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AHHOTanusa

TorasbHas 3KkcnaHcus Urposoro ABwxka Unreal Engine 5, koTopblit ctan B 2024 rofly TexHoJlorH4e-
CKUM «QYH/JaMeHTOM» [IJ1s1 NOAAaBJISIOLIEro 60/bIIMHCTBA HOBBIX IPOEKTOB, IOPO/U/IA B UHAYCTPUHU
OCTPbIN UH>KeHEePHO-3KOHOMUYeCKUH napafokc. C oiHOHW CTOPOHBI, BHEIDEHHEe CUCTEM BUPTYaIU3H-
poBaHHoM reomMeTpud (Nanite) u ro6asnbHOro ocBemenus (Lumen) gekmapupyeT 0TKa3 OT pyTHHHBIX
MeTO/I0B ONITUMU3ALMH, 06elas «6ecIoBHbIR» TBOpUecKUi npouecc. C Jpyrou, sMnupuyeckre JaH-
Hble YKa3bIBalOT Ha KpPUTUYECKUH pa3pblB MeX/AY BbIYMCIUTENbHON CTOMMOCTBIO 3TUX TEXHOJIOIMH U
peasibHbIMHU BO3MOKHOCTSIMH MaCCOBOTO 110J1b30BaTEIbCKOT0 060PYA0BaHUSA, UTO CTABUT MO/, yTPO3y
KOMMepUecKylo YCIelHOCTb NPOAYKTOB. B JaHHOM cTaTbe NpeANpUHUMAaETCs NONbITKA Pa3pelieHus
3TOTO MPOTUBOPEYUS Yepe3 aHa/IU3 apXUTeKTypbl peHAepuHra UES. Llesibio cy>kKuT He MpocTo nepe-
YHCJIeHUe HacTpoek, a popMUpOBaHHE KOMIIJIEKCHON MeTO/0JIOTHMHU aJJallTAllUK «TSXKEJ0ro» HeKCT-
reH-KOHTEHTA 10/} OrPaHUYeHUS BUIeOKapT CpeJiHEro 1leHOBOI'o cerMeHTa. ABTOp GpoKycHpyeTcsl Ha
[IOMCKe paBHOBECHs], IPYU KOTOPOM KMHeMaTorpaduyeckoe KayeCTBO U306pakeHUs COXpaHsaeTcs 6e3
JlpaMaTUYeCcKOro nafleHusl KaJJpoBoi 4acTOThbl. B Xozie paGoThl BCKpbIBaeTCs HeoueBUHas npob.ie-
MaTHKa: 0TMeyaeTcs], YTO CJIeNoe cleJo0BaHHe MAapPKETHHIOBBIM 06elaHUAM «aBTOMAaTHY€eCKOH ONTH-
MH3AIUK» BEJIET K MOSIBJIEHUIO «Y3KHX MeCT» Kak Ha ctopoHe GPU, Tak u CPU. OcHOBHOM aBTOPCKHUI
BKJIaJ| NPOSIBJIsIeTCs] B 060CHOBAHUU HEU36EXKHOCTH Nepexo/ia K THOPUAHBIM MO/eJIsIM PeH/IepHHTa,
B KOTOPbIX UHHOBAIIMOHHbIE HHCTPYMEHTBI COYETAIOTCS C KJIACCUYEeCKUMHU MOJIX0/JaMy, a TaKXKe B Ie-
peoleHKe poJIv ancKelynHra. B yacTHOCTH, apryMeHTHPOBAHO, YTO TEXHOJIOTMH BPEMEHHOTI0 CyTep-
paspemenus (TSR) ge-dakTo nepectaiu 6bITh ONMLUOHAJBHBIM «KOCTbIIEM»; OHU NPEBPaTU/INCh B
HeOoTbeMJIeMbIH 3/1eMeHT I'papuyeckoro koupeiepa. ChopMyIMpoBaHHbIEe B CTaThbe BBIBOJbI U MPU-
KJIa/iHble PEKOMEeH/ALMU NPEeJCTABJISAIOT CYLIeCTBEHHYIO LIEHHOCTb JIJIs TEXHUYECKUX JJUPEKTOPOB,
pOrpaMMHUCTOB rpadUKH. ITHU JaHHbIE I03BOJISAIOT IPUHUMATh B3BellleHHbIe apXUTEKTYPHbIEe pelle-
HHS ellle Ha 3Tale npe-npojakileHa, cMArdas pUCKU BO3HUKHOBEHHUS «TE€XHOJOTMYECKOTO A0Jra» K
MOMEHTY peJin3a.
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Abstract

