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This work explores the application of Virtual Shadow Maps (VSM) and
Lumen Global Illumination and Reflections (Lumen GI) to improve the visual
quality and realism of virtual environments in Unreal Engine 5. The work
describes how to improve the level of detail and lighting in a game environment
in Unreal Engine 5. It also provides a visual comparison of Virtual Shadow
Maps (VSM) and Shadow Mapping in Unreal Engine 5. The reproduction of
clear, realistic shadows using Virtual Shadow Maps (VSM) and Lumen Global
[llumination and Reflections (Lumen GlI) is demonstrated.

Maiixe Bci irpu Unreal Engine 5 3apa3 BUKOPUCTOBYIOTh JIMILIE IPOTPAMHY
Bepcito Lumen, sika He BUKOPUCTOBYE amapaTHE MPUCKOPEHHS 3a JOIMOMOIO0
Cy4YaCHHUX BIJI€OKapT.

[IpobGnema 3 TpacyBaHHSIM MPOMEHIB y KOMIT IOTEPHUX Irpax MOJIATaEe B
TOMY, 110 BOHO JYyK€ Ba)XXKe MJisi I'PH, KA HOTr0 BHKOPHUCTOBYE, OCOOIMBO
BpaxoOBYIOUM, WIO [0 OTPUMaHHS KpalluxX pe3yJbTaTiB, HDK KOJU Horo
BUMKHeHO. Lumen — 1e HOBa, MOBHICTIO JAMHAMIYHA IJo0albHA CHCTEMaA
OCBITJICHHSI Ta J3epkaibHOro BimoOpaxenHs B Unreal Engine 5, 1 came BoHa
HaMaraeThCsl «BUIIPABUTHY L0 MIPOOIIEMY.

Opni€ero 3 KIIOYOBUX OCOOIMBOCTEH Lumen € MOXIHBICTh y peaTbHOMY
yacl po3paxoByBaTH OCBITJIEHHS M TiHI Ha MOBEPXHSAX, HaBITh Yy pa3l 3MIHU
ociTeHHss B rpi. lle mgo3Bomsie nmocsartu OunbII  peamicTUYHUX e(EeKTiB
OCBITJICHHS Ta 3a0ILJIUTH Yac.

Lumen 3a0e3neuye mnpsiMe Ta HENPSME CBITIO, TOOTO PO3PaXOBYETHCS
BIJIOUTTSI MMPOMEHIB BiJ] MOBEPXOHb 3 Mo3uiii rpasBusd. [lix yac imiTamii msxy
BpPaxOBYIOThCS W MaTepiaiu, 10 BIAJ3EPKATIOOTh 300pakeHHs. TakuM 4MHOM
TEXHOJIOTIS JIO3BOJISIE pealli30ByBaTU Bi0OpaKEHHS.

BaxnmBa 0co0aIMBICTH TEXHOJOTIl — 1€ KiIacTepu3allis TPUBUMIPHOTO
OTOYEHHS /I TOJAULYy Ha MEHIII CErMEHTH. 3aBISKU IbOMY 30LIBIIY€ETHCS
e(eKTUBHICTh TJIOOAIBHOTO OCBITIEHHS, $SKE OKPEMO pPO3PaxXOBYETHCS IS
KOXHOT YacTUHU. B pe3ynbTaTi 3pocTae 3arajgbHa IPOyKTUBHICTD.

3 oaHoro OoKy TexHousioriss Lumen — 1e mpocToTa B HaJAINITyBaHHI Ta
BUKOPHUCTaHHI, BOHA MPOPAXOBY€E OCBITIICHHS MEHII TOYHO, 1 HE JJI1 KOXHOTO
MPOMEHS, a OJpa3y MJis My4yKa NPOMEHIB, TAPaHTYIOUH PEATICTUYHE OCBITICHHS
Ta TiHI, JO3BOJISIIOYM pealdi3oByBaTh Ja3epkaia. Aje 3 1HIOro OoKy,
peitrpeiicuar Haknagae Bumoru ao IIK, mpuyomy sik nns po6Gotu, Tak 1 amus
3amycKy (p1HAJBHOTO MPOJYKTY Ta HE MOEIHYETHCS 31 3BUYAHHUMM METOJIaMU
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peamizamii cratuyHoro ocBiTieHHs. Kpim nporo Lumen po3pobneno ams
KOHCOJICl HOBOTO MOKOJIIHHS i KOMIT IOTepiB BUCOKOTO Kiacy. Ha pucynkax 1-2
NOKa3aHO HasABHICTH Ta BIACYTHICTH Lumen.

Engine

Pucynoxk 1 — Bumkneno Lumen

Pucynok 2 — YBimkHeHo Lumen

Virtual Shadow Maps (VSM) 11e — HOBa MeTOAMKa MaImyBaHHS TIHEH IS
iXHBOI TIOCHIIOBHOI peaiizaiii 3 BHCOKOI PO3AUIBLHOI 37aTHICTIO. BoHa
mpaimroe 3 JIyKe JeTali30BaHMMU aceTaMu KiHeMarorpadidHoi SKOCTI Ta
BEJIMKUMH  BIIKDUTUMH  TPOCTOpPAMH.  TO3UIIOHYETHCS,  SK  €IMHHM
yHidikoBaHu# nursix ctBopenHs Tined B Unreal Engine 5, sikuif Moke 3aMiHUTH
pemty crioco0iB. Lst Texnomoris e omtiv 3 Nanite i Lumen.

VSM 3 onnoro 00Ky Mae BHINY SIKICTh Ta Kpally CTaOUIbHICTD 3 MEHIIIOIO
BUTPaATO0 Yacy Ha o0poOky mpotu Shadow Maps, ane 3 iHmoro Ooky s
METO/IMKa CTBOpPEHa $K JOMOBHEHHS J0 BIPTyali30BaHOi I€OMETpii, TOMY B
IUTaH1  SIKOCTI Ta MPOAYKTUBHOCTI JYy’K€ 3aJIeXUTh BIJ IPABHIBHOIO
3actocyBanHs Nanite. Ha pucynkax 3-4 mnokazaHa pi3zHuisg Mix Shadow
Mapping ta Visual Shadow Mapping.
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k.
Pucynok 4 — Bukopucrauus Visual Shadow Mapping

Xoya Lumen Ta VSM 1npocTi y BHKOPUCTaHHI Ta 3/1al0ThCS
BUCOKOSIKICHUMH, Lumen MoXe 3Ha4yHO HaBaHTAXyBaTH CHCTeMy. Tomy
peKoMeHAy€eThCs KOMOIHyBaTH Lumen 3 1HIMMH, OUIBII TpagUIIHHUMU
METO/IaMH OCBITJICHHS.
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