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ARCHVIZ AOOATOK HA OCHOBI UNREAL ENGINE
NMPU BISYANI3ALII BIPTYAIIbHUX CEPEQOBMLL

®DyHKUjOHanbHO i2poei pyuwiii, WO € OCHOBOK 8i0e0i20p, MOXIIUBO BUKOpUCMO8y8amu i Ot hopMy8aHHS 8ipmy-
anbHux cepedosuuy. Ocobnueo ue 8axirueo rMpu cmMeopeHHi ghomopeasicmuyHux 0eMoHcmpauit ma rpe3eHmauit
Pi3HUX iHbopMmauiliHux MPodyKmis, siKi MOBHICMIO 3aHyPIOMb KOpUCMyeadie 8 makull eipmyarnbHul npocmip, wo
0038607151€ 36inbWwUMU 8i04ymms nNpUCymHocmi 8 peasibHOMYy ¢hidu4HOMY npocmopi. [TpoepamHoO yi mpouedypu MOX-
J1U80 peariizysamu 8 rpoeKkmax rpyHmy4ucs Ha apximekmypHoi eisyarnizauji.

Memoro po6omu e npedcmasrieHHs pouecy npakmuyHoi peanizauji cmeopeHHsi do0amky eipmyasnbHo20 ceped-
osuua apximekmypHoi eidyanisaujii aydumopii yHisepcumemy 3a 0oromMo20r cucmemu ripozpamysaHHs Blueprint.

Memodonozis 3abe3rneueHHs pilueHHs apximekmypHOI gidyanisauii ckadaembcsi 8 3acmocyeaHHi po3pobKu
iHmepakmueHoz2o dodamky ArchViz, ujo do3eossie docnidxysamu cmeopeHy sipmyaribHy ayOumopiro i3 MoXJrugic-
M0 WUPOKOI iHMepakmueHoi 83aemodii 3 ciMa OCHOBHUMU ii ckrnadosumu eriemeHmamu. Bapmo 3asHa4yumu, uio
npu po3pobyi sukopucmaHo Juwe gi3yanbHe rpoepamysaHHs Blueprint, wio npuckoptoe ¢popmysaHHs1 nodibHo20
dodamky yepes Moxugicme 8i006paXxeHHs1 HA0YHO J102iKu 83aemMOQili CMPYKMYPHUX e1eMeHmI8, i WO MaKoX HisiK
He ernueac 8 UifIoMy Ha ornmumisauito npoexkmy.

Haykoea HoeuU3Ha 3arpOnoHO8aHUX PilUeHb 8U3HAYaEMbCS MUM, WO 3a805IKU 8UKOPUCMAaHHI0 nepedosux MOX-
nueocmel Unreal Engine, makux sik cucmema QuHaMiHHO20 Oc8imiieHHs1, ariobasibHe OC8IMIeHHS 8 pearibHOMY
yaci ma MOXJ/u8ocmi 8UCOKOMOYHO20 peHOepuHay, dodamok ArchViz docsizae H08020 nid8ULEHO20 pigHS peariic-
mu4HoOCMi ma iHmepakmugeHocmi giyanisayji eipmyanbHo20 cepedosulya.

BucHoeku. Po3pobrnieHuli iHmepakmuegHul ArchViz-0odamok, Moxe ycriluHO 8UKopUCmMo8ys8amuch rpu rnpo-
ekmysaHHi npuMiueHb, mak sk mMae rpueabnusy ghomopeasicmuyHy KOMI'lomepHy epagiky ma micmume 8 cobi
iHmepakmueHi Mmoxnueocmi 83aemodii 3 omoyeHHsM. Jarul npuknad Arch-Viz do0amky moxe ennuHymu Ha rpo-
eKmyeaHHs1 NPUMIUEHHST 8 UiToMy ma cmeopumu ronum Ha 6induHa08i KomnaHii, wo sukopucmosytomse rnodibHi
rpogpamHi pilueHHS1 Yepe3 OmpuMaHi 8paXeHHsI Kopucmyeada Ha emarii, Konu peasibHe MpUMIUEeHHS We He iCHYE.

Knrowoei cnoea: sipmyanbHull peaniam, iHmepakmueHe, ArchViz, Unreal Engine, Blueprint, Niagara, izposuti
pywit, apximekmypHa gi3yarnisauisi.
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ARCHVIZ APP BASED ON UNREAL ENGINE
WHEN VISUALIZING VIRTUAL ENVIRONMENTS

Functionally, game engines, which are the basis of video games, can also be used to create virtual environments.
This is especially important when creating exciting demonstrations and presentations of various information products
or physical spaces that completely immerse users in such a virtual space, which allows to increase the feeling
of presence as if in a real physical space. Programmatically, these procedures can be implemented in projects based
on architectural visualization.

