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This article focuses on the application of neon and holographic effects in
3D scenes created with Unreal Engine 5 (UE5), a leading tool for immersive
visual design. It examines how UES’s Lumen lighting system and emissive ma-
terials enable vibrant neon effects, while the Niagara particle system and shaders
facilitate dynamic holographic visuals. The study highlights their role in enhanc-
ing futuristic aesthetics, such as cyberpunk environments, and their impact on
user immersion. It also addresses performance optimization using Nanite and
Lumen, ensuring quality across platforms. Ultimately, these effects enrich both
the visual appeal and narrative depth of 3D scenes.

Unreal Engine 5 (UE5) € ognuM i3 HaWMOTYXHIMIUX 1HCTPYMEHTIB JIJIs
CTBOpEHHsI cydacHux 3D-cIieH, siKki BpaXaloTh CBOEIO PEAICTUUYHICTIO Ta Bi3y-
anbHOIO TIUOMHOI. Cepesl YMCIEHHUX MOXKIIMBOCTEH LBOTO PYIIis 0COOJIMBE
MICIIe 3aiiMar0Th HEOHOBI Ta rojorpadiyHi edeKTH, Kl T03BOJSIOTh PO3POOHU-
KaM jfojaBati (yTYPUCTUYHHUI CTWJIL 1 JUHAMIYHY atMocdepy 10 MPOEKTIB.
Taxki edekTH aKTUBHO BUKOPHUCTOBYIOTHCS B Irpax, aHIMaIlifaX Ta IHTEPAKTUBHUX
MeJlia, CTBOPIOIOYM YHIKAJIbHUM BI3yaJbHUW JOCBIA JJIs KOPUCTYBadiB. Y i
Te31 posrisanaerbes, sk came UES miaTpumye peanizaiiro HEOHOBUX 1 TOJIO-
rpadiuHux eQeKTiB, AKl IHCTPYMEHTHU AJI1 LbOTO 3aCTOCOBYIOTHCSI Ta SK BOHH
BITUBAIOTH Ha CIpUAHSTTS 3D-cIieH.

[Tepur 3a Bce, HeoHoBi edextu B Unreal Engine 5 gocsiratoTbesi 3aBIsiKu
MO>KJIMBOCTSIM CUCTEMH OCBITJIEHHS Lumen Ta MaTepiaiiB 13 MiATPUMKOIO eMICIi
cBiT/ia (HaBelaeHO Ha pucyHKy ). Lumen, sk TexHOJOTIS T100ATBLHOTO OCBIT-
JICHHSI B pEaIbHOMY 4acl, I03BOJISIE CTBOPIOBATH M’ SIKE, aJie SICKpaBE CSIHBO, SIKE
171eaTbHO MIAXOAUTH JUTsl IMiTaIlli HEOHOBUX BUBICOK YU KOHTYpIB 00’ ekTiB. Ha-
MPUKIIAA, PO3POOHUK MOXKE HAJAIITyBaTU MaTepiai 13 BUCOKOK 1HTEHCHBHICTIO
eMicii Ta 1oaTu 10 HbOTO TEKCTYPY, 110 IMITY€ CBITIHHS, HAPUKIIAJI, Y BUTIISAI
JiHIA yn cuMBoOJIiB. Lle 0co0IMBO OMyYIsIPHO B CIIeHAaX 13 KiOepImaHKOBOIO €CTe-
TUKOIO, JI€ HEOHOBI KOJIbOPH — CUHIH, POXKEBUA, (P10JIETOBUI — CTBOPIOIOTH KOH-
Tpact 13 TeMHUM (oHOM. Taki edekTH He JIMIle MPUBEPTAOTh yBary, a il 1o/a-
I0Th MIMOUHY Ta 00’ €MHICTh CUEH1, pOOJISIUH ii OLIBII IMEPCUBHOIO.
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Pucynok 1 — Lumen: Volumetric Fog

