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PED®EPAT

Tema xBamidikamuiinoi po6otu marictpa «IHdopmariiiiHa TEXHOIOTIS ONTUMI3AL]
KOMIT'FOTEpHOI I'pu Ha ocHOBI Instanced Static Meshesy.

[TosicHroBaIbHA 3amUCKa CKIAAA€THCA 31 BCTYIY, 4 PO3/LIiB, BUCHOBKIB, CITUCKY
BUKOPHUCTAHUX JiKepen 13 21 nalitMeHyBaHHs, AOJATKiB. 3araibHuil o0csar podotu — 71
CTOpiHKa, y TOMYy uucil 42 CTOPIHOK OCHOBHOTO TEKCTY, 2 CTOPIHKHA CIHCKY
BUKOPHCTaHUX JKepen, 31 CTOpiHOK TOAaTKIB.

KBamidikariitny poOoTy wMarictpa TMPUCBSIYEHO pPO3pOOIl PIMICHHS IS
nokpaiieHHs metoy ontumizanli Instanced Static Mesh (Unreal Engine).

B nepmomy pozaun poGoTu Oyyno MpPOBEACHO aHali3 MpoOJIEeMHOI 001acTi,
BUKOHAHO MOPIBHSIHHS KilacuuHOTO Instanced Static Mesh 3 pitieHHsM [17151 MOKpaIieHHsl.

B npyromy po3nisii BU3Hau€HO METY, 3a/adl Ta 3acOo0U peai3alii JJjs peaii3arii
3aTyMOK.

Tpertiit po3/i1 MPUCBSIYEHO MOJICTIOBAHHIO PO3POOJICHOTO IJIATIHY.

Pe3ynbrarom poOOTH € MIarid, SIKUil siBJsie cOO0I0 Manky 3 (aiaamu, SKUl MOXKe
OyTu J1eTko iHTerpoBaHuil B Oyab-skuii mpoekT Unreal Engine 5.

[IpakTuHe 3HAYEHHS TONATAa€ y CTBOPEHHS IUIATIHY, SKHH MOKpalye
BUKOpUCTaHHA MeToAy onTuMizaiii Instanced Static Mesh

Kirouosi cmosa: Instanced Static Mesh, Unreal Engine, Instanced Static Mesh
Holder, mnaria, C++, Windows, 10S, Andorid.
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BCTYII

AKTYyaJIbHiCTBh. B cyyacHuX irpax KUIbKICTh PI3HOMaHITHUX 00’€KTIB Ha PiBHI MOXE
J0CATaTH JIECATKIB THCSY, a KIJIBKICTh TMOJITOHIB Ha OAHIM Mofeni — MijbiioHiB. Pecypcu
IrpOBUX MPUCTPOIB HEOE3KIHEYH1, @ TOMY 1 BUHHUKA€ TOTpeOa 3MEHILIEHHS! HAaBaHTAXECHHS, K1
BUKOPHUCTOBYE Tpa. [CHYIOTh METOIM ONTUMI3alli1, IKi MOKHA 3aCTOCOBYBATH Ha PI3HUX €Tanax
po3poOku. [Ipy nboMy 11i METOAM AY>KE€ YaCTO HE JOCTATHbO ONTHMMI30BaHI 1 MOKa3ylOTh HE
MaKCHMAaJIbHO TO3UTHUBHMM pe3yJibTaT, ad0 Jy’Ke CKIIaJIHI I peajizarlii, o 3ByXye chepy
HOT0 BUKOPUCTAHHS.

KoM rotepHa rpa — 1ie ckjiajHa nporpama, Imija 4ac poOOTH K01 BUKOHY€EThCS BEJIUKa
KUIBKICTh MaTeMaTU4HuX oOunciieHb. KoxkeH 00’€kT y rpi Mae HaOlp CBOiX YHIKaJIbHUX
reoMeTpuyHuX ((opMa, KUIBKICTh MOJITOHIB) Ta (PI3WYHUX HAIAIITyBaHb (Bara, po3Mmip,
IIUTHHICTh), ONTHUYHUX BJIACTMBOCTEM MOBEPXHI O00’€KTa, SIKI XapaKTepU3YIOTh 3JaTHICTh
00’€exTa BIIOMBATHU CBITJIO i TiHb. TaKkoX 1HKOIM HEOOX1THO BPaXOBYBAaTH YaCTKOBE a00 IMOBHE
pyiiHyBaHHs 00’ekTa. KoXeH 13 MX acnekTiB MOoTpedye MpopaxyHKIB xoua O OAWH pa3 3a
KOXEH KaJIp, sIK1 TTOCIIIIOBHO B1JJ0OpaXaroThCA Ha MOHITOPI. 3aJIe)KHO BiJ] XapaKTEPUCTUK TPH
e Moxke BinoyBatuck 30, 60, 120, it HaBith 240 fps (Frame per Second — kaapiB 3a CEKyHY).
Yum MeHIle HaBaHTaKEHHS HAa CHUCTEMY 1 YMM OUIbLIE MPHU LbOMY MOKa3HUKH fps — TuMm
CWJIBbHIIIIE 30UIBIIYIOTHCS IIAHCH TPU Ha (DIHAHCOBHM YCITIX.

O0’ext pocaimxennsi. [Ipouec ontumizauii rpu 3 BEJIMKOI KUIBKICTIO OJHAKOBUX
00'€KTIB.

Ipeamet pocaimxennsi. Texnonorisa Instanced Static Mesh, six MmeTo onTumizartii rpu
3 BEJIMKOIO KUIBKICTIO OJJHAKOBUX 00’ €KTIB.

HaykoBa HOBHM3HA JOCIIDKEHHS MoJisAirae y MokpauieHHi TexHoorii Instanced Static

Meshes 10 piBHS aBTOMaTHYHOI ONTHUMI3aIlll Ta MOXJIUBOCTI 00'€IHYBaTH MOJIEN AEKUIBKOX



o0'exTiB Ha piBHI B omuH Instanced Static Mesh. JlocmipkeHHS Mae Ha MeT1 3HANTH
e(EeKTUBHUN METOJI ONTUMI3aIlii TPH 3 BEJIMKOIO KUIBKICTIO OJHAKOBUX 00'€KTIB, 110 BILJIMBAE
Ha MPOAYKTUBHICTh KOMIT'FOTEPHHX 1TOP.

I'imore3n pocaimKeHHd:

1.  Buxopucranus TtexHonorii Instanced Static Meshes wMoxe nokpamUTH
MPOAYKTHUBHICTH KOMIT'FOTEPHUX 1TOP 3 BEIMKOIO KITBKICTIO OJTHAKOBUX 00'€KTIB.

2. Po3po6aenuii Mmetos ontumizaiiii Ha ocHOBI Instanced Static Mesh Mosxe 3HU3UTH
KUIBKICTh 00'€KTIB y I'pl Ta MOKPALIUTH 11 TPOIYKTUBHICTb.

3. Buxopucranns Texnosorii Instanced Static Meshes Moske 3HU3UTH HaBaHTaKEHHS
Ha Tpolecop Ta rpadiyHy MIJCUCTEMY TpH, IO MOXKE IMPHU3BECTH 10 30UIBIICHHS
MPOyKTUBHOCTI TPH.

4, Peasnizaris Metoay ontuMizaiiii Ha ocHoBI Instanced Static Mesh Moske 3MeHIIIUTH
yac, HeOOXIJHUHM NJIsl 3aBaHTAXXEHHS O0'€KTIB y TPy, IO MOXE MPU3BECTU 0 MOKPAIICHHS
JIOCBIYy KOPUCTYBaya Ta 30UTbIIEHHS TPOIyKTUBHOCTI TPH.

Meta poGoru. [ocmimxkenHss # mnokpamieHHs Instanced Static Mesh o piBHs
ABTOMATUYHOI ONTHUMI3allli Ta MOXKIMBOCTI 00’ €IHYBaTH MOJIEJ JEKIJIBKOX 00’ €KTIB Ha PiBHI
B oauH Instanced Static Mesh.

3anaui:

— npoBecTd aHam3 TexHojorli Instanced Static Meshes Ta ii BrmMBY Ha
MPOYKTUBHICTH KOMI'IOTEPHUX 1r0D;

- BJIOCKOHAQJINTH TEXHOJIOTIIO omTuMizamii Ha ocHOB1 Instanced Static Mesh Tta
OTHCATH MPHUHITUII Jii CTBOPEHOTO PIIICHHS;

— peanizyBatd po3poOJeHe PIMIeHHS B TPl Ta MPOBECTU MOPIBHSIIBHUN aHai3
MPOYKTUBHOCTI TP JI0 Ta MICIsl HOro BIPOBAIKEHH. 3pOOUTH BUCHOBKU MPO €(PEKTUBHICTD

BUKOPUCTAHHS CTBOPEHOTO PIlICHHS;



IIpakTuHe 3Ha4YeHHs1. Po3po6iieHa iHdopMalliiiHa TEXHOJIOT1S JOTIOMOKE PO3IITUPUTH
30HY MOXKJIMBOT'O BUKOpHCTaHHs TexHoiorii Instanced Static Mesh y koM’ otepHux irpax ta
3HAYHO CIIPOCTHUTH Mpoliec Horo inTerpaiii. Onrumizaiis Big0yBaTUMETHCS aBTOMAaTUYHO JIJIS
o0paHMX KJaciB 00’€KTIB, 10 KapJUHAIBHO BIIPIZHAETHCSA BiJ BUKOPUCTAHHS KJIACHYHOTO
Instanced Static Mesh, sikuii MOXHa HaJalITYBaTH JIUIIE OKPEMO JJIsI KOXKHOTO 00’€KTYy Ha
piBHI.

Anpobauia pociaigxennsi. Jlomopiae BimOyBasacs Ha koHbepenmii IMA 2023, 3a
pe3yibTaTamMu poOOTH OMyOIIKOBaHI T€3W Ta MOJAHY CTAaTTIO 10 PO3IMIALY y PENaKIiio
xypuainy IAPGOS (Informatyka, Automatyki, Pomiary w Gospodarce i Ochronie

Srodowiska).



1 AHAJII3 IPEJMETHOI OBJIACTI

1.1  Orasja ocTaHHIX AOCTiIXKeHb i myOJikani

Ha wneii gac, crocoBHo Instanced Static Mesh B iHTepHeTI Maiike BIACYTHI MyOJiKarii,
okpiM odimiitHo1 mokymeHTarii Epic Games [1], B skiii BincyTHs iH(popMaIlis Mpo Te sK
BUKOPUCTOBYBAaTH JlaHy TEXHOJIOTIIO, 1 BOHA MICTUTh JIMIIE OMNHCAHHS METOMIB. TaKox,
ICHYIOTh JIMIIIE TTOOJIMHOKI MyOdikaiii Ha popymax Ta Bimeo Ha YouTube, sKi 1 SBIASIOTHCS
OCHOBHHM JpKepesioM 1H(opMalii Jjis JIOAUHU, sSKa HaMmaraeThcsi Bukopuctatu Instanced
Static Mesh B cBoeMy mpo€KT!I.

[Ticas mocmimkeHHsS OLIBIIOCTI HAsSBHUX MyOuikaiiiii crocopHo Instanced Static Mesh
(mami — ISM) — craso 3po3ymiio, mo ISM — 11e KOMITIOHEHT aKTOpY, SIKUH JT0AA€ThCS Ha CIICHY
B UE. Bin sB11sI€ c00010 MOJIEeNb, SIKa CTBOPIOETHCS OJMH pa3, ajie BioOpakaeTbcs Ha CIEHI
JeKUTbKa pasiB (KOXKEH pa3 31 CBOEK0 IO3HUINEID, TOBOPOTOM Ta MacimTabom). [lum camum
JOCSTaeThCs BEJIMYE3HA €KOHOMIS Tam’ STl Ta 1HmmX pecypceiB 1K, 3a paxyHOK 0IHOpa30BOro
MpopaxyBaHHs MOJIETI.

