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B oannoii pabome paccmompensi npuyunbl CHUNCEHUS NPOU3BOOUMENbHOCMU PEeHOepUHea
Unreal Engine 5 no cpasnenuto ¢ Unreal Engine 4. Paccmampusaromes mexnono2uu
Nanite, Lumen, Virtual Shadow Maps u xousetiepovr penoepunea. Texnuku Unreal Engine 5
HOMO2al0m NPUOIUUMBCS K (POMOPEanUCmuyHOMY U300paxicenuio, Ho mpebyom MOUHO20
obopyoosanus, mozoa kax Unreal Engine 4 sghghexmuenee ona kpoccniamghopmennvix
npoexmos. Koneunwvlii 6b100p 08UMNCKA 3A8UCUM OM MEKYUe20 COCMOANHUL NPOeKma, yeie-
8bIX naam@opm u npouszsooumenvrocmu Hogvix gepcuti Unreal Engine 5.

Knrwueswvie cnosa: Unreal Engine 5, Unreal Engine 4, Nanite, Lumen, HLOD, Virtual
Shadow Maps, npouzsooumenvrocms penoepurea

BBenenue. Unreal Engine 5 (UES) Ob11 odurmansHo BeIMyIieH B anpene 2022 T.
PanHue Bepcuu JIBHXKKA MSTOrO MOKOJICHUS UMEIU Psii OIMOOK U TPOoOJIeEM ¢ Mpo-
U3BOJAUTEILHOCTBIO B OTiMuue OT crabunpHOM Bepcun Unreal Engine 4.27.2
(UE4). Onnaxo B UES xomnanus Epic Games npeacTaBuia peBONIOIMOHHBIE TEX-
HOJIOTHH, Takue Kak Nanite 1s peHJepUHra BbICOKOJECTAIN3UPOBAHHON reoMer-
pun 1 Lumen 11 co31anusi peaIMCTUYHOIO IMHAMUYECKOro ocBeleHus. [1o mepe
BbIITycKa OoJsiee cTaOMIIbHBIX U Mpon3BoAuTeNnbHbIX Bepcuit UES Bonpoc murpanuu
Ha HOBOE MOKOJICHUE JIBM)KKA CTAHOBUTCS Bce Oosiee akTyaJabHBIM. /J[laHHOE MOCBS-
[IEHO AHAJINW3Y NPUYHMH CHWXKEHHUS IPOU3BOAUTENBHOCTH PEHAECPHUHIAa B aKTyallb-
HbIX Bepcusax UES no cpaBrenuro ¢ UE4.

HoBbie cucrembr Unreal Engine 5 m ocodenHocTn mx padorbi. Unreal
Engine 4 u Unreal Engine 5 cymniecTBeHHO OTJIMYAIOTCS B MOJX0AaX K PEHACPUHTY.
OcHoOBHBIE pa3nuyusi cBsi3aHbl ¢ HOBbIMU cucTemMamu B UES u nmogxonamu k o6pa-
ootke rpaduku. Huxe paccMOTpeHbBI KIIOUEBBIE CUCTEMBI ISITOTO TOKOJICHMS
JBUYKKA, KOTOPBIE OKA3bIBAIOT OINPEIEISIONIEE BO3ACICTBUE HA CHUKEHUE MPOU3-
BOJAUTEIBHOCTH PEHIEPHHTIA.

1) Cucrema Nanite [1] (BupTyanusupoBaHHasi TEOMETPHUS ).

