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AHoOTALIA

VY xBamigikamiifHiil poOoTi onucani etanu ctBopeHHs 3D Bizyamizalii Ha 6a3i
pyunst Unreal Engine 5 3 Bukopucrannsam Lumen, Nanite Virtualized Geometry,

Ray tracing ta RealityCapture.
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TEXHOJIOT1s, peHJIep, CIieHa, apXiTekTypa, Lumen, Nanite, Ray tracing.

Annotation
The qualification work describes the stages of creating 3D visualization based

on the Unreal Engine 5 engine using Lumen, Nanite Virtualized Geometry, Ray

tracing and RealityCapture.
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KBamidikarmiitna poboTta MICTUTh pe3yJbTaTh BJIACHUX JOCIIKECHb.
BuxopuctanHs iJ1ei, pe3yJbTaTiB 1 TEKCTIB HAYKOBUX JIOCHIIXKEHb 1HIIUX aBTOPIB

MarOTh ITOCHJIAHHS Ha BIJIOBIIHE JKEPETIO.
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Beryn

[Tepmr Hixk OyayBaTH OyAMHOK YM PO3POOUTH JAM3AMH 1HTEP €Py — MOTPIOHO
cTBOpUTH #oro npoekT. [licns mosiBu 3D mpuHTEpiB TPUBHUMIPHE MOCIIOBAHHS
CTaJIO JTy>kKe MomyJisipHuM. 3D MOJie/Tt0BaHHSI BUKOPUCTOBYETHCS y OaraTbox cepax
Cy4acHOTO JXHTTS. ApxiTekTypHa 3D Bisyamizariisi y HaIi JHI CTaia HEBiJl €MHOIO
YaCTHHOIO MIPOEKTIB y Traiy3i apXiTeKTypH Ta Au3aiiHy inTep epy. 3D Bizyamizarii —
11e HAOMMKEHUM 10 PEaIbHOTO JKUTTS BUTIISLA OyaiBelb 1 00’ €KTIB B TPUBUMIPHUX
MPOEKIISAX, 3 MAKCUMAJIBHO MPONPAlbOBAHUMH TEKCTypaMu 1 JaeTansiMu. OCHOBHI
HaIpsIMKKH apXiTekTypHoi 3D Bizyanizaiii:

® Bi3yami3alis )KUTIOBUX KOMIUIEKCIB;

® RBI3yasi3alis IPOMHUCIOBUX 00’ €KTIB;

® BIJTBOPECHHS anapTaMeHTIB (IHTEp €PiB);
® CTBOPEHHS €KCTep’ €piB Oy/IiBEb;

e 3D Bi3yauni3auis iHTEp €PY;

® TEKCTYpPYBaHHS;

e nanmmadTHui 3D nuzaiiu;

® TPUBUMIPHE MOJIETIOBAHHS O]ICIB.

3D Bizyanmizaiis Ta ii Oro/pKeT OyJe 3ajieaTd BiJ CKIAJAHOCTI MPOEKTY 1
xpoHoMmeTpaxy. YuM Oinibllie JOKIaAHOI AeTai3alli, TAM BUIIOI0 Oy/e I1iHa.

VY pamkax kBamiQikamiiiHoi poOOTH PO3IIIIHYTO TEOPETHUYHI acleKTH Ta BCl
eTany apxiTEeKTypHOi Bi3yauisalli Bim cTBOpeHHs npoekty B CAD mporpami, 1o
MOMANIBIIUX €TamiB CTBOpeHHs Bizyam3arii B pymri Unreal Engine 5 (immoprt
MPOEKTY, ajanTailisi, podoTa 31 CBITJIOM Ta TIHSAMHU, poOOTa 3 MaTepiajlaMd Ta
TEKCTYypaMH, PEHJIED).

KBanidikartiiiina po6oTa cKkiIalaeTbCs 31 BCTYMY TPhOX PO3ALTIB, BUCHOBKIB,
CIUCKY BUKOPHUCTAHOI JIITEpaTypH Ta A0AaTKiB. [lepuiuii po3/aiia NpucBsiueHO Onucy
BUKOPHUCTAHUX TEXHOJIOTIH. Y APYyromMy ONMcaHo €Tanmu peajizalii IpOeKTY, TPeTii

MPUCBAYEHUHN aHaANI3y pO3pOOJIEHOTO MPOEKTY.



Po3ain 1. Teopernuni acnexTu Bisyasizaunii apxitrektypaux 00'exriB y Unreal

Engine 5

1.1. Orasg Unreal Engine 5

Unreal Engine 5 (UES) € ogquuM 3 HamomyasipHIMIKUX 1 MOTY>KHUX ITPOBUX
pyuriiB y cBiTi. Bin OyB po3po0Oienuii 1 miaTpumyeTbess komnaniero Epic Games.
Unreal Engine BUKOPUCTOBYETBCS AJsi PO3POOKU 1rop, BIPTyaldbHOI peanbHOCTI,
aHiMallii, apXiTEeKTypHOTO Bi3yasizallii Ta 0araTb0X 1HIIUX rpadiyHUX MPOEKTIB.

Ictopist Unreal Engine moumHaetbest 3 1998 poky, konu Oyna BumynieHa
niepia Bepcis pymris - Unreal Engine 1. Bona ctanma ocHOBOTO Jij1s1 0aratbox BiJIOMHX
irop, Takux gk "Unreal Tournament" 1 "Deus Ex". Bummycku Unreal Engine 2, 3 Ta 4
MOCTIJOBHO BJOCKOHATIOBAIM pYyIIid 1 [JOJaBaJiM HOBI MOKJIMBOCTI  JIJIst
PO3pOOHUKIB.

VY tpaBHi 2021 poky Epic Games oronocuna npo Bunyck Unreal Engine 5,
MPE3CHTYBABILM HOTO HOBI MOXJIMBOCTI Ha JEMOHCTPAIIMHOMY POJUKY 1]l HA3BOIO
"Lumen in the Land of Nanite". UES Bpa3zuB rpomMajchKicTh CBOIM MOTY>KHUM
(boTOpeaniCTUYHUM PEHJECPUHIOM, BEJTUKOK KUIBKICTIO TOJITOHIB Ta JAETalied, a
TaKOX 1HHOBAIIMHUMHU TEXHOJIOT1SIMH OCBITJICHHS Ta TeOMeTpii.

UES mae nexinbka HOBUX (DYHKIIIH, K1 3HAYHO M1ABUIIYIOTh MPOAYKTHUBHICTh
Ta SIKICTh IrPOBUX MPOEKTIB. OJIHIE€IO 3 TOJIOBHUX HOBOBBEJICHb € HOBUH MiAX1J A0
poOoTu 3 ocBiTIeHHSM - Lumen. Lumen nae MOXIMUBICTH CTBOPIOBATH OLIBII
pealicTUYHE OCBITIICHHS B Irpax, IO CTa€ MOXJIMBHUM 3aBISKUA TJIOOATbHOMY
OCBITJICHHIO B PEaJIbHOMY 4acl.

[Ile ogHMM BaXTMBUM HOBOBBEJEHHAM € Nanite - cucTeMa reOMETPUYHOT
neranizaiii. BoHa qae MOXKJIMBICTh CTBOPIOBATH BEJIMKI Ta JETali30BaHi1 CBITU 0€3
BTpaTH MPOAYKTUBHOCTI.

Kpim toro, UES mae mokparieHuit iHCTpyMeHTapiid po3poOKH, 1110 JT03BOJISIE

3MEHIIUTH Yac, HEOOX1THUM SISl CTBOPEHHSI BUCOKOSIKICHUX 1ITPOBUX MPOEKTIB. J[o



HOro CKJIay BXOJATh IHCTPYMEHTH JIJIs1 POOOTH 3 aHIMaIli€ro, (hi3UKO0, ITYYHUM
1HTEJIEKTOM Ta IHITUMH aCTIEKTaAMH TPH.

3aranom, Unreal Engine 5 ctaB HOBUM KPOKOM Y PO3BUTKY ITPOBOI 1HAYCTPIi,
[0 J03BOJIAE PO3POOHHUKAM CTBOPIOBAaTH OUIBII pPEaNiCTUYHI, JIeTalli30BaHI

BIpTyaJbHI CBITH.

1.2 Orasa TexuoJorii Lumen

Texnomnoris Lumen B Unreal Engine 5 € HOBUM 1HHOBAIITHUM PIIIICHHSM JIJIst
PEHACPUHTY OCBITICHHS B peadbHOMYy dYaci. Lumen BUKOpPHCTOBYeE Tiio0aibHE
OCBITJICHHSI, 10 JO3BOJISIE CTBOPIOBATH PEATICTHUHI €(DEeKTH CBIT/Ia Ta TiHEH B
peabHOMY Yaci 0e3 HeoOX1THOCTI MONePEAHBOTO 3aliKaHHs CBITJIA.

OcHOBHI nIepeBarv TeXHOJIOr1i Lumen BKIIIOYAIOTh:
® pealliCTUYHE OCBITJICHHS B pealibHOMYy 4Yaci: Lumen m03BoJisie CTBOpIOBATH

peaniCTU4HI €PEKTH OCBITIEHHS B PEaIbHOMY 4aci;

e rjo0anbHe OCBITIEHHS: Lumen BHUKOpPUCTOBYE Tri00aibHE OCBITJICHHS, IO
JI03BOJISIE CTBOPIOBATH PEAICTUYHI €PEKTH CBITJIa Ta TIHEHM HA BCIX TTOBEPXHAX
CIICHU;

® aBTOMAaTH4YHA aJarTailisi OCBITJIeHHs: Lumen aBTOMaTUYHO aIanTy€eThCs 0 3MiH
y CIIEHI, IO JO3BOJISIE 30epiraTd BUCOKY SKICTh OCBITJCHHS, HE3aJCKHO BIf
KUJIBKOCTI Ta pO3MIpy 00'€KTIB y CIIEHI;

® BIJCYTHICTh HEOOXI1JHOCTI Y IOTIEPEIHbOMY 3alikaHH1 cBiTia: Lumen 103BoJIsIE
CTBOPIOBATH PEATICTHYHE OCBITIEHHS B pealbHOMY daci 0e3 HeoOX1THOCTi
NOMNEePEeIHHOTO 3alliKaHHS CBITJIA, II0 3MEHIIYE Yac PO3pPOOKH Ta IiJABUILYE

MPOTyKTUBHICTb.



