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Steady Ticking

Mo4yTn BCE BMAEO-UrPbI (K, CIef0BaTeNIbHO, UTPOBble ABVXKY) MMEIOT B 00LLEM Cllydae TEXHUKY
NTepUpoBaHNA UFPOBOro npouecca. rpa no cyTu ABNSeTCA LMKIIOM. ITO LMKJ Tak U Ha3blBaeTCs -
MUrpoBovi UMKJ. B KaXKLON nTepauuy UrpoBoro LmkKia urpa LomKHa NpuroToBMTb U akTyanu3npoBaTb
CBOE COCTOSAHWNE, B YHaCTHOCTK, NpopaboTaTb peHAepUHr, OLEHUTbL NPOU3BOAUTENIbHOCTb U
HapucosaTb rpacduky. B pamkax Unreal Engine 3Tn ntepaumm HasblBatoTCA Tukamu (ticks). 1o 4To-
To Hanonobue cepaua nrpbl.

Kak n cepauebreHmne yenoBeka, BpEMEHHbIE MHTEPBaJIbl TKOB Pa3iM4aloTCs; TO €CTb N3MEHAETCS
Bpemsi, Heobxoanmoe ana Toro, 4Tobbl 06paboTaTh M OTPMUCOBATHL HOBLIN Kaap. Bbl MoXeTe
HEOXWNAAHHO MONYYUTb Kalp, BbIYUCIMTENbHAA WK rpadnyeckas Harpyska Ha KoTopom byaeT
JIOCTATOYHO BbICOKAs, 1 BPEMSA TUKA YBEJIMYNTCS.

Delta Time Delta Time

YT106bl NrPOBas IOrMKa akTyan3npoBasaa COCTOSHNE UIPbl, STOT MEHSIOLLNIACA BDEMEHHOU MHTEPBAJ
(delta time) nogaéTcs en Ha BXOJ Kak BeLLEeCTBEHHOE 3Ha4YeHMne, YToObl MOCTPONTL HOBLIN «LIar» Ha
ocHoBe npeabigyliero. B Unreal Engine 310 genaetca npu nomowmn Hoabl-cobbiTns Tick, a
KOHKpeTHO, npu nomown eé aprymeHta Delta Seconds:

<> Event Tick

Delta Seconds @

TexHuKa pa60qaﬂ, HanpuMmep, Koraa Bbl UTPae€Te B NPy C 3apaHee BbIYMC/IEHHOW aHMMaLVen, rae
pe3ynbTaT BCErAa onpenenéH BO BpeMeHu. K Hec4acTbto, Tak ObiBaeT He Bceraa, Tak Kak nrpbl B
60/1bLINHCTBE CBOEM NHTEPAKTUBHbLI N Harpy3ka MEHAETCA OT Kadpa K Kajpy.

Ecnv npumeHnTHL NepeMeHHoe BpeMs KaZpa K TakoMy NpoLeccy, Kak npoCcynTbiBaHMEe KOMIN3UIA, TO
NX YCTOMYMBOCTb OyeT 3Ha4YnTeNIbHO NafaTb, €CAN BpeMs TUKa yBeNn4uTca. PaccmoTpum
cnepyoLnin npumMep.

MyCTb Yy HaC eCTb Wap ¢ cumynaumen pusmku, LLap caBnraeTcs Co CBOEN NO3ULMM B 3aBUCMMOCTHY OT
CBOEN CKOPOCTU (KOTOopas onpeaenseTcs Ha OCHOBE rpaBMTaulunn U opyrnx LenCTBYOLWNX CU).
Koraa BpemMs TUKa CTabunibHO 1 LOCTAaTO4YHO Mano, BCE paboTaeT, Kak 0XXnaanocb. HO Kak TO/IbKO
OAVH N3 KaapoB «AaéT cbon», cucTeMa cpasy e CTaHOBUTCS KpaHe HeCTabuibHOM N MSY C
NErKoCTbI MOXXET MPOCKOYUTb CKBO3b MOJI, YTO MPUBOAUT K COBEPLLUEHHO HEKOPPEKTHOMY
noBeAeHuIo.
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Large Delta Time

Smaller Delta Time

Hawa uensb - CTa6VIJ'IVI3VIpOBaTb BpeMsa Kaadpa N HOPMaJin30BaTb BbIHYNCIEHNA.
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Stable Delta Time
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B du3mke Unreal Engine ecTb cnocob ctabnnnsnposaTb BpeMs Kaapa. ITO AOCTUraeTcs
OrpaHNYeHNEM MaKCMManbHOr0 BPEMEHUN TUKA:

4 Framerate

Anim Physics Min Delta Time 00 O

Max Physics Delta Time 0,033333| [y

Substepping B

Ecnm Tekywnin kagp 3aHMMaeT 6onbliee BpeMS, YEM 3aflaHHOE 3HavYeHne, pr3nkKa ABVXKKA NOAYYnT
3TO 3Ha4vyeHue Kak ceo delta time, onsa BblYUCIEHNS TEKYLLEro Wwara. 3To, B CBOK 04epenb,
BbI30BET B 3aMefJieHne UrpoBoro BpemMeHu. Y1o-1o Hanogobue slow-mo agpekTa, a cumynauma He
noTepsieT cBoen CTabunbHOCTN, TO eCTb, CTabnnbHOCTL ByAeT He HXe, YeM NpeaocTaBeHHoe
AOMyCTUMOE 3HaYyeHue.

