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VJIK 004.9

OIITUMM3AIUA BUPTYAJIBHBIX CHHEH HA UNREAL ENGINE
C IPUMEHEHHUEM TEXHOJIOT'MHX LEVELS OF DETAIL

Boiinenko FO. I1., maructpant OTtaenenust ”HGOPMAIIMOHHBIX TEXHOJIOTUNA
Hayunsrit pykoBoautens: KopoBkun B.A., cT. npenoxaBarens OUT
HaunonanbHbIi vccaenoBaTebCKU TOMCKHM MTOJMTEXHUUYECKUNA YHUBEPCUTET

C pa3BUTHEM COBPEMEHHBIX TEXHOJOTHH BHUPTyalbHbIC M WHTCPAKTHBHBIC
CIIEHBI CTAaHOBSTCS Bce O0jiee BOCTPEOOBAHHBIMU B PAa3IMUHBIX cpepax OT UTPOBOI
WHIYCTPUHU JI0 apXUTEKTYPHOTO MpoeKTHpoBaHusl. Co3aHne KaueCTBEHHBIX U MPO-
M3BOJIUTEILHBIX BUPTYAJIbHBIX MUPOB TPEOYET HE TOIBKO TBOPUECKOTO IMOX0/a, HO
Y TJIyOOKHUX 3HAHUH B 00JIACTH OMTHMU3AIIAN ISl TOCTHKEHUS OalaHCa MKy BBI-
COKHM Ka4eCTBOM BH3YaJILHOTO MPEACTaBICHUS U 2P (HEKTUBHBIM HCITOIH30BAHUEM
pecypco Graphics Processing Unit (GPU).

[{enpr0 JaHHOM CTATHU SIBISETCS MPEICTABICHNE METOI0JIOTUHU ONITUMU3AIIT
BUPTYyaJbHBIX clieH Ha 0a3e Unreal Engine 5 ¢ npumeHennem TexHosoruu Levels of
Detail (LOD), 4To m03BOJUT CHU3HUTH MOTPEOJIEHHE PECYpPCOB KOMIIbIOTEpa O€3 1mo-
TEpU Ka4ueCTBa KapTUHKU M KOJIMYECTBa KaapoB B cekyHay (FPS).

[Ipexxne Bcero, HEOOXOAUMO MPOBECTU AaHAIU3 MOTPEOJCHHUS PECYpPCOB
CIIEHBI, HA KOTOPOH OyJeT MPOBOAUTHCS ONTUMHU3AINS U TECTUPOBAHUE, ITO TTOMO-
KET BBISIBUTH Y3KHE MECTa U ONPENCTUTh MPUOPUTETHBIC HATIPABJICHHS ONITUMHU3A-
AN,

Ha mepBom 3tane paboThl ObliIa coOpaHa YyacTh BUPTyalibHOM crieHsl B Unreal
Engine 5 u3 roroBbIX HAOOPOB MOJICIICH, MPOBEICH aHAIN3 MTOTPEOJICHUS PECYPCOB
GPU ¢ ncnonp30BaHrEM BCTPOCHHOTO Mpodaiiiepa, a TaKyKe U3MEPEH TTOKa3aTellb
FPS 1 ckopocTh BU3yaau3amuu OJHOTO Kajpa.

Taomuna 1. Bxoanble 1aHHBIE CLICHBL.

Kon-Bo Kon-Bo FPS B FPSB FPS B Ckopocts Bu- | Ckxopocts BU- | CKOpOCTH BU-

00Bek- | Tpeyromp- | Touke 1 | Touke2 | Touke 3 | 3yanM3aluHU B | 3yalM3alMy B | 3yalH3allUH B
TOB HUKOB Touke 1 TOuKe 2 Touke 3

1246 | 11 muma | 53.59 | 79.58 | 73.38 18.66 12.56 10.24
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Puc. 1. ProfileGPU - notpednenue pecypcos GPU 6e3 npumenenus LOD

ProfileGPU - 3to mHCTpyMEeHT mpoduimrpoBanus, KOTOPBIH MPEIOCTaBISICT
AeTadbHyI0 MH(OOPMAIMIO O BPEMEHH, 3aTPauyeHHOM Ha BH3YyaIHM3alUs KaKIOTO
Kajpa urpsl Ha rpaduueckom nporeccope (GPU). On mo3Bosser pazpaboTurnkam
BUJICTh, KAKKE YaCTU UTPOBOM CIICHBI 3aHUMAIOT OOJIBIIIE BCErO BPEMEHH Ha BU3ya-
JIM3AIHIO, YTO MO3BOJISIET BEISIBUTH Y3KUE MECTa U IPOOIIEMBI TPOU3BOUTEITBHOCTH.

o BTy
Puc. 2. BHemnwuii Buj ciiensl ¢ Toukamu 3amepa FPS u ckopoctu Busyanuzanuu

OJTHOTO KaJIpa.
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Puc. 3. [Tokazarens FPS B Touke 1 coctaBmi 53.59, ckopocTh BU3yalU3aIiu O/1-
HOTO Kajapa coctaBmiia 18.66 Mc. 6e3 ucronp3oanus LOD.

