCTYyp 1 KUIbKICTh draw call, Toai ik reoMeTpUYHa CKIIAJHICTh Ma€ MEHIIUN e(eKT
(tabm. 3.11).

Otxe, TekctypHi amiacu Ta GPU instancing AeMOHCTPYIOTh HaWBUILY

e(eKTUBHICTh y CKOPOUEHHI1 Yacy iHIiai3alii CIIeHH.
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Ha npakTuiii ontuMizaiiiiftHi METOJU PIAKO 3aCTOCOBYIOTHCS 130JIbOBAHO, aJIXKe

HalKpalmx pe3yJbTaTiB J0csAraloTh KOMOIHOBaH1 cTparerii. byigo cTBopeHo doTupH

KOH(iryparlii crieHu, MopiBHSAHHS HaBeneHo y Tabmumi 3.12.

Tabmuus 3.11 — [lopiBHSHHS yacy 3aBaHTaKEHHS Ta KUIbKOCTI draw call

Yac 3aBaHTaKeHHHA KinbkicTh O0csAr na”Hux y
MeTtoa
cueHH (c) draw call nam’sti (MB)
be3 onTumizamii 5,1 412 812
Onrumizars
3,2 156 368
TEKCTyp (aTacu)
LOD-cucrema 3,5 189 402
GPU Instancing 3,3 141 360
3MeHIIIEHHS
. . 3.8 310 520
MTOJIITOHAJIBHOCTI

Tabnuis 3.12 — [opiBHSHHS KOMIUIEKCHUX KOH(ITYypalliii ontumizaiii

GPU
3acrTocoBaHi Axkicts | EHeprocnoxuBaHHs
Kondirypauis FPS | Memory
MeTOoAHU (%) (B1)
(MB)
bes
A . 48 100 162
OonTUMI3aII{
Pertomonoris
B 118 94 112
+ LOD
Peronosnoris
C + Atmacu + | 127 91 108
Hopwmani
D Yci metonu 138 &9 104
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Komb6inarist Bcix MeromiB Ao3BojiwiIa miaBUIMTA FPS yTpuui mopiBHSHO 3
0a30Bo10 cuieHoto, 3MeHIUTH GPU-tam’ 16 Ha 61 % 1 CKOPOTUTH CIIO’KUBAHHS €HEPTii
maibke Ha 36 %. Brpara Bi3yanpHO{ SIKOCTI pu 1IboMY He niepeBuirye 11 %, 1o moxna
BBO)XATH TPUUHATHUM JIsI OLIBIIOCTI ITPOBHX IIPOEKTIB, 0ocobmmBo y VR- Ta

MOOUTBHOMY CEPEIOBHIII.

3.4 TlpakTuyHi peKOMeHAAIlii 1010 ONTUMI3allli Ta y3araabHEHHS PE3yJIbTaTiB

Pesynbraty mpoBeIeHUX €KCIIEPUMEHTIB Ta OPIBHSUIBHOTO aHAJI3Y J03BOJIUIU
BU3HAYUTH HU3KY NPAKTUYHUX PEKOMEHJAllM, fKI MOXYTb OyTH BHKOPUCTaHI Yy
BUPOOHMUHMX MaNTUIaiiHAX CTBOPEHHS TPUBUMIPHOTO KOHTEHTY JJIsl PI3HUX IIaTGHOpM
— Bl MOOUIbHUX 1rop 10 VR-momatkiB. Ontumizailisi TPUBUMIPHUX MOJCNIEH € He
JUIIE TEXHIYHUM €TaroM, a ¥ CTpaTeriyHo CKJIaJ0BOI0 PO3pPOOKH, IO BHU3HAYAE
OaslaHC MDXK SIKICTIO Bi3yalli3allii Ta IpOAYKTUBHICTIO CHCTEMH.

