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NccnepoBaHue ocobeHHoCTen peHaepuHra aepesbes B Unreal Engine 5

CamapuH CaBBa [leHUcoBuy
Butiokos ®epop AHapeeBud (HayyHbIl pyKkosooumerb)

MITY um. H.3. baymaHa, Mockea, Poccus

IIposedeno uccrnedosanue npobem, 8O3HUKAIOWUX NPU PeHOEpUH2e 0epesbes 8 mpexmep-
nom osudicke Unreal Engine 5. Paccmompenvt makue acnexkmul, kax uzbuimounas ompu-
COBKA 00BEKMO8, ONMUMUZAYUSL AHUMAYUU, YCIMPAHEHUe C8emo8blX apmeparmos, a max-
JHce cospemenHbvle Memoobl U MEeXHOL02UU, CHOCOOCMEYIouUe PeueHulo CEA3AHHbIX C
PpeHOepunH2oM 3a0ad.

Knioueswie cnosa: 3D-mooenuposanue, anvgha-copmuposka, npobiema nepepucosKku, no-
gbluleHUe NPOU3BOOUMENbHOCIU, NOPAOKO-HE3ABUCUMASL NPO3PAYHOCD

Beenenne. Co3naHue 31eMEHTOB PaCTUTEIILHOCTH B KOMIIBIOTEPHOU rpaduke mnpe-
CTaBJISIET COOOM CIIOXKHYIO 3a/1ady, OOYCIOBICHHYI) HEOOXOIUMOCTBIO 00pabOTKH
OO0JIBIIMX MAacCCHUBOB OOBEKTOB, YaCTO CKOHIEHTPUPOBAHHBIX B OIPAHUYEHHOM MpO-
CTPAHCTBE CILIEHBI. DTO MPHUBOJWT K BO3HUKHOBEHHIO ONTHUMH3AIMOHHBIX MPOOIeM
U 3aTpyJHSET JOCTH)KEHUE BBICOKOTO BH3YalbHOTO KadecTBa. Hacrosiee nccneno-
BaHHUE IOCBSIIEHO aHAJIU3y COBPEMEHHBIX METOJOB M OCOOEHHOCTEH peHAepuHra
00nbekToB pacturensHoctd B Unreal Engine 5. OcHOBHOM akLEHT cenad Ha U3yde-
HUU 00pa0OTKU MOTYNPO3PAYHBIX TEKCTYP, PELICHUH 33124 U30BITOYHON OTPUCOBKHU
O0OBEKTOB B €JMTHOM SKPAaHHOM MPOCTPAHCTBE, UCCIETOBAHUN OCOOEHHOCTEN aHNMa-
IIUU JIEPEBHEB U YCTPAHEHUU CBETOBBIX apTe(PaKTOB B UTOTOBOM PEHJIEPE.

IIpobaema aab¢a- coprupoBkM. /(15 penaepuHra Kaapa NpuMeEHsIETCs MHO-
’KECTBO BBIUMCIUTENIHHBIX METO/IOB. BaXKHBIMU AJI MCCIENOBAHUS B PaMKax JlaH-
HOU paOOTHI SBIAIOTCS CJIEIYIOTHUE.

Z-6ygepuzayus. JlaHHBI METOJ OCHOBAaH Ha HCIOJb30BAaHUH JIBYMEPHOTO
MaccuBa Oydepa riayounsl (Z-0ydepa), B KOTOPOM JJIsl KaXKI0TO IMHAKCENS dKpaHa
bukcupyercs paccrosinue 10 Oonmxaiiiero oobexra. Ecnu gparmMent cuensl Haxo-
JUTCS AaJIbIlIe YK€ 3aperuCTPUPOBAHHOTO OJIMKaWIero oobekTa, To OH He oOpa-
OarbiBaeTcsd. OCHOBHBIM OrPaHHMYEHHEM METOJa SIBISIETCS HEBO3MOXXHOCTb KOp-
PEKTHOM 00pabOTKH MOIYIPO3PAYHBIX U IEPECEKAIOIINUXCS OOHEKTOB.

