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BIIJIMB TEXHOJIOT'Ti LUMEN HA AKICTH ITPOBOT'O ITPOIIECY

Bce gacrimie irpu po3po6iisioTs 3 BuKoprcTantsM pymris Unreal Engine, sikuii cTaB cTaHmapTOM y Tary3i 3aBIsIKU CBOIH
rHy4kocTi Ta mMoxmuBocTsiM. Unreal Engine 5 BUKOpHUCTOBYETBCS y BimOMHX MpoekTax, Takux sk Fortnite, The Matrix
Awakens 1 Hellblade II, nemoHCcTpyroUH NOTYXXHICTh Ta peai3M HOBUX TEXHOJIOTIH.

Lumen - e mepeoBa TEXHOJIOTSI JUHAMIYHOTO TJ100aIbHOTO OCBITJICHHS Ta BIIOUTTIB, sika BHepile Oyia npeicTaBieHa
B Unreal Engine 5 xommaniero Epic Games [1]. Bona BukopucroBye moenuanns Signed Distance Fields (SDF), voxel-
TEXHOJIOTIT Ta MPOCYHYTHX aJITOPUTMIB TPAaCyBaHHsS OCBITJICHHS B pealbHOMY uaci. ['ojoBHa nepeBara Lumen nossirae y
3[IATHOCT] 3a0e3neyyBaTd pealiCTUYHE OCBITJACHHS AMHAMIYHHX CIeH Oe3 moTpebu y momepenHbo 3ameuyeHux (baked)
JDKeperax CBIT/Ia UM BIIOUTTSAX, IO 3HAYHO CIIPOITYE pOOOTY PO3POOHHKIB.

Ha BinMminy Big texnomnorii RTX (Ray Tracing), sika Bumarae crierianizoBaanx RT-saep Ha Bigeokapti, Lumen mpaitoe
Ha OIMPOKOMY CIIEKTpi MPHUCTPOIB, BKIIOYAlOYM KoHcox HoBoro mnokomiHHA (PlayStation 5, Xbox Series X) Ta
cepenaponpoxyktuBHi I1K, mo poOuTs 1i GLIBII JOCTYITHOO IUISI MACOBOTO BUKOPUCTAHHS.

Huns ananizy Oymno mpoBereHo tectyBaHHs (Tabmmis 1) rpu Fortnite, sika Oynma onoBiena min Unreal Engine 5 ta
BUKOpUCTOBYe Lumen a1 riio0anbHOTO OCBIiTIICHHS. J{OCHiKEHHS NMPOBOIMIOCS HA MAaKCHMAIBHUX HaJAlITyBaHHSIX
rpadiku y po3ninbHiit 3qatHocTi 1080p.

Tabauys 1
Cepenniit . .
Pexxum pei OcCHOBHI 0COOJIMBOCTL
FPS
MakcuManbHa IPOAYKTHBHICTD, ajle MEHII pealiCTHYHE
Lumen Off 120 FPS . Ha TpOLyKT) p
OCBITJICHHSI i TPOCTI TiHi.
Lumen ITomiTHEe TOKpamIEHHS OCBITIICHHS Ta TiHEH, peaTicTHYHI
. 80-90 FPS . o .
On(High) BiOuTTS, mpote Brpara ~30% IpoAyKTHBHOCTI.
Bucokuii piBeHs Bi3dyamizamii: CKJIamHi TiHi, TOYHI
Lumen On . . o
(Epic) 60-70 FPS BiZIOWTTs, oOaTbHE OCBiTJICHHs, ane BTpara 10 40%
P MPOJTYKTUBHOCTI.

PesynbraTu (puc.l) nokasyoTs, 1110 BBIMKHEHHSI Lumen Ha BUCOKHX a00 €MiYHUX HAJIALITYBaHHSIX CYTTEBO MOKPAIYE
SIKICTB 300paXKeHHs, 3a0€e3MeUyI0un peaslicTHIHI e()eKTH OCBITICHHS Ta BIIOUTTIB, SIKi KPUTHYHO BaXKJIHMBI JJISI CTBOPEHHS
3aHypEeHHSA Y BipTyallbHE cepeioBHIIe. Harmpukiiaa, cBIiTIOBI Kepena IpUPOIHO B3aEMOIIIOTE 3 00'€KTaMu, TiHiI MarOTh M'SKi
Kpai Ta BpaxOBYIOTb BTOPHHHE OCBITJIICHHS, & TIOBEPXHI TOYHO BiTOWBAIOTH TOBKIIIIS.
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Puc.1. Brums TexHonorii Lumen Ha mpoayKTHBHICT

OpHak 1i Bi3yasbHI IepeBaru CyHnpOBOJUKYIOTHCS 3HWKEHHSIM HNPOJYKTHBHOCTI, IO CIIiI BPAXOBYBaTH PO3pOOHHKAM
mpu OaJaHCyBaHHI MiX rpadikoro 1 ITIABHICTIO irpoBOTO MpoIiecy. Y 0araTOKOpPHUCTYBalbKUX irpax, Jie MPOAYKTUBHICT Ma€e
KPUTHUYHE 3HAYEHHSI, TOIUIbHIIIE BAKOPHUCTOBYBATH cepe iHi a0 HM3bKi HamamTyBaHHs Lumen. Y cI0XeTHHX Ta OAMHOYHUX
irpax, jie BayJiuBine BpaxxeHHst Bij rpadiku, Lumen Ha «EpIC» 3ab6e3rnedye MaKCUMAIIbHO peaaiCTHUHUN BUTIISL.

Ha Bigminy Big RTX (Ray Tracing), sikuii BUKOHY€e TpacyBaHHS IIPOMEHIB /I CTBOPEHHS OCBITIICHHS Ta BiJIOMTTIB,
Lumen [03BoJIsiE OTPUMATH CXO0XKHUI PiBEHb SIKOCTI 0€3 HeoOXIIHOCTI MaTH nopory Bineokapty 3 RT-sapamu. [Tpore RTX
Ma€ MepeBary y CKIaJHUX CICHAX 3 BEIUKOK KIBbKICTIO J3epKaIbHUX MOBEPXOHb Ta TOUHMX BigOUTTIB. KomOiHamis DLSS
(Deep Learning Super Sampling) i RTX y koukypeHTHHX TexHoorisx NVIDIA 103B0oJisi€ 4acTKOBO KOMIICHCYBATH BTpaTH
MIPOAYKTUBHOCTI, aHAJIOTI9HO TOMY, Ik Lumen moemaHyeTbes i3 Nanite (TEXHOJIOTi€I0 MIKpOMOIIroOHANBHOI reoMeTpil) s
onrruMizanii podotn B Unreal Engine 5.

Texnouorist Lumen y Unreal Engine 5 nemMoHcTpye HOBHII piBE€Hb SIKOCTI TJ00aNbHOTO OCBITJIIEHHS, 3a0e3Medyr0un
peajyicTHYHE CBITJIIOBE CEpEJOBHUILE HaBITh Y JMHAMIUHHMX clieHax. He3Bakarounm Ha BIUIMB Ha NPOJYKTHBHICTb, Lumen
BiZIKpUBA€ HOBI TOPU30HTH ISl PO3POOHUKIB.

Cnucok BUKOPHCTaHNX JIZKepeJI:
1. T. W. Tan. Mastering Lumen Global Lighting in Unreal Engine 5 V: Game Development with Unreal Engine 5 Volume
1: Design Phase / T. W. Tan — Berkeley, California: Apress, 2024. — C. 223-275.