The aim of the work is to present the process of practical implementation of creating a virtual environment
application for architectural visualization of the university auditorium using the Blueprint programming system.

The methodology for providing a solution to the presented task consists in the application of the development
of the interactive ArchViz application, which allows you to explore the created virtual audience with the possibility
of interactive interaction with all its main elements. It is worth noting that only Blueprint visual programming was
used in the development, which speeds up the development of such an application due to the possibility of visually
displaying the logic of interactions, and which also does not affect the optimization of the project in general.

The scientific novelty of the proposed solutions is determined by the fact that, thanks to the use of advanced
features of Unreal Engine 5, such as the dynamic lighting system, real-time global lighting and high-precision
rendering capabilities, the ArchViz application reaches a new level of realism and interactivity of virtual environment
visualization.

Conclusions. The developed interactive ArchViz application can be used in the design of premises, as it has
attractive photorealistic computer graphics and contains interactive opportunities for interacting with the environment.
This example of the Arch-Viz application can influence the perception of room design in general and create a demand
for building companies using similar software solutions due to the received user impressions at the stage when
the real room does not yet exist.

Key words: virtual realism, interactive, ArchViz, Unreal Engine, Blueprint, Niagara, game engine, architectural
visualization.

AkTyanbHicTb npobnemu. BennyesHa obumc-  komm'toTepHux irop. lNMpoueaypa CTBOpeHHS Bige-
noBanbHa MOTYXHICTb Cy4aCHUX MEPCOHanbHUX  OIrop BMMAarae BMKOPUCTaHHS irpoOBOro pyLlis i He
KOMM'IOTEPIB 3HaWLLNa 3acTOCyBaHHSA B pPIi3HMX  30BCIM BiOMO, LLO irpoBi pyLUii MOXYTb CRyrysaTtu
iHdopMaUinHnXx cepax, cepen SKUX € | MHOXMHA  BinbLU LWIMPLIXM LINSM, HiXXK NPocTo po3pobka irop.
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Tak X MOXHa BWMKOpUCTOBYBaTW i Ans copmy-
BaHHA BipTyanbHUX CepefoBuLl, AfS CTBOPEHHS
iHbopMaTUBHNX AEMOHCTpaLin Ta npe3eHTauin
NpoaykTiB abo isnyYHNX NPOCTOPIB, AKi HE nuLwe
3aXONSOKTh, ane 1 3aHyprTb KiIHLEBOIO KOpUC-
TyBaya, J03BOMSYM NOMY, I'PYHTYHOYMCL Ha Npo-
eKTax apxiTeKkTypHoi Bidyanisauii (ArchViz) 3 Buco-
KM CTyneHeMm 3aHypeHHs, Big4vyTu NpoCTip Tak,
HIOW BiH MPUCYTHI Tam hi3nyHo.

BukopucToBytouM MOXMIMBOCTI irPOBUX PYLLUIIB,
KOMMaHii Ta po3pobHMKM MOXYTb OoTpumMaTn 6es-
nivy MOXnMBOCTEN ANSA Npe3eHTauil CBOIX Mpo-
OYKTiB Ta Bidyanisauil apXxiTekTypHux cnopyg.
HesanexHo Big TOro, 4n Le AeMOHCTpauis npo-
eKTy HepyxoMOCTi, HOBOI MiHINKM NPOAYKTIB, 4n
3axonntya  BipTyanbHa nporyngHka ManbyT-
HiM 3aKkragoMm, MoTeHuian BUKOPUCTAHHS irpoBUX
pyLWiiB 4Na AeMOHCTpaLin € 4OCUTb BENNYE3HUM.
3aBoskn CBOIM 34aTHOCTI CTBOPHOBATM BidyarnbHO
NpUronioMLLNMBe IHTEpPaKTMBHE cepedoBuLle, Ui
AoA4aTKn MpOMOHyThL 06e3npeLeaeHTHU piBeHb
3any4yeHHs MOTEHUINHMX iHBECTOpIB Ta KIiEHTIB.
BUKOPUCTOBYIOUM MOXIMBOCTI irpoOBMX pYyLLIiB Ta
HaWCy4acHiLi TEXHONOrIi, KOMNaHil MOXyTb CTBO-
ptoBaTK Bi3yanbHO Bpaxawdi Ta 3axonstotoui
npoektn ArchViz, €Ki 3aHyplolOTb KOPUCTyBadiB
y BignoBigHe BipTyanbHe cepeaoBuLle. OCKinbku
3acToCyBaHHSA iHOPMALIMHMX TEXHOMOriIN Npogo-
BXYE CTPIMKUIA PO3BUTOK, MOXIUBOCTI BUKOPUC-
TaHHSA irpoBMX PYLIiB ANs1 AEMOHCTpaUii pi3HOTK-
MOBWX MPOeKTiB ByayTb 3BMYANHO TifMbKN LUBUAKO
posLwmproBaTucs,