The total expansion of the Unreal Engine 5 game engine, which by 2024 had become the technological
backbone for the vast majority of new projects, has generated a sharp engineering and economic paradox
within the industry. On the one hand, the introduction of virtualized geometry systems (Nanite) and
global illumination (Lumen) proclaims a departure from traditional optimization techniques, promising
a “seamless” creative workflow. On the other hand, empirical data reveal a critical mismatch between
the computational cost of these technologies and the actual capabilities of mass-market user hardware,
thereby threatening the commercial viability of game products. This article seeks to resolve this
contradiction through an in-depth analysis of Unreal Engine 5’s rendering architecture. The objective
is not merely to enumerate configuration parameters, but to develop a comprehensive methodology
for adapting resource-intensive next-generation content to the constraints of mid-range graphics
hardware. The author focuses on identifying an equilibrium in which cinematic visual fidelity can be
preserved without a dramatic loss in frame rate. The study exposes a non-obvious issue: uncritical
reliance on marketing narratives of “automatic optimization” leads to the emergence of performance
bottlenecks on both GPU and CPU levels. The principal contribution of the article lies in substantiating
the inevitability of a transition toward hybrid rendering models, in which innovative tools are combined
with classical optimization approaches, as well as in re-evaluating the role of upscaling technologies.
In particular, it is argued that temporal super-resolution (TSR) technologies have de facto ceased to
be an optional workaround and have become an integral component of the modern graphics pipeline.
The conclusions and applied recommendations formulated in the article are of substantial value to
technical directors and graphics programmers, enabling informed architectural decisions at the pre-
production stage and mitigating the risk of accumulating “technological debt” by the time of release.
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BBeaenue

CoBpeMeHHasi MHJYCTPUS Pa3pabOTKHU MHTEPAKTUBHBIX pa3BJie-
YeHUH NepexkuBaeT nepuo/, GyH aMeHTalbHbIX TEXHOJIOTHUeCKUX
npeo6pasoBaHuil. OHU BbI3BaHbI, IJITABHBIM 06pa3oM, CMEHOU Ma-
pajiurM peHjiepuHra u 06pa6boTku rpadpuyeckoro KoHTeHTa. Ecin
paHee NOBbIlIEHHe BU3YaJbHOI0 KaueCTBa JIMHEHHO 3aBUCeNIO OT
YCJI0XKHEHUS MOJIMTOHAJIbHON CeTKU U NpeJiBapuTeIbHOI0 3ale-
KaHUS OCBeLeHUs, TO CeroiHa HabJI0JjaeTcsl nepexo/, K AUHAMMU-
YeCKHUM CHCTeMaM, KOTOpble CIOCOGHbI 06pabaThiBaTh KHHEMATO-
rpaguyuecKyro reoMeTpHIO B pealbHOM BpeMeHH.

LleHTpasbHOE MeCTO B paccMaTpuUBaeMOM Ipolecce, 6e3yc/oB-
HO, 3aHuMaeT urpoBoi asmwxkok Unreal Engine 5 (UE5). Ero apxu-
TeKTypa 6a3upyeTcsl Ha PEeBOJIIOLIMOHHBIX TeXHOoJ0ruaX Nanite u
Lumen. 3TH MHCTPYMeHTHI Jle-GaKTO YCTAaHOBUJIM HOBBIM oTpac-
JIeBOM cTaHJApT. Mexy TeM, OHU ke Co3/alIu Gecrnpele/leHTHble
BbI30BBI B 06/1aCTH ONTUMHU3ALMHU IPOU3BOAUTEIBHOCTH.
3HauYMMOCTb O6GpallleHHs K TeMe NMPOJUKTOBaHA CTPEMHUTENbHbIM
pOCTOM MNONYJSPHOCTH JaHHOW TEXHOJIOTMYECKOH IMIaT(OopMBbl.
CorjlacHO CTaTUCTUYECKUM AaHHbIM [1], k 2024 roxy moJs mpo-
ekToB Ha 6ase Unreal Engine 5 cpeau penu3oB Ha miatdopme
Steam gocTuria BHYIUTEAbHBIX 72%. JTO yKa3blBaeT Ha Macco-
BYI0 MUTpaLMIO Pa3pabOTYHUKOB Ha 3TOT UHCTpyMeHTapui. Takue
¢daarmaHckue npoekTsl, Kak Black Myth: Wukong u S.TA.LK.ER. 2,
HarJIsSIHO NPOJIEMOHCTPUPOBAJIM BU3yasIbHBIM NOTEHIUAN JBHXK-
ka. Ho ojHOBpeMeHHO OHU BCKPBIJIM OCTPYIO NPO6IeMaTHKY ania-
paTHBIX OrpaHUYeHUH. I IHUPOKOro Kpyra noJib3oBaTesel, He
06J1a/Jal0IMX TOMOBBIMU rpadUYECKHMHU YCKOPUTEJISIMU, BONPOC
MPOU3BOAUTENBHOCTH CTAHOBUTCS KPUTUYECKUM 6apbepoM.
0O603HaueHHasl mpobJsieMa yCyrybJsieTcss TeM, YTO 6a30Bble Ha-
crpoiiku UE5, koTopble opueHTHpPOBaHbl HA JIEMOHCTPALUIO BU-
3yaJIbHbIX BO3MOXKHOCTEH, 3a4acTyl0 U30bITOYHbI JJI peasbHbIX
WUI'POBBIX ClleHapHeB. BHejpeHre TeXHO/I0IMH BUPTYaJIU3UPOBAH-
HOU reoMeTpHUH U I7106a/IbHOI'0 OCBELeHHUsI B peaJlbHOM BpeMeHH!
TpebyeT OT pa3pabOTYMKOB He CTAHAAPTHOr0 MeXaHH4ecKoro
NpUMEHEHHUs] HACTPOeK, a INIyGOKOro MOHUMaHUsI apXUTEKTYpbl
peHZiepuHra. BciencTBue 3TOro BO3HMKAaeT OGbEKTHBHAs IO-
TPeGHOCTb B CUCTEMATH3allUM MEeTOJ0B ONTHMU3ALUU, KOTOPbIe
MOMOIJIM Obl COXPAHUTH BU3YalbHYI0 HUJIEHTUYHOCTb HMPOEKTOB
HOBOTO IOKOJIEHHUS, 06€eClIeYuB PU 3TOM NPUEMJIEMYIO YAaCTOTY
Ka/IpoB Ha MacCOBOM 06OPYA0BAHHH.