HatiiGinem ssBHa mpobaema ISM — 11e came Te, 10 BiH € KOMIIOHEHTOM aKTOPy — TOOTO,
HOT0 MOXKHA MPUB’A3aTH JIMILE O SIKOTOCh KOHKpETHOro 00’ekty. Hanmpuknaa, Mu MOXEMO
CTBOpUTH OyAMHOK, ISM sikoro cTaHyTh OJIMHAKOBI IETJIMHU, SIK1 IPOCTO PO3MIIIICHI B PI3HUX
MICIISIX 1 [IMM CAaMHUM CTBOPIOIOTH BI3yalli3allito IbOTO Oy IMHKY. AJie MPU [IbOMY MU HE MOKEMO
PO3MICTUTH OJMHAKOBI YEPBOHI OOYKM HaA CIICHI, SKi SBJSIOTHCS PI3HUMHU 00’ €KTamH, 1 TIpH
oMy 00’ eHaTH iX B ouH ISM. Came BupiIieHHs 1IbOTO HEIOMIKY 1 € OCHOBHOIO MTPOOIEMOTO0

JIOCITIKEHHS.
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UYepes Opax iHpopMmalii npo ISM BupimieHo aHanizyBaTu BCHO 00J1aCTh BUKOPUCTAHHS
METO/I1B ONTUMI3allii, 1100 3p03yMITH, SIKI TOKa3HUKH METO/I1B ONTUMI3aIlli MalOTh HAaHO1IbIITY
POJIb Tij1 Yac X BUOOPY JI0 3aCTOCYBAHHS y MPOEKTI.

Ane BXKe MiJ 4Yac MPOBEACHHS aHamizy OyJ0 BHU3HAYEHO, 110 BCE 3aJCXKHUTh BiJ
KOHKPETHOI TPH 1 BiJl pe3yjbTary, SKOTO PO3POOHUKH 0akaroTh JOCATTH. SIKIIO Tpa Tyke
MajJeHbka — TO ii B3arajl MOXHa HE ONTHUMI3YBaTh. Km0 0OCIr cepeaHii — MOXKHA
BUKOPHUCTATH HAMMOpOCTIII MeToau onmTtumiszaiii, Taki gk Distance culling, Occlusion culling
ta Frustrum culling [2]. ¥V Bumanky, SKIIO NPOEKT BEIUKWN, 3 BEIMKOI KUIBKICTIO
PI3HOMaHITHHUX 00’ €KTIB Ta BEJIMKUMHU MallaMu — Kpallle BAKOPUCTATH yC1 METOIA ONITUMI3aIlii.
[Ipu BUKOpPUCTaHHI BEJIMKOI KUIBKOCTI OJHOTHUIIHUX OO’€KTIB Ha CIIEHI, 3 BHCOKOIO
JeTaJTi3aIi€r0 — BapToO 33 yMaTHCh Ipo BukopucTanus Nanite System [3]. V neskux Bumaakax
JIUIIE 11 CUCTeMa MOKe 301IbIIUTH fps B JIeKiIbKa pasiB.

Axmo 3BepTaTH yBary Ha SIKyCh KOHKpETHY cuTyamito, To Kpic J{ikMHCOH y CBOIiii
KHU31 [4] onmucye BHIIAZOK, KOJU HOMY 3 KOMaHJOI OBEJIOCH 3alHSATHCH OINTHMI3aIliEr0
onHiero rpu. Came B TOMy BUTIAAKY BAAJIOCS 30UIBIIMTH cepeAHiil ¢ppeiimpeit B Tpi 3 30 10
120 fps (BumpoOyBaHHS MPOBOJAUIMCH HAa OAHIM 1 TIA K€ MaIIMHI 3 OAHUMHU 1 TUMH XK
HaJIAIITyBaHHSIMHM).

B nocnimkenni Intel [5], ske Bonu npoBoauiu 3 pymriem Unreal Engine 4, iinerbes mpo
npupict fps B 12,2%. Ontumizanis MpoBOAWIIACH JIMILE HUISIXOM ONTHUMI3alli Mojenei Ta
TeKCTyp. Takuii >xe MPUHIIKI ONITUMI3AIllT BUKOPUCTOBYBABCS y poOoTi AnbOepTo AnbBapesa
[6], ne pesynbraTom st mpoctoi 2D-rpu cramu ymmie 5% mokpameHHs fps.

B neskux cnemudivyHuX Irpax Ay»e YacTO BHUKOPUCTOBYIOTHCS Taki kK cCremudidHi
METOM ONTHUMI3allii, IK HAMPHKIIA] OMUCYeThes B cTarti Hal Xu [7] 3 omucoM ontumiszariii
3D-micta B Unreal Engine 5. Bin onucye 1ikaBy cucteMy 3MiHy MOZesel MicTa Ha 00’ eMHY
MaIty JJisi OITUMI3allii, 10 B paMKax HOTo MPOEKTY a0 BETUYE3HUN MPHUPICT J0 KUIBKOCTI

KajpiB (OUTbIIe HiXK Ha 224%).
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1.2 AmnHajui3 nporpaMHHUX NPOAYKTiB-aHAJIOTIB

[TopiBHATH pO3pO0JIEHY CHUCTEMY JJIA ONTHMI3alllil 3 1HIIUMH METOJIaMH OITHUMI3aIlii
ITPOBUX JOJATKIB HEMOXKIMBO, 00 KOXEH 3 HHUX BUKOPHUCTOBYETHCS B 3aJCKHOCTI Bij
0COOMBOCTEH TpH (ITOTOKEHHS KaMEPH, KUTBKICTh 00’ €KTIB, JMHAMIYHICTb, SIKICTh MOJIEJIEH 1
T.J.). AJle MU MOXEMO TMOPIBHATU BJIACHY CHUCTEMY 3 MOYaTKOBOIO Bepcieto Instanced Static
Meshes. ITopiBHsIIbHUIT aHATi3 HaBeAeHO B Ta0. 1.1,

Ax Oaummo, emunuii MiHyc Instanced Static Meshes Holder (cucremu, sika
PO3POOITIOETHCS B paMKax JaHOTO JOCIIIKEHHS) — 1€ T€, 1110 BiH HE JOCTYTHUHN BIapa3y Mmiciis
CTBOpPEHHS MTPOEKTY. Takox, BaXIJIMBUM (PAaKTOM € Te, 110 Hi knacuuHuii Instanced Static Mesh,
Hi Instanced Static Meshes Holder e MoxyTh miarpumyBatu ¢izuky. Ckopiiie 3a Bce,

MIATPUMKY (13UKM MOKHA peaizyBaTy, aje 1€ NoTpedye OKPEMOro JOCIIIKEHHS.



Ta6mui 1.1. - IlopiBHsUIBHUE aHa13

12

Kareropii mis | CranmapTHuii Instanced | Instanced  Static  Meshes
nopiBasHHS | Static Mesh Holder

Metonu
ABTOMaTHYHE JOJTaBaHHA | - +
HOBUX MOJIETICH JJIs IHCTAHCY
MoxnuBicTh 00’ €qHYBaTH | - +
pi3HI 00’€kTH (aKTopH) Ha
CIIEH1 B OJIMH 1HCTAHC
MOoXIHUBICTh JOJIATH | - +
a0COJIFOTHO p13HI MOJIei
MoxnuBicTe pyxy Mojeneit | + +
3a TaMIIaiHOM (BPYYHY)
BB ¢i3uku Ha Moneni B | - -
1HCTaHC1
Bigpasy  nmoctymHumit B |+ -
npoekti UES
ABTOMaTHYHE JOABaHHA | - +

HOBHUX MOJIEJICH 17151 IHCTAHCY
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2  TMOCTAHOBKA 3AJIAYI TA METOIU JOCJIKEHHS

2.1 Mera Ta 3aaa4i J0CTiIKeHHSA

Meta pobotn € mocmipkeHHs ¥ mokpameHHs Instanced Static Mesh mo piBHs
aBTOMATHYHOI ONTHUMI3AIlli Ta MOXKJIMBOCTI 00’ €THYBaTH MOEII AEKUIBKOX 00’ €KTIB Ha PiBHI
B oquH Instanced Static Mesh.

BiamoBigHo 10 MocTaBiieHOI METH HEOOX1THO BUPIIIUTH TaKl B3a€MO3B’s3aH1 3a/1a4i:

o npoBecTd aHam3 TexHojorii Instanced Static Meshes Ta ii BMBY Ha
MPOIYKTUBHICTh KOMII'FOTEPHUX 1r0p;

o MOKpaIIUTH METO/1 oNTHMI3allli Ha ocHOBI Instanced Static Mesh Ta onucaru itoro
MIPUHIINAT 1T,

o peaizyBaTH PO3pOoOJCHUM METOJ B TIpl Ta MPOBECTH IOPIBHAIBHUN aHali3
MPOTyKTUBHOCTI TPH JI0 Ta MiCIIs BIPOBAIKCHHS METOTY;

o 3p0oOUTH BUCHOBKH PO €()EeKTUBHICTh BUKOPUCTaHHs TexHoJorl1i Instanced Static
Meshes y niporieci onTumizaiiii KOMI'FOTEpHUX 1TOP.

Po3po6iena cucrema Jijisi ONTUMI3allii Ma€ MICTUTH Takl (PYHKITII:

o MOXJIMBICTh PO3POOHUKY CAMOCTIMHO BU3HAYaTU CIUCOK KJIACIB, 00 €KTH SKUX

OyIyTh ONTHMI3yBaTUCh TIPH JI0JaBaHHI HA PIBEHb;

. MO>KJIUBICTB I0AATH JIO OJTHOTO 1HCTAHCY MOJIEJNI PI3HUX 00’ €KTIB;
o aBTOMATUYHA ONTUMI3AIli MICTs CTapTy TPH;
o MO>KJIMBICTB J]0J1aTH O€3KIHEUHY KUIbKICTh 00’ €KTIB KJ1acy 1 0€3KIHEUHY KIJIbKICTh

KJIaCIB IS OIITHUMI3AL].
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O6’ext nmochimxenHs. Ilpomec onmTumizalii Ipu 3 BETUKOI KIJIBKICTIO OJHAKOBHUX
00'eKTiB.

[Tpenmet nocmimxenns. Texnomnoris Instanced Static Mesh, sik MmeTon onTumizatii rpu 3
BEJIMKOIO KUIBKICTIO OJJTHAKOBUX 00’ €KTIB.

['imore3n mociiuKeHH .

1.  Buxopucranus TtexHonorii Instanced Static Meshes woxe mnokpammTH
IPOIYKTUBHICTH KOMITFOTEPHHUX 1TOp 3 BEIMKOIO KIJIBKICTIO OJTHAKOBUX 00'€KTIB.

2. Po3po6aenuii Mmetos ontumi3zailii Ha ocHOBI Instanced Static Mesh mose 3HU3UTH
KUIBKICTh 00'€KTIB y I'pl Ta MOKPAILTUTH 11 TPOYKTUBHICTD.

3. Buxopucranns Texnosorii Instanced Static Meshes Moe 3HU3UTH HaBaHTAKEHHSI
Ha Tmpouecop Ta rpadiyHy MIACUCTEMY TpH, IO MOXKE MPUZBECTH 10 301IBIICHHS
MIPOTyKTUBHOCTI I'PH.

4, Peanizanis Metoy ontuMi3aiiii Ha ocHOBI Instanced Static Mesh moske 3MeHIIMTH
qyac, HeOOXITHUM NIl 3aBaHTaXXEHHsI 00'€KTIB y Iy, 10 MOXKE MPU3BECTH J0 MOKpPAIICHHS

JIOCBIYy KOPUCTYBayva Ta 30UTbIIEHHS TPOIyKTUBHOCTI TPH.

2.2 Mertoam D0CTiIKEeHHS.

Jnst nocnikeHHs: epeKTUBHOCTI BUKOpUCTaHHs TexHoJorii Instanced Static Meshes y
MPOoIIeCi ONTUMI3AIliT KOMITIOTEPHUX irop OyJiM BUKOPUCTAaHI HACTYITHI METOIH:

- ExcnepumeHTabHMI METO] - TPOBEJICHO MOPIBHSUIBHUN aHAJI3 MPOAYKTHBHOCTI TPH
70 Ta MICIs BIPOBa[KCHHS MeTody. [Ipw mbOMy BUMIPIOETHCS Yac 3aBaHTAXCHHS TPH,
KUIBKICTh KaJpiB B CekyHAy (fps) Ta KIIBKICTH pecypciB, SIKi BUKOPHUCTOBYIOTHCS IS

B1J100pa’KE€HHS TPHU.
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- ExcneptHuii meTon OyJi0 BUKOPUCTaHO SIK JAyMKa €KCIEpPTIB Yy raiy3i po3poOKu
KOMIT'FOTEpHUX 1rop 110J10 BUKOpHUCTaHHs TexHouorii Instanced Static Meshes Ta ii BIiuBy Ha
MPOAYKTHBHICTH TpH (ITPOEKT 3aBaHTakeHO Ha GitHUD Ta HamaHO TOCTYI TUPEKTOPY OJHIET 3

IT-komraHiit).

