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PE®EPAT

[TosicHroBanbpHa 3amucka 10 KBamidikauiiHoi poOoTH Ha Temy: «Cumymnsiis
LUKy JHS 1 HOYl 3 BUKOPUCTaHHSIM 3ac0o0iB POSt-processing na 6a3i Unreal Engine
5» mictuth: 86 cropinok, 104 pucynku, 24 iHbopMaliiHux pKepena, 1 101aTok.

O0’exT nocaimkenns: — TpuBuMipHi poektu, ctBopeni Ha Unreal Engine.

Ipeamer pocaimkennss — CucteMy CUMYJIALIT UKy 3MIHU JHS Ta HOYI,
OCBITJICHHS Ta MOCT Nporecinry Ha 6a3i pymris Unreal Engine 5.

Meta kBaJgiikaniiiHoi po60TH — OTpUMATH TOTOBY NPOrpamMy — CUMYJISIIIIO
UKy JHS 1 HOYi 13 3acTocyBaHHsaM Unreal Engine 5.

Metoaun pnocaimkennss — pymid Unreal Engine 5, Bisyasena wmoBa
nporpamyBanHs Blueprint.

PesynpraTu kBamdikauiiHoi poOOTH pEeKOMEHIYETHCS BUKOPUCTOBYBATH SIK
TOTOBUHM TIUIariH CHUMYJIAIID 3MIHM IMKJIY JHS Ta HOYl 13 HaJallITOBAaHUM
OCBITJICHHSIM Ta CUCTEMOIO TIOTOJIH, IKUI MOYKHA IHTETPYBaTH Y OYAb-SIKUIl IPOEKT
Ha 0a3i Unreal Engine 5.

JInist po3poOKH MPOEKTY CHUMYIIALIT UKy JHA Ta HOYi BUKOPHUCTAHO MOBY
nporpamyBanHs Blueprint, nokymenTrariro Unreal Engine.

CUMVJIALIS, TPUBUMIPHMM TIIPOEKT, BLUEPRINT, UNREAL
ENGINE, NIAGARA, NANITE.
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HHEPEJIIK YMOBHMUX ITIO3HAYEHb, CKOPOYEHb, TEPMIHIB
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BCTYII

IrpoBi Ta 3arajgbHi TPUBHUMIpPHI JOAATKHU 13 aKIIEHTOM Ha pealli3M MaroTh
0araTo yHIKaJbHUX OCOOJHMBOCTEH, SIKI CYTTEBO BIAPI3HAIOTH iX BiA 1HMIMX. J[ys
JIOCSITHEHHSI PealliCTUYHOT KAPTUHKHU PO3POOHUKHU CTBOPIOIOTH MOJIEIII Ta TEKCTYpHU
BHCOKOTO PO3IIUPEHHS, CHCTEMH TeHEpallii pOCIUH, pEaTiCTHYHI MOJIETI1 ITOBEIIHKH
piauH, TpOIeAypHI JUIEBI aHIMaIli MepcoHaXiB, Ta 0arato 1HIIMX BaKJIUBHUX
CJIEMEHTIB, TMOTpPeOy B cCHeIlagicTax MO0 SKUX MOXHA 4YacTo 3HaWTH Ha
PI3HOMaHITHUX CalTax 13 BaKaHCISIMH.

OnHuM 13 HaBXKJIMBIIIUM €JIEMEHTOM CepeJl HUX € OCBITJICHHS. ['apMOHIYHO
Ta BM1JIO Ti1I0paHe OCBITIICHHS MOXKE HE TLILKHU BII0OpAa3UTH MOTPIOHY aTMochepy
y CIlIeHl, a00 3a7aTu HACTpii, aje i npuxoBaTu rpadivyHi HEJOMIKA 3aBISIKA BMUIINA
criwm3zanii. OgHaKk, OCBITJICHHS, SIK 1 1HII €JIEMEHTH TPUBUMIPHUX TMPOEKTIB,
SBIISIETHCS HAJI3BUYAWHO CKIIQIHUM Ha OaraTorpaHHUM KOHCTPYKTOM, IO OTpeOye
3HaHb HE TUIBKM B CYTO KOMII IOTEPHHX cHCTeMax oOOpoOKHM CBiTiIA, ane i
CTaHJAPTHUX €JIEMEHTIB MOCTIPOLIECUHTY, SIKHI HaNpsiMy KOPEIIOE 13 OCHOBaMU
dboTorpadii.

VY mit kBamidikariiiniii podoTi Oyia MmocraBlieHa MeTa JAOCIIIUTH SKOMOTa
OUIBIY KUIBKICTh MOXKJIMBHX €JIEMEHTIB KOPETyBaHHS Ha MOKPAIICHHS CBITJIOBHUX,
aTMOC(EpHHX Ta THIIMX MOB’S3aHUX €JIEMEHTIB Bi3yasi3allii, Ta 3aCTOCYBaTH iX Ha
MPaKTHUIl Y CTBOPEHHI aBTOHOMHOI CHCTEMH ITMKIY 3MIHM JIHS Ta HOYl Ha 0asi
Unreal Engine 5.

ABTOHOMHICTh CHUCTEMHU Oyjia JOCATHYTA 1HKAICYJAIIEI YCiX HEOOX1THUX
KJaciB, iX (yHKIIH, 00’€KTiB OCBITJICHHS Ta OTOYEHHS y oAHOMY Kiaci Blueprint,
10 CTBOPUJIO MOKJTMBICTh €KCIIOPTYBATH LI Kiac y Oyb-K1il MOTP1OHUN NPOEKT,
0 OJipa3y CTBOPIOE Y IUIhOBOMY MPOEKTI TOTOBY CHUCTEMY OCBITIICHHS, 13
MIHIMYMOM MOTPIOHUX HAJIAIITyBaHb.

OKpiM CTBOPEHHSI CUCTEMHU OCBITJICHHS Ta CUMYJISIIT LMKy 3MiHU JHS Ta
HOY1, TaKOX Oysa cTBOopeHa 0a30Ba CHCTEMa MOTO/AM, a CaMe CUMYJIAIIS JOITy, 13
BUKOPHCTAHHSM cUcTeMH dacTok Niagara System mis peasizaliii 10111y, Ta CHCTEMHU

Volumetric Clouds mist ctBopeHHsI Ta aHiMaIlii XxMap.



Cucrema noroju OyJsia iMIZIEMEHTOBaHA 13 MIPKyBaHb 301IbIIIEHHS CIIEKTpa
CIICHApIiB OCBITJIEHHS, IO JO3BOJWJIO OLIbII HATMSAAHO MPOAEMOHCTPYBATH
peaizalliio OCBITICHHS Y IIPOEKTI.

Jlna Bigyaninii KepyBaHHS MpolleCaMy MIBUAKOCTI 3MIHM JTHS Ta HOYI, Ta
NEPEKIIIOUEHHS MTOTOIM MIXK SICHOIO Ta JIOIIEM, OYJI0 PO3pO0IEHO KOPUCTYBAIIbKUI
inTepdetic, skuii OyB cTBOpeHui BpyuHy y nogatky Photoshop. Taxwuit migxin
JI03BOJIMB PO3POOUTH YHIKAIBHO BUTIISISIIOUNIA Ta BI3yaldbHO IPUEMHUH 1IHTEpeEiic,
KU TaK caMoO 1HKAICIOIbOBAaHUHN ycepeuHi Kiacy, poOJisiuu Horo yHiBepcalbHUM
JUTSL BAKOPUCTAHHS Y 1HIIUX MPOEKTaX.

Unreal Engine 5 He TIIBKH € OJTHUM 13 HAOUIBII 103ep-GpeH Il pyLIieM st
OyIb-SIKMX TPUBUMIPHUX NPOEKTIB, ajie i Mae B apceHall JOBOJI MPOrPECHBHI
TexHosorii, Taki sk Lumen Tta Nanite, 10 CTBOPIOIOTH HOBI MOKJIMBOCTI Ta
CHPOINYIOTh po0OdYl TpOILECH TOB’SA3aHI 13 OCBITJICHHSAM. Takoxk Oarato
JOTIOMDKHUX cucTeM, Taki sik Lighting Channels, € Hag3BUualiHO KOPUCHUMHU JIJIS
CTBOPEHHSI YHIKAJIbHO BUIJISAAI0YMX MOJEJIEH OCBITIEHHS Ta CLEH.

Jly*e BaKIUBUM ISl MaiOyTHIX NMEPCHEKTUB TAKOXK € JOCTYII 10 TEXHOJIOT1H
Quixel, k1 3a0e3ne4yoTh 0€3KOITOBHUN JOCTYII 0 OTOPEATICTUYHUX MOJIETEH,
TEKCTYp Ta YTHIIIT, sIKI NPaLO0Th Ha3BUYaitHo no0pe came 13 Unreal Engine, 110
pOOUTH CTBOPEHHS (POTOPEANTICTUYHUX MPOEKTIB HA3BUYANHO MPOCTOIO 33/1a4elo,
sgKa He MOTpeOye 30BHIMIHBOTO BTPYYAHHS Ta BUTpPAT HA MOJEII, TEKCTypH Ta
MaTepiaiu JiJisi CTBOPEHHSI CIICH.

HaBuuku y paHiil ramy3i HE TUIBKM € JOBOJII 3aTpeOyBaHi, ajie i MaroTh
JA€JIbHUM BUTIIAN Uil TOPT(OII0, OCKUIBKM TOKPUBAIOTH HE TUIBKU Taly3b
OCBITJICHHS came 1o co0i, ajie i 6e3d 1HIIUX €JIEMEHTIB CLICHH, K1 TOTPEeOYIOTh
okpemoi yBaru 1 HaBMYOK. A pgocBia 13 pymieM Unreal Engine 5 € onuiero 13
OCHOBHHMX MOTPEO IS CTEMIaICTIB y Tally31 iIrpoBOi po3po0KH Ta KiHemarorpady,
10 BKJTFOYA€E y co01 6e3miy mpodeciii Ta crieriamizaiii, TOCTYII J0 SKUX € Habarato

JCTIINM 3a aHaJIOT'!.



PO3JLT 1
OTJISIZT TA AHAJII3 PYIITS UNREAL ENGINE

1.1. Unreal Engine

Bropomosxx goBosii  JOBroro uacy po3poOka OaraTodyHKI[IOHAIBLHOTO

TPUBUMIPHOTO MPOTPAMHOI0 3a0e3MeyeHHs OyJ0 CKIAJHOI 33aJadero 4epes

BJIACHUIIBKI PYyIIii, SKI KOXXHa KOMIIaHiS poOusia BUKIIOYHO JIJII BHYTPIIIHIX

notpe6. YUepes 11e, A1 HE3aJIEKHUX OCIO UM KOMIIAHIM — MOYaTKIBIIIB, CTBOPCHHS

NOJIIOHUX TPOEKTIB, B TOMY YHCII irop, 0yj0 Habarato CKJIaJHIIIUM 3aBIaHHSIM,

aJpKe mepin 3a Bce Oylia HEOOXIHICTh Y CTBOpEHH1 cBoro pymis. Ha macrs, y

CepellMHI HyJbOBUX POKIB MoYanach MOMyJsipu3allisl OararoniarpopMOBUX PYILIiB

— IHCTPYMEHTIB JJI1 CTBOPEHHA 1rop, Kl Oyl Opl€HTOBaHI Ha OUIbLI LIMPOKY

nyOJIiKy, sika He Maja JOCBiIy poOOTH 13 IrpOBUMH PYLIisIMU 110 1Ib0T0. Cepes HuX

moxkHa BuainTy Unity Ta Unreal Engine sik HafmBuamii y po3BUTKY Ta sikocTi.[ 1]
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Opnak y octanni poku came Unreal Engine ctaB HaiikpamuMm BUOOpOM He
TITBKH JUTSI IHIUBITyaTbHUX KOPUCTYBAUIB, aJie i 711 6araTb0X MajauX TaK BEJIMKHUX
KOMIMaHI{A, HEe TIIbKK Yepe3 JOCTYIHICTh, aje # depe3 Oarato TEXHOJIOTIH,
BiacHOpyY crBopeHux Epic Games — kommaniero — po3poOunkom Unreal Engine, a
TaKOXX TEXHOJIOT1SIMH, TPUAOAHUMHU pa3oM 13 iHIKUMH KommaHismu.[2] Tlonibna
JIOCTYIHICTb, @ TAKOX IMATPUMKA Ta IMOMUT Ha JIojieH 13 qocBigoM y Unreal, poOuTh
el pymrii yHiBepcaabHIUM BHOOPOM Yy cdepl CydacHUX TPUBUMIPHUX MPOEKTIB.

Jlesiki TexHoutorii, 30kpema Nanite, Lumen Ta TexHosorii Quixel € HalO1IbIIT

BpPKAIOYHMH, Ta IOTPEOYIOTh OKpeMoi yBaru.[3]

1.2. Nanite

Nanite — TexHooris, 1110 MPUHIILIA Ha 3MIHY 3BUYAHOTO MEII-PCHICPHUHTA,
€ TEXHOJIOTIEI0 BIPTYyaJIbHOI T€OMETPIi, MOAU(IKYE TPOLIEC PEHAECPY MOJIETI.

Nanite He 3aBaHTa)Xye yCIO F€OMETpil0 O0’€KTIiB, a JIUIIE Ty, SIKYy OauuTh
KOPHUCTYBaY.

CiTouHMI TEHAUHT — aHaJOT14HA TEXHOJIOTIS, Ky J0 I[bOr0 Hamaranacs
crBoputu NVidia.

CranmapTHa cuUcTeMa BiIMalbOBYBAaHHS TIOJIITOHIB MoOJENEH, sika Hapasi
BUKOpHCTOBY€eThCs — crcteMa LOD "iB. Uepes Te, 10 ix Oyi1o 3a3Buyaii Big JBOX 10
YHOTUPHOX 1HCTAHCIB, MOJIEJIl TIOBUHHI OyJid BIIMaIhOBYBATH IO JIEKIIbKA pa3iB B
3aJIEKHOCTI B1J] CUTYaLlii

LOD’u — 1e pi3HOMOJIroHanbH1 MOJIEN, OJHOTO M TOTO K caMoro 00’ €KTa.
BoHu peHaepsaThcs B MOTPIOHOMY PO3IMIMPEHHI Ta 00’€MY MOJITOHIB B 3aJ1€KHOCTI
BiJl BIZICTAHI KamMepu A0 HMUX. Takuil MmiaxiJg 3HAYHO TOJIETHTYE OOYUCICHHS s
CUCTEMHU, aJIe CTBOPIOE JI0JJATKOB1 KPOKH MIPU CTBOPEHHI TPUBUMIPHOT MOJIET1. AKe
3a3Bu4ail cTBoproeThes Bim 2 10 4 takux JIOJiB. IIpu pob6oti 3 Nanite, Moaennb
CTBOPIOETHCS JIUIIIE OJIUH pa3, 1 Bigpa3y y HauBwHIii skocTi. | Tomi rpaBers Oyze
caM HaJallITOBYBAaTH SIKICTh 00’ €KTa 3 ypaxXyBaHHAM BIACTaHi 10 HbOTO.

Meiti po30MBa€ThCs HA JIOT1UHI O€31I0BHI AUITHKU, TaK 3BaHI «KJIACTEPU», K1

HaraayoTh GOpMy TPUKYTHHKA, 0a3yIOYUCh HA IIBaX po3ropTku. Jlo peul, kiactepu
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TeHEepPYIOThCS Ha ACKIIBKOX PIBHAX JeTali3allii, o0 3aMiHIOBaTH OJUH OAHOT0, 200
1 30BCIM HE PEHICPUTHCS B 3aJIKHOCTI BiJl BIICTaHI IO KAMEPH 1 KyTa OTJISITY.

Le BiapizusieThes Big mpoctux LOD-1B — reoMeTpist 3aBaHTaKYETHCS JTUIIE
y HEOOXiMHUX I peHaepy dactuHax wmema. [lin gac penaepy BUOHparOThCA
Halikpanyi LOD-knactepyu TpUKYTHHKIB 3aJI€KHO BiJl YaCTUHU €KpaHy, SIKY BOHH
3alMaroTh.

Nanite BpaxoBye po3AUIbHY 3[IaTHICTh €KpaHa Ta BIACTaHb a0 Memia. J[ms
30epeKeHHS JIeTalli3allii BOHa MOXE CTBOPIOBATH TPUKYTHUKH PO3MIPOM 13 MIKCEIIb.
BuxopuctoBytoun Nanite, He MOTpiOHO AyMaTH MPO KUIBKICTh MOJITOHIB, alie 31
3MIHOIO MPOLECY MOJAEIIOBAHHS 3’ ABJISIIOTHCA MOMEHTH, SIKI TOTP1IOHO BPaXOBYBaTH
pu po6oTi 3 Nanite. J{nst nmpukiiaay, Nanite 1mie He BMi€ peHIEpUTH ITPO30p1 00’ EKTU

— ckJy10. Ane Epic Games 00ilSiFOTh CKOPO 1110 Tpo0ieMy BUPIIUTH.[4]

Puc. 1.2 Tlpuknag po6otu Nanite

1.3. Lumen

Lumen — e moBHICTIO JWHAMIYHA CHCTEMa TJIO0AJIbHOTO OCBITJICHHS Ta
BimoOpaxxenb Unreal Engine 5, po3po06ieHa i KOHCOJIe HACTYITHOTO MOKOIIHHS,
1 cucTeMa o0anbHOTO OCBITIEHHS Ta B1IOOpa)KE€Hb 3a 3aMOBUYYBaHHSAM. Lumen

CTBOpIOE MU(]Py3HE B3aEMOBIIOUTTS 3 HECKIHUEHHUMH BIJICKOKAMH Ta HETPSIMHUMHU
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N3epKaIbHUMH BIAOUTTSAMU y BEIMKHUX JIETATI30BaHUX CEPEIOBUIIAX Yy MaciuTabax
BiJl MIJTIMETPIB JI0 KIJIOMETPIB.

