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PEDEPAT

TexcrToBa yacTrHa kBanmiikaitHoi poOOTHHA 3100yTTS OCBITHBOTO CTYIICHS

OakanaBpa: 61 ctop., 39 puc., 2 Tabi., 10 mxepen.

Mema pobomu — @NOCHIKEHHS MOXJIIUBOCTI PO3POOKHM METOAMKHU IS
e(heKTUBHOTO BUKOPHUCTaHHs rpadivyHoro mporecopa Ha 6a31 RTX y mporieci po3poOku
irpoBoro 3actocyHky Ha miatdopmi Unity3D.

06’exm oOocnidxcennss —  rTpadiunuii mporecop Ha 06azi RTX Ta iioro
BUKOPHUCTaHHA y pOo3p0o0i1ii irpoBoro 3acTocyHky Ha ratdopmi Unity3D.

IIpeomem Oocniodwcenns — METOAMKA PO3POOKH IrPOBOTO 3aCTOCYHKY 3

BUKOPHUCTaHHSM rpadigHoro mporecopa Ha 6a31 RTX na minatdopmi Unity3D.

Kopomxuu 3micm pobomu: numioMHa poOoTa MpUCBsTYEHA PO3POOIII METOUKHI

CTBOPEHHSI ITPOBOr0 3aCTOCYHKY 3 BHKOPHUCTaHHSAM IpadiyHOro mpoiecopa Ha 0asi
RTX na mmardpopmi Unity3D. ¥V po6oTi AeTalbHO pO3IIISIIAETHCS apXITEKTypa
rpadiunoro nponecopa RTX Ta Horo TexXHIYHI MOXJIMBOCTI, a TaKOX OCOOJUBOCTI
inTerpaiii 3 Unity3D juist focArHEHHS HAMBUIIOI MPOAYKTUBHOCTI Ta AKOCTI Tpadiky.
OkpiM 1BOrO, po3pOOJSETHCA ONTHMAlIbHA apXITEKTypa TIpU 3 YypaxyBaHHIM
¢yHkuioHany rpadiudoro mpomecopa RTX, BKIIOYaOUM  BUKOPHCTAHHS
BHUCOKOpiBHEBHX Tpadiunux edekTiB Ta 00poOKy peanbHOro uacy. [IpoBoasThes
€KCIIEPUMEHTH 3 METOI0 BU3HAUYEHHSI €()EKTHUBHOCTI Ta SIKOCTI T'PU 3 BUKOPUCTAHHSIM
JaHOi METOAMKH, IO JO03BOJISIE 3pOOMTH BUCHOBKM IPO IEpEBarM Ta MOXKJIMBI

0OMEKEHHS TaKoTO MAX0AY y pO3po0Ill IPOBUX 3aCTOCYHKIB.

KJIFOYOBI CJIOBA: TPA®IYHMI ITPOIIECOP, RTX, UNITY3D, POST
PROCESSING, C#, APXITEKTYPA, DLSS, GPU.
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BCTYII

I'padpiuri mporecopu (GPU) € kiIr04OBHM €IEMEHTOM Y CyYacHHX ITPOBHX
TEXHOJIOT1X, 3a0e3MeUy0ur BUCOKY SIKICTh Tpadiku Ta peasiCTUYHI BI3yaslbHI €(eKTH.
OcobnuBy yBary 3aciiyroBylOTh TpadiuHi mpomecopu Ha 0a3i TtexHosorii RTX Bix
NVIDIA, siki BOJIOAII0Th IEPETOBUMH MOKIMBOCTAMHU, TAKUMH SIK TPACYBaHHS IIPOMEHIB
(RTX), mo 3HayHO TIJIBHIINY€E peai3M 300paKCHHS Ta JIO3BOJISIE CTBOPIOBATHU
3axOIUTIoI0u1 rpadiuHi epeKTH.

Mera 1i€i TUMIOMHOI poOOTH TOJISITa€ B pO3po0Ill METOIUKH J1Jisi €(PEeKTUBHOTO
BUKOpHUCTaHHA TpadiuHoro mporecopa Ha 0a3i RTX y mporeci po3poOKu irpoBoro
3acTocyHKy Ha tiatdopmi Unity3D. OcHOBHI 3aBIaHHs JOCTIIKEHHS BKIIOYAIOTh:

- BUBYCHHS TEXHIYHUX MOXKIIUBOCTEH rpadiunoro mpouecopa RTX;

- MMPOEKTYBaHHS ONTUMAJIBHOI apXITEKTYpPH I'PU 3 BUKOPUCTAHHAM (PYHKI[IOHAITY

RTX;

- JOCIIJKEHHSI TEXHIYHUX acCIeKTIB 1HTErpalii Ta onTuMi3allii mpoayKTHBHOCTI

3aCTOCYHKY 3 BUKOPUCTAaHHSAM L€ TEXHOJIOTII.

JlocipkeHHsT JaHOI TEeMU Ma€ Ba)JIMBE 3HAUEHHS U1 MOJAJIbIIOTO PO3BUTKY
IrpoOBO1 1HAYCTPIi Ta BIPOBAIKEHHSI MEPEOBUX TEXHOJIOTIH y mpolieci po3po0KH irop.
BpaxoByrouu CTpIMKHiI1 pO3BUTOK IpaiyHUX MOKIIMBOCTEN Ta MOTPEOyY Y pealiCTHUHUX
irpoBux edeKkTax, BUKOPUCTaHHA rpadiyHoro mnporecopa Ha 6a31 RTX crae akryansHUM
1 IEPCIIEKTUBHUM HAIMPSMKOM Y chepl po3p0OOKHU ITPOBHUX 3aCTOCYHKIB.

Apxitektypa rpadiunoro mpormecopa RTX Bim NVIDIA 06asyerbcss Ha
BUKOPHUCTaHHI CTEIiali30BaHUX OOUMCITIOBAILHUX siIep JUIs TpacyBaHHs nmpomeHiB (RT
cores) Ta TYYHOTO 1HTENEeKTY AJisi mokpamieHHs rpadiunux edekriB (Tensor cores). RT
cores BIJNOBIIaIOTh 32 00POOKY MPOMEHIB Y peaJbHOMY Haci, IO JO3BOJIE JOCSAITU
pEeaTiCTUYHOIO OCBITJICHHS, TIHEW Ta B1IOIUCKIB y rpadil. 3a ronomoroto TensSor cores,
MOJKJIMBE 3aCTOCYBAHHsI TEXHIK INTYYHOTO IHTENEKTY, HANPHUKJIad, AJs MOKPaIIeHHS
JeTani3allii TeKCTyp Ta BUSBIIEHHS 00'€KTIB y Tpi.

Kpim toro, apxitekrypa RTX niarpumye nepenosi rpadiuni API, taki sik DirectX

12 Ultimate Tta Vulkan, mo 103BOJsi€e MakCHMadbHO BUKOPHUCTOBYBATH ITOTEHITIAT



rpadivyHOTO Mpolecopa AJisi CTBOPEHHS 3aXOIUTIOI0YNX ITPOBUX BPAKECHb.

[Ipuknaau irop, siki BUKOpUCTOBYI0Th TexHoJorii RTX, Bkmouarots "Cyberpunk
2077", "Shadow of the Tomb Raider" Ta "Minecraft" 3 miarpumkoro RTX, mro
JIEMOHCTPY€E BEJIMKUM TIOTEHIaT Il€] TEXHOJIOTIi Yy CTBOPEHHI peaJiCTUYHOI Ta

3aXOILTIOI0YO01 rpadiku.
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PO31J1 1. TEOPETUYHI OCHOBMU 3 APXITEKTYPU I'PA®IYHUX

IMTPOLNECOPIB TA METOJAUK PO3POBKMU ITPOBUX 3ACTOYBAHb

1.1 I'pacdiuni mporiecopu Ta iX poiib y po3poOiii iIrpOBUX 3aCTOCYHKIB

Pons rpadiunux nponecopis (GPU) y cdepi irop Ta po3poOtii BizyanbHO
30ara4eHux 3aCTOCYHKIB € He3arnepeuyHoto. OcoOIuBO BaXIMBOIO CTaIa iXHI BHECOK Y
koHTekcTi TexHouoriit RTX Big NVIDIA. Texnonoris RTX npunecna 3HauH1 3MiHH Y
cdepi BizyanbHUX edeKTiB Ta rpadiyHOro peaizmy.

[To-niepe, BapTo 3BepHyTHUCS 110 TiepeBar GPU y 3a06e3nedyeHHi BUCOKO1
MPOIYKTUBHOCTI Jyist rpadiuaux oounciienb. GPU matoTh BenuKy KUIBKICTh SEp, K1
CIpsiIMOBaH1 caMe Ha 00poOKy rpadiunux ganux. I{e 103Bosie iM po3paxoByBaTH
OCBITJICHHSI, TiH1, TEKCTYPH Ta 1HIII Bi3yalbHl €PEKTH y pealbHOMY 4Yacl 3 BPa)Katouolo
mBuKicTIO. Taki irpy, sik "Control" Bin Remedy Entertainment, neMoHCTpy10Th
BHUCOKHI piBeHb rpadiyHoro peanizmy 3aBasku poooti GPU 13 ckinaaaumu rpadiyHuMu
eheKTaMH.

Hpyruii aciext nosiArae y creunianizobaniil apxitektypi GPU. Bouu
ONTHUMI30BaH1 sl ePEeKTUBHOI 0OpOOKHU IrpadiuHUX JaHUX, MAIOTh IIBUAKUHN JOCTY J10
maM'siTi Ta Crieniaii3oBaHi 00uucIoBaIbH1 010KH. I{e 103BoIIs€e iM 30cepeTuTICS Ha
BAKJIMBUX acleKkTax rpadiyHoro oOYMCIEeHHs, TAKUX K TPACyBaHHs MPOMEHIB,
obOunciieHHs (h13UKH CBITJIA Ta 1HIII CKJIAIHI OTepalrii.

Tperiit acniexT — Bukopuctanns rpadiuaux API nns Bzaemonii 3 GPU. DirectX,
OpenGL Ta 11111 API HagatoTh po3poOHUKAaM JOCTYIT 0 MOTY>KHOCTI TpadiuHux
MPOIIECOPIB Ta JO3BOJISIIOTH MAKCUMAJIEHO BUKOPUCTOBYBATH X MOMJIMBOCTI JIJIS
CTBOPEHHSI PEATICTUYHHX ITPOBUX BPAKECHb.

OnHi€ero 3 HaAMBaXIMBIIIUX 1HHOBAIlIN y 11 ramy3i ctana TexHosoris RTX Bix
NVIDIA. Bona BpoBaxye TpacyBaHHS IPOMEHIB Y PeaIbHOMY 4aci, 110 poOUTh
rpadiky I1e OBl pealiCTUYHOO Ta AeTadizoBaHoto. 3aBasku RTX, irposi ciieHu

Ha0yBaIOTh HOBOTO PiBHS INIMOWHU Ta pealli3My, 3MYIIIYIOUH TPaBIIiB BiT4yBaTH cebe y
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I[IJIKOM 1HIIIOMY, O1IbII1 IMMEPCUBHOMY CBITI.

Kpim mieoro, GPU, siki miaTpumytoTh TexHosoriro RTX, MaroTh crerianbHi
obuucoBaneHi sapa (RT cores) Ta 6moku mryunoro inTenekty (Tensor cores). RT
cores BIATMOBIIAIOTh 32 TPaCyBaHHS IPOMEHIB Y peallbHOMY 4aci, [0 CTBOPIOE
peanicTuuHi epekTH cBiTia Ta TiHed. Tensor cores BAKOPUCTOBYIOTh HEHPOHHI MEPExki
JUTSI T ABUITICHHS SIKOCTI Tpadiky Ta MOKpAIIEHHS MBUIKOCTI 00YNCIICHB.

VY niacymky, rpadiyHi Ipolecopu y KOHTEKCTi TexHoori RTX Biairpators
BUPILIATLHY POJIb y CTBOPEHHI PealiCTHYHUX Ta 3aXOILIIOI0YUX irPOBUX BpaKeHb. [XHi
MO>KJIMBOCTI 3a0€3MEeUYI0Th BUCOKY SIKICTh I'padiku, e(eKTUBHICTh 0OUMCIIEHD Ta
IMMEPCUBHUM T'eUMILICH, 1110 POOUTH ITPOBUM JIOCB1JI Ha/I3BUYAWHO 11IKAaBUM Ta
3aXOIUTIOIOYUM JIsI TPaBLIB.

[Ipukinaaym BUKOPUCTaHHS IPUCKOPEHHS rpadiyHUX 0OUUCIICHb:

- 00uKCcIeHHs OCBITJIEHHS: TpadivHl MPOLECOPH BUKOPUCTOBYIOTHCS IS
OOYHMCIICHHSI P13HUX BUJIIB OCBITJICHHSI, TAKUX SIK TOUKOBE OCBITJCHHS, pe(IeKTOpHE
OCBITJICHHS Ta BiioOpaskeHHs TiHel. Lle 103Bossie cTBOpIOBaTH peaiCTUYHI Bi3yallbHI

edeKTH y Ipi;

.\

Pucynox 1.2 — O6uucnenss pizaux BuaiB ocBimieHHs (Point Light, Spot Light)

- TEKCTYpH Ta MaTepiaiu: rpadiuni nporecopu oOpoOsitioTh TEKCTYpH Ta
MaTepiaiu, 0 BUKOPUCTOBYIOTHCS JIJIsl HAKJIAJaHHS 300pa’KeHb Ha MOBEPXHI 00'€KTIB Y

rpi. lle nonae aeramizaiiito Ta peagicTUYHICTh rpadilli;
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Pucynox 1.1 — O6uucnenns matepiany 3 Height Map 1 Normal Map

- JWHaMiuHI e(eKTu: cydacHi rpadivHi MpoIecopH MiATPUMYIOTh PI3HOMAaHITHI
TuHaMI4H1 e(heKTH, TaKi K BOJsIHI €PeKTH, BUOYXH, UM Ta 1HIIII, [0 JJOIaI0Th
peaNicTUYHOCTI Ta TMHAMIKH ITPOBOMY CBITY;

- TIPOMEHEBE BiJICTEKEHHS: TEXHOJOT1] MPOMEHEBOTO BiJICTEKEHHS, K1 ITUPOKO
BUKOPHUCTOBYIOTHCS Y Cy4aCHUX IpadiuHUX MPOLIECOPAX, TO3BOJISIOTH MOJIEIIOBATH
peanbHe NOLIMPEHHS CBITIA Ta TIHEH, 0 MIABUIILYE peali3M 300paXKeHHs y Ipi.

Texnonoris npomeneBoro BifacTexeHHs (RTX) y rpadiunmnx oOumciieHHIX —
3HAYHUM KPOK BIMEpe], OCKUILKM BOHA TOYHO IEpeaac OCBITICHHsS Ta TiHI, poOJsSTYu
IrpoBe cepeaoBuile uie peanictuyHimmmM. I'padiuni npouecopu RTX marote RT siapa,
K1 00OpOOJISTIOTH TPOMEHI B peanbHOMY 4aci. Y rpi "Metro Exodus" Big 4A Games, RTX
BUKOPUCTOBYETHCS JJIs1 PEATICTUYHOIO OCBITJIEHHS Ta B1I0OpaKEHHS BOJU, CTBOPIOIOYHN
JTUBOBIDKHI rpadiuHi eeKTu.

