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IHEPEJIIK YMOBHHUX ITO3HAYEHD

FPS (Frames Per Second) — KiIbKICTh KapiB B CEKYHAY, MOKa3HUK TPOAYKTUBHOCTI
rpad19yHOTO MPOIIECY.

LOD (Level of Detail) — piBens aetamizariii, MeTo1 ONTUMI3aIli1, IO TO3BOJISE
3MEHITYBaTU CKJIQJHICTh MOJIeIeH Ha BiICTaHI.

Culling — MeTo1 BUKITIOYSHHS] HEBUIMMUX 200 3aiiBUX 00'€KTIB 3 pEHACPUHTY AJIs
3MEHIICHHS HABaHTA)KCHHSI.

OLAP (Online Analytical Processing) — TexHOJ0r1 0araTOBUMIPHOTO aHai3y
JAHUX.

ETL (Extract, Transform, Load) — nporiec BunmyuenHs, Tpanchopmariiii Ta
3aBaHTaXCHHS JTaHUX.

SSAS (SQL Server Analysis Services) — ciryx0a 117151 1oOy0BH 0araToOBUMIpHUX
6a3 nanux tTa OLAP-ky0iB.

SSIS (SQL Server Integration Services) — ciy:k0a Juist iHTerparii JaHuX Ta
mo0y10BH MOTOKIB JJAaHUX.

SSRS (SQL Server Reporting Services) — ciyx0a i1 CTBOPEHHS 3BIiTiB Ha OCHOBI
AHATITHYHUX JaHUX.

KPI (Key Performance Indicator) — ki1t040B1 NOKa3HUKU €()EKTUBHOCTI JIJIsl OLIIHKU
JOCSITHEHHSI LI1JIEH.

Unreal Engine 5 — cy4yacHuii irpoBuii IBUTyH, 1110 BUKOPUCTOBYETHCS JIJIS
CTBOpPEHHsI rpadivyHO CKJIAJIHUX Ta ONTHMI30BaHUX 1TOP.

BUKOPHUCTAHHSI.
Batching — rpynyBaHHs 00’ €KTiB JIsl 3MEHIIICHHS KIJIbKOCT1 BUKJIUKIB PEHJICPUHTY.

Optimization Fact — ta0nuisg ¢akTiB onTUMI3allii, 10 MICTUTh KJIOUYOBI METPUKHU
IPOTYKTUBHOCTI.

Memory Improvement — 3MeHILIEHHSI 00CITY BUKOPUCTAHOI Mam’ ST MiCIs
ONTUMI3allii.

Data Flow — noTik gaHux s nepenadi Ta 00poOku iHopMaliii MK JpKepenamMmu Ta
CXOBUILIAMHU.

SQL (Structured Query Language) — MoBa 3anuTiB Jyisi poOOTH 3 0a3aMu JaHUX.

TimeDim — Tabnuis BUMIPIB 4acy y CXOBHII JAHUX.



ObjectDim — Tabauisd BUMIPiB IrpoBUX 00'€KTIB Y CXOBHIII JaHUX.
OptimizationDim — TaGu1sg BUMIPIB ONITUMI3AIlT Y CXOBHIII TaHUX.
FileDim — taGauis BuMipiB (aiisiiB y CXOBHILI JaHHX.

FPSBefore — noxkasznuk FPS 110 3actocyBanHs onTuMi3aiiii.

FPSAfter — nokasnuk FPS micis 3actocyBaHHsT onTUMI3aIlii.
MemoryUsageBefore — o0csar Bukopuctanoi mam’siTi 10 ONTUMI3AIIi].
MemoryUsageA fter — o06c¢sr BUKOpHCTaHOT TTaM’ SITi TCIIs ONTHMI3aIli.

Data Warehouse (DW) — cxoBulie JaHux JJIs1 IEHTPAII30BaHOTO 30epiraHHs
1H(hopMmarii.

Cube Wizard — maiictep 1151 CTBOpEeHHS OaraToBuMipHoro kyoy y SSAS.

Performance Analyst — aHamiTUK IPOYKTUBHOCTI, BIIMOBIAAIBHUM 32 OLIIHKY
BILUIMBY ONTHUMI3aIli.

System Administrator — agMiHICTpaTOp, SIKUW HAJAIITOBYE CHCTEMH MOHITOPUHTY
Ta aBTOMAaTH3aIli.

Game Developer — po3poOHUK irop, BiANOBIIAILHUN 33 TEXHIYHY ONTHMI3AIlII0
IrpOBUX O0'€KTIB.

Graphic Designer — rpadiunuii qu3aiiHep, SIKM ONTUMI3Y€E TEKCTYPH Ta rpadiyHi
pecypcH.

Git — cuctemMa KOHTPOJIIO BEPCii 1Sl BIICTEKEHHS 3MIH Y IPOEKTAX.

Unreal Insights — iHCTpyMeHT nipodiTroBaHHSA JIsl aHAITI3y MPOAYKTUBHOCTI Y
Unreal Engine 5.

RDBMS (Relational Database Management System) — cuctema kepyBaHHS
pesiiHIMU 0a3amMu JaHUX.

OLTP (Online Transaction Processing) — oHnaliH-00po0OKa TpaH3aKIIiH, 1110
BUKOPHUCTOBYETHCS JIJI1 POOOTH 3 OIIEPAaTUBHUMH 0a3aMu JTaHHX.

AssetFiles — Tabnuiist akTUBIB, 110 MICTUTH 1HGOPMALIitO PO (Hailsid IrpOBUX
00’€KTIB.

3D-monenb — rpadiuauit 00’ €KT, 110 CKIIAIA€ThCS 3 TEOMETPUYHUX €JIEMEHTIB.
Render Pipeline — rpadiunuii KoHBeep, sIKUM BiJMOBIIA€ 32 PEHICPUHT CLICHH.
LOD Group — rpyna piBHIB AeTami3aliii 1yist ypaBIiHHS SKICTIO BiTOOpaKEHHS.
Texture Compression — METOJI ONTUMI3allii, 1110 3MEHIITY€E PO3MIpP TEKCTYP.

Optimization Logs — >xypHaiau onTUMI3allii, 10 MICTATh 1H(QOPMaIIio PO MPOoIecH
onTUMi3aIiii.



BCTYII

CydvacHa irpoBa iHAYCTpIis € OJTHIEI0 3 HAHOUIBII JUHAMIYHO PO3BUBAIOYUXCS TaTy3ei
1H(OpMAIIHHUX TEXHOJIOTH. 3aBASKU MIBUAKOMY MPOTPECy 00UHCIIIOBATBHOL
TEXHIKH Ta 3pOCTAIOYUM OUYiKyBaHHSIM KOPUCTYBaviB, pO3poOKa Bi€OIirop
NepeTBOpUIacs Ha CKIaJAHUI MPOIIEC, 1110 BUMAarae 3aCTOCyBaHHS NIEPeI0BUX
TEXHOJIOT1H 1 MeTo1010T1i. OJTHUM 13 KITFOUOBUX BUKJIUKIB y IIbOMY KOHTEKCTI €
3a0e3MeyeHHs! MPOTYKTUBHOCTI Ta €()eKTUBHOCTI IrpOBOr0 KOHTEHTY, OCOOJIHMBO Y
CepelloBHUIIAX, /e BUKOPUCTOBYEThCS BUCOKOMOJiroHansHa 3D-rpadika, ckiaaHi
aHIMalli Ta 1HII1 PECYPCOEMHI €JIEMEHTH.

Ontumizariist iIrpoBuX 00'€KTIB € KpUTUYHO BaXKIIMBOKO CKJIAJIOBOIO PO3POOKH irop,
aJpKe T03BOJIsIE 3a0€3MEYNTH TUTABHUH 1TPOBUI MTPOLIEC HABITh HA MPUCTPOSIX 13
00MEeXKEHUMH arnapaTHUMU pecypcamu. Lle muranHs HaOyBae 0coOIMBOT
aKTYaJIbHOCTI Y CBITJII Cy4YaCHHMX TECHJICHIIIH 10 MiABUINIEHHS SKOCTI rpadiku Ta
IHTepaKTUBHOCTI irop. HeBUKOHAHHS ONTHUMI3allITHUX 3aBJIaHb MOXKE TPU3BOJIUTH J10
3aTPUMOK y peHaepuHry, Hu3bkoro piBHs FPS (Frames Per Second), TpuBanoro gacy
3aBaHTAKCHHS Ta 3HWKEHHS 3arajbHOi SIKOCTI TEUMIUICHHOTO JOCBITY.

VY cyuacHHX yMOBax pO3BUTKY ITPOBOI 1HIYCTPIli ONTUMI3AIIIS ITPOBUX 00’ EKTIB CTAE
BaYKJIMBUM acCIIEKTOM 3a0€3MeYeHHs] BUCOKOT IPOYKTUBHOCTI I'paiky Ta IIIaBHOTO
irpoBoro mnportecy. Lle oco6mmBo akTyanbHO A1 cKaagaux 3D-ciieH, sKki BUMararTh
BEJIMKOT0 00CITYy 0OYMCIICHb Ta 3HAYHKUX anapaTHuX pecypcis. [Iporpamue
3a0e3ne4eHHs], OPIEHTOBaHE HAa ONTUMI3ALIO ITPOBUX 00'€KTIB, JO3BOJIE€ 3MEHIIUTH
HAaBaHTA)KEHHS Ha CUCTEMY, 3a0€3MeUUTH CTaOUTbHICTh POOOTH PYIIIisl Ta TOKPAIIUTH
3araabHUM KopucTyBalbkuid 1ocBig. Unreal Engine 5, sik 0JIMH 13 MPOBIIHUX PYILIiB
y cdepi po3poOKH 1rop, MPOTIOHYE MTUPOKUMA CTIIEKTP 1HCTPYMEHTIB JJISI IOCATHCHHS
miei metu, cepen skux LOD, Texture Compression, MexaHi3MU CTUCHEHHS TEKCTYP
Ta 00'€KTHO-OPIEHTOBAHE MOJICTIOBAHHS.

[IpenmeToM maHOTO TOCTIIKEHHS € aHaJll3 ICHYIOUUX PIIIEHb Ta IHCTPYMEHTIB
ontumizaiii, roctynuux y Unreal Engine 5, a Takox iXHii BIUIMB HAa MPOAYKTUBHICTh
ITPOBUX CIIEH. Y paMKaxX poOOTH OCTIIKYIOTHCS METOU 3MEHIIICHHS
00YHMCITIOBAILHOTO HABAHTAKEHHS Yepe3 YIPaBIIiHHI TEKCTYpaMHt, TEOMETPIEI0
00’€KTIB Ta aHATITUYHUMU TIporiecaMu Ha ocHOBI TexHosoriit OLAP 1 Data Mining.
Oco06nmBa yBara npuIUIS€THCS BUSBICHHIO €()EKTUBHUX MIAXOIIB IS ONTUMI3AITT
ITPOBUX PECYPCIB 13 ypaxyBaHHAM CIielM(IKH BUKOPUCTAHHS JAHUX Y PEaIbHOMY
qaci.

O0'ekTOM JTOCTIKEHHS € TIPOTPaMHI PIIIEHHS Ta TEXHOJIOT1, K1 3a0€3MeYy0Th
ONITHMI3AIIIIO0 IrPOBUX 00’ €KTIB Ta MOKPAIICHHS MPOAYKTHUBHOCTI py1rist Unreal
Engine 5. JlocniipkeHHs BKIIFOYAE aHA3 (PYHKIIOHAIBHOCT] TAKUX 1HCTPYMEHTIB, SIK



OLAP s aHamiTUKM IrpOBUX JaHUX Ta anroputMiB Data Mining, siki 103BOJISIIOTh
CTPYKTYPYBaTH ¥ ONTUMI3yBaTH irPOBI CIIEHU HAa OCHOBI BEJIMKUX OOCSTIB JaHUX.

Merta poboTu noJjisirae B JOCIIKEHH1, aHaJI131 Ta BIIPOBAKEHHI €(PEKTUBHUX
METO/IIB ONTUMI3aIlil, sIKi 3a0€3MeUyI0Th MaKCUMAaJIbHY MPOIYKTUBHICTh ITPOBHUX
poekTiB. Lle mocsaraerbes MUISIXOM IHTETpallii CydacHUX aJICOPUTMIB aHAITI3y JTaHUX i
IHCTPYMEHTIB ONTHUMI3aIlli B poO0Yi MpOIecH po3poOKH irop.



CUCTEMHUM AHAJII3 TPEJIMETHOI OBJIACTI

1.1 3aranbHa XapaKTepHCTHKA MPeIMeTHOI 00J1acTi

[IpeameTHa 0061acTh ONITUMIBAITIT ITPOBUX 00'€KTIB € OJHIEIO 3 KITFOYOBHX CKIIAIOBUX
y po3po0I1l cydacHUX Bijieoirop. IrpoBa iHAyCTpisl, sika CTPIMKO PO3BHUBAETHCA,
BHUMarae BiJl pO3pOOHHKIB CTBOPEHHS CKJIaHUX 1 J€Tali30BaHUX BIpTyaJbHUX CBITIB,
10 MOXKYTh OyTH 1HTEPAKTHUBHO BIJITBOPEHI B peasibHOMY 4aci. [Ipu nboMy roJioBHUM
3aBJIaHHSM € 3a0€3MeUCHHS BUCOKOT MPOTYKTUBHOCTI TP HA Pi3HOMAaHITHUX
amapaTHuX miaaTgopmax, BiJ NOTykHUX irpoBux 1K 10 MOOIIFHUX MPHUCTPOIB.

Crnaonicmo po3pobku i2posux 06 'exkmis
po3p P

& Asset Details x 4 > 3 Show LOD O
Q o £ e

Material Slots
LOD Picker

LOD

1.0

4294967295

IrpoBi 00'ekTH, Taki sik 3D-Mo1e71 NEPCOHAXKIB, Oy 11BENb, IPUPOJHUX 00'EKTIB Ta
IHIIMX €JIEMEHTIB OTOYEHHS, (POPMYIOTh OCHOBY OY/b-5IKOi Bieorpu. Ix cTBopeHHs
BKJIFOYA€E YMCJICHHI €Talu, 30KpeMa:

- MonentoBanHs reomMeTpii (Bu3HaYeHHS (hOPMH, KIJTBKOCTI TIOJIITOHIB, CKIAHOCTI
CITKH).

- TexctypyBanHs (101aBaHHs 300pakKeHb IS JETai3aIlli MOBEPXOHb).
- AHimanis (CTBOpEHHs pyXiB JJis IEPCOHAXKIB UM 00'€KTIB).

- OcBiT/IeHHS (HaJIAIUTYBaHHS B3a€MO/III 3 JKEPEJIaMH CBITJIa B IrPOBIil CIIEH]).



Jlokartist i pi3HUMHU MOAaMU TIEPETIIs Ty

3pocTaHHs anapaTHUX MOXJIMBOCTEH KOPUCTYBAITLKHX MPUCTPOIB T03BOJISE
30UTBIITYBATH PiBEHb JeTali3allii rpadiku, ajie BOJHOUYAC YCKIAIHIOE 3a0e3MeUeHHs
cTabimpHOI MPOIyKTUBHOCTI. Hanmpukiiaa, BUCOKOMOMITOHAIBHI MOJIEINI Ta TEKCTYPH 3
BHCOKOIO PO3/IIIFHOO 3/JaTHICTIO 3HAYHO 30UTBITYIOTh 00CAT BUKOPUCTAHOT Tam’sITi,
HapaHTaxeHHs Ha GPU (rpadiunuii mporiecop) Ta yac peHICpPUHTY.

Tlompeba 6 onmumizayii

«Biokpumuii ceim 3 suxopucmanuam memooy onmumizayii Nanite Systemy

OnTumizalis iIrpoBux 00'€KTIB cTae HEOOX1THOIO AJIsl 3a0€3MeUEeHHSI IIJIaBHOTO
irpoBoro mnpotiecy. Lle 0co6MBo akTyaabHO y BUIIAKaX:



- Macmtabuux 6ararokopucrtyBaibkux irop (Massively Multiplayer Online Games,
MMO), ne BenuKa KiTbKICTh TPABIIIB B3aEMOJIIE 3 00'€KTaMH B OJTHIN CIICHI.

- PeanicTHUHUX CUMYJISTOPIB, SIKI BUMAraroTh BUCOKOI TOYHOCT1 Y BIATBOPEHHI1
00’€KTiB 1 (p13MIHUX B3aEMOJIIN.

- Irop 13 BIAKPUTHUM CBITOM, JIe OJHOYACHO OOPOOJISIOTHCS YUCICHHI 00'€KTH Ha
BEJIMKIN TEPUTOPIi.

Cooci6 orrrumizarii LOD

OCHOBHI aCIIEKTHA ONTUMI3aIl] BKIIFOYAKOTh:

1. 3MeHIIeHHs KUTbKOCTI MOMITOHIB Y Moiensix. CrpolueHHs CITKH 00’ ekTa (mesh
simplification) 3Hmxye HaBanTaxeHHs Ha GPU.

2. Buxopuctanus texnosorii LOD (Level of Detail). Ileit niaxia no3Bossie
3MEHIITYBaTH PIBEHB AcTanizamii 00’ €KTIB, K1 3HAXOAATHCS JAICKO BiJl KAMEPH.

3. Kommnpecis tekctyp. Bukopucranss ctuciaux ¢hopmaTiB TEKCTYp (HapUKiIaj,
DXT, ASTC) 3amxye 00car BUKOPUCTAHOT TaM'siTi 0€3 3HAUHUX BTPAT SIKOCTI.

4. Culling. BuxiroueHHs1 HEBUTUMUX 00'€KTIB 31 CIIEHHU 33 JJOTIOMOTOI0 TEXHOJIOT1H
Frustum Culling a60 Occlusion Culling.

5. AHani3 ocBiTIieHHs. 3aMiHa JUHAMIYHOTO OCBITJICHHS CTATUYHUM Yy BHUIAIKaX,
KOJIH 11€ MOYKJIMBO.

Ponp TexHonoriit y po3B’si3aHHi 33724 ONTUMI3AITT

Unreal Engine 5, sk oauH 13 NPOBIIHUX ITPOBUX PYIIIIiB, Haa€ 3HAYHUN HAOIp
THCTPYMEHTIB 7151 poO0TH 3 TpadiYHUMH 00’ €KTaMHU Ta IXHbOT ONTUMI3AIl:

- Nanite. [{s TexHOJIOT1sI aBTOMAaTHYHO ONITUMI3y€ BUCOKOTOJITOHAIIbHI MOJICITI,
JI03BOJISIFOYM 30€epiraTH IXHIO SKICTb, aje 3HIKYBAaTH HABAHTAXKEHHS Ha
00UYHCITIOBAJIbHI PECYPCH.



- Lumen. Bianogigae 3a rino0anbHe OCBITICHHS Ta BIIOUTTS CBITJIA B peabHOMY
Jaci, 3a0e3Meuyroun SKICTh 300pa)KeHHS 3 MEHIIIMMU BUTPATaMU PECYPCIB.

- Texnomnorii TekcTypHOi KoMmrpecii Ta ynpasiinasg LOD. HanaioTs MOXIUBICT
aBTOMATUYHO 3MEHIIYBATH PO3MIpP TEKCTYp 1 AMHAMIYHO 3MIHIOBATH JI€TaTI3aIlI0
00’€KTIB 3aJICKHO BiJ] BIJICTaHI 10 KaMepH.

i TexHOMOTI{ CIIpsIMOBaH1 Ha MOJIETIIEHHSI POOOTH PO3POOHUKIB, aje iX iHTerparlis B
HPOEKT MOTpeOye aHallizy Ta HaJAIITyBaHHS.

Opranizartist JaHUX JUIsl OTUMI3aIi

Jliist epexTuBHOI pOOOTH 3 BETUKUMH OOCSTaMU TaHHX, TTOB’SI3aHUX 13
IPOIYKTUBHICTIO IFPOBUX 00’ €KTIB, BAKOPUCTOBYIOTHCS CXOBHIIA JaHUX 1
aHAJITUYHI TEXHOJIOT1I. Y Mexax JlabopaTopHHUX poOIT Kypcy «OpraHizaliisi CXOBHIILL
JTaHUX» OYJI0 po3po0JIeHO cXeMH 0a3 JaHUX, 1110 BKIIOYAIOTh TaKi TaOJIUIII:

- ObjectDim — xapakTepucTrka irpoBux 00’ €KTiB (THUM, CKIAAHICTh, KATEropis).
- OptimizationDim — meroau ontumizaiiii (LOD, TekctypHa kommpecis, culling).
- TimeDim — yacoBi BUMipH Uil aHaJTi3y 3MiH IPOYKTUBHOCTI.

- OptimizationFact — (akTuuHi nokazHuku ontumiszailii (3poctanus FPS,
3MEHIIICHHS] BUKOPUCTAHHS TIaM'sIT1).

L1 cTpyKTypH AO3BOJISIIOTH HAKOIIUYYBAaTH, AHAII3yBaTH Ta Bi3yali3yBaTu AaHl Ipo
e(DEeKTUBHICTh ONTHUMI3allITHUX METO/IIB.