B pamkax craTeu 6GyAyT pacCMOTpPeHbl 3MIOUpPUYECKHE JaHHble O
Harpy3ke KJIIOYEBBIX MOJCHUCTEM JBHXKKA, cOmocTaBsieHa 3ddek-
TUBHOCTb Pa3JIMYHbIX METOZ0B MacClITaGUpPOBAHUsS paspelleHus],
chopMyIMpoBaHbl HAyYHO 060CHOBAHHbIE PEKOMEH/JAlluH 110 aJjan-
TaluK KoHTeHTa. Oco60e BHUMaHUe Oy/ieT ye/leHO GalaHCy Mex-
Jly UCIOJIb30BaHMEM WHHOBALMOHHBIX GpyHKUMH (Lumen, Nanite)
Y KJIACCUYECKUX METO/0B ONTHUMU3ALNH, UTO COCTABJIsSIET HOBU3HY
WCCJIeIOBAHUS B KOHTEKCTE TEKYIIHUX pealuil UHAYCTPUH.
COBOKYITHOCTb M3y4YEHHbIX NPH MOATOTOBKE CTATbU MUCTOYHUKOB
OoTpakaeT MHOI'OCJOMHBIM XapakTep HCCAe[0BaHUN NMPOU3BOAU-
TEeJIbHOCTU UTPOBBIX NpUJIOKeHHUH Ha 6a3e Unreal Engine 5, 06b-
e/IMHsIsl TEXHOJIOTUYEeCKUH, CPaBHUTENbHO-aHAJIUTHYECKUH, TPU-
KJIJTHOM MO/IXO/IbI.

Tak, pbIHOYHBIe U OTpac/jeBble 0630pbl [1] M aHaANIUTHYECKHe
MaTepUasibl 0 METPUKAX MPOU3BOJUTENBHOCTH [2] opMHUpPYIOT
KOHTEKCT PACIPOCTPAaHEHHOCTH JBIXKKA U 3a/lal0T CUCTEMY KJIIO-
yeBbIX nokasatesed (FPS, frame time, latency), Ha ocHoBe KOTO-
pbIX OLIEHUBAIOTCA 3PQPEKTbl ONTUMHU3ALUH. TeXHOJOTHYECKH
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opueHTHpoBaHHble uccaenoBanusa K. Chen, 10.U. Taranosa, A.C.
Aroakuna, C.A. CosnnbliikuHa, A.A. TpyHoBa, W.II. [IpockypuHa,
C.II. /[xanaposa, T.C. CysneliMaHOBa aKLleHTUDPYIOT apXUTEKTyp-
Hble ocob6eHHocTH Unreal Engine 5 1 9BoJIIOLMIO0 €r0 HHCTPYyMeH-
TOB 10 CPAaBHEHUIO C MPeJbIAYIINMU BepCUSIMHY; NOAYEPKHUBAETCS
poJsib Lumen, Nanite, HOBbIX nmaiiniaiHOB peHjepuHra [3-7]. Jkc-
IepUMeHTa/IbHO-CPAaBHUTE/IbHBIN NOJX0/ peaJu30BaH B paboTax
M. Bao u coaBT,, A.A. Pa3:)kuBHHA U [JIp., T/ie IPOU3BOAUTETBHOCTD
UES comocTraB/isieTcsl ¢ aJlbTeDHAaTUBHBIMU JIBMXKKAMU U BepCHUs-
MHU. BbIAB/ISETCS KOMIPOMUCC MEXAY BU3yaJbHBIM KaueCTBOM U
BBIYMCJIMTENbHBIMU 3aTpaTaMu [8, 9]. Y3kocnennasinusupoBaHHbIE
ny6sMKanuu v opunmanbHas JokyMeHTanus Epic Games, a Takxe
0630psbI T. Looman, GoKycupyoTCcs Ha KOHKPETHBIX METO/aX ONTH-
musanuu — Temporal Super Resolution, HacTpolike peH/iepHHra,
TpaccCUpoOBKe Jiydyel U ynpaBjeHuu pecypcamu GPU [10-22]. Pag
pa6ot (A. Aryanto, H. Xing, J. Verén) pacuiupsier npo6JieMaTHKy
3a cuét npumeneHus WU, meta-learning, ananusa sHepromnorpe-
6s1eHns. OJHAKO 3T UCC/Ie[l0BaHUSA MOKa €1ab0 UHTErPUPOBAHbI
B OOLMH JMCKYyPC ONTHMU3AIUK UTPOBBIX PUIOKeHUH [23-25].
[Ipo6esioM B JsiMTepaType OCTAaeTCs HeAOCTAaTOK KOMIIJIEKCHBIX
3MIUPHUYECKUX UCC/IeJOBAaHUH, T/le OLleHUBAETCsl COBOKYIHbBIN 3¢-
$eKT HeCKOJIbKMX MeTOJ0B ONTHMM3ALUU B peasbHbIX UI'POBBIX
MPOEeKTax, a TaKXKe NMPOTHUBOpPeYHe MeX/y CTpeMJieHHeM K ¢poTo-
peaiu3My U Tpe6OBaHUSAMHU K CTAGU/IbHOM NMPOU3BOJUTENbHOCTH
Ha MaccoBOM 060py/J0BaHHUH.