Z-copmuposka (areopumm xy0odxcHuxa). DTOT METOM TPEANONAracT peH/e-
pUHT OOBEKTOB B TMOpsAKE OT HauOoyiee yJaleHHBIX K HauOoyiee OIM3KUM
K HaOmroarento. HecMOTpst Ha CBOIO KOHIIENITYaIbHYIO TIPOCTOTY, METOJ] XapaKTe-
pHU3yeTcs BHICOKON BBIYUCIUTEIBHOMN CIOXKHOCTBIO, YTO OTPAHMYMBAET €T0 MprUMe-
HHUMOCTB B CIIEHAX C OOJIBIINM KOJIMYECTBOM 00BEKTOB [1].

[Ipu penpepuHre CIOXHBIX CLIEH, BKIIOUYAIOIMIUX JIEMEHTHI PAaCTUTEIHHOCTH,
BO3HHUKAIOT CIEAYIONINE KIFOYEBbIC TPOOIIEMBI.

Z-xonugauxmer. JlanHas mpoOjieMa CBsA3aHA C MEpPEeCeYCHHEM OOBEKTOB, MPHU
KOTOPOM aJITOPUTM pPEHAECPUHTa HE MOXKET OJHO3HAYHO OIpEeIeNnuTh, KaKoh
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U3 O0BEKTOB JOJIKEH OBITh OTOOpPaXKEH MOBEPX APYroro. ITO MPHUBOIUT K BU3Y-
aNbHBIM apTedakTaMm, TAKUM Kak MepLaHue U300pakKeHUH U HEKOPPEKTHOE OTOO-
pakeHue 0OBEKTOB.

Owubru o6ygepa 2nyounst. [Ipodiaema MposIBISIETCS B HEBEPHOM ONPEICTICHUU
MopsiJika OTPUCOBKH OOBEKTOB, OCOOCHHO MpU MX mepecedeHuu. Omunodku yaiie
BCEr0 BO3HMKAIOT B CIIEHAX C OOJBIINM KOJIMYECTBOM MEPECEKAIOIIUXCS dIIEMEH-
TOB, TaKUX KaK JIMCTbS JI€PEBHEB, YTO 3aTPYIHSIET KOPPEKTHOE OMpeiesieHue Io-
CJIEIOBATEILHOCTH PEHJICPUHTA.

Hesepnuiii nopsooxk onenounea. Ins KOppeKTHOrO OTOOpaKEHHS TOJIYNPO-
3pavyHbIX 0OBEKTOB HEOOXOIUMO UX PEHICPUTH B MOPSAIKE OT Haubosiee yaaneH-
HBIX K HauOosiee OIM3KUM K Habmonarento. Hapymienue 3Toro mopsjika npuBOIUT
K UCKa)KEHUIO BU3YaJIbHOTO pe3ybTara.

IIpobremovr npoussooumenvrocmu. BbICOKas BBIUUCIUTENbHAS CIOXKHOCTD
peHaepuHra OoibIIoro yucia oObEKTOB, XapakTepHas Ui CUEH C PacTUTEIbHO-
CTbIO, CYIIIECTBEHHO CHM>KA€T IPOU3BOUTEIIbHOCTD.

Cneyughuxa npobaem. YKazaHHble POOIEMbl HE OIPAaHUYMBAIOTCS PEHIEPUH-
roM 00BEKTOB PACTUTEIHHOCTH, OJHAKO OHU MPOSBISIOTCS HAUOOJee BHIPAKEHHO
B TAaKUX CIIGHaX H3-3a HEOOXOIUMOCTH OOpaOOTKH 3HAYMTEIHLHOTO KOJIMYECTBA
AJIIEMEHTOB, TAKUX KaK JIUCThS U BETBH.

B Unreal Engine 5 peanusoBana skcrnepuMeHTanbHas (QYHKIHS TOPSIKO-
HesaBucumoii mpospaunoctu (Order-Independent Transparency, OIT), kotopas
NpEeJICTaBIsIeT COOOW YCOBEPILIEHCTBOBAHHBIM MOAXOJ] K PEHIEPUHTY MOIYIpPO-
3payHbIX O00BEKTOB [2]. JlaHHBIA aNTOPUTM HMEET CXOJACTBO C METOAOM Z-
Oydepuzanuy, HO OTIMYAETCS TEM, UYTO 0OpadaThIBaeT Ka)IbIi MHUKCENb dKpaHa
HE3aBHCHUMO OT HOPSAKAa OOBEKTOB. ANTOPUTM BKJIIOYAET CJIETYIONINE STAIIbI.