[Ipo ocBiITJIIEHHS B Irpax MM B)K€ TpOXH 3HaeMo. MalyThb, BCi 4yJu Mpo
TexHosoriro Ray-tracing. Ile Bpakaroua cucremMa AMHAMIYHOTO OCBITJICHHS, SIKa
BHUPAXOBYE BEKTOP TPAEKTOPIi pyXy MPOMEHIB CBITJA TaK, IK OM BOHH pyXajucs B
peasbHOMY KUTTI. Xopomum npukiaaom ciayrye Cyberpunk 2077. [Ipu BBiIMKHEH1
Ii€1 TEXHOJOTil KapTHUHKAa BUIJSAJAE MaKCHUMaJIbHO peamicTudHo. [IpaBunbHe
BIJIOOpa)KEHHS Ta CBITJIO POOJIATH redMIied MakCUMalbHO ayTeHTHYHHM. Came
3aBJIIKH 1IbOMY I'PaBellb MOKE MMOBHICTIO IOPUHYTHU B IrPOBHIl CBIT.

Ane y miei TexHojorii € sBHa mpoOiema. Hamite nexinmpka. He Bci
KOMILJIEKTYIOU1 MOXKYTh ii miaTpuMyBaTth. Ray-tracing Mo>kHa YBIMKHYTH JIUIIIE Ha
Bimeokaprtax Big Nvidia 3 mpuctaBkoro RTX, a6o na ananorax Bix AMD. A mo-
apyre, 1e IyKe BaKka 3ajgada. AJpKe AJi oprasizamii rjo0albHOrO OCBITJIEHHS
NoTPiIOHO BUPAaXxOBYBATH TPAEKTOPIIO TPOMEHIB B peajbHOMY 4aci. | He mpomyckatu
Ti 00’€KTH, SIKI 3HAXOIATHCSA 3a KYTOM OTJISIAy KaMepw KOopHcTyBada. SIK BU

po3ymieTe, 11e 3abupae ayxe 6arato pecypciB Balloi BiICOKapTH.

UNREAL ENGINE 5
REALISTIC GLASS REFLECTIONS

Puc. 1.3 IlopiBHSHHS cucTeM BiTOOpakeHHs
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Lumen e coporrye miaxig A0 oOpaxyHKy MpOMEHIB. Xo4ya TEXHOJIOTIA IO
CBOIH CyTi qy’Ke cX0ka Ha BHIeonucany. Ayie Lumen 103BoJisie 00XOIUTH BEIUKI
BUTPATH PECYPCIB, MPOBOSTIH PEHAEP TIO CIPOIICHIH CUCTEMI.

Takox xo3upem Lumen € m’ski, po3muti TiHi. Ta BigoOpaxenus. Lo
HECaMOBHUTO JOJAI0Th PEaTICTUYHOCTI BCii kapTuHi. Ha crapux Bepcisix Unreal
Engine BimoOpaxkeHHS Ta OCBITJIEHHS Oynu pi3HUMU (QYHKIIAMH. TyT BOHH
NPALIOIOTh AK €IMHA CUCTEMa, 1 1€ J03BOJISE CTBOPIOBATH OLIbII peaiCTHIHE

300paKeHHSI, aJkKe OOMIH JaHUMU BiAOYyBa€eThCs HAMpsamy.[5]

Puc. 1.4 ITpuknag pobotu Lumen

1.4. Texnouorii Quixel

JIBi TexHOJIOrii, SIKi MalTh JOBOJII BaroMi mepesard Iojao Buoopy Unreal
Engine, ie Quixel Megascans+Quixel Bridge, ta Quixel Mixer.

Quixel Megascans[6] nae MOXJIUBICTP BUKOPHUCTOBYBATH JOBOJI IIMPOKHIA
BUOIp (QoOTOpeaicTUYHUX TPUBUMIPHHX MOJENEH, TEKCTyp Ta MarepilaiiB s
CTBOPEHHsI peallicTHuHOro cepemopuia, a riarin Quixel Bridge[7] mns Unreal
Engine no3Bosisie iMnopTyBaTH yci I1i pecypcH 10 pyllii ychoro 3a mapy Kiikis. Tak

K yBech KOHTEHT Quixel 6e3komToBHUHN, Takuil (DYHKITIOHAI 1a€ MOKITUBICTH OY/Tb

14




KOMY CTBOPIOBATH 3axOIUTIOIOYl CIIGHM Ta Tei3axki 0e3 BEeNIWKUX BUTpaT Ha

XYTOKHUKIB.

B Quixel
,!!‘ BRIDGE

COMMUNITY

TICAL RUINS

ASSETS

Puc. 1.6 Cepenosumie miariny Quixel Bridge nns Unreal Engine 5
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HMono Quixel Mixer[8], 1151 yTumiTa € npssMuUM O€3KOIITOBHUM KOHKYPEHTOM
Adobe Substance Painter, 110 103BOJsi€ CTBOPIOBATH 1 KOpPETyBaTH TEKCTYpH Ha
TPUBUMIPHHX 00’ €KTaX, MPAKTUYHO BUKOHYIOUH poiib «doTommomny amis 31». Tak sk
miHHUK y Substance Painter 1oBoi skopcTKuii, Mixer € gyxe SKiCHOIO 1 HEOOX1THOIO

YTI/IJIiTOIO JJI TAaKUX 3a1a4.

Puc. 1.7 Cepenosiue nogatky Quixel Mixer

BUCHOBKH JIO PO3JILIY 1

B nanomy posnini Oymo posrasayTo pyrrii Unreal Engine, iioro mepesaru
nepes IHIIMMHU PYIIISIMH, T4 TIEPCHIEKTUBHICTD.

Byio netanbHO po3risiHyTO 0COOIMBOCTI Ta €JIEMEHTH 1T’ sIToi iTeparii Unreal
Engine, HOBI peBOJIIONIMHI TEXHOJIOTII, SIKi JIO3BOJISIOTH 3MEHIIUTH HEOOXIIHi
3YCWJUIA JIJII CTBOPEHHS TMPOEKTIB, a TAaKOX MOKPAIIUTH iX MIBHAKOJIIO 0e3
BTpYy4YaHHS KOPUCTyBaya.

Takox Oynu po3risiHyTI Koiadopallii 13 IHIIUMH KOMITaHIsIMH, K1 TO3BOJIWIN

BUKOPHCTOBYBATHU NIpo(deciitHi mporpaMHi pimeHHs 6€3 10JaTKOBUX (hiIHAHCYBaHb.

16




PO3JILI 2
JTOCJKEHHSI CACTEM BI3YAJIIBAI OCBITJIEHHSA

2.1. Aan0eno

[Tepm 3a Bce, st ayTEHTUYHOTO BHUTJIISAAY HEOOX1THO, OO yCi TEKCTYypH HA
00’ekTax Majid TapMOHIYHI PiBHI OCBITJeHHs. lle mocsaraeTbcss HamamTyBaHHIM
piBHIB anpbeno y Marepianmax o0’ekTiB. st pedepeHCy BUKOPHUCTOBYETHCS
HeocBiTineHHU# (“Unlit”) pexxum, e MU 4iTKO 6a4uMo, y AKX 00 €KTIB PIBEHb

OCBITJIGHHOCTI BiJIpi3HSAEThCSA Bij cepeaHboro|9].

Puc. 2.1 Ilpuknaz 3actocyBanas Anbbeno

Kadenpa KIT HAY 22 11 04 000 I13
73 /lim. Apryw Apkywib
Po3pob. [Mangenko €.0. POBHIH 2. HOCHIH)KEHHH | | 1 9
Kepisnux Bogon’sanos C.B. CHUCTEM BI3Y AJIIBALII
OCBITJIEHHA TII-215M - 122
H.Konmp. ToscTikoBa




2.2. HDRI

High Dynamic Range Imaging, HDRI a6o nmpocro HDR — 3araibHa Ha3Ba
TEXHOJOTIH poOOTH 13 300paKEHHSMM 1 Bif€O, [lama3oH SCKPABOCTI SKHUX
MIEPEBHIIYE MOXKIIMBOCTI CTAHIAPTHUX TEXHOJIOTIH BigoOpakeHHs 300paxenn[10].

Haituactime tepmin HDR BuBaeThcs 1040 OTpUMAaHHs, 30epiraHHs 1
00poOKM pacTpoBHX 300pakeHb. IIIUPOKO BUKOPUCTOBYIOTHCS Ha ChOTOIAHINTHIN
JeHb TUQPOBI TEXHOJIOTII ICTOPUYHO 3aCHOBaHI Ha 8-0ITOBHX IIJIOYHCETHHUX
dbopmarax npeacTaBiIeHHS Ta OOPOOKH JaHUX, 110 JA€ Ty>Ke BY3bKUI TUHAMIYHUN
niana3oH, skl yacto HazuBaroTh SDR (anri. Standard Dynamic Range) a6o LDR
(arrn. Low Dynamic Range). [lins mopiBHsiHHS, ommpeni cranaapti JPEG 1 MPEG
JO3BOJISIIOTH BioOpasutu AuHamiyHuil maianazod nopsaky 1 000:1, B Toit vac sik
peanpHi CIICHH YacToO MaroTh AWHaMidHWM miama3oH sckpaBocti B 1 000 000:1 i
Buie. 3actocyBaHHs TexHiku HDR no3Bossie mpalioBatv 3 OBHUM J1alla30HOM
SCKPABOCTI CLICHH, YCYBalOYu 1ICTOPUYH1 OOMEKEHHS.

Texnonorii HDR wMaroTe 0€31i4 OpakTUYHUX 3aCTOCYBaHb, TakKl SK
OTpUMAaHHSI 300paKeHb 1 BiJICO HATypaIbHUX BUCOKOKOHTPACTHUX CLIEH, 30epiranHs
ta 00poOky HDR xontenty, ctBopenHss LDR 300paxkenr Ha ocHoBi HDR
300pakeHb, @ TAKOXK JTOCATHEHHS PI3HUX XyN0KHIX eekTiB BukopuctoBytoun HDR

300pakKeHHS.

Puc. 2.2 HDRI mento y Unreal Engine
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VY namomy Bumnanaky, HDRI BukopuctoByeThcs sIK ckailOOKC 13 3arajJbHUM
OCBITJIEHHSIM. {711 ayTEeHTUYHOCTI OCBITIIEHHS BUKOpHCTOBYIOTh HDRI, siki Bxke
Oynu © 1O0CUTh TEMHUMH a00 SICKpaBUMH. 3BHYAWHO, MOKHA 1 TPOXH HAIAIITYBaTH
SICKpaBICTh 1 KOHTPACT TYT 1 TaM, HAJIAIITYBABIIM 3HAYEHHS IUIaHy, ajie pe3yibTar

OyB OM MEHII 33JJOBUIbHUM, HI)K IPU HAJAIITYBaHHI CaMOi TEKCTYPH.

2.3. Directional light

Directional light (cipssMoBaHe CBITJI0) IMITy€E CBITJIO, IO BHUIIPOMIHIOETHCS
B1JI HECKIHUCHHO JajieKkoro Jpkepena. Lle o3nauae, mo Bci TiHI, SKi BIAKHIAE 1€
CBITJI0, OYAyTh MapajeIbHUMH, IO POOUTH HOTO i/1eaTbHUM BHOOPOM JIS iMiTaIlii

COHSTYHOTO cBiTINA.[11]

1.3 - Directional Light

Puc. 2.3 Ilpuknag podoTH CrIpIMOBAaHOTO CBITJIA

JUis copsiIMOBaHOTO CBITJIa MOKHA BCTAHOBHUTH OJIMH 13 TPHOX MapaMeTpiB
MOOUIBLHOCTI:
e CraTu4HuH - 03HAYAE, 1110 CBITIO HE MOXKHA 3MIHUTH B Ipi. [{e HalmBuammi

METO/I Bi3yai3allli, IKUi J03BOJIsIE BAKOPUCTOBYBATHU SICKPABE OCBITIICHHS.
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e CranmioHapHuii —03Haydae, 110 CBITJIO MAaTUME JIMIIE 3aTIHEHHS Ta BIJIOWTE
OCBITJIGHHSI BiJ CTaTM4HOI reomeTpii, cTBopeHoi Lightmass, yce iHIe
OCBiTJICHHsT Oyzne nuHamigyHuM. lle HamamTyBaHHS TaKOX JIO3BOJISIE
3MIHIOBAaTH KOJIp Ta IHTEHCHUBHICTH CBITJa IMiJl Yac TPH, aje BOHO HE
pyXaeTbes U JO3BOJISIE YACTKOBO 3aIEKTH OCBITICHHS.

o IlepecyBHmii - o3Hauae, 1O CBITIO MOBHICTIO AMHAMIYHE Ta J03BOJISIE
JUHaMI4HO 3aTiHATU. lle HaWmoBiIBHINIE 3 TOYKU 30pYy Bizyasizallli, ajie

3a0e3rnevye HaOUTBITY THYUKICT i Yac TPH.

CrpsiMOBaHe CBITJIO Ma€ IUPOKUI BUOIp HANAITYBaHb, aJ1€ HAUTOJIOBHIIIII 13
HUX II€ IHTEHCUBHICTb, KOJIp Ta TemmnepaTrypa. Komip BUKOPUCTOBY€EThCS 3a3BUYait
JUIS HEOpJAMHAPHUX CHUTYyaIliid, TOAl SK TeMmIepaTypa HaWOIIbIN MiIXOIUTh IS

3MIHEHHS JHS Ta HOYI.

4 Light

Intensity
» Light Color
Source Angle
Source Soft Angle
Temperature
Use Temperature
Affects World
Shadows
Indirect Lighting Intensity

Volumetric Scattering Intensity

Puc. 2.4 HanamryBaHHs ClIpSIMOBAHOTO CBITJIA

2.4. Tiui

TiH1 1at0Th BIAYYTTS MPU3EMIIEHHOCTI 00’ €KTaM Y CBITI, Ta JalOTh TJIs1a4€B1

BIIUYTTS TIMOWHU Ta MPOCTOpy. Toi SK cTaTU4HI TiHI Maii)ke HETOMITHI B TUTaHI
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HABaHTA)XCHHA JJIsl peHAEpy, AMHAMIYHI TiHI 3HAYHO BIUIMBAIOTh HA IIBUKOJIIO
pyurito. [Iy1s npukiiaay BIUIMBY TiIHEH HA CHPUHHATTS OCBITJICHHS Ta OTOUEHHS Y IPi,
TaKUM YHWHOM 3MIHIOETBCS BUIJISJ TpaBM Ha 3eMJl 13 3MIHOIO TMapameTpiB
DistanceField Shadow Distance Ta 36imemenus mnapamerpy Contact Shadow
Length(Puc 2.5). Takuii miaxia 10 Bidyauizarii TiHEH 103BOJISE 3HAYHO 301IbIIUTH
AyTEHTUYHICTh Ta PEATICTUYHICTh OTOYCHHA Oe3 3HAYHMX HaBaHTaXCHb Ha

CUCTEMY, SIKi CHPHYHHSE 30UTBIICHHS KUTBKOCTI JUHAMIYHUX aceTiB.[12]

Before

o2 Blueprint/Add Sc

©- B 8 8.

