V]IK 004.92 B. I1. Maiinaniok!
0. 0. CkiaagaHiok!

METO/JU ONTUMI3ALII MPOLECY PEJATYBAHHS CLEH
Y PEJAKTOPAX BIIEOITOP

! BinuubKIit HAIOHABHIH TEXHITHIIH YHIBEPCHUTET;

Anomauisn

Ipoananizoeano memoou onmumizayii npoyecy pedazy8anHs CyeH y CyuacHux pedakmopax sioeoieop. Posensinymo
nioxoou 0o nidguuieHHs NPOOYKMUSHOCME pOOOMU 3 i2POBUMU CYEHAMU, 30KpeMa GUKOPUCIAHHSL IEPAPXIUHUX CIPYKMYD
00 ’exmis, cucmem pierie demanizayii ma iHmepaKkmueHux incmpymenmis peoazysanns. Ilokasano, wo 3acmocyeamns
ONMUMIBAYIUHUX MemOOi8 00380JI€ NIOSUWUMU epHEeKMUBHICTb CIMEOPEHHSL I2P08020 KOHMEHMY Md 3MEHUUMU
HABAHMANCEHHSL HA 0OUUCTIOBANbHI PECYPCU.

Koarouosi ciioBa: Bifeoirpy, irpoBi ClieHH, PEAAKTOPH CLEH, ONTHUMI3allis, KOMIT IoTepHa rpadika.

Abstract

The methods of optimization of scene editing processes in modern video game editors are analyzed. Approaches to
improving performance when working with game scenes, including hierarchical object structures, level-of-detail systems
and interactive editing tools, are considered. It is shown that the use of optimization methods increases the efficiency of
game content creation and reduces computational resource usage.
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Beryn

CydacHl BIZICOIrpH XapaKTEPU3YIOTHCS BUCOKMM pIiBHEM jeTamizaiii rpadiuHux CleH Ta 3HAYHOH
KUTBKICTIO 00’ €KTIB, M0 B3aEMOIIIOTH MK COO0I0 y TPHBUMIPHOMY ITpoCTOpi. JIJIsT CTBOpEHHS Ta pemaryBaHHs
TaKUX CIICH BHKOPHUCTOBYIOTBCS CIICINialli30BaHI pENaKTOpH, IHTErpoBaHI A0 CKJIaAy IrpoBUX pymiiiB. 3i
3pOCTAaHHAM CKJIQJHOCTI iIrPOBUX CEPEIOBHUII BUHHUKAE HEOOXIAHICTh 3aCTOCYBaHHS S(PEKTHBHHMX METOIIB
OITUMI3allli, SKi JO3BOJISIFOTH 3MEHIIMTH HABAHTAXECHHS HAa OOYMCIIIOBAJBHI PECYpPCH Ta MiABHIIUTH
MIBHUJIKICTH PeJaryBaHHs CIICH.

Pe3ysabTaTi qocaigKeHHs

OmHUM 13 KITFOYOBHX MIAXOMIB A0 ONTHUMI3aIlii € BUKOPUCTAHHS i€papXidyHOi CTPYKTYpH CIEHHU (scene
graph). ¥ Takiil cTpykTypi 00’€KTH OpraHi3OBYIOTHCS y BWIJISII JEpeBa, A€ KOXKEH BY30J MOXKE MICTHUTH
reoMerpito, TpaHchopmariii abo iHIII MMapaMeTpw CIeHH. lepapxidHa opraHizamis I03BOJSE €PEKTHBHO
KepyBaTH TpymaMy O0’€KTIB Ta BUKOHYBaTH TpaHC(opMmallii Ha Pi3HUX PIBHAX CTPYKTypu. Taxwil mimxin
LIMPOKO BUKOPHCTOBYETHCSI y CYyYaCHHX ITPOBUX PYIIiIAX 1 JO3BOJMSE CIPOCTUTH IIPOLIEC PENATyBAaHHS
ckmamHux creH [1]. BaxmuBum mMeromoM onTrMizaiii € 3acTOCyBaHHS cucTeM piBHIB aeramizamii (Level of
Detail, LOD). CyTh mporo migxoay IMOJATa€ Y BUKOPHCTAaHHI JEKUIPKOX BapiaHTIB T€OMETPHUYHOI MOENTi
o0’ekta 3 pizHUM piBHeM ckiaaHocti. [lig wac Bizyamizamii ClIleHM cHWcTeMa aBTOMAaTHYHO BHOHpAaE
BIIMOBIIHUH piBEHB JeTali3allii 3aJIe)KHO Bif BifcTaHi 00’€kTa 10 kKamepu abo oro 3HadymocTi y creHi. Lle
JIO3BOJISIE 3HAYHO 3MEHIIINTH KUTBKICTh TIONITOHIB, IO 00OPOOISIOTECS TPadidHO0 CUCTEMOIO, Ta ITiIBUIIIUTH
MPOAYKTUBHICTh poOOTH pemaktopa cueH [2]. st ehekTuBHOI poOOTH 3 BEMUKIMH TPUBUMIPHUMH CIIEHAMH
TaKOXX BUKOPHCTOBYIOTHCS IIPOCTOPOBI CTPYKTYPH JTaHUX, 30Kpema octree, k-d mepeBa ta BSP-nepeBa. Taxi
CTPYKTYPH JO3BOJISIIOTH PO30OMBATH CLIEHY Ha OKpeMi 00JacTi IPOCTOPY Ta IIBUAKO BU3HAYATH 00’ €KTH, ILIO
3HaXOAATHCS Y MEBHIA YaCTHHI CLEHU. 3aBISIKH IbOMY 3MEHIIYETHCS KIUJIBKICTh MEPEBIPOK IPH BUKOHAHHI
olepariii MomIyKy, BHOOpY Ta pemaryBaHHS 00 €KTiB, IO IiIBHINYE 3arajbHy e(eKTHBHICTH pPOOOTH
penakropa [3].

BucnoBku

Meroan onTHMIi3amii MpoLeCy pemaryBaHHS CLUEH € BaXKJIMBHM EIEMEHTOM CYYacCHHX pEeIaKTOpiB
Bifeoirop. Bukopucranus iepapXiyHuX CTPYKTYp CLIEHH, CHCTEM PiBHIB JIeTaji3alii Ta IPOCTOPOBUX CTPYKTYP
JaHWX J03BOJISAE 3HAYHO HiIBUIINTH e(EKTHBHICTH POOOTH 3 BETUKUMH TPUBHMIPDHHMH CEPEJOBUIIAMHU.
[oganpiii JoCHiKEHHS JOLIIBHO CHPSMYBAaTH Ha pO3pOOKY HOBHX @JITOPUTMIB ONTHMIi3alii Ta
BJIOCKOHAJIEHHSI IHTEPAaKTUBHUX 1HCTPYMEHTIB pelaryBaHHs CLEH y CyYaCHUX irpOBUX PYILisX.
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