Buximku 1 mepcneKkTuBH

OCHOBHMMU BHKJIMKaMHU B MPEAMETHIM 00JIaCTI €:

- 3abe3neueHHs OanaHCcy MIXK SKICTIO Tpaiky Ta MPOIYKTUBHICTIO.

- [Tomyk eeKTUBHUX METO/IB aBTOMATH3AIllT ONTUMI3allIMHUX MTPOIIECIB.
- [HTeTrpalis TEXHOJOT1M CXOBUII JaHUX JIJIsl aHAJTI3y MPOYKTUBHOCTI.

Po3B’s13aHHS IMX BUKJIMKIB MUISIXOM CTBOPEHHS KOMIUICKCHOT CUCTEMH OITHMI3allii,
o BuKopuctoBye iHCTpyMeHTH Unreal Engine 5 Ta TexHosorii 00poOku qaHuX,
JI03BOJIUTH 3HAYHO MIJBUIIUTH €(hEKTUBHICTh PO3POOKH BiIEOITOp Ta SKICTh
KIHIIEBOT'O MPOIYKTY.

1.2 Anani3 icHyr4uX pileHs Ta ix npoodjaem

Onrtumizariist iIrpoBUX 00'€KTIB € OaraTorpaHHOIO 3a71a4elo, SIKa BUMarae
3aCTOCYBAaHHS Cy4aCHUX TEXHOJOTIH 1 miaxoaiB. Ha cboroaHi icHye HU3Ka pillieHb,
CIPSIMOBaHUX Ha MiABUIICHHS MTPOIYKTHBHOCTI BiJICOIrop, MpoTe KOIHE 3 HUX HE €
yHiBepcanbHUM. Lle 3yMOBI€HO pi3HOMAaHITHICTIO TUMIB 1rOp, rpadiuHUX CTUIIB,
arapaTHUX IJIaTOOPM Ta TEXHIYHUX BUMOT. AHaJI13 ICHYIOUUX MIIX0IIB 10



onTUMI3allli iIrpoBUX 00'€KTIB JI03BOJISIE BUSBUTH 1XH1 ITepeBaru, HEJIOIIKH Ta
MOTEHLIWHI HAPSIMKU BIOCKOHAJICHHS.

Orasix cyyacHMX pilieHb

Ha punky po3po0ku irop icHye JeKkijibka KJIOYOBUX IHCTPYMEHTIB 1 TEXHOJIOT1M, SK1
BUKOPHUCTOBYIOTHCS JJIsl ONITUMI3AIli] IrPOBUX 00'€KTIB:

1. Texnouorii Unreal Engine 5:

o Nanite — TeXHOJOTrIs IUHAMIYHOTO YIPaBIiHHS T€OMETPI€I0, KA
JT03BOJIsSIE BAKOPUCTOBYBATH BUCOKOIIOIITOHAIBHI Moies 0e3
HEOOX1THOCTI py4HOTO crpoiieHHs. Nanite aBTOMaTUYHO 3MEHIIY€e
KUTBKICTh TIOJIITOHIB 3aJICXKHO BiJI BIICTaH1 0 KaMepH, 3a0e3Ieuyoun
30epekeHHs KOCTI MpHU 3HWKEeHHI HaBaHTaxeHHs Ha GPU.

o Lumen — cuctema rio0anbHOTO OCBITJIICHHS B peaibHOMY 4acl, 10
3MEHIITy€ TIOTPeOy B MOMEPETHHO OOUNCICHUX KapTaxX OCBITICHHS
(lightmaps). Ile 3na4yHO crpoiiye mporec podOTH 3 OCBITICHHSM, IIPOTE
BHMarae 3Ha4HUX PeCypciB, 0COOJIMBO Ha MOOUIBHUX TIATHOpMax.

o Cucrema LOD (Level of Detail) — BukopuctoByeTbhCs I
aBTOMATUYHOTO BHOOPY PiBHA JeTanizallii 00'eKTIB 3aJICKHO Bif
BijICTaH1 0 kKaMepu. L{st TeXHOOoT1s J03BOJIsIE€ 3HAUHO 3MEHIITUTH
HapaHTaxeHHs Ha GPU, ogHak 11 eheKTUBHICTD 3aJICKHUTH BIJT SKOCT1
HaJaIlTyBaHb, Ki 3a3BUYail BHKOHYIOTHCS BPYYHY.

- NZ 0 o]V

«Buxopucranas meroay onruMiszaunii Nanite Ha 00’ekTi 1epeBo»



LOD Distribution

Buxopucranns LOD System

2. CTOpOHHI IHCTPYMEHTH AJIs1 ONTUMIi3alii:

o Blender i Autodesk Maya — mupoko BUKOPUCTOBYIOTHCS JJIS
cipoieHHs citok 3D-moneneit (mesh simplification). Li incTpymenTn
J03BOJISIIOTH BPYYHY 3HM)KYBATH KUIBKICTh TOJIITOHIB, IPOTE TaKHii
MIJX1]] € TPYJOMICTKUM 1 HE aBTOMaTHU30BaHUM.

o AJropuTMH KoMmpecii TEKCTyp — Mporpam, Taki sk Substance
Painter, 3a0e3me4uyt0Th CTBOPEHHS CTUCIIUX TEKCTYP, 10 3HIXKYE 00CAT
nam'siTi, HeOOX1THU [ 1X 30epiranHs. OnHaK HaaMIpHA KOMIIPECis
MO>K€ MPU3BOJIUTHU O BTPATHU SKOCTI.

3. AHAJITHYHI CHUCTEeMU:



o OLAP (Online Analytical Processing) — TexHoJorii 6araToBUMipHOTO
aHaizy JaHHX, SIK1 JO3BOJISIOTH aHANI3yBaTH MPOYKTUBHICTh IrPOBHUX
o0'extiB. Hanpuknan, Microsoft SQL Server Analysis Services (SSAS)
3a0e3neuye cTBopeHHss OLAP-ky0iB, siki BAKOPUCTOBYIOTHCS JIJIsI
OIIIHKY KJIFOUOBHX TOoKa3HHKIB epextuBHOCTI (KPI).

o Cucremu ETL (Extract, Transform, Load), Taxi sk SQL Server
Integration Services (SSIS), 3a0e3medyroTh IHTErpaIio JaHUX 13 PI3HUX
JoKeped, iX TpaHchOopMallilo Ta 3aBaHTAXKEHHS B CXOBHUIIA JaHUX.

IIpo0bsiemu icHYIOUYMX pillIeHb

He3Baxaroun Ha MMUPOKUNA CIIEKTP JOCTYITHUX ITHCTPYMEHTIB 1 MiIXO/1B, ICHYIOU1
pILIEHHS MalOTh HU3KY MPOOJIEM, K1 OOMEXKYIOTh iX €()eKTHUBHICTB:

1. BigcyTHicTh IHTErpamii:

o binbiiicTh IHCTPYMEHTIB MPAIIOIOTh 130JIbOBAHO, 110 YCKIIAAHIOE
KOMILJIEKCHE YIIpaBJIiHHSA npouecoM ontumizauii. Hanpukian, Nanite
3a0e3neuye eeKTUBHY ONTUMI3ZAIIO0 TEOMETPIi, ajie He BPaXOBYE 1HIIII
aCIEeKTH, TaKl SIK TEKCTypHa KoMmpecist a00 YIpaBIiHHS OCBITICHHSIM.

2. HemocTraTHs aBTOMATH3ALlIA:

o barato pinieH» BUMararoTh 3HAYHOTO PYYHOTO BTpYy4aHHs, 110
YIOBUIBHIOE TIpoliec po3pooku. Hampuknan, HanamryBands LOD ms
KOKHOT'0 00'€KTa 4aCTO BUKOHYEThCS BPYUHY, 1110 3aiiMae 6araTo yacy
pu poOOTI 3 BEIMKUMU ITPOBUMHU CLIEHAMHU.

3. OO0MeKeHHA anapaTHUX pPecypcCiB:

o Texnomorii, Taki sik Lumen, € Ha3BUYailHO PECYpPCOEMHUMHU 1 TIOTAHO
ONTUMI30BaHUMHM JJI1 MOOUTbHUX TTaTopM. Lle cTBoproe mpobiaemu
JUTsI pO3pOOHUKIB, SIKI MPArHyTh TOCSATTH OaJaHCy MK MPOTYKTUBHICTIO
Ta SIKICTIO.

4. BigcyTHiCTBh 3pyYHMX IHCTPYMEHTIB JJIsl AHAJII3Y NPOAYKTHBHOCTI:

o DBimpmiicTh iCHyIOUHX pillleHb HE HAJAI0Th JOCTAaTHIX IHCTPYMEHTIB AJIs
aHaii3y JaHUX Ipo MpoayKTuBHICTE. Hanpuknan, xoua OLAP-kyOou
JTO3BOJISIFOTH OIIHIOBATH €(PEKTUBHICTh ONTUMI3aIlii, iX iHTerpallis B
IrpoBUii TIporiec MOTpeOye TOAATKOBUX BUTPAT YacCy Ta PECypCiB.

5. BiacyTHicTb 3BOPOTHOIO 3B’ SI3KY:

o baraTo iHCTpyMEHTIB HEe Ha/Ial0Th PO3pOOHUKaM 1H(DOpMAILIil PO Te, K
ONTHMI3alli] BIUVIMBAIOTh HA KIHIIEBY MPOAYKTUBHICTH rpu. Lle
YCKJIATHIOE IPUMHATTSL OOTPYHTOBAHUX PIllICHb.



Ha ocHOBI BUsIBIIEHUX ITPOOJIEM MOKHA BU3HAUUTH TaKl HANPSMKH BIIOCKOHAJICHHS:
1. Po3poOka iHTerpoBaHMX pillieHb:

o HeoOximHO CTBOPUTH IIpOorpaMHe 3a0e3MneueHHsl, sike 00'€THy€E BCI
aCTeKTH ONTUMi3alii (TeoMeTpisi, TEKCTypH, OCBITIICHHS) 1 HAJA€ €AUHY
tatopmy IS yIpaBIiHHS [IMMH MTPOIIECaMHU.

2. ABTomartu3auif npouecis:

o BukopucTaHHS AJITOPUTMIB MAIIMHHOTO HABYAHHS JIJIT aBTOMATUIHOTO
HanamryBanHsa LOD, BuOopy piBHS KoMIIpecii TEKCTYp 1 ONTUMI3aIii
OCBITJICHHSI.

(9]

. IHTerpamisi aHaJIiTHMHUX iIHCTPYMEHTIB!

o Po3poOxa inTepdeiici qis inTerpauii OLAP-texHonorii 13 pyiieM
Unreal Engine 5, 1110 703B0OJIUTh aBTOMATUYHO 30UpATH Ta aHATI3yBaTH
JaH1 PO TPOIYKTUBHICTD.

4. Onrumizamis 1Jst MOOITBHUX IIATHOPM:

o Po3pobxka crienudiyHuX pillieHb, K1 BPaXOBYIOTh 0OMEKEHHS
MOOUIBHUX MPUCTPOIB, TAKUX K 3MEHIIEHHS KUIBKOCTI OOYHCIIEHb Y
peanbHOMY Yaci.

W

. 3BOPOTHHI 3B’ 130K i BidyaJi3amis JaHUX:

o CTBOpEHHS IHCTPYMEHTIB, SIK1 HAIAIOTh PO3POOHHUKAM JETAITbHHMA
3BOPOTHUH 3B’A30K MpO €(hEeKTUBHICTh ONTUMI3allil Yepe3 IHTYiTUBHO
3po3yMinuit iHTEpdEIiC.

AHaJi3 ICHYIOUHX pillieHb [M0Ka3aB, [0 Cy4YacHI TEXHOJIOT1I ONTHUMI3allli IPOBUX
00'eKTiB 3a0€3Meuy0Th BUCOKMI piBEHb aBTOMAaTH3allli OKPEMHUX MPOLECIB, ajie
MarTh OOMEXEHHS B KOMIUIEKCHOMY Ti71X0/1i. Po3po0ka iHTerpoBaHOi CHCTEMH, SKa
00’eIHY€ THCTPYMEHTH ONTUMI3AIIIl Ta AHAIITUYHOTO aHali3y, T03BOJUTh YCYHYTH 1ii
HEJIOTIKH 1 3a0e3MeUnTH OUIBII e(pEKTUBHUM MPOIIEC PO3POOKHU BiICOIrop.

1.3 IlocraHoBKa 3aBAaHHA VISl MATICTEPCHKOI po0OTH

VY pamkax mMaricTepcbkoi poOOTH CTAaBUTHCS 3aBIAHHS JOCIITUTH IPOTPAMHE
3a0e3IeueHHs )11 ONTUMI3aIllii irpoBux 00'ekTiB y cepenopuil Unreal Engine 5.
He3Bakarouu Ha icCHyBaHHSI BOYJJOBaHHX 1HCTPYMEHTIB 1 TEXHOJIOT1H, TaKHUX 5K
Nanite, Lumen 1 LOD-cuctemu, nutanas €heKTUBHOCTI 1X BUKOPHUCTAHHSI,
0COOJIMBOCTEM 1HTErpallii B pI3HUX MPOEKTAX Ta IXHIX 0OMEXKEHb 3aTUIIAETHCS



aKTyaJlbHUM. METO10 JOCTIDKEHHS € aHaJi3 [IUX 1IHCTPYMEHTIB Ta METO/IIB, OLIIHKA iX
BIUTMBY Ha MIPOAYKTUBHICTH 1 Bi3yaJbHY SIKICTh, & TAKOK PO3p0OOKa peKoOMeH ALl
1010 TX ONTHUMAaIbHOTO BUKOPUCTAHHS.

MeTo10 MaricTepchbkoi poOOTH € TOCHIKEHHSI ICHYIOUHX MPOrPaMHUX PIIIEHb TS
onTtuMizallii irpoBux 00'ektiB y cepenonuiill Unreal Engine 5 3 akuieHTOM Ha aHami3
iXHIX MOXKJIMBOCTEH, 0OMexeHb 1 epekTuBHOCTI. PoO0Ta cripsiMoBaHa Ha
(opMyBaHHS TEOPETUYHHX 1 MPAKTHYHUX 3HAHD, K1 JTIOTIOMOXXYTh PO3pOOHUKAM
e(eKTHUBHIIIIE BUKOPUCTOBYBATH HasIBHI IHCTPYMEHTH JIJISI BUPIIIICHHS 33724
ontumizaiii. J[Ji1 ToCArHEHHS OCTABICHOT METH HEOOX1JHO BUKOHATH TaKil
3aBJIaHHS:

1. Orasjg icCHyrOUMX TEeXHOJIOTiH ONTUMI3aIlil:

o [IlpoBectu anani3z ocHoBHUX 1HCTpyMeHTIB Unreal Engine 5, Bkitouatoun
Nanite, Lumen, cuctemy LOD Ta iH1111 METOAM.

o BuUBYMTH MOKyMEHTAIIIIO Ta MPAKTHUYHI MPUKIIATN 3aCTOCYBaHHS ITUX
TEXHOJIOTIH.

2. JlocaigKeHHs BIVIMBY TE€XHOJIOTIH ONTHMI3aNil HA MPOXYKTHUBHICTh:

o OLIHUTH BIUIMB IHCTPYMEHTIB ONTHUMI3allli Ha TOKa3HUKU
MPOJIYKTUBHOCTI, Taki sik FPS, Bukopucranus nam'sti Ta yac
3aBaHTaXCHHS.

o [IpoBecTu excriepuMeHTaIbHE TECTYBaHHS Ha PI3HUX alapaTHUX
iatgpopmax.

3. AHaJi3 00MeKeHb TAa BUKJIUKIB:

o Jocniautn oOMeKeHHsI BAKOPUCTAHHS ICHYIOUMX IHCTPYMEHTIB,
30KpeMa Ha MOOUTHbHHX TIaTdOopMax Ta MPUCTPOSX 31 CITAOKUM
arapaTHUM 3a0e3MEYCHHSIM.

o BwusHauuTH TUMOBI POOIEMH, 3 IKUMU CTUKAIOTHCS PO3POOHUKH ITi]T
4ac 3aCTOCYBAHHS IUX TEXHOJIOTIH.

4. Po3poOka pekoMeHIAILi:

o CdopmyBatu pekoMeHaIli Jyisi pO3pOOHUKIB ITPOBUX MPOEKTIB MO0
€()EeKTUBHOTO BUKOPUCTAHHS ICHYIOUUX 1HCTPYMEHTIB ONTUMI3AIli.

o Po3pobuTu mabioHu MpoIeciB onTUMi3allii JjIs IPOEKTIB Pi3HOTO
macmTaly 1 Tuny (AAA-NPOEKTH, 1HAI-ITPU, MOOLIIBHI ITPH).

5. Bizyaaizanis Ta iHTepnperanis pe3yJbTaTiB:

o Iligrorysartu 3BiTH Ta rpadiyHi MaTepiaiu, M0 AEMOHCTPYIOTh
pe3yJbTaTh TECTYBAHHS Ta aHANI3Yy.



o IlpencraBuTH KJIFOYOBI METPUKH Ta MOKA3HUKHU y BUTJISIIL Alarpam i
TAOJHIIH JIJIS1 3pYYHOTO TTOPIBHSIHHS.

HocnimxenHs ontumizaiii irposux 00'extiB y Unreal Engine 5 € akTyanbHuM yepe3
MOCTITHE MABUIIICHHS BUMOT JI0 SKOCTI Tpadiku Ta IPOyKTUBHOCTI irop.
Buxopuctannst BOy10BaHUX IHCTPYMEHTIB PYIIIisl 3HAYHO CHPOIILYE MPOIIEC
PO3po0OKH, ajie IXHE ePEKTUBHE 3aCTOCYBAHHS 3aJICKUTH BiJl PiBHSI 3HAHb
PO3pPOOHUKIB TIPO iXHI MOKITUBOCTI Ta OOMEXEHHs. BUBUCHHSI X aCIMeKTiB
CIIPUATUME MIABUILCHHIO €(PEKTUBHOCTI POOOTH PO3POOHUKIB Ta IKOCTI KIHIIEBOTO

IPOIYKTY.
OuikyBaHUMH pe3yjIbTaTaMHU MaricTepchkoi poOOTH €:

1. CucreMaTu30BaHMl OIS 1 MOPIBHAJIBHUMN aHAN13 IHCTPYMEHTIB ONTUMI3allii
irpoBux o0'ektiB y Unreal Engine 5.

2. ExcnepuMeHTalbHI JIaHi PO BIUIUB BUKOPUCTAHHS IIUX IHCTPYMEHTIB Ha
IPOYKTUBHICTb.

3. IlpakTuuHi peKoMeHaIlii o0 ONTUMAIHFHOTO BUKOPUCTAHHS TEXHOJIOT1H
onrTuMizari.

4. VY3arajbHEH1 BUACHOBKHU PO MEPCIIEKTHUBU PO3BUTKY THCTPYMEHTIB ONTUMI3aITii
y cepenonuii Unreal Engine 5.



MOIEJIOBAHHA CUCTEMUA

[Iporec MoieIOBaHHS € HEB1JI'€MHOIO CKJIaI0BOIO PO3POOKH Ta aHAJI3y CKJIaTHUX
IPOrpPaMHUX CUCTEM. Y KOHTEKCTI JJaHOI MaricTepchbkoi poOOTH MOIETIOBaHHS
CUCTEMH JI03BOJISIE€ CTPYKTYpPYBaTH 1H(YOPMAIIiIO PO ICHYI0U1 THCTPYMEHTH
ontumizaiii irpoBux 060'extiB B Unreal Engine 5, BU3HaYUTH KIIOYOBI KOMIIOHEHTH,
B3a€MO3B’SI3KM MK HUIMHU Ta aJITOPUTMH POOOTH.

MopentoBaHHs Ja€ 3MOTY CTBOPUTH (POpMaTi3oBaHy OCHOBY JIJIsL aHAJI3Y
(GYHKIIOHYBaHHS JOCIIKYBAHOTO MPOrPaMHOro 3a0e31eYeHHs], BUSBICHHS HOTO
CHJIBHUX 1 CJTAOKUX CTOPIH, a TAKOXK MOOY0BU peKOMEHAAIH 17151 €(heKTUBHOTO
BUKOPHUCTAHHS IHCTPYMEHTIB onTuMi3allii. BukopucTtanHs aiarpam 1 Mmojenei crpuse
HE JIUIIE PO3YMIHHIO BHYTPIIIHIX MPOLIECIB CUCTEMH, aJIe i IoNoMarae Bi3yaji3yBaTu
CKJIQJ[H1 TEXHIYHI aCMEeKTH, 1110 € BAKIJIMBUM JIJI1 KOMYHIKaIlil pe3yJIbTaTiB
JOCIIIKEHHS.