UES: BBoaut Nanite — cucTeMy BHPTYyaJIW3HUPOBAHHOW T'€OMETPHH, KOTOpPAs
MO3BOJISIET PEHIEPUTH CLEHbI C MUJIJIMAPAAMU MOJUTOHOB B PEaIbHOM BPEMEHH,
0e3 He0OXOUMOCTH PYyYHOTO co3jaHusi ypoBHer aetanuzaiuu (LOD). Ha srane
UMIIOpPTa BBICOKONOJUTOHANIbHAST MoJienb (Hampumep, u3 ZBrush, ¢gororpammer-
puun i CAD) aBroMaTuuecku pa3OMBaeTcs Ha UEPAPXUIO0 MUKPOIIOJIUTOHAIIBHBIX
KJIACTEPOB pasMepoM 3—5 3KpaHHBIX NMUKCENEH. [JaHHbIE CKUMAKOTCSA € IMTOMOILBIO
KBaHTOBAHUsl BEPUIMH, NPEIUKTUBHOIO KOJHWPOBAHHUS U SHTPONMITHOIO CHKaTHA,
Y10 yMmeHbInaeT oobeM Ha 70-90 % mo cpaBHEHHIO C TPAAUIIMOHHBIMH MEIaMU
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¢ HeckonbkuMmu LOD. Hepapxust anamornyHa mip-1ernoykaM TeKCTYyp U XpaHHUTCS
B Buzie BVH (bounding volume hierarchy).

B panraiime Nanite ucrnonb3yeT aCHHXPOHHBIM CTPUMUHT U3 JUHAMHYECKOTO
nyia VRAM (o6b1uyH0 4-16 I'6). Cuctema HaunHaeT ¢ rpyObIX MPOKCU-HOJ (aHa-
gor HLOD), 3atrem pekypCHBHO CIYCKAaeTCs K HYXXHBIM KJacTepaM, BBITIOJIHSIS
software-okkito3uoHHBIN U frustum-orceuenue. [Ipenzarpyska (prefetching) ocHo-
BaHa HA TPACKTOPUHU KaMEphl, YTO UCKIIOYAECT d(DPEKThl PE3KOro MEePeKIIOUCHUS
JeTaIN3alny, Kak 3To ObIBaeT B kinaccudyeckoi LOD-cucteme pennepunra. Pacre-
pu3aIus ocyuiecTsisiercs yepe3 compute-mmeiaepsl Ha GPU (software rasterizer),
a He yepe3 (PUKCHPOBAHHBIN anmapaTHbIA KoHBelep. Kiactepsl rpynmnupyroTcs mo
MaTepuanaM B OUHBI: He1e(OPMUPOBAHHBIE — B OJMH MPOXOJ C aBTOOATYHHTOM,
nehopMupoBaHHBIE — B OTJIEIBHBIC, YTO MUHUMH3UPYET KomndecTBO draw calls.

KirroueBble mpenMyniecTBa BKIOUAOT NONHYH0 aBToMartu3annto LOD — sko-
Homuto 80-90 % BpeMeHH XyI0KHUKOB, MOJACPKKY «ChIporo» ummnopra high-poly
acceToB 0e3 mepepaboTKH, YCTpaHEHHE JUCKPETHBIX MEPEXO0JI0B U PE3KOro rnepe-
KIIFOUCHUsI AeTanu3anuu, camxkenue draw calls na 50-90 % 3a cdyer uHCTaHCUHTA
u 6aTunHra, 3G (PEKTUBHOCTH B CIIEHAX C COTHAMH MUJUTMOHOB TMOJIMTOHOB HA KaJp
(manmpumep, aemo City Sample), coBmectumocts ¢ World Partition, Virtual
Textures u TSR (Temporal Super Resolution), a Takxe B UE5.4+ — Nanite
Assemblies (0ObeMHEHUE THICSY MEIICH B OAWH C OTIWYHOW MPOU3BOJAUTEIHHO-
cthi0) U B UES.7 — BoKcenu3anuio pacTUTEIbHOCTH.

