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Today, creating 3D animation is becoming more and more accessible, and

one of the most innovative tools for creating cinematic works is the Unreal En-
gine 5 software. This is the latest version of the popular game engine released by
Epic Games in 2021. It offers incredible possibilities for creating cinematic pro-
jects, including creating complex visual effects, animating characters and creat-
ing spectacular landscapes. One of the key strengths of Unreal Engine 5 is its
ability to create and take full advantage of high-quality graphical content. In this
paper, we will look at why creating 3D movies in Unreal Engine 5 is such a hot
topic right now.

Croroani crBopenHs 3D-animariii crae aepam JOCTYIHIIIMM, 1 OJHHUM 3
HAWOUIBII 1HHOBAIIMHUX 1HCTPYMEHTIB I CTBOPEHHS KiHemaTorpadidyHuX
TBOPIB € mporpaMue 3abde3neueHds Unreal Engine 5. Ile ocranHs Bepcis moIry-
JSIpHOTO irpoBoTo pymIis, BumyiieHoro Epic Games y 2021 porti. Bin mpomonye
HEHMOBIPHI MOJIMBOCTI JUIsl CTBOPEHHSI KiHEMaTorpadigHUX MPOEKTIB, BKIIO-
YalOyud CTBOPEHHS CKJIAJHMX Bi3yaJbHUX €(EKTiB, aHIMAII0 MEPCOHAXKIB Ta
CTBOPEHHS Bpaxarounx kpaeBuaiB. OgHiero 3 kirouoBux nepesar Unreal Engine
5 € ¥oro 34aTHICTb CTBOPIOBATM Ta BUKOPUCTOBYBAaTHM B TOBHIA Mipl
BUCOKOSIKICHUHM rpadiyHUN KOHTEHT. Y 11 poOOTI MU PO3TISHEMO, YOMY CTBO-
penns 3D ¢inpmiB y Unreal Engine 5 3apa3 € HaCTUIbKU aKTyalbHOIO TEMOIO.

CtBOpeHHs Bi3yalbHUX €(EeKTIB — 1€ OJJHAa 3 OCHOBHHX rajiy3ei 3acTocy-
BanHa Unreal Engine 5 y kiHematorpadii. BizyansHi edexrtu, Taki sk BUOyxH,
MOKEX1, UM, CBITJIO, TiHI Ta J3epKaJibHI BiIOOpaKeHHS, CTBOPIOIOTHCS 3a J0-
MIOMOTOI0 PYIIIis, SIKHA BUKOPUCTOBYE Cy4acHI TEXHOJOT1i rpadiyHOro mporeco-
pa, Taki gk ray tracing ta global illumination. Ray tracing — 1ie TexHomoris, sika
IMITy€e po3cisiHe BIAOUTTS CBiTJIa y peaqbHOMY yaci. Lle mo3Bosise cTBOproBaTH
OUThII peaiCcTHYHI 300paKCHHS 3 TOYHINIOW IIepeaycio CBITIA Ta TIHCH.
Global illumination — e TexHoOTIs, SKa JO3BOJSE CTBOPIOBATH PEATiCTUYHY
nepenayy ocBiTieHHsS BceepeauHi 3D-cuenu. lle o3Hawyae, mo CBITIO
BIJIOMBA€ETHCA Bl MOBEPXOHb 1 EPENAEThCA Yepe3 mpo30pi 00'ekTr. CTBOpEHHS
Bi3yaiibHUX e(ekTiB 3a gonomoroto Unreal Engine 5 mpononye He juiiie OUTBII
peanicTUuuHI 300paKeHHs, a ¥ MIBUIAMINMNA Ta 3pYYHHUM mpoliec cTBOpeHHs. Kpim
Toro, 6araro egekTiB MOXYyTh OyTH HaJalITOBaHI Ha JIbOTY, IO JIO3BOJISE
HIBUIKO CTBOPIOBATH ITepallii Ta OTpuMyBaTu Oaxkanuil pesynbpTaT. Unreal
Engine 5 Hamae mOTyXHMII 1HCTPYMEHTapid IJisi CTBOPEHHS Ta YIMPaBIiHHS
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aHiMairiero nepconaxin. Ycepenuni Unreal Engine 5 € iHCTpyMeHTH, SIK1 T03BO-
JSI0THh CTBOPIOBATH Ta pelaryBaTH aHIMallli, a TAKOX KEpyBaTH HUMU B PEKUMI
peabHOTO Yacy.