Texnonoriss RTX no3Boiisse MOAENIOBaTH B3a€MOJIIIO CBITJIA 3 MOBEPXHSAMH Ta
00'eKTaMM, CTBOPIOIOUM PEAJIICTUYHI TiH1 Ta BiAOUTTSA. Ile poOuTh irpoBuil CBIT OUIbBII
YKUBHUM Ta MPUBAOIMBUM JIsI TPABIIIB, MOTJIMOIIOI0UN IXHIO IMMEPCIIO B TPY.

OcHoBHa nepeBara texHosorii RTX monsirae y 37aTHOCTI TOYHO BiATBOPIOBATH
CKJIaJIH1 Bi3yasibH1 €EeKTH, TaKi SIK IJI00agbHe OCBITJICHHS, MATPUMKA B3a€MO/IIi CBITIIA
3 MOBEPXHSAMU Ta MaTepiajlaMu, a TAKO>K CTBOPEHHS BIJOUTTIB Ta TIHEH, sIKI HAAAIOTh I'pi

peaiCTUYHUMN BUTIISIA 1 BITYYTTS MPUCYTHOCTI B IrPOBOMY CBITI.
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Pucynok 1.3 — Anroput™ TpacyBaHHS IPOMEHIB

TexHozorii wry4yHoro iHTenekTy (Al) B rpadiuHuX mpoiecopax BIAKPHUBAIOTh HOBI
MO>KJIMBOCTI JIJIS TIOKpAIIeHHsI AKOCTI Tpadiku B IrpoBUX 3acTocyHkax. OmHUM 13
BaYXJIMBHX ACIIEKTIB iX BUKOPUCTAHHA € aBTOMATHU3AIlISI ACSIKUX MPOIIECIB, IO JT03BOJISIE
PO3pOOHKKaM CTBOPIOBATH O1JIbII pEATICTUYHI Ta JeTali30BaH1 irpoBi cBiTH. Hanpukmian,
y rpi "Red Dead Redemption 2" Big Rockstar Games, TeXHOJIOTisI IITYYHOTO 1HTEIEKTY
B rpadiunux mporecopax RTX BHUKOpHUCTOBYETHCS AJiE aBTOMATHYHOTO ITiABUIICHHS
netanizaiii Janamadry, TeKCTyp Ta IMHAMIYHUX 00'€KTIB Y BEJIMKOMY BIIKPUTOMY CBITI
rpu. lle no3Bonsie CcTBOprOoBaTH OUIBII JKMBI Ta PEAJICTUYHI ITPOBI CHEHH, SKI
NOTJUOIIOI0Th IMMEPCIIO IPaBLIB.

Opniero 3 IHHOBAIIMHUX TEXHOJOTIH y rpadiunux mporecopax € DLSS (Deep
Learning Super Sampling). 1{s1 TexHONOriss BUKOPUCTOBYE IITYYHUM IHTENEKT IS
MacmTaOyBaHHS Tpadiku 3 METOIO MiABUINCHHS SIKOCTI 300pa)K€HHS Ta 3HM)KCHHS
HaBaHTa)KEeHHA Ha rpadiunuii nponecop. DLSS no3Bosisie mokpamuTy KaapoBy 4acToTy
Ta PI3KICTh 300paKE€HHS B 1rpax, 110 BUKOPUCTOBYIOTH 1[I0 TeXHOJOr0. Hanpuknan, y
rpi "Cyberpunk 2077", sxa BukopuctoBye TexHosorito RTX, DLSS BuxopucroByeThCs
JUTSL TIABUIIEHHS KaJpOBO1 YacTOTU Ta 3MEHIIEHHsS apTedakTiB y rpadiil, 10 poOUTh
ICPOBHUH AOCBI OLIBI IUIABHUM Ta PeaiCTUYHUM.

TexHomOTi MTYYHOTO 1HTEIEKTY B TpadiuyHUX Mpoliecopax BIIKPHUBAIOTH HOBI

MOXJIMBOCTI JUIsl TOKpAIEHHS IFPOBUX BpaXKeHb Ta 3a0e3MeuyroTh OuIbIIy
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peaNliCTUYHICTh 1IMMepcii s rpaBliB. BOHU 03BOJIAIOTH aBTOMAaTHU3YBaTH JIEsSKi

MIPOIIECH CTBOPEHHS Ipadiku, 110 3a0e3nedye OUIblny epeKTUBHICTh Y PO3p0o0IIi irop Ta

BUKOPHUCTaHHI IrpadiyHUX PECYPCIB.
1.2 ApxitekTypa rpadignoro mporecopa Ha 6a3i RTX

Apxitektypa rpadiuynux mnpouecopiB (GPU), 3okpema texnonoris RTX Bin
NVIDIA, mae ocobmuBocti, Bmowaroun siapa RT (Ray Tracing cores). i siapa
CIpsIMOBaH1 Ha 0OpOOKY TpacyBaHHs IPOMEHIB (ray tracing), 10 J03BOJIIE CTBOPIOBATH
peanicTU4HI Bi3yalibHi e(heKTH, HATPUKJIIA, pealiCTUYHE OCBITJICHHS, BIIOUTTS CBITJIA Ta
TiHI.

IXHi anropuTMH BKIIOYAIOTH AJTOPUTM BiJCTEKEHHS IPOMEHIiB, Taki sk Ray-
Triangle 1 Ray-Box, a1 00poOku BEIMKOT KIJILKOCTI IPOMEHIB Ta B3a€EMO/IIi 3 00'€eKTaMu
B rpi.PosrissHeMo mpuHIMn pobotm amroputmy Ray-Triangle. Takum ywuHOM,
apxitektypa RTX 1o3Bojisie JOCSATTH 3HAYHOTO TMIJBHUINEHHS PIBHS peaiizMy Ta
neTanizauli B rpagiyHUX T0AAaTKaX MOPiBHAHO 31 3Bu4aitnumu GPU.

[IpomiHb MOKHA MPEACTABUTH K BEKTOp movarky O Ta HanpsMky D:

R(t)=0+t*D,
7e t - mapaMeTp, KU BU3HAYA€ BiJICTaHb B3I0BXK MPOMEHSI.

JJ1st mepeBipKy MepeTUHy MPOMEHS 3 TPUKYTHUKOM, BUKOPUCTOBYEThCS (popmyia
Ménnepa-TpymbOopa. L hopmyna BU3HaUaeTbCA yepe3 BEKTOPU CTOPIH TPUKYTHHUKA €1,
e2, BeKkTop npoMeHs T, BEKTOp mepuioi CTOPOHU TPUKYTHHKA P, 1 mapameTp nepeTuny u,

v. @opmya NepeTuHy:

T—0 - Vy

P—D <e>

Q—Txe;
!_E-_r'Q
P-e
TP
U P o
D -

v =

e
o
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[lin yac peHmepy CIEHHU, Y KOKHOTO NMPOMEHS MEPEBIPAETHCA WOTr0 MEPETUH 3
00'eKTamMu Ha CIIeHI. Y BUIAJKYy TPUKYTHHKA, BU3HAYAETHCSA, UM IEPETUHAE TPOMIHb HOTO

TJIOIIMHY, 1 SKIIO TaK, TO BUBHAYAETHCS TOYKA TIEPETUHY Ta mapaMmeTp t.

|=
|
|
| ae

NVLINA = Two o8 Links

Pucynok 1.4 — Apxitektypa Turing TU102 Full GPU

Snpa Tensor - me cnemianaizoBaHi MPOIECOPH, SIKI MPUCKOPIOIOTH OOYHCIICHHS
mryuHoro intenekty (Al) y rpadgiunux npouecopax (GPU). Ix po6ora rpyHTyeThes Ha
HEHPOHHUX MEpekax, Kl 3HAYHO MOKPAIIYIOTh SKICTh Tpa]iKu 3aBISKH:

- jgetamizarii TeKCTyp: siapa Tensor poOnsiTe TEKCTypu OUIBII YITKUMHU Ta
peaicCTUYHUMU,

- QHTUANIACUHTY: 3MVIQJUKYIOTh HEPIBHOCTI Ha Kpasx o00'€KTiB, poOIsTIn
300pakeHHsI OUTBIIT TUIABHUM,

- IHIIUM BI3yaJIbHUM €(eKTaM: 3aCTOCOBYIOTh Pi3HI aJITOPUTMH JJIsl TIOKPAILICHHS
PEeaNiCTUYHOCTI Ta TMHAMIYHOCTI 300pakeHHS.

Texnonoris DLSS (Deep Learning Super Sampling) BukopuctoBye siapa Tensor
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JUTSL:

- MIIBUINCHHS PO3IIIBLHOI 3JaTHOCTI 300pa)X€HHS: POOUTH KAPTUHKY O1JIBII
YITKOIO 0€3 BTpaTH MPOTyKTUBHOCTI;

- mokpaiieHHa npoaykTuBHOCTI GPU: ekoHOMUTH 4yac Ta pecypcu npu oopooii
rpadiku.

OCHOBHI anTOPUTMH, SIKI BAKOPUCTOBYIOTH sifjpa Tensor:

- psime po3noBcropkeHHs (Forward Propagation): nepemae nani uepe3 HeHpOHHY
MEpPEXKy, OOUMCIIOIYM BHUXIJHI 3HAYEHHS HEHPOHIB Ta 3acCTOCOBYIOYHM (PYHKIII]
aKTHUBALIT;

- 3BopoTHE po3mnoBciokeHHs (Backward Propagation): kopurye Baru Ta 3cyBuU
HEHPOHIB MiJ Yac TPEHYBaHHS MEPEKI, MIHIMI3yI0uu (yHKLIIO BTPATH,

- 3ropTkoBi HelponHi Mepexi (Convolutional Neural Networks): 006po6isoTh
300paKeHHs, 3aCTOCOBYIOUM (DUIBTPU JJII BUSIBJICHHS OCOOJMBOCTEM Ta 3MEHIIYIOUU
PO3MIpPHICTh JaHUX;

- nepenaByanHs (Transfer Learning): BUKOpPHCTOBY€ NONEpPEIHHO HABYEHI
HEUPOHHI MEPEXI1 JJIsl HOBUX 3aBJlaHb, EKOHOMJISTYM Yac Ta pecypcu po3poOHHMKIB. fAipa
Tensor B GPU na 6a31 RTX 3a0e3neuyioTh MIBHUJIKE BUKOHAHHS IUX AJITOPUTMIB,

poOJsTUM X 11€aTbHUMU IS 33124, IOB'I3aHUX 3 IITYYHUM 1HTEJIEKTOM Ta rpadikoro.
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| | Warp Scheduler + Dispatch (32 threadclk) | 7| Warp Scheduler + Dispatch (32 thread/elk)

Register File (16,384 x 32-bit) Register File (16,384 x 32-bit)

TENSOR INT32 FP32 TENSOR

INT32 B ER32 CORES CORES

[ Warp Scheduler + Dispatch (32 threadielky | | | Warp Schieduler + Dispatch (32 threadiclk) | |

Register File (16,384 x 32-bit) Register File (16,384 x 32-bit)

TENSOR

INT32 | FP32 e ERGIR

‘ INT32 FP32 CORES

96KB L1 Data Cache / Shared Memory

Tex Tex

RT CORE

Pucynox 1.5 — Apxitekrypa Turing TU102/TU104/TU106

AnroputMu oOpoOKHM TaHUX Ta TeHepallii BUX1THUX PE3yJIbTaTiB BUKOPUCTOBYIOTh
MaTeMaTU4Hl omepaiii, Taki SK MHOXKEHHS MaTpHllb, JOJaBaHHS Ta 3aCTOCYBAaHHS
¢bynkuiid aktuBanii. Aapa Tensor peani3yroTh 11 oneparii y napajieJabHOMYy PEXUMI IS
e(peKTUBHOT OOPOOKH BEIUKUX 00CATIB JaHUX Y pealbHOMY Yaci.

SAnpa CUDA (Compute Unified Device Architecture cores) € KIIOYOBUMH
O00YHMCITIOBAIBHUMHU OJMHUIIME B TpadiuyHUX Tporiecopax. BoHu BiAmoBimawoTh 3a
00poOKy rpadiuHux e(deKTiB, TaKUX SIK OCBITIEHHS, TEKCTYpHI e(exTu, aHiMallis Ta
¢izuka Bimoopaxenns. Aapa CUDA 3a0e3neuyroTh BTUICHHS pI3HOMaHITHUX TpadiuHux
e(heKTiB, BKIIOUAOYM TUHAMIYHI TiH1, PO3CISIHHS CBITJIa Ta (PI3UUHI BIIACTUBOCTI 00'€KTIB
y cueHi. J[aBaiiTe po3risiHEMO iX poOOTy Ta aJrOpUTMU BUKOHAHHS.

SAnpa CUDA BUKOPUCTOBYIOTHCSA JUIsI pO3MapayiesliioBaHHS OOYHUCIEHb, IO
JI03BOJIsSIE BUKOHYBAaTH Oararo orepailiii ogHouyacHo. Lle gocsraeTbes 3aBAsiKu BEIHMKiN
kutbkocTi simep CUDA y GPU, ski mpaioroTh napajieibHO HaJl PI3HUMH YaCTHUHAMU
nanux. Ilin uvac oOuucneny Ha sapax CUDA BUKOPUCTOBYETHCS alTOPUTM

po3mapayientoBaHHs, SKUH PO3MOAUISIE 3aBIaHHS MK TOCTYMHUMH sapamu. Lleit miaxin
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n03BoJsiE €EeKTUBHO BUKOpHUCTOBYBaTH mnoTyxHocTi GPU Ta 3a0e3neuye mBUaKe
BUKOHAHHS OOYHUCIICHbD.

Snpa CUDA BUKOHYIOTH oniepalii Ha/l JAaHUMH, sIK1 IIEpeAar0ThCs 3 IEHTPaIbLHOTO
npouecopa Ha GPU. Ili omepamii MoXyTh OyTu apuMETUYHUMH, JIOTIYHUMH,
MaTPUYHUMH OOYHMCIEHHSIMHU, 00poOKOI0 300paskeHpb Ta iHmmUMHU. Koxue sapo CUDA
MPALIOE HaJl CBOEIO YaCTHHOIO JaHMX, IO JI03BOJISIE IIBUIKO BUKOHYBATH OmNepallii HaJl
BEJIMKUMHU 00csiraMu 1H(popmarrii.

SAnpa CUDA onTumi3oBaHi AJisT BAKOHAHHST 0OYMCIIEHB MIBUIIIE Ta €PEKTUBHIIIIE
NOpiBHSHO 3 HeHTpainbHUM mporecopoM (CPU). BoHUM BUKOPUCTOBYIOTH CIIUIbHY
naMm'aTh, KEIIyBaHHA JaHUX Ta 1HII METOAM JIJIs 3a0€3MeUeHHST BUCOKOT TPOIYKTUBHOCTI
OOYHCIIEHb.

st mporpamyBanHs Ha sapax CUDA BUKOPHUCTOBYETHCS MOBa MpOrpaMyBaHHS
CUDA C/C++, ska Hamae goctyn 1o ¢yHkuioHansHOCTI siaep CUDA Ta mo3Boiisie
BUKOHYBATH IapajieibHi oouncienna Ha GPU.

I'padpiuamii mpouecop RTX ckmamaeTbcsi 3 pI3HUX KOMIIOHEHTIB, TaKHX SK
nigcuctemMa nam'sati (VRAM), koHTposnepu mnam'saTi, IIMHA 3B'A3Ky 3 1HIIMMU
KOMITOHEHTAMH CHCTEMH, IO JO3BOJISIIOTH €(EKTHBHO OOMIHIOBATHCS JaHUMU Ta
KepyBaTH pecypcaMmu rpadiqHoro npoiecopa.

s neranpHa apxiTekTypa rpadigyHoro mnpouecopa Ha 60a31 RTX pemonctpye
KOMITJIEKCHICTh Ta BUCOKHUH piBeHb (DYHKIIIOHATHLHOCTI IIUX MPUCTPOIB y Tairy3i 00poOKu

rpadiku Ta BiIoOpaXKeHHs Bi3yallbHUX €(EKTIB y rpadlyHUX 3aCTOCYHKAaX.