[lepm1 HDX OOMpaTH KOHKPETHUM METOJ, BAXJIMBO YCBIJIOMUTH 3arajibHl
MPUHINAIK ONTHMI3AIii: 30€peKEeHHs BI3yaJbHOI IMPaBIONOIIOHOCTI, KOMILICKCHUMN
X1 Ta OpIEHTAIlIS HA KIHIIEBY MJIaTHOpMYy.

30epekeHHsI BI3yallbHOI MPaBAOMOAIOHOCTI, ajxke Oyab-sKe 3MEHILICHHS
MOJIITOHAJILHOCTI YW  PO3JAUIBHOT 3[aTHOCTI TEKCTYp IOBUHHO TMPOBOIUTUCH 13
ypaxyBaHHSIM CHPHUHATTS KOpucTyBadeM. JIFOMChKe OKO MEHIN YyTIWBE 110 APIOHUX
JeTaiel Ha JalleKuX 00’€KTax, TOMY ONTHMI3allisl IMOBUHHA OyTH KOHTEKCTHO-
3aJIEXKHOIO.

KommnexkcHuit miaxin, ©0 HaWBUIIMN pe3yiabTaT JOCATAETHCS HE OIHUM
METOJIOM, a TIOETHAHHSM, HaNIPUKJaj, peronojoris + LOD + atnacyBanns + Hopmati.

OpienTallist Ha KiHIEBY MIaTGopMy, aJpke ONTUMI3alliiHI mapaMmeTpu s AAA-
1rop BIJPI3HAIOTHCS Big MOOUTbHUX, VR-a00 AR-nonarkiB. (s MOOIIIBHUX IPUCTPOIB
MPIOPUTETOM € MIHIMAIBHUI PO3MIp MOENel Ta eKOHOMISI TEKCTYPHOI TIaM’sITi, TOJI

gk 1 VR — crabinsHuit FPS npu BUCOKiM 4ITKOCTI 300pa’KeHHS.
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EdexTuBHICTD Bi3yanbHOI ONTUMI3AIT 3aJI€KHUTh BiJl KOHTEKCTY CIIEHU: MOJIENI,
pO3TaIoOBaHi B IOJ1 30py KOPUCTyBaua, MOBUHHI MaTH OILIIUN piBEHB JeTaiizarlii,
Tofi sk epudepiitHi 00’ €KTH MOXKYTh OyTH CYTTEBO CIIPOILIEHI 6€3 BTpaTu 3arajibHoi
SKOCTI1 BI3yaJIbHOTO CITPUMAHSITTS.

Haii61n1b1m1 e(heKTUBHUM cT1OCOOOM 3MEHIICHHS MOTITOHATBFHOCTI € PETOIOJIOT s,
KOJIM TOMOJIOTISE MOJeNi MepeOyaoBYeTbCsS JUIsl Kpamoi CTPYKTYpHOI oprasizarii
MoJIIroHiB. BoHa 103B0JISIE 3MEHIIIMTH KIIBKICTh MOJITOHIB ¥ 4 — 8 pa3iB 0€3 3HAYHUX
BTPAT SKOCTI, SKIIO TOJATKOBO BUKOPUCTOBYIOTHCS KapTHU HOpMaJIeH JJis BiITBOPEHHS
MIKpOJIeTaJIel TOBEPXHI.

Jist BenuKuX ClieH (Hampukiaa, open-world irop) AOIIIBHO TMPOBOIUTH
aBTOMAaTUYHY MaKETHY AEKIMIaI[ll0 Nepes IMIOPTOM y PYIUid, 10 MOXE 3MEHIIUTU
3arajibHy Bary npoekty Ha 30 — 50 %.

Cucrema LOD no3Bosisie 3MEHIIIYBaTH CKJIAJHICTh MOJIEJIEH y peaIbHOMY 4aci
3QJIeKHO BiJ BifcTaHi g0 kamepu. Y Unity peam3amiss LOD Group 3a0e3neuye
aBTOMAaTU4YHE NEpPEeMUKaHHS MK 2 —4 pIBHAMH MOJENEH, L0 ICTOTHO 3HUXKYE
HaBaHTakeHHs Ha GPU npu BenuKii KIIbKOCTI 00’ €KTIB y Kazpi. 3actocyBaHHs LOD-
cucteM y cepenoBuiiax tumy Unity un Unreal nmo3Bonsie 30utbmutu cepennit FPS y
CepeHbOCTATUCTUYHIN ciieH] Ha 25 — 40 % 0e3 NOMITHUX apTe(akTiB.

