














AHOTANIA
Po3poOka ta BopoBamkeHHs 3D-Moneneit
v cepeqoBuilie irposoro pyunsg Unreal Engine 5

Mema pobomu: po3poOWTH Ta BIPOBATUTH TPUBHUMIPHI MOJACHI MPEIMETIB
nanamadTy y cepenonuiie irposoro pyuris Unreal Engine 5.

O6’ckm  Oocniddcenns: 1HPOpPMAIIHI  TexHONOTIi UIsi  pO3pOOKH  Ta
BIIpoBakeHHs 3D-Moneneit y cepenoBuiiie irposoro pyirist Unreal Engine S.

3asoanns OocnioxcenHsi: BUKOHATH OIJIAJl IPOTPaMHOIrO 3a0e3redeHHs IS
TPUBHUMIPHOTO MOJICITIOBAHHS; TOCIIIUTH apXiTeKTypy Ta TexHosorii Unreal Engine 5;
nmpoaHaiizyBaTu poOoTy 3 3D-KOHTEHTOM B IrpOBOMY PYIIIi; JOCHIAATA TPUHOMHU
00poOKM MaTepiaiB, OCBITICHHS, KOJI131i1 1 HABKOJIUIIHBOTO CEPENOBUIIA; peai3yBaTH
IMIIOPT 1 HajmamtyBaHHd 3D-Mozenei; NpPOAEMOHCTPYBAaTH  BUKOPUCTAHHS
npouenypHoi reuepaitii (PCQG).

lIpeomem Oocnidoicenns: mpolec po3poOKH TPUBUMIPHUX MOJAENCH; METOAM Ta
udpoBl IHCTPYMEHTH CTBOPEHHs, onTUMi3allii Ta iHTerpaiii 3D-Moneneit y irpose
cepenosuiie Unreal Engine 5.

Memoou Oocnioxcenns: aHal3 JITEPATYPHUX JKEpPEN — JJIsi BHUBUYCHHS
TEOPETUYHUX OCHOB PO3POOKH KOMIT IOTepHOI rpu 3 3D-rpadikoro, MOpIBHUIBHUMA
aHaji3 — I8 OIIHKM (PYHKIIOHAJIBHUX MOXJIMBOCTEH PI3HUX 1HCTPYMEHTIB
TPUBHUMIPHOTO MOJICITFOBAHHS, MPAKTUYHUA METO — JJIsi pO3POOKH Ta BIIPOBAIHKCHHSI
TPUBUMIPHUX MOJEJICH MpeAMETIB JaHamadTy y CEepeloBUIE ITPOBOTO PYIIIis
Unreal Engine 5.

Oodepoicani  pezynomamu  Modcyms Oymu 6uKopucmaui 'y HaBYAJIbHUX Ta
IHIUBIyaJIbHUX MPOEKTAX SIK MPUKJIAJ] HTerpauli KOHTEHTY B 1rpOBI pyLIii HOBOTO
MTOKOJIIHHS.

Keanigixayitina poboma micmums 52 CTOpPIHOK, 19 PpPHCYHKIB, CIIHCOK
BUKOPHUCTAHUX JDKepen 3 45 HallMeHyBaHb.

Knrouosi crnosa: mudpose npoextyBanHs, Bigeorpa, Unreal Engine 5, irpoBuii
pyuriid, 3D-mozens, TpuBuMipHe MonentoBanss, PCG.

Pix suxonanns keanighixayitinoi pob6omu 2025.

Pix saxucmy pobomu 2025.



ABSTRACT
Development and implementation of 3D models

in the Unreal Engine 5 game engine environment

Purpose of the work: to develop and implement three-dimensional models of
landscape objects in the Unreal Engine 5 game engine environment.

Object of the study: information technologies for the development and
implementation of 3D models in the Unreal Engine 5 game engine environment.

Research tasks: to review software for three-dimensional modeling; to study the
architecture and technologies of Unreal Engine 5; to analyze work with 3D content in
the game engine; to study the methods of processing materials, lighting, collisions and
the environment; to implement the import and customization of 3D models; to
demonstrate the use of procedural generation (PCG).

Subject of the study: the process of developing three-dimensional models;
methods and digital tools for creating, optimizing and integrating 3D models into the
Unreal Engine 5 gaming environment.

Research methods: analysis of literary sources - to study the theoretical
foundations of developing a computer game with 3D graphics, comparative analysis -
to assess the functionality of various three-dimensional modeling tools, practical
method - to develop and implement three-dimensional models of landscape objects into
the Unreal Engine 5 gaming engine environment.

The results obtained can be used in educational and individual projects as an
example of content integration into new generation gaming engines.

The qualification work contains 52 pages, 19 figures, a list of used sources with
45 names.

Keywords: digital design, video game, Unreal Engine 5, gaming engine, 3D
model, three-dimensional modeling, PCG.

Year of completion of the qualification work 2025.

Year of defense of the work 2025.
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BCTVYII

CtpiMKUil pO3BUTOK 1HAYCTPIi KOMI IOTEPHUX ITOP BU3HAYAE BUCOKI BUMOTH JI0
SKOCTI1 BI3yaJIbHOI CKJIaJIOBOi, JI€ KJIFOYOBY POJIb BIJIIrpar0Th TPUBUMIPHI MOJEINI Ta
macmTabHi irposi cBitu. CywacHi irposi pymrii, Taki sik Unreal Engine 5, 3aBasku
nepenoBuM  TexHojorisiMm  (Nanite, Lumen), BigkpuBaioTh Oe3mpereaeHTHI
MOXJIMBOCTI JUISl CTBOPEHHS (POTOpEaTiCTUYHUX ITpOBHX JIOKalii. BaxxauBum etanom
y IbOMY TPOLIEC] € MiArOTOBKA P13HOMaHITHOTO 3D-KOHTEHTY, BKIIOYAIOUHU K OKpeMi
00’e€KTH, TaKk 1 IUIICHI JaHamadTH, I YOTO MOXYTh BHKOPHCTOBYBATHCS
Creliai30BaHl 1HCTpyMEHTH, Taki sk Gaea I mpoleypHOi reHeparii penbedy.
EdexkTuBHE BHpOBaKEHHS LBOro KOHTEHTY B cepeaoBuiie Unreal Engine 5 Tta
noJjiajibllle BUKOPUCTAHHS 1HCTPYMEHTIB mpoueaypHoi rexepauii (PCG) B camomy
pYIIIi € BAXJIMBUM JJI ONITUMI3aL1i po3po0Ku. TakuM ynHOM, OCTIIPKEHHS 1HTerparii
3D-moneneit (ctBopennx y Blender) ta manmmadgTiB (3reHepoBanux y Gaea) i3
3actocyBanHsaM PCG B Unreal Engine 5 € akTyaabHUM ISl TiABUILCHHS SKOCTI
rpadiky Ta ONTUMI3aLil pO3POOHHUIIBKUX MPOLECIB.

Meroto nanoi kBamidikaiiitHoi poOOTH € TOCHIIKEHHS Ta MPaKTUYHA peati3allis
Mpoliecy 1HTEerpailii TPUBUMIPHUX MOJeNel Ta JaHAmadTiB y cepeOBHILE IFPOBOIO
pywis Unreal Engine 5 3 0cOOIMBUM aKIIEHTOM HAa BUKOPHCTAHHI (PYHKIIOHATBHUX
MO>KJIMBOCTEN PYIIIisl, BKIIOUAIOUX IPOLEAYPHY I'eHEepallito KOHTEHTY, Uil CTBOPEHHS
SKICHOTO 1'POBOTO CEPEIOBHUIIA.

JIns1 HOCSITHEHHS TTOCTaBIICHOI METH HEOOX1THO BUPIIIUTH HACTYITHI 3aBIaHHS:

PosrasnyTu apxiTekTypy Ta KitodoBi TexHosorii Unreal Engine 5, BaxkiuBi 11st
po6otu 3 3D-KoHTEeHTOM, JaHAImadTaMu Ta MPOLETYPHOIO T€HEPAIlI€lo;

[TpoananizyBaTu miaxoau 1o miarotoBku 3D-moxenecit (Ha npukiaa Blender)
Ta mpoueaypHoi reHepamii jangmadTie (Ha npukiaanl Gaea) a1t e€hEeKTUBHOTO
iMnopty Ta Bukopuctans B Unreal Engine 5;

Hocmiautu moxauBocTi Unreal Engine 5 miono immopry, HajmamTyBaHHS
MatepianiB, cucteM ocBiTiieHHs (Lumen), 00poOku Koui3ii Ta iHTerpauii Janamadgris,

cTtBopeHux y Gaea;
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JleTalbHO BHMBYMTH MPUHLMIMA Ta 1HCTPYMEHTH MPOLEIYPHOI TeHepallii

koHTeHTy (PCG) B Unreal Engine 5 ta npoaeMoHCTpyBaTH iXH€E 3aCTOCYBaHHSI JJis

30araueHHs IrpoOBOrO CEPEIOBUIINA, BKIIOYAIOYHN 3Tr€HEPOBaHi JaHAmaTH,;

[IpakTyHO peasizyBaTH TpoIllec iHTerparii miarotopieHux 3D-Mogeneid Ta
JaHaAmadTiB, a TaKOX EJIEMEHTIB MPOLEAYPHOi T'eHepallii B TECTOBY IrpOBY CIEHY
Unreal Engine 5.

OG’eKTOM JOCHIKEHHS € TIpoleC IHTerpaiii TPUBUMIPHUX MOJeNeld Ta
IPOLEAYPHO 3reHEPOBAHUX JIAHAIMA(TIB 13 3aCTOCYBaHHSIM MPOLETypHOI reHeparlii
KOHTEHTY B cepenioBullli irposoro pyuris Unreal Engine 5.

[IpenmetroM mociipkeHHs € IHCTpyMeHTH Ta TexHosorii Unreal Engine 5, o
3a0€3M1e4yIoTh IMIIOPT, HAJTAIITYBAHHS Ta Bizyai3anito 3D-KOHTEeHTy Ta JaHamagdris,
a TaKOX METOJM MPOLIeTypHOI reHepallii IrpOBOT0 CEPEAOBHUIIA HA iX OCHOBI.

VY nponeci BUKOHaHHA AaHOi KBadi(ikamiiiHoi poOOTH OynyTh BUKOPHUCTaH1
HACTYITHI METOJIU JTOCII>KCHHSI:

AHami3 HayKOBOI Ta TEXHIYHOI JIiTepaTypu 3 muTaHb BUKopuctanHs Unreal
Engine 5, 3D-moxemoBanns B Blender, npomuenypHoi rerepartii tanmmadrie y Gaea
Ta mpoleaypHoi redepaiiii koHTeHTy B UES.

[IpakTuuHe MozemoBaHHs Ta miaroroska 3D-aceTiB y Blender.

[Tponenypna renepaiis nanamadti y Gaea.

ExcniepuMenTanbue JOCTIKEHHS 3 IMIOPTY, HAJAIITYBaHHS Ta ONTHUMI3aIlii
3D-moneneit Ta mangmadTiB, a Takox 3actocyBaHHs iHcTpymeHTiB PCG B Unreal
Engine 5.

Bizyamnizaiiis pe3ynabTaTiB y BUTJISII CKPIHIIOTIB Ta OMUCY CTBOPEHOI IrPOBOI
CIICHH.

JurmioMHa poboTa CKJIamaeTbes 31 BCTYIY, OCHOBHOI YacCTHHH, BHUCHOBKIB,
CIHCKY BHKOPHUCTAaHUX JiKeped Ta noaarkiB. OCHOBHA YacTHMHA BKIIIOYAE PO3ILIH,
npucssueHi orasay Unreal Engine 5, miarotosui 3D-moneneit y Blender, reneparii
nanamadrie 'y Gaea, interpamii xoHTeHTy B UES Ta nerampHOMYy pO3TIsiTy

MPOIIEAYPHOI FeHepallii irpoBOro CepeI0BHUIIIA.



PO3/ILI 1. AHAJITUYHHUM OI'JISI[] TA OGTPYHTYBAHHSA BUBOPY
MMPOI'PAMHOI'O 3ABE3ITEYEHHS I 3D-MOJAEJTOBAHHSA

1.1. Orasia nmporpamMHoro 3ade3neyeHHs JAJ1si TPUBUMiPHOT0 MO/IeJII0BAHHSA

[Iporpamu ans 3D-MoAeNOBaHHS € KJIIOYOBUMHU 1HCTPYMEHTaMH B 0araThox
chepax — BiJI irpoBoOi 1HAYCTPIi Ta KIHOBUPOOHMIITBA JI0 apXITEKTYPH, IPOMHUCIOBOTO
Iu3aiHy Ta imkeHepii. Bubip mporpamu 3aiexuTh Bijl BallluX 3aBAaHb, PIBHS JTOCBITY
Ta OIO/KETY.

PosrasineMo HaiinomyssipHin nporpamu i 3D-MoaentoBaHHS.

1. ITlpoghecitini ma 6acamoynkyionanvui npoepamu (Niamui, aie 4acmo
Marmov npooHi eepcii):

. Autodesk Maya: [le onuH 3 raimy3eBux cTaHaapTiB Juist 3D-MoiemtoBaHHs,
aHiMallii, pUTIHTY, CUMYJALIN Ta penaepury. [IUpoko BUKOPUCTOBYETHCS B
KIHOIHJTyCTpii, iIrpoB1i po3po0IIl Ta CTBOPEHHI Bi3yalbHUX e(eKTiB. Mae Bennue3Hui
HaO1p IHCTPYMEHTIB, ajie MoTpedye yacy i OCBOEHHS;

. Autodesk 3ds Max: Ille oauH moTyKHUH iHCTpyMeHT Bix Autodesk,
0COOJIMBO TOMYJSIPHUI B apXITEKTYpHIN Bi3yauni3allli, [u3aiiHl 1HTEp'epiB, PO3poOI
irop Ta MoyuH-au3aiHi. Sk 1 Maya, Mae mupokuii (pyHKIIIOHAJ, BUCOKY JETalli3aIlio
Ta MOKJIMBOCTI JIJIS aHIMaIlli;

. Cinema 4D (MAXON): Mlyxe momyaspHa cepel MOYIIH-IU3aiHepiB,
aHIMaTOpIB Ta XYAOXKHUKIB. Bijoma cBOiM BITHOCHO 1HTYiTUBHUM iHTEpdeiicoM Ta
MOTY’)KHUMHU 1HCTPYMEHTaMHU JJisi CTBOPEHHS aHIMallii, MpoleaypHoi Tpadiku Ta
Bi3yalibHUX €(eKTiB. HacTo BUKOPUCTOBYETHCS ISl T€NEB131WHOT rpadiky;

. ZBrush: 1le npodeciiinuii 1HCTpyYMEHT AJi1 U(GPOBOro CKyJIbINTUHTY. Bin
17IealbHO TIAXOAWTH JJIsl CTBOPEHHSI BHUCOKOJETAII30BAHUX OPraHIYHUX MOJENEH,
TaKHX SIK MEPCOHAXKI, ICTOTH Ta penbedu. Podora B ZBrush OinbInie cxosxa Ha TITUICHHS

peanbHOI TJIMHU;

. Autodesk Fusion 360: L{s mporpama noeanye B cobi CAD/CAM/CAE
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dbyHKIlOHan, 10 poOuTh 11  17€adbHO JJII  MPOMUCIOBOTO  JU3aiHY,
MaIIMHOOYyBaHHS, IHXKEHepii Ta BUPOOHUIITBAa. BOHa 103BOJIsIE CTBOPIOBATH
napaMeTpUyuHI MOJIET, MPOBOJUTH CUMYJIALIL Ta TOTyBaTH Mojeni st 3D-npyky;

. SolidWorks: Ille omna mnotyxna CAD-cuctema, sika HIMPOKO
BUKOPDHCTOBYETbCA B 1HXKEHEpii Ta MPOMHUCIOBOMY JAM3aiHI Jii TOYHOTO
MOJICTIIOBAaHHS JeTajieil Ta CKIaAalbHUX OJMHHULIb;

. Rhinoceros (Rhino): Bimomuii cBOiMH MOXJIHUBOCTSAMHU JUIsi POOOTH 3
NURBS-moBepxHsiMU, IO JI03BOJISIE CTBOPIOBATH CKJIagHI Ta TUIaBHI GopMu 3
BHCOKOIO TOYHICTIO. [lomynsapHuil y nu3aiiHi MPOAYKTIB, IOBEIIPHOMY AW3aiHI Ta

apXITEKTypi.

2. be3xowmosni ma oocmynHi npocpamu.

