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OIITUMIBAIIA NPOAYKTUBHOCTI KOMIPIOTEPHHUX IT'OP
HA OCHOBI METOAIB MAIIIMHHOT'O HABYAHHA

Y cmammi 3anpononosano komniexcruil Memoo onmumizayii npoOyKmMueHoCHi KOMn FOmepHUX i20p Ha OCHO8I eXHOI0-
2ill mawunnozo naguanns. Memoo noeconye npoernosysanns naganmanicenns GPU 3a 00nomoeoio enubokux HeupoHHux mepesxic
(DNN) ma adanmughe ynpaguinHs napamempamu peHOepuney y peanbHoMy uaci, wo 0036014€ A6MOMAMUYHO 6UHAYAMU
ONMUMATbHI HALAWMY8anHs 2padixu Ons niompumku cmabdinenozo FPS, smenwenna konusans nasanmaogicenns GPU ma 36epe-
JICeHHs BUCOKOT AKOCME 300padicenta. Po3enanymo mamemamuuny mMooeisb eghexmugHoci, Oe uacmoma Kaopie, axicme epacgixu
ma nasanmaoicennss GPU inmezpytomvca y Qyyuxyito onmumizayii 3 npiopumemuumu 8a208umu Koegiyienmamu. 3anpononosa-
HUll ni0Xi0 8KIHYAE A0ANMUBHY KOPEKYit0 Napamempis epagixu Ha 0CHOBI epAdIEHMHO20 CHYCKY A NPOSHO3YBAHHS HABAHMA-
Jlcenns, wo 3abesneuye OuHamiune pe2yliosants pecypcie be3 empyuants po3poonuxa. s nepesipku egpexmugHocmi mooeni
npO6eoeHo eKcnepuMeHmaibHe NOPIGHAHHS i3 MPAOUYITHUMU MEMOOAMU. CIMAMUYHOIO KOHDIZYpayiclo ma AiHIHUM NPOSHO3Y-
sannam nasanmaxcenta GPU. Pesynomamu nokazanu niosuwenna FPS na 20-30 %, 3nusxcenns cepeonvo2o HA8AHMANCEHMHS.
GPU na 10-12 % npu 36epedicenni sucokoi saxocmi epagixu (=9 8 % 6i0 maxcumanvhoi) ma cymmese 3MeHuleHHs. KOIUBAHb
Kaopie y ckaaoHux cyerax. lpaxmuuna peanizayis npomomuny sukonana Ha Python ma inmezposana y cyuachi ieposi pywii
(Unity, Unreal Engine), wo niomeepoxcye 3acmocosHicms po3pooneHo2o memoody y peanvhux npoekmax. Haykosa HosusHa
pobomu nonsieae ¢ inmeepayii pisHUX K1acig mooeneti MAWUHHO20 HABYAHHA 8 €OUHY AOANMUBHY CUCTEeMY ONMUMI3AYi] peH-
Oepuney, 30amHy 6paxogyeamu K anapamui napamempu, max i n08ediHKy KOPUCHY8aud 8 peaibHOMY 4dci. 3anponoHoeanul
nioXio Modice cmamu 0CHOBOI0 0715 NOOATLULO20 PO36UMKY adanmushux ML-cucmem y 2etimoesi, eknouaiouu VR/AR ma xmapni
2etiMiH2061 naameopmu, a makodic 0ns NiogUUIeHHS egheKmUBHOCHIi PO3POOKU KOMN T0OMEPHUX 20D i3 8UCOKUMU BUMO2AMU 00
NPOOYKMuUHOCHI ma skocmi epagpixu.

KitrouoBi croBa: MawuHHe HaguanHa, OnmuMi3ayis nPOOYKMUSHOCH, KOMI 10MepHi iepu, peHOepuHe, HelupoHHT Mepexci,
FEPS, pecypcoegpexmugnicme.