[Ipy HanMcaHUM CTaTbU IPUMEHEHO COYeTaHHe CUCTEMHOro 0630-
pa JIMTepaTyphl, CPABHUTEJILHOI'O aHA/IU3a, IKCIIepUMEHTAIbHOIO
TeCTHPOBAHMSA NPOU3BOJUTENBHOCTH U NPOPUINPOBAHUA. ITO T10-
3B0OJISIET 0OOCHOBAHHO OLIEHUTb Pe3yJIbTaTUBHOCTb COBPEMEHHbBIX
MeToz0B onTUMHU3anuu Unreal Engine 5 B npuKJ1aJHOM KOHTEKCTe.

MaTepI/IaJIbI U MeToAbl

Unreal Engine - urpoBoii ABMKOK, pa3pabaTbiBaeMblil U mojjep-
’KMBaeMbli koMnaHuel Epic Games. [lepBo#i UTpoil Ha 3TOM JIBHXK-
Ke OblJ LIyTep oT nepBoro Jsinia Unreal, BeinynieHHbIN B 1998 rogy.
XoTsl ABHXKOK TepBOHaYa/IbHO ObLI pe/iHa3HaueH [l pa3paboT-
KM LIYyTEePOB OT IIePBOT0 JIMLA, ero Nocjaeyoliie BepCUH YCIIeLTHO
NPUMEHSJIMCh B UTPax CaMblX Pa3/IMYHBIX KaHPOB, B TOM YHCJIE,
cTeJic-urpax, palTHHrax, MacCOBbIX MHOTOI0JIb30BaTEIbCKUX PO-
JIeBBIX OHJIAWH-UT'PAX U MHOTUX APYTHUX.

B npo1sioM JBMXKOK pacpoCTpaHsJICs Ha YCI0BUSX OIJIAThI exe-
MecssuHoU nogmnucky; ¢ 2015 roga Unreal Engine 6ecniaTeH, HO
pa3paboTYNKU HCIOJBb3YIOIHUX ero NPUI0KeHUH 06s13aHbl nepe-
4UCAATb 5 % pOsITH OT O6IIEMUPOBOTO 0X0/AAa C HEKOTOPBIMU
YCJIOBUSIMH.

KomnreloTepHas urpa - nporpamMma, cayxaiias Jjs opraHusanuu
UTrPOBOro Ipolecca (reiMiuiesi), CBS3W ¢ NapTHEpPAMH IO Urpe,
WM caMa BBICTYNawllas B KayecTBe napTHépa. B HacTosuiee
BpeMsl, B psijie CIy4aeB, BMECTO TePMHHA «KOMIbIOTEPHAs UIpa»
MOKET MCNOJIb30BaTbCsl BUJIEOUTPA, TO €CTh, JJAHHble TEPMUHbI
MOTYT YNOTPeOJATbCS KaK CHHOHUMBI U OGBbITh B3aMMO3aMeHse-
MBIMU. B KOMIIBIOTEPHBIX UrpaX, KaK MPaBUJIO0, UI'POBast CUTYalUs
BOCIIPOU3BOJUTCS HA IKpaHe AUCILIes: UK 06bIYHOTO TeJleBU30pa
(B 2TOM cilyyae KOMIIbIOTEPHbIE UTPBl OJJHOBPEMEHHO SIBJSIOTCH
W BUJIEOUTPAMH), HO B TO e BpeMsl OHa MOXKET ObITb 3ByKOBOH,
TeJIeTaUOBOU U JPYTOMH.

