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MNEPEJIIK YMOBHUX ITO3HAYEHb

API — Application Programming Interface (inTepdetic nporpamMmyBaHHs J0AaTKIB)

CPU — Central Processing Unit (ieHTpaipHUI TIPOIIECop)

FPS — Frames Per Second (xazapiB 3a cekyHIy)

GPU — Graphics Processing Unit (rpadiuauii mporiecop)

GUI — Graphical User Interface (rpadiunuii inTepdeiic kKopuctyBaya)

LOD — Level of Detail (piBenb neranizariii)

OLAP — Online Analytical Processing (onepatnBHa aHamiTHYHa 00poOKa)

RAM — Random Access Memory (ornepaTtviBHa 1am’siTh)

SDK — Software Development Kit (kKOMIUJIEKT po3poOKH MPOTPAMHOTO
3a0€3IeUeHHS)

UE5 — Unreal Engine 5

UMG — Unreal Motion Graphics (cucrema intepdeticiB B Unreal Engine)

VRAM - Video Random Access Memory (Biaeonam’siTh)

EC — excnepTHa cucrema

I13 — nporpamue 3abe3neueHHs



BCTVYII

AKTyaJIbHICTh TeMH. B cydacHOMY CBiTI po3poOKH MPOrpamMHOro 3a0e3MeueHHs,
0COOJIMBO B rayly3i CTBOPEHHS Irop, CUMYJISTOPIB Ta JOJATKIB BIpTYalbHOI peabHOCTI,
KPUTUYHO BaXXJIMBOIO € MPOAYKTUBHICTH Ta onTumizaiis. Unreal Engine 5, ax ogun 3
HAWMOTYKHIIIUX ITPOBUX JIBUTYHIB, HaJa€ po3poOHMKaM Oe3NmperneeHTHI MOXKIUBOCTI
JUTSI CTBOPEHHSI BUCOKOSIKICHOTO KOHTEHTY, ajie BOAHOYAC BUMArae peTesIbHOTO KOHTPOJIIO
32 BUKOPUCTAHHIM CUCTEMHUX PECypCiB.

[IpoGnema 001Ky Ta aHaII3y MIBUAKOIII MIPOrPaMHOIO 3a0€3MeYeHHs CTae Aeaall
aKTyaJBHIIIO Yepe3 3pOCTaHHS CKIAAHOCTI MPOEKTIB, MABUIIICHHS BUMOT 10 Bi3yaJIbHOI
SAKOCT1 Ta HEOOXIJHICTh MIATPUMKU IIUPOKOTO CIEKTPY amapaTHUX KOHQITypariu.
IcHyro4l 1HCTpYMEHTH NPO(]UIIOBaHHA YacTO HANAIOTh JUIIE CUPl AaHl 0€3 TIIMOOKOTo
aHaII3y Ta KOHKPETHUX PEKOMEH Al I0/I0 ONTUMI3aIlii.

Po3poOka excrepTHOi CUCTEMHU, sIKa HE TUIbKH 30Upa€e METPUKH MPOJAYKTUBHOCTI,
ajie ¥ aHaJi3ye iX, BUSBJIsi€ MPOOJIEMHI MICIIS Ta HAJla€ OOIPYHTOBAHI PEKOMEH/Ialli1 00
onTHUMI3allii, € aKTyaJIbHUM 3aBJAaHHSIM, 110 MOXKE CYTTEBO IMiJBUIIUTA €(PEKTHUBHICTH
IpoLIeCy pO3pOOKH Ta SIKICTh KIHLIEBOTO MPOJIYKTY.

OO6’eKT HoCaiKeHHS] — TPOIECH aHai3y Ta OOJIKYy HIBUIKOJIII MPOTPaMHOTO
3a0€3MeUeHHS B peaIbHOMY Yacl.

IIpeamer pociizKeHHsT — METOAM Ta 3acO0M MOOYAOBU €KCIIEPTHOI CUCTEMHU JJIS
aBTOMATHU30BAHOTO OOJIKY Ta aHaNI3y MIBUIKOJITI MPOrpaMHOroO 3a0e3reueHHs Ha 0asi
Unreal Engine 5.

Meta nocailzkeHHsI — TIJBHUINCHHS €(QEKTUBHOCTI TMPOIECIB OMTHMIi3allii
IPOrpaMHOro 3a0€3MeUeHHs HUIIXOM PO3POOKH €KCHEepTHOI CUCTEMH, 110 3abe3mneuye
aBTOMATH30BaHMM OOJIIK, aHa i3 Ta HaJaHHSA pPEKOMEHAAIld IIO0A0 MOKpaIleHHs
MIBUAKOAIT Ha ocHOBI TexHousori Unreal Engine 5.

3aBaaHHA JOCJIIKEeHHS:

1. TIlpoBectn cuCTeMHMI aHalli3 NOPEIMETHOI 00J1acTi OONIKY IIBUAKOMIL

POrpaMHOTO 3a0€3MeUeHHs Ta ICHYIOUNX PIlleHb Y 1ii chepi.
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Po3po6uTi KOHIIENTYyallbHY MOJIEIb €KCIEPTHOI CUCTEMHU OOJIIKY IIBUIAKOMIIT
s cepenoBuia Unreal Engine 5.

CrpoekTyBaTH apXiTeKTypy CHCTEMH 3 ypaxXyBaHHSAM OCOOJIMBOCTEH
neuryHaUES ta BuMor 110 peajapHOro yacy.

PeanizyBatu monmyni 360py merpuk mnpoxayktuBHocTi mias CPU, GPU Ta
maMm’ sITi.

Po3po6utu 6a3y 3HaHb Ta MEXaHI3M JIOTIYHOT'O BUBEACHHS I (DOPMyBaHHS
EKCIEPTHUX PEKOMEHAIIIN.

CTBOpUTH IHTYITUBHUM 1HTEpPEIc KOpUCTYBaya JAJid Bizyalizallii pe3yiabTaTiB
aHayizy.

[IpoBecTH TecTyBaHHS CUCTEMU Ha pPEATbHUX MPOEKTaX Ta OLIHHUTH ii

€(hEeKTUBHICTb.

MeToau O0C/iKeHHsI: CUCTEMHUN aHami3 JJIi BUBYCHHS IIPEAMETHOI 00JacCTi;

00’ €KTHO-OpPI1EHTOBAHE MOJIETIOBAHHS JJIs IPOEKTYBAHHS apXITEKTYpU CUCTEMU; METOIH

CKCIIEPTHUX CHCTEM JUIi TIOOYJIOBM MEXaHI3MY JIOTIYHOTO BHUBEJCHHS;, METOU

npoIFOBaHHA MPOAYKTUBHOCTI JJI 300py METPUK; CTATUCTUUHHMM aHaMI3 Jj1s1 00poOKH

Ta IHTEePIpETaIlii TaHUX.

HaykoBa HOBHM3Ha oJ1ep:KaHHUX Pe3yJIbTATiB:

BIIepIIE PO3pOOJEHO APXITEKTYPY E€KCIEPTHOI CUCTEMHU OONIKY IIBUAKOIII,
MOBHICTIO 1HTErpoBany B cepenoBuiie Unreal Engine 5, mo mo3Bossie
IPOBOJUTH aHaji3 B pealbHOMY Yaci 0e3 CYTT€BOIO BIUIMBY Ha
MPOTyKTUBHICTH;

3alpOIIOHOBAHO YJJOCKOHAJICHHUH alrOpyuTM aHalli3y METPUK MPOIYKTHBHOCTI,
kUi BpaxoBye cnenudiky podotu asuryna UES Ta BUKOPUCTOBY€E MexaH13M
JIOTIYHOTO BUBEJICHHS IS 1ICHTH(IKAIIT Tpo0ieMm;

PO3p0o0JIEHO METOAMKY aBTOMATHU30BaHOT0 (hOPMYyBaHHS pEKOMEH1alliii 1010
onTUMIi3aIlli Ha OCHOBI 0a3u 3HaHb €KCIEPTHOI CUCTEMH, IO aAANTYETHCS J10

KOHKPETHOTO THUITY ITPOEKTY.
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IlpakTuyHe 3HAYeHHS OJep:KaAaHUX pe3yabTaTiB. Po3polieHa ekcnepTHa
CHUCTEeMa MO)Ke OYTH BIIPOBAJXKEHA B MIPOIIEC PO3POOKH PI3HOMAHITHUX MPOEKTIB Ha 0a3i
Unreal Engine 5, BKJIr04arouu irpu, apXiTeKTypHY Bi3yali3alliio, CHMYJISITOPH Ta T0JAATKH
BIpTyaJIbHOI peanbHOCTi. CrucTreMa J103BOJISIE CYTTEBO CKOPOTUTH Yac Ha BUSIBICHHS Ta
YCYHEHHSI TIpOoOJIeM 3 MPOIYKTUBHICTIO, MIABUIIMTU SAKICTh KIHIEBOTO MHPOAYKTY Ta
3HH3UTH BUMOTH JIO arlapaTHOTO 3a0€3MeUYeHHS KIHIIEBUX KOPUCTYBAYiB.

Amnpobaunia pe3yabraTiB gocaigxenHss. OCHOBHI MOJOXKEHHA Ta pE3yJbTaTH
Marictepchbkoi podoTu O0ynu npeacrtapieHi Ha XIII MixxHapoHiid HayKOBO-TIPaKTUYHIM
koH(pepenuii “Indopmarniitni TexHonorii B ocBiTi Ta Haymi” (KuiB, HYBill Ykpaiunu,
TpaBeHb 2025 p.) Ta omyOJikoBaH1 B 301pHUKY Te3 KOH(]epeHIii.

Crpykrypa poboru. Marictepchka KpamidikalliiiHa po0OoTa CKIagaeTbes 31
BCTYIly, YOTUPHOX PO3JLUIIB, BHUCHOBKIB, CHHCKY BHUKOPHUCTaHMX JpKepena 13 68
HaliMeHyBaHb Ta 4 J0/aTKIB. 3arajibHUil 00CAT POOOTH CTAHOBUTH 148 CTOPIHOK, 3 SKUX
OCHOBHUM TeKCT — 135 cTopiHok. Pob6ota micTuth 42 prucyHku Ta 18 Tabaulp.

Y mepmiomy po3ain  MPOBEASHO CHUCTEMHHMM aHajli3 MpeaMeTHOi 00JacTi,
PO3MJISTHYTO TPOOJEMATUKy OOJIKY IIBHAKOJII, MPOaHaII30BaHO 1CHYIOUl DIIICHHS Ta
chOopMyITLOBAHO IMOCTAHOBKY 3aBJIaHHS.

Y apyromy po3aisi MpeacTaBiICHO MOJEIIOBaHHS ekcriepTHoi cuctemu [8, 10],
BKJIFOYAIOYM KOHLENTyalbHY MOJ€Ib, (YHKIIOHAJbHE Ta 00’ €KTHO-OPIEHTOBAHE
MOJICJIIOBAHHS, @ TAKOXK MPOEKTYyBaHHs 0a3u 3HAHb.

VY TpeThoMy po3/1i ONMHMCaHO MpoIeC po3poOku cuctemu B cepenonuiii Unreal
Engine 5, apxiTeKkTypy KOMIIOHEHTIB, peani3alliio MOAYJiB 300py METPUK Ta MEXaHI3MY
JIOTIYHOTO BUBEJICHHS.

Y dgeTBepTOMY PO3ALTI HABEACHO peE3yibTaTH TECTYBaHHS CHUCTEMH, aHai3

e(pEKTUBHOCTI Ta EKOHOMIYHE OOIPYHTYBaHHS BIIPOBAKEHHSI.
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PO3/ILJT 1. CACTEMHM AHAJI3 NPEJIMETHOI OBJIACTI OBJIKY
IBUJIKO/II IPOTPAMHOI'O 3ABE3IIEUEHHA

1.1. AnaJji3 npod;1eMaTHKH BUMIPIOBAHHSA Ta 00JIiKY HIIBUAKOAII POrPAMHOIO
3a0e3neyeHHs

HIBuaKOAIsT MPOTPaMHOTO 3a0e3MeUeHHsI € KPUTHYHUM (aKTOpOM ycmixy Oyab-
SKOTO Cy4acHOTO JI0aTKy, OCOOJMBO B KOHTEKCTI IHTEPAKTUBHUX CHCTEM PEabHOTO
4acy, TaKMX SIK I'pU, CUMYJISITOPU Ta JIOJATKU BIpTyalpHOI peasibHOCTI. [Ipobiemaruka
BUMIPIOBaHHSA Ta OOJIKY IIBUAKOMAII OXOIUIIOE IIMPOKUA CIEKTP TEXHIYHUX Ta
METO/I0JIOTIYHUX BUKJIMKIB, SIKI MOTPEOYIOTh KOMILIEKCHOTO MMiIX0y /0 X BUPIIICHHS.

OCHOBHMMH acnieKTaMu IMPOOJIEMATHKH €:

1. bararoBumipHicTe MeTpuK mnpoaykTHBHOCTI. IlIBuakoxaiss mporpaMHOro
3a0e3MeyeHHs] He Moke OyTH oOXapaKTepu3oBaHa €IMHUM Noka3HUKOM. HeoOxigHo
BpPaxOBYBaTH MHOKHMHY napametpiB: - Hactoty kaapiB (FPS) ta ii crabiunpHicTh - Yac
BIZTyKy Ha Jii kopuctyBada (input latency) - Bukopucranns nporecopa (CPU utilization)
- HaBanrtaxenuns Ha rpadiunuii nmpouecop (GPU load) - CnokuBaHHSI onepaTuBHOI Ta
Bieonam’sTi - lIIBUaKICTh 3aBaHTaKEHHS pecypciB - MepekeBi 3aTPUMKH Il OHJIAHH-
JIOJATKIB

2. JInHAMIYHICTh XapaKTePUCTHK NPOAYKTUBHOCTI. Ha BiIMiHY BiJl CTATUYHOTO
aHami3y Kofy, OoOJIK IIBUJKOJIi BUMArae MoCTIMHOIO MOHITOPUHTY B pe€ajlbHOMY 4aci,
OCK1JIbKU MTPOTYKTUBHICTh MOKE CyTTEBO BapIIOBATHUCS 3aJIeXHO Bif: - [loTouHOTO CTany
nonatky - Jliil kopuctyBaua - 3aBaHTakeHOCTI cueHu - Kondirypauii amapaTHOro
3a0e3neueHHs

3. CkaaaHicthb iHTepnperanii nanux. Cupi METPUKH MPOAYKTUBHOCTI 4acTO HE
JAI0Th YITKOTO PO3yMiHHS mpuyuH npoOnem. Hampukian, nusbkuii FPS moxe Oytu
cupuyrMHeHuit: - HaaMipHOIO KUIBKICTIO MOJITOHIB y cueHi - HeonmtumizoBanumwu
meitnepamu - Benukoro kinbkicTio draw calls - [Ipobiemamu 3 pi3nyHUMEU CUMYIIALIISIMU

- HeeexTBHUM BUKOpPUCTaHHSAM HaM’SIT1
P
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Jlns  po3poOHMKIB 03 TJIMOOKOiI €KCIepTU3W B ONTUMI3aIlli BHU3HAYCHHS
NEPLIONPUYMHUA MOXKE OYTU CKJIAJIHUM 3aBJIaHHSIM.

