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An important part of developing any visual effects in the media is their
optimization. It is a key point, because optimization expresses the quality of the
product, affects its perception and evaluation by the public. One of the most
powerful ways to optimize visual effects in the Unreal Engine is through the
scaling system. It allows you to flexibly cool down VFX depending on the
distance to them or the load of systems. That reduces the load on the main
engine processes which leads to better performance results.

BaxxnuBoro 4acTUHOIO PO3poOKU Oyb-SKHUX Bi3yaldbHUX €(EKTIB y Meaia €
ix ontumizailisi. BoHa € KJII040BUM MOMEHTOM, aJ)K€ ONTUMI30BaHICTh BUPAXKAE
AKICTh MNPOAYKTY, BIUIMBA€ Ha HOro BIOAYYTTA Ta OWIHKY myosmiku. [Iporec
ONTUMI3allisl TIOJISTaE B BUKOPUCTAHHI PI3HUX TEXHIK MpH Po3poOdirl edeKTis,
11100 3MEHILIUTH 3arajbHe CIIOKUBAHHS PECYPCIB CUCTEM.

HesBaxkaroum Ha maTopMy 49U piBeHb MOTYXKHOCTI MPUCTPOIO, KIHIICBUN
gac OOpoOKH KOXXHOTO BIJIMAJIHOBAHOTO KaJapy Oyne 3ajekaTd Bij OaraThox
dakropiB. 3okpema B Unreal Engine 111 ¢pakTopu BIUIMBAIOTH HA TPH IEHTPATbHI
CHCTeMHM — TIpOIleC TI'pH, MpoIec peHaepy Ta Ha rpadiunumii mporecop [1].
BaxnuBo 3a3HauMTH, IO pE3yJbTaT CUCTEM IEPEAAETHCSA IMOCIIOBHO, BIJ
CHUCTEMH J0 CUCTEMH, IPU I[bOMY BOHHM BUKOHYIOTHCS MMapajeabHO OJHA OJHIN.
Takum uyuHOM, 4Yac OOpOOKM OJHOro Kajapy 3a3BHyail OyJe IOpPIBHIOBATH
HalOUIBIIOMY Yacy BIAIPALIOBAHHS 3 TPhOX BUIE3a3HAYEHUX CUCTEM.

OpHuM 3 OCHOBHUX (DAKTOPIB, K1 HAPSMY BIUIMBAIOTh HA 3aBAHTAKEHICTh
GPU € mnepemamoBanns. IlepemantoBaHHs, abo IiHa IIEWJEpIB MIKCEIIB
BU3HAYAETHCSI 00’€MOM EKpaHHOTO TMPOCTOPY, SKUU 3aiiMaeThcs edhekToM Ta
HOTO KIUIBKICTh IHCTPYKIIIH, SIKI BHTpadarOThCca Ha oOpoOKy. Bin Hampsmy
NOB’SI3aHUM 3 TPO30OPUMHU MaTepiajlaMy, aJKe KOXEH iX map mnoTpedye
PaBUJILHOTO COPTYBAHHS Ta 3MIIIYBaHHS TEKCEIB MpU peHaepi [2], 10 3HaYHO
M1IBUIIY€ Yac 0OPOOKH.

CropoiieHHss marepianiB, Ta 3MiHA iX THUIy 3MIIIYBaHHS € MPSIMUMH
BapiaHTaMU 3MEHIIICHHs KIHIIEBOI KUIBKOCTI MepeMatoBadb mikceniB. OgHak, €
CUTyamil KOJM TEXHIYHUN XYyJOKHUK TIOBUHEH BHUKOPUCTATU CKJIQJIHHM
MaTtepiai, OpH LbOMYy 30epiraroyd ONTUMAJIbHUN pIBEHb MPOAYKTHBHOCTI
cucteMu. | Ha HbOMy eTari B CUILy BXOJAATh MPoQ1i MacITaOyBaHHS.

[Tpodimi macmrabyBanHs — 1€ O10JIOTEKH TOBEAIHOK «OXOIOKEHHSD
CUCTEM 3aJIeKHO BI1J BU3HAUeHUX YMOB. Ilil OXONOMKEHHAM Ma€eThCsl Ha yBasi
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CIIPOILICHHS, a00 BUKIIOYEHHS CHUCTEM JUIsl 30€pekKEHHS PEeCcypcCiB MPUCTPOIO
kopuctyBaua. Unreal Engine no3Boisie BUKOPHCTOBYBaTH Li OpoQiial s
cucTeM 4yacTUHOK Niagara, K Ha ri00ajJbHOMY PiBHI, TaK 1 Ha PIBHI OKPEMHUX
CUCTEM YM BUIIPOMIHIOBAYIB.

OCHOBHI HajamITyBaHHS MNPOQUIIB BKJIOYAKOTh: THI OXOJIOHKEHHS —
CUCTEMa BMHUpAE MPU BUKOHAHHI YMOBH, a00 BIIAJA€ Y COH; YACTOTa MEPEBIPKU
YMOBHU; IIPIOpUTET BUOOPY CUCTEMHU, siKa 30eperke KUTTs. [ BU3HAYEHHS! yMOB
OXOJIOJKEHHS MOKHAa BHUKOPUCTATH BIJCTaHb /10 CUCTEMH, iX KIUIBKICTb, a0o
3QJIEKHICTh KOXHOTO 3 HUX BiJI MOTOYHUX CHOKMBAHMX PECYPCIB anapaTHOTO
npuiaay Ta iHIm. YMOBH MPpodUIiB 3a1at0ThCs IS IIJIbOBUX PIBHIB I'padiku Ta
mw1aTGopm.