Crnenyromum 1maroM Ob10o npuMmeHeHue TexHojoruu LOD s yactu o0bek-
TOB, HAXOIAIIKUXCS Ha CIIEHE.

LODO LOD 1 LOD 2 LOD 3

Triangles — 9 932 Triangles — 4 965 Triangles — 2 483 Triangles — 496

Puc. 4. Ilpumep oObekTa ¢ ucronp3oBanueM TexHosoruu LOD

Yposuu neranuzanuu (LOD) - 370 TEXHOJIOTHSI, HCTIOJIb3YyeMasi B KOMITBIOTEP-
HOM rpaduke, KOTOpas MO3BOJISIET YMEHbBIIATh KOJIUYECTBO MOJIUTOHOB MOJIENIEH B
3aBHCHUMOCTH OT MX paccTOsHUA 10 Kamepbl. CyThb 3TOM TEXHUKH 3aKJIIOYAETCs B
TOM, 4TOOBI UCIIOJIb30BaTh 0OJIee AETATU3UPOBAHHBIE BEPCUU MOJIENIEH, KOT/1a UTpo-
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BOI 00BEKT HAXOAUTCS OJIM3KO K KaMepe, U MepeKIIoYaThCsl Ha MEHee JeTalnu3upo-
BaHHbIE BEPCHUHU, KOTJIa OOBEKT HAXOJUTCS JIajbIlle, TEM CaMbIM CHUXKAasi HArPYy3Ky Ha
IIPOLIECCOP U BUJICOKAPTY.

B Unreal Engine 5, kak 1 B npeaplAylMx Bepcusx, Texuosorus Levels of
Detail (LOD) ucrnons3yeTtcs 115l ONTUMHU3AIUH TIPOU3BOIUTCILHOCTH U YIIPABJICHUS
pecypcaMu rpu 0ToOpakeHUU 00bEKTOB B UTpoBoii ciiene. OcHoBHas uaest LOD 3a-
KITFOYAEeTCsl B TOM, YTOOBI 3aMEHSTh JeTATM3UPOBAHHbBIE BepcUr 00BEKTOB Ha OoJee
MIPOCTHIE U MEHBIIIE PECYPCOB 3aTPATHBIE BEPCUHU, KOTJa OOBEKT HAXOAUTCS JAJIEKO
OT KaMepHl.

B Unreal Engine 5 LOD paboTaer 1o clieayromemMy aaropuTMy:

1. Co3nanue pa3nmuuHbIX Bepcuid moaenei: JJist Kax10oro oObeKTa B UTPOBOM
CIICHE pa3padaThIBAIOTCSI HECKOJBKO BEPCHM MOJIEIEH C pPa3HOW CTEIMEHbIO JIeTalN-
3aruu. OOBIYHO ATO MOJICNIH C Pa3HBIM KOJIMYECTBOM ITOJIUTOHOB.

2. Omnpenenenune paccrossHui: s Kaxxaoro oObEKTa OMpenessieTcss OnTH-
MaJbHOE PACCTOSHUE OT Kamepbl, Ha KOTOPOM JIOJDKEH MPOUCXOJIUTH IMEPEXO/]
MEXIY Pa3IUYHBIMU YPOBHSIMHU JI€TATU3AINH.

3. Iepexmouenne LOD: B mporecce otpucoBku ciensl Unreal Engine 5 aB-
TOMATHUYECKH MEPEKITIOYAECT MEXKY Pa3TUYHBIMUA YPOBHAMHU JI€TATU3AIMN B 3aBUCH-
MOCTH OT PacCTOSIHUSI OT KaMephl 10 00bekTa. Korma 00bekT HaxoauTcs OJIM3KO K
KaMmepe, MCIONIb3yeTcs 0oJiee NeTaTM3upOBAHHAS BEPCHsI MOJICIH, a KOTJa OOBEKT
HaXOJIUTCS JAJIEKO, UCIIONB3YETCS MEHEee ACTATN3UPOBAHHAS BEPCHS.

Oco6ennoctu LOD B Unreal Engine 5:

1. ABromaruueckoe yrpasinenue: Unreal Engine 5 aBromarudecku ympapisieT
MEePEX00M MEXKIY Pa3IMYHBIMH YPOBHSIMH ACTAIM3AIIMH, YTO YIIPOIIAET MPOIece
pa3pabOTKH M ONITUMH3AIUN UTPOBOI CIICHBI.