BB Contet frowms = . . & Gegoneos

W AGImport = [ Save All & 5 | % Content »

Puc. 2.5 HanamryBanss TiHe
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2.5. Tyman

Jlna  3a0esneyeHHs peanisMy Ta  aTMOC(HEPHOCTI  HABKOJMIIHHOTO
CEpelloBUIllAa BUKOPUCTOBYEThCA €(QEKT TyMaHy, SKUH HE TUIbKH pOOUTH
COPUMHATTA CHEHH OUIBII peanicTUYHOI, aje ¢ 3abe3meuye ONTHMI3aIliio
HABAHTAKEHHA Ha KOMII'IOTE€p, 4epe3 3MEHIICHHS PO3IMIMPEHHS OO0 €KTIB, SKI
ICHYIOTh 11032 TyMaHOM. Haifuacrime BukopructoByeTbess EXponential Height Fog —
TyMaH excnoHeHLIadbHOI BUCOTH. BiH CTBOPIOE OLIBIIY MIUIBHICTh y HU3BKHX
MICLISIX KapTH Ta MEHIIY IIIJIBHICTh Y BUCOKUX MicIlsX. [lepexin mnaBHuii, ToMy npu
3017IbIIEHHI BUCOTH €(QeKT TyMaHy 30UIbIIyeThCS rapMoHiyHO. TymaH
eKCITOHEHIIIaIbHOI BUCOTH TaKOX 3a0e3nedye JBa KOJIbOPH TyMaHy — OIHMH JJIs
MiBKYJIl, CIPSIMOBAHOI JI0 JIOMIHYIOYOTO CIPSMOBAHOIO CBiTJIa (200 TpsiMO Bropy,

SIKIIIO TAKOTO HEMAE), 1 IHITUI KOMip IS MPOTHIICKHOT miBKY.Ii.[ 13]

Q. SN

Puc. 2.6 [lpuknag po6oTy TymMaHy €KCIIOHEHITIAIbHOI BUCOTH

2.6. Kanaju ocBiT/ICHHHA

Kananu ocBiTI€HHS 103BOMISIIOTH IMHAMIYHOMY CBITJIy BIUIMBAaTH Ha 00’ €KTH
JUIIe TOMl, KOJIM iXHI KaHalld OCBITJICHHS TNepekpuBaroThes. lle Hacammepen

IPU3HAYEHO JJI KIHEeMaTorpa(iuHOTO BUKOPUCTAHHS, 11100 Ha/laTH KOPUCTyBayaM

tial Heléhf‘Fog: Disabled : i - o = B =% 5% = Exponential Height Fog: Enabled
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NOTY>XKHUI KOHTPOJIb HaJl OCBITJIEHHsAM akTopiB. Ha nanuit Moment Unreal Engine
HIATPUMYE 10 3 KaHAIIB OCBITIACHHS. 3a JOTIOMOTOO ITHOTO IHCTPYMEHTA, 00’ €KTH
y OJIHIH CIIeH1 MOKYTh OyTH OCBITJICHHI PI3HUMU JKEpEJIaMHU CBITJIA, 1O J103BOJISE

aKIEHTYBATH yBary rpaBIls Ha TOMY €JIEMEHTI, SKHH X04e ToKa3aTH po3poOHuK.[14]

| <N -lﬁllllllllﬂ&ﬂll <]

Puc. 2.7 Ilpuknan po60TH KaHAIB OCBITICHHS

2.7. Lightmass Portal

30upatoun ocBiTieHHs, Lightmass Moke mMmoBepTaTucs 10 TOYKOBHX,
MICIIEBUX 1 CHPSMOBaHUX JHKEPEI CBITIA 3a JO0MOMOroro (poToHiB 13 TexHiku Photon
Mapping. Ile o3Hauae, 10 BiH MOKE 3HAXOJAUTH HEBEJIUKI BIKHA, KyJH MOTPAILIsSE

CBITJIO Bi/I IIUX THITIB OCBITJICHHS, 1 IKICHO PO3PI3HATH BX1JHE OCBITICHHS.

Puc. 2.8 Ilpuknan po3mimenns Lightmass portal
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Opnak citku SkyLights 1 Emissive He miaATpUMYyIOTh BUIIPOMIHIOBAHHS
dotoniB edextuBHO, TomMy Lightmass moyxe 3HAWTH JUIIE HEBEJMKI BaKIIWBI
byHKIIi OCBITIEHHS 3a JOMOMOror rpyooi cwimu. lle mposiBnsieTbes y BUMIISAL
IUISIMUCTUX apTe(akTiB HABKOJIO BHYTPIIIHIX KYTIB.

106 nonomortu Lightmass kpaiiie 3p03yMiTH, 3B1JIKK Ma€ HAAXOAUTH CBITJIO,
posmimyroTe Lightmass mopranu HaBKkojgo oOjacTed, sSKi MarOTh BHUpINIAJIbHE

3HAYEHHS IS OCBiTIIeHHs.[15]

Without Portals With Portals

Puc. 2.9 Ilpuknax po6otu Lightmass portals

2.8. Volumetric Clouds

Komnonent Volumetric Cloud — me ¢i3znuna xmapHa cuctema Bizyaiizailii,
sKa BUKOPUCTOBYE ITIIX1], OPIEHTOBAHMI Ha MaTepiayiax, o0 HaAaTH XyI0KHIUKAM
1 Tu3aiiHepam cBOOOIy CTBOPIOBATH OyIb-sIKI TUITU XMap, K1 IM MOTPiOHI JJ1s1 CBOiX
MPOEKTIB. XMapHa cUCTeMa 00poOJIsie MUHAMIYHI HaJallTyBaHHS 4acy J00H, sKi
nomnoBHIOIOTEC SKy Atmosphere Ta SKy Light 3a qormomororo pexumMy 3axOorieHHS
B peanbHOMY Yaci. CucTema Hajjae MaciTaboBaHi, BUBHAUYCHI XYJ0)KHUKOM XMapH,
K1 MOXKYTb aJaliTyBaTUCA JIO MPOEKTIB, BAKOPUCTOBYIOUU BUIH 3€MII1, TOJIBOTH Ta
TIePEX0/IH 3 3eMJI1 Y BiIKpUTHI KocMoc.[16]

Volumetric Clouds 103BoJISIOTE IMILIEMEHTYBATH aTMOC(HEPHI €IEMEHTH, K1

Oynu O HEMOKJIMBI IpU 3BUYaHUX yMoBax. Hampuknan, yepes Te, 1o y nux xmap
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OpUCYTHIN Marepia, BOHM MOXYTh BiAOMBAaTH TiHI Ha  HABKOJUIIIHE

cepenonuie(Puc 2.9).

Cloud Shadows: Disabled Cloud Shadows: Enabled

Puc. 2.10 Tini npu 3actocyBanni Volumetric Clouds

BUCHOBKMU A0 PO3ALITY 2

B nanomy poznini 6ysio po3riIsiHyTO METOIM OCBITJICHHSI Ta aMOi€HCy, fK1
iMmuteMeHToBaHi 1o pymrist Unreal Engine 5.

byno posrnsHyTo BIUMB AJbOEN0 Ha ayTEHTHYHICTh Ta KOHTPACTHICTH
OCBITJICHHSI clieHd, BukopuctanHs HDRI nns cTBOpeHHS peanicTUYHOTO Ta
IIBUIKOJIIMHOTO 3aIHROTO IUIAHY JUIs ClieHH, 3actocyBanHs Directional Light s
CUMYJISILIIT COHS'YHOTO Ta MICSIYHOTO CANBa, Ta MOro BIUIMB HA CIIEHY, 3HaYHa POJb
TIHEW Ha CHOPUUHATTSA CICHHW, Ta iX BINIMB Ha IIBHUIKOIIIO, TyMaH SIK CIIOCIO
30UIBIIMTA  IIBUIKOMAIIO TPOEKTYy, Ta CTBOPUTH pealiCTUYHUN amOieHC,
KacToMi3allisl CBITJIa Yepe3 KaHaJIM OCBITIICHHS.

Takoxx Oymu pos3rmsanyti Lightmass Portals, sxi 103BOJIAIOTE BpYYHY
HAJIAIITOBYBAaTH 00’ €KTH Ha CILIEHI, SIKI BUTJISJAIOTh KENIChKO MPH HaJaIlTyBaHHIX
3a 3aMOBUYYBaHHSIM, Ta CydacHy cuctemy xmap — Volumetric Clouds, ki garoTh
3MOT'Yy HaJIAIITOBYBaTH PEANiCTUYHY MOTOY 3aBISKH BUKOPHCTAHHIO MaTepiany i3

\Voronoi Texture.
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PO3JILI 3
PEAJIIBAISI IPOEKTY CAMYJISIIIII

3.1. CTBOpeHHsI HMKJIIO IHSI TA HOY

3.1.1. CTBOpeHHS NPOEKTY

CnoyaTtky moTpiOHO CTBOPUTH MpOeKT y cepenoBulli Unreal Engine 5, sikuii

Oyne BiAMOBiZaTH BUMoOraM mnporpamu. JIjisi 3amaHoi mOporpamMu  MiAXOASTh

HaJAIITyBaHHS ITPU 13 TEPCIEKTHBOIO BIJ TEPIIOi OCOOM — I JTO3BOJIUTH

CHOTJISIATH 3MIHM y TIPOEKT1 OE3MOCEPE/IHbO 13 O4el «rpaBlisi», 1Mo Oyae Kparie

B1J100pakaTy HABKOJIMIIHI 3MIHH.

Unreal Project Browser

————

RECENT PROJECTS @» 'ﬂ Fg-"‘
{18 St ———=2

Blank First Person Third Person Top Down

”* ‘ g £

3

{ B
FILM / VIDEG/& = Vehicle Handheld AR Virtual Reality
LIVE EVENTS &35 look around using m

atouch device. The chal

Project Defaults

BLUEPRINT C++

ARCHITECTURE

-. = Target Platform  Desktop
i e F\_ﬁ? v
AUTOM ‘l - Quality Preset  Maximum
PRODUCT DESIGN & Starter Content
MANUFACTURING

Raytracing

Puc. 3.1 CtBopenns npoekty y cepenosuiii Unreal Engine 5

be moved

= a e e troller or virtual

v

[Ticns 1pOro, HEOOXIAHO 3aBaHTAXHUTH CIEHY B sKii  OyayTh
HaJIAIITOBYBATUCS YC1 OCHOBHI CHCTEMH Ta OCBITJICHHS.
Kadenpa KIT HAY 22 11 04 000 I13
73 /lim. Apryw Apkywib
Pospob. ITanyenxo €.0. PO321UI 3. PEAJ—H3A]—H% | | 1 56
Kepignux Boxom’sinos C.B. I[TPOEKTY CHMYHﬂHII
TII-215M - 122

H.Konmp. ToJicTikoBa




Jlna ganux 1inei 0yno oOpaHo roToBY CLEHY 13 3aMKOM 1 JTiCAaMH i Ha3BOIO
Medieval Castle Modular Vol 1 [17]. ¥V nawniii ciieHi € yci BaXXJIMBI €JI€MEHTH, Taki
K CIOPYAH, BIIKPUTI MPOCTOPH Ta Pi3HI PIBHI JJII MaKCHUMaJbHOI Bi3yasi3allii
HaJalITyBaHb OCBITJICHHS Ta 1HMMX cuctem. Ilicis Toro, sk dainu ciueHu Oyau
JOJIaHi IO TIPOEKTY, 3aJHUIIAE€THCS 3aBAHTAKUTH CIIEHY Ta BUIAIWTH YCi aKTHUBHI
CHCTEMH OCBITJICHHS, aTMOC(EpU Ta MOCT-TPOIECCIHTY, 00 BOHHU HE 3aBayKajH

po0OOTi TUX, 5IKI OyIyTh CTBOPEHI BPYUHY.

«sak CONTENT DETAIL Home Browsev UESv Industriesv Freev OnSale SubmitContent Help  Search Products

) FET BT IRy 7 . i
TR SASES N 5 Medieval Castle Modular Vol 1
Yodoioink v 34
Build high quality realistic medieval castle with or without interior, using over
300 modular meshes.

Supported Platforms

[ 3 §=]

Supported Engine Versions
422-427,50

N, A & e »‘ 3
BRR U AR

Puc. 3.3 Criena Medieval Castle i3 BuganenuMu mkepeiaMy OCBITICHHS Ta IMOCT-

IPOLECCIHTY
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OcTaHHIM KpOKOM, Yy HaJAIITYBaHHSX MPOCKTY BHUCTABISEMO CIEHY
CF_01_Demo_Scene sk OCHOBHY TMpu 3amycky mporpamu. be3 1mporo
HaJAIITYBaHHS Oy/Ie 3aIlyCKaTHCS CIICHA 33 3aMOBYYBAHHSM, SIKOO Hapasi € TECTOBa
cuena First Person_Map, ska Ham He moTpiOHA. I3 1M, CIleHa TOTOBa JIO
CKCIIEPUMEHTIB, MOYKHA TEPEUTH 10 CTBOPEHHS KIacy Oe3locepeIHbO CHCTEMH

3MIHU IUKJTY JTHS Ta HOYI.

Default Maps

Puc. 3.4 HanamryBaHHs ClIeHH 32 3aMOBUYBaHHSIM

3.1.2. CTBOpeHHS cUCTeMHU 3MiHN HMKJIY IHA Ta HOYi

J1Jist CTBOPEHHS CUCTEMHU 3MIHY ITUKITY JHS Ta HOYl Oyjie 3py4HO BUKOPUCTATH
inTerpoBanmii y Unreal Engine 5 mnaria Sun Position Calculator [18]. Lle noBomi
3pyYHUN TUIariH, SKUWA J03BOJISIE€ 3a7aBaTH MO3UII0 COHIS B 3aJIEKHOCTI BIJl
KOOpJIMHAT MOTPIOHOTO MICIS, Yacy Ta JaTh. XOY BiH 1 JIOBOJI JIMITOBAaHUH Yy
MEBHUX acleKTax, Ha Horo 0a3l IOBOJI 3pYyYHO 3pOOMTH TOYHY 1 €()EKTHUBHY
CUCTEMY 3MIHHM LUKy J0OM, a TAKOX 3r0J0M Ha oro 6a3i MokHa Oyje CTBOPUTH

CI/IMYJ'ISII_IiIO IIOTOAHUX YMOB.

All Plugins

Biliii Position Calculator Version 1.0

" —*— = Calculates the S¥ position based on latitude/longitude and date/time Epic Games, Inc

Puc. 3.5 Ilimaria Sun Position Calculator

Jlns movatky, TpeOa 3uaiitu Blueprint — daiin, sxuii MicTuTh peanizalliro
wiariny Sun Position Calculator. ITicis 115010, CTBOPIOETHCS KOIIiS OO (aiiy,
JUTSl TOTO 1100 HAJAITYBATH KOTO BITHOCHO J0 MoTped mporpamu. ['oToBmii aiin
Tpeba mneperiMenyBat Ha BP_Custom_Sun_SkyNew, mis Oinbln 3py4HOro

oCTymy 110 Hhoro. [licist Toro, ik KOst CTBOpPEHa, ii Tpeba MepeTsArHyTH Ha CIICHY.
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[3 mepeTsArHyTHUM KJacoM IUIariHy, CIIEHa Temep Mae OUIbII Op MEHII aJeKBaTHE

OCBITJICHHS Ta aKTHUBHE JKEPEJIO CBITIIa — COHIIE.

Puc. 3.7 Cuena i3 aktuBHEM Kitacom BP_Custom_Sun_SkyNew

HactynHuii kpok — HajnamTyBaHHA 4acy. Yac 3a 3aMOBUYYBAHHSIM ILIariHy
BUMIpIOeThCs 3MiHHOIO Solar Time, i3 3nadennsmu Big 0 mo 22. Takuit MeTonq
BUMIpPY Yacy He € ONTUMAaJIbHUHN JUIS LIIJIeH porpamMu, TOMy TpeOa 3MIHUTH CUCTEMY

BUMIpY Ha OUIBII 3pyYHY — a caMe€ Ha CTaHJapTHI1 TOJWHM, XBWJIMHHU Ta CEKYH/IU.
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Jns uporo, y rpadi moxiit tpeba 3aminutu float 3minny Solar time wa Tpu integer

smigHi Hours, Minutes, Seconds BiamoBigHoO.

Add 3vallies toghieterfor,comparison!

Puc. 3.8 3amina Solar Time ma Hours, Minutes, Seconds

[Ticns mporo, Tpeba Takox 3aminuTu Solar time y dynkuii Update Sun, sika

BIJIMOBIIA€ 32 3MIHY TTOJIO’KEHHSI COHIISl BIATIOBIHO /10 BBEACHUX JaHUX.

S Construction S %2 Event Graph F Update Sun X

Puc. 3.9 3amina Solar Time y ¢ynkiii Update_Sun
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Ocranns QyHKis, y sikii motpiOHo 3aminutu Solar Time, e ¢pynkmis IS DST

(Is Daylight Saving Time), sika BixmoBinae 3a JliTHii Jac.

= Viewport J Construction S.. 2% Event Graph J Update Sun

LR o a5 >

Puc. 3.10 3amina Solar Time y ¢ynkii Is DST

Hacrynne, 1110 HE0OXiIHO CTBOPUTH, 11€ MICSIb. 3a 3aMOBUYBaHHSM, Y KJaci
Sun Position Calculator icaye nmunie coniie, ke MOBHICTIO 3HUKAE IPU HIYHOMY Yaci.
Lle Tpeba BunpaBuTH, TOMYy Tpeba cTBopuTH Iie oaun Directional Light, skwuii Oyae
NPUB SI3aHUN 70 OpHriHAIBHOTO. [IJis yHUKHEHHS IUTyTaHWHH, OPUTiIHATbHUI
Directional Light mepelimeHOBY€eThCst Ha SUN, 1 TMi1B’I3aHUM JIO HBOTO CTBOPIOETHCSI
Directional light, sxwuii Tpe6a nepeiimenyBatu y Moon. Iyis Moon BucTtaBiseThes
3HAYCHHs iHTeHCUBHOCTI csiiBa 0.6 lUX, 00 BiH OyB TEMHIMIHiA 3a COHIIE (Y COHIIS
3.16 lux), a moBopoT mo oci Y BucraBiseTbcss y 180 rpamyci, 1mo0 Micsilb

MOKa3yBaBCs TIILKH TO/JI1, KOJIM 3aX0IUTh COHIIE.

