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AHHOTAIUA

JlaHHas cTaThsl MOCBSAIIEHA TaKONH Ba)XHOM pa3pabOTKe Ha PhIHKE KOMIIBIOTEPHBIX UTP Kak
urpooit nBmwxkok Unreal Engine 5. Bwimyck 3Toro IBM)XKa 3HaMEHOBaJ Hadajo HOBOTO
IIOKOJIEHUSI WIPOBOM WHAYCTpuUH. B crarbe paccMarpuBaercs IOHSATHE HIPOBOTO JIBHIXKKA,
HCTOpPHS BOSHUKHOBEHHUS M TO, KaKk OH M3MEHUT Oyaymiee pazpadorku Buneourp. Unreal Engine
5 3HameHyeT co0oif Oynymiee HM(POBON BH3yanu3aluu. XOTS YBEIMYEHHE MOIIHOCTH
KOMIIBIOTEPOB  IMO3BOJIIET  pa3paloTyMkaM WIrp CO3/4aBaTh Oojiee  NPOJBHUHYTHIE U
(OTOpEeaTuCTUUHbIE HWIPbl, WM TO-TIPEKHEMY HYXHbI HOBBIE HWIPOBBIE JBMXKKH IS
ucnoyib30BaHus 3Toro obopynosanus. Unreal Engine 5 mo3Bosisier kKak KpyHmHBIM, Tak M
HE3aBUCHMBIM pa3paboTYMKaM MIP CO3/aBaTh PeaJHCTUYHbIE BHICOKOKAYEeCTBEHHBbIE UTphI. 1o
Mepe TOro, Kak MIPOBBIE JBM)KKM CTAHOBATCS yMHee U 3(PQeKTHBHEE, pa3pabOTUUKU MOTYT
co3/aBaTh Oousbllle UTp 3a MeHbIee BpeMs. Mcmonb3ys HeoOpaOOTaHHYIO BBIUHCIMTEILHYIO
MOIIIHOCTh HOBOT'O OOOPYZOBAaHUS, UTPHl CTHUPAIOT IPaHb MEXKIY BHUPTYaJIbHBIM U pealbHBIM
MHUpPOM, T03BOJIAS TMOTPEOATh Pa3BICUEHHUS] CAMOTO BBICOKOrO ypoBHS. Takum oOpazom,
TEXHOJIOTUYECKHME NHHOBAIIMU TIO3BOJISIOT TPAaHC(HOPMHUPOBATH PHIHOK
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Beenenue

Unreal Engine mpencraBnser co00if MTPOBOM ABMIKOK, CO3JAHHBIM M TOAJEpKUBaeMblii Epic
Games. OTO MOUIHBIA JBUXKOK, KOTOPBIA HIMPOKO HCHOJIB3YETCSI B IPOMBIIIIEHHOCTH U UMEET
HAJICXKHYIO ceTh noanepkku. OH 0coOeHHO monyJsipeH i co3ganus 3D-urp B peaqbHOM BPEMEHH.
BoNbIIMHCTBO MPOABUHYTHIX KOMIBIOTEPHBIX HUIP 3aBUCAT OT Tpaduku U TpeOyHOT HaIEKHOTO
¢usnueckoro nBwxkka. OJHAKO CO3JaHUE CHELMAIBLHOTO MPOTrPAMMHOIO OOECreueHus: Al 3TOro
00bIYHO TpeOyeT MHOTO BpeMeHH W cpenacTB. Beimyck Unreal Engine B 1998 romy mpemocraBuin
pazpaboTurkaM Urp 6a3y u MO3BOJIWI UM OOJIbIIIE COCPEAOTOYUTHCS HA CBOEM KOHTEHTE, a HE TPaTUTh
MHOT'0 BPEMEHU Ha CO3/IaHUE KaX/Iblil pa3 HOBOI'O JIBUXKKA JJIsl CBOEH UTPBHI.

Unreal Engine 5 mocraBisieTcsi ¢ HECKOJBKHUMH JOMOJHUTEIBHBIMU (YHKIUSMHU, KOTOpBIC
M3MEHAT pabounii mporecc pa3padoTKu UTp. DTO JHIIb HEKOTOPBIE M3 €ro 0COOCHHOCTEH, KOTOphIE
KOPEHHBIM 00Pa30M U3MEHSAT TO, KaK pa3paboTYHKU OyAyT CO3/1aBaTh CBOH UTPHI.