1.3 Ornsin icHYyI0YUX METOAMK PO3POOKH IrPOBUX 3aCTOCYHKIB 3 BUKOPUCTAHHSIM

rpadiyHUX TpOLIECOpPiB

AHal3 MAXOMIB A0 PO3POOKH IFPOBUX 3aCTOCYHKIB 3 BUKOPHUCTaHHSIM
rpadiyHUX TPOIECOPIB OXOIUIIOE PI3HOMAHITHI METOJAMKUA Ta TMPAKTUKH, 110
3aCTOCOBYIOTBCS B Tally3i pO3poOKH 1rop Juisi MaKCHUMaJbHO e(EeKTUBHOTO
BUKOPUCTaHHSI MOTY>KHOCTI rpadiunux mnpouecopiB (GPU). PosrasHemMo ocHOBHI

HaIpsIMKA pOOOTH Ta IXHI1 0COOIUBOCTI:
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a) mpssmuii goctyn a0 GPU (Direct Access to GPU): Lle#t miaxin nependayae

po6oty 3 API rpadiunoro npouecopa, Takumu gk DirectX ado OpenGL, 110 no3B0ss1€
po3poOHMKaM OTpuUMaTH mpsMuil  poctyn A0 ¢yskuioHaneHocTi GPU  nmns
BIIPOBAPKCHHS CKJIQTHUX TpadidyHuX e(eKTiB Ta 00UHCIICHb,

0) Buxopuctanus meiaepiB (Shader Programming): Ileiizepu BUCTyMarOThH
BOXJIMBUM IHCTPYMEHTOM Yy po3poOui rpadiyHux egekTiB y irpax, I03BOJSIOUU
IIporpaMyBaTH Pi3HI aCHEKTH BIOOpaKeHHS 00'€KTIB, BKJIFOYAIOYW OCBITJICHHS, TiHI,
TEKCTYpH Ta CHeIlianbHi eeKTH;

B) BUKOpHUCTaHHs O0i0mioTek 1 (pelmMBOpKiB: Y po3poOIll irop MUPOKO
BUKOPHUCTOBYIOThCA TOTOBI 0107i0Tekn Ta (perimBopku, Taki sik Unity3D Ta Unreal
Engine, ski chopomyoTh poOoTy 3 Tpadikor0 Ta J03BOJISAIOTH €(PEKTUBHO
BIIPOBAKyBaTH rpadivyni edekTu Ta onTuMizyBatu Bukopuctanus GPU;

r) ONTUMI3allisl MNPOIYKTHUBHOCTI: BaXIMBHM acleKToOM pO3pOOKU 1rop €
onTUMI3allls MPOAYKTUBHOCTI miisg podbotu 3 GPU, sika Bkitoyae B cebe ePeKTUBHE
BUKOPUCTAHHS IIEWJEpiB, VYHUKAHHS 3aiBUX OOYHUCIEHb Ta ONTHUMI3AIIIO
BUKOpHUCTaHHs pecypciB GPU;

I) BHMKOPHCTAaHHS HOBITHIX TEXHOJOTiH: Po3poOHMKHM irop TOCTIHHO
BJIOCKOHAJTIOIOTH CBOI Miaxou 10 podoTtu 3 GPU 3a 10moMoror HOBITHIX TEXHOJOTIH,
takux Ak RTX (Ray Tracing), DLSS (Deep Learning Super Sampling) Ta iHum, 1is
CTBOPEHHSI OUTBII PEealiCTUYHUX Ta IMMEPCUBHHX TpadiuHuX e(eKTiB.

Ornsin MeToIuK po3poOKH ITPOBHX 3aCTOCYHKIB 3 BUKOPUCTAaHHSAM TIpadiuHHX
MPOIIECOPIB BKITIOYAE PI3HOMAHITHI MIIXOIU Ta PAKTUKH, 1110 JO3BOJISIIOTH PO3POOHUKAM

JIOCSITaTH BUCOKOI SIKOCT1 TpadiKu Ta MPOAYKTHUBHOCTI Y CBOIX irpax.
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PO31J1 2. METOJOJIOI'TA PO3POBKU 3 YPAXYBAHHAM

BUKOPUCTAHHSA IIVIAT®OPMMH Unity3D

2.1 Bubip mutardopmu 1iis po3podxu (Unity3D)

Pimennst mono BuOOpy miatdopMu JJIsI pO3pOOKH ITPOBOTO 3aCTOCYHKY Mae
BEJIMKE 3HAYEHHS 1 BIUIMBAE€ Ha PI3HI aCMEKTH MPOIECY PO3POOKU, MPOIYKTHUBHICTH,
MOKJIMBOCTI Ta TOMYJSPHICT Tpu cepen kopuctyBauiB. Unity3D € onniero 3
MepeBAKHUX IIATHOPM JIJIs pO3POOKH Irop, 0COOIUBO JJIsI MEHIIIMX 1 CEPEIHIX IIPOCKTIB.
JlaBaiiTe pO3MJISIHEMO KJIKOYOBI MepeBard Ta 0coOIMBOCTI BUKopucTaHHd Unity3D st
CTBOPEHHSI IrPOBUX 3aCTOCYHKIB.

[To-nepiue, ne kpocmiatdpopmerHicTs. Unity3D Hagae MOXIUBICTE po3poOJISATH
irpu a8 pi3HuX miardopm, Bkmovaroun [IK, moOubnHi mpuctpoi (10S, Android),
koncom (PlayStation, Xbox), Be6-Opaysepu Ta iumi. Ile poOuth mnargopmy
NpUBAOIMBUM BUOOPOM JIJIs1 pO3pOOHHUKIB, SIKI IPArHyTh 3aJyYUTH IIUPOKY AYJUTOPIO
KOPHUCTYBaYiB.

[To-gpyre, Unity3D mae mmpokuii gpyHkiionasn. Bona Bkitouae B cebe BEIUKY
KUIBKICTh IHCTPYMEHTIB 1 (DyHKILIIH I po3poOKu rpadiku, Pi3UKH, IITYYHOTO IHTEIEKTY,
3BYKY Ta IHIIIOTO KOHTEHTY i irop. BOymoBaHi pegakTopu M03BOJSIOTH CTBOPIOBATH
CIIEHHU, aHIMaIlli, menaepu Ta iHTepdeiicy, 1o CIpoIrye Mporec po3pooKH.

He MeHI BaxMBa € HasBHICTh BEJIMKOI CIUIBHOTH PO3POOHUKIB Ta MATPUMKH.
Unity3D mae akTHBHY CHUIBHOTY, SIka FOTOBa HaJaBaTd JOIMOMOTY Ta MOpaaud IIOJ0
BUpiIeHHS npobsieM. [Tnardopma Takok Mae T0KIJIaJHy Ta OHOBJIIOBAHY JOKYMEHTAIIIIO,
sIKa TIOJIETIIY€ OCBOEHHSI IHCTPYMEHTIB Ta (PYHKITIOHATY.

Unity3D Takox CJIaBUThCS IMIBUJAKICTIO Ta 3pPY4YHICTIO PO3POOKH 3aBISKU
BOY/ZIOBAHOMY pPEIaKTOpy Ta HAOOPY rOTOBMX KOMIIOHEHTIB Ta CKpUNTIB. Lle mo3Bosse
PO3pOOHMKAM IIBUIKO MPOTOTUITYBATH, TECTYBAaTH Ta BIIOCKOHAIIOBATH CBOI IrpH.

[Hmor BaxmBoro ocoOnuBicTio Unity3D € migTpumka BipTyajbHOI Ta

nonoBHeHoi peanbHOCTI (VR Ta AR). Ile pobuts mnatdopmy igeanbHUM BUOOPOM ISt
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po3poOKku irop s pizHuUx TumiB rapHityp VR, AR-momaTtkiB Ta 1HTEpaKTHUBHUX
JTOCITIIKEHD.

V3aranpatoroun, Unity3D mnpuBaGnmBa 3aBAsikh CBOid TPOCTOTI B OCBOEHHI,
IUPOKOMY (PYHKITIOHATY, KpOCILIIaT(OPMEHHOCTI Ta aKTUBHIM CITUIHBHOTI PO3POOHUKIB.
[li dakropu poOMATH 1i MOMyJSIPHUM BUOOPOM IS OaraTboX PO3POOHHKIB irop,
HE3aJIeKHO B1J IXHBOTO TOCBIAY Ta 00CSTY MPOECKTY.

[Mupoxuit gyukmionan Unity3D oxorumoe OaraTo acmeKkTiB pO3pOOKH 1rop,
BKJTFOYA0YH pOOOTY 3 Tpadikoro, aHIMaIIi€ro, G13UKOI0, ITYYHUM 1HTEJICKTOM Ta IHIITIMHU
KJIFOUOBHUMH acrieKTamu. Po3risiHeMo aesiki 3 HuX.

Unity3D mae BOya0BaHMM peakTop Uil CTBOPEHHS Ta peAaryBaHHs CILICH, KU
BKJIIOYA€ B ce0€ MOMIIMBOCTI PO3MIILIEHHS 00'€KTIB, JOJaBaHHS CBITJa, HAJIAIITyBaHHS

KaMepH Ta 1HIINX MMapaMeTpiB.

File Edit Assets GameObject Component Services Jobs Tutorial Window Help
Create Empty Child

2D Object
30 Object
Audio
Effects
Light
Video

Ul Toolkit
Rendering

Volume
Text - TextMeshPro

Legacy
Post-process Volume

Visual Scripting Scene Veriables Ragdoll...
Water

Pucynox 2.1 — Ilpuxnan Burisay intepdeicy Ta po6odoro mpocTopy

Unity3D no3Bossie cTBoproBaTH aHiMauii ais o0'ekTiB y rpi. Lle mMoxyts Oytu
aHIMOBaHI MEPCOHaX1, 00'€KTU pyXy, edeKTH Ta iH1Ie. /(15 1bOro BUKOPUCTOBYIOTHCS

a”HIMAaI[MH1 KJIIIKX Ta CUCTEMA aHIMAIlH.
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Add Property

Pucynok 2.2 — Ilpuxian Burisiay intepdeiicy podoTu 3 aHiMaIlisiMu

Unity3D nigrpumye poOoTy 3 mielepamMu JJis CTBOPEHHS PEATICTUUYHUX TpadiaHuX

edekTiB. Lle MoxyTh OyTH mieiinepu sl TEKCTYp, OCBITIEHHS, BOJH, IiJBOJIHOTO

CBITJIa TA 1HIIII.

LOD 200

CGPROGRAM

Pucynok 2.3 — Dissolve shader sikuit BAKOPHCTOBYEThCS y MaTepiagax
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Unity3D mae BOyaoBaHy cucTeMy GI3UKU JJIs CUMYJISIIL peamiCTUYHUX (PI3UUHUX
B3aeMoiil Mk oO'ektamu y rpi. Lle MoxyTh OyTH pyx 00'€KTiB, KOJIi3ii, B3aEMOIIS 3

IpaBiTaII€lO Ta 1HII ePEKTH.

+ Capsule Collider

Rigidbody

Pucynok 2.4 — Collider i Rigidbody — xommonenTH, siki 101a10Th (Bi3UKy 00’ €KTY

Unity3D no3Bosisie nogaBatu ayaio ehekT, My3uKy Ta 3ByKu 110 Tpu. Lle MoxyTh Oyt

3BYKOBI €()eKTH pyXy, B3a€EMO/1i 3 00'eKTaMu, My3W4H1 CYIIPOBOJIM Ta 1HIIE.
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Pucynok 2.5 — Audio Source i Distorsion Filter — mxepeino 3Byky i eekt gicTpouinay

2.2 TlpoekTyBaHHS apXiTEKTypH I'PH 3 ypaxyBaHHAM BUKOPHUCTaHHS rpaiaHOTO

nporiecopa Ha 6a3i RTX

[Ipu nanyBaHHI apXITEKTYpH I'pU 3 BUKOPUCTaHHSAM rpadiyHOro mporecopa Ha
6a31 TexHosorii RTX, KI1r04oBHUM € yBara 10 peamicTudHuX rpadigaux edekris, siki RTX
NIATPUMYE, TaKUX SIK TpacyBaHHs MpoMeHiB (ray tracing), DLSS (Deep Learning Super
Sampling) 1 ixmm. IIpoekTyBaHHS apXiTEKTypu TPU B TAKOMY KOHTEKCTI OXOILTIOE
HACTYTHI aCTeKTH:

- TpadiuHi edeKkTH - peanizalis PealiCTUYHOTO OCBITJIEHHSA 3 BUKOPUCTaHHSIM
RTX, BkiIrowaroun AWHAMIYHE OCBITJICHHS, TiHI, BiIOWUTTS cBiTia Tomo. Lli edextn
JI0JIAI0Th TIIMOMHY Ta peai3M /10 TPH,

- MOJIETIOBAHHS CEPEIOBUINA - BUKOPHUCTAHHS MPOMEHEBOTO BiICTEXKCHHS IS
CTBOPEHHS CKJIAQJHUX CEPEJOBHUIL, TAKUX K BOJA, CKJISIHI MOBEPXHI, BOTOHb TowIo. Lle
JT03BOJISIE CTBOPIOBATH Bpakaroyi rpadiyHi CLEHHU;

- JeTamizaiis TEeKCTyp - BukopucTands DLSS s momimmenHs meramizariii

TEKCTYp Ta 300paKeHHS B peajJbHOMY Yaci, 110 3a0e3Ieuye BUCOKY SIKICTh 300paKEHHS



25
MIPU BUCOKIM MPOAYKTUBHOCTI rpad)iqHOro Mpolecopa,;

- IITy4YHUH 1HTENEKT Ta (i3uka - peajizallis CKIAJHUX MOJACNICH IMITYyYHOTO
1HTENIeKTy Ta (I3UKH TPHU, SIKI MOXKYTh B3a€MOJIATUA 3 TpapidyHUM MPOLECOPOM MIJis
CTBOPEHHS PeaiCTUYHUX CIIEH Ta e(PEKTiB.

VY 3B'S13Ky 3 UM, IPOEKTYBAaHHA apXiTekTypu rpu "Dota 2" y cripoiieHoMy BUTIISIT
BKJIFOUA€ TaKl KOMIIOHEHTH:

- Irpoe mone (Game World) - me Beinmke irpoBe cCepeloBHINE 3 JIOKAISIMHU,
00'eKTaMH, MEPEITKOAMH Ta IHITUMHU €JIEMEHTAMHU;

- ITepconaxi (Characters) - rpasiii Ta NPC, siki pyXxarTbcsi Ta B3aEMOIIFOTh Y I'pi 3
ypaxyBaHHSM iXHIX BIAaCTUBOCTEH Ta HABUUOK;

- BoiioBa cuctema (Combat System) - cuctema 0010, sIka BKIIIOYAE MEXaHIKH 0010
Ta PO3PaXyHOK MOIIKOHKECHb,

- Iurepdeiic kopuctyBaua (User Interface) - enemenTu iHTepdeiicy, ki
B1JI00paXkaroTh 1HPOPMAILIIIO PO TPy, CTATYC MEPCOHAXKIB, IHBEHTAP TOLIO.