TekcTypu 3aiiMarOTh HAaWOUIBIIMKA OOCAT MaM’sATI y OLIBIIOCTI TPUBUMIPHUX
npoekTiB. EdekTuBHE yIpaBiIiHHSA TEKCTYPHHUMH pecypcaMu MOXE 3MEHIIUTU
Bukopuctandsi VRAM no 40 %. [ToenHaHHs KiTbKOX TEKCTYP B OJIUH aTjiac 3MEHIIYE
KUIbKiCcTh draw calls, 110 CyTTEBO BIUIMBAa€ HA MPOAYKTHBHICTH y pEaIbHOMY 4aci.
Unity aBromaruuno ontumizye Taki mMatepianu mig GPU-pennepinr. Bukopucranns
¢b13uuHO KopekTHUX MarepiaiiB (PBR) 103Boisie 3MEHIIMTH KUTBKICTh KapT 32 paXyHOK
y3arajbHEHHS BJIaCTHBOCTeH moBepxHi. Hampukian, «metallic-roughness workflow»
00’eIHy€ AB1 KapTH y eauHy cTpykTypy RGBA-Kkanamis.

Bukopuctanns normal map m03BoJisie 3aMIHUTH TE€OMETPHUYHI J€Tajl Ha
TEKCTYPHI, III0 €KBIBAJICHTHO 3MEHIIIEHHIO KiJIbKOCTI1 MOJITOHIB 0€3 BTpaTH Bi3yaJIbHOI
cksagHocTi. [Tpu npaBuJIbHOMY OCBITJIIEHHI Taka MOJIEb Bi3yaJbHO HE BIJPI3HAETHCS

BiJl BUCOKOTIOJIITOHANILHOTO opuriHainy. Kaptu Bucot (height maps) BUKOpuCTOBYIOTHCS
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s mapanakc-edektiB (Parallax Occlusion Mapping), 110 103BOJisi€ CTBOPIOBATH
BpaXeHHS INIMOMHU MOBEpXH1 0e3 10/1aBaHHs reoMeTpli. BukopucTanHs nporenypHux
KapT 3aMiCTh YHIKQJIbHUX TEKCTYpP Yy CLIEHAX 3 BEIUKOIO KIJIBKICTIO 00’ €KTIB J103BOJISIE
CKOPOTUTH PO3MIip MPOEKTY Ha 35 — 45 % 6e3 moMITHUX BTpaT SIKOCTI.

JIJIsi BETUKUX TIPOEKTIB 3 BEIUKOIO KUTHKICTIO MOJENCH 1 TEKCTYp JOLLIBHO
3aCTOCOBYBAaTH MOTOKOBE 3aBaHTaXeHHA (streaming). Unity MiATPUMY€E TEXHOJOTIIO
Addressables 1 Asset Bundles, siki 103BOJISIFOTE TMHAMIYHO IT1IBAHTAXKyBaTH PECypCH
i 9ac BUKOHAHHS. Takoxk e(heKTUBHUM € CTUCHEHHs TeomeTpii (Hanpuknan, Google
Draco Compression), 1mo 3meHirye Bary wmozeneir y dopmarax GLTF/FBX nHa
50 — 80 %. Ile#t migxig ocobnmuBo kopucHuit aims WebGL-irop tTa VR-monatkis, ae
KOYKEH MerabalT pecypcy BIUITMBAE HA MBUJIKICTh 3aBAHTAKEHHS CIICHHU.

