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INTISARL

Industri pengembangan game saal ini menuntut kualitas visual realistik yang sering
kali membebani kinerja perangkat keras, terutama pada penggunaan game engine
mutakhir seperti Unreal Engine 3. Mmhhhinnjnmmjadi krusial pada skenario
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ABSTRACT

The curremt game development industry demands realistic visual guality which
offen burdens hardware performance, especially when using cutting-edge game
engines like Unreal Engine 5. Performance issues become crucial in High-ahject
density scenarios, such as in logistics warefipuse simulations, where thousands of
repetitive static assets cause spikes inb cally and a significant drap in frame
Jate (FPS). B gl outicmecks through the
ISAL), Nanite, and

calability system for dynamic rendering loa
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