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HACTPOUKA MMPOCYETOB OCBEIIEHUS ITPU PABPABOTKE
MPOEKTOB BUPTYAJIbHOM PEAJIbHOCTH HA UNREAL ENGINE 4

AHHOmMayua. 8 cmamve nNpou3sedeH pazoop napamempos, UCHOAb3YemMblX OJis
UMUMAayuu pearucmudno20 oceeujenus 8 ueposom osudicke Unreal Engine 4 npu co-

30aHUU NPOEKMO8 BUPMYATIbHOU PealbHOCIU.

Knwueswvie cnoesa: SUPMYATbHAA pEATIbHOCNb, UMUMAYUA OC6EUIEHUA, Unreal

Engine 4, Swarm Agent.

B mupokoMm cmbicie, UCTOIb3yeMOM BHE (PM3MYECKOM ONTUKH, CBETOM YacTO
Ha3bIBAIOT JIFOO0E ONTUYECKOE U3IIyYE€HHE, TO €CTh TAKOE 3JIEKTPOMAarHUTHOE U3JTyye-
HUE, JJIMHBI BOJIH KOTOPOTO JIeXKaT B AMANa30HE C MPUOIU3UTEIbHBIMU T'PAHULIAMU OT
€AMHUL] HAHOMETPOB JI0 JECATHIX A0JEH MIIITUMeTpa. be3yciioBHO, CBET sABIISIETCS 10~
BCETHEBHBIM CITyTHUKOM >KU3HEACSITEIIbHOCTH YeJIOBEKa, 0€3 CBeTa 3pUTEeIbHOE BOC-
IPUSTHE OKPYKEHUSI ObLTO ObI HEBO3ZMOXKHBIM. TakiM 00pa3oM, AJi BOCCO3/IaHUs pe-

AJTVMCTUYHOM KapTUHBI MUPa BHYTPU BUPTYaJIbHOM PEANbHOCTH, KPAaHE BAXKEH YpPO-
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BEHb PEATMCTUYHOCTH OCBEILIEHHUS, B TPOTUBHOM ciydae 3¢ (HEKT BOCCO3/1aHUsl pealb-
HOCTH COMJIET Ha HET, a YeJIOBEUECKHII I1a3 cpa3y K€ HauyHET OTTOPraTh KapTUHKY.
Jlanee paccMOTpUM, YTO TaKOE CBET C TOUYKHU 3pEHHUS (PU3MKHU, U KAKUE CYIIECTBYIOT
METO/IbI €T0 KOMITBIOTEPHOTO BOCCO3/IaHMUA.

C ToukM 3peHusi KOPIYCKYJISIPHOM TE€OpUU CBETA, CBET — ITO MOTOK YacTuIl (Kop-
IYCKYJI), HCITyCKAeMBIX CBETAIIMMUCS TeslaMu. Kakayro KOpIycKyJy cBeTa i Kax-
JIOTO MCTOYHHKA, 0€3yCIOBHO, BOCCO3/1aBaTh OyJET W3IUIIHUM, XOTh MOJOOHOE H
MO>KHO OCYIIIECTBUTH C MCIOJIb30BAHMEM HOBEHIIMX TEXHOJIOTHYECKUX CPEACTB, HO
pe3ynbTaT OyneT KpaiftHe TpeGoBaTesieH K pecypcaMm KOMITBIOTEpa, U ClIeNaeT MPOEKT
MPAKTUYECKH HEAOCTYITHBIM JUIsl OOJIBIIMHCTBA MOJIb30BATENEH, HE 00JIaJalolInX CO-
BpeMeHHBIMH, toporocrosimumu TTK [1].