TexHosiorus Nanite npescraB/sieT co60# cHUCTeMy BUPTYalIU3UPO-
BaHHOM reoMeTpUH, KOTOPAsk KOPEHHbIM 06pa30M MeHSET MOAX0/ K
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ynpasJieHuto Aetanusanuert (LOD) (puc. 1). B osindue oT TpaauLu-
OHHBIX AMCKPeTHBIX ypOBHEH, B Nanite HCro/b3yeTcsl KIacTepHbIN
peH/IEpUHI, aBTOMAaTHYeCKHd MoJ0Mpas JAeTaJM3allMi0 Ha OCHOBe
3KpaHHOro paspeleHusl. CpaBHUTe/IbHbIE TECTDI, IPOBe/IEeHHbIE HA
CIleHax C BbICOKOM reoMeTPHUYeCKO! IJIOTHOCTBIO (MOZes1v 1o 3 MJIH
MOJIMTOHOB), TOKa3bIBaIOT, YTO Nanite MpeBOCXOAUT KJIaCCHUeCKHe
cucrembl LOD (HanpuMmep, B Unity) npu Busyaiusarnuy 06’beKTOB Ha
CpeJIHUX U JaJIbHUX JUCTaHIMAX. BipoyeM, ciiesiyeT OTMETUTD, 4TO
rubpuiHoe “crnosb3oBaHre Nanite-reoMeTpuu ¢ ycTapeBLIMMU Me-
TozaMu 06paboTku (non-Nanite meshes) MOXXeT IPUBOJUTD K Mapa-
JIOKCaJIBHOMY POCTY HarpyskH Ha LleHTpaJIbHbIH npoueccop (u3-3a
KoHuMKTa nyTel peHaepunra) [3], [8], [13], [16].

| Texnonorua Nanite
|
|

B UES
NMpuHymMn paboTbl
|
BupTyanuzauma |
| HCTOouHMK AaHHbIX
TEOMETPUM
i BbiCOKOMONMIroHabHbIE
ApantmeHbii LOD
mogenu
MNotokosaa 3D-cKaHbl
sarpyska peaibHbix 0ObeKTOB
Mpeumyuectea
| Kauectso
| Mpou3BogMTENLHOCTE | OnTummMsaymna
| | rpadukm
PesynbTatbl

I

KuHowHoe KayecTso

Bricokwmit FPS

Ha CNOHKHbIX CleHax B peanbHOM BPEMEHH

P u c. 1. ®ynknponnposanue TexHosoruu Nanite B Unreal Engine 5
Fig. 1. Functioning of Nanite technology in Unreal Engine 5

(compiled by the author)

HcmouHuk: 3[,eChb U Jasiee B CTaThe BCe TabJIUIbI U PHUCYHKH COCTaBJIEHbBI aBTOPOM.

Source: Hereinafter in this article all tables and figures were made by the author.

CoBpemeHHble
MH(OPMaLMOHHbIe
TeXHONnornun

n UT-o6pa3oBaHue

CucreMa ry106a/IbHOTO OCBellleHUs Lumen, B CBOIO oyepe/ib, sIB-
JIsieTCsl OCHOBHBIM notpebuTesieM pecypcoB GPU. Ona dyHkiuo-
HUPYeT B IByX pexKUMax: IporpaMMHOM TpacCUpPOBKH (Software
Ray Tracing) v annapaTthHo# (Hardware Ray Tracing) (puc. 2). 3m-
nMpUYecKHe 3aMepbl NTOKa3bIBAIOT, YTO Ha BUJEOKapTax Cpej-
Hero 1leHOBOTO CerMeHTa OZJHOBpeMeHHas akThBaLuusa Lumen u
Nanite cHU>XaeT NPOU3BOAUTENBHOCTb 0 KpuTHUdeckux 20-30
FPS. 3To fenaeT urpoBod mponecc HeKOMPOPTHBIM. Bepcus
JIBUXKKa 5.6 NpUBHecJa psAJ, HU3KOYPOBHEBBIX ONTHUMU3ALUN
anmnapaTHOHN TpaccMpoBKHU. BMecTe ¢ TeM, 6a30Bast «CTOUMOCTb»
KaJZipa NP BKJIWYEeHHOM Lumen ocTaeTcsl BICOKOH, TpeOys OT
pa3paboTYUKOB r'MOKOro Mo/AXo/a K HaCTpoHKe KayecTBa OCBe-
weHnus [2], [11].

i moHnMaHus MacutTaba npo6JeMbl 1jeJiecoo06pa3Ho 06PATUTh-
csl K KOHKPeTHbIM JIaHHbIM. TeCTUpOBaHHe NPOMBIIJIEHHBIX Je-
Mo-cleH (B yacTHocTH, Industrial Factory) momoraet o6HapyXUTb
NpsIMYI0 3aBUCUMOCTb Mexay o6beMoM BujeonamMatu (VRAM) u
CTabUIbHOCTBI0 paboThl. Ha BBICOKMX HAacTpoHKax MmoTpebseHne
naMsTH npubsmkaetcd k 8 I'b. ITo sABseTCs npeies oM AJi MHO-
'MX MacCoBbIX BHUeoKapT. [loMmumo aToro, HabGJofaeTcs perpec-
cus npousBoauTesbHocTH CPU B nsATOM Bepcuu JIBHXKKA 110 CpaB-
HEHHUIO C YeTBEPTOH, KOTOpasi BbI3BaHA YCJOXXHEHWEM OCHOBHOI'O
noTtoka peHjepunra [7], [12], [14], [17].