JlomiibHUM ~ BapiaHTOM  BUKOPHCTaHHS  MaciiTaOyBaHHA €  HOTO
BIIPOBAPKCHHS 3 BiJICTAHHIO 70 €eKTy, aJKe 30UIBIIYI0YN BiJICTaHb 3arajbHa
KUTBKICTh TIKCENIB 3amiIuieHnX €(eKTOM 3MEHINYIOTHCS, OJHAK, CKJIAJHICThH
nepeMaaioBaHHs 30UIBIIYETHCS, Yepe3 OUIbII MIIbHE HIapyBaHHS YaCTHHOK.
Kpim Toro, HaBaHTa:KeHHS 30€pIraeThCs 1 Ha MPOILIECl PEHJEPUHTY, al)Ke KOKHA
YacTHWHKA MOBUHHA OyTH 00po0ieHa st nepeaadi nanux Ha GPU.

Taxk, nyst BigmantoBanHs 10 cuctem Niagara, koxHa 3 sskux mopokye 100
000 yacTUHOK MOYKHA BU3HAYUTH HACTYITHY 3aJI€KHICTh 3aBAaHTAXKEHOCTI CUCTEM
TP BiJ BiJICTaHi 10 cucTteM Niagara:

== Game Thread == Render Thread GPU
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Pucynok 1 — 3anexHicTs yacy oOpoOKHU Kaapy BiJ BiACTaH1
B TIOYATKOBOMY BHUTJISITI

3 miarpaMu Ha pUCYHKY 1 MOkHa m0OayuTH Maibke CTaly 3aBaHTAKEHICTb
CHUCTEM 3 BIJICTAHHIO.

[ToBHUI TOTEHITIAIOM MacIITaOyBaHHS MOXKHA CKOPUCTATHCS HAMNpsSIMy y
BUIIPOMIHIOBaYaxX 4YaCTUHOK. Hampukiian, MOXXHA CTBOPUTH JIIHIMHY 3aJI€KHICTh
MDK JUCTaHIE 10 00’€KTa Ta KUIBKICTIO MOPOJKYBaHMX YacTUHOK. [lpu
bOMY 3 BIJICTAHHIO MOXHA 30UTbIIyBaTH PO3MIp 4YacTHHOK. lle 3MeHIIuTH
KUTBKICTh TIEpEMaTIOBaHHS, 30€piraloud IUIaBHICTh 1 NIUIBHICTH €QeKTy 3
BijfcTaHHI0. HaBenena pmiarpama Ha PUCYHKY 2 300pakye 4Yac BUTpPAYCHHM
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KOXHOI CHCTEMOIO 3 BIICTAHHIO JI€ KUIBKICTh MOPOJ/KYBAHUX YACTUHOK KOMKHOI
cuctemu 3MeHInyetbes 3 100 000 mo 100 niHiHHOO 3a7€AKHICTIO BiJl JUCTAHIIII:

== (Game Thread == Render Thread GPU

Yac (mc)

Bigctaxe (M)

Pucynok 2 — 3anexxHicTh yacy 00poOKH KaJpy BiJl BIACTaHI MiCTst
HaJIAIITYBaHHA MacIITa0yBaHHS

3 pe3ynbTaTiB MaeMO MaikKe JIHIAHY KpUBY, J€ 3 BIJCTaHHIO
3MEHIIY€ETHCS Yac 0OpOOKHU KaJpy Ha IrpOBOMY Ta PEeHJEp MOTOIIl, MPUOINU3HO Y
nBa pa3u. BpaxoByrouW MOKa3HUKK 3 MyCTOIO cuUcTeMmoro Niagara, 1€ uac
penaepy ckiangae 6ins 1,5 cekyHau, 3araabHUI yac peHaepy cucremMu Niagara
3MEHIIMUBCA y 2,65 pasu.

Takum 4ymHOM, TmOmIyK OajgaHCy MDK BI3yaJlbHOIO CKJIQJJOBOKO Ta
CIIPOIICHHSMU BI3yalbHUX €(EKTIB € KIH4YOBUM (HaKTOpOM TMpH po3poOiri
Menia. MacmtaOyBaHHS € TIOTY>KHHM 1HCTPYMEHTOM JIJIsi onTUMI3alli e(deKTiB
3QJIEKHO B1J MOTOYHUX PECypCiB MPUCTPOro, TaTdopMu, abo BiJCTaHI 0
00’ekra. lle cripusie 3MEHIIEHHIO TMHAMIYHUX BUTPAT OCHOBHUX cucteMm Unreal
Engine, 6e3 Baromux 30UTKiB Bi3yaJIbHOI CKJIaJ0BOI MPOIYKTY MPU HAIECKHOMY
HaJTAIITyBaHHI IHCTPYMEHTY.
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