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ABSTRACT
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Llenbto aTon GakanaBpckon paboTbl 6bino co3gaHme 3D-cpefbl C MCNOMb30BaHMEM WMIPOBOIO
asmwkka Unreal Engine 5.1. HamepeHue coctosno B TOM, 4TOObl MCNONb30BaTh pPasrmyHbie
MeTodbl ONs co3daHusi roToBbiX K urpe 3D-pecypcoB, U3yuuTb pasfnnyHble Cnocobbl KX
onTUMM3aUMN U TEKCTYPUPOBaHUS WU, Takmm obpasom, onpeaenntb OonTMManbHbii pabouni
npouecc Ansi 3TOro npouecca. ATta AuccepTauus MO3HAKOMWUT 4yuTatens ¢ gobaBneHnem
pasnuyHbIX aneMeHToB 1 addekToB B Unreal Engine, a Takke ¢ 3(ppeKkTUBHbLIM UCMOMNb30BaHUEM
UrPOBOro ABWXKKA, YTOObI METOAbI, 00CY)KAaeMble B HEW, TAKXKE NPUMEHSANUCH B APYINX NMPOeKTaXx,
co3faHHbIX ¢ nomoLubto Unreal Engine.

Kaxxpasa pabovas dpasa npolecca pasgeneHa Ha OTAenbHble FMnaBbl, FAe paccMmaTpuBaloTcs
MCNonb3yemMble TEXHUKM C OBLMMM NPpaKTUKaMu, CROXUBLUMMUCS B UTPOBOM MHOYCTPUM, a TaKKe
paccmaTpuBaeTCs TEXHWYecKass COBMECTUMOCTb Mexay nporpaMmmamu, UCMNoSib3yeMbiMn B
npoekte, n Unreal Engine.

OTOT NPOEKT B OCHOBHOM MCMOMNb3yeT NporpamMmmy mogenupoBaHus Blender ans cosganms 3D-
mogenen n Adobe Substance Painter ana cosgaHus matepmano. B gononHeHue K aToMmy,
anccepTaums Takke [OKYMEHTUpPYeT ApyrMe WUCNONb30BaHHble MPOrpaMMmbl, KOTOpble Obinn
HeobXxoanmbl AN NPOEKTa, a Takke ucnonb3oBaHne Unreal Engine 5.1 n ncnonb3oBaHue ero
dyHKUMn npu cosgaHumn 3D-cpeabl.

CosgaHvie AMNNOMHOro NpoekTa NpoLUso rrnagko U B COOTBETCTBUK C rpaddnkoM, B npoLecce He
BO3HUKINO HUKaKNX cepbe3Hblx npobnem. lMpoekT Obi 06WMPHBIM M MHOTrO3TanHbIM, HO Obin
pa3paboTaH YeTKMN U MOHATHLIM paboumn npouecc ¢ NogpobHbIMM dTanamu paboTbl, YTO
noresHo Ansi Xy4OXHMKOB MO OKpYXaloLen cpege, Ucnonb3ylowmx urposor aswxkok Unreal
Engine.

KntoyeBble criosa: urposow Asuxok, Unreal Engine, Blender.
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1. BBEOEHUE

UrpoBas nHaycTpmst — aTO NOCTOSAHHO pacTylias cdepa, U KOMNaHUM NOCTOSIHHO HYXXOaloTcs B
KBanMuUUMpPOBaHHbIX XygoxHUKax. MNMomumo npocTtoro 3D-mogenupoBaHUA WM CKYNbMTUHIA,
XOPOLUNA UFPOBOM XYOOXKHUK OOMKEH 3HaTb, Kak UCMOMb3oBaTh PacnpOCTPaHEHHbIE UrpoBble
ABWXKW B 3TOM 0bnacTun, NocKonbKy paboTa XyA4oXHWKa HEe OrpaHn4MBaeTCs TOMNbKO CO34aHUeM
3D-mogenun. ArpoBblie oBuKKn uMetoT Bce bonbLue rpadmyecknx OyHKUNIA, KOTOPbIE OTKPbIBAOT
BO3MOXHOCTU A1191 CO34aHna noTpscatollen cpedbl N0 Mepe passuTud. XyaokHUKY Urp nosiesHo
NMeTb HEKOTOPOE npeacTaBneHne 06 aTUX BO3MOXHOCTAX M (PYHKUMAX, @ Takke O TOM, Kak uxX
3(ppeKkTMBHO Mcnonb3oBaTb. OTO MNO3BOMSET CO34aBaTb CHOXKHYH rpadunky u addekTbl,
ONTUMU3NPOBaHHbIE ANs NNatdopm, He Oyayun cnuwkom TsbkenbiMu ans 6ecnepebornHomn
paboTbl.

Unreal Engine — 3T1o 6ecnnaTtHbIn UrPOBOWN ABMXKOK, pa3paboTaHHbin Epic Games, koTopbIn
nprobpen 6onbLuyto NonynspHocTb 6narogaps cBoMM dyHKUMsIM. OH NOCTOSIHHO pa3BmMBaeTCs U
COBEpPLUEHCTBYETCH, TaK Kak Hanbonee n3BecTeH CBOEN CNOCOOHOCTbIO CO3aaBaTb HEBEPOSTHOE
norpyxeHme n UMeTb OTIINYHYIO Npon3BoauTensHocTb. Unreal Engine ncnonb3yet cob6CTBEHHbIE
TexHosnormu, Takune kKak Lumen pgna dotopeanuctnyHoro oceeweHus, Nanite ans
aBTOMAaTMYEeCKOro ynpaeneHust ypoeBHem petanu3aumm (LOD), Virtual Shadow Maps ans
peHgepuHra TeHen KnHemaTorpaduyeckoro kadyectsa, Niagara gnga acddektoB Yactuy n Chaos
B KayecTBe (PbM3MYEeCKoro ABMXKKA. AT (PYHKUMM NOSTHOCTBIO YHUKanbHbl Ana Unreal Engine u
Mo3BOSAT LUMPOKO MCMOMNb30BaTb €ro B KadecTBe nnatdopMbl ANs Urp, TENEBUOEHUA U
KMHONHAOYCTPUN.

B ancceptaumm pacckasbiBaetca 06 ucnons3osaHum Unreal Engine 5.1 B kauecTtBe nnaTtdopmsl
ans cosgaHma rotoBon K urpe 3D-cpebl. B 9TOM NpoekTe akTMBbl MOOENNPYIOTCS C MOMOLLLIO
Blender, 6ecnnaTtHom u WWPOKO WUCNONb3yeMOW NporpammMmbl MOAENMPOBaHWsS. 3aTeM OHU
TekcTypupytotcs ¢ nomowbio Adobe Substance 3D Painter n nepeHocstcs B Unreal Engine. B
WUrpoBOM [ABWXKE cpefa co3gaetcs ¢ ucnonb3oBaHnem atnx 3D-mopenen, v MHOXECTBO
BHYTPEHHUX  OYHKUMIA  OBWXKKA  UCMNONb3YKTCA AN  CO34aHUA  KpacuMBOro  Mupa,
ONTUMWU3NPOBAHHOIO NS UCNOSb30BaHNSA B Urpax.

B aTom Te3nce kaxabi aTan paboTbl 06bACHAETCA NOAPOOHO U Taknm 06pasom, YTOObI MX MOXKHO
ObINO Nerko NPUMeEHATb B ApYrux npoektax. Pekomengyetcd, 4tobbl yutatens nmen 6asosble
3HaHMsa o 3DMoaenupoBaHMM U TEKCTYPUPOBAHNN, MOCKOSbKY OHU HE OOBSICHAIOTCS CITULLKOM
nogpo6Ho.