2.3 Bubip TexHoJoriii

[licns mpoBeAeHHS aHai3y aKTyaJbHOCTI POOOTH, BUBYEHHS HAWUIMOMYJSAPHIIIUX
METO/IIB ONITUMI3allli Ta BUBHAYEHHSI METOY, SIKUM MOXHA ONTUMI3YBaTH, CTAJI0 3pO3yMLIO 1
AK1 TEXHOJIOT1i Oy1yTh BUKOPUCTOBYBATHUCH.

Tak sik Instanced Static Mesh — nie Texnosorist Unreal Engine, To 1 po6oTa BUKOHYBajIach
Ha OCHOBI IILOTO JBUTYHA, 1 Oyyna oOpaHa OCTaHHS BEpCis JBUTyHA Ha MOMEHT IOYaTKY
nanucanus podoru (Unreal Engine 5.0.2) [8].

JIiist HanvcaHH JIOTIKK NMOoKpauieHHs: Meroay ontumizauii s UE icHytoTh 2 BapiaHTH:
C++ Ta Blueprints (Bi3yasibHa MOBa miporpamyBaHHs, BOyioBana B Unreal Engine mounnaroun
3 4 Bepcii). Tak sk Blueprints mae gyxe 0arato MiHycCiB (3MIHHM HE Bi10OpakarOThbCs y
CUCTEMax KOHTPOJIIO BepClid, BIACYTHIM TNOIIYK IO BHUKOPUCTAHUM METOJaM, BHIIE
HaBaHTAKCHHS Ha CUCTeMYy, B mopiBHsHHI 3 C++), Oyio oopano C++ 11 Bepcii [9]. Came neit
cranaapt C++ miarpumye UE, nonatoun neBuuii pynkiionan C++.

CepenoBuiieM po3poOku s HanmucaHHs Koxy Oyio oopano Rider for Unreal Engine
[10], tak sx BiH € Oumbmn 3pyunuM, HibK Visual Studio (sxka B CBOIO dYepry TaKOX

BUKOPUCTOBYBAJACh JJi reHepyBaHHs OiHapHux ¢ainis 1t UE).
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3 MOJAEJIIOBAHHA TA TIPOEKTYBAHHSA

3.1 CtpykTypHO-pyHKIiOHAIbHE MO/IeJI0BAHHS NPoLecy

Jlis BUKOHAHHS €Talmy MOJEITIOBAHHS Ta MPOEKTYBAHHS CUCTeMY Oyiu po3poOiieHi
nmiarpamu HoTauii IDEF0, siki onmucyroTh Mpoliec BUKOPUCTAHHS PO3POOJIECHOT CHCTEMH, Ta
CYTHOCTI, SIK1 BIUTMBAIOTh Ha 11€H MpoIiec.

HMiarpamu Horauii IDEF0

IDEFO — ue rpadiuna HoTarls, sika Impu3HadeHa Mg onucy Oi3Hec-mporieciB. Ha
MEePIIOMY €Tall MPOEKT MPEACTABISETHCA Y BUTJISAAI NMPSAMOKYTHHKA, B CEPEAHMHI SKOTO
OMKCAHO OJIHUM PEUYCHHSIM OCHOBHHM HOT0 (QyHKIIIOHAJ. b1 HHOTO MaNIOIOTHCS CTPUIKH, SIKi
ABJISIFOTH COOOKO BXIJIHI JIaH1 JJI1 KOPUCTYBAaHHS IPOIYKTOM (3711Ba), BUX1]I (CIpaBa), CTPLIKU
yIpaBIiHHS (3BEPXY) Ta MEXaHI3MHU, 3 JOIIOMOTOI0 SIKUX BUKOHYETHCS (DYHKITIOHAT (3HU3Y).

Ha pucynky 3.1 300pa’keHa KOHTEKCTHA Jiarpama MpoIlecy ONTUMi3allli Tpu s
TEXHOJIOT1i onTUMI3alli rpu Ha ocHOBI Instanced Static Meshes.

HactynHuit Kpok 11 MOJICTTIOBAHHS MIPOEKTY — 1€ CTBOPEHHS JlarpaMu JEKOMIO3UIIIT
nepuoro piBHs. BoHa BIpi3HSETHbCS BIJ MOMNEPEIHbOI PO3OUTTSIM TOJIOBHOTO MPOLIECY Ha
0JIOKM 1 TOETHAHHSIM CTPUIOK 3 OJIOKaMU, 0 SIKUX BOHU BIIHOCSIThCSI.

Jliarpama JeKOMITO3HIIIT IePIIOro PiBHS OyJjia TAKOK CTBOPEHA 1 MA€ HACTYITHUN BUTIIS

(puc 3.2).
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Pucynok 3.1 — Kontekctna aiarpama IDEF0
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Pucynox 3.2 — KonTekcTHa giarpaMa JeKOMITO3HUIIIT EPIIOTO PiBHS
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3.2  Jliarpama BapiaHTiB BUKOPMCTAHHA

Jiarpama BapiaHTIB BUKOPHUCTAHHS BIJIOOpaka€ B3a€EMOJIIIO 30BHINIHIX 00’ €KTIB 3
po3pobiaeHNM npoAykToM. B HamroMy Bumaaky Oysio BU3HAYEHO 3 aKTOpa:
1. Kopucrysau.
2. Instanced Static Mesh Holder.

3. Unreal Engine

Takox, 0yJi0 BU3HAU€HO 6 ClieHapiiB BUKOPUCTAHHS MPOAYKTY:
1. CtBOpeHHS BUXIHOI CIICHH.
2. T'enepartis [ISM.
3. BUKIHK JOTIKH KIIacCiB.
4. Pereneparisi Mozaeneii B ISM.
5. Po3mimenns ISM Ha cueni.
6. BuBeneHHs onTUMI30BaHOTO 300paKEHHS Ha €KpaH.

Jliarpama BapiaHTiB BUKOPUCTaHHS HaBeneHa Hux4e (puc.3.3):



KopucTysay
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TexHonaoria
onTHUMizawji

=

CTBOpeHHA BMXigHOT cLeHK

Menepauia ISM

>

PereHepauia mogenen e
ISM

Buknuk noriku K.I'IEICiB

ISM Holder

PoamiwenHAa 1SM Ha cueni

BuseneHHA onTUMizoBaHOrd
300pameHHA Ha ekpaH

>X

Pucynox 3.3 — Jliarpama BapiaHTiB BUKOPUCTAHHS
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4 TMPAKTHUYHA PO3POBKA PIIIEHHSA

4.1 Po3podxka miaariny Instanced Static Mesh

[Iporec onTuMmizariii MO’KHA OITUCATH 3a JOIIOMOTO!0 O10K-cxemu (puc.4.1).

[1narin cnouatky ctBoproe koHTeiHep ISM. TlotiM BiH cTBoproe ISM i1 KOKHOTO THUITY
MOJieNi, sIKy MOTpiOHO onmTuMizyBaTu 1 nojae mi ISM no xouteiinepa. Ilicis momaBaHHS
KokHOTO ISM, muiarin oTpuMye miaTBepKEHHS PO ycmimHe AoaaBanns [ISM o koHTeliHepa.

Jlani, mounHaeThes Tpa 1 IJ1arid nepeaae kouteinepy ISM indopmariiro npo Mojaeri, siki
OyJiv 10/1aH1 0 CIIEHU Ta MOXKYTh OyTu ontuMizoBaH1. KonTtelinep ISM BuKOHYy€ onTumizaiiito
1 IOBIJOMJISIE TUIATIH PO YCHIIHY 3aminy ISM.

Konrelinep ISM mnoBeprae 3BOpoTHIM KOHBepToBaHMM Mesh mnariny,ra 30epirae
JI0JTaTKOBI J1aHi JJIsl TIOJIaJIbInol 3B0poTHOI KoHBepTarlii [ISM B Mesh 3a notpeoOu.

[Tin 4yac rpu KIE€HT MOXE BUKIWMKATH (PyHKIII0 i BunaneHHs [ISM 3 koHTeiHepa.
[Inarin nepenae nei 3anut Kourenepy ISM, axuii Bunanse ISM 3 koHTeliHepa 1 TOBIIOMIISIE
TJIariH npo ycrimHe BugaaeHHs [ISM.

Instanced Static Mesh - 1ie kommonent B Unreal Engine, sikuii 103BoJIsIE BioOpakaTu
OaraTo Korii OJIHi€l MOJIeJIl Ha CILI€H1, BAKOPHUCTOBYIOUH JIMIIIE OJMH €K3EMILISIP caMOoi MOJei
B maM'sTi. Lle 1ae MOXIUBICTh €(peKTUBHO Bi0OpakaT BEJIMKY KUIBKICTh OJHAKOBUX 00'€KTIB
Ha clieHl 0e3 3aliBOoro HaBaHTa)keHHs Ha cuctemy. Kpim toro, Instanced Static Mesh moxHa
MaHIMMyJIIOBaTH B peaTbHOMY Yaci, 3MIHIOIOYM TO3UIl Ta MapamMeTpu OKPEMHX I1HCTAHCIB.
Instanced Static Mesh n03Bostsie miABUIIUTH TPOYKTUBHICTH TPH T4 3MEHIIIUTH Yac PO3POOKH

3aBASKUA €(PEKTUBHOMY BUKOPUCTAHHIO MaM'AT1 Ta PECYPCIB.



Hosa mozaens aofaqa
[0 CLIeHU

00 00'EXTY, AKOMY
NPUCBOEHO IHABKT
ans
ONTHUMI3a-
uii?

Yu icHye ISM 3
TaKOI0 X MOLENNH 8
KOHTENHEDI?

Y y

CTBOpEHHA HOBOMO Mowyx ISM ans
ISM ons mogeni mopaeni

Y

PenarysasHsa ISM,
[00asaHHs no3nui
HOBO! MoZeni

v

BiaKnkoueHHA cTapol
mogaeni

Pucynox 4.1 — IIporec onrtumizartii
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Jns mBuakoi 1 mpoctoi iHTerparii mokparmieHoro Instanced Static Mesh kpaine
MTOMICTHTH HOT0 B TUIAriH, SKMH MOYKHA ITPOCTO Oy/Ie CKOIIIOBATH B MAIKY 3 IUIariHaMu B Oy 1b-
SAKOMY TPOEKTI.

Hns Toro, mo6 ctBopuTu HOBUM miariH ajs Unreal Engine HeoOXigHO cHodaTKy

CTBOPHTH ITyCTUH TIPOEKT (puc.4.2), Ta BiKE HA HOTO OCHOBI BUKOHYBAaTH HeoOXiaHi1 mii [11].

RECENT PROJECTS @" m
|

Blank First Person

GAMES - 4.‘

FILM IVID’ ‘ ' Third Person

LIVEEVENTS - 4117

= &

Vehicle Handheld AR

v

PRODUCT DESIGN &
MANUFACTURING

Create Cancel

Pucynok 4.2 — CTBOpeHHS IPOEKTY

Kot po€eKT CTBOPHUBCSI, MOKEMO TIEPEHTH IO CTBOPSHHS HOBOT'O TUIariHy (puc.4.3).
[Ticnst CTBOpEHHS TIariHy, MOXKEMO BIJKPUTH MPOTPAMHUNA KOJ MPOEKTY. Y Tamii 3

MJariHaMi CTBOPHJIACS MMarKa HaIloro IUlariHy 31 CTaHJapTHOIO CTpyKTypotro mamok Unreal
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Engine (Private/Public cekii). B cepeauHi 1iux manok CTBOPUMO HEOOX1H1 KJ1acH, iK1 OyAyTh

apxiBoBaHi B Tutarin gani [12]. CTBopeH1 Kjlacu HaBeJIeHO Ha pUCYHKY 4.3.