AHani3 octaHHiX gocnigxeHb i ny6nikauin.
IrpoBi pyLii cnyryoTb OCHOBOK pPO3pobKM irop,
NPOMOHYIOUYN LUMPOKUIA CMNEKTP MOXMNUBOCTEN Ta
dYHKLiM, AKi CNPOLLYOTb NPOLEC Ta Aal0Tb MOXIN-
BiCTb PO3pOOHMKaM BTiNOBATK CBOI TBOPYi 3a4yMu
B XWTTA. IX MOXHA BU3HAYUTU SIK MPOrpamHui
dhperimBopk abo nnardopmy, sika Hagae po3pod-
Hukam Habip iHCTpymeHTIB, GibnioTek Ta cuctem
ONs1 CTBOPEHHS, pPO3p0obKM i po3ropTaHHsA Bigeo-
irop, WO cryrye MpOMIXKHOK NaHKOK MiXK KOAOM
rpy Ta anapaTHUM 3abe3neyeHHs M, JO3BOMSAYM
po3pobHMKaMm 30cepeanTncs Ha Noriku Ta An3anHi
rpu. PyHKUiIOHaANbHO irpoBi pyLUii MOXNUBO PO3ai-
NUTWN Ha: PYLWin peHaepuHry, isnyHi pyLuii, 3By-
KOBI pyLUii, BKIOYaOYM LWUTYYHUI IHTENEKT, CLeHa-
pii Ta MOBWM nMporpamyBaHHs, KOHBEEPU PECYpCiB
Ta pedakTopu rpu.

Ha gaHun vac i3 nonynsapHux irpoBux pyLuiis
MOXHa BUAINUTU neped yce Taki Ak Unity, Unreal
Engine ta CryEngine. Unity wnpoko BWKOpUC-
TOBYBaHW irpOBUIN PYLUIA, BiJOMWA CBOEI YHi-
BepcarnbHiCTI0O Ta MpPOCTOTOK BUKOPUCTaHHS.
Unreal Engine BigomMun cBOIMW [yXe LIMPO-
KMMW Bi3yanbHUMU MOXITMBOCTSIMU Ta BUCOKOIO
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TOYHICTIO KOMM'IOTEpHOI rpadikn. BiH Hagae Taki
PO3LUMPEHI MOXIMBOCTI SIK TpacyBaHHS Mpome-
HiB CBiTNa y peanbHOMY 4aci Ta AMHaMIiYHe rro-
GanbHe OCBITNEHHS, WO O03BOSISIE PO3POOHUKAM
CTBOPIOBATK BidyanbHO Bpaxatodi edektn 3aHy-
peHHs. CryEngine B OCHOBHOMY 30CepemKeHUN
Ha CTBOPEHHI HanCy4yacHiLWOi KOMM'IOTEPHOI rpa-
dikn Ta peanictTuyHmMx cepegosuw. BiH BigMiHHO
CMpaBnseTbCA 3 PEHAEPUHIOM BENUKMX BIOKPW-
TUX NPOCTOPIB, AMHAMIYHUX MOFOAHUX CUCTEM Ta
AeTtanizoBaHuX Mogenen nepcoHaxie. Cepep pos-
MMAHYTUX, HaWBINbL LIMPOKO BUKOPUCTOBYBAHWUX
OBUIYHIB, Ans po3pobku ArchViz-npoekTy Halkpa-
wnm sBuctynae Unreal Engine 5, Tak sk BiH € ONTW-
ManbHMM 3a 6araTtbMa napameTpamu 3 yCix 3anpo-
NOHOBaHMX, MICTUTb HaAWHOBITHILI TexHonorii Ta
Mae MOXIMBICTb MporpamyBaT 3a [AOMOMOroO
cuctemm Blueprint, sika € BidyanbHOK aganTtauieto
MOBU C++.

MeTtoto cTaTTi € npeacrtaeneHHs npouecy
NpakTUYHOI peanisaLil cTBOpeHHS JodaTky BipTy-
anbHOro cepefoBuLLa apXiTEKTYPHOI Bisyanisauii
OfHiel 3 ayauTopIiN YyHiBEpCUTETY 3a [0MNOMOIOH0
cuctemm nporpamyBaHHs Blueprint.