OcHoBHOE€ coaecpKxaHue

OpnHa U3 cambIX CIOXHBIX BELIEH B TEXHOJIOTMU UIPhl — 3TO pEalMCTUYHOE OcBeuleHue. Eciau
MMOCMOTPETh Ha UTPHI, BBINTyIIEHHBIEC 10 KOHIA 2010-X, MOKHO OOHAPY UTh, YTO UX JIETKO OTIUYUTH
OT pEeaJbHOCTH. DTO MOTOMY, YTO BOCCO3[aTh PEATUCTUYHOE OCBEUICHHE B BUPTYAIbHBIX CIIEHAX
HenpocTo. KMHOMHyCTpUsl Hayalla MCIO/Ib30BaTh TPACCUPOBKY Jy4eil Uil CO3/laHus T7100aibHOIO
ocBelIeHMs B cBouX cueHax eue B 2013 rogy. OgHako A1 urp 3TO CIMILIKOM PECYPCOEMKHI Mpoliecc,
TaK Kak JJisg peHJEepUHTa OJHOTO Kajapa TpeOyeTcsi MHOTO BpeMeHH. BOT mouemy ObLI0 HEBO3MOKHO
MIPUMEHUTH TPACCUPOBKY JIy4ei K AMHAMUYHBIM UTPaM CO CKOPOCThIO 60 KaApOB B CEKYH/y U BBIIIIE.

Tem He menee, B 2018 roay Nvidia BeilTycTHIIa TEPBbIE KOMMEPYECKH JOCTYIHbBIE BUJEOKAPTHI C
TpaccupoBkoit nyueid B cepun RTX. Bekope nocie atoro Unreal Engine 4 Havan moaaepxuBath 3Ty
texHonoruto. Unreal Engine 5 pacmupsier 3Ty moanaepkky ¢ BbllyckoM Lumen. Drta cucrema
MPEJCTaBISAET COOON MOTHOCTBIO JUHAMUYECKUH MEXaHM3M ITI00ANIbHOTO OCBELICHUS U OTPaXKEeHUS,
KOTOpBIM MO3BOJISIET CLIEHAM BOCIHPOM3BOIUTH PEATMCTUYHOE OCBEIICHHE B PEXUME PEAIBHOTO
BpemeHu. OH Taxke umeer ¢(yHkuuto Virtual Shadow Mapping, nozBossitonryto 3D-o0bekTam
CO3/1aBaTh TEHU C BBICOKMM PA3PEIICHUEM, KAK OHU JOJKHBI BBITJISAIETh B peadbHOM KU3HU. OH Takxke
MpeHa3HayeH JJI1 3aMEeHbl MHOTHX CYLIECTBYIOIIMX METOJOB KOMHPOBAaHUS TEHEH, YTO CHMXKAeT
Harpy3Ky Ha CUCTEMY.

B 3D-MonenupoBaHuM KaXAbld SJEMEHT COCTOMT W3 Pa3HBIX TOJUTOHOB, OOpPa3ymOIIMX €ro
MOBEpXHOCTh. UeM OoJbile ferasneil Ha 00bekTe, TeM Oosblie OyaeT MoJUroHoB. OJHAKO 3TO TaKKe
O3HayaeT, YTO OH OyJeT MOTpedsATh OoJblIe pecypcoB, 0OCOOEHHO €C/IM OJHOBPEMEHHO 3arpysKaTh
MHOT'0 OOBEKTOB C BHICOKOH JIeTamu3aIien.