New Plugin
emplate and tf
Blank
C a blank plugin with a minimal amount «

ugin cr edw this pl aitol ug 5 ot enu entries

- Content Only
%a- ank plu

Bluep

»«  Editor Standalone Window

a plugin that wi a butto ar in the Level Editor su on i when clicked

w Content Directory

Create Plugin

Pucynok 4.3 — CTBOpeHHS TUIariny
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>

Pucynok 4.4 — JleMoHCTpallisi CTBOPEHUX KJIACIB B CEPEAUHI TUIAriHy

[epeiimemo o 3amoBHeHHs mux kKiaciB. AlnstancedMeshOptimizableObject — me
00’€KT, kUi Oyae onTuMi3yBaTuch. Jlekiiapyemo oMy Te, 110 BiH 000B’ I3KOBO TIOBUHEH MATH
Static Mesh Component, 60 e came Te, 0 ONTUMI3Yy€eThes 3a gomomororo Instanced Static
Mesh. Takox, BiH MOBUHEH MaTH 1HAEKC — I iJeHTU(ikaTop 00’ekTa B cepenuHi Instanced
Static Mesh Holder. 3a momomororo H#oro mMo’kHa 3BEpPHYTHUCH O 1HCTAHCY 1 MEPEMICTUTH
B1JI00Opa)KEHHS KOHKPETHOTO 00’€KTa, SIKOMY BIAMOBiAae el iHaekc. Takoxk, mogamo bool
3MIHHY JIJIS IIBUJIKOTO BiJKITItoueHHs ontumizamii [13] (puc. 4.5).

st Toro, mo0 3pyuHo Oyno BukopuctoByBaTH Instanced Static Mesh — moBenoch
CTBOPHUTH KJIAC-OOKJIAAMHKY 13 pO3MIMPEHUM (YyHKLIOHATIOM JUJIsl HbOTO. DYHKIIOHAN LIOTO
KJIacy mepeadadae MEeTOAu 3 JO0JAaBaHHs Ta BiJIHIMAHHS KOHKPETHUX 00’ €KTIB 3 1HCTAHCIB, Ta
BKJTFOUCHHS/BIIKJIFOYCHHST OMTHUMI3aIi I BCIX 00’€KTIB, sKi Oyid ONTHMI30BaHI 3a
nonoMororo Instanced Static Mesh Component. Takox, BiH 30epirae iHpopMallil0 Mpo BCi
ONITUMI30BaHI 00’ €KTH Ta iX 1HAEKCH i1 JTOCTYIy A0 iX 300pakeHHs B Oyab-skuil yac [14]

(puc.4.6-4.7).



AInstancedMeshOptimizable

UStaticMeshComponent* getMeshComponent()

BeginPlay()

Pucynok 4.5 — Jlexnaparis kiacy InstancedMeshOptimizableObject
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Pucynox 4.6 — Jlexmapartis kimacy InstancedStaticMeshWrapper
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Pucynox 4.7 — [IponosxxeHnst nexmaparrii kinacy InstancedStaticMeshWrapper

Ocranniti kmac — 1e AlnstancedStaticMeshOrganizer. lleit kmac kepye Bcima
1HCTaHCaMHU, siKi OyJiM CTBOpEHI Il onTumizailii 00’ekTiB. J[Jig1 onTuMizallii KOKHOi HOBOI
Mozeni cTBoproeThecsi HOBHM Instanced Static Mesh Wrapper, skuit moxe 30epiratu B co0i
O€3KIHEUHY KUIBKICTh OO0’€KTIB 3 TaKOI K MOJACIUII0 (Vi1 KOXKHOI HOBOI MOJENI sKa

ONTUMI3YETHCSI CTBOPIOETHCS BiacHUM Instanced Static Mesh Wrapper).



nstancedMeshOptimizableObject

il

nstancedStaticMeshWrapper

i}

AInstancedStaticMeshesOrganizer :

AInstancedStaticMeshesOrganizer()

BeginDestroy()
AInstancedStaticMeshWrapper* findStaticMeshesSpawnerByObjectType(

disableOptimizationForAllInstances()
enableOptimizationForAllInstances()

BlueprintReadWrite

g

Pucynok 4.8 — [lexnapauis kinacy InstancedStaticMeshesOrganizer
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Hns toro, moO Tpumad 1HCTAHCIB MO)XKHa OyJ0 PO3MICTHTH Ha PiBHI, HEOOXITHO
CTBOpPUTH OJIIOMPUHT-KIIacc, 3 HachigyBaHHsAM BiJ Instanced Static Mesh Organizer. [pu
iHTerpaiii B 1HIINI MPOEKT, IIH CYTHOCTI HEOOXITHO 3aJaBaTH CIHCOK KJIACIB, SKi OyAyTh

ONTHUMI3YBATUCH IiCist cTapTy Ipu [15]. B mpoekTi 1ieit Ki1ac Mae TaKuil BUTJIS:

BP_InstancedMeshesHo...

/_I Find *&5 Hide Unrelated : gs ¢ Class Defaults | 3

*s ¢ Details
|"_J_

Optimizable Objects

Pucynok 4.9 — Burnsag BP_InstancedMeshesHolder

[IporpamHuii KOA MPOEKTY TOTOBUMA. 3aIMIIMIIOCH 3allaKyBaTH IUIAriH JJIsl IHTETrparii 1

TECTyBaHHS WOTO B IHIIOMY MPOEKTI.

Edit Window  Tools Help

FirstP ap & Plugins
+ Add Q

8= ALL PLUGINS

-y InstancedStaticMe
PROJECT 2 - Adv es

Other

Pucynok 4.10 — [1akyBaHHs ruiariny
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[Ipu cripo6i 3amakyBaTH IUIariHa 3’sBJISVIOCH 0araTo MOMHJIOK Yepe3 Te, 0 0COOJIMBI

(haitnu Tariny noTpedyroTh OUIbIIE 3ar0J0BHUX (haiiyIiB Ta BIIMOBIISIOTHCS MPAIFOBATH SKIIO

B *.h-daitnax npucyrHi 3aiiBi “include”, mo BUKIMKaE MPoOIEMy MUKIIYHOTO BKJIFOUCHHS.

Takox, Iarid CTBOPIOEThCA He TUIbKU M riatgopmy Windows, a e it juist IOS ta Andorid

[16, 17, 18], mo BukIMKaio cBoi cnenudiuni momriku. HeoOXiTHO T0AaTKOBO BCTAHOBHUTH

HeoOX11H1 (GpelMBOPKU AJisi BUPIIICHHS MOMHIOK. B pe3ynbpraTi, OyJI0 OTpUMaHO TOTOBUU

iarid (puc.4.11):

Bl > InstancedStaticMeshesHolder >

Im'A
B Binaries
BB Content

BB HostProject

BB Intermediate
Bl Resources
i source

B nstancedStaticMeshesHolder.uplugin

[ata 3miHEHHA

06.05.2023 18:00
06.05.2023 18:00
06.05.2023

06.05.2023 18:00

Tun

[Nanka dainis
MNanka dainis
Manka dainie
Manka gainis
Manka dainis
Manka cdainis

Dain UPLUGIN

Pozmip

Pucynok 4.11 — CtpykTypa nanku 3amakoBaHOrO IUIariHy
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4.2 IHTerpyBaHHs IJIAriHy NPOEKT

JIsi BUKOHAHHS LIBOTO €Tary OyJi0o CTBOPEHO HOBHMM MpoeKkT. B mamky 3 miariHamu

JI0JTaHO TIATKY TUIATiHY:

BB < Noxanshwii gnce (C) 3 MyProjects » TestProject 3 Plugins »
Yoy d g9

[ha'n Jata 3miHeHHA Tun Pozmip

BB InstancedStaticMeshesHolder 06.05.2023 17:20 Manka dainis

Pucynok 4.12 — Pe3ynbTaT iHTErpyBaHHS IJIAriHY B MPOEKT

3amycKaeMo MPOEKT, BIAKPUBAEMO KOHTEHT Opay3ep Ta OauMMo Nanky 3 miariHom. B
cepeauHi € Bci HeoOXigHi C++ Ta OmronpinT-kiacu (puc.4.13).
CtBopuMO 00’€KTH, Kl OyayTh ONTUMI3YBaTHUCh. BOHM 00OB’A3KOBO MOBHUHHI OyTH

HamaakoM kiacy InstancedMeshOptimizableObject (puc.4.14):



Content Browser

-+ Add 3 imp

Favorites

OptimizationSystem

Collections

u

COMMON

ned in the

Player Controller

[
Game Mode Base

[# Actor Component
L. Scene Component

ALL CLASSES

A character is a type of Pawn that includes the ability
hold (Ctrl + Alt) for more

Cancel

Pucynok 4.14 — CtBopeHHs 00’ €KTYy JUIsl ONTUMI3AIlT
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3amns TecTyBaHHS OyJO BHUKOPHCTaHO OE3KOINTOBHI MOJENl Ta wmaTepiaiud 3
MmapkeTiuieiicy. Lleit kpok 3po0aeHo 1mo0 YHUKHYTH CTOPOHHIX MOMHJIOK a00 J0AaTKOBOTO
HaBaHTA)KCHHS HA CHCTEMY IIiJI Yac TeCTyBaHHS.

Jlis TecTyBaHHA OOpaHO MTepuly MOJENb - CTUICHb Ta MPOBEIEHO HEoOXiaHe

HaJAIITyBaHHS MOJIEI:

BP_Chair

Components X t ¥ o h - Details

shAddl (Q e Lt 2D ¢ > Q

P BP_Cl (Self) Variable

$§% Mesh Component (MeshComponent)

(REY

Movable

FUNCTIONS

Con

MACROS

VARIABLES

Pucynok 4.15 — I'otoBwuit 00’ exT 11t ontuMizaiii B Instanced Static Mesh

Jami nnst TecTyBaHHS IUTariHy CTBOPEHO OOYKy. MU OTpUMY€EMO OCh Taki aKTOpH, SIKi
MOJYKHA PO3MICTUTH Ha CIEHI B JOBUIbHIM TOCTiTOBHOCTI (puc.4.16) AHamoriuHo OyIo

CTBOPEHO 1HIII aKTOPH JJIsl TECTYBaHHSI.
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ent >

BP_Chair

Pucynox 4.16 — O6’exTy 115 onTUMI3aIlii

Hactynaum KpokoM Tpeba TiepeHecTM 3 KOHTEHT Opay3epy Ha piBEHb
BP_InstancedMeshesHolder, 3a momomororo goro B Unreal Engine 5 cTBoproeThest €K3eMILISIP
nporo kiacy. Bin moxke OyTH po3TamoBaHuil B Oy/Ib-siKiil jJoKauii Ha piBHI, 1 11e He Oyne

3aBakaTH mporiecy onTumizarii [19].
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L FirstPersonMap % Pplugins BP_Barrel

- &, Select Mode v s &3 Platforms v

®; Place Actors X
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Actor
Character
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Point Light

Player Start

Trigger Box

\./ Trigger Sphere

B5 Content
-+ Add ort |ESsaveal ©
» Favorites
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ncedStaticMeshesHolder Content
tic C++ Classes

Pucynok 4.17 — JlonaBanHs TprMada 1HCTaHCIB

Termep nDOTPIOHO BCTAHOBUTH VHIKAJIBLHUM 1HOEKC A9 OO0’€KTIB K1 OyAyTh
y yay

ontumizyBatuch. st 6ouku 3amummmmo 0. 3MIHUMO 1HEKC JIJISl CTUTBIIS:
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%= Plugins B output Log BP_Chair

- 0- Diff v

OTE: This is a data only blueprint, so only the default values are shown. It does not have any script or variables. If youwant to add some
Q

Mesh

Start with Tick Enabled

Tick Interval

Optimizable
Ins

Replication

Pucynox 4.18 — HanamryBanHst TpyuMaya 1HCTAHCIB

3 OO MOMEHTY ONTHUMI3AIll MPAIIOE 1 BUKOHYETHCA MPHU CTAPTI CUMYJIALIi (Ticis
CTapTy Ipu).

Sk MokHa 3p0o3yMiTH 3 0J10K-cxeMu — cTBopeHHs |ISM Ta mogaBaHHs 10 HROTO MOIETIEH
BiIOYyBA€ThCS MiJ 4Yac TpH, MO0 poouth mnokpamenuit ISM nHabGaraTto THyYKIIIUM, HIXK
cranaaptHuid. Ham He moTpiOHO mependadyBaTH CKUIBKM PI3HOMAHITHUX Mojened Oyne
JI0JJaHO Ha CIIEHY — i€ BCE T€HEPYETHCS B MPOIIEC] TPH.