2 MITAHUPOBAHUE OKPWKA}OLLI,EVI CPEbI
2.1 lNMowuck ccbinok

lMnaHMpoBaHMe NPoeKTa LUMPOKO CYMTAETCS BaXKHOWM YaCTbIO YCMNELIHOro npoekTa. 3atpavyeHHoe
Ha 3TO BPEMsI CHWXAET PUCK MpoBana nNpoekTa M YyBeNMuMBaeT BEPOSITHOCTb €ro ycnexa.
(Ceppagop, 2012 r.) lNnaHnpoBaHMe [OMKHO HauYMHATLCA C OMNpPeAeNieHust Lenu MnpoekTa,
onpegeneHnst oobema n onpegeneHns rpaduka.

Mpn cosgaHum MrpoBOK Cpenbl, ONMCAHHOW B AHHOW AuMccepTaumm, HEOOXOAMMO HaMTU Kak
MOXHO OO0nblUe 3TaNOHHbIX M300pakeHun, nogxoadwmx ansa npoekta. C MOMOLLbI 3TUX
KapTUHOK HamevaeTca obwaa Tema [ONs OKPY)XEeHWUS, KOTOPYH Mbl W BO3HaMeEpUIMCb
peanu3oBaTb. PedepeHcHble n3obparkeHus Takke OYeHb BaXkHbl NPU MOAENUPOBAHNN acCeTOB,
MOCKOMbKY OHM NOMOratoT A0OUTLCA NPaBUNbHbLIX NPOMOPLVIA.

PedepeHcHble n306paxeHnss MOXHO HaWTK Ha BecnnaTtHbiX poTocTokax. OHM YacTo coaepxkar
pasnuyHble KaTeropum n3obpaxkeHuii, KOTopble MOXHO CBOGOAHO MCMONb30BaTb B Pa3fM4YHbIX
NpoekTax unu nccriegoBaHusix. Coop HEKOTOPbIX U3 3TUX U30OpaXKeHNUI MOMOraeT CrflaHMpPOoBaThb
1 onpeaenuTb Xenaemoe HacTpoeHue 1 obLwniA BUA, OKpy»KatoLLen cpeapl.

N3OBPAXEHWE 1. CnpaBo4yHble n3obpaxeHus
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2.2 CKEeTYUHT 1 Benbin AWK

Mpexage vyem npuctynutb K pabdote ¢ Unreal Engine, moxeT GbITb NONE3HO caoenatb HECKOSbKO
HabpOCKOB M MPOTOTMMOB C MOMOLLbIO MPUMUTUBOB, KOTOPblE MHOrAA HasbiBalOT «OenbiM
awmukom» (West, 2021). 310 gaeT xopowee npencrasfneHne o6 obliem pacrnonoxeHun
oKpy>KatoLLen cpedbl. nment 1 NpUMepPHbIA pasmep akTMBOB B HeM. Cpefly MakeTa MOXHO ferko
cMoaenupoBatb, Hanpumep, ¢ nomMmoLbo Blender 1 pasmelleHnst B CLieHe HEKOTOPbLIX OCHOBHbIX
dopM, NPEeACTaBMAIOLNX OKOHYATENbHbIE aKTUBbI.

N3OBPAXEHWME 2. lNMpocTton NnpoToTMN OKPYXXEHWs, CO3AaHHbIN C NOMOLb0 6enoro duimka B
Blender.

Whiteboxing ocobeHHO BaxeH npu paspaboTke YpOBHA ANA BuAeouUrpbl. OTO nomoraet
pa3paboTynkam NnaHMpoBaTh pas3MeLLEHMNE 34aHNN, NPENATCTBUNA, OOCTONPUMEYaTENbHOCTEN,
BparoB ” nMpeamMeToB KOMNeKUWoHupoBaHuda. Wcnonb3yd 3TOT NPOTOTWUMA, OHW  MOTyT
NPOTECTMPOBATb MEXAHMKY YPOBHSA Nepea TeM, Kak MPUCTYNUTb K MakeTy U 3aMEHUTb BPEMEHHbIE
0b6bekTbl OkOHYaTenbHbiMn 3Dpecypcamu. OTOT TUM NPOTOTUNUPOBAHUS TaKkKe MNO3BONAET
paspaboTyvkaM OUEHWUTb XO4 M Temn YPOBHSA, MOMorasi caernaTb OKOHYaTemnbHyl cpeay
yBrekaTenbHON U CITOXHOWN.

3 CO3OAHUE AKTNBOB
3.1 AKTMBbLI MOOENMPOBaHUS

Mocne 3aBepLUEHUs NNAaHNPOBAHUA M NPOTOTUNMPOBaHNA Y 3D-XyOoXHMKa NOABNSAETCA YeTkoe
NpeacTaBrneHVe O TOM, YTO OH cobupaeTcsa cosdaTb. CrneaylowyM Luarom SABNSETCA 3anyck
npouecca MOAENUPOBaHMS C TMOMOLLbID NOGOro  CrneunanusnMpoBaHHOro  MporpaMMHOro
obecneyeruns. 3Dmogenb co3gaeTcsa NyTeM NOCTPOEHWUS FEOMETPUM akTMBa B COOTBETCTBUU C



9

9TaNoOHHbIM UN300paXXEeHNEM WM KOHLENT-apTOM, HACTPOWMKM €ro pasmepoB W AeTanu3auun.
(AbxumHan, 2022 r.)

B Blender atanoHHble 2D-n3o6paxkeHns mMoryT OblTb MMMOPTUPOBAHbI B CLEHY, YTO NO3BONSET
Nerko BbINOMHATbL MOOENUPOBaHUE MO 3TarloHy.

— [ I

N3OBEPAXEHWE 3. BopoTa Topun, cmogenMpoBaHHbIE MOBEPX 3TANIOHHOIO M300paXXeHus.

KonnyecTBo MOMUIOHOB 3TOr0 akTMBa paBHO 728, MO3TOMY FeOMETPUS HEe HyXaaeTcs B
OoNTUMM3ALIMM, TaK KaK UrPOBOW ABMKOK 6e3 NpobrieM OTPUCOBLIBAET ee B pearibHOM BpeMEHM.

3.1.1 luctea

Mpu MogeNMPOBaHUN NINCTBbI €CTb HECKOJBKO CNeLnann3MpoBaHHbIX NPOrpamMm A5 yCKOPEHWUs
npouecca. B atom npoekte Tree 310 HGbINa nporpamma, ncnonb3yemas ans co3gaHns LEPEBLEB.
3710 BecnnatHoe nporpamMmHoe obecneveHne Ang co3gaHusa AepeBbeEB C OTKPbITbIM MCXOOHBIM
KOOOM, KOTOpO€ MO3BONSET MNONb30oBaTeNto Cco3daBaTb TPeEXMEpHble OepeBbA AN
MCNonb30BaHUS B CBOMX MpoekTax. [lepeBo ['eHepupyeT peanncTuyHO BbIrNsaswmne AepeBbs
nNpoLeaypHO, YTO O3HAYaeT, YTO NoNb3oBaTeNb MOXET M3MEHATb NapameTpbl A4S CO30aHUA U
HaCTpOVKN AepeBbeB MO CBOEMY BKyCy. Takke [OOCTYMNHbl 3KCMNOPTUPYEMbIE TEKCTYpbl ANs
CreHepupoBaHHbIX AEePEBLEB.
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N3OBPAXEHWE 4. [lepeBo 1Bbl N0 yMONYaHuto B reHepatope Tree It-tree

[epeso [No3BonseT nonb3oBaTernto IKCNopTUPOBaTb CreHepupoBaHHbIe AepeBbs B hopmarax,
KOTOpblE MOXHO Ferko WMMopTMpoBaTb B [Apyroe nporpammHoe obecnedeHve ans 3D.
KonunyecTtBo MONUroHOB 3TUX OepeBbeB MOXET AOBOMbHO ObICTPO yBenuM4MBaTbCH, 0COHBEHHO
ecnu nonb3oBaTternlb XO4YeT co3daTb YTO-TO OYEHb peanucTUYHO Bbirmagswee. JTy NUCTBY
CMOXHO BW3yanuanpoBaTb ONA UIPOBOro ABWXKA M3-3a OONbLIOro Konuyectsa reomeTpumn,
KOTOpPYt0 HeOoBXOAMMO BbIYUCAUTL B pearnbHOM BpemeHu. OTO Bbi3blBaeT npobnemsl C
NPon3BOAUTENBHOCTLIO, CHWXaeT FPS u npvBoaWT K OTCTaBaHWO rOTOBOM WUIPOBOW Cpenbl.
OpHako npu ucnonb3oBaHun Unreal Engine 5.1 paspabotyvkam He HYXHO TaK CUITbHO
6ecnokonTbCsa 0 KONNYeCTBE NOMUIOHOB, MOCKONbKY UFPOBOM ABUXOK NO-cBOeMy obpabaTbiBaeT
BonbLmne o6beMbI reomeTpun.

