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Paboma codepoicum 6 cebe onucanue npuHyunos coz0anus 1aHOWADMA, UMNOPMA €20
Kapmul GblCOM € NOCie0yrouel 803MONCHOCIbIO PeOaKmuposanusl, HAHeCeHus pacmu-
MeNbHOCMU HA NOBEPXHOCMb JIAHOWApmMa, paspabomru Mamepuaios, npoyedypHol ceHe-
payuu 6uUomMo8, B00HLIX 00BLEKMO8, A MAKICEe UCCIeO08AHUE NAPAMEMPOE HACMPOUKU
ocseujenus 0 CO30aHUs 0emalu3upoOBAHHbIX CYyeH NpupoorHoeo aanowagma. B pabome
UCNONB3VIOMCA COBPEMEHHbIe UHCIMPYMEHMbL U 0eMOHCIMPUPYIOMC NPaKmuiecKue acnex-
Mol CO30anUsl OeMATU3UPOBAHHBIX CYEH NPUPOOHO20 TaHouagpma.

Knrwuesvie cnosa: uncmpymenmsl co30anusi u pedaKkmuposanus Jlanouwlagpma, pacmu-
MeNbHOCTb, MAMeEPUaIbl, NPOYEOyPHAsl 2eHepayus OUoMO08, B00HbLE 00BbEKMbl, HACMPOUKA
oceeujenus

Beenenne. bosapmme 3D-criensl ¢ pengepunrom neisaxkeit Ha Unreal Engine mo-
I'yT OBITb WCIOJIb30BAHBI JIJISi BU3YATU3AIMH PA3IMYHBIX aPXUTEKTYPHBIX MPOEK-
TOB, B KUHeMaTorpade u mp.

['maBHOI MpoOieMON NpU UX CO3JaHUU SIBJSIETCS MMOMCK OajlaHca MEX]y JeTa-
JM3aIel OKpYKeHus U ontumusanueii 3D-mozene u nanamadra 11 BO3MOXKHO-
CTH PEHJIEpUHIa B PEaJlbHOM BpeMEeHHU. BaxkHy10 poJib UTPAET MJIOTHOCTh HANOJIHE-
HUS CLIEHbl OOBEKTaMH, TAKUMHU KaK JIEPEBbSI, pACTECHUS U KAMHH, a TAK)KE HACTpOIKa
OCBelleHus. [ paMOTHOE HCIIOIb30BaHKUE MPSMOTO U OTPAKEHHOI'O CBETa, aTMochep-
HOW MEepPCHEKTUBHI B BUJIC TyMaHa U IPYTUX MPUPOIHBIX 3h(HEeKTOB TpedyeT cephes-
HOH KBaM(HUKAIIUK CIIEIHATNCTa, PabOTAIOIIero Hajl co3nanreM 3D-CreHsl.

Co3nanue ganamadra. s renepaunu nanamadra ObLIO HMCIOIH30BAHO
npuinoxkernne GAEA, xotopoe ucnonb3dyer crenuaibHble MaTeMaTHYSCKHUE alro-
PUTMBI U MOJIEJIH, OCHOBAaHHBIC HAa (PpaKTaax, IpO3usiX U IIyMax.

1) IIym Ilepaura — ¢pakTaabHBI aarOpuUTM, 3aJal0Hi 0a30By0 (opmy

nanamadra:
n

P(x, y) = ) a;-interp(gi(x, )

=0
rje P(x, y) — BBICOTa B TOYKE (x, y); a; — aMIUIATyJa IymMa Ha -M YPOBHE;

Ji (x, y) — CeTKa CIy4JalHBIX 3HAYeHHi; interp — (yHkuus uaTepnosiuu (ou-
JIMHENHAs).

2) TepMudeckasi 3po3usi MOJAEIHUPYET OCBHIIAHNE TIOYBBI U BHIPABHMBAHUE KPY-
TBIX CKJIOHOB:
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Ah = k; (h; — hj),h; > hj,

rae Ah — nu3MeHeHue BBICOTHI; k; — K03 uuueHtT spo3un; h;, hj — BbIcoTa Co-

CCAHHNX TOYCK.
3) FI/II[paBJ'H/I‘IeCKaSI 9po3usd MOACIUPYET IOTKH BOJbI, BBIMBIBAOIIUC ITIOYBY:

W =h—k,wVh,

rae h' — HoBas BBICOTA HOCIIE 3pO3ur; K — KO3(D(DUIMEHT THAPABIMIECKOM IPO-
3uHU; W — 00beM BoIbl; Vh — rpagueHT BBICOTHI (CKOPOCTH ITOTOKA BOJIBI).