1.3 Onuc rexnoJorii Nanite Virtualized Geometry

Nanite Virtualized Geometry € TexHojorieto, sika Oyina po3poOieHa
koMmrmaniero Epic Games 11 BUKOpUCTaHHS B iXHbOMY irpoBomy pymrii Unreal
Engine 5. Bona m03BoJisie CTBOpIOBAaTH JeTajli30BaHI Ta peaicTU4HI rpadiydHi
00'€KTH y BIPTyaJIbHOMY CEPEIOBHIII.

Tpaauiiiino, IS CTBOPEHHS pEATCTHYHMX O00'€KTIB y Bijeoirpax
3aCTOCOBYBAJIMCS MOJITOHU (TPUKYTHUKH), K1 CKJIQJAIOTHCS 3 BEIUKOI KUIBKOCTI
kyTiB. [Ipote, 1eit miaxig Mmae oOMEXEHHS, OCKUIBKA BEIMKA KUIBbKICTh MOJITOHIB
MO>K€ TMPU3BOJIUTU JJO OOTSHKEHHS MpoIlecopa Ta MaiHHS MPOTYKTUBHOCTI CLICHHU.

Nanite Virtualized Geometry Bupimiye 1t npo0iaemMy, IpONOHYIOYM HOBUM
niaxig 10 oOpoOku rpadiuHoi reoMerpli. 3aMiCTh BUKOPUCTaHHS TPAJULIMHHUX
noJiiroHiB, Nanite po3ouBae 00'eKTH Ha HAOOPU MIKPOCKOIIYHUX (PParMeHTIB, SK1
Ha3uBalOThes "HaHiTamMu". KOoXeH HaHIT MICTUTh 1H(POpMAIliI0 MPO TECOMETPIIO,
TEKCTYPH Ta MaTepiaiu 00'e€KTy.

OcHoBHa nepeBara Nanite noJisirae B TOMY, 1110 BOHA J03BOJISIE BIITBOPIOBATH
Jy’K€ JIeTaai30BaHl 00'eKTH 0€3 3HAYHOro BIUIMBY HA MPOAYKTHBHICTbH. 3aBISKU
BUKOPUCTAHHIO CIELIAIbHOTO (¢opMary 30epiraHHs JaHUX Ta aJropuTMaMm
koMmripecii, Nanite Moxke e(OEeKTUBHO OOpOOJSTH BEJIWKI MAaCHBU TI'€OMETpIi,
30epiraro4yu Npu bOMY BUCOKY JI€Taji3allifo.

Konu cuena BuxopuctoBye Nanite Virtualized Geometry, pymriit Unreal
Engine 5 moxe BimoOpakatu 00'ekTH 3 (OTOPEATICTUYHUM pIBHEM JeTajieH.
KopucrtyBaui MOXyTh crmoctepiraTé 3a o0'ektamu 307u3bKa 1 Oa4yuTH HaBIThH
HallMEHII JeTail, Takl SK MaJeHbKI BM'ATMHM Ha TMOBEPXHI ab0 MIKPOCKOMIYHI
TEeKCTypHi neraii. HaToMicTh BiAAQNISIFOYUCh BiJl 00’ €KTY, aIrOPUTM ONTHUMI3ZAIi
3MEHIIY€ KUIbKICTh HaHITIB Ha 00 €KTI, 1110 B CBOIO Yepry 3MEHIIy€ HaBaHTaKEHHS
Ha TPOIIECOP.

3apnasaku Nanite Virtualized Geometry rpadiuna sKiCTb B1ZI€OIrOp CTa€ 3HAYHO

BUIIIOI0, TO3BOJISIOYH PEATICTUYHO TIepeIaBaTH JIeTalll cepeoBuIa Ta 00'ekTiB. Ls
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TEXHOJIOT1SI MOX€E 3HAWTHU 3aCTOCYBaHHS HE TUIBKH y Bifeoirpax, aje i B cdepax
BIpTyaJbHOI peaIbHOCTI, apXiTEKTYPHOI Bi3yaiizailii, Me/ia Ta IHIINX 00J1acTIX, /e

BHMAaraeTbcs BUCOKa SIKICTh Tpadiky Ta JeTanizaiii.

1.4. Onuc Texnouorii Reality Capture

Reality Capture € TexHOJOTi€I0, O 03BOJSE CTBOPIOBATH BHCOKOTOYHI
TPUBUMIpHI MoieNl (Pi3nYHUX 00'€KTIB a00 cepeIoBUIIL 3a 10MOMOTOI0 (poTorpadiii
abo ckaHyBaHH4. L TeXHOJIOT1s TOEAHYE B COO1 KOMIT'FOTEPHE 30POBE CIPUMHATTA,
00poOKy 300pakeHb Ta QJITOPUTMU PEKOHCTPYKINI JJIsi TOYHOTO BIATBOPECHHS
reoMeTpii Ta TEKCTYp 00'€KTIB y TPUBUMIPHOMY IIPOCTOPI.

[Iponiec cTBOpeHHs1 Monenei 3 BukopuctanHsiM Reality Capture 3a3Buuait
MOYMHAETHCS 31 300py BX1AHUX AaHUX. L{e MoxyTh OyTH poTorpadii, 3HATI 3 pI3HUX
KyTiB, a00 cCKaHyBaHHS 00'€KTa 3a JOTIOMOI'OI0 CIEIIali30BaHUX MPUCTPOIB, TAKUX
K JIa3epHI CKaHepH a00 APOHU 3 00JaAHAHHAM ISl aepOodOTOrpaMMETPIi.

[Ticns 360py manux Reality Capture mpoBoauTh 0OpoOKy Ta aHali3 BXITHUX
300pakeHb, BU3HAYAE O3 KAMEPH, BUSBIISIE KJIIOYOBI TOUKH Ta OPIEHTYETHCS HA
TEKCTYpPHI O3HAaKW JJs1 BIJHOBJICHHS TPUBUMIPHOI reomeTpii o0'ekTa. 3aBAsKU
BUKOPUCTAHHIO QJITOPUTMIB KOMIT'IOTEPHOTO 30py Ta TJIMOUHHOTO aHali3y
300paxenb, Reality Capture Moke BIATBOPUTH JETaIi30BaHI MOJENI 3 BUCOKOIO
TOYHICTIO Ta Peajli3MOM.

Onniero 3 ocobmuBocter Reality Capture € #Horo MOXJIMBICTh TIPAIFOBATH 3
BEJIMKUMH HaOopamu JaHuX. BiH Moxke e(peKTUBHO 0OpoOJSITH COTHI THCSY abo
HaBiTh MUTbHOHHM (oTOorpadiii, MO T03BOJSE CTBOPIOBATH MOJIETI KOMIUIEKCHHX
00'eKkTiB 200 BETUKUX TEPUTOPIH.

OTpumaHi1 TPUBUMIPHI MOJIEN1 3aCTOCOBYIOTHCSI B PI3HUX Taly3siX, TAKUX SIK
apxiTeKTypa, OYIIBHHIITBO, Bi3yajisailisi, BUPOOHHUIITBO BIJEOIr0p, BipTyajbHA

peabHICTh, apxeoJioria Ta 6arato iHImMX. BoHM MOXyTh OyTH BUKOPHUCTaHI JJIS



Bi3yaJrizailii, aHam3y, NPOEKTYBaHHS Ta BUPIIIEHHS PI3HUX 3a/a4 y BIpTyaJbHOMY

a00 pealbHOMY CepeIOBHIII.

1.5. Ommc TexnoJiorii Ray tracing

Ray tracing € TexHosoriero oopoOku rpadiku, sika J03BOJISE CTBOPIOBATH
dboTopeanicTuuHi 300paXeHHS NUBIXOM MOJCITIOBAHHS IONIUPEHHS TIPOMEHIB
CBITJIa B ClIeHI. BoHa BUKOPHCTOBYE aJITOPUTM TpacyBaHHs ITpoMeHiB (Ray tracing),
KU MOJEITIOE IUISAX KOKHOTO MPOMEHS CBITJIA B JKEpETa 10 KaMEpH.

[Iponec peHiepuHry 3a JOIOMOTOI0 TEXHOJOT1I Ray tracing Bkitouae Kijgbka
OCHOBHHX €TaIliB:

® CTBOPCHHS CILICHHU;

® BUITYCK [IPOMEHIB;

® 00poOKa MepeTrHiB;

® B1I0MBaHHS Ta PO3CIFOBaHHS MPOMEHIB.

Cuena ckmanaeTbcsa 3 O00'€KTIB, JDKEped CBITJIA, KamMepu Ta I1HIIUX
KOMITOHEHTIB. KokeH 00'eKT Mae reoMeTpudHy (GopMy Ta maTepialid 3 MEBHUMHU
ONTUYHUMHU BIIACTUBOCTSIMHU, TAKUMHU K pediiekcis, mpo30opicTb ad00 pO3CitOBaHHS
CBITJa. 3 KOXKHOI TOYKM Ha €KpaHI KaMEepU BHUITYCKAIOThCS MPOMEHI Y HANPSIMKY
cienu. Lli mpoMeHi mepeTHHaThCA 3 00'€KTaMM CIICHU Ta B3a€MOIIOTH 3 IXHIMHU
Matepianamu. Koau npoMiHb nepeTHHae 00'€KT, BU3HAEThCA TOYKA MEPETUHY Ta
BiI0yBaEThCS MOOYI0BA OCBiTIIeHHS. [le BKIIFOUae BU3HAUCHHS B3a€MO/IIi IPOMEHS
3 JUKEpeJiaMy CBITIIA, peIIeKCit0, 3aIOMJICHHS Ta 1HII ONTUYHI SBUIIA.