OcHoOBHa MeTa IILOTO PO3JILTY — MPEICTABUTH KOHIIETITYaIbHY Ta JOTIYHY MOJIENb
JOCITIIKYBaHOI CHCTEMH, SIKa JICMOHCTPY€E OCHOBHI KOMITOHEHTH, IPOIIECH Ta TXHIO
B3a€EMO/IIF0. 3aBJISKH [IbOMY Oy/Ie BU3HAYCHO KIIFOUOBI €JIEMEHTH CUCTEMU
onTUMi3allii iIrpoBUX 00'€KTIB Ta CIOCOOM X 3aCTOCYBaHHS B PI3HUX YMOBaX.

3aBAaHHS PO3LTY BKIIOYAIOTh:

1. BusHaueHHS CTPYKTypH JaHUX, IKi BUKOPUCTOBYIOTHCS IHCTPYMEHTAMHU
ontumMizaiii B Unreal Engine 5.

2. TlobynoBa miarpam, 1o BijoOpakar0Th MPOIIECH ONTUMI3ALlIT Ta 00poOKHU
JaHUX.

3. AHani3 KOMIOHEHTIB IPOrPaMHOro 3a0e3MeyeHHs Ta iX (PYHKI[IOHAIBHOTO
MIPU3HAYEHHS.

4. dopmanizalis MaIxX0/iB 10 aHATI3Y Ta OIIHKY €(PEKTUBHOCTI ONTUMI3aIlii.

2.1 Onmc Ta a”HaJi3 MEeTOA0JIOTIi CHCTEMHOT0 AHAJII3Y

CucteMHMI aHAII3 € KIIFOYOBHUM €TaIoM TIPH JTOCTIIPKEHHI CKJIATHAX TPOTPaMHHIX
cucteM. BiH n03Bossie popManizyBaTu OCHOBHI IPOLIECH, CTPYKTYPY JaHUX,
B3a€MO3B’A3KU MK KOMIIOHEHTAMH CUCTEMU Ta aJrOPUTMU iX B3aEMOIIl. Y
KOHTEKCTI I[i€] MaricTepchbkoi poOOTH CUCTEMHMI aHalI3 CIPSIMOBAaHUIN Ha BUBUCHHS
ICHYIOUMX METOJIOJIOTIH, K1 MOXKYTh OyTH 3aCTOCOBaHI JJIsl JJOCJIIKEHHS
IHCTpYMEHTIB ontuMizaiii irpoBux 00'exTiB B Unreal Engine 5.



OcCHOBHi MeT0/10J10Tii CHCTEMHOI'0 aHAJIi3y. Y CydacHI! MpaKTHIll
BUKOPHUCTOBYIOTHCS Pi3HI METOOJIOTIT CUCTEMHOTO aHali3y, KO’KHA 3 AKX Ma€ CBOi
nepeBar Ta HeJJOJIIKU. Y paMKax I1€i poOOTH po3rIsAal0ThCs HAUMOIMPEHIII
M1IX0JIH, K1 MOXYTh OYTH 3aCTOCOBaHI JJIsl JOCTIKEHHS IPOTPaMHOTO
3a0e3MeyeHHs.

1. Kitacu4HUi CUCTEMHHUHA aHAJI3;

o Ile#t miaxig 6a3yeThecs HA IITMOOKOMY JOCIIIKEHHI CUCTEMHU, 11
CTPYKTypH Ta pyHK1i. OCHOBHI €Tanu BKIIOYAIOTh:

- IlocTanoBKky 3amaui.
- 301p 1 aHaJI13 BUMOT.

- BusHauenHs QyHKIIOHATBHUX 1 HEQYHKIIOHATBHUX
XapaKTEPUCTHK CUCTEMHU.

- MogentoBaHHS MPOLIECIB 1 JaHUX.
o Ilepesarmu:
- JleranbpHUI OMMC KOMITOHEHTIB 1 ITPOIIECIB.

»  3aCTOCOBHICTH IS CKJIaJHUX CUCTEM 13 BEIMKOIO KUIBKICTIO
B3a€EMO3AJIEKHUX €JIEMEHTIB.

o Henomiku:
- YacoMmiCTKICTh 1 3HaUHa 3aJIEKHICTh BiJl 00CITY BXIAHUX JaHUX.
2. O0’exkTHO-0opicHTOBaHMH aHadi3 (OOA):

o Ile#t migxig copsMOBaHUI Ha BUSIBJIEHHS 00’ €KTIB, 1X BIACTUBOCTEH,
METO/IIB 1 B3aeMO3B’s13KiB. BukopucroBytotbes UML-miarpamu, Taki sik:

- Jliarpamu knaciB (Class Diagram) asis onucy 00’ €KTiB.

- Hiarpamu nmociigoBHOCTI (Sequence Diagram) anis BimoOpaskeHHS
B3aeMoI1i 00’ €KTIB.

o llepeBaru:

- 3pYYHICTh y MOJICTIOBaHHI CKJIQJIHUX CUCTEM 3 BUCOKUM
CTyTIEHEM JIeTasli3aIlli.

- MoxJuBIiCTh OaraTopa3zoBOTO BUKOPUCTAHHS CTBOPEHHUX
MOJIEJIEN.

o Henomxku:

- Moe OyTu CKJIaJIHUM JJIs peajiizallli y cucteMax i3 HeUiTKO
BU3HAYCHUMH MEKaMHU.



3. MeTo10J10Tisi CTPYKTYPHOI'0 aHAJI3y Ta MpoeKTyBaHHs (SAD):

o Ile#t miaxig BKiIroYae moOya0By aiarpaM notokiB ganux (Data Flow
Diagrams, DFD) st BU3HaueHHS repeiadl JaHUX MK MPOIecaMH 1
KOMITIOHEHTAMMU.

o OCHOBHUMM €TalaMH €:

- Anami3z QyHKIIN CUCTEMHU.

- BusHaueHHs MOTOKIB AaHUX 1 iX JKEpen.

- CTBOpEHHSI KOHTEKCTHUX Jllarpam Jjisi BU3SHAUCHHS] M€K CUCTEMH.
o llepeBaru:

- IlIpoctora y Bizyami3auii JaHUX 1 IPOLECIB.

- 3py4HICTH JUIs aHATI3Y BEJIUKHUX CUCTEM 13 OaraTbMa
3JIC)KHOCTSIMU.

o Henomiku:
- Moxe He BpaxoByBaTH 00’ €KTHO-OPIEHTOBAH1 ACIEKTH.
4. MetopoJiorii Agile:

o Y paMKax CHCTEMHOTO aHaJi3y 3aCTOCOBYIOThCS TaKi IMiIXOIH, SIK
ITepaTUBHUM 301p BUMOT 1 M0Oy0Ba Moeneil. OcoOIMBICTIO €
THYYKICTh 1 QIallTUBHICTH JI0 3MIH Y TIpolieci poOoTH.

o Ilepesaru:

- IlIBmaka aganTanisi 4O HOBUX BUMOT.

- ®DoKyc Ha pe3yabTaT 1 3py4YHICTb JUIsl pO3POOHHKIB.
o Henomiku:

- He 3apxau miaxoauTh s BEIUKUX MPOEKTIB 13 YITKO
BU3HAUYEHUMU I{IIIMU.

3acTocyBaHHsI MeTOA0JIOTiH 10 Aoc/ikeHHs iHcTpyMeHTiB Unreal Engine 5

VY pamkax 1iei pobotu 6ys10 oOpaHo KOMOIHAIIFO0 METOIOJIOTIH, sIKI HalKpaIie
BIJIMOBIAAIOTH cHEIUIIll JOCIIKYBAHOTO TPOTPAMHOI0 3a0€3MCUCHHS:

1. Anauni3 i3 Bukopucranasasm UML-aiarpam:

o JHiarpamu nocminoBHocTi (Sequence Diagram) OynyTh moOyaoBani 1jist
JE€MOHCTpallii B3a€MO1T MK IHCTPYMEHTaMU ONTHUMI3allii Ta
aHAJITHYHUMH MOJYJISIMU.



o Jiarpamu npeuenentiB (Use Case Diagram) nokaxyTb ciieHapii
BUKOPHUCTAHHA IHCTPYMEHTIB ONTHUMI3AIlil pO3pOOHUKAMHU.

JI1st AOCTIIPKEHHS IPOrpaMHOTo 3a0€3MeUeHHs ONTUMI3aIlli IrpOBUX 00’ €KTIB B
Unreal Engine 5 Haif0171b111 JOUITEHUM € BUKOPUCTAHHS 00’ €KTHO-OPIEHTOBAHOTO
ananizy Ta UML-niarpam, OCKUIBKH 111 METO/IM JI03BOJISIIOTH YITKO Bi3yalli3yBaTu
CTPYKTYpPY Ta B3a€EMOJI1I0 KOMIIOHEHTIB cucteMu. KoMOiHYBaHHS 3 METOI0JIOTI€I0
CTPYKTYPHOTO aHAITi3y JIa€ MOXKJIUBICTh TOCIIIUTH ITOTOKHU JAHUX 1 3B’ SI3KH MK
KOMITIOHEHTAMHU.

AHaJ1i3 METOI0JIOTiH CHCTEMHOTO aHajIi3y MoKa3aB, M0 IS JOCIHKESHHSI
IIPOrpaMHOI0 3a0e3MeUeHHs ONTHUMI3allli IrpOBUX 00'€KTIB HEOOX1THO
BUKOPHCTOBYBATH MOEIHAHHS 00’ €KTHO-OpiEHTOBaHMX MiaxoaiB, UML-aiarpam 1
CTPYKTYpHOro aHamizy. I{e 103BoauTh 3a0€3MeUnTH MOBHUM 1 BCEOTUHUI aHaIi3
iHcTpyMeHTiB Unreal Engine 5, BpaxoByrouu iXHi (pyHKIIii, HOTOKH JAHUX Ta CLIEHApIi
BUKOpHUCTaHHsA. OTprUMaHi MOJIEJl CTaHYTh OCHOBOIO JUIsI MIOJAJIBIIIOTO aHaJi3y Ta
y3araJIbHeHHS pe3yJIbTaTiB JIOCITII>KEHHS.

2.2 Bu3znauenus UML

CucteMHMII aHAJII3 € KIIFOYOBUM €TaroM MPH JTOCHTIIPKEHHI CKJIATHUX IPOrPaMHHUX
cucteM. Bin no3Bossie popmanizyBaTu OCHOBHI IPOIECH, CTPYKTYPY JaHUX,
B3a€MO3B’SI3KM MK KOMIIOHEHTAMH CUCTEMH Ta aJrOPUTMU iX B3aEMOIil. Y
KOHTEKCTI 111€1 MaricTepchKoi poOOTH CUCTEMHHI aHaIi3 CIPSIMOBAaHUYN HA BUBYEHHS
ICHYIOUHMX METOJIOJIOTIH, K1 MOXKYTh OYTH 3aCTOCOBaHI JIJIsl JOCIIIIPKCHHS
IHCTPYMEHTIB onTuMizanli irpoBux 00'ekTiB B Unreal Engine 5.

VY uboMy miIpo3/ail po3rsiAal0ThCs 3arajbHi MPUHIIMIN Ta METOAU MOJICIIFOBAHHS,
10 € aKTyaJIbHUMH JIJIs BUBYEHHS MPOTPAMHOTO 3a0€3IMEeUEHHSI, a TAKOX 1X 3HAYCHHS
y paMKax MaricTepchbKoi poOOTH.

3HaYeHHS MO/IEJIIOBAHHS B CHCTEMHOMY aHaJIi31

MopentoBaHHSI BUCTYIIAE SIK IHCTPYMEHT (popMartizailii CHCTEeMHHUX MPOIIECIB 1
cTpyKTyp. loro OCHOBHUMH LIJISIMH €:

1. Po3ymMiHHS cHCTEMM:

o Mogaeni 103BOJSI0Th CTPYKTYPYBaTH 1H(OPMAITiO PO CUCTEMY,
3pOOUTH ii OUTBII 3pO3YMIJIOIO JIJIS aHAITI3Y.

o Hanpuknan, y koutekcti Unreal Engine 5 MmonentoBanHs goromarae
3pO3YMITH, SIK MpaItorTh TexHoorii Nanite, Lumen i1 LOD.

2. BusiBjieHHs1 Ipo0JieM:



o 3aBIsSKHU MOJICIIOBAHHIO MOKHA 3HANTH "By3bKl MicIls" y poOOTI
CUCTEMH, TaKi K Hee(D)eKTHBHI MOTOKH JIaHUX YU HEpaIllOHAJIbHE
BUKOPHCTAHHS PECYPCIB.

3. KomyHikanuis:

o BizyanpHi MOJeN MONETHIYIOTH KOMYHIKAIIO MK YYaCHUKaMH
MIPOEKTY, OCKITLKA BOHH HA0YHO MPEACTABIISIIOTH CKJIAHI TEXHIUHI
aCTICKTH.

4. Bepudikamisi Ta TECTYBAHHS:

o MopentoBaHHS J03BOJISIE MIEPEBIPUTU KOPEKTHICTH pOOOTH CUCTEMH I11€
10 i BIPOBAKEHHSI YU JOCIIJKEHHS.

OcHOBHI BHIHM MoaeJei

Mopeni MoxkHa Ki1acu(piKyBaTH 3a IXHIM NPU3HAYEHHSIM 1 TUIIOM MPEACTaBICHHS. Y
paMKax I11€i MaricTepcbkoi poOOTH Oy TyTh BUKOPUCTAHI TaKi BUAH MOJEIICH:

1. ®dynkuioHaJabHi MOAeJIi:

o Mogeni, K1 ONMUCYIOTh PYHKIIIT CHCTEMH Ta TXHIO B3aEMO/IIIO.
[Ipuknagom € giarpamu notokiB ganux (Data Flow Diagram, DFD), siki
MIOKa3YI0Th, K JIaH1 MEPEMIIIYIOTbCS MI>K KOMITOHEHTAMH.

2. CTpyKTypHi MoaeJIi:

o BoHU 30cepeKy0ThCs Ha OMTMClI KOMIIOHEHTIB CUCTEMU Ta iXHIX
3B’s13KiB. Jlo Takux Mojene Haexarth aiarpamu kiaciB (Class
Diagram), siki MOKa3ylOTh BIACTUBOCTI T4 METOIH 00'EKTIB.

3. ImHaMivHi MoaeJi:

o i Mozeni onucyoTh MOBEAIHKY CUCTEMH B Yaci, HAPUKIIA/, AlarpaMu
nociigoBHOCTI (Sequence Diagram), siki I€MOHCTPYIOTb, IK 00'€KTH
B3aEMOJIIIOTH MiJ] YaC BUKOHAHHS MIPOIIECIB.

4. O0’€KTHO-OPiEHTOBaHI MOJI€eIi:

o BUKOPHCTOBYIOTHCS 1T MOACIIOBAHHS CKIIATHUX CHCTEM, JIe 00’ €KTU
B3aemMo1iF0Th Mik co6oro. UML (Unified Modeling Language) €
CTaHAAPTOM JIUII CTBOPEHHS TaKUX MOJICTICH.

ITinxoam 10 MoaeTIIOBAHHSA

MopentoBaHHSI MOKe OyTH peasi3oBaHe 3a JIOMOMOTOI0 PI3HUX MIAXOIB, SKi
BUOUPAIOTHCSA 3aJICKHO BiJT IIJIEH JOCIIPKCHHS:

1. TeopernuHe MOJETIOBAHHA:



o IpyHTy€ThCS Ha aHaIli3i TEOPETUUHMX ACIIEKTIB POOOTH CHCTEMH.
Hanpukmnan, BUBYEHHS aJTOpPUTMIB, K1 peani3yloTh ONTUMI3ALIIO B
Nanite un Lumen.

2. EMnipuyHe MOJIeJTIOBAHHS

o BUKOPHCTOBYETHCS IJIsI MOJICTIOBAHHS HA OCHOBI 310paHuX MaHux. Y Iii
pOOOTI BOHO 3aCTOCOBYETHCS JIJISl aHAIII3Y JAHUX MPO MPOTYKTUBHICTH
cuctemu (FPS, obcsr mam’siT1).

3. Kom0OinoBane MoaeIIOBAHHSA:

o Iloeanye TeopeTHYHUH 1 EMITIPUYHHN ITiIX0IH, IO J03BOJISIE
CTBOPIOBATH O1JIBII TOYHI MOJIEJI CHCTEMH.

Bukopucranusa UML nj1s1 Moae1r0BaHHA

Unified Modeling Language (UML) € oqHuM 13 HAUMOMIKUPEHINIUX CTaHIAPTIB JJIs
MOJICITFOBAHHS MTPOTPaAaMHUX CHCTEM. BiH IPOIMTOHY€ MIMPOKHIA CIIEKTP Jiarpam s
dbopmaizamii pi3HUX aCIEeKTIB CUCTEMU:

1. diarpamm kiaaciB (Class Diagram):

o BUKOPHCTOBYIOTBCS JI1 ONUCY OCHOBHUX KOMIIOHEHTIB, SIK1 3aJTy4€H1

710 TIPOIIeCY OMTUMI3alli1, HAPUKIIA, KJIacH i poOoTH 3 Nanite un
LOD.

2. Hiarpamu nocJigoBHocTi (Sequence Diagram):

o BigoOGpaxkaroTs TOPAIOK B3aEMO/IIT Mi>K KOMIIOHEHTaMHU TI1]] 4ac
BUKOHAHHSI 3aBJIlaHb OMTUMI3allii.

3. HMiarpamu npenenentiB (Use Case Diagram):

o J103BONSIOTH BU3HAYKTH CIICHAPIi BHKOPHUCTAHHS MPOTPAMHOTO
3a0e3ne4eHHs], HAPUKJIIAJl, OITUMI3allif0 TEOMETPIl Ui TeKCTYP.

4. Jliarpamu kommnoHeHTiB (Component Diagram):

o OMNHCYIOTH CTPYKTYpPY IPOTrPaAMHOTO 3a0€3eUeHHS, BKIIFOYAI0YH
B32€EMO3B 3K MK PI3HUMH MOJYJISIMH.

VY pamkax 1i€i Maricrepcbkoi poOOTH MOJICIFOBAaHHS J03BOJIUTH:

1. BusiBUTH BCl KOMIIOHEHTH MPOrPaMHOI0 3a0e3MeUYeHHs, 3aIy4YeH1 0
OonTUMI3AIlll IrpOBUX 00'€KTIB.

2. BizyamizyBaTu npoliiecH, MoB’si3aHi 3 BAKOPUCTAHHIM 1HCTpyMeHTIB Nanite,
Lumen Ta iammx cuctem Unreal Engine 5.

3. IligroryBatu OCHOBY JjIsl aHAJI3y €(PEKTUBHOCTI ICHYIOUMX PIIIEHb 1
(GopMyITIOBaHHS PEKOMEHIALIIMN.



MosenroBaHHS € BOXKJIMBUM €TaroM JJIsl JOCIIIPKEHHS CKIaIHUX CUCTEM, TaKHX SIK
nporpaMHe 3a0e3MedeHHs sl ONTUMI3allli iIrpoBux 00'ekTiB. Bukopucranus
CTPYKTYPHUX, (PYHKI[IOHAJIbHUX Ta IUHAMIYHUX MojeneH, 30kpema UML-paiarpam,
103BoJIsIE popMatizyBaTu Ta rimoiie 3po3yMiti poboty iHcTpyMenTiB Unreal Engine
5, 1110 cTaHe OCHOBOIO /ISl OJIAJIBIIIOTO aHAJI3Y Ta PO3POOKH peKOMEHIAIIH v 1iif
MaricTepchbKid poOoTi.

2.2.1 Buznauennsas UML

UML (Unified Modeling Language, yHidikoBaHa MOBa MOJICIIOBAHHS ) — II€
CTaHapT MOBH TpaiyHOTO MOJETIOBAHHS, IKUI ITUPOKO BUKOPUCTOBYETHCS IS
dbopmarnizariii, Bi3yasizailii Ta TOKYMEHTYBaHHS apXITEKTypH MPOTrPaMHOro
3a0e3neuenHs. UML OyB cTBopeHHit 17151 00’ € IHAHHS PI3HUX IMIIXO/1B 10
MOJIEIIFOBAHHS TPOTPaMHUX CHCTEM 1 CTaB OJHUM 13 HAUIIOUIMPEHIIINX 1HCTPYMEHTIB
CUCTEMHOTI'O aHaJIi3y.

UML Hazae MOKIMBICTh CTBOPIOBATH MOJIEIII, SIKI OMUCYIOTh CTPYKTYPY, IOBEIHKY
Ta B3a€MO/JI1I0 KOMIIOHEHTIB MporpamMHoro 3abesneyeHHs. Lle oco6imBo akTyaabHO y
KOHTEKCTI IOCHIIPKEHHS IHCTPYMEHTIB OoNTUMI3alii irpoBux 00’ekTiB B Unreal
Engine 5, ne UML no3Bosisie hopmanizyBaTH MpoIECH Ta OLIHUTH €(PEKTUBHICTh
ICHYIOUMX PIIIEHb.

