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APXUTEKTYPHAA BU3YAAUIALUA HA UNREAL ENGINE 4
lypko U.C., cm. npen., lNoHu3oeey E.M., cmyo.

Bumebckuti 2ocydapcmeeHHbIl mexHono2u4eckul yHugepcumem,
2. Bumebck, Pecnybnuka benapyco

Pedepar. B 0daHHOU cmambe npoaHanu3uposaHbl Memoldbl U amaribl [pakmu4eckKko2o
co30aHusi apxumekmypHoll eu3yanusayuu ¢ rnoMoWbio U2poeo20 08uxka. B ocHoee aHanusa
COBPEMEHHbIX MmeHOeHUUl 8 co30aHuu apxumekmypHol eudyanu3auuu fexum CcucmeMHbIl
M00x00 u cmpyKkmypHbili Memo0d aHanu3a, Komopble 0380/ISI0M Ha OCHOBE CUHME3a PasuUyHbIX
3HaHul onucame 0aHHyo pobremy.

KntoueBble cnoBa: Busyanusauus, 3D-mogenunpoBaHue, urposomn Asuxok, 3D-pepakrop.

Busyanusauns  crtana HeoTbeMMNEMON 4YacTbl0  COBPEMEHHOTO  apXMTEKTYPHOro
npoekTMpoBaHus. [leTanuanpoBaHHOe TpexmepHoe U306paxeHne BOCMPUHMMAETCS Mydlle, Yem
apxuTekTypHble NnaHbl. PaboTtas Hag NpoekToM, apXUTEKTOPbI U An3anHepbl npuberatoT K Takomy
cnocoby nogaym, kak 3D-Busyanusaums. lpu 3TOM KOMMYECTBO AOCTYMHbIX MHCTPYMEHTOB
NMOCTOSIHHO pacTéT. Hapsigy ¢ yxe Haubonee W3BECTHbIMU WHCTPYMEHTaMK, MO3BONSAOLLUMMU,
Yyawle BcCero, cosgaBaTb CTaTU4HOE M300paXkeHue, MoryYyeHHoe C MOMOLLbI BU3yannsaTopoB
vRay, MentalRay, Corona n gpyrux, HabupaeT NonynsapHOCTb BM3yanusaLums C NOMOLLbIO UTPOBbIX
amxkkoB. OOHUM M3 TakMX WHCTPYMEHTOB sBnseTcs wurposor aswkok Unreal Engine 4,
pa3pabaTtbiBaeMbli U NogaepxmBaemblin komnaHnen Epic Games. HanucaHHbIn Ha s3blke C++
OBWKOK MO3BONSET co3faBaTb Urpbl AN OOMbLUMHCTBA OMepauMOHHbBIX CUCTEM U nnaTdopm:
Microsoft Windows, Linux, Mac OS n Mac OS X; koHconen Xbox, Xbox 360, Xbox One,
PlayStation 2, PlayStation 3, PlayStation 4, PSP, PS Vita, Wii, Dreamcast, GameCube n gp., a
TakKe Ha pasnuMyHbiX NOPTaTMBHBLIX YCTPOMCTBAX, Hanpumep, yctponcteax Apple, ynpaBnsembix
cuctemon iOS n npoymx.

Llenb cratem — BbisiBNeHne ocobeHHoCTer, NpeuMyLlecTB W HegoCTaTKoB  CO34aHus
apxXuMTeKTYpHbIX BU3yanu3auum Ha urposoM asmxke Unreal Engine 4.
ApXUTEeKTypHas BuM3yanu3aums — MHOFOCTyMNeH4YaTbli MpoLecc, KOTopbii 4Yacto Tpebyet

NCMNOMb30BaHWsA HECKOSbKMX MakeTOB MPOrpaMMHOro obecneyeHust U MOCTOSHHOIO 3KcnopTta U
MMMNopTa pPasfuyHbIX 3MEMEHTOB CLeHbl. JTo Xe oTHocutca u Kk Unreal Engine, n k gpyrum
UrpoBbIM OBWXKaM, B KOTOPblEe HY>XHO MMMNOpPTMpOBaTh rotoBble 3D-Modenu U3 gpyrux nporpamm
TpexmepHoro mogenuposaHusi. MmaBHas ocobeHHocTeb Unreal Engine 3aknioyaeTcs B TOM, YTO OH
He MMeeT WMHCTPYMEHTOB [ns MOOEenupoBaHus, BCe acceTbl noarpyxattca u3 apyrux 3D-
penakTopos.