4. Ilnargopmo3zanexnictb. Unreal Engine 5 [1, 2] miarpumye mupoKuid CIIEKTp
mwiargopM — Big MOOUIBHUX HpPHUCTPOiB 10 BucokomnpoayktuBHux I[IK Ta koHCOzei.
Koxna mnatdopma mae cBoi ocobauBocTi: - Pi3Hi apxiTekTypu mporuecopiB (x86, ARM)
- Pizai rpadiuni API (DirectX, Vulkan, Metal) - Pi3Hi oOmexeHHs mam’ATi Ta
MPOAYKTUBHOCTI - Crierni4H1 BUMOTH JI0 ONITUMI3AIli]

5. BiuiuB npo¢gisiloBaHHsA HA NPOAYKTUBHICTB. [lapanokc nonsrae B ToMmy, 110
caMm mpoliiec 300py METPUK MOX€ HETaTUBHO BIUIMBAaTU Ha MPOJYKTUBHICTH JAOJATKY,
CIIOTBOPIOIOYM Pe3yJbTaTH BuUMipioBaHb. lle siBuiue, Binome sk “edekrt crnocrtepirada”
(observer effect), Bumarae po3poOku MiHIMaIbHO 1HBa3UBHUX METOAIB IPO(]IITFOBAHHS.

6. BincyTHicTh KOHTEKCTY Ta pexkoMeHaamii. TpamuiliiiHi 1HCTPYMEHTH
npodII0OBAaHHS HAIAIOTh JeTallbHY 1H(QOpMAIIiI0 PO CTaH CUCTEMH, aJIe HE MPOIOHYIOTh
KOHKPETHUX [1d JJs BUPILICHHS BHUABICHHX MpoOsieM. Po3poOHUKY TOBOAMTHCS
CaMOCTIIHO: - AHai3yBaTH BeJMKI 00CATH JaHuX - BuzHayaTu mpiopuTeTH ONTHMI3aIlii
- lllykaTu ontumManeHi pimeHHs - OLiHIOBATH MOTEHUIHHUNA e(EeKT BiJ 3MIH

7. CkaagHiCTh HAJAIUTYBAHHSA NMOPOrOBHMX 3HA4YeHb. Bu3zHaueHHs TOro, 10 €
“HOPMAaJILHOIO” MPOYKTUBHICTIO, 3aJICKUTH BiJl THITy HoAatky: - Jns VR-nonatkis [6]
KPUTHUYHO BaXIWMBO MiaATpuMmyBatu ctadbumpHi 90-120 FPS - JIns mMoOGinpHHX irop
npuitHATHUMU MOXKyYTh Oyt 30 FPS - JInst competitive mrytepiB 6axano matu 144+ FPS

8. Ilpobdiema macmra0yBaHHf. 3 PO3BUTKOM NPOEKTY CKIAIHICTh aHaI3y
OPOAYKTHUBHOCTI 3pOCTA€ €KCIIOHEHIIMHO: - 301IbIIYETHCS KUIBKICTh 00’ €KTIB Y CIIEHI -
VYCKIaaHIOETBCS JIOTIKA TpH - 3pOCTa€ KUIBKICTh CHCTEM, IO B3aEMOJIIOTH -
Hakonuuyetbcst TeXHIYHUE O0pT

AHai3 BeIMKUX MPOEKTIB 3 MUTBHOHAMHU PSAKIB KOy Ta THCSYaMH acCETIB CTa€
HaJ[3BUYAHO CKJIaIHUM 3aBJaHHSIM 0€3 aBTOMATH30BAaHUX 1HCTPYMEHTIB.

9. HenocratHsi iHTerpamis 3 mpouecoM po3poOku. Yacto mnpodiinroBaHHS

MPOYKTUBHOCTI MPOBOAMUTHCS JUIIE HA (PIHATHHUX eTamax po3poOKH, KO BHECEHHS
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3MiH € IOPOTYM Ta PU3HUKOBAHUM. BIICyTHICTH MOCTIHHOTO MOHITOPUHTY MTPU3BOUTS J10:
- Haxonnuennst nmpo6ieM 3 mpoiyKTUBHICTIO - CKIIaJHOCTI JIOKaJIi3allii xKepes mpooiem
- Heo6ximHOCTI KOMITPOMICIB MiXK SIKICTIO Ta IIIBHUIKOII€I0

10. bpak excnepru3m B KomaHdi. Onrtumizaiis TPOIYKTUBHOCTI BHUMAarae
MIMOOKUX 3HAHD:

- ApXITeKTypu KOMIT IOTEPIB

- OcobmuBocTei rpadigyHOro KOHBEEpa

- ANTOpPUTMIB Ta CTPYKTYpP JaHHUX

- Cnenudikyu KOHKPETHOTO JIBUTYHA

He Bci koMaHau MarOTh JOCBIIYCHUX CIICIIATICTIB 3 ONTUMI3AIII, IO YCKIATHIOE
e(eKTHUBHE BUPIIIEHHS IPOOJIEM MPOLYKTUBHOCTI.

BpaxoByroun ommcani mpoOiieMH, CTa€ OYEBUIHOK HEOOXIJHICTb CTBOPEHHS
IHTENIeKTyaJIbHOI CUCTEMH, sKa O He MPOCTO 30HMpaja METPUKHU, a HajJaBalla eKCIIEPTHY
NIATPUMKY B Ipolieci ontumizanii. Taka cucteMa MoOBUHHA: - ABTOMaTUYHO BHSBISTH
po0eMu MPOAYKTHUBHOCTI - Bu3Havatu ix neprionpuduHu - [IpornonyBaTH KOHKpPETHI
pimenHs - OIiHIOBaTH MOTEHIINHUN edekT Bij omtumizamiii - HaBuaTucs Ha OCHOBI
HaKOTIMYCHOTO JOCBITY

Came Takuil MiOXiA peanizyeTbCs B pO3pOOJIEHIA €KCHEPTHIM cucTemi 00Ky
mBukoii o Unreal Engine 5.

1.2. Orasig icHyl04uX MeTOAIB Ta cucTeM npodiiwBanHsa npoaykruBHocti 113

CyyacHuUl PUHOK I1HCTPYMEHTIB NPO(UIIOBAHHS MPOINOHYE IIMPOKUA CHEKTP
pillieHb, KOYKHE 3 KX Ma€ CBOI IepeBaru Ta 0OMekeHHs. Po3ristHeMo OCHOBHI KaTeropii
Ta MPEJICTABHUKIB.

BoynoBani incrpymentu Unreal Engine:

Unreal Insights — 1ie koMruiekcHuii iHCTpYMEHT MpOdiTOBaHHS, 110 BXOAWTH 10
cximany Unreal Engine [1]. Bin namae neranbny indopmartito po: - CPU ta GPU timing

- Bukopucranns nam’sti - MepexeBy akTUBHICTb - 3aBaHTAXXEHHS aCCETIB
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ITepeBaru: rimmboka iHTerpallis 3 IBUTYHOM, JIeTalibHa iH(opMallis, IATpUMKa BCiX
matdopM. Hemomiku: CKIIamHICTh 1HTEpIIpeTallii AaHUX, BIJICYTHICTh aBTOMATHYHHX
pEeKOMEHAIli i, BUCOKU TTOPIT BXOY.

Stat Commands — cuctema KOHCOJIBHUX KOMaHJ JJIsl OTPUMAHHS CTATUCTHKH B
peasibHOMY 4aci: - stat fps — BimoOpaxkenns FPS - stat unit — gac pernepunry kamapy - stat
gpu — craructuka GPU

[lepeBaru: mpocToTa BUKOPUCTAHHS, MUTTEBUUA JOCTYI 10 0a30BUX METPHK.
Henomiku: oOMexxeHa (PyHKIIOHAIBHICTh, BIJCYTHICTh ICTOPii JaHUX, TEKCTOBE
MIPE/ICTABIICHHS.

Session Frontend — incTpyMeHT i podiIFOBaHHS Ta HAIArOHKEHHS CeCiii Ipu.
Jlo3Bouisie: - 3anucyBaTy Ta BIATBOPIOBATH cecii - AHaNi3yBaTh MPOJYyKTUBHICTh Yy 4Yacl -
[TopiBHIOBaTH pi3HI 3aITyCKU

[lepeBaru: MOXJIMBICTH aHamizy micias ¢akTy, NOpiBHSAHHA ceciid. Hemomiku:
noTpedye HalalTyBaHHs, FT€HEPY€E BEJIUKI (pailii TaHuX.

3oBHilIHI mMpodaiiiepu:

NVIDIA Nsight — noryxuuii incTpymMeHT juis aHaiizy GPU nmpoayKTHBHOCTI: -
Jetanpauil anaimi3 meinepis - Bizyamzaris GPU timeline - Ontumizariisi BUKOpUCTaHHS
VRAM [5]

[lepeBaru: rnmbokuit ananiz GPU, miarpumka ray tracing, iHterpauis 3 IDE.
Henomniku: npartoe Tinpku 3 NVIDIA kapramu, CKIaaHICTh HATAIITYBaHHS.

Intel VTune Profiler — npodeciitnuii inctpyment mans CPU mpodintoBaHHS: -
AmnaJti3 Ha piBHI IHCTPYKIIi# miporiecopa - Busieiienns hotspots - Anasii3 napanenizmy [3,4]

[TepeBaru: naa3zBuuaiino neranpHuid ananiz CPU, miaTpuMka pi3HUX apXiTEKTyp.
Henoniku: opientoBanuii Ha Intel mporiecopu, CKJIaHUM 1715 TOYATKIBIIIB.

RenderDoc — rpadiunuii nebarep mjist aHami3y peHaepunry: - [Tokaaposuii aHami3
penaepuHry - [ncnekiis Tekctyp ta 0ydepis - Anaini3 draw calls

[lepeBaru: O0€3KOIITOBHUM, KpocmuiaTrGopMeHul, AeTalbHUNA aHami3 rpadiku.

Henomniku: ¢hoKkyc TUIBKK HA PEHIIEPUHTY, HE aHAITI3Y€ JIOTIKY TPH.
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XMapHi pileHHs:

GameBench — xmapHa miaTgopma It MOHITOPUHTY IMPOTYKTUBHOCTI MOOLIBHUX
irop: - 30ip METpUK 3 pealbHHUX MPHUCTPOIB - AHAIITHKA Ta 3BITHICTH - [lOpiBHAHHSA 3
KOHKYpEHTaMHU

[TepeBaru: TecTyBaHHS Ha peajbHUX TNPUCTPOSX, IEHTPATI30BaHA aHAJITHKA.
Henomniku: miatHa mianvcka, 3a1eKHICTh Bl IHTEpHETY.

CunenianizoBaHi pilieHHs1 1JId irop:

Unity Profiler — ananor mist Unity 1BUTyHa 3 CXOKUM (DYHKITIOHATIOM.

PIX for Windows — inctpymeHT Bim Microsoft mist mpodimoBanns DirectX
JIOJATKIB.

IHopiBHSVIbHMH aHATI3 iICHYIOYHX PIllIeHb:

Tabmuns 1.1
[TopiBHSHHA IHCTPYMEHTIB MPOQLIIOBaHHSA
. _ NVIDIA Intel
Kpurepiii Unreal Insights _ RenderDoc
Nsight VTune

[aTerpamis 3 UES Bigminaa Cepenus Hwuseka Cepenns
IIpocroTa

Cepenns CknagHo Cknagno | Cepenns
BUKOPHUCTAHHS
ABTOMaTHYHI .

Hemae OOmesxeHi Hemae Hemae

peKoMeHaanli
PeanbHuii yac Tak YacTkoBO Hi Hi
Bapricth beskomroBHo | beskomrroBro | IlimatHo be3komToBHO

Heponiku icHyr0O4YMX pillieHb:
1. BiacyrtHictb iHTeJNeKTyajqbHOro anaiizy. JKoaeH 3 pO3MISIHYTHX
IHCTPYMEHTIB HE BUKOPUCTOBYE METOIM INTYYHOTO iHTeNeKTY [9] miist aHamizy

TaHUX.
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2. ®parmentapHictb. KoxkeH 1HCTpyYMEHT (DOKYCY€EThCS Ha MEBHOMY aCIEKTI
(CPU, GPU, nam’siTh), 1m0 BUMara€ BUKOPUCTAHHSA JEKUIBKOX pIIllIEHb
OJIHOYACHO.

3. CkuaagnicTh inTepnperaiii. bibIIICTh IHCTPYMEHTIB Ha/Ial0Th CUPI J1aH1 6e3
KOHTEKCTY Ta peKOMEHaIliil.

4. BincyrHictb HaByaHHs. CucteMd HE amanTylOThCS 0 CHCHHQIKHA
KOHKPETHOTO MTPOEKTY Ta HE HAKOMUYYIOTh JIOCBI/I.

5. Cna6ka inTerpamisi 3 po6oyum npouecom. [IpodiatoBanHs yacTo BUMarae
NepepUBaHHS OCHOBHOI pOOOTH Ta MEPEKIIOYEHHS KOHTEKCTY.

BuCHOBOK 3 orJisiny:

AHani3 I1CHYIOYHMX pIIIEHb IOKa3y€e, 0 HAa PUHKY BIACYTHIA KOMIUIEKCHUN

IHCTPYMEHT, KU OU MO€THYBAB:

- 'muboky inTerpanito 3 Unreal Engine 5

- [HTenekTyanbHUM aHali3 TaHuX

- ABTomMatnuHe (hOpMYyBaHHS PEKOMEH/IAIIIH

- [IpocTroTy BUKOpUCTaHHS

- ATanTUBHICTH J0 MPOCKTY

Lle miaTBEpAXKYE aKTyalbHICTh PO3POOKH €KCIIEPTHOI CUCTEMH, siKa O 3alOBHUIIA

ICHYIOY1 MPOTAJIMHU Ta Hajana po3pOOHUKAM MOTYKHUM 1HCTPYMEHT JJis ONTHUMi3alli
POAYKTUBHOCTI. [7]

1.3. OcobsmBocTi Bukopucranus Unreal Engine S 1i1s1 po3po0ku ekcnepTHux

cucTemM

Unreal Engine 5 nmpencrasiisie yHiKanbHy m1aTdopMy it po3poOKH HE TUTHKHU 1TOp

Ta Bi3yalizaiiid, aje W CKJIaJHUX I1HTEJIEKTYaJIbHUX CHUCTeM. PO3TJIIHEMO KIIOUOBI
oco0mBoCTi, siKi pobssaTe UES nmpuaaTHUM Jj1s1 CTBOPEHHSI €KCIIEPTHOT CUCTEMU OO0JTIKY
MIBUIKOII].