B Ta6sinue 1 npescTaB/ieHbl CBOAHbBIE JaHHbIE OTHOCUTEJIBLHO NPO-
M3BOAUTEIbHOCTH, MIOJIyY€HHbIE B XO/le HE3aBUCHUMBIX TECTOB Ha
Pa3/IMYHBIX aNNapaTHbIX IaTdopMax. ITH CBeJeHUs HAIVISAJHO
WJUIIOCTPUPYIOT Pa3pblB MeXAY «3JUTHBIM» U «MaCCOBBIM» Cer-
MEeHTaMH 060py/Z0BaHUSI.

Wudopmanus, npeacraBieHHas B Tabuie 1, mo3BoJIsIeT 3aKJII0-
YUTB, YTO AJis1 MaccoBoro cermeHTta (GTX 1650, uHTEerpupoBaH-
Hble pelLleHus) UCNoJIb30BaHue MOJHBIX Bo3MoxkHocTeld UES 6Ge3
JIOTIOJIHUTEJIbHBIX MeP ONTUMHU3ALUU HEBO3MOXKHO.
JddexTUBHAA onTUMU3ALUSA HepeasbHa 63 TOYHOH JAUArHo-
CTUKH «y3KuX MecT». Unreal Engine 5 npesjoctaBisieT MO HbIN
nHctpyMeHT Unreal Insights (oTaesnbHas nporpamma, koTopas
0 Mepe X0Jja UrPbl COOGUpPAeT pasIMYHYyI0 M0Je3HYyI UHOp-
MalMI0 U CTPYKTYpUpPYeT €é), a TaKKe KOHCOJIbHble KOMaH/|bl
ProfileGpu u Stat Unit. Mcnosib30BaHue moc/aeAHUX JaeT BO3-
MO>XHOCTb MFTHOBEHHO ONpeJieIUTh, KAKOH KOMIIOHEHT CHUCTe-
Mbl (Game Thread, Draw Thread uau GPU) sBasieTcsa orpaHu-
yuBawIUM pakTopoM. Bepcusa 5.6 cyliecTBeHHO paciiupuia
¢yukuuoHan GPU Profiler. OHa mo3BoJsisieT geTanu3upoBaTh
3aTpaThl BpeMeHU Ha NMpoxoAbl Lumen M reHepaunuio BUPTY-
aNbHBIX TeHeBbIX KapT (VSM).

OnHUM U3 HauboJiee AeHCTBEHHBIX METO/0B MOBbILIEHUs TPOU3-
BOJUTENbHOCTH CJIYXHUT TEXHOJIOTHS BPEMEHHOr0 cyrneppaspe-
wenus (Temporal Super Resolution — TSR). OHa momoraeT peH-
JlepUTh U306pakeHUe BO BHYTpPeHHeM Oydepe C MOHMIKEHHBIM
paspellieHueM, a 3aTeM BOCCTAHABJIMBATDL €ro /0 1eJIeBOro pas-
pelleHUs1 3KpaHa C 3aJ[eCTBOBAHUEM JIAHHBIX U3 MpeblIYLIUX
kazpos (puc. 3).
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Fig. 2. Functioning of the Lumen global lighting system in Unreal Engine 5

Ta6sunal CpaBHUTE/bHBINH aHA/IM3 NPou3BoAuTeIbHOCTH UES Ha pas/iMYHBIX annapaTHbIX KOHGUrypanmax (cocras/eHo Ha ocHose [1-3], [8], [11])

T able 1. Comparative analysis of UE5 performance on various hardware configurations (compiled on the basis of [1-3], [8], [11])

AnnapartHas niatdopma PexxuM HacTpoiiku CpeaHssa yacToTa Bpewmsa kazapa
(GPU) rpadpuku kazgpos (FPS) (Mc) Mpumeanne
NVIDIA RTX 4080 Scalability: High / Epic, ~115-120 8.3-8.5 CtabuJsibHasi paboTa B CJI0XKHBIX
Lumen BKJI. CIleHax
NVIDIA RTX 3080 Scalability: High, Lumen ~100-110 9.0-10.0 OnTHvManbHbIN 6anaHc Ana AAA-
BKJL. IPOEKTOB
NVIDIA GTX 1650 Super Scalability: Eplc, Lumen + 20-30 33.0-50.0 TpebyeTcs arpeccHBHBbIH
Nanite ancKeHJTMHT
Apple M4— Scalability: EPIC, Lumen + ~20-21 47.0-48.0 HaTtuBHOe pa3peuieHue,
(Mac Mini) Nanite HeurpabesbHO
Apple M4 Scalability: Epic, Lumen ~29-30 34.0 OTk/rouyenue Lumen gaet
(Mac Mini) BBIKJI. ’ npupocT ~40%
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- Information
Vol. 22, No. 1. 2026 ISSN 2411-1473 sitito.cs.msu.ru Technologies

