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Co3nanue 3¢ dexra d1yma B rpaduueckom pexakrope Unreal Engine 4
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AHHOTALIUA

B naHHOW cTaThe paccMaTpuBaeTCs M OMHUCHIBacTCS co3manue dddexra Omyma,
KOTOPBIA CO37aeT pa3MbITHE cBeTa B Tpaduueckom nemxkke Unreal Engine 4.
Jannbiit 23g ekt Tpedyercs AJid peaTucTHYHOTO PAaCCEUBAHUS CBETa HA 00BEKTaxX.
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Abstract

This article discusses and describes how to create a bloom effect that creates a blur
of light in the Unreal Engine 4. This effect is required to realistically scatter light
on objects.
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Bcé Gombiiie HabupaeT momyaspHOCTh rpaduueckuii asmxok Unreal Engine
4, B KOTOPOM CO3/1al0T CaMbl€ pa3Hbl MPOEKTHI KaK AJI1 UTPOBOI MHAYCTPUH, TaK U
it KuHouHIycTpuu. OH  mojie3eH  TeM, 4YTO  TO3BOJISIET  CO3/1aBaTh
HECYLIECTBYIOIIME MUPHI B JIOBOJIBHO PEATMCTUYHOM BHJE, JUISI KOMIbIOTEPHBIX
UTp, HAMOJHEHHBIX B3aUMOJECHCTBHEM C OKpyXEeHHEeM. Tak e KUHOCTYAUU
UCIIOJIB3YIOT €r0 JIJIsi CO3/IaHMs CIeNHAbHBIX rpadudeckux 3pdexroB. B Hayke
€ro UCIONb3YIOT ISl pa3pab0TKU CUMYJISITOPOB U MMPOBEICHUS UCCIIEJOBAHUN

L{enb TaHHOM CTaThU PAacCMOTPETh BO3MOXKHOCTH JBrokka Unreal Engine 4 B
KOMITBIOTEPHOU rpaduKe U CO3/jaHue peaTucTuuHoro sdexra Oaym.

K. Kpammnep, A. Kykcon, P. JlaynuHrcoka paccmMoTpeln BO3MOYKHOCTH
co3fgaHusi KoMmIbloTepHOM urpel [1]. B mannoii pabore M. Makkedpu omnwucain
TEXHOJIOTUIO pa3pabOTKK UTP B BHPTyalibHOUW peanbHOCTH [2]. M.E. BasuneBuy,
O.A. bopucosa, E.B. Ma3yp npoJieMOHCTpUPOBAIM BO3MOKHOCTH Pa3pylLICHUs B
cBoeil cratee [3]. Tak ke camu cozmarenu Tpaduueckoro ABMKKA CO3/au
JOKYMEHTAIMIO JUIsl 3HAKOMCTBAa C HHTepdeiicoM U sl CO3laHus TNPOOHBIX
npoekToB [4]. Ha caiite habr.com coo6miectBo pa3padorunkos Ha Unreal Engine 4
MyOJUKYET MHOXKECTBO CBOMX JIOCTIDKCHHMN, B TOM YMCIIe U Au3aiiH urp [5].

Bloom — 310 ocoboe siBieHHe, HAOMOJaEMOE B PEaTbHOM MHpPE, KOTOPOE
MOKHO HCIIONIb30BaTh id TpuaaHusi >(Q¢exra CBEUYCHUS SPKUM YydacTKaMm
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n300paxenus. CBeYEHHs] MOKHO 3aMETUTh, €CJIM CMOTPETh Ha SPKUN U CBETIIBIN
00BEKT, paCIOJOKEHHBIM Ha ropasno Oosnee TeMHOM ¢oHe. B srtoM ciydae
HaOmoaaroTces U apyrue 3¢ eKThl, Takue Kak OJMKH, HO OHU HE BXOJAT B TIOHSTHE
o0bryHOro biryma.

Jliist nemoHcTpanuu 3 dekra co3naauM UCTOUYHUK cBeTa (puc.l).

Pucynok 1 - Uctounuk cBeta

JIJIss TIOTHOIIEHHOCTH YCHJIUM SIPKOCTh HCTOYHHMKA CBETa J0 MaKCHMyMa
(puc.2).

Pucynok 2 - Hacrpoiika cuibl cBeta

Hcrounnk cBera Temepb JOBOJBHO SPKHM B TEMHOTE, HO 0€3 JOHKHOTO
s dexra cBeueHus (puc.3).

Pucynok 3 - HUctounuk cera 6e3 Bloom
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Tenepr HEOOXOIMMO K MCTOYHUKY CBETa JO0ABUTH KOMIIOHEHT, KOTOPBIH
0TOOpAa3UTCS B CIIMCKE KOMIIOHEHTOB (puc.4).

Earfh E:un'punes i8] 4 Add Component ~

Search Com ponents

4% PointLightCompaoner

Pucynok 4 - Post Process B criicke KOMIIOHEHTOB

B Post Process Heo0xoauMo OTKpPBITH BKIAAKy LENS u OTKpBITH Mojpasaen
Bloom u mocraButh MeTkH HampoTus onuuii Method u Intensity (puc.5).
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Pucynok 5 - Hactpoiiku Bloom

[Tocne yero nmoxy4yuTcs KenaeMbli pe3ynbTar (puc.6).

Pucynok 6 - Utor HacTpoiiku

beimn  mpoaHanu3upoBaHBl  CYNIECTBYIOIIME  aHAJIOTH  rpadUIeCcCKUX
pemaktopoB u Unreal Engine 4 Obl1 BRIOpaH Kak OuYeHb (PYHKIMOHAIBHBIA |
THOKMH B HACTpOMKaxX, M METOJax pa3paboTok, pemaktop. Bo Bpems u3yudeHus
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BO3MOXKHOCTE OBbUI MOJYYEHHBI IIEHHBIH OMBIT PadOThl C 3TUM CPEICTBOM
pa3paboTKH.

B wutore Owu1 poGaBneH d3¢¢ekT, KOTOpbId A00aBISIET pealu3Ma

I/I306pa)K€HHIO, KOTOpLIﬁ MOJKHO HCITOJIE30BaTh B OCOOCHHBIX CIICHax B (bI/IJ'II)MaX
HJIK B CIICHHUAJIBHBIX COOCHAX UIP.
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