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TEXHUYECKAS PEAJIM3ALIUS BU3YAJIBHON KOHIENIIUU
XOPPOP-UI'PBI «TEHHU BJIOKABI» HA IBUKKE UNREAL ENGINE 5

AHHOmaI/(M}l.' B oannou cmanibe pacemampuearomcs nNexXxnHuvecKue acnekmaol
CO30aHUsL BU3YAIBHOU KOHYenyuu O0as Xoppop-uepul ¢ ucnoiavzosanuem Unreal
Engine 5, exnmwouas oceewenue, mekcmypvl, HOCM-00pAOOMK)Y U 6U3YATbHbLIE
aghpexmul.

Knrouesvie cnosa: Unreal Engine 5, Blueprints, Lumen, Niagara, Nanite,
xoppop.

Abstract: This article covers the technical aspects of creating a visual concept
for a horror game using Unreal Engine 5, including lighting, textures, post-
processing, and visual effects.
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BBenenue
KoHuenuust urpbl mpeactaBisieT coO0OM IMCHUXOJOTHMYECKH Xoppop Ha
BEDKMBAHWE, TOTPYXAIOMUKA WIPOKa B MPAYHYI0 M THETYIIYIO aTtMocdepy.
OCHOBHOM AaKLEHT CJENaH Ha HaNpsKEHUH, CTpPaXxe M B3aUMOJICUCTBUU C
OKpYXEHHEM. [JIaBHBIM TE€pOW BBIHYKIEH HCCIEA0BATh OIACHBIE JIOKAIWH,

CKPBIBATHCS OT YTPO3 U peIIaTh TOJIOBOJIOMKH.
[lenp naHHOM CTaThu — MNPOAHAIIU3UPOBATH TEXHUYECKHE BO3MOKHOCTH U
METO/Bl peau3anuy 3asBiIcHHOW aTtMocdepsl Ha aBwxkke Unreal Engine 5,
MPUACPKUBAICH KOHIEIIIIUU pa3paboTKu 0e3 HanmucaHus kojia (no-code) u ¢ ornopou

Ha TOTOBBIC IU(POBBIC AKTUBHI (aCCETHI).

MeTtoaosiorus
Pa3pabotka Ha Unreal Engine 5 6e3 kona
Bri6op Unreal Engine 5 B xaduecTBe miaTgopMbl JUIsl peau3aiii IpoeKTa
00yCIIOBJICH €ro MepeoBbIMU TPAPUIECKUMHU TEXHOJIOTUSIMHU, KOTOPBIE TIO3BOJISIOT
JOCTHYD  (DOTOPEATMCTUYHOTO U300paxkeHus: «u3 KOpoOkw». Jlims mpoekTa,
OMHUPAIOIIETOCS] HAa BHU3YAJIbHYIO COCTaBISIONIYI0, KJIIOYEBBIMU  SIBIISIOTCS
CIICYIOIINE CUCTEMBI:

Taonuuya 1.

TexHonorus Hasnauenue B ripoekre

Cucrema IUHAMHUYECKOrO  IJIOOAJBHOIO  OCBEIIEHHS,
UJeaqbHO TOAXOJAIIAs JUJIS CO3JaHUsl KOHTpacTa MEXIY
Lumen TEMHBIMU TOMEIICHUSIMU W OTPAHUYCHHBIMM HUCTOYHUKAMU
cBera. [1o3BomsieT TOOMTHCS PEaTMCTHYHOIO TTOBEJICHUS CBETA U

TEHEN B pEAJIbHOM BPEMEHU.

] TexHonorus BUPTYAJIM3UPOBAHHOMN reOMETPHUH,
Nanite
MO3BOJIAIOIIASA HMCIOJIB30BATh BBICOKOMNOJUTOHAIBHBIE ACCETHI
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TexHonorus Ha3znauenue B mpoekre

(HanpuMep, pyHWHBI 37aHUM, JETalIM OKpPYXKEHUus) 0e3 moTepu

IMPOU3BOAUTCIIBHOCTH.