JIinst uMIIopTa moJy4eHHON KapThl BBICOT CIIEAYET B mojie Scale u3smeHuTs co-
OTBETCTBYIOIIUE 3HAYECHUS, TIONB3YSICh (GOPMYJIOi

100
E cs = Xs)
rne Xorp — X B Overall Resolution; Xgs — Scale, xoropsiii ucmonas3oBaics

B GAEA; X — nonyuennsiii Scale.

B camom Unreal Engine merpuka usmepsiercs B units, 1 unit=1 cm.

PenakrupoBanue ganamadra. /{11 pegaktupoBaHus CO3JaHHOTO JaHamad-
ta aerkok Unreal Engine 5 umeer BcTpoeHHbINM HAG0Op HHCTPYMEHTOB:

- U3MEHeHne KapThl BBICOT (Sculpt) — wcmomesyercst s HapammBaHUS
Y YMEHBIIIEHHUS HMCIOIUXCS BBICOT;

— BO3BpAT K HYJIEBOI KapTe BLICOT (€rase);

- crnaxuBanue (Smooth) — wmcmonesyercss s criaxuBaHus KapThl BHICOT,
9TO0BI MEPEXOIbI MEXKIY HECKOIBKUMH 3HAYCHHUAMHU HE OBLIM PE3KUMH, WIH JUIS
HAKJIaIbIBAHUS CIIOEB;

- seipaBauBanue (flatten) — wmcmonb3yercs 11 BRIpaBHUBAHKS KapTHI BHICOT;

— cmyckK (ramp) — co3maer Ciyck MEKIy ABYMS BEPIIMHAMY;

- Tepmuyeckas 3po3us (thermal erosion) — mcrnone3yeres st umMuTanuu >po-
3WHW, BBI3BAHHOW MEPEMENICHUEM IIOYBBI BO3BBIIIEHHOCTEH Ha 0ojiee HU3KHE
y4acTKH JlaHamadra;

— rumpasiudeckas sposus (hydro erosion) — wucmonb3yercst il MMHUTAIHH
3pO03UH, BEI3BAHHOW BOJIOW;

- myM (N0ise) — MCImoNb3yeTcs s TIABHOTO CO3AaHus YIIyOIeHui mocpei-
CTBOM IIIy MOB.

JIist M3MeHeHus1 aHamadTa UCHONb3yeTCsl KUCTh, KOTOpasik UMEET CBOM psi
[apaMeTPOB, TAKMX KaK THII, pa3Mep, CHIIa, 3armoaHsemMocts [1-3].

PacruresnbHocTh, J[1s 106aBienus pacturensHocT asrkok Unreal Engine
UMeeT cChenuanbHbii  umHcTpyment, Foliage mode [4], kortopsiii ocHoBan
Ha CIICYOIUX METO/Iax.

Pacripenenenne oowvexkroB (Poisson Disk Sampling) ucnonssyercs s paBHo-
MEPHOT'0O pacrpe/iesieHust 00bEKTOB PaCTUTEIBLHOCTH 0€3 MepeceUeHHUI:

d(pup;) =1 Vi, j, i #]J,
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IJ€ Pi, Pj — KOOPJMHATHI TOYEK PACHpENENIEHHs 00BEKTOB; d(pi,pj) — paccTosi-
HUE MEXKY JBYMs TOUKAMU; ' — MUHUMAJIBHOE PACCTOSTHHE MEXITYy O0OBEKTaMHU.

["apMoOHWYECKUN OCIUIUIATOP HMCHOIB3YETCS JUIsl aHUMAIlUKd PacTUTEIbHOCTU
0] BO3/ICHICTBHEM BETpa:

x(t) = Ae " cos(wt + ¢),

rae x (t) — cMmemnenne 00beKTa B MOMEHT BpeMEHH t; A — HadallbHasi aMILIUTY1a;
¥y — Kod(ppUIMEeHT 3aTyXaHus; @ — 4acToTa KojiebaHui; ¢p — (ha30BbIN CIBUT.

Pacceusanue csera (Subsurface Scattering (SSS)) ucnonssyercst ms mpormyc-
Ka YaCTH CBETa Yepe3 JINCTBY:

Lo(p, wo) = f Rs(p, wi, wo)Li(p, wi)(n - w;)dw;,
N

rae Li, L, — BXonasimuil U BeIXOASIIMM cBEeT; Ry — (yHKIUs pacceMBaHus; N —
HOpMaJIb TOBEPXHOCTH; Wi, W, — BXOJAIIECE U HCXOJAIICE HAMpPABICHUS CBETA;
p — TOYKa Ha OBEPXHOCTH; {2 — cdepa HaIpaBIEHHUS, OTKYa MOXKET MIPUXOIUTh
CBCT Wj.