Momumo AepeBbeB, B NPOEKTE UCNOMNb3yeTcss MoAeNb NanopoTHUKA. ATa MOAENb OYeHb MPOCTA,
NOCTPOEHAa TOSNbKO C OAHOCTOPOHHUMMU MITOCKOCTAMU, YTOObI CBECTU rEOMETPUIO K MUHUMYMY. Kak
W NUCTbSA AepeBbEB, NANOPOTHUK NOSyYaeT CBOW peanucTUYHbI B bnarogaps ncnonb3yemMomy
maTepuarny, a He CINOXHOW BblCOKoMonuroHansHon moaenu. lNockoneky Unreal Engine moxet
Aenatb maTtepuanbsl ABYCTOPOHHUMMW, HET HEO6XOAMMOCTN UMETb reoMeTpuIo Ha 0b6enx CTOpoHax
NNCTbEB.
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N3OBPAXEHMWE 5. OueHb npoctasa H13kononuroHanbHas 3D-mogens nanopoTHMKA.

JNIuctbss nanopoTHMKa UMET HebGorbluoe pasHooGpasve Mo reomeTpum U pasmepy, YToObl
pacTeHue BbIrMsSAeno opraHnyHO 1 peanucTuyHo. HapylueHne cummeTpum B peanuctuyHblx 3D-
Moaensix caenaeT akTue 6onee npaBaonofobHbLIM 1M peanbHbIM, MOCKOMbKY B NPUMPOAe He Tak
MHOrO pearibHOW CUMMETPUN.

3.1.2 UV -kapTupoBaHue

UV-oTobOpaxeHne — 3TO npouecc BblpaBHUBaHUA 3D-obbekta B 2D-npocTpaHcTBe, YTOOLI
MOXHO 6bINO NpPUMEHNTb KapTbl TekcTyp. (dom Ha gepese, 2018). MNMpu mogenvposaHum 3D-
obbekTa ero reoMmeTpusa onpenensieTcsa BepunHamm, pedpamm n rpaHamu.

UV-oTobpaxeHune onpenenseT COOTBETCTBYOLWME TOUYKM mexay 3D-o6bektom n 2D-TekcTypon.
Ha atom atane 3D-00bekT y3HaeT, Kak MPMMEHNTb TEKCTYPY K caMmomy cebe.
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N3OBPAXEHWUE 6. PassepHyTble UV-pa3sepTku nnasatoLero ooHaps.

Mpn mMogenupoBaHWn OOBLEKTOB C MNPOCTOM reoMeTpuem u TONbKO OfHOW TekcTtypon UV-
oTobpaxeHne MoXeT OblTb MPOCTOM M aBTOMaTMYECKOM 3adadveln, HO C Gonee CROXHbIMK
mMoaensamMm ero Heob6xoaMMOo BbINOMHATL BPYYHYHO. OTOT NpOLECC BKIOYaeT B cebsi MapkMpoBKY
weoB B 3D-mMoaenu, a 3aTemM ee crinaxusaHue ansa cosgaHus 2D-TekcTypHon kapTbl. [ocne Toro,
kak UV-oTobpaxeHvne caenaHo ANs CeTKW, OHa pa3BopauymBaeTcsd. 3aTem co3gaHHas 2D-
TEKCTypa rotoBa K TEKCTYPHOMY PUCOBaHMUIO.

Mpn co3gaHuM akTMBa C HECKOSbKMMK MaTepuanamMmu, TakuMu Kak OepeBo, MeTann u pe3uHa,
KaXkabl aK3eMnnsp matepuana JoSKeH ObiTb onpeferieH Kak TakoBoW. OTO MOXHO caenats,
CHavyana OTMETUB LLBbI TaM, FAe OHU OOSMKHbI ObITh, @ 3aTeM UHANBMAYANbHO Pa3BEPHYB KaXKAbIN
mMaTepuan B ynbTpadnoneToBoM pexnme Ha oguH u ToT xe nuct 2D-TekcTypbl. Takum o6pasom,
HEeCKOSIbKO MaTtepmanos MOryT 6bITb 3aneyeHbl B 04HY TEKCTYPY, YTO YMeHbLLaeT 06beM namsaTy,
HeobxoanmbI ANa OUHANBHON BEPCUM UMPbl, U NOBLILWAET NPOU3BOANTENBHOCTb PEHOEPUHTa.
(dom Ha pepese, 2018).

3.2 MaTtepuansl

nOCKOJ'Ibe 2D-TeKCTypa — 370 |/|306pa>|<eHme, KOTOpOE co3naeT onpeneneHHble CBOWMCTBA Ha
NOBEPXHOCTU 3D-06bekToB, Takne Kak LUBeT, METAN/IMYHOCTb U LLiepoXxoBaToCTb, MaTepunan —
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9TO COBOKYMHOCTb 3TUX adpdpekToB. MaTepman — 3TO Habop MHCTPYKUUA O TOM, Kak 0ObekT
AOMMKEH BbIrMSAAeTb Npy pa3HOM OCBELLEHUU 1 pakypcax. Hanpumep, korga K rmagkoMy o6bekTy
aobasnsieTcsa maTepuarn ¢ HEPOBHOW TEKCTYPOM, CBET B3aMMOLENCTBYET C HAM Takum obpasom,
YTO CO3AaeT TEHU, N OOBEKT BbIMMAANT HEPOBHbIM, @ HE rMagknuM. OTO BCErO NULLb UNIO3UA, Tak
KaK y camoro obbekTa nonpexHemy OTCYTCTBYeT Kakas-nnbo TekcTypa noBepxXHOCTH.

TekcTypbl MOXXHO CO34aBaTh C MOMOLLbIO MHOXECTBA Pa3fMyHbiX MEeTOAOB, BKIIOYas
doTorpacduto, 3DckynbnTypy, UMAPOBYIO XKMBOMNUCH, NPOLEaYPHYIO reHepauuio U CMeLLeHne,
BCE B 3aBMCUMOCTU OT TuMa TEKCTYPbI U Xenaemoro adpdekta. (Laxbasm, 2023). Adobe
Substance 3D Painter — MOLLHbIN 1 XOPOLLO U3BECTHbIN B 3TON 0611aCTN MHCTPYMEHT ON1s
co3gaHua matepuanos. JTO ynpoLiaeT NpoLecc co3aaHus BbICOKOKa4Y€CTBEHHbIX

a(pcpeKkToB, MOCKOMbKY  MO3BOMSET  pUCOBaTb MaTepwuarnbl HenocpeacTBEHHO
Ha 3D-obbekTe.