. Blender: Ile HeHMOBIpHO MOTY)XHa Ta YHIBEpCcaJlbHa OE3KOIITOBHA
nporpama 3 BIJKpUTUM BUX1JTHUM KOJ10M. BoHa ponoHye noBHUI HAO1p 1HCTPYMEHTIB
st 3D-MozentoBaHHs, CKYJBITHHTY, aHIMallli, pEeHIEPUHTY, KOMIIO3UTHHTY Ta
BileopenaryBanHs. Blender Mae akTtuBHY cnouibHOTY Ta 0O€3/1Mi4  HaBYalIbHUX
MarepialiB, MO POOUTH HMOro 4YyAOBUM BHOOpPOM SIK JIJIsi MOYATKIBIIB, TaK 1 JJIA
npodecioHalis;

. SketchUp (Bepcist Free): Jlyxe iHTYiTHBHA Ta MpOCTa Y BHKOPHCTaHHI
mporpama, OCOOJMBO TOMYJSipHA CEpell apXIiTeKTOpiB, TU3alHEpIB 1HTEp'epiB Ta
OyJIBEIBbHUKIB JJISI IIBUJIKOTO CTBOpeHHS 3D-moneneir OyniBenb, MeOJIIB Ta THIIUX
00'exTiB. be3koiToBHa Bepcisi Mae 0OMexeHUI (yHKITIOHAT MOPIBHSAHO 3 Pro, ane Bce
1€ Ty’Ke KOPUCHA,;

. Tinkercad: Ile onnaiiH-IHCTpyMeHT misg 3D-MopentoBaHHS, SKHM €
11eajIbHUM JUJIS ITOYATKIBIIB, JITEH Ta THX, XTO TUILKU IMOYHHAE ocBoroBath 3D. Bin
Mae Jyxe MpocTui iHTepdelc, 3acHOBaHUN Ha OJIOKaxX, 1 JO3BOJISE IIBUAKO
CTBOproBaty 0a3oB1 Mozeni st 3D-npyky;

. FreeCAD: Ile Oe3komroBHa mnapamerpuyna 3D CAD mporpama 3
BIJIKDUTUM BUXIJIHUM KOAOM. BoHa opieHTOBaHa Ha IH)KEHEPHUM Ta apXiTEKTYypHUN

JIA3aiiH, TO03BOJISIOUM CTBOPIOBATH TOYHI MOJICITI;



;
. Paint 3D (BOynoBana B Windows 10): HaitnpocTimuii iHCTpyMEHT 15
cTBOpeHHs 0a30BHX 3D-00'€kTiB, iAcanbHUN MJi1 MOYATKIBIIIB Ta THUX, XTO XOUE

cripoOyBatu cebe y 3D 6e3 BCTaHOBJIEHHS JOJATKOBOTO IPOTPAMHOTO 3a0e3EeYeHHSI.

3. Cneyianizosami npocpamu.:

. Lumion: [IIporpama s IIBHAKOTO PEHACPUHTY Ta CTBOPEHHS
pealliCTUYHUX aHIMOBAHUX CIIEH, OCOOJMBO TOMYJsApHA Ccepel apXITEKTOPiB Ta
JU3aHEPIB JIJIs Bi3yallizarlii CBOIX MPOEKTIB;

. Unreal Engine / Unity: Xo4a 11e irpoBi ABUTYHH, BOHU TaKOX MAaiOTb
MOTYXHI 1HCTPYMEHTH JJia CTBOpeHHs 3D-cueH, aHimallii Ta 1HTEPaKTUBHOIO
KOHTEHTY, 0 POOUTH iX MOMYJSIPHUMH cepej] pO3pOOHHUKIB 1rop Ta BIpTyalbHOI
peanabHOCTI;

. Sweet Home 3D: Be3komroBHa nporpama, cretiajgbHO po3po0ieHa s

JM3aiiHy 1HTEp'€pIB, TO3BOJISE JIETKO TUIAHYBATH Ta Bi3yalli3yBaTH MPUMIILICHHS.

[Ipu BuGOp1 nporpamu ass 3D-mMoien0BaHHS BpaXOBYIOTh HACTYIHI (DAKTOPHU:

. Mera: Jlngs yoro Bam moTpibHe 3D-monmemtoBanHsa? s irop,
apxitektypu, 3D-apyKky, aHiMaiii, qu3aitny npoaykTiB? KoxxHa mporpama mae CBOi
CWJIbHI1 CTOPOHH;

. PiBenp mocBigy: Bu mouarkiBernp uu Bke Maere nocBia? IlouHiTs 3
npocTtimux nporpam (Tinkercad, SketchUp Free), a moTiMm mepexoabre A0 OLIBIIT
cknagaux (Blender, Maya);

. bromker: Uu rotoBi BM IUIaTHTH 3a JileH310? ICHYIOTH dYyn0BI
OE3KOIITOBHI albTEepHATUBH, TaKl Kk Blender;

. Onepariitna cuctema: llepexonaiiTecs, mo mnporpama cyMmicHa 3
OIepaliiHOI CUCTEMOIO;

. HapuanipHi MaTepianu Ta cruibHOTa: HasiBHICTh HaBYAJIbHUX MOCIOHUKIB,
OHJIAWH-KYPCIB Ta aKTUBHOI CIIUIBHOTH MO>K€ 3HAYHO TIPUCKOPUTH Ballle HABYAHHSI.

JJ1st TPUBUMIPHOTO MOJIENIIOBAHHSA y AaH1i poOoTi OyZie BUKOPUCTAHO MPOrpamy

Blender.



1.2. TpuBumipHe moaeatoBanns y Blender, UV-po3roprka Tta ekcnopt

Mojaesaen

Blender sk moTy>KHUI 1HCTPYMEHT IJisi TPMBUMIPHOTO MOJIETIOBAHHS HaJla€e
pPO3pOOHMKAM IrOp THYYKI MOXKJIMBOCTI JJISi CTBOPEHHS! PI3HOMAHITHOTO TpadigyHOro
KOHTEHTY, MMOYMHAIOUN BiJ] MPOCTUX F€OMETPUUHUX (PIryp 1 3aKiHUYIOUU CKIAJHUMU
OpraHiYHUMHU 00’€KTaMHU Ta apXiTEeKTypHUMH criopyiamu. [Iporec monentoBaHHs €
ITEpaTHBHUM 1 MOKE BKJTFOYATH KOMOIHAIIIIO PI3HUX TEXHIK 3aJIKHO BiJ] TOCTABJICHO1
3a/1a4i Ta 0a)KaHOTO pe3yJIbTary.

OpHi€r0 3 OCHOBHUX TEXHIK € MOJIrOHAJIbHE MOJIetoBaHHsA. BoHa 0a3zyeTbcst Ha
MaHIIyJIIOBaHHI 0a30BUMH I'€OMETPUYHUMHU MNpUMITHBaAMU (KyOu, cepu, UUIiHApU
TOIL0) IUISIXOM JOJJaBaHHs, BUJAJIICHHS Ta MEPEMIIIECHHS IXHIX CKJIaJ0BUX €JIEMEHTIB
— BepuuH, pebep Ta rpaHeld. I  cTBOpeHHA Ouibll  CKJIagHUX  (opMm
BUKOPHUCTOBYIOTBCSI IHCTPYMEHTH €KCTpyIyBaHHS, (QacyBaHHA, 3 €IHAHHSI Ta
po3pizanHs mnoiironiB. Ha mpuknaai po3poOieHuX I MPOEKTY HAMETIB, MOKHA
MPUITYCTUTH BUKOPHUCTAHHS TOJITOHAIBHOTO MOJIEIIOBaHHS TSl (GOPMYBaHHS IXHBOI
KOHIYHOI CTPYKTYpU Ta JeTajied, TaKuX SK BXIJHI OTBOPU Ta CKJIAJKU TKaHWHH.
AHanoriuHo, OyaiBis, 300paxeHa Ha CKPIHIIOTI, KMOBIPHO, CTBOPIOBANACS MIJISXOM
KOMOIHYBaHHS PI3HUX MOJITOHAJBHUX €JIEMEHTIB Mg (OpMyBaHHS CTiH, Aaxy Ta
JEKOpPaTUBHUX JeTallel, TaKUX SK BIKHA Ta JBEpi. PeTenbHE TUIaHyBaHHS TOMOJOTI]
MOJIEIl Ha I[bOMY €Tamll € KPUTUYHO BAXKIUBUM JJig 3a0€3MeUYeHHS KOPEKTHO1
nedopmarlii npu aHimarlli (SKIO BOHA NependavyacThcsl) Ta YHUKHEHHS apTe]akTiB
IpU PEHIEPUHTY.

[HIIOI0O TMOTYKHOK TEXHIKOI € CKyJbOTyBaHHS. Lled miaxin [ao3BoJjsie
CTBOPIOBATH OPTaHIuHI Ta BUCOKOAETANI30BaH1 (pOpMU, IMITYIOUH MPOIIEC JITUICHHS 3
rivad. Blender mnpomonye mmpokuii HaOlp BIpTyaJdbHUX IMEH3MIB 3 PI3HUMU
BJIACTUBOCTSIMU, 10 JO3BOJISIOTH J0JIaBaTH 00’€M, 3IMIaJKyBaTH TOBEPXHI,
CTBOPIOBATH CKJIQJIHI Bi3epyHKHM Ta ApiOHI JaeTaii. Xo4a Ha HAJaHUX CKPIHIIOTAaX
OpSIMUX O3HAK 1HTEHCHBHOTO BUKOPHCTAHHS CKYJBITYBaHHS MOXE He OyTH, IIei

METOJ MIT 3aCTOCOBYBATHCSl [IJIi CTBOPEHHS HEPIBHOCTEH JaHMAIA(pTy HABKOJO
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00’ekTiB a00 Ui JOJIaHHS OpraHIYHUX EJEMEHTIB J0 apXITeKTypu OY/IiBii,
Hampukiag, ¢opMu naxy abo JgekopaTUBHUX HapocTiB. [licis 3aBepiueHHs
CKYJIBIITYBaHHS BHCOKOIOJIITOHAJbHA MOJENh 3a3BHYail MIJNA€THCA TMPOIECY
pPEeTOnoJIorii — CTBOPEHHSI HOBOi, ONTUMI30BaHO1 MOJITOHAIBHOI CITKH, siKa 30epirae
OCHOBH1 00pHUCH Ta A€Tall, ajie Ma€ 3HAUHO MEHIITY KUTbKICTh MOJITOHIB, IPUIATHY IS
BUKOPHUCTAHHS B IFPOBOMY PYIIIi.

Kpim Toro, Blender miaTpumye mpolieaypHe MOJICIIOBAHHS 3a JIOIIOMOI'OIO
reomerpuuHux BYy3TiB (Geometry Nodes). lleii HepyiHIBHUN MiAXiJ 103BOJISIE
CTBOPIOBATH CKJIQ/IHI T€OMETPUYHI CTPYKTYpPH HA OCHOBI MaTeMaTUYHUX aJTOPUTMIB
Ta MpaBWI. X04a HA HAJIAHUX CKPIHIIOTAX CKJIAJHO OLIIHUTH BUKOpUcTaHHs Geometry
Nodes, 1eil 1HCTpyMEHT € Haa3BUYAaiHO KOPUCHUM JJIA TeHepalli NOBTOPIOBAHUX
€JIEMEHTIB, CKJIQJIHUX MTOBEPXOHb 200 HABITh IIUIUX CIIEH, 1 MOXKE OYTH BUKOPUCTAHUN
JUIsL ONTUMI3alli poOOYOro MpoLEeCy MPU CTBOPEHHI BEJIMKOI KUIBKOCTI MOJIOHUX
00’€KTIB.

Ha erami MopentoBaHHS TakoXK Ba)XJIMBO BPaxOBYBATH MaciiTad MalOyTHIX
00’exTiB y irpoBomMy cBiT1 Unreal Engine 5. HenpaBuiibHi po3mipu MOXXYTbh NPU3BECTU
710 IpO0JIeM 3 THTETpaIli€l0, KOMI31IMHU Ta 3arajbHUM Bi3yalIbHUM CIIPUHHATTSAM CIICHU.
Tomy pekoMmeHayeThbes npaioBati B Blender y peanbHUX CBITOBUX OJUHHUIISAX a00
peTenbHO KaliOpyBaTy po3Mipu 00’ €KTIB TIEpe] EKCIIOPTOM.

3aBepiiaJbHUM  KPOKOM MOJIENIIOBAaHHS € omnTumizaiis reoMmerpii. Jis
3a0€e3MeUeHHsl MJIaBHOI POOOTH ITPOBOrO PyIIiss HEOOXITHO MIHIMI3ZYBAaTH KUIBKICTh
MOJIITOHIB, 0COOJMIMBO i1 00’€KTIB, Kl OyAyTh 4acTO BiJOOpa)kaTHUCsS Ha EKpaHi.
IcHyOTh pI3HI TEXHIKM OINTHMI3alli, Takl SK BHUIAJICHHS HEBUJIUMHX TpaHEH,
00’€eIHaHHS CYCIJHIX MOJITOHIB (Mmerge), BUKOPUCTAHHS IHCTPYMEHTIB decimate Ta
ctBopenHs piBHIB Aetanizali (Level of Detail — LOD), siki 1o3BomsitoTh BigoOpakatu

CIIPOIIICH] BepCli MOJIesIl Ha BEJIMKUX BIJICTAHIX BiJ] KAMEPH.

[Ticns 3aBepiieHHS MOJCIIOBAHHS Ta ONTHUMI3allli, HACTYIMHUM BaXJIMBUM
etanioM € UV-po3roprka, sika J03BOJISIE KOPEKTHO HAHOCHUTH TEKCTYPH Ha CTBOPCHY

TPUBUMIPHY TTOBEPXHIO.
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UV-poszeopmra ma excnopm mooeneti

[licns 3aBepilieHHS e€Taly MOJICTIOBAHHS, OJHUM 3 KIIOUYOBUX KpPOKIB Yy
niarotoui 3D-mMoeni 10 TEKCTYpyBaHHS Ta MOAAIBIIONO0 BUKOPUCTAHHS B IrPOBOMY
pymii € UV-posroprtka. Lleit nporec nependayae CTBOPEHHS ABOBUMIPHOI MPOEKIIiT
TPUBUMIPHOT MOBEPXH1 MOJIEJIi Ha TUIOUIMHY. Y SIBITh CO01, 10 BU pO3pPi3a€Te KapTOHHY
KOpOOKyY 10 MeBHUX pebpax 1 po3kiangaeTe ii Ha miockiit moBepxHi — UV-posroptka
JII€ 32 CXOXKMM MIPUHIIUIIOM JIJII TPUBUMIpHHUX 00’ €kTiB. KokHa rpaHb MOMIroHaIbHOI
CITKM MOJIeJI1 OTPUMYE BIAMOBIAHE MicIle Ha 111 [BoBUMIipHii UV-KkapTi, BU3HaYato4u,
sKa YaCTUHA TEKCTYpH OyJie Ha Hel HaKJIa/ieHa.

Sxicts UV-po3roptku Mae Oe3nocepe/iHid BIUIMB Ha KIHIIEBUHN Bi3yaJdbHUUN
BUTJISAT MOJIEJI TIICIISI HAHECEHHsI TeKCTyp. HempaBuiabHO BUKOHAHA PO3TOPTKA MOXKE
IPU3BECTH 10 CHOTBOPEHb TEKCTYp, PO3TATYBaHb, LIBIB, 10 MOMITHI Ha MOBEPXHI
00’€KTa, Ta 1HIIKUX Bi3yaJIbHUX apTe(akKTiB, Kl HETaTUBHO BIUIMBAIOTh HA 3arajibHe
BpakeHHs Bij rpagiku B rpi. ToMy 1boMy eTany NpuaIIsS€ThCSA 3HAUHA yBara B IpoLect
po3pooku 3D-aceris.

Blender nagae mmpokuii Hablp 1HCTPYMEHTIB JIJIsl CTBOPEHHS Ta peJaryBaHHs
UV-posroprok. Cepes; OCHOBHUX METO/IIB MOYKHA BUIITUTH:

. ABtoMarnyHa posroptka (Smart UV Project): Lleit MeToa aBTOMaTuyHO
po3pizae MOAETb HAa OKPEMI «OCTPOBH» Ha OCHOBI 33/IaHUX TApaMeTPiB, TAKUX AK KyT
MDK TpaHsaMu. BiH € 3pydHuUM 11 pOCTHX 00’ €KTIB 200 ISl MIBUAKOTO CTBOPEHHS
0a30BO1 pO3rOPTKH, SIKA IOTIM MOK€ OYTH BiIpejaroBaHa BPyUHY;

. Pyuane pospizanns (Mark Seams): Jlna Ouibin CkIIagHUX MOAENIEH 4acToO
HEOOX1THO BpYYHY BU3HAYATH pedpa, Mo SKuX Oy/e po3pizaHa MOJENb JIsl CTBOPEHHS
ONTUMAJIBHOI PO3rOpTKU. IIpaBUIIBHO pO3MIlIEHI IBH MOXYTh MIHIMI3yBaTu
CIIOTBOPEHHS TEKCTYP 1 3pOOUTH X MEHIII TOMITHUMU Ha (hiHAJTBHIN MOJEN,

. Posroptka 3a nonomoroto npoekuiii (Unwrap): Blender miarpumye pi3Hi
TUIW TPOEKIH, Taki K UAJTIHAPUYHA, cepruHa abo MilaHapHa, SKi MOXYTh OyTH
e(heKTUBHUMU JjIs1 00’ €KTIB BIANIOBIIHOI (hopMH;

. PenaryBannss UV-octposis: Ilicias ctBopenHst po3roptku UV-ocTpoBu

MOKHa MacmTa0yBaTH, 00epTaTH, IMEpeMilllyBaTH Ta 3MIMBAaTH MK cO00I0 Uis
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onTUMaabHOTrOo BUKOprcTaHHsa UV-npocTopy Ta MiHIMI3alli1 IJIOIT, 1110 3aiiMa€e KOKEH
octpiB. EdpextuBne makyBanus UV-0cTpoBiB J103BOJIsSiE BUKOPUCTOBYBATH TEKCTYPH 3
MaKCHMaJIbHOIO PO3ALIBHOIO 3JaTHICTIO 0€3 BTPaTH SIKOCTI.