Buknag ocHoBHOro martepiany. BupiwansHe
3HavYeHHsA Ansa epeKkTUBHOI po3podkn ManbyTHLOrO
NPOEKTY ABMNSETLCA BUBYEHHSI BUMOT A0 Hei. o6
po3pobuTK NporpamHy cuctemy, Li BUMOrK NOBU-
HHi OyTM BU3Ha4YeHi, BUMIpsHi, NPOTECTOBaHi Ta
nosicHeHi. Cneumndikauii yHKLiOHaNbHMX BUMOT
NPOEKTY, WO (popMyeTbCHA — Le onuc (PyHKUIn Ta
TXHiX aTpubyTiB, AKNA HE MICTUTb XXOAHUX BUHATKIB
4 NpoTupid. Takox gogaTok mae OyTu poTopea-
nicTUYHMM Ta AeTanisoBaHUM, a TakoX MaTun 3mory
BMKOPWUCTOBYBaTN CUCTEMY Cy4aCHOro pearnicTtuy-
HOro OCBITMNEHHS.

Onuc BUKOpPUCTaAHWX B MPOEKTi €enemeHTIB
Ta nnariHiB. 3actocoBaHa B MpOEKTi cucTema
VFX-4aCcTWHOK peani3oBaHa 3a AOMNOMOroK CucC-
Temn Niagara, edpektn gns kamepu copmoBaHi
3a pgonomorot enemeHty PostProcessVolume,
noroga peanisoBaHa 3aBadaku naky Ultra Dynamic
Sky, peanicTuyHi matepianu ©6ynu  BUKOPUC-
TaHi 3 ©GeskowToBHOI Gibniotekn Quixel Bridge
Megascans, Takox Ans matepiany Bisyanisauii
ckna 6yno 3actocoBaHo nnariH Advanced Glass
Material Pack, pns imnopty 3D-mogenen npo-
€KTYy NpeacTaBneHoi ayantopil byB BUKOpUCTaHWI
nnarin Datasmith, a ana Ul-4acTuHW 3aCTOCOBaHO
enemeHT Widget, Ta B uinoMmy Bce nporpamyBsa-
nocb Ha ocHoBi cuctemu Blueprint.

OcHoBa onucy dyHkuioHany Niagara — ue cuc-
Tema BisyarbHUX edeKTiB HacTyNHOro MoKOMiHHS
B Unreal Engine 5. 3a gonomoroto Niagara tex-
HIYHUI XYOOXKHUK MaE MOXINMBICTb CTBOPHOBATU
AoaatkoBy (QYHKUiOHamnbHICTb CaMOCTIHO, 6e3
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gonomorn nporpamicta. Cuctema aganTtvMBHa Ta
rHydka. MNoyaTkiBui MOXYTb nodaty 3 mogudikauii
wabnoHiB abo npuknagie nNoBediHKM, a OOCBIA-
YeHi KopuCTyBayi MOXYTb CTBOPOBaTW CBOI BNACHi
mogyni. Y cuctemi Niagara € 4OTUPW OCHOBHI
KomnoHeHTn: Cucmemu, Emimepu, Modyni Ta
lNMapamempu. Cuctema Niagara — ue KOHTelHep
ONa BCbOro, WO MoXxe 3Hagobutucb npu noby-
OoBi edekty. BcepeauHi uiei cucteMn MOXYTb
OyTn posTawoBaHi pi3Hi 6rokuK, AKi cknagarTbes
B MOAYMb A1151 CTBOPEHHS 3aranbHOro eqoekTy.

Onuc gyHkuioHany Post Process Volume — Le
creujianbHuUiA TMN 06’eMy, AKMI MOXHa godaTtu Oo
PiBHA ONna OocTyny K pyHKUiSsM nocT-06pobku.
Oekineka 06’emiB MOXYTb OyTW po3milleHi Ans
BU3HAYEHHs1 BUrMSa4y neBHOI obnacTi abo BcTa-
HOBMeHi AN BMAAMBY Ha BCto cLueHy. MoxHa gogatu
Post Process Volume y cBin piBeHb 3a 4OMNOMOrO
naHeni Place Actors. licna po3milleHHA Ha piBHi
BUKOPUCTOBYETbCA NaHenb Details npn poctyni
00 BCiX MOXNMBMX BNACTUBOCTEN Ta (YHKLUIN.
HanawTtyBaHHa Post Process Volume € cneuu-
PiYHUMM HanawTyBaHHAMW A8 LUbOro posmille-
Horo o6’emMy Ta horo B3aemogii 3i cueHoto Ta 6yab-
AKUMM iHWKMKN o6’emammn Post Process, 3 Skummn
BOHM MOXYTb nepekpmeatuncs. Hanpuknag, MoxHa
nepemukaTu BrnactmeicTb Infinite Extent, w06 3po-
outn uen ob’em Post Process, LLO BNnvBae Ha
BCe, LLIO PO3MilLiEHO Ha CLeHi, abo 3anuwmnTn Noro
HEBCTAHOBIEHUM, LWOO BNAIMHYTK NULLE HA NEBHY
obnactb coOpMOBaHOI CLEHM.