3.2.1 TekctypupoBaHue B Substance 3D Painter

MepBbIM Warom sensietcs nvnopt 3D-mogenu B nporpammHoe obecneyvenune. Ob6blMHO hopmaT
FBX wnn FilmBox saBnseTtca Hanbonee appeKkTUBHbIM A5 MCMOSb30BaHWUS, MOCKOSbKY OH
COAEPXUT LUMPOKUI CNEKTp AaHHbIX, ucnonb3yeMblx B 3D. OH Takke nogaepxusaeTcs
6onbwuHcTBOoM 3Dnporpamm, 4TO OenaeTt ero craHgapTHbiM dopmatoM. Korga mopenb
nmnopTupyetca B Substance Painter, ee HeobxoamMmo 3aneyb, 4TOObl MOXHO ObINO co3aaTb
onpegeneHHble KapTbl TEKCTYp. [locne aToro Mmogerb rotoBa K TEKCTYPUPOBAHMIO.
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N3OBPAXEHWE 8. 3D-mogenb ¢ opeBeCcHbIMM Matepuanamm

3.2.2 JKCnopT TEKCTYp

Korga TekcTypupoBaHue 3aBepLleHO, MaTtepuarnbl HeobxogmMmMo akcnoptupoBath. Substance 3D
Painter nopgaepxuBaeT pasnuyHble popmaTbl, Takme kak .sbsar, .png, .bmp un .exr. B atom
npoekTe wucnone3oBancsa .png. lNMNocne Bbibopa dopmaTa M pasMepa BbIXOAHOW TeKCTypbl
N300paxXeHnsa TEKCTYpPbl AKCNOPTUPYIOTCA B BbiIOpaHHOE MeCTO.
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4 CO30AHNE MNMPOEKTA B UNREAL ENGINE

4.1 HacTtporka HOBOro npoekTra

OT0T NpoekT 6bin HayaT ¢ WwabnoHOM OT NEepBOro nvua Mo YMOSYaHMIO C UCMOSb30BaHWEM
yepTtexen. LLlabnoH BknoyaeT B cebsa nepcoHaxa nrpoka, KOTopbli paccMaTpuBaeTcsa OT NepBOro
nuua. MNepcoHax MOXeT nepemeLLaTbCs U NpbiraTb MO YPOBHIO C NMOMOLLBIO KnaBuaTypbl Unu
Apyrnx KoHTponnepoB. CTapTOBbIN KOHTEHT Takke Obln BKIOYEH, XOTS GOnblUylo ero 4actb
BMOCMNEACTBMM MOXHO YAanuTb, NOCKOSbKY MCMNONb3yeTCs BCEro HECKONbKO pecypcoB. Lleneson
nnatdopmonr npoekTta Obin paboyni cTon, a NnpeaycraHoBKa kavecTBa Gbina yCTaHOBMNEHa Ha
MaKCUMyM.

Korga npoekT 3arpyeH, co3gaeTtcsl HoBbi 6a30Bbii ypOBEHb. 3aTeM KapTy MO YyMOM4YaHUIo
MO>XHO yaanuTb U3 NpoekTa, YTobbl OHa He 3aHMMara CrMLWKOM MHOro MecTta Ha 06opyA0BaHUN.

4.1.1 JlangwadTHbIN an3anH

Korga Bbl HAYMHaeTe co3gaBaTb OCTPOB Ha 6A30BOM YPOBHE MO YMOMYaHMIO, 3TaX HE HYXEH, U
ero MoxHo yganutb. Nocne nepexoga B naHAwadTHbIA PEXNUM HEOOXOAMMO BKITHOUUTL CIOU
pefakTupoBaHus. Huke aTonm onuum eCTb HaCTPOWKKU, KOTOPbIE NO3BOMSAIT U3MEHUTL pasmep,
pacnosioXeHne 1 NoBopoT NaHawadgTa. Nocne HaACTPOMKN 3TUX MapaMeTpoOB MOXHO co3gaTb
nangwadgT, a 3aTemM BbIfEenUTb U packpacuUTb ero rno XenaHuio.

Tenepb npuwno Bpems cosgaTb Cylwy. OTOT MeTof CO3[4aHus OCTpoBa C MOMOLLbIO KUCTU
TpebyeT BKkNtoveHus nnarnHa Landmass. Mcnonb3ys knctb yeptexa Cus-tomBrush_Landmass,
MOXHO nerko cosgatb hopmy octpoBa. Lenkaa kucTeto no naHgwadTty, oH cos3gaeT cdopmy
nMpamuabl. 3Ty (OPMY MOXHO M3MEHUTb Ha NaHenu Aetanen Cyln B packpbiBaOLLEMCS MEHIO
Falloff. Mpn BbIOOpe ¢oOpMbI KPbIWKA NUpammuaa npeBpallaeTcs B MNIOCKYD MNOBEPXHOCTb.
YBenunyeHue 3HavyeHusi cMeLLeHna Z nenaeTt NoBepXHOCTh Bbille, Aenasi ee NoxXoXen Ha OCTPOB.
Tenepb NepemelleHne TOYek cnnavHa uameHsieT dopmMy ocTtpoBa. MoxHO cosgaTb Gornblue
TOYeK crnnarviHa, yaepxueasa knasuwy Alt npu nepetackmBaHuyM TOYKKW, YTO MOMOXET co3haThb
Donee CroXHYI0 U eCTECTBEHHYO (hopmy OCTpoOBa.



i
8 Landscape_CustomBrush Edit Cusion
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N3OBPAXXEHWE 9. ®opma ocTpoBa, co3gaHHasi C NOMOLLbIO KMcTu blueprint

EcTb pasHble BapuaHTbl caenatb gurypy Goree opraHMyHoMm M peanuctudHon. HacTponka
HEKOTOPbIX MapaMeTpoB Ha NaHenn cBedeHun MOXeT ObICTPO U Nerko NpeBpaTuUTb MNPOCTYIO U
6asoByto hopMy BO 4YTO-TO Bonee AoCTOBEPHOE. ATO TakkKe MOXHO caenatb C MOMOLLbIO NENKH,
HO 3TO MOXeT OblTb HaMHOro 6onee yToMUTENbHBIM U TPyAOEMKUM. Perynuposka 3HadeHun
LyMa 3aKpyuYnmBaHUsa NPpMBOAUT K TOMY, YTO Kpas loMatoTcs, npuaasas 6onee crnoxHyro opmy,
a W3MEHEeHue Cunbl TeppacupoBaHMs MPUMBOOAMT K TOMY, UYTO MOBEPXHOCTb OCTpOBa MMeET
HEKOTOPYIO TEKCTYPY, a He CTaHOBUTCHA MOSIHOCTbIO nriockon. NapameTp Displacement Takke
npugaeT NOBEPXHOCTM AeTann3npoBaHHyO TEKCTYPY, Aenasg ee elle bonee peanucTUYHON. ATK
3Ha4YeHUs MOXXHO CBOOOAHO M3MEHATb B 3aBUCUMOCTU OT XKenaemoro pesyrbTaTta.

i Lo
@ Landscape_CustomBrush 6 G

N3OBPAXEHWE 10. ToT ke OCTPOB C MU3BMEHEHHbIMW NapameTpamm
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4 .1.2 PucoBaHue nensaxka

lNepBbIn War B pMcoBaHUM TpaBbl, MPA3N U KAMHEW ONS nensaa — 9TO COo3daHue ANs HUX
maTepuana. NMockonbKy TONbKO 0OQHO M306paKeHne TEKCTYPbl MOXET ObiTb NOAKIMIOYEHO K y3ny
BbIBOA4a MaTepuanos, y3en LandscapelayerBlend gormxkeH 6biTb NOAKMOYEH kK 6a30BOMY LBETY,
4YTOGbI MMETb BO3MOXHOCTb 400aBNsATL BCE TEKCTYPbI K Matepuany. Ha naHenn ceegeHni yana
LandscapelLayer-Blend no6asneHbl Tpy anemMmeHTa, No3BONAoLLME NOAKNIOYATb TEKCTYPbI TPpaBbl,
rpsi3n U kKaMmHen. MI3obpakeHns TEKCTYp, UCMOMb3yEMbIE B 3TOM MPOEKTE, AOCTYMHbI B HAYallbHOM
COAEpPXMMOM MpoeKkTa, HO mnobble ApyrMe TeKCTypbl Takke MOryT ObiTb MMNOPTUPOBAHbI B
3aBUCMMOCTM OT XXenaemoro pesynbTaTta.

