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This research examines optimization methods for visual effects in Unreal
Engine, focusing on enhancing game performance and graphics quality. It
highlights the importance of balancing visual fidelity with performance,
especially in the FPS genre. The study investigates techniques such as LOD
(Level of Detail) for particles, optimization of particle materials, particle
batching, and simulation caching to increase FPS, ensuring fluid gameplay and
high-quality visuals. The goal is to offer developers guidance on using these
optimization tools and techniques effectively. Through the application of these
methods in the development of "Tale of The Awakened," the paper illustrates
how developers can enhance game performance and visual quality with minimal
compromises.

VY cyuacHoMy CBITI Bifeoirop, oco0auBo y sxaupi FPS (First Person Shooter
— Hlyrep Bim mnepmoi ocoOu), PO3POOHMKM HEBIWHHO MPAarHyTh 3HAWUTH
171eabHUN OajaHC MIXK Bi3YaJIbHOIO SIKICTIO Ta MPOAYKTUBHICTIO. METOr0 JJaHOTO
JOCIIKEHHS € aHaji3 Ta po3poOKa METOIB ONTUMI3allii Bi3yallbHUX €(EKTiB B
Unreal Engine, crnpsMoBaHUX Ha JOCATHEHHS LBOro OajaHcy 0e3 3HAYHHX
KOMITPOMICIB. 30Kpema, akKIeHT pPOOUThCS HaA ONTHMI3aIii 3a JOIMOMOTOI0
cucremu Niagara, sika Bigirpae kiaro4oBy poib y minsumienHi FPS (Frames Per
Second — KanpiB 3a cekyH/y), 3a0e3edyroud TUIaBHICTh irPOBOTO MPOIECy Ta
30epeKeHHSI BHCOKOI SKOCTI Bi3yalbHUX €(EKTiB, KPUTUYHO BAKIMBUX JIJIS
3aHypEeHHS TpaBLsl y IFPOBHIA CBIT.

Buxkopucranus LOD (Level of Detail — Piens [leranizaiii) s 4aCTHHOK
B Unreal Engine e ki1r040BOI0 cTpaTteriero sl OnTUMi3allii BisyalibHUX e(eKTiB,
30KpeMa, B CIIeHaX 3 IHTCHCHMBHHM BHUKOPHCTAaHHAM 4YacTHHOK. lleir merton
JO3BOJIIE 3MEHIITYBATH JETali3allil0 YaCTUHOK 3aJIEKHO BiJ iX BIJACTaHl [0
KaMepH, TUM CaMHM 3HIDKYIOYM HABaHTa)XCHHS Ha rpadiuHuii mporecop i
MIBHUINYIOYH TPOJYKTHBHICTH, 110, B CBOIO Uepry, JM03Boysie 30umbmuTu FPS
(Frames Per Second — Kaapi 3a cexyHy) 1 MONIMNIIMTHA irPOBHH JOCBiA 03
CYTT€BOI BTpaTH Bi3yaJbHOT SIKOCTI.
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Tabauus 1 - [lopiBHSHHS Yyacy peHAepy IrpPOBUX CIEH 13 3aCTOCYBaHHSIM
metony Level of Detail Ha cuctemi yacTuHOK Ta 6€3

Kinekicts Kinekicte GPU time s 3arajgpHUi yac
CUCTEM TPUKYTHHKIB | pEHIIEPY OAHOTO | pEHEPY OJHOTO
YaCTHHOK Ha o Kaapy Kaapy
CIIeHI PEHIIEPUTHCS

be3 Bukopucranus

LOD 500 968000 33 mc 36 mc
3 BUKOPUCTaHHAM

LOD 500 357000 25 Mc 31 mc

Onrtumizamiss  MaTepiadiB  YacTUHOK € KPUTUYHO BaXKIIMBOKO IS

niaBuieHHs npoaykTuBHocTi B Unreal Engine, 0co01uBO B ClieHaX 3 BEIMKOIO
KUIBKICTIO Bi3yalibHUX €dekTiB. EQekTuBHEe BUKOpUCTaHHS MaTepialiB BKIIOYAE
MIHIMI3aIliI0 CKJIAAHOCTI IIEHACpIB Ta ONTHMI3AIli0 TEKCTYp, IO JIO3BOJISIE
3HU3UTH 4ac 0OpOOKHU KOXKHOT YACTHHKH, TIPH I[bOMY 30€piratouu BUCOKY SIKICTh
BI3yaJIbHUX €(EKTIB.