[IpuunHBl CHM>KEHHUSI MPOU3BOJUTEIBHOCTH 3aKIIOYAIOTCA B CYIIECTBEHHO
yBenuuuBlieiicss Harpy3ke Ha CPU: pexkypcuBHbiii 060xoq BVH s orceuenus
u ctpuMuHra 3anumaer 5—15% CPU. A taxxke noseimieHHbIX GPU-3aTpatax:
mporpamMMHas pacTepHu3alisi MEIJICHHEE alapaTHOW Ha MPOCThIX Memax (Ha 10—
30 %); nedopmarins BEpIIMH JIOMaeT OaTYMHT, yJaBauBas Harpysky. Kpome Ttoro,
yBeJM4YeHbl TpeboBaHus Kk namsatu u 1/O: nyxxen mourasiii GPU ¢ 4-16 '6 VRAM
u OpicTpeiid SSD (100-500 Mb/c), nnaue OyayT mposBIATHCS 3PHEKThI «IpOaep-
ruBaHus» (stuttering).

Nanite He moajep>KUBaeT Ipo3padHbie/pedpaKkiMOHHBIE MaTepHalibl, BOIY,
CTEKJIO; MOKET ObITh Hea(pekTuBeH Ha low-poly Moaensx u opuimasbHO HE MO/I-
JEpKUBaThC Ha MOOWIBHBIX MIar@opmax. Jlaxke B ONTHUMAaNbHBIX YCIOBHUAX
Nanite va 10-30 % Mennennee TiatenbHo ontuMusupoBaHHbix LOD B UE4/UES.

Nanite uneanbHO MOAXOAUT A (HOTOpPEATMCTUYHBIX open-world mpoexToB
(narmpumep, kak Black Myth: Wukong), rae neramuzamus kputuyHa. OgHAKO
B KPOCCIUIaT(OPMEHHBIX, CTUIN30BAHHBIX WK low-poly mpoekTax TpaJullMOHHBIE
LOD ocratorcst 60nee 3¢pdexkTuBHbBIMA. J1JI1 MUHUMHU3AIUA MUHYCOB PEKOMEH Ty eT-
cs npoduiupoBanue yepe3 Nanite Metrics B UE Insights, otkimtouenne Nanite Ha
MPOCTHIX MEIIaX U UCIOJIb30BaHue rudpuaHoro noaxoaa (Nanite + skinned meshes).

UE4: ucnonb3yeT TpaJulIMOHHBIE METO/IbI YIIPABICHUS] T€OMETPUEH, TpeOyto-
e pyyHoi Hactpoitku LOD u ontumuzamnuu mojenei, 4To MOKET ObITh TPYI0-
E€MKHM TPOIIECCOM, OCOOCHHO JUIsl CI€H C OOJIBIIUM KOJUYECTBOM OOBEKTOB.
UcnonszoBanne HLOD [2] (Hierarchical Level of Detail) na 6ombmmx crieHax
CIIOCOOHO JaTh CEPbE3HBIN MPUPOCT MPOU3BOAUTEILHOCTH PEHACPUHTA.
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2) Cuctrema Lumen [3] (nmHaMUYecKOe TI00aTLHOE OCBEIIICHHUE).

UES: Lumen — 3TO MOJHOCTBHIO TWHAMHUYECKas CHCTEMa II00AbHOTO OCBe-
meHus u orpaxenuid B Unreal Engine 5, mpeaHa3zHauenHas a1t co3gaHus Gporope-
AIMCTUYHOTO CBETa B PEANbHOM BpeMEHH 0e€3 MpeaBapUTEIbHON MOATOTOBKH
lightmap'oB. Ona 3amensieT cratuueckue pemenus UE4, takue kak Lightmass,
KOMOMHHUPYS HECKOJIbKO TEXHUK B €IMHOM KOHBeHepe: software ray tracing
Ha GPU, signed distance fields (SDF), screen-space tracing, temporal accumulation
u denoising. Lumen paGoTaeT TOJBKO HA OTHOCHTENIBHO HOBBIX maTdopmax (PC,
KOHCOJIM Tekylero mnokoiyieHusi) u tpedyer DirectX 12 Ultimate mnau Vulkan
¢ nojaepxkoi hardware ray tracing aast ONTUMaIbHON MPOU3BOJUTENILHOCTH, XOTSI
MoOeT (yHKIMOHUpOBaTh B mporpammuoMm fallback-pexume Ha Oomnee crapom
xKeese.