Apyron cnocob foCcTuYb CTabunbHOCTN U3NKK - NCNONBL30BaTh TaKyo TexHuKy Unreal Engine, Kak
sub-stepping. Ons 6onbluen nHHoOPMaLMK NO 3TON TEME MOXETE NOCMOTPETb OMLINANIBHYIO
LOKYMEHTaLMo Mo CChiKe.

Apparatus npefnoctaBnseT cxoxXyto sub-stepping-ry KoHuenumio, KOTOpyto Mbl Ha3biBaeM «Steady
Ticking». Kaxxabln Mechanism peanu3oBbiBaeT cneumnanbHoe cobbiTue Steady Tick:
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<> Event Steady Tick

Delta Seconds @

YCTONYMBbIE TUKN UMEKT (PMKCUPOBAHHbIA BPEMEHHOW MHTEPBA 1 BbINOJHAITCA NapaniensHo
OCHOBHbIM TuKaM (event-tick), y KOTOpbIX 3TOT MHTEpPBaN MOXeT MeHATbLCA. CNoBo
«MapasieslbHo» COBEPLUEHHO He 03HavyaeT My/IbTU-NOTOYHOCTb, HAaNPOTKB, NOAYEPKUBAET JIOrMKY
BbI30BOB.

Variable Ticks

Ha KapTuHKe Bbille Bbl MOM /N 3aMeTUTb, YTO MOXKET NPOU30NTU HECKOJIbKO YCTONYMBBLIX TUKOB 3a
OOWH NepeMeHHbIN TUK. TakXe, Kak U HECKONbKO NepeMeHHbIX TUKOB MO /10 MPOU30ATU 3@ OA4MH
YyCTOMYUBLIVA. Takue pasnnyus MoryT MPUBECTU K HEXeNlaTeslbHbIM pe3KUM nepemeLleHnsM o6 bekToB
(MNKM BbINONHEHWA APYrON NOrukK). YTobbl pelwnTb 3TOT BOMNPOC HY)KHa UHTEPMNOSIALUS.

B TeYeHMe nepeMeHHOro «poHOro» TUKA Mbl MHTEPMOANPYEMCS MEXAY NPeablAYLLIMM YCTONYNBLIM
TUKOM 1 cnegytowmm. Cam Nosib30BaTe/lb MOXKET BbIMONHATE HEOOXOAMMYIO MHTEPNOAALMIO, HO
Apparatus yxxe npegocTtasnseT Tpebyembin PyHKUMOHaNbHbIA 6a3nc, 4Tobbl 370 caenaThb.

Ina Havana paccmoTpum Hogy Steady Frame Ratio (COOTHOLIEHME yCTOMYMBLIX KafpoB):

" f steady Frame Ratio

Target [self]  Retun Value @ —

9Ta HOoAa BO3BPALLAET OTHOLWEHMNE TEKYLLEro MePeEMEHHOr0 TUKA K akTUBHOMY yCToRYnBOMY. [ns
NyYLIero NOHMMaHUs, NPOCTO NOCMOTPUTE 3TY CXEMY:
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Variable Ticks Steady Frame Ratio

1/3 1/2 3/4 9/10

OTO0 OTHOLLEHME, ABNASACL YAC/IOM M3 oTpe3ka [0.0, 1.0], MoxXeT BbITb MCMONL30BAHO ANS
NHTEPNONALNN aHUMALIMN Ha OCHOBE €€ npeabiayLen n cneayoLlen coctosHmn. YTobel 3Toro
[OCTUYb, BalUW MEXAHWUKW, BbINOHAEMbIE YCTOMYMBLIMU TUKAMKU, LOSKHLI NOATOTOBUTL 0062 3TK
COCTOSIHMSA B TE@YEHUN CBOEro BPpeMeHU BbiNoHeHNS. OObIYHBIA Xe (NepeMeHHbIN) TUK MOXeT
NCMNoNb30BaTb HoAy * Lerp, 4Tobbl 0becne4ynTb HEMOCPEACTBEHHO M1aAKOCTh U HEPA3PbIBHOCTb.