Takum 00pa3zom, B CyNIECTBYIOIIMX WUIPax Yalle BCETO HCIOIb3yeTCs MPUOIIH-
’KEHHAsl MOJIETIb CBETA, 4 BCE MCTOYHHUKHU KIACCUDUIIMPYIOTCS KaK TUHAMHUYECKHe (I10-
JIBWKHBIC) U cTaThyeckue (HenoBukHbIE). [Ipocuer cratnueckoro ocsenienus B UE4
3aKIJIFOUAETCs B CO3/IaHUU CTICIIMATBHBIX TEKCTYP C TEMHBIMU U CBETJIBIMH 00JIACTSIMH,
B JaJIbHEIIIeM 00paboTaHHbIE TEKCTYPhI HAKIIAILIBAIOTCS HAa BCE 0OBEKTHI, MTOTa1at0-
M€ B MOJIe IEHCTBUS KaKI0TO, OTACIBHO B3STOTO HCTOYHHUKA OCBEIIEHHUS. DTO TMO03-
BOJISIET TOOUTHCS TOPA3a0 OOJIBIIETO KaueCTBa OCBEIICHHUS, TP 3TOM KyJla MEHee Tpe-
00BaTENBHOIO K peCypcaM KOMITbIOTEPA, YeEM IMHAMUYECKOE OCBEILIEHUE, TPOUCXOIUT
ATO 32 CYET TOTO, YTO BCE KATBKYJISIIUHU IPOUCXOIAT Ha KOHEUHBIX ATAmax pa3padoTKy,
a He BO Bpems paboThl nmpoekTa. JJMHaMU4YeCcKOe OCBEIIEHNE B CBOIO OYEPEIb MOXKET
M3MEHATHCA B TIPOIECCEe TIEPEMEIICHHsI MOJIENe OTHOCUTEIHHO HCTOYHUKOB CBETA, a
pacydeThl IPOUCXOASIT BO BpeMs pabOThl MPOEKTa, MapalieIbHO BCEM OCTaIbHBIM HI-
POBBIM pacueTaM, COOTBETCTBEHHO HCTIOIB30BAHKE OOJIBIIIOTO KOJTUYECTBA TMHAMUYC-
CKOTO OCBEIIEHUS MOXET KpaiiHe HETaTUBHO CKa3aThCs HA TPOU3BOAUTEIHLHOCTH.

CBsi3p MeXy MpoLEccoM IpocueTa ocBemieHus: u pepakropom UE4 ocymiects-
JsSeT cnenuanbHas mporpamma — Swarm Agent. IMeHHO oHa OTBeuaeT 3a MpocyeT

OCBEIICHUS JIOKAJBbHO, UJTU K€ Ha APYTUX MallMHAaX, eciu 3To Tpedyercs. [lo ymomnya-
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HUIO Swarm Agent oTKpbIBaeTCs Ha TOW MaliuHe, rie ObUT 3amylieH MpoIecc Mpo-
cuera. OH Tak e 3ammycKkaercs Kak ()OHOBOE MPHIIOKEHHUE U He MeaeT paboTe. B Hem
e BBl MOYKETE OTCJICKMBATh MPOIECC MpOcUeTa W CICAUTh, HA KaKOW OH CTaauM,
CKOJIBKO MPOIIEHTOB OCTAJIOCh, CKOJIBKO MAIIUH padOTaeT HaJ MIPOLIECCOM H TaK Jajee.
CrnenyrouiM maromM pacCMOTPUM BO3MOKHBIE CIIOCOOBI YCKOpPEHHs Mpoliecca Mpo-

cuera [3].

4 Lightmass
4 | ightmass Settings

Static Lighting Leve
Num Indirect Lightir (GGG
Indirect Lighting Qu
Indirect Lighting Sm
» Environment Color EZEZE 7 21—
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Visualize Material C [Jj
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Volume Light Samp KU

Compress Lightmnar

Puc. 1. Hactpoiiku ocBeIIeHUs CIICHBI

OcHoBHOM IIYHKT YIPaBJICHHA, OTKYJa MBI MOKEM IIOBJIMATL HAa CKOPOCTH U Ka-
YCCTBO IIPOCUYCTA B ITPOCKTC — H&CTpOﬁKH COCHBI, OKHO HACTPOCK IIPCACTABIICHO HA PU-

cyHke 1.
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Janee mpousBeneM pa3dop CyHIECTBYIOMIMX MapaMETPOB U UX BIUSHUE HA CKO-
POCTB IIpOCUETa CBETA B MPOEKTE U TPEOOBATEIBHOCTH K allllapaTHBIM cpeacTBaM. Pas-

0Op MmapaMeTpOB U MX BIMSHHS Ha HArpy3Ky mpezcTaBiieH B Tadauie 1 [2].

Taomuma 1

[TapameTpsl cLieHBI

Ilapamemp Onucanue

Static Lighting MaciiTab CieHbI 10 CpaBHEHHUIO cO cTaHaapTHo cuctemoi B UE4 (1

Level Scale 1oHUT = 1 cM). Onpenenser, HaCKOJIbKO JETAIBHO JOJDKEH OBITh mpocueT. K
pUMEpPY, YMEHBIICHNE 3HAUE€HUS B /IBA pa3a, YBEJIUYHUT BpeMs ITpocUeTa
BJ[BOC

Num Indirect KommyectBo 0TCKOKOB HempsiMoro ocBsmeHns. 0 — TOIBKO MpsiMOe OCBeIIe-