[Ticns 3aBepuieHHst UV-po3ropTku Ta HaHECEHHS! TEKCTYp (200 MiITOTOBKH 10
I[BOTO €Tamy), MOJIEJIb TOTY€ETHCS 10 EKCIOPTY B (opMaT, KU € ONTUMATbHUM JJIs
imnopty B Unreal Engine 5. SIk Bxxe 3rajmyBanocst paHiiie, HaliOIbIII MOIMIMPEHUM Ta
pexomenoBanuM popmatom € FBX (Filmbox). Lle#t dopmar nmiarpumye nepegaqy He
TUIBKA TEOMETPUYHUX JaHuX Mofeni, ane u indopmamii mpo UV-posroptky,
Marepiajid, TeKCTypHI KOOPJAWHATH, HOpMaJli, TAHTC€HCHU, a TaKOX aHIMAIlilo (SIKIIO
BOHA MIPUCYTHS).

[Tpu excropti monem y ¢opmati FBX mis Unreal Engine 5 (UES) BaximBo
BpPaxOBYBATH KiJIbKa KIIFOUOBHUX HAJIAIITYBaHb:

. Macirab (Scale): Ilepekonaiitecs, 1o MacimTad eKCIOPTOBAHOI MOJIENI
BiAnoBigae cpitoBuM oauHuisiM Unreal Engine 5 (3a3Buuaii, 1 oaununs B Blender
BianoBinae 1 cantumerpy B UES). HempaBunbHuii macimirad MoXe MPU3BECTH 0
po0seM 3 po3mipamMu 00’ €KTIB y CIIEHI, KOMI31AMH Ta (P13UKOIO;

. Opienramisi oceit (Forward and Up): Pizui 3D-maketm MOXYTh
BUKOPUCTOBYBATH Pi3HI cCUCTEMH KoopAuHat. 3azsuuaid, UES BUKopucTOBYE Bich Z SIK
BepTukaibHy Bick (Up) Ta Bick X sik Hanpsimok Brepes (Forward). Ilpu excnopTi 3
Blender HeoOXigHO mepekoHATHCS, IO Il HAJIAINITYBAaHHS BIJIOBIIAIOTH BHUMOTaM
UES, mo0 yHUKHYTH Tpo0sIeM 3 00epTaHHSAM Ta OPIEHTALIIEI MOJEII TICIs IMIIOPTY;

. 3actocyBanns MopaudikatopiB (Apply Modifiers): Ilepen excmopTom
PEKOMEHTy€ThCSI 3aCTOCYBATH OUIBINICTh HEAHIMAIIHHUX MOAU(IKATOPIB (HATTPUKIIA,
Mirror, Array, Subdivision Surface) qo reomerpii Mojeni, o0 €KCIOPTYBATH BXKE
(biHamBHY MOJITOHANBHY CITKY;

. Excnopr wmarepianiB Ta tekctyp: Popmar FBX wmoxe Bkimodaru
iH(dopmarito npo 0azoBi marepianu, npusHadeHi B Blender. Onnak namst Ouibii
CKJIaJHUX MarepianiB, ski OyAyTh CTBoproBaTHcs B cucteMi MmatepianiB Unreal
Engine 5, mMoxe 3HamOOWTHCS EKCIIOPTYyBAaTH Jiiie Oa30Bi CIOTH MarepiaiiB Ta

OKpeMmo TepeaaBaTu Ghanam TEKCTyp;
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. Excnopt animarii (skmo €): Ilpu HasgBHOCTI aHiMalii HEOOXiTHO

MepEeKOHATHCS, 10 BIJIMOBIIHI HAJAIITYBaHHS €KCIIOPTY aHIMAIlIMHUX TaHUX (KICTSK,
KJTIOYOBI1 Ka/Ip1) YBIMKHEHI.

Perenpae BukonanHs UV-po3ropTku Ta MpaBuiibHI HATAIITYBAHHS €KCIIOPTY €

KPUTUYHO BAXKJIMBUMH IS 3a0e3medueHHsl Tiankoi iHterparii 3D-monmenedt y

cepenosuie Unreal Engine 5 Ta 3amo0iranHs BUHUKHEHHIO TTPOOJIEM Ha HACTYIMHUX

eTanax po3poOKH.

1.3. OcnoBu podotu 3 GAEA. I'enepauis nanamadris y GAEA

Gaea sBiigse CcO0O0I0 TMOTYXHE CEpPElOBULIE [UIsl MPOLEAYpPHOi TIeHeparii
peaNiCTUYHUX JaHAmadTiB, Mo O0a3yeTbcss Ha IHTYITUBHO 3pO3YMUIINA BY3JIOBIM
cUCTeMi. 3aMiCTh MPSIMOTO MOJEIIOBAHHS pelbedy, KOpHCTyBau Oyaye rpadik
3’€THAaHUX MK COOOI0 BY3J1B, KOXKEH 3 SIKMX BIAMOBIJA€ 3a TMEBHY OIEpaIil0 HaJ
JaHAmaToOM — BiJ reHepaiii 0a30BUX (OpM 0 3aCTOCYBAHHS CKJIAIHUX €(EKTIB
epo3ii Ta ocaKEHHS.

OcHoBHUI1 poOounii mnpocTip (Gaea CKIATAETHCS 3 KIUIBKOX KIHOYOBHUX
CJIEMEHTIB. Y ILIEHTPl PO3TaIlllOBYEThCS BIKHO TMoNepenHboro nepersiay (Viewport),
AKe B peajJIbHOMY 4Yaci BiIoOpakae pe3ysbTar poooTH By3/10BOro rpadika. TyT MoxHa

BI3yaJIbHO OLIIHIOBATH 3M1HH, 110 BHOCATHCSA HA KOKHOMY €TaIll reHepanii Janamagry.

Puc. 1.1. ITpuknan 3reHepoBaHoro penbedy y GAEA
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[IpaBopyu 3HaxoauThcsi maHenb By3diB (Node Graph). Ile cepue Gaea, ne
B110yBa€eThCs MOOYA0BA JIOT1KM I'eHepallli JanAmad Ty HUITX0M J0AaBaHHs, 3’ € THAHHS
Ta HAJIAITYBaHHS Pi3HUX BY3JiB. KoXeH By30J mpencTaBieHnid 6JJOKOM 3 BX1THUMH
Ta BHXIJTHAMH IOPTaMHM, IO JO3BOJIIE ITOCTIJIOBHO 3aCTOCOBYBATH 10 JIaHIIIA(TY

pi3HI omeparti.

Puc. 1.2. Ilpuknan mpoctoro By3ja0BOro rpadika

JliBopyu posmimiena 6i6mioTexa By3iniB (Node Library), mo MicTUTh BETUKUIN
Hallp TOMNEpeIHbO PO3POOJICHUX BY3JIIB, 3rPYNOBaHUX 3a (YHKI[IOHAJILHUM
npu3HadeHHsM. J[J11 gogaBaHHs By3na A0 Tpadika JOCTaTHBO MEPETATHYTH HWOTO 3
010J110TeKH y BIAMOBIAHY 00J1aCTh.

[Ipu BuOOP1 eBHOTO By37a B rpadiky, y BEpXHIi 4aCTHHI €KpaHa ado B OKpeMii
MaHesl MOXYTh BiJIOOpaXkaTUCs MOro mapamMeTpu Ta HajamTyBanHs. KoxxeH By3011 Mae
CBId HaOlp YHIKaJbHUX IMApPaMETPIB, 11O JI03BOJSAIOTH TOYHO KOHTPOJIOBATH HOTO
BIUIUB Ha JaHamadt (puc. 1.3.).

st excriopty rotooro ganamadty B Unreal Engine 5 BUKOPHUCTOBY€ETHCS
cnemiaabHuil By301 «Unrealy, HamamTyBaHHS SIKOTO Bi10OpakeHO Ha pucyHKy 1.4.
[le#t By30s 03BOJIsIE HANMAMTYBATH (OpMAT BUXITHUX JAaHUX (HAMPUKIIAJ, BUCOTHA
kapta y ¢popmari PNG), 6iToBy TnubuHy Ta 1HIIN MapaMeTpH, BaXJIUBI 1)1 KOPEKTHOT

1HTEerpauii B pyIii.



Puc. 1.3. [Ipukian HajamTyBanb By3ia «Mountainy

Puc. 1.4. HanamrryBanus By3na «Unreal»
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1.4. CTBopenHst nmpoueaypHoro Janamadry B Gaea

CrtBopenHs mpoueaypHoro Jdanamadty B Gaea — e CKJIaHUHN, ajue BOJHOYAC
THYYKHM TIpoliec, IO JO03BOJISIE PO3POOHUKAM Irop TeHEpyBaTHU HEHMOBIPHO
PI3HOMAaHITHI Ta PeaTiCTHUUHI CBITH. B OCHOBI IILOTO MPOIECY JICKUTH KOMOIHYBaHHS
Ta HAJIAIITYBAaHHA PI3HUX BY3JIIB Y Bi3yalbHOMY PEIaKTOpI1, A€ KOXKEH By30J BUKOHYE
neBHY QYyHKIIIIO 3 popMyBaHHS peabedy.

[TepmmM KpoKOM YacTo € BW3HAYCHHsS 0a3oBoi (opmu manmmadty. Byson
«Mountainy € ogHMM 3 KJIIOYOBHMX IHCTPYMCHTIB Ha I[bOMY eTami. BiH 103BoJis€
CTBOPIOBATH PI3HOMAHITHI TIPChKI MAaCHBH, BiJl TOCTPUX AQJIbIMHCHKUX BEPIIUH JI0
nojiorux crapux rip. I[lapamerpm MacmralOy («Scale») ta Bucotm («Heighty)
BU3HAYAIOTh 3arajibHI PO3MIpUM Ta BEPTUKAIbHY MPOTSHKHICTH Tip. Pi3HiI mpecetu
(«Basic», «Eroded», «Old», «Alpine», «Strata»y) nponoHyIOTh MONEPEIHBO
HaJallTOBaHI CTHWI, $IKI MO>XHAa BHUKOPHUCTOBYBATH SIK BIJANpPaBHY TOYKY a0o
KOMOIHYyBaTH MK c000r0. Tako BaXJIMBHM € mapameTp «Seedy», skuil reHepye
BUIIAJIKOBY Bapialito (QopMU MpU KOKHOMY 3MIHEHHI, HIO0 J03BOJIAE€ IIBHJIKO
OTPUMYBATH PI3HI PE3YIbTATH.

JUist nogaHHs AeTanizalli Ta BaplaTUBHOCTI 10 0a30BO1 (OpMH 3aCTOCOBYIOTh
By3JIM IIyMy, Taki sk «Perlin Noisey, mapamerpu sKoro mokasaHo Ha pucyHky 1.5.

Bysnu mymy HEHWMOBIpHO YHIBEpCalibHI Ta BHKOPHUCTOBYIOTHCS B 0aratbox
acnekrtax Blender:

. [Tpouenypni tekctypu: CTBOpeHHs TeKcTyp mMoBHicTIO B Blender 6e3
HEOOXI1THOCT1 y 30BHINIHIX (aiinax 300paxkeHb. [le eKOHOMUTH mam'sTh 1 JO3BOJISIE
JIOCSITTU HECKIHYEHHO1 PO3/1IbHO1 31aTHOCTI;

. 3mimenns  (Displacement):  JlomaBanHs — AeTaneil  MOBEpXHI  Ta
HEPIBHOCTEH 00'eKTaM MIJISIXOM MIIKIIOUYeHHS BUXOAY IyMy 70 By3ia Displacement y
BUBO/I1 MaTepiaiy;

. Bapiamii xonbopy: KepyBanus rpagieHTamMu KOJIb0opy ab0 3MilIyBaHHS
KOJIbOPIB JIJISl CTBOPEHHSI TOHKUX a00 JpaMaTUYHHUX 3MiH KOJIbOPY Ha MOBEPXHI;

. Macku: ['eHepyBaHHS MAacOK Jisi 3MIIIyBaHHS PI3HUX TEKCTyp abo



16
e(heKTIB;

. O6'emui edextu (Volumetrics): CTBOpEeHHS pealiCTUUHUX XMap, UMY
abo TymaHy B 00'emax;

. AmHimariisi: AHIMYBaHHS IMapaMeTpiB IMyMmy (Takux sk macmrad ado
pO3TalyBaHHsI) /I CTBOPEHHS Bi3epYHKIB, III0 PO3BUBAIOTHCS a00 pyXaloThCs;

. Bysmu reometpii (Geometry Nodes): ¥ By3max reomerpii ImIyMm Moke
BUKOPHUCTOBYBATHUCS IS AehopMaliii CITOK, pO3CiIOBaHHS €K3EMILISPIB a00 KEpyBaHHS
pi3HUMU edeKTaMu MPOIEAYPHOTO MOJICTIOBAHHSI.

Kombinyroun Ta MaHINyJIIOIOYM PI3HUMHU BYy3JaMU IIyMy, a TaKOX IHIIMMH
By3JlaMHU, TAKUMH SIK KOJILOPOBI paMIld, MaTEMaTHU4HI BY3JIM Ta BY3JIM 3MIIIyBaHHS
RGB, Bu MoOeTe CTBOPIOBATH HECKIHUYEHHY KIIBKICTh CKJIAQJHHUX 1 peaiCTUYHUX

MatepianiB Ta epekri y Blender.

Puc. 1.5. [lapametpu mymy «Perlin Noise»
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Hanamrosyroun tun mymy (FBM, Ridged, Billowy), fioro macirad, KiibKiCTh

OKTaB Ta KOe(DIIliE€HT MiICUJICHHs, MOJKHA CTBOPIOBATH CKJIaJIHI MATEPHU HEPIBHOCTEH

Ha noBepxHi JanamadpTy. KomOiHytoun KijbKa By3IiB IIyMYy 3 PI3HUMU MapaMeTpaMu

Ta 3aCTOCOBYIOUH iX Wepe3 omnepallii 101aBaHHs, MHOKCHHs a00 MacKyBaHHsI, MOJKHA
JOCATTH OLTIBII OPTaHIYHOTO Ta PEaNTiCTUYHOTO BUTIISILY.

[Ticas ¢popmyBaHHs 6a30BOi reoMeTpii Ta JOAAaBaHHS MEPBUHHUX JETalei,

BaYKJIMBHMM €TaIlOM € 3aCTOCYBaHHs e(eKTiB epo3ii: By3on «Erosion2» (puc. 1.6.)

Puc. 1.6. By3on «Erosion2y 3 HanamTyBaHHAMU
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Lle#t By30:1 CUMYJITIO€ BIUTMB MPUPOIHUX MPOIECIB, TAKUX SIK BUBITPIOBAHHS Ta
BOJHMH IMOTIK, HA Tipchki mopoau. HanamryBanHs TpuBaiocTi eposii («Durationy),
iHTeHCUBHOCTI pyliHyBaHHs («Downcutting») Ta macmtady eposii («Erosion Scaley)
JTIO3BOJIIE CTBOPIOBATH PEATICTUYHI JIOJWHU, KAaHBMOHM, OCHIM Ta 1HIIN epo3iiHi
dopmu. Pozmin «Sediment Discharge» mo3Bosisie HanmamTyBaTH IEPEHECEHHS Ta
BIJIKJIAJICHHS OCAJOBUX TIOPIT, IO JOAAE€ PEAICTUYHOCTI PIYKOBHM JOJWHAM Ta
HU3MHaM. EXCIIepMEHTYI0UH 3 IUMHU ITapaMeTpaMu, MOKHA CTBOPIOBATH SIK TIIMOOKI
KaHbHOHH, TaK 1 OJIOTH €POJAOBAHI CXHIIH.
Jlis TOYHOTO KOHTpONMt0 Haa ¢opMoro JaHamadTy Ha TEBHUX eTarnax

BHUKOPHCTOBYIOTHCSI BY3JIH, 10 MOJAU(IKYIOTh BUCOTY: By3oi «Heighty.

Puc. 1.7. Tlapametrpu By3na «Height»

Ile mo3Boisisie IHIAHO TEPEPO3MOAUIATH BHUCOTH B 3aJaHOMY Jlana3oHi
(«Range»). ITapametp «Falloffy Bu3Hauae, HackibKK MIIaBHO OY/E 3aCTOCOBYBATHCS
1[e TMepeTBOpeHHs. Taki By3JdM KOPUCHI JJIi BHUPIBHIOBAHHS TEBHUX JUISHOK,
CTBOPEHHSI IJ1aTO a00 MiAKPECICHHS] BACOTHUX KOHTPACTIB.

Kpim ocHoBHUX By31iB (opmyBaHHs penbedy, Gaea mnpornoHye O0e3niy
JOTATKOBUX 1HCTPYMEHTIB JJII MAacKyBaHHS, (IIbTpailii, CTBOPEHHS TEKCTYPHHUX

MacOK Ha OCHOBI BUCOTH, KyTa Haxui1y abo 1HIUX KpuTepiiB. LI Macku MOXyTh OyTH
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BUKOPHUCTAH1 i1 BHOIPKOBOTO 3aCTOCYBaHHsSI €(eKTiB epo3ii, IIymiB abo s
BHU3HAYECHHS 30H PO3MOBCIO/KEHHS p13HUX THUIIB pocanHHOCTI B Unreal Engine 5.
[Tponiec crBopenus manamadty B Gaea pinko OyBae miHIAHUM. Po3poOHHMKM
4acTO TIOBEPTAIOThCSA JO TOMEPEAHIX BY3/IiB, 3MIHIOIOTh IXHI MapaMeTpu Ta
CIIOCTEPIraloTh 3a Pe3yJIbTaTOM Yy BiKHI IOMEPEAHbOTO neperasay. Ll iTepaTuBHiCTh
€ KJIFOUOBOIO JIJISl IOCSTHEHHS 0a)KaHOTO BUTJISAY JIaHAIIadTYy.
Ha 3aBepienns, ans niaroroBku danamadrty no excropty B Unreal Engine 5

BUKOPUCTOBYETHCS By30:1 «Unrealy.