[li xommonenTu cnpomieHoi Bepcii rpu "Dota 2" BpaxoBYyIOTh MOKIMBOCTI
rpadiunoro mporecopa Ha 0a31 RTX Ta m03BONSAIOTH CTBOPIOBATH pEATICTUYHI Ta
3axorumoroul  Tpadiuni  edexkTu.lli KOMIOHEHTH MOXyTh OyTH OpraHi3oBaHi 3a
JIOTIOMOTOI0 TIATTEPHIB MpOeKTyBaHHsA, Takux sk Model-View-Controller (MVC) a6o
Entity-Component-System (ECS), 1m0 [03BOJUTh CTBOPUTH CTPYKTYpPOBaHy Ta
edeKTUBHY apXITEKTypy TP 3 YpaXyBaHHIM BUKOPHUCTaHHS rpadiyHOTO MpoIecopa Ha
6a31 RTX.

VY namomy npukiaai mu peatizyemo MVC naTTepH npoekTyBaHHS.
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Model

Defines data structure
e.g. updates application to reflect

added item

Updates

e.0. list item to show added item Manipulates

Sends input from user

View > Controller

Defines display (UI) Contains control logic
e.g. user clicks ‘add to cart’ "< e.g. receives update from view
Sometimes updates directly | then notifies model to “add item’

Pucynok 2.6 — 3aranbuuii Burisig MVC narrepua

2.3  Omnuc BUKOPUCTAHUX TEXHOJIOT1H 1 IHCTPYMEHTIB PO3POOKHU

BigmoBigHo 10 maTtTepHa, OyiM CTBOpeHi BimmoBiaHi kimacu EnemyModel,
EnemyView, EnemyController, a Ttakox BigmoBigHi Kjaack mas rpaBis. Takox
peanizyBaii TOBHICTIO IirpoBUil piBeHb, 00#oBY Jjoriky, pyx NPC, pospaxynox

MOIIKO/[KEHb, TPOCTUH TECTOBUM 1HTEpETC.



Pucynok 2.7 — Peasizariist mpoexty B po6ouomy mpoctopi Unity3D

nattepHy MV C Burisiae HaCTyITHUM YHHOM:
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OTtxe, Ha1Ia peasi3allis JOTIKU I'pU JIJIs IEPCOHaXKa Ta IPOTUBHUKA 3 ypaxyBaHHAM

- y kiaci PlayerModel mu 30epiraeMo J1aHi mpo IepcoHaKa: 3JI0pOB's, IIBUIKICTb,

TaliMayT ataku, OpoHIo, ypoH 1 T. A. ¥Y kiaci EnemyModel mu 36epiraemo naHi mpo

MPOTUBHUKA: 37I0POB's, CKOPICTh, TaMayT aTaku, OpoHIO, YpoH 1 T. 1. OOuaBa KiIacu

peani3yloTh JOTIKY s 3MIHM CBOiX MapaMeTpiB Ta CHOBIIIEHHS MNpPO 3MIHU 3a

JIOTTIOMOT'OXO TIOIi# a00 1HIIOro MexaHi3Mmy croBitieHHs. [Ipukian komy EnemyModel:

public class EnemyModel

{

public int CurrentHealth { get; set; }
public int Health { get; set; }

public float Speed { get; set; }

public float AttackTimeout { get; set; }
public float Armor { get; set; }

public int Damage { get; set; }

public EnemyModel (PersonObject person)

{

Health = person.Health;
Speed = person.Speed;

AttackTimeout = person.AttackTimeout;

Armor = person.Armor;
Damage = person.Damage;

CurrentHealth = Health;
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}i
- y kitaci PlayerController mu BiAIoBijiaeMo 3a KepyBaHHsI IIEPCOHAXKEM, HOTO pyX

Ta B3aeMoJito 31 cBitoM rpu. Y kiaci EnemyController mpoctuii mTy4yHui 1HTEIEKT
BIJIMIOBiTa€ 3a KepyBaHHS MPOTHBHUKOM, WOTO aTakd, pyX Ta B3aEMOJII0 3 1HIIMMHU

o0'extamu. YpuBok koay kiaaca EnemyController:

public class EnemyController : MonoBehaviour

{
public TMP Text ViewText;

[SerializeField] private Transform[] targetPoints;
[SerializeField] private PersonObject PO;

public EnemyModel Model;
private NavMeshAgent agent;
private int currentlIndex = 0;
private GameObject player;
private float distance;
private bool canDamage = true;

private void Awake ()

{
Model = new EnemyModel (PO) ;
}

private void Start ()

{
agent = GetComponent<NavMeshAgent> () ;
player = GameObject.FindGameObjectWithTag ("Player");
agent.SetDestination (targetPoints[0] .position);

agent.speed = Model.Speed;
}

private void Update ()
{

distance = Vector3.Distance (gameObject.transform.position,
player.transform.position);

if (distance <= 5)
{
if (distance <= 3 && canDamage)

{

player.GetComponent<PlayerController> () .TakeDamage (Model.Damage) ;
canDamage = false;
Invoke ("ChangeFlag", Model.AttackTimeout) ;
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else

{
FollowPlayer();

}

else

{

Movement () ;

}i
- y kiaci CharacterView mMu BiIIoBizaeMo 3a Bi3yalibHe B110OpakeHHs iHpopMarIii

PO MepcoHaXa Ta 1HII aCTIEKTH MOB'sI3aHi1 3 Horo npeacTaBieHHsaM. Y kiaci EnemyView
MU BIJITIOBIIAEMO 3a Bi3yaJibHE BiJI0OpaskeHHs iHGopMallli Ipo MPOTHBHUKA Ta I1HIII

aCIIeKTH TOB'sI3aHi 3 HOTO MPEICTaBICHHIM. Y PUBOK Koay Kitaca EnemyView:

public class EnemyView : MonoBehaviour
{

private EnemyModel model;

private EnemyController controller;

private void Start ()

{

controller = GetComponent<EnemyController> () ;
model = controller.Model;

controller.ViewText.text S"Health: {model.CurrentHealth}
\nDamage: {model.Damage}";

}

private void Update ()
{

controller.ViewText.text S"Health: {model.CurrentHealth}

\nDamage: {model.Damage}";

}

KonTtposnepu y rpi B3aeEMOJIIOTh SIK MIX CO0O0I0, TaK 1 3 IHIIUMH CKPUITaMU,
o0poluiAroun mojli, SKI CTOCYIOTbCA 3ITKHEHb INEPCOHaXiB, 3allyCKy aTak, a TaKOX
peakiii Ha TIOMIKO/DKEHHS Ta 1HIN TmoAli. BoHM BiAMOBiMaIOTH 3a Bi3yaldbHE
BIIOOpaKEHHS MEPCOHAXIB 1 MPOTUBHUKIB HA €KPaHi, OHOBIIOIYHM 300paKeHHS
BIJIMTOBITHO JI0 3MiH Y TPI.

Le¥t miaxig A03BOJISIE CTBOPUTH CTPYKTYpPOBaHY Ta €()EKTUBHY apXITEKTypy IpH 3
BUKOpHUCTaHHAM matepHy MVC, e K0KeH KOMIOHEHT Ma€ CBOIO (DYHKITIOHAJIBHICTH 1

JIETKO B3a€MOJIE€ 3 IHIIMMHA KOMIIOHEHTAMHU.
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Hama peanmizamis rpadiyHoi 4aCTUHU TPU BKJIHOYAE OCHOBHI rpadiuHi edeKTH
00poOKK 300pakeHb, K1 BUKOPHCTOBYIOTH TpacyBaHHs IMPOMEHIB (ray tracing) Ta
texHosoriro DLSS (Deep Learning Super Sampling).

TpacyBaHHS TIPOMEHIB - IIe€ METOJ Bi3yalli3allii, SKMH CTBOPIOE 300pa)KeHHS,
TPaCYIOYH IUISIX CBITJIA Ta IMITYIOUYH e(PEeKT 3iTKHEHHS 3 00’ €KTOM Y BHTJISII MIKCETiB Ha
expani. Lleli MeTon A03BOJSE AOCSATTH BUIOTO PIBHA PEANICTUYHOCTI MOPIBHSHO 3
TPaIUIIMHUMH METOJaMU, MPOTE BiH MOTpeOye 3HAYHMX OOYMCIIOBAIIBHUX PECYpPCiB.
TpacyBaHHS MPOMEHIB 17eaNbHO MITXOAUTH MJIs CHUTYaIliif, KOJU Yac BIATBOPCHHS
300paXCHHS] MOXHA ITHOPYBAaTH, TaKWX SIK CTAaTHYHI KOMIT IOT€pHI 300paxeHHs abo
Bi3yalibHI €()eKTH B KIHO Ta Ha TereOaueHH1, ajie I[e TaKoX J00pe MiIAXOIUTh AJis irop,
K1 IPALIOIOTh Y PEaIbHOMY 4acl, J€ MBHUJIKICTh MA€ BEJIMKE 3HAYEHHS.

OcTaHHIM 4YacoM amapaTHe NPUCKOPEHHs JUIsl TpacyBaHHS MPOMEHIB CTaJio
CTaHAAPTOM JJIsl KOMEPIIHHUX rpadiyHuX KapT, 1 rpadiudl APl noknaaaroTe 3yCcuib s
MIITPUMKH I[BOTO MiAXOTY.

Po3pobHrKaM pekOMEHIyeThCsl BUKOPUCTOBYBATH 1I€H MIAXIJT ISl ITOp Ta 1HIIIOTO

IIPOrpaMHOrO 3a0€3MeUEHHs, IKIIO 1[€ MOYKIIHBO.

Pucynox 2.8 - BukopucrtanHus TpacyBaHHs POMEHIB JIJIsl 3¢pKATLHOTO

BIJIOOpaKE€HHS Ha TJIAJKUX TTOBEPXHX

Mu BrockoHamoemMo rpadivni epexTu y Tpi 3a JOMOMOTOI TpacyBaHHS MPOMEHIB IS
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CTBOPEHHS PEeaiCTUYHOIO OCBITIICHHs. lle BKiItOYae pi3HOMaHITHI €JIEMEHTH, TaKi SK
BIIOUTTSI CBITJIa, PO3CISTHHA TiHEH, I100aabHe 3aTeMHEHHS TOIIO, 1110 JI0Aa€ TIIMOUHY Ta
KUBOMHCHICTH 10 Tpadiku. MU aKTUBHO BUKOPHCTOBYEMO TPACyBaHHS MPOMEHIB IS
1J100aJIbHOTO OCBITJICHHS, 11100 TOYHO BiTBOPIOBATH B3a€MOJIIIO CBITJIAa 3 HABKOJIUIITHIM
CepEeIOBHILIEM, BKIIOYAIOYH BIIOUTTS Ta PO3CISTHHS CBITJIA HA PI3HUX MOBEPXHAX. Takui
HiAX1T J03BOJISIE AOCATATH pEaNiCTUYHUX e(EeKTIB TiHEH 3 ypaxyBaHHSIM Te€OMETpii

00'eKTIB Ta JIKEepeJl CBITJIA y TPi.

Every Frame

:t Shadows
Custom =

Pucynok 2.9 — Bukopucranus Ray Tracing B TiHsx

Takox B JaHOMYy MpPOEKTI BUKOpUCTOBYeThCs cuctemMa NavMesh. NavMesh
(HaBiramiiiHa ciTka) - 1€ rpadiyHe MOJaHHS NPOCTOPY B IFPOBOMY CBITI, IIO
BUKOPUCTOBYETHCS JJIs1 KEPYBAaHHS PyXOM NEPCOHAXKIB Ta IHIIUX 00'€EKTIB y IpI.

Sxmo posrasgaty npuHnun podotu, To NavMesh cTBOproeTbcsi Ha OCHOBI
reoMeTpii iIrpoBOTO piBHS (HAMpUKIIad, MOJIrOHIB, CTiH, epenikos). [le ciTka HaBirarii,
7€ KOKeH BY30Jl (TPUKYTHHMK) BHU3HA4Ya€ JOCTYMHE IJIsi TEPEMIIICHHS MPOCTOPOBE
npoctip. ArenTu (nepconaxi, NPC i T. 1.) BukopuctoBytoTb NavMesh 1151 po3paxyHKy
ONTUMAJILHOTO MapIIPYTY BiJl TOYKK A 10 Touku b, 3 ypaxyBaHHSM MEPENIKO/I Ta 1HITHX

dakTopiB.
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Pucynok 2.10 — Bizyanbhe BimoOpaxkenns podboru NavMesh

Cepen mpukiagiB BUKOPUCTAHHS, MOKHA BU3HAYUTH OCHOBHI METOJU pOOOTH 3
NavMesh. ITepme — e nmomyk muisixy (Pathfinding), NavMesh BukopucToBy€eThCs st
MOIITYKY ONTHUMAIBHOTO IUIAXY MK IBOMa TOYKaMu B irpoBomy cBiTi. Unity Hagae API
JUIsi  BUKOHAaHHA  TOmIyKy  nuisixy Ha  NavMesh,  Hampukian, — MeTon
NavMesh.CalculatePath. Ipyre — 1ie HaBiramist arentiB (Agent Navigation), NavMesh
JIO3BOJISIE areHTaM TEPEeMINIyBaTHCs MO irpOBOMY CBITY, oOxonasuu mepemkonu. lle
BKJIIOYA€ METOAM KepyBaHHS pyxoM, Taki sk NavMeshAgent.SetDestination,
NavMeshAgent.Stop Ta iHII. A TakoX MiATPUMYETHCS IMHAMIYHE OHOBJICHHS CITKH,
HaBIramiHy CiTKy MOKHA JUHAMIYHO OHOBJIIOBATH TI1J] YacC TPH, HATIPUKIA/, MPU MOSB1
a00 3HUKHEeHHI mnepemkona. Unity Hagae METOAU MJisl TaKOrO OHOBJICHHSI, TaKl SIK

NavMeshBuilder.BuildNavMesh nnst nepedynosu NavMesh.
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PO3/ILJI 3. TEXHIYHUI ACIIEKT, TA EKCIEPUMEHTAJIbHA YACTUHA

3.1 Onrumizarist TPOAYKTUBHOCTI 3a JOTIOMOTO0 TpadigHOro mporecopa Ha 6a3i

RTX

OnTumi3alis IpoyKTUBHOCTI 3a JOMOMOT010 TpadiyHoro nporecopa Ha 6a3i RTX
€ BaXXJIMBUM acIEKTOM PO3poOKH TrpadiyHuX J0JaTKiB, 30KpeMa IrpOBHX IMPOEKTIB.
Hu3bka TOpOAYKTUBHICTP MOXKE MPHU3BECTH JO TOTIPIICHHS TEHMIUICIO, 3HWKCHHS
KaJIpOBOi YaCTOTH Ta 1HIIMX MPOOJIEM, K1 BILTUBAIOTh HA KOPUCTYBAIBHUIILKUN TOCBI/.
OpHuM 3 METOIB onTuMi3zallli € e(peKTUBHE BUKOPUCTAHHS anmapaTHUX MOKIMBOCTEH
rpadiuHoro mpoiiecopa. lle Bkitouae ontumizaiio poOOTH 3 MaM'ATTIO, YIPaBIiHHS
MOTOKaMU OOYMCIIEHh Ta OINTHUMI3allll0 BUKOHAaHHS TpadiuHux onepariil. Takox
BOKJIMBUM € ONTHUMI3AIlisl AJITOPUTMIB, 1110 BUKOPUCTOBYIOTHCA JIsi 0OpoOKU Tpadiku.
BriockoHaneHHs anropuTMIB pEHIEPUHTY, YIPABIIHHS OCBITIEHHSM Ta 1HII ONTUMI3aLli1
MOYTb MOKPAIUTH MPOAYKTUBHICTH rpadiyHoro mpoiecopa. JJogarkoBo, po3poOHUKH
MO>KYTh BUKOPHCTOBYBATH 1HCTPYMEHTH Ta 010J1I0TEKH AJI aHAI3y MPOAYKTHUBHOCTI Ta
BHUSBJICHHS TPOOJIEMHUX MICIb Y KOAl a00 HamamTyBaHHSAX rpadiqHOro mporecopa.
3aranom, onTUMi3allisl OPOAYKTUBHOCTI 3a JOMOMOTrOI0 IpadidHOro npoiecopa Ha 0asi
RTX e cknagHuM, ajne BaJIMBUM 3aBJAaHHSM, SIK€ JO3BOJISE 3a0€3MEUUTH IUIaBHY Ta
edeKkTUBHY poOOTYy rpadiyHUX JOJATKIB Ha PI3HUX MPUCTPOSX 1 3a0€3MEeUnTH rapHUi
KOPHUCTYBAIBHHUIIBKUAN JOCBIJ.