U3OBPAXXEHUWE 11. JlaHgwadTHeIN MaTepran ¢ yMeHbLUEHHbIM TaWfIMHIOM U MOBbILLEHHOWN
LLIEPOXOBATOCThIO.

Nocne gobaBneHus martepmana B naHawadT cnom HeobxoanmMo HacTpPOUTb B NaHAWaddTHOM
pexume. Nocne namMeHeHnsa Kaxaoro Crost Ha CMELUaHHbIN CrOW, OHW FTOTOBbI K PUCOBaHMUIO Ha
nensaxe. BoibpaB TEKCTYPHbIN CMOW N PUCYS KUCTbLO, TEKCTYpa HAaHOCUTCA NPAMO Ha MaccuB
3emMnu.
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4.1.3 lobaBneHne nucTBbl

Mpw co3gaHuM peanucTUYHOM cpedbl TakMe aKkTUBbl JIUCTBbI, kak TpaBa, MOryT ObiTb
yTOMUTENbHLIMU ANs MogenupoBaHusi. CyLLecTBYHOT pasHble cnocobbl CO34aHMs HACTOALMX
pacTeHU, HO B JaHHOM Cry4ae peanvCcTUYHOCTb JOCTUraeTcs 3a CHeT MaTepurarsos.

Quixel — opraHusauus, Takke npuvHagnexawas Epic Games. OHu co3galoT npogykT nog
Has3BaHnem Megascans, NpeacTaBnAlWNA COBON OHNMaNH-6MBNNOTEKY BbICOKOKA4YECTBEHHbIX
pecypcoB, co3gaHHbIX MeTogom doTorpammeTpun. OH BknovaeT B cebs ckaHMpoBaHue
00BHEKTOB peanbHOro Mupa v npeBpalleHMe Ux B TeKCTypupoBaHHble 3D-mopenu, rotoBble K
NCNonb30BaHNIO B pasnmnyHbIX npoektax. OHW NpeanaratT OrpoMHOE KONMMYecTBO BecnnaTtHbIX
pecypcoB, Takux Kak TpaBa, 4oOaBneHHasi B 3TOT MPOEKT.

Jlnctea moxeT GbITb fobGaBneHa k naHgwadTy B pexume «Jlucteay. NepetackmBaHne meLlen B
BG1BIMOTEKY NUCTBLI NO3BOMSIET PUCOBATb MX NPSIMO Ha 3€Mr1e C NMOMOLLLIO KUCTWU, MHCTPYMEHTA
nacco Unn MHCTpyMeHTa 3anueBku. BaXkHO HACTpPOUTb KOMMAM3MK NIUCTBbI B HACTPOMKaXx NMUCTBbI,
4YTOObl OHM COOTBETCTBOBASN XENaeMoMy NOBeAEHMN0, YTOObI UTPOK MOr, Hanpumep, NPOMUTU NO
TpaBe, a He MATM MpsAMO Yepe3 OepeBbs. HacTporka napameTpoB CETKM FUCTBbI NyTEM
N3MeHeHMs ananasoHa Maclitaba n opyrmx nepeMeHHbIX MOXeT caenaTtb pesynbTaT ewe 6onee
peanuctnyHbiM. OTTyga 3TO NOSMHOCTBIO XYyOOXECTBEHHLIN BbIOOP, rae pucoBaTb PasfnunyHyro
NNCTBY, KAMHW U Opyrue ceTku.

+ Foliage

N3OBPAXEHWME 13. OkHo npocmoTpa Foliage Mode n HapucoBaHHas nuctea
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4.2 AMnopT akTnBOB

Korga 3D-mogenb TeKCTypuMpOBaHa M 3KCMOPTMPOBAHA, €€ MOXHO MMMAOPTMPOBATb B MPOEKT
Unreal Engine. Bbibop nogxoaswero mecta B 6pay3epe KOHTEHTa BaXKeH 4151 YACTOW U FIOrMYHOM
CTPYKTYPbI Nanok, No3TOMYy BCE MOXHO JIEerko HanTu. 3aTeMm, LLENKHYB NPaBon KHOMKOW MbILLX B
HY)>XHOM MecTe, aKkTUB MOXHO fo6aBuTb B 6ubnmMoTeky npoekrta. [lepeTackMBaHue acceta Ha
CUeHy npoeKkTa MO3BOSISIeT HArnggHO yBUAETb, KakK acceT BbIrMSAWMT B Urpe npu M3MeHeHuu
HacTpoek. MIMNopT TEKCTYPHbIX M300paxeHnn paboTaeT TakuMm e obpasom.

[BOMHOM LWen4oK No pecypcy B Opay3epe COOEpXMMOro OTKpbIBAET pPedaKkTop pPecypcoB.
CylecTBylOT pasnuyHble HACTPOMKW, BKMOYas mMaTepuarn, HaHWT, CTOMKHOBEHWE U YypOBEHb
Aetanusaumun. PegakTtop Takke otobpaxaeT MHopMaLmio 0 MOAeNn N KOSIMYeCTBO NOSIMTOHOB.
B Unreal Engine pekomeHayeTcs BKMOUUTL nogaepxky Nanite, Tak Kak 3TO noBblWaeT
Npoun3BOANTENBHOCTL UrPbl 3a cveT 3PPEKTUBHOIO peHOepuHra CIoXHOW reomeTpun B
peanbHOM BpeMeHU. OTO yCTpaHAeT HeOOXOAMMOCTb B TpaanuMoHHbIX LOD 1 meTogax pyyHoun
oNTUMMU3aLMM 1 MO3BOMSIET UCNONb30BaTb BbICOKOMOMNMIroHanbHble Mogenun 6e3 Ype3amepHoro
MCNOoNb30BaHWA NAMATK UK Npobnem ¢ NPON3BOANTENBHOCTbIO.

4.2 1 CtonkHoBeHud

CTONKHOBEHMA  UCMONb3YKTCSA ANs  OnpeaeneHvMs  TOoro, Kak OObekTbl  PM3N4ecku
B3aMMOLENCTBYIOT C OkpyXatwen cpegon. OHM NO3BONSAIOT akTMBam pearmpoBatb Ha
dusnyeckoe B3aMMOLENCTBNE C UTPOKOM, CHapsAaMn Unm apyrumm obbekramm.

CtonkHoBeEHMA MOXHO [o6aBuMTb K acceTy B OKHe pefaktopa accetoB. Kak npasuno,
peKoMeHAYeTCs UCMONb30BaTb YNPOLLEHHbIE KONNM3nmM OOpM, Tak Kak OHU He TaK 3aTpaTHbl B
BbIYMCNINTENBHOM OTHOLIEHUWN. MIHOrAa, oaHaKo, He06XO0AMMO NCMNOSBb30BaTb CIIOXKHYI0 KOMMN3NI0
Aans 6onee getanbHoro pesynbrtara. [locne gobaeneHus an. r. MPOCTOE CTONIKHOBEHME KOPOOKMU,
dopma 1 pasmep KOpoOKM MOryT ObiTb M3MEHEHLI B COOTBETCTBUM C reomeTpuen ceTku. Nocne
YCTaAHOBKM MPUMWUTMBOB K acCETy MOXHO MPUMEHUTb KOMMM3n. OTO reHepupyeT AaHHble O
CTONMKHOBEHMN HA OCHOBE HACTpoeKk. 3aTem crieqyeT NpoTecTUpoBaTb CTOSNIKHOBEHWE B Urpe,
YTOOblI MPOBEPUTL BO3MOXHbIE OLWIMOKM M ybeauTbCcs, 4YTO OHM 0becneyvMBalOT TO4YHOE
B3anmoademncTeue.
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4.2.2 Co3pgaHne maTtepuanos