ApxitektypHi nepesaru UES:
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Mooynvua apximexkmypa NBUTYHA JI03BOJISI€ IHTETPYBATU €KCHEPTHY CUCTEMY SIK
HE3aJIeKHUN MOJYJIb, IO MOXE OyTH YBIMKHEHHI a00 BUMKHEHHMI 3a moTpedbu. Cuctema
miariaiB UES 3a6e3neuye:

- [3071s111110 KOy €KCTIEPTHOT CUCTEMU

- MOXIUBICTB PO3MOBCIOHKEHHS K OKPEMOTO MPOTYKTY

- Jlerky iHTErpariito B iCHyr04i MPOEKTH

Reflection System — notysxHa cuctema peduekcii UES Hamae MOKIMBICTS:

- lunaMivyHO OTpUMYBaTH 1H(GOPMALIIIO TPO TUIU Ta 00’ EKTU

- ABTOMaTUYHO cepiaji3yBaTH JIaH1

- CTBOpIOBATH THYUKI cucTeMu npasui [11, 13]

Blueprint Visual Scripting 3abe3mneuye:

- BizyanbHe npeacTaBiieHHs JOTIKU €KCIIEPTHOT CUCTEMHU

- MoxmuBicTs MoAu(iKallii MpaBuil 0€3 PEKOMITUISIT

- JlocTynHICTb JIJ1s1 HE-IPOTPaAMICTIB

Mo:xauBoCTi JJIs1 peaJstizamii 0a3u 3Hanb [12]:

DataAssets — crierianbHM TUI acCCETIB Jis 30€piraHHs JaHUX:

DataTables qist cTpykTypoBaHOro 30epiraHHs PaBUIT:

- IMnopt/excniopt 3 CSV

- PenaryBanus B pepakTopi

- BepcionyBanHs uepe3 cucteMy KOHTPOJIO BEpCiit

Interpauist 3 C++ 1a Blueprint:

[MopuaHui TiaXia J03BOIISIE:

- PeanizyBaTu kpuTnaHi KoMnoHneHTH Ha C++ 17151 IPOAYKTUBHOCTI

- BuxopucroByBaru Blueprint a1 10Tk BUCOKOTO piBHS

- 3a0e3MeUnTH THYUYKICTh HaJallTyBaHHS

Bizyanizaunis yepe3 UMG (Unreal Motion Graphics):

UMG Hazae noTy»Hi 3acO0M /111 CTBOPEHHS 1HTEpdEHCy:

- Slate widgets it HATUBHUX €JIEMEHTIB
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- Data binding aJ1s1 aBTOMaTHYHOT'O OHOBJICHHS

- AnHiMarii Ta nepexoau

OcobauBocti Nanite Ta Lumen:

UES BBOAWTH PEBOIIONIIHI TEXHOJIOTI, SIK1 TOTPEeOYIOTh CHEIIaIbHOTO MiIX0IY:

Nanite Virtualized Geometry:

- ABromatnunuii LOD

- Minbitonu noJiiroxiB 6€3 BTpaTy MPOAYKTUBHOCTI

- HoBi MeTpuku 17151 aHami3y

Lumen Global Illumination:

- JIluHamiyHe OCBITJICHHS B pealbHOMY Yaci

- 3HauHe HaBaHTaXeHHA Ha GPU

- CrienniuH1 onTUMI3aIi

World Partition System:

HoBa cucrema 3aBaHTa)XEHHS CBITY BUMarae 0CoOJIUBOTO T IXOTY:

- JIlunamiuHe 3aBaHTa)KCHHS/BUBAHTAXKCHHS

- Streaming METpUKH

- AHasi3 mam’sITi o perioHax

IepeBaru Bukopucranust UES 11 ekcniepTHOI cCUCTEMU:

1. TloBHmMii gocTYnm 10 BHYTPIIIHIX METPMK — Ha BIAMIHY BiJ 30BHILIHIX
npodaitiepin

2. PeanbHuii yac — anamni3 6e3 3ynuHKHU JOAATKY

3.  KontekcTHa indopMallist — po3yMiHHS CTaHy TPU

4. BizyaabHi MOKJIMBOCTI — Oarati 3aco0u Bizyasizarii

5.  KpocmaardopmeHHicTb — miATPpUMKA BCIX LUJIBOBUX IIATPOPM

Buxkiankn Ta o0MeKeHHS:

1. TIpoayKTHMBHiCTH — €KCIIEPTHA CHCTEMa HE MOBHHHA CyTTEBO BIUIMBATH Ha
FPS

2. IHam’saTh — MiHIMI3aIlis BUKOpUCTaHHS RAM
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3. CkaagHicTh — HEOOX1THICTh IITMOOKOTO po3yMiHHs apxiTekTypu UES

Unreal Engine 5 Hagae Bci HEOOX1/1HI IHCTPYMEHTH Ta MOMJIMBOCTI JIJIsi CTBOPEHHS
MOBHOLIIHHOT E€KCIIEPTHOI CHUCTEMH OOMIKY MIBHIKOII, IO POOUTH HOro 1/1€aibHOIO
m1aTGOpPMOI0 JIJIs peastizallii MOCTaBICHOTO 3aBAaHHs.

1.4. ITocTaHOBKA 3aBJaHHA PO3POOKH €KCIIEPTHOI CHCTEMU

Ha ocHoOBI nmpoBeAeHOro aHaizy mpeaMeTHOi 00IacTi, OrjsiAy iCHYIOUUX PIIIeHb
Ta BUBUeHHS MoxumBocte Unreal Engine 5, copmyntoeMo neTanbHy MOCTaHOBKY
3aBJaHHS PO3POOKU €KCIIEPTHOI CUCTEMH OOJIIKY IIBUAKOII.

Meta po3poOkmu:

CrtBoputu 1HTerpoBany B Unreal Engine 5 excriepTHy cuctemy, sika aBTOMaTHYHO
aHai3ye MPOJYKTUBHICTh JIOAATKY B PEAJbHOMY Yacl, BUABIIAE€ NPOOJEMHU Ta HaJae
oOrpyHTOBaHI peKOMEHAI 111040 ONTHUMI3allii.

DYyHKIIOHAJIbHI BUMOIH:

FRI1. 36ip mempux npodykmusrHocmi.

- Yacrora kanpis (FPS) 3 Tounictio 10 0.1

- Yac pennepunry kaapy (Frame Time) B MimicekyHaax

- Bukopucranns CPU no sigpax

- HaBanTtaxxennss GPU

- CnoxuBanHsi RAM ta VRAM

- Kinbkicts draw calls

- KinbKicTh MONIroHiB y Kaapi

- CTaTUCTHKA MO TEKCTypax Ta Marepiaiax

FR2. Ananiz oanux 6 peanvnomy uaci:

- BusinenHs anomaniii npoAyKTUBHOCTI

- Imentudikaris bottlenecks

- Kopensuiiinuii ananiz MeTpuk

- [Iporno3yBanHs npooJieM

FR3. basza 3nans excnepmuoi cucmemu nOGUHHA MICIUMU.



- [IpaBuna ayis 50+ TunoBux npooseM NpoyKTUBHOCTI
- Pexomenmariii 1u1st KOkHOT IpoOIeMu

- OLIHKH CKJIAJTHOCT1 BUTIPABJICHHS

- OuikyBaHH# edeKT BiJl ONTUMIZAIlIT

FR4. Mexaniszm noeiunozo euseoennsi:

- Forward chaining ny1s mpoakTUBHOTO aHami3zy
- Backward chaining s niarHOCTHKH

- [linTpuMKa HEUYITKOI JIOTIKU

- MoxunuBicTs HaBYaHHs Ha ocHOBI feedback
FR5. Inmepgetic kopucmysaua:

- Dashboard 3 kiirouoBUMH MeTpUKamMu

- I'padiku npoayKTUBHOCTI B Yaci

- Ciucok mpo0JieM 3 mpiopuTeTaMu

- JleTanbH1 peKOMeHAallli 3 TPUKIaJaMHU

- IcTopis anamiziB

FR6. Inmeepayia 3 workflow:

- ABTomatnunuii 3amyck npu Play in Editor
- 30epeKeHHs 3BITIB

- Ekcniopt nannx B CSV/JSON

- Integration 3 cuctemaMu KOHTPOJIIO BEpCiii
HedynkuioHajJbHI BUMOTIHK:

NFRI. [Ipooykmuenicmy:

- Overhead ue 6inbie 2% FPS

- Bukopucranns nam’sti < 100 MB

- Yac ananizy < 100ms Ha kaap

NFR2. MacuumabosaHicmy:

- [linTpumka npoekTiB 10 10 MIIH MONITOHIB

- 1o 10000 axTopiB y clieH1
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- 1o 1000 maTepiamniB
NFR3. Haoitinicms:

- CralinpHa poOOTa MPOTATOM § TOAUH

- Graceful degradation npu nepeBanTa)keHH1

- ABTOMaTH4YHE BIJHOBJIEHHS ITiCJISI 3001B

NFR4. IO3a6inimi:

- IuTyiTuBHUY 1HTEpDEiic

- KodrexcTHa gormomora

- HaBuanbHi matepianu

NFR5. Cymicnicmb:

- UES.0 ta Bumie
- Windows 10/11, Linux, macOS - DX11, DX12, Vulkan

O0mexeHH:

1. Cucrema npaitoe Tinibku B Mexax Unreal Engine 5

2. He anainizye 30BHIIIHI IPOIECH

3. TlotpeOye mpaB po3poOHUKA AJIst TOBHOTO (DYHKIIIOHATY
4. He moaudikye KoJ aBTOMATUYHO

Kpurepii ycmixy:

1. CkopoueHnHs yacy Ha onTumizaiito Ha 40%

2. Busasnenns 90% KpuTUYHUX MPOOIEM MTPOTyKTUBHOCTI
3. Tounicth pexomenaaiii > 80%

4. TlosutuBnwmii feedback Bin 75% xopuctyBayiB

APXITeKTYypHI pilleHHS:

19
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IsTepdeiic kopucTysaua
UMG Widget
MaHens ynpasniHHa

®

EkcnepTHa cucTema PE—— s
Mexarism norissiore 1,
BUEEAEHHA
2 |
vd |
I Unreal Engine 5
>
basa sHaHb g »
S Blueprint System C++ Framework
Mpasuna ontumisauit
. A
—a
Game Thread
Render Thread
v MpodinosanHa v
CPU Profiler GPU Profiler Memory Analyzer FPS Counter
J _
| ) ————————————
iy
Ananisatop
npoBnemHux micus

Tpadiku Ta giarpamu
Bisyanisauia meTpuk

Puc. 1.1 MonynbHa apxiTekTypa

Texnonociunuu cmek: - C++ nist KpUTUYHUX KOMITOHEHTIB - Blueprint nis moriku
BUCOKOTO piBHA - SQLite mist 30epiranns ictopii - JSON s koHdirypariii - Slate/UMG
nas Ul

Eranu po3pooku:

1. a3a 1: [IporoTun (2 THHKHI)

—  ba3zouii 30ip MeTpuK

—  IIpoctun Ul

— 10 mpaBui B 0a3i 3HaHb

2. ®aza2: MVP (1 micsaupb)

—  IloBHuii HaGip MeTpUK

—  MexaH13M BUBEICHHSI

— 25+ npaBun
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—  ®ynkuionansanit Ul

3. ®a3a 3: Beta (1 micsinp)

—  OnTumizalis nIpogyKTUBHOCTI

—  Posmupena 6a3a 31anpb (50+ npaBmui)
—  TecryBaHHS Ha peTBHHUX MTPOCKTaX
4. @a3a 4: Release (2 TixkHi)

—  Bumnparnenns 6aris

—  JlokymenTartis

—  IligroroBka j0 pemnizy

Pu3uku Ta MiTHUramia:

Tabmums 1.2
AHaJi3 pu3HKiB MPOCKTY
Pusuk ﬁMOBipHiCTb Bruus Miturarus
Bucoxkwnii overhead Cepennst | Bucokuii | IIpodintoBanns, onTuMizalis
Cxnannicts iHTerpaimii | Hwusska | Cepenniii MonybpHa apxiTeKTypa

Herouni pekomennanii| Cepenusi | Bucokuit | TecryBanns, feedback loop

3minu B UES API Hwuspka Husbknii | AOGcTpakiis, BEpClOHYBaHHS

JlaHa TOCTaHOBKA 3aBAaHHS BH3HAYA€ UITKI I[iJ1l, BUMOTH Ta OOMEXKCHHS IS
pPO3pPOOKH EKCIEPTHOI CUCTEMH, IO JO3BOJIUTH CTBOPUTH €(PEKTUBHE Ta KOPUCHE
pilIeHHs AJis CUIbHOTH po3poOHuKiB Ha Unreal Engine 5.

BucnoBku 10 po3aiay 1

Y mepmiomy po3iii MPOBEAECHO KOMILIEKCHUN CHUCTEMHHUM aHaji3 MpeaIMETHOL
o0nacTi 00Ky IBUJIKOI1I TporpaMHoro 3abe3nedeHHs 3 pokycom Ha cnenudiky Unreal
Engine 5.

BusiBiieHo ki1r0490B1 Tpo0JieMH CydacHHUX MIAXOAIB 0 MpodiTroBaHHS:

- bararoBumipHiCTh Ta TUHAMIYHICTh METPUK MPOTyKTUBHOCTI

- CknagHICTh 1HTEpIpeTallli CUpUX JTaHuX 0€3 KOHTEKCTY

- BiaCyTHICTb IHTENEKTYaIbHOTO aHali3y Ta aBTOMAaTUYHUX PEKOMEH AN
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- Cnabka iHTerpartis 3 poOOYuM MPOIECOM PO3POOKHU

- Bucoxkwuii mopir BXoAy /i1l HEIOCBITUEHUX PO3POOHHKIB

[IpoBenenuii ornsa ICHYIOUMX pIIIEHb I[OKa3aB, IO >KOJEH 3 JIOCTYIHHUX
IHCTpYMEHTIB He 3a0e3ledyye KOMIUICKCHOTO MiAXO0Iy J0 aHajli3dy MPOAYyKTUBHOCTI 3
BUKOPHUCTAHHSAM METOMIB IITYYHOTO IHTEJEKTYy. BuIbLIicTh pilieHb (QOKyCyeTbcs Ha
30MpaHHI JaHWX, 3aJHMIIAI0YM 1HTEPIPETalil0 Ta MPUHHATTS pPIlIeHb MOBHICTIO Ha
pO3pOOHUKA.

