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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

YT106bI UrPOBas NIOrMKa akTyaam3npoBasa COCTOAHMNE UrPbl, 3TOT MEHSIOWMNNCSH BDEMEHHOW NHTEPBA
(delta time) nogaéTca el Ha BXOJ KaK BelLLeCTBEHHOE 3HaYeHune, 4Tobbl MOCTPOUTL HOBbIN “Wwar” Ha
OCHoBe npegbiaywero. B Unreal Engine 3T0 genaetca npu noMowm Hoabl-cobbitna Tick, a
KOHKpeTHO, Npu nomowu eé€ aprymeHta Delta Seconds:

> Event Tick

Delta Seconds @

TexHuKa paboyasi, HanpyuMep, KOr[a Bbl UTPAETe B Urpy C 3apaHee BbIYMCIEHHON aHMaLUvei, rae
pe3ynbTaT BCeria onpenenéH Bo BpeMeHu. K HecyacTbio, Tak 6bIBAeT He BCEria, Tak Kak Urpbl B
60/bLUINHCTBE CBOEM MHTEPAKTUBHBI U HAarpy3ka MEHSeTCs OT Kafpa K Kaapy.

Ecnn npyMeHnTb NepeMeHHOoe BPEMS Kapa K TakoMy MPOLIeCcCy, Kak MPOCYMTbIBAHNE KOIN3UIA, TO
NX YCTONYMBOCTb ByaeT 3HaYNTENbHO NafaTh, €C/M BPEMS TUKA YBENMYUTCS. PaccMOTpuM
cnepyoLwWwmnin npumep.

MycTb Y HaC ecTb Wap ¢ cumynsaunen gpusmnkun. Lap capuraeTcs co CBoen No3uumMm B 3aBUCUMOCTU OT
CBOEW CKOPOCTN (KOTopas onpeaensieTCcs Ha OCHOBE FpaBMTaLMM U APYruX OEACTBYOLWMNX CAT).
Korga BpeMs TUKa CTabunibHO 1 1OCTAaTOYHO Masio, BCE paboTaeT, Kak 0XXunaanocb. Ho Kak TONIbKO
OAVH 13 KagpoB “AaéT cbon”, cmcteMa cpasy XKe CTAaHOBUTCH KpaHe HeCTabnbHON N MSAY C
NErKoCTbO MOXKET MPOCKOYNTb CKBO3b MOJI, YTO MPMBOANT K COBEPLLUEHHO HEKOPPEKTHOMY
NoBeAEeHNIO.
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Large Delta Time

Smaller Delta Time

Hawa uenb - CTa6I/IJ'II/I3I/IpOBaTb BpeMA Kaapa N HOPMaJIn30BaTb BbIHNCIEHNA.

Stable Delta Time

B u3mke Unreal Engine ecTb cnocob ctabnnnsnposaTb BpeMs Kagpa. ITO AOCTUraeTcs
orpaHvyeHneM MakCcMManbHOro BpEMEeHU TUKa:

4 Framerate

Anim Physics Min Delta Time (00 o

Max Physics Delta Time 0,033333| [y

Substepping .

Ecnm Tekywnin Kagp 3aHMMaeT Bonbliee BpeMs, YEM 3aflaHHOE 3HaYeHne, P13nKa ABVKKA NOAYYnT
3TO 3HayeHue Kak ceov delta time, ons BbIYMCNEHNS TeKyLLEro wara. 3To, B CBOK o4Yepelb,
BbI30BET B 3aMefJIeHMEe UrPOBOr0 BpeMeHu. YTo-To Hanogobue slow-mo aggekTa, a CUMynauUns He
noTepseT cBoen CTabuabHOCTU, TO eCTb, CTabnNbHOCTL ByAeT He HXe, YeM NpeaocTaBeHHoe
LOMyCcTUMOe 3Ha4vyeHue.

Apyron cnocob focTuyb cTabunbHOCTU PU3NKK - UCNONBL30BaTb Takylo TexHuKy Unreal Engine, kak
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sub-stepping. Ons 6onbluen nHHopMaLMmM NO 3TON TEME MOXETE NOCMOTPETb OMLINANBHYIO
LOKYMEHTaLMIo Mo CChIKe.