Zavhorodnia G. A., Zavhorodnii V. V. Optimization of computer game performance using machine learning methods

The article presents a comprehensive method for optimizing the performance of computer games based on machine
learning techniques. The proposed approach combines GPU load prediction using deep neural networks (DNN) with adaptive
real-time management of rendering parameters, enabling the automatic determination of optimal graphics settings to maintain
stable frame rates (FPS), reduce GPU load fluctuations, and preserve high visual quality. A mathematical efficiency model is for-
mulated, integrating frame rate, graphics quality, and GPU utilization into an optimization function with weighted coefficients
reflecting user priorities. The approach includes adaptive adjustment of graphics parameters based on gradient descent and
predictive modeling of computational load, allowing dynamic resource management without developer intervention. To evaluate
the effectiveness of the proposed method, comparative experiments were conducted against traditional optimization strategies,
including static configuration and linear GPU load prediction. The results demonstrate a 20-30 % increase in FPS, a 10-12 %
reduction in average GPU load while maintaining high graphics quality (=98 % of maximum), and a significant reduction in
frame rate fluctuations in complex scenes. The prototype implementation, developed in Python, was successfully integrated
into modern game engines such as Unity and Unreal Engine, confirming the practical applicability of the method in real-world
projects. The scientific novelty of this research lies in the integration of multiple classes of machine learning models into a sin-
gle adaptive rendering optimization system, capable of considering both hardware parameters and user behavior in real time.
The proposed framework provides a foundation for further development of adaptive ML-based systems in game development,
including VR/AR and cloud gaming platforms, as well as for enhancing the efficiency of game production pipelines with high
performance and graphics quality requirements. Overall, this method demonstrates the potential to substantially improve real-
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time performance optimization in interactive entertainment applications while maintaining visual fidelity, providing valuable
insights for both academic research and industry practice.

Key words: machine learning, performance optimization, computer games, rendering, neural networks, FPS stabiliza-
tion, real-time graphics.

IMocTanoBka mpodaemu. CydacHa iHAYCTPIis KOMIT FOTEPHUX 1rOp XapaKTepU3y€eThCs CTPIMKUAM 3pOCTaHHIM
OOUHCITIOBAIILHOI CKIIAHOCTI TpadidHUX CICH, 301JbIIEHHSIM KIJIbKOCTI JUHAMIYHUX 00 €KTIB Ta 3pOCTAIOYMMU
BHMOTaMH JI0 SIKOCTI Bizyauizaitii [ 1—4]. [Tonpu cyTTeBHii mporpec amapatHux 3aco0iB, TPaAMIIiiHI METOIH ONITHMI-
3aIii MPOITYKTUBHOCTI — TaKi K pyyHE HAJAIITYBaHHS PiBHIB AeTali3allil, CTAaTUYHE KCITyBaHHS peCypciB abo mpH-
MITHBHI €BPUCTUKHU YIPABIIHHSI PEHICPHHIOM — MOCTYNOBO BTPavaioTh eekTuBHICTH [5—8]. MacmraboBaHicTh
rpadivynux pyuriB Ta ctabinpHicTh FPS 3anexars Bi BETUKOT KITBKOCTI PaKTOPiB, B3aEMOIisl SKMX M€ HeJliHIHHUHA
XapakTep. BinbIIicTe KIACHYHUX aNrOpUTMIB ONTUMI3alii HE 37aTHI aJeKBATHO pearyBaTH Ha JMHAMIuHI 3MiHU
IrpOBOTO cepelloBHILA Ta MOBEIHKU KopucTyBaya [9—11].

OpHUM 13 IepCHEeKTUBHUX HANPSAMIB BUPILIEHHS 3a3HaY€HOT IPOOJIEMH € 3aCTOCYBAaHHS METO/IB MALTMHHOTO
HaByanHs (ML), 3maTHIX aBTOMaTHYHO BUSBILSITH 3aKOHOMIPHOCTI, TPOTHO3YBATH ITIKOBI HABAHTAXKCHHS Ta aJIalTy-
BaTU MapaMeTPH PEHICPUHTY B peanbHOMy daci [12—15]. [lonepenHi oCHiIKeHHS JeMOHCTPYIOTh €(PeKTUBHICTh
ML y cyMbKHEX 3amadax rediMIeBy: aBTOMAaTHYHA TeHepallis KOHTCHTY Ha OCHOBI MPOLETYyPHHUX aNrOpuTMiB [1],
moOymoBa (opMaTbHIX MOJICIICH JUTS aHAII3Y ITOBEIIHKA CKIIQTHUX CHUCTEM [ 16], CHHTE3 TEKCTYD 13 3aJIaHUMH TTapa-
MeTpamu [3], BUSBJICHHS aHOMAITil B IrpOBUX JIaHUX [4], HEMPOHHI MIIXOHU JIJIsl IPUCKOPEHHS TPaCyBaHHsI IPOMe-
HiB [5, 12], cyneppe3osroliis Ta aanTHBHA KOMITpecist pecypcis [8, 14], ynpasninas meiaepamu [15].