[Ticns moOya0BH CXeMHU OCBITJIEHHS B TOYIl MEPETUHY MPOMEHS MOXKYTh
BUITYCKATHCh JTOJATKOBI MPOMEHI, sIK1 BiI0OpakaroTh B1IOMTI 200 pO3CisiHI MpOMeEH1
cBitina. Lleit mporec Moke MOBTOPIOBATUCH JEKUIbKA pasiB, 00 BpaxyBaTH
B3aEMO/IIIO 3 OaraTtoIapoBUMH MaTepiazamMu a00 BiIOMBAaHHS BiJl I3EPKa Ta 1HIIAX

ITIOBEPXOHb.



Ha 3aBepmiennst penpepunry Qopmyerbest (iHaabHEe 300paKeHHS, SIKE
BiloOpakae OCBITJICHHS Ta O0'€KTH 3 yciMa iXHIMH JE€TaIIMH Ta ONTHYHUMU
edeKkTamu.

OcHoBHa mepeBara TexHojorii Ray tracing mossrae B i1 31aTHOCTI 110
CTBOPCHHsI (POTOPEANTICTHUHUX 300paKEHb 3 PEaTiCTUIHUM OCBITJIICHHSIM, TIHSIMH,
BIJIOMBAaHHSM Ta 3aJJOMJICHHSM CBiTJIa. BOHa TakoX HO3BOJISE JTOCSATTH OLIBII
TOYHOTO MOJICJIIOBaHHS (DI3MYHOI MOBEAIHKH CBITJIA, IO MPU3BOAUTH J10 OUIBII
peaniCTUYHUX pe3yJbTaTiB peHaepuHry. OJHaK, depe3 BHCOKI OOYHMCIIOBAJIbHI
BUMOTH, TexHoyoris Ray tracing YacTo BHKOPHUCTOBYETBCS Ha TOTYXKHHUX
KoMI'toTepax abo rpadiuHUX MPOoIecopax IS JOCITHEHHS 3a/I0BUIHHOT IIBUIKOCTI

PEHIEPUHTY.

1.6. Onuc npouecy BidyaJizamii apxXiTeKTypHHX 00'€KTIB

[Tpornec Bizyamizalli apXiTeKTypHUX 00'€KTIB BKJIFOYAE B ceOe KijbKa eTalliB,
Kl JIOTIOMararoTh TIEPETBOPUTH KOHIIENTyaldbHI a00 TEXHIYHI MAaJIOHKH B
peayicTU4HI Bi3yai3ailii, 10 JIO3BOJISIIOTH OI[IHUTU 3O0BHINIHIA BUIJISAT Ta
IIPOCTOPOBI XapaKTEPUCTUKU Oy 1IBEIBHOIO MPOEKTY.
OcHOBHI eTarnu:
® 301p BXIAHHUX JaHUX;
e 3D MozenroBaHHS,
® OCBITJICHHS;
® TEKCTypH Ta MaTepiaiu;
® DCHJICPHHT;
® 1icis00poOKa.
30ip BX1IHUX JaHHUX Tependadae 30ip iHGopMaIlii mpo apXiTeKTypHUIA 00'€KT,
IJIaHW, PO3pOOJIEHI apXITEKTOPOM, TEXHIUHI KpecieHHs, ¢otorpadii, TEKCTypH,

MaTepiaiu Ta Oyab-SKi 1HII TOAATKOB1 BXIHI JaHI.
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Jlami 3a J0MOMOrOI0 CreliagizoBaHuX KOMIToTepHUx mnporpam abo CAD-
CUCTEM CTBOPIOIOTh TPUBUMIPHY MOJEINb apxXiTeKTypHoro o0'ekta. Lle BKitouae
CTBOpPEHHSI reoMeTpii OyAiBii, JOJaBaHHS TEKCTYp, MaTepialliB Ta OCBITICHHS, a
TaKOX PO3MIIICHHS T0JaTKOBUX JIeTaled, TAKUX SIK POCIUHU, JIIOAU a00 MeOJIl.

[Ticast mbOro MepexosaTh 10 HACTYIHOTO €Taly — OCBITJICHHA. Bisyamizaris
apxiTEeKTypHUX O00'€KTIB MOTpedye MPaBMIBHOTO MOJEIIOBAHHS OCBITICHHS. Lle
MOXe OyTH TIpUPOJHE CBITJIO, INTYy4YHE OCBITJICHHS a0o0 KoMOiHaIlis 000X.
BHKOpHUCTOBYIOTBCS PI3HI TEXHIKH, Takl K TpacyBaHHs npoMeHiB (Ray tracing),
niaceivyBanHa Xewmi (Hemisphere lighting), am0GienTHa oxmto3isi (ambient
occlusion) Ta iH1I1, OO AOCATTH PEATICTUYHUX €PEKTIB OCBITICHHS.

Jlam nepexonsaTe A0 eTanmy BUOOpPY TEKCTypu Ta matepiainiB. JlogaBaHHS
TEKCTyp Ta MarepialiB 10 MOJEJNI AOIOMAarae CTBOPUTH PEaiCTUYHUM BUIJIS
o0'ekta. lle MOXe BKJIIOYATH 3aCTOCYBaHHS TEKCTyp 3 (ororpadiii peasbHUX
MaTepiaiiB, TAKHX K KaMiHb, JepeBO a00 MeTajl, a00 CTBOPEHHS BIACHUX TEKCTYP
Ta MaTepiaiiB 3a JOTIOMOTOI0 MPOTPAMHOT0 3a0€3MEUEeHHS 111 MOICITIOBaHHSI.

[licns miArOTOBKKM MOJIENI, CXEMHU OCBITIEHHS, TEKCTYyp Ta MaTepiaiis,
MIPOBOJIUTHLCA TPOLIEC PEHACPUHTY, Tij Yac sikoro nporpamue 3abe3nedeHHss UE 5
Oyaye KIHLEBI 300pa)K€HHs, BUKOPHCTOBYIOUM BKa3aHl mnapameTpu. Penaepunr
MOX€ BUKOHYBAaTHUCS Ha JIOKAJIbHOMY KOMM'IOTEpi ab0 B XMapHUX CepBicax JJisi
OTPUMaHHS BUCOKOSIKICHUX Ta PeaiCTUYHUX 300paKeHb.

OcTtaHHIM eTanoM € Micasio0poOKa, i Yac SIKOro 300pakeHHS MiaI0ThCs
JIOIaTKOBIM 0OpoOIll Ta HaJAmMTyBaHHAM. BiH BKIIOYae KOPEKIIO KOJIbOPY,
pETyJIIOBaHHS KOHTPACTHOCTI, J0JIaBaHHS €(EeKTIB Ta KOMITO3UIII0 3 IHIIAMU
eJIeMEHTaMH, TaKUMHU SK JIO0AM a0o Mpupoja, A CTBOPEHHS 1€ OLIbIl
PEeaTiCTUYHOIO OTOYCHHS.

VY pesynbTaTi mpoiiecy Bi3yalizallii apXiTEeKTypHOTO 00'€KTa OTPUMYETHCS
JieTani30BaHa 1 peajicCTUYHa TPUBUMIPHA Bizyasi3allis, gKa I03BOJISIE apXITEKTOpaM,
JTU3aifHepaM Ta 3aMOBHUKAM OI[IHUTH 30BHIIIHIN BUTJISIT Ta B3aEMOJIIIO 3 OTOYEHHSIM

o0'exTa 111€ 10 HOoro (Pi3MYHOTrO BTIJICHHSI.
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Pozain 2. IIpakTuyHa yacTuHA

2.1. [TigroroBka MojeJieil apxXiTeKTypHHUX 00'€KTIiB

VY mpakTuuHii yacTHHI KBaji(ikaliitHoi poboTu 3a qonomororo Autodesk 3ds
Max 2023 nobynoBaHa Mojieib O0OpaHOi KIMHATH J>KUTIOBOTO MPUMILICHHS

Oe31mocepeIHbO 3 TJIaHy KBapTHPHU Ta 332 BCiMa BKa3aHUMU BUMIipaMH.

Puc. 1

Autodesk 3ds Max € TOTYXHMM IHCTPYMEHTOM [UIsl TPOCKTYBaHHS,
MOJICJIIOBAaHHS, a TaKOX Bi3yaii3alii 3a T0MOMOTror BOyJqoBaHUX IariniB Corona
Render Ta VRay. B HammoMy BUMaaKy Cipo€KTOBaHO KOPOO KiIMHATH Ta PO3MIIIEHO
B HbOMY 3D Mozeni MeO:1iB Ta PypHITYpH, K1 € JocTynHUMHU B O16mioTerni 3ds Max.

PoGorta Bi3zyamizaropa moB’s3aHa OE3MOCEPENHBO 3 HATMIOBHEHHSM IPOCTOPY Ta
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CTBOPEHHSIM FapHOi Ta 3pO3YyMUIOT JIJIsl CIIOKMBAaya KAPTUHKHU, PEIITOI0 3aMatOThCs
apxitektopu. OTKe, Ha HACTYNHOMY CKPIHIIOTI MOKHa IMOOQ4YUTH pE3yJbTaT

NPOEKTYyBaHHS, 300paKEHUN B HOTUPHOX PI3HUX MPOCKITISX.

Puc. 2

3 TOTOBUMH MOACILIMH  HAIIOIro HpI/IMiH_ICHHH Ta MOro HAIIOBHCHHSIM

nepexoanumo 110 imnopty 0e3nocepenabo B Unreal Engine 5.

2.2. Imnopt moaedeit y Unreal Engine 5

B nporueci iMnopty nounHar04i BizyaiizaToOpy 31IITOBXYIOThCA 3 HAMOLIBIIO
KUIbKicTIO TIpoOsem. Lleit mpouec cpaBai moTpedye yBaru 10 IpiOHUIL Ta YITKOT
MOCIITIOBHOCTI Aid. JIst moyaTtky moTpiOHO 3pOOUTH MPOEKIIMHI PO3TOPTKU YCIX
3QISTHUX M1 Yac TPOCKTYyBaHHS MoOJeNiel, g TOro I1o0 He BTpPaTUTH
’TeoMeTpito’’ Ta HE YCKIAAHIOBATH MOJAIBIIHMK poOounii mporec. B mpomy Ham
nonoMoxe nporpama Rizom UV. 3 ii 10momMororo mpoiec eKcrnopTy Mopesen
3HAYHO CHPOIIYETHCS 1 B TMOAAIBIINA poOOTI He OyJae BUHUKATH 3alUTaHb [0
r€OMETPUYHOI MPaBAUBOCTI Mojesie. Pa3om 13 mum, mpoiiec eKCrnopTy reomerpii

BCE K Taku 3a0upae y Hac 6araro yacy, 00 HaMm OTPiOHO CTBOPIOBATH OKPEMI MaINKH
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JUUISL PO3MIIIICHHS! TEOMETPUYHUX BX1JHUX JaHUX BXKE B KOHTEHT MeHekepi Unreal
Engine 5.