MogenupoBaTb M 9KCMOPTUPOBaTb 0ObEKTbl MOXHO B mntbom 3D-pegaktope (3ds Max,
Blender, Maya un np.) XXenatenbHo, 4Tobbl MOAENb MMENA XOPOLLYIO TOMOSMOMMIO U MOMUIOHaX B
pa3yMHbIX npegenax (ecnv roBopuTtb 06 UHTEpbepax, TO OCHOBHblE OOBLEKTbI CLEHbl, Takne Kak
OMBaH, kpoBaTb W Ap., He A0MkHbl npeBbiwaTtbe 100 TbICAY TPEYronbHWUKOB, T.K. 3TO CUIMBHO
CKasblBaeTCcs Ha Mpou3BoAUTENbHOCTK). Jlyylle, KOHEYHO, AenaTb PeTononorM Kaxaon moaenu
BPYYHYIO, HO ANsi AOCTMXXEHUS NPUEMIIEMOro pe3yribTata MOXHO 0OOMTUCbL U aBTOMAaTUYECKMMMU
cpeacTBamMmu, nporpaMmmMamMu Unu nrarMHamu.

Cnegylolwummn atanamy MOCTPOEHUS CLEHbl AN apXWUTEKTYpHOW Bu3yanusauuun 6OyaeT
co3gaHve maTepuasnoB, HacTpOKa OCBELLEHMA 1 NocTobpaboTka.

B wrposon aswxok UE BHeapeHa Bum3yanbHas cuctema nporpammupoBaHusa Blue Print. Ona
3ameHsieT cobort HeOOXO0AMMOCTb B MPOrPaMMMPOBAHMK, HO HE WCKIOYaeT BO3MOXHOCTb nucatb
Ha C++. [lo4yTn BCE MOXHO peanu3oBaTb W KOHTPOMMPOBaTb MPOrPaMMHO: aHUmauuio,
B3aumoaencTBne 06bEKTOB, AP eKTbl, MaTepmansl, 3ByK, kKamepbl U T.4. OTO HE TOMbKO 3KOHOMUT
BpeMsi, HO 1 obecnednBaeT OTNMYHYI0 TMOKOCTb Npy pa3paboTke. Blue Print npeacraesnseT cobo
BM3yanbHO-HOOOBLIN MHCTPYMeHT. Matepuansl B Unreal Engine 4 co3gatoTca ¢ NOMOLLBIO HOA U
ncnonb3ylTes novtn Ansa nboro BusyanbHoro anemexTa B Unreal Engine. MaTtepuarnsl MOXHO
HaHOCUTb Ha NoOble OOBEKTDI, BKMOYAA MeLLU, YacTuubl U anemeHTsl Ul.
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PucyHok 1 — MaTepuan gepeBsHHOro nona

Ha paHHOM KapTuMHKe npeacTaBfieHa npocTtas cucTeMa, onpedensiowas Martepuan
aepeBsiHHoro nona. OgHako cxeMbl He 00siI3aTENbHO AO0JMKHbI ObITh MPOCTLIMU. HYacTo pasnuyHble
MaTepuanbl UMeT 00SbLIOE KONMYECTBO PasfiMyHbIX HOAOB.