Cucrema BH3YaJIbHOT'O CKPUIITHHI A, ABJIIFOIIAACS AAPOM NO-

code moaxoaa. C eé IMIOMOIIBIO PCAIINIYIOTCA BCC HI'POBLIC

Blueprints
MEXAHUKH: OT UCKYCCTBEHHOT'O MHTEJUIEKTa BParoB /10 CUCTEMBI
B3aUMOJIEUCTBHS C OKPYKEHUEM.
Cucrema  Bu3yanbHbIX  3(Q(EKTOB a1  CO3JaHUsA
Niagara pPEATUCTUYHBIX aTMOC(EPHBIX SBJIECHUM, TaKUX KaK TyMaH,

JIO]1b, TIBLIIb, Tapa3uTHbIE AP (HEKTHl KaMepHhI.

Pa3paboTka ¢ WCHOMB30BAaHMEM acCETOB  MPEANOJaraeT aKTHBHOE
ucrojbs3oBanue pecypcoB u3 Epic Games Marketplace, Quixel Megascans u npyrux
OMOIMOTEK. DTO MO3BOJIAET COCPEAOTOUUTHCS Ha JHU3aliHE YPOBHEW M HACTpOMKe

aTMoc(epsl, a He Ha CO3/IaHUU MOJIENEN ¢ HyJIs.

TexHuueckasi peanu3anus KJIIY€¢BbIX BU3YAJIbHBIX 3JICMCHTOB

Cozoanue ammocdepol «KMPaAuHo20 JAOUDUHINAY

BusyanbHblil CTHIIB, OCHOBAHHBIN Ha XOJOJHBIX W MPUTIYIIEHHBIX TOHAX,
JOCTUTaeTCst uepes mocr-oopadotky (Post-Process Volume).

. LBeTroxoppexkuusi: Mcnonszys uncrpyment Color Grading, moxxHO
MOHU3UTh HACKHIIEHHOCTH (Saturation) U CABUHYTH IIBETOBYIO TaMMY B XOJIOJHBIC
TOHA.

. BunberupoBanue (Vignette): 3aremHeHue  Kpa€B  JKpaHa
KOHIICHTPUPYET BHUMAHUE UTPOKA B [IEHTPE U YCUIIUBAET OIIYLIEHUE TPEBOTH.

. Iddextnl yacTun (Niagara): [[ns co3zmanust yoeauTeaIbHON Cpeabl

HCITOJIB3YIOTCSI HECKOJIBKO CIOEB d(PPEKTOB:

«Hay4yHO-NpaKTUYeCcKUM 3N1eKTPOHHbIN }KypHan Annesa Hayku» Ne4(115) 2026
Alley-science.ru



o I'moGanpHass cucrema  yacTuil  (I0XKAb, CHEr, TyMaH),

IMOKPhIBAOIIAA BCIO CHICHY.

o JlokanpHble 3¢ (dEKTs BeTpa, MOAHUMAIONIAE YAaCTUIBI C
HOBEPXHOCTH.
o O¢ddexTrl, MpUBS3aHHBIE K MOJAETHU MEpPCOHAXa (HampuMmep, mnap

OT AbIXaHUA, MTHTCHCUBHOCTb KOTOPOI'O MOKHO CBA34aThb C ITapaMCTPOM COCTO?IHI/IH).

HCKVCCI’I’Z@@HHbllZ urmeliekm u cmejlC-mMexarnuKu

UrpoBoii mpomecc OCHOBAaH Ha CKPBITHOCTH. Peanuszanuss noBeaeHUS
MIPOTUBHUKOB ocyliecTBisieTcs: yepes cuctemy Al Behavior Trees B Blueprints.

. IHarpyaupoBanue: [{na NPC nacTpanBaroTCs MapuIpyThl IBHKEHUS
(maTpysn) Mexay 3amanHbiMu Toukamu (Target Points).