EERERRRERR

Puc. 3

Ane BuHaxXiAmuB1I po3po3poOHuku 3 Epic Games cTBopuiu yHIBepcaJbHUMN
ekcroptep Juis Benukoi kiibkocTi CAD-nporpam, mig HazBoro Datasmith. Ieit murarin
CIpOIIy€e POOOTY 3 TEOMETPUYHUMH po3ropTkamu 3D mojeneit, mepea ix eKCrnopTom
no Unreal Engine 5 B ¢opmarti .fbx. Bin cTBOproe roToBuil MpoekT dopmary
.udatasmith 3 yciMa HEOOXIAHMMHU Ta 3a3JAJETiAb YKOMIJIEKTOBAHUMH BX1JIHUMHU
nanumu. L1 maHi BKIIIOYAKOTh B ce0€ sIK T€OMETPUYHI PO3TOPTKU TaK 1 MaTepiayid 3

TEKCTYpaMHu, 3a3/1aJIeriib BIICOPTOBAHI MO PI3HUX MaIlKax.

&

serepnrrnn i %y

Puc. 4

[Ticns Bmamoro ekcrnopty matepiany nepexoaumo B Unreal Engine 5 s

CTBOPEHHS HOBOTO MPOEKTY Ta IMIOPTY MaTepiaiy.
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RECENT PROJECTS

Archvis Collab Viewer

\ ‘.* Blank

Blank template with minimal functior

FILM/VIDED® | e
LIVE EVENT:

PRODUCT DESIGN &
MANUFACTURING

SIMULATION S0

cation D:\Unreal P 5 Project Name = MyPr

Cancel C)

Puc. 5

CTBOpIOEMO TOPOXKHIM TPOEKT HJisi IMIIOPTY Marepiaay 3a JOIMOMOTOI0
Datasmith.

Puc. 6
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IMnopTyBaBIIM TIPOEKT, MOXEMO OaYUTH BHUKPHUBJIICHY PEaKIIO JICIKUX
IMITOPTOBAHUX MaTepialiB Ha IMITOBaHE COHSYHE CBITJIO, SIKE BCTAHOBJICHE y HAc 3a
3aMOBYYBaHHSIM.

Puc. 7

JloTpuMy10YUCh MPABUIILHOI MOCTIA0OBHOCTI J11ii, OyJ10 O JIOrYHO 3aCTOCYBaTH
OJIUH 3 HEUTpaJbHUX MaTepialiB Ha BC1 TEOMETPUYHI O0’€KTH B MPUMIIICHHI Ta
BHUCTaBUTHU CBITJIO, ajJie¢ MM M1JEMO 1HIIUM HNUITXOM. B HanmamTyBaHHSIX OCBITJICHHS
MPOCKTY y Hac BuOpaHa ommiss Lumen. SIk 3a3Hayanoch paHiiie, KOPUCTYIOUUCH
TexHoJsioriero Lumen Bignagae motpeda B monepeaHbOMY «3amikaHHD ((ikcarii)
CBITJIa Ha HammMxXx 00’ekTax. ToMy B MPOEKTI BCTAHOBJIEHO JIOKAJIbHE CBITIIO
Oe3rmocepelHb0 B TPHUMIMICHH] Ta Jajl HAKIaJACHO TEKCTypH Ta Marepiaid 3

610motexku Unreal Engine 5.
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2.3. PoGora 3 maTepianamu

Marepianu B Unreal Engine oiHa 3 06’ €MHHX, 1IIKaBUX Ta BOJHOYAC CKJIATHUX
teM. B inTepdeiici poboTH 3 MaTepiaiamu iCHYIOTh Pi3HI HOJIU, SIK1 BiJIMOBIIAI0TH 32
pi3H1 e(heKTH. 3 UX HOJ CKJIAJAI0THCS JIOT1YH1 JAHIFOKKH, 110 B MiICYMKY J1a€ HaMm

TOM 4d IHIIUN MaTepial.

CWhitiply©1) ¥

Puc. 9
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Jlis mpukiIagy CTBOPUMO Matepian Metainy. [lepexommuMo B KOHTEHT
MEHeJKep, Jdail B manky Materials Ta CTBOprOEMO HOBHUM MaTepiaa i Ha3BOIO
M Base Metal. Jlani mepexoauMo Ha HBOTO ISl O€3MMOCepPeaHbOr0 (POPMYBaHHS.
OcunoBui mnapamerpu 1e Base Color (6a3oBuii komip), Metallic (mapamerp
MmetainiyHoro Ommcky) Ta Roughness (mapamerp pedrnekcii, 1HTEHCHUBHOCTI
Bim3epkasieHHs ). Jlani 3 orpuMaHoro 6a30BOro MaTepiaixy poouMo HOTo eK3eMILISIP
mig Ha3zBorww M Metallic Inst, 3acToCOByeMO Ha TIOBEPXHIO Ta PETYIIOEMO

HEOOX1JIHI HaM MapamMeTpH.

[3] Platform stats

Puc. 10

Ile omuH 3 HAUTIPOCTIIUX MPUKJIIAIIB CTBOPEHHS 0a30BOTO MaTepially Ta Horo
CK3eMIUTSIPY I TOJAIBIIOT0 BHUKOPUCTAaHHS Ha TEOMETPUYHHX 00’ €KTax.
HabGararo ckmagHile CTBOpUTH Martepiadl BOAM, ckia uu Opymy. [ns 1woro
HEOOX1/H1 3HAHHS HOJOBUX IOCIIJOBHOCTEH Ta HABUYKMU 3aCTOCYBaHHS B HHUX
neBHUX edekTiB. [Ipore, Haan BUKOPUCTOBYBATUMEMO MaTepiaiu Oe3MocepeHbO
3 Gibmioreku Epic Store Ta Unreal Engine. Ix nocTymHicTs, sKicTh Ta JErkicThb
3aCTOCYBaHHS 3 MOJAJBIIMM pelaryBaHHsSIM, JO3BOJMTh HaM 3€KOHOMHUTH 4Yac Ta

BTLUIMTH 0€37114 Ju3aiiHEePChKUX 17eil Ta 3a0araHok.
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Jlns 1mporo BcTaHoBItoemo Iwiarinu ArchViz Interior ta Quixel Bridge

6e3nocepenHbo 3 616mi0Texku Epic Store.

MetaHuman Plugin

CIRETID

Puc. 10

[lepexoaumo A0 HaKIagaHHS MaTepianiB. BOHO BUKOHY€TBHCS 3a JOMOMOTOO
NepeTAryBaHHs 00paHOro Marepiany Ha 00’ ekT 3atucHyBIM JIKM.

[Tnarin Quixel Bridge nmpononye Ha monas 14000 acceTiB, TaKuX sIK TOBEPXHI,
TEKCTYpH, TKAHWHH, POCIHHH, pesibed, mebdneBa (ypHITYpa, CTApOBHHHI peul,
bpykTH Ta HaBiTh KpoB. Accetu Quixel Bridge Bing Epic Games BiAMIHHOT SKOCTI
uist Oynb sSIKMX noTped € 6e3komrToBHUMU. [lepeliieMo 10 opOpMIIEHHS HAIIOro

OPUMILICHHS.

Puc. 11
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Puc. 12

dakTUYHO BC1 MaTepiaiu, TEKCTYPH Ta aCETU ABUKOPUCTAHI1 B IHTEp €pi, Oyiu
B3T1 3 Quixel Bridge. Jlani MokeMo nepexoauTH 10 poOOTH 31 CBITIOM, 3a/1I0I0YN

texHosorii Lumen ta Ray Tracing.

2.4. InTepakTHBHA 3MiHAa MaTepiaaiB 3a 1onomMororw Blueprints

3a 101OMOTOI0 HOJIOBO1 CTPYKTYpH Blueprint cTBopeHO NeBHY IOCITIIOBHICTh
HOJI, K1 Peai3yr0Th MOXKJIUBICTh 3MIHH MaTepialy YM TEKCTypU 0OpaHuX 00’ €KTIB
B pEXUMI peajbHOr0 4Yacy 3 MPUB’SI3KOI0 A0 MeBHOi kiasimi. s mpuknany B
npoekTi Oyio obpano mimory (enement Floor).
IToeranHo:
1) st moYaTKy B KOHTEHT MEHE/KEPi CTBOPIOEMO HOBHIA blueprint i1 Ha3BOO
FloorBP;
2) B HAJAINTYBAaHHSAX 3aJa€EMO JUIss HbOro mapamerp Static Mesh Actor 3
MPUB’SA3KOI0 J0 MMEBHO1 IUIOLIKMHHU (ITapaMeTp Array);

3) naiti oOupaeThes MOBEPXHS 0 SIKOT Oy/ie 3aCTOCOBaHM cTBOpeHui blueprint;
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4) B HOJOBI# CTPYKTYpi cTBOproeMO repiiry Hoay Keyboard, B Hiii 3aCTOCOBYeEMO

IIPUB’ 3Ky HAIIIOI i1 0 MEBHO1 KJIABIIIII.

BT

Pressed |

Released [

Key

Puc. 13

5) HacTyIHOIO HOJIOIO BKa3yeMo JI0 IKOro came blueprint Oyie 3acTOCOByBaTHCh

napamerp.