[Ons ocsBeweHua cueHbl B Unreal Engine 4 ucnonb3yoTca crneaylowmne Tunbl UCTOYHUKOB
ceeTa:
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PucyHok 2 — Tunbl UICTOYHUKOB cBeTa

Sky Light — wmutupyetr HebecHoe ocBelleHMe nyTem 3axBaTblBaHUS MAHOPAMHOrO
n3obpaxeHus (Tak e MMeHyemoe kak Cubemap) AanbHMX 4acTen cueHbl (KoTopble Aanblue
napameTtpa SkyDistanceThreshold), n npumeHeHus ero B kayecTBe OCBeLLEHUS. DTO 3HAYMUT, YTO
ocBelleHne ot Sky Light 6ygeTt cxox ¢ okpykeHnem cueHbl. B Tom uncne 6yget 3axeaTtbiBaTh U
nobo4yHble 06bEKThI, Bpode HamnoxeHHbIX 06nakoB Ha ckanboKc nnm rop BOKpyr cueHbl. Sky Light
OblBaeT ABYX TUMOB B 3aBMCMMOCTU OT NMOABMKHOCTY:

Static (CTaTU4HbIA CBET) — UCTOYHUK CBETA TAKOrO TUMa HE MOXET ObITb M3MEHEH BO BpPEMS
urpbl. 37O cambil ObICTPBIA CNOCODO ANS peHAaepuHra M no3BoNsdeT UCMoMb3oBaTb 3apaHee
NPOCYNTaHHOE, «3anevyeHHoe» OCBELLEeHME.

Stationary (CtaunoHapHbIi CBET) — NpU UCNONb30BaHUN 3TOrO TUMa, TEHU U OTPAXKEHHbLIN CBET
OyaoyT cTaTudHbIMK, @ BCe ocTanbHoe byaeT AnMHaMu4yHbIM. 3TO NO3BONSET BaM BO BPEMS UIpbl
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N3MEHATb LUBET U MHTEHCMBHOCTb CBETA, HO TAKOW CBET HE MOXET ABUraTbCsl.

Directional Lights — obecneunBaeT conHeuYHbIN CBET AN BCEWN CLEHbI, SBNSAETCA OCHOBOW AN
npocyéta Global lllumination (FTnobansHoro OceeLleHns);

Point Lights — Toye4Hble UCTOYHMKN CBETA, UMUTMPYIOLLME CBET OT NEKTPUYECKUX NaMMNOYek.
ManyyaloT cBeT BO BCEX HanpaBreHUsx, eCTb BO3MOXHOCTb UCMonb30Bath IES-TekcTypy

Spot Lights — pa3meLuaoTcsa B HenocpeacTBEHHOW BNMN30CTM OT OKOHHbIX MPOEMOB, MOAENUPYS
OKPY>KaloLLUA CBET U3 OKOH.

lMocne Toro, kak Bce 06beKTbl U UCTOYHMKN cBeTa Obinv pa3meLleHbl, HEOOX0AMMO NpocUnTaThb
cueHy. [na aToro mcnonb3yeTcss MHCTpyMeHT Build.  3To Hekuii aHamor peHgepa, KOTOpbI
NMPOCYNTLIBAET B3aNMMOAENCTBUSI BCEX CTATUYHBIX UCTOYHUKOB CBETA CO CTATMYHLIMU MOAENSIMMU.
Mpole roBopsi, otbpackiBaeT u 3anekaeT TeHW. Ecnu nocne npocyérta mogenb WM UCTOYHUK
cBeTa ObINM MepeaBuHYTbI WX yAarneHbl, TeHb OCTAHEeTCA W MpPUAETCA 3aHOBO NepecyuTatb
CLIEHY.

3aknountensHbIM  3TanoM  Mpu  CO3[4aHUMM  apXMTEKTYpHOW  Bu3yanu3auun SBnsieTcs
noctobpabotka. B wumpokom cmbicnie, noctobpaboTtka — 3TO BCe TO, YTO MPOUCXOAWUT nocne
OCHOBHbIX OEWCTBUIA NO NOCTPOEHU0 n3obpaxeHus. BeinonHute noctobpaboTky MOXHO nmvbo B
kamepe, nmbo 6nokom Post Process Volume, no6aBnB ero B NPOEKT U KOppeKTupyst rabaputhbl.
Bonga B aT1oT 6noK, HauHETCA npouecc noctobpabotkn. B Unreal Engine ecTb o4eHb MHOro
BCTPOEHHbIX BO3MOXHOCTEN Anis nocTtobpaboTku: gobaBneHme pasHbix 3¢deKkToB, HacTporika
rnmybuHbl pe3KoCcTW, OCBETMEHNE UMM 3aTeMHeHue Kagpa, gobaBneHune comnHeyvHoro 6rnvka. Bee
3TO NMOMOraeT co3faTb HYXHYH aTtMocdepy U co3gaTb y 3putens onpegeneHHoe HactpoeHume. K
noctobpaboTke MOXHO OTHECTM W My3blkanbHOe OdOPMIIEHME MPOEKTa, HaCTPOWMB 3BYKU
OKpPYXXEHMS1 B 3aBUCUMOCTN OT OCOBEHHOCTEN CLIEHBI.