dyHkuionan nakety Ultra-Dynamic Sky (UDS) —
ue nak ana Unreal Engine 5. UDS — ue cuctema
Heba, po3pobneHa ana Oinbw AguHaMiYHOro Ta
NPUPOOHOro BUMMSAY, HiXK OinbliCTb MonepegHix
pilleHb no Bidyanisauii Heba, MPONOHye BENUKy
FHYYKiCTb Ta MOXIMBOCTI HanawTyBaHHSA 3 iHTep-
dencom, Wo po3pobneHnn ana niaBuLLEeHHsA npo-
CTOTU Ta LWBMAKOCTI 0Opobkn. 3a A0MOMOror
Ultra-Dynamic Sky moxHa HanawTyBaTth Yac gobu
i BCi acnektn Heba OyayTb OHOBMOBATUCA pPa3oM
3 HUM. Cnctema Mae MOBHICTIO AMHAMIYHI XMapu,
Micaub Ta 3opi. BOygoBaHe OCBITNEHHA 3 COH-
LueM, Micauem Ta OCBITNEHHAM CUMHXPOHI3YyETbCA
3 Hebom. MoxHa HanawTyBaTW XMapHICTb Bif
siCHOro Heba [0 Noxmyporo. TakoX € MoBHa cuc-
Tema noroan — Ultra-Dynamic Weather, ska nonae
00 chopmMoBaHOI CUEHM OoL, CHIr, binckaBky Ta
iHWwi norogHi cytHocTi (Everett Gunther, 2022;
Unreal Sensei, 2022).

OcHoBa onucy cyHkuioHany Quixel Bridge — Le
nnarid gna Unreal Engine 5, akuii go3Bonsie otpum-
MaTu NOBHWW JocTyn o 6ibniotekn Megascans
NPSMO Y peaakTopi piBHIB. € MOXNUBICTb Neperns-
JaTn Konekuii, LWyKaTu KOHKPETHI akTMBKW Ta goaa-
BaTu akTmBm Jo npoekTiB Unreal Engine. Quixel
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Bridge pna Unreal Engine BCTaHOBNIOETbCA Ta
aKTUBYETbCS 3a 3aMoBYyBaHHAM. MoxHa BigKpuTH
MOro 3 rorloBHOI MaHeri iHCTPYMeHTIB: ANs Uuboro
noTpibHO HaTUCHYTK kKHONKy Cmeopumu, a NoTim
BignoeigHo BWBbpatn Quixel Bridge. Tlicns Bia-
KpuTTa Bridge noTpiGHO yBiNTU y CBi 00nikoBMN
3anuc Epic Games.

Onuc yHKUioHany cuctemu nporpamyBaHHS
Blueprints — ue cuctema Bi3yanbHOro CKpUNTY-
BaHHA B Unreal Engine 5, sika [O3BOMsIE CTBOPHO-
BaTu revmnnen 6e3 HanncaHHa kogy. 3a 4ONOMo-
roto Blueprint MOXNMBO CTBOPIOBATK IOMiKY rpw,
iHTepakTuBHI 06’ekTH, iHTEpdenc KopucTyBada Ta
Garato iHworo. Blueprints maoTb rpadivuHmii iHTep-
denc, Ae MOXNUBO MepeTarysaTn Ta 3'eqHyBaTu
BY3MnM ANS CTBOPEHHSA CTPYKTYPW NOTPIOHOI Noriku.
BoHK MatoTb psii OCHOBHUX KOMMOHEHTIB, TaKNX K
dyHKUiT, 3MiHHI Ta nogii. MoxHa cTBoptoBaTK CBOI
BracHi Blueprint knacn abo yHacnigysaTucsa Big
icHytoumx knacie Unreal Engine. Came TomMy BCs
nporpamHa 4acTuHa po3pobnseTbcs NOriYHMMU
Gnokamu yepes cuctemy Blueprints.