TakuM 9MHOM, aKTyaJbHICTh AOCHIPKCHHS 3yMOBIICHA HEOOXiJHICTIO CTBOPCHHS iHTerpoBaHoro ML-min-
XOfy, SIKMH 3a0e3medyBaB O aBTOMAaTHYHE PETYITIOBAHHS MapaMEeTpiB PEHACPHUHTY, 3HWKEHHS 00UYHCITIOBATBHUX
BUTpAT Ta crabimizamito FPS 6e3 Brparu sikocTi 300paxenns [17-21].

AHaJni3 ocTaHHIX 10cHixKeHb Ta My likaniil. YIIpo1oBk OCTaHHIX POKIB CIIOCTEPIra€ThCs 3pOCTAHHS Kijlb-
KOCTI JOCIIJKEeHb, CIIPSIMOBAHUX Ha 3acTOCyBaHHSA ML 115 BUpileHHs 3a/1a4 KOMIT I0TepHOT Tpadiku Ta onThUMiza-
uii irpoBux cucreM [ 1, 16]. 3Hauna yactTuHa poOiT NPUCBAYEHA IPOLIEAYPHOMY F€HEPYBAaHHIO KOHTEHTY, 1110 JEMOH-
cTpye 3aatHicTe ML-Mozeneli e(ekTHBHO MPaIfoBaTH 3 BUCOKOPO3MIPHUMU CTPYKTYPaMU Ta IapaMeTpHU30BaHIMHU
00’exramu [1, 3]. IoxiOHI migXomu HO3BOJSIIOTH 3MEHIINTH HABAHTAKCHHS Ha €Talax PEeHACPHHTY 32 PaxyHOK
Kpamoi CTPYKTYPOBaHOCTI JaHUX.

OxpeMHuii HalpsiM CTOCY€EThCS TIIBUINICHHS HAIMHOCTI Ta aJJallTUBHOCTI IrPOBUX CHCTEM. 30KpeMa, METOIH
BHSIBIICHHS aHOMaii [4], ¢opmarmizaliis OBEAIHKOBUX TporeciB [2, 16], moaemtoBanHs HaBaHTaxkeHHs GPU Tta
CPU [6, 11, 20], a rakox agantusHe yrnpasiiaas LOD [7, 13] neMOHCTpYIOTh 3HAUHI ITepeBark y KOHTPOIIi MPOAYK-
THUBHOCTI B peaJbHOMY Jaci.

CyuacHi MIXKHAPOJIHI JTOCIIIKSHHS TAKOXK OXOTUTIOI0TH METOAM HEMPOHHOTO PEH/ICPUHTY Ta ONTUMI3aIlii rpa-
(iuHuX eTamiB: HEHPOHHI MPUMITHBH 3 MYJIBTUPO3PATHUM XCIIYBAHHAM [2], CYyIIPEeCEeMIUTIHT Ta JEeHOM3UHT [5, 6,
8], amantuBHy BUOipKy it NeRF [7, 21], mporno3yBaHHs sKOCTi Bizyamizanii [ 19], cialikiHr-HeHpOoHHI Mepexi ISt
NeRF [14], reneparuBHi MeTOIM I LISHIepiB Ta ONTUMI3aLlli KOHTEHTY [15, 17], KOMIJIEKCHI OIS AN Ta CUCTEMa-
Th3amis miaxomis [12, 17, 18].

TakuMm YUHOM, aHAJI3 CyYaCHUX JOCIIPKEHb MOKa3ye, mo ML akTHBHO iHTETpy€eThCsI B Pi3HI aCIEKTH IreiM-
JIeBYy — BiJI TeHepallii KOHTEHTY Ta CHHTE3Y TEKCTYp J0 aIallTHBHOTO YIIPABIiHHS MPOAYKTUBHICTIO. [IpoTe muTanHs
CTBOPEHHS LIJTICHOTO METOy ONTHMI3allii MPOAYKTUBHOCTI, IKHI BpaXoByBaB OW OaraTroakTOpHY MPUPOIY irpo-
BHX IIPOIIECIB 1 Ha/IaBaB aJIaNITHBHI PINICHHS B pEaJbHOMY Yaci, 3aJIMIIAEThC HEIOCTATHBO MOCIipKeHNM. Lle
00IpyHTOBYE TIOTPeOy Y po3po0Ili KOMILIEKCHOTO ITiX0/Y, IO MOETHYE MPOTHO3yBAHHS HABAHTAXKCHHS, aIalITHBHY
PETYISAII0 pEHICPUHTY Ta IHTErpallito pi3HUX Ki1aciB ML-mozeneii.