Tabmuus 2 - [lopiBHAHHS 4yacy peHJepy IFPOBHX CLEH 13 3aCTOCYBaHHAM

CKJIQJHUX IIEHEPIB HA CUCTEM] YACTHHOK Ta MMPOCTHUX
Kinekicte Kinekicts GPU time ma 3arajgpHUi yac
CHCTEM TPUKYTHHKIB | pEHAEPY OJHOIO | PSHICPY OJHOTO
YaCTUHOK 110 Kaapy Kaapy
Ha CIEHI PEHJIEpUTHCS
CxmanHi meinepu (3
BUKOPUCTAHHAM 500 968000 157 mc 159 mc
napameTpy
IPO30POCTI)
[IpocTi meiinepu (6e3
BUKOPUCTAHHS 500 968000 25 mc 31 mc
Ghi3UIHUX
BJIACTUBOCTEU
B1IOOpaKCHHS)

Omntumizanis BizyadbHUX e(dekTiB uepe3 batching (rpymyBaHHS YaCTHHOK)
y cucremi Niagara B Unreal Engine € «I040BOIO i 301UIBIICHHS
IPOJYKTUBHOCTI T'pH, 3a0€3MeUy0ud BHCOKY SIKICTh Bi3yallbHMX €(eKTiB 0e3
HEOOXIJTHOCTI JKEpTBYBAaTH MpPOAYKTHBHICTIO. Batching 3HmXye 3aranbHy
KUIbKiCTh draw calls — komaHna, sKi Tmporecop BiAmparisie TpadigHOMY
nporecopy Ui BijoOpakeHHs OO0'€KTIB Ha €KpaHi, 00'€qHyIOUHd OOpPOOKY
BEJIMKOI KUIBKOCTI YaCTMHOK B OJMH Takuil 3amuT. lle KpUTHUYHO BaKJIMBO Y
CIEHaX 3 IHTEHCUBHUM BHUKOPUCTAHHAM YAaCTUHOK, OCKUIBKM 3MEHILIECHHS
kutbkocTi  draw  calls  Oe3mocepeqHbO  OPHU3BOJAUTH 110  3OLIBIICHHS
POTyKTUBHOCTI.
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Tabauus 3 - [lopiBHSHHS Yyacy peHAepy ITpPOBUX CIEH 13 3aCTOCYBaHHSIM
batching’y Ta 6¢3

Kinekicte Kinekicts GPU time ma 3arajgpHUi yac
CHCTEM TPUKYTHUKIB | PEHAEPY OJHOTO | PEHIEPY OJHOTO

YaCTUHOK 110 KaJIpy KaJpy

Ha CIEHI PEHIEPUTHCS

be3 3acTocyBanHs

batching’y (oxpemi 500 968000 45 mc 47 mc

eMITepH JJII KO)KHOTO
KOJIbOPY YaCTHHOK)

3 BUKOPHUCTaHHAM
batching’y (3mina 500 968000 26 mc 30 mc
KOJIBbOPY JOCATAETHCS
3a JJ0MTOMOT 010
instance ID Ta iioro
BUKOPUCTAHHI y
meiaepi YaCTUHKH)

KemryBanusa cumyianiii y cuctemi Niagara B Unreal Engine npencrasisie
co0010 MepesoBy MPaKTUKY OMNTUMI3Allli, fKa JJ03BOJSE 3HAYHO IIiJBUILUTH
OPOAYKTHBHICTh IrPOBOTO TPOIECY 3a paxyHOK 30epiraHHs pe3ysbTaTiB
CKJIAJIHUX CUMYJISIIA Uil iX MOJAJbIIOr0 BUKOPUCTAaHHA 0O€3 HEO0OXiTHOCTI
NOBTOPHOTO oO0uncneHHs. Takuil miaxia 0codaruBO ePEeKTUBHUM A Bi3yalbHUX
epeKTiB, sSKI BUMaraloTb BEJIUKHX OOYHMCIIOBAJBbHUX PECYpCIB, TaKUX SK
JUHAMIYHI 1MITaImii piguH, BOTHIO, JUMYy a00 CKJIaJHUX TIOTOJHUX YMOB.
BukopuctoByroun KemoBaHi CUMYJIAILIII, MOKHA JIOCATTH BUCOKOI JleTani3alii Ta
peaicTUYHOCTI IUX e(EeKTIB MpU OJHOYACHOMY 3HWIKEHHI HAaBaHTaKEHHS Ha
nporecop 1 rpadgiyHui amantep, MO MMABUILYE 3arajbHy MPOAYKTHUBHICTH 1
3a0e3mnedye IMJIaBHICTH irpoBoro mporecy. IIpore, cmig BpaxoByBatd, IO
BUKOPUCTAHHS KEIIYBaHHS CUMYJISII MOXe MaTH TEBHI HEIOJIKU, 30Kpema,
30UTbIIIEHE BUKOPHUCTAHHS OMEPATUBHOI MaM'sTi i 30€piraHHs KeIOBaHUX
nanux. Lle Moxke ctaTu mpoOIEMOIO Al CUCTEM 3 OOMEKEHUMH DPECYpPCaMHU.
KpiM Toro, kemyBaHHS MOXE OOMEXKUTHM THYYKICTb BI3yaJlbHUX €(EKTIB,
OCKUIBKH TONEPEeTHHO OOYHMCIEHI CUMYJISIMII HE 3MOXYTh aJamnTyBaTUCS [0
JUHAMIYHUX 3MIH Yy ITPOBOMY CEPEAOBHILI Tak caMoO €(EeKTHBHO, SIK e(eKTH,
00YuCIeH] B pealbHOMY Yaci.