3 pe3yapTaTaMu ONTHMI3allii MOKHA 03HAOMUTHUCH B HACTYITHOMY ITyHKTI.
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4.3 TectyBaHHs

XapakTepucTUKa KOMIT I0Tepa, Ha SIKOMY TECTYBaJIMUCh METOAM ONTUMI3allii, HaBeJleHa B

tadymmi 4.1:

Ta6mung 4.1. AnmapatHi XapaKTepUCTUKH

CPU Ryzen r7 5800x

GPU GTX 1660 super

RAM 32 Gb DDR4 3600 MHz

SSD MSI M390 — 1Th
Monitor Full HD (1920x1080)

[TopiBHSIHHA pe3yJbTaTIB MPOBOAWIOCH 32 JOMOMOIOI MPOrpaMH JJii MOHITOPUHTY
HaBaHTaxxeHHs Ha [IK MSI Afterburner [20]. Bona mae 3Mory BUBECTH CTaTUCTHKY Ha OyIib-
SKe MICIIe Ha €KpaHi 1 J03BOJIIE€ 00paTH, IKy caMe CTATUCTUKY BiTOOpa)kaTu.

TecTyBaHHS IPOBOAMUIIOCH JBIYi: B MEPIIIOMY BHUIMAIKY 3 BUKOPUCTAHHSAM J€Ta130BaHO1
MOJIeli cTouTy 3 703U (485 crouiB no 815 mosniroHiB koxeH) Ta 20 CTUIBLIB, Ipyre TECTYBaHHS
— 3 pukopuctanHsM 2000 omnakoBux Kyib (200 momiroHiB KoxHa). 3 pe3ysbTaTaMu

TECTyBaHHS MOXHa O3HAHOMHUTHUCH B Tabuili 4.2.



Ta6muis 4.2. Pe3ynpTaTu TeCTyBaHHS
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HaBantaxxenns | HaBantaxkenust | Buxopucrtanns | KimbkicTb
Ha GPU na CPU O3II (mb) KaJIpiB B
CEKyH]Ty
Tect 1 53% 4% 16286 21
Tect 1 + | 72% 4% 16315 31
onTUMI3aIlA
Tect 2 32% 5% 18766 11
Tect 2 +197% 2% 18679 93
OIITUMI3ALIIA

Jlani HaBeAEHO ONMMCAHHS PE3yJbTaTIB TECTyBaHHA. Pe3ynbTaTu mepuioro TeCTyBaHHS

npejacTaBieHi Ha pucyHKy 4.19 ta 4.20. [IpupicT KiJIbKOCTI KaJpiB B CEKyHIY OyJI0 OTPUMAHO,

aje 0aumMo, 110 HABAHTAXKECHHS HA B1ICOKApTy TaKOoX BUpocio. lle BUKIMKAHO TUM, IO 3

BUMKHEHOIO onTuMizaiieo, MoXIuBocTi I[IK oOMEXyrThCs MPOMYCKHOK 3AaTHICTIO

OMepaTMBHOI Mam’sATi Ta mporecopa. Komu ontumizailisi BMUKAEThCS — HABAHTAXKCHHS Ha

OMEpaTUBHY MaM’SITh 3HUKYETHCS 1 CHCTEMa MOXE HABAaHTAXXUTH BlAEOKapTy OuIblIe i

OTpUMATH BHUIIY KUIBKICTh KajpiB. B3arami 3a HOpMadbHUX YMOB, BiJleOKapTa Mae OyTH

HaBaHTaxeHa Ha 100%, ajie Takoro pe3ysbTaTy B IEpIIoMy BUIIPOOYBaHHI TOCATTH HE BJIaJIOCh

yepes qyKe iTKy JeTaiizamiro moaenmi [21].

Takox, 3a pe3yjdbTaTaMu BUMPOOYBaHHS OauyuMoO, MIO TPINIKA 3MIHWJIACh TiHH Ha

00’€eKTax, ajie 11e BUKJIMKAHO 3MIHOIO Yacy Ha PiBHI 1 TOBOPOTOM COHILIS.



Edit

I'tPerson53

Pucynox 4.19 — [lepmmit Tect 6e3 onTuMizariii

Pucynox 4.20 — [1epmmii TecT 3 ONTHMI3AITI€IO
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Jlpyre TeCTyBaHHS € MEHII pEaJiCTHYHUM 1 Taka CUTYyallis B irpaX He BUHUKAE YaCTO,
ajyie IIJTKOM MOXKE 3yCTPITUCh B MAacCIITa0HUX MPOEKTax. BoHAa MaKCHMallbHO pPO3KpHBAE
notenuisa Instanced Static Mesh. Pesynbratu 300paxeni Ha pucynkax 4.21 ta 4.22.

Sk 6aunmo, 3a Takoi KIIbKOCTI 00’ €KTiB, BUKOpHcToBYBaTH Instanced Static Mesh

KPUTHUYIHO BAKJIUBO.

iI"Persontj 72

act Mode 4=

Pucynox 4.21 — Jlpyruii Tect 6e3 ontumizariii



Pucynok 4.22 — Jlpyruii TeCT 3 ONTHMI3aIIE0

41
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BUCHOBKH

OnTuMmizalliss KOMIT IOTEPHUX 1TOp — AyKe BaXXJIMBUN €Tam B XOJIl iX pO3poOKH, SIKUI
HEOOX1THHH JIJIs1 TOKpaIlleHHs MTOKa3HUKIB 3aBaHTakeHOCT1 1K Ta KiIbKICTI KaJpiB B CEKYHIY.
B mporieci BUKOHaHHS MaricTepcbkoi podoTu 0yso oOpaHO OAMH 13 HAHOUIBII MPOOIEMHIX
METOJIIB onTuMi3aiii, skuii peanizoBano B Unreal Engine 5 — Instanced Static Mesh. Byno
MIPOBEJICHO MOT0 aHaJli3 Ta BUCYHYTO T1MOTE3H, K1 OYJIO MATBEPIKEHO IT1]T 9ac JTOCTI I KCHHS.
OTpumaHni pe3yabTaTH JOCIIKEHHS CBIAYaTh PO Te, 110 BUKOPUCTaHHs TexHoJor1i Instanced
Static Meshes MoXe MO3UTHBHO BIUIMHYTH Ha MPOAYKTHUBHICTH KOMII'FOTCPHHUX Irop, sKi
MICTATh 3HA4YHY KUIBKICTh OJHAKOBUX 00'€kTiB. OJHaK, JUIsl TOCATHEHHS JAHOTO e(eKTy
HEO0OX1JHO BUKOPUCTOBYBATH MOKPAIIEHUM METO/T ONITUMI3aIlli, SIKhii 0a3y€eThCsl HAa BAKOHAHHI
MaKyBaHHS HAsIBHUX 1HCTAHCIB B KOHTeHHep. s peanizalii qaHOTO MeTOy OyJI0 CTBOPEHO
CHCLIJIbHUM TUTIariH, SKWW J03BOJISE€E aBTOMATH3yBaTH 3a3HaueHui mporec. Lleit miaxin
JI03BOJISIE CKOPOTUTH Yac, HEOOXIAHHWM U1l 3aBaHTAXKEHHSI O0'€KTIB y TPy, IO 30UIbIIyE
MPOyKTUBHICTh TPH Ta MOKPAIIY€E TOCBIJ KOPUCTyBaya.

OT1xe, B pe3ybTaTi BUKOHAHHS JaHOi poOOTH OyJ0 BUKOHAHO BCl MOCTABJICHI 3a/aul,
TOOTO:

e 1poBeAeHO aHaii3 TexHoJorii Instanced Static Meshes Ta 1i BIIMBY Ha MPOTYKTUBHICTh

KOMIT'FOTEPHHX 1T0p;

e [IOKpaIIeHo MeTo ] onTuMizallii Ha ocHOBI Instanced Static Mesh Ta onmcaHo MpUHIUIT
HOro MPUHIIMI Jii;
® peali30BaHO pO3pOOJICHUH MeToA B TIpl Ta MPOBEACHO TOPIBHSJIBHHUM aHai3

IPOJYKTUBHOCTI TPU JI0 Ta MICIS BIPOBAIKEHHS METOY;
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® 3pO0JICHO BHCHOBKH TIPO €(EKTUBHICTh BUKOPHCTaHHS TexHojorii Instanced Static

Meshes y nporieci ontumizariii KOMI'FOTEpPHHUX 1rop.

HaykoBa HOBW3HA JIOCIIPKEHHS TOJISATaE B MOKpamieHHi TexHojorii Instanced Static
Meshes nmo piBHS aBTOMATHYHOI ONTHUMI3aIlii 3a PaxyHOK BHKOPUCTAHHS PO3pPOOJICHOTO
IUIariHy, KU 103BOJIsiE 00'€IHaHHS MOJEN JEKIIbKOX 00'eKTiB Ha piBHI B oauH Instanced
Static Mesh.

OCHOBHI TEOpPETHYHI, METOAOJOrIYHI Ta TMPaKTUYHI pe3yJbTaTH MPOBEICHOTO
JNOCHIKeHHS, OylM TMOojaHl y BUIJISAAI JonoBinl Ha KoHpepeniii «IMA-2023», ronoBHi
pe3yabTaTH KOTpoi omyOIiKOBaHO y 30ipLi MaTepialiB KOH(epeHLii Ta mogaHi 10 APYKY Y

BUIJISA] CTATTI.
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CIIMCOK BUKOPUCTAHUX JIKEPEJI

1. Instanced Static Mesh [EnektponHmiAi pecypc] — peXuM JOCTYIIY:
https://docs.unrealengine.com/4.27/en-US/BlueprintAPI/Components/InstancedStaticMesh/

2.  Analyzing Performance Issues of Virtual Reality Applications / Jason
Hogan, Aaron Salo, Dhia Elhag Rzig, Foyzul Hassan, Bruce Maxim — University of Michigan
— Dearborn, 2017y. — 11p.

3. Behind the scenes of The Cavern UE5 Cinematic Visual Tech Test / Colin Penty
— Association for Computing Machinery, 2022y. — 13p.

4. OnTtumizanis irop Ha Unity 5 / Kpic Hikuncon . — IMK-mipecc, 2016p. — 306 c.

S. Unreal Engine 4 Optimization Tutorial by Intel [EnektponHnuii pecypc| — pexum
JOCTYTY: https://www.intel.com/content/www/us/en/developer/articles/training/unreal-
engine-4-optimization-tutorial-part-1.html

6. Exploring Game Design Through Human-Al Collaboration / Alberto Alvarez,
2022 — Malmo University, 2022y. — 381p.

7. Efficient visualization of 3D city scenes by integrating GIS and Unreal Engine /
Hai Xu, Biao He, Ze Yu Li, Haolia Lin, AoWei Tang — Socity of Photo-Optical Instrumentation
Engineers, 2022y. — 15p.