. Cucrema 3penuss U ciayxa: B Blueprints BparoB mo0aBisitoTcs
xoMiioHeHThI Al Perception, koTopblie pearupytot Ha 3peHue (PawnSensing) u 3ByK.
Konyc 0030pa OT UICTOYHMKOB CBETa PEAM3YyETCs C MOMOIIbI0 KOMIIOHEHTa Spot
Light ¢ mpuBszanueiM k Hemy Tpurrepom (Trigger Volume), kotopsiii npu
TMOIA/IAHUY B HETO UTPOKa MeHsET cocTosiHue Al.

. Peakuus Ha cienbl: MexaHUKa OCTaBJICHUS CJIEIOB HA MOBEPXHOCTH
peanuzyetcs uepe3 Decals (nexanm). [lepconax npu JBUKEHUN TEHEPUPYET JeKaIH
cnenoB. Bpaxkeckuit Al HacTpanBaeTcs Ha pacoO3HABAHUE ITUX JICKAJICH U MOXKET
MOWTHU MO cliey AJig paccienoBanus. OUnCTKa CIeA0B — 3TO JIEUCTBUE, KOTOPOE
YAQIAET 3TU JACKaJH.

Peanuzayus unmepaxmuerHo2o oKpyi#cenuss u 20108010 MOK

B3aumogeiicteue ¢ MHUpPOM — KIKOY K BBDKMBAHUIO U PELICHUIO
T'OJIOBOJIOMOK.
. Cucrema cocTosiHMS NepcoHazka: Peanusyercst yepe3 nepeMeHHbIE B

Blueprint mepcoHaka, KOTOpbIE H3MEHSIOTCS C TeueHHeM BpeMeHH. [lombop
MPEIMETOB  BBI3BIBACT COOBITHS, BIMSIONIME Ha TapaMmerphl. JlmuTenpHOE
HaXOXKJIeHUE B HEOJAroNMpUsATHBIX YCIOBHUSIX BhI3bIBaeT depe3 Blueprint addexTs

APOKaHUA KaMEPbl U CHUKCHUE CKOPOCTH IICPCABUIKCHMU.
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. NuTepakTuBHbIE 00bEKTHI: TpyObl, MEXaHU3MBI, IBEPU — BCE ATO
uHTepakTHBHBIE Blueprint-aktopsl. Hampumep, uToObl aKTHBUPOBATH MEXaHH3M,
UIPOK JOJDKEH HAWUTM W TPUMEHUTh K HEMY OIpEIeIEHHBIA MpeaMer.
B3aumopeiictBue HactpaumBaerca udepe3 cucteMy Blueprint Interfaces, xotopas
MO3BOJISIET Pa3HBIM OOBEKTAM PearnpoBaTh Ha ACHCTBUS UTPOKA.

3akioueHue

[IpoekT sABIsIETCS MPUMEPOM TOTO, KAaK COBPEMEHHBIE UTPOBBIE JIBUKKH, B
gactHocTH Unreal Engine 5, nemokpatu3upytot mporecc pa3padotku. Mcmomb3ys
MOIIIHbIE BCTPOCHHBIE MHCTPYMEHTHI, Takue kak Lumen, Nanite u Blueprints, u
ONMUpasACh Ha OOMIMPHBIE OMOJMOTEKH TOTOBBIX ACCETOB, MOXKHO pEaM30BaTh
CJIO)KHYIO BU3YaJbHYIO KOHIICHIUIO 0€3 TIIyOOKHUX HABBIKOB MPOTPaMMHUPOBAHUS.
TexHUYecKuil MOJIX0Jl, OCHOBAHHBI Ha BHU3yaJIbHOM CKPHUIITUHIE W padboTe ¢
TOTOBBIMH KOMIIOHEHTAMH, TO3BOJISIET TOJHOCTHIO CKOHIICHTPUPOBATHCA Ha

XyZIOKECTBEHHON Y HAPPATUBHOW COCTABIIIOLIECH.
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