Hocmimxenns ocoomuBocteid Unreal Engine 5 miarBepausio, mo miargopma Hagae
BC1 HEOOX1/1HI IHCTpyMeHTH Ta API 117151 CTBOpEHHSI IHTETPOBAHOI €KCIIEPTHOI CUCTEMU:

- ['muGoxwuii mocTym 10 BHYTPINIHIX METPUK JBUTYHA

- IlotyxHa cucrema pedrekcii Ta MaridiB

- I'myuki moxxiuBocTi Bizyamizaiii uepe3s UMG

- IlinTpumka ribpunnoi po3pooku C++/Blueprint

Ha ocHoBi npoBeieHoro ananizy chopMyIbOBaHO JETadbHY MOCTAHOBKY 3aBJIaHHSI,
sKa BKJIIOYa€e (PYHKIIOHAIBbHI Ta HeQYHKIIOHATBHI BUMOTH, apXITEKTYpHI PIllIEHHS Ta
JIaH PO3POOKHU €KCIIEPTHOI CUCTEMHU.

Pesynbrat anHamizy MiATBEPKYIOTh AaKTYaJdbHICTh Ta TEXHIYHY MOKJIUBICTD
CTBOPEHHSI €KCIIEPTHOI crctemMu 00Ky mBuakoaii aa Unreal Engine 5, ska 3anoBHUTH
ICHYI0Y1 IPOTaJIMHU B IHCTPYMEHTApIi pO3POOHHKIB Ta CYyTTEBO MIABULIUTH €PEKTUBHICTD

Mpoliecy ONMTHMI3allii.
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PO3AIJI 2. MOJEJIOBAHHSI EKCHEPTHOI CHUCTEMHW OBJIKY
IBUJIKO 1T
2.1. KonuenrtyajJbHa Mo/eJIb €KCIIEPTHOI CUCTEMH
KoHuenrtyanpbHa MoJenb €KCHEPTHOI CUCTEMH OOJIKYy MIBUAKOJII BHU3HAYa€e
OCHOBHI KOMITOHEHTH CHCTEMH, iX B3a€EMO3B’S3KM Ta TMPUHIUNU (PYHKIIOHYBaHHS.
Po3pobnena momens 0a3yeTbcs Ha KIACHMYHIA apXITEKTypl EKCHEPTHUX CHUCTEM 3
ajanrariiero mij cnenudiky 3anadi npodimoBanusa npoayktuBHocTi B Unreal Engine 5.
OCHOBHiI KOMIIOHEHTH KOHIENTYaJbHOI MO/IeJIi:
1. Miacucrema 360py nanux (Data Collection Subsystem)
Bianosiznae 3a oTpuMaHHS METPUK IPOYKTUBHOCTI 3 PI3HUX JPKEpE:
—  Performance counters nBuryHa
—  Cucremni metpuku OS
—  GPU crarucruka
—  KopucryBanpki MmeTpuku
2. ba3asnanb (Knowledge Base)
30epirae eKCrepTHI 3HAHHS Yy BUTJIAIL
—  Iponykmuiitaux mpasui (IF-THEN)
—  @peiiMiB 151 ONTUCY TUIIOBUX CUTYyalll
—  CeMaHTHYHHUX MEpeX 3B’ A3KIB MK MPoOJIeMaMHu
—  OwnToyorii npeaMeTHoi 001acTi
3.  Mexani3m jgoriunoro suBeaenHs (Inference Engine)
Peanizye aaroputMu MipKyBaHHSL:
—  Forward chaining qyis mpoakTHBHOTO aHai3y
—  Backward chaining ns giarHocTuku npoosiem
—  Fuzzy logic ayist 06poOKku HETOUHHX JaHUX
—  Case-based reasoning 115t BUKOPUCTaHHS MOMEPETHBOTO JTIOCBITY
4. Po6oua nam’satb (Working Memory)

TumuacoBse cxoBUIIIE IS



—  IloTouHHX METPUK MPOTYKTUBHOCTI

—  IIpomixkHUX pe3yJIbTaTIB aHAII3Y

—  AKTHBHUX TiIOTE3

—  KonTekcTy noto4yHoi cecii

5. Migcucrema nosicienb (Explanation Subsystem)
3a0e3neuye TpaHCIIAPEHTHICTD PIIICHb:

—  TpacyBaHHS JaHIIOKKIB BUBEJICHHS

—  OOrpyHTyBaHHSI peKOMEHAAI i

—  Bizyanizamnis nporecy MipKyBaHHS

6. Inrepdeiic kopuctyBaua (User Interface)
Hamae 3aco0u B3aemoii:

—  Dashboard metpuxk

—  Cnucok poOJieM Ta peKoMeHAaIii

—  HanamryBanHs nmapameTpiB

—  Exkcnopt 3BiTiB

7. Moayab HaBuaHHs (Learning Module)
3abe3neuye aganTaliro CHCTCMH:

—  30ip feedback Bix xkopucTyBauiB

—  KopuryBanHs npasuin

—  Haxonuuenns cratuctuku eeKTUBHOCTI

dopMaibHe NpeCTABJIEHHS MO/IeTi:

ExcriepTHy cuctemy MOkKHa MPEICTABUTH K KOPTEK:

ES=(D,K,I,W, E, U, L)

ne:

- D — MHOXUMHA pKepen JaHuX

- K — 0a3a 3HaHb

- | — mexaH13M BuUBEeIEHHSI

- W — poboya mam’sTh

24
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- E — mizcucrema nmosicHeHb
- U — inTepdeiic kopucryBaua
- L — Moaynb HaBYaHHS

ba3a 3HaHb GOpMAJILHO ONMCYETHCH SAK:

K=(R,F, O)

ne:

-R={r, 12, ..., 1} — MHOXXHHA TPaBUI
-F={fi, f3, ..., fn} — MHOXUHA QpeiimiB

- O — oHTOJIOTIS TPEAMETHOT 001aCT1
IIpaBuII0 r; Ma€ CTPYKTYpY:

ri: IF (conditioni AND condition2. AND ... AND conditiony) THEN (action;,

actiona, ..., action,) WITH confidence = c;

Rule HighDrawCalls:
IF (DrawCallCount > 3000 AND

FPS < 36 AND
Platform = "Mobile")
THEN (Problem = "Excessive Draw Calls”,

Priority = "High",

Recommendation = "Implement batching",

ExpectedImprovement = "20-30% FPS")
WITH confidence = ©.85

Puc. 2 [Ipuknan npaBuia

OHnTos10Tis1 MpEeaMeTHOI 001acTi:



e

FPS
/ g
Framehetric - FrameTime
.'I..
\\\
e o‘ FrameVariance
_—=*  CPUUtilization
|II /__,/
4-{ CPUMatric ¥  ThreadCount
III --I.-//f--
[
i Iy \
[/ o
/ / -~  CacheHitRate
PerformanceMetric
T
Ii. \\ , /—-{ GPUUtilization
§ \x /
\ .
\ N /
.
1 ~—# GPUMetric ———%  ShaderComplexity
\
\
\ .
'|I “\
y o TextureSampling
\
L]
)
\
[
1 —+  RAMUsage
\ ) //f
4
'
e MemoryMetric  ——  VRAMUsage ‘
.

a— TextureMemary ‘
Puc. 2.1 OnTosoris iepapxii KOHIIENTIB Ta iX BIIHOLIECHHS
IIpouec pyHKUIOHYBAHHS CHCTEMMU:
1. Imimianizamis:
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—  3aBaHTa)k€HHs 0a3u 3HaHb

—  [lipkmrodeHHs 10 Jxepen TaHux

—  Imimamzars Ul

—  30ip naHux

—  Amnam3 ga"gux

—  ®opmyBaHHS peKOMEH ATl

—  Bizyamizamis

Interpauist 3 Unreal Engine S:

KonuenryansHa mojnens BpaxoBye crnerudiky UES:

1. Tick-based onoBJeHHsI — CHHXpOHI3aIIisA 3 game loop

2. Actor-Component apxiTeKTypa — MOJIYJIbHICTh CHCTEMH

3. Blueprint cymicHicTh — Bi3yaJibHE HaJAIITYBaHHS MPaBUII

4. Reflection system — quHaMiYHUI TOCTYII IO METPHUK

IlepeBaru po3po0.ieHoi Moeti:

1. MoayabHicTh — JeTKe po3mUpeHHs QyHKIIOHATY

2. I'myukicTh — amanTaris mija pi3Hi THIIHA MPOSKTIB

3. IIpo3opicTh — MOSICHEHHS KOXKHOTO PIIICHHS

4. EdexkTuBHICTH — MiHIMaJbHUMN BIJIUB HA IPOYKTUBHICTb

Po3pobiiena koHIIENTYyallbHa MOJIENb 3a0€3euy€e CUCTEMHUH MiAX1]] 1O BUPIILIEHHS
3a/1a4ul 00Ky MIBUIKOAIT Ta CTBOPIOE (DyHAAMEHT JUIsl MOAAIBIIOTO MPOSKTYBAaHHS Ta
peaizarllii eKCrepTHOI CUCTEMH.

2.2. ®yHKUIOHAIbHE MOJEJIOBAHHSA MPOLECiB 00J1IKY IIBUAKOMIL

ODyHKITIOHATBHE MOJICTIOBAHHS JIO3BOJISIE JCTAIBHO OMHUCATH TPOIECH, IO
B1IOYBAalOTbCSI B EKCIIEPTHIM cucTteMi OOJiKy mBUAKOMIT. [[ns MojemtoBaHHS
BukopuctoByeThes HoTallist IDEFO, sika 3a6e3neuye iepapxiune mpencTaBieHHs (PyHKITIH

CHCTCMU.
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KOHTEKCTHA AIArPAMA (A-0)

0bnik Ta aHani3 weuakoaii N3

Mpasuna Noporosi MpioputeTy

aHasizy 2HEYEHHS onTMizawi
MeTpuku { 4 A g 1 38iT Npo
NpOaYKTMEHOCTI NPOAYKTHBHICTE
Cnuceok
KoHepirypauis A0 npoGinem

cHcTEMH

OBJIIK TA AHANI3

wBuaKoal N3 PexomeHnauil
3 onTUMIsaLl
HanawTysanHs (EkcnepTHa cucTema) 23
KOpUCTYBE4a
" A >
Unreal Engine 5 EkcnepTHa ba3a 3HaHb +
API cncTema AnropuTMi

= Bxiani pai
= Buxiani pai
—— Ynpasninus
— MexaHizmu

Puc. 2.2 KonrekctHa niarpama (A-0)
KonTtekcTHa giarpama (A-0):
Ha naiiBumomy piBHI abCTpakiiii cuctemMa MpeACTaBISIETbCS SK €IUHUNA TPOLEC
“O0uik Ta agam3 mBuakoxii [13”:
Bxonu:
- MeTpuku npoyKTUBHOCTI
- Kondirypanis cucremu

- KopucTyBalbki HaJmanTyBaHHS

Buxonu:

- 3BIT PO NPOILYKTUBHICTH

- Ciucok mpoosiem

- Pexomenmaiyi 3 orntuMizari

- CTaTHCTHKA TPEH/IIB



VYrpaBiiHus:

- [IpaBuna anamizy

- [Toporosi 3HaueHHs

- [IpioputeTn onTumizarii

MexaHI3MHU:

- Unreal Engine 5 API

- EKCHCpTHa CHCTCMa

- baza 3Haub

- ANITOpUTMU aHaNi3y

Jexommno3uuisa nepumoro pisusa (A0):

OcHOBHUH TIpOLIEC JEKOMITO3YETHCS HA I’ SITh MIANPOLECIB:

1.

Al: 30ip MeTpHUK NPOXYKTUBHOCTI
Bxomu: Raw performance data
Buxonau: Structured metrics
Mexani3mu: Stats API, Profiling hooks
A2: IlonepeaHst 00poOKa 1aHux
Bxonau: Structured metrics

Buxoan: Normalized data

Mexani3mu: Filters, Aggregators

A3: AHaJs1i3 NpOAYKTHUBHOCTI

Bxoan: Normalized data, Rules
Buxomau: Identified issues

Mexanizmu: Inference engine

A4: ®opMyBaHHA peKOMeHAALII
Bxonau: Identified issues, Knowledge base

Buxonu: Recommendations

29



—  Mexanizmu: Expert rules
5. AS: BizyaJgizauis pe3yabTariB
—  Bxomu: All analysis results
—  Buxoau: Ul representation
—  Mexanizmu: UMG, Charts library
JerajbHa qexomno3uuis npouecy Al (30ip MeTpuk):
Al.1: 36ip CPU meTpux
- Thread utilization
- Cache performance

- Instruction throughput

A1.2: 36ip GPU metpux
- Shader execution time
- Memory bandwidth

- Compute utilization

A1.3: 36ip MeTpuk mam'siTi
- RAM allocation
- VRAM usage

- Texture streaming

A1.4: 36ip MeTpuK IBUTYHA
- Draw calls
- Actor count
- Tick time
Hiarpama norokiB nanux (DFD):

PiBens 0 - KoHTekcTHa aiarpama:



Unreal Engine 5

|

Performance Data

S

Knowledge Base

Rules/Updates

e

Expert System

~

Recommendations

N

Reports Configuration

.

Developer

Puc. 2.3 KonrekctHa niarpama

PiBenb 1 - OcHOBHI npo1ecu:
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Metrics Data

r

1.0 Collect

[Data StDrJ Knowledge Base

2.0 Analyze

"

3.0 Recommend

k.

4.0 Visualize

b

User Interface

Puc. 2.4 OcHoBHI npouecu

Moaeab cTaHIB CHCTEMMU:
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Idle

A

Start Analysis

o

{ Collecting

Data Ready Mo Issues

v

Processing

4

—

Processed Report Generated

‘ Analyzing

Issues Found

L

[ Recommending

l

Recommendations Ready

Puc. 2.5 Mopenb cTadiB cucteMu

Ta0auus npoueciB Ta iX XapaKTePUCTHK:

XapakTepuCTUKH OCHOBHUX MPOIIECIB

33
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Yacrora Yac
IIpouec BHUKOHAHHSA BHUKOHAHHSA IIpioputer | KpuTH4HicTH
30ip MeTpUK KoxeHn kaap <1lms Bucoxwnii Kputnunuit
[Tonepenns KoxHny cekynny |<5ms Cepenniit Baxnusui
00poOKa
Amnainis KoxHi 5 cexyHn <20 ms Husbkuit Baxxnusuit
Pexomenparrii 3a 3anuTOM <50 ms Hwuszpkui Hexputnunuii
Bizyanizaris 30 FPS <2ms Cepenniit | BaxxnuBwii




Load Current Metrics

Metrics Walid?

i

¥
Apply Filters

l

‘ Check Against Thresholds

S

Issues Found?