Unreal Engine 5.1 yHMKaneH n odeHb r’MbOOK B CO34aHUM MaTepuarioB, NMOCKOSbKY NO3BONSAET
co3faBaTb CMNoOXHble BU3yanbHble addekTbl. MaTtepuansl MOXHO MCNOMb30BaTh AN CO34aHUA
noTpsicaloLLmX BU3yanbHbIX 3pdeKToB, TaknX Kak MUCTbS, NNnaBatoLue no BoOAe Unmn KavarLlmecs
Ha BeTpy. lMocnegHsas yHKUMS Cronb3yeTcs B 93TOM NpoekTe u byaeT obbsicHeHa Nno3xe.

lMepexoa K coOOTBETCTBYOLLEN Nanke B obo3peBarTene coaepXMmMoro 1 Wen4yok npaBon KHOMKOW
MbILIM NO3BONSET co3gatb 6as3oBbIi MaTepwar, KOTOpbIM noka nycT. [BOWHOM LUEN4YoK Mo
MaTepuany OTKpbIBaeT penaktop martepmanos. 1o ymonyaHuio OH COAEPXUT OAMH BbIXOOHON
y3en. 3aecb MOXHO J06aBuTb 6onbLue y3MnoB, WeNKHYB NPaBol KHOMKOW MbILLM NYyCTYy0 06nactb
M NOAKITHYMB MX K BbIXOAY, YTOObI CO34aTh NOTpscalolme MaTtepuansol.

N3OBPAXEHWE 14. MNMpocTton nonynpo3payHbiin MmaTepman ansa 6ymaxxHoro ooHapuka

[na mateprana 6ymaxHOro ooHapsi Bbllle YCTAHOBSEH MOSYNPO3paYHbIi PEXMM HaNOXeHUs.
3710 genaeTt maTepuan Npo3payHbiM, Jaxe ecnv CeTka, K KOTOPON OH NPMMEHSIETCS, CNIOLLHas.
[loGaBneHne ysna napameTpa WM MNOAKMYEHME €ro K BbIBOAY HENPO3Pa4yHOCTU M3MEHSET
NPO3paYHOCTb A0 XKenaemow BenuumHbl. Y3en obpasua TeKCTypbl — 3TO 6a30BbIN LBET MeLla, U
OH COYETAETCS C Y3rOM CUIbl N3Ny4eHust, YTOObl (POHapb CBETUIICA Tak, Kak OyaATo OH roput. 310
cosfgaeT unn3auio ceeta 6e3 fobaBneHns akTepa CBeTa B CLEHY, UTO genaeT urpy bonee nerkom
ANs1 BbIYUCIIEHUI.

CTtpykTypa maTtepuana, Yalwie BCero ucronb3dyemas B 3TOM npoekte, npocta. OH coaepxut
TONMbKO M300paXeHWss TeKCTyp, caenaHHble paHee. K BbIXOAHOMY y3ny nogknio4vaoTcs
COOTBETCTBYIOLLME W300paXKeHNA B 3aBUCUMOCTU OT TOrO, Kakue TeKCTypbl WCMNOMb3yeT
maTepuan. Pexum HanoxeHusa 3TUX MaTepuarnoB MO YMOJTYAHUIO HEMPO3payHbIv, Tak Kak 3TO
Hanbonee 4acTo UCNoONb3yembli BapwaHT, MpuaarWnin ceTke TBepAabld Martepuan. Ons
npaBunbHOM paboTbl TakMX MaTepuanos, Kak SIMCTbA U NaNOPOTHUKW, B KOTOPbIX B KayecTBe
OCHOBHOrO LBeTa Mcronb3yeTcs .png, Ans npaBunbHON paboTbl AoMmKeH OblTb yCTaHOBMNEH
pexum HanoxeHus Masked. T Ha nesorn 6okoBon naHenn MOXHO NPoOBepuUTb NapameTp two-
sided, 4TOObI caenaTb NUCTbI ABYCTOPOHHUMM, TaK Kak 3TOT napameTp BU3yanuanpyet matepuan
c 06eunx CTOPOH MNNOCKOCTW.



N3OBPAXEHWE 15. [ipeBecHbIn mMaTepuan A8 BOPOT TOPUM C UCMONb30BAHNEM TEKCTYPHbIX
N300paxxeHuni.

Kak ynomuHanocb paHee, cuctema matepuanoB Unreal Engine oTKpbiBaeT BO3MOXHOCTU ANA
co3faHua BusyanbHbiXx addhekToB. Hanpumep, OepeBbs M MX JIUCTbA MOXHO 3acTaBUTb
packaunmBaTbCs Ha BETPY, YTO npuaaet nm 6onee peanuctuyHbii Bug. MNMpouecc HemHoro 6onee
WHTEHCMBHbIWA, HO OCHOBHAs Maesi COCTOUT B TOM, 4TO6bl cO3aaTh CMELLEHNE BEPLUMHBI C y3namu,
KOTOpPbIE UMUTUPYIOT ABWXKEHUE NUCTbEB. [NapameTpbl MOryT ObiTb CO34aHbl M UCMOb30BaHbI 415
ynpaBneHna CKOPOCTbio BeTpa W HanpasneHnem addekra. PerynvpoBka napameTpoB Mo
XenaHuio gaeT BapuaTMBHOCTbL adhdekTa.

4.3 BuayanbHble adddekTbl U CUMYNaLns

4.3.1 BusyarnbHble adddeKTbl

Niagara — 9TO pepakTop BM3yanbHbix addektoB BHYTpM Unreal Engine. 310 nossonset
co3gaBaTb CrOXHble U AnHaMmyeckne apdekTbl YacTuy n cumynsauun. OH OCHOBaH Ha yanax,
ynpaBnswowmx BusyanbHbiMn adddhekTamun, MnpeaocTaBnss Mnonb3oBaTensiM BO3MOXHOCTb
KOHTpoNupoBaTb BHeLIHUW BWUA M nosedeHue addekta. Niagara MOXHO MCnonb3oBaTbh A
co3faHnsa pasnuyHbIX apdekToB. B 3TOM NpoeKkTe OroHb M CBETNAYKM caenaHbl Ha Huarape.
BoamoxHo, notpebyetcs gobaBntb B NpoekT nogknioyaembin modynb Niagara, ecnu oH elle He
BKITHOYEH.

[lo6aBneHne HoBon cuctembl doHTaHoB Niagara nyTem Lienyka npaBoOW KHOMKOW Mbin B
Opaysepe coaepxMmoro 1 ABOMHOrO Lenyka oTkpbiBaeT pegaktop Niagara. [ns umutauum orHs
HY)>XHO HECKOSIbKO pasHbIX 3MUTTEPOB, HayuMHas C amuTTepa nnameHu. lepemmeHoBaHue
3MUTTEPA MO YMONYaHUIO B Nfiamsi, U3MeHeHMe opmMbl YacTul Ha mM3obpakeHne TEKCTypbI
nnaMmeHn M HacTpoKrka pasnUuHbIX NapameTpoB SMUTTEpPA, TaKMX KaK CKOPOCTb MOSIBIIEHMS,
pa3Mmep u LBET cnpanTta, AenatT OroHb PeanIMCTUYHO BbIrNaasawmnm. Tenepb K CUMYTSUMN MOXHO
nob6asutb Gonble agpdekToB. HacTosWMI OroHb UCMycKaeT AbIM WU OCTaTKM OrHsA, a Takke
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CO3[aeT Nnerkoe TennoBOE MCKaXeHWe OKpyxatollero Bo3gyxa. Bce ato moxHoO fob6aBuTb B
pepaktope Niagara, co3naB AOMNONHUTENbHbIE SMUTTEPLI U U3BMEHMB UX NapaMeTpbl.

