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AHHOTALIUA

B naHHOH cTaThe paccMaTpUBAETCs M OMKCHIBAETCA padOTa C OCBEIICHUEM, PEHAED
00BEKTOB OCBEIICHUS U MX onTuMu3alus B rpadguyaeckom asrkke Unreal Engine 4
B CO3JIaHUHU JIETAIU3HPOBAHHOTO OCBEIIECHUS C TOMOIMIbIO (PYHKIIMOHAIBHOTO
a¢dekra Lightmass.
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Abstract

This article describes working with lighting, rendering of lighting objects and their
optimization in the Unreal Engine 4 graphics engine.
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Tenu naroT 00bEKTaM OIMYIICHHUS] KOHTAKTa C MOBEPXHOCTBHIO, TEM CaMbIM
MO3BOJISISL ONIYTUTh MIYOMHY M MPOCTpaHCTBO. CTaTHdecKue TeHU OTOOpakaroTcs
HACTOJbKO J1aJIeKO, HACKOIBKO HMIET PEHIIEPUHI, HO AUHAMHUYECKUE TEHH MOTYT
CWIbHEE CKa3aThCsi Ha MPOU3BOAUTENBHOCTU. VICmOmb30BaHME Pa3sHOOOpPA3HBIX
BO3MOKHOCTEH OCBEIICHUS MOXHO JOOUTHCS MAaKCHMAJIbHO PEATMCTUYHOTO
nu300pakeHusl OKpyXeHus. B 3tom momoraer ¢ynkuus Lightmass, kortopas
MO3BOJISIET OMNPEJEIUTh 00JaCTH, KOTOpble OYIyT aKTUBHO HCIOJB30BAThCS B
UTPOBOM IIPOLIECCE U MOBBICUTH JI€TATU3ALMIO TEHEH, OCBEILIEHUS U OTPAKEHUH.

[{esib TaHHOWM CTaThU PACCMOTPETHh BO3MOXHOCTH MTpoBoro JBrkka Unreal
Engine 4 B co3gaHuM JIE€TAIM3UPOBAHHOTO  OCBCINEHHS C  IOMOIIBIO
dbynkimonansHoro 3¢ dekra Lightmass.

K. Kpammnep, A. Kykcon, P. JlaynuHrcoka paccmMoTpesnr BO3MOYKHOCTH
co3faHusi KoMmIbloTepHOM urpel [1]. B mannoii pabore M. Makkedpu omnwmcain
TEXHOJIOTHIO pa3pabOTKK UIPp B BHPTyanbHOU peanbHOCTH [2]. M.E. BasuneBuy,
O.A. bopucosa, E.B. Ma3yp npoJieMOHCTpUPOBAJIA BO3MOXKHOCTH Pa3pylICHUs B
cBoeil cratee [3]. Tak ke camu cozmarenu Tpaduueckoro ABMKKA CO3/au
JIOKYMEHTAITMIO NJI1 3HAKOMCTBA C WHTephEedcoM W IS CO3/IaHuS TPOOHBIX
npoekToB [4]. Ha caiite habr.com coo6miectBo pa3padorunkos Ha Unreal Engine 4
yOJIMKYeT MHOYKECTBO CBOMX JIOCTMDKCHUH, B TOM YHCIIE M TU3aliH urp [5].
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[Ipocuer ocBemenus B UE4 (tak HaspiBaemblid Lightmass) co3maer
CHeluaibHble TEKCTypbl C TEHSMH W 3aCBETaMM, KOTOpbIE B IOCJIEICTBUU
HAKJIQJbIBAIOTCA Ha MOJENIb. JTO TMO3BOJSET JOOUTHCA ToOpas3io OOJBIIETO
KauecTBa OCBEILICHUS, TIPU 3TOM KyJa MeHee TpeOOBATEILHOTO YeM JTUHAMUYECKOE
ocBenienre. OAHAKO JaHHBIM TUI OCBEUICHUS MPOCUYUTHIBAECTCA 3apaHee U He
MOKET U3MEHSTHCS B MPOIECCE UTPHI.

CBsi3b MEXIy IMpollecCCOM IpocueTa ocBelieHuss u peaaktopom UE4
OCYIIECTBIISIET CIeHalibHas mporpamMa — Swarm Agent. iMmeHHO OHA OTBeUaer
3a TPOCYET OCBEIICHHS JOKAIBHO, WM K€ Ha JPYruX MalliuHaxX, €CId 3TO
Tpedyetcs. [lo ymomuanuio Swarm Agent OTKpbIBaeTCS Ha TOW MaIluHe, TAe ObLT
3amytieH npoiecc npocyera. OH Tak e 3amycKaeTcs: Kak (POHOBOE MPHIIOKEHUE U
He MemraeT pabore. B HeM ke BBl MOXKETE OTCISKHBATH MPOIECC MPOCYETa U
CJIEIUTh, Ha KAaKOW OH CTaJuH, CKOJBKO IPOIICHTOB OCTaJOCh, CKOJIBKO MAIIHH
paboTaeTt HaJ MPOIIECCOM U Tak Jajiee.