T Get Actor Of Class

Actor Class Return Value

Floor BP w

Puc. 14

6) Jlns Toro mo6 oOparty JeKiabKka BapiaHTiB 3MiH MaTepially CTBOPIOETBCS HOJA
Multi Gate. B Hiit Mu 1012a€MO Y1 BUAQISIEMO HEOOX1HY KIJIbKICTh BapiaHTIB
Ta CTAaBUMO TaJIOUKy MOpPYydY 3 mapamMeTpoM Loop, /ist TOro Mmoo 3aiuKINTH

oOpaHi BapiaHTH MaTepialy.
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E MuitiGate

> Reset

O Start Index 11

Oouto

Out1 P

out2 P

Add pin (®

Floor SM ::

Punc. 15

7) Jns nepiioro matepiany Out 0 ctBoproemo Hoy For each loop 3 mpuB’si3koro

110 oOpaHoi MOBEpXHI, Ta HOAY Set material B skiit Oe3nocepeIHLO OOUPAEMO

OJIMH 3 BapiaHTIB MaTepialiB.

(T

"G For Each Loop
P Exec Loop Body
2 Array Array Element

Array Index O»

Completed [

Puc. 16

F Set Material

Target

(O Element Index E]

Material

Puc. 17

B kiHIi 3anumaeThes ckomitoBatu cTpyktypy For Each Loop - Set Material

JI0 peIITH MaTepialliB Ta oOpatu maxoasuu. Takox ciix He 3a0yTu 3’€qHaTH yci

BUXI1JIHI TTapaMeTpH 3 MPHUB’A3K0I0 0 moBepxHi oOpanoro blueprint (FloorBP). B



KIHIIEBOMY pe3ynbTari OTPUMYEMO TaKy HOJIOBY CTPYKTYPY

J SetMaterial
S Get Actor Of Class

7 SetMaterial

7 SetMaterial

(CiForEach Loop
Al

~ P B _—

Amay

Puc. 18
KOMITUTIOEMO T1i Ta 30epiraemo rotoBuit blueprint. B mijicyMky BapTO 3a3Ha4UTH, IO
CTpykTypa blueprint BuMarae neBHUX HaBUYOK Ta 3HAHHS HOJOBOI MOCIIOBHOCTI
JUTSI KOPEKTHOT poOoTH. Pa3oM 13 1IuM, 11e¥l IHCTPYMEHT CTaB MOMYJIIPHUM, 3PYUYHUM

Ta HeBia emMHuM y pyui Unreal Engine 5.

2.5. HanamryBaHHS CBITJIa TA TiHeH

JlocBin Bi3zyamizaTopiB BKa3ye Ha Te, IO BJAJIO BUCTaBJICHE CBITIO, e 80%
yCHiXy BalIOro pPeHAEpYy, BIAMOBIIHO Taka KApTUHKA YM CLEHAa OJHO3HAYHO
npuBepTae OUTbINE yBarv BiJ MOTEHIIIHOTO 3amMoBHUKA. [louHemo 3 TOro, MO B
Unreal Engine 5 € Tpu OCHOBHUX BHJIM OCBITJICHHS:

1. Cratuunuii. Ile komu TiHI Ta CBITJIO 3aMiKalOThCs HA TOBEpXHAX. BiH €
CaMHM €KOHOMHHM 3 TOYKH 30py CIIOKHBAHHS 0OUHCIIOBAIBHUX MOTYKHOCTEH.

2. Jlunamiunuii. [lpu mepemimieHHi 00 €KTIB JKEpeaT OCBITJIICHHS Ta TiHI
OyayTh 3MIHIOBATHCH B PEKHMI pEaTbHOTO Yacy. BiH € OiIbIll BUMOTJIMBUM JI0
00UYHCITIOBATILHUX MTOTYKHOCTEH rpadidHoro mpoiecopa.

3. Stationary (cTaTUYHUN Ta AMHAMIYHUNA BOJHOYAC). 3aleueHe CBITJIO Oyjie
B3a€EMOJISTH 3 JUHAMIYHMM B PEXHMI peanbHOro yacy. € camMuM BHUMOTJIMBUM
BUJIOM OCBITJICHHS.

Oxpim nporo B Unreal Engine 5 € 1’ sITh OCHOBHUX JPKE€PEN OCBITICHHS.
23



1. Directional Light- copsmoBane Kepeno OCBITIEHHS, 31€01IbIIOTO
BUKOPUCTOBYETHCS SIK COHIIE.

2. Point Light- 3amuBouHe CBITIIO, BUKOPUCTOBYETHCS JUISL ITiJCBITyBaHHS
TEMHHUX JUISTHOK CIIEHH, a00 MPOCTO SK JIAMITIOYKA B CBITUJILHUKY.

3. Spot Light- ToukoBe CBITIO, BUKOPUCTOBYETHCS SIK IPOXKEKTOP YH
dboHapuk.

4. Rectangular Light- migcBiTKa, 4acTO BUKOPHCTOBYETHCS SIK CBITJIO 3 BIKHA.

5. Sky Light- cBitio 110 imMiTye JieHHE, a00 3aITOBHIOOUE CBITIIO. Takox € 1Ba
JOJJaTKOBI BUAM CBITJIA, IO CKJIaJalOThCid 3 HPOCTUX JIKEpENl OCBITIEHHS Ta
nonatkoBux 00’ ekTiB: hdri back drop (cBitio Big hdri Ta ¢on 3a BikHOM BOJHOYAC)
Ta sun and sky (3aa€e Moa0XeHHsI COHIISA BIAHOCHO Yacy Ta I'eoJIoKarlii).

SIKIO JeTanbHO 3aHYPIOBATUCh B TEMY OCBITJICHHS, OYEBMJHO, IO 1€
HAJ3BUYAHO MOTY>KHUWA 1HCTPYMEHT apXiTEeKTYypHOI Bi3yani3auii, sSIKuid moTpedye
K 0araTo 3HaHb Ta HABMYOK, TaK 1 MOTY>KHOTO alapaTHOIro 3a0€3Me4YeHHs], B IEPULY
4yepry BiJICOKAPTH, KA MA€ BEIUKUN OOCAT MaM’ATi Ta MIATPUMYE TEXHOJIOTIIO ray
tracing (mae RTX sapa B cBoeMy OOYMCIIOBAIIBHOMY Tporiecopi). Takox
MOTY>KHUMH TapaMeTpPOM IPH 3alliKaHHI CBITJa 1 BUKOPUCTAHHI BUIY OCBITICHHS
stationary € QBMap Resolution. BukopucroByroun Benukuil oOcar Bijeonam’sTi,
el mapaMeTp J03BOJISIE 3aMiKaTH BETUKUI 00CST CBITJIA Ta TIHEH, 1at0Yu 3MOTY 110
JIeK1JIbKa pa3iB HE TOBTOPIOBATH OJIHY 1 Ty CaMy OTEpalliio 3 pi3HUMHU 00’ €KTaMH B
onHIN cieHi. Takox migHIMaIOuud pO3MIMPEHHS LBOr0 MapaMeTpy MU OTPUMYEMO
OUTbII YITKI Ta JETalbHI KOHTYpH TIHEW, IO B CBOK 4Yepry JHOJAa€ CIICHI
dotopeanizmy. [pyruii He MEHII KOpPHCHHI MmapaMeTp HasuBaeThbesa Indirect
Lightning Intensity. Bin 103BoJisi€ 1eTKO KepyBaTH €KCIIO3UIIEIO SIK B TOCT MPOLEC]
Tak 1 B PEXHUMI peajpbHOro 4acy. B miacyMKy BapTO 3a3Ha4yuTH, 110 Oynab SKi
nornu6ieni Manimyssii 31 ceimioM B Unreal Engine 5 notpeOyioTh NOTYy)HOTO
amapaTHOTo 3a0e3MeueHHs, B MEPIITy Yepry MOTY>KHOI BiJICOKapTH.

B cBoiii poOoTi s KopucTyBaBcsi TexHosoriero Lumen, mo 1g03BoJisie

CKOPOTHUTH HABAHTAXCHHS Ha allapaTHEe 3a6€3H€‘16HHSI, CIIPOCTUTH Ta NPUCKOPUTHU
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pobounii Tporiec, ane MOXKEPTBYBATH PEaTICTHUHICTIO CIIEHH. B HanmamrTyBaHHSAX
MPOEKTY BUCTaBIsieMO napameTp Dynamic global illumination method na Lumen, a
reflection method nHa ray tracing. Lumen kpame mnpaiioe 3 Tr100aJIbHUM
OCBITJICHHSIM, HaTOMICTh ray tracing Kpaiie OmparbOBY€ BiOOpa)K€HHS IKepell

CBITJIa B CTaTUYHHMX Ta JWHAMIYHMX 00’ €KTaX, IO MalTh BiJOWBAIOYy CBITIIO

TEKCTYpY.

Engine - Rendering

Puc. 19

Engine - Rendering

Puc. 20

[TincymMoByroUM TEMy OCBITJIEHHS, XO4Uy 3a3HAuWTH, IO B CBOiM poOOTI 5
Bukopuctas miarii HDRI BackDrop, sikuii go3BoJisie cTBOpUTH (DOH 3a BIKHOM, a
TaKOX 3a 3aMOBYYBaHHSM BKIIO4ae B cebe mxepeno cBiTia Sky Light. ITicns mporo
MHOIO OyJIO BCTAHOBJICHE IHTEp €pHE OCBITJIIEHHs 3a jaomnomoroto Point Light ta

nekubkox Spot Light.
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CERCO(DGD GDE ol

Puc. 21

Puc. 22

2.6 CTBOpEHHS ClIeH Ta J0ABAHHSA IMHAMIYHMX eeKTiB

He MeHII BaXKJIMBOIO YaCTHHOIO apXITEKTYpPHOI Bi3yaii3alii € CTBOPEHHS

(b1HaTBHUX CUEH, 1X MOJATBIINN PeHIep Ta MOHTAX 3 KOJIbOpOKopekIieto. Ha nbomy

26



etari MU ¢GakTUYHO (IHATIZYEMO HAIly CIEHY, fKa MPOHIUIa NUISX Bl KYNKH
MOMIroHiB 70 ¢iHambHOro (HOTO YW BIJIEO Marepially, SKUH Oe3MocepeHbO
CTIOKMBAE 3aMOBHUK apXITEKTypHOI Bizyamizaii. J{7s cTBOpeHHs (iHAIBHUX CIIEH
CKOPHCTAEMOCH BIPTyaJbHOIO Kameporo. Bubupaemo miaxoasmmii HaM pakypc. Ta
3a gomomororo ommii Viewport BuOupaemo myHKT °’Create camera here''. 3a

JIOTIOMOTOI0 HaJIalITYyBaHb KaMepu BUOMPAEMO KYT OTJsiAy, GOKYCHY BIACTaHb Ta

niadparmy.