OcHoBHi acnexktu UML
UML oxoruttoe Tpu OCHOBHI THITU MOJIETIEH:

1. CTpykTypHi Moaei — B1JI00pakatoTh CTATUYHY CTPYKTYPY CUCTEMHU, TaKl K
KJIaCH, KOMIIOHEHTH, 00’ €KTH Ta iXHI 3B’ I3KHU.

2. JImnamMiuyHi MoaeJi — ONUCYIOTh NOBEAIHKY CUCTEMH B Yaci, BKIIOYAIOUU
HOCIIOBHOCTI B3a€MO/IIT MIXK €JIEeMEHTaMH.

3. Mogaeai peanizauii — JeMOHCTPYIOTh (DI3UUHY CTPYKTYPY CUCTEMH,
HAIPUKIIAJ, pO3rOPTaHHS KOMIIOHEHTIB.

Hiarpamu UML, siki BUKOPUCTOBYIOThCSI B po0OTi

Ha ocHoBi 1abopaTopHUX JOCHTIKEHB Ta IXHOT OITMCOBOT YaCTUHU, OYJIO BUJIICHO
kirouoBi giarpamu UML, siki 3aCTOCOBYIOTBCS JJIS1 MOJICTFOBAHHS MPOTPAMHOTO
3a0e3IeUYCHHS:

1. diarpama kaaciB (Class Diagram):

o BigoOpaxae cTpyKkTypy 00’ €KTIB CHCTEMH, iXH1 BIACTUBOCTI, METOJIN Ta
3B’SI3KH MK HUMU.

o ¥ xonrekcti Unreal Engine 5 1s niarpama BUKOPUCTOBYETHCS JISI
dbopmaizailii Takux eIeMeHTIB, K IHCTpyMeHTH onTumi3zaiii (Nanite,



Lumen), ixHi HaJlalITyBaHHs Ta 3B’ SI3KH 13 30BHIIIHIMU CUCTEMaMU
(cxoBUIIIaMU JaHUX).

2. Jliarpama mociaigoBHocTi (Sequence Diagram):

o JleMOHCTpye mOpsIAOK BUKOHAHHS JII Ta B3a€EMO/I10 00 €KTIB ITi]T Yac
BUKOHAHHS KOHKPETHOTO CIICHAPIIO.

o Hampukian, BoHa MOXe MoKa3yBaTH npoiiec B3aeMo/ii Mixk LOD-
cuctemoro 1 Nanite i 4ac onTuMizallii reoMerTpii.

3. Hiarpama norokiB nanux (Data Flow Diagram, DFD):

o BigoOpaxkae nepeaady JaHUX Mi>K KOMITOHCHTAMH CUCTEMU Ta IXHIO
00poOKYy.

o g miarpama momomarae 3p0o3yMiTH, SIK aHATITUYHI JaH1 (HallpUKIa,
FPS, Buxkopucrtanus nam’sti) nepenatorbes Big Unreal Engine go
CXOBHUIII IaHUX JIJIs aHAIII3Y.

4. Hiarpama npeueneHris (Use Case Diagram):

o Bu3Hayae 0CHOBHI ClIeHapii B3aEMO/Iii KOpHCTyBada (po3poOHUKA) 3
IHCTPYMEHTaMH IMPOTPAMHOTO 3a0€3TICUCHHSI.

o Hampukian, Taki cieHapii MOXYTh BKIIIOUATH HaJIAIITYBaHHS
napameTpiB ONTUMI3aLli a00 Meperiisi pe3yIbTaTiB aHali3y
IPOTYKTUBHOCTI.

Hpuauunu Bukopucranua UML y po0ori

UML giarpamu, CTBOpEHi y paMKax JJabOpaTOPHUX JOCIIIKEHb, 3a0€3MeUyIOTh:

o ®opmadgizauiro npoueciB onrtumizanii: UML no3Bossie CTpyKTypyBaTu
iH(dopmarrito rpo BuKopuctanus Nanite, Lumen Ta 1HIINX IHCTPYMEHTIB.

o Bisyanizaniio norokiB nanux: BuznaueHHs 3B’s13KiB MK KOMIIOHEHTaMHU
JI0TIOMArae 3po3yMiTH, K 1H(OpMAIIisi pyXaeThCsl B CUCTEMI.

e AmnHaui3 3ayexnocreii: UML giarpamu 103BOJSIIOTH BUSIBUTH MOKJIMBI "BY3bKi
Micis" y B3a€MO/IiT KOMIIOHEHTIB.

Busnauennss UML sk yHiBepcalibHOTO IHCTPYMEHTY JAJIsi MOJIETIOBAHHS CUCTEM
JI03BOJISIE CTBOPIOBATU TOYHI Ta 3p0O3YM1JII MOJIEII, SIKI CTAFOTh OCHOBOIO JIJIsl aHAJII3Y
Ta BIIOCKOHAJICHHS CUCTeMH. Y KOHTeKCcTi podotn UML miarpamu HaJiaroTh
MO>KJIMBICTh JI€TAJILHO JTOCHIAUTH CTPYKTYPY Ta MPOIECH MPOrPaMHOIO
3abe3rneueHHs 11 onTtumizarlii irpopux 00'ektiB B Unreal Engine 5, mo cnpusitume
(dbopMyTIOBaHHIO PEKOMEHAAIIIH JIs HOTO €(heKTUBHOTO BUKOPUCTAHHS.



2.2.2 O0'eKTHO-Opi€cHTOBAHE IPOEKTYBAHHS

0O06’exTHO-0pieHTOBaHEe npoekTyBaHHs (OOII) € HEBI'€MHOIO YACTUHOIO CYy4acHOTO
PO3pO0JICHHS POrpaMHOTO 3abe3medeHHs . BoHO cripsMOBaHe Ha MOJICITIOBAHHS
CHUCTEeMH SIK HA0Opy 00’ €KTIB, SIK1 B3aEMOJIIFOTh OJUH 3 OJHUM. Y KOHTEKCTI
MaricTepchbKoi poOOTH, KA MPUCBSIYCHA aHAITI3Y MMPOTPAMHOTO 3a0€3MEeUCHHS IS
ontuMmi3aiii irpoBux 00'ekTiB B Unreal Engine 5, 00’ €KTHO-0pi€HTOBaHUIN TTiIX1T
103BOJIsIE pOopMaIizyBaTH CTPYKTYPY Ta MOBEIIHKY KOMIIOHCHTIB CUCTEMH, TAKUX SIK
Nanite, Lumen, LOD-cuctemu Ta iHmii.

OOII 6a3yeThCst HA KUTbKOX (DYyHAAMEHTAIBHUX MPUHIUIIAX:

1. Inkancyasimis:

o

3ocepeKye BIaCTUBOCTI (aTpUOyTH) Ta MOBEIIHKY (METOJIU) B MeXax
0JIHOTO 00'€KTa, 110 3a0e3Ieuy€e 3aXUCT JaHUX Bl 30BHIITHHOTO
BTpyYaHHS.

Hampukinaz, 06’ext "GameObject" B Unreal Engine 5 moxxe matu
aTpuOyTH, TaK1 K KUJIBKICTh IOJITOHIB, PO3MIP TEKCTYpH, Ta METOJIH,
1110 BIAMOBIIAIOTH 3a 1X OITHUMI3ALIIO.

2. HacaigyBaHHA:

o

o

J103BoJIsIE CTBOPIOBATH HOB1 KJIaCH Ha OCHOBI ICHYIOUUX, YCIAAKOBYIOUH
iXH1 aTpOyTH Ta METOIH.

V¥ cucremax ontumizanii Unreal Engine 1ie 103BoJIsiE CTBOPIOBATH
nigkiracy, Hanpukian, "StaticMeshObject" mist ctaTiaHUX 00'€KTIB 1
"DynamicMeshObject" mist nuHaMivyHUX.

3. Ioaimopgizm:

o

3abe3neuye MOKIMBICTh BAKOPUCTOBYBATH OJWH 1 TOW caMUid
iHTepdeic 1y 00'€KTIB PI3HUX THIIIB.

Hampuknazn, meton "Optimize()" Moxe OyTH peasii3oBaHUIN MO-PI3HOMY
JUTSL TEKCTYP, MojieTieit ab0 OCBITIICHHS.

4. AOcTpakiiisi:

o

Buainse kito4oBi XapakTEpUCTUKU 00'€KTIB 1 IPUXOBYE IPYTOPsIIHI
meTantl.

VY Bunaaxky onTuMizaiiii, e Moxxe OyTH MpeaACTaBICHO sIK Habip 6a30BUX
iHTepdeiiciB 1 pizaux BuaiB ontumizaiiid (LOD, culling, TekctypHa
KOMITpECis).

Buxopucranuss UML 1151 00’ €KTHO-0OPiEHTOBAHOI0 NPOEKTYBAHHS



B pamkax naboparopHux poOiT 3 oprasizaiiii cxoBuil gaHux 0yiao ctBopeno UML-
aiarpam, skl BiAMOBIIal0Th MPUHIIUIIAM 00’ €KTHO-OPIEHTOBAHOTO MPOEKTYBAHHSI.
OCHOBH1 KOMITOHEHTH ITUX JllarpaM:

1. diarpama kaacis (Class Diagram):
o Jlo3BoJsge onucat 00’ €KTH CHCTEMH Ta IXHI B3a€EMO3B’ SI3KH.

o Hamnpukian, o6'extu "GameObject", "OptimizationMethod", "FileAsset"
OMUCYIOTHCS TaKUMU aTpudyTamu, sik ComplexityLevel,
OptimizationDate, Memorylmprovement.

2. Jliarpama o00’ekTiB (Object Diagram):
o BigoOpakae KOHKPETHI €K3eMIUIAPHU KJIACiB HA NIEBHUM MOMEHT 4acy.

o Y cucreMi onTUMI3allii IIe MOXKYTh OYTH KOHKPETHI IrpoBi 00’ €KTH
(mepcoHaxi, TEKCTypH), 10 IKUX 3aCTOCOBAHO METOM ONTUMI3AIlIi.

3. Jliarpama nocJjizoBHocTi (Sequence Diagram):
o BigoOpaxae nmopsimok B3aeMoii Mik 00’ €KTaMHU.

o Hampukian, nopsiIok BUKJIMKIB METOAIB ONTHUMI3allil JJIsI MOKPAIeHHS
FPS 1 3MmeHIienasa mam'sri.

4. Jliarpama komnoHeHTiB (Component Diagram):

o Omnucye Qp13u4Hy peanizaiiio KOMIIOHEHTIB CUCTEMH, TAKUX SIK CXOBHIIIE
naHux, anamtuydi moaym (OLAP-kyOu) Ta inctpymentu Unreal
Engine.

Peagizanis OOII y koHTEeKCTI MaricrepcbKoi podoTH
Ha ocHoBi 1abopaTopHuX poOIT peaii3oBaHi Takl KOHIIEITH:
1. MopesiroBaHHs1 irpoBHUX 00'€KTIB:

o O0'extn "GameObject" marots aTpuOyTun ComplexityLevel,
TextureFormat, OptimizationMethods, a Takox MeTou, 1110
BIJINTOBIIal0TH 3a onTuMizaiiro (Hanpukiana, ApplyLOD,
CompressTexture).

2. lepapxis kjaaciB onTumizamii:

o CtBopeHo 6a3oBuii kiac "OptimizationMethod" 13 migkmacamu st
pizanx MetoxaiB onrumisaiii (LOD, culling, mesh simplification).

3. InTerpamis 3i CXOBUIIIAMHU JAHUX:

o Jani npo ontumizanii (FPS no/miciisi, BUKOpHUCTaHHS TTaM'sT1)
30epiraloThcs y CXOBHIII JaHUX, SIKE pealli30BaHO uepe3 TaOuii
OptimizationFact, ObjectDim, TimeDim.



2.3 Jliarpama npeneaeHTiB

Hiarpama mpenieaenTiB (Use Case Diagram) € KIFOYOBHUM THCTPYMEHTOM Y
CHCTEMHOMY aHaJli31, SKUH JO03BOJISIE ONMCATH B3a€EMO/IIF0 KOPUCTYBaviB (aKTOPIB) 13
CHUCTEMOIO Yepe3 BU3HAUCHHS CIICHAPI1iB BUKOPUCTAHHS. Y paMKax MariCTepchKoi
poOOTH, MPUCBIYCHOT JOCIIHKEHHIO MPOTPAMHOTO 3a0€3MEUCHHS 1711 OMTUMI3aIlii
irpoBux o0'ektiB B Unreal Engine 5, niarpama npenie/ieHTiB 3a6e3meuye
(opMaizalito OCHOBHUX MPOIIECIB, IO BiTOYBAIOTHCS MK PO3POOHUKAMH,
IHCTPYMEHTAMHM OINTUMI3allli Ta IHITMMU KOMIIOHEHTaMHU CUCTEMHU.

OCHOBHI TOHATTHA

1. IlpeueaeHT — KOHKpPETHUH CLEHAPiil B3a€EMOJI1T KOPUCTYyBaya 13 CHCTEMOIO,
AKUM BianoBiaae neBHid ¢pynkuii. Hanpuknan, "Onrtumizanis Tekctyp" ado
"VrpapiiHHS piBHAMU JAeTajizarii'".

2. AKTOpu — cy0'eKTH, SIKI B3a€MOJIIIOTH 13 CUCTEMOI0. Y JaHOMY BHUIIAJIKY 1€
MOXYTb OyTH:

o Po3podonuk irop (Game Developer): BUKOprCTOBY€ IHCTPYMEHTH
onTHUMI3alii JIs HAIAIITYBaHHS MapaMeTpiB 1 MABUILICHHS
MPOTYKTUBHOCTI.

o AnamiHicrpatop cucremu (System Administrator): HaamToBye
1H(DpacTpyKTypy, 3a0e3nedye MOHITOPUHT MPOAYKTUBHOCTI.

o I'padiunmii nu3aitnep (Graphic Designer): ontumMi3ye TeKCTypu AJis
3MEHIIEHHs HABAHTAKCHHS HA CUCTEMY.

o AnajgiTuk npoayktuBHOCTI (Performance Analyst): o1liHtoe BIIMB
ONTHUMI3allii Ha IPOTyKTUBHICTb.

Jiarpama 300pakeHa HHKYE:



MNporpamue 3afesneveHHA onTUMIsaLil
irpoeux o&'extie 8 Unreal Engine 5

OnTumisayis mogenei )
AHanis NpogyKTHEHOCTI
Ynpagnisss LOD
AHaniz npoayKTHBHOCTI

BusHaueHHA «BY3bKMX MiCUb®

AMANITHE NPOZYKTUEHOCTI

HanawTyBanHA peHIepHHTY

YNpaenitHa TeKcTypamm
ABTOM3TW30EaHe TECTYEAHHA

MOHITOPUHT NPOAYKTUEHOCTI

MpadiMHMi Ansantep

AZMIHICTDATOP CHCTEMM

Jiarpama npeneaeHTiB

Jiarpama npeneaeHTIB A JOCTIKYBAHOTO IPOrPaMHOT0 3a0e3MeueHHs BKII0YaEe
Takl OCHOBHI B3a€MO/II:

1. Po3pooHuk irop (Game Developer):

o OnTumi3zanis Moaesel: BUKOHaHHS TeXHIYHOT onTtrMizarii 3D-
Mozelel (CIpoIIeHHs CITKH, HanamTyBaHHs LOD).

o Ynpajinusa LOD: nanamryBaHHs piBHIB AeTali3arlii Ais
3a0e3nedeHHs 0anaHcy MiXK MPOAYKTUBHICTIO Ta SIKICTIO.

o BuzHaueHHs ""By3bKMX Miclb': aHATI3 ITPOBUX CIIEH JJIs BUSIBICHHS
KOMIIOHEHTIB, 110 TOTPEeOYIOTh ONTUMI3AIl].

o HanamrTyBaHHSl peHIePHUHTY: ONITUMI3AIlisl TApaMETPIB PEHICPUHTY.
2. I'padiunmii nu3aitnep (Graphic Designer):

o YnpaBJ/iiHHSl TEKCTYPaAMM: CTBOPEHHSI TEKCTYp 13 BUCOKUM PiBHEM
CTUCHEHHSI, 110 3MEHIITYE BUKOPUCTAHHS TTaM'ATi 0€3 3HAaYHHUX BTPAT y
SIKOCTI.

3. AaminicTparop cucremu (System Administrator):

o ABTOMATH30BaHe TeCTYBAHHS: HAJAITYBAHHS CUCTEMH JIJIS
aBTOMAaTH3alll1 IEPEBIPOK MPOAYKTHBHOCTI.



o MOHITOPUHT NPOAYKTHUBHOCTI: 3a0e3ne4YeHHs CTa0UIbHOI poOOTH
IHCTPYMEHTIB Ta B1JICTE€KEHHSI OCHOBHUX METPUK, TakuXx sik FPS.

4. AnajgiTuxk npoayktuBHocTi (Performance Analyst):

o AHaJIi3 NPOAYKTUBHOCTI: OIlIHKA BILUIUBY ONTHUMI3alliil Ha
MPOAYKTUBHICTH IFPOBUX CIICH.

o 3BiTyBaHHSI: CTBOPEHHS 3BITIB 1 IpaiKiB JJIsl aHATI3y €(PEKTUBHOCTI.
Onuc 0CHOBHHUX CLEHapiiB
1. OnTumizauniss MoaeJieii:

o Po3pobnuK irop BukopuctoBye (pyHkirionan Nanite /1ist aBTOMaTUYHOTO
cripoiieHHst Mmojeneil. Cucrema mpoBOIUTh aHAI3 1 3aCTOCOBYE
ONTUMI3AII0, 30epirarouy BUX1/IHI Ta ONTHUMI30BaH1 Bepcii.

2. Ynpasainaa LOD:

o KopuctyBau HanamrToBye piBHI AeTani3ailii uepe3 nanenab Unreal Engine
5. 3asie’kHO BiJ BIZICTaH1 10 KaMepu 00'€KT TMHAMIYHO 3MIHIOE PIBEHb
MIOJIITOHIB.

3. AHaJi3 NpOAYKTHBHOCTI:

o AHaNITUK NPOAYKTUBHOCTI 3a Aonomororo Unreal Insights ananizye FPS
710 1 TICIIsE ONTUMI3aIli1, CTBOPIOE Tpadiku ISt OIIHKK €(hEeKTUBHOCTI.

Jliarpama mpeneeHTIB € BaXJIMBUM 1HCTPYMEHTOM i popmMaltizaliii B3aeMo il
KOPHUCTYBaUiB 13 TPOrpaMHUM 3a0e3MeueHHsAM. Y KOHTEKCT1 Marictepcbkoi poboTu
BOHA JIONIOMArae CTpyKTYpyBaTh OCHOBHI CIIeHapii BAKOPUCTAHHS THCTPYMEHTIB
ontumi3zaii B Unreal Engine 5, BU3HAYUTH poJTi KOPUCTYBAYIB Ta 3B'SI3KU MK
KOMITOHEHTaMU cucteMu. L{e CTBOproe OCHOBY 1Sl TOAANIBLIOTO MOJIETIOBAHHS Ta
aHaji3y poOOTH CUCTEMHU.

2.4 ApxiTeKkTypa NporpamMHoro 3ade3nevyeHHst

Tomosoris cucteMu € BaXJIMBUM aCleKTOM y MOJICTIOBAHHI Ta aHaJi31 MPOTPaMHOTO
3a0e3neueHHs. BoHa BU3HAUa€ CTPYKTYPY KOMIIOHEHTIB, iXHE pO3TallyBaHHS,
3B’SI3KM MK HIMH Ta B3a€MOJIII0. Y KOHTEKCTI JOCIIHKEHHS TPOTPaMHOTO
3a0e3neveHHs A1 onTuMizaiii irpoBux 00'extiB B Unreal Engine 5, Tonosnoris
CHUCTEMH OIKCYE KIIFOYOBI €JIEMEHTH, TaKl SIK CXOBUIIE JaHUX, aHATITUYHI
THCTPYMEHTH, IHCTPYMEHTH ONTHUMI3allli, Ta IXHi1i B3aeM03B’s130K. L{e no3Bosse
3pO3yMITH, SIK P13HI YACTUHU CUCTEMH CIIBIPALIOIOTH IS IOCATHEHHS! BUCOKOT
MPOTYKTUBHOCTI IFPOBHUX 00'€KTIB.
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Cx08MUIE JaHuX

OCHOBHI KOMIIOHEHTH TOIOJIOTII
CucrteMa CKJIaIa€ThCs 3 TAKUX OCHOBHUX BY3JIIB:
1. Kaienrcbka cropoHa (Po3poonuk irop):

o Moayab Unreal Engine 5: 3a0e3neuye OCHOBHE CEpEIOBHIIEC JIJIs
PO3pPOOKHU IrPOBUX CIIEH.

o Moayab onTuMi3anii: MICTUTh IHCTpYMEHTH, Taki sk Nanite, Lumen,
LOD, ana ontuMizaiiii Mojienel, TEKCTYp 1 pEHACPUHTY.

o Moayas npodimoBanns: Hanpukiaj, Unreal Insights,
BUKOPUCTOBYETHCS JJIs1 aHAJI3y IPOIYKTUBHOCTI, 30kpema FPS i
BUKOPUCTAHHS TaM’SITI.