OmHUM 13 OCHOBHUX IHCTPYMEHTIB JUIsl CTBOPEHHSI aHIMAIlll IEPCOHAXIB €
cuctema AHimariitHux rpadis. Lle cucrema, sika 103BOJIsIE CTBOPIOBATH Ta KePy-
BaTH aHIMAIlISIMH TIEPCOHAXKIB 3a JIOMOMOIor rpadiB. AHIMAIIHHUN Tpad - e
HaO1p By3ITIB Ta 3B'SI3KiB, AKi JO3BOJISIIOTH KEPYyBaTH aHIMAIl€l0 epcoHaxka. Lei
IHCTPYMEHT HaJla€ KOPUCTYBa4eBl BEIWKY THYUYKICTh y CTBOpPEHHI aHiMaIlii,
JI03BOJISIIOYM iM CTBOPIOBATH JWHAMIYHI aHIMAIli, SKi MOXYTh OyTH 3MIHEHI Y
peanpHOMYy 4aci. Kpim Toro, Unreal Engine 5 Takoxx Hagae 1HCTPYMEHTH IS
3aXOIUJICHHS PyXy Ta CTBOPEHHS aHiMallli Ha OCHOB1 3axomieHux nanux. Lli
IHCTPYMEHTH  JO3BOJISIIOTH  CTBOPIOBATH  OUIBII  PEAJICTUYHY  aHIMAIIo
NEPCOHAXKIB, OCKUIBKM BOHA IPYHTYETHCA Ha PEAIbHUX PYXaxX aKTOPIB.

OcHoBHOW TiepeBaroto ctBopeHHs 3D ¢uiemiB y Unreal Engine 5 €
THYYKICTh pYIIis, SIKa JI03BOJISIE CTBOPIOBATH (PUIBMH IIBHUJILIE, HIXK TPaJAMILIIIHI
MeToU. Y ¢l acneKkTH GiIbMy, BiJl CTBOPEHHS CBITY 10 CTBOPEHHSI MEPCOHAXKIB
Ta CTBOPEHHs creredeKkTiB MOKyTh OyTH BUKOHAHI B OJIHIM Iporpami.

Takox onuiero 3 ronoBHux nepeBar Unreal Engine 5 € ioro 3maTHICTh
MpaIloBaTy B peKKUMI peanbHOTO yacy. I{e o3Haudae, mo TBopIli GpiIbMiB MOXKYTh
O0auuTH pe3yNbTaTh CBOEI POOOTH HEraiHo, 10 CKOPOYY€E Yac PO3POOKH Ta
JI03BOJISIE IIBUIIIIE BHOCUTH 3MIiHHU.

Unreal Engine 5 n03Bosisie CTBOpIOBAaTH KOHTEHT Y BHCOKIHM SKOCTI 3aBIISIKU
BUKOPUCTAaHHIO HOBOT TexHoJoTii Nanite. I[s1 TexHOIOTisSI 103BOISIE CTBOPIOBATH
netanizoBaHi 3D mozeni 6€3 HeoOX1JHOCTI iX 3a37aJIerib ONTUMI3yBaTu. Takum
YUHOM, PO3POOHUKN MOXYTh CTBOPIOBATH JIE€TaI30BaHI MOJIEI, SIK1 paHile Oy-
JIM HEJOCTYIIHI JIJIl BAKOPUCTAHHA B Irpax Ta KiHO, 10 TO3BOJISIE JOCITTH HEOY-
BaJIOTO PIBHS peai3My.

Kpim toro, Unreal Engine 5 no3Bosisie CTBOprOBaTH TileppeaTiCTUYHI OTO-
YEeHHS, SKI MOKHAa BHKOPHUCTOBYBATH JIsI 3HOMOK BIpTyallbHUX CIICH 3aMiCTh
TpaJMIIIHUX 3eJIeHUX eKpaHiB. e mae pexxrcepaM MOXKIUBICTh KOHTPOJIIOBATH
KO)KEH acCIeKT CIICHH, BKJIIOUAOUYHM OCBITJICHHS, ITIOTOHI YMOBH, J€Tajll OTOYCH-
Hs Tomlo. lle Takok H03BOJISIE CYTTEBO CKOPOTHTH BUTpaTH Ha JEKopalli Ta
JIOKaIlii, Ikl MOXYyTh OyTH CTBOPEHI BIpTyaIbHO y TIPOTPaAMI.

BaxnuBo Bim3HauwmtH, mo ctBopeHHs 3D ¢inpmiB y Unreal Engine 5
notpelye MeBHUX HABUYOK Ta 3HAHb Yy Tay31 KOMI'IOTepHOI Tpadiku, ajie 3aB-
JIKH MOro 1HTYiTMBHOMY I1HTepdelicy Ta IMMPOKIM JOKyMEHTalli, BUUTHUCA
po6oTi B nporpami moxke 0ytu HeckiaagHo. Kpim toro, Unreal Engine 5 Ttakox
HaJa€ MUPOKUM CHEKTpP IHCTPYMEHTIB JJI CTBOPEHHs aHIMallli Ta Bi3yaJlbHHUX
e(eKTiB, 1110 pOOUTH HOT0 11€aIbHUM BUOOPOM ISl Mpo(ecioHaiB y il ramysi.

Taxum ynHOM, cTBOpeHHs 3D ¢inpMmiB y mporpami Unreal Engine 5 € akty-
QJIbHOIO Ta MEPCIEKTUBHOIO TEMOIO.
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