Lighting Hue 6e3 oTpaxkeHuil ot noBepxHoctu. [lapametp 1 u Gomblie 3amycTUT MPo-

Bounces IeCC pacyeTa OTPpaKCHUS CBETA, TP 3TOM 3HA4YMUTCIIbHASA pa3HHUIla BO Bpe-
MEHH MPOCYETa COCTOUT MeX Ty 3HaueHUs MU O U 1, Tak Kak MmepBoe OTpaxe-
HUS IMEET HanboJiee 3HaYMMOe BIIMSIHAE Ha OOLIYI0 KapTUHY OCBELICHHS,
MOCJICYIONINE OTPAKECHUST MAJIO3HAYMMBI M 3aHUMAIOT HEOOJIBIIIOE BPEeMs
Ha MMPOCYET

Indirect Brnusier Ha Ka4ecTBO OTPaKEHHOTO CBETa, 3HAUCHUS BapbupyrOTCs oT 1 1o 4,

Lighting CTaHJapTHOE 3HaueHue 1, 60jIee BHICOKUE 3HAUCHHS MOTYT YIy4IlIUTh Kavde-

Quality CTBO IIIYMOB, OTOPAChIBAEMbIX IPH MOMAJAHUN OTPAKCHHOT'O CBETa

Indirect CMsiryaeT HenpsIMOe OCBEIICHHE, YTO TaK )K€ MOXET N30aBUTh OT IIyMa.

Lighting Wnorpma none3Ho ymeHsiath ganHbiid mapamerp 10 0.66 wum 0.75, mpu sTom

Smoothness yBenuuuBas napamerp Indirect Lighting Quality. Takum o6pa3zom MOXKHO

n30aBUTHCS OT IIYMOB M COXPaHUTH AeTanu3aiuio. OHaKo TaKoi MpuemM
MOXET IOBJIMATH HAa BPEMS ITPOCYETA OCBELIECHUS B XYALIYIO CTOPOHY

Environment
Color

[Bet, KOTOPHIN MOAXBATHIBAETCS B Ipolecce npocueTa. JJaHHbIi mapamerp
MOYKHO BU3YaJIU3UPOBaTh Kak chepy BOKPYT CLIEHbI, KOTOpas U3y4yaeT yKa-
3aHHBIN IIBET BO BCE CTOPOHBI

Environment
Intensity

Bunusier Ha MHTEHCHBHOCTH Tapamerpa Envirement Color

Diffuse Boost

[TapameTp BiMseT Ha Tepeaaydy IBETa MaTepuana npu otpaxenuu. [Ipu
9TOM JJTS YBEJIMYCHHUS SIPKOCTH OTPAKaeMOTO OCBEIICHHS ITapaMeTp He TO/I-
XOJIUT, 10 TMPUYUHE, YTO IPKOCTHIO OTPAKEHHOTO OCBEIICHUS UMEET MOPOT B
1.0, ¥ ipH KQKJOM OTCKOKE CBET CTAHOBHTCS BCE 00JIee TYCKIBIM

Use Ambient Onpenensier, Oyzet Jid B mpoiiecce nmpocunuthiBathest Ambient Occlusion,

Occlusion MOJIECJIb 3aTCHECHHU S BBIUUCIIAIONIAA MHTCHCUBHOCTh OCBEIICHUSA JJIS KAaXXI0T'0
00BEKTa, OCYIIECTBIISAETCS MTyTEM MOCTPOCHUS MHOXECTBA JIyUeH OT Kax-
JI0T0 00BEKTa K HCTOYHHUKY CBETA, IPH MEPECEUCHUHN APYTHX 00HEKTOB HH-
TEHCHBHOCTH HU)KE, B ClIydae 0€3 MoMeX HHTEHCUBHOCTb BBIIIIC

Direct Omnpenenser cuny Biusaust Ambient Occlusion Ha TekcTypbl pu IpsSMOM

IHlumination OCBEILIEHNHT

Occlusion

Fraction

Indirect Omnpenensier cuny Biusiaust Ambient Occlusion Ha TekcTypbl pu He Tpsi-

Ilumination MOM OCBEIL[EHUU
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Occlusion
Fraction
Occlusion Onpenensier koutpact BausiHus Ambient Occlusion
Exponen
Fully Occluded | BepxHwuii nopor 3aTeHeHHs, 3HAYCHUS BBIIIE KOTOPOTO OYAYT MOTHOCTHIO
Samples NPUPABHUBATHCS K YEPHOMY

Fraction
Max Occlusion Juctannus, B mpeaenax KOTopod 00beKT OyAeT oTOpachiBaTh TCHb
Distance

Visualize [Tpou3BOAMT MOJMEHY BCEX MCTOYHMKOB OCBEIICHHS Ha IIBET, HCIOIB3YeTCs
Material st rectupoBanus Diffuse coiicTB marepuanos