Components

-+ Add Q

© BP_Custom_SunSkyNew (Self)

Puc. 3.11 CtBopenns nomatkosoro Directional Light, ta mepeiiMenyBanHs 000X y

Sun Ta Moon

31




Transform
4 45861 159,116102 -100,0
180,0° 00°
1,0 1,0
Movable

Sockets

Light

12000,0

1,0

10

0.6 lux

Puc. 3.12 HanamrryBanus Moon

Hacrynnuit kpok — crBopennsa Custom Game State — «ctany rpu», sSKHii
JOTIOMOJKE BIUIMBATH Ha pyX coHg Ta Micsausg. Cran rpu sBisgerscs Blueprint
KJacoM. B 3amaHoMy CTaHi TpH CTBOPIOETHCS CUCTEMA, SIKa PETYITIOE MOJOKEHHS
conts (i, BIAMOBIAHO, MICSAIIA) B 3aJICXKHOCTI BiJ 3aaHuX 3HadeHb Hours, Minutes,
Seconds, Ta 3a7a€ThCs 3aCKHICTh CEKYH/I BiJl TIKIB CUCTEMH, IO JTa€ MOXKIIUBICTh
peryJiroBaTH MIBUJIKICTh TUIMHY Yacy, Ta, BIAMOBIIHO, 3MIHY UKy JTHS Ta HOYl. Y
NOJAJTBIIIOMY, MOXHA Oyje BUKOpucTOBYBaTH 3MiHHYy Amount of Seconds to Add

Per Tick mist KOHTpOJIS TUTMHY 4Yacy.

Puc. 3.13 Kiac Custom Game State
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[Ticns Toro six kmac Bp_Custom_Game_State ctBopenwii, Tpeba akTUBYBaTH
fioro, 3MiHuBIIM y TotouHoMy Game Mode. [Iyis miporo, B HanmamtyBanasx World
Settings,  moTpiOHO  3MIHMTH CTaH TIpPd  3a  3aMOBYYBaHHAIM  Ha

Bp_Custom_Game_State.

/- Details B World Partition @ World Settings X

Q B &

Precomputed Visibility
Game Mode

GameMode Override BP_FirstPers«

®

Selected GameMode

Default Pawn Class BP_FirstPersonCha
HUD Class HUD

Flayer Controller Class FlayerController
Game 5 BP_C GameS5t

Player State Class Playe

Spectator g SpectatorPawn

CHCNONCHONO

Lightmass

Puc. 3.14 Hanmamrysauus World Settings

OcTaHHIM KPOKOM € CTBOPEHHS 31pOK Il HIYHOTO Heba. [[ms 1poro Tpebda
BUKOPUCTATU NPO30pPUN MaTepiayl 31pOK Ta 1HBEPTOBaHY c(epy HaBKOJIO HeOa.
Cdepa nipuB’s3yeThes 10 MicAlls, 00 31pKU pyXalMCh OJHOYACHO 13 MicCAIeM, 1
HIYHUM HEOOM BIJMOBIAHO, a MaTepial HANTAIMTOBYETHCS TAKUM YUHOM, 100 HOTO
MPO30PICTh KOPEIIOBAJa HAMPSAMY 13 OCBITJIIEHICTIO HABKOJMIIIHBOT'O CEPEAOBUINA —
TaKUM YHHOM, KOXKEH pa3, KOJU OCBITJICHICTh 301IbIIYETHCS (TOOTO HACTAE JICHB),

31pKH CTAOTh OUIBII TPO30PHUMHU, JOKU HE CTAIOTh HEBUIUMHUMH IT1JIKOM.
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Components # Details

+Add Q Q B &

© BP_Custom_SunSkyNew (Self) Rotation oo |oo- !|oo"

Scene scale v g 30000 |3000( |3000( %
&% SkyLight
<% CompassMesh

Mobility Stati  Stati  Mov:
Sockets
Parent Socket .ﬁ »

Static Mesh

2%, Sun
24, Moon
$Z Stars
= SkyAtmosphere Static Mesh e ©

& VolumetricCloud € ',5

NS_Rain Materials

Element 0

Puc. 3.15 Cdepa Stars, mias’s3aHa 10 Micsus

(Clamp (Min=0) (Max=1) v |

L4 L |

Tep 81y v Min / \

A . \
8
Iot

CHECKSHoWbIghtis atmosphere)

[SkyAimosphereViewLuminance v Mack (8] v (Powerx 1 v [Turiphte) v [Clamp (Min=0) (M
*— 0 ® = ©® Base o = A
Exp B Min

Puc. 3.16 Marepian Stars, sxuii peryitoe mpo30picTh 3ipoK

Takum YHHOM, CHCTEMA 3MIHH OUKJIKO OHSA Ta HOY1 CTBOpPCHA,

dABTOMATHU30BaHA, Ta PCTYJIHOETHCA 3MIHHUMH qacy, J1aTH Ta J'IOI(aLIi'l', a TaKOXK MarOTb

pEryJoBaHHs IIBHUJIKOCTI IUTMHY Yacy 3MIHHOIO, SIKOIO MOKHA OyJle CKOpUCTATUCS

y MailOyTHbOMY.




Puc. 3.18 Burasan ciienu, 4 roguHa Houl

3.1.3. Volumetric clouds

Jlist 3a0e3neueHHst OUIBIIOI pealicTUYHOCTI Heba Tpeba CTBOPUTU XMapH.
Haiikparum i cydacHuM BapianToMm € Volumetric clouds — 06’emui xmapu. Bonu €
O1JIbIII Cy4YaCHUM BapiaHTOM IreHepalli XMap, SKui 103BOJIsIE HE TUIbKU HaJlaTu HEOY

OUTBIIIOT PEaNICTUYHOCTI, @ W JeTalbHO HAJIAITOBYBAaTH BUIJISMA, OCBITJIICHHS Ta
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HaBITh (13UKy xMap. Takuit epeKT AocATaEThCS 3aBASKH CIELIaTbHOMY MaTepiaiy,
KU BUKOPUCTOBYIOTH L1 XMapH, TEKCTYPY HOpMaJiel, SiKa IeTalIbHO A€ 3p03yMITH
pyILio, SIK BIH MOBUHEH OYyJyBaTH Il XMapH, Ta CHELlaJbHOMY 00’ €MHOMY THUITY
tekctyp — Voronoi Noise[19]. Lls Tekctypa mymy ileaqbHO MiIXOIUTH IO
JETAIbHUX HaJAIITyBaHh XBWJIICTHX XMap, XMap iIKHX pPEYOBHH Ta IHIIUX
noAiOHUX TATepHIB, SKI MOXHA 3HAaWTH y mpupoxdi. IHIII Ha3Bu, sKi
BUKOPUCTOBYIOTBCS JIJIsl OMUCY NOAiIOHOTO 1rymy, e \Worley a6o Knituaanii mywm,
ajie yci BOHHU € OJIHUM 1 TUM CaMHM.

Jlns mouatky, Tpeba momatu kommoHeHT Volumetric Cloud mo xmacy
BP_Custom_SunSkyNew.

Puc. 3.19 Ilycrens cTBopeHa 3a gonomoroto Voronoi Texture
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Componenis

-+ Add Q

© BP_Custom_SunSkyNew (Self)
Scene

&% SkyLight

& VolumetricCloud1

Puc. 3.20 KomnonenTu kinacy BP_Custom_SunSkyNew

Tenmep Ha cuHeHI 3’4BUJIMCA XMapH, SKi Temep MOXHa JeTaJbHO
HanamroByBatu. [lepi 3a Bce, TpeOa HanmamTyBaTi 6a30B€ B1IOOPAKEHHS XMap s
3BUYANHOTO SICHOTO AHs. JIJis 1IhOoTO Tpeba 3MEHIIUTH TYCTOTY Ta KUIBKICTh XMap y
HeO1. Yl HalTaluTyBaHHS, SIK1 CTOCYIOThCSA 00’ €MHHUX XMap, 3MIHIOIOThCS Y 0a30BHX
HaJAlITYyBaHHSIX KOMIIOHEHTY XMap Ha piBHI, Ta B Marepiani xmap. HanamryBanus
KOMIIOHEHTY 00’€MHUX XMap JOCTaTHBO JIIMITOBAHI 1 IO CYTi BIJMIOBIIAIOTh TUIbKU
3a BHUCOTY, pPIBEHb Ta piBEHb JeTamizaili xmap. Yci HaWOUIbII JeTaibHI
HaJAIITYBaHHS 3HAXOATHCS Y 3MIHHUX Marepiaiay Xxmap. Y MoAaiblIIoMy 11l 3MiHHI

TaKO0 MO>KHA OyJie BUKOPUCTATH 3a]1JIs1 CTBOPEHHSI XMApHOT0 HeOa JJIs JIOIY.

- @60

Puc. 3.21 Burnsan o6’eMHHX XMap 3a 3aMOBUYBaHHSIM
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Jlnst movyatky Tpeba pO3TIISTHYTH Martepial XxMap, SKUH BUKOPHCTOBYETHCS.
BapiaaT 3a 3amMOBYyBaHHSIM BHIJISIAAE€ JTOBOJI JIsIKAlO4Ye, aje HACIpaBIl MICTUTH
YChOT'O TPU OCHOBHI1 (PYHKIIIT, sIK1 BIJIMOB1IAI0OTh 3a MO (IKAIIiF0 BUTIISAY 00’ €MHHUX
xmap. s Oumbll afeKBaTHOTO CHPUMHSATTA KOXy, Tpebda UiIiTKO MO3HAYUTH

BUIIIEe3raAaH1 QyHKITI.

Puc. 3.23 Marepian xmap 3a 3aMOBUYBaHHSIM

[lepma 13 pyHkii MaTepiany — 0a3oBa popma xmap. L pyHkuis BianoBigae

3a HaJlaHHS TEKCTYpH Ta 0a30Boi (popmu 00’€kTaMm xMap, 1€ caMi MPUMITHUBH, K1

38




31e01TBIIIOT0 TPOCTO € (HOPMOIO, SKY BXKE 3TOJAOM ACTANI3YIOTh 1HIN (DYHKITII.
TexcTtypa 06a30B01 pOpMU MICTUTH HOPMaTi, SIK1 MOKA3YIOTh, SIK OyayTh OyayBaTUCs
i xmapu. Ll TekcTypa Mae 1Ba OCHOBHI KaHAJIM, YePBOHUH BiNIOBIa€ 32 OCHOBHUIN

piBEHb XMap, TOA1 K 3€JICHUI KaHaJI BIAMOBIA€ 32 MICIIEBY BHCOTY XMap.

Puc. 3.24 Texctypa, 1o Biamnosigae 3a popmy 00’ eMHUX XMap

Hactymuna ¢ynkmiss — Noise - Biamosimae 3a aetamizaiiito xmap. bes i€l
GbyHKIT XMapu OyIyTh BUTJISIAATH K IMAaTKX BaTU a00 MOpPO3UBa, 0€3 MPUCYTHIX

peaIbHUM XMapaM Bi3€pPYyHKIB.

Puc. 3.25 ®ynkuis Noise
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Tonl sk mpaBuUibHI HANAIITYBAaHHS POOJATH XMapH pealiCTUYHIIINMU,
HaJMIpHE BUKOpHUCTaHHS 1Ili€i (QyHKII]T MOXXEe MPHU3BECTH [0 HENPUEMHHUX
pe3ynbTatTiB. L pyHKIIS € BUpIIaNbHOIO MEPEeBaroo UX XMap nepes Oyab-IKUMU
IHIITUMU, aJ[Ke MOXKIIMBICTh JACTAIbHO HAJAIITOBYBATH XMapH Y PEAIbHOMY Yaci i3
TakKUM OO0’€MOM OILii pOOUTh CTBOPEHHS TMOTOAHUX YMOB KyIu OLUIbII

ayTeHTUYHUM, JAPYKHIM JO KOPUCTYBaya.

Puc. 3.26 Burisin xmap BinnoBigHo o BrumBy ¢yHkiii Noise: 1 - 6e3 ¢pyHkii, 2 —

13 AKICHO HAJAIITOBAHOIO (DYKHITIEIO, 3 — 13 HESIKICHO HANAIITOBAaHOK (PYHKIIIEO

Hapemiri, ¢inanbHa ¢yHKIS, sSKa € 0€3MocepeHIM KOHTPUO IOTOPOM [0
CTBOPCHHS aHIMAIIliK 1 OLIBIN IeTaJTLHOTO HANAIMTYBaHHS (popMarltii xMap yIiijom, €
Advanced Output. Advanced Output mo3BoJisie PO3IIMPHUTH Aiana30H OIIIM, SKi
HAJAI0Th IIMPOKHM (YHKIIOHAN I peJaryBaHHs HaBIThb TOTOBHUX XMap. 3a
JOTIOMOTOF0 I1i€l (yHKIII1, Taki mapamerpu sk EXtinction mo3BoisttoTh 3MiHIOBATH
dbopMy Xmap He IUBISYHCH Ha Oa3oBy ¢opmy, a WeatherUVScale namae
MOXJIMBICTh peJlaryBaTu BiOOpa)K€HHsS XMap 3T1JIHO J0 CTBOPEHHMX ITOT'OJIHIX
ymoB. Came 111 ¢yHKIIS Oe3rmocepenHbo Oyae BUKOPUCTaHA i 3a0e3MeueHHs

CUMYJISIIIT TOTOTHUX YMOB, & CaMe JIOIY Y IbOMY MPOEKTI.
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Puc. 3.27 ®ynkuis Advanced Output

HactymuuMm kpokom, Tpeba CTBOPUTH IHCTAHC MaTtepiany, SKuil Mu OyaemMo
BUKOPHUCTOBYBATH y MOJaibloMy. [HCTaHC MaTepiany — 1€ «3amakoBaHUI Kiac
MaTtepiany y 00’eKTy, B IKOMY MOXKHA pearyBaTi public 3HaYeHHS Ki1acy B pexuMi
peaNbHOTO Yacy, He 3MIHIOIOYM MPHU I[OMY KOy OPHTIHAIBHOTO Kiacy. Takuii
niaxia 3adesmneudye OUIbIN e(EeKTUBHUN Ta O€3MeYHUil CIOCi0 MaHIMyJIIOBaHHS
BUTJISIZIOM, @ BIJITIOBIJTHO, MaTepiaJioM XMapH, aHDK MOCTIHHE BTPYUYaHHS 10 KOIY
Joxepena matepiany. Ilicist Toro, K 1HCTaHC CTBOPEHMH, Y MOro OMIlISIX MOXHa
THYYKO HajallaTyBaTU BWIJIS[ XMap, sIKI y pe3yibTaTi OyJayTh BUKOPHCTaHI Y
npoekTi. [{ist modatky, 30inbinyersest BiuuB QyHIii NOiSe Ha xmapwu, 3a151s OUTBII
MOHYMEHTAJIBHOTO Ta PEAJICTHYHOTO CHPUUHATTA. HacTymHuM  KpoOKowM,
3MeHInyeThest EXtinction, mo6 BuBLILHUTH OuTbIHK 00’eM Heba, ajke MOroja 3a
3aMOBYYBaHHSIM MTOBHHHA OyTH SICHA, 13 MAJIOKO KUIBKICTIO XMap. OCTaHHIM KPOKOM
HanamToByeThes WeatherUVScale, sikuii poOuTh xMapu OutbIn 00’ eMHUMH, 1 Oy/ie

KOperyBaTH ix y MallOyTHOMY MPH 3MiH1 OTOH.
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Global r Parameter Values

0,00001

05

0,001

0,0003

Puc. 3.28 HanamtyBanns 06’eMHOT XMapu

OcranHim kpokoMm, HanamroByeThest WindVector xmapu. Tpeba 3miauTH
3Ha4eHHs BeKTOpiB R Ta G, mo0 «XBWISACTI» pyXHu XMap BigoOpaxanucs y
HaMnpsMKy ogHo4yacHo ocedt X Ta Y. Lls omiist 103BoJIsie HAAATH XMapaM aHIMaIliio

PYXy, ILIO CTBOPIOE LTIO31I0 «KUBUX» XMap, sIKI MOCTIHHO pyXaroThCs MO HEOy.

Global Vector Parameter Values

Save Sibling Save Child

Puc. 3.29 HanamtyBaHHs BEKTOPIB BITPY, SIKi CTBOPIOIOTH 10310 TIEPEMITIICHHS

XMap
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[licas ycix HamamryBaHb, CTBOPEHO XMapH, SKI BHUIVIAJAIOTH JIOBOJI

pPEaNTICTUYHO, 1 BIMOBIAAIOTH MMOCTABICHUM ITLISIM.