H =
I 1
L)
Mo ‘ Update Statistics Classify Issues

g F—

- \
{ ] For Each Issue:
Find Root Cause Generate Recommendation Calculate Impact
'\\ /
Sort by Priority
r
Log Error Generate Report

Puc. 2.6 [loTokoBa miarpama mporiecy aHaizy
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OyHKIIIOHAIbHE MOJICIIIOBAHHs 3a0e3leuye 4YiTKe PO3YMIHHS IIPOIIECIB, IO
B1IOYBalOTHCSI B CHCTEMI, iX B3a€MO3B’SI3KIB Ta TOCIIJIOBHOCTI BHKOHAHHS, IO €
KPUTHUYHO BaXKJIMBUM /IS YCIIIIHOT peani3allii eKCIepTHOI CUCTEMHU.

2.3. O0’€KTHO-Opi€cHTOBaAHE MOIEJTIOBAHHS CHCTEMH

O06’€eKTHO-OpIEHTOBAHE MOCIIOBAHHS JO3BOJISIE IPEACTABUTH €KCIIEPTHY CUCTEMY
yepe3 B3aeMO/I110 00’ €KTIB Ta KiaciB, BukopuctoByroun UML miarpamu mist Bizyanmizariii
apXITEKTYpH.

2.3.1. [liarpama npeneaeHTiB

Hiarpama mnpenenentiB (Use Case Diagram) BH3Hauyae OCHOBHI ClieHApii
BUKOPHUCTAHHS €KCIIEPTHOI CUCTEMU PI3HUMHU aKTOPaAMHU.

OcHOBHI akTOpH:

1. Developer (Po3po0HUK) — OCHOBHUI KOPHUCTYBad CUCTEMHU

2. Technical Lead — xepiBHEK, 1110 IpUMAaEe pillIEHHS PO ONMTUMI3aIli0

3. QA Tester — recTtyBaJIbHUK, IO TIEPEBipsi€ MPOAYKTUBHICTD

4. System — cama ekcriepTHa cucteMa (JiJis1 aBTOMaTUYHUX JT1HA)

OcHOBHI npenexeHTu:

UC1: 3anycTuTH aHaji3 NPOAYKTHBHOCTI

Axtop: Developer
ITepenymoBu: IIpoekr 3aBantaxkenuii B UES
OcHOBHMII CIIeHapIH:
1. Po3poOHUK BiIKpUBAE MAHENb €KCIIEPTHOI CUCTEMU
2. O0upae pexuM aHamizy
3. 3amyckae rpy B pelakTopi
4. CucremMa 30Upae METPUKHU
5. Cuctema BUBOJUTH Pe3yJIbTaTh
AJbTepHATHBHI CLICHAPII:
3a. HepoctatHbo MpaB - BUBECTH MOBIOMIICHHS

4a. 361# 300py AaHUX - CIPOOYBATH BITHOBUTH



UC2: HanamuryBaTu nmapamMeTpu aHaJi3y
Axrop: Technical Lead
Bxarouae: UC1
OcHOBHHIA clLieHapIi:
1. BinkpuTu HamamryBaHHs
2. BcTaHOBUTH IOPOTOBI 3HAUYECHHSI
3. O0OpaTu METPUKH IJI1 MOHITOPUHTY
4. 36epertu KoHDIrypaiiiro
UC3: IleperasiHyTy peKoMeHAanil
Axtop: Developer, Technical Lead
[lepenymoBu: AHaji3 BUKOHAHO
OcHoOBHU cueHapiil:
1. BigkpuTu cnucok npoosiem
2. Bubpartu npobnemy
3. IlepernsHyTy IeTAIBHUN OMKUC
4. TlepernstHyTH peKOMEHAITIT
5. 3acTrocyBaTy BUIIPaBJICHHS
UC4: ExcniopryBaTtu 3BiT
Axtop: QA Tester
Poszmmproe: UC3
OcHoBHU crieHapiit:
1. Bubpartu dhopmart excriopty
2. HanamrryBaTu BMICT 3BITY
3. Bkazatu msix 30epexeHHs

4. EkcniopTyBaTH JaHi
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QA Tester Technical Lead System

EkcnopTyBaTu 3BIiT HanawTyBaTu napameTpu ABTOMaTUYHUA MOHITOPUHI
Develope -

MepernaHyTy pekomeHagauii

3anycTuTu aHanis

Puc. 2.7 UML niarpama npeneaeHTiB
2.3.2. Jliarpama nocjaigoBHOCTI
Jliarpama TMOCJiJOBHOCTI MOKa3y€ B3a€EMOJIII0 O0’€KTIB y 4aci ISl KIFOYOBHX

CIIeHapiiB.

l UE5 Game Thread ‘ [ Expert System l l Metrics Collector‘ lAnaIyzer l l Knowledge Base ] [ Ul Manager

| Tick(DeltaTime)

F

CollectMetrics()

Y

GetStats()

-
-

Y

ProcessRawData()

| MetricsSnapshot

Bl T

T
|
|
|
|
|

StatsData |
|
|
|
|
|
|

Analyze(M etricsSna'pshot}

Y

GetRules()
ActiveRules

EvaluateRules()

Detectlssues()

< AnalysisResult

UpdateDisplay(Result)

Y

RenderGraphs()

UpdateRecommendations()

< DisplayUpdated

< TickComplete

UES Game Thread ‘ l Expert System l [ Metrics Collector‘ [Analyzer l [ Knowledge Base ] [ Ul Manager l
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Puc. 2.8 Cuenapiii: AHaii3 IpoyKTUBHOCTI KaJpy

Developer Ul Panel l Recommendation Engine ‘ l Knowledge Base‘ ‘ Case Base
| Selectissue(lssuelD) ‘: |

GenerateRecommendation(issuelD)_

GetRulesForlssue(lssuelD)

Fal

| RelevantRules

-

FindSimilarCases(IssueContext)

Y

SimilarCases
4

A

CombineKnowledge()

e 1

AdaptToContext()

PrioritizeSolutions()

<1

_ Recommendations[]

) FormatRecommendations()

1

1

|

I 1

< DisplayRecommendations ! !
1

| Developer Recommendation Engine ‘ l Knowledge Base] ‘ Case Base ]

Puc. 2.9 Cuenapiii: I'enepartisi pekomeHaaiii

2.3.3. liarpaMa akTUBHOCTI
JliarpamMa akTHBHOCTI OMUCY€ POOOUYM MPOIEC CUCTEMU Ta JIOTIKY NPUNHSATTA

pILIEHB.



?

| IHiWianizawia cucTemn

A

",

# ™y

36ip METPUK NPOLYKTUBHOCTI

¥

¢ Hi METPWUKW B HOPMIT Ta ¢

. ™y
[ laeHTUdikawis npobnemu |

~,

OHOBWUTK CTATUCTHKY |

-

T ) .

Tun npobnemu

ICPU Bound fPoJEnund Memary

g ™ 'd ™y ™
| Ananiz CPU npoding | Ananiz GPU HapaHTameHHA | [ AHanN3 BUKOPWUCTaHHA NaM'ATI ]
b A b AN A

v _ v v

Bu3anavenHs hotspots ] [ Mepegipka WeRnepis ] [ Mowyk BATOKIE ]

\_: el
,-—Yﬂx
o H

[ CopMy BaHHA peKoMeHaallin |
?<Kpu'rwma np-nﬁ.nema?>H1'

[ BionpasuTi cNoBileHHA | | JopaTa 0o Yepru ]
e A e A

MNpU3yNUHUTA BUKOHAHHA ]
I\\\. A

- -

|r BigoBpazuTu e Ul ]
b A

—

. -
rv-&
- -

|f 36eperTi B icTopio \|
h. =y

¥

Cwcrema ak TUBHE?

¥

Fr b

JbepereHHn diHanbHoro 38ITY
s

®

Puc. 2.10 Ilporiec BUSBICHHS Ta BUPIIICHHS MPOOJIEM MTPOTyKTUBHOCTI

"
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g ]
Expert System Core

uses uses controls updates

g ]

queries Ul Components

Metrics Collectors

E ‘

E ‘

Analyzers

writes consults

[ Metrics HisIr:r_r; ] Learning Module Knowledge Base

[Ruesstomge)] Lcases storage
Puc. 2.11 Jliarpama KOMIIOHEHTIB
O0’eKTHO-OpIEHTOBaHE MOJICTIIOBAHHS 3a0e3reuye JeTalibHe TMPe/ICTaBICHHS
apXITEKTYpU CHUCTEMH, B3a€MOJIi KOMIIOHEHTIB Ta MOTOKIB JAHMX, IO € OCHOBOKO IS
edeKTHUBHOI pearizailii ekcriepTHoi cuctemu B cepenoBuiili Unreal Engine 5.
2.4. IIpoexkTyBaHHs 0231 3HAHb €KCIIEPTHOI CHCTEMU
ba3za 3HaHb € KIIOYOBUM KOMIIOHEHTOM €KCIEPTHOI CHUCTEMH, IO MICTUTH
dbopmaiizoBaHi 3HAHHS EKCIEPTIB 3 ONTUMI3aIlli MPOAYKTUBHOCTI. [IpoekTyBaHHS
edeKkTHUBHOI 0a3M 3HAaHb BHMAara€ CTPYKTYpPOBAHOIO MIAXOAY A0 MPEACTaBIEHHS Ta
oprasizailii eKCrepTHUX 3HaHb.
Crtpykrypa 0a3u 3HaHb:
baza 3HaHb oOpraHizoBaHa B 1€papXiuyHy CTPYKTYpy 3 J€KUIbKOMa pIiBHSMHU
a0CTpaKIii:
1. MetapiBeHb - 3arajibHi IPUHIUIINA ONTUMI3aLll1

2. Jlomennuii piBeHnb - cienudiynai 3Hannas npo UES
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3. IIpo6seMHuii piBeHb - KOHKPETHI MPOOJIEMH Ta PIICHHS

4. KonTtexkcTHmil piBeHb - ajanTaliis i TUI TPOSKTY

ba3a 3nanb npo0Jiem Ta pilleHb:

Tadomurs 2.2
Karasor tumoBux npo6ieM npoayKTHBHOCTI
IIpobaema Cumnromu Hpuyunu Pimnenns CkiaagHicTh
High Draw | FPS <30, CPU | Bararo okpemux Batching,
_ ] Cepenns
Calls bound MEIITiB Instancing
Shader GPU > 90%, Cxumaui Simplify
_ . Bucoka
Complexity Low FPS MaTepiau shaders, LOD
Heouneni _ ]
Memory Leak | RAM 3pocrae Profile, Fix leaks Bucoxka
MOCUJIaHHS
Texture _ [TepemmoBHEHHS Streaming,
] Stuttering ) Cepenns
Thrashing VRAM Compression
Tick ] Tick
CPU spikes bararo aktopiB S Hu3bka
Overhead optimization

Ipukiaaam ekcepTrHUX NPaBHJI:
lIpasuno 1: Onmumizayis Nanite
IF (NaniteEnabled == true AND
TriangleCount > 10000000 AND
FPS < TargetFPS * 0.8)
THEN
Recommend(*"Adjust Nanite LOD Bias")
Recommend(*"Check Nanite overdraw")
Recommend(*Verify Nanite fallback meshes")
WITH confidence = 0.9

IIpasuno 2: Lumen Performance
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IF (LumenEnabled == true AND
GPUTime > 16ms AND
LumenSceneDetail > 0.5)
THEN
Problem("Lumen overhead too high")
Recommend(*'Reduce Lumen Scene Detail")
Recommend(*"Limit Lumen trace distance")
Recommend(*"Use Lumen screen traces wisely")
WITH confidence = 0.85
IIpasuno 3: Memory Optimization
IF (TextureMemory > VRAM * 0.7 AND
MeshMemory > RAM * 0.3)
THEN
Problem(*"Memory pressure detected")
Priority(HIGH)
Recommend("Enable texture streaming")
Recommend(*Implement mesh LODs")
Recommend(*'Reduce texture pool size™)
WITH confidence = 0.88

Baginanis Ta Bepudikania 6a3u 3HaHb:

1. IlepeBipka KOHCHMCTEHTHOCTI - BIICYTHICTh CYNEPEWINBUX MPABUI

2. IlepeBipka MOBHOTH - IOKPUTTS BCiX TUTIOBUX CIICHAPIiB

3. IlepeBipka KoOpeKTHOCTI - BIJAMOBITHICTE pPEKOMEHAAIl best
practices

4, TecTtyBanHsi Ha peajibHUX JAHUX - BATIIAIlis HA POEKTAX

CrpoekroBaHa 0a3a 3HaHb 3a0e3ledye THy4dke Ta €(EKTHBHE NpPEICTaBICHHS
€KCIIePTHUX 3HAaHb, MOXJIMBICTh HABUAHHS Ta aJaNTallii, 110 € KPUTUYHO BAXKIUBUM IS

YCHIIHOTO (PYHKIIIOHYBaHHS €KCIIEPTHOT CUCTEMHU OOJIIKY IIBUIKOII.
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BucHoBkM 10 po3ainay 2

Y apyroMmy po3iuli BUKOHAHO KOMILIEKCHE MOJIEIIOBAHHS E€KCIEPTHOI CHCTEMHU
OOJIKy IIBUAKO/IT 3 BAKOPUCTAHHIM PI3HUX METOJOJIOTIH Ta HOTAIIIi.

Po3pobnieHa KoHUENTyallbHa MOJieNIb BU3HAYa€ apXITEKTypy CUCTEMHU SIK
CYKYIIHICTh CEMH OCHOBHHMX KOMIIOHEHTIB: MiJCHCTEMHU 300py JaHHX, Oa3W 3HaHb,
MeXaHi3My JIOTIYHOTO BUBEJIEHHS, p00O0YOi 1maM’sITi, IMICUCTEMH TOSICHEHD, 1IHTEephency
KOpUCTyBaua Ta MOAYJsi HaBuaHHsA. DopmMalibHE MpeACTaBICHHS Mojeli 3alde3nedye
MaTE€MaTU4YHY CTPOTICTh OMUCY CUCTEMHU.

OyHKIioHAIBPHE MoJeoBaHHg 3 BukopuctanHsaM IDEF0 ta DFD no3Boaumio
JIETAIBHO OIMUCATU TpollecH OOpOOKM NaHux, BiJ 300py MeETpuK 110 (hopMyBaHHS
pekoMmeHaalii. BuzHaueHO II’SITh OCHOBHUX IIPOIIECIB Ta iX JEKOMIIO3UIIIIO, IO
3a0e3neuye 4iTKe pO3yMiHHS (PYHKI[IOHYBaHHSI CUCTEMHU.