2. CepsepHa iHppacTpyKTypa:
o CepBep KOHTPOJIIO BepcCiid:

- Cucrema Git, sika 103BOJISIE BIACTEKYBATH 3MIHU B IFPOBHUX
00'eKTax Ta KepyBaTH IXHIMU BEPCISIMHU.

o CepBep MOHITOPHHTY:

- Bianosinae 3a 30ip JaHUX PO NPOJYKTUBHICTh CUCTEMH, TAKHX
gk FPS, vac peHiepuHry, BAKOPUCTaHHS M1aM’SITl.

3. CxoBuIlE JaHUX:

o ba3a 1aHMX cX0BHIIA: MICTUTH 1H(GOPMAIIiIO PO ITPOBI 00’ EKTH,
METO/Y ONTUMI3AIlli, pe3ybTaTU MPOAYKTUBHOCTI IO 1 MICJIS
oInTUMI3alli.



o OLAP-ky0H: BUKOPUCTOBYIOTBCS JJIsI 0AaraTOBHMIPHOTO aHAJIi3y JaHUX,
3okpema BumipiB FPSBefore, FPSAfter, MemoryUsageBefore,
MemoryUsageA fter.

4. THCTPYMEHTH aHAJITHKH:

o SQL Server Analysis Services (SSAS): 3a6e3neuye CTBOpEHHS
aHanmitTnyHuX 3BiTiB 1 OLAP-ky6iB 11 ananizy eeKTHBHOCTI
ONTUMI3AIIHA.

o SQL Server Integration Services (SSIS): BUKOpHUCTOBY€TbCS IS
1HTerpali JaHux 13 JPKepeJl y CXOBHIIIE.

1. By3oua: Kiient (Po3pooHuxk irop):
o OcHoBHE cepenoBuiiie po3podku npeacrapieno Unreal Engine 5.

o IHctpymentu Nanite Ta Lumen 3a6e3neuyroTs onTuMizaiito 3D-
MOJIEJIEN Ta OCBITJICHHS.

o Unreal Insights 3aiiicHIo€ 301p METPUK NPOAYKTUBHOCTI.
2. By3oua: CepBep KOHTPOJIIO BepCiii:

o Bukopucranns Git 7o03BoJIsIE BiICTeKYBaTH Bepcii (aiisiiB, 3SMIHIOBATH
napameTpH ONTUMI3Allll Ta CAHXPOHI3YBaTH iX MK UJ€HaMU KOMaH/IH.

3. By3ou: CxoBuile JaHUX:
o Crpykrypa 0a3u 1aHUX BKIIFOYA€E TAOJINLIL:
- ObjectDim — indopmariist mpo iIrpoBi 00'€KTH.
- OptimizationDim — meToau onTumizariii.

- OptimizationFact — pe3ynbTaT ONTUMI3AIlHN, TaKl K
nokparieHast FPS Tta 3MeHIeHHs: BAKOPUCTaHHS T1aM’SITi.

o Jlani 3anoBHI0t0THCS uepes npouecu ETL y cepenosumi SSIS.
4. By3oua: CepBep aHAJIITUKH:

o SSAS BuxopucroByetbes miist ctBopeHHss OLAP-ky0iB, siKi 103BOJISIOTH
aHaii3yBaTu €(heKTUBHICTh ONTUMI3AI Y OaraTOBUMIPHOMY KOHTEKCTI.

o AHamiTH4HI 3BITH GopMyIOThCs uepe3 SSRS /uist OliHKY TOCATHEHHS
KIIFOUOBUX MOKa3HUKIB eekTuBHOCTI (KPI).

3B 3K Mi’K KOMIIOHEHTAMHU

1. KmienT < CxoBHIIEe HJaHUX:



o Kuientcbka cropona uepes npouecu ETL (SSIS) nepenae mani npo
ONTHMI3AIIIIO0 10 cXoBuIIa. L{e BKItoyae Taki mapameTpu, sik piBeHb
netama3anii, FPS mo/micna, obcar mam’sti.

2. CxoBuIme maHux < CepBep aHAJiTHKH:

o CxoBwule gaHux Hagae BXiaH1 gaH1 11 mooynosu OLAP-ky6iB. Kyou
aHaJI13yI0Th 1H(pOpMAIlit0 32 YaCOM, TUIIOM 00’ €KTa Ta METOA0M
oITUMI3alii.

3. CepBep aHaniTuku < KiieHT:

o PesynpTatu aHanizy nepeaaroTbCs Hazaa 0 KIIl€HTa y BUTIISAAL 3BITIB. L1
3BITH JIO3BOJITIOTh PO3POOHUKAM OLIIHUTH €(DEKTUBHICTh BUKOHAHHUX
ONTUMI3AIH.

Bizyanizauis TomoJiorii

TomoJiorist cucTeMu NpeICcTaBiIeHa y BUTIISIAL MOJIEI, 10 BKIIFOYA€E TaKl OCHOBHI
KOMIIOHEHTH:

e Kiientceke cepenopuiie Unreal Engine 5 13 miAKIIOUEHHSIM J0 CXOBHUIIA
TaHUX.

o CepBep MOHITOPUHTY JJIs1 300py aHATITUYHUX JTAHUX.
o CxoBulne maHuXx, sike 3a0e3neuye 30epiranus i aHami3 iHdopmarri.

o Cepsep ananituku, 1o creoptoe OLAP-kyOu Ta 3BiTH.

Tomosoris cucteMu BU3HAYA€ CTPYKTYPY KOMITOHEHTIB, IXHIO B3aEMO/IIIO Ta MIOTOKU
JAHUX MDK HUMH. Y KOHTEKCTI JOCIIJKEHHS IPOrpaMHOro 3a0€3MeUeHHS ISl
ontumi3zaii irpoBux 00'ekTiB y Unreal Engine 5, Taka Tomnonorist J03BOJIsIE
3a0e3neunT ePEeKTUBHY B3aEMO/III0O MK IHCTPYMEHTAMHU ONTHMI3allii, CXOBUIIIAMHU
JaHUX Ta IHCTPYMEHTaMU aHAMITHKH. Lle CTBOPIOE OCHOBY JIJIsl TTOTAJTBIIIOTO aHATI3Y
e(eKTUBHOCTI ONTUMI3aIliX 1 HGOPMYBaHHS PEKOMEHAIIIH JIJIsl IXHHOTO
BIIOCKOHAJICHHSI.



PO3POBKA CUCTEMH

Po3pobka cuctemu € KIHOYOBUM €TAIoM, SIKHii 00'€THY€ pe3yabTaTh CUCTEMHOTO
aHaJli3y Ta MOJIEIIOBAHHS JIJIsl CTBOPEHHSI IOBHOIIIHHOTO (DYHKI[IOHAIBHOTO PIIIICHHS.
VY pamkax maricrepcbkoi poOOTH 1l pO3LT 30CEPEIKYEThCS Ha AeTali3allii
CTPYKTYPH JKEPEN JaHUX, MPOIIECIiB ONTUMI3aIli] iIrpOBUX 00’ €KTIB, MEXaHI3MIB
00poOku 1HpOpMaIlii, a TAKOXK aHaIII31 IHCTPYMEHTApIIO, 110 3aCTOCOBYETHCS IS
peaiizaliii MmocTaBJICHUX 3aBJIaHb.

Oco06nmBy yBary npuijieHo BUBYCHHIO cydacHux TexHosoriid Unreal Engine 5, ski
BUKOPHUCTOBYIOThCS A1l ontumizallii 3D-00'exTiB 1 penaepunry. I{e Bkiatouae B cede
Taki IHCTpyMeHTH, gk Nanite, Lumen, Level of Detail (LOD), a Takox MeXxaHi3Mu
TEKCTYPHOI KOMIpecii i yrmpaBIiHHS TOTOKaMH JaHuX. KpiM TOro, po3 i OXOTUTIOE
MPOLIECH IHTETpaIlll JAHUX 31 CXOBUILAMU Ta aHaNi3y IXHbOI'O BIUIMBY Ha
POYKTUBHICT.

Leli po3ain cipsIMOBaHUM Ha:

1. Onuc cTpykTypu Jxepen iHhopmarlii, 110 BUKOPUCTOBYIOTHCS IS
MPOBEJICHHSI ONTUMI3alll1l, BKIFOYAIOUX ONEepaTHUBHI 0a3u JJAHUX 1 CXOBUIIA
TTAHUX.

2. Posrisn 3araqbHUX KOHIICHIIIHA 1 MPUHIMIIB onTuMi3alii y cepempopuiii Unreal
Engine 5.

3. Amnamii3 iHCTpyYMEHTapito, TOCTYITHOTO JUIS peani3allii 3aBI1aHb ONTHUMI3aIli.

4. ®opmyBaHHs 0a3u AJig OLIHKUA €(PEKTUBHOCTI ONTUMI3aIlii HA OCHOBI
AHAITUYHUX JTaHUX.

VY 1uboMy po3/iii PO3TIISIAt0ThCS TaKi MiAPO3ILIN:

1. Crpykrypa pxepesia indpopMmauii 115l IPOBeIeHHS ONTUMI3aIII IrPOBUX
00'eKTiB:

o Bxmouae onmc oneparuBHOI 0a3M TaHUX, CXOBHUIIA JaHUX Ta
MEXaH13MiB BUJTy4YCHHS i 00poOKu 1HDOopMaIii.

2. 3araJjbHi NOHATTH TexHoJ10Til onTumisauii B Unreal Engine 5:

o Po3kpuBarOThCs 0COOIMBOCTI OCHOBHUX TEXHOJIOT1H, Takux sk Nanite,
Lumen, LOD, i TekcTypHa KOMIIpecis.

3. Orasja iHCTpyMeHTAapilo AJ4 peaJjtizanii 3aB1aHb ONTUMI3aMNii:

o AHam3yIThCs MPOrpaMHi 3aCO0M Ta MOAYIII, III0 BUKOPUCTOBYIOTHCS
JUISL OITUMI3AIlli IrpOBUX 00’ €KTIB.



4. JMaui 1 aHaJi3y:

o HaBoauTbcs CTPyKTypa Ta XapakTEepUCTHUKA JaHUX, SKi
BUKOPUCTOBYIOTHCS JUISI OLIIHKHU pe3yJIbTaTiB onTUMI3allii, Takux sik FPS,
nam’sITh 1 MPOTyKTUBHICTH CUCTEMH.

Po3znain "Po3pobka cucteMu" € BayKIMBUM ISl POPMYBAHHSI LILTICHOTO YSIBJICHHS TIPO
MoOYZIOBY CUCTEMH, ii CTPYKTYpy Ta KOMIOHEHTH. BiH Haae neTami3oBaHui OMHC
TEXHOJIOT1H 1 METO/IIB, SIKI BUKOPHUCTOBYIOTHCS JJIsl ONTUMI3aIlli IrpoBUX 00'€KTIB, a
TaKOX IHCTPYMEHTIB IS iXHBOT pearizarii. Pe3ynpratn, npeacTaBieHi y IboMy
O3/, 3aKIaal0Th OCHOBY JIJISl TPOBEICHHS aHATITUYHUX JTOCIIKEeHb, OLIHKA
e(eKTUBHOCTI onTUMIi3aIlli Ta popMyBaHHS peKOMEHIAIlIHN /ISl pO3pOOHHUKIB 1rop.

3.1 Ctpykrypa 0a3u nanux aias peanizauii OLAP-anamisy

Jlxepena iHGoOpMaIlii 1711 IPOBEICHHS ONTUMI3aIlii IrPOBUX 00'€KTIB € BOKJIMBUMU
CKJIaJIOBUMH CUCTEMH, OCKIJIbKM BOHH 3a0€31eUyIOTh JIaH1, HEOOX1H1 JJIs aHaJi3Yy,
OI[IHKU Ta 3aCTOCYBaHHS METOJIB ONTHUMI3allii. ¥ 1[bOMY MiIPO3LTL OMUCYETHCS
CTPYKTypa OIepaTUBHOI 0a3u JaHUX, CXOBHINA JAHUX Ta MEXaHI3MHU BUITYUEHHS,
00poOkw 1 mepenadi iHdopmailii. BusHaueHHs Ta CTPYKTYpyBaHHS JDKEpeET TaHUX €
OCHOBOIO JIJISl peasti3allii ONTUMI3aliIMHUX MPOLIECIB 1 IXHBOI IHTErpallil y cepe0BHILE
Unreal Engine 5.

3.1.1 CTpykTypa onepaTuBHoOi 0a3u JaHUX

OptimizationLogs (=
Developers
+ID_Log
+|D_Optimization ID Develo;
+ per
+TimeStamp - S T +Usemame
| +Details Optimizations +FirstName
+LastName
+ID_Optimization +Email
+|D_Object
+|D_Developer
+ID_Method
+OptimizationDate
9 +Performancelmprovement
+FPSBefore
- +FPSafter
[ Method +MemoryUsageBefore
+MemoryUsageAfter
+ID_Method
+name

GameObjects

+ID_Object
+Name

+Type
+ComplexityLevel
+DateCreated

AssetFiles

+ID_File
+|D_Object
+FilePath
+FileSize
+Format




OrnepatuBHa 06a3a JaHUX CIAYTye IEPBUHHUM JDKEPESIOM 1H(pOopMaIlii mpo irposi
00’€KTH, TXHI XapaKTepUCTUKH, METOIU ONTUMI3allii Ta pe3ynpTaTi. Ha ocHOBI
J1a00paTOPHUX POOIT Ta JOCITIKEHB, CTPYKTypa 0a3u JaHUX BKIIOYAE TaKl OCHOBHI
TaOJINI:

1. ObjectDim — Tabnuisg BUMIpPIB iIrpOBUX 00'€KTIB:
o ObjectID: yHikansHuil 11eHTH(IKATOP 00'€KTA.
o Name: Ha3Ba 00'ekTa.
o Type: Tun o0'ekTa (HampUKIaI, IEPCOHAXK, TEKCTypa, OYIiBIIA).
o ComplexityLevel: piBeas ckiagHoCTi 00'€KTa.
2. OptimizationDim — Ta0auisg METO/1IB ONTUMI3AIlIi:
o OptimizationID: yHikanpHUH 1A€HTU(PIKATOP METOLY ONTHUMI3aLlli.

o Method: na3za metony ontumizanii (LOD, Nanite, TekcTypHa
KOMIIPECIs TOIIIO).

3. TimeDim — Ta6nuiist BUMIPIB Yacy:

o TimelD: yHikansHu#t i1eHTU(IKATOP YaCy.

o Year, Month, Day, Hour: yacoBi mapametpu.
4. OptimizationFact — Tabnuus gaxTiB onTUMIZAILi:

o TimelD, ObjectID, OptimizationID: mocunanHs Ha BiAIOBIIHI
Ta0JIUIl BUMIPIB.

o FPSImprovement: nokpamienus FPS micis ontumizartii.
o Memorylmprovement: 3HWKEHHS 00CATY BUKOPUCTAHOI IaM'sITi.

OmneparuBHa 6a3a naHuX 3a0e3mneuye MBUAKUN TOCTYIT A0 TOTOUYHUX JAHUX IS
MIPOBEJICHHS aHAJI3y Ta YXBaJICHHS PIlLICHb.

3.1.2 3aranbHi NOHATTH 32 HANPSAMKOM ONTUMI3awil

OnTuMizanis irpoBux 00'eKTiB ependayae 3aCTOCYBAHHS CyYaCHUX TEXHOJIOTIHN 1Jist
MOKPAIIeHHS MPOAYKTUBHOCTI TpH. J0O OCHOBHMX HAmpsIMKIB ONTHUMI3allli HaJekKaTh:

1. 3MeHIIEHHS CKIAAHOCTI reoMeTpii:
o Cnpomenns citku 3D-moneneit (mesh simplification).
o Ympasninus piBHaMHu netamnizamii (LOD).

2. OnTumizamis TEKCTYP:

o Kowmrpecis TeKCTyp AJis 3HUKEHHSI 00CATY T1aM sITi.



o Bukopucranus ¢popmaris, mo niarpuMyrothes Unreal Engine
(mampukiian, DDS, TGA).

3. YnpapJ/iiHHS pecypcaMH OCBIiTJICHHS:

o BI/IKOpI/ICTaHHH CTaTUYHOT'O OCBITJICHHS 3aMICTh I[HHaMiIIHOFO JJIA
CTaTU4YHHUX CILCH.

4. Onrumizanisi peHIepHUHIY:
o Bukmouenns HeBunuMux o0’€KTiB 31 crieHu (culling).

o 3actocyBaHHA €()EKTHUBHHUX aJITOPUTMIB IICHIEPIB.

3.1.3 CTpyKTypa cX0BHIIA JAHUX

ObjectDim
@ ObjectiD

Name

Type
ComplexityLevel

|

g

OptimizationFact
TimelD
Objectid FileDim
e | CptimizationD ¥ FilelD
lont! ——
| FilelD = Format

FPSImprovement

g TimelD

Year

Day

Hour

Memorylmprovement

]

J

OptimizationDim
7 OptimizationlD

Method

Bba3a nanux

CXOBHIIE TaHUX BUKOHYE POJIb IHTETPAIIHHOTO IIEHTPY, 0 HAaKOIMU4ye, 30epirae Ta
arperye iH(GoOpMaIlito 3 OepaTUBHUX JHKEPEN IS aHATITHIHUX 1Ti1eil. CTpyKTypa
CXOBHIIIA BKJTFOYAE:

1. ®@akruuni Tadauui (Fact Tables):

o OptimizationFact: 30epirae arperoBasi Jiati mpo pe3yibTaTH
OTITHMI3aIlii.

2. Ta6auui BumipiB (Dimension Tables):

o ObjectDim, OptimizationDim, TimeDim, FileDim: onucyroTs 06'exTH,
METOAM ONTUMI3AIli, 9ac i (aitim.

3. OLAP-kyonu:



o BHKOPUCTOBYIOTBCS AJis OaraTOBUMIPHOTO aHaIli3y JaHHUX, BKIFOYAH0UN
BHUMIpH 3a 4acoM, 00'€KTaMH, METOJaMH ONTUMI3allii Ta Pe3yIbTaTaMH.

3.1.4 MexaHi3M BUJIYy4eHHsI, 00pOOKH i mepeaavi 1aHuX

B PeaynsTamsl B Coofiwerun
TimelD ObjectlD OptimizationlD  FilelD FPSimprovement  Memoryimprovement

1 {20 s 1 3 307 55737
2 s | 3 1 2 607 26650
3 13 1 2 1 251 9243
4 17 4 2 2 217 78.83
5 2 4 2 2 572 559.58
[ 10 2 3 1 13.01 96.57
7 12 5 3 3 1501 43512
8 19 1 3 3 2077 27718
9 15 5 4 3 579 45383
w2 4 - 3 2028 653.93
1 17 5 - 3 338 31465
12 15 2 5 1 1356 974 52

B Pesynerem Bl Coobiuerms BB Pesynstamet Bl Coofiwernn

EJi)ptirmzammD_ Method ObjectiD  Name Type ComplextyLevel
L _i LoD 1 1 T Objectl Character 2
2 Batching 2 2777 Obect2 Prop 1
3|3 Cullng 3 (3 Objectd Character 1
4 4 Mesh Simplification 4 4 Objectd Character 3
5 5 Texture Compression 5 5 Object5 Weapon 5

BB Pesynstatel ¥ Coobuwerms
TimelD  Year Month Day Hour

1 12020 9 1 s

2 2 7709 12 1 2

T 2019 9 g8 16

4 4 2018 1 25 19

5 5 219 9 2 1w
BY Peoynstem! | G Coofuteist | g g M8 1 6 2

. Foll) | Format 7 |7 021 1N 0 0

141 e 3 8 2018 2 n o1
2 2 lga 9 3 020 7 27 21
3 3 fo 0 1 2020 3 7

=

JlaHi AKI BUKOPUCTOBYEMO ISl TOCTIiIKECHHS

Jlist 06po6ku nanux BukopuctoByeThesi ETL-nponec (Extract, Transform, Load), mo
peanizyerbes uepe3 SQL Server Integration Services (SSIS):

1. BuTirHeHHl JaHHUX:

o JlaHl BUTATYIOTBCS 3 ONEpaTUBHOI 0a3u JaHUX, BKIIOYAIOYH TapaMeTpu
FPS, mam’a1h, 00'€eKTH ¥ METOIM ONITHMI3AIlli.

2. Tpancdopmanis:

o 3acCTOCYBaHHS aJITOPUTMIB OOPOOKH JAHWX JJIsl TIIATOTOBKH X 70
30epiranHs y cxosuili. Hanpukman:

- Pospaxynok FPS no i micnsg ontumizariii.

- Arperaiisi TaHUX IS 3MEHIIICHHSI IXHBOTO 00CHTY.