CEEDOeOCD D @D EDd ®

Puc. 3.30 I'oToBuii BUTJIsAT HAJAITOBAHUX XMap

3.1.4. CTBOpeHHs 011y

JIJ1st CTBOpPEHHS IOy TEPIT 3a BCE CTBOPIOETHCS CUCTEMaA YaCTOK, sika Oyze
TeHepyBaTU Karull JOILy, 13 3MIHHUMH, SIKi HampsiMy BIUIMBAIOTh Ha MapameTpu
JIONTY, Taki SK MIBUAKICTh MaJiHHS Kareib, KUIbKICTh CTBOPIOBAHUX Karlellb, 4ac
UKy 1X ICHYBaHHS, Koii3is Ta iH. Y momepenHix Bepcisx Unreal Engine
BHUKOPHCTOBYBaJIach cuctema Participle system, 0yksaipHo «CHCTEMa 4acTOKY, aje
Hapasi BOHa 3aMiHeHa Ha Outein cydacHy cuctemy Niagara. Toxi sk Participle
system masa JiMITOBaHI MOKJIMBOCTI, @ TAKOXK JI€SIK1 JIOBOJI HE3PYYH1 0OCOOJIMBOCTI,
YHUKHEHHSI SIKUX MOTJIO 3aiHSATU JOBOJI BeMUKUN yac. OJTHUM 13 TaKUX HEIOJIIKIB
OyJ10 3HUKHEHHS BioOpa)keHHs e(DEKTIB MiJl MEBHUM KYTOM, IO MPU3BOAWIO JI0
CHeliaIbHUX HAJANITyBaHb CYTO 33Ul YHUKHEHHs nedektiB. Niagara Bumpasuiia
[l HEJOJIIKK, a TAaKOXX MOKpaluia MBHAKOAII0, CTBOpPWIA OLIBII 3pYyYyHUNA Ta
IHTYITUBHMHA, JpyXHI J0 KOpUCTyBaya iHTepdeiic, 1 3acTpumiaiiHuiIa
BUKOPHUCTAHHS CTBOPEHUX KOPUCTYBAue€M 3MIHHUX JUISI MAHINYJSIi CUCTEMOIO

YaCTOK.
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[Tepmr 3a Bce, crtBoproeThcsi kiac Niagara System, skuii HasuBa€eTbCA
NS_Rain. O6’ext 1mporo kiacy momaetbcsi a0 kiacy BP_Custom_SunSkyNew,

TaKUM YHHOM OyJi€ 3pYUYHO iM YIIPaBIATH Y TAPMOHIi 13 1HITUMHU 00’ €KTaMH KJacy.

(¢ Components

-+ Add Q

© BP_Custom_SunSkyNew (Self)
A+, Scene
&% SkyLight

<% CompassMesh

15 Sun

>*, Moon
7 Stars
* SkyAtmosphere
& VolumetricCloud

A, NS_Rain

Puc. 3.31 O0’ext xnacy NS_Rain, crBopennii y kiaci BP_Custom_SunSkyNew

[Ticnst mporo, y rpadi Kjacy CTBOPIOETHCS JIBa «eMiTepu», (YHKINI 110
BIJIMOBIAIOTH 32 CTBOPEHHS €EeKTiB. 3a3BUUail, EMITEPU MAIOTh POJIb «CITIABHEPIBY,
a00 TreHeparopiB crenedekTiB, 13 3aJaHUM MaTepialoM Ta MaTeMaTHYHUMU
dbopmysiaMu, 10 OMUCYIOTh AITOPUTM pOOOTH IUX e€(PEeKTIB. Y JaHOMY BUMAIKY,
MaTepian 3aJMIAEThCS 3a 3aMOBUYBAHHSM, aJpKe ISl Kpareib JONLy I[IJIKOM
M1IXOUTh CTAHIAPTHUH OLTUI MaTepiall, a arTOPUTMH OyTyTh HAJIAINITOBaH1 TAKUM
YUHOM, 11100 B1JJ0Opa)KeHHS MMaIat0uuX Kparmeib 0yJI0 MaKCUMAJIbHO PeaTiICTUIHUM.

[Mepmmii emitep, Rain_Streak, Biamosigae 3a 3amany 00JacTh, y MEXax sSKOT
TeHEepyIOThCsS Kparull Kparuil JOlly, 10 MOBOAATH cebe Tak, SK HalalllTOBAaHO
3agaHuMu mapamerpamu. [pyruii emitep, Hanging_Particulates, renepye crutecku

Kpamenab y MiCIll KOdi3ii Kpamenib, 10 CTBOpEHI mepmmm emitepoM. Koomizis
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BiIOyBaeThCs 13 OyIb SIKUM IHIIUM MPEAMETOM 13 KOmi3ito, Oynb TO J0pora,

OyIWHOK, TpaBeIllb, TOIIO.

NS_Rain

Properties
Parameters
stem Spawn

System Update

HactymHuMm KpoKoM CTBOPIOETHCSI KOpPHCTYBallbka 3mMinHa User_SpawnRate.
[{s 3MiHHA Oy/ie BUKOPUCTOBYBATHUCS JJIsl 3MIHU KIJIBKOCTI 3r€HEPOBAHUX Karlelb y

MIEBHUI MEP10]] Yacy, 1o J03BOJIUTHh KEPYBATH CUIIOIO JOIIY, BAKOPUCTOBYIOUH IO

3MIHHY.

Rain_streak

Properties oy
Emitter Summary

Emitter Spawn

w Emitter Update
Emitter State Self Infinite
Spawn Rate

w Particle Spawn

Box/Plane

Linear

article Update

w Event Handler - Source: None 1J
Event Handler Properties
w Render

¥ Sprite Renderer

A

User Exposed

e WSERY User_SpawnR

HangingParticulates

v ®

Properties oy
Emitter Summary
Emitter Spawn
w Emitter Update
Emitter State Self Infinite

w Particle Spawn

Initialize Particle

w Particle Update

Particle State

¥ Sprite Renderer

Puc. 3.32 I'pad xnacy Niagara System NS_Rain

+

0

Puc. 3.33 Kopucrysanpka 3minna User_SpawnRate y NS_Rain
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Tenep moxHa nepeitu 6e3mocepeHbO 0 HaNamTyBaHHA emiTepis. [lepi 3a
Bce, Tpeba HajamTyBaTH €MITep CTBOPEHHS CaMoOro JOINIy, TOOTO IaJalounx
Kpamenb i3 HeOa. Jlns mporo tpeba HamamryBatu emitep Rain_Streak. Ileprumm
napametpom Oyze Initialize Particle. Tak, sk kparuti JOmIly BHITApOBYIOTHCS 13
pizHoro mBHaKicTio, Lifetime Mode BucraBnserscs Random, o0 xoskHa Kparuis
Majla 1HIUBIAYaTbHHM «repiof >KATTS». OjHak, I[M00 YHUKHYTH IIJIKOM
HEKOHTPOJIbOBAaHUX Kparelb, JIMIT, y SKOMY T€HEPYIOThCS 11l BUIIJIKOB1 3HAUCHHH,
BUCTaBIseEThbest Mik 1.4 Ta 1.75 cekymmamm. Taki X caMi HaJamTyBaHHS
CTBOPIOIOTBCS 1T Macu 4acTok, y jimiti Mk 0.75 ta 1.25 cexynmamu. Koumip
3aIMIIAETBCS  OLIMM, BIH MIAXOAWTH J0 Jomry. Po3mip Kpamnenb-4acToK
BucTaBisieTbes sk Non-Uniform, i3 3Hauennsimu 1.0 mo oci X ta 50.0 mo oci Y.

[ToBOPOT YacCTOK TaKOXK BHUCTABJIAEThCS sIK Random, jiist cTBopeHHs 1110311 pi3HOTO

HaIpsMKY JOILY.

Initialize Particle

Random

Color Mode

Non-Uniform

X 10

W Mesh attributes

Puc. 3.34 HanamryBauns Initialize Particle y emitepi Rain_Streak
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HacTymnHuii Kpok — cTBOpeHHs 00J1acTi, y kit Oyae Wtu gour. J{is Halikpaol
JIEMOHCTpAIlli MOXJIMBOCTEH MPOEKTY, AOCTAaTHHO TEPUTOPIi 3aMKy, CTBOPEHHS
O11bI101 TEpUTOPIi JO0IMy OyJie HETaTUBHO BIUIMBATH HA MIBHJAKOJII0 MPOEKTY. Jliis
X HAJIAIITYBaHb BUKOPUCTOBYEThCs omiisg Shape Location. [y Toro mo6 nerie
MOKPUTH TIEPUMETP 3aMKy, 0OMpaeThcs MpuUMITHB BOX, 11006 ob6iacth gomry Maina
npsMOKYTHY (opMmy, po3mip 3amaerbess 10000x10000x1000, came Taky Imuiomny
npuOJIM3HO Mae 3aMoK, Scale 3amumaeTscs 3a 3aMOBUYBaHHSIM, aJKe HOTO

30UIBIIICHHS 3MaIITa0y€e Kparut 01Ty, o Oy/1e BUTJIAIaTH TOBOJI1 KETICHKO.

Shape Location

Distribution Transform

Shape Primitive Box / Plane
Box / Plane Mode Box

, 1000,0

Box Midpoint

Distribution

Transform
Transform Order Scale / Rotate /
Scale Mode Default
Mon Uniform Scale X 10
Rotation Mode Default
Local

Mone

Shape Origin STACKCONTEXT Po

Puc. 3.35 HanamryBanns Shape Location y emitepi Rain_Streak
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[Ticns uporo, HanmamroByeThes mapamerp Add Velocity, skuii Bignosinae 3a
MIBUKICTH MAJIIHHS Kpanenb gomry. [lapamerp mo oci Y BHCTaBISIETHCS 3HAYCHHSIM
300, 06 CTBOPHUTH 11103110 BILIMBY BITPY Ha HANpsM NajiHHs Kparelnb. [lapameTp
no oci Z BucraBmsietbcs sk -500. 3nauenns 500 BigoOpakae IIBUAKICTH
BEPTUKAJIbHOT 3MiHU KOOPAMHAT Kparelb, a BiJl’€MHE 3HAaUCHHS B1I0Opa)xae Harpsm
PYyXy 3BE€pXy BHU3, aJI’KE€ 332 3aMOBUYBAHHSIM CHCTEMa YaCTOK HAIPaBJIISI€ PyX YaCTOK

13 HU3Y YBEpX.

¥

+ Selection

Rain_streak
0 Particles

o

Add Velocity
Velocity Mode Linear
Velocity . 00 Y 3000 Z -5000
Velocity Speed Scale 1.0
Rotation

Rotation Mode Default

Rotation Coordinate Sg Local

Puc. 3.36 HamamryBanus Add Velocity y emitepi Rain_Streak

Hapemri, ocrannHs omiis, SKy HeoOXimHO HamamrtyBatd, 1e Koomizis
(Colission). Tak, sk Kpami, OpONiTAOYl Kpi3h 3€MJIIO, CHOPYIH, TPaBIiB
BUTJISIIAIOTH HEPEATICTUYHO Ta JICMIEBO, HEOOXITHO HAJIAIITYBATH KOJI3110 Kparelb
TaKUM YUHOM, 11100 BOHM 3HUKAJIM MPH KOHTAKTI 13 IHIIUMH 00’ €KTaMH 13 KOJIi31€10.
VY nopanbuioMy y MOMEHT 3HUKHEHHS Kparielib IPH KoJIi311 Tako OyayTh 3po0ieH1
CIUIECKH Kparielb, 00 Bi3yali3yBaTH IO KOMi3ii.

Jlns mouatky, BKitodaeThes: Ray Traced Tum kouisii mporiecopa, uist Ok

TOYHOTO 00paxyHKy. Ilicis iporo, BUCTaBiseThCs paalyc kodizii yactku 0.1, paaiyc
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OoOpaxyHKy KOJIi3il BHCTaBIIIEThCSA SK SpPrite, a Tum o0oOpaxyHKY KOJi3il
BUCTABJISIETHCS IO MEXKaM CIPaNTy, 00 KOJI3is TparJsiaca caMme Mpu KOHTAaKTI
Kparuii, a He obJjiacTi HaBKoJio Hel. [lami, HamamroByeTbess Bounce, 1o BiamnoBigae
3a HEBENUKUU e(eKT mMiJACKaKyBaHHS Kparuil MicAs KOHTAaKTy 13 MOBEPXHEIO.

Restitution BucraBiserses 13 3HaueHHAM 0,6.

Collision

Ray Traced

sion Radius
Radius Calculation Ty pe Sprite
Methoc ating Pz Bounds

0,1

0,6

Friction

Simple Friction

CPU Friction Blending
Fr I
Friction During a Bounce

Colliding Pz

Enable Re
Manually Enter Rest

Maximum Penetration Cc

Puc. 3.37 Hanamrysauus Collision y emitepi Rain_Streak
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[Ticns toro, sk emitep Rain Streak noBHiCTIO HanmamrToBaHW#, Tpeda
HAJIAIITYBAaTH HACTYIIHUHN eMITep, IKUi Oyly TeHepyBaTH CIJIECKU Kpareib y MiCll
KOHTAaKTy Kparenb i3 moBepxHero. [l movaTky, HamamToByeThes mapametp Life
Cycle y BmactuBocti Emitter State. Life Cycle Mode Bucrabisetscs sik Self,
TIOBE/IiHKA [TUKITYy BUCTaBIsAeThes K Infinite, a TpuBamicTs mukiy Oyzae 2 CeKyHAN.

Pexum MaCHITa6yBaHHH HaJIaIITOBYETHCA 31"iI[HO CHCTCMU.

HangingParticulates
0 Particles

o

Emitter State
Life Cycle Scalability
Life Cycle
Life Cycle Mode Self
Complete (Let Particles Finish then Kill E »
Loop Behavior Infinite hd
Loop Duration 2,0

Recalculate Duration Eacl

Scalability

Scalability Mode

Puc. 3.38 HamamryBanus Emitter State y emitepi Hanging_Particulates

Hacrymaum kpokoM HamamtoByeThest QyHkiis Initialize Particle, sxa
iHIIiam3ye CIuIecku Kpamenib. Y po3aim Point Attributes, pesxuM )KUTTEBOTO LUKITY
BHCTABIIIETHCS AHAJIOTIYHO JI0 CaMHX Kparenb jgoiry, Random, 3amns cTBopeHHS
O1IBIII HATYPaAJIBLHOTO BUTJISAY BUMTAJKOBUX CIUIECKIB. SK 1 171 Kparesb, TPUBATICTh

JKUTTEBOTO LHUKITY XO0Y 1€ BHUIIAAKOBOIO, aJI€ BUCTABIIAETLCA Yy paMKax IICBHOIO

50




nepiony dvacy, a came Big 0.5 mo 0.7 cexkynam y manomy Bumanky. Kodmip
3QITUIIAETHCS OUTMM 32 3aMOBYYBAHHSM, 1€ TaKOXX IIUJIKOM 3aJ0BOJIBHSIE JTHU3ANH
IILOT'O MPOCKTY.

[Ticns 11pOTO, HANMAMTOBYIOTHCSA ATPUOYTH CIpAMTy, TOOTO caMoOi MOAEII
crutecky. PexxuM po3mipy CIUIECKiB BHCTaBIsieTbes sk Random Uniform, y
npomixkky Mixk 2.0 ta 3.5 miumiMerpamu. Tak caMO BUITAQJIKOBUMH BUCTABJISIOTHCS
noBopoTu Ta BUmagkoBuMmu 1o ocsimM X/Y — UV pexum copaiity. OcTtaHHIN

BIJIMOBIIA€ 32 KOOPJAUHATH TEKCTYP, K1 HaKJIaAal0ThCs Ha CIIPanTH.

HangingParticulates
0 Particles

Q

Initialize Particle
Point Sprite Mesh Ribbon
Point Attributes
Lifetime Mode Random
Lifetime Min
Lifetime Max

Color Mode

Color

Position Mode

Mode
Sprite Attributes
Sprite Size Mode Random Uniform Vv
Uniform Sprite Size Mi 2,0
Uniform Sprite Size M: 3,5
Sprite Rotation Mode Random

Sprite UV Mode Random X /Y

Puc. 3.39 Hamamrysansus Initialize Particle y emitepi Hanging_Particulates
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[Ticnsa ycix HamamrtyBaHb, pu aktuBarii NS_Rain, Ha CrieHi aKTUBY€EThCS
JOBOJI1 peanicTuyHui qoml. Hapasi BiH MOCTIHHO JIJIE 13 MAKCUMAJIbHOIO CHUJION0, IO
y mnojajiblioMy Oyae BiAPErylbOBaHO 3a JIOTIOMOTOI0 KOPHCTYBAlbKOi 3MiHHO{

User_SpawnRate Takum 4uHOM, SIK TOTPIOHO IS IPOEKTY.