He3Baxkaroum Ha 111 MOTEHIIMHI OOMEXKEHHS, MPaBUJIBHO HaJaAIITOBAaHE
KEIIyBaHHS CUMYJAIIN MOXE 3HA4HO TOKpPAIIUTH BI3yaldbHY SKICTH Ta
MPOAYKTUBHICTH 1rop, po3pooOsieHux 3 Bukopucranusam Unreal Engine. BaxximBo
3HAUTH ONTUMAJIbHUN OajlaHC MK BUKOPUCTAHHSIM KEIIOBAHWUX CUMYJISLINA IS
edeKTiB, Kl He BUMAraroTh BUCOKOI JMHAMIKH, Ta 30€peKECHHAM OOUYHCIICHb B
peanbHOMY dYaci IJisi €JIEMEHTIB, YHs B3a€EMOJIisl 3 ITPOBUM CBITOM Ma€ OyTH
MaKCHMAaJIbHO PEaNiCTUYHOI0 Ta THYYKOIO. PeTenbHe MiuaHyBaHHS, TECTYBaHHS
Ta ONTHMI3AIlid CHUMYJISIA € KIIOYOBUMH I JIOCATHEHHS IIi€l METH,

470



JO3BOJISIIOYM  pO3POOHHMKAM

CEepeIOBHILIA.

CTBOPIOBATH

Oarati Ta

IMEpCHUBHI

IrpoBI1

Tabnuus 4 - IlopiBHAHHS Yacy peHJepy ITPOBHUX CILIEH 13 3aCTOCYBaHHAM
KEIIOBAaHUX CHCTEM YaCTUHOK Ta THX, L0 MPOPAXOBYIOTHCA Y pEAIbHOMY Yacl

Kinpkicts KinekicTs GPU time mis 3arajpHUN Yac
CHCTEM TPUKYTHHUKIB | PEHIEPY OJHOTO | PCHIEPY OJHOTO
YaCTHHOK 11 (0] Kajapy Kazpy
Ha CIEHI PEHJIEpUTHCS
be3 kemryBaHHs
(TpOpaxyHOK y 500 968000 25 mc 650 mc
peabHOMY Yaci)
3aKelroBaHa CUCTEMA
500 968000 25 Mc 48 Mc

Ha ocHOBI mpoBeaeHUX TECTIB Ta aHai3y PI3HUX METOJIB ONTHUMI3allli B
cuctemi Niagara B Unreal Engine MokxHa 3p0OUTH BUCHOBOK, 1110 €(EKTUBHICTb
KOXXHOTO METOJ1y 3HAYHOIO MIPOIO 3aJIEKUTh Bl KOHKPETHUX YMOB Ta CLIEHApIiB
ix BukopucTaHHs. KelryBaHHS CKIaJAHUX CUMYJSLIA JEMOHCTPYE BEIUKY
BaXUIMBICTh  JUId  MIJBUIICHHS [POAYKTUBHOCTI, JO3BOJISIIOYM  3HU3UTH
00YMCIIIOBAJIbHE HABAHTAXKEHHS 1 3a0€3MEeYUTH IUIaBHICTH ITPOBOTO IPOILECY.
Boanowac, iHIII MeTOAM, Takl SIK 1HCTAHIIIOBaHHS YaCTUHOK, Xo4ya 1 €
KOPUCHUMHU JUIsl TIEBHUX CUTYalllil, MOXKYTh MaTl MEHLIMI BIUIMB Ha 3arajibHy
MPOIYKTUBHICTh B 3aJEKHOCTI BiJ crenudikyd irpoBoro mpoekTy. BaxmmBo
MPOBOJAWTH IHIMBIAyaJIbHI TECTH Ta aHali3 Il KOXXHOTO IIPOCKTY, 00

11eHTU(QIKYBaTH Hale(EeKTUBHINII CTpaTerii ONTHMMI3alli, 3Ba)kKaloudh Ha
YHIKQJIbHI BUMOTH Ta OOMEXEHHS.
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