8. Unreal Engine 5  [EnekrpoHHuil  pecypc] —  peXdM  JOCTYILY:
https://www.unrealengine.com/en-US

9. Visual Studio [EnexTponHMit pecypc] — peXKUM JTOCTYTY:
https://visualstudio.microsoft.com/

10.  Rider for Unreal Engine [EnextponHuii pecypc| — pekuM JOCTYIY:

https://www.jetbrains.com/Ip/rider-unreal/


https://arxiv.org/search/cs?searchtype=author&query=Hogan%2C+J
https://arxiv.org/search/cs?searchtype=author&query=Hogan%2C+J
https://arxiv.org/search/cs?searchtype=author&query=Salo%2C+A
https://arxiv.org/search/cs?searchtype=author&query=Rzig%2C+D+E
https://arxiv.org/search/cs?searchtype=author&query=Hassan%2C+F
https://arxiv.org/search/cs?searchtype=author&query=Maxim%2C+B
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11. Creating a new project [EnexktpoHHu#l pecypc] — peXUM JTOCTYMY:
https://docs.unrealengine.com/5.0/en-US/creating-a-new-project-in-unreal-engine/

12. Building  plugins  [EnmextponHmii  pecypc] —  peXHM  JOCTYIY:
https://dev.epicgames.com/community/learning/tutorials/qz93/unreal-engine-building-plugins

13. Properties [EnextponHumii pecypc] — pexXUM JOCTYMY:
https://docs.unrealengine.com/4.27/en-
US/ProgrammingAndScripting/GameplayArchitecture/Properties/

14. Properties [Enextponnmii pecypc] — pexum gocrymy: Unreal Engine C++
Complete Guide https://www.tomlooman.com/unreal-engine-cpp-guide/

15. Introduction to blueprints [EnekTpoHHMii pecypc] — peKHM JOCTYIY:
https://docs.unrealengine.com/4.27/en-
US/ProgrammingAndScripting/Blueprints/GettingStarted/

16. Plugins [EnexTpoHHnit pecypc] — pexuM JNOCTYIY:
https://docs.unrealengine.com/4.27/en-US/ProductionPipelines/Plugins/  Plugins,  content
cooking

17. Content  cooking  [EmexkTpoHHMII  pecypc] —  pEeXHM  JOCTYMY:
https://docs.unrealengine.com/4.27/en-US/SharingAndReleasing/Deployment/Cooking/

18. Cooking game with custom editor plugins [EnextponHuii pecypc] — pexum
IOCTYITY:
https://michaeljcole.github.io/wiki.unrealengine.com/Plugins__Cooking_Game_with_Custo
m_Editor_plugins/

19. UObject instance cration [EnekTpoHHuii pecypc] — peXdM JOCTYIY:
https://docs.unrealengine.com/4.27/en-
US/ProgrammingAndScripting/ProgrammingWithCPP/Unreal Architecture/Objects/Creation/

]
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20. MSI  Afterburner  [EnextponHuii  pecypc] —  pexuM  JOCTYIY:
https://ua.msi.com/Landing/afterburner/graphics-cards
21. What is memory Bandwidth [Enektponnuii pecypc] — pexuM JIOCTyIy:

https://www.easytechjunkie.com/what-is-memory-bandwidth.htm



JoxaTok A

IlinanyBaHHs pooiT
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InenTudikanisa meru. Pe3ynbratoM BUKOHAHHS JUIJIOMHOI pOOOTH € CUCTEMa Ha

ocHoBl Instanced Static Mesh, sika 3MOXke aBTOMAaTHYHO ONTHUMI3yBaTU 00 €KTHU 3aJaHUX

KJIACIB.

Jlami HaBeneHa TabauLs AeTanizaiii metu metogoMm SMART:

Tabmuns A.1 — Jeram3amnis metu MetogoM SMART

Specific

(KOHKpEeTHA)

CrtBopena cuctema — 1ie HafaoynoBa Haj Instanced Static Mesh, ska
ABTOMATHUYHO CTBOPIOE 1HCTAHCH ISl MOJENEH Ta Jgoaae 00 €KTH 3
OJITHAKOBHUMH MOJICISAMHU JI0 KOHKPETHOTO 1HCTAHCY, CTBOPIOIOUHN TPHU

uboMy 1o ogHomy Instanced Static Mesh 115t Ko’kHOTO TUITY MOJIEII.

Measurable

(BUMIpIOBaHA)

CepenHiii pe3ynbraTi B pocti fps micis BkirodueHHs Instanced Static
Mesh Holder B mpoekTi Mae OyTH MO3UTHBHUM Ta pPEaiCTUYHUM
(mpubnm3no Ha piBHI Instanced Static Mesh, asne 31 3HaYHO MIHMPIITOIO

cheporo 3aCTOCyBaHHS).

Achievable

(ocsixkHa)

Merta po6oTu po30uTa Ha 4YiTKI 3aja4l Ta Mae€ IJiaH peanizaiii. s
JOCSATHEeHHs1 MeTH OyJie BukopucTtoByBatuchk Rider for Unreal Engine,
Visual Studio, C++ ta Unreal Engine 5.0.2.

Relevant

(peamicTuuHa)

[To3uTuBHMI BruMB Ha fps Ta HaBaHTaXKEHHS Ha CHCTEMY Ma€ OyTH
MO3UTUBHUM Ta CXOXKMM 31 3aCTOCYBaHHsSM KiacudHoro Instanced
Static Mesh (60 anropuT™M He 3MIHIOETHCS, MOKPAILTYETHCS JIUIIIE

MPOIIEC BUKOPUCTAHHS Ta MMPOCTOTA peatizaliii).

Time-framed

(oOMexeHa

yaci)

y

e Mae OyTH NOCATHYTAa B TEPMIH BUKOHAHHS JUILUIOMHOI pOOOTH.
[IpoekT Mae BHKOHYBaTHCh B TEPMIHM, BHU3HA4YC€HI 3 KaJleHIapHUM

rpadikom.
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I[InanyBaHHA 3MicTy cTPYKTYpH pooiT. /L1 miianyBaHHS 3MICTY CTPYKTYpH poOOTH

Oymo obpano npencrtasiaeHHss WBS — 11e BisyanbHe po30HUTTs BCi€i poOOTH Ha MEHIII Ta O1TBII

3pO3yMUTI /171 BAKOHABIS 3aBJaHHsI (Taka co01 JEKOMITO3HIliS METH POOOTH).

B Hamomy BuMajaKy, KO>KEH 3 €TarliB BUOYJAOBAHO B MOPAIKY X BUKOHAHHS BiJ CAMOTO

MOYaTKy 3apOPKEHHS 17e1 NpoekTy. Buiinuio 5 etamis:

1.

5.

O3HalfomJIeHHs 3 IpeaMeTHOI 001acTio. TecTyBaHHs HaHOMYJISIPHIIINX METO/IIB
onTuMizauii 1 BHU3HAYEHHS MNOPOOJEMHHX 3 TMOJAIBIIUM BHU3HAYCHHSIM

HpO6H€MHOFO MCTOAY 3 IICPCIICKTUBOIO IIOKPAIICHHA.

. Anam3 texHojorii Instanced Static Meshes Ta i BBy Ha NPOAYKTHBHICTH

KOMIT'FOTEPHHUX 1rOp

[Tokpamut MeToy onTumizarlii Ha ocHOBI1 Instanced Static Mesh Ta onmcanus
HOro npuHIMN il

Peanizaitisi po3po6sieHOT0 METO/Iy B T'pl Ta MPOBEJCHHS MOPIBHIIBHOTO aHAIIZY
MIPOyKTUBHOCTI TPU JI0 Ta MICIsl BIPOBAIHKEHHS METOTY

HanucanHug HeoOX1/1HOT JOKYMEHTallii Ta QOpMyBaHHS 3BITIB

KoxeHn 3 nux eramiB 0yB po30UTHIA MTi3a/1a41. 3 TOBHOIO CXEMOIO MOKHA 03HAHOMUTHUCH

Ha pUCYHKY A.1:

Ha pucynky A.l nmpuBenena WBS-cTpykTypa JaHOTO ITPOEKTY:
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1. CucTema ans onTuMMizaull Ha ocHoel Instanced Static Mesh

¥ ¥

v

1.1. IHidianizauia 1.2. NNaHyBaHHA

1.3. Peanizauin

1.1.1 AHania npeaMeTHol

- i —=1.2.1 QOPMYBESHHA BHMOT
obnacTi PMY

1.2.1.1 BWzHaYeHHA
s EUMOr 00 HCTRYMEHTIE

1.1.2 AxTyanizauiA o
peanizayi

icHYHHOI Npodnemi

1.2.1.2 BuzHaueHHR
I BUMOT 00 byHELIOHENY
NPOaYETY

3 1.1.3 Axaniz aHanorie

1.2.1.3 BAzHaYSHHA
TEXHIYHKY BUMOT

1.1.4 BMZHAUSHHA METH
Ta zagad

1.2.2 CTEOpPEHHA
WES cTpyeTypK
NpoEkTY

¥

.| 1.2.3 CTEOpEHHA
QBS cTpyETYpKl

o 1.2.4 CTeOpeHHA
"|xanengapHoro nnany

v

1.4 Za8eplUeHHA

1.3.1 CTEOpPEHHA
CKDWNTIB

1.3.2 TecTyeaHHA
CKDWNTIB

4

1.3.3 BUnpasneHHs
NOMWNOK peanizaul

Pucynok A.1 — WBS-cTpykTypa npoekTy

1.4.1 CTBOpPEHHA
TECTOEOrD MDOEKTY

1.4.2 IHTerpyeaHHA
pO3POONEHOT CUCTEMK

— 1.4.3 TecTyeaHHA

1.4.4 MpeaeHTalir
podoTi

IlianyBaHHA CTPYKTYpPHM OpraHizamii, JJsi BIPOBAIKCHHS T0TOBOI0 IPOEKTY

(OBS). g numanyBaHHS CTPYKTypHW oprasizaiii yymoBo miaxoauts OBS. Bin mae Taky x

cTpyktypy sik i OBS, ame 3amicTe 3amaud BijmoOpakae ocoOy, sika BUKOHYE ITIO 3ajady.
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[TopiBHtorouH 1110 cxeMy 3 WBS Mo3kHa 4iTKO 3p03yMITH 5IKi 3aJ1ayl ICHYIOTh B IIPOEKTI 1 XTO

ix BukoHye. OpranizaiiiiHa CTpyKTypa 300pakeHa Ha pucyHKy A.2. TabGmuus 3 poisMu

IIPOEKTY MA€ TaKUM BUTIISL!

Tabnuis A.2 — BukoHaB1i MpoeKTy

Pousb Im’st IIpoekTHa ponb

Po3po6HuK ITpouienko M.O. BukoHye AOCHIPKEHHS Ta TOKpaIleHHs
Meroxy ontuMmizamii Instanced Static
Mesh.

Menemxep denoroBa H.A. Jlonomarae 3 mNHUTaHHAMH aHANI3y Ta

MIPOEKTY peanizailii. BiamoBimae 3a goTpUMaHHS
TEpPMIHIB Ta BUMOT BUKOHAaHHS pOOOTH

TecryBanbhuk | [Tponienko M.O. Tectye cucreMy Ha NMPOAYKTHBHICTH Ta
BIJICYTHICTh KPUTUYHHUX [TOMUIIOK




o1

1. CiacTema anA ocnTuMizayii #3 ocHoel Instanced Static Mesh

v ‘ v -

1.1. IHigianizaur 1.2. TIna=yeaxHsA 1.3. PeanizauiA 1.4 J3sepueHHA
—= 1.1.1 MpousHro ] 1.2.1 MNpousxeo — 1.32.1 Mpoyesko — 1.4.1 Mpousx=o
- —» 1.2.1.1 Mpoyexko
1.1.2 NpoyeHea,
— — — 1.2.2 Npoyexko — 1.4.2 MNpouskEo
e 1.2.1.2 Mpoygexrko
3 » 1.3.3 Mpoyesko
— 1.1.3 Npoyenka, pes — 1.4.2 Mpouer=o
PeooToEs
o = 1.2.1.3 Npouyexro
1.1.4 NpoyeHka,
— P — 1.4 4 MNpouskxo
.| 1.2.2 NMpouyexeko,
- TenoTosa
» 123 MNpousk=o

»  1.2.4 MNpousk=o

Pucynox A.2 — OBS-cTpyKkTypa NpoeKTy

Ilo0ynoBa kanenaapuoro rpagiky BuxkoHanHsi IT - mpoekrty. [lna cTBOopeHHs
KaJICHJApHOTO Trpadiky MPOEKTY YacTillle 32 BCE BUKOPUCTOBYEThCs niarpama [anTa. Ls

aiarpama noOy/1oBaHa Ha OCHOBI TicTOrpaM 1 OyIy€ThCsl HA OCHOBI CIIMCKY €TaliB BUKOHAHHS
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MIPOEKTY 3 HA3BOIO €Tally, HOro TPUBAIICTh, MOYATKOBOIO KIHIIEBOIO AaTor0. [[s Beamkux
MPOEKTIB AiarpaMa ['aHTa KPUTUYHO BAXKIIMBA, TAK SIK YEpe3 BEIMUE3HY KIJTBKICTh 3aa4 JIyKe
CKJIQJIHO CIIJIKYBATH 3a iX CTATYCOM 1 TIOPSTIKOM.