N3OBPAXEHWE 16. Cumynauuna noxapa B pegaktope Niagara.

MopgenvpoBaHne cBeTnsiika npeacTtaBnsder cobon npocTonm wuanyyartenb ¢oOHTaHa C
N3MEHEHHbIMX NapameTpamu. BHewWwHnn Bna cnpantoB U3MEHEH, YTODObl OHU pas3nuyanucb no
pasmepy n upety. OTo genaet adekT HemHoro Gornee WMHTepecHbIM Anga rnas. CnpaunThbl
cO34alnTCs MeaneHHo 1 Ha 6onbLlor nnowaan, YTobbl OHU BbIFNAAENN PeanucTUYHO.

OT0 nNuwb HekoTopble M3 3A(hdEeKTOB, KOTOpble MOXHO co3gatb ¢ nomouwibio Niagara. EcTb
HeCcKomnbKo cnocoboB MCMOMNb30BaTb pedakTop W co3faBaTb BeNUKOMerHble Bu3yarbHble

appekThl.
4.3.2 MogenupoBaHue TkaHu ¢ nomouibio Chaos

OTOT NPOEeKT BKINtoYaeT B cebsi KYyCOYKM TKaHU, KOTOpble B3aMMoAeNCTBYHOT ¢ BeTpoM. Co3aaHue
MMUTALUMN TKaHU MOXeT OblTb CIMOXHbIM M 3aHUMMaTb MHOTO BpeMeHM, Tak Kak TpebyeT
3HaYMUTENBbHOIO KONMMYECTBa 3KCMEPUMEHTOB W TOHKOM HACTPOWKM, 4YTOObI paboTaTb B
COOTBETCTBMU C BaLLMMM NOXKENAHUAMM.

MepBbIM LIArom ABNAETCS CO3aaHNe CETKMN ANl TKaHU. BaHO OTMETUTb, YTO ceTka AoMkHa ObITb
nrnockon, 4Tobbl npegoTBpaTuUTh Nobble cbom B mogenupoBaHuu. [1nockas pasgeneHHas
MNOCKOCTb [JOIMKHa pabotatb. JTO ewe OAWH aKkTuB, ASI9 KOTOPOro MOXHO BKNHOYAUTb
ABYCTOPOHHUIN maTepuan. Npu nmnopte cetkn B Unreal Engine ee Heo6xoanMO yCTaHOBUTbL Kak
CKEneTHyl ceTKy. N3 pegaktopa MOXHO 4006aBUTb HOBblE AaHHble OAeXAbl, LLESKHYB NpaBown
KHOMKOW MbIWK No ceTke. Nocne npuMeHeHns AaHHbIX OA4EXAbl K CETKE MOXHO aKTMBUPOBaTb
onumio okpackn TkaHu. OkpalumBaHue TkaHu onpeaensieT, HaCKONbKO JAaneko Kaxaas BepLunHa
MOXET OTOWTM OT Mela CO CKUHHMHIOM. 3HadyeHne 0 NpuMBOAUT K TOMY, YTO CUMYNAUUS HEe
paccunTbiBaeTcs, a 3HadyeHve Oonbwe 0 no3BondeT ceTke nepemeLllaTbCsl Ha OCHOBE
MaKkcuMmMmarnbHOro onpegeneHHoro paccrosHus. (Ctennear, k. 2022 r.)

I'IepeTaCKMBaHme aKTepa CKENEeTHOW CETKN B CLUEHY N cnMmynauuna urpbl 3actaBideT CETKY BECTU
cebs kak TkaHb. MoXHO 000aBUTbL UCTOYHUK HanpaBlieHHOIro BeTpa U pacnonoXmTb ero Tak,
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4yTOObl TKAHb ABUranacb Ha BeTpy. Tenepb NnapaMeTpbl CUMYNSALUMM TKaHWU, CKOpee BCEro, HY>KHO
OyLeT M3MEHWTb B 3aBUCUMOCTM OT TOrO, U3 KAKOro MaTepuana TkaHb caenaHa 1 kak oHa JormkHa
cebs BeCTU. DTN HACTPOWNKM MOXHO HAWTK B peOakTope CKeNneTHOW CeTkM B pasgene config.

4.4 OcselleHne n atmocgepa
4.4.1 Hebo n TymaH

CospaTb npaBgonogobHoe oceeweHne B Unreal Engine HenpocTo. 31O HE camMoe o4YeBuOHOE
peLleHne, 1 OHO co3daeT CBOW cobCcTBEHHbIN Habop npobnem. (Faucher, W. 2022.) OH urpaet
pellaloLLylo porb B BU3yanbHO WMHTEPECHBIX M KpacuBbiX cpejax. Lumen — 3To cuctema
ocBelleHns B Unreal Engine, koTopasi paccunTbiBaeT OCBELLEHNE B pearlbHOM BpeMeHn 6e3
HeoOXoOMMOCTN MCMONMb30BaHUA KapT OCBELEeHWs Wnu npeaBapuTenbHon 3anekaHus. OH
pa3paboTaH, 4Tobbl NoaaepXuBaTb HU3KYHD CTOMMOCTb BblYMCIIEHUI, obecneynBas npu 3TOM
BbICOKOKaYeCTBEHHOE OCBELLEHNE U NPON3BOANTENBHOCTbL B Urpe.

MNpun co3pgaHum HOYHOro Heba HeEOBXOAMMO HECKOSNBbKO KOMMOHEHTOB. YepTex HebecHon cdepsbl
MOXHO HanTu B cTapToBOM KOHTeHTe Unreal Engine. OH cogepXuT ropusoHT, 3Be3abl 1 obnaka.
HacTpolka LUBETOB ropM3oHTa U 3eHUTa nameHsieT upet Heba. HouHoe HebO co3gaeTcsa nyTem
3aTeMHeHns LBeToB N gobasneHnsa spkoctu 3sesgam. CueHe Hy)XeH UCTOYHUK CBeTa, YTobbI
ocBeTUTb ee. HanpaBneHHbin CBET — OTAUYHBIA U peanuCTU4YHbIA Ccnocod OCBETUTb
OKpY>KaloLLYyIO cpeay, MOCKOSbKY ero MOXHO BpallaTth, YTOObl OH Ben cebsi Kak COnHue Unm nyHa.
V3meHeHne napameTpoB MOXET U3MEHUTb LIBET, TeMnepaTypy U MHTEHCUBHOCTb CBETa, Aenas
ero nNpurogHbIM 4ns xenaemoro adpdekra.

Korga Hebo HacTpoeHo, AoGaBneHne HeOOMNbLIOro KONMYecTBa aTMOCEPHOro TymaHa MOXeT
OENCTBUTENBbHO U3MEHUTb CUTYaUMio C TOYKU 3peHunsa peanuama. ITO genaeT Hebo Oonee
npaBAonodobHbIM, Tak KakK co3gaeT CroM TymaHa, B3auMOAEWCTBYHOLWMIA CO CBETOM,
ocsellawmmM cueHy. [JononHMTeNbHbIN TyMaH 3KCNOHEHUManbHOW BbICOTbl fobaBnseTt cnow
TyMaHa Ha 3emnto. HouHas cueHa BbIrmaauT Tak, Kak 0yaTo BO3AyX XONo4HEeE, a OKpYXKatoLuin
CBET OTpaXaeTcs Ha 3eMIi0 OT NyHbl. I3MeHeHe napameTpoB akTepoB TymMaHa NpuaaeT cueHe
ApYyron Bug, B 3aBUCMMOCTU OT Xernaemoro addekra.

lMpoctaa nyHa cospgaetcA Ha Hebe nytem pobasrneHus cepuyeckorm CEeTKM C NYHHbIM
matepuanom. [lobaBneHne HEKOTOPOro MU3NyyYeHUs K matepuany genaet fnyHy Noxoxen Ha To,
YTO OHa OTpaKaeT COMHEYHbIN CBET, KaK 1 AOJMKHO ObiTb.
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4.4.2 AKTepbl cBeTa

OOH peanbHbIi aBuratene MMeET pasfnuyHble BapuaHTbl OCBelleHMs. B 3aToM npoekTe
MCMonb30BasnMCb B OCHOBHOM TOYEYHbIE NCTOUHMKM CBETA, Tak Kak OHW OCBELLAT chepy BOKPYT
cebs, a He HanpaBnsT CBET B onpenesieHHOM HanpaeneHun. NepeTtackmBaHMe MCTOYHMKOB
cBeTa Ha cueHy fobaBnseT ocBeLLeHne, a USMEHEHNE NapamMeTPOB UCTOYHMNKA CBETA MEHSIET €ro
XapaKTEPUCTUKN.