2. I'ubkocTh HacTpoiku: PazpaboTunku MOTYyT HacTpauBaTh napamerpsl LOD
JUISL KQKI0T0 00BbEKTa B CIICHE, YTOOBI JOCTHYh ONTUMAJILHOTO OalaHca MEXTy Ka-
YECTBOM BU3YaJIU3alUU U TPOU3BOAUTEIBHOCTHIO.

3. BuzyanbHoe miaBHoe niepexinrodeHue: [lepexon Mexay pa3indyHbIMU YPOB-
HSIMU J€TAIU3AIIUU TPOUCXOUT TUIABHO W HE3aMETHO JJISI UTPOKA, YTO MO3BOJISET
COXPaHUTh HENPEPBHIBHBINM BU3YyaJIbHbIN OIIBIT.

[Tocne onTrMu3anK BEIOpaHHBIX 00BEKTOB Ha CIICHE, OB IPOBEICH ITOBTOP-
HBIM aHau3 notpedsienus pecypcoB GPU ¢ ucnosb3oBanneM BCTPOSHHOTO Mpodaii-
Jepa, a Takke U3MEPEH TokazaTesb FPS i ckopoCTh BU3yanu3aiun OJHOTO Kajapa.
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Ha pucynke 4 Bumno, uto nociie npumenenus LOD norpebnenne pecypco GPU
CHU3WJIOCH B clieayromux mynkrax: ShadowDepths, PostProcessing.

Puc. 6. Ilokazarens FPS Ha Touke 1 cocraBua 75.00, ckopocTh BU3yalu3aIiuy O/1-
HOTO Kaapa cocraBuna 13.33 mc. 6e3 ucnonp3zoBanus LOD.

Ta6nuia 2. CpaBHEHHE BXOJIHBIX JAHHBIX U MOJTYYCHHBIX JAHHBIX CIICHBI.

YCHHBIC

FPS B FPSB FPSB Ckopocts Busya- | Ckopocts Bu3ya- | CxopocTs Bu3ya-
Touke 1 Touke 2 Touke 3 JIU3alMY B TOUKE | JIM3alUH B TOUKE | JM3alUU B TOUKE
1 2 3
son 53.59 | 79.58 | 73.38 18.66 12.56 10.24
mony- | 7500 | 82.37 | 76.84 13.33 12.24 9.84
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TectupoBaHre NPOBOJUIOCH HAa MEPCOHATBHOM KOMIIBIOTEPE CO CIIEAYIO-
mmmmu mapamerpamu: CPU - Intel Core i5-6500, GPU - GEForce NVIDIA 1060 6
I'6, O3V - 16 I'0.

HccnenoBanre mpoBOIUIIOCH TyTeM aHaimn3a notpebdienus pecypco GPU ¢
MTOMOIIIBIO BCTPOCHHOTO Tpohaiiyiepa M U3MEPECHUS KIIOYEBBIX METPUK TTPOU3BOIH-
TEIbHOCTH, TaKuxX Kak FPS u ckopocTh Buzyanuzaiuu onHoro kaapa. [locne mpume-
HeHusi TexHosnorun LOD k yactu oObeKTOB Ha clieHe ObUT MPOBEJIEH MOBTOPHBIN
aHaJIM3, KOTOPBIM MOKa3all 3HAYUTENIbHbIEC YyIydllleHus: o0mas Harpy3ka Ha GPU
causmiack Ha 1%, FPS yBennumics na 12.14%, a ckopocTh BU3yaJIM3aIMK OJTHOTO
Kazapa ynyuymmiachk Ha 11.66%. BaxkHO OTMETUTB, UTO MTOTYyYECHHbBIE 3HAUEHUS SIBJISI-
I0TCS CPEAHUMU apU(PMETHUECKUMU 10 TPEM TOUKaM.

Takum 06pa3om, pe3yJbTaThl UCCIEIOBAHUS MOATBEPXKIAIOT YPHEKTUBHOCTD
npuMeHeHus: TexHosiorun LOD nmns onTuMmwu3anmu BUPTyalibHBIX ciieH B Unreal
Engine 5. DTot moaxox MoxeT OBITh MOJIC3eH pa3pabOTUYMKaM B CO3/JaHHUU OoJiee
MIPOU3BOAUTEIIBHBIX M KAYECTBEHHBIX BUPTYAIbHBIX MUPOB B PA3IMYHBIX 001aCTsIX,
OT UTPOBOM MHYCTPHUH 0 APXUTEKTYPHOI'O MPOEKTUPOBAHUSI.
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