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BBenenne. PaccMaTpuBaroTCsi BOINPOCHI aHaIW3a MPOU3BOJUTEIHLHOCTH U KadecTBa
KOHTEHTa B BHUJCOWTpaxX, a TaKKe TEXHOJOTHMH MaciTabupoBaHus u300pakeHus. B cdepe
KOMITBIOTEPHBIX UTP COBPEMEHHBIE TEXHOJOTHH CTAHOBATCS HEOTHEMIIEMON YacThIO CO3MaHUS
BUPTYaJbHBIX MHUPOB. OZHMM M3 KIIOYEBBIX ACHEKTOB YJIydlleHHs TpaduKU U BHU3YaJbHOTO
BOCHIPUATHS B UTPaXx SBISETCS MPUMEHEHUE TEXHOJOTUH CyleppasperieHus. B mocneaHme rosl
KpYIHBIE TEXHOJIOTHYECKHME Kommanuu, Takue kak NVIDIA u AMD npeacraBuwiu
MHHOBALMOHHBIE aNroOpuTMbl cyneppaspemienus (upscaling) - NVIDIA Deep Learning Super
Sampling (DLSS) [1], AMD FidelityFX Super Resolution (FSR) [2]. Texnomnorus
«cymeppaspeiieHue» — cmocoOHa  TOBBICUTh  KAayeCTBO  IOJIy4aeMOTO  Ha  BBIXOJE
BUJICOM300paKEHUSI TPU TMOMOIIM YBEJIWYEHHs] €ro MPOCTPAHCTBEHHOTO paspemieHus. [lanHas
TEXHOJIOTUSl UCIOJB3YeT HECKOJIBKO KaJIpOB CIIEHBI NJIsi JOPUCOBKH W300pakeHUs OOJBIIETO
paspelieHusi, B OTJIMYME OT APYTUX TEXHOJIOTWH, B OCHOBE KOTOPBIX JICKHUT OWIMHEHHas WU
OuKyOudecKass HHTePIOJISIHSI.

OcHoBHasi yacTtb. MrpoBas WHIYCTpHsI TOCTOSHHO PAa3BHBACTCSI U Yy UTPOKOB PACTYT
TpeOoBaHUsI K BU3YalbHBIM 3¢ @dexTaMm, paspemieHuto rpadukud M BbICOKOMY 3HadeHuio FPS.
Amnamm3 texnonoruii NVIDIA DLSS, AMD FSR 1o3BoJAT: BEISIBUTh UX HEJOCTATKH; IIOBBICUTH
MIPOM3BOJIUTENBHOCT, M KayeCTBO KOHTEHTAa; pa3paboTuvKkaM UIp HaMEPEHHO CHUXKAaTb
paspemienue rpaduku, TpU 3TOM TMOJydas Ha BBIXOJE IOCTOMHYI KapTHHKY U JOBOJBHBIX
UTPOKOB, TaK KaK TEXHOJIOTHS Cyleppa3pelieHusi CrocoOHa co3/1aTh He0OX0JUMOE pa3pelleHue.
[TpousBeneHa orieHKa MPOM3BOIUTEIILHOCTH M Ka4ecTBa KOHTeHTa B Buaeourpax Cyberpank, God
of War, Counter Strike 2, SIFU, ucnons3yromux texHosoruto (DLSS). U3mepen mokasatenb
FPS, narpyska Ha mporeccop Ha ycrpoiictBax PC (aucneruep 3amad) u B mpuiiokeHHMH Xbox
(Game Bar). Pazpaboran mpoTOTMIl aHKETHl. B aHKeTe NPUCYTCTBYIOT BOMPOCHI C BHUICO
(dbparMeHTaMu D3MHU30/I0B UTP U KOHKPETH3UPYIOIIUMHU KPUTEPUSIMU OIICHUBAHUS KadecTBa
nzo0paxenuit.  QOKyc-TpyNIbl OLEHWBAIM WIPbl B HATHUBHOM pa3pelIeHUH, a 3aTeM COo
cHIKeHHBIM Ha 50% paspemenueM u BkiaoueHHbiMH DLSS (Balanced). AnkerupoBanue
MPOBOJUIIOCH OHJIAIH.

BeiBoasl. [IpemmaraeMplii aHaM3 Ha OCHOBE aHKETHPOBAHUS C PACIIUPEHHBIMU KPUTCPUSIMHU
U OIICHKU IMPOU3BOAUTCIBHOCTHU ITO3BOJIAT OLCHUTH NOCTOMHCTBA W HCAOCTATKU TEXHOJIOTUN U
IMOMOYb pa3pabOTUYUKaM UTP MPHU pa3pabOTKE HOBBIX PEHICHUH.
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