Meta crarTi — po3pOOJCHHS KOMIUICKCHOTO METOAY ONTHMi3amii MPOAYyKTHBHOCTI KOMII IOTEPHHX irop
Ha OCHOBI TEXHOJIOT1M MAaIIMHHOTO HABYAHHS, KM 3a0e3leuye aBTOMATHYHUN MiAOip mapameTpiB peHICpHHTY,
IIPOTHO3YBAHHS MIKOBUX HaBaHTAXKEHb Ta AJANTHBHE YIIPABIIHHS PeCypcaMu rpadiyHOro KOHBEEPA y pPealbHOMY
yaci. [t JocsArHeHHs 1iel MeTH nepeadadyeHo CTBOPEHHS MaTeMaTUyHOl MOJIeNi, sika (popMaltizye B3aEMO3B’I30K
MiX rpadiuHUMH MapaMeTpaMu Ta e(eKTHUBHICTIO PEHIIEPUHTY, 13 3aCTOCYBaHHS IMOOKOI HEHPOHHOI Mepexi (3
MEePCIIEKTUBOIO PO3LIKUPEHHS 10 aHcaMOir0 ML-Mmozeneit) st mporHo3yBaHHA 00YHMCIIOBAIBHOTO HABAaHTAKEHHS,
a TaKOXX IHTErpaito po3polIIEHOr0 METOY Y CTPYKTYPY CYIacHOTO irpOBOTO PYIITis.

[TocraBieHa 3agava BKIIOYAE:

— BU3HAYCHHS KIIOYOBUX IapaMeTpiB, IO BIUTMBaOTh Ha FPS, 3aTpuMky kampy Ta cTaOLIBHICTH peHIe-
PHHTY;

— 1oOynoBy (QDYHKIIIH 3aJIeKHOCTEH MK arrapaTHUMH XapaKTePUCTUKAMHU, CKJIAJHICTIO CIIEHU Ta MOBEIIHKOIO
00’ €KTIB;

— crBOpeHHs ML-Mozeni, 31aTHOI alanTHBHO ONTHUMIi3yBaTH TpadivHi mapaMeTpu 0e3 BTpydaHHS po3pod-
HUKA;

— eKCIIepUMEHTAJIbHE MOPIBHIHHSA 3alIPOIIOHOBAHOTO METOY 3 TPAAULIHHIUMH MTiAXO0AaMH ONTHUMI3allii;

— OLIHKY IPUPOCTY MPOJYKTUBHOCTI y THIIOBHX IFPOBUX CILEHAPIAX 13 PI3HOIO CKJIAIHICTIO.
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TaknM 4HOM, MeTa CIIpsIMOBaHa Ha (pOpMyBaHHS HOBOTO, MACIITA00BAHOTO Ta y3arajJbHEHOTO MMiIXOAY, 3/1aT-
HOTO 3a0€3MeYUTH CTa0IbHE MiIBUIICHHS MPOAYKTUBHOCTI Ta BUCOKY SKICTh PEHIACPUHTY y CYYaCHUX KOMIT FOTEp-
HUX irpax.

Buxiaa ocHoBHOro marepiasiy. OCHOBHOIO METOIO JTOCII/KEHHS € TiABULICHHS NMPOAYKTUBHOCTI KOMII 1O~
TEPHUX 1rOp 3a JOMOMOIOK METOJIB MAIIMHHOIO HaBYaHHS, 30KpeMa BUKOPUCTaHHA MOJeNIel MPOTrHO3yBaHHS
HaBaHTakeHH GPU Ta aganTHBHOTO yIpaBIiHHS pecypcaMu.

3acrocyeMO KOMOIHOBaHHHU MIX1 10 ONTUMI3AIlIi, IO MTOETHYE METOIU TIPOTHO3HOT aHAJIITHKH Ta aJalTHB-
HOTO PETYIIOBaHHS IMapaMeTpiB PeHACPHHTY. 3alIPOIIOHOBAHA CHCTEMa BUKOPUCTOBYE TeleMeTpiyHi AaHi mpo FPS,
3aBaHTaxxeHHs GPU Ta akTHBHI mapameTpu peHaepa, Mo J03BOJISIE MOACTI MAIIHHHOTO HABYAHH HE JIUIIE peary-
BaTH Ha 3MiHM MTPOJXYKTHUBHOCTI, a i IPOAKTHUBHO iX mependavyary.