Apparatus npefocTaBnseT CXoxXyto sub-stepping-ry KoHuenumo, KOTopyto Mbl Ha3biBaeM “Steady
Ticking”. Kaxgbin Mechanism peanu3oBbiBaeT cneuunasbHoe cobbiTne Steady Tick:

<> Event Steady Tick

Delta Seconds @

YCTOMYMBbIE TUKU UMEIOT (PUKCMPOBAHHbIN BPEMEHHON MHTEPBA W BLINOJHAOTCA NapasinesibHoO
OCHOBHbIM TUKaM (event-tick), y KOTOpbIX 3TOT MHTEPBAN MOXET MeHsATbCSA. CNoBO “napannesibHo”
COBEPLLEHHO He 03HAYaeT MYJIbTU-NMOTOYHOCTb, HAMPOTKB, MOAYEPKNBAET JIOFMKY BbI30BOB.

Variable Ticks

Ha KapTuHKe Bbllle Bbl MO /I 3aMEeTUTb, YTO MOXET I'IpOVI3OVITI/I HECKOJIbKO yCTOI?I‘-IVIBbIX TWKOB 3a
Oo4OunH I'IepeMEHHbII7I TUK. TaKXe, Kak N HECKOJIbKO MepeMeHHbIX TUKOB MOro I'IpOVI3017ITVI 3a OAVH
yCTOI7I‘-IVIBbIVI. Takne pas3nnynsa MOryT NPUBECTU K HeXeJlaTe lbHbIM Pe3KUM MnepeMeLLeHnsIM obbekToB
(nnn BbINONHEHNS ,El,pyFOIZ noruku). Yrtobel PeLWnTb 3TOT BOMPOC HY>XHa NHTEPNONALINA.

B TeyeHne nepeMeHHOro “poAHOro” TUKa Mbl UHTEPMOANPYEMCA MEXAY NPeablAYLLNM YyCTONYNBLIM
TUKOM 1 cnegyowmm. Cam Nonb3oBaTeSlb MOXKET BbINOJHATL HEOOXOANMYIO UHTEPNONALMNIO, HO
Apparatus yxe npegoctasnseT Tpebyembin PyHKLUMOHANbHbLIN Ba3nc, 4Tobbl 3TO caenaTb.

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

" f steady Frame Ratio

+
ia Ik Nanical A

Target [self|  Return Value @ =

STa Hola BO3Bpallae€T OTHOLWIEHNE TEKYLLErTrO NEPEMEHHOIO TUKa K aKTUBHOMY yCTOI7I‘-IVIBOMy. ana
niyquiero noHNMMaHuA, NpPoCcTo NOCMOTPUTE 3TY CXEMY:

Turbopedia - http://turbanov.ru/wiki/


https://docs.unrealengine.com/en-US/InteractiveExperiences/Physics/Substepping/index.html
http://turbanov.ru/wiki/ru/toolworks/docs/apparatus/mechanism

2026/03/17 20:46 4/6 Steady Ticking

Variable Ticks Steady Frame Ratio

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

OTO0 OTHOLLEHMe, ABNASACH YNC/IOM M3 oTpe3ka [0.0, 1.0], moxeT BbITb MCNONL30BAHO AN4
NHTEPNONALMM aHUMaLMWN Ha OCHOBE €€ npeablayLien n cnegytollen CocTosHUn. YTobbl 3Toro
LOCTWYb, BalUM MEXAHWUKW, BbINOJIHAEMbIE YCTOMYNBLIMU TUKAMW, LOSKHbI MOAFOTOBUTL 06a 3Tn
COCTOSIHMSA B TEYEHUN CBOEro BPEMEHM BbINOHEHNS. OObIYHBIN XXe (NepeMeHHbIN) TUK MOXeT
MCNosb30BaTb HOAY % Lerp, 4Tobbl 0becneynTb HENOCPEACTBEHHO MNaAKOCTb U HEPA3PbLIBHOCTb.

NHorna bbiBaeT yTOMUTENBLHO (M AOBOJILHO TPYAHO) YNPaBAATb 06enmn npenbiaywmm um
ciefyLWwmm COCTOSHUSAMN B HEKOTOPbIX BCMOMOraTesibHblX NepeMeHHbIX. Bbl, BO3MOXHO, 3aX0TUTE
MNCNOJIb30BaTb TeKyLlee COCTosHME 06beKTa, BMECTO npeablayLLero, - HanpuMmep, MoOXXHO
ncnonb3oBaTbh transform-eekTop AN9 BblMUCAEHUS CedyioLlero wara. No3ToMy Mbl npeanaraeM
BaM MeTOoA, KOTopbin yaobHO nCnosb30BaTb 1 NP TakoM noaxoae, - Hoga Steady Future
Factor.