Puc. 3.40 Burnsn peanizarii gomry yepe3 cuctemy dactok Niagara System

3.1.5. CTBOpeHHs TyMaHy

OmnuMm 13 HaBaXJMBIMX (PAKTOPIB MPABUIBLHOI pOOOTH TPUBHUMIPHOTO
MPOEKTY € onTUMi3allis. Tak sk e NpoeKT Bi10yBAEThCS HA T0BOJI1 BEJMKIHM CIIEHI,
B1JIOOpa)KE€HHS yCiX JIeTajell 0OIHOYACHO MOXKE CIPUUYMHUTH BEJTMKE HABAHTAKEHHS
Ha cuctemy. [ Toro mo6 3HW3WTH HABaHTAXKEHHS HA CHUCTEMY, MPU I[bOMY HE
HEXTYIOUM  €CTETHMKOI  BI3yallbHOI  CKJIaJ0BOi  NPOEKTYy,  Haiuactiiie
BUKOPHCTOBYEThCS edeKT TymaHy. Bin ocoOnmBo mobpe mimiiife ajis CUMYJISIIT
JIOTITy, Y€pe3 Te 110 BOJla BUTIAPOBYETHCS MPH JIONTY, CTBOPIOIOYN TyMaHHY JTUMKY.

OkpiM TOro, TyMaH TaK0X BUKOHYE YaCTKOBY POJIb MOCT MPOIIECIHTY, TOOTO
HajJla€ HeoOpOoOIIeHIi, YaCTO HEMIPUEMHO BUTJISAAIOUINA CIIEH] OLTBIN HATYPaTbHOTO
BUTJISITY, MAacKyrouu Henomiku. Jia npukiany, Ha puc. 3.41 BimoOpaxkeHO CIEeHY

IPOEKTY, sSIKa Hapa3l CTBOPIOEThCS, 0e3 Oyp-aKkoro tymany. Ilicist moBHOLIHHOTO
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HaJAIITyBaHHS TyMaHy, Ha puc. 3.43 Mo)KHA TOOAYNTH, SIK YCHOTO JIHIII JIOTaBaHHS

710 CIICHW TYMaHy KapJAWHAIBHO 3MIHWIO 11 Bi3yaJdbHE CIIPUIHSTTSI.

EED 0 0 @D dib @I Ed ©

ExponentialHeightF

World Settings

= ExponentialHeightFog +Add 2 ® o

& ExponentialHeightFog (Instance)

& Ccomponent (HeightFogComponent0)

Q
General Actor i Rendering
All
Transform
4340,0 1280,0
00"
1.0

Movable

Puc. 3.42 ®ynkuis tymany Exponential Height Fog
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Jlns minei manoro mpoekTy Oyae Bukopuctanuii kimac ExponentialHeightFog,
SAKUM OKpIM IIIJIBHOCTI TyMaHy Tak0oXX Ma€ (DyHKIIIO HaJalITyBaHHS BHCOTH Ta
I'PaJIIEHTY IIUTBHOCTI B 3aJI€KHOCTI B1J] BUCOTH, 110 JIO3BOJISIE CTBOPUTHU KYIU OLIBIII
peaNicTUYHY CUMYJIISLIIO TyMaHy.

Tenep Tpeba HanmamTyBatu 0a30Bi 3HAYEHHS TyMaHy, MIUIbHICTb TyMaHy
BuctapisgeTbes Ha 0,05, koeilieHT 3MEHIIIEHHS IILTLHOCTI 13 301UIbIIIEHHSIM BUCOTH
ctaBuThes Ha 0,128936, xonip BiATIHKY TYMaHy BUCTaBIISIETbCS HA CHHIOBATO-CIPH,

MaKCUMaJbHUI 00’eM TyMaHy cTaBuThcs Ha 1,0.

CEBo0MaD D@ o

b

Puc. 3.43 Burns cuenu i3 TyMaHOM

3.1.6. CTBOpeHHSsI OCHOBHOT'0 KOy MPOrpamMu

Tak, sK yci OCHOBHI €JEMEHTH NPOEKTYy TOTOBi, HACTYITHUM KPOKOM
CTBOPIOETHCS KOJI MpOorpamH, sIKi Oyne BIAMOBIIATH 3a (YHKI[IOHYBAaHHS TaKHX
byHKIIH, sk 3MiHa nioroau, poboty Ul, Ta peryntoBaHHs MIBUAKOCTI 3MIHU JIHS Ta
HOoUi. Tak, Sk OJTHI€I0 13 HAMBAXIIMBIIINX (PaKTOPIB CTBOPEHHS TOBIOTPArOYOT0 KOTY
ta QyHkiioHany € «sStandalone» kmacu, GUIBLIICTH YChOrO KOay Oye CTBOPEHO
ycepeauni kinacy Bp_Custom_SunSkyNew, sikuii Bignosinae 3a (yHKI[IOHYBaHHS
3MIHHM JIHA Ta HOYl. €IMHUM BUKIIOYCHHSM SBISETbCS aKTHBAIlsl (QYHKIIN mpu

HAaTUCKaHHI KJaBiil, 00 3a 3aMOBUYBAaHHAM 1€ (PyHKIIIOHAJI MPUTAMAaHHUM JIUIIIE
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KJIacy TepcoHaxy abo piBHA. Y 1bOMY NPOEKTI (yHKIIOHAT HATUCKAHHS KJIaBIII
peanizoBanuil y kiaci pias Level blueprint.

[Tepmioro ¢yHKIIi€EIO, iKa OyAe CTBOpPEHA y Kiaci — e (yHKI[S MBUIKOCTI
3MIiHHM JHS Ta HOYi, 32 (PYHKITIOHAJ SIKOT BiIITOBIae 3MiHHA 13 Kitacy Update Sun mix
HazBoro Amount_Of Seconds To Add_Per Tick. Ilpu axrtuBarmii miei ¢GyHKIi
BiOyBaeThcsl TmocuianHsg Ha kiac BP_CustomGameState, mo sBaseTscs
CTBOPEHHM KOPUCTYBAI[LbKHM CTAaHOM T'PH, a TICJI IbOTO aKTHBYETHCS KOPETYBAHHSI
3HAYEHHS 3MIHHOI B 3aJI€KHOCTI B1Jl HATUCHYTOI KJIaBIIlIX, BIAMOBIAHO KiIaBimu 1-4

Ta 3MiHHI X1-X4.

Puc. 3.44 ®yHkIIis 3MiHY MIBUAKOCTI 3MiHU JHS Ta HOY1

[Ticns uporo, y Kiaci piBHs, HAJTAIITOBYEMO caMi KJIaBilld, TOOTO (yHKIIII,
K1 CIIPallbOBYIOTh ITPU HATHUCKAHHI OTPIOHUX KJIABIII, y JAHOMY BUIIAJKy KJIABiIlll
1-4, six1 BIANOBIAAIOTH 3a IIBUAKICTH 3MIHH JHS Ta HOYI.

JIist mo4yaTKy, OCHOBHOIO (PYHKIII€IO, siIka OyJe MIATPUMYBATU POOOTY IUX
Hathckanb, € Event Tick. Event Tick mamcwiae curHan 10 TMepeBipKy CTaTycy
akTuBarlii GyHKII1 KoxeH TiK. [Ticis 1b0r0, akTUBY€ThCSI (DYHKITISI KOXKHOT 13 KIIaBIIIT
BIJIMTOBITHO, sIKa TMOCWiIae curHai ao ¢yHkmii Gate, ska B CBOIO 4epry aKTHBYE

HACTYIHI (YHKIIT TUIBKHM 3a YMOBHM HaTUCKaHHA Kiasimii. [licns 1iporo, poOUThCs
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nocwiaHHs Ha 3MiHHI kiaacy BP_Custom_SunSkyNew, ski akTuBYIOThCS TpH
HATUCKAaHHI MOTPIOHOI KiaBimm, Ta MEaKTUBYIOThCA depe3 0.2 CeKyHau TMiCis
JleaKTUBaIliil, 00 3amo0IirTH HEeMpaBWILHIA POOOTI Mporpami, MpH sIKIK MOXYTb
OyTH OJTHOYACHO aKTHBOBAaHI JeKUIbKa (QYHKIIIH, 110 3MIHIOIOTh 3HaYEHHS 3MIHHOT,
1110 BiAMOBIIa€ 3a 3mMiny A Ta Houi, Amount_Of Seconds _To_Add_Per_Tick, mo

B pe3yJIbTaTi MpU3BEIE JO0 TOro, o (yHKIIS 3MIHH JIHS Ta HOYl NepecTaHe

IPaItOBATH.

Puc. 3.45 AxtuBartis QyHKIIHM JHS Ta HOYl MPU HATHCKAHHI KJIaBill

HactymHuM KpokoM, CTBOpIO€ThCS (DYHKIIIS, SIKa BIJIMOBIAE 32 aKTUBAIIIO
no1ny. AKTUBAIIS BiOYBA€ThCsl MPU HATUCKAHHI KHOMKU F, 10 B1IOOpaKEeHO Y

KJIaCl PiBHS.

Puc. 3.46 AxrtuBaiis ¢pyHKIIi 01Ty IpU HATUCKaHH1 KiaBimu F
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[Ticas HaTHCKaHHA KIaBill, akTUBY€eThCs GyHKIs Gate, sika 13 3aTPUMKOI0 Y
0.2 cekyHOu [€aKTUBY€ JOII TMpH T[O3UTUBHOMY 3HAY€HHI 3MIHHOI
Active_Max_Rain, sika o0paxoBY€ThCSl MOPIBHAHHAM IOTOYHOTO Yacy aHiMarlii
nomry i3 30 cexynmamu, ta 3MiHHOiI Rain_Activation, mo BifmoBizae 3a Te, 4d €
aKTUBHUM joml. Taka ymMoBa icHye, 100 3BOPOTHIN MPOIEC JOIIY HE aKTHBYBACS
IpY HATHUCHEHHI KHOTKH /IO TOTO MOMEHTY, Joku He mpoine 30 cekyna (abo
NONEPEIHBO 3aJaHE 3HAYECHHS).

Cama axTuBallis JOUIy TaKOX TMEpeBIps€, MO0 MOIN HE WIIOB/TOBHICTIO

3aKIHYMBCS, III00 HE 371aMaTH TPOIIEeC.

E Branch

AND
Addpin @

Rainy Weath

¥ Get Playback Position

Watching Boolean Rain Activation
False

Watching Boolean Return Value
False

AND
\
Add pin ®

Rainy Weath neline
7 Get Playback Position

Target Return Value

Puc. 3.47 AxrtuBanis GyHKIIi 01Ty TPU HATUCKAHHI KiaBimm F

ITicist Toro, sIK KHOIKA HATHCHYTA, 1€ pa3 NMEPEeBIPSIOTHCS YMOBH, BXKE Y
kiaci Bp_Custom_SunSkyNew, a came ymoBwH, sKi 3a0e31e4yIOTh (akT TOro, IO
JIOIII B)KE€ CKIHYMBCS, 400 He aKTMBHMI, Ta IO JOI HE M€ Ha MaKCUMAaIbHIN CHUJII.
[Ticns Toro, sIK BUIIIE3rajaHi yMOBH, Ta cCaMa 3MiHHA aKTUBAIIli IOy € TO3UTUBHOIO,
aKTUBYETHCS HACTYIHUM KOJI, SIKUM PETryJII0€ AOL Ta 1HII1 MOT0/IHI YMOBH, CTBOPEHI

y TONEPEeHIX pO3/aiiax.
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Puc. 3.48 OcHoBHa QyHKITIS aKTHBAITIT JOIITY

JIns modvatky, Micis aKTHBAIIil JAOILy CTBOPOEThest GyHKIs tumy Timeline,
saka OyJe peryyiroBaTH 3MIHEHHS 3MIHHMX, 110 BIJMOBIAAIOTH 3a 3MIHY IOTOAM,
BIJHOCHO 110 4Yacy. L{s dbyHKIis Hapa3i Mae nBa Bxoau aktusaiii, Play from Start ta
Reverse. Play from start aktuBye animariio ajas cTapTy AOIIy, TOAi sik Reverse
3alyCKae L0 JK aHIMallllo, TUIBKK 13 KIHIS B TOYAaTOK, IO CTBOPIOE €(eKT

IMPUIIMHCHHA JOITY Ta IIOKPAIICHHA ITIOI'OaU.

“© Rainy_Weather_Timeline
> Play Update [
< B Play from Start Finished [
D stop Direction
— [ Reverse Extinction

[> Reverse from End Weather UV

[> Set New Time Sunlight

Rain

New Time | 0,0 |

Stars

Puc. 3.49 ®yukuis Timeline
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Sx BumHo Ha Pwuc.3.49, raiimmaiin Rainy_ Weather_Timeline 3minroe
snavenHs sty float sminamx. Ha piBHI pymrito, mogiOHI 3MiHK 3a0€3MEeUyOThCS
3MiHaMHM Yy 1HCTaHCaX MaTepaiB IUX XMap.

AJne 3BUYaifHI 1HCTAHCH 3a3BHYail HE 3MIHIOIOTh y peaJbHOMY Yaci, TOMY IO
1[e IEPMaMEHTHO 3MIHIOE iX 3HAYEHHS, 10 B1JOOpaKaeThCs IOBOJI HETaTUBHO Ha
KIHIIEBOMY pe3albTyTaTi, ajpke MpU Oyab-sAKiH MOMUIII Y MPOrpaMu JOBOAUTHCS
HAJIAIITOBYBATH YC1 IHCTAaHCH MaTepialiB CIIOYaTKY.

Jlns toro, mo0 YHUKHYTH TaKUX IpPOOJieM, BUKOPUCTOBYEThCS (GYHKIIS
CTBOPEHHS TUHAMIYHMX 1HCTAHCIB MaTepiajiB, sIKi CTBOPIOIOTHCSA TUIBKH IIiJ] 4ac
poboTH mporpamu, 1 BUAISIOTHCS 13 MaM’sITI MICas 3aBeplieHHs ii poboTu. Ils

¢yukiis HasuBaeThes Create_Dynamic_Material_Instance.

I Create Dynamic Material Instance

Parent Return Value

m_SimpleVolume

» Optional Name | P-Ju:::-r'ln:'f]

Creation Flags

Mone

Puc. 3.50 ®ynkuis Create Dynamic Material Instance

[licns Toro, K AMHAMIYHMA 1HCTAaHC MaTepially CTBOPEHHH, (QyHKIIs
Set Scalar_Parameter Value nmo3Bosisie 3MiHIOBATH 1HOMBIZyadbHO OOpaHHIA
napameTep mMarepiany.

€ takox ananoru 1i€i pyHkiii, Tak sk Set_Vector_Parameter, mo go3Bossie
OTIepyBaTH HE TUTbKU 3BUYAMHUMH 3MIHHUMH, a 1 IHITUMHU TUTIAMH, TaKi K BEKTOPH.
OyHKIIs BEKTOPY, ISl MPUKIATY, OCOOJIMBO KOPUCHA /I 3MIHM KOJbOPY Y

pealbHOMY 4Yaci, aJpke KOJIp HaTAIITOBYETHCS SIK BEKTOP.
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f Set Scalar Parameter Value

Target

Parameter Name
| Extincti

Value

Puc. 3.51 ®ynkuis Set Scalar Parameter Value

[Toeprarounck o Taimiaiiny Rainy Weather_Timeline, mepiri 1Bi 3MiHHI,

Extinction Ta WeatherUV, BianosigaroTe 3a 3MiHy (HOpMH Ta 00JIACTI MOKPUTTS

00’eMHuXx xMap. Tak, sk JOLT 3aBXKIU CYIPOBOKYETHCA JOBOJI XMapHUM HEOOM,

KIHIIEB1 3HAUYEHHS

IUX 3MIHHUX B1100OpaxarTh caMe Take HeOO.

[Mpotsirom 30 cexyHn, 3HaueHHs Extinction xmapu 30ibmyerses Big 0,001

no 0,5, a 3Hauenns WeatherUV — smenmnyerses Big 3,0 g0 1,5.

= Viewport F Construction S

=+ Track Length 30.00 ¢!

v extinction
jo00

v weatherUV

External Curve

(@© Rainy_Weather_. x %I Event Graph

®

Puc. 3.52 Taiimnaiin 3minHO1 Extinction

Puc. 3.53 Taitmnaiin 3miaaoi WeatherUV
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Hacrynna 3minna, Sunlight, 3smiHiOe 3HaYeHHST IHTEHCUBHOCTI CSIfiBa COHIIS y
lux, o 3abe3neuye MeHIIy OCBITICHICT, SIKa KOPEJIIOE 13 HIIILHICTIO XMap Ha HeOi.
3MiHa IHTEHCUBHOCTI, Ha BIMIHY BiJ XMap, pOOUTHCS HaNpsMy, OCHIIAI0UYUCh Ha
00’€KT COHIIA Yy CIICHI, Ta WOTO 3MIHHY, IIIO BIAMOBIAa€ 3a IHTGHCUBHICTh, TaK K
COHIle He moTpeOye Matepiany B3araii. Tarimaiin Sunlight 3MeHInye 3HaueHHS

Intensity conrs Big 3,16 lux 10 0,5 lux mpotsrom 30 cekyH.

w Sunlight

_ oo 16.00
o T

Puc. 3.54 Taitmnaiin 3mianaoi Sunlight

[Ticns mporo, 3miHHa Rain perymtoe iHTEHCHBHICTH jomly. Ll 3MiHHA
HampsIMy TIOCHJIA€TbCA Ha KOPUCTyBambKy 3MmiHHY User_SpawnRate y kimaci
NS_Rain, mo € xmacom cucremu yactok Niagara. L{s 3MiHHA HampsiMy KOpETye,
HACKIJIbKM 4YacTO CTBOPIOIOTHCS YAacTKW Kpamenb, $Ki MajnaroTh 13 Heba. I3
3017BIIEHHSAM IHOTO €(eKTa, CTBOPIOETHCS 1MI03is 30UTBIICHHS IHTEHCHUBHOCTI
nomy. [Tounnaroun 13 BocbMoi cekyHau, 3MiHHa User_SpawnRate 361iibiryeThes Bij
0,0 mo 12000,0 Ha TpuauATii cekyHi. [loyaTok 13 BOCbMOi CeKYHIU 3pO0JICHHI 13
PO3paxyHKy Ha Te, 0 XMapH MOBHUHHI TOCTaTHHO 3TYCTUTHUCS, 0O TTOYaB Kparnatu

JOII.