Ha apxiTexTypHOMY piBHI METOJ CKJIATA€THCS 3 IBOX OCHOBHUX KOMITOHEHTIB:

— MOAYJS TMPOTHO3YBAaHHS HABAHTAKCHHS, KU OLIHIOE MaiHOyTHI MIKOBI 3MiHM OOYMCIIOBAJIFHOI CKIaf-
HOCTI;

— MOAYJS aJanTHBHOI KOPEKIil MapaMeTpiB PeHAepa, 10 Y pealbHOMY Yaci Mmifdupae 3Ha4eHHS TpadidHux
HaJIAIITYBaHb JJIs 3a0e3nedueHHs Oanancy Mix FPS, skicTio Ta cTabLIbHICTIO PEHCPHUHTY.

Hexaii F(f) — yactora kanpiB y cexkynay (FPS) B MmomenT uacy ¢, L(f) — HaBantaxenns GPU y BiacoTkax,
a O(f) — sxictp rpadiku. Toxi 3amaya ontumizamii Moxe OyTu (opMaizoBaHa sk MakcuMizaiis QyHKIIT eeKTuB-
HOCTI:

_ F@) 00 | L(t)
g(t)_a F;arget+B Qmax Y 100 ’
ne F

gt~ OaxxaHa gacToTa Kaﬂpi.B, (O MaKCHMaIlbHa AKIiCTb Tpadik, d, 3, Y — BaroBi KoeQimieHTH, 10 BU3HAYA-
I0Th TIpiopuTeTH KopuctyBada Mix FPS, skictio Ta HaBanTaxkeHHsam GPU.

Mera — 3naiitu Habip napameTpis rpadiunoro penaepunry P = {p, p,,..., p,}, AKAi Makcumisye &(f) npu
JMHAMIYHOMY HaBaHTaXKCHHI.

IIpouec ontumizawii peani3oBaHO y BUIVISI LUKIIYHOTO alrOPUTMY, SKUN Mpalioe 3 TEepioJUYHICTIO
50—150 Mc Ta CKIIaHA€ThCA 3 TAKUX ETAIliB:
— 30ip TenemerpuuHux Aanux: FPS, naBantaxenus GPU, ictopis mapamerpis rpadiku;
— (opMyBaHHS BEKTOpa CTaHy, KA MICTUTH MMOMEPEIHI 3HAYCHHS MapaMeTpiB peHaepa, FPS 1 nHaBanrta-

()

— MPOTHO3yBaHHS MaiOyTHROrO HaBaHTaxkeHHs GPU 3a nomnoMororo mirnbokoi HeWPOHHOT MEpexi;

— OIiHIOBaHHS pU3UKY NaaiHHsA FPS Ha 0CHOBI IPOTHO3Y;

— aJanTHBHE KOPUTYBAaHHS IapaMeTpiB Ipadiky BIAMOBIIHO 0 IpagieHTa e(eKTUBHOCTI;

— MepeBipKa pe3yybTaTiB 1 HOBTOPEHHS IUKITY.

Taknit miaxig 3abesneuye MOXIMBICTh MPOAKTHBHOIO PETYIIOBAHHS MapaMeTpiB peHjepa Ta MiABHUIICHHS
CTaOLIBHOCTI MPOLYKTUBHOCTI Y 3MIHHHX IrPOBHX CLEHAPISIX.

s nporno3yBanHs HaBaHTaxkeHHs GPU Ta ynpaBiiHHA sikicTio Tpadiku Oyno 3acTOCOBaHO ITHOOKi HEH-
pOHHI Mepexi Ta HaB4aHHS 3 migkpimuieHHsM. 1[[o6 3abe3neuntn TouHe MporHozyBaHHs L(f), Oyio 3acTOCOBaHO
mIMOOKI HEWPOHHI Mepesxi. BXiiHi 1aHi MOJIes BKIIFOYAKOTh:

x@)=[p,-1),p,t—1),...,p (t—1),L(t—1), Ft—1), 0@t — 1)].

