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O630p Indirect Lighting Cache B rpagpuueckom penaxkrope Unreal Engine 4
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AHHOTALIUA

B nmaHHOM cTaTee paccMaTpuUBAETCAd W OIMCHIBACTCA 1EXHOJIOrHs, KOTOpas
MO3BOJIAET CO37aBaTh JMHAMUYECKOE OCBEIICHHE Ha HE CTAaTUYHBIX OOBEKTaX B
rpa¢puueckom asmwkke Unreal Engine 4. Jlamnas ¢yHkums tpedyercs IS
PEATMCTUYHOTO pacIpeiesieHus CBeTa 0€3 TOCTOSTHHONW KOMITMIIALINU.
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Abstract

This article discusses and describes a technology that allows you to create dynamic
lighting on non-static objects in the graphics engine Unreal Engine 4. This function
is required for realistic light distribution without constant compilation.
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['noGanbHoe ocBerienue (anri. global illumination) — 3To Ha3BaHue psa
QITOPUTMOB, HMCIOJB3YEMbIX B TpEXMepHOU Tpaduke s Ooyiee pealuCTUYHOU
UMUTAlMA CBeTa. TakWe ajlroOpuTMbl YYUTHIBAIOT HE TOJBKO TPSIMOM CBET OT
ucrtounuka (anri. direct illumination), HO ¥ OTpaXEHHBIA CBET OT PaAZTUUHBIX
noBepxHocTer. 3o0paxkeHusi, TMOJy4YeHHbIE B  PE3yJbTare MPUMEHEHUS
QITOPUTMOB TJI00ATFHOTO OCBEIIEHUS, YaCTO BBITJISAST OoJiee peaTMCTHUYHBIMHU,
4eM Te, B TIPOIECCE PEHICPUHTA KOTOPBIX NPHUMEHSIIMCH TOJBKO aJITOPHTMBI
npsiMoro ocmemienus. OgHako I pacdéra riio0albHOTO OCBEUICHHS TpedyeTcs
ropaszao 0oJbIlle BPEMEHH.

Llenp maHHOM CTATHU PACCMOTPETH BO3MOXKHOCTHU TJI00ATEHOTO OCBEIICHHSI C
nomotnbeto ¢yakiuu Indirect Lighting Cache B mmwxkke Unreal Engine 4 mis
CO3/IaHUs PEATMCTUIHOTO OCBEIIICHUS.

K. Kpammnep, A. Kykcon, P. JlayauHrcoka paccMoTpesid BO3MOXKHOCTH
co3faHusi KoMmbloTepHOW urpel [1]. B mamnoi pabore M. Makkedpu omwmcan
TEXHOJIOTHIO pa3pabOTKK UIPp B BHPTyanbHOU peanbHOcTH [2]. M.E. BasuneBuy,
O.A. bopucosa, E.B. Ma3yp npoJieMOHCTpUPOBAIN BO3MOKHOCTH Pa3pylIeHUs B
cBoeil cratee [3]. Tak ke camu co3marenu TpahuuecKoro IBUKKA CO3MAIU
JIOKYMEHTAITMIO i1 3HAKOMCTBA C WHTephEdcoOM W IS CO3/IaHusS TPOOHBIX
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npoekToB [4]. Ha caiite habr.com coo6mectBo pa3paborunkoB Ha Unreal Engine 4
nyOJIMKyeT MHOKECTBO CBOMX JIOCTHIKCHUH, B TOM YHCIIe U Au3aitH urp [5].

ITepen nauamom pabotsl ¢ Indirect Lighting Cache, HeoOX0AHMMO OTMETHUTD
BCE BUJIBI HEMPSIMOTO OCBEIIICHUSI.

Brute Force - sto Hambonee TpPOCTON MOAXOM;, HEMPSIMOE OCBEIICHHE
PaCCUUTHIBACTCS HE3aBHCUMO [UISl KKIOW TOYKHA TIOBEPXHOCTH, IMPOCIICKUBAS
KOJIMYECTBO Jy4YeH B pa3HBIX HAIIPABJICHUAX 1O TIodycdepe Haa ATOM TOUKOH.

Irradiance Map - 3TOT MeTOa CTPOHTCS Ha KAIIMPOBAHHHM OCBEIICHHOCTH,
OCHOBHAsl HWJIes 3aKJIFOYaeTCs B TOM, YTOOBI BBIYHCIIMTH HENPSIMOE OCBEIICHHUEC
TOJIbKO B HEKOTOPBIX TOYKaX CIIEHBI, U HHTEPIIOJUPOBATH Ha OCTAILHBIC TOYKH.

Photon Map - DToT MeTos1 OCHOBaH Ha MPOCICKUBAHUH YacTUI] ((POTOHOB)
OT UCTOYHUKOB CBETA M MX OTPAKCHUH Ha TIOBEPXHOCTSIX BCEH CIICHBI. DTO HY)KHO
JUIS. HHTEphepa WIN MOJy-HHTEPhEPhEPHBIX CIICH C OOJBIINM KOJIHYECTBOM CBETa
WK MaJeHbKUMHU okHamu. Photon Map oOBIYHO HE JaeT MOCTATOYHO XOPOIIHX
pEe3yJIbTaTOB, YTOOBI HCITOJI30BAThCS HANMPSMYIO; OJHAKO, OH MOXET OBITh
UCIIONIb30BaH KakK MPHUOJIU3UTEIHHOE OCBEIICHUE CIICHBI JJIS YCKOPEHHS pacuera
Gl (anra. global illumination, «rio6ansHOE OCBELICHHE)») MyTEM MPSIMOTO pacyeTa
win irradiance map. Light Cache