Puc. 1.8. HanamrryBanus By3na «Unrealy

Tyt obupaerbess hopMaT BUXiTHOI BUCOTHOT KapTH (Haituactimme RAW 16-bit
a60 PNG), Bu3HauyaeThCs i1 pO3MIPHICTD Ta 1HIII TApaMETPH, 1110 BIUIMBAIOTh HA SIKICTh
Ta crnocid iIMOOPTy B pyuIiid. BaxxyiMBo NpaBMiIbHO HAJNAIITYBATH 111 TapaMeTpH, 11100

YHUKHYTHU IIpo0iieM 31 MacmTabom Ta Bucotoro Janamadty B Unreal Engine 5.
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1.5. Excniopt BucoTHOI kapTu Ta inTerpauis B Unreal Engine 5

3aBepmanbHUM eTtarnoM pobotu 3 janmmadgTom y Gaea € HOro eKCropT Ta
MIArOTOBKA 0 1HTerpaiii B irpoBuii pymriii Unreal Engine 5. OCHOBHUM BHXIJTHUM
JTaHUM, HeoOX1mHUM 1 cTBopeHHs nauamadTy B UES, € BucoTHa kapra (heightmap).
Bona sBnsie coboro ogHOKaHalbHE PHCYHOK y Tpajamisix ciporo KoJbopy, e
IHTEHCUBHICTh KOXHOTO IIKCEJs KOJY€ BHCOTY BIATMOBITHOI TOYKM HAa MICIIEBOCTI.
Po3ninpHa 31aTHICTH BUCOTHOI KapTH Oe3MocepeqHhO BIUIMBAE HA JIETAi3aIlii0 Ta
po3mip JnaHamadTy B irpoBOMY CBITI.

Gaea Haja€ THYYKI MOXJIMBOCTI JIJISi HAJAIITYBAaHHS IAapaMETPiB EKCIOPTY
BUCOTHOI KapTu. Y By3mi «Unrealy, HanmamryBaHHs SKOTO MU Oauniin Ha pucyHKy 1.8.

KopuctyBau moxe oOpatu dhopmar daitiny (peKOMEHIYETHCS BUKOPUCTOBYBATH
RAW 16-bit a6o PNG st 36epekeHHs MaKCHMajbHOI TOYHOCTI BHCOT), BKa3aTH
PO3MIPHICTh KapTH (sIKka MTOBMHHA BiANOBIAaTH OakaHOMY po3mipy Teppeitny B UES)
Ta 3aJaTH 1HIII TapameTpu. Baxkmuo 3BepHyTH yBary Ha ommito «Unreal Friendly
Naming», ska J03BOJII€E aBTOMATHYHO T'eHEpyBaTH IiMeHa ¢aiimiB, CyMmicHI 3
konBeHIisiMu Unreal Engine.

Kpim BucoTHOi kapTu, Gaea 103BoJI€ €KCIIOPTYBATH i 1HILI KOPUCHI AaHi, SKi
MOXXYTh 3HAQ4HO MOKPAIIMTH BUIIIS Ta (PyHKIIOHAIBHICTH Janamadpty B Unreal
Engine 5. Jlo Takux JaHUX HajleXKaTh:

Kaptu nopmaneit (Normal Maps): Ili kaptu MIcTSITh 1HpOpPMAIIO PO
OpIEHTAIIIO TIOBEPXHI B KOXKHIN TOUIII, 1[0 TO3BOJISIE€ 3HAYHO MOKPAITUTH JACTAI3AI[I0
OCBITJICHHsI 0€3 301IBIIICHHSI MOJITOHAIBLHOT CITKH.

Kaptu posrtikanus Bomu (Flow Maps): BigoOpaxkaroTh HampsiMOK Ta
IHTGHCUBHICTh BOJHHX IIOTOKIB Ha IIOBEpXHI JaHAmadry, IO MOXe OyTH
BUKOPHUCTAHO JJIs CTBOPEHHS peajliCTUYHUX MaTepiajiB pidoK Ta 03ep.

Kaptu ocaniB (Sediment Maps): [Toka3zytoTh 00J1acTi HAKOIMMYECHHS OCaIOBUX

HopiJ, 0 MOXKe OyTH BUKOPHUCTAHO JIJIs Bizyauli3allil IpyHTY a0o MiCKy B HU3HHAX.
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Macku (Masks): I'eHepyloTbCsS Ha OCHOBI PI3HUX KpHUTEPIiB (BHUCOTA, KYT
Haxujiay, €po3is TOIIO) Ta JO03BOJSIOTh BUIUIATH TEBHI THUIM MICIEBOCTI IS

3aCTOCYBaHHS PI3HUX MaTepiamiB ab0 Po3MIIIeHHS 00’ €KTIB.

Puc. 1.9. Bigyanizaiiisi Mackul BUCOT JaHAIIA(TY (BIATIHKH CipOro)

Jist  iHTerpamii ekcroproBaHoi BucoTHOI kaptu B Unreal Engine 5
BUKOPUCTOBY€EThCsSI 1HCTpyMeHT Landscape. [Ipu cTBOopeHHI HOBOro jaHmmadTy B
penaktopt UES kopucTyBadyeBi MPOMOHYETHCS KUIbKa CHOCOOIB HOTrO CTBOPEHHS,
BKJIFOYAIOYH IMITOPT 3 (haiisry BUCOTHOT KapTu. [1i7 yac iMmmopTy HeoOX1HO TPaBUIIHLHO
HaJIAIITyBaTH TaKi mapaMeTpH, sK:

. Overall Resolution: Bu3Hauae 3araiabHy po3AUIbHY 34aTHICTh TEPPEITHY.
e 3HaueHHS MOBUHHO BIAMOBIIATH PO3MIpY €KCIIOPTOBAHOI BUCOTHOT KapTH;

. Section Size ta Sections Per Component: L{i napameTrpu BIIMBaIOTh HA
piBeHb JeTaimi3allii Ta KUIbKICTh KOMIIOHCHTIB, Ha SKI PO30MBAETHCS JaHAIMIAQT.
[TpaBunbHUI BUOIp IIMX 3HAYEHD BIUIUBAE HA MIPOYKTUBHICTH PEHICPUHTY;

. Heightmap Import Settings: Tyt Bka3zyeTbes nuisx jao (aiiry BUCOTHOT
KapTH, a TaK0X HAJAMTOBYIOThCS MHOXHUKM BHCOTH Ta IHII TapameTpu, 10
BU3HAYAIOTh BEPTUKAIBHUN MaciiTad JaHamadTy B CLEHI.

[Ticns yemimHoro iMnopty BucoTHoi kaptu B Unreal Engine 5 Oyne ctBopeHo
o0’exT nmanmmadTy, KU BimoOpaxkae 3reHepoBanuii y Gaea penbed. Ha HacTymanx

eTamax po3poOKH A0 LBOT0o JaHamapTy MOKHA 3aCTOCOBYBAaTH PI3HOMAHITHI
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Marepiaiu 3 BUKopuctaHHsM miapiB ¢apoyBanus (Landscape Layers), po3MiinyBatu
POCIUHHICTH Ta 1HIII 3D-00’€KTH, HATAIITOBYBATH OCBITJICHHS Ta aTMOc(hepHi epexTu
JUTsI CTBOPEHHS TTIOBHOIIHHOTO IrPOBOT0O cepeoBuIa. Jlo1aTkoBi KapTH, EKCIIOPTOBaHI
3 Gaea (kapTu HOpMaJiel, po3TiKaHHs BOJU, MAaCKHU TOIIIO), MOKYTh OYTH BUKOPUCTaHI1
IpU CTBOPEHHI CKIAAHHMX JaHamagTHuX MmatepianiB y Material Editor UES ans

JOCATHEHHS OUTBII PeaiicCTUYHOTO Ta J€TaTi30BaHOTO BUTJISITY MIOBEPXHI.
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PO3A1JI 2. IHTET'PALIA 3D-KOHTEHTY B UNREAL ENGINE §

2.1. ImnopT mMojeJiell Ta TeKCTYp y pyLuiii

[aTerparis crBopenux y Blender TpuBUMIpHUX MOJCNIEH Ta MATOTOBICHUX JJISI
HUX TeKCTyp B cepenosuine Unreal Engine 5 € ogHuM 3 KIIOYOBUX €TamiB po3pOOKU
irpoBoro KoHTeHTY. [lpaBunpHuUil Ta epeKTUBHMI IMIOPT 3a0e3medye KOPEKTHE
B1IOOpaXKEHHS aceTiB y Ipl Ta ONTUMI3ye poOOUHii Mpoliec.

[Ipouec imnopty moneneit o Unreal Engine 5 3a3Buuaii 311HCHIOETBCS uepe3
Content Browser. Lle ocHOBHE BIKHO JIJIsl KEpYBaHHS aceTaMu B MPO€EKTI. JJis iMropTy
MOjIeJIl HeOOX1THO HATUCHYTH KHOTIKY «lmport» y BepxHiit yactuHi Content Browser
ab0 CKOpHUCTATHCS KOHTEKCTHUM MEHIO, KIAI[HYBIIM TMPABOI0 KHOMKOK MHIII B
OakaHiii mamiii Ta oopasiu myHKT «Import to...».

VY BikHI IMIIOPTY HEOOX11HO 0Opatu Qaitn moxent y popmari FBX, sxuii mu
excrioptyBaiu 3 Blender. Ilicist BuGopy ¢aiiny Biakpuerses BikHo Import Options, e
MO>KHa HaJIAINTyBaTH mapaMmeTpu iMropty. L{i mapameTpu BapiroloThbCs 3a€KHO Bijl
toro, un Mictuth FBX-daiin ckeneTHy aHiMmarllito, CTaTUYHY F€OMETpPil0, MaTepiaiu
TOILLO.

Jns cratmunux wmoxaeneit (Static Meshes), Takux sgx OymiBii, €JIeMEHTH
OTOYEHHSI, Me0JI1, BaKJIMBUMU € HACTYITHI HAJIAIITyBaHHS:

Build Nanite: fkmo mro ommiro yBiMmkHeno, Unreal Engine 5 aBromaTuumno
KOHBEPTYE iMIopToBaHy reomerpito B ¢opmar Nanite. Nanite — me peosroriiiHa
TEXHOJIOTisI ~ BIPTyali30BaHOI  MIKpPOIOJITOHAJIILHOI T€OMeTpii, sKa J03BOJISIE
BiIoOpakaTl MOl 3 HaJ3BUYAWHO BHCOKOK JCTaji3aIli€l0o MpH MIHIMaJIbHOMY
BIUIMBI HAa MPOJYKTUBHICTb. PEKOMEHIyeThCS BMHMKATHU 1[I0 OMIIK0 I OUIBIIOCTI
CTaTUYHHUX 00’ €KTIB 3 BUCOKOIO MOJITOHAIBHICTIO.

Generate Lightmap UVSs: SIkio s Mozeni miiaHy€eThes 3amiKaHHsS OCBITICHHS,
HEOOX1THO YBIMKHYTH 1[I0 OIILIIO JIJI1 aBTOMATUYHOI reHepariii apyroro Habopy UV-
KOOPJIMHAT, SIKI BUKOPUCTOBYBATUMYTHCS I JalTMarn. 3a3BUYail PEKOMEHY€EThCS
CTBOpIOBaTH BiacHi, ontumizoBani UV g naditman y Blender mnst kpamoro

KOHTPOJIIO HaJl AKICTIO 3aITliKaHHS.
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Import Materials: Lls omiiss Bu3Hauae, yn OyJayTh IMIIOPTOBaHI MaTepiaiw,
npusHadeHi mojeni B Blender. 3a3Buyait peKoMeHAy€e€ThCSI BUMKHYTH 1IO OIIIIIO Ta
cTBoproBatu Martepianin Oesmocepenubo B Unreal Engine 5, ockimbku cucrema
matepianiB UES € HabaraTto moTyXHiow Ta raydkimor. OgHak, iMoopt 0a30BHUX
CJIOTIB MaTepiajiB MOKe OyTH KOPUCHUM JJISl Opl€HTAII]].

Import Textures: fxmo y FBX-daitni € BOymoBaHi TeKCTypu, LS OIS
JIO3BOJIUTH iX IMIOPTYBaTH. 3a3BUYail Kpalie IMIOPTYBaTH TEKCTYPU OKpPEMO, 1100
MaTH O1IbIlIe KOHTPOJIO HAJl IXHIMH HaJallITyBaHHIMH.

Collision: Unreal Engine 5 Mo)ke aBTOMaTW4yHO T'e€HEpyBaTU MPOCTI (HOpMHU
KOJI131H JIJIs1 IMITOPTOBAHUX MOJIeJIel Ha OCHOBI IXHBO1 reoMeTpii. J{Jis 611bI CKITaIHUX
KOJI1311 PEKOMEHIYEThCSI CTBOPIOBATH BJIacH1 KoJii3iiiHi Merri B Blender.

st ckenetnux mozenei (Skeletal Meshes), Takux sik mepconaki abo aHiMoBaHi1
00’€KTH, ICHYIOTh I0JaTKOBI BAJKJIMBI HAJAIITYBaHHS, [TOB’sA3aH1 3 IMIIOPTOM CKEJIETa,
aHiMarlii Ta ()13MYHUX aCeTIB.

Imnopt Tekctyp mo Unreal Engine 5 takox 3maificHioeThes depe3 Content
Browser 3a gonomororo kHonku «lmporty ado konrekcrnoro mexto. Unreal Engine 5
HIATPUMYE IHUPOKUNA crieKTp dopmatiB 300paxeHs, BkiIodaroun PNG, JPG, TGA,
EXR ra ixun. Ilicns Bubopy ¢aiiny TeKcTypu BiiKpuBaeThcs BikHO Texture Import
Settings, 1e MOXHa HaJIAIITYBaTH TaKl apaMeTpH, K:

Texture Group: Busnawyae kateropito Tekctypu (Hanpukian, World, Ul,
Character), mo Mosxe BIUTMBATH Ha 11 ONTHMI3AIliF0 Ta BUKOPUCTAHHSI.

Compression Settings: [lo3Bojsie oOpath MeTO KOMIIpECii TEKCTypH Jis
3MEHIIICHHS 11 po3Mipy B mam’sTi. PeKOMEHIyeThCSl BUKOPUCTOBYBATH cTUCHEeHHS BC
(Block Compression) st OUTBIIOCTI TEKCTYP.

SRGB: Busnauae, un € TekcTypa y KoiibopoBoMmy mpoctopi SRGB. [lns
konpopoBux Tekctyp (base color, albedo) mro ommiro cmig BMHKaTH, a IS HE
kosbpopoBux (normal, roughness, metallic) — Bumukaru.

Mip Gen Settings: HamamryBands reHepaiiii Min-piBHIiB (TIONEPEIHBO
B11(p1IbTPOBAHUX BEPCiil TEKCTYpH JUIsl BiJoOpakeHHs Ha BifcTaH1). PexkomenayeThcs

BUKOPUCTOBYBATH CTaHAAPTHI HAJAIITYBAHHS JJIsl OLTBIIIOCTI TEKCTYP.
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[Ticyst iMmopTy MoJielli Ta TEKCTYP, HACTYITHUM KPOKOM € CTBOPEHHSI MaTepialliB
B Material Editor Unreal Engine 5 Ta ixHe npu3HaYeHHs IMIOPTOBAHUM MOICIISIM.
Cucrema MarepianiB UES € Haa3BUYaiiHO THYYKOIO 1 TO3BOJIIE CTBOPIOBATU CKJIa/IHI
mieiiep 3 BUKOPHCTAHHSM pPI3HOMAHITHHX HOJIB Ta MaTEMaTHYHUX OIEpaIlii.
TexcTypu BUKOPUCTOBYIOTHCS SIK BX1JIHI JIaH1 JIJIs IUX MaTepiajiB, BU3HAUYAIOUHU KOJIp,
MOBEPXHEB1 BIACTUBOCTI, PEAKIIII0 HA OCBITJICHHS Ta 1HIII Bi3yalbHI XapaKTEPUCTUKU
00’ €KTIB.
[IpaBuibHEe HaNaTYBaHHA MapaMeTpiB IMIOPTY Ta CTBOPEHHS SKICHHX
MaTepiaiiB € 3amopykorw Toro, mo Baimi 3D-moxem Oynyts Burisgata B Unreal
Engine 5 Tak, sk Bu 3aaymanu, 1 nIpu LIpOMY HE OyAyTh HEraTHBHO BIUIMBAaTH Ha

IPOJYKTUBHICTb IPH.

2.2. HanamryBaHHs MaTepiajiB Ta OCBiT/IeHHS

[Ticna ycmimuoro iMnopty 3D-moneneit ta tekcryp no Unreal Engine 5
HACTYITHUM BaXJIMBUM KPOKOM € CTBOPEHHS Ta HAJNAIITyBaHHSA MaTepiaiiB, a TAKOX
BCTAHOBJICHHS MPaBUJIBHOTO OCBITJIICHHA ClieHU. LI 1Ba acmekTu € KIIOYOBUMH AJIS
BU3HAYECHHS OCTATOYHOTO BI3YaJbHOTO BUIJISAY O0’€KTIB Ta 3arajlibHOi aTMocdepu
IrPOBOTO CEPEIOBHUILIA.