["onorpadiuni edexTu, y CBOIO Uepry, BUMararoTh CKJIAJHIIIOTO MiJIX0.1Y,
ame UES cnopoinye ixHio peanizariito 3aBasku cuctemi Niagara ta mieitnepam.
Niagara, sik iHCTpYMEHT Uil CTBOPEHHS YaCTUHOK, JI03BOJISIE TCHEPYBATH JTUHA-
MIYHI TOJIOTPaMHU, SIK1 BUIISIAAIOTH K TPUBUMIPHI MPOEKIIi 3 €peKTOM Mepex-
TiHHS 4u npo3opocTi. Hanpukian, ysasiMo ronorpadiunuii intepdeiic y rpi: po-
3poOHHMK Moke BukopuctaTh Niagara 1t CTBOpEHHS YaCTUHOK, 1110 PYXarThCs
B [IPOCTOPI, @ NOTIM J0JATH LIeiaep 13 HAMIBIPO30PUMH TEKCTYpaMHU Ta JIETKUM
PO3MUTTAM, I[00 MIJCUIIUTH BIAYYTTA "BipTyasibHOCTI". Taki rojorpamMmm 4acro
BUKOPUCTOBYIOTHCS JJIs1 BIJOOpaKEHHS KapT, MEHIO UM J1aJIoTiB y GyTYypUCTHY-
HUX IIPOEKTAX, JI0JA0UH IHTEPAKTUBHOCTI Ta CTHIIIO.

BaxxnuBuM acmekTom € Te, AK 11l e()EeKTH BILTUBAIOTH HA MPOIYKTUBHICTD.
HeonoBi Ta ronorpacdiyHi eleMeHTH, MONPU CBOIO Bi3yajabHY MpPUBAOJIUBICTH,
MOXYTh OyTH PECYpCOEMHUMH 4Yepe3 MOoTpedy B peallbHOMY dYaci oOpoOJsaTu
ocBiTiieHHs Ta yactTuHk. OxgHak Unreal Engine 5 mponoHye onTumi3zalito 3aB-
1k TexHosorii Nanite, sika eeKTUBHO yIpaBiisie TeoMeTpieto, Ta Lumen, 1o
3MEHIIy€ HAaBaHTAKEHHS HAa peHIepUHT. PO3poOHMKN MOXKYTh OallaHCyBaTH MIX
AKICTIO Ta TPOAYKTHUBHICTIO, HAJIAIITOBYIOYM MapaMeTpyu B 3aJIEKHOCTI BIJ
I0BOI MIatgopmu — un 1o noTykHui [1K, un KoHCOIB 13 0OMExKEHUMU pe-
CypCaMH.

[le oxniero mepeBaroro UES € qocTymHICTh IHCTPYMEHTIB ISl TBOPYOCTI.
HagiTh po3pOOHMKH-TIOYATKIBIII MOXYTh CTBOPIOBATH Bpaxkaroul e(heKTH 3aBis-
KM TOTOBHMM Ia0joHaMm 1 gokyMmeHTanii. Hanpukman, y Material Editor moxxna
IIBUJIKO HAJIAIITYBaTH HEOHOBE CBITIHHS, TOJABIIHM €MICIHHHMN KaHAI 1 IMiIKITIO-
YUBIIM 10 HOTO KOJIpHY KapTy. [lyis rosorpam »e 4acto BUKOPUCTOBYIOTHCS
KOMO1HaIlii MacoK MPO30pPOCTi Ta aHIMALIWHUX TEKCTYp, SIK1 JIETKO IHTErPyIOTh-
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cs B cueny. Le poours UES ineansuuM BUOOpOM sIK 7Sl MpodecioHaniB, Tak i
JUIS @HTY31aCTIB, SIKI IParHyTh €KCIIEPUMEHTYBATH 3 Bi3yalIbHUMH CTUJISIMHU.

Bukopucranas HeoHoBHX 1 rosiorpadiunnx edekriB y 3D-cuenax Unreal
Engine 5 BinkpuBae 0e3J1id4 MOXKIMBOCTSH JJII CTBOPEHHS YHIKQJbHUX 1 HE3a-
OyTHIX TPOEKTIB. 3aBAsIKM TaKUM TEXHOJIOTiAM, sk Lumen, Niagara Ta rHydYkum
mieriepaM, po3poOOHUKHA MOKYThb JOCATAaTH BHCOKOTO PiBHS Bi3yaJIbHOI SIKOCTI,
30epirarouu Mpyu bOMY ONTHUMAaIbHY MPOAYKTUBHICTG. L1 epextu He nuie mija-
KPECIIOIOTh €CTETUYHY NPUBAOJIMBICTh CLIEHHU, a i MiJACUIIOIOTH i HapaTUBHY
CHJTy, 3aHYpIOIOYM KOpPUCTyBada B arMocdepy, /1€ TEXHOJIOrii Ta MHUCTEUTBO
37IMBAIOTHCS BOEIUHO.
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