3. 3aBaHTAKEHHA:

o JlaHi 3aBaHTaXYIOThCS 10 CXOBUIIA JaHUX, 320€3ME€UyI0UN MOKIIUBICTh
noganboro anamsy uyepe3 OLAP-kyOwu.



3.2 Buxkopucranusa OLAP TexHoJiorii

OLAP (Online Analytical Processing) € KI1F0O40BOIO TEXHOJIOTIEIO IS
0araTOBUMIPHOI'O aHAJII3y JaHUX, SIKa JO03BOJIAE€ ePEKTUBHO OOPOOIISATH BEIUKI
oOcsru iHopmariii. ¥ KoHTeKCTi ontuMizaiii irpoBux 06’ektiB B Unreal Engine 5,
OLAP 3a6e3neuye OaraToBUMIpHHII aHaJ3 TOKA3HUKIB MPOAYKTUBHOCTI, TAKHX SIK
FPS Ta BUKOpHCTaHHS MTaM'sITi, 3 METOIO MMOKPAIIIEHHS irPOBOTO MPOIIECY.

OLAP TexHoJorii 3a0€31e4y0oTh:
e IlIBunkuit OCTYM 10 arperoBaHMX JaHUX y OAraTOBUMIpHOMY MPOCTOPI.

e AmHami3z e)eKTUBHOCTI METO/IB onTumisailii, Takux ik LOD, Mesh
Simplification, Texture Compression.

o BusBneHHs 3anexHoOCTEN MK MapaMeTpaM NPOAYKTUBHOCTI Ta
BJIACTUBOCTSIMU ITPOBUX 00’ €KTIB (THII, CKJIAIHICTh, (hopMarT).

Omnuc crpykrypu OLAP-kyOy

8 OptimizationFact
TimelD
ObjectID wo ObjectID
=0 OptimzationID < OptimizationID > Name
Method FileID Type
FPSImprovement Complexitylevel

MemoryImprove...

OLAP ky0
Cucrema 6a3yeThCsl Ha JaHUX 13 CXOBUINA, 1110 MICTSTh TaKl TaOJIMIIL:
1. TimeDim: MicTuTh 4acoB1 BUMIPH, TakKi sIK PiK, MICsllb, ICHb, TOANHA.
2. ObjectDim: Indopmairist mpo irpoBi 00'ekTH (Ha3Ba, TUII, PIBEHb CKJIATHOCTI).

3. OptimizationDim: Mictute nani mpo meroau ontumizarii (LOD, Texture
Compression TOIII0).



4. FileDim: 36epirae indopmariiro mpo ¢opmar ¢aiis, MOB’s13aHUX 3 00'€KTaMHU.

5. OptimizationFact: ®akTuuHi qaH1, K1 BKIOYAOTh TOKa3HUKH
IPOIYKTUBHOCTI, Taki Ak FPS Improvement Ta Memory Improvement.

[e#t OLAP-ky0 n03B0osIsIE MPOBOAUTH aHAJI3 3a PI3HUMHU BUMipaMU, TAKUMH SIK 4ac,
TUTI 00’ €KTY, METOT onTUMi3aIlii abo dhopmar daitry.

IHooynoBa OLAP-kyOy
1. BusHayeHHs1 Ta0JuUb BUMIPIB i pakTiB:

o Tabmums ¢paktiB OptimizationFact iHTerpye naHi 3 IHIINX TaOIUIIb,
takux sk TimeDim, ObjectDim, OptimizationDim, i1 FileDim.

o Ilons FPSImprovement 1 Memorylmprovement ciiyrytoTh KIFOYOBUMHU
NOKa3HUKAMU JJIs1 aHAI3Yy.

2. ®dopMyBaHHA 0AraTOBUMipHOI MOJEJIi:

o Bumipu: gac (pik, micslib, I€Hb), 00'€KTH (TUII, PIBEHb CKJIAJIHOCT1),
METOIX OIITUMI3aIl].

o Metpuxu: [Ipupict FPS, 3MeHIlIeHHS] BUKOPUCTAHHS TTaM'sITi.
3. IIpoBeaeHHs aHAJI3Y:

o Amnani3z npupocty FPS st pi3HUX METO/IB ONTUMI3AIliT 32 PI3HUMH
TUMaMu 00'€KTIB (HAPUKIIAJ, IEPCOHAXI, pEKBI3UT, 30p0s).

o OmuiHka BBy ontumiszaiii Tekctypuux gopmaris (PNG, FBX) na
MPOyKTUBHICTb.

BukopucTtaHHs JaHUX

VY xomi nocaiKeHHs Oy BUSBIICH] KIIFOYOB1 3aJICKHOCTI:

e Meton LOD Haii0imbI1 €peKTUBHUMN IJIs1 CTATUYHUX 00'€KTIB 13 HU3bKUM
PIBHEM CKJIaJIHOCTI.

e TexkcTypHa KOMIpECis MoKa3ajia 3HaYHe 3MCHIIICHHS BUKOPUCTAHHS T1aM’ SITi
st popmatiB PNG.

e Mesh Simplification 3a6e3neunB makcumanbuuii npupict FPS nis 06’ ekTiB 13
BHCOKHUM PIBHEM CKJIQJHOCTI.

3.3 BukopucTaHHs AJrOPUTMIB JJIM Kjiacuikamii 1aHux

JlaHi 3aTIOBHIOIOTHCS B JIBa €TAIIU: HA MEPIIOMY 3allOBHIOIOTHCS TaOIUIll BUMIpIB, HA
npyromy — tabnuns gaktiB. CriBCTaBICHHS JaHUX 3 OMEPATHBHOTO JKepena 1
CXOBUIIEM JITaHUX.
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Puc 4. 3anoBHeHHs QakTiB

Jlnis 3anmoBHeHHS Ta0uii GakTiB Oy0 CTBOPEHO 3alHUT HA BUTATHEHHSA JaHHX 1
arperyBaHHs 3 onepaTuBHOro cxosuia [/{uB. Jlogatok A]

byno Buznaueno nactynui KPI: KPI complexityLevell 2023 — noka3znuk
onTHUMI3allii MaMm’gTi Mo BCIM 00’ €KTaM MEPIIOro piBHA CKIIATHOCTI B CEPETHHOMY 32
2023 pik. kpi_ FPS PlayerCharacter 2023 — moka3uuk ¢rc mo 06’ exkty
PlayerCharacter 3a 2023

X Kmouesoil NnoxkasaTens ahOeKTHBHOCTI

Mma:
kpi_FPS_PlayerCharacter_2023

CefA3aHHan rpynna Mep:

<Bce> e

A BolpaKeHue 3HaYeHuR

([Measures].[FPS Improvement],[Time Dim].[Year].&[2023], [Object Dim].[Name].&
[PlayerCharacter])/([Measures].[Yucno Optimization Fact],[Time Dim].[Year].&
[2023], [Object Dim].[Name].&[PlayerCharacter])

@ MNpobBaeMel HE HARAEHEL Crp:4  Cume: 1 Mpoéensl CRLF

2 Lenesoe suipaxenne

1@

@ Mpofinemsl He HaRgeHs.

A Cocrosnue
MpH3HaK COCTORHMA:

BoipaXeHne coCToRHMA:

CASE

WHEN KPIVALUE("kpi_FPS_PlayerCharacter_2023") < KPIGOAL
("kpi_FPS_PlayerCharacter_2023") THEN -1

WHEN KPIVALUE("kpi_FPS_PlayerCharacter_2023") > KPIGOAL
("kpi_FPS_PlayerCharacter_2023") THEN 1

ELSE ©

END

@ Mpobnemel He HalgeHel. Crp: 9 Cwme



2 Tpern i}
MNpusHak TpeHaa:

Boipaxerve TpeHaa:

CASE

WHEN ([Measures].[FPS Improvement],[Time Dim].[Year].&[2023], [Object Dim].
[Name].&[PlayerCharacter])/([Measures].[Yucno Optimization Fact],[Time Dim].
[Year].&[2023], [Object Dim].[Name].&[PlayerCharacter]) > ([Measures].[FPS
Improvement],[Time Dim].[Year].&[2022], [Object Dim].[Name].&
[PlayerCharacter])/([Measures].[Yncno Optimization Fact],[Time Dim].[Year].&
[2022], [Object Dim].[Name].&[PlayerCharacter]) THEN -1

WHEN ([Measures].[FPS Improvement],[Time Dim].[Year].&[2023], [Object Dim].
[Name].&[PlayerCharacter])/([Measures].[4Yucno Optimization Fact],[Time Dim].
[Year].&[2023], [Object Dim].[Name].&[PlayerCharacter]) < ([Measures].[FPS
Improvement], [Time Dim].[Year].&[2022], [Object Dim].[Name].&
[PlayerCharacter])/([Measures].[Yucno Optimization Fact],[Time Dim].[Year].&
[2022], [Object Dim].[Name].&[PlayerCharacter]) THEN 1

END

J—
OToBpasnT b CTPYRTYRY 3navenne Uens CocToRMme Tpeun Bec
=¥ 151_complewtyLevell 2023 I+ 500 Q 4
&F i FPS_PlayerCharactsr_2023 1.2 10 & ,l,

3 BuzHaueHux KPI BuaHO 1110 piBeHb ONTUMI3AIlT 00’ €KTIB MEPIIOTO PiBHS
ckJ1aiHOCTI 3a 2023 pik B cepeIHbOMY He JocsT CBOET 11111 B 500Mr0, cTaH nmoraHuu,
[TopiBHSHO 3 MONEPEIHIM POKOM CIOCTEPIra€eThCs 3HMKEHHS PIBHS ONTUMI3aLil. 3
npyroro nokaszauka KPI BuaHo mo ontumizaiis ¢rc 11t 3aganoro 00’exra 3a 2023
PIK JTocsTIIa CBOET i1, CTaH JOOpUi. AJjie MOPIBHAHO 3 MONEPEIHIM POKOM (IIC
ripiie ONTUMi30BYBaJIOCh.

3.4 Bukopucranus aaropurmy 1-Rule qist oninky edeKTUBHOCTI MeTOAIB
onTuMi3auii

Anroputm 1-Rule (a6o One Rule) € omqauM 13 HampoCTIIUX METOAIB Kiacudikartii,
KU BUKOPUCTOBYETHCS IJIsi CTBOPEHHS JIETKO 3pO3YMUTHX 1 €PEeKTUBHUX MPaBUIL.
AnTropuTM reHepye kinacudikailiitHie mpaBuiio, 3aCHOBaHE Ha OJIHINA 3MIHHIH, 1110
3a0e3neyye Horo MpoCTOTY Ta MIBUAKICTh Y BUKOHAHHI. [/1es anropuTMy MoJiArae y
BUOOPI Ti€i 3MIHHOI, SIKa MIHIMI3Y€ KiJIbKICTh MOMUJIOK KJIacHDiKaIlii.

Ipuunnu nonyasipuocti anropurmy 1-Rule

1. IlixxoauTh AJI51 MONEPETHBOT0 AHAJII3Y TaHUX:
1-Rule yacTo BUKOPUCTOBYETHCS 1JIS IIBUAKOT OI[IHKH BIJIUBY OKPEMHX
3MIHHUX Ha pe3ynbTat. Lle monomarae 3po3yMiTH CTPYKTYPY JaHUX TP
3aCTOCYBaHHAM OLIbII CKIQJHUX aITOPUTMIB.

2. MiniMaJIbHI BUMOTH 10 PeCYPCiB:
ANTopuTM HE OTpeOy€e 3HAUHUX OOUYHMCITIOBAIBHUX PECYpPCiB, 110 pOOUTH HOTO
17IeaTbHUM JIJ11 BUKOPUCTAHHS Ha OOMEXEHHX TIaTGopMax.

3. I'nyuKicThb:
HesBaskatouu Ha cBOro mpocToTy, 1-Rule Moxe 3acTocoByBaTHCh y 0aratbox



chepax, 30kpema B 3a/1auax ONTUMI3allli, aHal13y TEKCTIB 1 HABITh Y MEAUYHUX
JIOCITIHKEHHAX.

4. IIBuaka aganramisi 10 3MiH y JaHUX:
AJNTOPUTM JIETKO OHOBITIOETHCS TIPH JI0IaBaHHI HOBUX JAHUX, IO POOUTH HOTO
3pYYHUM JIJIS 3a/1a4 13 JUHAMIYHO 3MiHIOBAaHUMH HAaOOpaMH JTaHUX.

Yomy anropurm 1-Rule 3pyunnii 1/ oninku eeKTUBHOCTI MeTO/IiB
onTumizanii?

Jnia 3ama4 onTUMi3allii irpoBUX 00’ €KTIB, 7€ MOTPIOHO OIIHUTH €(DEKTHUBHICTH
metoniB (Hanpukian, LOD, Texture Compression, Culling), 1-Rule mae kinbpka
BaKIMBHX TIEPEBAr:

1. JlerkicTb y BAKOPHCTAHHI: AJITOPUTM J03BOJISIE MIBUKO BUSHAUYMUTH, SIKUH 13
METO/IIB ONTHUMI3aIll HaUOUIbIIIE BIUTMBAE HA KIIFOUYOB1 MOKA3HUKHA
IPOYKTUBHOCTI, Taki Ak FPS uu mam’siTh.

2. ®okyc Ha oaHii 3MiHHIN: L{e 103BOJIs€ 130/1F0BaTH BILUTMB KOKHOTO METOY Ta
3pO3YMITH, SIKHH 13 HUX € HaWOLIbII e()EKTHUBHUM.

3. IIpocrora inTepnperauii: Pe3ynbTatul y BUTJISAI1 OJJHOTO MPaBUIIa JIETKO
MOSICHUTH, 1110 3PYYHO JJIsi TPUIHATTS PIIICHb Y MPOIIEC PO3POOKH.

Le#i po3ain npucBIYEHUN BUKOPUCTAHHIO alroput™My 1-Rule nis knacudikanii

e eKTUBHOCTI pi3HUX MeToiB onTuMizaiii B Unreal Engine 5. Anroputm 1-Rule €
IPOCTHM, ajie e(peKTUBHUM METOJ0M Kiacudikarlii, SKuil 103BOJISE BUILIATH OCHOBHI
3aJIEKHOCTI MK MOKa3HUKaMU NPOAYKTUBHOCTI (Hanpukia, npupict FPS) ta
BUKOPHCTOBYBAaHUMH METOJaMHU ONTHUMI3allii. AHaII3 MPOBOAUBCS Ha OCHOBI JTaHUX,
OTPUMAHHUX 13 TaONUI (PAKTIB y CXOBHIIII IAHUX, /1€ KIIFOUOBUMH 3MIHHUMHU OYyJIU TUII
00'ekTa, METO ONITUMI3AIIIT Ta cepenHe mokpamiennas FPS.

I'pagixn

1. MOBIpPHiICTH BUCOKOT0 Ta HU3bKOT0 MoKpamenus FPS nis pisHux tunis
00'€eKTIB:

o OO'extu Tumy Prop marots 60% HMOBIPHICTH HaJIEKATH JIO KJIACy
"High" (Bucoke nokpamienus FPS), a 40% — no knacy "Low".

o Jnsa nepconaxip (Character) nepeBaxkae kiac "Low" 13 HIMOBIpHICTIO
60%.

o Jms iHmMX TUMiB 00'€KTIB KMOBIPHOCTI PO3MOIIISIOTHCS PIBHOMIPHO
(50/50).



2. IMOBIipHiCTh BUCOKOI0 Ta HU3bKOI0 nNokpaimeHus FPS s pizHux
MeTOAIB ONTUMI3allii:

o Meroa LOD mae 66% itmoBipHICTh OyTH KiacudikoBanum sk "High"
(Bucoke nokpanieHus FPS).

o Jlms metomy Batching mepeBaxae xiac "Low" i3 iiMoBipHICTIO 66%.
o Iumi meTonu nokasanu 30anancoBani pesynbratu (50/50).

Bizyanizanis nanux

Ha ocHOBI pe3ynbTaTiB Oyi0 CTBOPEHO J1Ba Tpadiku:

Class Probability by Object Type

Weapon

Prop

Character

I'padik 1: Posnoain iimoBipHocTeit kiaciB "High" 1 "Low" nyst pizaux tumis
00'eKTIB.

oy Class Probability by Optimization Method

Class Probability (%)
w = 4]
=] S =)

N
o
T

=
=]
T

o

Optimization Method

I'padik 2: Po3nonin iiMoBipHOCTEH 111 METO/IIB oNTUMI3alii, BKiatodaroun LOD Ta
Batching.



AHani3 3a nonomoroto anroputmy 1-Rule nokazas:

1. Meton LOD € HaiieeKTUBHIIIMM JIJIsi OTPUMaHHS BUCOKOTO npupocty FPS,
0co0JuBO 151 00'€KTIB THITY Prop.

2. MGTOI[I/I Batching Ta 1HI11 BUABHMIIMCSA MEHII €¢(DEKTUBHUMU, YaCTIIIIe HaJIC)Kaun
2
A0 KJ1acCy "Low".

3. HesBaxarouu Ha OTpUMaHi pe3ysbTaTH, anroput™ 1-Rule He 3Mir BUALIUTH
3HaYH1 3aJI€KHOCTI Yepe3 BUCOKUI PIBEHb MOMUJIKU B KJIacH(ikallii.

IMopanabiie 3acTOCYyBAHHA

i pe3ynbTaTil 103BOJSIOTH MIHOIIIE 3p03yMITH €(hEeKTHUBHICTh METO/I1B ONTUMI3allli B
PI3HUX KOHTEKCTaX. Y MOJAJBIINX JOCIIIKEHHSIX JOIIJIbHO BUKOPUCTATH O1IBII
CKJIQJ[H1 aIrOpUTMH KiIacu(ikaiii (HalpuKkiaj, 1epeBa pileHb abo HEHpOHHI
Mepex1) sl TOKpaIeHHs TOYHOCTI TPOrHO3i1B. Lle momomMoske BUSHAYUTH OLTBII
TOYHI1 3aJIE’)KHOCTI Ta peKOMEHAAIli /I BUKOPUCTAHHS METO/IIB ONTUMI3AIli y
BEJIMKUX ITPOBUX IIPOEKTAX.

3.5 Bukopucranus aaropurmy Naive Bayes nis kinacudikanii metoais
onTuMi3auii

Anroputm Naive Bayes € onHUM 13 HAUNOMYJISPHIIKMX Ta €()EKTUBHUX METO/IIB
Knacudikanii B MalMHHOMY HaBuaHHi. Moro ocHoBoo € Teopema Baiieca, sxa
JI03BOJISIE OOYMCITIOBATH MMOBIPHICTH HAJIEKHOCTI 00’ €KTa JI0 TIEBHOTO KJIacy Ha
OCHOBI oro xapaktepucTuk. OcobnuBicTio Naive Bayes € npunyiieHHs po
HE3aJICKHICTh 3MIHHUX, [0 3HAYHO CIIPOIIYE OOUUCIEHHS Ta POOUTH aIrOPUTM
IIBUJKHUM 1 3pYYHUM Y BUKOPHUCTAHHI.

IlepeBaru anropurmy Naive Bayes

1. IBUAKICTHL 00YHUCTIECHHA:
3aBAsKU MPUNYIICHHIO PO HE3aleXKHICTh 3MiHHNX, Naive Bayes mpairtoe
3HAYHO MIBUAILE 3a CKJIAJHIII adropuTMu kinacudikaii. Le poduts ioro
0COOJIMBO KOPUCHUM JJIs1 pOOOTH 3 BEIMKUMU HabOpaMu JaHUX.

2. IIpocrora y peaJii3zaiii:
AJNTOPUTM JIETKO peali3yBaTH 3a JOTIOMOTOI0 CTaHIAPTHUX MaTEeMAaTHUHUX
dopmyir. Moro MoxHa 3acTocoByBaTH Oe3 IMGOKUX 3HAHB Y raly3i
MaITMHHOTO HaBYaHHS, 110 POOUTH HOTO MOIYJISIPHUM CepeJl TOYaTKIBIIIB.

3. Hu3bKi BUMOI'H 10 pecypciB:
Ha BigmiHy BiJl iHIIMX aJITOPUTMIB, TAKHUX SIK JIepeBa pillieHb a00 HEHPOHH1
Mmepexi, Naive Bayes motpedye MeHIle mam’siti Ta 00UMCIIIOBAIbBHUX PECypCiB,
110 JI03BOJIsIE BAKOPUCTOBYBATH HOTO HABITh HA OOMEKECHHX arapaTHUX
miatopmax.



4. I'nyuKicThb:
AJTOPUTM TPAIIOE 3 PI3HUMHU TUTIAMH JTAHUX, BKITIOYAIOUN TEKCTOBI Ta
yucyoBl. [{le pobuTts oro yHiBepcaabHUM JJI BUPIIICHHS ITUPOKOTO CIIEKTpa
3aj1a4 Kiacudikaiii.

5. 3acrocyBaHHs i 0araTokJIacoBol Kiaacupikaii:
Naive Bayes nerko agantyeTbcs ais kiacudikaiiii 00’€KTiB y KIIBKOX Kjacax,
10 € BOXKJIUBUM JJIS aHAMI3y CKJIAQIHUX CUCTEM.