1. Pernepunr Hempo3payHbix 00bekTOB. Ha mepBOM 3Tarie OTPHCOBBIBAIOTCS
BCe Hemnpo3pauHble 00beKThl. OOBEKTHI, PACTIONOKEHHBIE AAJbIIIEe OT KaMephl, OT-
OpachIBarOTCs, a JAJisi OTPUCOBAHHBIX OOBEKTOB COXPAHAIOTCS MX IIBETOBBIC Xapak-
TEPUCTUKH U 3HAYCHUS TTyOUHBI.

2. O6paboTKa IMOIYNPO3paYHEIX O0BEKTOB. Il KaXKI0ro IMHKCEIsS JKpaHa,
CBSI3AHHOTO C TIOJYMPO3PAayHbIMU OOBEKTaMH, (PUKCHPYIOTCS IIBET 00BEKTa, ypo-
BEHb TTTyOWHBI U CTETICHb HETPO3PAYHOCTH.

3. brnernauHr 1 GopMHPOBaHKE UTOTOBOTO U300paxeHus. Ha 3akiountenbHOM
9Tare BBHIMOJIHACTCSA cMeninBanue (OJIEHINHT) [IBETOB M MMAapaMETPOB BCEX 00BEK-
TOB JUTIsl KaKaoro nukcens. [Iporecc OieHAMHTa MPOI0IKASTCS MOCISI0BATEIHFHO
MEeXAy napamMu OOBEKTOB, (POPMHUPYS MPOMEKYTOUHBIE PE3YJIbTaThl, MOKa HE Oy-
AYT CMEIlIaHbl BCe 0OBEKTHI, IOCIIE YeT0 CO3aeTCsl OKOHYATENIbHOE U300pakeHue.

[Ipouiecc OneHnuHra B aNrOpUTME MOPSAJIKO-HE3aBUCUMON MPO3PAYHOCTU
(OIT) onmceiBaeTCs BBIpaKEHUSIMU

final.rgb = fragment.rgb * fragment.a +
+ (1 — fragment.a) * previous.rgb;

final.a = fragment.a + (1 — fragment.a) * previous. a,
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rae oowekT final mpegcraBnsier pesynbrar GiCHAMHTA ABYX OOBEKTOB HA TEKYIIEM
sTare; pPrevious — mpensiaymuii pesynstat; fragment — texymmit 06bekT, mou-
JeXKaIIUH CMEIMBAHUIO; TMapaMeTphbl IJh ¥ @ OTBEYAIOT 3a IBET W MPO3PAyHOCTh
00BEKTa COOTBETCTBEHHO.

Anroput™  mopsiako-He3aBucumoit pospaunoctu (OIT) sddextuBHO perraer
NEPEYUCIIEHHbIE MPOOJIEMBl pEeHAEpUHTa Oyarofaps CTpOromMy MHOPSAKY 00pabOTKH
00BEKTOB Ha TMOMHUKCEIbHON OcHOBe. OHAKO AaHHBIA METOJ HAXOMUTCSA B CTaJUU
AKTUBHOW J0pabOTKH, M €r0 OCHOBHBIM HEJIOCTATKOM SIBJISICTCS BBICOKAs BBIUMCIIH-
TEJIbHASI CTOMMOCTh, OCOOCHHO MPU U3MEHEHHUHU TMOJI0KEHUS KaMephl WK aHUMAIIUH
00BEKTOB, TAKUX KAK JIEPEBbsI, Korja riayOrnHa 0ObEeKTOB MOCTOSTHHO U3MEHSIETCHS.

ITomumo OIT, cyriecTByroT anbTepHaTHBHBIC METOJIBI, HAIIPAaBJICHHBIC HA pe-
IICHUE OT/ICIBHBIX ACTICKTOB PECHICPUHTA.

Ycrpanenne Z-xonduuktoB. s mpenoTBpamieHUs KOH(QJIMKTOB TITyOWHBI
o0beKTaM MOXKHO HasHayaTh MpHOpUTeT coptupoBku (Sort Priority) wmu mpume-
HaTh cMemnenune rayounsl (Depth Bias), uro mossoisier KOPpEKTHO ONpenesTh
MOPSIIOK UX OTPHCOBKH.