Buxiaua BennumuHa: MporHososane HaBaHTaxenus GPU L(r).
Mopgens TpeHyBanacsi Ha Ha0Opi AaHUX, OTPHUMAHUX IIIIXOM MPOQIUTIOBaHHS irPOBUX CIEH Pi3HOI CKIIAA-
HoCTi. B sikocTi ¢hyHKwii BTpat Oy/10 BUKOPUCTAHO cepeiHbOKBaApaTnyny noMuiky (MSE):
1 & ~\2
MSE=—-(1,-L,) ,
N

i=1

2)

ne N — KiIbKIiCTh BUMIPIOBaHb, L, — paktuune HaBanTaxenHs GPU, Zl — nporHo3oBaHe HaBaHTakeHH GPU.
BaxximuBuMm acriektom € Te, 1o DNN 103B0sIsI€ BpaXOBYBAaTH 3aJI€KHOCTI MIXK MapaMeTpaMu rpadiku, more-
penHiM HaBaHTaxeHHAM Ta FPS, 1m0 Tpaauuiiiai niHiitHi MeToau poOUTH HE MOXKYTh.
3anexwuicts FPS Big mapamerpis rpagiku:

F(t)=F,, —i&-pi (1), 3)

nie 8, —Koe]IlieHT BIUUBY i-ro mapamerpa p, Ha FPS.
AJlanTUBHA KOPEKIIis apaMeTpiB:

p.(t+1)=p,(t)-n- , i=1.,n, “4)
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JIe 1] — KPOK HaBYaHHS, 5—8 — TpallieHT e(heKTUBHOCTI.
1
Taxuii miaxix JO3BOJISIE aBTOMATUYHO 3HAXOAUTH ONTUManbsHui Oamanc mix FPS, maBanraxennsm GPU ta
SKICTIO Tpadiky.
[Ticnsa popmanizanii moaesni 6yno ctBopeHo npotoTum Ha Python, sikuit iHTErpy€eThes B irpOBUI JBMXKOK 1 103-
BOJISIE AJJAITHBHO KOPUTYBATH MTapaMeTpH B pealibHOMY daci. Hixue HaBeneHO parMeHT peanizarii 1J1st pOTrHO3Y-
BaHHA HaBaHTaxkeHHS! GPU Ta afanTuBHOrO KepyBaHHs MapamMeTpaMu rpadiku:

import numpy as np

from sklearn.neural_network import MLPRegressor

import matplotlib.pyplot as plt

# [laHi: napameTpu rpadiku, FPS, HaBaHTaxeHHA GPU
X_train = np.load(‘X_train.npy’) # napameTpu + icTopis
y_train = np.load(‘y_train.npy’) # HaBaHTaxeHHs GPU

# Monenb HeWpoOHHOI Mepexi

mlp = MLPRegressor(hidden_layer_sizes=(128, 64, 32), activation=’relu’, solver=’adam’,
max_iter=500)

mlp.fit(X_train, y_train)

# MNporHo3yBaHHA HaBaHTaxeHHA GPU ans HoBux napameTpiB
X_test = np.load(“X_test.npy’)

L_pred = mlp.predict(X_test)

# Bisyanisauia pesynbTaTis

plt.figure(figsize=(10,5))

plt.plot(L_pred, label=’MporHo3z GPU (%)’)
plt.plot(np.load(‘y_test.npy’), label=’®akTuyHe GPU (%)’)
plt.xlabel(‘Kaap’)

plt.ylabel( ‘HaBaHTaxeHHs GPU (%)’)

plt.title( ‘MporHo3 HaBaHTaxeHHs GPU 3a pgonomorow DNN’)
plt.legend()

plt.show()

3aBISKH 3aCTOCYBAHHIO TTIMOOKNX HEHPOHHUX MEPEX, MOZEINb JI03BOJISsIE MPOTHO3YBaTH HaBaHTakeHHS GPU
3 TOUHICTIO 5—7 % Bix (aKTUIHOTO 3HAUEHHS, 110 3a0e3Mmedye OUTBII TOYHE YIPaBIiHHS pecypcaMu cucteMu. Kpim
TOTO, peasli3oBaHa MOXKJIMBICTh JUHAMIUHOI ajanTamii mapaMeTpiB rpadiky, Mo MATPUMYE CTaOUIBHY 4acTOTy
KaJpiB HaBITh y CKJIQJAHUX CIeHaX. BaXXIMBOIO mepeBarolo € Jierka iHTerparliss Mofesi y CyJacHi irpoBi ABHXKKH,
taki sk Unity Ta Unreal Engine, 1o poOuTH ii IPakTU4HO 3aCTOCOBHOIO Y PEATbHUX MPOEKTaX.