IIpouenypHasi renepauusi 6momoB. [IpouenypHas renepanus — 3T0 HabOp
WHCTPYMEHTOB JJI1 CO37aHUs COOCTBEHHOI'O MPOIIEAYPHOIO KOHTEHTAa BHYTPH
Unreal Engine, kotopsrit pencrasiseTcs B Buae rpada, HAUMHAIOIIETOCS C MOJIy-
yeHus uHopMaruu o JaHamadTe U 3aKaHIMBAIONIUNCS PACIIOI0KEHHUEM CTaTH-
YECKHUX CETOK PAa3IUIHBIX 00OBEKTOB:

H(x, y) = f(x,y)+gxy),

rae f(x,y) — 0a3zoBoe pacronoxkenue To4kH; g(x,y) — IIyMm, H0OaBISIOLIMIA
JICTaIIH.

Boanbie 00beKkThI. J[J1s 100aBIeHNS BOJAHBIX 00BEKTOB OBIJIO CO3/IaHO YITyO-
JICHWE MPHU MOMOIIM MHCTPYMEHTOB PEIAKTUPOBAaHMS JaHAMmA(Ta, TOCIEeIYONUM
CO3/I1aHHEM MOBEPXHOCTH U JOOABJICHUS Ha Hee Pa3pabOTaHHOTO BOJAHOIO MaTepu-
aJia, IpejICTaBICHHOro Ha puc. 1.

Hacrpoiika ocBemenus. /Ipmkok Unreal Engine nmeer obs3aTenbHbie KOM-
MOHEHTHI CLIEHBI JJIsI HACTPOUKH OCBEIICHHUS:

— nanpasiennsiii cset (DirectionalLight);

- tyman (ExponentialHeightFog);

— armocdepa Heba (Sky Atmosphere);

- nebecunrii ceer (SkyLight).

Kaxxaplit U3 00s3aTeIbHBIX KOMIIOHEHTOB CLEHbl UMEET MHOKECTBO MapaMer-
POB, HallpUMEp MHTCHCUBHOCTH, HAIMIPABJICHNE, OpUEHTAIHs ocBemeHusi. Hactpoii-
Ka Ka)X/I0ro mapaMerpa 00s13aTeIbHOTO KOMIIOHEHTA SIBISIETCS TPYAOEMKHUM U Bpe-
MsI3aTpaTHBIM IIPOLIECCOM.

OnHOM W3 JONOJHHUTEIBHBIX HACTPOCK OcBelieHus siBisercs Post Process
Volume. Jlannbiii >3 QeKT Mo3BoasSeT OnpeaeasTh OO BHEIIHMMA B CIEHBI C
MOMOILbI0 KOMOMHHPOBAHHOI'O BBIOOpAa CBOMCTB M (PYHKUWH, BIMSIOIIMX HA
OKpacKy, TOHaJIbHOE OTOOpakeHHE, OCBEILICHHUE.
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Aavaien ot

Puc. 1. MopennpoBaHmne BOAHbIX 00bEKTOB

3akuouenue. B pamkax paboThl ObUTH PACCMOTPEHBI METObI CO3/IaHUS U pe-
JaKTUPOBaHUs JIaHAWadTa, HAHECEHUS PACTUTENBHOCTH, pa3padOTaHbl MPOLEeayp-
Has reHepalus Jieca, BOJIHbIE O0OBEKTHI, a TAKKE MCCIIE0BaHbl HACTPOMKH OCBEIIE-
HUS, 4YTO SIBJISIETCSA OCHOBHBIMHU CpPEICTBAMHU CO3JaHUs JETAIM3UPOBAHHBIX CIIEH
npupoaHoro ganamadra. [lomydyeHHas cueHa npupoHOro Janjamadra npeacran-
JieHa Ha puc. 2.

Puc. 2. MonyyeHHas CLeHa NpUpoaHoro NaHawadTa
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[IpenMymiecTBamMu MPENIOKEHHBIX PELICHUN SIBISETCS MOJYYEHUE IE€TAIU3U-
pPOBaHHOM clieHbI NpupoHoro danamadra. K Hemocrtatkam ciieyeT OTHECTU BbI-
COKHe TpeOOBaHUS MPOU3BOIUTEIHHOCTH CUCTEMBI JIsl BOBMOXKHOCTH PEHACPUHTA
B pealibHOM BpeMeHH. [lepcriekTrBoi pa3BUTHS padOTHI SBISETCA CO3JaHUE 0O0JIb-
IUX JACTAIU3UPOBAHHBIX CIIEH MPUPOAHOrO JaHAmA(PTa ¢ BO3MOXKHOCTBIO ONTH-
MH3ALHH.
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Natural landscape detailed scenes creation with Unreal Engine 5
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The work contains a description of the principles of creating a landscape, importing its
elevation map with the subsequent possibility of editing, applying vegetation to the land-
scape, developing materials, procedural generation of biomes, water bodies, as well as
exploring lighting settings to create detailed scenes of the natural landscape. The work uses
modern tools and demonstrates the practical aspects of creating detailed scenes of the nat-
ural landscape.
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