OOpaboTka nepecekaronmxcst 00bEKTOB. s pemenust npodieM, CBA3aHHBIX
C mepeceyeHreM 00BEKTOB, MCIIOJIb3YETCS HAKJIOHHAS IIKaja CMEIICHUS TIyOHHbBI
(Slope Scale Depth Bias), koropas yiydimaer TOYHOCTL ONpENEIEHHUs HOPSIKA
peHIepHHTa.

[Topsimok 6enanHra moxynpo3padnbix 0osektoB. B Unreal Engine 5 mpo6ire-
MBI C MTOPSIKOM CMEIIHNBAHUS MOIYIPO3PAYHBIX 00BEKTOB, BO3HUKAIOIINE TIPU UX
nepeceuenun, 6e3 npumenerus OIT pemarorcs mpeuMyIECTBEHHO BPYYHYIO ITy-
TEM HACTPONKH MapaMeTpOB 0OHEKTOB U UX COPTUPOBKH.

OnTuMu3aIUs TPOU3BOAUTEILHOCTH. JIJIs MOBBIMICHHUS MPOM3BOIUTEILHOCTH
IPUMEHSIETCSI METO/T TIPEIBAPUTEILHOTO 00X01a riryounsl (Z-prepass). Dtot moi-
XOJ TpPeIyCMaTpUBAaeT TEHEPAIMI0 YIPOIICHHBIX MOJEICH mepen (UHATbLHBIM
PEHJIEPUHIOM, UTO TO3BOJIAET HCKIIOUUTH U3 00pabOTKH OOBEKTHI, MEPEeKphIBaE-
MbI€ HETPO3PAYHBIMH 3JIEMEHTAMH.

IIpo6aema nepepucoku (overdraw). Boibinoe KOIMYECTBO BIEMEHTOB B
CIIEHE YaCTO MPHUBOAUT K CHUKCHHUIO MTPOM3BOIUTEIIBHOCTH, KITFOUCBBIM (DAaKTOPOM
KOTOPOTo sBJIsIeTCsl M30bITOUHAs oTprucoBKa o0bekroB (Overdraw). Jlist pemeHus
npo0JIeMBbI TIEPEPUCOBKU TIPUMEHSIFOTCS CIICIYIONINE COBPEMEHHBIC TIOIXOIBI.

Foliage Instancing. /lannslii MeTO/| MO3BOJISIET OOBEAUHATE OOBEKTHI OHOTO
THIIa, YTO CYIIECTBEHHO COKpAIIAeT KOJUYECTBO BBI30BOB OTPUCOBKU U MOBBIIIACT
3¢ ()EeKTUBHOCTH PEHIEPUHTA.

Hacrpotika yposreit neramusanuun (Level of Detail, LOD). Mcnons3oBanue
LOD obecrieunBaeT CHUKEHHE JICTAIM3aUN 00BEKTOB, PACIIOIOKEHHBIX HA 3HA-
YUTEILHOM YIAJCHUU OT HAOMIOMATEssl, YTO YMEHbIIAeT o0IIee KOJUUECTBO die-
MEHTOB, TOJICKAIINX penaepuHry [3].

Meroasl orcedueHnss 00beKTOB. [IprMeHEHHEe TEXHOJIOTHH OTCEUYEHHUS, TaKHUX
xkak GPU Culling, Instance Culling u Nanite Foliage Culling, mossonsier uckiro-
YUTh U3 00paOOTKU OOBEKTHI, HAXOAIIUECS 3a MPEeAeIaMu oISl 3peHust Ha0Jro1a-
tens [4].
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JInsi aHaM3a y4acTKOB C BBICOKOH MHTCHCHBHOCTBIO BBI30BOB OTPHCOBKHU
B Unreal Engine 5 mpeaycmoTpen pesxum Bu3yaau3aliii KOMIUICKCHOCTH IIeiIe-
pos (Shader Complexity Mode), koTopblii MOMOTaeT BBISBHTH HPOOIEMHBIC 30HBI
Y ONITUMU3UPOBATH ITPOM3BOAUTEIBHOCTS [J].