HanamryBanns martepianiB B Unreal Engine 5 3A1iCHIOETECS B MOTY>KHOMY
penakTopi matepiamis (Material Editor). JIjis cTBOpeHHSI HOBOTO MaTepially He0OX1THO
B Content Browser KJIalHyTH MpaBor KHOTKOIO MuIlri, oOpatu myHKT «Materialy Ta
3aJlaTi MOMy Ha3By. BiIKpHBIIM pelakTop MaTepiajiB, KOPUCTyBa4 OTPUMYE JOCTYII
1o rpadivyHoro iHTEepdency, 1e MOXKe CTBOPIOBATH CKJIAIHI IIeHaAepH, KOMOIHYIOUH
pi3H1 HOM (BY3JIH).

OCHOBHI TUTIH HOJIIB, SIKI BAKOPUCTOBYIOTHCS MPU CTBOPEHHI MaTepialiB, - I1e:

. Texture Sample: [{ns Bukopuctanus immnoproBanux Tekctyp (Base Color,
Normal, Roughness, Metallic Tomio);

. Material Expression: Pi3HomaniTHi MaTtematmuHi omepaiii (Add,
Multiply, Lerp), koucranTtu (Constant, Vector Parameter), ¢pynkiii (Power, Sine) Ta

1HIIT HOZU TSI OOpOOKH TEKCTYpP Ta CTBOPEHHS CKIIATHUX €(EKTIB,;
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. Material Attributes: OcHoBHI aTpuOyTH mMatepiany, Taki sik Base Color,

Normal, Metallic, Roughness, Emissive Color, Opacity Ta iH1Ii, SIKi BA3Ha4alOTh HOTO
Bi3yaJbHi BIaCTUBOCTI.

[Iporiec cTBOpeHHS Marepiany 3a3BHuYail BKJIIOYAE TiAKIIOYCHHS BUXO/IIB

TEKCTYpHHUX CEMILTIB Ta 1HIIMX HO/IB J0 BIAMOBITHUX BXOAIB HOo/a Material Attributes.

Hampuknan, Buxia Tekctypu Base Color migkimtouaetses 1o Bxoay Base Color, Buxin

tekcTypu Normal Map — 1o Bxoay Normal, 1 Tak gasi.

Unreal Engine 5 npomnoHye 1Ba OCHOBHUX PEKUMU PEHJIEPUHTY, SIKI BILTUBAIOTh
Ha CTBOPEHHSI MaTepialliB Ta OCBITICHHS:

. Lumen: Ile cmcrema AWHAMIYHOTO TJIOOQIBLHOTO OCBITJICHHS, SKa
3a0e3neyye peaniCTUYHE OCBITIEHHS CKJIAJHMUX CLEH 3 JWHAMIYHUMH JDKEepernaMu
cBITJIa Ta reomeTpieto. [Ipu Bukoprcranni Lumen maTtepianu noBuHHI OyTH (H13UUHO
kopektHuMu (PBR - Physically Based Rendering), ToOTO iXHiI BIacTHUBOCTI
(Roughness, Metallic) moBuHHI BimoOpa)kaTh peajibHI (I3UYHI XapaKTEPUCTUKU
MIOBEPXOHB;

. Legacy Ray Tracing: Unreal Engine 5 Takox miaTpuMye TpacyBaHHS
MPOMEHIB JJI OB TOYHOTO PO3PAaXyHKY OCBITJIEHHS, TIHEW Ta Biaj3epkaneHb. [Ipu
BUKOPUCTaHHI TPACYBAaHHS MPOMEHIB BUMOTH 10 (DI3UYHOI KOPEKTHOCTI MaTepiajiB
TaKOX € BUCOKHUMH.

HanamryBanns ocBitinenHs B Unreal Engine 5 € He MeHIII BaKJTMBUM aCIIEKTOM.

IcHye KkisbKa TUMIB JHKEpeT CBITIA:

. Directional Light: ImiTye coHsiuHE CBITJIO, Ma€ HaMpsSMOK, aje HE Mae
TTOJIOKECHHS

. Point Light: BunpomiHioe cBITJIO y BC1 CTOPOHH 3 OJIHI€T TOUKH;

. Spot Light: CripsimoBaHe JKepelio CBITJIa 3 KOHYCOM OCBITJICHHS,

. Rect Light: Ilmocke mkepeno cBiTia, MO0 IMITye BikHA ab0O CBITJIOBI
[MaHeN!;

. Sky Light: 3anoBHI0€ CiieHy pO3CiSIHUM CBITJIOM HeOa.

JUIst  MOCSATHEHHS PEAJTICTUYHOTO OCBITJICHHS YacTO BHKOPUCTOBYETHCS
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KOMOIHAIllA pPI3HUX THUINB JDKEpesl CBiTIa. BaxiuBuMu mapaMeTpamMu KO>KHOTO
JIKepera CBITJIa € HOTro IHTEHCUBHICTD, KOJIIP, paaiyc (JJ1s1 TOUKOBUX Ta MPOKEKTOPHUX
TDKepen), KyT KoHyca (IJ1 MPOXKEKTOPIB), @ TAKOK HAJAIITYBAHHS TiHEH.

[Ipu BuxkopucranHi Lumen rio0anbHe OCBITIEHHS PO3PaXOBYETHCS TUHAMIYHO
Ha OCHOBI TeOMETpii Ta MarepiaiiB cieHH. [ MOKpameHHs SKOCTI OCBITJIEHHS Ta
OpOAYKTUBHOCTI MOxHa BukopuctoByBaTH Global Illumination ta Reflections y
HaJAIITYBAaHHSX MPOEKTY Ta OKPEMUX JHKEpeN CBITIA.

JUis CTaTUYHOTO OCBITIEHHS (SIKE€ HE 3MIHIOETBCA B pealbHOMY daci)
BUKOPHUCTOBYEThCS Tporec 3amikanusa cBitTia (Light Baking). Jlns misoro HeoOxiaHO
npaBuwiIbHO HanmamTyBaTu UV-koopauHaTu Mg JaWTMall Ha MOJENAX, a TaKOX
HanamTyBaTu napamerpu Build Settings y Bikai World Settings. 3aneuene ocBiTICHHs
MOK€ 3HAYHO MIJABUIIMTH SKICTh TIHEH Ta T7100ATbHOTO OCBITICHHS ISl CTATUYHUX
00’€KTIB, ajie HE MAXOANTH JUIST TMHAMIYHUX CIICH.

[IpaBwibHE HaNMaITYBaHHS MaTepialliB, IO BIJOOPaKatOTh (P13UUHI BIACTUBOCTI
MOBEPXOHb, Ta BUKOPUCTAHHS CyYaCHHMX TEXHIK OCBITJIEHHS, Takux sik Lumen a6o
TpacyBaHHSl IMPOMEHIB, € KJIIOYEM JI0 CTBOPEHHS BI3yaJlbHO NPHUBAOIMBUX Ta

peanicTuuHuX irpoBux cBiTiB B Unreal Engine 5.

2.3. OnTuMizauisi KOHTEHTY y pyuuii

OnrTumizariss KOHTEHTY € KPUTUYHO BaXXJIMBUM €TalioM PO3POOKH 1rop,
0CcOo0JIMBO MpU PpoOOTI 3 TAKMUM MOTYXKHUM pyuIieM, ik Unreal Engine 5, 1o n1o3Bossie
CTBOPIOBATH HAJ3BUYAMHO JeTaji30BaHI CIleHH. HeonThMizoBaHMil KOHTEHT MOXKE
MPU3BECTH JI0 3HAYHOT'O 3HWKEHHS MTPOYKTUBHOCTI, HECTAOIHHOT YaCTOTH Ka/IPIB Ta
MOTIPUIEHHS 3arajlbHOTO IrPOBOTro A0CBiAY. OnTUMI3alis BKIOYAE B ceOe psll TEXHIK
Ta MIXO/1B, CIPIMOBAHUX HAa 3MEHIIICHHS HAaBaHTAXXEHHS Ha TIPOLIECOp, BIICOKAPTY
Ta aM’siTh 0€3 3HAUYHO1 BTPaTH Bi3yalbHOI SIKOCTI.

Onmumizayis 3D-moo0eneii (Static Meshes):

. PiBui geram3amii (Level of Detail - LOD): LOD - e Ttexuika, sika
nependayae CTBOPEHHS KUIBKOX BepCld  OJHIET MOZeNl 3 PpI3HUM pPIBHEM

MOJIITOHAJTBHOCTI. BiJbIN TeTanbH1 Bepcii BiT0OpakaroThCsl, KOJIU 00’ €KT 3HAXOUTHCS
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OJIM3bKO 10 KaMepH, a CIPOIeHI Bepcii BUKOPUCTOBYIOThCA Ha Bijcrtani. Unreal
Engine 5 miarpumye aBToMatuuyHy TeHepauito LOD, aine pexomeHayeThcs
CTBOPIOBATH iX BpY4YHY a00 BHKOPHUCTOBYBATH CIICLIali30BaHl 1HCTPYMEHTH Jis
Kpalioro KOHTPOJIIO HaJ SKICTIO Ta CTYIIEHEM CIPOIICHHS;

. Bunanenns HeBuauMux moiiroHiB: [lepexkoHalTecs, MO MOJITOHH, SIKI
HIKOIM HEe OYyIyTh BHAMMI TpaBlEBl (HAMPHUKIA[A, BHYTPIIIHI YaCTHHHU 3aKPUTHX
00’€KTiB), BUJIaJICH1 3 MOJCII,

. O6’eqnannsa apiOHux o00’ektiB (Mesh Merging): Benuka KinbKicTh
IpiOHUX 00’ €KTIB MOXKE MPU3BOJAUTH JI0 3HAYHOTO HABAaHTAKEHHS Ha MPOIIECOp uepes
BEIIUKY KUIBKICTh BUKIUKIB peHaepunry (draw calls). O0’eqHaHHS CTaTUYHUX
00’€KTIB, SIKI PIAKO pyXarOThCs OKPEMO, B OJMH MEIl MOK€ 3HAYHO 3MEHIIUTH
KinpkicTh draw calls;

. Buxopucranns Nanite: i moneneil 3 BHCOKOIO MOJITOHAIBHICTIO
texHoJorist Nanite B Unreal Engine 5 3a0e3neuye eheKTUBHE pEHAEPUHT BEIHYE3HOI
KUIBKOCT1 TOJITOHIB 0€3 3HAYHOTO BIUIMBY Ha MPOJYKTUBHICTh. PexomeHayeThcs
akTuByBaTu Nanite 11 OUIBIIOCTI CTATUYHKUX MEIIIB 3 BUCOKOIO JIETalI3allI€10;

. Crnpomennst koui3ii: CkiaaHi KOJI31HHI Ml MOXKYTh 3HAUYHO BIUTMBATH
Ha MPOAYKTUBHICTH (P13UUHOI CUMYJIsiLIi. BUKOpUCTOBYITE TPOCTI NPUMITUBHI (POPMHU
(6okcwu, cepu, Karcysin) i CTBOPEHHS KOM131# TaMm, A€ 11€ MOKIIUBO, a00 CTBOPIOWTE
CIIPOIIEH] KOMI31HHI MeIlll BPyYHY.

Onmumizayis mekcmyp:

. Posmip Tekctyp: BukopuctoByiiTe TEKCTypu MiHIMaIbHO HEOOX1IHOTO
pO3MIpy JUIsl TOCATHEHHSI OakaHOi Bi3yasIbHOI sKOCTi. Benuki TexcTypu 3aiimMaroTh
O1bIIIE Bi€ONIaM AT1 Ta 301IBIITYIOTh YaC 3aBaHTAXKCHHS;

. dopmMmart TekcTyp Ta Kommpecisi: OOupaiTe onTuMaibHi PopMaTh TEKCTYP
(manpuknan, BC kommpecis ajisg OUIBIIOCTI TEKCTYp) Ta HAJIAIITOBYWTE MapameTpu
KOMIIpECii JUisi 3MEHIIEHHS po3Mipy (aiiiB 0€3 3HaYHOI BTPATH SKOCTI;

. Buxopucranns atnaciB Tekctyp: OO’ eqHaHHS KIJTBKOX APIOHUX TEKCTYP
B OJIMH BEJIUKHI aTJIaC MOXKE 3MEHIIIMTH KiJIbKiCTh 3B€PHEHB JI0 TEKCTYP Ta OKPAIIUTH

MPOTyKTUBHICTB,
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. Mip-piBai  (Mipmaps): IlepekonaiiTecs, IO I BCIX TEKCTYp
3reHEepOBaHO MIM-PiBHI. MIM-piBHI - 1€ TONEPEAHBO BiA(PIILTPOBaHI BEPCli TEKCTYPH
JUT BIZOOpa)KEHHS HA PI3HUX BIJCTaHSIX B KaMepH, 10 3HAYHO MOKpAIye SIKICTh
PucyHOK Ta IPOyKTUBHICTD.

Onmumizayiss oceimienHsi:

. 3anmeuene ocsiTnenHs (Light Baking): Jns cratuuHux 00 €KTiB
BUKOPUCTAHHS 3al€YE€HOT0 OCBITJICHHS MOKE€ 3HAYHO 3MEHIIUTH HABaHTA)KCHHS Ha
peHaepuHr y peambHOoMy daci. [lpaBunpHO HamamroBani UV mma maidTMam Ta
napameTpH 3alikaHHs € KPUTUYHO BaKJIMBUMU,

. KinpkicTh nMHAMIYHUX JDKepell cBiTia: JluHamivHi JpKepelna CBITIA €
OUIBII PECYPCOEMHUMHU, HIK CTaTU4YHI. OOMEXKTE 1XHIO KUIbKICTh Y CKJIQJHUX CIICHaX
Ta BUKOPUCTOBYUTE X JIMIIIE TaM, e 1€ N1iCHO HEOOX1HO;

. Paniyc Ta 1HTEHCHBHICTH JKepel cBiTiIa: OnTtumizyite paaiyc Ta
IHTEHCHUBHICTh JIXKEpEN CBITJIa, 1100 BOHU BIUIMBAJIM JIUIIE Ha HEOOX1JaHI 00JacTi
CLICHH;

. HanamryBanns tideil: TiHl € OAHMMH 3 HAHOUIBII PECYPCOEMHHUX
aCneKkTiB peHaepuHry. HamamToByiiTe AKICTh TiHEH, BiJICTaHb IXHBOI BUIUMOCTI Ta
BuKopucToByiTe KackagHi TiHi (Cascaded Shadow Maps) st ontumi3aiiii TiHEH Bif
COHSTYHOTO CBITJIA;

. Lumen Global Illumination ta Reflections: [IpaBunpHe HamamTyBaHHS
napameTpiB Lumen Moske 3Ha4HO BIUIMBATH HA POAYKTUBHICTh. EKCiepuMeHTyiiTe 3
PI3HHMH HAJIAIITYBAaHHSMHU SIKOCTI Ta BUKOPUCTOBYHTE CBITOBI po3nuibHuku (World
Partition) st kepyBaHHS 3aBaHTaXKCHHSIM BEJIMKUX CBITIB.

Inwi acnekmu onmumizayii:

. [TpodinroBanHus: Bukopucrosyiite BOY/10BaHI THCTPYMEHTHU
npodimoBanng Unreal Engine 5 (mampuknazn, Stat Unit, Unreal Insights) mns
BUSIBJICHHSI BY3bKMX MICIb Y TPOJYKTUBHOCTI Ta PO3YMIHHS, IKI aCHEKTH CLEHU
HaWOIbIIIE BIUIMBAIOTH HA YaCTOTY KaJIpiB,

. Culling: BukopucroByiite pi3Hi TexHiku BiacikanHg (Frustum Culling,

Occlusion Culling) mist Toro, o6 He peHAepUTH 00’ €KTH, K1 HE 3HAXOIATHCS B TIOJ1
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30py Kamepu ab0 3aKpUTI IHIIUMH 00’ €KTaMU;

. Blueprints Ta C++: Ontumi3zyiiTe J0riKy rpu, HanMcany Ha Blueprints a6o
C++. YHukaiite cknaanux onepamiil y mofisx Tick, siki BAKOHYIOTbCS KOXEH Kajp;

. World Partition: Jlas BEeIMKHX BIiAKPUTHX CBITIB BHKOPHCTOBYHTE
cucremy World Partition 1151 moiimy CBITY Ha OKpeMi KOMIPKH, SKi 3aBaHTaXKyIOThCS
Ta BHUBAHTAXYIOTHCS 3aJIe)KHO BiJ TOJOXKEHHS TpaBIls, IO 3HAYHO 3MEHIIYE
CIIO’KUBAHHS TIaM’SIT1 Ta Yac 3aBaHTaKEHHS.