HecmoTps Ha 10, 4to Unreal Engine 4 aBnseTca ABMXKOM ANS CO3[4aHUSA KOMMbIOTEPHbIX UMP,
€ro MOXHO WCMOMb30BaTb B CaMbIX PasNU4YHbIX LEMsXx B TOMYUCNE M ANA apXUTEKTYpHOMN
BM3yanusaumn. VIHTepakTMBHbIE MPOEKTbl WM BUAEO C BUPTyalbHbIMA Typamu MO >KUMOMY
KOMMMEKCy, anapTameHTam, BO3MOXHOCTbIO MPOrynsitbCA MO Npunerawwen Tepputopun ¢
NepEeKIoYEeHNEM pPaKypCcoOB MO3BOMAT MakKCUManbHO MNpPe3eHTOBaTb MOMHYK WHGOpMaumio o
NpoekTupyeMomMm obObekTe, AeTanbHO M3y4uTb ero. EWwé ogHMm nniocom €ABAsieTCs TO, 4TO
TEXHONOrMsa MO3BONAT OTpeHAaepuTb kagpbl B dopmaTe 360 stereo n 3atem cobpaTtb M3 HUX
naHopamHoe Buaeo ans VR npeseHTaumi.

CnmMcok ncnonb3oBaHHbIX CTOYHMKOB
Pexxum goctyna: https://ru.wikipedia.org/wiki/Unreal_Engine.
Pexum goctyna: https://habr.com/ru/post/253503/.
Pexxum pgoctyna: https://3d.incredibleart.ru/blog/unreal-engine-4-dlja-visualisacii-interieriov-i-
exterierov/.
4. Pexwum pgoctyna: https://ueddaily.com/blog/Fizicheskoe-osveschenie-UE4.
5. Pexum gocTtyna: https://uengine.ru/site-content/docs/post-process/postprocess.
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CPABHUTEAbHbIA AHAAU3 PUIUKO-MEXAHUYECKUX CBOMUCTB
AbHOCOAEPXALLEW MPAXU

KasapHoeckas I'.B., K.m.H., dou., Muneeea E.C., acn.

Bumebckuti 2ocydapcmeeHHbIl mexHono2u4eckul yHugepcumem,
2. Bumebck, Pecnybnuka benapyce

Pedepatr. Cmambsi nocesdweHa ornpedesieHuo  GU3IUKO-MexaHUYeCKUx ceolcme U
rnokasamersnel kadyecmea sibHocolOepxkawel npsku Ofid mMKaHu KOCMIOMHO20 accopmumeHma. B
pe3ynibmame nposedeHHbIx ucciiedosaHull yCmMaHOB/IEHO, 4YMO pezaeHepuposaHHas Mpsxa
umeem npednoymeHue rneped KOMOHU3UPOBAHHOU. xapakmepusyemcs MeHbwel HeposHomol,
Ha/luqueM MeHbWez20 Kosudecmea ropOKo8 eHewHez2o euda, bosiee 8bICOKUMU Pa3pbi8HbIMU
Xxapakmepucmukamu. J[aHbl pekomeHOauuu Mo rpuMeHeHuUro OaHHOU npsKU 8 00eXHOM
accopmumeHme.

Knoyesble crosa: pereHepunpoBaHHoe BOJIOKHO, KOTOHU3UPOBaAHHOE BOJIOKHO, J1IbHOXI10OMNKOBasA
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