[IpakTruyHi peKoMeHaIi:

— JUIsl TIEPCOHAXIB y peajbHOMY Yaci ILUIbOBA WIUIBHICTh CITKM TOBHHHA
cranoBuTH Bix 10 Trc. 10 40 THC. ITOJITOHIB;

— JUI1 CTaTUYHUX 00’ €KTIB (IEKOPY, apXITEKTypH) LUIbOBA HIUIBHICTh CITKU
3a3BUYai MOBMHHA CTAHOBUTH 5—15 THC. ITOJIIrOHIB, aJie i€ 3aJICKUTH Bl BIJCTaHI1 JI0
KaMepH, irpoBuii 00’ €KT, yu 00’ €KT /1 POHY, HACKITILKK 0arato yBaru irpoku OymayTb
3BEpTaTH Ha Iei 00’ €KT, TONIO;

— BUKOPDHUCTAHHS aBTOMAaTM30BaHMX IHCTPYMEHTIB, HANpUKIA] TaK SK
«Zremesher» y Zbrush a6o «QuadRemesher» y Maya/Blender, no3Boisie mBHIKO
JOCATAaTH ONTUMAJILHOTO PEe3yNbTarTy NpH 30epekeHH1 3arajibHoi gopmu, ajne Bce
3aJIeKUTH BiJl TOTPEO KOHKPETHOTO MPOEKTY;

— minimyM TpH piBHl LOD: LODO (opurinan), LOD1 (50 % mnomnirounis), LOD2
(20-30 %);

— 11 MOOUTBHHX 1TOp peKkoMeHmyeThecsi aomarkoBuii LOD3 i3 cumyetHOoIO
dbopmoro (5—10 % moniroHiB);

— BUKOpHUCTaHHS «cross-fade transitions» y Unity 103Bosisie yHUKAaTH BUIUMOIO
«CTpHOKa» MiX PIBHIMU ACTai3alli.

VY tabnui 3.13 HaBeIeHO MPAKTUYHI PpEKOMEHAIIIT 00 PO3AUIBHOCTI TEKCTYP.

VY Tabnuii 3.14 HaBeAeHO MPaKTUYHI PEKOMEHAAIIX 71l PI3HUX TUITIB TMPOEKTIB.
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Tabmuus 3.13 — PekomeH10BaH1 po3aIIbHOCTI Ta (OpMaTU TEKCTYP

Tumn 00’exrTa PexomeHn10BaHa po3aiyIbHICTH dopmar
['onoBHMIT IepcoHAK 2048%2048 PNG/TGA
JpyropsiiHuil mepcoHax 1024x1024 JPG / DDS
Jexop 512x512 JPG
MacugHi ClieHH 4096%4096 (atnacu) TIF / EXR

Tabmuus 3.14 — PekoMeH10BaH1 METO/IA ONITUMI3AIIli 1J1 PI3HUX THUIIIB IPOEKTIB

Tun npoexkty

PexomenaoBani Mmeroau

OcHoBHI miji

MoOutbHI irpH

LOD, peronouoris,

aTiacHu, CTUCHCHHS

MIHIMAJILHUNA PO3MID 1

craousau FPS

LOD, nopmarii, noTOKOBe

crabubHuil FPS npu

npodailiiHr

VR-nomatkn o .
3aBaHTaKCHHSI BUCOKIH YITKOCTI
neximiaris, Draco,
WebGL IIBUJIKE 3aBAHTAKCHHS
procedural maps
_ KOMILJIEKC YCIX METOMIB + | MaKCHMallbHa SIKICTh MpU
AAA-irpu

OayaHci MPOyKTUBHOCTI

3T1IHO 3 IPOBEICHUM JIOCIIKEHHSIM, YC1 METOIM ONTHMI3aIlii MOYKHA TTOILTATH

Ha TPH pIBHI:

— 0a30B1 (reoMeTpUYHi), TOOTO PETOIOJIOTIS, JeKIMIaIIis;

— TEKCTYPHO-BI3yaJIbH1, HAPUKJIIA] atiacyBaHHs, HopMmai, PBR-marepianmy;

— cucteMHo-pecypcHi Taki sk LOD, moTokoBe 3aBaHTaXeHHS, CTUCHEHHS.