Jlist 3agad kimacudikariii METoiB onTUMI3arlii, 1e MOTPiOHO BU3HAUNTH, SKi 3 HUX
HalKpale BIUIMBaloTh Ha npoaykTuBHICTh (FPS), Naive Bayes mae kisibka rnepenar:

1. IIIBuaAKe HANAIITYBAHHA: AJITOPUTM J03BOJIE€ IIBUIKO KIACU(DIKyBaTH
METOJIM ONTUMI3aIlii Ha OCHOBI JaHuX npo FPS 1 tumnu 06'ekTiB.

2. Ilpocrora inTepnperauii: Pe3ynabTaTn kinacugikanii 1erko MosiCHUTH, 1110
BaXUIMBO JJIs1 aHAJTI3Y BIUIMBY KOXKHOTO METO.Y.

3. Mo:xkauBicTh po00TH 3 00MeKeHUMH JaHUMM: /{7151 aHas13y METO 1B
onTHUMI3allii YaCTO BUKOPUCTOBYIOThCS HEBEIMKI BUOIpKH, 1 Naive Bayes
e(EeKTUBHO MPAITIOE 32 TAKUX YMOB.

V uiii yacTuH1 poO60TH OYJI0 MPOBEAEHO TOCHIIKEHHS €(PEKTUBHOCTI aIrOPUTMY
Naive Bayes ns knacugikanii MeToiB ONTUMI3allli, K1 3aCTOCOBYIOTHCS 0 PI3HUX
THUIIB IrpoBuX 00'ekTiB. Anroputm Naive Bayes € oHuM 13 HAMOUTBIIT TPOCTHUX 1
e()EeKTUBHUX METO/IB MAIIMHHOTO HABYAHHS, IKUH 103BOJISIE€ OL[IHUTH MOBIPHICTh
HAJIEKHOCTI 00'€KTIB 0 TIEBHOTO KJIaCy HA OCHOBI HAasIBHUX JlaHUX. B pamkax
JOCIII)KEHHS aHaJII3yBaJIUCS IBa OCHOBHUX KJIACH:

o H (High) — 3naune nokpanienus FPS.

e L (Low) — He3naune nokpaiieHas FPS.
MeTta aociaiiKeHHA
JlocaiKeHHST MaJIO Ha METI:

1. OuiHuTH UMOBIPHICTH BiJJHECEHHS ITpoBUX 00'€KTiB 10 KiaciB "H" abo "L"
3anexHo Big Tuiry o0'ekta (Prop, Character, Weapon) Ta meToly ontumi3zanii
(LOD, Texture Compression, Batching, Mesh Simplification, Culling).

2. TlopiBHATH OTpUMaH1 pe3yJIbTaTH 3 paHille OOYUCICHUMH OKa3HUKaMU
e(hEeKTUBHOCTI METOIB ONTUMI3aIlii.

3. BusiBuTH Halie(heKTHBHIIII METOIM AJIsi ONITUMI3AIli] IrPOBUX 00'€KTIB 3aJI€KHO
BIJT iX THY.

AnroputMm Naive Bayes peanizoBano nms knacudikarii 3a JBOMa He3aIEKHUMU
3MIHHUMHU:

e Tum 00'ekra.



e Merox orrTumizarii.

J1J1st KO’KHOT 3MIHHOT OKpEMO pO3paxoByBasiacsi UMOBIPHICTh HAJIEAKHOCTI JI0 KJIacy
"H" abo "L". Jlns o6uncneHHs 3arajabHO1 KMOBIPHOCTI BUKOPUCTAHO (hOPMYITY
barieca.

Pe3yabTaTu 10C/iIzKeHHS
1. AMoBipHicTH 32 TUIIOM 00'€KTA:

o OO'extu Tumy Prop marots iiMoBipHicTh 37.5% HanexaTu 1o kiacy "L"
Ta 62.5% no kmacy "H".

o OO'extn Ty Weapon MaroTh UMOBIpHICTH 38% HanexaTH J10 Kjacy
HH"

o OO'extu Tuy Character mokaszaan po3noaiT MiX Kiacamu 0e3 3HaYHUX
nepeBar.

2. IMoBipHicTH 32 METOAOM ONITHUMI3ALIl:

o Meton LOD BusBUBCS HalO1IbIIT KMOBIPHUM JJISI HAJIEKHOCTI JI0 KJ1acy
"H" 13 iimoBipHIicTIO 75%.

o IHmi metonu, Taki sik Texture Compression i Mesh Simplification,
MPOJIEMOHCTPYBAJIM OJIU3BKI pe3yIbTaTH, ajie 3 MEHILIUMHU IepeBaraMu.

s e — Emosipnicm LL’IMOBipHiCTb
Character LOD 0.571428571428... |0.428571428571...
Character Texture Compres... |0.571428571428... |0.428571428571...
Character Batching 0.25 0.75
Character Mesh Simplification | 0.571428571428... | 0.428571428571...

Po3noain iimoBipHOcTeil Mixk kiacamu H ta L 17151 pi3HuX TUNIB 00'€KTIB:

o Ha rpadiky BumgHo, mo 06'ektu Tuny Prop Haituacrimie Hajaexarh 10
kiacy "H", toai sx Character mae po3noiijieHu pe3yJibTar.

HNmosipHocTi Hase:xkHocTi 10 kiaaciB H i L 3aje:xH0 Bin MeToay onrumizamii:

o Meton LOD Buninserbes sik HaleeKTUBHIIIMEN 1151 mokpatieHHs: FPS
cepell yCiX po3risiHyTHX.

Ha ocHOBI npoBeieHOro AOCIIIKEHHSI Ta 3aCTOCyBaHHs anroputMmy Naive Bayes
MO>KHa 3pOOUTH HACTYIHI BUCHOBKH:

1. Meron LOD € Haii0imbIn €peKTUBHUM JJII ONTUMI3aIlil, 0COOIMBO IS
o0'extiB Ty Weapon ta Prop.



2. Inmn meroawm, taxi sk Texture Compression Ta Mesh Simplification, Takox
JEMOHCTPYIOTh BUCOKY €(DEKTUBHICTH, MPOTE 3 MEHIIIOK0 HMOBIPHICTIO
HaJIeXKHOCTI 70 Kiacy "H".

3. AnroputMm Naive Bayes € KOprCHUM THCTPYMEHTOM JJIsl aHAII3y €()EeKTUBHOCTI
METO/IIB OINITUMI3alliil, MPOTE€ B MAaHOYTHLOMY JIOILIBHO BUKOPUCTATH O1IBIIT
CKJIa/IHI MozieTi Kiaacudikarii A1 OTpUMaHHS TOYHIIINX PE3yJIbTaTiB.

Pe3ynbpTaTi 11010 TOCHIHKEHHS TO3BOJISAIOTH CPOPMYBATH HITKI peKOMEHAAIT 11010
BUKOPHCTAHHS ONTUMIZAIIIHHUX METO/IIB 3QJICIKHO BiJ] THITY ITPOBHX 00'€KTIB Ta
0COOJIMBOCTEH MPOCKTY.

3.5 BUKOpHCTAaHHA aCOUIATMBHUX NMPABWJI VIS OIHKH e()eKTUBHOCTI METOIB
onTuMi3amii

VY pamkax nociipkeHHs 0yJio MPOBEICHO MONIYK aCOI[IaTUBHUX MPABUII IJI aHAIII3Y
3aJIEKHOCTEN MK popMaTaMu JaHUX, METOJAaMH ONTHUMI3aIlli Ta TOKPAIICHHIM
npoayKTUBHOCTI. OCHOBHA MeTa MOoJIsiraia B TOMY, 100 BU3HAYUTH, SIK Pi3HI
dakTopu, Taki sik popmat TekcTyp, meroau ontumizaiii (LOD, Culling, Mesh
Simplification) Ta ix111, BIiMBaroTh Ha miaBuieHHs FPS 1 nokpamenus
BUKOPUCTAHHS MaM’SITI.

Meta

e BusBuTu 3anexHocti Mixk popmatamu (aidiB (HampuKIad, .png) Ta METOAAMU
ONTHUMI3alli.

e BcTanoBuTH BIUIMB METO/1B ONITUMI3AIIl] HA KJIIFOYOBI NOKA3HUKHU
MPOJYKTUBHOCTI, Taki sk FPS Ta Memory Improvement.

e CdopmymroBaTi peKOMEH/ AL 010 TOKpaIeHHs e()eKTUBHOCTI Ha OCHOBI
OTPUMaHUX TIPABHUIL.

JJist mouIyKy acouiaTMBHUX MpaBui OyJio 3aCTOCOBAHO aJirOpUTM Apriori. AHami3
BUKOHAHO HA OCHOBI JJaHUX, 1[0 BKJIIOYAIOTh HACTYMHI 3MiHHI:

o Format: ®opmatu Texctyp (.png, .dds).

e Optimization Methods: LOD, Culling, Mesh Simplification, Texture
Compression, Batching.

e Performance Indicators: FPS Improvement, Memory Improvement.

AnropuTt™m Apriori 103BOJIUB BUSIBUTH HAWO1JIBIIT YACTI 3aJIEKHOCTI Ta OIIHUTH
WMOBIPHICTB iX BILIUBY.

BusiBiieni aconiaTuBHi npaBuia

1. ®dopmar .png:



o ®opmMmar .png mae 3HayHui BB Ha Mmeroau LOD, Culling, Texture
Compression, Mesh Simplification.

o IlpaBuna 3 imoBipHicTIO 1.000 Ta miarpumkoro 0.1249 BkaszyTh, 1110
BUKOPHUCTaHHA .png cupusie nokpamenHo FPS ta Memory
Improvement.

2. Mesh Simplification:

o Buxopuctanus Mesh Simplification cnipusie 3011b11eHHIO €()EKTUBHOCTI
Texture Compression.

o IlpaBuio 3 iimoBipHicTiO 1.000 Ta miarpumkoro 0.3521 nemMoHCTpyE
3HaYHUi BIUIMB HA Batching.

3. KomoOinauis .png + Mesh Simplification:

o BukopucTaHHs ICHYIOYOI CIIPOILIEHOT CITKH pa3oM 13 popMarom .png
nokpaiiye FPS Improvement i Memory Improvement.

[[] Show long name Maximum rows: 2000
¥ Probabiity Importance Rule

1.000 . 052 Mesh Simplification = Existing, Weapon = Existing -> Batching >= 1363,9071428608
1.000 o125 Format = .png -> Mesh Smplfication >= 1363,5071428608
1.000 o s Format = .png -> LOD >= 1363,9071428608
1.000 o Format = .png -> Cullng >= 1363,5071428608
1.000 o125 Format = .png -> Batching >= 1363,9071428608
1.000 o125 Format = ,png -> Texture Compression >= 38,5473994688
1.000 o5 Format = .png -> Mesh Simpification >= 38,5473994688
1.000 o125 Format = .png -> LOD >= 38,54739949638
1.000 o125 Format = .png -> Culing >= 38,5473994683
1.000 o5 Format = .png -> Batching >= 38,5473994688
1.000 o125 Format = .png -> Weapon >= 1363,3071428608
1.000 o125 Format = .png -> Prop >= 1363,9071428608
1.000 0.2 Format = .png -> Character >= 1363,5071428608
1.000 o Format = ,png -> Weapon >= 33,5473994688
1.000 o125 Format = .png -> Prop >= 38,5473994633
T 25
1.000 o125 Format = .png -> Memory Improvement >= 1363,9071428608
1.000 o Format = .png -> FPS Improvement >= 38,5473994688
1.000 o5 Format = .png, Texture Compression = Existing -> Texture Compression >= 1363,9071428608
1.000 o125 Format = .png, Mesh Simplification = Existing -> Texture Compression >= 1363,9071428608
1.000 o125 Format = .png, LOD = Existing -> Texture Compression >= 1363,9071423608
1.000 oS Format = ,png, Culing = Existing -> Texture Compression >= 1363,9071428608
o Ann . e Carmins = Amm Dabebinn — Bibotina < Taih s Pasmasansian s — 15€5 AAIIAIOLNG

Po3noaia iimoBipHoCTEi 3aj1e:xH0 Big dopmary:
o @opwmar .png Mae HalBUIILY IMOBIPHICTh BIUIMBY Ha BCl METOJM ONTHUMI3aLlii.
o @opwmar .dds mokazaB HUXKUY MIATPUMKY B 3aJI€KHOCTSIX.

3anexnicTs MetoaiB onTumizauii Bix Mesh Simplification:
o HaiiBuinuii BB CrpoIieHoi CiTKH crocTepiraeTbes Ha Batching.

Ha ocHOBI noiryky acoiiaTUBHUX MPaBuil 3p00JI€HO TaKi BUCHOBKHU:

1. Buxopucrtanus ¢opmary .png 3Ha4YHO MOKpallye e(heKTUBHICTh METO/IIB
ontumMizarlii, Takux sk LOD, Culling Ta Texture Compression.

2. Mesh Simplification y noeanansi 3 gopmarom .png 3ade3neuye MakCUMaibHe
nigsuieHHss FPS 1 3MeHIIeHHss BUKOPUCTAHHS TTaM AT,

3. PesynbpTaTi AOCHIKEHHS MOYKHA BUKOPHCTATH 1 (hOpMyBaHHS
pEKOMEHIaIll{ 3 ONTUMI3AIlI] IrPOBUX 00’ €KTIB Y BEJTUKUX MPOEKTAX.



[ToaneImi OCHIKEHHS MOXKYTh 30CEpPEIKYBaTUCh HAa PO3IIMPEHHI aHATI3Y 13
3aITy9EeHHSIM JI0JaTKOBUX JTAHHX, TAKUX K €(PEKTUBHICTh Y PEAIbHUX CIIEHAX Ta
BIUTUB Pi3HUX (hOpPMATIB TEKCTYp Ha MOOUIBHI MaTdopmu. Lle 103BoIUTh
MOKPAITUTH 3araJibHUM miaxia po ontuMizailii rpadiku B Unreal Engine 5.

3.6 Ilomyk acouiaTHBHUX MPABWJI AJIs1 ONIHKY e(peKTUBHOCTI onTUMIi3amil
irpoBux 00'ekTiB

Merta

o Buxopucratu MeToANKy acoliaTUBHUX MPABUI [Tl BUSIBIICHHS 3aJICKHOCTEH
MDXK TUIIaMU 00'€KTiB, METOJJaMU ONTUMI3allii Ta popMaTaMu JaHUX.

o Busnauutu kiacu 06’exTiB 3a piBHeM FPS (Hu3bKUiA, cepenHiii, BUCOKHIN).

o CdopmynroBatu pekoMeHIalli 1010 BUOOPY ONTUMAIBHUX METOIIB JIJIS
KOKHOT KaTeropii 00'eKTiB.

V¥ X0/11 BUKOHAaHHS poOOTH OYJI0 MpoaHaIi30BaHO TaKl KJIACTEPH TaHUX:

1. 306pos:

o Haiiuacrime noka3sye cepenniii FPS npu Bukopucranni Texture
Compression.

o Bukopucranns Batching 3a0e3neuye Hu3bkuii a6o cepeaniit FPS.
2. Pexsi3ur:

o Bukopucranas Mesh Simplification mpu3BoAUTH 10 HU3BKOTO a00
cepennuboro FPS.

o Haiikpamii pe3ynbratu nocsiratoThes mpu 3acrocyBanii LOD a6o
Culling.

3. Tlepconaxi:

o Bucokwuit FPS nocsraerses 3a qomomororo Mesh Simplification abo
LOD.

o Bukopucranns Texture Compression 3a0e3neuye cepeiHii abo BUCOKUI
FPS.

4. 3minradi 00'eKTH:

o Jus piznux popmari nanux Batching 3a06e3neuye HU3bKHIt 00
cepenniit FPS.

BusiBneni nmpasuiia

1. LOD + Peksi3ur:



o 3abe3neuye Bucokuii FPS.

o Bukopucranus pizHUX QopMaTiB MMOKa3aja0 cTabiIbHI PE3yIbTaTH.
2. Batching + 36pos:

o Yacto mpu3BoauTh 10 HU3bKOTO FPS, HezanexHo Bix hopmary.
3. Texture Compression + [lepconaxi:

o Haiikpaiue mpaitoe 3 popmaTamu, 0 TIATPUMYIOTh CTUCHEHHS 0€3
BTPAaTHU SKOCTI.

A show legend Histopram bars: |4 5
Attributes Chuster profiles
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Posnoain FPS nis pisHux TumiB 00'€KTiB:

o ['padik noxasye, 1o nepconaxi MaroTh HaiBuIM FPS mpu BukopucTanHi
LOD.

o 30pos Haiikpalie onTUMI3y€eThes 3a nonomoroto Texture Compression.
E¢exTuBHicTh MeTOAIB ONTUMI3AWII:
e LOD i Culling neMOHCTpYIOTh HalKpalll pe3yJbTaTh sl PEKBI3UTY.

e Texture Compression eeKTUBHHI JIJIs1 BCIX TUIMIB 00'€KTIB, ajie HalO1IbIIe
JUISL TIEPCOHAXKIB.

Buxopucranns LOD e HaiiGiab11 eextuBHUM 1715t ontumizanii FPS mist pekBizuty
Ta MEPCOHAXKIB.

Texture Compression € yHiBepCaIbHUM METOJIOM, KU MTOKAa3y€e BUCOKY
€(EeKTUBHICTD JIJIsl BCIX TUIIB 00'€KTIB.

Mesh Simplification gemoHCcTpye cepeliHi pe3yabTaTH, MPOTEe MIAXOAUTh JJIs
00’€KTIB 13 BUCOKOIO CKJIAJIHICTIO, TAKUX SIK TIEPCOHAXKI.



PE3YJIbTATHU JOCJ/IIIXKXEHHS

VY upomy po3/iil y3arajabHIOIOTECS PE3YNIbTaTH, OTPUMaHi B paMKax MaricTepcbkoi
pOOOTH, TPUCBIIUYEHOT TOCIIKEHHIO METO1B ONTUMI3alii irpoBux 06’ektiB y Unreal
Engine 5. I1ix yac BUKOHAHHS TOCTIKEHHS OYJI0 MPOBEICHO KOMIUIEKCHUM aHai3
TexHoJoTii ontuMizartii, Takux sk LOD (Level of Detail), Texture Compression,
Mesh Simplification ta Culling, a Takox iX BIUIMBY Ha KJIFOYOBI MOKa3HUKHU
IPOJIYKTUBHOCTI, BKiItouaroun FPS Ta BUkopuctanHst mam’siti.

Pe3ynbpTaTi poOOTH J03BOJUIN BUSBUTH Halie()eKTUBHIII METOIM ONITUMI3AIIIT JJIs
PI3HUX THUIIIB 00’ €KTIB Ta CIIEH, BU3HAYUTH 3AJICKHOCT1 MK METOAaMHU ONTUMI3aIlii
Ta iX BIUIMBOM Ha MPOAYKTUBHICTb pyiIid. JloCIIHKEHHS TaKOX MiATBEPIUIIO0
e(eKTUBHICTh BUKOPUCTAHHS IHCTPYMEHTIB aHATITUKU, Takux ik OLAP, nis
0araTOBUMIPHOIO aHAJII3y JAaHUX MPO ONTUMI3aLII0, 10 TO3BOJUIIO ACTaII3yBaTH
B3a€MO3B’SI3KU MK OOpaHUMHM MiAX0JaMU Ta OTPUMAaHUMU TTOKa3HUKaMHU.

Bukonana po6oTa Mae mpakTUYHE 3HaYEHHS U1l pO3pOOHUKIB ITPOBHUX IIPOEKTIB,
3a0e3neuyroun peKOMEH a1l 111010 BUKOPUCTAaHHS Cy4YaCHUX TEXHOJIOT1H
onTHMI3allli y IpOLECl CTBOPEHHS BUCOKOSIKICHOTO INPOBOT0 KOHTEHTY 3
ONTHUMaJIbHUM BUKOPHCTAHHSIM PECYPCIB.