EdexTruBHa onTuMi3allisi KOHTEHTY € Oe3MepepBHUM MPOIECOM, SIKUW BUMAarae
PO3YMIHHSI TPHUHIUIIIB POOOTH PYIIisl Ta MOCTIHHOIO TECTYBaHHS Ha ILJILOBOMY
oOnaaHaHHi. PerynspHuii aHami3 TPOJYKTUBHOCTI Ta 3aCTOCYBAaHHS BIAMOBIIHHUX
TEXHIK OINTHUMI3alli J03BOJIATh CTBOPUTHU SKICHY Ta IUIABHO MPALIOIOYy TPy B

Unreal Engine 5.
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PO3/11 3. MPOLEJYPHA TEHEPALIISI (PCG) Y UNREAL ENGINE 5

3.1. OcnoBu po6otu 3 PCG Graph

[Ipu po3poObiIrl irop 4acTo BHHHUKAE MOTpeda y IIBUAKOMY Ta €(PEKTUBHOMY
HANIOBHEHHI ITPOBUX CBITIB BEJIMKOIO KUIBKICTIO PI3HOMaHITHUX 00 €KTiB OTOYCHHS.
Pyune po3milieHHsI KO)KHOTO €JI€MEHTa, OCOOIMBO Y BETUKUX BIIKPUTHX CBITaX, MOXKeE
CTaTH HAJ[3BUYANHO TPUBAJIMM Ta BUCHAXKIMBUM TpoiiecoM. Came J1Jisi BUPIIICHHS 111€1
npobinemu B Unreal Engine 5 icHye moTyxHa cucTeMa MNpOLEAYypHOI TeHeparli
koHTeHTY (PCQG), sika 7103BOJIsIE aBTOMATU3yBaTH 1I€H Mpoliec, BUKOPUCTOBYIOUH HAOIp
IpaBuJI Ta aJTOPUTMIB.

B ocnoBi PCG nexute Bi3yaneHuil penakrop PCG Graph, skuil Hagae
PO3pOOHUKAM THTYITUBHO 3pO3yMUIHMM CIOCIO CTBOPEHHS JIOTIKHM reHepallli KOHTEHTY.
[{s norika OyayeTbesl HUIAXOM 3 €JHAHHS PI3HOMAaHITHUX (DYHKIIOHAJIBHHUX BY3JIIB
(nodes). KoxxeH By30.1 BUKOHY€E IIEBHY ONEPALIII0 HaJl a0CTPAKTHUMU TOUKaMU (points),
K1 € 6a30BOI0 oiMHMIICIO JaHuX y cucTeMi PCG 1 mpeacTaBisitoTh cO0010 MOTEHITIHHI
MICIIS JJ1sI PO3MIIIEHHS ITPOBUX 00’ €KTIB.

Po6ouunii npoctip penakropa PCG Graph noaisieHnii Ha KiIbKa OCHOBHUX 30H.
[lentpanbHy dacTuHy 3aiimMae rpad By3diB, A€ BIAOYBa€TbCS  Bi3yallbHE
nporpamyBaHHs Tporecy reHepauii. JliBopyu po3sramoBana namitpa By3mB (Node
Palette), 1110 MiCTUTB BeIMKY 010J110TEKY HOCTYTHUX BY3711B, KJIacH()IKOBAHUX 32 IXHIM
npuszHaueHHsM (Hampukian, Input, Transform, Filter, Spawner, Output). [IpaBopyu
3HaXOJUThCS MaHenb Details, 1e BioOpakaroThCs JIeTallbHI MapaMeTpH OOpPaHOTO
BYy3J1a, SIKI MOYKHA HAJIAIITOBYBATH JJIS TIOCATHEHHS 0a)KaHOTO Pe3yJIbTaTy TeHepallii.

ITponiec podotu B PCG Graph moumHaeTbcsi 3 BU3HAYEHHS BXIAHUX JAHUX
(Input). By3nu 1i€i kareropii BiAMOB11at0Th 32 OTpUMaHHS iHGOpMAIIii mpo 06J1acTh, B
AKId HEOOX1HO 3reHepyBaTH KOHTEHT. JlKepeaoM IuX JaHUX MOXYTh OyTH
PI3HOMAaHITHI 00’ €KTH Ha CII€HI, TaKi SIK aKTOpH JIaHAMA(PTY (BUKOPUCTOBYETHCS BY30J1
«Get Landscape Data» mist po3mitieHHst 00’ €KTIB Ha HOTO MOBEPXHi), CTATUYHI MeITi,
oOMexxyBaibHl 00’eMu (Bounding Boxes), crinaiiHu Ta 1HIII T€OMETpUYHi (Irypu.

BxigH1 By31mu mepeTBOPIOIOTH 111 JaHl Ha MOYaTKOBHM HAOIp TOYOK, SIKi PO3MOJLICHI
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BIJIMOBITHO /10 T€OMETPIl BX1JTHOTO 00’ €KTA.

Ha nactynmHoMy erarmi oTpuMaHi TOYKH MOXKYTb OyTH TiJaH1 Pi3HOMaHITHUM
tpanchopmarisim (Transform). By3num 1ie€i kareropii mT03BOJISIOTH 3MIHIOBATH
MOJIOXKEHHSI TOYOK y TPUBHUMIPHOMY IMPOCTOP1 (3CyB), iXHIO OopieHTaIlil0 (00epTaHHS
JUTsI CTBOPEHHS BHITAIKOBOCTI 200 BUPIBHIOBAHHS BITHOCHO MTOBEPXHI), MacmTabd (s
KEepYBaHHs LIUIHHICTIO PO3MIIICHHA MalOyTHIX 00’€KTiB a0o iXHIM po3MipoM), a
TaKO0X 3aCTOCOBYBATH CKJIQIHIIII MIPOIeAypHI Aedhopmallii Ha OCHOBI IEBHUX MPaBUJI
abo aTpuOyTIB TOUOK.

KitouoBy poib y nporieci PCG Bigirpae ¢inbrparis (Filter) Touok. By3nu miei
KaTteropii J03BOJISIIOTH BIAOMpPATH 3 MOTOYHOrO HAOOpY JMINE Ti TOYKH, SIKI
BIJINIOBIJIAIOTH 33JJaHUM KpuTepisaM. Lle nae po3poOHHKaM TOUHHI KOHTPOJIb HAJl TUM,
ne came OyayTh po3minieHi (iHalbHi irpoBi 00’ exktu. Kputepii ¢inpTparlii MOXYyTh
OyTH HaJ3BHYaHO PI3HOMAHITHUMMU:

. HIimpHICTE TOUOK («DUTBTp MIUIBHOCTI») Ha puc. 3.1 Ta puc. 3.2 103BoIIsIE

3aJIMIIATH TOYKH JIMIIE B 00JIACTAX 3 IIEBHOIO I'yCTOTOIO IXHBOT'O pO3HOI[iJIy;

Puc. 3.1. I'pad PCG «Paint Grass PCG» (IIpoctoposuii mym, Scale by Density,
delete Slope, 3 HOpMmaiti B miiibHiCTh, PinbTp MWiTBHOCTI, PinbTp aTpudyta, Toukn

NepeTBOPEHHs, ['eHepaTop cTaTuYHO1 CITKH)

. Bucora nosepxHi: ®DuibTpanis TOYOK Ha OCHOBI iXHbOI BHCOTH HaJ
piBHEM MOps 200 BIIHOCHO 1HIIIOT TOBEPXHI;

. Kyt naxuny nosepxHi («Buaanuta Haxum» - Pucynok 3.1 ta 3.3);

Puc. 3.2. Tpap PCG «Paint Rock PCG» (IlpocropoBuii mrym, DimbTp
nripHOCTI, PibTp aTpudyTa, Touku nmeperBopeHHs, Scale by Density, Monudikatop

npuB’s3ku, CamonepeTrs, ['eHeparop cTaTUuHOT CITKH)
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. Biabip To4ok, 1m0 JexaTh Ha MOBEPXHAX 3 MEBHUM J1alla30HOM KYTIB
HaxXWIy (HapUKIIaJI, JIIIE Ha TOJIOTHX a00 JIMIIIe Ha KPYTHX CXHUIaxX);

. Bigcranp g0 iHmMmX 00’€kTiB: DiapTparlisi TOYOK 3aJICKHO BiJ IXHBOI
OJIM3BKOCTI JIO IHIIIUX aKTOPIB 200 3reHEPOBAHUX 00’ €KTIB;

. Bumankosuii Bubip («Random Filtery): BunankoBe BiIKWmTaHHS IEBHOT
YaCTUHU TOYOK JUIS CTBOPEHHsS OUIBII PO3PIIHKEHOTO ab0 HEPIBHOMIPHOTO
PO3MIIIICHHS;

. ATpubyTtH To4oK («DinbTp aTpudyTay - puc. 3.1 ta puc. 3.2);

Puc. 3.3. I'pap PCG «Paint Tree A1 PCG» (IIpoctopoBuii 1mym, DiasTp
urinbHOCcTi, delete Slope, 3 Hopmami B MIbHICTb, PUIBTP MMIUIBHOCTI, DUIBTP
atpu0yrta, Touku neperBopeHHs1, Moaudikarop npus’s3ku, CamonepeTus, ['eHepaTop

CTaTUYHOI CITKH)

. ®inbTpalist Ha OCHOBI OyAb-SKHX YUCIOBUX a00 OyJeBUX aTpUOYTIB, K1
MOXYTh OYTH JTOJaH1 O TOYOK Ha IMOIEepPEeIHIX eTarnax rpada;

. Hopwmauti noBepxHi («3 HopMmaJti B IIiIbHICTEY» - Pucynok 3.1 ta 3.3);

. BukopucTtaHHs oOpi€HTalii MOBEpXHI JJis BIUIMBY Ha IIUIBHICTb

po3MileHHsI 00’ €KTIB (HAMPUKIIA/I, TYCTIIIE HA TOPU3OHTATBHUX TOBEPXHSIX ).

[Ticns eramy ¢inbTpailii, KOJIM BU3HAYEHO ONTUMAIbHI MICIIS I PO3MIIICHHS
00’€KTIB, HACTA€E yepra reHepaiii (spawning) cammx irpoBux acetiB. Bys3mnu 3 kareropii
Spawner, Taki sk «I'eHeparop cratuuHoi citku» (puc. 3.1, 3.2, 3.3 ta 3.4), 6epyTh Ha
BX17] BiA(UIETpOBaHMI HAOIp TOUOK 1 CTBOPIOIOTH Y IIUX MICIISIX €K3EMILTIPU OOpaHUX

3D-monenen.
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Puc. 3.4. Ornag PCG-rpadis (Paint Grass, Paint Tree A1, Paint Rock, Paint B1)

11 By3:11 MarOTh IUPOKI MOXKIIMBOCTI JIJIsl HAJAIITYBaHHS:

. BUOIp KOHKPETHUX aceTIB Ul CHaBHY (MOXHA 33JlaBaTH MACHBHU aCETIB
JUIsL BUIIAJKOBOrO BHOOpY), KEpPYBAaHHs iXHIM MOYaTKOBMM MaciuTaboM (BY30I1
«MacmraOyBaTH 3a IIUIBHICTIO» Ha puc. 3.2);

. Opl€eHTalll€l0 (3alaHHd BHIAJKOBOrO 00epTaHHs a00 BUPIBHIOBAHHS
B1JIHOCHO TTOBEPXHI), @ TAKOK 3aCTOCYBaHHS BUMIAJAKOBUX 3CYBIB ISl CTBOPEHHS O1JTbIII
OPUPOAHOTO BUIISAY. [ TOYHOro po3MilIieHHS O00’€KTIB BIZHOCHO TIE€OMETpii
MOBEPXHI BUKOPUCTOBYEThCS BY30J1 «Moaudikatop mpus’si3km» (puc. 3.2 ta puc. 3.3).

A nig 3ano0iranHs HeOa)kKaHOMY TEPEKPUTTIO 00’ €KTIB MOYKE 3aCTOCOBYBATHUCS
By30J1 «Camonepetun» (pucyHok 3.2).

[Tepen cnaBHOM By30s «Touku meperBopenHs» (puc. 3.1 Ta puc. 3.2) Hamae
MO>KJIMBICTh I0AATKOBO MaHIyJIIOBAaTH MOJOKEHHSIM Ta OPIEHTAIIEID TOUOK.

Ha 3aBepmansHOMy ertami BinOyBaeTbesi BuBeAeHHs (Output) 3reHepoBaHOTO
KOHTEHTY Ha IrpOBY CIICHY 3a JOTIOMOTOIO0 BY3IIIB BiAMOBIAHOI Kareropii. L1 By3nm
BHU3HAYAIOTh, SIK CAM€ CTBOPEH1 EK3EMILISIPH aceTiB OyAyTh IHTETPOBaH1 B IrPOBUH CBIT.

Baxxnmuoto ocobnusictio cuctemu PCG B UE 5 € 1i HepyitHiBHICTE. BHECeH] 10
PCG Graph 3minu BigoOpakatoThCsl Ha BXKE 3reHEPOBAHOMY KOHTCHTI B PEIAKTOPI, 1110
3HAYHO MTPUCKOPIOE ITpoliec po3poOku Ta itepyBaHHs. s opranizanii cknaguux PCG-
rpadiB mepemnbauyeHO MOXIUBICTh CTBOpeHHs miarpadikiB (Sub Graphs), sxi
JO3BOJISIIOTH TPYITYBaTH JIOTIYHO OB s3aH1 BY3JM B 0araropazoBO BUKOPUCTOBYBAaHI

MOJ1yJIi, COPOIIYIOYH CTPYKTYPY Ta MiABUILYIOUYH YUTAOETIBHICTH rpada.



35
3.2. llpuxknaan Bukopuctanus PCG ajs reHepanii KOHTEHTY

Cucrema mnpoueaypnoi renepauii koHteHty (PCG) B Unreal Engine 5 €
HA/I3BUYANHO yHIBEpCAaJbHUM IHCTPYMEHTOM, KU MOXe OyTH 3aCTOCOBaHUM AJis
aBTOMATHU30BAHOT'O CTBOPEHHS IIMPOKOTO CIEKTPY IrPOBOro KOHTEHTY. Po3risiHemo
KUTbKa KOHKPETHUX NpuKiIaniB Bukopuctanua PCG s renepamii pi3HHX THUIIB
00’€KTIB OTOYCHHH.

I'enepanis pocauHHOcTi: OnHUM 3 HadnommumpeHimux 3acrtocyBaHb PCG €
aBTOMAaTUYHE  PO3MIIIEHHS  POCIMHHOCTI Ha  jaHgmadrti. Jng  mporo
BUKOPUCTOBYIOTBCS BY3JIM, IO OTPUMYIOTh JaHI MNP0 TMOBEPXHIO JaHImadTy
(mampuknan, «Get Landscape Data»). IlotiMm 3acTocoBYHOThCS QIIBTPH IS
BU3HAYECHHS BIJNOBIIHUX MICIb JJII POCTY POCIWH, HANPUKIAJ, HA OCHOBI KyTa
Haxuiny (By3on «delete Slope» moxke BiAdUIBTpyBaTH 3aHAATO KPYyTi CXWIH) abo
BUCOTHU. JlJi1 CTBOPEHHS PI3HOMAHITHOCTI MOKHA BHUKOPUCTOBYBATH KUIbKa BY3JIIB
«I'eHepaTop CTaTUYHOI CITKM», KOKEH 3 SKHX BIJIOBIJA€ 3a MEBHUN THUI POCIWHU
(TpaBa, kBiTH, Kyii). [lapametpu wmacmrTaOyBaHHS Ta BHIAJKOBOTO OOEpTaHHA

JOJIAI0Th IPHPOJIHOCTI po3milieHHo. (puc. 3.5, 3.6, 3.7 ta 3.8).

Puc. 3.5: Bizyaunizaiiist mporieAypHO 3r€éHepOBaHOi TpaBU Ha JIaHamadTi

Puc. 3.6. JleranbHuii BUTIIS MPOIEAYPHO 3T€HEPOBAHOT TPABU
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Puc. 3.7. Bigyamnizaiisi mpolelypHO 3reHepOBaHOr0 KaMiHHS Ha CXHJII

Puc. 3.8. Burnsg 3BepXy Ha MpOLEAYPHO 3T€HEPOBAHY TPaBY B3AOBXK CTEKKH

IIponemoncTpyemo mpukiagu BukopuctanHs PCG  gns  rycroro  Ta
PI3HOMAaHITHOTO PO3MIIIEHHS] TPaBH Ta IHIIMX JAPIOHUX POCIMH Ha PI3HUX TUIAX
MOBEPXOHb. Pi3Ha MITbHICTh TOYOK Ta MapaMeTpu (GUIbTpallii IPU3BOIATh A0 PI3HOTO
xapakTtepy po3mnojiny pociuuHocTi (puc. 4.9 ta puc. 4.10). Tyt aeMoHCTpYyeThCs
Bukopuctania PCG mist po3MillleHHST JepeB, € TaKOXK MOXYTh 3aCTOCOBYBATHUCS
G1IbTpU 3a BHCOTOIO Ta KYyTOM HAaxuily, a TaKOX BUIAJKOBE MacIITa0yBaHHsS Ta

oOepTaHHS JJI1 CTBOPEHHS IPUPOAHOTO JIICOBOTO MACHUBY.
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Puc. 3.9. Bizyanizartist mpoienypHO 3reéHepOBaHUX JIEPEB

Puc. 3.10. [Inan nanamadTy 3 nporeaypHO 3reHepOBaHOI0 POCIUHHICTIO

Po3milieHHss kaMiHHS Ta CKelbHUX YyTBOpeHb: PCG Takox e(exkTuBHO
BUKOPHUCTOBYETbCS JJII aBTOMATUYHOI I'eHepalii KaMiHHS Ta CKEJIbHUX YTBOPEHb.
[ToniOHO 10 TeHepalli POCIMHHOCTI, MEPIIMM KPOKOM € OTPUMaHHS JaHUX PO
nanamadrt. Jlam MoXyTh 3acTOCOBYBaTHCS (UIBTPU, 10 BU3HAYAIOTH MICIH, J€
HaWIMOBIpHIIIE 3’ IBJSATHCA KaMEHI1, HAIPUKJIa, Ha KPYTUX CXUIax a0bo OUTs MAHDKKS
rip. By3nmu «l'eHepaTop CTaTUYHOI CITKM» BUKOPUCTOBYIOTHCS JUISI PO3MIILIEHHS
MojieNiel KaMIHHS Pi3HOTO po3Mipy Ta hopmu. J1Jjist CTBOpEHHS OUIBII peaTiCTUYHOTO
BUTJISIAY MOKHA KOMOIHYBaTH KiJIbKa MOJIEJIE KaMiHHS Ta 3aCTOCOBYBATH BUIIAJIKOBE
MacmTabyBaHHs Ta oOepTaHHs. TakoXX MOXYTh BUKOPHCTOBYBATHCS BY3JIU IS
«PO3KUJIAHHS» JIPIOHOTO KaMIHHS HABKOJIO O1IBIITUX CKEIb.