OnTumanpHa CTpaTerig MoJsrae y IOETalHOMY 3aCTOCYBaHHI IIMX PIBHIB.

Crepiily CIIpoIlleHHSI TeOMETPii, MOTIM ONTHUMI3aIlis MaTepialliB 1, HAPEIITi, aganTalis

nig pywrii. Takuil miaxin 3a0e3nedye HaWBUIIMI OpPUPICT TPOAYKTHUBHOCTI 0O€3

BITUYTHHUX BTpAT SKOCTI Bi3yasi3allii.
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BUCHOBKHA

Takum uynHOM, y KBamidikaiiiHii poOOTI AOCIIHKEHO Ta IPOaHaTI30BaHO
METOAM ONTHUMI3aIlli TPUBHMIPHUX MOJEIEH, IMO 3aCTOCOBYIOTHCA Y TIpoIeci
CTBOPEHHSI irop, 1 BUPIIIECHO TaKi 3aBIaHHS:

— IIPOBEJICHO aHaJII3 JIITEPATypPHUX JKEped 1 BU3HAYEHO OCHOBHI MIiJAXOIU JI0
ONTUMI3alii TPUBUMIPHUX MOJENEH, M0 JJO03BOJWIIO BHSBUTH CydYacHUH CTaH
npoOeMu, CUCTEMAaTU3yBaTH METOAM 3HUKEHHS TEOMETPUYHOI CKIaAHOCTI MOJIEJIEH,
MIHIMI3alli BHKOPUCTAHHS PECYpCIB MaM ATl Ta MiABUILIECHHS €(QEKTUBHOCTI
PEHACPUHTY Y KOMIT IOTEPHUX irpax;

— JIOCIIJDKEHO Cy4YacHI MporpamMHi 3aco0M JJId  peamisaiii onTumizamii
TPUBUMIPHUX MOJeNe, 30kpema mnporpamui naketu Blender, Maya, ZBrush,
Substance 3D Painter Ta irposi pymii Unity 1 Unreal Engine, 110 1ago MOXJIHBICTh
BU3HAYUTHU iXHI 1HCTPYMEHTH [IJIi PETOMOJIOTii, KEepyBaHHS PIBHSAMHU JeTami3alii
(LOD), cTBOpeHHS TEKCTYpHHX aTiaciB 1 Ipo(dUIFOBaHHS MTPOTYKTUBHOCTI;

— IIPOBEJICHO TOPIBHSHHSA €(PEKTUBHOCTI PI3HUX METOJIIB ONMTHUMI3allli, cepes
SKUX 3MEHILICHHS MOJITOHAIBHOCTI MOJIEN (PETOMNoJIoris, AeKiMallisi), BAKOPUCTAHHS
piBHiB aetam3aiii (LOD), ontumizamis Tekctyp 1 matepianiB (UV-manu, atnacu,
PBR), 3actocyBanHs KkapT HOpMajiedl 1 KapT BHCOT, CTHCHEHHS Ta TIOTOKOBE
3aBaHTAXEHHS PECYpCiB y PYIIii peaJbHOro 4acy, Ie MiATBEPANIO, 0 KOMIUIEKCHE
BUKOPHUCTAaHHSA KUIBKOX METOJIB 3a0e3leuye HalKpallle CIiBBIIHOIICHHS SKOCTI
300paKE€HHS Ta MPOyKTUBHOCTI;

— MPOBEICHO TECTYBAHHs Ta OI[IHEHO Pe3yibTaTH 3a JOMOMOTOI0 MOKAa3HHUKIB
FPS, GPU-naBanTakeHHS Ta SKOCTI BiJOOpakeHHS, y XOJ1 EKCIIEPUMEHTIB,
BUKOHaHUX Yy cepenoBuii Unity, BHU3HaueHO, 110 3acTocyBaHHs cuctemMu LOD
JI03BOJISIE MMIIBULIIUTH YaCTOTY KaApiB y cepeanboMy Ha 40—60 %, Toal Sk onTuMi3aiis
TEKCTYp 3a JOMOMOTOI0 aTjaciB CKopodye KuibKicTh draw calls ma 25-35 %, a
BUKOPHUCTAHHS HOPMAJIBHHX KapT JO3BOJIMJIO 3MEHIIUTH TIOJITOHAJIBHICTh 0e3
MOMITHOT BTPATH Bi3yaJbHOI JeTali3alii.