MHorue kapThl UMEIOT CETKY /10 Kpasi CETKH B peAaKTope, HO (pakTuyeckas
UrpoBas 00JacCTh, KOTOpasi TpeOYyeT BHICOKOKAYECTBEHHOI'O OCBEILICHUS, HAMHOTO
Menbine. Lightmass uzmydaeT (OTOHBI B 3aBUCUMOCTH OT pa3Mepa YpOBHS,
MO3TOMY JTH (POHOBBIE CETKM 3HAYUTEIHHO YBEIMYAT KOJIMYECTBO (POTOHOB,
KOTOpbIE HEOO0XOJUMO TMpopadoTaTh, W BpeMsi TMOCTPOCHHS  OCBEIICHUS
yBenuuutces. Lightmass Importance Volume konTponupyer o6iactb, B KOTOPOU
Lightmass w3my4aer (GOTOHBI, TO3BOJISASA CKOHIICHTPHPOBATh €r0 TOJHKO HAa TOU
obOsactu, KoTopasi TpeOyeT AeTalbHOTO HempsMoro ocpenieHusa. OOnactu 3a
npeaeiaMyd BaKHOW 00JIACTH TOMYdYaloT TOJIBKO OAWH OTPAKEHHBIM CBET C OoJiee
HU3KHUM KaueCTBOM.

Jlns pazmemienus Lightmass Importance Volume B Place Actor Bo Bkiaake
Volumes BeiOMpaeM JaHHBI 00BEKT M OpocaeM ero Ha pabouyro obdnacts. [Tocie
HEOOXOJIMMO M3MEHUTH pa3Mep 0O0BEKTa HACTOJBKO, YTOOBI BCS 30HA JICUCTBUS
okazayiach BHyTpH (puc. 1).

Pucynok 1 - Lightmass Importance Volume
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Ecmu pasmectutm nHeckompko Lightmass Importance Volumes, Gosnbiias
Y4acTh PabOTHI MO OCBEIIECHHUIO OYAET BBIMOIHATHCS C TIOMOIIBIO BHEITHEH PaMKH,
cogepxamieit ux Bce. OmHaKo 00pasibl 0OOBEMHOTO OCBEUICHHS IOMEIIAIOTCS
TOJIBKO B MEHBIIINE 0OBEMBI.

[Tocne pasmemenus Lightmass Importance Volumes nobaBisieM HCTOYHUKH
cBeta. MoryT OBITH MPOOJIEMBI C TEHSAMH, PE3KHE MEPEXObl OT CBETIBIX TOHOB
cpa3dy K TEMHBIM (puc. 2), HO 3Ta mpobiieMa PEIIUTCS MOCiIe KOMITHIMPOBAHHUS
HUCTOYHHUKOB CBeTa. Tak Kak HCIOJB3yeTCs B paboTe CTAl[MOHAPHBIAH HCTOYHHUK
CBETa, TO TEHU IPOPAOATHIBAIOTCS TOJIBKO MMOCIE KOMITHIISIINN.

Pucynok 2 - Uctounuk cBeta

[lepen xoMmwIsIIIe CBETOBBIX OOBEKTOB MOKHO BBIOpaTh pexkum. OHH
OTIIMYAIOTCS O 3aTpaTe BpeMEHU Ha 0O0pabOTKy M MOCIEAYIONIee MX KadyeCTBO

(puc 3).
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Pucynok 3 - KauectBo 00paboTku cBeTa

[Tocne yero HaxxumaeMm Ha kHonky Build Lighting Only u »xnem 3aBepienus
KOMITHJISIIIMHM 110 CBETY. B mporiecce 0ToOpa3uTces MpoIeHT BhIoHEHHS (puc 4).

Building static lighting data: 82% Done

PucyHnok 4 - [IponieHT 3aBepiieHus: KOMIWISIIIUU
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IIo oxoHuaHuIO KOMITWJIATUU MBI IMOJYYHUM OCBCHICHHUC C MATKUMU TCHAMMU,

OJTMKaMH U OTPOKEHHUSIMU Ha TMOAXOSAIINX MOBEPXHOCTIX (puc 5).
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Pucynox 5 - OcBenienue nociae KOMIUISIIT

boumn  mpoaHanM3WpOBaHBl  CYHIECTBYIOIIKME  aHAIOTH  rpadUUecKux

penakropoB U Unreal Engine 4 Obu1 BbIOpaH Kak HanOousiee (hyHKIIMOHAIBHBIM,
rHOKMN B HACTpOMKAaX M MeEToJax pa3paboTok, penaktop. Bo Bpems uzydeHus
BO3MOYKHOCTEH OB TOJIYYCHHBIA IIEHHBIA OMBIT PabOTBHl C 3TUM CPEICTBOM
pa3paboTKwu.

B urore 05110 co3mgano crarnueckoe ocsenienre B Unreal Engine 4, xotopoe

uMeeT psijl rpaduIecKUX 0COOEHHOCTEH B BUEC OTPAKCHHM U TEHEH.
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