Sl

Puc. 23

B koHTEHT Opay3epi CTBOPIOEMO OKpeMY MaIlKy i) Ha3BOIO animationcamera
JUIsl aHIMyBaHHSI Ta 30epeXeHHsI TOTOBUX MpOJIbOTIB. B 1l mamii CTBOPHOEMO
CEKBEHIIII0 Ta Ha3MBaeMO ii HOMEpoM o0OpaHoi kKamepu. Jlam BiIKpUBaEMO

CEKBEHIIIIO Ta TIEPETIATYEMO B HET KaMepy 3 ayTiaiiHepa.
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Puc. 24

BucraBnsemo Ha cekBeHIli JBI TOYKM (TIOYATOK Ta KiHEIb), HA€EMO
po3paxyBaTh KaJp pyXalud KaMmeporo mJisi MOTpIOHOTO HaMm pakypcy. Taky
npolenypy poOuMo IeKiIbKa pa3iB 3 PI3HUX PAKYPCIB Ta PEHIAEPEMO OKpeMI KaJipu

JUTSL TIOJJANTBIIIOTO MOHTaXKY Ta KoJibopokopekiii B DaVinci Resolve.

Puc. 25

30epexkeHi pe3ynbTatd  peHaepy ekcrmopryemo B DaVinci  Resolve.
CtBOprOEMO TaliMiIaiiH Ha OCHOBI MeJ1aJJaHUX, HAKIAJa€EMO MY3UKY, MOHTYEMO,
MPOBOJIUMO  KOJTBOPOKOPEKITII0 Ta PEHASPUMO TOTOBHM  Mpe3eHTAIliHHUN
Bizieopouik. Ile 1 € ¢iHaIbHUM pe3yJabTaTOM BCHOTO MpoIecy apXiTeKTypHoi 3d
Bi3yasizariii.

28



Puc. 26

29



Po3nin 3. Anani3 pe3yabTartis

Mu MaeMo 3MOTy OIIIHUTH AOCATHYTI MOKPAIICHHS Ta MOXJIMBOCTI, III0 CTaJIN
JOCTYITHUMH 3aB/SIKM HOB1M BepCii I[bOTO MOTYKHOTO PYIIIis.

Biaminna sikicts rpadiku. Unreal Engine 5 mpomnoHye 3HayHUM TPOpPUB y
AKOCTI rpadiku 3aBAsku TexHosorii Nanite. L{s TexHOMOTIA 103BOJISIE peaniCTUYHO
BiIoOpakaTH ay’Ke JAeTaaizoBaHl 00'ekTh 6€3 HEOOX1THOCTI Y CKJIQIHOT ONTHMI3aIli.
ApXITEKTypHl JeTalll, Takl SIK TEKCTYpH, HaOpsKd, Ta 1HIIN MIKpOJETai,
B1JI00PaKar0ThCs 3 BEJTUKOIO TOUHICTIO, CTBOPIOIOYN BPAXKAIOUHI peatizMm.

VYaockoHaneHHs OCBITJIEHHA. Lumen [103BoJissl€ CTBOPIOBATH BpasiuBe J0
cBiTiia cepenoBuile. lle o3Hawae, 1O TMPOMEHI CBITIA BIJOOPAKAIOTHCS Ta
pPO3CIIOIOTBCS TaKUM YMHOM, IO apXITEKTYpHI OO'€KTH BHIJIAJAIOTH OUIBII
peanictuyHUMH. CUCTEMa OCBITJIEHHS TAaKOX HIATPUMYE pealliCTUYHE NPOMEHEBE
IPOCBITIIEHHS, 110 J0Ja€ TIMOMHY Ta aTMOC(EpHICTh 10 Bizyamizamiil. Okpim
TexHosorii Lumen MM MaeMO MOXIUBICTh KOPHCTYBATHCH TPATUIIHHUMU
METO/aMH CTBOPEHHS CBITJIOBHX KapT 1 BOHM BUKOHAaHI MpocTo Oe3poraHHo. Yoro
TUIBKHM KOIITY€ O€3J11Y IHCTPYMEHTIB JIJIs 3aliKaHHs cBiTia. Takox ray tracing nae
HaM 3MOTy 00pOOJISITH peaTiCTUYHI MPOMEH1 CBITIIa

MacmtabyBanHs Ta npoAaykTuBHICTh: Unreal Engine 5 miaTpumye Oinbim
pO3MIpHU CBITY, JO3BOJISIOYM apXiTEKTOpaM CTBOPIOBATH BEJIMKI Ta JETali30BaHI
nanamadTa. KpiM Toro, 3aBAsSKM HOBIM TEXHOJOTII TOKOJIHHS TE€OMETpii, IO
JIO3BOJIIE IBUAKO OOpOOJISITH BENWKY KiIbKicTh mnojironiB, Unreal Engine 5
3a0e3nedye BUCOKY MPOAYKTUBHICTH MPU BiIOOpaKEHHI CKIATHUX apXiTEKTYPHHUX
cueH. Pi3HoMaHITHICTB Ta aeTtanizauist matepianis: Unreal Engine 5 npononye HOBI
MO>KJIMBOCTI JIJISi CTBOPEHHS peayicTuuHuX MmatepianiB. Texnonoris MetaHumans
JI03BOJISIE IIBUAKO CTBOPIOBATH JIIOACHKI TMEpCcoOHaxl 3 (oTopeaicTHIHUMU
netansiMu. Kpim toro, po3mmpenuii Hadip iIHCTPYMEHTIB AJisi CTBOPEHHS MaTepiajiB
JI03BOJISIE JIOCSITTU BUCOKOI SIKOCTI TEKCTYyp Ta TIOBEPXHEBUX €(EKTIB s

apXITEKTYPHUX MOJIENEH.
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3aranoM, mporec apxitektypHoi Biyam3amii B Unreal Engine 5 Hanae
apxiTeKTopaM Ta JHM3ailHEpaM pO3IMIMPEHI MOXKIMBOCTI JUIsi  CTBOPEHHS
dboTopeanicTUUHUX, AETali30BaHMX Ta JKUBHX Bi3yami3allii CBOiX TPOEKTIB.
3aBasku MOJIMIIEHIH Tpadiii, OCBITICHHIO, MarepiajgaMm, MaclTaOyBaHHIO Ta
animariii, Unreal Engine 5 € moTy>KHUM 1HCTPyMEHTOM, II0 OTIOMAara€ BTITUTH
apxITEKTYypHI 171e1 B JOCKOHAJII Bi3yalibH1 CIIEHH. TakoXk, aHaJi3yl04H CBOIO poOOTY
B Unreal Engine, s BKoTpe 3po3yMiB, 1110 onaHyBaB xuba 1o 7-10% mnorteHmiany
FOTO TOTYXXHOTO I1HCTpyMEeHTy. € dYOMy BYHTHCH Ta BJOCKOHAIIOBATHUCH,

PO3YMIHHS IIbOTO JIa€ HACHAT'y O HOBUX 3HaHb Ta JIOCBIAY.

3.1. Ouinka sKocTi Bisyasaizauil apXiTeKTypHHX 00'€KTIB

€ exiIpKa OCHOBHMX NapaMeTpiB OLIHKH SKOCTI Bi3yai3alii. ¥ KOXHOTO
Bi3yalli3aTopa BOHU CBOI, aJie BCE K ICHYIOTh 3arajbHONPUMHSITI.

I'noGanwhe cBitino. Ille 10 moyaTky poboTH 3 MarepiajlaMi MU BUCTABIISIEMO
riobanbHe OCBITJICHHS. Ha 1poMy eTami CBITJIO YOpHOBE, ajieé BOHO BXKE 3a/1a€
3arajJibHUil HacTpii Hamii creni. Ha Mow JaymKy, NpaBUIBHO BHCTaBJICHE
rio0anbHe OCBITJIEHHS 3HAYHO CIPOIIYE TMPOLEC MOAANBIIOIO CBITIOBOTO
HamoBHEHHA. B cBoili po6oti s BukopucraB enemeHT HDRI BackDrop, saxuit
BKJIIOYa€ B cebe eneMeHT riaodansHoro ocBiTiieHHs Sky Light.

bananc Temoro Ta xomomHoro cmitina. lle 30BciM He XuTpuii Mpuiiom
OpUBEpHEHHS Bi3yaslbHOI yBaru. KomrmiieMeHTapHa KoJlipHa CXema JEeTKO
CIPUIMAETHCS JIFOJCHKUM OKOM, Ta MPUBEPTAE YBAry J0 3arajbHOI KOMIIO3UIIIi.

®eiikoBe CBITIIO. 3a3BUYAi JIJIs I[LOTO MPUHOMY BUKOPUCTOBYETHCS €JIEMEHT
Spot Light. B cBoiif po0OoTi 51 BUKOPUCTOBYBaB MOr0 AJis MIACBIYYBaHHS MEBHUX
00’€KTIB 1HTEp'epy Ta TNOTaHO OCBIYEHUX MJUISHOK KIMHATH. TakoX MOKHa
Bukopuctatd Sun Light, nux eneMeHTIB Moke OyTH ACKiTbKa. XUTPUM TPHIAOM,

I'OJIOBHE IIPAaBHUIILHO HOro HaJJallITyBaTH.

31



Marepianmu. HeoOXimHO 3BepTaTH yBary Ha TaWJiHT TEKCTyp, TOOTO
pPO3MIIIICHHSI MAaJIFOHKY Ha caMoMy Marepiaii. Yacre MOBTOpEHHsS MOAI0HUX
BI3EpYHKIB AyXe€ 3JCUICBIIOE KAPTHUHKY 1 TICY€ 3arajbHE Bpa)xKeHHs. Takox
HEOOX1THO BUKOPUCTOBYBATH HAWBHUIIE 3 MOXKIUBUX PO3LIUPEHHS TEKCTYP CaMOTO
MmaTepiany. Huszbke po3ImupeHHs TEeKCTyp MOKHA HE TIOMITHTH O/Ipasy, ajie i Jyac
(b1HATBHOTO PEHJEPUHTY 1I€ CTAHE MTOMITHHM.