IIpoGyeMbl ONTHMHM3AIMM AHMMAIMOHHBIX IHUKJOB., AHUMAIHI pacTh-
TEJIEHOCTU B KOMIBIOTEPHOU rpaduke HEOOX0auMa ISl MOJIEIINPOBAHUS B3aUMO-
JEHCTBUSI OOBEKTOB C OKPY’KAIOIIEH CPeloi, BKIIOUYAs CUMYJIAINIO0 BO3JICHCTBUS
BETpa, PEAKIMM Ha KOHTAKT C WIPOKOM W JPYyTUC TUHAMHYCCKUE MPOIIECCHI.
B Unreal Engine 5 peann3oBaHo HECKOIBKO METOMOB aHMMAIMK PACTHTEIHLHOCTH,
Han0oJiee 3HAUMMBIMU M3 KOTOPBIX SIBIISIFOTCS:

— BCPTCKCHAA aHUMaAlUAd — IIO3BOJEICT CHMYIIMPOBATH JABHIKCHHUC JCPCBLCB
1o 1 ﬂGﬁCTBH@M BCTpa C YKA3aHHUCM HAIIPABJICHUA, TUIIA BO3,Z[€I>10TBPI$I Hn CUJIbI;
- (1)H3Hq€CKaH aHuMalusa -— IO03BOJIICT CHUMYJIHMPOBATH BSaHMOI[CfICTBHG

c 00bEKTaMH, XapaKTepU3yeTCs BHICOKOH PECYpPCOSMKOCTBIO M, KaK MPABUIIO, MPH-
MEHSICTCS JJIsl KITFOUEBBIX WM OJIM3KO PACIIOJIOKECHHBIX 00BEKTOB;

— CKEJICTHAsl aHMUMaIisi — 00J1a/1aeT BO3MOKHOCTHIO TOYHON HACTPONKH aHH-
Malliu JICPEBhLEB;

— aHMManus TI00ANTbHOTO BEeTpa — YHHMBEpCaAlbHAs HACTPOWKA IMOBEICHUS
pPacTUTEILHOCTH Ha BCeil 00padaThiBaeMOii CIICHE.

BbIOOp MeToma aHMMAIMK OMpEAeIeTCsl 3aJadyaMy MpoeKTa. BeprexcHas
U rio0aibHasi aHUMAIKM 00JIaJal0T HAUOOJBINEH MPOU3BOUTEIBHOCTRIO, HO UX
BO3MOYKHOCTH OrpaHHYCHbI IPUMUTHBHBIM BHU3yallbHBIM IPEICTaBICHHEM 0€3 Ka-
YECTBEHHOW HACTPOMKU M OTCYTCTBHEM IOJJICPKKH CIIOKHBIX B3aUMOCHCTBUI
C OKpY>KEeHHEM. ITU MeTobl Hauboee 3PGEeKTUBHBI sl 00BEKTOB, PACIOI0KEH-
HBIX HA 3HAYUTEILHOM YIAJCHUU OT HAOJIOAATelNs, I/ie B3aMMOJICHCTBUE MUHHU-
MaJIbHO WJIM OTCYTCTBYeT. Du3nyecKas U CKeJIeTHass aHUMAaIlMKi, HECMOTPSI Ha BbI-
COKYIO BBIYHCIHUTEIBHYIO CTOMMOCTH, OOECIEUYMBAIOT 0o0Jiee PEATUCTUYHOC U
JETAIM3UPOBAHHOE MMOBEJCHUE M TMPUMEHSIOTCS I KJIIOYEBBIX OOBEKTOB WM
3JIEMEHTOB, HAXOJISIIMXCS BOJIM3U UTPOKA.

JI71st TOBBIIIEHUS TIPOU3BOIUTEILHOCTH aHMMAIIMK pacTuTeabHocTH B Unreal
Engine 5 npuMeHSIIOTCS CIIEIYIONINE METO/IbI OTITUMHU3AITIH:

— YIOPOIICHUE JeTaTU3aI[UU aHUMAIIMH [UJIS1 YIAJICHHBIX 00heKTOB. ONTUMHU-
3aIMsl TOCTUTACTCs MyTEM CHUIKEHHUS MapaMeTpOB MHTEHCHBHOCTH BETpa M Ya-
CTOTHl aHMMAIMOHHBIX IIMKJIOB, YTO yYMEHBIIACT BBIUHUCIUTEIBHYIO HArpy3Ky
IpU PEHICPUHTe OOBEKTOB, HAXOANIMXCS HA 3HAYUTEILHOM PACCTOSHUU OT
HaOJIIogaTeNs;

— MHCTAHIMPOBaHKWE aHUMAIMU. VIConb30BaHne MHCTAHIIUPOBAHHS ISl 00b-
CKTOB OJIHOTO THIA, TAKUX KaK MICHTHYHBIC WIN YJAJICHHBIC JCPCBbS, MO3BOJISICT
ONTHUMHU3UPOBATh 00PAaOOTKY aHUMAIMH 332 CYET OOBECTUHEHUS BBHIYMCICHHM IS
OJTHOTHITHBIX JJIEMEHTOB.