Onuc cTBOpeHHs cueHun. KepyBaHHA Big nep-
woro obnnyya. Ons cteopeHHs ArchViz popatky
Oyno cuHTe30BaHO HOBWM NpoekT Unreal Engine
5 i3 wabnoHom First Person. lMicna 4oro Bigkpw-
€TbCA NOYaTKOBMIK piBeHb Ta iHWIi naHeni. dani
HeobxigHo Bigkputn BP_FirstPersonCharacter,
o 3HaxoauTbcsi 3a wnsaxom  All->Content-
>FirstPerson->Blueprints Ta BWganutu B HbOMY
enemeHT FirstPersonMesh, wob6 B ArchViz-
NpoekTi He Byno HeaoOpeYHNX «POBOTUYHUX PYK».
TakoX HeobxigHO BCTAHOBUTM NOCTINHY LUBMAKICTb
pyxy — ansa uboro B enemeHTi Character Movement
BCTAHOBIIOETLCS 3Ha4YeHHA Max Walk Speed Ha
300. Takox gnsa Toro, Wo6 KOpUCTyBay He Mir
BMMNAOKOBO 3aCTPArT! y reOMeTPil PiBHA, NOTPIGHO
BBECTM 3abOPOHY i ANd LbOoro NoTPiGHO BUMKHYTU
napametp Can Jump.

IMnopT mMogenen Ta CTBOPEHHA Marepiani..
[na CTBOpEeHHs1 BipTyanbHOI ayauTopii noTpioHO
BiKPUTWN HOBWI piBEHb Ta iMMOPTyBaTW 3asgare-
rigb cdhopmosaHy 3D-mopens ayautopii. TyT BUKO-
puctoByeTbcs nnariH Datasmith pns Autodesk 3ds
Max ta Datasmith Importer pnsa Unreal Engine 5
(Pamir Garay, 2022; Shoun Foster, 2023).

Tak sk Datasmith — He [ocuTb AOCKOHaNUK nNna-
FiH, TO MOX€e BMHUKHYTW Npobnema 3HUKHEeHHS Tek-
CTyp 3 ycix 06’exTiB. BOoHa BUPILLYETLCS IMMIOPTOM
peanictmyHmx martepianis 3 6e3kowToBHOI 6ibrnio-
Tekn Quixel Bridge, BOynoBaHoi y aBuryH. 3 uiei
bibniotekn ©Oyno iMnopToBaHO [ABaguUATb OAMH
MaTepian, cepea SKMX: Pi3HOBUOU OepeB’siHUX
i MapmypoBuxX nignor, AepeBo, NNacTuk, TKa-
HUHM Ta MeTan. Takox Oynm ccopmMoBaHi BriacHi
MaTepianu 3aBasku cTBopeHHo Master Material’y
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(pnc. 1), wWo pos3sonsie cuHTesyBaTu 6esniy mare-
pianie, 6epyun 3a pedepeHc oguH i TOn camui,
TaKvM YYHOM MO3MTUBHO BMNIMBAKOYM Ha ONTUMI3a-
Liito BCbOrO MPOEKTY.

Master Material 6yB CTBOpPeHUI 3 ypaxyBaH-
HAM YCiX noganblumMx notpeb npoekTy, a came:
MOXTMBICTb 3MiHW TEKCTYp, KapT Hopmanen, kapt
Ambient Occlusion, kKapT LWOPCTKOCTi, MOXIUBICTb
3MeHLyBaTW Ta 36inbLlUyBaT TEKCTYPU Ta KapTw,
3MiHIOBaTU CTyMiHb METaneBoOCTi martepiany, CTy-
NiHb MOro OCBITNEHOCTI, CTYNiHb NOro LWOPCTKOCTI
Ta MOXIMBICTb 3MiHM KOMbOPOBOI NaniTpu Tek-
ctypu. lNicna ctBopeHHs uboro Master Material’y
Oyno cuHTe3oBaHO MHOXWUHY 00 ekTiB TUNY Material
Instance, KOXeH 3 AKUX Ma€ CBOI 3Ha4YEHHS.

Takox Oyno copmMoBaHO OBa OKpeEMMX maTe-
pianu, Wwo He BigHocATbCcA Ao Master Material.
Cepeq HUX nepwnin — matepian ansa »xantosi, Wwo
Mae y AesiKii Mipi TPOXM NPONycKaTu COHAYHE Npo-
MiHHS1, TOGTO 3acTOCOBaHa TEXHOIOrisi NOBEPXHE-
BOro poa3citoBaHHA Subsurface Shading, a Master
Material, cTBOpEHWI paHille, HE MaE Takoi MOXNK-
BOCTI, TOMY Len maTepian Oyrno CTBOPEHO OKPEMO.
| okpemo Byno ctBopeHo Matepian LampMaton Ta
LampMaton_Inst (Material Instance) pna namn Ha
cTeni, a Takox cTBopeHo LampMatParameter ons
dyHKuioHyBaHHA umx namn (PrismaticaDev, 2023;
Adam the Chips, 2022).