I'eneparris OyaiBens Ta iHIUX MTyYHUX criopy: Xoua PCG vacto acomitoeTbes
3 TPUPOJHUM CEpPEAOBUIIEM, HOro TakKoX MOKHAa BUKOPHUCTOBYBATH MJis
MPOIIETYPHOTO PO3MIIIEHHS Oy/iBeNb Ta IHIIUX IMTYYHUX CIOPYA, OCOOJMBO TpHU

CTBOPEHHI BEJIMKUX MICHKUX JIOKaI[1i 200 mocesieHb. BXiTHUMU TaHUMHU MOXYTb OyTH
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MJIaHW MICIIEBOCTI, CIUIAMHU AOpIr a0o 1HII reoMeTpUYHi 00’ €KTH, 1110 BU3HAYAIOTh
MOTEHIIMHT Micsa il 3a0yaoBU. DUIBTPH MOXKYTh BHKOPUCTOBYBATHUCS IS
BU3HAUEHHS PO3MIpPY IUISTHOK MiJ 3a0yqoBy Ta BIACTaHI MDK OymiBiasiMu. Bysmu
«l'eHepaTop CTaTMYHOI CITKH» PO3MINIYIOTh MoOjeHl OyaiBelb, a IapaMeTpu
oOepTaHHs Ta BUPIBHIOBAHHS JTO3BOJISIOTH OPIEHTYBATH iX BIMOBIIHO O JOPOKHBOI
Mepexki abo THIIUX KPUTEPIiB.

CrtBopenHsi nexopatuBHHX eneMeHTiB: PCG moxke OyTH BUKOPUCTaHUM IS
ABTOMATUYHOTO PO3MIIICHHS PI3HOMAHITHUX JIEKOPATUBHHUX EJIEMEHTIB, TaKUX SIK
JiXTapi B3JOBXK JIOPIT, JJAaBKU B Mapkax abo 1HIII HEBEIMKI 00’ €KTH, 110 CTBOPIOIOTH
aTMoc(epy IrpoBoro CBITy. BXITHUMHU NaHUMHU MOXYTh OyTH CIUIaiiHM JOpIr abo
BHU3HAYEHI 00acTi Ha anamadTi. By3nu «I'eHepaTop CTaTUYHOI CITKH» PO3MIIIYIOTh
MOJIe1 ITUX 00’ €KTIB 3 3aJJaHUM 1HTEPBAJIOM Ta OPIEHTAIIIETO.

Posnonin pecypciB: VY irpax 3 eieMeHTaMu BUXKUBaHHA a00 nociimkeHHs PCG
MO>Ke OyTH BUKOPUCTAHUI 1711 IPOLETYPHOTO PO3MOLITY IFPOBUX PECYPCIB, TAKUX SIK
pyna, nepeBa Mg BUPYOKH abo iHINI 1HTEpakTHBHI 00 €KkTH. DUIBTPU MOXKYTh
BU3HA4YaTU 30HMU, JI¢ TOBUHHI 3 SIBJIATUCS MEBHI TUIIH PECYPCiB, a By3u «l eHepatop
CTATUYHOI CITKH» PO3MIIIYIOTh BIAMIOBIIHI MOJIEI.

VY BCiX IIMX NPUKIAIaX KIHOUYOBUMHU nepeBaramMu Bukopuctanis PCG e 3Hauna
€KOHOMIs 4acy po3poO0KH, MOKIIMBICTh CTBOPEHHS BEJIMKUX Ta T'YyCTOHACEICHUX CBITIB
0e3 py4HOro PO3MIIMICHHS KOXKHOTO 00’€KTa, a TaKOX JICTKICTh BHECEHHS 3MIH Ta
iTepauiii. 3minioroun napametpu B PCG Graph, MoXHa MIBHUAKO OTPUMATH HOBI
Bapiallii po3MilIeHHs] KOHTEHTY, 1110 3HAYHO CITPOIIY€E MPOIIEC HAJIAITYBaHHS IrPOBOTO

CepeIOBHIIIA.

3.3. Ontumizania PCG-reHepoBaHOT0 KOHTEHTY

Xoua npouenypHa renepaiiisi kourenty (PCG) B Unreal Engine 5 € notyxHum
IHCTPYMEHTOM JIJIs IIBUIKOTO CTBOPEHHS BEJIMKUX Ta JETaTI30BaHUX ITPOBUX CBITIB,
ONTHUMIi3allisl 3TCHEPOBAHOTO KOHTCHTY € KPUTUYHO BAXKIIMBUM €TAlloM JUIS

3a0e3MnedeHHs TUIaBHOi Ta cTadumbHOT pobotn rpu. HeomrumizoBani PCG-cuctemu
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MOKYTbh IIPU3BECTH JIO 3HAYHOTO 3HMKEHHS MPOJYKTUBHOCTI, OCOOJIMBO Yy CKJIAAHUX
CIIEHAaX 3 BEJIMKOI KIJBKICTIO 3reHEpOBaHUX O0O0’€KTIB. ICHye KiJIbKa KIIFOYOBUX
CTpaTeriii Ta TEeXHIK, SKi J03BOJSIOTH onTuMizyBatu PCG-reHepoBaHMil KOHTEHT B
Unreal Engine 5.

Buxopuctanns piuiB geramizanii (LOD) ana cratmunux memnis: OfHiero 3
Halle(peKTUBHIMINX TEXHIK ONTHUMI3allli € BUKOpUCTaHHs piBHIB nertamizanii (Level of
Detail - LOD) mis ctaTHYHHX MEIIIB, SIKi CIAaBHATHCA 3a goromoror PCG. LOD
nepenbavae CTBOPEHHS KIUIBKOX Bepcid  OJAHIET MOAeNl 3 pI3HUM piBHEM
MOJTITOHAJIBHOCTI. BibIn ieTanbHi Bepcii Bi10OpakaroThCsl, KOJIU 00’ €KT 3HAXOUThCS
OJIM3BKO JIO KaMepH, a CIIPOIIEHI Bepcii BUKOPUCTOBYIOThCS Ha BijacTadi. [Ipu cnaBHi
BEJIMKOI KUJIBKOCTI 00’€KTIB, OCOOJMBO POCIMHHOCTI a00 KaMiHHS, BUKOPHUCTAHHA
LOD Moke 3Ha4YHO 3MEHIIMTH KIJIbKICTh MOJITOHIB, 10 PEHIEPATHCS Ha BEITUKHX
BIJICTaHSIX, THM CAMHM IMOKPAIIyIOYH MPOIyKTUBHICTh. By3mu «I'enepaTop cratnyHoi
CITKU» JI03BOJISIFOTH 3aJ]aBaTH MacCUB CTATUUHUX MEIIIIB ISl CHABHY, 1 B IIbOMY MacHUBI
MOXYTh OyTH TIPEICTaBJICHI Pi3HI PiBHI JAeTaizallii oaHiel i Tiei sk mozaem. Unreal
Engine 5 Ttakoxx Mae IHCTpyMEHTH JUIsi aBTOMaTtuyHOI reHepaunii LOD, siki MOXyTb
OyTH BUKOPUCTaHI1 JJIsl CHPOILIECHHS MEUIiB, 1110 BUKOPUCTOBYIOThCA B PCG.

3actocyBaHHs TexHoorii Nanite: J[j1s1 00’€KTIB 3 BUCOKOIO MOJIITOHATIBHICTIO,
K1 TeHepyroTbes 3a qonomororo PCG, texnonoris Nanite B Unreal Engine 5 moxe
3a0e3MeunTy 3HAYHE MiABUIIEHHS NPOIYKTUBHOCTI. Nanite q03BOJSIE PEHACPUTH
BEJIMYE3HY KUIBKICTh MOJITOHIB 0€3 3HAYHOr0 BIUIMBY Ha YaCTOTY KaJpiB, OCKIIbKU
pEHACPUTHCS JIMIIE BUIUMA TEOMETPis 3 HEOOXIAHMM piBHeM aetamizaiii. [lpu
BUKOPUCTaHHI By31a «['€HepaTop CTaTHUYHOI CITKM» MOXHA aKTHUBYBaTH OIIIIIIO
«Enable Nanite» a1 IMIOPTOBaHMUX CTAaTUYHUX MeEIIiB, MO0 J03BoMTh PCG
e(hEeKTUBHO PEHJICPUTH HABITh AyXKE JICTaII30BaHl 00’ €KTH Y BEJIUKINA KIJTbKOCTI.

Buxopucranns iHctancinry (Instancing): Konu PCG renepye Benuky KUIbKICTh
OJIHAaKOBHX 200 CXOKUX CTATUYHHUX MEIII1B, BAKOPUCTAHHS IHCTAHCIHTY € HAJ3BUYAHO
e(eKTUBHUM CITIOCOOOM omnTuMmi3zallii. [HCTaHCIHT T03BOJIAE€ PEHAEPUTH Oarato KOmin
OJIHI€T M Ti€l >k reoMmeTpii 3 pi3HUMHU TpaHchopmalisiMu (MOJIOKEHHS, 00epTaHHS,

Macmtab) 3a onuH BUKIUK peHaepunry (draw call). Bysnu «['eneparop crarmunoi
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citkn» B PCG aBTOMaTH4HO BUKOPUCTOBYIOTH 1HCTAHCIHT JJIsl OJTHAKOBUX MEIIB, 110
3HAYHO 3MEHIIY€ HaBaHTAXXEHHS Ha Ipolecop Ta BigeokapTy. s 3abesneueHHs
e(EKTUBHOTO 1HCTAHCIHTY BaXKJIMBO BHUKOPHCTOBYBATH SIKOMOTa OibIle CHIIBHHUX
MaTepialiB I 3reHEPOBAaHUX 00’ €KTIB.

Kontpons Hag mriipHICTIO TeHepamii: OIHMM 3 HaWIPOCTIMIUX CIOCO0IB
onTuMi3allii € KOHTPOJIb HaJ KUTBKICTIO 00 €KTIB, IO TEHEPYIOTHCSA 3a JOIMOMOTOIO
PCG. 3a noromororo ¢GiibTpiB MIEHOCTI («DPIABTP MILIBHOCTI» - puUC. 3.1 Ta puc. 3.2)
Ta MapaMeTpiB CHaBHEPY MOJXKHA PEryJIIOBaTH KUIBKICTh TOYOK, HAa OCHOBI SKHX
CTBOPIOIOTHCSI 00 €KTH. 3MEHIIEHHS IIUIBHOCTI TeHeparlii, 0COOJMBO Ha BEJIUKHX
BIICTaHSX BiJ TPaBI, MOXKE 3HAYHO TMOKPAIIUTH IMPOAYKTHUBHICTH 0€3 MOMITHOI
BTPaTH BI3yaJbHOI SIKOCTI.

Buxopucranns Binacikands (Culling): Unreal Engine 5 wmae BOymoBani
mexaHizmMu BiacikanHs (Frustum Culling, Occlusion Culling), sxi aBTOMaTH4YHO
INPUXOBYIOTH 00’ €KTH, 110 HE 3HAXOAATHCS B MOJII 30py KaMepu a00 3aKpUTI IHILIUMU
o0’extamu. [lepexkonaitecs, 1m0 11 MEXaHI3MH aKTUBOBAaHI Ta TMPaBUIBHO
HajamToBaHi y BamoMy npoekTi. s PCG-renepoBanux 00’ €KTIB TaKOX MOXe OyTH
KOPUCHUM HalamTyBaHHs BijcTtani BuaumocTi (Draw Distance) Ha piBHI OKpeMHX
CHIaBHEHUX KOMIIOHEHTIB a00 BUKOPUCTAaHHSA BY3JI1B (PLIbTpallii Ha OCHOBI BIJCTaH1 10
IpaBIIs JJIs 3MEHIIEHHS! KIJIbKOCTI TEHEPOBAHUX 00 €KTIB HAa BEJIMKUX BIJCTaHSX.

[IpodinroBanHs Ta aHaNi3 MPOAYKTUBHOCTI: {7151 BUSIBJICHHS BY3bKUX MICIh Y
IPOAYKTUBHOCTI, MOB’s3aHUX 3 PCQG, HEoOXiAHO BUKOPUCTOBYBATH BOYIOBaHI
iHcTpymenTH npodimoBanusa Unreal Engine 5 (Hanpuxian, Stat Unit, Unreal Insights).
[{i iHCTpyMEHTH JO3BOJISIIOTH aHaNi3yBaTH uYac BUKOHaHHS pi3HMX etamiB PCG-
reHepatlii Ta peHJAepUHTYy 3reHepOBaHMX 00’ €KTIB, 10 I0MIOMArae BUBHAYNTH, K1 CaMe
yacTUHU rpada abo sKI THMH 3reHEPOBAHUX OO €KTIB HAMOUIbIIE BIUIMBAIOTH HA
NPOAYKTUBHICTh. Ha OCHOBI LIMX JaHUX MOXKHA MpUIMATH OOIPYHTOBAHI PIILIEHHS
[I0JI0 OIITUMI3AIli.

Pozninenns Benmukux PCG-rpadi Ha meHm ta Bukopuctanas World Partition:
s myxke BENMKHUX Ta CKJIaIHUX irpoBux cBiTiB, 1e PCG BHUKOPHUCTOBYETHCS IJIs

re’epailii BeIM4e3HUX MAaCUBIB KOHTEHTY, MOKe OyTH KopucHO po3ainutu PCG-rpadu
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Ha MeHII, 0111 KepoBaHi yactTuHu. Kpim Toro, interpanis PCG 3 cucremoro World
Partition B Unreal Engine 5 no3Bosisie reHepyBaT KOHTEHT JIMILIE JJIA TUX OOyacTen
CBITY, AIKI 3HaXOHIATbCSA MOOJIM3Y TPaBIlsl, Ta BUBAHTAXKYBAaTH KOHTEHT BiIJalCHUX
o0acTel, 1Mo 3HaYHO 3MEHIITYE CIIOKMBAHHS MaM’STi Ta MOKPAIy€e MPOTYKTHBHICTh
3aBaHTAXKEHHS Ta PCHACPUHTY.

EdextuBna ontumizamiss PCG-reHepoBaHOTO KOHTEHTY € 1TE€paTUBHUM
MIPOIIECOM, SIKMH BHUMAara€ poO3yMiHHS TPUHILMIIB POOOTH pyIIis Ta IMOCTIHHOTO
TEeCTyBaHHS Ha IITLOBOMY OOJIagHaHHI. 3aCTOCYBaHHA KOMOIHAIi IHMX TEXHIK
JIO3BOJIUTh CTBOPUTH Bi3yaJlbHO OaraTi Ta BOJHOYAC MPOAYKTHBHI IrpOB1 CBITU 3

BUKOPHUCTaHHAM MporieaypHoi renepailii kouteHty B Unreal Engine 5.

3.4. Buxopucranis PCG 111 1eTaj1i3o0BaHOT0 «MaJTI0BAHHS» KOHTEHTY

B3/J0BJK CILIalHIiB

KoHueniiiss BUKOPUCTaHHs CIUIAMHIB K KEPYIOUHUX KPUBHX JUIsI MIPOLEAYPHOI
renepanii kouteHty (PCG) B Unreal Engine 5 BiKpuBa€e yHIKaabHI MOXJIUBOCTI JJIS
CTBOPEHHSI JIIHIMHUX 00’ €KTIB Ta €JIEMEHTIB JaHImadTy 31 CKIaAHUMHU (OpMaMH Ta
TOYHO BHM3HAYEHHM pO3TALIYBAaHHSAM. 3aMICTh TOr0, MO0 pO3MIllyBaTh 00’ €KTH
BPYYHY B3JIOBXX JOBTOT0 HUISAXY, PO3POOHUKH MOXXYTh BU3HAUUTH OaxaHy Gopmy 3a
nornomoror crmyaiiHy, a PCG aBTOMAaTW4yHO 3allOBHUTH MPOCTIP HABKOJO HBOTO
NOTPIOHUM KOHTEHTOM.