BinoOpaxxenns. Yacto TpamiseTbes 10 BiOOpaKeHHS  OJMCKY4YUX
MaTtepialiiB 3aHA/ITO MIJKpy4YeHe, MaTOBE, a00 BUKPUBJIEHE. 3p0O3YMLJIO 110, 1€ NCYE
KapTUHKY. ['0J0BHE B po0OTI 3 BIJOOpaKEHHSIMU 11€ 3alliKaHHS CBITJIa HA 00’ €KTax
3 OJ1iIKaMu, HaBITh SIKIIIO MU BUKOPUCTOBYEMO Lumen Ta BiIMOBUIIUCH BiJI 3aMiKaHHS
Ha KOpPUCTb €KOHOMIi Yacy 1 pecypcy. Bixke oapasy micis 3amikaHHS MU MOXKEMO
oTpuMatu OaxxaHu¥ e(eKT, SKIIO K B1IOOpaKEHHS Halall MoTpedye KOPUTYBaHHS
MU TpalfroeMo 3 nmapamerpom Roughness Ha camomy matepiani Big 0 go 1, ge 0 ue
MaKCUMaJlbHE BIJA3EpKaI€HHs, a 1 11e TOBHA MATOBICTb.

[TocTnporniec. BukopuctoByroun 1eii IHCTPYMEHT, MU 33/1a€EMO TapaMeTpu
KOJIbOPOKOPEKIIii, BiT0OOpaXKeHb, TIHEH, I1100aIbHOTO OCBITICHHS Ta 1HIII Bi3yasbHi

HaJIalITyYBaHH:A CLICHU B HiJ’IOMy.

3.2 IlepeBaru Ta HeAOJIKM BHKOPHUCTAHHA TexHoJiorid Lumen, Nanite

Virtualized Geometry, Reality Capture, Ray tracing

JleTanbHO 03HAWOMUBIIIKCH 3 BUIIE3TaJaHUMH TEXHOJIOTISIMUA B CBOii pOoOOTI,
y MEHE cKJanach 00’ €KTUBHA AyMKa IIOJO0 iX HEIOMIKIB, 00 Mpo iX MmepeBaru 4yTu
3BIIyClIb, ajie JaBaiiTe Mpo KOXHY no-nopsaaxy. TexHosmoris Lumen, sika € HOBOIO
cuctemoro ocBitiieHHa B Unreal Engine 5, Mae cBoi mepeBaru ta Hepomdiku. Och
JIesK1 3 HUX.
Ilepesacu suxopucmannsa mexuonoeii Lumen
® peaiCTUYHE OCBITJICHHS;

® JMHAMIYHE OCBITJICHHS B p€aTbHOMY Yaci;
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® [IOKpallleHa aTMOC(EPHICTh, PEaTICTUYHICTD.

Lumen n03BOJsie CTBOPIOBATH BpaKkarody peajiCTUUHY aTtMmocdepy y
Bi3yamizalisx. BoHa BpaxoBye B3a€MOJiI0 CBiTJa 3 PI3HUMH MOBEPXHAMH Ta
MarepiajlaMHM, CTBOPIOIOYM BpaXEHHS PEAJTICTUYHOTO OCBITJIEHHS 1 TIHEH.
JluHaMmiuHE OCBITJIEHHS B peajbHOMY Yaci J03BOJIsie, 0€3 HEOOXITHOCTI B
MOTIEPETHHOMY PO3paxyHKy a0o 3ariKaHHi, HAJAIITYBaTH OCBITICHHS, JUHAMIYHO
3MIHIOBATH MOTO B IpoIieci Bizyaui3alii. 3aBasaku Lumen MoXxHa 10CATTA OUIBIION
aTMOC(EpHOCTI Yy Bizyalizallisix, 1o J03BOJISE PEaTiCTUUHO BijoOpaxaTu po3CisiHe
CBITJIO, MPOMEHI COHIS, MPOTIH IHAUPEKTHOIO OCBITJIEHHA Ta 1HII €(EeKTH, 10
JI0JIal0Th TIMOMHY Ta peati3M J0 CIEH.

Heooniku euxopucmanns mexnonozii Lumen

Bucoki Bumoru 710 o6aiHanss. Lumen BuMarae noTy»HOro 00J1aiHaHHs JJ1s
edextuBHOi poOoTH. II[00 mocArTy Halkpamioi SKOCTI OCBITJICHHS 1 3a0€3MeYUTH
IJIaBHY NPOIYKTUBHICTb, MOXKE€ OyTHM HEOOXiJAHA MOTyXHa rpadiyHa Kapra Ta
IIPOLIECOP.

BiacytHicTh miaTpumMku Ha crapux miaropmax. Texwnosoriss Lumen
MIATPUMYEThCA Ha HOBUX TiaTdopmax, Takux sk PC 3 miarpumkoro DirectX 12 abo
PlayStation 5. Ile o3nauae, o BukopuctanHs Lumen Moxke Oyt oOMexeHe Ha
cTtapux miargopmax ad0 y BHUMAJKY, KOJU LUJIbOBA ayJIUTOPIsE Mae OOMEXKEHY
JIOCTYTHICTB JI0 HOBIIIIOTO 00JIaTHAHHS.

MoxxiiBi po6sieMH 3 MPOAYKTUBHICTIO. Xoua Lumen 103BoJIsi€ BiI0OpaxkaTu
JMHAMIYHE OCBITJIIEHHS B PEaIbHOMY Yaci, 1€ MOK€ BIUTMHYTH Ha MPOAYKTUBHICTbD,
OCOOJIMBO SIKIIO CIIEHA CKJIAJIAETHCS 3 BETUKOI KUTHKOCTI JeTaei 1 JpKepes CBITa.
Jnst mocsirHeHHsT Oa)kaHO1 MPOAYKTUBHOCTI MOXYTh 3HAJOOUTHCS ONTUMI3AIII] Ta
KOMITPOMICH.

[Tonpu HenoMMIKKU, TEXHOJIOTIS Lumen € 3HaYHUM KPOKOM BIEpE]l Y CTBOPEHHI
pealicTHYHOro OCBITJIEHHS B pealbHOMY uaci. i mepesaru y BimoOpaeHHi
JUHAMIYHOTO OCBITJICHHS Ta TIOKpalieHHI aTMOC(EpHOCTI JOMOMararoTh

CTBOpIOBAaTH OUIbII 1MEPCHMBHI Ta Bpaxarwul apXiTEeKTypHI Bi3yamizamii. A
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TUMYacOBI 0arw, siK nora”a B3aemoiiss Lumen 3 poCIUHHICTIO, 10 IPUKIIAAY, TyKe
HIBUJIKO BUIIPABJISIOTHCS KOMaHA0I0 PO3POOHUKIB.
Nanite Virtualized Geometry ma ii nepesacu 6uKkopucmaHHs.

Benmuka peramizamis: Nanite m03Bojsie peaqiCTUYHO BigoOpakaTh mgyKe
JIleTari30BaHl 00'eKTH 0€3 HEOOXIAHOCTI CKJIAgHMX onTHMIzamii. Ile o3Hauae, 1o
apXiTEeKTypHI MOJIETII MOKYTh OyTH CTBOPEHI 3 BUCOKOIO TOUHICTIO 1 IeTai3all€lo,
10 MPUHOCHUTH PEATICTUYHHUIN BUTJIS Bi3yasli3allii.

EdextuBne BuxopuctanHs mnam'sti: Nanite BUKOPHUCTOBYE BipTyasli3allito
reoMeTpii, 10 A03BOJISE€ 3aBaHTAXKYBATH 1 BIIOOpakaTH TUIbKU HEOOXIAHI JieTal
MO/IeJli B peasibHOMY Yaci. L{e 3MeHI1ye BUMOTH J10 TaM'ATi Ta 1I03BOJISIE peatizyBaTu
BEJIMKI ¥ CKJIaJIHI CIIEeHU 0€3 BTpaTH MPOIYKTUBHOCTI.

[IBuaKiCTh BimOOpaKeHHS: 3aBASKH ONTHUMI3allli 00poOku reomeTpii, Nanite
3a0e3rnedye BUCOKY MIBHJKICTh BIJOOpa)XKEHHsS, HE3aJNeXHO Bl poO3MIpy Ta
CKJIaAHOCTI clieH. Lle 103Bosie apXiTeKTOpaM MIBUAKO MEPEIIISIaTh Ta pPelaryBaTi
CBOT MIPOEKTH, 30epiratouu BUCOKY IIPOYKTUBHICTD.

Heoounixu suxopucmanns mexnonoeii Nanite Virtualized Geometry ¢ Unreal

Engine 5

Bucoki BuMoru 10 o0uuciioBaibHuX pecypciB. Bukopucrtanns Nanite Mmoxe
BUMAraTy MOTYXKHOTO 00JIaTHAaHHS JJI JOCITHEHHS ONTUMAIBHOI TPOTyKTUBHOCTI.
Po6ota 3 BenmukuMu JeTani30BaHUMU MOJETSIMA MOXKe OyTH Ba)KKOJIOCTYITHOIO Ha
MEHII TIOTYXHUX CHCTEMaX.

CxnanHicth ontuMizariii. HaHeceHHs y)ke BEIMKOI KUIBKOCTI JleTajieil Ha
CIIEHy MO’X€ CTBOPUTH BHUKIHWK YIPABIIHHIO ONTHUMI3AII€I0 Ta BHUMOTAMHU [0
nporiecopa 1 Biieokaptu. OnTumizaliis ClieH 3 BEJIMKOIO KIJTbKICTIO TeOMeTpli MOXKe
OyTH CKIIQJIHOTO 33]]a4€t0, OCOOJIMBO JIJIST MEHIII IOCBITYEHUX KOPUCTYBAUIB.