and IT-Education




160 TEXHONOTNI U UX NPUIOXEH WA

NCCNEAOBAHNA N PABPABOTKW B OB/TACTU HOBbBIX MHOOPMALMOHHbIX

. . MacTanbirnH

Ta6auuna 2. 9¢pPeKTUBHOCTb ONTUMU3ALMOHHBIX MeTOAOB B cpee Unreal Engine 5 (cocraBieHo Ha ocHoBe [4-7], [9], [12-19])

T able 2. Effectiveness of optimization methods in the Unreal Engine 5 environment (compiled on the basis of [4-7], [9], [12-19])

MeTo/ onTUMHU3aLUU [TapaMeTp HacTpolku

0>xkuiaeMblil IpUPOCT
IPOU3BOAUTENBHOCTH

Biusnue Ha BHU3yaJIbHOE Ka4eCTBO

Temporal Super

. - 0,
Resolution Screen Percentage: 65-75%

Boicokuii (30-50%)

MuHumasnbHoOe (apTedaKThl B
JIBIDKEHUH )

Vnpomesnue Lumen Global Illumination Quality:

Cpennuuii (15-20%)

3aMeTHOe (ynpouieHue

High - Med OTpaKeHUH U 3aTeHeHHs )
BupTyasnbHble TeHU Shadow Map Resolution: 2048 . 10 .
(VSM) 51024 YmepenHsbiit (10-15%) Huskoe (cMsiryeHre KpaeB TeHel)

ArpeccuBnbiii culling

Nanite Overdraw ,
HEBUJUMBbIX Mellen

CuTyaTUBHBIN (0 25%)

OTtcyTcTByeT (Mpu IpaBUIBHOU
HacTpoUKe)

HacTpoiika ganpHOCTH
3arpysKku fyeek

World Partition

Kputuueckuit aisgs RAM

OTcyTCcTBYyeT (BaUsIET HA
JlaJIbHOCTb IPOPUCOBKH)

UccnenoBaHus MOKa3bIBAIOT, YTO CHIDKEHHE MapaMeTpa Screen
Percentage 50 50% B coueTanuu ¢ TSR no3BosisieT COKpaTUTh Bpe-
Ms 06paboTku kKazapa GPU noutu BABoe - ¢ ~0.79 mc 1o ~0.43 mc.
[Ipu 3TOM BHU3ya/ibHOE KauyeCTBO B JJUHAMHUKE YACTO NPEBOCXOAUT
HatuBHOe 1080p ¢ TpaguHOHHBIM cryiaxkuBaHueM TAA® [23-25].
B Tabuuie 2 cucTeMaTU3MPOBAaHbl OCHOBHbIE METO/bI ONITUMH3a-
LMH U UX IPOTHO3UPYeMOe BJIMAHNE Ha NPOHU3BOAUTEbHOCTD.
Kak BUHO U3 TabauLbl 2, HaM6oJlee BbIMOJHBIM COOTHOLIEHHWEM
«lleHa / KayecTBO» 00J1a/laeT rpaMOTHasA HAaCTPoHKa paspelleHus
penzepunra (TSR). OTkiaroueHre MO0 CUIbHOE CHHXKEHHE Kade-
cTBa Lumen faeT npupocT, HO LleHOH CyleCTBEHHOM Jierpajjlaluu
BU3yaJIbHOT'O CTHJISA. A 3TO He BCerJa MpUeMJIeMOo AJS Xy[oxe-
CTBEHHBIX 3a/1a4.

06CcyXJeHre U 3aKTI0YeHne

Ha ocHOBaHMU NpPOBeJIEHHOT0 aHa/IM3a MOXHO CHOPMy/IHPOBATH
pAAJ NpaKTUYeCKUX peKOMeH/Jal i,

Bo-nepBbIX, pa3paboTyuMkaM HeOOXOJMMO BHEAPATb CHCTEMbI
aJJalTUBHOTO KayecTBa, AMHAMUYeCKH U3MeHs 0l 1e pa3peleHye
peH/JilepyHra B 3aBUCUMOCTH OT TeKylel Harpy3ku Ha GPU.
Bo-BTOpBIX, B LieJIIX ONTUMHU3ALUHU IPOEKTOB C OTKPBITBIM MUPOM
odeHb BaxkHO mpuMeHeHue World Partition 151 ynpaBsieHust nams-
ThbIO.