B ocnoBe Lumen 5eXUT MHOTrOypoBHEBas Hepapxusi paccTtosHuil (multire-
solution signed distance field cascade), reHepupyemass U3 reOMETpPUU CIICHBI,
BKutovas Nanite-memu. Ha sTane MHUIMANU3AIUU CIIEHBI CTPOUTCS T100aTbHbBIN
SDF o6bemoM 110 2—4 kM, pa30UTHIN Ha BOKCEJIbHBIE KACKaJbl: TPyOble (HM3KOE
paspernieHue) i 1ajJbHUX PACYeTOB B3aUMOJICHCTBUI CBETA U JICTATIM3UPOBAHHBIC
(BBICOKOE pa3pelleHre) BOIU3U KaMepbl. DTH CTPYKTYphl OOHOBIISIOTCS AUHAMU-
YEeCKU MPU M3MEHEHUH T€OMETPUHU WM ocBemleHus. [[ns pacuera Lumen ucmosnb-
3yeT software ray tracing depe3 compute-meiaepsl: TpaccupoBka gyderd B SDF mis
rII00aTbHOTO OCBEINEHHUsA, Screen-space tracing JIsl JIOKAJbHBIX OTPAKCHHIM
u hardware RT (mpu Hamuuuu) Ui yckopeHus. Pe3ynbTarhl HakardBaroTCs
BO BpemeHHu (temporal reprojection) ¢ ucnonb3zoBanuem TSR (Temporal Super
Resolution), mocie yero npoxoasiT yaalleHUE HIyMOB 4Yepe3 CBEPTOUHbIE (PUIBTPHI
niu ML-based denoiser (B UE5S.3+).

KiroueBbie mpenmyInecTBa BKIIOYAIOT MOJHYI0 JUHAMUYHOCTh OCBEIIEHUS —
MTHOBEHHYIO PEaKIMIO Ha MepeMEIIeHHe NCTOYHUKOB CBETa, 0OBEKTOB U KaMephbl
0e3 mepes3anekaHus, BHICOKOE Ka4eCTBO II100aIbHOTO OCBEIICHHSI ¢ MHOTOKPATHBI-
MU OTCKOKaMmu (10 4—5 B peajibHOM BPEMEHM), MOAJIEPKKY OTpPaKEHUH B MPOU3-
BOJIBHBIX TOBEPXHOCTAX (BKiIrodass rough metals, water, glass), uHTerpammto
¢ Nanite u World Partition st open-world, 3HaunTE ILHOE COKpAIllEHUE BPEMEHU
UTepaliii TpPU TPOU3BOJACTBE (PKOHOMHUS JIECATKOB YAacOB Ha 3aleKaHUU
lightmaps), a Takke B UES5.2+ — ynyumensasiii denoising u nojjep:kka software
RT fallback na xkonconsx u GPU cpennero kiacca.