4096.00

Puc. 3.54 Taiimnaiin 3MigHOI Rain
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OcranHs 3MiHHA, SIKy MOTPIOHO 3MIHUTH, 1€ 3MiHHA cepu 3ipok - Stars.
[TpoGiieMm B TOMY, 1110 3a 3aMOBYYBaHHSIM 3ipKH MarOTh BJIACTHBICTH €MISSive, sika
Jla€ M 3MOT'y CBITUTHCS, ajie uepe3 Te, 1110 00’ €MH1 XMapH € HaIlIBIPO30PUMH, 31pKH

IIPOCBIYYBAJIM KPi3b HUX, 10 BUTJIAJANIO A0BOJII aHTUKIIMATHYHO.

Puc. 3.55 3ipku npocBidyIOTh Kpi3b XMapu

Tomy Oymno cTBOpeHO TaiimutaiiH Stars, skl 3HM)KY€ IHTCHCHBHICTH CSIHiBa
31pOK 3a JOMOMOT'0I0 3MEHIIICHHS KOe(illieHTy eMisSivVe maTepiaiy, TOKH 30BCIM HE
BUKJIIOYA€E MOTO, MpU NMOBHIA XMapHOCTI. Ll 3MiHa, K 1 y BUIAAKY 13 XMapolo,
TaKOX JIOCATAETHCS CTBOPEHHSIM JIMHAMIYHOTO 1HCTAaHCY Marepiaiay, Ta 3MIHOIO
CKaJISIPHOTO IapaMeTpa, 0 BiAmoBixae 3a emissive. 3minHa EmIissive smeHIyeTbes

Bix 1,0 1o 0,0 mpotsirom 30 cexkyH

Puc. 3.56 Taiimnaiin 3MiHHOI Stars
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[Ticns Toro, SIK yci TaliMIaiiHN HATAIMITOBAHI, 3AJIUINAETHLCS OCTAaHHINA KPOK —
CTBOPEHHSI aKTHBAIllii 3BOPOTHHOTO IMPOLIECY HAJaro/KEHHS TMOrofu. 3a Iie
BiAMOBIAae (QYHKIlIA, SKa TEepeBIpsS€ YMOBH, 3BOPOTHI J0 aKTHUBallii, TOOTO
MO3UTHUBHICTH (pakTy TOro, 1o npoinuio 30 cekyHa AOuLy, Ta JOII aKTUBHHUM, Ta
CIPAILbOBYE MICIII TOBTOPHOTO HATUCHEHHSI KHOMKH F, MICIS 4Oro 3amycKaeThes
Reverse Bxin Ttaiimiaiin ¢ynkuii Rainy Weather Timeline, mo y cBowo uepry

3aImycKae yci BUIIE OMKMCaH1 TAaMIIaHY 13 KiHIIS B TIOYATOK.

Active No Rain

3 [T Eanch

Add pin @

»+ Cast To BP_FirstPersonCharacter

Optional Name [ None]

Puc. 3.57 Taiimnaiin 3MinHo1 Stars

Kinuesuit pesynbrar (yHKIIi qoury MoxHa nmodauntu Ha Puc. 3.58-3.61.
3aBIsSKU €IMHOMY TalMIIaiiHy, SIKM pEryyioe ycl MPOLECH OJHOYAcCHO, 3MiHa
MOTOM B1I0YBA€THCSA TAPMOHIYHO, 1 BiToOpa)kae yci HeoOXiH1 3MIHM BiJIITOBITHO

710 1HIWBITYaJIbHOTO TaliMIIaiHy, HAIAIITOBAHOTO TSI HE.
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Puc. 3.58 Consaua nmoronaa

Puc. 3.59 36iab11eHHS XMapHOCTI
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Puc. 3.60 ITouaTox gomry

Puc. 3.61 CunpHuii qor




3.1.7. IlocT mpouecinr

Hactynuuii HeoOX1AHMI KPOK — CTBOPEHHS 00’ €KTy mocT-mporiecinry. [loct
MIPOIIECIHT BiJNOBi/Ia€ 3a HANAMITYBAaHHS «KaMepw», SKOK0 KOPUCTYBa4 AUBUTHCS Ha
CIIEHY, BOHA BKJIF0Ua€ 10 cebe (DUIbTPH, OCBITICHHS, IICHIEPH Ta 1HII aCTIEKTH, SKi
pOOJISITE ClieHy O1IBII MPUBAOIMBOIO B 3aJICKHOCTI B1JI 00paHOTO CIIEHApIs.

Jl1s mouaTKy, 10 CLieHU AofaeThes eaemeHt PostProcessVolume.

= Outliner

Q

@ & ltem Label

el F e % RSPAF KR %A I_I'Ejl LA
sk FyponentialHeightFog
fe PlayerStart
O + PostProcessVolume PostProcessVolu
2 214 actors (1 selected)

/. Details x @ World Settings

f4] PostProcessVolume +Add =2 @ o

+. PostProcessVolume (Instance)

wes BrushComponent (BrushComponent0) Edit in C++

Puc. 3.62 PostProcessVVolume

3a 3amoBuyBaHHsM, eneMmeHT [loct Ilporecinry mokpuBae nuine oOpaHy
o0nacTh, 0003HaU€Hy MPSMOKYTHOIO 30HOI. Tak $K y JaHOMY BHUHIAAKY
HAJIAIITOBYEThCS yCs ClieHa, BKIodaeThes omis Infinite Extent (Unbound) y Post
Process Volume Settings. Temep mocT MPOIECIHT aKTUBHHA Ha BCi CIIEHI,

HE3aJIE)KHO B1J] MICIIA.
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Post Process Volume Settings

Priority
Blend Radius
Blend Weight
Enabled

Infinite Extent (Unbound)

Puc. 3.63 HamamryBanus PostProcessVolume

[licns UBOro TakKOX BKIIOYAETHCS ITHOPYBAHHS KOJMI31i Ta AKTHBYETHCA
CTBOPEHHsSI 00’€KTa MOCT-TIPOLIECIHTY Ha CLEHI npu Oyab-ikux ymoBax. Lle
JI03BOJIUTH ITOCT IPOLECIHTY MPALFOBATH 3aBK] 11 OJHAKOBO HE IUBIITYUCH HA TE, 10

Ha CIICHI BII0YBA€THCSI, 32 BUKIIOUCHHSIM OCBITJICHHS Ta TIHEH.

Actor

Can be Damaged

Initial Life Span

Spawn Collision Handling Method

Actor Guid

1 selected in

Convert Actor Selecta Type

Advar

Puc. 3.64 HanamryBanus Actor

[Ticns 11pOTO, HANAMITOBYIOTHCS TEMIIEpATypa Ta KOHTPACTHICTh OCBITJICHHS

CII€HH, JIJIsl CTBOPEHHS OUIBIII )KUBOTO Ta CTUI130BAHOTO OCBITJICHHSI.
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5857,14209

Global

Contrast

-

Puc. 3.65 HanmamryBanusa Temneparypu ta KonTpacTHOCTI

Hapemri, ocranniii mapamerp — y kareropii «Filmy, a came Slope, sxwmii

PEryJIo€e HaXWICHHICTh 300paXeHHS, IKE CTBOPIOE OUIbII PEaiCTUHUHUN e(EKT.

Film

Slope

Puc. 3.66 HanamryBanHs «(pi1bMOBOCTI»
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[Ticns ycix HanmamrtyBanb, Ha Puc. 3.66-3.67 moxHa mobaunTu

pe3yabpTaT aKTUBALll HOCT-TIPOIECIHTY

Scalability: High

@it Scalability: High

Puc. 3.68 Edext (mpaBopyd) MOCT-MPOIECIHTY YHOUI

KIHIIEBUHA
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3.2. CTBOpeHHs1 KOPUCTYBalbKOTIO iHTep(eiicy

Tak, Ak QyHKIIOHAN TpOrpaMu TOTOBUM, HACTYIHUM KPOKOM HEOOXiIHO
CTBOPUTH KOPHUCTYBAllbKUK iHTepdeiic, SKUH HO3BOIUTH OaYUTH Bi3yalbHE
BigoOpaskeHHs akTuBallii (yHKIIIT TOT0IM, Ta MIBUAKOCTI 3MIHU ITUKITY JHS Ta HOYI.
Jlns mowatrky, Tpeba CTBOpPUTHM Martepial, s[Kuid OyAe BHIIOBHIOBATH pPOJb

iHTEepdeiicy.

animTime TATATAM
Param (0) @ Final Color

[ 3 INEEEEEENENENN NN
\ , FlipBook
. [
Animatiof ) (S) esL 3

BowsNumbel .

ns (8] ;

ure g
ColumnNumber

Param (1) . T p——
e Mipl Texture Sample =
3
RGB
Clat R

MipBias GO
B

A
— RGBA O
Static Bool (False) Texture -

Puc. 3.69 Marepian inTepdericy

Ile#t marepian BukopuctoBye gynkiito FlipBook, 1mo6 ctBopuTH aHimarliro
3aBIIAKH TIEPEMUKAHHSIM TEKCTYp OKpPeMHX KajpiB. Takux YHHOM, CTBOPHWBIIHU
noTpiOHI KapH, MOYKHA BUKOPUCTOBYBATH iX K (DyHKIIIOHAIbHI Bi3yalbH1 00’ €KTH,
K1 3MIHIOIOTBCS BITHOCHO J0 aKTHBAIli PI3HUX KJIABIlI Ta (QYHKIIIH.

Hactynaum kpokom, Tpeba HamamioBaTH caM iHTepdeiic. s mboro
BUKOPUCTOBYEThCs Photoshop, depes Te, 110 B HHOMY MOXKHA JOBOJII THYYKO
HAJAINTOBYBATH CJIOi KAPTUHKH, IO JJO3BOJUTH CTBOPUTH I1HTEPAKTUBHUIA

iHTepdeiic 6e3 0COOTMBUX MPOOIIEM.
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Jlnis mouaTKy, TpeOa B3ATH KapTHHKY 13 MIPUKIAIOM CLEHH, II00 MOXKHA OyI10

Bi3yaJbHO MPEJICTABIIATH, Ji€ IOBUHEH OyTH KOPUCTYBALIbKUI 1HTEpQEIiC.

Puc. 3.70 llla6yon cuenun y Photoshop

[Ticms 1pOTO, MAaNIOIOTHCS JIBAa IHTEPAKTHBHI E€JIEMEHTH MCHIO —
MEePEKIIFOYCHHS TOTOAM MK COHIIEM Ta JIOIIEM, Ta 3MIHEHHS IIBUIKOCTI 3MIHH

IMUKITY OHA Ta HOYI.

Puc. 3.71 T'oToB1 eneMeHTH KOPUCTYBAIILKOTO 1HTEpPEicy
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VYci eneMeHTH po30UTI HA TPYIH CIIOIB, SIKI MPECTABISIOTh KOXKEH 13 CTaHIB

IHTEPaKTUBHUX 00’ €KTIB.

Layers

Q, Kind

~jml  rain
&y icons8-5un-500

L pnafind.com-rain-cloud-png-2374354

.E Ellipse 1
Il Rectangle 1
- icons8-sun-500
“ | SUN
& icons8-sun-500

L pnafind.com-rain-cloud-png-2374354

i Elipse1

O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O
O

Puc. 3.72 I'pynu cnoiB enementiB y Photoshop
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[Ticist poro, KOKHA 13 TPYTI CJIOIB 3JIMBAETHCS B OJJUH CJIOH, IKUN MICIS LIOTO
excrioptyetbest ik PNG daitn. Leit ¢aitn y noganeiiomy Oyne BUKOPUCTaAHHM SIK

tekctypa y Unreal Engine.

Blending Options...
Edit Adjustment...

Copy C55

Copy SVG

Duplicate Layer...
Delete Layer

Group from Layers...

4 Quick Export as PNG

Export As...

Puc. 3.73 ExcnioptyBanns cios y Photoshop

[Ticnst ToroO, SIK yC1 KapTUHKU 1HTEpdEhCcy ToTOBi, BOHU IMIOPTYIOTHCS 0

Unreal Engine.

mm Al > Content > 2dSprites

Shooting X frame_sun_new frame_rain_new

Puc. 3.74 ImnopToBaHi1 KapTUHKH 1HTEpDECcy

OpnHak onpa3y micis IMIOPTY BOHU HEMpPO30pi, TOMy HE MOXYTb OyTH
BUKOpucTaHi. [Tpu cripo0i BUKOpUCTAaHHS YBECh €KpaH Oy/1e MOKPUTHH (PiosieTOBUM
¢dbonom. [yt Toro, o6 3poOUTH 111 TEKCTYPH MPUTITHUMU 10 BUKOPUCTaHHS, Tpeda
3aCTOCYBAaTH JI0 HUX CIeliajbHi omilil crpaiTie, a came Apply Paper2D Texture

Settings.
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& Create Material

% Convert to Virtual Texture
,. Create Slate Brush

%* Create Texture Array

.. Sprite Actions Create Sprite

Extract Sprites

Reimport
»1 Open Source Location
»| Open In External Editor

Apply Paper2D Texture Settings
" Create Tile Set

Sets compression settings and samplit
< Edit..

Duplicate
Save

Delete

Asset Actions

Asset Localization

Show in Folder View

1 Copy Reference
1 Copy File Path
=i Reference Viewer..
Content > 2dSprites > &= Size Map...
Audit Assets.
Shader Cook Statistics
& Open Texture2D.h
“% Connect To Source Control...

frame_rain_new frame_sun_new x1

Texture Texture Texture Texture Texture Texture

Puc. 3.75 3acrocysanns onii Apply Paper2D Texture Settings

[Ticnst 00poOKH, KAPTUHKHU TETEP MAOTh MPO30pHid 3a1H11 POH, SIK 1 TOTPIOHO

TSt iHTepdeiicy.

Puc. 3.76 O6pobiiena kapTUHKA KOPUCTYBAIBKOTO 1HTEpdeicy
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[Ticns mporo, Tpeba HamAMITYyBAaTH BIMOOPaKEHHS IHOTO 1HTEpdEHCY Y
rpaBus. Jns uworo, y kmaci BP_FirstPersonCharacter, sxwii Bimnosimae 3a
IIepEeMIIIEHHS IpaBIs Ha CIICHI, JOJaTH 10 MOJeNI rpaBis aBa 00’ekra Plane, o6

BOHU TTOKPHUBAJIHM MPOCTIp Mepes] KaMeporo.

Components

-+ Add Q

€ BP_FirstPersonCharacter (Self)

+ 8¢ Capsule Component (CollisionCylinder)
B« FirstPersonCamera
Plane
<7 Planel

2 Mesh (CharacterMesh0) Edi

4~ Character Movement (CharMoveComp)

Puc. 3.77 O0’extu Plane, nmpus’si3aHi 10 kKaMepH y 00’ €KTY KJiacy

BP_FirstPersonCharacter

[Ticyst 1bOTO, CTBOPIOIOTHCA JIBa 1HCTAHCHU BUIIE CTBOPEHOTO Martepiaiy, 1o
OJIHOMY JIJISI KOYKHOTO CTBOPEHOTO elieMeHTy iHTepdericy. BianoBiaHo 10 eneMeHTy
1HTEep(eicy, BHUCTABIAETbCS MOTPIOHY TEKCTypy Yy IHCTAHCI, a caMe OIIii

iHTepdeiicy 3a 3amoBuyBaHHsIM — X1 Ta frame_sun_new.

Q

Parameter Groups

Global Scalar Parameter Values
animTime
ColumnNumber
RowsNumber

Global Texture Parameter Values

Save Sibling Save Child

Puc. 3.78 IlapameTpu iHCcTaHCY MaTepiaty iHTEpdecy
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Jlo BHIE CTBOpPEHHUX OO’€KTIB 3aCTOCOBYIOTHCS BIAMOBIAHI 1HCTaHCU
Matepiany. TekcTypu mux mMarepiajiB Mmpo30pi, 3a BUKITIOYCHHSIM CaAMUX €JIEMEHTIB
iHTepdeiicy, 110 cTBOproe MoTpiOoHMI edekT. [Ticis Toro, ik MaTepiaiu 3aCTOCOBaHI,
NOTPIOHO MaHyaJbHO HAJAIITYBAaTH 3HAXOMKEHHS LHUX E€JEMEHTIB iHTepdeicy

nepea Kameporo.