OnuH u3 cmocoO0B 0OOWTH 3TO — CO3/1aTh pPa3HbIE YPOBHH JCTAIM3AIMU JIJISI OJJHOTO OOBEKTa.
Hanpumep, ecnu co3naTh BUPTyalbHBIM aBTOMOOWIIb, TO TOTYYUTHCS BOCEMb PA3JIUYHBIX OOBEKTOB,
MIPEICTABISIONINX 3TOT aBTOMOOWIIb, MPUYEM KaX/Iblil 00BEKT yMEHbIAET JAETaIU3alUI0 10 TeX 0P,
MIOKa He MOIYYUTCs TOJIBKO Takas popMa, OTIaJIEeHHO HallOMHHAIOIask TpaHCIOpTHOE cpecTBo. Korma
TOYKA 3PEHUS HAXOJAUTCS PSAJIOM C TPAHCIIOPTHBIM CPEACTBOM, MT'Pa 3arpy3UT JIYUIYI0, MAKCUMAIbHO
JeTaIU3UPOBAHHYIO Bepcuio aBTomMoOmias. M mo mepe TOro, Kak MallliHa ye3KaeT, oHa Oyaer
3arpy>katb MEHee JIeTaJTu3UPOBAHHbBIEC BEPCUM MAIIMHBI 10 TE€X MOP, TOKA OHA HE OKAXETCS TaK JIaJIeKo,
YTO UTpe HY>KHO OYJeT 3arpy3uTh TOJIBKO MOCIEIHIO (JOpMY MalIMHBL. DTOT METO/I TO3BOJISIET UTPaM
¢ OTKpbITBIM MupoM, TakuM kak Grand Theft Auto 5, uMeTh rycTOHAaceNE€HHBI MUP, KOTOPBIHA
KOMITBIOTEPBI MOTYT Pa3yMHO 3arpy»kaTh. OJJHAKO 3TO TaKXKe O3HAYaeT, 4To pa3paboTurKam MpUaeTCcs
pa3paboTaTh YeThIpe, MTh, MIECTh WU JaKe OOJbIIEe 0OBEKTOB C Pa3HBIM YPOBHEM ACTATU3ALUU IS
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Ka)KJJ0TO BHYTPUUTPOBOTO MPEAMETA.

Opnnako Nanite B Unreal Engine 5 cnemaer 3to aBromarnuecku. Bmecto Toro, 4to0Obl co31aBaTh
OTJENbHBIE YPOBHU JAETANM3ALMU IS KaKIOr0 OOBEKTa, WUTPOBOM JABHKOK OylIeT YyMEHBIIAThH
KOJIMYECTBO IOJIMTOHOB Ha OOBEKTE IO MEpE €ro yJajJeHHs OT Kamepbl. JTOT METOJ CHIXKAeT
CJI0)KHOCTh CII€HBI, KOTOPYIO JIOJKEH 3arpy3UuTh KOMIBIOTEP, U OTHOBPEMEHHO CHIDKAET HArpy3Ky Ha
pa3paboTurKa Urpsbl.

CnoxxHO co3/1aBaTh COOCTBEHHBIE CILEHBI B BHUPTYaJIbHBIX MHUPAX, OCOOCHHO €CIU MPUXOTUTCS
co3iaBath Bce C¢ Hyud. [Ipenmonokum, pa3paOOTYMK UTPhl XOYET CO3/JaTh XAOTHUYHYIO CIIEHY, B
KOTOPOl MI'POKM MOTYT B3aMMOJEHCTBOBATH NPAKTUYECKH CO BCEMHU IpPEAMETAMHU, HAIPUMED,
IPATATHCS 32 MyCOPOM, MOJYYaTh yAaphl OT JETSIUX 00JIOMKOB UM OBITh OCTAHOBJIEHHBIMU CTEHOM.
B sTom ciyuae uMm nmpuaercs co3AaBaTh KaKIylo JI€Talb B 3TOM MECTE C HYJISL.

31eck Ha MOMOIIb NPUXOAUT 6ubiroTeka pecypcoB Megascans. Co3iaHHasi B COTPYIHUYECTBE C
Quixel, pa3paboTunku Temepp UMEIOT AocTyn K Oosiee yem 16 000 pa3nuyHBIX M YHUKAJIbHBIX
pecypcoB. OHHM naxxe MOTYT UCHOJb30BaTh BCTPOSHHBIM MHCTPYMEHT [UIsl CMEIIMBAaHUS U
COIIOCTABJICHUSI Pa3JIMYHbIX aKTHBOB, YTOOBI CO3/aTh HOBBIM ¢ HyJs. Kpome Toro, ecium Hy>KHbII
00BEKT HEJIOCTYTICH B OMOIMOTEKE, pa3pabOTUHK UTPBI MOXKET UCTIOIB30BaTh MOOMIIEHOE TIPHUIIOKEHUE
Quixel mns 3D-ckanmpoBaHWs akTMBa B pealbHOM MHpe. VM He HYXHO CHEIHaIHM3UPOBAHHOE
000pyI0BaHNE, OCBEIICHUE U OTIBIT, YTOOBI ClIeNIaTh Ka4eCTBEHHBINH IU(POBOI 0OBEKT, U UM HE HY)KHO
CO3/1aBaTh €ro ¢ HyJsl.