[Ipu4rHBI CHIDKEHUST TPOU3BOAUTEIHHOCTH 3aKJIFOYAIOTCS B BHICOKUX BBIUHC-
muTenbHBIX 3aTpatax: software RT B SDF tpeOytoT MHOTO BpeMeHH Ha Kaap Ha
GPU cpemnero ypoBus (Hampumep, RTX 3060), amamormuno — temporal
accumulation u denoising. TpeboBanuss Kk VRAM-namMsaTH Takke JOCTATOYHO BHI-
coku u3-3a SDF-kackanoB, 0ydepos ucropuu u G-buffer. Takxke MoryT OBITH IIpO-
OJieMbl TMaJieHUsl KadyecTBa peHiepa: apTedakTbl B yriiax, TEMHbIX 30HaX U MpHU
ToHkoi reometpui (leaks, noise), Tpedytonue pyuHoi HacTporiku. Ha cimabom ar-
napaTHOM 0O€CIIEUEeHUHU JTaKe B ONTUMAaIbHBIX ycioBusix Lumen Ha 30-70 % men-
nennee 3anedeHHoro GI B UE4, oco6eHHO B HHTEphepax ¢ 0OJbUINM KOJIHMYECTBOM
MEJTKUX 00BEKTOB.
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Lumen noaxoaut st (OTOPEATMCTUYHBIX MPOEKTOB ¢ JTUHAMUYECKUM OCBe-
menueM (Fortnite, The Matrix Awakens, Hellblade I1), rae BusyansHas qocToBep-
HocTh BaxkHee FPS. Ognako B kpoccriaTpOpMEHHBIX MU CTUIN30BAaHHBIX MPOCK-
tax (MoOwnbHbIe, Switch, low-end PC) 3aneuennoe ocBemenue UE4 wunu
rubpuanbie nmoaxoasl (Lumen + lightmaps) octarorcs 6oinee rpdekTuBHbIMU. J1J1s
ONTUMU3AIMHN PEKOMEHayeTcsl npodunupoBanue yepe3 Lumen Scene View, cHu-
xenue paspemenus GI (Low/Medium), koOMOMHUpPOBaHUE C TPATUIIMOHHBIMU HC-
TOYHHKAMHU CBETA.

UE4: ocHOBBIBaeTCS Ha CTATUUECKUX WM YACTUYHO JUHAMUYECKUX PEIICHH-
SX, TaKMX Kak 3aleueHHbIe CBeTOBble KapThl miu Light Propagation Volumes
(LPV). Otu metoasl MeHee THOKU U TpeOyIOT MpeaBapUTEIIbHON MOATOTOBKU IS
OONBIIMHCTBA CIIEH, HO, B OOJBIIMHCTBE CIydaeB, Oojiee MPOU3BOAUTEIBHBI MIPH
MPaBUJIBHOM UCTIOJIB30BaHUU.

3) Kongeiiep peHepuHra.

B 00oux nBHKKax MO yMOJIYAHUIO BKJIIOUEH oTiokeHHbIH (deferred) penne-
punr. Ilepexon Ha dopBapa (forward) peHIepuHT NaeT cepbe3HOE YBEIUYEHUE
IPOU3BOJUTENBHOCTU B CLIEHAX C HEOOJIBIIMM KOJUYECTBOM JUHAMUYECKUX HC-
TouHUKOB cBeTa. Mobile Forward Shading Taxxke akTyanen s MOOMJIbHBIX ILIAT-
dbopM nns ymydiieHusl MPOU3BOAUTEILHOCTH U PEIIeHHs MPoOIeM ¢ 0TOOpaKeHu-
€M MPO3PavYHbIX 0OBEKTOB.

4) Tenu u BUpTyasbHble KapThl TeHEH (VSM) [4].

UES: BBogut Virtual Shadow Maps (VSM). D10 MeTon peHaepuHTa TeHEH
B Unreal Engine 5, mpeana3sHaueHHBINA 11 00ECIIEUCHHUS] BHICOKOM JIeTaM3aluu
U IMHAMUYHOCTU TEHEH B pealbHOM BpeMEHU 0€3 MCTOJIb30BaHUSI TPAJAUIIMOHHBIX
cascaded shadow maps (CSM) [5] unu distance field shadows nu3 UE4. VSM npen-
CTaBJIsIeT cOOOM BHPTyaJIM30BaHHYIO, CTpaHHuUHYlO (page-based) cucremy TeHei,
I7Ie KapTa TE€HEeW CTpOMTCSA Kak orpoMmuslid 2D-atnmac pasmepom no 134Kx134K
nukcenedt (B UES5.0-5.3) wm 256Kx256K (B UES.4+), HO B maMmsTu XpaHUTCS
TOJIBKO aKTMBHAS YaCTh — CTPAaHMIBI pazMepoM 128x128 nukcene, A[MHaAMUYECKH
3arpyaembie 1mo TpeboBanmio. CrcreMa MOJHOCTHIO HMHTErpupoBaHa ¢ Nanite
u Lumen, noaaepxuBaeT JUHAMUYECKHE MCTOYHMKHU CBETa (BKJIIOYas BpalleHUE
COJIHIIA), IBMOKYIIMECS] OOBEKTHI U JIOKAJIbHbIE UCTOUYHUKH, OOECTIeUrBasi €MHO00-
Pa3HyIO0 AETaTU3aliI0 TEHEW HE3aBUCUMO OT PacCTOSIHUS 10 KaMephl.