O0’€eKTHO-OPIEHTOBAHE MOJIEIIOBAHHS MPEICTABUIIO cUcTeMY uepe3 mpusmy UML
niarpam: - Jliarpama mpeneaeHTIB BU3HAYWIa OCHOBHI CI€Hapli BUKOPUCTAHHS -
JliarpamMu TIOCHIIOBHOCTI OINMCAd B3a€MOJII0 KOMIIOHEHTIB y d4aci - Jliarpama
aKTUBHOCTI MOKa3aJja JOTIKy MPUHHATTA pilleHb - J{iarpama kijiaciB BU3HAUUIIa CTPYKTYPY
pOrpaMHUX KOMIIOHEHTIB

Oco0OnmuBYy yBary MNpUIIIEHO MPOEKTYBaHHIO 0Oa3uW 3HaHb, SIKA BUKOPHCTOBYE
riOpuIHUN TIAX1J OO0 TpeACTaBieHHS 3HaHb: - [IpoaykuiiiHi mpaBwia s OMHUCY
eKCIIepTHUX 3HaHb - DpelMu A MpeaCcTaBIEHHS TUMOBHX cHUTyami - CeMaHTHYHI
Mepexi A 3B’S3KIB MK KoHIenTamu - OHToisioris ajig Qopmaiizaiii npeIMeTHOl
oOmacTi

Po3pobneno monan 50 mpaBwil 11l BUSBJICHHS Ta BUPIIICHHS THUIOBUX MPOOIeM
IPOJYKTUBHOCTI, IO OXOILIIOIOTH pi3Hi acniekTu ontuMizaitii B Unreal Engine 5. [14-16]

Pe3ynbpTat MozentoBaHHS CTBOPIOIOTH MIIIHY OCHOBY JJIsi MEPEXOay A0 €Tamy
peamizaiii €KCIEepTHOI CHUCTEMH, 3a0e3Meuyloud YITKE PO3YMIHHS apXITEKTypH,

(GYHKII10HAJIBHOCTI Ta B3a€MO/I11 KOMIIOHEHTIB.
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PO3JLJI 3. PO3POEKA EKCIIEPTHOI CUCTEMMU B CEPEJOBMIIII
UNREAL ENGINE 5

3.1. ApXiTeKTypa eKCIepTHOI CHCTeMU 00JIiKy IIBUIKOIN

ApPXITEKTypa €KCIIEPTHOI CUCTEMHU CIIPOEKTOBAHA 3 ypaxyBaHHSM OCOOJIMBOCTEN
Unreal Engine 5 Ta BUMOT 10 IPOAYKTHUBHOCTI peaibHOro uacy. CucreMa peaiizoBaHa K

MOJIyJIbHUAM TUTATiH, 110 3a0e3Meuye JerKy 1HTerpaliio B ICHyI04i MPOEKTH.

ExpertSystemPlugin

Source Content

Core — Collectors = Analysis = KnowledgeBase | Blueprints/ |

[ ExpenSystemManagercpp ] CPUMetricsCollector.cpp [ PerformanceAnalyzer.cpp ] [ RulesDatabase.cpp ] | Materials/ |

[ WorKlngMemory cpp [ GPUMetricsCollector.cpp J [ InferenceEngine.cpp ] [ CaseBase.cpp ] | DataAssets/ |
[ ConfigurationManager.cpp ] [MemoryMelricsColleclorcppJ [ PatternRecognition.cpp ] [ Ontology.cpp ]
= Config
EngineMetricsCollector.c| N
e [ L 2 J oo | DefaultExpertSystem.ni |

[RecommendalionEngine cppJ = ul [ ExpertSystemAPl.cpp ]

[ PriorityCalculator.cpp J Dashboardwidget.cpp J [ BlueprintLibrary.cpp ]

[ MetricsVisualizer.cpp J

RecommendationPanel.cpp J

Puc. 3.1 3aranbHa apXiTekTypa CUCTEMU

Po3po6rena apxiTekTypa 3a0e3neuye:

- MoaynbHICTh Ta PO3IIUPIOBAHICTh

- MiHiManbHUI BIUIMB Ha NPOAYKTHUBHICTh

- Jlerky iHTerpalito 3 npoeKTamu

- 'Hyuke HamamTyBaHHs

- Thread-safe oneparii

3.2. Po3po0Oka moayJist 300py MeTPUK NPOAYKTUBHOCTI

Monynb 300py METpUK € KPUTHUYHUM KOMIIOHEHTOM CHUCTEMH, 1110 3ale3mneuye
OTPUMAaHHS TOYHHMX JAHUX TPO TPOAYKTHBHICTh 3 MiHIMaJlbHHM BIUIMBOM Ha camy

MPOyKTUBHICTb.
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3.2.1. Peanizauis npogaiiepa CPU
CPU npodaiinep 30upae aeranbHy iHPOpPMALIIO PO BUKOPUCTAHHS MPOIECOpa,

BKJTFOYAI0YM HABAaHTAKCHHS 110 IMMOTOKAX, YaC BUKOHAHHS (PyHKIIiH Ta hotspots.

class FCPUProfiler : public IMetricProvider {
public:
virtual FMetricData CollectMetrics() override
FCPUMetrics Metrics;

// 3azancHe BuxkopucmawHa CPU
Metrics.TotalUsage = GetCPUUsage();

;o
// AHAA12 no nomokax

CollectThreadMetrics(Metrics);

;o
I/ 4"0J*””ﬂ1HHH ‘;HKJ

CDllectFunctlonTlmlngs(Metrlcs),

;o -
[/ Stats 610 UES5

CollectEngineStats(Metrics);

return Metrics;

private:
float GetCPUUsage() {
#1f PLATFORM_WINDOWS
FILETIME IdleTime, KernelTime, UserTime;
if (GetSystemTimes(&IdleTime, &KernelTime, &UserTime)) {

;"-" Po
Fy 1IFPAXYHOK E"L-'r{'._u-.J cmaHHA CPU

ULARGE _INTEGER Idle, Kernel, User;

Puc. 3.2 ®parment kogy CPU npodaitnep kiacy

3.2.2. Peanizauis npogainepa GPU
GPU mpodaitnep BukopuctoBye RHI (Render Hardware Interface) nmnst orpumanus

JeTaIbHUX METPUK TpadigHOro mpoiiecopa.



class FGPUProfiler : public IMetricProvider {
public:
FGPUProfiler() {
// IHiutiaaizayia GPU malimepi®
InitializeGPUTimers();

}

virtual FMetricData CollectMetrics() override
FGPUMetrics Metrics;

// OcHOBH1 mMempuku
Metrics.GPUTime = GGPUFrameTime;
Metrics.DrawCalls = GNumDrawCallsRHI;

47

I

L

Metrics.PrimitivesDrawn = GNumPrimitivesDrawnRHI;

// AemansHuli npogine
CollectRenderPasses(Metrics);
CollectShadermetrics(Metrics);
CollectTextureMetrics(Metrics);

// Nanite cneyugiyHl mempuku
if (IsNaniteEnabled()) {
CollectNaniteMetrics(Metrics);

¥

// Lumen mempuku
if (IsLumenkEnabled()) {
CollectLumenMetrics(Metrics);

¥

return Metrics;

Puc. 3.3 ®parment koxy GPU npodaiinep kiacy

3.2.3. Moay.Jb aHaJ1i3y BAKOPUCTAHHS NaM’ AT

Monyns mam’sTi BiacTexxye Bukopuctandsi RAM ta VRAM, BusiBisic BUTOKH Ta

Hee(heKTUBHE BUKOPUCTAHHS PECYPCIB.
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class FMemoryProfiler : public IMetricProvider {
public:
virtual FMetricData CollectMetrics() override {
FMemoryMetrics Metrics;

// CucmemHna nam'Aame
CollectSystemMemory(Metrics);

// Nam'ame 0BuzyHa
CollectEngineMemory(Metrics);

// Bideo nam'Ame
CollectvideoMemory(Metrics);

// AHaniz BumokiB
DetectMemorylLeaks(Metrics);

return Metrics;

private:
vold CollectSystemMemory(FMemoryMetrics& Metrics) {
// 3azancHa cmamucmuka
FPlatformMemoryStats Stats = FPlatformMemory: :GetStats();

Metrics.TotalPhysicalMemory = Stats.TotalPhysical;
Metrics.UsedPhysicalMemory = Stats.UsedPhysical;
Metrics.AvailablePhysicalMemory = Stats.AvailablePhysical;

Puc. 3.4 ®parment Koy npodaiinepa mam’sri

InTerpanist MoayJiiB 300py MeTpHK:
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class FMetricsAggregator {

public:
FMetricsSnapshot CollectAllMetrics() {
SCOPE_CYCLE COUNTER(STAT MetricsCollection);

FMetricsSnapshot Snapshot;
Snapshot.Timestamp = FDateTime: :Now();
= GFrameCounter;

Snapshot.FrameNumber

i '
v |LJ]rﬂF“:""-'I:."'L"Lll _fﬂ_r L'_r b |I1L'll'{

ParallelFor(Metr1cProv1ders Num( ),
[this, &Snapshot](int32 Index) {
FMetricData Data = MetricProviders|[Index]->CollectMetrics();
// Thread-safe dodaBarnHA
FScopeLock Lock(&MetricsMutex);
Snapshot.AddMetricData(Data);

[

)5

// 0byucneHHA NOXL1OHUX MempuK

CalculateDerivedMetrics(Snapshot);

return Snapshot;

private:
vold CalculateDerivedMetrics(FMetricsSnapshot& Snapshot)

Puc. 3.5 ®parmeHT Koty MOy 300py METPUK

Po3po6aeni Momyai 300py METpUK 3a0€3MMeuy0Th KOMIUIEKCHHH MOHITOPHHT BCiX

aCIeKTIiB MPOAYKTUBHOCTI 3 MiHIMaJIbHUM overhead Ta BUCOKOIO TOUHICTIO BUMIPIOBaHb

3.3. Peanizanisi MexaHi3my JIOTi4YHOTO BUBeIE€HHS
MexaHi3M JIOTIYHOT'0 BUBEJICHHS € CepIIeM eKCIIEPTHOI CHCTEMH, IO BIAIOBIIAE 32

aHai3 310paHuX METPUK Ta MPUHUHATTA PillIeHb HA OCHOBI 0a3u 3HaHb

OcHOBHUII KJ1ac MeXaHi3My BUBE/JICHHS:



class FInferenceEngine {
public:

FInferenceEngine(UKnowledgeBase® KB) : KnowledgeBase(KB) {

// IHiytanizauyia cmpamez2iil BuBedenHs
InitializeStrategies();

}

TArray<FPerformanceIssue> PerformAnalysis(
const FWorkingMemory® Memory
)

TArray<FPerformanceIssue> DetectedIssues;

// Forward chaining dna npoakmuBrozo 6uabBneHHA
auto ForwardResults = PerformForwardChaining(Memory);
DetectedIssues.Append(ForwardResults);

// Backward chaining 0na dia2Hocmuku
if (Memory->HasAnomalies()) {
auto BackwardResults = PerformBackwardChaining(
Memory - >GetAnomalies ()
)
DetectedIssues.Append(BackwardResults);

}

// Fuzzy logic dna neBusHaveHux cumyauii
auto FuzzyResults = PerformFuzzyReasoning(Memory);
DetectedIssues.Append(FuzzyResults);

// Aedynaikauia ma npiopumu3aylA
ProcessResults(DetectedIssues);

return DetectedIssues;

Puc. 3.6 ®parMeHT KOy M€XaHi13My BUBEICHHS

Case-Based Reasoning 1/1s1 BUKOPUCTAHHS 10CBiTy:

50
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class FCaseBasedReasoning -
public:
FPerformancelssue FindSimilarcCase(
const FProblemContext& CurrentContext
)

float BestSimilarity = ©.6f;
FCase BestCase;

for (const FCase& Case : CaseBase) {
float Similarity = Calculatesimilarity(CurrentContext,
Case.Context);

if (Similarity > BestSimilarity) {
BestSimilarity = Similarity;
BestCase = Case;

[S——

}

if (BestSimilarity > SimilarityThreshold) {

Puc. 3.7 ®parMeHT KOy BUKOPUCTAHHS TOCBITY

MexaHi3M JOT1YHOTO BUBEACHHS 3a0e3Medye 1HTENEeKTYyallbHUW aHali3 JaHuX Ta

dbopmyBaHHs OOTPYHTOBAHUX PEKOMEHAIIIH JJIs1 ONTUMI3aIlii TPOTYKTUBHOCTI.

3.4. Po3po0ka nmigcucremu Bidyasizamii pe3yJbTaTiB
[Tincucrema Bizyamizaiii 3a0e3mnedye IHTYITUBHE MPECTaBICHHS pe3yJIbTaTiB

aHai3y 4epe3 cydacHuil rpadgiuauii iHTepderic, modynoBanuii Ha 6a3i Unreal Motion

Graphics (UMG).

3.4.1. InTepdeiic kopuctyBaua Ha 6a3i UMG

Apxitekrypa Ul cucremnu:
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UCLASS()
class UExpertSystemMalnWidget : public UUserWidget {
GENERATED BODY/()

public:

virtual volid NativeConstruct() override;

virtual void NativeTick(const FGeometry& MyGeometry, float DeltaTime)
override;

// OHoBnernHa BidobpaxeHHs
UFUNCTION(BlueprintcCallable)
vold UpdateMetricsDisplay(const FMetricsSnapshot& Metrics);

UFUNCTION(BlueprintCallable)
vold UpdateIssueslList(const TArray<FPerformanceIssue>& Issues);

protected:

For - I R -
// OcHOBH1 nadeni

UPROPERTY(meta = (BindWidget))
class UCanvasPanel*® RootCanvas;

UPROPERTY(meta = (BindWidget))
class UverticalBox* MetricsPanel;

UPROPERTY(meta = (BindWidget))
class UScrollBox® IssuesScrollBox;

UPROPERTY(meta = (BindWidget))
class UHorizontalBox® GraphsPanel;

Puc. 3.8 ®parMeHT KOAy KJ1acy roJIOBHOTO BIJIXKETa

3.4.2. I'padivune npeacTaBjieHHsI METPUK

Peanizauis rpagikiB npoayKTHBHOCTI:



53

UCLASS()
class UPerformanceGraphWidget : public UUserWidget {
GENERATED BODY()

public:
UFUNCTION(BlueprintCallable)
void AddDataPoint(float value);

UFUNCTION(BlueprintCallable)
void SetGraphType(EGraphType Type);

protected:

virtual int32 NativePaint(
const FPaintArgs& Args,
const FGeometry& AllottedGeometry,
const FSlateRect& MyCullingRect,
FslateWindowElementList& OutDrawElements,
int32 LayerId,
const FWidgetStyle& InwidgetsStyle,
bool brarentEnabled

) const override;

private:
TArray<float> DataPoints;
int32 MaxDataPoints = 1205 // 2 cexkyudu npu 66 FPS

EGraphType GraphType = EGraphType::Line;
float Minvalue = 0.06f;
tloat MaxvValue = 106.6f;

Puc. 3.9 ®parmenT koy Kiacy BiIKeTy s TpadikiB MPOTyKTHBHOCTI

3.5. InTerpanis 3 Blueprint ta C++ komnonenramu UES
Jlns 3a0e3nedyeHHs THYYKOCTI Ta JOCTYIMHOCTI CHUCTEMH peali30BaHO MOBHY
iHTerpauito 3 Blueprint cucremoro Unreal Engine 5.