OcBelleHne MoXeT ObiTb OYEHb TSXKENbIM AN peHAepuHra Ansa OBWXKKA, YTO CHWDKaeT
NPOM3BOANTENBHOCTb M YacTOTy KaapoB. BaxHO oTcnexusaTtb CTOMMOCTb BblumcneHmn, n Unreal
Engine npepocTtaBnseTr pexuMm Bulyanusauum Onsi NPOBEPKM  CIIOXHOCTU  OCBELLEHWS.
O6ecneyeHne Toro, YToObl NCTOYHUKM CBETA HE NMEPEKPbIBANNCL M YTOOLI CLiEHA He codepkana
HEHY)XXHbIX CBETOBbIX aKTepoB, ABNAeTCs 06s13aTeNbHbIM YCNOBUEM ANS NAaBHOMO BbINOSTHEHNS
npoekTa.

N3OBPAXEHWE 17. Pexum Busyanusaumm cnoxHoctu ceeta B Unreal Engine
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4.5 NMocTobpaboTka

Monck wn nepeTacknBaHne aktepa PostProcessVolume Ha cueHy pobGasnsetr 6nok ¢
HacTpaMBaeMbIM/ HACTpPOnKammn ans noctobpaboTkn. Bo-nepBbiX, CTOUT OTMETUTL, YTO adphekT
aktepa orpaHudeH kybom, npeacTtaBnsilowum ero. Ha naHenwu cBegeHun obnactb LEeNCTBUSA
MOXHO M3MEHUTb Ha 6eCKOHEeYHYto, yCTaHOBUB dnaxok «He npuasaHy. Tenepb 3TO NOMHOCTbIO
XYOO0XECTBEHHbIN BbIOOP, Kakne adpdekTbl 406aBUTL K CLIEHE.

B aTOM npoekTe ocBelleHre OblNo HECTAabWbHBLIM, U3-3a YEro B HEKOTOPbIX MECTax OKpyXKatoLen
cpedbl oTobpakanacb KpomellHas Tbma. JTa npobrnema Obina uvcrnpasneHa B HacTponkax
nocTo6paboTkn MyTeM HaCTPOMKM MUHMMArbHOW WU MaKCMMAaribHOM 3KCMO3ULMM YPOBHSI Ha
xenaemyo BenuuuHy. LlBeta Tawkke ObInM HAcTpPOeHbl Ha MeHee HachbllleHHble U Gonee
X0noAHble TOHa, YTOObl COOTBETCTBOBATbL HOYHOM TEMe.

o B

o - Y
3"@'?_&- v "

0 ﬂ}{%ﬁ“”"ﬁv P, 1

N3OBPAXEHWE 18. CueHa ¢ noctobpaboTtkoi n 6e3 Hee

MocToGpaboTka £BRSETCA >XMU3HEHHO BaXHOW YacTbid CO34aHMS MOTpscalolen cpeapl,
MOCKOMbKY OHa yny4llaeT Bu3yarbHOE KavyeCTBO CLEHbl. OTO MO3BOMSET XYAOXKHUKY Yy4yllnTb
OKOHYaTenbHbIN BMO U 4nMTabenbHOCTb CBOeW paboTbl, Aenasi OKoHYaTenbHbIA OnbiT Gonee
3axBaTbIBalOLLMM U BU3yanbHO MHTEPECHLIM.
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5 SAKJTIOYEHUE N OBCYXXOEHWNE

Mo Mepe pasBUTUSA TEXHONOMMIN BUAEOUTPbI BbIrNSAAT BCe nydile u nyywe. Co3gaBaTtb Kpacueoe
OKpPY)XEHME CTAHOBMWTCS BCE MPOLLIE, U 3TOT NPOLIECC YCKOPSIETCA C KaX40on HOBOW dyHKUMEN. DTO
OTKpbIBaeT nepes XyA0XKHUKOM BO3MOXHOCTU pa3aBUHYTb rpaHuLbl TOro, YTO Obif10 BO3MOXHO
paHbLUe. DTN HOBbIE BO3MOXHOCTW MPUHOCAT NOMb3y Kak pa3paboTynkam, Tak n urpokam, genas
nrpbl 6onee 3axBaTbiBAOLWUMM U YryyLlasi BneyaTrieHnss UrpoKoB.

lMoHa4vany 3HaKOMCTBO C HOBbIM UIPOBbIM ABWMXXKOM MOXET 3aHATb O4€Hb MHOIO BPEMEHN 1 ObITb
TPYAHbIM, HO OCTaBaTbCsA nocriegoBaTenbHbIM B 00yvyeHun nonesHo. C Takum ABUXKKOM, Kak
Unreal Engine, Bo3MOXHOCTK TBOpYecTBa Oe3rpaHuyHbl. CnegoBaHue yy4ebHbIM nocobusm u
yTeHne GEeCKOHEeYHOro KonmMyecTBa CTaTerd U pykoBoACTB B VHTepHeTe MOo3BONAT COo3haTb
CINOXHYI0 cpeay, NPaKTUYECKN He nMes NpeablayLiero onbiTa. Icnonb3ys MHOXECTBO HaOEeXHbIX
nHcTpymeHToB Unreal Engine 5.1, gaxe TOT, Y KOro HET HaBbIKOB MPOrpaMMMpPOBaHNS, MOXET
co3aaTb CBOK COOCTBEHHYIO Mrpy M BOMMOTUTb CBOM MOEWN B XM3Hb. XOTS MPOLECC CO3naHus
NOYTN HaBepHsika BydeT COMpsiKeH C HEeKOTOopbIMW nNpobriemMamu n TPyAHOCTSAMM, CyLlecTByeT
MHOXECTBO MCTOYHUKOB 00YYeHNs, CBSA3aHHbIX C ABWXKOM, YTO AenaeT ero ngeanbHbiM BeIoopoM
ANSA NCNONb30BaHUA HAaYNHAKOLWMMK pa3paboTynkamm.

MporpammHoe obecneveHne Onsi MOAENUPOBAHNUS U TEKCTYPUPOBAHUS, UCMONb3yeMOe B 3TOM
npoekTte, 6bino Blender, Treelt n Substance 3D Painter, Ho pe3dynbTat MoXeT 6bITb JOCTUTHYT C
MCnonb3oBaHMEM NOObIX NpeanoYMTaemMblX NPOrpaMm. Y KaK4oro XygoXKHUKa Takke eCTb CBOM
NPeAnoYTUTENbHbBIN  XYAOXECTBEHHbIM CTUNb. OTOT NpoekT Obin co3gaH, 4Tobbl ObiTh
peanucTUYHbIM, HO METOAbI TakKe MOryT OblTb af4anTUPOBaHbl ANSA Pa3HbIX CTUNEN.

B aTOM Te3nce noaTanHo nokasaH NpoLecc co3gaHnsa NrpoBon cpeabl. Ero MoXHO ncnonb3oBath
B KayecTBe MArKoro pykoBoAcCTBa B NpoeKkTax, caenaHHblx B Unreal Engine.
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