Diffuse

Visualize [Tpu popmupoBaHUU TEKCTYp OYAYT UCIOIB30BAHbI TOJIBKO MTApaMETPhI
Ambient Ambient Occlusion, ucrons3yercs s TectupoBanus Hackpoe Ambient Oc-
Occlusion clusion

Level Lighting Omnpenensier o01Iee Ka4eCTBO MPOCYETA OCBEIICHUS M €T0 HACTPOHKH.
Quality

Taxoke 0OTHUM M3 3HAYUMBIX ITyHKTOB CIIOCOOHBIX OKa3aTh JOBOJILHO 3HAYUTEIIb-
HOE BJIMSHUE HA CKOPOCTh ITpocUeTa ocBeleHus spisercs Lightmass Importance Vol-
ume. Bo MHOTHX MpOEKTaxX pa3Mepbl KapThl 3HAYUTEIHHO MPEBOCXOIAT MaKCUMAaIThb-
HYIO 00JIaCTh BUIMMOCTH UTPOKA, COOTBETCTBEHHO 00padaThIBaTh OOBEKTHI 3a Tpe/ie-
JaMH BUAMMOCTH HET HUKAKOW HYK/IbI, 00JIee TOro OHH OyIyT CHIIBHO TOPMO3UTH ITPO-
riecc npocuera. J{ist aroro u ucnonb3yercs napamerp Lightmass Importance Volume,
a UMEHHO OH YCTaHaBJIMBACT pa3Mephl 30HbI, B TIPE/IEIax KOTOPOU OyAeT IPOUCXOIHUTh
MaKCHMaJIbHO PEATMCTUYHBIN MTPOCYET CBETOBBIX YaCTHII, B CBOIO OYepe/b, 3a Ipe/ie-
JaMH 30HBI 00paboTKa 0OBEKTOB OyJIeT MAaKCUMAJIbHO YIpoIlleHa. 30Ha, e Oyuer
HAXOJUTCS WIPOK M KOTOPOH HYXHO O00jiee KAaueCTBEHHOEC OCBECIICHHE TropasJio
MmenbIe. Ha Hel Tak xe ycranosieH Lightmass Importance Volume na pucynke 2
NpEICTaBJICHAa UTPOBAast 30HA, TJe OYJET HaXOAUTHCS UTPOK, CJIEBA MPECTABIICHA BCS
30Ha, clipaBa (parMeHT 30HbI, B KOTOPOH ycrtaHoBieH Lightmass Importance Volume,
IPAHUIIBI 30HBI BBIJCIICHBI, 10 BBEJCHHS ITapaMeTpa BCst 30Ha 00pabaThIBaiach OMHa-

KOBO.
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Puc. 2. 3ona ngeticteus Lightmass Importance VVolume

Pannyc npuopurernoro npocyeta ymensmuics ¢ 80 000 rouutos no 10 000, uto
B IaHHBIX YCJIOBUSIX TpeOyeT B 64 pa3za MEHbIIE UTEpalii JI IOJTHOTO pacueTa OCBe-
IIEHUS, COOTBETCTBEHHO M HArpy3Ka Ha almapaTHYI0 4acThb KOMIIBIOTEpAa YMEHbLIU-
Jach B 64 pasa, 4To SIBISETCS CaMbIM 3HaYMMBIM TOKa3aTelIeM CPEIu BCEX MPECTaB-
JICHHBIX.

Taxum oOpa3om ObLTH TpPECTABICHBI U pa300paHbl OCHOBHBIE MMapaMeTphl, HC-
nosib3yembie B Unreal Engine 4, onpenenstoniue kakast Harpy3Kka JISDKET Ha IepCOHAIb-
HBIl KOMIIBIOTEP B XOJI€ IPOCYETA OCBEIIECHHUS, U KAKOU IPU STOM OXKHUAAETCS Pe3yJib-
TaT. A UIMEHHO, OBLIO JOKa3aHO, YTO TPAMOTHBIN BEIOOp MapaMeTPOB OCBEILCHHUSI CTIO-
coO€H 3HauMTENbHO CHU3UTh HArpy3Ky Oosee yem B 64 pa3za, 4TO IOBOJILHO MHOTO IIPH
MIPOCYETE CTATUYECKOTO OCBEIIEHUS, a €CJIA B MMPOEKTE UCIIONB3YETCsI OOJBIIOE KOJIHU-
4eCTBO OCBEILEHUS JMHAMUYECKOTO THIIA, TO HENPABUIIbHBIN BBIOOD MapaMeTpoB clie-
JIAeT IPWIOKEHUE HEBO3ZMOXKHBIM IS HCIIOJIB30BAHMS JAKE€ HA CAMBIX COBPEMEHHBIX

KOMITbIOTEpaXx.
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