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NPUIIBUAIIEHHS ITIIBAHTAXKEHHS PIBHIB
JJISA BATATOKOPUCTYBAILIBKUX IT'OP HA UNREAL ENGINE 5
Yepuuwos B./L., biiosa M.O.
Hauionanvhuit mexnuiyHuil ynigepcumem
«XapkiecoKuil noaimexuiuHuil incmumymy», m. XapKie

CydacHi 6araToKOpuCTyBallbKi BiZI€OIrpU BUMAaraloTh BUCOKOI MPOTyKTUBHOCTI
Ta e()eKTUBHOTO BUKOPHCTAHHS PECypciB, OCOOIUBO y BIAKPUTHX CBiTax. Bigkpuri
CBITH y BiJleoirpax — II¢ TUI IrPOBOTO JIM3aliHy, B SIKOMY TpaBellb Ma€ MaKCUMaJIbHY
CBO0O/Iy TIEpeCyBaHHS 1 HEOOMEXKEHUM JOCTYII JO BEJIMKOI IrPOBOi TEPUTOPIi, 10 HE
pO3JIlJIeHa Ha OKpeMi piBHI abo JIOKaIii 3 €KpaHaMH 3aBaHTaK€HHs. TpaauiiiHi
METO/IM 3aBaHTAXEHHs PIBHIB, 110 Mepe0avaloTh MOBHE 3aBaHTAXKEHHS BCIET CIICHH,
HE BIJAMOBIJAIOTh BUMOTaM CYYaCHUX TpaBlliB I0J0 IIBUAKOCTI, CTaOlILHOCTI Ta
AKOCT1 rpadiki.

VY po6oTi po3po6IeHO CUCTEMY TUHAMIYHOTO IiJIBAaHTaKEHHS PIBHIB HA OCHOBI
iHctpymenTtiB Unreal Engine 5: Level Instance, Data Layer, Streaming Levels Ta
Async Loading[1]. OcHoBHa izest moJyiAirae y moJull IrpoBOi CIIEHW Ha MiJIPiBHI, SIKI
3aBaHTAXXYIOThCS 1HAMBIAYAJTBHO JJI1 KOXKHOTO TPaBLs, 3aJIEKHO BiJ MOro MO3UIii y
CBIT1 200 B3a€MO/I1i 3 TPUTEP-30HAMM.

Buxopucranns crparerii Chunk Loading (3aBaHTa)xeHHs JMIIE CYCIIHIX
IUISTHOK cBITY), Preloading (monepenHe 3aBaHTaxeHHs NOTP1OHMX AaHuX) Ta Frustum
Culling (BimoOpaxeHHsI TUIBKM BUIUMHX OO0’€KTIB) J03BOJISIE 3HAYHO 3HU3UTU
HAaBaHTa)XCHHA Ha CHCTEMYy Ta 3a0e3MeuuTH IUIaBHUN TeWMIUIE Ta MeXaHi3MIB
ACHXPOHHOTO 3aBaHTAKEHHS JI03BOJISIE CKOPOTUTH Yac OUYIKyBaHHS IPH 3aIyCKY I'PH;
3MEHIIIUTA HABAaHTAXXCHHS HA OMEPATUBHY IMaM’STh; MiATpUMyBaTu ctabuibHuii FPS
HaBITh y BEJIUKHUX JIOKAIIISX.

Cucrema € MOYJIBHOIO, JIETKO aJaNTY€EThCS 10 PI3HUX JKAHPIB ITOp, BKIIFOYHO 3
MMORPG (Massively Multiplayer Online Role-Playing Game) Ta mryrepamu.
Peanizamis BukoHaHna 3 Bukopuctanasm Blueprints, Data Tables Ta Trigger Volumes,
o 3a0e3nedye THYyYKICTh 1 MacmTaOOBaHICTh MiJ pi3HI miatdopmu. PesynabraTi
MOXYTh OyTHM 3aCTOCOBaHl ISl PO3pPOOKM MPOAYKTHMBHUX Ta  SKICHUX
0araToKOpUCTYBAIbKUX MPOEKTIB 3 TUHAMIYHUM ITPOBUM CBITOM|[2].
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