Puc. 3.79 O6’extu Plane, nmpus’si3ani 10 kaMepH y 00’ €KTY KJiacy

BP_FirstPersonCharacter

[3 uum, KopucTyBalbKUl 1HTEp(]Eic TOTOBUN, HACTYTHUN KPOK — 3pOOUTH
roro ¢ynkiionansHUM. [lepin 3a Bce, Tpeba CTBOPHUTH JB1 (PYHKIIIT MEpeMHUKAHHS
iHauKkaTopa mnoroau. OOuaBi 11 QyHKUiIi OyayTh CTBOpEHI Yy  KJaci
BP_Custom_SunSkyNew, ne BoHuM OyayTh CHOpaibOByBaTH OJHOYACHO 13
GyHKIISIMU, SKI 3aIMyCKalOTh OCHOBHMM Ta PEBEPCHUBHHUI MpOIEC JOILy, Ta
aKTHUBYIOThCS MPU HaTHCKaHHI KHONKU F. Ili QyHKIIT npaiooTh aHATIOTI4YHO 110

dbynkii Moaudikaii XxmMap Ta 31poK, Yyepe3 CTBOPEHHS ITWHAMIYHOTO 1HCTAHCY
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MaTepiaiy, Ta 3MiHEHHS HOTO MapaMeTpy, y JaHOMY BUIIAIKy — TEKCTYpU. 3HAUECHHS

TEKCTypHU NiepeMHuKaeThbes Mixk frame_run_new Tta frame_sun_new.

F Create Dynamic Material Instance

T Set Texture Parameter Value

Return Value

O Optional Name [None

¥ Cas To BP_FirstPersonCharacter

TP
Object

T — o e ——
J Get Player Character ctel Target Plane

Puc. 3.81 ®ynkiris BiioOpa)keHHs JeaKTUBAIIIT AOITY

Puc. 3.82 Binobpaxenus podoTu iHTepdeiicy moroau
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["oToBwmii pe3ynbraT poboTu iHTepdeiicy MoxHa nodaunt Ha Puc. 3.80.
AHaJOTIYHO 10 IIbOTO, CTBOPIOIOTHCSA (PYHKIII MEpeMHKaHHS IIBUAKOCTI
3MIHU UKy AHSA Ta Houl. JI0 KOXXHOI (pyHKIII 3MIHM IIBHAKOCTI IMpHETHAHA

aKTUBaIllsl TOTPIOHOT TEKCTypH, IO BimoOpakae MOTOYHUN CTaH, CTBOPIOIOYH

MOTPIOHUHN AMHAMIYHHUM 1HCTAHC MaTepialy.

Puc. 3.83 ®yHkIis 3MiHHA BiJ0OpaKeHHS IIBUIKOCTI 3MIHM ITUKITY JTHS Ta HOYI

['otoBuii pe3ynbrat poboTH iHTEpdEiicy MoxkHa ToOaunuTu Ha Puc.3.82.

Puc. 3.84 Bino6paxenns podotu inTepdeiicy 3MiHHA ITIBUAKOCTI

78




3.3. OnTumizanis

3.3.1. Nanite

Toni sk Bi3yasibHO 1 (DYHKITIOHAJILHO MPOTpaMa BUTJTISIAE 1 MPAIIOE 3T1IHO 13
IIJIIMU TIPOEKTY, MBUAKOAIS HE € 11ealIbHOI0. TOMY HACTYITHUI KPOK — ONITUMI3aIlis
THUX aCIEKTIB, SIKI MOYKJIMBO 3pOOUTH O1JIbII ONITUMAILHUMH.

OnuH 13 Takux acHekTiB — TexHosoris Nanite. Bona 103Bossie poOMTH MOTIK
TEKCTypU y TAaKOMY YHUCII MOJITOHIB, K€ BIAMOBIIAE POIIUPEHHIO AICIICIO, 110
pOOUTH HaBITh JIyXKE JETATI30BaHl 00’ €KTU JOCUTH JISTKOBICHUMH JIJIsI IITBUJIKOIII.
Hns aktuBanii Nanite, yci cratuuHi 00’€KTH CIleHM TpeOa TEPEeMKHYTH Ha

NOTPIOHUIN PEKUM.

Nanite
Level Of Detail
« Remove Vertex Colors

Enable
Disable

Edit...
Rename
Duplicate
Save

Delete

Asset Actions

Asset Localization

5 Show in Folder View

5 Show in Explorer

"1 Copy Reference
"1 Copy File Path
;=2 Reference Viewer... ALT+SHIFT+R
Size Map. ..
Audit Assets. ..
Shader Cook Statistics. ..
Open StaticMesh.h
& View Documentation

“% Connect To Source Control. ..

SM_Tower_Round
_08_Exterior

Static Mesh

Puc. 3.85 AxtuBaris rexnosorii Nanite

79




3.3.2. BugajieHHs 3aiBUX aceTiB

Inma npoGrnema, sika HEraTUBHO BILTMBAE HA PYIIiH 1 IIBUAKOIIIO MPOCKTY —
BeJIMKa KIJIbKICTh 3aBHUX aceTiB, TOOTO 3AIMIIIKOBUX MO/IEIel, MaTepialiB, TEKCTYP,
a"imariiii, Tomo. [Ipu cTBOpeHH1 4aCTO BUKOPUCTOBYIOTHCS TOTOBI MAKETH MPOTpaM,
1IEHTHYHI KOIIil B)K€ HasIBHUX acCETIB, K1 JOBOJI TSKKO 3T0J0M BUIANIATH, 100 HE
3aBJIaTH IIKOJW OTPiOHUM aceTaM. Toi Sk MOKHA BUAAQIATH YCi Il aCETH BPYYHY,
Kynu OifbIll OoNTHMaibHE pilleHHs — crenianbHuid miarin ProjectCleaner. Lleii
IUIariH caM CKaHye€ YyBECh KOHTEHT INIPOSKTYy Ha TIPEeIMET aceTiB, sKi He

BHUKOPHUCTOBYIOTBHCA.

<Back CONTENT DETAIL Home Browsev UESv Industriesv Freev OnSale SubmitContent Help  Search Products..

ProjectCleaner

NN EEEEEE o

! N - ! ! - ! ! H ! H ! Unreal engine plugin for mana used assets and empty folders in project.
LG elle el kIO

VeOLlc] [

) Supported Platforms
Install to Engine SR
- ==

Supported Engine Versions
427,50

Description Reviews Questions

The plugin is designed to detect and clean unused assets and empty folders in the project. Helps in saving your time manually handling them. Except for unused assets detection, the
plugin also checks for invalid files( like non-engine files and corrupted files). This type of asset may appear, when migrating assets from the project with other engine versions and it
will be invisible to the content browser until you directly load it(also this type of asset may crash the engine). All of those assets will be detected and shown in a separate tab.

Also plugin checks for indirectly used assets, which are used in source code or config files.

You can easily configure scanning methods by excluding options and cleaner configs.

Puc. 3.86 Cropinka uiariny Project Cleaner

[Ticast ckaHyBaHHS yCiX HEOOXIJHHMX MamokK, y KBaji(iKaliifHOMY MPOEKTI
Oyno BusiBiieHo ToHay 1600 aceriB, 1110 HE BUKOPUCTOBYIOThCS. BpaxoByrouw, 110
CyMapHa KUIbKICTh aceTiB — 2205, 1e TiraHTChKe YHUCIO0 «CMITTS» Y TPOCKTI, SKe
JIOBOJII HETaTUBHO BIUIMBA€ HA IIBUAKOIIO MpoekTy. OKpiM 1bOro, OYJI0 TaKOXK

3’5ICOBAHO, IO MPOEKT Ma€ 65 MyCTHX MAaIoK, K1 TAKOK HEraTHBHO BIUIMBAIOThH Ha
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oOpaxyHKH TpoekTy. Ta 3aBAsKu IUIariHy, Mmiciisi MEBHOTO 4acy oOpoOKH, yci

HEnoTpiOH1 aceTu Oyiu BUANEH], @ MPOEKT MoJeTmaB npuoan3Ho Ha 1.5 rirabaiT.

File Edit Window Tools Help
(A1)

ProjectCleaner X

Statistics
All Assets - 2 205

Unused Assets - 1 648
Project Size - 4,339 GiB
Unused Assets Size - 1,568 GiB
Non Engine files - 0
Indirect Assets - 2
Empty Folders - 65
Corrupted Assets -0

ady

- arterContent I
Excluded Assets -0 St

74.74 % (1648 of 2205) unused assets

Refresh Delete Unused Ass Delete Empty Folde

A

FirstPerson

17 items

Puc. 3.87 Cropinka mariny Project Cleaner

BUCHOBKMU A0 PO3ALITY 3

B nanomy posmini Oysio CTBOPEHO MPOEKT CUMYIISAIT 3MIHM LUKy JTHS Ta
Houi. OcHOBa mpoekTy Oyna HamucaHa Ha rpadiyHid MOBI TPOrpaMyBaHHS
Blueprint, 6y BukopucTtanuii psa 3aco0iB Bizyamizamii edekriB Ha 6a3i Unreal
Engine 5, cepen sxkmx Niagara System mns crBopeHHs aHiMmaiii mormy, Post
Processing mis HanmamTyBaHHs ocBiTieHHs, Nanite mis onTumizaiii IpoekTy, Ta
Volumetric Clouds mast animarii xmap. s CTBOpEHHST KOPHCTYBAI[bKOTO
inTepdeiicy OyB BUKOpUCTaHu# nomaTtok Photoshop.

VYei pyskuii Ta 00’ekTH OyJid 1HKAICyJIhOBaHI B OJHOMY KJjacl, 3ajis
JIETKOCT1 IMIIOPTYBaHHS Yy 1HIII MPOEKTH. [ OTOBHI TEMOHCTpAIIHUI MPOEKT OYyB

3KOMIIIbOBaHMIA 1151 3anmycky Ha Windows OS.
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BUCHOBKH

ITin gyac kBamidikamiiinoi po6oTH OyJI0 AETANTBHO PO3IVITHYTO CHEHU}IKy
CTBOPEHHS TPUBUMIPHHUX PYLIiiB, €IEMEHTIB pealli3My, SKi 3aCTOCOBYIOThCA y cdepi
KIHO Ta B1JICOITP, Ta BAXKJIMBICTh OCBITJICHHS Y IIbOMY Ipolieci Oe3mocepeiHbo. byno
obpano pymiit Unreal Engine 5, sik HaltOiTbIII MpOTrpeCUBHUI PYIIIiii 13 HAKOUTBIIM
BHUOOPOM 1HHOBAIITHUX TEXHOJIOT1H Ta 3arajJbHUM 103ep (PpeH Il MiIX1.

OcHOBHI TexHOJIOTII, siKi Oyyin BHpilansHuM aprymenTom 3a Unreal Engine,
Oynu HOB1 eJlIeMEHTH II'STOoi itepamii pyuris. Bbyiao po3risiHyTo TexHOJoril
BipTyasabHOI reoMeTpii Nanite, sik cucTeMu CTPUMIHTY MOJIEJICH HOBOTO ITOKOJIIHHS,
mo mo3Bojsie HextyBath LOD-amm nmis cratmyHuX Mojesnei, 1 JT03BOJISAE
BUKOPUCTOBYBATH 0€37114 MOJIENIEH 3 BEIMUYE3HOIO KUIBKICTIO MOJIrOHIB 0€3 BTpaTh
HIBUKO/II.

Takox OyJI0 pO3IISTHYTO CUCTEMY JUHAMIYHOTO TJI00ATBLHOTO OCBITIICHHS Ta
BigoOpakenb Lumen, sika 3maraethcs i3 Ray Tracing, Ta 3maTHa oOpoOioBaTH
CBITJIO Ta B1JIOOpa)KeHH y pealbHOMY 4aci 6e3 gonomoru RTX sinep.

PosrnsayTo nponyktu cim’i Quixel, siky HemonasHo mpundana Epic Games,
xommanis — Biacauk Unreal Engine. Cepen nux Quixel Megascans — mopran i3
0E3KOLITOBHUMH Bi1JICKAHOBAHUMHU 13 PEAIbHOTO CBITY MOJIENSIMU, TEKCTYypaMu Ta
MmaTepianamu poropeamictuunoi sikocti, Quixel Bridge — mnarin s Unreal Engine
i3 ¢dynkionanom Megascans, Quixel Mixer — mporpamy mist dapOyBaHHS Ta
KOpEryBaHHS TEKCTYp Ha 00’€MHHX MoJelsx, Oe3komToBHOMY aHaiory Adobe
Substance Painter. Yci 1i yTuiitiH € 6e3KOIITOBHMMHU TIpU 3acTocyBanHi i3 Unreal
Engine 5, 1 € omHUMY 13 HalKpaIIKMX B iHAYCTPIi.

Takoxx OyJlO PO3TJSIHYTO TEXHOJIOTIi OCBITJICHHS, SIKI 3aCTOCOBYIOTHCS Y
Unreal Engine, a came HamamTyBaHHS piBHIB AJIbOEI0, TEXHOJIOII 300pakeHb
nuHamivHoro aianazony HDRI, cnpsimoBanoro csiiiBa Ta iioro HanamtyBaHb, TIHEH
Ta iX BIUIMBY HAa ayTEHTHUYHICTh 300pa)K€HHS, BAXJIMBICTh TyMaHy SIK C€JIEMEHTY
omTuMizamii Ta BI3yaJbHOI pEaTiCTUYHOCTI, KaHAJIM OCBITIEHOCTI SK 3aci0

CTBOPCHHA YHiKaJ'IBHO BUI'TIIJA0OUYUX CHOCH Ta OTOYUCHHS, KOPCTYBAHHA CBITJIA 3a
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nomomoroto Lightmass portals, Ta cTBopeHHs AMHAMIYHHMX IOTOJHUX YMOB 32
nonomororo Volumetric Clouds.

[Ticist mocnimKeHHs yCIX BHINE3raJaHuX acleKTiB, 0yJI0 po3po0JIeHO MPOESKT
CUMYJIAIIT 3MiHU MUKy AHS Ta HO4i Ha 6a3i Unreal Engine 5, Oyno BukopucTaHo
CIIEHY, Ha sKiii OyJIO MPOTECTOBAHO Ta Peali30BAHO IUIHH PSJl CUCTEM OCBITJICHHS
Ta CUMYJIALIi, OyJI0 CTBOPEHO (PYHKIIIIO JIOILY 13 XMapamu, JJIs TECTyBaHHS st
JIEMOHCTpAIIii O1JIBII IIMPOKOTO CHEKTPY CUTYALIIH Il CUMYJIALIT TOBEIHKU CBITJIA
P 3MiH1 UKy JTHS Ta HOYI.

Yci acniekt Oynu IeTalbHO HAJIAIITOBAHI JJI1 HAHOUIBIIO peaiCTUIHOCTI
Ta AayTEHTHMYHOCTI. bByJlo TakoXX CTBOpPEHO KOPHUCTyBallbKuil 1HTEpdeiic,
HamanboBaHui y Photoshop, ta OesmeyHo i OE3MOMHIIKOBO MPHUB’SI3aHUU 0
(GyHKLIA TPOEKTY.

VY1 0CHOBHI 00’ €KTH IIPOEKTY, 1110 CTOCYIOThCS OCBITIICHHS, 3MIHU LIMKITY JTHS
Ta HOYl, CUCTEM TMOrOoJu, a TaKOX Kiacu Ta iX (QYHKIli, OyJIuM MaKCUMaJIbHO
1HKAICyJIbOBaHI y OJHOMY KJjacli, SIKUH MOXHa 3py4HO €KCHOpPTYBaTH B 1HIII
NPOCKTH, III0 BHUIIOBHIOE 3a1ady cTBopeHHs Standalone-rurariny. Takuii migxin
JT03BOJISIE BUKOPUCTOBYBAaTU Maike ycl (YHKIIi OCBITJIIEHHS Ta MOTOAM B 1HIIMX
IPOEKTax yChOro — HaBChOT'O JIOJIaBILIM CTBOPEHUH Ki1ac 0 MOTPIOHOI CLEHH.

[licns ycix HamamTyBaHb TMPOEKT TakoX OYB ONTHUMI3OBAHHUM IS
MOKpAIICHHS IIBUAKOAII Ta €proHOMIKM, yCl aKTHBHI CTaTH4HI Mojeni Oyiu
aJanToBaHl Ui BHKOPHUCTaHHA 13 TexHosoriero Nanite I 3MeHIIeHHs
HABAHTAKEHHA Ha MPOLIECOp Ta MaM’sITh KOMIT 10Tepa, Oyso BuaaneHo nonan 1600
HenoTpiOHux ¢ainis, 13 2100 ¢daitiB mpoekTy 3araiom, 1O 3pOOMIIO KIHUEBUN
MPOEKT HAMOUIBII JOCTYITHUM JI0 BUKOPUCTAHHS.

Takum ymHOM, 1Tl KBajidikamiiHoi poOOTH OynM JOCSITHYTI, MPOEKT

GYHKIIIOHYE SIK 3aIJIaHOBAHO, Ta MPOBEACHA poOOTa HAJ HOTO ONMTHUMI3AITIETO.
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