Y pesynbTaTi JOCHIKEHHS BCTAHOBJIEHO, 10 HaWe(PEKTUBHIMIUMHU €
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KOMOIHOBaHI MiAXOAM, Y SKUX OJIHOYACHO 3aCTOCOBYIOTHCS T€OMETPUYHA, TEKCTYpHA
Ta pecypcHa ontuMizailis. Lle 103Bosie€ qocsraTu cTablIbHOIT TPOAYKTUBHOCTI HABITh
y CKJIQJIHHUX ITPOBHX CII€HAX 13 BETUKOIO KUTBKICTIO TMHAMIYHUX 00’ €KTIB.

HaykoBa HOBH3Ha poOOTH MOMSITae y KOMIUIEKCHOMY IMiIXO/1 JI0 OLIIHIOBAHHS
e(EKTUBHOCTI METOIB ONTHUMI3aIlll TPUBUMIPHUX MOJIEICH Y CepEeIOBHIII PEATbHOTO
yacy 3 ypaxyBaHHSM pI3HUX THIIIB ITPOBHX MpPOeKTIiB. OTpUMaHi pe3yiabTaTu
JO3BOJISIIOTh  BU3HAYMTH ONTUMAJbHI TIOE€JHAHHSA TEXHOJOTIA JUIsi KOHKPETHHX
CIIEHaPiiB PO3POOJICHHS 1TOP.

[IpakTUyHa 3HAYYIIICTh JAOCIIKEHHS MOJsrae y GopMyBaHHI peKOMEHAAIlii
JUIsL PO3POOHUKIB IrOp Ta XYAOXKHUKIB 3 TPUBUMIPHOI Tpadiku 070 BUOOPY
ONTHUMI3alIMHUX CTpaTeri miJ KOHKPETHI THUINH IrPOBUX MPOEKTIB. Pe3ynbratu
MOXXYTh OYyTH BUKOPHCTaHI TiJ 4Yac CTBOpEeHHs irop, VR-monmaTkiB, iHTEpaKTUBHUX
CUMYJIALIN Ta HaBYAJbHUX Bl3yasi3alii.

[lepcnexkTHBY MOJANBIIMX AOCIIHKEHb MOJATalOTh y pO3poOLl aJanTUBHUX
CUCTEM aBTOMATUYHOT ONTUMI3AIlil MOJIEJIEH, sIK1 3/JTaTHI TMHAMIYHO 3MIHIOBAaTH PiBEHb
JeTani3alli 3aJeKHO BIJI XapaKTEPUCTHK MPUCTPOI0 KOPUCTyBaya, a TaKOXK Y
3aCTOCYBaHHI METOJIIB MAIIMHHOTO HABYAHHS JIJIs TiepenOadeHHsT Hale()eKTUBHIIINX
napameTpiB ONTHUMI3alli y peabHOMY Yacl.

Pesynpratn pobGoTH ampoOoBaHO y BUIJSAAI 2 Te3 jgomoBiaed mig uac IV
Mixunaponoi HaykoBo-mpakTuuHoi KoH(epeniii «Technologies, theories and
developments: modern scientific teaching» [46], II MixHaponHOi HayKOBO-
MPaKTUYHOI CTyACHTChbKOI KoH(epeHi «IT-mpoctip CHOTOACHHS: TEHJCHIIII,

1HHOBAIIIT Ta IEPCIIEKTUBH PO3BUTKY» [47].
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