[ToTenmiiini obmexeHHs (i3uyHOi cumynAamii. BuxopucranHs BeaMKOT
KUIBKOCT1 JieTajell MOK€ BIUIMHYTH Ha MPOAYKTHUBHICTH (DI3UYHOI CUMYJISALIT,

0COOJMMBO SIKIIO MOJETl MaloTh CKJIAaJHy TeomeTpiro. BpaxyBauus (i3udHHX
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BJIACTUBOCTEN Ta PO3PAaXyHOK KOJI31i MOXYTh MOTpeOyBaTH NOAATKOBUX 3YCHUIIb
JUTSL ONITUMI3AIIli Ta MATPUMKH BUCOKOI MTPOTYKTUBHOCTI CKIIATHUX CIICHAX.

Ilepesazu euxopucmanns mexnonocii Reality Capture

Bucoka tounicte. Reality Capture mo3Bsoisisse crBoproBatu jeTanbHi 3D-
MOJIeJI1 3 BUCOKOIO TOUHICTIO. BOHA MOKe 3aXO0mitoBaTH HaBiTh HAWMEHIII1 JieTall Ta
TEKCTYpH, 110 JI03BOJISIE OTPUMATH Bi3yalbHO PEATICTHUHI MOJENI apXiTEeKTYPHHUX
00'eKTiB.

[IBuakicTh Ta €QEKTUBHICTh. 3aBISKH aBTOMATU30BAaHOMY IIPOIIECY
3aXOIUICHHS JIaHUX Ta MIBHJIKOMY ajiroputmy oopooOxu, Reality Capture mo3Boisie
crBoproBatu 3D-Mozeni mBUaKoO Ta epexTuBHO. Lle 30epirae yac Ta 3ycuiuis, 110
NOTPI0H1 JUIsl pyYHOTO MOJIETIOBAHHS.

CymicHictb. Reality Capture miaTpumye mupokuid ciektp ¢hopMariB JIaHUX,
BKJITIOUaroun ¢otorpadii, Bijieo, CkKaHyBaHHS Jia3epoM Ta 1Hil. [le 1ae MoXIUBICTh
BUKOPUCTOBYBATH PI3HI1 JUKEpeEIia TaHUX Ta IHTErpyBaTH iX y mpouec cTBopeHHs 3D-
MOJENEN.

Heoonixu euxopucmanns mexnonoeii Reality Capture

OOMmexeHa KOHTPOJIbOBAHICTh. 3aXOIICHHS JAaHUX Y PEAIbHOMY CepeIOBUIII
MOke OyTH CKJIaJHOIO 3aJadyer0 uepe3 OOMEKEHY KOHTPOJbOBAHICTh YMOB.
OcBITNIEHHS, TiHI, pyX Ta 1HII (PAKTOPH MOXXYTh BIUIMHYTH Ha SIKICTh 3aXOIUICHHS
Ta TOYHICTh OTPUMAHUX JAHUX.

Bumorn no oGmamnanns. s OTpUMaHHsS HaWKpamux pe3yibTaTiB 3
BukopucranHsaMm Reality Capture MoXyTh 3HaIOOMTHCS CIeLialli30BaHl MPUCTPOI,
Takl SIK BUCOKOSIKICHI kamepu abo 3D-ckanepu. lle moxxe OyTu BUTpaTHUM Ta
BUMAratu J0JJaTKOBUX PECYPCIB.

O6poOka manux. OO6poOKa BEIMKOIro 00CATY JaHuX, OTpuMaHux Bij Reality
Capture, MOXXe BUMaratu moTy>KHUX KOMI'TOTEPHUX PECypcCiB Ta 4acy. AJITOPUTMHU
OoOpOoOKM JTaHMX MOXYTh OyTH CKJIQJHUMH Ta BHUMAaraTu CIeIliajai30BaHOTO

POTrPaMHOTO 3a0€3MeUeHHS.
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Ynponorx ocTtaHHIX pokiB TexHojoris Reality Capture cyTTeBO
MOKpAIMIacs Ta craja Ay)Ke KOPHCHOIO JJIS apXiTeKTypHOI Bizyamizamii. [Ipote,
BapTO BPAaxOBYBATH HEIOIIKU, TaKi K CKIQJAHICTH KOHTPOII YMOB Ta BUMOTH JI0

oOJiafHaHHs Ta OOPOOKHU JaHUX, IPH PO3TJIAIL il BAKOPUCTAHHS.
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BucHoBkn

CrtBopeno 3D Mozaens Ha OCHOBI YaCTHUHU XKHUTIOBOrO npumimieHHs B CAD
cuctemi 3DSMax, 3 moganbIuM i 03710071€HHSIM eJIeMEHTaMH apXITEKTypH, TAKUMHU
SK: ABEpi, BIKHO, AUBaH, mada, CBITWIbHUK, IITOPH, TyMOa, IEKOpaTHBHA ITaHEIb,
TEJNEBI30p, POCIMHHICT, Ta IHTEp €pHI akcecyapu. Mojeni apXiTeKTypHHUX
€JIEMEHTIB TakoXk B3sT1 3 610;10Tekn 3DSMax. CTBopeHU# 00’ €KT 1HTEPIPETOBAHO
B popmar .udatasmith st nomaneioro ekcopty B Unreal Engine. B Unreal Engine
BHUCTABIICHO IJI00AJbHE Ta JIOKAJIbHE OCBITJICHHS, IMIOPTOBAHO apXITEKTYpPHUMI
00’€KT, IPOBEACHO POOOTY 3 MaTepialaMu Ta TEKCTypaMu 3a Jomomoror Quixel
Bridge, ctBopeHo ciienu 3a gomnomoroto rmariny Camera Actor. OTpuMani ClieHU
3pEHJIEPEHO Ta €KCIOPTOBAHO A0 MOHTaxHOi mporpamu DaVinci Resolve Studio
JUTSL TIOAJIBIIIOTO MOHTaXy Ta KOJIBOPOKOPEKINT BUXIJHOTO BijeoMarepiany. Ak
pe3yJbTaT, KIEHT OTPUMYE BIJICO-TIPE3CHTAIII0 JIJIsl OI[IHKU BI3yaJIbHOTO BUTJISITY

1oro MaitOyTHbOT KIMHATH.
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Cnmcoxk BUKOPUCTAHOI JiTepaTypu

. Lumen Global Illumination and Reflections [Enextponnuii pecypc] — Pexum
nocTyny A0 pecypey: https://docs.unrealengine.com/5.0/en-US/lumen-global-
illumination-and-reflections-in-unreal-engine/

. Nanite Virtualized Geometry [Enexktponnuii pecypc] — Pexxum nocrymy m0
pecypcy: https://docs.unrealengine.com/5.0/en-US/nanite-virtualized-geometry-
in-unreal-engine/

. Virtual Shadow Maps [Enexktponnuii pecypc] — Pexum goctymy g0 pecypcy:
https://docs.unrealengine.com/5.0/en-US/virtual-shadow-maps-in-unreal-engine/
. Path Tracer [Enextponnuii pecypc] — Pexum gocrymy 10 pecypcey:
https://docs.unrealengine.com/5.0/en-US/path-tracer-in-unreal-engine/

. Textures [Enextponnmii pecypc] — Pexum goctynmy J0 pecypcy:
https://docs.unrealengine.com/5.0/en-US/textures-in-unreal-engine/

. Materials [Enextponnuii pecypc] — Pexum noctymy 10  pecypcy:
https://docs.unrealengine.com/5.0/en-US/unreal-engine-materials/

. Physically Based Materials [Enextponnuit pecypc] — Pexum poctymy A0
pecypcy:  https://docs.unrealengine.com/5.0/en-US/physically-based-materials-
in-unreal-engine/

. Lighting the Environment [ Enektponnutii pecypc] — Pexxum noctymy no pecypcy:
https://docs.unrealengine.com/5.0/en-US/lighting-the-environment-in-unreal-
engine/

. Global Illumination [EnextponHuii pecypc] — Pexum moctymy 1o pecypcy:

https://docs.unrealengine.com/5.0/en-US/global-illumination-in-unreal-engine/

10. Hardware Ray Tracing and Path Tracing Features [Enexktponuuii pecypc] —

Pexxum moctymy mpo pecypey: https://docs.unrealengine.com/5.0/en-US/ray-

tracing-and-path-tracing-features-in-unreal-engine/

11. Features and Properties of Lights [Enextponnuii pecypc] — Pexxum goctymy m0

pecypcy:  https://docs.unrealengine.com/5.0/en-US/features-and-properties-of-

lights-in-unreal-engine/
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12. Reflections Environment [ Enextponnuii pecypc]| — Pexxum goctymy 10 pecypcy:
https://docs.unrealengine.com/5.0/en-US/reflections-environment-in-unreal-
engine/

13. Shadowing [Enextponnuii pecypc] — Pexum goctymy 10 pecypcey:
https://docs.unrealengine.com/5.0/en-US/shadowing-in-unreal-engine/

14. Post Process Effects [Enextponnuii pecypc] — Pexum moctyry 10 pecypcy:
https://docs.unrealengine.com/5.0/en-US/post-process-effects-in-unreal-engine/
15. Forward Shading Renderer [Enexktponnmii pecypc] — Pexum pocrymy 10
pecypcy: https://docs.unrealengine.com/5.0/en-US/forward-shading-renderer-in-

unreal-engine/

16. HDRI Backdrop Visualization Tool [Enexrponnuii pecypc] — Pexum goctyiy 110
pecypcy: https://docs.unrealengine.com/5.0/en-US/hdri-backdrop-visualization-
tool-in-unreal-engine/

17. Sun and Sky Actor [EnextponHuii pecypc] — Pexxum goctymy 10 pecypcy:
https://docs.unrealengine.com/5.0/en-US/sun-and-sky-actor-in-unreal-engine/

18. Geographically Accurate Sun Positioning Tool [Enexktponnuii pecypc| — Pexxum
nocTyny 5o pecypey: https://docs.unrealengine.com/5.0/en-US/geographically-

accurate-sun-positioning-tool-in-unreal-engine/
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3D MoaeJb CIPOEKTOBAHOIO NMPUMIIICHHSI B Pi3HUX MPOEKIIAX

f SetMaterial

7 SetMaterial

7 SetMaterial

HoxoBa crpykrypa blueprint
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Pe3yabTaTu iHTEpaAaKTHBHOI 3aMiHM MaTepiajiB
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