Blueprint Function Library:
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UCLASS()
class UExpertSystemBlueprintLibrary : public UBlueprintFunctionLibrary {
GENERATED BODY ()

public:
// OcHOBH1 QyHKULT
UFUNCTION(BlueprintCallable, Category = "Expert System”,
meta = (WorldContext = "WorldContextobject™))
static void StartPerformanceAnalysis(UObject® WorldContextObject);

UFUNCTION(BlueprintCallable, Category = "Expert system")
static void StopPerformanceAnalysis();

UFUNCTION(BlueprintPure, Category
static float GetCurrentfPS();

"Expert System")

UFUNCTION(BlueprintPure, Category
static float GetGPUTime();

"Expert System")

UFUNCTION(BlueprintPure, Category
static int32 GetDrawCallCount();

"Expert System")

// OmpumaHHA pekomeHOayli
UFUNCTION(BlueprintCallable, Category = "Expert system")
static TArray<FRecommendation> GetCurrentRecommendations();

// HanawmyBaHHA
UFUNCTION(BlueprintCallable, Category = "Expert system")
static void SetTargetfFPS(float TargetFPS);

Puc. 3.10 ®parmenT koay 616110TeKH 1151 OIFOTPUHTIB

Blueprint Events Ta Delegates:
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DECLARE_DYNAMIC_MULTICﬂST_DELEGATE_DnePaFam{
FONFPSDropped,
float,
CurrentFPs

)3

DECLARE_DYNAMIC MULTICAST DELEGATE_ TwoParams(
FOnMemoryWarning,
inte4,
UsedMemory,
inte4,
TotalMemory

)3

UCLASS(Blueprintable)
class AExpertSystemActor : public AActor {
GENERATED BODY ()

public:

F 5 ol pnenpktnt Cuesnfc
4 oLUeprintT cvents

UFUNCTION(BlueprintImplementableEvent, Category = "Expert System")
void OnPerformancelssueDetected(const FPerformanceIssue& Issue);

UFUNCTION(BlueprintImplementableEvent, Category = "Expert System")
void OnOptimizationSuggested(const FString& Suggestion);
Puc. 3.11 ®parmenT koay moiid Ta JeyeraTiB
IToBHa inTerpauist 3 Blueprint cucremoro 3a0e3nedye TOCTYNMHICTh €KCHEPTHOI
CUCTEMHU JUIsl BCIX YJIEHIB KOMaHAM PO3pOOKH, HE3aJeKHO BiJ IX MPOTPaMiCTChKUX
HAaBUYOK.

BucnoBkm 10 po3aiay 3

Y TpeThomy po3.iIl AETATBHO OMUCAHO TMPOIEC PO3POOKH EKCIEPTHOI CUCTEMHU
o0miky mBuaKoaii B cepenonuiii Unreal Engine 5.

Po3pobnena apxiTekTypa cucTteMu 0a3yeTbcs Ha MOAYJIBHOMY MiAXOAl 3
BUKOpHUCTaHHAM MariHHoi cucremu UES, mio 3abe3nedye jierky iHTErpaiio B iCHyIO41
npoektn 0e3 wmomudikamii ix komxy. PeamizoBano thread-safe apxitextypy s

3a0e3MnedeHHs cTadUTbHOT poOOTH B 0araTONOTOYHOMY CEPEIOBHUIILI.
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Mopym 300py METpUK peaidizoBaHO g TPbOX OCHOBHUX migcuctem: - CPU
npodaitiep 3 qeTanbHUM aHani3oM 1o notokax - GPU npodaiinep 3 miarpumkoro Nanite
ta Lumen - Mozynb aHamizy mam’siTi 3 JETEKIIE€I0 BUTOKIB

MexaHi3M JIOTIYHOIO BHUBEICHHS pealli3ye TpH crparerii anamizy: - Forward
chaining a5 npoakTuBHOTO BUsIBIIEHHS MpodseM - Backward chaining st niarHocTUKH
aHomauiii - Fuzzy logic s poG0TH 3 HETOUHUMH JaHUMU

[Tincucrema Bizyamizamii Ha 6a31 UMG 3abe3rneuye iHTYiTUBHE MpECTaBICHHS
nanux yepe3 dashboard 3 rpadikamu, TEMIOBUMHU KapTaMH Ta CIUCKaMU PEKOMEHIAII1i.

IToBHa iHTerpars 3 Blueprint cucteMoro poOUTh €KCIIEPTHY CUCTEMY JTOCTYITHOIO
JUTSL BCIX WIEHIB KOMaH/ 1, 3a0€3Meuy04r MOXKIIMBICTh BUKOpUCTaHHS 5K yepe3 C++ API,
TakK 1 yepe3 Bi3yaJIbHE CKPUIITYBAHHS.

Po3pobiiena cucteMa MOBHICTIO BiJINOBIJIa€ TTOCTABJICHUM BUMOTaM Ta TOTOBA JI0

TCCTYBAaHHA Ha PCAJIbHUX ITPOCKTAX.
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PO31J1 4. PE3YJIbTATHU JOCIIKEHHSA TA TECTYBAHHA CUCTEMHA

4.1. AnmaparHi Ta nporpaMHi BUMOIH 10 CUCTEMH
Jlns edekTuBHOI pOOOTH EKCIEPTHOI CHUCTEMH OOJIIKY IIBHAKOAIT HEOOX1IHO
3a0€3IeUNTH BIAMOBIIHICTh amapaTHOrO Ta MPOrpaMHOI0 3a0e3MEeUeHHS MIHIMaJIbHUM
BUMOTaM.
MiniMaJIbHI CHCTEMHI BUMOTH:
Tabmums 4.1

MiHiMalibHI armapaTHi BUMOTH

Komnonenr MiHiMaJbHi BUMOT'H PexomMeHnaoBaHi BUMOTH
Intel Core 15-8400 / AMD Intel Core i7-10700K / AMD
ITpouecop
Ryzen 5 2600 Ryzen 7 3700X
OnepatuBHa
16 GB DDR4 32 GB DDR4
nam’siTh
NVIDIA GTX 1060 6GB / NVIDIA RTX 3070/ AMD RX
Bigeokapra
AMD RX 580 8GB 6700 XT
JlnckoBuit
_ 500 MB muis cucremu 2 GB 3 noramu
MPOCTIP
oC Windows 10 64-bit (20H2) Windows 11 64-bit

IIporpamui Bumormu:
. Unreal Engine 5.0 abo HOBiIIIE
. Visual Studio 2019/2022 (s C++ po3poOkmn)
. NET Framework 4.8
. DirectX 12 / Vulkan 1.2
Bumoru no npoexry UES:
[/Script/Engine.RendererSettings]
; Heobxioni nanawmyeanmns ons pobomu cucmemu

r.GPUStatsEnabled=1
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r.Stats=1
r.ProfileGPU=1

[/Script/Engine.Engine]
; Akmusayis 360py cmamucmuxu
bEnableStatsFile=true
bDisablePhysXHardwareSupport=false
OuiHka BIUIMBY HA NIPOAYKTUBHICTH:
Tabmuis 4.2

BmuiuB ekcniepTHOI cucTeMu Ha MPOTyKTUBHICTh

Pexum podoTu 3umkenns FPS | lonarkoBa nam’sitk | CPU overhead
BumkHEHO 0% 0 MB 0%
bazoBuit MOHITOPUHT 0.5-1% 20-30 MB 1-2%
[ToBHWMIT anami3 1-2% 50-80 MB 3-5%
Debug pexum 3-5% 100-150 MB 8-10%

4.2. MeToauKa TECTYBAHHS €KCIIEPTHOI CHCTEMU

Po3po0sieHO KOMIUJIEKCHY METOJMKY TECTYBaHHS, LIO0 OXOIUIIOE BCl1 ACIHEKTH
(GyHKIIIOHYBaHHS CUCTEMH.

Eranu tecryBaHHs:

1. MoayabHe TectyBanHs (Unit Testing)
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class FExpertSystemTests : public FAutomationTestBase {
public:

FExpertSystemTests(const FString& InName, const bool bInComplexTask)
: FAutomationTestBase(InName, bInComplexTask) {}

virtual bool RunTest(const FString& Parameters) override {
// Tecm z2b6opy mempuk
TestMetricsCollection();

// Tecm mexaniamy BubedeHHA
TestInferencekngine();

Puc. 4.1 ®parMeHT KOy IOHIT TECTY

2. IuTerpauiiine TecTyBaHHA

class FIntegrationTests {
public:
vold TestFullPipeline() {
// 1. 3anyck cucmemu
UExpertSystemManager® Manager = GetExpertSystemManager();
Manager->StartAnalysis();

// 2. Cumyaauila HaBaHmaxeHHA
SimulateHighLoad();

// 3. 04ikyBaHHA pe3yncmami8
FPlatformProcess::Sleep(5.6f);

// 4. NepeBipka BuabBnenux npobnem
auto Report = Manager->GetCurrentReport();
check(Report.Issues.Num() > @);

// 5. NMepeBipka pekomeHdayiii

for (const auto& Issue : Report.Issues) {
check(Issue.Recommendations.Num() > @);

}

Puc. ®parMeHT IHTETPOBAHOTO TECTY

3. TecryBanns npoaykTuBHocTi (Performance Testing)
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class FPerformanceBenchmark {
public:
struct FBenchmarkResult {
float AverageOverhead;
Tloat MaxOverhead;
float MemoryUsage;
int32 AnalysisTime;

s

FBenchmarkResult RunBenchmark() {
FBenchmarkResult Result;

I, I D I )
// Baseline be3 cucmemu

float BaselineFPS = MeasureBaselineFPS();

[/ 3 yBimKHeHOW cucmemow
StarteExpertsSystem();
float SystemFPS = MeasureFPSWithSystem();

I P s I y
// Po PAaxyHoK overnead

Result.AverageOverhead = (BaselineFPS - SystemFPS) / BaselineFPS *

100;
/S BumipwBadea nam'ami
Result.MemoryUsage = GetSystemMemoryUsage();
// Yac aHaaisy
Result.AnalysisTime = MeasureAnalysisTime();
return Result;
¥
b3

Puc. 4.2 ®parMeHT kiiacy TeCTy MpOyKTUBHOCTI

TecToBi cuenapii:

Taomug 4.3

OcHOBHI TECTOBI CIieHapii

Cuenapiit Omnmc OuikyBaHMil pe3yJibTaT

o . BusiBnenHs, pekoMeHanii o
CPU Bottleneck | Benuka kiibkicts Al arentis

ontumizari




Cuenapii

Onuc

OuikyBaHMii pe3yabTaT

GPU Bottleneck

CkrnaaHi Matepiaiy Ta

OCBITJIEHHSA

InenTudikaris mpobieMHUX

HIewepin

[Toctynose 3pocTanHs

Memory Leak . JleTexirist BUTOKY, JTOKaTi3aIis
nam’ATi
Draw Calls >5000 draw calls Pexomennariii batching/instancing
Texture :
_ [lepenoBHenHss VRAM HanamryBanns streaming pool
Streaming

4.3. Pe3yJbTaTH eKCIIEPUMEHTAJIBHOIO H0CJIKeHH e(PeKTUBHOCTI CHCTEMH

[IpoBeneHO cepit0 EKCMEPUMEHTIB Ha PI3HUX THUIAX MPOEKTIB ISl OILIHKU

€(heKTUBHOCTI pO3POOIEHOT CUCTEMH.

4.3.1. TectyBaHHSI HA iIrPOBHUX MPOEKTAX

TectoBuii npoekT 1: Third-Person Shooter

XapaKTEepUCTUKH MPOEKTY:

- Biakputuii cBiT 4x4 kM

- 1o 100 AI Boporis

- Jlunamiune ocsitieHHs Lumen

- Nanite reomeTpis

Tabmuis 4.4

Pesynbratu anamizy Third-Person Shooter
MeTtpuka Ho onrumizani | [Ticns ontumizanii | [Tokpamenns
Cepenniit FPS 42 58 +38%
Min FPS (1% low) 28 41 +46%
Draw Calls 4800 2100 -56%
VRAM Usage 7.2GB 5.8GB -19%
UYac 3aBaHTa)KEHHS 18 cex 12 cex -33%

BusiBsieni npo6JseMu Ta pileHHs:
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1. Ipobaema: HanmipHa kinbkicTh draw calls
— Pexomenaanisi: Buxopuctanus Instanced Static Meshes
— Pesyasntar: 3amkenns 3 4800 mo 2100 draw calls
2. IIpob6aema: Heontumizosani LOD
— Pexomenpaanisi: ABromarnuna redepairist LOD gepes Nanite
— Pesyabrat: +15 FPS Ha cepennix BiacTansix
3. IIpoobaema: Texture streaming bottleneck
— Pexomenaanisi: 30unbi1eHHs texture pool size

— Pe3yasbTar: YcyHenns stuttering

4.3.2. TectyBaHHS Ha apXIiTEeKTYPHiil Bi3yaJizamii

TecToBuii MPOEKT 2: ApXIiTeKTYpPHA BidyaJizalis 0(piCHOT0 KOMILIEKCY
XapaKTEPUCTUKHU:

- ®oTOpEATICTUIHHUIN PEHIEPUHT

- Ray Tracing reflections

- 4K tekctypu
- VR nigrpumka
Tabmuus 4.5
Pe3ynbraTy aHamizy apxiTeKTypHOI Bizyani3arii
MeTtpuka o onrumizanii | ITicast ontumizamii | [Tokpamenns
FPS (4K) 24 45 +87%
FPS (VR) 45 90 +100%
GPU Time 41ms 22ms -46%
Shader Complexity | Jly»xe Bucoka Cepenns -

4.3.3. IlopiBHAHHS 3 iICHYIHOUMMH IHCTPYMEHTAMU NPOPiIIOBAHHS
[IpoBeneHO TOPIBHSIBHUN aHali3 pPO3pOO0JIEHOT CUCTEMHU 3 MOMYJSAPHUMU

IHCTpYMEHTaMH.
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Tadmuis 4.6
[TopiBHSHHS 3 aHAJIOTAMH
Excneptha Unreal Intel
Kpurepiii ) RenderDoc
cucTeMa Insights VTune
IIpocToTa
9/10 6/10 5/10 4/10
BUKOPHUCTAHHS
ABTOMAaTHYHI . .
. Tax Hi Hi YacTkoBO
peKoMeH nari
PeanbHuii yac Tak YacTtkoBO Hi Hi
IaTerparis 3 UES IToBHa IloBHa Cepenns Hwuzbka
Overhead 1-2% 3-5% N/A 10-15%
HaBuanus cucremu Tak Hi Hi Hi
BapricTs beskomroBHo | beskomroBHO | beskomToBHO $899

4.4. AHaJi3 oTpuMaHuX pPe3yJabTATIiB Ta PEKOMEH/IalIl 1010 onTHUMi3amii

Ha ocHoBI npoBefieHUX eKcriepuMeHTIB chOpMOBaHO 0a3y TUIOBUX MPoOJeM Ta

€(PEeKTUBHUX PILLIEHb.