4.1 AHaJi3 MeToaiB onTHMIi3aNii
FPS Improvement by Object Type and Optimization Method
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Prop-Texture Compression
Character-Batching
Character-Texture Compression
Weapon-LOD

Character-Mesh Simplification
Character-Culling
Character-LOD

Prop-Mesh Simplification
Prop-Batching

Weapon-Mesh Simplification
Weapon-Texture Compression
Weapon-Batching
Prop-Culling

Weapon-Culling
Weapon-Batching

Object Type - Optimization Method

3aranbHuii rpagik npupocrty FPS BintHoCHO 00’€KTY Ta BiinmoBigHOrO0 MeTOay
onTuMisauii



4.1.1 Buxopucranuss LOD (Level of Detail)

Onmmisawl  Tun of'ekta  Metomonmmisaui  [Box KpuTepiansHe

7N obekTa meTon :;ES S—— Knac
- [15.361401 [
Prop | Texture Compres.. I13.82 L
-Charader . Batching 14.974821 L
Character . Texture Compres... ' 15.408156 ' H
Weapon .LOD . 14.305095 .L
Character Mesh Simplification | 14.947268 L
Character | Culling 14.858905 L
Character LOD 15.399641 H
Prop Mesh Simplification | 15.155431 H
Prop Batching 14.570598 L
Weapon Mesh Simplification | 15.278133 H
Weapon . Texture Compres... . 15.682431 H
Prop Culling 15.79717 H
Weapon | Culing | 14.938702 L
Weapon . Batching . 15.243965 . H
»
PesyabTaru:

LOD noxkazaB Haiikparti pe3yiabraty st 00'extiB Tuiry Prop ta Character,
3abe3neunBIny npupict FPS 1o 66%. Horo 3aCTOCYBaHHS JO3BOJIMJIO 3HU3UTHU
00YHNCITIOBAIbHE HABAHTAKCHHS MIJITXOM aBTOMAaTUYHOTO 3MEHIIIEHHS KUTBKOCTI
MOJIITOHIB HA BEJTMKUX BIJICTAHAX 0€3 TOMITHOTO 3HUKEHHS SKOCTI Tpadiku.

BucHoBku:

LOD e naite(heKTUBHIIITUM METOIOM JUIsl BEJIMKUX CIICH, [0 MICTSITh 6arato
ctaTuuHux 00'ekTiB. Ile 103BOJIsIE 3HAUHO MIABUIIUTH MPOTYKTUBHICTH I'POBOTO
py1is 6e3 3HaYHUX 3MiH y poOOTI 3 aKTHBAMHU.

4.1.2 Buxkopucranus Texture Compression

PesyabraTu:

Kommnpecis TekcTyp 3abe3neunsia 3SMEHIIEHHsS] BUKOPUCTAHHS TTaM’ATi 10 25% 1st
dopmary .png. [Ipu iomy npupict FPS cxmaB y cepenapomy 12%, 1110 poobuts et
METO/I YHIBEpCaJIbHUM ISl ONITUMI3ALlli TEKCTYP.

BucHoBku:

Texture Compression € HalKpalUM PIILIEHHSM IS 1TOp, 1110 PO3TOPTAIOTHCS Ha
maTdopmax 13 00MEKEHUMU pecypcamu (HampuKIIaa, MOOUTEHI TPUCTPOI).
Pe3ynbTaTu miaTBEpKYIOTH, 110 (hOpMaT .png Ma€ HaOUIbITY €()eKTUBHICTb.



4.1.3 Bukopucranasa Mesh Simplification

PesyabTaTu:
Mesh Simplification noka3zaB 3naunuii npupict FPS no 18% st cknangaux 06'ekTiB,
TaKHX SIK MepcoHaxi Ta 30post. [Ipu uboMy oOcsar nam’siti 3MeHuBcs 10 30%.

BucHoBku:

Lle#t MeTO € ONTUMAJIBHUM 711 BUCOKOIIOJIITOHAJIBHUX MOJIETIEH, 110
BUKOPHUCTOBYIOThCSI B AAA-TIpoekTax, ae 30epekeHHs JeTali3alii € KpUTHIHO
BaXJIUBUM.

4.1.4 Buxopucranus Culling

Pesyabratu:

Merton Culling 3a6e3neun npupict FPS 10 8% 115 ciieH 13 BeTUKOI0 KUIBKICTIO
HEeBUIUMHUX 00'€KTiB. EQEKTUBHICTH METOTY 3aJICKUTH BiJ] MPaBMIbHOI KOHPITyparlii,
ajie oro 3aCTOCYBaHHS 3HAYHO 3HMXKYE OOUMCIIOBAJIbHI BUTPATH.

BucHoBku:
Culling € BaXJIUBUM 1HCTPYMEHTOM JIJIs1 ONTUMI3AIIIi CIIEH, 1110 MICTSITh OaraTo
MepeKpUTHX a00 MPUXOBAHUX 00'€KTIB.

4.2 I'pagiuna inTepnperaunis pe3yabTaTiB

[[] Show long name Maximum rows: 2000 s
¥ Probability Importance Rule

1.000 I 0 52 Mesh Simplification = Existing, Weapon = Existing -> Batching >= 1363,9071428608
1.000 - 0.125 Format = .png -> Mesh Smplification >= 1363,9071428608
1.000 - 0.125 Format = .png -> LOD >= 1363,9071428608
1.000 - 0.125 Format = .png -> Culling >= 1363,9071428608
1.000 - 0.125 Format = .png -> Batching >= 1363,9071428608
1.000 o125 Format = .png -> Texture Compression >= 38,5473994688
1.000 o .15 Format = .png -> Mesh Simplification >= 38,5473994688
1.000 - 0.125 Format = .png -> LOD >= 38,5473994688
1.000 - 0.125 Format = .png -> Culling >= 38,5473994688
1.000 0.5 Format = .png -> Batching >= 38,5473994688
1.000 - 0.125 Format = .png -> Weapon >= 1363,5071428608
1.000 o125 Format = .png -> Prop >= 1363,2071423608
1.000 - 0.125 Format = .png -> Character >= 1363,9071428608
1.000 0. 125 Format = .png -> Weapon >= 38,5473994688
1.000 - 0.125 Format = .png -> Prop >= 38,5473994688
SRR
1.000 - 0.125 Format = .png -> Memory Improvement >= 1363,9071428608
1.000 - 0.125 Format = .png -> FPS Improvement >= 38,5473994688
1.000 - 0.125 Format = .png, Texture Compression = Existing -> Texture Compression >= 1363,9071428608
1.000 - 0.125 Format = .png, Mesh Simplification = Existing -> Texture Compression >= 1363,9071428608
1.000 - 0.125 Format = .png, LOD = Existing -> Texture Compression >= 1363,9071428608
1.000 - 0.125 Format = .png, Culling = Existing -> Texture Compression >= 1363,9071428608

1. T'pagix npupocty FPS 1is1 pi3HuX MeTOAIB onTHMIi3aIlii:
o LOD mnoxkazaB naiiBumuii npupict FPS, oco6imBo 117151 peKBI3UTY.

o Mesh Simplification € HalieeKTUBHILINM 151 BACOKOTOIITOHATBHUX
MOZEIIEH.

2. I'pagik 3MeHIIEHHS] BUKOPMCTAHHS 1AM’ AITi:

o Texture Compression nokasaB HalO1JIbIIIe 3SMEHIIICHHSI BUKOPUCTAHHS
mam’sITi 171 BCiX popmaris.



3. I'padik 3anexnocti FPS Bix Tunmy 00'exra:

o Ilepconaxi ta 30post orpuManu Haitbubmui npupict FPS npu
3actocyBanHi Mesh Simplification.

4.3 3arajibHi pe3yJbTaTH A0CJIIKEeHHS

OCHOBHI BUCHOBKH:

1.

LOD € naiiepeKTHBHIIIMM METOIOM ONTUMI3allii ISl BEIUKUX CIIEH 13
OaraTpMa CTaTUYHUMH 00'€eKTamMHu, 3a0e3neuyroun HaiiBummii mpupict FPS.

Texture Compression € yHiBepcaIbHUM pIIIICHHSIM, sIKe 3a0e3Meuye 3HauHe
3MEHILIEHHS BUKOPUCTAaHHS IIaM’sTi 6€3 BTpaTH SKOCTI TEKCTYP.

Mesh Simplification 3a0e3neuye Haiikpalll pe3yabTaTH JAJIs CKJIaJHUX
00'€KTIB, TAKUX 5K MEPCOHAXKI, JIe TTOTPIOHA BUCOKA JACTai3allis.

Culling epextruBHO 3HMKY€Ee HaBaHTaxeHHs1 HA GPU 11 ciieH 13 BeIMKoro
KUIBKICTIO TIEPEKPUTUX O0'€KTIB.

4.4 PexomeHaauii AJ15 MOAAJbIIOT0 BUKOPUCTAHHSA

Ha ocHOB1 oTpuMaHuXx pe3yabTaTiB MOXKHA COPMYITIOBATH HACTYIIHI pEKOMEHAALIII:

JInsl CTaTUYHUX CUEH PEKOMEHAYeThbesl BUKopructoByBat LOD Ta Texture
Compression.

JI1s1 BUCOKOMOJIIrOHATBHUX MOJICNIEH BapTo 3acTOocOByBaTH Mesh
Simplification, oco6imBo B mpoekTax AAA-kiacy.

Culling cnin 3acTOCOBYBaTH JJIsI CIIEH 13 BEJIMKOIO KUTBKICTIO 00’ €KTIB, SIK1 HE
3HAXOAATHCS B MOJII 30py KaMepH.

PesynbTaT 110T0 JOCTIHKEHHS MOKYTh OYTH BUKOPUCTaHI JIsl (JOPMYBaHHS
CTpaTeriii ONTUMI3allii iIrPOBUX MPOEKTIB, 3a0€3MeUyI0Ur BUCOKY TPOTYKTUBHICTb
pymris Unreal Engine 5. BnpoBamkeHHs! peKOMEHIOBAaHUX METO/IIB JTI03BOJIUTh
JOCSTTH 30aJTaHCOBAHOTO CIIBBIIHOLIEHHS MIXK SIKICTIO Ipadiku Ta e(h)eKTUBHICTIO
BUKOPHUCTAHHS anapaTHUX PECypCiB.



BUCHOBKHA

VY X0/l BUKOHAHHSI MaricTepcbkoi poOOTH Oyi10 MPOBEACHO KOMILJIEKCHE
JOCIIKEHHST METO/IIB ONTUMIi3allii irpoBux 00'ekTiB y cepenoruii Unreal Engine 5,
10 JO3BOJIMIIO PO3POOUTH PEKOMEHAALIT /IS MiABULICHHS MPOyKTUBHOCTI irop Mpu
30epexeHH1 BUCOKOT IKOCTI rpadiku. OCHOBHUM JIOCSATHEHHSIM pOOOTH € CTBOPEHHSI
IHTErpOBaHOI CUCTEMH aHai3y Ta ONTUMI3AIlll, SKa 103BOJIsIE €(hEeKTUBHO
BUKOPUCTOBYBATH PECYPCH ITPOBOTO PYIIIisi, 3HUKYBATH arlapaTHi BUTPATH Ta
3a0e3nevyBaTH MJIABHICTh IFPOBOTO MPOIIECY HABITh Y CKIaAHUX 3D-cueHax.

VY nepriomy posaii 0yio 3A1iCHEHO CUCTEeMHHUH aHajli3 MpeIMEeTHOT 00J1acTi, SKUi
MOKa3aB BayKJIMBICTh ONTUMI3aL] rpadiyHUX 00'€KTIB JIJIsl Cy4YaCHUX ITPOBUX
POEKTIB. Bylio BU3HAY€HO OCHOBHI MPO0OJIeMH, 30KpeMa BUCOKE HAaBAHTAXEHHS Ha
GPU, obmexeHicTh pecypciB y MOOUTHHUX IIaThOpMax Ta CKIAIHICTh POOOTH 3
BHCOKOMOJIITOHAJIbBHUMH MOJCIISIMU. BUsiBIIeH1 po0OsieMu CTajau OCHOBOIO JIjIst
MIOCTAHOBKH 3aBJ/IaHb, CIIPSIMOBAHUX Ha BUKOPUCTAHHS MEPEIOBUX TEXHOJIOTIH, TAKUX
ak LOD (Level of Detail), Texture Compression, Mesh Simplification Ta Culling.

Hpyruii po3ain OyB MPUCBIUCHUN MOJCIIOBAHHIO cucTeMu. 3 BukopuctanHsim UML-
niarpam 0yJio moOyI0BaHO CTPYKTYPY MailOyTHbOI CUCTEMH, BU3HAYEHO i
KOMITOHEHTH Ta B3a€EMOJI110 MIXK HUMHU. JliarpaMu MpereIeHTiB MoKa3aaiu MOXKIIMBI
CIieHapil BUKOPUCTAHHS CUCTEMHU, a JllarpamMu MOCI1JOBHOCTEH Ta pO3ropTaHHs
MPOJIEMOHCTPYBAJIN €(DEKTUBHICTh MOAYJIBHOTO MIIX0IY 10 pPO3POOKH.
MopentoBanHs cTajio GyHIAMEHTOM JIJIsl TOAATBIIOTO BIPOBAIKEHHS MPOTPAMHOTO
3a0€e3MeUeHHs.

VY TperboMy po3auii OyJ0 peanaizoBaHo po3pobiieHy cuctemy. OCHOBHA yBara
pUILISIACcS CTBOPEHHIO JIOTTYHOT MOJEII TaHUX, MOO0YA0B1 CXOBUIIA JaAHUX IS
aHATITUYHHUX TIOTPeO, a Takoxk BrpoBapkeHHI0 MexaHi3miB ETL (Extract, Transform,
Load) anis 06po6ku Ta mepenayi indopmartii. byno Bukopucrtano OLAP-TexHomOT1i
JUtst 0araTOBUMIPHOTO aHalli3y, IO JIO3BOJIWIIO ITHTErPYBATH aHATITUYHY CKIIAJIOBY Y
MpoIleC ONTUMI3AIlii. 3aBASKU BIPOBAKCHHIO AJITOPUTMIB KJIacu(iKallii, TaKuxX sK
Naive Bayes Tta 1-Rule, Branocst BU3HAYUTH KJIFOYOBI 3aJIEKHOCTI MK METOIaMU
ONTHMI3allii Ta IPOAYKTHUBHICTIO.

VY yeTBepTOMY pO3A1II OYJI0 MPOBEACHO aHAIII3 PE3YIbTATIB AOCIiKeHH. ['padiuna
iHTeprpeTalis nokasana, mo LOD € HalieeKTUBHIIIUM METOIOM JIJIsSI CTATHYHUX
00'exTiB, 3a0e3neuyroun npupict FPS no 66%. Texture Compression
IPOJEMOHCTPYBAB 3HUKEHHSI BUKOPUCTAHHS naM'sTi 10 25%, 1110 0co0IMBO
aKkTyanpHO JUIst MOOLIbHUX TuiaTdGopm. Mesh Simplification 3a6e3neuns
MaKCHUMaJIbHE 3MEHIIICHHS BUKOpHUCTaHHS nam'sTi 10 30% ni1st ckitaiHuX 00'€KTIB,
TaKUX SIK IepCOHaX1 Ta 30posi, BogHouac niasuiryoun FPS na 18%. Culling



BUSIBUBCSI €(DEKTUBHUM JJIS CIIEH 13 BEJTUKOKO KUIBKICTIO TPUXOBAHUX 00'€KTIB,
3abe3neuyroun mpupict FPS ua 8%.

Pesynpratu poGoTH MiATBEp MM JOUITBHICTH BAKOPUCTAHHS KOMIUIEKCHOTO
MIIXO0Ty IO ONTHUMI3allii iIrpoBUX 00'€KTIB, SIKHI BKIIOYAE K TEXHOJIOTIi ONTUMI3aIli,
TaK 1 aHaJIITUYHI THCTPYMEHTH JIsl OLIHKH 1XHBOI epeKkTuBHOCTI. OTprMaHi JaHi
JI03BOJISIIOTH PO3POOHUKAM OOMPATH ONTUMANIbHI CTpATerii AJIs MiABUIICHHS
MIPOTYKTUBHOCTI IrOp 3aJICKHO Bifl CICTIM(IKHN MPOEKTY Ta PECypCiB TiaTGopmu.

PesynbraTi qoCimKeHHS BiIKPUBAIOTH MOYKIMBOCTI JUTSI IIOJATBIIIOTO PO3BUTKY
CUCTEMH. Y MEepCIEeKTUBI MepeadaueHo:

1. InTerpaiito anropuTMiB MAIMHHOTO HABYAHHS JJI1 aBTOMAaTUYHOTO BUOOPY
METO/11B ONTHUMI3allli Ha OCHOBI aHaJI3y TUITY 00'€KTIB Ta XapaKTEPUCTHUK
CIICHH.

2. PosmmpeHHs T0CiiKeHHS Ha MOOUIbHI aTGOopMu 3 00MEKEHUMHU
amapaTHUMH pecypcamu.

3. 3acTocyBaHHS TEXHOJOTIH Bi3yali3allii A MOKpaIIEeHHs B3aEMOIi1
PO3pOOHUKIB 13 CUCTEMOIO, 30KpEMa BUKOPUCTAHHS IHTEPAKTUBHUX JAaIIOOPiB
Ha ocHoB1 Power BI.

Takum ynHOM, BUKOHAHA MaricTepchka poOOTa MPOIEMOHCTPYBAJIa TPAKTUYHY
IIIHHICTh CY4aCHUX METO/IIB ONTUMI3allii /it irpoBoi iHaycTpii. Po3pobiena cucrema
BIJIMOBIJa€ BUMOTaM Cy4acHUX 1H(OpMaLIHUX TEXHOJIOT1H 1 3/1aTHA 3a0€3MeUnTH
e(deKTUBHY pOOOTY BEJIMKUX ITPOBUX MPOEKTIB. BoHa ciyrye ocHOBOO 1Jis
MOIANBIITUX 1HHOBAIIIH Yy Taiy31 rpadigHOoi OnTUMI3AIliil Ta MPOAYKTHBHOCTI, 1110 €
BaXJIMBUM (DAKTOPOM YCIIIIHOTO PO3BUTKY CY4aCHOI ITPOBOi IHIYCTPIi.



CIHIUCOK BUKOPUCTAHHUX JIKEPEJI

1. Unreal Engine 5 Documentation [Enextponnuii pecypc]. — Pexxum noctymy:
https://docs.unrealengine.com/

2. Overview of Level of Detail (LOD) in Unreal Engine [Enextponnuii pecypc]. —
Pexum noctymy: https://www.unrealengine.com/en-US/what-is-lod

3. Microsoft SQL Server Integration Services (SSIS) [Enextponnuii pecypc]. —
Pexxum noctyny: https://learn.microsoft.com/en-us/sql/integration-services/

4. Overview of Online Analytical Processing (OLAP) - Microsoft Support
[Enextponnuii pecypc]. — Pexxum goctymy: https://support.microsoft.com/en-
us/office/overview-of-online-analytical-processing-olap

5. Python for Data Analysis and Machine Learning [Enextponnuii pecypc]. — Pexxum
noctymy: https://www.python.org/about/

6. UML activity diagrams are UML behavior diagrams which show flow of control or
object flow with emphasis on the sequence and conditions of the flow [Enexrponnuii
pecypc]. — Pexxum noctymy: https://www.uml-diagrams.org/activity-diagrams.html

7. Use case diagrams are UML diagrams describing units of useful functionality (use
cases) performed by a system in collaboration with external users (actors)
[Enextponnuii pecypc]. — Pexxum goctymy: https://www.uml-diagrams.org/use-case-
diagrams.html

8. Explore the UML sequence diagram - IBM Developer [Enektponnutii pecypc]. —
Pexxum nocrymy: https://developer.ibm.com/articles/the-sequence-diagram/

9. User Stories | Examples and Template | Atlassian [ Enextponnuii pecypc]. — Pexxum
noctymy: https://www.atlassian.com/agile/project-management/user-stories

10. What is a Use Case? [EnextponHuii pecypc]. — Pexxum goctymy:
https://www.techtarget.com/searchsoftwarequality/definition/use-case

11. The web framework for perfectionists with deadlines | Django [EnexTponnuii
pecypc]. — Pexxum noctymy: https://www.djangoproject.com/

12. Overview of Simplygon for Mesh Simplification [Enexrponnuii pecypc]. —
Pexxum noctymy: https://www.simplygon.com/

13. How Texture Compression works in Unreal Engine 5 [Enexkrponnuii pecypc]. —
Pexxum noctymy: https://docs.unrealengine.com/en-US/TextureCompression/

14. SSAS (SQL Server Analysis Services) documentation [ Enekrponnuii pecypc]. —
Pexxum nocrtymy: https://learn.microsoft.com/en-us/analysis-services/



15. Introduction to Naive Bayes Algorithm [Enextponnuii pecypc]. — Pexxum
noctymy: https://towardsdatascience.com/naive-bayes-classifier

16. Overview of ETL processes in Data Warehousing [ Enexkrponnuii pecypc]. —
Pexxum noctymy: https://www.datawarehouse.com/etl

17. Web Server Components Deployment Scenarios - Business Central | Microsoft
Learn [Enextponnuii pecypc]. — Pexxum goctymy: https://learn.microsoft.com/en-
us/dynamics365/business-central/dev-itpro/deployment/deployment-scenarios

18. Advanced Features in Unreal Engine Insights [Enektponnuii pecypc]. — Pexxum
noctyny: https://docs.unrealengine.com/en-US/UnrealInsights/

19. Naive Bayes algorithm for data classification | Towards Data Science
[Enextponnuii pecypc]. — Pexxum goctymy: https://towardsdatascience.com/naive-
bayes-algorithm-for-data-classification

20. Git Version Control System Documentation [Enexrponnuii pecypc]. — Pexum
noctymy: https://git-scm.com/doc