HMiarpama ['anta a1 cucremu Jjisi ontumizariii Ha ocHoBI Instanced Static Meshes
HaBEJICHO Ha PUCYHKY A.3:

2022

BEp HOoB nnc roya ciy T bep KBIT Tpae
— ChOorogHi
Inigianizawia 1 01.09.2022 - 25.11.2022

2023

- Ananiz npegmeTHol obnacTi
B Actyanizauis icsyrouoi npoBnemn
- AHaniz aHanorie

B ©:-cucin weTn Ta sagay

[nanyeanna 1 01.12.2022 - 31.01.2023

B ©opwyeanna Bumor

. Creopenna WBS cTpyeTypu npoekTy
O'!O CteopenHA OBS cTpysTypm
- CTeOpeHHA KaneHgapHoro nnaxy

Peanizauia 1 01.02.2023 - 31.03.2023
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AHaJi3 pu3MKiB. AHal3 PU3MKIB — 1€ OJIMH 13 HAWBAXKJIMBIIIMX €TamiB, KU Mae

BUKOHYBATHUCh I1I€ 10 CTApPTy MPOEKTY. YUuM OiibIe pU3UKIB 1 UMM OUIbIIE iX MOMXIUBUM
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HETaTUBHUI BIUTMB Ha TIPOEKT — TUM O1JIbIIIE IIIAHC TOTO, IO MPOEKT MPOBAIUTHCS HA SKOMYCh
eTarii pobotu abo He Oyie (piHaHCOBO YCITIIIHUM.

3BUYaiiHO, Mepen0aunT BCl PU3HKU MPOEKTY HEMOXKIIMBO, aje caM MpOIeC aHaJi3y
pU3MKIB 0a3y€eThCsl HA MEPCOHATHLHOMY JOCBII TIEPCOHU, KA TMPOBOIUTH aHATI3H. SIKIIO IIs
JIOJIMHA JIOCTAaTHHO KOMIIETEHTHA — TO Maibke 3aBXIW OUIBINCTh PHU3UKIB BIAETHCA
nepea0ayuT 1 OyTH TOTOBUMHU 10 HUX.

Ha ocHoBi mpoBeaeHoro anamsy Oyno copmoBanHo Mmatpuiro Risk Breakdown

Structure:

Prankm

v v v v

OpraHizauiiHi 30BHILWLHI TexHIYHI MporpamHi
Kaﬂgﬂsz:ﬂ;HanﬁaH HanasuuaiiHa I'Iporpa_MHi NOMUIMKK
> a%opﬁoro » cuTyalis yepes BifiHy > Monomku MK (R6) nia vaca
R3 HanawTyBaHHA
HenoTpumaHHAa (R1) (R3) cepefoBuMLLa

po3pobku (R9)

Momunkoee Xeopofa pospobHuKa
» NnaHyBaHHA podiT i (R4) >
(R2)

BiocyTHICTB
IHTepHeTy (RT)

« | XBOpOoba MeHegxKepa )
» (R5) BioknoyeHHA

enekTpoeHeprii (R8)

Pucynoxk A.5 — RBS-matpuis

Jlami 6yno cTBOopeHO TabiuIill HMOBIPHOCTI BUHUKHEHHS (A3), BIAMOBIIaTLHOCTI PiBHA

pu3uky (A.4), BIIMOBIAAIBHOCTI CTymeHs BIUIMBY (A.S5), BiANOBIJAJIBHOCTI CTYIEHS



BUTpar (A.6):

Tabnuis A.3 — MaTpuus BiANOBIAATEHOCTI HMOBIPHOCTI BUHUKHEHHS
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VIMOBipHiTH R1 R2 R3 R4 R5 R6 R7 R8 R9
BUHUKHEHHS
1 | MinimansHa
2 | Husbka
3 Cepenns
4 | Bucoka
5 | MakcumanbHa
Tabmuusa A.4 — Matpuus BiIIIOBIIATBHOCTI PIBHS pU3HKY
PiBens pusuky R1 R2 R3 R4 R5 R6 R7 R8 R9
1 | [IpuitHsSTHUN
2 | BunpaBnanuit
3 Henomyctumuii
Tabmuusa A.5 — Matpuis BiIIOBIJATBHOCTI CTYIIE€HS BIUTUBY
CryniHp BILUTUBY R1 R2 R3 R4 R5 R6 R7 R8 R9
1 | MinimansHu#
2 | He3snaunuit
3 | Homyctumuii
4 | 3HauHUM
5 | MakcumanbHHiA




Tabmui A.6 — Matpuiis BiIMOBITAIBHOCTI CTYIICHS BTpaAT
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Crymninb BTpar R1 R2 R3 R4 R5 R6 R7 R8 R9
1 | MinimanbH1

2 | He3nauni

3 | Homyctumi

4 | 3nayHi

5 | MakcumainbHi




HMonarok b.

IIporpamHuuii koa

InstancedMeshOptimizableObject.h:

fpragma once
#include "GameFramework/Actor.h"
#include "InstancedMeshOptimizableObject.generated.h"

class AInstancedStaticMeshesOrganizer;

UCLASS (Blueprintable)
class AInstancedMeshOptimizableObject : public AActor

{
GENERATED_ BODY ()

public:
AInstancedMeshOptimizableObject () ;
UStaticMeshComponent* getMeshComponent () const;

virtual void BeginPlay () override;

UPROPERTY (EditAnywhere, Category="Mesh")
UStaticMeshComponent* meshComponent;

void setInstancelIndex (int index);
int getOptimizationIndex () const;

private:
bool optimizationEnabled;

int instancelndex;

}s

InstancedMeshOptimizableObject.cpp:
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#include "InstancedMeshOptimizableObject.h"

#include "InstancedStaticMeshesOrganizer.h"
#include "Components/StaticMeshComponent.h"
#include "Kismet/GameplayStatics.h"
#include "Engine/World.h"

AInstancedMeshOptimizableObject::AInstancedMeshOptimizableObject ()
_optimizationEnabled (true)
{
_meshComponent =
CreateDefaultSubobject<UStaticMeshComponent> (TEXT ("MeshComponent") ) ;
~meshComponent->SetupAttachment (RootComponent) ;

}

UStaticMeshComponent* AInstancedMeshOptimizableObject::getMeshComponent ()
const
{

return meshComponent;

}

void AInstancedMeshOptimizableObject::BeginPlay ()

{
Super: :BeginPlay () ;

if ( optimizationEnabled)
{
TArray<AActor*> holders;
UGameplayStatics::GetAllActorsOfClass (GetWorld(),
AInstancedStaticMeshesOrganizer::StaticClass(),
holders) ;
Cast<AInstancedStaticMeshesOrganizer>(holders[0]) -
>enableOptimizationForObject (this) ;
}
}

void AInstancedMeshOptimizableObject::setInstancelIndex (int index)

{

_instanceIndex = index;

}

int AInstancedMeshOptimizableObject::getOptimizationIndex () const
{

return instancelndex;



InstancedStaticMeshesOrganizer.h:

fpragma once

#include "GameFramework/Actor.h"
#include "InstancedStaticMeshesOrganizer.generated.h"

class AInstancedMeshOptimizableObject;
class AlInstancedStaticMeshWrapper;

UCLASS ()
class AInstancedStaticMeshesOrganizer : public AActor

{
GENERATED_ BODY ()

public:
AInstancedStaticMeshesOrganizer () ;

virtual void BeginDestroy () override;
AInstancedStaticMeshWrapper* findStaticMeshesSpawnerByObjectType (int
objectType) const;

void disableOptimizationForAllInstances () const;
void enableOptimizationForAllInstances () const;

void enableOptimizationForObject (AInstancedMeshOptimizableObject*
addedObject) ;

void disableOptimizationForObject (AInstancedMeshOptimizableObject™*
removedObject) const;

protected:
UPROPERTY (EditAnywhere, BlueprintReadWrite,
Category="OptimizableObjects")
TArray<TSubclassOf<AInstancedMeshOptimizableObject>>
_optimizableObjects;

UPROPERTY (EditAnywhere, BlueprintReadWrite,
Category="OptimizableObjects")
bool isOptimizationEnabled;

private:
UPROPERTY ()
TMap<int, AlInstancedStaticMeshWrapper*> instancedStaticMeshesInfo;

}i
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InstancedStaticMeshesOrganizer.cpp:

#include "InstancedStaticMeshesOrganizer.h"

#include "InstancedMeshOptimizableObject.h"
#include "InstancedStaticMeshWrapper.h"
#include "Kismet/GameplayStatics.h"

AInstancedStaticMeshesOrganizer::AInstancedStaticMeshesOrganizer ()
{
}

void
AInstancedStaticMeshesOrganizer: :enableOptimizationForObject (AInstancedMe
shOptimizableObject* addedObject)
{
if (! isOptimizationEnabled) {
return;

}

AInstancedStaticMeshWrapper* wrapperForIndex =
findStaticMeshesSpawnerByObjectType (addedObject->getOptimizationIndex()) ;
wrapperForIndex->addConvertableObject (addedObject) ;

if (wrapperForIndex == nullptr)
{
wrapperForIndex = GetWorld() -
>SpawnActorDeferred<AInstancedStaticMeshWrapper> (AInstancedStaticMeshWrap
per::StaticClass (), FTransform()):;
wrapperForIndex->init (addedObject->getMeshComponent () -
>GetStaticMesh ());
UGameplayStatics::FinishSpawningActor (wrapperForIndex,
FTransform()) ;
_instancedStaticMeshesInfo.Add (addedObject-
>getOptimizationIndex (), wrapperForIndex);
}
}

void
AInstancedStaticMeshesOrganizer::disableOptimizationForObject (AInstancedM
eshOptimizableObject* removedObject) const
{

AInstancedStaticMeshWrapper* wrapperForIndex =
findStaticMeshesSpawnerByObjectType (removedObject-
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>getOptimizationIndex());

if (wrapperForIndex != nullptr) {
wrapperForIndex->removelInstanceMeshInfoByObject (removedObject) ;

void AInstancedStaticMeshesOrganizer: :BeginDestroy ()

{
Super: :BeginDestroy () ;

TArray<UActorComponent*> holdingComponents = GetInstanceComponents();
for (UActorComponent* component : holdingComponents)

{

component->DestroyComponent () ;

AInstancedStaticMeshWrapper*

AInstancedStaticMeshesOrganizer::findStaticMeshesSpawnerByObjectType (int
objectType) const

{
if ( instancedStaticMeshesInfo.Num() > 0)
{

return instancedStaticMeshesInfo.FindRef (objectType);

return nullptr;

void
AInstancedStaticMeshesOrganizer::disableOptimizationForAllInstances ()
const
{
TArray<AInstancedStaticMeshWrapper*> wrappers;
_instancedStaticMeshesInfo.GenerateValueArray (wrappers) ;
for (AInstancedStaticMeshWrapper* wrapper

{

wrappers)

wrapper->disableOptimization() ;

volid AInstancedStaticMeshesOrganizer::enableOptimizationForAllInstances ()
const

{
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TArray<AInstancedStaticMeshWrapper*> wrappers;
_instancedStaticMeshesInfo.GenerateValueArray (wrappers) ;
for (AInstancedStaticMeshWrapper* wrapper : wrappers)
{

wrapper->enableOptimization () ;

}

InstancedStaticMeshWrapper.h:

#pragma once

#include "CoreMinimal.h"
#include "InstancedStaticMeshWrapper.generated.h"

class AInstancedMeshOptimizableObject;

class UHierarchicallInstancedStaticMeshComponent;
class AInstancedMeshOptimizableObject;

struct FBodyInstance;

struct FTimerHandle;

UCLASS ()
class AInstancedStaticMeshWrapper : public AActor

{
GENERATED BODY ()

public:

AInstancedStaticMeshWrapper () ;

void createMeshInstanceFromObject (AInstancedMeshOptimizableObject™*
copiedObject) ;

AInstancedMeshOptimizableObject* createObjectFromMeshInstance (int
meshInstanceIndex) ;

void init (UStaticMesh* exampleMesh) ;

void addConvertableObject (AInstancedMeshOptimizableObject™*
addedObject) ;

void removelInstanceMeshInfoByIndex (int meshInstancelIndex) const;

void removelInstanceMeshInfoByObject (AInstancedMeshOptimizableObject™*
removedObject) ;

void disableOptimization();
void enableOptimization():;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category="Settings")



UHierarchicalInstancedStaticMeshComponent*
InstancedStaticMeshComponent;

protected:
virtual void BeginPlay () override;
virtual void BeginDestroy () override;
virtual void Tick(float DeltaSeconds) override;

private:
void activateObject (AInstancedMeshOptimizableObject* objectToEnable)
void deactivateObject (AInstancedMeshOptimizableObject™
objectToDisable) ;

void enableMeshCreatingTimer () ;
void disableMeshCreatingTimer () ;

TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>*
getHeldMeshDataByIndex (int meshInstancelIndex) const;

TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>*
getHeldMeshDataByObject (AInstancedMeshOptimizableObject* heldObject)
const;

bool
isActorPreparedForChangeToStaticMesh (AInstancedMeshOptimizableObject™*
actor);