[ Steady Future Factor

Target | self| Return Value @

STa HoJa HeCKoJIbKo noxo)xa Ha Steady Frame Ratio, no kpanHen mepe TeMm, YTO BO3BpaLlaeT
€AMHCTBEHHOE YMCJI0 C NaBatoWwen ToYKon n3 otpeska [0.0, 1.0]. Ho oTamMyaeTcs oHa, Ha CamMoM
faene, NPUYNHOM, N0 KOTOPOWM BbIXOAHbLIE 3HAYEHMA NeXaT UMEHHO B TaKOM NMPOMEXYTKE.
MpounnniocTpupyem 3TO Ha CXeMe:
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Variable Ticks Steady Future Factor

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

Kak Bbl MOXXeTe BUAeTh, NocnegHee namMeHeHne (bbiao OHO B YCTONYMBOM UM 0ObIYHOM TUKE)
OTCJIeXXMBAETCA N 3aNOMMHAETCS B Ka4eCTBE CTapTOBOM TOYKU A1 OTHOWeEHMSA. BTopasa YacTb Takas
)Xe, Kak 1n ans y3na Steady Frame Factor, n hakTuyecku npeacrasnset cobon BPEMEHHYIO METKY
cnegyoulero byayuiero yCTon4nMBoro Kagpa/*He noHAA npennoXxeHus, nporHan Yyepes 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.*/. Ucnonb3ys Hooy Steady Future Factor, Bbl
MOXXeTe MCMNOJIb30BaTh TEKYyLLee akTyaslbHOe COCTOsHME Kak 6a3y ona @ Lerp‘a co cneayowum
cocTosiHmeM. MpocTo byabTe BHUMATESbHbLI K CBOMM BblMUCAEHNAM 1 ybeanTecb B TOM, 4TO B
peasnibHO NOAAEP)KMBAETE TPEK TOr0, YTO Bbl XOTUTE NHTEPMOANPOBATD.

0O6e 371 Hoabl MOryT 6bITb UCMOJIb30BaHbI MPSMO B tick-cobbITUSX BalMX MexaHMK. OAHaKo, Mbl
MMMJIEMEHTUPOBANN CrieLnanbHoe cobbiThe AN MexaHuK, Tak HasbiBaeMmoe Presentation Tick-
cobbITre, KOTOpas eCTeCTBEHHbIM 06Pa30M CBS3bIBAET BblLLENEPEYNCTIEHHBbIE pure-PyHKLNN:

> Event Presentation Tick "%

Delta Seconds Cp
Frame Ratio Op

Future Factor ife

970 cobbITME HAaCcTynaeT NoC/e HOPMaJibHbIX MEPEMEHHbIX TUKOB (a 3HA4MT, 1 NMOC/ie TUKOB
YCTOMYUBLIX) N MOAPa3yMeBaET UCMOJb30BaHNE 4715 BbIYUCIEHMS BU3YaslbHOMO OTKMKA MEXaHMUK.
NHTepnonsuma MexaHuK, 04eBMAHO, TOXKE MOXET ObITb BblYMCAEHA. [TOCMOTPUTE Ha 3TOT
BCeOOBLEMNIOLWMNIA NPUMEP MEXaHUKKN UHTepnonauun 3d-nonoxxeHnsa obbekTa (BbiAEPXKKa 13 Hallero
npumepa-nnatgopmepa):
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<> Event Presentation Tick ‘e‘ﬂ
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3aBepluas TeMy CTaTby, C1e40Bas0 bbl CKa3aTb O TOM, YTO ONMUCAHHbLIE TEXHWKIM BOBCE HE SBJISIOTCS
06513aTe/IbHbIMN K MPUMEHEHMIO. Bbl MOXXETe BbINOSHATL CBOM MEXaHWKM TaK, KakK 3aXoTuTe, 1
HacTpanBaTb ABUXOK Tak, 4Tobbl OH 0b6pabaTbiBan ToNIbKO onpeaenéHHble FPS. Mbl e, TEM He
MeHee, npeanaraem BaMm nyTb ANs JOCTUXEHNSA CTabUNIBbHON YaCTOThbl KaIpOB reMMries n Takxe
PEKOMEHYEM UCMO/b30BaTb €ro AN Noaaep>XXaHus ctabunbHoCTy.
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