[lepmiuM KpOKOM y IbOMY HPOILECI € CTBOPEHHS Ta HANAIUTYBAaHHS CIUIalH-
aktopa Ha cueni. Unreal Engine 5 npomnoHye pi3HOMaHITHI 1HCTPYMEHTHU JJIs pOOOTH
31 crulailHaMd. Mo)KHa J10AaBaTH TOYKH, IEpPEMINIyBaTH iX, 3MIHIOBaTH THII
IHTepHoJALil MK TOoukamMHu (HampukiIan, JiHIAHA, KyOiuyHa bes3be), a Takox
HAJIAIITOBYBATH MapaMeTpU JOTUYHUX JIJISI KOHTPOJIO KpUBHU3HU ciiaiiHy. CrutaiiHu
MOXXYTh OYTH SIK MPOCTUMH MPSAMHMH JIHISIMH, TaK 1 CKJIQJHUMU KPUBOIIHIHHUMU
IUISIXaMH, 0 OTHHAIOTH JJaHAmadT a0o 1HII 00’ €KTH.

[Ticns Toro, sk cruaitH HaOyB OaxkaHoi popmu, HOTO HEOOXITHO IHTErpyBaTH B

PCG Graph. 3a3Buuaii 11e¢ poOUTHCS 32 JOTIOMOTOIO CIIEIIalli30BAHOTO BY3JIa, KU
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OTPUMYE TIOCWJIAHHS Ha aKTop ciuiaiiHy. Lleil By3o0m aHani3ye reoMeTpito cruiaiiHy Ta
reHepy€e B3J0BXK HbOro Habip Touyok (points). KilbKICTh 3reHEPOBAHUX TOYOK
Oe3nocepelHbO BIUIMBAE HA MIUTBHICTh PO3MIIICHHS MaHOyTHBROTO KOHTEHTY.
[TapameTpu By3sla MOXKYTh JI03BOJISITU HAJNAIITOBYBAaTH 1HTEpBAI MIX TOYKaMH abo
reHepyBaTH 1X Ha MEBHIH B1JCTaH1 0JIHA BiJ] OJHOI.

OtpumaBmin 0a3oBuil HaOip TOYOK, PO3TAIIOBAHUX B3JOBXK CIUIAHY, MOXKHA
3aCTOCYBaTH PsiA JIOAATKOBUX BY3IIB Ui iXHBOI TpaHcdopmaliii Ta QuibTparii.
Hanpuknan, mis cTBopeHHs OUIbII MPUPOTHOTO BUTIIALY MOKHA JIOIaTH HEBEIMKE
BUIIAJIKOBE 3MIIICHHS TOYOK Y HANPSIMKY, MEPIEHIUKYISIPHOMY JI0 CIulaiiHy. Takox
MO>KHA BUKOPUCTOBYBATH (DUILTPH JJIs1 BUKJIFOUSHHS TOUOK Y IIEBHUX MICHSX CIUIAHHY,
HaIMpUKIad, Ha KPyTUX MOBOPOTaX, A€ PO3MIIICHHSA MEBHUX 00 ’€KTIB MOXe OyTH
HEJOPEUHUM.

OpHi€l0 3 KIIOYOBHX MepeBar BUKOPUCTaHHS CIUIAHIB € MOJIMBICTb
OpIEHTYBaTH 3rEHEPOBaHI OO0 ’€KTH BIAMOBIIHO 10 HANPSIMKY CIulaiiHy. Byznu
TpaHchopmarlii MOKyTh OTPUMYBATH 1H(POPMAIIIIO MPO JOTUYHI BEKTOPH CIUIAMHY B
KOXH1{ 3reHepOBaHii TOUIll Ta BUKOPHUCTOBYBATH L0 1HPOPMAILIIIO 115l BUPIBHIOBAHHS
00’exTiB. Lle 0cO0IMBO BaXKIIMBO MpU T'eHEPallii TAKUX JIHIHHUX 00’ €KTIB, K MapKaHU
(e cekuli mapkaHy MOBHHHI OyTHM OpIEHTOBaHI B3/0BXK CIUIaiiHy) abo TpyOu (sKi
MOBUHHI CJTIIyBaTH 3a KPUBOIO CIUIANHY).

Jlns  Oesnocepeanboro  posMimieHHs  3D-mopeneidl  B3IOBXK - CIUIAliHY
BUKOPUCTOBYIOThCS BY3JU-CHABHEPH, Takl AK «l'eHeparop craTtuuHoi ciTkm». Llei
BY30J1 OTPUMYE Ha BX1Jl Ha01p TOYOK, 3T€HEPOBAHUX HAa OCHOBI CILIAliHY, Ta PO3MIILY€E
B KOXKHINM 3 IIMX TOYOK OOpaHWil ctatmuHuii Mmeml. [lapameTpu crmaBHEpYy HalalOTh
THYYK1 MOXJIMBOCTI JUTsl HAJaIllITyBaHHS:

Biacranp wmik o0’exktamu: Bu3Hauae i1HTEepBaT MK 3reHEPOBAHUMHU
eK3eMILTSIpAMH B3I0BXK CIIAlHY.

Bunankosuit BuOip aceTiB: MOXIIMBICTh 3a/1aTH MacUB MOJIEJEH, 3 SKUX Oyje
BUITaJIKOBO BUOUPATHUCS 00’ €KT JIsl KOYKHOTO CIIaBHY.

MacmtabyBanns: HamamtyBanHs  MacmTaldy  3reHepoBaHUX 00’ €KTIB,

BKJIIOYAIOYM MOXKJIMBICTH BHUIAJKOBOrOo MacmTaOyBaHHsS a00 MmaciuTaOyBaHHs
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3aJIeKHO Bl KPUBU3HHU CIUIAHHY.

O6Geprannsa: KoHTtponas Haj oOepTaHHSM 00’ €KTIB, BKIIOUYAIOYM MOKJIUBICTH
BUPIBHIOBAHHA 3a JOTUYHOIO CIUIAiiHY, BUMIAJAKOBE OOEpTaHHS HAaBKOJIO PI3HUX OCEH
a00 3amaHe (hiKkcoBaHE OOepTaHHS.

3mimenHs: JlogaBaHHS BHUIAAKOBOTO ab0 MPOIEAYPHOTO 3MIIIEHHS 00 €KTIB
BITHOCHO CIIaliHY JUIS CTBOPEHHSA O1IBIIOT MPUPOAHOCTI.

PosrasiueMo neranpHilne aeski npukiaaan Bukopuctands PCG ta criaiiHiB:

CTBOpEeHHS CKJIQJHUX JOPOKHIX MEpek: 3a JOMOMOrO0 CIUIaliHIB MOJKHA
BU3HAUaTU CKJIagHI KOH(Irypamii gopir 3 IOBOPOTaMH, PO3TATYKCHHSIMU Ta
ecrakagamu. PCG MoXe aBTOMaTHMYHO TEHEPYyBaTH  JIOPOXKHE  MOKPUTTS
(BUKOPUCTOBYIOUM BUTATHYTHI B3JOBX CIUIAiiHY MeIl), OOpAIOPH, PO3MITKY, CTOBIIH
OCBITJICHHSI Ta HaBITh NPHUIOPOXKHIO POCIMHHICTH, OPIEHTYIOYH BCl Il €JIEMEHTH
B3J/IOBK CILIAiiHY Ta PIBHOMIPHO PO3MOAUISIOYH iX.

'enepamist  peamicTUyHUX  piukoBuX  cucteM:  CIutlailHM — MOXKYTh
BUKOPHCTOBYBATHCS JIsl BA3HAUYEHHS PYCEJl PIUOK Ta CTPYMKIB, 110 3BUBAIOTHCS KPi3b
nauamadt. PCG Moxe reHepyBaT HOBEPXHIO BOAM (BUKOPUCTOBYIOUH IJIOCKHUM Melll,
0 CHiAy€e 3a CIUITAalHOM), KaMIHHA pPI3HOrO po3Mipy Ha Oeperax, npuOepexHy
POCJIMHHICTh, a TAKOXK €JIEMEHTHU €po3li OeperiB, CTBOPIOIOYM TAKUM YHHOM JIyKe
peaniCTU4HI BOJHI apTepii.

[TobynoBa mpPOTSKHUX IHXKEHEpHUX KoMyHikamii: CrutailHu — 11€alibHO
N1IXOJATh JUIsl BA3HAYEHHS Tpac TPyOOIPOBOIIB, JIIHIN eJeKTporepeaad ado Oropox.
PCG wMmoxe aBTOMaTHYHO PO3MINTYyBaTH CeKIli TpyO abo oropoxi, CTOBIHU
eJICKTpoIiepeaayd 3 MOTPIOHUM 1IHTEPBAJIOM Ta OPIEHTAIIIEI0 B3/IOBXK CIUIAHY, 3HAYHO
CIIPOIIYIOUH MPOIEC CTBOPEHHS TAKUX 00’ €KTIB HA BEJIMKUX BI1JCTAHSIX.

CTBOpeHHs OpraHiuHUMX LUIIXIB Ta CTEXOK: BukopucroByrouu cCruiailHu 3
HEPIBHOMIPHOIO KPHUBHM3HOIO, MOKHAa BH3HAYaTH 3BUBHUCTI CTEXKH B Jicax abo
ripcekux MicreBocTsXx. PCG Moxe reHepyBaTH TEKCTypy MPOTONTAHOI 3eMTi,
PO3KUAATH OMaJie JIUCTS, KaMIHHS Ta OKpEeMi TPaBUHKHU B3/I0BXK CILIAlHY, CTBOPIOIOYU

BIIUYTTSI PUPOJTHOT CTEXKKHU.
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Buxopucranss crutaiiHiB y noegHanHi 3 PCG € moTyXHUM IHCTPYMEHTOM ISt
CTBOPEHHS CKJIATHUX Ta MPOTSHKHUX JHIMHHX OO0 €KTIB 3 BHCOKHM CTYIICHEM
neTamizaiii Ta KoHTposro. el miaxin 3HaYHO eKOHOMHUTD Yac po3poOKH Ta J03BOJISIE
JIETKO BHOCHTH 3MiHHM 10 ()OpMH Ta HAIOBHEHHS 3T€HEPOBaHUX OO0 €KTIB, MPOCTO

penaryrou KOHTPOJbHUM CIUIANH.
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BUCHOBKH

VY X071 IpoBEASHOT0 JOCTIIKEHHS OyJI0 IeTaIbHO PO3TIISTHYTO KIIOYOB1 €Tanu
KOMIUIEKCHOI'O TpOILIECY CTBOPEHHSA IrPOBOIO CEpPEAOBHUIIA, BUKOPHCTOBYIOUU
nepeoBl IHCTPYMEHTH Ta Cy4YacHi TEXHOJIOTIi po3poOku. [lepmmm kpokoMm Ha IIbOMY
[UIAXY CTaJO0 OCBOEHHS TEXHIK MOEIIOBAHHS TPUBUMIPHHUX 00 €KTIB Y MOTYKHOMY
nporpamHomy naketi Blender. Ocob6nuBy yBary Oyio npuiijIeHO HE JIUIE CTBOPEHHIO
CKJIaJIHOT Ta ONTUMI30BaHOI reoMeTpii, ane i mpouecy UV-po3ropTky, 1o € KpUTUIHO
BaXUIMBUM JJI1 KOPEKTHOTO HaKJaJaHHS TEKCTYp, a TaKOX IMIJATOTOBLI MoOAeNe 10
[0JIaJIbIIIOTO €KCIOPTY B ITPOBUH PYILIH.

Jpyrum BaKJIMBUM €TalloM CTajla TeHepalis NPUPOJAHMX JaHAma(TIB 3a
JIOTIOMOTO0 CIIEL1aIi30BaHOT0 MporpaMHoro 3abesneueHHss Gaea. B paMkax 1mporo
eTamy OyJIO JOCHIJIKEHO 1HTYITUBHO 3pO3yMUIMI 1HTEp(EHC mporpamu, po3risiHyTO
0a30Bl Ta PO3IIMPEH] 1HCTPYMEHTU I (POPMYBaHHS PI3BHOMAHITHOIO pelbedy, a
TaKOX JIeTAJbHO IPOAHAII30BAaHO METOAU CTBOPEHHS MPOLEAYPHUX JIaHIIIA]TIB.
Buxopucranas HofoBoi cucreMu (Gaea J03BOJIIE PO3POOHMKAM KOMOIHYBaTH pi3HI
AJIITOPUTMH Ta MapaMeTpU Ul JTOCSITHEHHS Oa)kaHOTO BUIIIAAY MicueBocTi. Okpemy
yBary 0yJio NpUJILJIEHO MPOLECY EKCIOPTY KIHOYOBUX JAHUX, TAKMX K BUCOTHI KapTH
Ta KapTH HOpMalield, HEOOXIMHMX JJs Oe3IIOBHOI 1HTerpauli Jganamwadry B
cepenouiie Unreal Engine 5.

Tpertiii KiIt04OBHIA eTan OyB MPUCBAYEHUH 1HTErpallli CTBOPEHOro 3D-KOHTEHTY
oesmocepenubo B irpouit pymriit Unreal Engine 5. Ileit nporec BKIOYaB HE JIMIIIE
IMITIOPT TPUBUMIPHUX MOJIENICH Ta BIAMOBIIHUX TeKCTyp yepe3 Content Browser, ase i
rMOOKe PO3yMiHHS HajJallTyBaHHS MaTepiajiB 3a JOMOMOTOI MOTy>kKHoro Material
Editor. Byno po3misiHyTo NPUHIMIIKA CTBOPEHHS (I3UYHO KOPEKTHUX MaTepialiiB
(PBR), BUKOpHCTaHHS TEKCTYPHUX CEMILTIB Ta PI3HOMAHITHUX HOJIB JJIsl JOCATHEHHS
PEATICTUYHOIO BI3yaJbHOTO BUTIIALY 00’ €kTiB. Kpim Toro, Oyiio po3risiHyTO OCHOBU
pOOOTH 3 CUCTEMOIO OCBITJIICHHS CIICHH, BKJIFOUAIOYH Pi3HI TUIU JDKEPEIT CBITIA Ta IXHI
napamMeTpu. BaxXJiMBUM acmekToM IbOro €Tamy cTaja ONTUMI3alis IMIOPTOBAHOIO

KOHTEHTY JIJIsl 3a0€3MeUeHHS BUCOKOI Ta CTa01IbHOI MPOIYKTUBHOCTI IrPOBOTO PYIIIis,
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BKJIIO4ar0YM BUKOpucTaHHs LOD, iHCTaHCIHTY Ta MpaBUIbHE HANAIITYBAHHS TEKCTYD.

UYerBepTuid, 1 OJUH 3 HAWOUIBII 1HHOBALIMHUX €TaIiB JOCIIKCHHS, OYyB
npucBsiueHud npouenypHii renepaiii konteHty (PCG) B Unreal Engine 5. Byno
JETANbHO PO3IJISTHYTO OCHOBU pPOOOTH 3 BizyainbHuUM penaktopoM PCG Graph,
MPUHLIUAIIN TOOYIOBH JIOT1KM aBTOMATHU30BaHOI T'eHepallii pi3HOMaHITHOTO OTOYEHHS,
a TakoX mpakTtuuHe 3actocyBaHHS PCG nansi HamoBHEHHs ITPOBHX CLIEH BEITUKOIO
KUIBKICTIO 00’ €KTiB. OCOOIMBY yBary 0yJso NpuAIEHO BUKOPUCTAHHIO PI3HOMAaHITHUX
BY3JiB (inbTparii, TpaHchopMaliii Ta CriaBHy JUIsl TOCSTHEHHSI 6a)KaHOTO PO3MOLTY
Ta BUIJISAY MPOLEAYPHO T'e€HEpPOBaHOro KOHTEeHTY. Kpim Toro, Oyiio TInOOKO
JIOCITIJIPKEHO BUKOPUCTAHHS CIUIAWHIB SIK KEPYIOUMX KPHUBUX JJIA JIETali30BaHOTO
«MaJIOBaHHS» KOHTEHTY B3JI0BK BHM3HAUEHMX IIUISIXIB, 10 BIJKPUBAE HOBI
MO>KJIMBOCTI JJIsl CTBOPEHHS CKJIAJTHUX JIIHIMHUX 00’ €KTIB Ta €JIeMEHTIB JaHaAmadry.

[TincymoByr04H, MPOBEACHE AOCITIHKEHHS MTPOJEMOHCTPYBAJIO KOMIUIEKCHHI Ta
e(heKTUBHUH MiAX11 JO CTBOPEHHS Cy4aCHOT'O IrPOBOT0 CEPEAOBUIIA, 1110 OXOILIIOE BCl
KJIFOUOBI €Talu PO3pOOKM KOHTEHTY — BIJ moyaTkoBoro 3D-monentoBaHHS Ta
resepanii JaHAmadTiB A0 1HTEerpamii, OnTUMI3alli Ta MPOLEAYPHOrO HAIMOBHEHHS
irpoBoro cBiTy B Unreal Engine 5. OtpuMani B X011 JOCIIIKEHHS 3HAHHSA Ta JE€TAIbHO
PO3MIISTHYTI METOAU MOXKYTh OyTH 0€3MOCepeHhO 3aCTOCOBaHI I pO3poOKH 1rop 3
BI3yaJIbHO OaraTMH, A€TaII30BaHUMU Ta ONITUMI30BAaHUMU ITPOBUMHU CBITAMH, 3HAYHO
CKOPOUYYIOYM 4Yac pPO3POOKH Ta MIABUIIYIOYH SKICTh KIHIIEBOTO TIPOJYKTY.
BnpoBajpkeHHsT TpoUEaypHOI TeHepalli KOHTEHTY, 30KpeMa, BIJKPUBAE HOBI
TOPU3OHTU JIIi CTBOPEHHS MAacIITaOHUX Ta YHIKaJIbHUX ITPOBUX CBITIB 3

MIHIMQJIBHUMH 3aTpaTaMH PY4HOI Ipart.
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