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This work is devoted to the graphical resource optimization in Unreal
Engine 5. It describes some methods that help to achieve better performance and
visual fidelity in games. It covers techniques, ranging from measuring shader
performance to implementing shader optimization methodologies. In addition,
the work includes information about Nanite virtualized geometry system,
providing an examination of its functionality and benefits. The work also shows
how you can enable Nanite, what you should avoid when using it, and gives a
simple explanation of how it works.

MeTtoro poOOTH € po3rJisi Ta aHaji3 METO/IIB ONTUMI3alii rpadiku B pyuii
Unreal Engine 5 3amis nokpallleHHs MPOAYKTUBHOCTI Ta Bi3yalbHOI SKOCTI B
ITpOBUX MpoeKTax. Po3riasHyTH BHUMIPIOBAHHS MPOAYKTHUBHOCTI IIEHAEPIB,
BIIPOBA/KCHHS METOJIIB ONTHUMI3aIlil IICHIepIB Ta MPOAHATI3YBAaTH CHUCTEMY
Nanite a1 BipTyalli30BaHOi reoMeTpii.

PosriissHeMo KijbKa METO/IIB BUMIpPY MPOAYKTUBHOCTI mmreriaepy [1]. Oxun 3
METOIB — aHaJi3 WOro CKJIAAHOCTI B PEXKHMI NEPEryisiay, 0 HaJae 3arajibHe
ySBIICHHSI PO BapTICTh Ta TPYHTYEThCS HA KUIBKOCTI IHCTPYKIIHA, IO HE
rapanTty€ BUCOKOI TOYHOCTI. [HIMMHA MeTOoa — aHami3 KUIBKOCTI I1HCTPYKIIiH
nieiiepy, MO JAO03BOJIIE OTpPUMAaTH OUIBII TOYHE YSABJIEHHA IpPO HOro
IPOJYKTUBHICTb, 00 BPAaxOBYy€ KOHKPETHI [ii, fKI BIH BHUKOHY€. 3MEHILECHHS
iXHBOI KITBKOCTI CTIPUSIE MIBUANIOMY BUKOHAHHIO, ajie Cepe HEIOJIKIB € Te, 110
HE BCl IHCTPYKLIi BUKOHYIOTHCA 3a OJHAKOBUHM NPOMDKOK Hacy M KOKHA
m1aTgpopMa KOMIIUTIOE Pi3HY KUIBKICTh IHCTPYKIIIH.

[Mpu onrtumizanii  meinepie  [3] mno30yBaemMocss TOro, YuM He
KopucTyeMochk. Ha pucyHnky 1 HaBeeHO YaCTHHY MaTeMaTHYHUX J1H, y BUTIISII
BY3JIiB, Y SKUX HeMae HeoOxigHocTi. Takox mTpoBOAMMO TpaHChOpMaIlito
MareMaTuIHuX (popmys, ToOTO 3aMiHIOEMO Ha nemieBin. Hampuknazn, y Hac €
BY3JIM, SKi HEOOXiJHI s CcTBOpeHHS Macku. Y By3iai Add 30epiraerncs
pe3ynbTaT Z KOMIIOHEHTH HOpMajl Ta 1€ OJHOTO YHUCIOBOTO 3HaueHHA. Llei
pe3yIbTaT BUKOPUCTOBYEThCS y By3ii Power(X, 100), sKkuit BUKOHYE i HECCHHS
x 1o creneds 100, 1 BiH HEOOXiMHUN JUISI 3MIHUM KOHTpacTy. ToX 3aMiHIOEMO
Power(x, 100) na Subtract(, 0.5), orpumaHuii pe3yyIbTaT € OAHUM i3 MHOXHHKIB
By3:1y Multiply(, 20) i motim orpumane 3HauenHus gogaemo Add(, 0.5).