B ocHoBe VSM nexuT BUpTyalin3alMs HA OCHOBE CTPAHUIl U UEPAPXUU 3a-
OPOCOB: JUIsl KaXJOro Kajapa OIpejensercs BuauMas o0JacTb CUEHBl (View
frustum), ¥ Ha OCHOBE pacCTOSHUA O KaMephbl U pa3Mepa OOBHEKTOB BBIYUCISIETCS
HEOOXOIMMOE pa3pelieHre TeHEeW B 9KPaHHOM MPOCTPAHCTBE. AKTUBHBIE CTpaHU-
bl (pages) kdmupyroTes B myie VRAM (oObryHo 1-4 1'0), HeaKTUBHbIE — BBHI-
rpyxatorcs. Pactepuzaius TeHEH BBIIOIHSAETCS Yepe3 compute-1ieiepsl ¢ riayoo-
ko unbrpanueit (depth-aware filtering). VSM ucnons3zyer hardware ray tracing
(mpu HAIUYWHK) JUIST YCKOPEHHs OOHOBIICGHMSI CTPaHMI], HO MOXET padboTarhb
B software-pexxume Ha GPU 6e3 RT-simep.

KitoueBbie mpenMyIiecTBa BKIIOYAIOT OTCYTCTBUE (PUKCUPOBAHHBIX KACKA/IOB
U pe3Kux nepexofoB Mexay Humu, kak B CSM UE4, mocTosiHHYIO A€Taanu3aluio
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TEHEW B SKPAaHHOM MPOCTPAHCTBE (HAMpUMep, YETKUE TEHU OT JUCTBHI HA PAaCcCTOs-
HUU COTCH METPOB), TMOJHYIO MOIACPKKY JTUHAMAYECKOTO OCBEIICHHS U JIBHKY-
mmxcsi 00beKTOB Oe3 mepe3anekanusi, HHTerpanuio ¢ Nanite (TeHH OT MUKPOTIOJH-
TOHOB 0€3 [IOTOJHUTENBHBIX TPOKCH), 3HAYUTEIBHOE CHIDKCHHE allia3hHra
Ha KpasiX U BOJIM3HM, IKOHOMHUIO BPEMEHHU Pa3pabOTUYUKOB 3a CYET aBTOMATU3AIMU
(wet pyunoil Hactpoiiku CSM pamuycoB), a takke B UES5.3+ — ynydmieHnyio
bunsTparnuio (VSM Filtering Quality) u moanepx Ky JOKaIbHBIX UICTOUHUKOB CBE-
Ta ¢ VSM.

[Ipu4rHBI CHIDKEHHS TPOU3BOIUTEILHOCTH 3aKITI0YAIOTCS B BEICOKOM MOTPEO-
neaun VRAM, BbIUMCIUTENBHBIX 3aTpaTaX HAa CTPUMUHT U OOHOBJIEHWE CTpaHUII.
VBennuena Harpy3ka Ha CPU: omnpeneneHue aKTUBHBIX CTPAHMI] U yIPaBICHUE
xamieM (710 5—10 % CPU B mioTHBIX ciieHax). Takyke BO3MOXHO MOSIBJICHUE BU3Y-
albHBIX apTe(aKTOB: CHUCTEMa HE MOJJEPKUBAET MATKME TeHU oT area lights 6e3
JIOTIOJTHUTEIBHBIX TEXHUK, TIJIOX0 PadOTaeT C OYCHb MEJKOM reomMeTpuei (TpaBoi,
Bosiocamu) Oe3 Nanite, Tpebyer momuoro GPU (pexkomenmyercs RTX 3060+).
Haxe B ontuManbHbIx ycnoBusx VSM Ha 50-100 % mennennee CSM B UE4, oco-
OCHHO B MHTEPbEPAX C MHOKECTBOM JIOKAJIbHBIX NICTOUHUKOB CBETA.

