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OCOBJHUBOCTI KOMIT'FOTEPHOI TEXHOJIOI'Ti UNREAL ENGINE 5

Unreal Engine 5 [1] — irpoBuii pymiii, po3po6ieHuii i miaTpumyeTbest kommaniero Epic Games. Bigpisuserses Bin
TIoTepeIHIX Bepciii TEXHIYHUM 1 rpad)iyHUM acleKToM, TaKoK OyJiu BBe/ieH] HOBI TexHouorii: Nanite Ta Lumen. OcHoBHE
MIPU3HAYECHHS — KOMIT I0TEpHI irpH.

Mema pob6omu: Busnauutu ocHOBHI ocodmuBocTi Unreal Engine 5.

Unreal Engine crogatky OyB po3poOJeHUIA I NTyTEPiB Bif Mepiroi 0coOu, BUKOPUCTOBYBABCS B Pi3HUX JKaHPaX,
BKJTIOYatoun iardopmepu, 6otoBi irppy Ta MMORPG, a Takox OyB MpUAHATHI Ha 1HIIUX pUHKAX, 30KpeMa, Y KiHO Ta
y TeneBizikHiN iHmycTpil. Hammcannit Ha C ++, Unreal Engine Bimpi3HA€THCS BHUCOKHM CTYIIEHEM IIOPTATHBHOCTI,
MiITPUMYIOYH ITUPOKHUHA criekTp miaTdopM: Microsoft Windows, Linux, Mac OS i Mac OS X Ta iHmi.

T'onosHi ocobnmBocti Unreal Engine 5 [1]:

—BuxopucraHHs aceTiB 3 COTHAMH MUTBHOHIB TONITOHIB, SKi 3apa3 BUKOPHUCTOBYIOTH B KiHO
—Hogwuit MmeTox rmodaneHOTO OCBITIACHHS — LUmen
—€I1HA SIKICTh aceTiB He3aJIEXKHO BiJl JalbHOCTI 1X posramryBaHHI(LODS)
—BincyTHICTD NOSIBU PEAMETIB «3 MOBITPS
T'onorHi Hegomiku Unreal Engine 5:
—Bupocre po3mip npoekris Ha Unreal Engine 5
—Bupocre norpeda B 00YHCIIOBATIBHUX TOTYKHOCTSIX

Lumen [3]- 11e MOBHICTIO AMHAMIYHE PIIIIEHHS III00aIbHOT0 OCBITICHHS, SIKE OIIEPATHBHO Pearye Ha 3MiHH CICHH Ta
cBitma. CucreMa Hamae AWQy3HE B3aEMOBIIOWTTS 3 HECKIHUCHHHUMH BIiZOUTTAMH Ta HENPSIMHUMH J3epKaIbHUMH
BiI3epKAICHHSAMH Y BEJIMUYE3HUX ACTATBHAX CEPEIOBHINAX HA MacIITadax BiJ KiTOMETPIiB JO MiTiIMETpiB. XyI0KHUKH
Ta IU3aiHEPU MOXKYTh CTBOPIOBATH OLTBII AMHAMIYHI CIIEHH, BAKOPUCTOBYIOYH JIFOMEH.

Nanite [3]- omna 3 karouoBHX TexHouoriii Ha ocHoBi Unreal Engine 5, mokasana 13 TpaBHS 3 TEXHOJIOTI€0, IO
npairoe Ha PS5. BoHa 103BoIsi€ MOKa3yBaTy B KaJpi CTUTBKKA T€OMETPil, CKUTbKH 0a4HUTh OKO, 1 3aJIeXKHTh BiJ| YITKOCTI -
yuM OLIbIlle, TUM BHILE CTA€ JeTamizaiis. 3a 1omomMororn Nanite po3poOHHUKH 3MOXKYTh BUKOPHCTOBYBATH B I'Pi aCeTH
TaKUX SKOCTEH, SKi paHille MONPOCTy OyNIW HEMOUUIBHHUMH, OCKIJIBKH Ul LIMX aceTiB MOTPiOHO Oyio Haa3BHUYAHO
6arato pecypciB KOMII FOTepa.

Takox minTpuMyBanoto texnonorieto Unreal Engine 5 e DirectX Raytracing API (DXR) [2] — ue dyHkwmis,
npeacrasiacHa B iHTepdeiici nporpamysanus (API) Microsoft DirectX 12, mio peainizye TpacyBaHHsS MPOMEHIB, IS
Bisyaumizamii Bimeo rpadiku. Ha pucynky 1 mokazaHo BukopuctaHHs TexHonorii Nanite, Lumen Ta Raytracing.

Puc.1. 3HiMOK Kanpy 3 TexHOMOTIYHOI MemoHcTpamnii Unreal Engine 5

BucnoBku. Oxe, Unreal Engine 5 mpunece cripaB)XHIO pEBOIIIOII0 Y CTBOPEHHI KOMII FOTepHHX irop. HoBi TexHOOTII:
Lumen Tta Nanit CHIBHO CIIPOCTATH CTBOPEHHS KOMIT IOTEPHHX irop i ToMy po3poOka KOMII IOTEpPHHX irop CTaHe
JEMIEBIINM 1 IOCTYIHIIINM JJIsl MaJIUX irpoBUX CTyHid. Byne nocTymHa MOKIHMBICTE BUKOPHUCTAHHS aCeTiB 3 COTHAMH
MIiTBHOHIB TIOJNITOHIB, MIO MpPHU3BEAE A0 30UTBIIEHHS SAKOCTI 00 €KTiB, 30UIBIIEHHIO MOTPEeOM B OOYHCITIOBATIBHUX
MOTYXHOCTSIX Ta 301IBIIIEHHIO PO3MiPY BUX1THOTO TIPOEKTY.
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