Kpim Toro xkoMmOiHyeMO KOMIIOHEHTH, 100 3MEHIIMTH KUIbKICTb
MaTEeMaTUYHUX [I1i, TAaKye€MO TEKCTYpPHI KaHaJIU, [0 HABEJIEHO Ha PUCYHKY 2.
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Pucynok 2 — TexcTypHuit 3pa3ok, SKuil MoeaHye B cOO1 MIOPCTKICTH Ta
METaIIYHICTh

PosrissHeMo cuctemy BipTyaiizoBaHoi reomerpii Nanite [2], npu skii
piBens aeramizanii (LOD) oOpoOnsieTbcsi aBTOMATHYHO i Oinibllie HE BHUMAarae
py4yHoro HajamTyBaHHsS it okpemux LOD wmemriB, a BTpaTa sKOCTI
MajoiMoBipHa. Byib-gakuil cTaTHYHUI Mel, Ha sKoMYy 11 (yHKIIIsI aKTUBOBaHa,
3a3BUYail  BIATBOPIOBATUMETHCS IIBUIIIE, 3aliMaTUME MEHIIE Mam'siTi Ta
JMCKOBOTO MpocTopy. AktuBailis Nanite MokiuBa Mpu iMIOPTI, K 300paskeHO
Ha pHUCYHKYy 3, abo B HamamryBanHsx Nanite ta Import Settings s
BIJIMIOBITHOTO MeETITY.

FBX Import Options

Reset to Default

Current Asset:

Pucynok 3 — IMnopt Menry

Bapto Bka3zyBatum HeoOXigHUN MacmTad Memly MOpH IMIOpTi, 00 mpu
crBopenHi Nanite manux BiH OepeThbCs M0 yBaru i Npu MOJANBIIIH HOro 3MiHi
3’saBasATbes  aedektu. Jmsa Toro, mo0 mnpubpatu gedextr, HEOOXiTHO
IMIIOPTYBAaTHU MEII 3HOBY 200 BUKOHATH HEOOX1/1H1 i B HOr0 HaJaIITyBaHHSIX.
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Axmo € HEeoOXIAHICTh NEPeTJSHYTH, SKi 3 MENIB Ha CIEHI MaroTh
yBiMkHeHOI0 Nanite ¢yskmiro, tpeba mepeiitn mo Nanite Visualization ta
obparu pexxuMm Triangles (Puc. 4).

= Nanite Visualization

® Lumen Overview

» Virtual Shadow Map
Mask

Triangles

% Visualizers >

Pucynok 4 - HanamTyB'ciHH;I pexUMy

Ha pucynky 5 HaBeneHo mem 3 yBiMmkaenuMm Nanite.

Pucynok 5 — Mem 3 yBimkHenuMm Nanite

TpukytHuku € ocHoBoro Nanite. Ilpu iMmopTi Memn aHami3yeTbes W
pPO30MBAETHCA HA 1€papXidHi KJIaCTEpH Irpyn TPUKYTHHUKIB. I[1i1 yac BiATBOpEHHS
Il KJIacTepW 3MIHIOIOTBCA Ha PI3HUX PIBHAX JeTajlizallii 3aJIe)KHO Bif
MOJIOKEHHST KaMepH, 1 3'€THYIOThCSI 0€3 MIBIB 3 CYCITHIMU KJacTepaMH B MexkKax
TOTO K 00'€KTa.

VY pesyabrati po6oTH OyJI0 pO3MNISIHYTO METOAM BUMIPY MPOAYKTHUBHOCTI
nieiaepy, iXHl nepeBard Ta HeAOJIKU. Takok HaBEIEHO CIOCOOM ONMTHUMI3allli
meiiaepi. bysno mpoieMOHCTpOBaHO MIAKIIOUEHHS CUCTEMH BIPTyali30BaHOL
reoMetpii Nanite, mpoanaizoBaHo 11 0COOIMBOCTI.

Cnoucoxk BHUKOPHUCTAHUX szepeﬂ:

1. Guidelines for Optimizing Rendering for Real-Time. Unreal Engine 5.0
Documentation | Unreal Engine 5.0  Documentation. URL.:
https://docs.unrealengine.com/5.0/en-US/guidelines-for-optimizing-rendering-
for-real-time-in-unreal-engine/ (nara 3Bepuenns: 03.03.2024).

2. Nanite Virtualized Geometry. Unreal Engine 5.0 Documentation | Unreal
Engine 5.0 Documentation. URL: https://docs.unrealengine.com/5.0/en-
US/nanite-virtualized-geometry-in-unreal-engine/ (mata 3BEpHEHHS:
04.03.2024).

3. MargeeB /1., Jlanoswuii O. [Ipobremu ontumizaiii rpadiku il IpUcTpoi
BipTyanbpHoi peasbHOCTi. 2020. URL: https://ojs.ukrlogos.in.ua/index.php/2663-
4139/article/view/5033.

434