VSM noaxonar ans dotopeanucTuyHbix open-world u kuHematorpaduue-
ckux npoekToB (The Matrix Awakens, Black Myth: Wukong), roe Baxna Bu3y-
abHAs TEJIOCTHOCTH TeHeH. OgHako B KpoccmiaThOpMEHHBIX U MOOHMIIBHBIX MPO-
ekTax (0COOEHHO ¢ OOJIBIIMM KOJMYECTBOM JUHAMUYECKUX HCTOYHHUKOB)
TpaguuronHeie CSM octarorcs 6osee 3pdhexTuBHbIMU. J[JII oNTUMU3ALUKN PEKO-
MeHayeTcs npoduinpoBanue yepe3 VSM Visualizer.

UE4: ucnonb3yeT TpaJulMOHHbIE KapThl TeHel (shadow maps), koTopbie me-
HEe TOYHBI U MOTYT BBI3bIBATh HEOOJbIINE apTedaKThl, HO PACCUYUTHIBAIOTCS 3HA-
YUTEIHHO OBICTpEE.

5) ®uzndeckuit IBUKOK.

UES5: Chaos — at10 coOcTBenHas ¢usnyeckas cucrema Epic Games, ucnosnn3y-
emas o ymomdaamio B Unreal Engine 5. OHa o0GecneunBaeT mOIIEpKKy paspylie-
Huil uepe3 Geometry Collections, cumynsinuto Tkanu, ragdoll'oB, a Takxke BBICOKYIO
CTaOWJIBHOCTh M MAacCIITa0UPYyeMOCTb, OJjarofaps ACHMHXPOHHBIM BBIUYHCICHUSIM
u MHoromnotouHoctu. B pannux Bepcusix UES Chaos 6bua Ha 10-50 % memyiennee
PhysX, B CIIOXHBIX ClieHax BO3HUKa M OIIMOKM pacueta pusuku. Ho, HaumHas
¢ UES5.4+, mpou3BOIUTENBHOCTh MTAHHOTO (DU3UYECKOTO JBUKKA 3HAYUTEIHHO
yIIydIlIeHa.

UE4: PhysX — 310 mpoBepeHHbI BpeMeHeM Gu3nueckuii ABMXOK oT Nvidia,
ucnosb3oBapiuiics no ymonyanuio B UE4. On ObicTpee u crabuibHee B 0a30BBIX
CLICHApHUAX C KECTKUMHU TesnaMu, nogaepxuaet GPU-yckopeHnue, HO BCE e OTHO-
CUTCS K TEXHOJIOTUSIM MPOULIOro MOKOJICHHS: UMEET MEHbIIIE COBPEMEHHBIX (PYHK-
IIUHA U TIOJTHOCTBIO yAQJIeH U3 cTaHAapTHRIX cOopok UES.