B-TpeTbux, Lies1ieco06pa3Ho NpUAepKUBATHCA THOPHUAHOTO MOAX0-
Jla - ucnoJsib3oBaThb Nanite AJ1s1 CIOXKHOM CTATHKH, HO COXPAaHATb
kJaccudeckue LOD g auHaMu4eckux 06'beKTOB U PaCTUTEJIbHO-
CTH, T/le BBIMIPBILI OT BUPTYyaJU3aL M1 HEOYeBU/IEH.

B 3akJ/toueHHUe 11es1ecO006Pa3HO NOAYEPKHYTh, UTO NTepeXof UHAY-
ctpuu Ha Unreal Engine 5 sBJsieTcss Heo6paTUMbIM NPOLLECCOM.
OH, Mo-BUAMMOMY, ONPe/IeIUT BEKTOP PA3BUTHs KOMIbIOTEPHON
rpadukH Ha Gukaiiiee fecsiTuseTye. C IOMOLIbIO TPOBEJIEHHO-
ro UCCJIel0BaHUsA MOATBEPXK/AeTCsl, YTO, HECMOTPSI Ha BbICOKHE
CUCTEMHble TpeGOBaHUs, JBWKOK NMpeJoCTaBIsgeT JA0CTAaTOUHbIN
HHCTPYMEHTapU# A1l MaclITaGUpPOBaHUS NPOU3BOJUTENBHOCTH.
TexHonoruu Nanite u Lumen, 6e3yc/IOBHO, SIBJSIOTCS NPOPBIBOM.
Mexay TeM, ux a¢pdeKTUBHOE UCIOIb30BaHUE TPebyeT OTKasa OT

oJXo/a «rpy6oi CUJIBbI» B M10J1b3Y UHTEJIJIEKTYaJIbHOM ONTUMH3a-
LUH.

CraTUCTHKA pbIHKA, JeMOHCTpUpylouas AoMuHHpoBaHue UES
(oTMeuyeHHble paHee B cTaThe 72% mnpoekToB B Steam B 2024
rofly), FOBOPUT O TOM, YTO pa3pabOTYUKH OTOBbI MUPHUTBCH CO
CJIOKHOCTSIMM ONTHMU3ALMU PAZU MPEJOCTaBJASEMOr0 HUHCTPY-
MEeHTapUsa U KauecTBa KapTUHKU. BMecTe ¢ TeM, ycrex KOHEYHO-
ro MpoAyKTa BCe Yallle 3aBUCUT He CTOJIbKO OT XY/|0’)KECTBEHHOI'0
3aMbICJIa, CKOJIBKO OT TEXHUYECKOH KOMITeTEeHIIUM KOMaH/ibl B BO-
npocax npo¢uJIMpoBaHUs U HACTPOUKHU peHJiepuHra. B yacTHocTy,
C MOMOIIbIO 3MIIMPUYECKUX JJAHHBIX O TBEPHAAETCS, UTO TEXHO-
joruu anckeisunra (k npumepy, TSR) craHoBsATCA He psiZjOBOMH
onuued, a 06s13aTeJIbHBIM 3JIEMEHTOM I'padUuecKoro KOHBerepa,
MOMOTAILUM NPeosoieTh GU3NUEeCKHe OrpaHUYEeHUs] COBPeMeH-
HOTO KpeMHHS.

YMeCTHO NpPeANoNIOKUTE, UTO B GiMKakeM 6yayuieM GoKyc cMe-
CTUTCS C PyYHOUM HAaCTPOHKM NapaMeTpPOB HA BHe/IpEHHE aJITOPUT-
MOB MaIlMHHOIO 06GY4eHUs, KOTOpble CIOCOGHBI aBTOMATHYECKH
6aslaHCUPOBATh HACTPOUKU rpaduKu B peasbHOM BpeMeHU. Tem
He MeHee, Ha TeKylleM 3Tane Vy6oKoe NMOHWMaHHe NMPUHLUIIOB
pa6oTbl Lumen, Nanite, BUpTyasbHOM nmamsiTH octaeTcs ¢yHzAa-
MEHTa/JIbHbIM HaBBIKOM JiJI CO3JaHUsI KOHKYPEHTOCIOCOGHBIX
WUI'POBBIX POJYKTOB.

C aBTOpPCKOH TOUKM 3peHUs, JabHeHlIe U3bICKaHHUs B 9TOU 00-
JIACTH 11eJ1ec006pa3HO COPUEHTHUPOBATh Ha U3yyeHue 3dpdeKTHs-
HOCTH TUGPUAHBIX BBIYHCAUTENbHbIX Mogened (CPU+GPU) anas
pasrpy3Ku OCHOBHOTO NOTOKA PeHJepUHTa.

! Temporal Super Resolution. A high-level overview of the Anti-Aliasing options available in Unreal Engine [dsekTponnblii pecypc] // Epic Games Developers, 2026.
https://dev.epicgames.com/documentation/en-us/unreal-engine/temporal-super-resolution-in-unreal-engine (gaTa o6parenus: 01.02.2026).
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