CgertoBble apTeakTbl. OCHOBHON NMPUYNHONW BOSHUKHOBEHHSI CBETOBBIX ap-
Te(akToB npu pengepunre aepesbeB B Unreal Engine 5 asisrorcs npo6iemsr 06-
pabOTKH MOJIYIPO3PAUYHBIX OOBEKTOB, a TAKKE BBHICOKAS TIOTHOCTH JABHIKYIIHXCSI
3JIEMEHTOB B ClieHe. ITH (PaKTOPBI IPUBOIAT K CIICAYIOIIUM OIIHOKAM:
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Mepuiannto TeHeit. [lanHas mpoOjiemMa aHalornyHa Z-KOH(DIUKTaM MpH peH[Ie-
pUHTE OOBEKTOB M BO3HHMKAET M3-3a OTCYTCTBHS YETKOTO MOpsiika 00paboTKH mepe-
CEKAIOITNXCS DJIEMEHTOB, YTO MPUBOIUT K HECTAOMILHOMY OTOOPaKEHUIO TCHEH.

BosnuknoBennto mpocBetoB. OmmOka CBsi3aHa C HEMOJHBIM MEPEKPHITHUEM
HEIPO3PavYHbBIMU 00BbEKTaMU JIy4ei CBETa, BHI3BAHHBIM HEKOPPEKTHBIM OTpeIee-
HUEM TIOPSIIKA PEHICPUHTA.

BO3HUKHOBEHUIO IIIYMOB U 3€PHUCTOCTU. DTHU apTe(akThl 00yCIOBICHBI TEX-
HUYECKUMH OTpaHMUYCHHUSIMH TEXHOJIOTUH OCBEIICHHUs, TaKuX Kak Lumen, mpu 00-
paboTKe CLEeH ¢ OOJBIINM KOJIMYECTBOM ABMKYIIMXCS 00HEKTOB [6].

Pemenre mepBhIX ABYX MPOOJIEM CBS3aHO C YCTPAHCHHEM OIIMOOK B MOPSIKE
pEHEpUHTa TEPECEKAOIMNXCs 00BEKTOB, B YACTHOCTU, MOCPEJICTBOM HACTPOUKHU
napameTpoB cmerenns Tiayounsl (Depth Bias). Tperbs mpoGinema oOyciioBieHa
OrpaHMYCHUSAMH TEXHOJIOIHH LUMen, u ee ycTpaHeHnue TpeOyeT CHIDKCHHUS BBIYHUC-
JUTENHHON HArPy3KH, HAIPUMED, 32 CYET YMEHBIIIEHUS KOJIMUECTBa 0OBEKTOB WJTU
WHTEHCUBHOCTHU UX aHHMAIIUH.

3akiouenue. B paMkax mccieaoBaHus ObLIM MPOAHAIU3UPOBAHBI AKTyallb-
HBIE TIPOOJIEMBI, CBS3aHHBIE C PEHIEPHMHIOM OOBEKTOB pactureinbHocTH B Unreal
Engine 5. PaccMoTpeHbl OCHOBHBIEC aCIEKThI, BKJIIOYas 00pabOTKY MOIyIpo3pay-
HBIX OOBEKTOB, ONTUMH3ALIMIO TTPOU3BOJAUTEIILHOCTH U YCTPAHEHHUE CBETOBBIX ap-
teakToB. Takxke OBUIM ONMKMCAHBI U CHCTEMATH3UPOBAHBI aJIbTEPHATUBHBIC METO IBI
Y TIOJIXO/TbI, HAMpaBJICHHBIC HA MOBBIMICHNE YP(HEKTUBHOCTH PEHICPUHTA U MUHU-
MU3AIHI0 OMHUOOK MPpU 00paboTKe OOBEKTOB.
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This research examines challenges in rendering trees within Unreal Engine 5, focusing on
issues such as translucent object processing, overdraw management, animation optimiza-
tion, and light artifact correction. It also explores contemporary methods and technologies
for addressing rendering-related problems.
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