B Unity3D € kinpka MeETOMIB ONTHMI3allli, SKi JO3BOJSIOTH IOKPAITUTH
MIPOYKTUBHICTB IpadiuHoro mnpoiecopa Ha 6a3i RTX Ta 3a0e3neunTty O1IbII IIJIaBHY Ta
e(heKTUBHY pOOOTY IFPOBOTO JA0JIATKY.

OmHuM 3 HAWBaXJHMBINIMX METOJIB € ONTHUMI3allis podotu 3 pecypcamu. Lle
BKJIFOYA€E YIIPaABJIiHHSA TEKCTypaMH, MOJCIISIMU Ta IHITUMHU pecypcaMu Tpu. Bakiuso
BUKOPUCTOBYBAaTH OINTHUMaJbHI pO3Mipu Ta (OpMaTH TEKCTyp, U000 3MEHIIUTH
HABaHTAKEHHA Ha rpadiuauii mporecop. Takox ciiijy YHUKATH 3aiBOTO KOIIOBaHHS a00
3aBaHTaXEHHS PECYPCiB y MaM'sITh.

[HIIIMM MeTosoM € omTuMi3zallist poboTr 3 o0'ekTamu Ta aHimariero. lle o3Hadae
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BUKOPUCTAHHS ONTUMAJIBHUX PO3MIPIB Ta CKIIATHOCTI MOJENeH, YHUKaHHS HaIMIPHOTO
BUKOPHUCTAHHS CKJIAJHUX aHIMaIliil Ta eekTiB, a Takoxx Bukopuctanus LOD (Level of
Detail) n1s 3MeHIIIeHHS AeTani3aiii 00'eKTiB Ha BEJIUKHX BiJICTaHSX.

JUiss  JTOCSTHEHHS ~ ONTUMAJbHOI  MPOMYKTUBHOCTI ~ BaXJIMBO  TaKOX
BUKOPHCTOBYBAaTH TMpaBWIbHI HaJalITyBaHHS OCBITJIIEHHA Ta edekTiB. Lle Bkiouae
BUKOPHUCTAHHS MPOCTIMINX, alleé €(peKTUBHUX €(PEKTIB OCBITICHHS, YHUKAHHS 3aiBOTO
BUKOPHUCTAHHS IICHAepiB Ta €(eKTIB YACTUHOK, a TAKOK ONTHUMI3allil0 poOOTH 3 TIHAMU
Ta BiJOOpaXKEHHSIM 00'€KTIB.

BaxxMBUM acmieKTOM € TaKOXK TECTYBaHHS MPOYKTUBHOCTI HA PI3HUX MPUCTPOSIX
Ta yMoBax. lle mo3BoJisie BUSBUTH TIPOOIEMHI MICIISl y TPl Ta BUACHO iX BUIIPABUTHU JJIS
MTOKPAIICHHS KOPUCTYBAILHUIIBKOTO JIOCBI Y.

3aranoMm, KoMOliHaIisl [MX METOMIB  JIO3BOJSIE JIOCATTH  ONTHUMAJIBHOI
MpPOAYKTUBHOCTI rpadiuHoro npouecopa Ha 6a3i RTX B Unity3D Tta 3a6e3neuntu OUIbII
3py4YHUH Ta 3a10BUILHUMN T€HMILIEH JJIsl TPaBIIiB.

PiBensr peramizamii (LoD) y xomm'torepHidi rpadiii BiIHOCUTBCS JO MPOIIECY
CIIPOILICHHS P13HUX rpadiuHuX acneKTiB TpUBUMIpHUX (3D) 00'€KTIB, K1 pO3TIISAIAI0THCS
Ha BifcTaHl. [onoBHOIO Meroro BukopuctanHs LoD y mporpamuiii peamsaiii €
MOKpPAIICHHS IIBUAKOCTI PEHIEPUHTY NPH BEJIMKINA KUIBKOCTI O0'€KTIB y BIpTyalbHIN
CIIE€H1, 0COOJIUBO THX, SIK1 IepeOyBalOTh Ha BEIMKIM BIJICTaH1 Bij IJsaya, Je IeTalll He €
KputuaHUMU. [leit MmeTon Moxe OyTH peasli3oBaHUM SK TUCKPETHUN a00 MOCTIHHUMA, B
3aJIEKHOCTI B1JI TOTO, IK PIBEHb JeTai3alli IHTerpyeThes B mporpamy. Jluckpernuit LoD
3aMiHIO€ OLTbI AeTanizoBadi 3D-moeni abo TEKCTypH MEHIIT IETallI30BaHUMU, 3a3BUYaAl
B)K€ TOTOBUMH MOJIEIISIMU, TOJI1 SIK MOCTIHHUN LoD BUKOpHUCTOBYE anropuT™Mu Il 3SMIHU
PIBHS AeTajizallii MoAel IMHAMIYHO B 3aJIEKHOCTI BiJ] CUTYaIli.

bararo mporpam y cdepi 3D-rpadiku, 0coOIMBO BiACOIrPH, BUKOPUCTOBYIOTH
NMeBHUN piBeHb Jneranizamii. Skmo peanizaimis LoD BuKkOHaHa NpaBUIBLHO, BOHA
MPaKTUYHO HE MOMITHA A1 Tuisgiava. Konu BiacTans Mixk 00'€eKTamMul y BIpTyalibHIN CIIEH1
Ta TOYKOIO CIIOCTEPEKEHHS MIEPEBUIIY€ NTEBHE 3HAYCHHS, PIBEHb JeTani3allii Moxe OyTu
3HMKEHUH. [le 3HKeHHs 3a3BuYail MPU3BOUTH IO 3MEHIIIEHHS KiJIbKOCTI MOJIITOHIB, K1

cknanarTh 3D-00'exT, 10 MEHIOT AKOCTI 300pakeHHsI TEKCTYpH a00 70 iX KoMOiHaIIii.
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Cuenu 3 BukopuctaHHsM LoD Bi3yani3yroThes MIBUIIIE, HIX Ti, ¢ 00'€KTH 3aBXIH

MaloTh MOBHY J€Tali3aIlio.

!

-
.«
-

14000 polys 3600 polys 800 polys 300 polys

= 7 IR 7/
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Pucynok 3.1 — IIpuknan po6oru LoD

JuckpeTHuit piBeHb JeTani3allli BU3Havyae, IKy MoJelb 00'€KTa BUKOPUCTOBYBATH
JUIs BITOOpaKEHHS 3aJIeKHO BiJ 3aaHuX BifacTtaHei. Pi3Hi skocTi mis 3D-mopeneit
MOXXYTh OyTHM CTBOpEHI MpOrpaMaMHu MOJENIOBaHHsA abo oOuMclieHl mif 4yac poOOTH
nporpamMu ¥ 30epekeHi Juisi MailOyTHHOro BHKOpucTaHHs. el miaxin epexTuBHUMA,
OCKUIBKH BIH IPOCTHM 1 BUAKUMN. OIHAK JEAKl MPOrpamMiCTy Ta XyI0KHUKHU HE JTH00JSATh
pizkoro nepexoy Binx oaHiel LoD Moaeni 10 1HI101, OCKITBKH 1€ MOXKE Oy TH OUeBUIHHM,
a 00'€KTH 31a0ThCS 3pa3zy OUIBIIUMHU W JETATBHIIITMMH.

besnepepBHuil piBeHb JAeTaiizallii BUKOPHUCTOBYE aJTOPUTM, II00 PO3ILIUTH
MOJIIrOHW 00'ekTa Ha nerani abo o0'eaHatw rpadi, MO0 3MEHIUTH Aetaiizarito. Llei
BapiadT LoD 3a0e3nedye miuaBHUM mepexij BiJ OJHOTO MIKCEJNsl 0 MOBHOI JeTaji3allli
npu 30auxkeHHi. [IpoTe el anropuTM MOKE€ 3HAYHO HABAHTAXKYBATH IEHTpaIbHUMN

IpOLECOp 1 MPU3BOAUTU A0 HEMOTPIOHUX PE3yNIbTaTIB, TAKUX SIK BIICYTHICTh I'paHel y
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MHOTOKYTHHUKax abo 3miHu y 3D-mozeni, 10 MOXYTh CIHOTBOPUTH IIOYATKOBY
T€OMETPIIO.

[anmn wanmamryBanHs piBHS gertamizamii (LoD) Bkimro4aroTh 3HWIKEHHS SKOCTI
300pakeHb 32 JIOMOMOTOI0 TEKCTYp, BUKOPUCTAHHS MajuX 300pa)k€Hb HU3BKOI SIKOCTI
3aMICThb HHUX, a TaKOX 3acTOCyBaHHS OJHOTOHHHX KOJIbOPIB 0€3 TEeKCTyp s
ampoKCHUMaIlli 30BHIIIHHOTO BUTIIALY Ha BEJIMKIHM BifcTaHl. 3aMiCTh 3aBaHTakeHHs 3D-
MOJIe1 HU3BKOI SKOCTI 111 LoD, MU BUKOPHUCTOBYEMO T€OMETPHUYHI IPUMITHUBH, TaKi sIK
chepu 1 TPIMOKYTHUKH, SKi PEHACPYIOTHCS 3HAYHO IIBHIIE, HIXK JOBUIbHI TOJIITOHHM.
Takox ICHYIOTH 1HII aITOPUTMH, SIKI MOXHA 3aCTOCOBYBATH ISl CTICM(PIYHUX THITIB
po3paxyHkiB LoD, nanpukian, pis moaudikaiii JaHmmadTHUX CITOK abo s
anpoKcUMalli HBUAKO pyXarouuxcs 00'€KTIB y CIIEHI.

Takox icHye Takuii meton ontumizaltii sk Occlusion Culling. Occlusion Culling -
e QyHKIIis, IKa aBTOMaTUYHO BUMHUKAE BIIOOpAXKEHHS 00'€KTIB, KOJIU BOHU 3HAXOISITHCS
3a MEKaMH BUJIMMOI 30HH KaMEepH Yepe3 3aTeMHEHHS 1THIMMU 00'ektamu. Y 3D-rpadimi
1Ie HE B1AOYBAa€ThCS 3a 3aMOBUYBAHHSM, OCKUJIBKH 3a3BUYail 00'€KTH, SIKI 3HAXOJAThCS
JIaJIeKO B1Jl KAMEPH, PEHEPATHCS MEPIIUMH, a Ti, 1110 OJIM)KUYEe, HAKJIalaloThCA Ha HUX (1€
Bizlomo sik "mepepucoByBanHs"). Occlusion Culling Bigpizuserses Big Frustum Culling,
OCKUJIbKM BOHO BUMHUKA€ BiIOOpake€HHS OO0'€KTIB, SIKI 3HAXOASATHCA M03a IMOJEM 30Dy
KaMepHu, HaBiTh SKIIO BOHU 3HAXOAATHCS IMIJ IHIIMMU OO0'€KTaMM, SIKI HE 3aTEMHEHI.
[Tpouiec Occlusion Culling mossirae B ToMy, 100 TPONUTH Yepe3 CIEHY 3a JOTIOMOTOI0
BIPTyaJIbHOI KaMEPH 1 CTBOPUTH 1€pAPXII0 MOTEHIINHO BUAUMUX HAOOPIB 00'€KTIB, SIKi
BUKOPUCTOBYIOTHCS JIJIi BU3HAUEHHS TOTO, 10 OyJle BUAMMO Uil KOKHO1 kamepu. Lle
JIOTIOMAara€e 3MEHIIUTH KITbKICTh 00'€KTIB, Kl MOTPIOHO BiOOPA3UTH, IO TMOJIMIIYE

IPOIYKTUBHICTh PEHJEPHUHTY.



Pucynok 3.2 — Ipukmnan podoru Occlusion Culling 8 Unity3D

B komm'toTepHiii rpadiii BiICIKaHHS 3BOPOTHBOI CTOPOHHM BHM3HA4Ya€, YU OyAyTh
MaJIIOBaTHCS TONIroHW B rpadiuyaux o0'ekrax. llel eram rpadidyHOTO KOHBEEpa
nepeBipse, sIK TOYKU OaraToKyTHHKA OyayTh B1OOpaeH1 MpHU MPOEKTYBaHHI Ha eKpaH
- 32 TOJMHHUKOBOIO CTPUIKOIO ab0 mnpoTH Hei. SIKIo BUM HalamTyeTe, IO
0araToKyTHUK, KM "AUBUTHCA" Boepen, Mae OyTH MOBEPHYTHI 3a TOJIMHHHKOBOIO
CTPIJIKOIO, & TOU, SIKHI MPOEKTYEThCS HA €KPaH, - MPOTH TOJJMHHUKOBOI CTPIJIKH, TO BIH
He Oyze MamtoBatucs, a Oyie IpUXOBaHUM BiJl KaMepHu.

et mporiec mornomMarae 3MEHIIUTH KIJTBKICTh MOJIITOHIB, K1 IIporpaMa Majoe, 1110
poOUTh peHIepUHT OO0'€KTIB IMBUAIIMM 1 epekTuBHIMM. Hampuknaa, y ciexi 3
MICBKMMHU BYJIMISIMM 4acTO HE MOTPIOHO MasllOBaTH MOJITOHU 3 OOKy OymiBii, sKa
3HAXOJIUTHCS Tepe]] KaMeporo, 60 BOHH MOBHICTIO MPUXOBaHI 3BEPHEHOIO 70 KaMepHu
CTOPOHOIO.

3aranoMm, MPUITYCKalOTh, II0 BHUJIAJNEHHS 3aJlHbOI MOBEPXHI HE CHPUYUHUTH
BUJIMMUX apTe(daKTiB y BIAPEHACPEHIN CIICHI, SKIIO BOHA CKIAMAETHCS 3 3aKPUTOI 1
HEMPO30poi reoMeTpli. Ajie B CIieHax 3 MPO30OPUMH MOJITOHAMH, MOXKIHUBO, OyIyTh
BUIHO TIOJITOHHU, SIKI 3BEpPHEHI Hazaja dYepe3 anb(a-KOMIIOHYBaHHS. Y BHUIAJIKY
KapKaCHOTO PEHJEPUHTY BHUKOPUCTAHHS BIJCIKAHHA 3BOPOTHBOI CTOPOHH MOXKE

JIOTIOMOTTH BUPIIIUTH TPOOJIEMU MPUXOBAHUX JIIHIH, aJie 116 Ma€ 3HAYCHHS TIJILKH JJIs
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3aMKHYTHX ONYKJIUX (HopMm.

