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BUKOPUCTAHHS CYUYACHUX TEXHOJIOT'TI BI3YAJIIBAILLLL ITPU PO3POBII IHTEPAKTUBHHUX 3D-
CBITIB

VY cyuacHOMy mporeci po3poOKH BiCOIrOop BaXKIMBHUM € BUKOPUCTAHHS HOBITHIX TEXHOJOTIH Bi3yami3amii s
CTBOPEHHSI BUCOKOSIKICHHX Ta e()eKTHBHHX IHTepakTHBHUX 3D-cBiriB. [losiBa HOBMX IHCTPYMEHTIB Ta METOAIB JO3BOJISIE
PO3poOHUKaM JrocsiraTy OLIBIIOT IITMOMHY TpadiYHOro 300paskeHHs Ta MOKPAIlyBaTH KOPUCTYBALbKUI JOCBi O€3 3HaYHOTO
HaBaHTAXKCHHS Ha OOYMCIIOBANBHI pecypcu. BoaHouac, HEOOXiZHO MOTpUMYyBaTucsi OanaHCy MK BHCOKOIO SIKICTIO
Bi3yanbHUX €(EeKTiB Ta €PEeKTHBHICTIO IXHHOTO BHKOHAHHA, IO € O0COOIHMBO BAXKIIMBHUM IS 3a0€3MeUeHHs CTa0lIbHOTO
ITPOBOTO MPOIIECY HAa MPUCTPOSIX 3 Pi3HUM PiBHEM IMOTY>KHOCTI.

MeTo10 IFOTO JOCTIIKEHHS € OIliHKAa BIUIMBY BHKOPHCTaHHA CYYaCHHX TEXHOJOTiH Bi3yaii3amii Ha CTBOpEHHS
inTepakTHBHUX 3D-CBITiB, 30KpeMa uepes BIPOBAKCHHS TaKUX TeXHOIOTIH, sik Shader Graph, VFX Graph, Level of Detail
(LOD) Tta Global Illumination. Po3rasayT0O BIUIMB IIUX TEXHOJOTIH Ha SKiCTh Tpadiku, MPOAYKTUBHICTH irpOBOTO MPOIIECY,
a TaKoXX iXHIO POJNb y 3a0e3MeueHH] aJanTUBHOCTI Ta epEeKTUBHOCTI pecypciB. s JOCATHEHHS METH TOCITIDKeHHS OyIo
MIPOBEJCHO MOETAITHO.

Ananiz cyyacnux mexnonoziu eizyanizayii [1]. B xoxi mocmimpkeHHs Oyiu AeTaabHO BUBUeHi MoxiuBocTi Shader Graph
i VFX Graph. BusiBneHo, 1o aHi iIHCTpyMEHTH CYTTEBO ONTHMI3yIOTh NMPOLIEC CTBOPEHHS Bi3yalbHUX €(eKTIiB, Ha atl0uu
LIMPOKI MOKJIMBOCTI 1Sl TX HaJIAIITyBaHHS.

Iumeepayis ma onmumizayis pisuie Odemanizayii. Bukopucranus texHosnorii LOD mno3Bossie 3HIKYBaTH PiBCHb
JeTami3alii MoJeme 3aJe)KHO BiJI BiICTaHI O KaMepH, 110 3HAYHO 3HWKYE HABaHTaKEHHs Ha MPoIecop i rpadiuHy KapTy.
BrnpoBamkenns cuctemu LOD 103BONMIO 3MEHIIUTH KiJIBKICTh MOJIIOHIB, IO PEHAEPATHCSA Ha BilalieHuX 00'€KTax, M0
0e3mocepeTHBO BIDIMHYJIO Ha MPOAYKTUBHICTH (Tabmuis 1).

Tabauys 1.
Bincrans 1o kamepu 3MeHIIeHHs TOIIroHiB (%) 36insmenns FPS (%)
10-30 m 40% 15%
30-50 m 50% 20%
50+ m 60% 25%

Mooeniosanns oceimnenns ma 2nobanvroi inominayii (Global Illumination). Byao BIpOBaIKeHO TEXHIKY MOMEPEIHBO
po3paxoBanoro (baked) r106aJpHOTO OCBITIICHHS Y CTATUYHUX CIIEHAX, 10 3HU3WJIO HABAaHTAXXKCHHA Ha rpadigyHHi Iporecop
y TIOPIBHSHHI 3 peallbHUM YacoM oO4HcIeHHs. J|MHaMIuHI JKepena CBiTia BUKOPHCTOBYBAIUCS BUOIPKOBO, IO JO3BOIIUIIO
MOKPALINTH SKICTh OCBITJICHHSI 0€3 3HAYHOT0 3MEHIIEHHSI TPOJyKTUBHOCTI.

Tecmyeannsi ma oyinka epexmusnocmi [2]. BUKOHaHI CTpec-TeCTH MOKAa3aj, 0 BIPOBA/KEHI METOAM ONTHUMI3AIl
JIO3BOJIMIIY 3MEHIINTH cepeHe 3aBaHTaxkxeHHI GPU Ha 30% ta CPU Ha 15%, BogHOYac 30epirum ctabiibHy 4acTOTy KaJpiB
HaBiTh Yy CIICHaX 3 BHCOKOIO KIJIBKICTIO OO0'€KTiB Ta CKIagHUMH edekrtamu. JlOZATKOBUHA aHaNi3 IiITBEPIHB, IO
BukopucTanHs LOD Ta onTHMi30BaHOTI0 OCBITJICHHS MiHIMI3y€ BTpAaTH MPOJYKTUBHOCTI 0€3 TIOMITHOTO MOTIpPIIEHHS SKOCTI
rpadiku.

Iponosuyii w000 nodarvuio2o 600CKOHALeHHs. 3aIPONOHOBAHO IHTETPAIlII0 TEXHOJIOTT aJaNTUBHOTO PEHACPHHTY, 10
JIO3BOJISIE TUHAMIYHO 3MIHIOBAaTH SIKICTh Tpadikd 3alieXHO BiJi NPOJYKTUBHOCTI HPUCTPOro. TakoX MOXIMBICTH
sactocyBanHss DLSS (Deep Learning Super Sampling) mns mokparimeHHs neTaimisaiii 0e3 3HA4YHOTO 301IBIICHHS
HABaHTAXKCHHS Ha cHucTeMy. J[0IaTKOBO NPOIMOHYETHCS BJOCKOHAJEGHHS aJTOPUTMIB INI00AIBHOTO OCBITIICHHS,
BuKopucTaHHA Screen Space Global [llumination (SSGI) y moeqHaHHI 3 mOonepeIHFO PO3PaXOBaHUM OCBITIICHHSIM.

HocmimpkeHHs minTBepamio, mo BukopuctaHHs Shader Graph, VFX Graph, LOD i Global Illumination 3Ha9HO
mokparye rpadidyHy sSKiCTh i ONTHMI3ye pecypcu B po3poOri iHtepakTuBHHX 3D-cBiTiB. Shader Graph i VFX Graph
CHPOCTHIIM CTBOPEHHS MaTepiaiiB Ta e(eKTiB, J03BOJSIIOYM PO3POOISTH CKJIAAHI Bi3yaJbHI €JIEMEHTH 0e3 pydHOTo
HanucaHHs meinepHoro koxy. 3asasku LOD Bpanocs 3HM3WTH HaBaHTa)XXEHHS Ha rpadiuHUi MpOIecop, MOKPAIIUBIIHN
MIPOAYKTUBHICTH 06€3 BTpaTH SIKOCTI.
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