Light Cache — »To Texnuka 1j1st IpHOIMKEHUS II00ATILHOTO OCBEILCHUS B
cuere. OHa OYeHb MOX0Xa Ha photon mapping, HO 6€3 MHOTHX €€ HEJOCTaTKOB.
Light map cTpouTcs IyTeM OTCIIC)KMBAHUS pPa3IUYHbIX BapHAHTOB BHJA OT
KaMepbl. KakIplid 3TOT BapHaHT COXPAHSICT OCBEIICHUE OTACIBHO OT OCTAIBHBIX B
3D-cTpykType, B 3TOM CX0XecTh ¢ photon map. Light map -3T0 yHHBepcaibHOE
pemrenne GI, koTOopple MOTYT HCIOJIB30BAThCS JIII HMHTEPBEPHBIX, TaK M
OKCTEPhEPHBIX  CIICH, JIMOO HampsAMyl0, JUOO B KA4yeCTBE BTOPHYHOTO
npubamxeHus, koraa irradiance map uiu meron brute force Gl.

Lightmass reHepupyeT KapThl OCBCIICHHS JJIsi HEMPSIMOTO OCBEIICHHUS
CTaTHYECKUX 0OBEKTOB, HO TUHAMHUYECKHE OOBEKTHI, TAKHE KaK MEPCOHAKH, TAKKE
HY)KIAIOTCS B METOJIE TOJIYYCHHS HETPSIMOTO OCBEHICHHS. JTO pEeIaeTcs ¢
MIOMOIIBIO0 KAIIAa KOCBEHHOTO OCBCIICHHS, KOTOPBIM HCIOJIB3YET OO0pasIlbl,
creHepupoBaHHbie Lightmass Bo Bpemsi cOOpKH, [JIsi pacueTa KOCBEHHOTO
OCBEILECHUS JIJISl TMHAMUYECKUX 0ObEKTOB BO BPEMs BBITIOJTHEHWS.

Ha n300paskeHUsX HIKE MOXHO YBHJICTh PAa3HHIY MEKIY JUHAMHUCCKUMU
00BbeKTaMH, BU3yalIM3MPOBAaHHBIMU C ydeToM M 0Oe3 ydactus Indirect Lighting

Cache (puc 1, 2).
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Pucynok 2 - Paccesunoe ocgenienue ¢ Indirect Lighting Cache

Lightmass pa3meraer oOpasisl OCBEIICHHS TI0 BCEMY YPOBHIO M BBIYUCIISICT
TSl HUX HEMPSIMOE OCBEIIICHUE BO BPEMSI COOPKH OCBEIICHUSI.

Korma mpuxomuT Bpemsi BH3yaaH3UpOBaTh JUHAMHYECKHA OOBEKT, KOIII
KOCBEHHOT'O OCBEIICHHUS MPOBEPSIET, €CTh JIK Y HEro YXKe IOCTYITHOE OCBEIICHHUEC
JUISL 9TOTO 00BEKTA, M, €CITH J1a, KCITOJIB3YET €ro.

Ecnu ocBerierre He ObUTO TOCTYIMHO (0OOBEKT HOBBIM WIIM CIIMIIIKOM CHIIBHO
HEePEMEIICH), K3II KOCBEHHOTO OCBCIICHHS WHTEPIOJUPYET OCBEUICHUE W3
NpeBAPUTEIIbHO BHIUMCIIEHHBIX 00Pa3I[0B OCBEIICHHS.

Lightmass pasmeriiaeT o0Opasiibl OCBEIICHHS Ha IUIOCKOCTH, OOpPAIICHHBIX
BBEPX, C BBICOKOH IUIOTHOCTBIO, a BE3J€ C HHU3KOW IUIOTHOCTHIO. OOpasiibl
OrpaHUYEHbI TE€M, YTO OHM Haxomasrcs B Lightmass Importance Volume, u onu
pa3MEIIalTCs TOJIBKO Ha CTATHYECKUX MOBEPXHOCTSX (pHcC 3).
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Pucynok 3 - [Ipumep oToOpaxeHus OCBEIICHUS

b mpoaHanu3uMpoBaHBl  CYIIECTBYIOIIME  aHAJNOTU  TIpadHUuecKux

penakropoB u Unreal Engine 4 Obin BhIOpaH Kak O4YeHb (YHKIIMOHAIBHBIA |
rMOKMI B HACTpoOWKax, U METOAaxX pa3pabdoTOK, penaktop. Bo Bpems uzydeHus
BO3MOYKHOCTE OBLI TOJIYYEHHBIH LIEHHBIA OMNBIT pabOTBl C 3TUM CPEIACTBOM
pa3pabOTKU B YACTHOCTHU € NMOJJOOHBIMH TEXHOJIOTHSIMHU.

B wrTore Obin HN3ydYCHa TCXHOJIOTHUA, KOTOpasA 1O3BOJLCT CO3/4aThb

JUHAMHAYHOE OCBEILICHUE U TEHU BHYTPU UIPbL. TE€XHOJIOIHs OYEHb Ba)KHA, TaK KaK
0e3 He€ TeHU Ha MHTEPAKTUBHBIX U UTPOBBIX 00BEKTaX OTCYTCTBOBAJIH.
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