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The purpose of this work is to explore and implement efficient texture and
material optimization techniques for Unreal Engine 5. By analyzing different
methods of texture impression, UV mapping, and material structuring, this study
aims to provide practical solutions for reducing GPU load while maintaining
high visual quality. The findings will be applicable to game development and
interactive applications, helping developers achieve a balance between
performance and aesthetics.

AKTYaJIbHICTh Ta MOCTAHOBKA MPOOJIeMH. 3POCTaHHS CKJIQJHOCTI Tpadiku y
CydyacHHX irpax moTpeOye  e(peKTUBHOTO  BHKOPHUCTAHHS  PECypCiB.
Bucokomnomnironanbii mMojeni Ta HeedeKTHBHI TEKCTYpHU CTBOPIOIOTh 3HAYHE
HAaBAHTA)KEHHA Ha rpadlyHUd MpOLECcCOop, 3HUKYIOUM MPOIYKTUBHICTb.
OnTuMizaniss TEKCTyp Ta MarepiaiiB 3a0e3neuye OajaHC MDK SKICTIO Ta
mBukoaieto B Unreal Engine 5.

OcHoBHI Matepianu AocHiKeHHS. J[J1a OIIHKKM e(EeKTUBHOCTI METOMIB
ontumizauii Tekctyp Ta matepiamb y Unreal Engine 5 Oysio cTBOpEHO TeCTOBE
CEpelloBUILE, SIK€ IMITy€E THWUIIOBY IrPOBY CIEHY 3 BEJIMKOI KUIBKICTIO
TEKCTypoBaHUX 00'ekTiB. JlOCHIIPKEHHST NPOBOAMIIOCA B PEATBHUX YMOBAX
pPO3pOOKH 1rop, 3 BUKOPUCTAHHSAM CY4YacHOI'O IrpOBOIO pPyIlisl Ta aKTyaJbHOIO
amapaTtHoro 3abe3neueHHs. [1].

CTBOpEeHHS MOjeNel, Ta TeCTH MPOAYKTUBHOCTI. [[1s1 TeCTIB BUKOpacTaHO
MOJIEJIb CTIHH.

Pucynox 1 — monens ctinm ta ii UV pasroptka 3 pexxumom Smart UV Project
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3amikanHs TeKCTyp. s IOCHiTKEHHS 3amedeMo BCI OCHOBHI KapTH
HopMmaneir , Normal ta Base Color, micas yoro s eKCropTy B aHpian
BuOepemo 2 pizHuX GHopMaTH , 1 MPOBEACMO aHAJI3 KU MOKaKe K 3MIHUIACH
SAKICTh TEKCTYPH MOPIBHSIHO 3 OPIriHAJIOM.

PucyHnok 2 — 3anedeni Matepiaiu CTIHU

3amikanas Tekctyp y 2K ta 8K mo3BONMIIO OMmMIHWTH X BIUIUB Ha
NpOAYKTHBHICTH Ta sikicTh y Unreal Engine. [2].

Ontumizariss  popmaty  30epekeHHs  TekcTyp. g 3MeHIeHHs
HABAaHTA)XCHHS Ha MaM’sTh 1 MiJBUILEHHS MPOIYKTUBHOCTI MPOTECTYEMO Pi3HI
METOMM CTUCHEHHs TeKCTyp (2048%2048) ta 8K (8192x8192). Ile m03BOIUTH
OLIIHUTHU BIUIUB PO3MIPY TEKCTYp Ha MPOAYKTUBHICTH Ta SIKICTh B1IOOpaKEHHS B
cepenosuii Unreal Engine.

Pucynok 3 — [1opiBHSIHHS SIKOCTI TEKCTYp 8K (3mpaBa) Ta 2k (371iBa)

Pizaums mik Tekctypamu 8K 1 2K cyrreBa: gertamizaris 1erv 3HAYHO
3HIKYETHCS.

Ouinka npoayktuHocTi. [lepeitnemo g0 Unreal Engine 5, Tyt npoBenemo
aHaJ13 HACKIJIbKU 3MiHIOEThCS FPS npu BUKOpUCTaHHI TEKCTYp PI3HUX PO3MIpPIB
(2K 1 8K), BrumuB Ha nipoaykTuBHICThH TUIIB PNG 1 TGA a TakoXx 4M € IOMiTHA
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pI3HUIA Y Bi3yaJbHil SKOCTI Ta MOKJIMBUX apTedakTax micas imnopTy B Unreal
Engine.

Bmnus na FPS y cueni Unreal Engine . 3aBantaxumo cueny B Unreal
Engine 5 ta Bumipsiemo nipoayktuBHicTh (FPS) 3 pisuumu BapianTamu TeKcTyp.
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Pucynok 4 byniuHoK 31 CTiH 3 TeKCTypaMI/I 2K Ta 8K

Sk MO’KHA 1MOOAYUTH BILJIMB HA BEJIMKY KIJIBKICTh 00’€KTIB, BAKOPHUCTAHHS
8K-texkctyp cnpuunHmio mnomiTHe 3HWxkeHHs FPS (3 82.13 nmo 72.49),
301IbIIEHHST yacy 00poOku kaapy Ta HaBaHTakeHHS Ha GPU [3]. e cBiquuTh
PO Te, 1110 BEJUKI TEKCTYpPU CTBOPIOIOTH JI0AATKOBE HABAHTAXKEHHS HAa CUCTEMY,
X04Ya PI3HMIISA Y MPOAYKTUBHOCTI HE KPUTHUYHA, Y MAcCIITaOHUX ClieHaX a0o Ha
MEHII NOTYXHOMY 00J1aJHaHH1 e(DEeKT MOKe OyTH OLIIbII BUPAKEHHUM.

OnTuMmizalisi TEKCTyp J103BOJIss€ 30ajJaHCyBaTH SIKICTh 1 MPOAYKTHUBHICTb.
8K-TekCTypu MOKpaIlyoTh JeTami3alliio, ajge 30UTbIIYyI0Th HABAHTAXKCHHSI HA
GPU. 3amikanHs TeKCTyp 1 TpaBwiIbHUN BuHOIp QopmMaTy A0mMoMararoTh
MIHIMI3YBaTH CIIO’KMBAHHS NaM’sITi 0€3 3HaYHOI BTPATH SIKOCTI.
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