UFUNCTION ()
void OnStaticMeshHit (UPrimitiveComponent* HitComponent, AActor*
OtherActor, UPrimitiveComponent* OtherComp,
FVector NormalImpulse, const FHitResult& Hit);

UFUNCTION ()
void OnStaticMeshBeginOverlap (UPrimitiveComponent*
OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodyIndex, bool
bFromSweep, const FHitResult & SweepResult);

UFUNCTION ()
void OnHeldObjectDestroyed (AActor* DestroyedActor);

FTimerHandle MeshCreatingTimer;
FTimerHandle RefreshingTimer;

TArray<TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>>*
_instancedStaticMeshesActors;
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UStaticMesh* exampleMesh;

}s

InstancedStaticMeshWrapper.cpp:

#include

#include
#include
#include
#include
#include
#include
#include
#include
#include
#include

"InstancedStaticMeshWrapper.h"

"InstancedMeshOptimizableObject.h"
"Components/SphereComponent.h"
"Kismet/GameplayStatics.h"
"Kismet/KismetSystemLibrary.h"
"Components/HierarchicalInstancedStaticMeshComponent.h"
"Engine/StaticMesh.h"

"TimerManager.h"

"PhysicsEngine/BodyInstance.h"

"GameFramework/Actor.h"

"CoreTypes.h"

AInstancedStaticMeshWrapper: :AInstancedStaticMeshWrapper ()

{

InstancedStaticMeshComponent =
CreateDefaultSubobject<UHierarchicalInstancedStaticMeshComponent> (

FName ("HierarchicalInstancedStaticMeshComponent™)) ;

InstancedStaticMeshComponent->bMultiBodyOverlap = true;
InstancedStaticMeshComponent->bHasPerInstanceHitProxies = true;
InstancedStaticMeshComponent->NumCustomDataFloats = 3;

InstancedStaticMeshComponent->SetNotifyRigidBodyCollision (true);

InstancedStaticMeshComponent->SetSimulatePhysics (true);

SetRootComponent (InstancedStaticMeshComponent) ;
_instancedStaticMeshesActors = new
TArray<TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>>();

}

void
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AInstancedStaticMeshWrapper: :createMeshInstanceFromObject (AInstancedMeshO
ptimizableObject* copiedObject)

{

deactivateObject (Cast<AInstancedMeshOptimizableObject> (copiedObject));

const FTransform& objectTransform = copiedObject-
>GetActorTransform() ;

const int32 spawnedInstancelIndex = InstancedStaticMeshComponent-



>AddInstanceWorldSpace (objectTransform) ;
InstancedStaticMeshComponent->SetMaterial (spawnedInstanceIndex,
copiedObject->getMeshComponent () ->GetMaterial (Q0)) ;

Cast<AInstancedMeshOptimizableObject> (copiedObject) -
>setInstancelndex (spawnedInstancelndex) ;

TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>* foundData
_instancedStaticMeshesActors-
>FindByPredicate ([copiedObject] (TPair<AActor*, FBodyInstance*> data)

{

return copiedObject == data.Key;
}) g
if (foundData != nullptr)
{
foundData->Value = InstancedStaticMeshComponent-

>InstanceBodies[spawnedInstancelIndex];
}
else
{
const TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>
newPair (copiedObject,
InstancedStaticMeshComponent-
>InstanceBodies[spawnedInstancelIndex]) ;
_instancedStaticMeshesActors—->Add (newPair);

}

copiedObject->OnDestroyed.AddUniqueDynamic (this,
&AInstancedStaticMeshWrapper: :OnHeldObjectDestroyed) ;
}

AInstancedMeshOptimizableObject*
AlInstancedStaticMeshWrapper: :createObjectFromMeshInstance (int
meshInstanceIndex)
{

FTransform meshTransform;

const bool removedInstance = InstancedStaticMeshComponent-
>GetInstanceTransform (meshInstancelIndex, meshTransform, true);

if (removedInstance)

{

TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>*

heldObjectInfo = getHeldMeshDataByIndex (meshInstancelndex) ;

if (heldObjectInfo != nullptr)
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heldObjectInfo->Value = nullptr;
InstancedStaticMeshComponent-
>RemoveInstance (meshInstanceIndex) ;
AInstancedMeshOptimizableObject* keyGameObject =
Cast<AInstancedMeshOptimizableObject> (heldObjectInfo->Key) ;
activateObject (keyGameObject) ;
return keyGameObject;

}

return nullptr;

}

void AInstancedStaticMeshWrapper::init (UStaticMesh* exampleMesh)
{

_exampleMesh = exampleMesh;

}

void
AInstancedStaticMeshWrapper: :addConvertableObject (AInstancedMeshOptimizab
leObject* addedObject)

{
const TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>*

heldObjectInfo = getHeldMeshDataByObject (addedObject) ;

if (heldObjectInfo == nullptr)

{
const TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>

newPair (addedObject, nullptr);
_instancedStaticMeshesActors->Add (newPair) ;

}

createMeshInstanceFromObject (addedObject) ;
}

void
AInstancedStaticMeshWrapper: :removelnstanceMeshInfoByObject (AInstancedMes
hOptimizableObject* removedObject)
{
const int removedInstancelndex = instancedStaticMeshesActors-
>FindLastByPredicate ([removedObject] (TPair<AActor*, FBodyInstance*> data)
{

return removedObject == data.Key;

)
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removelnstanceMeshInfoByIndex (removedInstancelndex) ;

void AInstancedStaticMeshWrapper::removelnstanceMeshInfoByIndex (int
meshInstanceIndex) const
{
if (meshInstanceIndex != INDEX NONE)
{
_instancedStaticMeshesActors->RemoveAt (meshInstancelndex) ;
InstancedStaticMeshComponent->Removelnstance (meshInstancelndex) ;

void AInstancedStaticMeshWrapper::BeginPlay ()

{
Super: :BeginPlay () ;

_instancedStaticMeshesActors->Empty () ;

InstancedStaticMeshComponent->SetStaticMesh ( exampleMesh) ;
InstancedStaticMeshComponent->SetMaterial (0, exampleMesh-
>GetMaterial (0)) ;

InstancedStaticMeshComponent-
>SetCollisionProfileName (UCollisionProfile: :PhysicsActor ProfileName) ;
InstancedStaticMeshComponent-
>OnComponentBeginOverlap.AddDynamic (this,
&AInstancedStaticMeshWrapper: :0nStaticMeshBeginOverlap) ;
InstancedStaticMeshComponent->OnComponentHit.AddDynamic (this,
&AInstancedStaticMeshWrapper: :0OnStaticMeshHit) ;

//enableMeshCreatingTimer () ;

void AInstancedStaticMeshWrapper: :BeginDestroy ()
{

delete instancedStaticMeshesActors;
_instancedStaticMeshesActors = nullptr;

Super: :BeginDestroy () ;

void AInstancedStaticMeshWrapper::Tick(float DeltaSeconds)
{
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Super: :Tick (DeltaSeconds) ;

//changeAllActorsToMeshes () ;
}

void

AInstancedStaticMeshWrapper::activateObject (AInstancedMeshOptimizableObje

ct* objectToEnable)

{
objectToEnable->SetActorTickEnabled (true) ;
objectToEnable->SetActorHiddenInGame (false) ;
objectToEnable->SetActorkEnableCollision (true);

UMeshComponent* meshComponent = objectToEnable->getMeshComponent () ;
meshComponent->SetSimulatePhysics (true);
meshComponent->SetNotifyRigidBodyCollision (true);

}

void
AInstancedStaticMeshWrapper: :deactivateObject (AInstancedMeshOptimizableOb
ject* objectToDisable)
{
objectToDisable->SetActorTickEnabled (false);
objectToDisable->SetActorHiddenInGame (true) ;
objectToDisable->SetActorEnableCollision(false);
objectToDisable->getMeshComponent () ->SetSimulatePhysics (false) ;

}

void AInstancedStaticMeshWrapper::enableMeshCreatingTimer ()

{
if (!MeshCreatingTimer.IsValid())

{

GetWorldTimerManager () .SetTimer (MeshCreatingTimer, this,
&AInstancedStaticMeshWrapper: :enableOptimization,
3.f, true);

}
}

void AInstancedStaticMeshWrapper::disableMeshCreatingTimer ()

{

GetWorldTimerManager () .SetTimer (RefreshingTimer, this,
&AInstancedStaticMeshWrapper: :enableMeshCreatingTimer,
3.f, false);

if (MeshCreatingTimer.IsValid())
{
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GetWorldTimerManager () .ClearTimer (MeshCreatingTimer) ;
disableOptimization () ;

}

void AlInstancedStaticMeshWrapper::disableOptimization ()

{
InstancedStaticMeshComponent-

>SetCollisionProfileName (UCollisionProfile: :PhysicsActor ProfileName);
for (const TPair<AActor*, FBodyInstance*>& pair

* instancedStaticMeshesActors)

{
if (pair.Key != nullptr && pair.Key->IsHidden ())

{
pair.Key->SetActorTickEnabled (true) ;
pair.Key->SetActorHiddenInGame (false) ;
pair.Key->SetActorEnableCollision (true);

}

InstancedStaticMeshComponent->ClearInstances () ;
InstancedStaticMeshComponent-
>SetCollisionProfileName ("Interactable");

for (TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>& pair
* instancedStaticMeshesActors)
{
UMeshComponent* meshComponent =
Cast<AInstancedMeshOptimizableObject> (pair.Key)->getMeshComponent () ;
if (!meshComponent->IsSimulatingPhysics())
{
meshComponent->SetSimulatePhysics (true);
meshComponent->SetNotifyRigidBodyCollision (true);

}

void AInstancedStaticMeshWrapper::enableOptimization ()

{
for (TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>& pair
* instancedStaticMeshesActors)
{
if
(isActorPreparedForChangeToStaticMesh (Cast<AInstancedMeshOptimizableObjec
t>(pair.Key)))
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createMeshInstanceFromObject (pair.Key) ;

TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>*
AInstancedStaticMeshWrapper: :getHeldMeshDataByIndex (int
meshInstanceIndex) const

{

const FBodyInstance* bodyInstance = InstancedStaticMeshComponent-
>InstanceBodies[meshInstancelIndex];
TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>* foundData =
_instancedStaticMeshesActors-
>FindByPredicate ([bodyInstance] (TPair<AActor*, FBodyInstance*> data)

{

return bodyInstance == data.Value;

1)

return foundData;

TPair<AInstancedMeshOptimizableObject*, FBodylInstance*>*
AInstancedStaticMeshWrapper: :getHeldMeshDataByObject (AInstancedMeshOptimi

zableObject* heldObject) const
{

TPair<AInstancedMeshOptimizableObject*, FBodyInstance*>* foundData =
_instancedStaticMeshesActors-
>FindByPredicate ([heldObject] (TPair<AActor*, FBodyInstance*> data)
{
return heldObject == data.Key;

1)

return foundData;

bool
AInstancedStaticMeshWrapper: :isActorPreparedForChangeToStaticMesh (AInstan

cedMeshOptimizableObject* actor)
{

return !actor->IsHidden ()
&& actor->GetAttachParentActor () == nullptr

&& actor->GetVelocity() .Size() < 1.f
&& actor->getMeshComponent () ->GetCollisionObjectType () ==

ECC GameTraceChannell;
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void AlInstancedStaticMeshWrapper::0nStaticMeshHit (UPrimitiveComponent™*
HitComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, FVector NormalImpulse, const

FHitResult& Hit)

{
//disableMeshCreatingTimer () ;

void
AInstancedStaticMeshWrapper::0nStaticMeshBeginOverlap (UPrimitiveComponent
* QOverlappedComponent, AActor* OtherActor,

UPrimitiveComponent* OtherComp, int32 OtherBodyIndex, bool
bFromSweep, const FHitResulté& SweepResult)

{
if (SweepResult.bBlockingHit || OtherComp->GetCollisionObjectType ()

== ECC_GameTraceChannel’)
{

return;
if (OtherBodyIndex == INDEX NONE)

createObjectFromMeshInstance (SweepResult.Item);

void AInstancedStaticMeshWrapper::0nHeldObjectDestroyed (AActor*

DestroyedActor)
{

removeInstanceMeshInfoByObject (Cast<AInstancedMeshOptimizableObject> (Dest
royedActor) ) ;

}



