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In Unreal Engine 5, performance optimization is the process of modifying

an engine and a project to make it work more efficiently and execute more rap-
idly. It generally focuses on improving some aspects of the game’s performance,
like frame rate, memory usage, disk space, bandwidth, and many others.Any
game creator wants their game to be able to provide the best possible gameplay
experience on the widest possible number of chosen devices. The game build
should be performed in the most optimal way for a game to provide the accepta-
ble frame rate and experience on a chosen set of devices. Optimization often
helps to get to this point.

B Unreal Engine 5 onTtumizamis NTpOayKTHBHOCTI — I MPOIIEC
Moaudikaiii ABUTYHA Ta MPOEKTY, MO0 3poOUTH HOro e(PEeKTUBHININM 1 HIBU/I-
muM. 3a3BUYail BiH 30CEPEHKYEThCS HA TOKpAIIEHHI JCSKUX AacCIeKTiB
MPOIYKTUBHOCTI TP, HAMPUKIA YaCTOTH KaJapiB, BUKOPHCTAHHS I1aM’sTi,
MICIISl HA AUCKY, TPOMYCKHOI 3IaTHOCTI Ta 0araTbox 1HIUX. [1]

3anikaHHs BEPIIMH BUCOKOI PO3JIIbHOI 3[aTHOCTI B HOPMaJIbHY KapTy IS
HU3BKOMOJITOHAIBHOT MOJENI MOXe OyTH CKIaJHUM TIpoiiecoMm, 1 Oararto
(hakTOpiB MOXYTh 3HH3UTH SKICTh HOPMAJIbHOI TEKCTYpH KapTH JI0 TOTO 4Yacy,
KOJIM BOHA 3HAXOAMTHCS B JIBHXKKY. ICHye Oarato HaOOpiB 1HCTPYMEHTIB MJis
3amikaHHSd HOPMAaJIbHMX KapT, Hampukiag Substance Painter 1 Marmoset
Toolbag. 1106 mepexkoHaTHUCs, 1110 HOPMaJli TOBEPXHI, IKI BUKOPUCTOBYIOTHCS B
IpoLIeCi 3aMmiKaHHs, Takl ), SK 1 B MEXaHi3Mi, CJIiJl eKCIIOPTYBaTH ONTUMI30BaH1
Hopmani 3 Unreal. Tpeba imnopryBatu mMonens 3amikanHs B Unreal, BuOpatu
CTBOPCHHSI BJIACHUX HOPMAaJICH, a TOTIM EKCIIOPTYBAaTH MOJENb 3alliKaHHS 3
Unreal g 3amikanas B Substance Painter. Ile BaknuBuii Kpok mij yac CTBO-
pEHHST BUCOKOSIKICHMX KapT HOpMaliel, OCKUTbku Substance Painter mae 3Hath
Ipo HOpMaJli TOBEPXHI CITKH, 100 3aCTOCYBaTH 3CYBH 3 MOJIENl BUCOKOI
PO3ILILHOT 3IaTHOCTI.

Buknuky ManatoBaHHS — 1€ MOUIYK aKTUBIB, SIKUW B1IOYBA€ETHCS KOXKHOTO
kajpy. KinpKicTh BUKJIMKIB MaJIOBAHHS, SIKI BUKOPUCTOBY€E Ballla IMporpama, 3a-
JICKUTh BiJI KUIBKOCTI yHIKQJIBHUX CITOK Yy Balllliii CIIEHI, a TaKOX KIJIbKOCTI
YVHIKQJIBHUX 17eHTU(]IKATOPIB MaTepianiB, sSKi BUKOPUCTOBYE KOXHA CITKa.
Hapasi Husbpka rpadigyHa mpoayKTUBHICTh € HAWOLIBIIOW MPUYUHOK BEIHUKOI
KUTBKOCTI BUKJIMKIB MaJIFOBaHHS, TOMY BaM CJIiJ] IKOMOT'a MEHIIE iX 3MCHIITUTH.
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Haiinpocrimmii crnocid 3MEHITUTH BUKJIUKHA MAJIFOBAHHS — 1€ 3MEHIIUTH
KUIBKICTh YHIKQJIbHUX CITOK, $IK1 BiJI0OpaxkaroTbcsl y cBiTl. Lle MoxHa 3podutu
KUIbKOMa CIIOCOOaMu: 3a JIOMOMOIOK BOYJOBAaHUX 1HCTPYMEHTIB Y PYIIiil AJis
00’ eTHAHHA CITOK 1 32 JTOIIOMOT OO BiJICIYEHHS BUIUMOCTI.