Pucynox 3.3 - BijcikanHs HEMOTPIOHUX MOITOHIB JIsl KOPUCTYyBaya

JlonaTkoBO, MU BUKOPUCTOBYeMO TexHoJjorito Deep Learning Super Sampling
(DLSS) nnst mokpaiiieHHs KoCTi Tpadiky Ta 30UIbIIEHHS TPOYKTUBHOCTI TpadiyHOTO
nporecopa. Ileit MeTon BUKOPUCTOBYE HEUPOHHI MEpPEXi i 1HTEIEKTYyaJIbHOTO
MIJIBUIIICHHS PO3JUILHOI 3AaTHOCTI 300pakKeHb, IO JIO3BOJISIE OTPUMATH OLTBII
peaNTiCTUYHI Ta 9iTKI 300pakKeHHsS O3 3aiiBOr0 HaBaHTAKCHHS OOYMCIIOBATBHHUX
pecypciB. Y tepminax Nvidia, DLSS o3navae cynepBuOipKy TTTHOOKOTO HaBYaHHS
(Deep Learning Super Sampling). Supersampling BIAHOCUTBCS 10 METOIY
3TJaKyBaHHS, SKHH CIPSIMOBAaHWN Ha 3TJa)KyBaHHS HEPIBHOCTEH HAa TPAHHUIIIX
00'eKTIB y BIATBOPIOBaH1N rpadiri.

VY mopiBHSHHI 3 IHIIUMHU METOAAaMH 3IJaKyBaHHS, sk oT SSAA (Super Sample
Anti-Aliasing), DLSS mpairoe 3 BUKOPUCTaHHSIM BHCOKOPO3IUILHUX 300paskeHb ISl
BIATBOPEHHSI Tpadiku 3 OUIBLIOI SAKICTIO Ta 3allOBHEHHSIM JeTajed y BUXIIHIN
PO3IIUIBbHIN 34aTHOCTI. ACIIEeKT "TJIMOOKOr0 HaBYaHHA" € BaXJIMBUM B TexHouorii Nvidia,
JI€ 3a AOTIOMOTO0 MAIlIMHHOTO HABYaHHS CTBOPIOIOTHCS MOJIEN] IITYYHOT' O IHTEJIEKTY, K1

aHaJl3yl0Th BHUCOKOPO3UIbHI JaHi 1 3allOBHIOIOTH MPOTajiuHU y 300pakeHHsx. Llei
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NiAX1[  J103BOJISE  BUKOPUCTOBYBATH TMEpEeBaru CyMEpPCEMIUTIHTY 0e3  BEeJIUKHX
OOYHUCITIOBAILHUX BUTPAT, a TaKOX 3a0e3meduye aBTOHOMHY poOoty wmonenedt Al
BiJITAJICHO BiJl OCHOBHOT'O KOMIT'FOTEPA, 1110 I03BOJISIE OTPUMATH 3HAYHUHN MPUPICT SIKOCTI

300paKeHHS.

Rendering

Balanced

Pucynox 3.4 — Bukopucrtanus texsosorii DLSS

Pucynox 3.5 — Iaitrutaitn DLSS

Bce e moxnuBo 3aBasiku siapam Tensor, siki JOCTYIIHI TUTBKK B MPOIECOpax
RTX. Hampuknan, RTX 20 Mictars sapa nepiioro mokomiHHs, Toal 1k 30 cepis Bxke
OCHAILIEHA SIpamMH JPYTroro MOKOJIHHS, 10 3a0e3leuye Kpauly MpOAyKTHBHICTh Ha
Ko)KHOMY 3 HuX. Texnosoris DLSS € pe3ynbratoM JOBroro HaB4aHHS IITYYHOTO
iHTeneKkTy BiJ Nvidia [uist CTBOPEHHS 1rop.

Y cyri, DLSS € nokpamenoro Bepcieto Nvidia Ansel s onTumizarii
CKpIHIIOTIB. BoOHA crmouyaTKky BIATBOPIOE 300paKEHHS HIKYOI SKOCTI, a TMOTIM
3aCTOCOBYE pi3HI €(heKTH JJIsl MOKPAIICHHS HOTro MpoIyKTUBHOCTI. L{ei mpoliec cxoxuii
Ha 301IBIICHHS PO3JUIHHOI 3aTHOCTI, ajié MOXKE MPHU3BECTH JO PI3HUX KAJAPOBUX
yacToT. [Ipote 3aranom, 11e IPUBOJIUTH O KpallUX pe3ysbTaTiB 0€3 3HA4YHOI BTPaTH

SIKOCT1 300paKE€HHS.
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3a cnoBamu Nvidia, DLSS 1 TtpacyBaHHS NpOMEHIB MOXYTh 30LIBIINTH
MPOIYKTUBHICTh A0 75%, 10 € BpaxarouuM MokazHukoM. L1 TexHosorii Ta edekTu
00poOKu rpadiku 10AaI0Th BEIUKHUM PIBEHb peai3My 1 AeTaiizamii 10 rpadiky y Haiii
rpi, poOJISTUM 11 OUIBIIT 3aXOIUTIOI0UOI0 Ta €(PEKTHOO JJIsI TPABIIIB.

DLSS BukopucToBye cBOIO 0a3y JaHUX, HaBYECHY Ha 300paKEHHSAX BHUCOKOI
PO3AUTHHOCTI, MO0 TOKPAIMUTHA 300paKEeHHSI TPH, SKe OyJ0 BIATBOPEHE 3 MEHIIOI0
PO3JIUIBHOIO 3/IaTHICTIO. [71es moisirae B ToMy, 11100 TpH, K1 OyJIu BIATBOPEHI B HU3BKIM
PO3AUTFHOCTI, BUTJIAIAIH TaK, HIOM BOHU MPALIOIOTH HA BUIIOMY PiBHI JeTasi3ailii, moo
JIOCSITTA KpaIoTro 30BHIilMHbOrO BUTIsay. Hampukman, DLSS 2.0 moke 30UTbIIMTH
PO3AUIBHY 3A4aTHICTh IPU B YOTUPH Pa3H, IEPETBOPIOIOUH 1i 3 BiiTBOpeHHAM y 1080p 10
BuUBeeHHS B 4K.

DLSS Bupinrye npobieMy MOXIUBUX apTedakTiB 1 MOMWIOK, SKI 3a3BUYAil
BUHUKAIOTh IPU BUKOPUCTAHHI TPAIULIIMHUX METO/IIB BUCOKOI PO3/I1JIbHOI 31aTHOCTI. BiH
CIPOEKTOBAHHUM TaKMM YHHOM, 1100 MPAIfOBATH 3 IIMMH MOMUJIKAMH Ta CTBOPIOBATH III€
Kpauy 300paxeHHsa. DLSS no3Bosisie 3HaYyHO MIABUIMMTH TMPOAYKTHBHICTH, HE
KEPTBYIOUYM 30BHIIIHIM BUIJIAIOM IpH; HABINAKH, L€ MOXE 3pOOUTH Tpy ILIe OUIbII
axicHoto. Ilinm wac BukopuctanHss DLSS rpa cnouatky BIATBOPIOETBCS Y HIDKYIN
po3AUIbHIN 31aTHOCTI (3a3Bu4ail 1440p), a moTiM 3a IO0MOMOT0I0 HABYEHOT'O AJITOPUTMY
HITYYHOTO 1HTEJIEKTY BHM3HAYA€THCS, K BOHA BHUIJIAana O y BHILIA PO3AUIBHOCTI
(3azBuuait  4K). Ile pocsraetecs 3a momomMoror e(exTiB 3Tia/pKyBaHHS —Ta
aBTOMATUYHOIO MiJiBHILEHHS pi3KkocTl. Takoxx DLSS ycyBae BizyanbHi apredakTu, siki
MOXYTh BUHMKHYTH TMpPHU 301IbIICHH] PO3AIIBLHOI 34aTHOCTI, Ta BUKOPUCTOBYE X IS
MOKPAIIICHHS JIeTa3allii 300pakeHHS.

ANTOPUTM IITYYHOTO IHTEJIEKTY HABYEHHWM aHali3yBaTM KOHKPETHI IrpH 3
HAJ[3BUYAHO BUCOKOIO PO3AUIBHOIO 3/IaTHICTIO, HAPUKIIAJI, 64-KpaTHOIO HAJIBUOIPKOIO,
Ta 3MEHILIYBAaTH iX pO3MIp 10 KUIbKOX MerabaiT, mepin Hi’K BKIIIOYATH 1€ aJrOpUTM y
ocTaHHi Bepcli apaiBepiB Nvidia ayis goctyny reimepiB 1o BcboMmy cBITY. CrodyaTky
Nvidia Mycuna mpoBOIUTH IEH Tpoliec okpemo st koxkHoi rpu. Oxgnak y DLSS 2.0
Nvidia nponoHye yHiBepcalbHE PIlICHHS, TOMY MOJEJb IITYYHOTO 1HTEJIEKTY OLIbIIE HE

noTpelye 1HIMBITyaTbHOTO HAaBYaHHS )1 KOKHO1 TPH.



41
Takox icHye Texnogsoriss AMD FidelityFX Super Resolution (FSR). Texnosnoris

€ BiAnoBiII0 Big AMD Ha TexHoorio cynepBuOipku rimbokoro HapuaHHs Nvidia
(DLSS). IToxi6ro o DLSS, FSR no3Bossie rpi BUTIAIATH TaK, HIOM BOHA MA€ BHIILY
PO3IUIbHY 3aTHICTh, HDK (pakTuuHO. Hampukian, pyuriii Mo)ke BIATBOPIOBATH TPy 3
po3ainpHOIO 3matHicTIO 1080p, a motim FSR 3amoBHUTH mpomymieHi mikcemi, Mmoo
3poOuTH Buxia cxoxum Ha 1440p.

Hapasi icuytots aB1 Bepcii FSR, mpudomy FSR 2.0 € 3HauHO BIOCKOHANIEHOIO 1O
BIJTHOILIEHHIO JI0 OpuriHany. binbmicts irop 3apa3 miarpumyrots jume FSR 1.0, ane B
MaiOyTHHOMY Apyra Bepcis Oyae crangapToM. Mk HUMU € KUJIbKa BIJIMIHHOCTEH, SIKi
MU PO3TIISTHEMO TTI3HIIIIE.

Onna 3 kirouoBux BiaminHocTer Mixk FSR 1 DLSS - 11e cyMicHICTb 3 001aiHaHHSIM.
st DLSS neo6xiauuit rpadiuamii mporecop Nvidia RTX cepii 20 a6o 30, Tomi sik FSR
npailtoe sk 3 Bigeokapramu AMD, tak 1 Nvidia. O¢imiitna miarpumka oxortoe GTX 10-
cepii Ta Radeon RX 400-cepii, xoua FSR Takox MoOke MpamoBaTH Ha CTapilioMy

oOJ1a/THaHHI.

FSR INTEGRATION IN THE GRAPHICS
PIPELINE

Effects introducing noise
should run after super
resolution scaling

I AMDO I

s FCRNItYFX m— 00 T

ANTI-ALIASED TONE
RENDERER MAPPINC

Upscaline Pass

Sharpening Pass

Pucynok 3.6 — [aiimnaitn FSR

Kpim mporo, Buximuuii kox FSR jmocTynmHuii 0€3KOMITOBHO AJisI PO3POOHMKIB Ha
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miatdhopmi AMD GPUOpen 1 moxke Oyt BUKopuctanuii uepes pyirii Unreal Engine 4
1 Unity. Ile o3Hauae, mo Oyab-sSkuil po3pOOHUK, HE3AJIEAKHO BiJl CBOTO OrOKETy abo
3B's13KiB, MOke BUKOopucToBYBaTH FSR y cBOix irpax. IIpore FSR poctynnuii numie B
3aCTOCYHKaX, /e pO3POOHUKH BUPIIIUIN BKIIOUYUTH HOTO.

AMD takox npononye ¢yHkiito Radeon Super Resolution (RSR) cnerianbro asis
rpadiunux mpouecopiB Radeon. Io cyri, ne FSR 1.0, sikuii qoctynnuii yepes apaiiBep
AMD 1 n1o3BoJIsi€ 3aCTOCOBYBATH MaclITaOyBaHHS O Oylb-sIKOT I'PH, SIKILIO Yy Bac €
nigTpumyBanuit GPU.

FSR 1.0 1 2.0 mpaitoroTh mo-pi3HOMY, aje BOHU 0a3ylOTbCS Ha OJHOMY SZpI.
O6uaBi  ¢yHKIIT HAABUOIPKM BUKOPUCTOBYIOTH  ainroput™m Jlanmoma st
MaclTaOyBaHHs, SKUI MOYMHAETHCS 3 Mepeaadl 300paKeHHs 3 HU3bKOIO PO3/1IbHOI0
3IaTHICTIO JIJIsl TIJBUIIEHHS SKOCTI Ta JOJATKOBUX JI€Talied Ha OCHOBI aJrOpUTMY.
[TotiMm FSR BUKOHY€E NPOXOIKEHHS Pi3KOCTI, I0O BITHOBUTHU OUIbILIE JETAEH.

Opnak FSR Bigpisuserscsa Bix DLSS TuMm, 1m0 BiH HE BUKOPUCTOBYE IITYYHHM
iHTenekT s npuckopenns. Jns DLSS weoOximui BuaineHi siapa Tensor Ha
Bimeokaprtax RTX mis 3amycky Mojenl INTYYHOTO I1HTENEKTy, sfKa JoloMarae B
MmacmtadyBanHi. FSR, HaToMiCcTh, € 4aCTHHOIO KOHBEEpA PEHIACPUHTY TPU 1 MOXKE
MpAaIIOBAaTH 3 BIICOKAPTaAMH PI3HUX BUPOOHUKIB.

Intel XeSS, a6o Xe Super Sampling, e pyHkIist MmacmTabyBaHHsI, 1OCTyITHA HA
BimeokapTax Intel Arc Alchemist. I{s TexHOIOTISI IpaIfiO€ MIJITXOM BIITBOPESHHS TPH 3
MEHILIOK PO3IUIBHOI0 3[IaTHICTIO Ta MOAAJIBIIOTO MacmTaOyBaHHS 3a JIONOMOTOIO
MaITMHHOTO HABYAHHSI Ta CIEIIaIbHOTO anapaTHoro 3ade3nedeHHs Al, BOy/10BaHOTO B
GPU. Takwuit mijaxia monomarae moKpamniuTi IpOyKTUBHICTD, 30€piralouu mpu boMy
BUCOKY sIKiCTh 300pakeHHs. Intel XeSS myxe cxoxuit Ha DLSS Bin Nvidia, ane 3
PI3HHIICIO Y MIATPUMIII B1ICOKAPT B/ Pi3HUX BUPOOHUKIB.

OcHoBHa BigMmiHHICT, MiX Intel XeSS 1 DLSS mnomsrae B Tomy, mo XeSS
NIATPUMYE B1IEOKAPTH BiJl PI3HUX BUPOOHMKIB, ToAl ik DLSS oOMexeHo BigeokapTamu
Nvidia. Ile mocsrayto 3aBasku ABOM pizHUM Bepcisim XeSS Big Intel — omna mns
rpadiyHux mporecopiB Arc, Takux Kk Arc A770 1 A750, iH1a — a1 BiI€OKapT 1HIINX

BupoOHuKiB. Bepcis mna Intel Arc, iiMoBipHO, Mae Kpamly eGEeKTHBHICTH 3aBISKU
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BJIOCKOHAJICHIN MojeNll MaciTaOyBaHHS Ta MIATPUMIN SIIEp IITYYHOTO 1HTEIEKTY Xe
Matrix Extension (XMX). ¥V Toii yac six XeSS, skuil MOXXyTh BUIIPOOYBAaTH BIACHUKHU
BimeokapT AMD i Nvidia, Mmae MeHIII HaAIHY MOJIeTTh MacIITA0yBaHHS Ta BUKOPHCTOBYE
iHeTpyKuii DP4a, mo poOuth oro MeHI epeKTUBHUM MOPIBHAHO 3 sapamMu XMX Bij

Intel.