OnTnmisauis o6’ekTiB Ta 3aCTOCyBaHHA Marte-
pianig. licna 3aBaHTaXXeHHA Ta CTBOPEHHSA Brac-
HUX MaTepianiB, MoTpiGHO iX 3acTtocyBatM [0
3D-mogenen Tak, Wo6 Le He LKOAWMO 3aranb-
HiM onTumi3auii. ns uboro gocTatHbO 06’egHaTU

cknagHi o6’ekT B OOHY MoOZenb 3a JOMOMOro
onuii ConvertActors To Static Mesh.

Micns o6’egHaHHs, NOTPIOHO BUOANUTM CXOXi
ob’ektm Ta ckoniloBaTM OAWH [Aekinbka pasiB
Yy KOOpAMHATU CXOXWUX O6’ekTiB. TakMM YMHOM
Oyno ob’egHaHo petani ogHiel napTtw, getani
OAHiel HaBYarnbHOI OOLWWKK, BuAAnNeHo iHWi napTy,
Ta Apyry OOLLKY, 3anuvLleHOo nuile oauH cTineub,
OOHY Namny Ha cTeni, ABa BMAW >xantosi (fosri
i KOPOTKi) Ta MOBTOPHO CKOMiNOBAHO BCi L 00’€KTH,
nicrs Yoro 4o KOXHOI Mogeni Ha cLeHi Byno 3acTo-
coBaHo cBi Material Instance (puc. 2).

3agaHHA rnobanbHOro OCBITNEHHA Ta cne-
uedekTiB. ICHye gekinbka WwnaxiB 3agaHHsA rno-
GanbHOro OCBITNEHHA: BNacHopyy abo nnariHamw/
nakamu (Habopamu naketiB). B gaHomy npoekTi
BMKOPUCTOBYETLCA Npuabanun nak Ultra-Dynamic
SKy 3agnsa ekoHomii 4Yacy Ta OTpMMaHHA ¢OTO-
peanictnyHoro pesynetaTy. Llerl nak gopaetbes
00 MpoekTy yepes nayHyep Epic Games. Takum
yYnHoM, y Bknagui Details ana Ultra_Dynamic_Sky
Oyno 3agaHo crtaptoBui Yac [odu 09:36 paHky,
BBIMKHeHe napametp Animate Time of Day, napa-
meTpy Volumetric Cloud Rendering Mode 3apaHo
3HayeHHs1 Full Cinematic Quality, BBiMkHeHe napa-
meTpu Enable Fog Inside Clouds, Two Layers,
Use Cloud Shadows, Simulate Real Sun, Simulate
Real Moon Tta Simulate Real Stars, 3agaHo
naty 26.04.2024, 3agaHoO KoopauvHaTW LUMPOTU
i OOBroTM 3rigHO KOOpAMHAT YHiBEpCUTETY, Yy34-
Tnx 3 Google Maps, a came: ans Latitude 3agaHo
3HaveHHs 48.455312, ana Longitude 3agaHo 3Ha-
yeHHs 35.061639.

Puc. 1. Master Material
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Takox, Ons nocT-npoLeciHry, A0 cueHn Byno
ponaHo PostProcessVolume i3 Habopy cTtaH-
OapTHUX HCTPYMEHTIB, B SKOMY Oynu BBIMKHEHI
XpomaTuyHa abepauisi, BiIHbETYBaHHS, BBIMKHEHE
napametp Infinite Extend (Unbound) y po3aini
Bloom napametpy Method 3agaHe 3HaYeHHsI
Convolution, B po3gini Exposure pna Metering
Mode 3apgaHo 3Ha4veHHA Manual, BBiMKHEHe napa-
metp Apply Physical Camera Exposure, 3agaHi
3HavyeHHa Min Brightness: 20, Max Brightness:
20, Speed Up: 3, Speed Down: 1, 6yno BBIMKHEHE
Dirt Mask 3 iHTeHcumBHicTiO 2.048 Ta 3MiHEHi iHLWi
OCHOBHI MapameTpu. Ha ocHoBi cuctemun 4yactu-
Hok Niagara ona 3agaHHsa atmocdepu cueHmn byno
CTBOPEHO CUCTEMY NiTaroumx NunuHok. Mpn Hana-
LWITyBaHHI cuctemm Byno 3aMmiHEHO Taki napameTpu,
sk Emitter State, Spawn Rate, Initialize Particle,
Shape Location, Add Velocity, Particle State,
Scale Sprite Size (puc. 3), Scale Color (puc. 4),
Curl Noise Forse, Sprite Renderer.