NHorga 6biBaeT yTOMUTENBHO (MAN AOBOJIBHO TPYAHO) YNPaBAsTb 06enMy NpeablayLmnm u
cienylowmm COCTOSAHNAMM B HEKOTOPLIX BCIOMOraTe/IbHbIX NepeMeHHbIX. Bbl, BO3MOXHO, 3aX0TUTe
NCNOJIb30BaTb TEKYLLEE COCTOSIHME 06beKTa, BMECTO NpeablayLLero, - HanpuMmep, MOXXHO
ncrnonb3oBaTb transform-sBekTop 415 BblMUCIEHNS Cedytowero wara. No3aToMy Mbl npennaraeM
BaM MeTOoA, KOTopbln yaobHO nCNosb30BaTb 1 NP TakoM noaxoae, - Hoga Steady Future
Factor.

* f steady Future Factor

Target | :::u:lr'| Return Value @

OTa HOoLa HeCKOJIbKO Noxoxa Ha Steady Frame Ratio, no kpaHen mepe TeMm, 4TO BO3BpaLLaeT
€ANHCTBEHHOE YMCI0 C NnaBatowen To4kon u3 otpeska [0.0, 1.0]. Ho oTamyaeTcs oHa, Ha CaMOM
fene, NPUYNHOM, N0 KOTOPOW BbIXOAHbLIE 3HAYEHMA NeXaT UMEHHO B TAKOM NMPOMEXXYTKE.
MponnnCTPUPYEM 3TO Ha CXEME:
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Variable Ticks Steady Future Factor

S S o

1/3 1/2 3/4 3/4

Kak Bbl MOXXeTe BUAeTh, nocnegHee naMmeHeHune (bbifo OHO B YCTONYMBOM UM 0ObIYHOM TUKE)
OTCNEXMUBAETCS M 3aNOMUHAETCS B KAYeCTBE CTAapPTOBOW TOYKM A5 OTHOLWEHWA. BTopas YacTb Takas
Xe, Kak 1n ans ysna Steady Frame Factor, n hakTudecku npeacrtasnset cobon BpEMEHHYIO METKY
cnepytoulero byayuiero yCTon4nMBoro Kaapa/*He noHAA nNpennoXxeHus, NporHan yepes Google-
translate: The second part is the same as for the Steady Frame Factor node and actually represents a
timestamp of the next future steady frame.*/. Ucnonb3yda Hoay Steady Future Factor, Bbl
MOXXETe MCMOJIb30BaTh TEKYLLEE aKTyaslbHOE COCTOsSIHME Kak 6a3y ans @ Lerp,a co cnefyowmnm
cocTosiHmeM. MpocTo byabTe BHUMATESIbHbI K CBOMM BbIYUCIEHNAM 1 ybeanTecb B TOM, 4TO B
peasibHO NOAAEPKMBAETE TPEK TOr0, YTO Bbl XOTUTE MHTEPMOJNPOBATb.

O6e 371 HoAbl MOryT BbITb MCMOMb30BaHbI NPsAMO B tick-cobbiTnAX Bawmnx mexaHnk. O4HaKo, Mbl
MMMNIEMEHTUPOBAJIN CneunasibHoe cobbiThe AN MexaHuK, Tak Ha3biBaeMoe Presentation Tick-
cobbiTre, KoTopas ecTeCTBEHHbIM 06pa30M CBA3bIBAET BblLLENepeYnCIeHHbIe pure-pyHKLNN:

> Event Presentation Tick "%

Delta Seconds O
Frame Ratio Op

Future Factor e

370 cobbiTne HACTyMaeT Nocse HoOpMaJslbHbIX MEPEMEHHbLIX TUKOB (@ 3Ha4YuUT, 1 NoCse TUKOB
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YyCTON4YMBbLIX) 1 NoApa3yMeBaeT UCMO0Jb30BaHNe A5 BbIHUCIEHNSA BU3YasibHOMO OTK/NKA MEXaHUK.
VHTepnonsumns MexaHuk, 04eBUOHO, TOXE MOXET ObITb Bbl4MCAeHa. [TOCMOTpUTE Ha 3TOT
BCEOOBEMAIOLWMI NPUMEP MEXAHNKMN UHTepnonsauumn 3d-nonoxeHns obbekTa (BblAepXKa M3 Halero
npumepa-nnatgopmepa):

<> Event Presentation Tick ‘E‘ﬂ
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3aBepluas TeMy CTaTby, C1ef0Baso bbl CKa3aTb O TOM, YTO ONUCAHHbLIE TEXHWKIM BOBCE HE SIBISIOTCS
06513aTe/IbHbIMMN K MPUMEHEHMIO. Bbl MOXXETe BbINOSHATL CBOM MEXaHMKM TaK, KakK 3axoTuTe, 1
HacTpanBaTb ABUXOK Tak, 4Tobbl OH 0b6pabaTbiBan ToNLKO onpeaenéHHble FPS. Mbl e, TEM He
MeHee, npeanaraem BaM nNyTb ANs JOCTUXEHNSA CTabUIbHON YaCTOThl KaIpOB reMMries n Takxe
PEKOMEHYEM UCMO0/b30BaTb €ro A NoAaaep XXxaHus ctabunbHoCTH.
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