Rendering Pipeline

Traditional

Reduced Resolution Super Sampled Resolution

Pucynok 3.7 — [Nainaiia Intel XeSS

XeSS — 11e 1ocuTh MPOCTH y po3yMiHHI mpotiec. HatomicTs, 1100 3amyCcTuTH Ipy
31 CTBOPEHOI0 HAaMH PO3JAUIBHOIO 37aTHICTIO (CKakimo, 4K), BOHa BUKOPUCTOBYE Pi3HI
JaHl 3 TPU 3 MEHIIOK POo3AUIbHICTIO (Hanpukiaa, 1080p). i mani moTparisitoTh a0
MeXxaHi3My MaciiTabyBaHHs XeSS, sikuif Mmae B c001 MOJIENb IITYYHOTO 1HTEJIEKTY IS
MOKpAIIeHHS MaciITa0yBaHHS. Y pe3ysbTari Mae OyTH 300pakeHHs, SIK€ TEOPETUIHO
CX0’K€ Ha OpUTIHAJIbHE, aJie 3 BUIIOI0 MPOTYKTHUBHICTIO.

106 yrounuTH, XeSS BUKOPUCTOBYE TIMOUHY, PyX, KOJIP 1 OCBITJICHHS 3 TPH.
[Ticas maciTabyBaHHS pe3yIbTaT 30€piraloThesl, a MOTIM MEPeatoThCs B HACTYTTHUN
Kaap I NPOAOBXKEHHA mpouecy. Y Tou yac, XeSS BUKOPHUCTOBYE THMYACOBE
srnamkyBanHs (TAA) ans yuctotn 300pakeHHs. Lle 3amiHIOE TpaauIliiiHI METONH,

OCKTbKM XeSS Moke MaciiTadyBaTu Ta 3IJIJKyBaTH B OJHOMY Kpoui. ['padiuni
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kaptu Intel Arc Alchemist marorh siapa XMX, siKi BHUKOPUCTOBYIOTHCS ISt
MaciTadyBaHHS 3a JIOTIOMOTOK0 MOJeii MTy4Horo iHTenekry. Lli sapa momiOHi 1o
Tensor Big Nvidia B RTX 30 1, 3a cmoBamu Intel, HamaroTh Halikpamry sKicTh 3 XeSS.
Ane XeSS Takox Moxe MpaloBaTH 1 03 IuX s1ep, AKII0 KapTa MATPUMYE IHCTPYKITIT

DP4a, sxi kopucHi At pOOOTH 3 IITYYHUM 1HTEICKTOM.

Ta6mui 3.1 — ITopiBHAHHS XapaKTEPUCTUK TEXHOJIOT1H MOKpaICHHS 300pakeHHS

Nvidia AMD FSR Intel Xess
XapakTepucTrka DLSS

3aJIeKHICTh B1Jl allapaTHUX + - +
JIOJIaTKIB

MoxnuBicTh poOOTH Ha - + +
MPUCKOPIOBAYAX 1HIINX
BUPOOHUKIB

Bigkputuii moctyn - + -

3.2 IlpoBeneHHsA TECTIB MPOAYKTHUBHOCTI Ta SIKOCTI TP 3 BUKOPUCTAHHSIM

rpadiuHoro npouecopa Ha 6a31 RTX, anani3 pe3yibTaTiB T€CTYyBaHHS

[Ipouiec mpoBeeHHS TECTIB MPOAYKTHUBHOCTI Ta SKOCTI TPU 3 BUKOPUCTAHHAM
rpadiudoro mpouecopa Ha 0a3i RTX € KpUTMUHMM [UIsl OI[IHKM TOTYXHOCTI Ta
e(eKTUBHOCTI ILOTO OOJAJHAHHS Yy PI3HHUX ITPOBUX yMmoBaxX. B xomi TecTyBaHHs
3a3BUYail OLIHIOKOTHCA TakKl acleKTH, sIK KUIbKICTh KaJpiB Ha cekyHay (FPS), ugac
3aBaHTAXEHHS Ta PeakIlii TPy, TKICTh 300pakeHHS, BIUIMB HA PECYPCH CUCTEMH TOIIIO.

[ToyaTkOBUM €TanoM TECTYBAHHSI € MIITOTOBKA TECTOBOT'O CTEH]TY, 1110 BKIIIOYAE
B ceOe HamamTyBaHHs rpadidyHOro mpoiecopa, oopane rpadiuyne sapo, aApaiiBepu Ta
irpoBe cepenoBuuie. Ilicas HbOro MpoOBOAATHCS TECTH Ha PI3HUX HAJIALITYBAHHSAX
rpadikyd Ta po3AUIBbHIA 34aTHOCTI, 00 OLIHUTH €(EeKTUBHICTH MPOIECOpPa B PI3HUX
yMOBax I'pH.

OnuH 3 KITIOYOBUX aCMEKTIB TECTyBaHHA - Iie aHami3 auHamiku FPS mig gac
reiimiiero. Ile momomarae 3'scyBaTH, HACKiUIbKM TpadiuHUM TPOLECOP MOXKE

eheKTUBHO 00poOJIATH CKIagHI Bi3yalnbHl €(QeKTH Ta CIeHH 0e3 3HIKCHHS
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IPOJYKTUBHOCTI. KpiM TOro, OIIIHIOETBHCS SIKICTh 300pa)ke€HHs, PIBEHb JeTajizallli,
HasBHICTh apTe(aKkTiB Ta 3araJbHUM peasi3M I'PH.

[Ticast 3aBeplIeHHs] TECTIB MPOBOAMTHCS aHAI3 OTPUMAHUX JaHUX, BKIIOYAIOUH
rpadiku 3Minu FPS B 3a5€XHOCTI BiJi yMOB I'pU, MOPIBHSJIbHI TaOIUIlI MPOAYKTUBHOCTI
Ha PI3HUX HAJTAIITYBAHHSX, & TAKOXK OLIHKA BIUIUBY TpaiyHOrO Mpoliecopa Ha pecypcu
cucremu. lleil aHami3 gomomarae po3yMiTH MOXJIMBOCTI Ta OOMEXKEHHs rpadiqHOoro
nporiecopa Ha 6a31 RTX B KOHTEKCTI irpoBUX 3aBAaHb Ta BUMOT KOPUCTYBaYiB.

Stati

Audio (suspended):

Graphics:

In16.2ms

Pucynoxk 3.8 — BikHO 13 CTaTHCTHKOIO MTPOyKTUBHOCTI 1] 4Yac TECTyBaHHS IPH

JIist eeKTUBHOTO BiJICTEKEHHS MPOAYKTUBHOCTI Ta TecTyBaHHs Tpu B Unity3D
ICHy€ KUIbKa KIJIFOUOBUX IHCTPYMEHTIB, SIKI JIOMOMAararoTh PO3pOOHMKAM BUSIBISTH U
BUIPABIIATU MPOOJIEMU JIs MOKPAIIEHHS SIKOCTI 1rop.

Unity Profiler - 1ieii iHCTpyMEHT HaJa€ AeTaabHy 1HPOPMAIIIIO PO BUKOPUCTAHHS
pecypciB miJ 4Yac BUKOHAHHA Tpu. Bu Moxere BIACHIIKOBYBaTH 4YaCc BUKOHAHHS
KOXKHOTO eJileMeHTa IpH, BuKopuctanus CPU, mam'sri Ta iHmux pecypcis. Lle no3Bosse

11eHTH(IKYBaTH MOTEHIIIHHI TPOOJIEeMHU 3 MPOTYKTUBHICTIO Ta OMITHMI3YyBaTH iX.
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RenderLoop (0.08ms)

Pucynok 3.9 — Bikno Profiler, BiqoOpaxena B HboMy iH(pOpMAIlisi PO BUKOPUCTAHHS

pecypciB

Unity Test Framework - ¢peiliMBOpK 103BOJIS€E aBTOMATU3yBaTH TECTYBaHHS
PI3HHMX aCMeKTIB TPU, TAaKUX SK TMOBEIIHKA ITPOBUX OO'€KTIB, peakxilisi Ha B3a€MOJIIIO
rpaBIl Ta 1HII. B Mo)eTe CTBOPIOBATU TECTH, K1 MEPEBIPSIIOTh (PYyHKIIOHATBHICTh

TpH, a IIe J0MoMAarae BUSBJISTH M yCyBaTH MMOMUJIKY 1€ HA PAHHIX CTaisIX PO3POOKH.
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Name

General

Define Constraints

UNITY_INCLUDE_TESTS

Assembly Definition References

Use GUID:

B Unity
A Unity
ewor AU

Assembly References

nunit.framework.dll nunit.framework.dll

Pucynox 3.10 — Bikuo Inspector, nogaBanHs MOCHIaHb HA TECTH

Unity Test Runner - iHCTpyMEeHT J103BOJIsIE 3aITyCKaTH TECTH, SIKI BU CTBOPUIIHA B
Unity Test Framework, 1 anamizyBatu ix pe3ynbrath. Bu MokeTe BUKOHYBaTH
aBTOMATUYHI TECTH IIiJl 4ac po3pOoOKHU I'pH Ta TiJ YaC TECTyBaHHS MEPE Pei3oM, 110
CHpUsi€ BUSBIEHHIO I YCYHEHHIO MPOOJIeM IIBU/IIIIE.

Unity Remote — iHCTpyMeHT, SKMH J03BOJISIE MIJKIFOYUTH Balle MOOITbHE
npuctpiit 1o Unity Editor, mo6 TectyBatu rpy 6e3mnocepennbo Ha HboMy. Bu Mmoxkere
MEPEBIPATH PEAKIIIIO TPU HA peaIbHUX MPUCTPOSX Ta BUABISATH MIPOOJIEMHU, SIKI MOKYTh
BUHHUKATH HA KOHKPETHUX TUIaThopMax.

Unity Analytics - cepBic Hajae 1aHi PO KOPUCTYBAIILKUI JJOCBI/] IPaBIIiB y BaIllii
rpi. Bu Mmoxere orpuMyBatu iH(popmalio npo yac rpu, MOBEAIHKY I'PaBIliB Ta iXHI [ii,
0 TOTIOMAarae 3po3yMiTH, SK TPaBIll B3a€MOJIIIOTH 3 TPOIO Ta SIK MOXHA 11 TTOKPAIIUTH.

[li iHCTpyMEHTH pa3oM HaJalTh pPO3POOHWKAM HEOOXimHI 3aco0u s
BIJICTEKEHHSI MPOAYKTUBHOCTI T'PH, TECTYBaHHS (PYHKIIOHAIBHOCTI Ta BUSBJICHHS
npo0JieM, 1110 I0NOMAarae CTBOPUTHU SIKICHY Ta ONTHUMI30BaHy I'py JJIs TPaBLiB.

Mu npoBenu 3Ha4Hy poO0Ty 3 onTuMizailii Hamoi rpu B Unity3D. Hama uins Oyna

3a0e3MeunTH ONTUMANIbHI HAJAIITyBaHHA, siIKi O 30epiraju BHUCOKY SIKICTh Tpadikd i
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0JIHOYACHO 3a0e3MneuyBajy CTablIbHy MPOAYKTUBHICTD. JJIs1 TOCATHEHHS I1i€1 METH MU
BUKOPHUCTOBYBAJIU Pi3H1 IHCTPYMEHTH B1JICI1IKOBYBaHHSI ITPOIyTUBHOCTI.

On1H 3 OCHOBHHX 1HCTPYMEHTIB, SIKi MU BUKOPUCTOBYBaH, - Unity Profiler. Leit
IHCTpYMEHT JI03BOJISIE HaM aHaji3yBaTH PIi3HI aCMEeKTH MPOJYKTHUBHOCTI TpH,
BKroaroun Bukopuctanus CPU, mam'sti, GPU, 1 Tak mami. 3 #ioro J0moMorow Mu
BUSIBUJIM Ta BUTPABIIIN JESAK1 HETOIIKH, 0 BIUTMBAJIN HA MIBUIKICTH TPH.

Kpim TOro, My HamamTyBajld pi3HI IapaMeTpu, Taki SK piBEHb JeTai3allii
rpadiku, po3Mip TEKCTYp 1 AKICTh OCBITICHHS, 100 3a0€3MeYnTH ONTUMAaIbHUHN OanaHc
MIXK BI3yaJIbHOIO MPUBAOJIMBICTIO Ta MPOAYKTUBHICTIO Tpd. MU TPOBENU YUCICHHI
TECTH, 100 BU3HAYUTU ONTHUMAJbHI HANAINTYBaHHS ISl PI3HUX KOHQIryparlii
oOnagHaHHS.

HaiironoBHime - BUPIMIMTH TPOOJEMY OCBITJICHHS CTaTUYHUX OO'€KTIB.
Po3paxyHOK OCBITJIEHHS B peajbHOMY Yacl 3aBXKJIU BaXKKUM 3 TOUKU 30pY pecypciB. Y
bOMY IPOEKTI CTaTUYH1 00'€KTH PO3MILIEH] Yy MOYATKOBIM CIEHI, 1 MU PO3IJITHEMO
nepeBaru 3amikaHHs CBITJIa Ha IXHbOMY MPUKIIA/II.

Cnouatky OIJISHEMO CILIEHY 3 peajlbHUM YacoM OCBITJIEHHA. Takuil miaxia He
3aBK/IM 1a€ BUCOKY SIKICTh - TIHI MOKYTh OyTH HETIPAaBUIILHUMU, a JISAK] JIETaTl MOXKYTh
BUIISIAATH HEAKICHO. JIJIsi YHUKHEHHSI TaKuX MpoOseM MOTpiOHO MIABUIIUTH SKICTh
OCBITJICHHS, HANpUKIajd, 30UIBIIMBIIM PO3MIp TIHEH Yy pealbHOMY 4Yacl Ta
BUKOPHUCTOBYIOUM "M'sKi TiH1". OHaK 11¢ 301IBIINTh, HABAHTAXXEHHS HAa OOYHMCIICHHS
OCBITJICHHS.

Temep mpoBeneMo aHalli3 PEHACPIHTY CIICHH 3 peaJbHUM YacOM OCBITJICHHS.
Xoua med miAXid 3pyYHHA 3 TOYKH 30py JWHAMIKH, BIH MOKE€ BHUMAaraTu Oibie

00UYHCITIOBAJILHUX PECYPCIB ISl JOCSITHEHHS! BUCOKOT SIKOCTI.
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Pucynok 3.12 — Anani3 Bukopucranas CPU i GPU

JI71s1 CTBOPEHHSI OJTHOTO KaJIpy MOTPIOHO MpHOIU3HO 5 MUTICEKYH/ TPOLIECOPHOTO
4acy, a Cepe/IHs 4acToTa KaJipiB CTaHOBUTH OJ13bK0 48. Takok Ha BIATBOPEHHSI OJTHOTO
KaJpy BUTpadaeTbes 35% 3arajbHOTO Yacy poooTu nporecopa. J[ogaTkoBi MOKa3HUKH
MO>Ha 3HalWTH Ha pUCYHKY 3.11.