[Ticns peanizawii arroput™My Oya0 HPOBEAECHO MOPIBHAHHS €(DEKTUBHOCTI 3aIPONOHOBAHOI Mojeni 3 0a3o-
BHMH METO/IaMHU: METOJIOM CTaTHYHOTO yMpaBIliHHSA sKicTio (6e3 ML) Ta METoIoM MpOoCTOro JiHIMHOTO MPOTHO3Y-
BaHHS HaBaHTakeHHs GPU (tabm. 1).

Tabmums 1
IopiBHsIJIBLHI pe3yabTaTH NPOIYKTUBHOCTI MojieJieil onTuMizamii rpagiku B irpax
CepeHe HABAHTAKEHHS CepenHs sIKicTb ITepeBara B
Mones, Cepemnc FPS - GPU (%) prf)a(bi]m e(l)eKTEBHOCTi (%)
Cratnyna 55 92 1.0 0
Jlinitina 60 87 1.0 +8
3anpononoBana DNN 72 80 0.98 +25

Sx BupHO 3 Tabmwmil, 3anpornoHoBaHa DNN-mojens 3a0e3neuye 3HauHe migBuiieHHs FPS Ta 3HWkeHHS
HaBaHTaxeHHss GPU MopiBHSHO 31 CTATHYHOO Ta JiHIHHOI MonensiMu. Bukopuctanas DNN 1103BoJIsi€ T ABUITUTH
FPS na 20-30 % Tta 3menmutu HaBantaxkenHss GPU nHa 1012 % nipu 30epekenHi BUCOKoi skocTi rpadiku (=98 %
BiJl MAKCUMAJILHOTO), IO JOCSTAETHCS 3aBJSKH MPOTHO3YBAHHIO Ta aJaNTHBHIM peryisiii mapameTpiB rpadiku.
JIJIs1 HAOUHINIOTO CIPUMHSATTS TUHAMIKH 3MIHHM YaCTOTH KaJIpiB y yaci Ta KoiuBaHb HaBaHTaxeHHs GPU npencras-
JICHO TpadivyHy UTIOCTPAIlito, Jie Bi0OpaXeHO MOPIBHSIHHS MOBEIIHKH KOXHOT MOJIeN Y peaibHOMY 4aci (puc. 1).

3 rpacdika BuaHO, mo DNN-Monenb 3a0e3mneuye cTabiibHE MiABUICHHS YacTOTH KaJpiB, 0COOIHUBO B Clie-
Hax 13 BHCOKOIO CKJIQJIHICTIO peHaepuHry. MiniManbHi maninas FPS (menme 60 xaapiB 3a CEKYH/y) MPaKTHYHO
BiJICYTHI, III0 CBIAYUTH MPO TUIABHICTH Ta CTA0IIBHICT MPOXYKTUBHOCTI MOPIBHIHO 31 CTAaTHYHOIO MoAemmo. Kpim
TOrO, TpadiK IEMOHCTPYE 3MEHIICHHS KOJIMBaHb HaBaHTaxeHHs GPU, mo miaTBepkye ePeKTHBHICTh aIalTHB-
HOTO ITPOTHO3YBAHHS TA PETYTIOBAHHS apaMeTpiB rpadik.

ITomanbmnii pO3BUTOK METOAY MOXKeE MependadaT pO3IMHPEHHS apXiTeKTypH CHCTEMH J0 0ararToMoIynbHOT
CTPYKTYPH, sIKa BKIFOYATHME:
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Puc. 1. TlopiBHSHHS cepeiHbOT YaCTOTH Ka/IPiB y CTATUYHOMY PEHAEPHUHTY Ta 3 BUKOopucTaHHsM DNN

— MOJIyJIb MPOTHO3YBAaHHS HABaHTAKCHHS 3 BUKOpucTaHHsIM LSTM/GRU-Monernelt a1 poOOTH 3 4aCOBUMHU
3aJICKHOCTAMHU;

— MOIyJh JUHAMIYHOTO PO3MOALTY PeCypciB, KEPOBaHMIA areHTOM HAaBYaHHS 3 MIAKPIIJICHHSM, IO JT03BO-
nuth ontuMizyBatn CPU/GPU Ta mapamerpu peHziepa Ha CTpaTerivHOMY PiBHI;

— MOAYJb aIANTUBHOI IeTpaanii rpadiqHoi IKOCTI, SIKMH BU3HAYaTHMeE APYTOPsAHI 00’ €KTH CIICHH 3a J0TIO-
MOTO0I0 KJIacH(iKaIiiiHnX Mozienelt 1 BUKOHYBaTUMe iXHIO 4aCOBY ONTHMIi3aIlilo.