IcHye kinbka MOMUIMBUX BapiaHTIB 3MEHIICHHS KUIBKOCTI YHIKaJIbHHUX
MarepiajiB Ha ciTii. HalmpocTimmum MeToA0M € BUKOPHUCTAaHHs MporpamMy Ha
3pa3ok Substance Painter, sixka 00’e1Hy€ Kibka MaTepiaiaiB B 0OJHY TeKCTypy. Lle
JIa€ 3MOTY CKOPHCTATHCS TepeBaraMu BEJIMKOI KUIBKOCTI THIIIB MaTepialliB y
nyke mpoctomy Mmarepiaini Unreal, skuil mOTiM MOXKHA BUKOPHUCTOBYBATH K OC-
HOBY JUTsI €K3EMILISIPIB MaTepialliB 13 MPOCTUM BBEJEHHSIM TeKcTypH. e Takox
MOXX€ 3MEHIUUTH KUIBKICTh MAaTeplajJbHUX I1HCTPYKIIH, IO J0AATKOBO
MOKpaIye MpOAYKTUBHICTh. CKIIQHICTh MaTepially MOXKe 30LIbIINTHA BapTICTh
MIKCeNiB BizyanizoBaHoro kaapy. [2] 1o Ounbine maTepiadbHUX 1HCTPYKINHM €
JUISl KOSKHOTO TIKCeNIs, TO OUTbIle Yyacy Bizyasizallii moTpiOHO BUTPATUTU HA 00-
YHUCJIEHHS] IOro OCTaTOYHOTO 3HaueHHsA. Hempo3opi Marepianu € HalaeneBuu-
MU, ajie MOXKYTbh 3HAUHO BIAPI3HATUCA 3aJ€KHO Bl MOJIeNl 3aTiHEHHS abo 6a30-
BOT'O KOJTy 3aTIHEHHSI.

KinpKicTh 1HCTPYKIIIM TaKOXX 301IBITYBATUMETHCS 3aJIEKHO BiJI KUTBKOCTI
MareMaTHIHUX (QyHKIIH y Marepiami. Yum Oiabllie BY3JiB, TUM JIOPOXKYE
o0iifneTbes MaTepian st 00pooku. [eski crenmdivni omepartii TakoXX MaroTh
BUIIYy BapTicTh. ToMy Tpeba 0OMEKHUTH KUTHKICTh 1HCTPYKIIHM MiJ 9Yac CTBOPEH-
HsI CKJIQIHIIIMX MaTepiaiiB.

CaiTiIONpoO30pl MaTepiaid € OJHUMU 3 HAWIOPOKYMX BHUIIB MaTepialiB.
Oxkpemi 1mapu Mpo30pPOCTI MarOTh BUCOKY BapTICTh MIKCENS, a KOJHM KUIbKa
IapiB MPO30POCTI CKJIANAIOThCS Ta BIAOOpa)xaroTbCs, BapTiCThb HabdaraTo
ounbira. Ile Bimomo sik oBepapadr.

JIIs  TEKCTypyBaHHS, MOYXHa BHKOPHCTOBYBaTH BOYJOBaHE BipTyasbHE
TEKCTYPYBaHHS, SIKE Ja€ 3MOTY BHKOPHCTOBYBAaTH TEKCTYPH Maike OY/Ib-SIKOTO
pPO3Mipy Ta BIATBOPIOBATH JIUIIIC T1 YACTUHM, sIK1 MOTPIOHI HAa €KpaHi, a00 MOKHA
BUKOPUCTOBYBATH CTaHAAPTHI METOAM TEKCTYPyBaHHS.

Takum dnrHOM, B pOOOTI PO3TISHYTI METOAM ONTHUMI3allii TPUBUMIPHOTO
KOHTEHTY, 1110 IHTETPOBAaHI B TOMY YH 1HIIOMY BHIJISiZIl y TIporpaMHe 3a0e3re-
YeHHS 1 JIO3BOJISIIOTH TIOKPAIIUTHA TPOIEC MPOCKTYBAaHHS 1 BiATBOPCHHS
TPUBUMIPHOTO KOHTEHTY
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