Kanacudikauisa npodJiemM 32 4aCTOTO0 BUHUKHEHHS

Tabnuus 4.7
Ton-10 HaliyacTimmx npoodeM MpoTyKTUBHOCTI
Cepenniii BILIMB HA CkJaaHicTh
Ne IIpodsema Yacrora
FPS BUPIiLICHHS
1 | Excessive Draw Calls 78% -35% Cepenns
2 | Unoptimized Shaders 65% -40% Bucoxka
3 No LODs 62% -25% Husbka
Texture Memory
4 55% -20% Cepenns
Overflow
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Cepenniii BILIUB HA CkJaaHicTh
Ne IIpobaema Yacrora
FPS BUPilIeHHSI
Too Many Dynamic
5 _ 48% -30% Cepenns
Lights
Inefficient Tick
6 ) 45% -15% Husbka
Functions
7 Memory Leaks 38% Progressive Bucoxka
8 Overdraw 35% -25% Cepenns
9 | Animation Overhead 32% -10% Cepenns
10 | Physics Bottleneck 28% -20% Bucoxka

PexoMenaauii 1jist pi3HUX THIIIB NIPOEKTIB:
1. Mo0iabHi npoexTH:

—  Ilpiopurer Ha 3HmxenHs draw calls (<1000)
—  ArpecusHi LOD (4-5 piBHiB)

—  CoporieHni meinepu

—  Texture atlas nnsa Ul

2. VR npoekru:

—  Crabinbni 90+ FPS xputnano

—  Miuimizamis latency

—  Forward rendering

—  Fixed foveated rendering

3.  AAA npoekTu:

—  bamanc gxocTi Ta MPOIYKTUBHOCTI

—  Dynamic resolution scaling

—  Temporal upsampling

—  ApnanrTuBHA SIKICTB
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JI0BrocTpoKoOBi BUTO/IH:

1.

2
3.
4

HaxonnyeHHs 3HAHD - 0a3a 3HaHb NOCTIMHO ITOIOBHIOETHCS
HaByaHHs1 KOMaH/IH - TTIIBUINCHHS KBaidiKarlii po3poOHHUKIB
Cranaapru3anis - €JuH1 MIXO0AH 10 ONTUMI3aIlI{

MacmTab0BaHIiCTh - JIETKE 34CTOCYBAHHA HAa HOBUX ITPOCKTAX

BucHoBku 10 po3ainy 4

Pe3ynapTat KOMIUIEKCHOTO TECTYBaHHSA MIATBEPAWIN BUCOKY €()EKTHBHICTD

PO3pOOIIEHOT €KCIIEPTHOI CUCTEMH OOJIIKY IIBUAKO/III.

OcHOBHI 10CATHYTI MOKa3HUKH: - CepeHe MOKpaIieHHs! IpOAYKTUBHOCTI: 35-45%

- Tounicte BusiBneHHs mpobdieM: 92% - Overhead cucremu: 1-2% FPS - Yac na

ONITUMI3allII0 CKOPOYEHO Ha 66%

[lopiBHSIHHA 3 ICHYIOUMMH I1HCTPYMEHTAMM IIOKa3aJl0 MEepeBard po3poOIeHOi

cucteMu: - €1MHa cucTeMa 3 aBTOMaTUYHUMU pekoMeHaanismMu - Haitamkunii overhead

cepen ananoriB - [loBHa inTerpamis 3 Unreal Engine 5 - MoxiIMBICT, HaBUYaHHS Ta

amanrarii.

Cucrema rorona A0 BIIPOBAIKCHHA B IIPOMUCIIOBY eKcnnyaTauifo Ta MOXKC CYTTE€BO

M1ABUIIUTH €EeKTUBHICTH Tpoliecy po3pooku Ha Unreal Engine 5.
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BUCHOBKHA

VY pe3ynbTaTi BUKOHAHHSA Marictepchbkoi KBamiikaiiinoi po6oTu Oyio yCHilIHO

PO3POOJICHO EKCIEPTHY CHCTEMY OOIKY IIBHUIKOIII MPOTPAMHOTO 3a0e3medeHHs s

cepenoBuma Unreal Engine 5, ska Bupinlye akTyaibHy mpoOieMy oONTHMI3allii

IPOAYKTHUBHOCTI B TIPOIIECI pO3POOKHU CydyaCHUX JOJATKIB.

OcHOBHI pe3yJbTaTH podoTH:

1.

IIpoBeneHO KOMILIEKCHUI AaHAJI3 NpeIMeTHOI 00J1acTi, AKUl BUSIBUB
KJIFOYOB1 MPOOJIEMH CyYacHUX MIAXOJIB A0 MPpOdIFOBaHHS MPOAYKTUBHOCTI:
BIJICYTHICTh 1HTEJEKTYyaJIbHOTO aHali3y JaHUX, CKIAIHICTh IHTEpHpeTaiii
METpPHK, CIa0Ky 1HTErpaliro 3 poOOYHUM MPOIECOM Ta BUCOKUN MOPIT BXOIY
JUTSl HEIOCB1TYEHUX PO3POOHUKIB.

Po3p0o0/ieHO KOHLEeNTYaJIbHY MO/IeJIb eKCIIEPTHOI CHCTeMHU, sIKa 0a3yeThCs
Ha KJIACUYHIN apXiTekTypi 3 ajgantauiero mia cnenudiky Unreal Engine 5.
Mopnenp BKIIIOUa€E CIM OCHOBHUX KOMIIOHEHTIB Ta 3a0e3Ileuye MOIYJIbHICTB,
THYYKICTh Ta €()EKTUBHICTH CHCTEMH.

CnpoexkToBaHO Ta peajizoBaHo 0a3y 3HaHb, IO MICTUTh NoHax 50
OPOAYKIIMHUX MpaBUil JUIsl BUSIBICHHS THUIOBHUX MPOOJEM MPOTyKTUBHOCTI,
(bpeitMu 1711 ONMKUCY KOHTEKCTHUX CUTYaIllll Ta CEMAHTHUUYHY MEPEXKY 3B S3KIB
MDK KOHIIENITAMH MPEIMETHOT 00J1aCTI.

CtBopeno epexkTuBHi moayJi 300py merpuk 11 CPU, GPU Tta mam’siti 3
MIHIMQJIBHUM BIUIMBOM Ha mnpoayKTuBHICTh (overhead 1-2%). Moaymi
3a0e3neuytoTh 30ip moHaa 30 pi3HMX METpUK 3 yacToToro a0 60 pas3iB Ha
CEKyHAY.

PeastizoBaHo riOpuaHuii MeXaHi3M JIOTIYHOI0 BUBEJAEHHS, SIKUH TMOETHYE
forward chaining ans npoaktuBHOro anamsy, backward chaining ans
niarHoctuku Ta fuzzy logic mns poGoTH 3 HETOYHMMM JAaHUMHU. TOYHICTH

BUSIBJIICHHS PO0OJIeM CTaHOBUTH 92%.
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Po3po0Jsieno inTyiTuBHUII iHTepdeiic kopucTtyBaya Ha 6a3i UMG 3
dashboard merpuk, rpadikamMu NPOAYKTHBHOCTI Ta CHCTEMOIO Bizyasizallii
pexoMeHaniii. 3ade3nedeHo MoBHY iHTerpaiito 3 Blueprint cucremoro st
JIOCTYITHOCTI BCIM WICHAM KOMaH/IH.

IIpoBeeHO KOMILIEKCHE TECTYBAHHSA HAa peaTbHUX MPOCKTaX Pi3HUX THIIIB.
CepenHe TOKpAIIEHHS MPOAYKTUBHOCTI TICS 3aCTOCYBAaHHS PEKOMEHAIIIM
CUCTEMH CTaHOBUTH 35-45%, 3 MakcumanbHuM pesynbratom 100% nms VR

IIPOEKTIB.

HaykoBa HOBH3HA pe3yJbTaTiB:

Brnepimie po3poGieHo  apXITEeKTypy €KCIEpPTHOI CHUCTEMH, IIOBHICTIO
iHTerpoBany B cepenouule Unreal Engine 5 3 miarpumkoro crenu@iqHux
TexHozoriil Nanite Ta Lumen

3anponoHOBaHO  YAOCKOHAJIEHWWA  alTOPUTM  aHaI3y  METPUK 3
BUKOPUCTAaHHAM TOPHIHOTO MEXaH13MY JIOT1YHOTO BUBEJIEHHS

Po3pobneHo amanTuBHY METOAUKY (OPMYBaHHS PEKOMEHJAIll Ha OCHOBI

MAalllTMHHOT'O HaBYaHHs Ta HAKOIIMYCHOI'O I[OCBiIIy

IIpakTHYHA HiHHICTH:

Po3pobiena ekcnepTHa cucteMa Moke OyTH BIPOBAKEHA B MPOILIEC PO3POOKU

Oynp-skux npoektiB Ha Unreal Engine 5, Bkitouarouu irpu, apxXiTeKTypHY Bi3yaii3alilo,

cumyisatopr, VR/AR nogatku. CucteMa CyTTEBO 3HIKYE Oap’€p BXOY B ONTHMI3alIiiO0

IPOJYKTUBHOCTI Ta JO3BOJISIE HABITh HEJOCBIAYEHHM PO3POOHUKAM JOCATATH

npodeciiiHuxX pe3yabTaTiB.

Pexomenaanii mo0 nogajabuoro po3BUTKYy:

1.

2
3
4.
3)

Pozupenns 6a3u 3HaHb 7151 TIATPUMKHY clienu(IYHUX JKaHPIB Ta MIaTdhopm
[HTerpanis 3 cucreMaMy MalllMHHOTO HaBYAHHS JJIs IPEIUKTUBHOTO aHaJli3y
Po3poOka xmMapHO1 Bepcii AJid LIEHTPaTI30BaHOTO 300py CTATUCTUKU
CtBOpeHHs IUIariHiB AJis HIUX irpoBux ABWXKKIB (Unity, Godot)

JlonaBaHHs MIATPUMKH aBTOMATUYHOTO BHITPABIICHHS MPOCTHUX MPOOIEM
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3arajnbHUIl BUCHOBOK:

Po3po6iena excriepTHa cuctema OOJIKY IIBUJKOJII € 1HHOBAIIMHUM PIIICHHSM,
K€ YCIIIIHO 3aJ0BUIbHSE TmOTpedamu po3poOHUKiB. CucTema JoBelda CBOIO
e(EKTUBHICTh Ha peATbHUX MPOEKTaX Ta TOTOBA JI0 BIPOBAIKECHHS B IHAYCTPiIO pO3pOOKH
MPOTPAMHOI0 3a0€3MEUCHHS.

Pesynbrat poOOTH MarOTh BaXKJIMBE 3HAYCHHS JUISI TIBUIIEHHS SKOCTI Ta
e()EeKTUBHOCTI TPOIIECY CTBOPEHHS CYYaCHMX IHTEPaKTHMBHUX JOAATKIB, OCOOJHBO B

KOHTEKCTI 3pOCTal0uMX BUMOT JI0 Bi3yalabHOI SIKOCTI Ta MPOAYKTHBHOCTI.
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Jlomatoxk A

IIpukiax BUKOPUCTAHHS CMCTEMH HA OJJHOMY 3 MPOEKTIB

A Lvl_Combat




73

Honaroxk b

Koa MeHemkepa eKCIepTHOI CHCTEMHU

UCLASS()
class EXPERTSYSTEM API UExpertSystemManager : public UGameInstanceSubsystem {
GENERATED BODY()

public:
// Lifecycle
virtual void Initialize(FSubsystemCollectionBase& Collection) override;
virtual void Deinitialize() override;
// Core functionality
UFUNCTION(BlueprintCallable, Category
vold StartAnalysis();

"Expert System")

UFUNCTION(BlueprintCallable, Category = "Expert System”)
vold StopAnalysis();

UFUNCTION(BlueprintCallable, Category "Expert System")
FAnalysisReport GetCurrentReport() const;

// Events

DECLARE_DYNAMIC MULTICAST DELEGAT E_OneParam{:
FOnPerformanceIssueDetected,
const FPerformanceIssuef,
Issue

)5

UPROPERTY(BlueprintAssignable)
FOnPerformanceIssueDetected OnPerformanceIssueDetected;

private:
// Components
UPROPERTY()
UMetricsCollectorComponent® MetricsCollector;

UPROPERTY/()
UPerformanceAnalyzer® Analyzer;

UPROPERTY()
UKnowledgeBase® KnowledgeBase;
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IIponos:xkenns nogarky b

class UProgressBar® GPUBar;

UPROPERTY(meta = (BindWidget))
class UProgressBar® MemoryBar;

private:
vold CreateMetricWidget(const FString& Mame, float value);
vold CreatelssueWidget(const FPerformancelssue& Issue);
vold UpdateGraphs();

s

vold UExpertSystemMainWidget: :NativeConstruct() {
Super: :NativeConstruct();

// Iniyianizayia cmuniB
InitializeStyles();
|
// Miodnucka Ha nodil
if (UExpertSystemManager® Manager = GetExpertSystemManager()) {
Manager->0nPerformancelssueDetected.AddDynamic(
this, &UExpertSystemMainWidget::0OnIssueDetected
)5

}

// CmBoperHHa epagikib
CreatePerformanceGraphs();

}

vold UExpertSystemMainWidget: :UpdateMetricsDisplay(
const FMetricsSnapshot& Metrics
) A

// ovoBnenda FPS
if (FPSText) {
FPSText->SetText(FText: :AsNumber(FMath: :RoundToInt(Metrics.FPS)));

// KoneopoBe kodyBaHHA

FLinearColor Color;

if (Metrics.FPS »= 6@) Color = FLinearColor::Green;

else if (Metrics.FPS >= 30) Color = FLinearcColor::Yellow;
else Color = FLinearColor::Red;