Takuii miAxia y epereKTHBI JaCTh 3MOT'Y CTBOPHUTH MTOBHICTIO ABTOHOMHY CHCTEMY ONTHUMI3allii POTyKTUB-
HOCTI JUId irop pi3HOI CKJIaIHOCTI Ta KaHPOBOI HAJIEKHOCTI.

BucHoBku. Y po0OTi 3alpONOHOBaHO KOMIUIEKCHHI METOA ONTHUMIi3allii MPOJYKTUBHOCTI KOMIT FOTEPHHUX
irOp Ha OCHOBI IIPOTHO3HOTO MOJICITIOBAHHS Ta aJaTHBHOTO YIIPABIiHHS PECYpPCaMu, SIKUH BKITIOUA€ 3aCTOCYBAHHS
DIHOOKOT HEWPOHHOT MEpeXki Il KOPOTKOCTPOKOBOTO repeadadeHHs HaBanTtaxkxeHHs GPU Ta kxopekiii mapaMeTpiB
rpa¢iku. I[IpoBeneHe AOCTIKEHHS MiATBEPIUIIO, IO MMOETHAHHS MPOTHO3YBAaHHS HABAaHTKCHHS, Kiach(ikarii
PIBHS BaXIJIMBOCTI CIICHU Ta aJIalITHBHOTO YIIPABIIHHS PEHACPHUHIOM 3a0e3Ieuye CYyTTEBE IMIJIBUIICHHS CTA01Ib-
HocTi FPS i 3MeH1IeHHs 3aTpuMok 0e3 BiiayTHOT nerpaanii rpadigHoi skocTi.

ExcriepuMeHTansHi pe3yasTaTé JEMOHCTPYIOTh MEpeBary 3ampolOHOBAaHOTO METOAY HaJ TPaauLiiHUMHU
CBPUCTUYHUMH CXEMaMHU ONTHMIizalii B cepequboMy Ha 20-30 % 3aiexHO BiJ THIy CIICHH Ta amaparHol Iuiar-
(dhopmu. [Ipu npoMy moTouHa peanizaiist 3acrocoBye ogHy DNN, Tozi ik iHTerpariist aHcaMOII0 MoJIeNeld 1 MeTO/IiB
HABYAHHS 3 MiJKPIIUICHHSIM BU3HAYCHA SIK EPCIICKTUBHUN HATIPSAM MOAIBIINX JTOCIIIKCHb.

HayxoBa HOBHU3HA pOOOTH MONATae B KOHLENTYaNbHIH iHTErparii KibKoX KJ1aciB MOfENel MalIMHHOTO HaB-
YaHHs B €IMHY aJIalITUBHY CUCTEMY ONTHMI3allii peHaepa, 31aTHy IpalfoBaTi B PealbHOMY 4Yaci Ta BPaxOBYBaTU
TEXHI4HI MapaMeTPy CLIEHH Ta OBEAIHKY IpaBiis. [IpakTuyHa HIHHICTB MIAX0LY MiATBEPAKY€ETHCS HOTO YHIBEpCallb-
HICTIO Ta MOXKJIMBICTIO iHTerpanii B cydacHi irposi pymrii (Unity, Unreal Engine) 6e3 CyTTeBHX 3MiH apXiTEKTypH.

[Momanpiri qociHKEHHS MOKYTh OyTH CIIPSIMOBaHI Ha PO3MUPEHHS HA00PY TEIEMETPUIHUX ITapaMeTPiB LIS
MIJIBUINEHHS TOYHOCTI TPOTHO31B, ONTHMI3aIlii0 00YHCITFOBAILHOT BAPTOCTI MOJICNICH Y peabHOMY Yaci, a TaKOX
BHBYCHHS 1HTETpallii B XMapHi reiiMinroBi miardpopmu ta VR/AR-cepenosuiia. J1o1aTKOBUM HAPSMOM € pO3pO-
OJICHHS yHIBEpCAJBHUX IOJIITHK HaBYaHHS JUIA 3a0e3rneueHHst e(eKTUBHOT poOOTH METOMy y MIUPOKOMY CIEKTpi
ITPOBUX JKaHPIB.
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