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Co3xanne oT0Jiecka oT JJHH3 B rpaduueckom peaakrope Unreal Engine 4
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AHHOTALIUA

B nmanHO# cTaThe paccMaTpUBaeTCS W OMKCHIBACTCS CO3aHUE OTOJIECKA OT JIMH3,
3¢ deKT KOTophIi 100aBUT 0COOEHHOCTH B BUEC OJIMKOB HA SKPaHE OT UCTOYHHKOB
cBera B rpadudeckom asmwkke Unreal Engine 4. Jlanusiii agdexT Tpedyercs s
PEATUCTUIHOTO B3TIISAA HA OKPYIKEHHE.
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Abstract

This article discusses and describes how to create a lens flare, an effect that will
add a glare feature to the screen from light sources in the Unreal Engine 4. This
effect is required for a realistic look at the environment.
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CBeToBbIE JIy4H, UCXOASAUIUE OT SIPKOIO MCTOYHUKA, MOTYT OTpPa)KaThbCsl OT
pa3NUYHBIX DJIEMEHTOB OOBEKTHBA, JauadparMbl U Jaxe OT JIaTydKa,
MOTEHIIMAIBHO YXY/IIas KauyeCTBO H300pKEHUS M CO3/1aBasi HEXelaTelIbHbIe
00BeKTHl Ha H300paxeHusx. ITOT AhdexT, Oojiee M3BECTHBIM Kak "OJWMKH Ha
oOBeKTHBE", MOXKET BO3JCHCTBOBATh Ha M300paKEHUsI HECKOJIBKUMHU CTIIOCOOaMMU:
OH MOXKET PE3KO YMEHBIITUTh KOHTPACTHOCTh U300paKeHUsI, Co3aBasi IOMyTHEHHUE
pPa3HBIX I[BETOB, WJIM K€ MOXET J00aBJISATH KPYIJIbIE WU MOIYKPYTJIbIE OPEOJIbl
wiu "mpuszpaku" ¥ J1axke MOITYyNpo3pavyHble 0OBEKThI CTPAaHHON (hOPMBI pa3IMUHON
WHTEHCUBHOCTH I1BeTa. OTOT 3¢(dEeKT He Bcerja HEXeNIaTelieH - HHOrJa OH
WCIIOJIB3YETCSl TBOPYECKH, YTOOBI J00ABUTh XYJI0KECTBEHHBIC JJIEMEHTHI K
n3o0paxeHussM. PakTUYECKU, OJTUKH OOBEKTHBA YaCTO HAMEPEHHO J00aBIISIIOTCS B
(GUIbMBI 1 KOMIIBIOTEPHBIE UTPBI, UTOOBI JOOABUTH OIIYIICHUE PEATUCTUUHOCTU U
MOBBICUTH BU3YaJIbHbIN OMBIT 3PUTEISL.

Ilens manHO¥M cTaThu paccMOTpeTh d(PdekT Onecka MUH3 B MOCTOOpPabOTKE
urposoro asmwxka Unreal Engine 4.

K. Kpammnep, A. Kykcon, P. JlayauHrcoka paccMoTpesid BO3MOXKHOCTHU
co3faHusi KoMmmbloTepHOH urpel [1]. B mannoi pabore M. Makkedpu omwmcain
TEXHOJIOTUIO pa3pabOTKH UTp B BHPTyalbHOW peanbHOCTH [2]. M.E. Ba3uneBuy,
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O.A. bopucosa, E.B. Ma3yp npoaeMOHCTpUPOBaJIA BO3MOKHOCTH Pa3pyIlCHUs B
coeil cratee [3]. Tak ke camu co3naTenu rpagUUEecKoro ABMXKKA CO3AAIU
JOKYMEHTAIMIO JUIsl 3HAKOMCTBAa C HHTep(eiicoM MU I CO3AaHUsA NPOOHBIX
npoekToB [4]. Ha caiite habr.com coo0miectBo pa3zpadorunkoB Ha Unreal Engine 4
MyOJUKYET MHOXKECTBO CBOHMX JTOCTIDKEHHH, B TOM YHCIIE M JU3aiiH urp [5].

Lens Flare, niau 3 @exT 1MH3 — TEXHOJIOTHs, CUMYJIUPYIOLIas paCcCEUBAHNE
CBETa U OJIMKOB OT SIPKUX OOBEKTOB BCIICJCTBUE HECOBEPILIEHCTB JINH3 KaMEPHI.

Jlns Havanma HEOOXoaMMO J00aBHTHL KOMIIOHEHT POSt Process, mocie dero
HEOOXOIMMO OTKPHITh BKJIAAKy Lens u packpbith momkaranor Lens Flares. Tam
OyAyT HaXOAUTHCA HACTpoiku (yHKIUU (puc. 1).

4 Lens Flares
Intr:nsit':.a' m
> ETint L
BokehSize

None -

BokehSha)
¢ 0O

Pucynok 1 - Hactpoiika or6iecka ot JuH3

CBoiiCcTBa HACTPOMKHU:

Tint - orreHok 1BeTa Bcero dddexra.

Threshold - 3naucnue, onpexaensionice MHHUMAIBHYIO SPKOCTb IHKCEIIS,
BBI3BIBAIOIYI0 A(PQGEKT JuH3. Boiblline 3HAYCHUS NPEIOTBPALIAIOT PA3MBITHE
CITUIIIKOM TEMHBIX OOBEKTOB, YTO MOBBINIACT MPOU3BOIUTEIBHOCTE. Beb 3aTpaThl
Ha MPOCUYET PACTyT JIMHEWHO BMECTE C KOJMYCCTBOM IMHKCEJCH, MEepelIeIImX
HIOPOT 3HAYCHHSI.

Bokeh Size - YeemuuuBaer pamuyc ¢opmbl. Bo3zMokHOE MCHOIB30BaHUE:
yiydllleHre KadecTBa H(p@dexTta M TPOU3BOAMUTEIBHOCTH (2X pamuyc -> 4X
CKOPOCTb 3arOJTHEHU).

Bokeh Shape - Tekcrypa, wucmonb3yemas s ONpeacieHUS (OPMbI
s dexra.

Jlnst ieMoHcTpaiuu paboThl HY)KHO Pa3MeCTHTh (DIaKK HAMPOTHB OIIIHIA
Intensity, Bokeh Size, Threshold. Hactpouts 10 HE00X01UMOT0O TIPEACTABICHHUS.

PasHuna co BkiroueHHBIM 3 dexTom 1 6e3 Hero mpeacTaBieHsl (puc. 2, 3).
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beumm  mpoaHanM3WpoBaHBl  CYHIECTBYIOIIHME  aHAIOTH  rpadUvecKux
penaktopoB u Unreal Engine 4 Obl1 BBIOpaH Kak O4YeHb (PYHKIIMOHAIBHBIA U
ruOKUi B HACTpOMKax, U METoJax pa3paboTok, penakrtop. Bo BpeMs u3ydeHHs
BO3MOYKHOCTE OB TMOJIyYEHHBIH LIEHHBIA ONBIT pPadOTBl C 3TUM CPEIACTBOM
pa3pabOTKH.

B wtore Obu1 nmoGaBieHa OCOOEHHOCTh, KOTOPBIM T00aBISET peanu3ma
B3IJISIy Ha CBET, KOTOPBIM HamoyiHAET atMochepy BHYTPU HUIPhI, YCHIMBAET
NOTPYKEHHE MOXKHO HCHOJIb30BaTh B OCOOEHHBIX CIEHaX B (MIbMax WIH B
CHEIUATBHBIX CIIEHAX UTP JJIs ycuiieHus 3 dexra.
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