Takum 4MHOM, B pesynbTaTi NpoBedeHnx npo-
eKTHUX pobIT i3 MoXnuBMMKU cneuedekTamn Ta
OCBITNEHHAM, OyB OOCATHYTMI OOCUTb 3aOBifb-
HUM cboTopeanictnyHum 3D-peHgep B peanbHOMY
yaci ons CTBOPEHOro BipTyanbHOro cepenosumLia
ofHiel 3 ayauTopin yHisepcuteTy (puc. 5).

NE_Dust

Emitter S

Erv

ite Renderer

s

BucHoBkn. Po3pobneHuii  iHTEpaKTUBHUIA
ArchViz-gogaTtok, MoXxe BUKOPUCTOBYBaTUCL Npu
NPOEKTYBaHHI MPUMILLIEHb, TaK K Mae nNpueadbnuey
doTopeanicTMyHy KOMM'IOTEPHY rpadpiky Ta Mic-
TUTb B COODI iHTEPaKTUBHI MOXNMBOCTI B3aemogii
3 OTOYEHHAM: MOXNMBOCTI nigibpatn nignory 3i
CMUCKY 3anponoHOBaHUX An3anHepamu, abo 3mi-
HUTW KONIp Kpicrna Ha OAuWH i3 cnucky, abo B3arani
3aMiHUTW Oesiki Kpicna Ha avMBaH M nobauntun, K
came Knoro noTpibHo ©Oyge 36upatu. Moxnuso
3MiHIOBaTM pilleHHA 3 NpuBodY MNPOEKTYBaHHS
NPUMILLIEHHS, ANBNAYUCH Ha Te, SIK BOHO BUMMsaaa-
TMMe BOEHb, BHOMI, Mig CBITIOM namn, npu ACHIn
norogi abo rpososin. HdaHun npuknag Arch-Viz
Oo4aTKy MOXe BMIIMHYTU Ha YABMEHHA MPOEKTY-
BaHHA MPUMILLEHHS B LinoMy Ta CTBOPUTU MONUT
Ha OiNgWHroBi KOMMaHii, WO BUKOPUCTOBYOTb
noAaibHi nporpamHi pilleHHa Yepe3 oTpMMaHi Bpa-
XKEHHS KOpUCTyBaya Ha eTani, Konu peanbsHe npu-
MilLIEHHS e He icHye. BapTo 3a3HaumTu, WO npu
po3pobui 6yno BUKOPUCTAHO NuLLE BidyasnbHe Npo-
rpamyBaHHsA Blueprint, WO NPUCKOPIOE PO3PO6Ky
nogibHoro gogaTtky yepes MOXIMBICTb NobaunTm
NOTiKYy HAaO4HO, i Lie HisK He BMMBaE Ha OMNTUMi-
3aLito NPOEKTY Ta € JOCUTb NMPOCTUM B PO3YMiHHI
3agad nNporpamHol iHXeHepii.

PARTICLES ' Mormali

Puc. 4. HanawTtyBaHHs Scale Color
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Puc. 5. Pe3synbtaT peHaepy BipTyanbHOro cepefoBuLla B peanbHOMY Yaci

NITEPATYPA:

1. Ultra Dynamic Sky — Product Video + Quick Start (UES Version): https://youtu.be/b52npy-XUdQ

2. HaBuanbHui noci6Huk 3 Unreal Engine 5 gnsa nodatkisuiB — nodaTtkoBuin kypc UES: https://youtu.be/k-
zMkzmdug|

3. Unreal Engine 5 Import A Scene By Datasmith From 3DS Max 2022.2: https://youtu.be/kSDDetL3bYg

4. Master Material Basics! Unreal 5 (Must KNOW workflow!): https://youtu.be/tTOANO5sXso

5. Material Parameter Collection | 5-Minute Materials [UE5]: https://youtu.be/J2Qf5v9_uSY

6. How to convert placed actors/meshes into blueprints UES5: https://youtu.be/MSYki36PJh8

REFERENCES:

1. Ultra Dynamic Sky — Product Video + Quick Start (UE5 Version): https://youtu.be/b52npy-XUdQ

2. HaBuanbHuii nocibHuk 3 Unreal Engine 5 gns novatkiBuiB — nodyatkosui kypc UES: https://youtu.be/k-
zMkzmdugq|

3. Unreal Engine 5 Import A Scene By Datasmith From 3DS Max 2022.2: https://youtu.be/kSDDetL3bYg

4. Master Material Basics! Unreal 5 (Must KNOW workflow!): https://youtu.be/tTOANO5sXso

5. Material Parameter Collection | 5-Minute Materials [UE5]: https://youtu.be/J2Qf5v9_uSY

6. How to convert placed actors/meshes into blueprints UE5: https://youtu.be/MSYki36PJh8
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