Tenep mepeiinemo 10 mporiecy 3amikaHHS OCBITJICHHS. /[ mporo HEOOXiITHO

HaJlallITyBaTH MapaMeTpu OCBITJICHHS Ta mapametpu LightMapper.
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Lightmapping Settings

M Default-Madium @  MNew Clone

High Performance

Pucynox 3.13 — HanamryBanHs 3amikaHHs CBITIa

Ha pucynky 3.3. mnpencrasieni mnapamerpu LightMapper. [lns 3anikanHs
OCBITJICHHSI OyJI0 BCTAHOBJIEHO PO3UIBHICTE CBITIOBOI kKaptu 1024 x 1024 mikcemis.
Direct Samples - 32. Ile kijbKicTh BHOIpOK (ILIAXIB), sIKi OyJH B3SATI 3 KOXKHOTO
tekcemo. Lleil mapameTp peryiroe KUIbKICTh BUOIpOK, siki Progressive Lightmapper
BUKOPUCTOBYE JJISI PO3PAXYHKIB MPSAMOTO OCBITICHHS. 30UTbIIEHHS IIbOTO 3HAYEHHS
MOK€ MOKPAILIUTHU SKICTh CBITJIOBUX KapT, aje 30UIblllye yac 3amikaHHs. Takox, s
MOKpAIEHHS SIKOCT1 3aliKaHHS CBITJIA, CNiJi BUMKHYTH CTUCHEHHS CBITJIOBUX Kapr,
OCKIJTbKM CTUCHEHHSI BAKOHYEThCSI OKpPEMO TIICTIs TIpoliecy 3amikanHs. Bounces - 2. e
KUIBKICTh BIAOWMTTIB CBITJIa MiJ 4Yac TpacyBaHHs HUIAXiB. s OutbliocTi cueH
JTOCTaTHHO 2 BIAOUTTIB. BaxknmuBo mam'sitatu, M0 3ammikaHHs CBITJIA MPAIIOE TUIBKH 31
CTaTUYHUMM O0'€eKTaMu Ha CIEHl, TOMY JUIsl KOXHOTO 00'€kTa, SKUM HE Oyne

nepeMiinryBaTicss ab0 3MiHIOBATH CBOKO (OpMy, CIiJil BCTaHOBUTH «Static». Takoxk
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JOKEPEJIO OCBITJICHHS TOBMHHO OYyTH YCTaHOBJIEHO B pexuM 3amikaHHs. [licis

MIPOBE/ICHHS 3alliKaHHs CBITJIa MM OTPUMY€EMO pe3yJIbTaT, TOKa3aHUi Ha pucyHKy 3.13.

Pucynok 3.14 — HanamryBaHHs 3amikaHHs CBITIA

[licnss  3amikaHHs, MM MOXXeMO T00auyuTu 1HGOpPMAII0 TMPO KUIBKICTH

3r€HEPOBAHUX CBITJIOBUX KApT 1 00CAT mam'sTi, 3aWHATHIA IUMHU KapTaMUA
9

Pucynox 3.15 — Indopwmartist mpo 3amnedeHi CBITJIOBI KapTh

[Ipukiaza camoi CBITJIIOBOT KapTH 300pa)keHO Ha pUCYHKY 3.14.
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Pucynoxk 3.16 — O0Ouuciena cBiT/ioBa KapTa

[licnss 3amikaHHA CBITJIa MPOBEAEMO OIIIHKY MNpoayKTUBHOCTI. CepenHiit dac
BiTOOpa)keHHS OJHOTO KaJlpy CKOpOoTuBCA 3 5.32 mMc 110 3.4 MC, a BUKOPUCTaHHS Yacy
mporiecopa Juisl BimoOpakeHHs Kaapy 3MeHmmiocs 3 35% mo 22%. CepenHs dactoTa
KaJipiB 3pocia 1o /2. [lokaznuku Bukopuctanus CPU nokasani Ha pucyHky 3.15.

OTtpuMani pe3yibTaTH CBiYaTh MNP0 BIUIMB OCBITJICHHS Ha 3arajbHy
MPOAYKTUBHICT, TpH. Y BEIUMKHX CIEHaxX 3 OaraTbMma JKepelaMd OCBITJICHHS

ONTUMI3AIlIS € KPUTHYHOIO IS 3a0€3T1eUCHHS IIJIABHOCTI Ta 3aJ0BOJICHHS I'PABIIS.



Pucynok 3.17 — Anani3 Bukopucranas CPU i GPU

HactynHaum eramnoM y BJOCKOHaJIGHHI TpU € BUKopucTanHsa cuctemu LOD (piBH1
neranizaiii). [1iq yac rpu Mo)Ke BUHHMKATH CUTYallisl, KOJM Ha CIEHI B1JOOpa)KaeThCs
BEJIMKA KUIBKICTh MOJIEJeH 3 BEIUKOK KIJIBKICTIO BEepIIMH 1 TosiroHiB. Ile Moxke
MPU3BECTH JI0 3HAYHOTO HABAaHTAXKEHHS Ha Tpoiiecop st o0poOku 1ux mozenei. LOD
JT03BOJISIE 3SMEHIIUTH KIJIbKICTh BEPILIWH, BPaXOBYIOUHU BIJIJANICHICTh 00'€KTIB Bl rpaBLs.
Uum pam oO0'ekT Bif TpaBls, THUM MEHIIE JAeTalli30BaHa BeEpCis LbOro 00'ekTa
B1I0OpaKaeThCS ITiT Yac PEHIASCPUHTY.

Jls UtrocTpallli HbOro MPUHIIUITY MU B3SUTH MOJIENTb KaMEHIO, sIKa € YaCTUHOIO TPH.
['enepariiss 1mHOTO KaMEHIO BiIOYBA€ThCS HA TIEBHIM BIJACTaHI BiI TpaBI, SKa
3MEHIIYEThCSL 3 4acoM. Tomy TIpH TeHepallli HaM He MOTPIOHO BHCOKOJETAII30BaHOI
Bepcii, a JuIle Npu HAOIMKEHHI TpaBIsd J0 00'€kTa Ha BIJICTaHb, BU3HAYCHY
napametrpamu LOD.

Haii6Ginemr  geramizoBanuit piBeHb LOD wmictute 13798 Bepmun. Koxen
HACTYTIHUI PiBEHb MICTUTh y TPU Pa3u MEHIIE BEPIIUH, HIXK TTOTICPETHIN.

Unity Mae 3py4Huil IHCTPYMEHT: SIKIIO MOJIeNb, eKcriopToBaHa 3 3D pegakropa y
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dopmati FBX, mae Binnosinny Ha3zsy LOD (LODO, LODI), To 1BH>KOK aBTOMaTHUYHO

nonae Ao uiei mogeni rpymy LOD. 3anumiaerbes nuiie HaamTyBaTH 111 rpynu B Unity.

Pucynok 3.18 — HamamryBanus LOD rpynu

3actrocyBaBmi LOD rpynu m0 BCix mMojesei, MU YCIIITHO 3MEHIIMINA KUIbKICTh
BEpUIMH Mailke BIBIYl, 30€pirarouu npu UbOMY Bi3yalbHy NpHUBaOJIMBICTh clieHH. Lle
MPU3BEJIO 10 TOKpAIIeHHS 4YacTOTH KaJpiB 1 3arajibHOi MPOAYKTHBHOCTI TpH.

Pe3ynbTaTi 1iux 3miH BiIoOpakeHo B Tabsmili 3.2.

Tabmuus 3.2 — [lopiBHSIHHS XapaKTEPUCTUK TEXHOJIOT1H MOKpaIEeHHs 300paKeHHs

XapakTepucTrKa bes LOD SLOb

Bepmn 124210 84200

[Tonironis 70400 50500
YacToTa Ka/ipiB B CEKYHLY 70 76
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Tenep posrisiHeMo BukopuctaHHs TexHosiorii DLSS. Is TexHosoris moBuHHA
3MEHIIMTH HaBaHTaXEHHs Ha rpadiunuii mporecop. BiamorigHo cmouatky Tpeba ii

YBIMKHYTH B HaJIAIITYBaHHSX MPOEKTA.

solution

Pucynok 3.19 — HanmamryBanns DLSS

Hactpoiiku DLSS (Deep Learning Super Sampling) B Unity3D moxyTs OyTu
PI3HUMH, B 3aJI€KHOCTI BIJl MOTPeO MPOEKTy Ta OOpaHOi cTparerii BUKOPUCTAHHS
TEXHOJIOT1.

MoxxeMo BHOpaTH pEXUM MPOJYKTUBHOCTI - MAaKCHMMajbHa €()EKTUBHICTD
BUKOPUCTAHHS PECYpCIB Jisg 3a0e3MeUeHHs] BUCOKOI YacTOTH KajapiB. Moxke OyTu
KOPUCHUM JJIs IIBUJIKICHUX 1rop a0 VR-TIpoeKTiB.

MoxeMo BUOpaTH pexuM 30aJTaHCOBAHOI SKOCTI - KOMIIPOMIC MIX SIKICTIO
300paKeHHS Ta POYKTUBHICTIO. [1i1X0UTh A7 OLIBIIOCTI IFPOBUX CIIEHAPIIB.

Moskemo BUOpaTH PEKUM BUCOKOT SIKOCTI - 3a0€31edy€e MaKCUMaJIbHY JeTaTi3alliio
300pakeHHs 3a paXyHOK OUIBIIIOT Harpy3KH Ha peCcypcu KOMIT'toTepa.

HaruBHa po3minbHAa 37aTHICTH - BHUKOPHUCTAHHS PO3ILILHOCTI, 3aJaHOI IS
MPOEKTy 0e3 301IbIIeHHS a00 3MEHIIICHHSI MacIlITaly.

MacmtabyBaHHS 710 BUIIIOTO PO3MIMPEHHS - BUKopuctanus DLSS nms 361nbmenns
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PO3JIIBHOCTI 300pa)KeHHS JIsI IOKPAIeHHS SKOCTI.

PiBenp neramizamii (HU3BKHM, CepeaHii, BHCOKHH) - HaJAIITYyBaHHS PiBHS
neTanizaiii 0OpoOKH TeKCTyp Ta eeKTiB IS BiAMOBITHOCTI BUMOTAaM IIPOEKTY.

Antnamacun - TAA (Temporal Anti-Aliasing) - BukopucTtanss TexHosorii TAA
JUTS 3MEHILICHHS €()eKTIB ajJiaCHHTy Ta MOJIIMIICHHS 300paykeHHSI.

ABtomatnunuii BuOip pexxumy DLSS - Unity3D moxxe aBromMatnuHO BUOHpATH
onTUMaNbHI HanamrtyBaHHd DLSS B 3ameXHOCTI BiJl XapaKTEPUCTHUK CHCTEMH Ta
MOTOYHUX YMOB.

i mapameTpu MOXxHa HajamToByBatu B peaakTopi Unity3D aGo mporpamHo uepes
API DLSS nns mocsirHEHHS ONTHMAIbHOI SKOCTI 300pa)KeHHsI Ta MPOAYKTHUBHOCTI B
IPOEKTI.

[Ticns ocHOBHUX HanamTyBaHb DLSS, #ioro moTpiOHO yBIMKHYTH KOHKPETHO Ha

ICpOBiM Kamepl y CIIeHI.

-

Quality

Pucynox 3.20 — HanamryBanas DLSS Ha kamepi
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OTxe, IPOBE/ICHI TeCTH O Ta Ticias BukopucTanHs DLSS, mokaszamu HacTyIHi
pe3yabTaT. Jlo BBIMKHEHHS 11i€1 TEXHOJIOT1i, B CEPEIHhOMY Ha CLIEHI MU MaJIH 75 KaJipiB
Ha CEKYHIy, a BXK€ MICJIsI TOTO, IK MM [T0Yajll BUKOPUCTOBYBATH JIaHy TEXHOJIOTII0, HAII1

KaJIpu BUPOCITU pUOIU3HO 10 89.

Audio: Audio:
L

Pucynok 3.21 — Pe3ynbTaT BUKOPUCTAHHS TEXHOJIOT1I, 10 Ta MicIs



BUCHOBKHA

VY pesynbrari 1i€i podotn Oysia po3poOiieHa METOauKa PO3pPOOKH TIpH, sKa
BUKOPHUCTOBYE rpadiune supo tumy RTX. B mpoueci po3poOku Oy BpaxoBaHi OCHOBHI
apXITEKTYpHI OCOOJHMBOCTI MBOTO TpadidyHOrO MPOIECopa, IO AO3BOJMAIO TOCITTH
ONTUMAJIBHOI TPOTYKTUBHOCTI Ta SIKOCTI 300pa’KEeHHS.

Po3i6panu apxitektypy rpadiuaux npouecopis Tumy RTX, siki X nepeBaru, 3 sIKux
KOMITOHEHTIB BOHM CKJIQJIAI0ThCSI, SIK BUTIIAIAI0Th. [1icis yoro miaiopaiu irpoBUi py1iid,
KWW TATPUMYE BCi OCHOBHI TEXHOJIOTI1, 1 HUM BUSABUBCSA pyIiii mix Hazsoro Unity3D.

OCHOBHI IrpOBI MEXaHIKM OyJM YCIIIIHO peaji30BaHi Ha IbOMY pYIIi, 1
BKJIIOYAIOTH B ceOe eneMenTu exuny, outeu 3 NPC, peanizarito LI, peanizarito Ul, o
poOuTh rpy uiKaBow. Takoxx OyiM BIPOBAKEHI OCHOBHI TpadiuHi e(exTH, sKi
0a3yloThCSi Ha TpacyBaHHI MPOMEHIB, Takl SK pEaJTiCTUYHE OCBITJICHHS, TiHI,
BiJ3epKajeHHs. PO3IIIsIHY M sIK BCE 11€ JOJAETHCS 10 MPOEKTY Ta HAJIAIITOBYETHCS.

3aBngku BUKOpHCTaHHIO rpadiuHoro sapa RTX Bpamocss mocartu Bpakaro4yoi
JeTanizaiii Ta peasicTUYHOCTI 300paKeHHsI, 110 CTBOPIOE BIAUYTTS MPUCYTHOCTI B
irpoBoMy cBiTl. HasiBHICTh onTHMallbHO HalamToBaHUX HacTpoilok DLSS no3sonuna
NIATPUMYBATH BUCOKY YaCTOTY KaJIpiB NP 30€peKEHHI BUCOKO]I SIKOCTI 300pa’KEHHS.

Takox BigOynmacss poOoTa Hajx onTuUMizamiero. Mu  pO3TIsSHYIM OCHOBHI
IHCTPYMEHTH, Ta MPOBEIU POoOOTYy MO ONTHUMI3ALli BUKOPHCTAHHS PECYpPCIB HAIIOIO
rpadiqHOro Mpoiecopa, a TaKoK IEHTPAIBHOTO Tpoiiecopa. JJocsariu B IbOMy YCITIXiB —
IITHSBIIN CEPEIHIN MOKAa3HUK YaCcTOTH KaJApiB Ha OJHIN cIIeHi 3 55 KaJpiB HA CEKYH.Y,
1o 89.

VY uimomy, po3poOka rpu Ha BignmoBigHOMY rpadiuHomy sapi RTX BusBumacs
YCIIIIHOK 1 BIAJOK, IO JJO3BOJWIO CTBOPUTH 3aXOIUTIOIOUUM Ta BI3yaJIbHO

NpuBaOJIMBUI ITPOBUI JOCBI 111 KOPUCTYBAYIB.
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