3akimouenue. Texnomoruu Nanite, Lumen u Virtual Shadow Maps popmu-
pytoT ¢pyHmameHT konBeiiepa pengepa Unreal Engine 5, obecnieunBas Oecrperie-
JIEHTHBIN YpOBEHb (poTOpeanin3Ma B peajlbHOM BPEMEHHU 32 CUET BUPTyaIU3AINH
reOMEeTpHH, II00AIBHOTO OCBEIIeHUs U TeHel. Nanite ycTpaHseT He0OX0AUMOCTh
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pyuHoro ynpasieHuss LOD, no3Bossisi paboTaTh ¢ TpUIIMOHAMH MUKPOIIOJIUTOHOB
0€3 Pe3KOro MEepeKIIOYEHUs] YPOBHEW JAETaM3aluyd U C MUHUMAJIbHBIM KOJWYe-
ctBoM draw calls; Lumen mpegocTaBisieT MOJHOCTHIO THHAMUYECKOE TI100aIbHOE
OCBEUIECHUE W OTPAKEHHSI C MHOTOKPATHBIMU OTCKOKaMHu 0€3 MpeAaBapUTEIbHOTO
3anekanus; Virtual Shadow Maps rapaHTUpyIOT IEIOCTHYIO JIETAIM3ALUI0 TeHEH
Ha BCEX pacCTOSHUSIX 0e3 KacKaaHbIX nepexoaoB u apredaxktoB CSM. Oanako 3Tu
CUCTEMBl BHOCSAT 3HAUUTENbHYIO JOINOJHUTEIbHYIO HAarpy3ky IO BBIYMCICHUSIM
u namsaty: Nanite Tpedyer MomrHoro GPU u SSD ang crpumMuHra KiacTepos,
Lumen narpyxaetr GPU metonamu software ray tracing u denoising, a VSM 3anu-
MaeT OMOJHUTENbHBI 00beM VRAM Ha nunamuueckuit atinac ctpaHuil. B coBo-
KYITHOCTH OHU MOTYT CHUXXaTh Npou3BOAUTENBHOCTh HA 30—100 % mo cpaBHEHHUIO
¢ ontuMu3upoBaHHbIMU penieHusiMu UE4, ocoOeHHO Ha anmapaTHOM 00eclieueHun
CpPEHEero ypoBHS U MOOWIBbHBIX miatdopmax. Mx 3¢ (hekTUBHOCTh MakCcUMalbHa
B open-world npoekrax ¢ BeicokuM kadecTBoM rpaduku (Black Myth: Wukong,
The Matrix Awakens), rie Bu3yajibHasi JOCTOBEPHOCTh OMPABABIBACT 3aTPATHI.

[Ipu murparmuu ¢ UE4 na UES BbIOOp aKTHBAIMK 3TUX TEXHOJIOTHH JOJIKEH
OCHOBBIBAaThCSl Ha LIEJEBBIX IUIaT(Gopmax, TUIIE MPOEKTa U OOKETe MPOU3BOIU-
TeabHOCTH. [mOpumHble TOAXOAsl — oTKiIo4YeHue Nanite Ha low-poly 3D-
MOJIEJIAX, UCIOJIB30BaHUE 3aIIEUEHHOI0 OCBEIIEHUsI ¢ Lumen B MHTEpbepax, 3ame-
Ha VSM nHa CSM no3BossitoT coxpanuth npeumyinectsa UES npu coxpanenuun
IPUEMIIEMOTO KOJIMYECTBA KaIpoB B ceKyHAy. B koneunom utore, Unreal Engine 5
He 3amenser UE4 yHuBepcanbHO, a mpenjaraeT MHCTPYMEHT Il HOBOTO Kiacca
MPOEKTOB € rpaUKoOil ClIeAYIOIIEro MOKOJIEHUs, HO TpeOYyeT TIIATeIbHOTO MpoQu-
JUPOBAHUS U aJanTalliy 1101 KOHKPETHBIE 3aa4H.
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Overview of rendering performance degradation factors
following migration from unreal engine 4 to unreal engine 5
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This work examines the reasons for the rendering performance degradation in Unreal En-
gine 5 compared to Unreal Engine 4. It covers the technologies Nanite, Lumen, Virtual
Shadow Maps, and rendering pipelines. Unreal Engine 5's techniques enable near-
photorealistic visuals but demand powerful hardware, whereas Unreal Engine 4 is more
efficient for cross-platform projects. The final choice of engine depends on the project's
current state, target platforms, and the performance of new Unreal Engine 5 versions.
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