Unreal Engine 5 Takxe Bkiatoyaet B ce6st Metahumans, 4to mo3BosisieT pa3paboTyrkaM ObICTPO
CO3/1aBaTh PEANMCTUYHBIX JIIOJIeH. DTO MO3BOJIIET HACTPOUTH YEPTHI JIUI[A, TAKHE KaK CKYJIbI, BOJIOCHI
Ha JIUIE, [[BET IJ1a3, MOPIIHUHBI U MHOTOE Ipyroe. Kpome Toro, 3T0T MHCTpYMEHT IOJITOTAaBIMBAET TEJIO
BUPTYaJIbHOTO YEJIOBEKA, 00JIeryasi €ero aHMMaluio B UTPOBOM JIBUXKKE.

Hakownen, ecnu pa3paboTumK UTPhl XOYET BOCCO3/1aTh CLEHY B peaibHoM Mupe, Unreal Engine 5 B
naptHepctBe ¢ Cesium  MO3BOJSET  3arpy’kaTh  BBICOKOJETAJIM3UPOBAHHBIE  TPEXMEpHbIE
reonpOCTPAaHCTBEHHBIE JJaHHBIE € JTF000I HAHECEHHOW Ha KapTy MOBEPXHOCTH 3EeMIIH.

Xota Nanite mo3BoJseT OBICTPO OTOOpa)xaTh MOUYTH BCe OOBEKTHI B CIIEHE, BCE PaBHO OyJleT
MOMEHT, KOI/Ia PeCcypchl CHUCTeMbl OyayT MPOCTO MEperpykeHbl KOJIUYECTBOM OOBEKTOB. ITO
0COOEHHO aKTyaJIbHO ISl UTP C BBICOKOW YaCTOTOM OOHOBIJIEHHUS, TIOCKOJIBKY KOMITBIOTEPY IPUXOIUTCS
3arpyatb cuieny 120 wim naxe 245 pa3 B CEKyHY.

Ho c nosBrnenuem cBepXObICTPBIX TBEPAOTEIbHBIX HaKonuTeneli NVMe UrpoBoii 1BUKOK MOKET
HCIOJIb30BaTh IPEUMYILECTBA 3TOM TEXHOJOTUU JJIsl MOTOKOBOW MEpeadyd BU3YalIbHBIX PECYPCOB,
HEOOXOIUMBIX JUI PEHJEPHHTa CIEHbI, C TBEPAOTEIHHOIO HAKOMMUTENS B ONEPATHBHYIO MaMSTh.
bnaronaps sToMy pa3pabOTUMKKM WUIP MOTYT IOJIHOCTBIO COKPAaTUTh BpeMs 3arpy3KH M OBICTPO
M0JIy4aTh HEOOXOAMMBbIE JaHHbIE TEKCTyp U IOJMIOHOB Ha JIETy, KOIJa MIpOK INepeMelniaercs u
OCMAaTPHUBAET CLIEHY.

MHuorwue urpsl co3narorcs ¢ ucrnoias3oBanuem Unreal Engine 4. Takum 06pa3om, BIosiHE pa3yMHO
JIyMaTh, 4TO pa3pabOTUUKU 3aXOTAT IEPEHECTH CBOU MI'PbI HA HOBBIN IBMIKOK, YTOOBI CO3/1aTh JyYIlIne
Bepcuu. OHU TaKkKe MOTYT 3aXOTETh CIENIAaTh ITO JUISl CO3/IaHUS CUKBEJIOB, U TOPa3/i0 MEHbIIIE PadOTHI,
€CIIM eCTh BO3MOXKHOCTh 06€3 0co0BIX MpobiieM nepemecTuTh cBou pecypesl Unreal Engine 4 B Unreal
Engine 5.

Haxkowner, ogna u3 myuymux Beuiei, kotopsie nmpousounum ¢ Unreal Engine, 310 ero OecriiatHas
cuctema. Unreal Engine 5 OecraTteH mjis Bcex pa3pabOTUMKOB C JOXOIOM MeHee | MWIIHoHa
nosutapoB. Kak ToJIbKO UTrpa MpeBBICUT 3Ty CYMMY, pa3pabOTUHKU JODKHBI 3aINIaTUTh KoMIianuu Epic
Games 5% oT cBoero BaJoOBOro J0X0/a 3a UCIOJIb30BAHME UTPOBOTO JIBMKKA. OHAKO 3Ta IUIaTa He
B3BIMAETCS CO BCEX UTP.

Ota r1aTexHas CuCTeMa MO3BOJIsIET HE3aBUCUMBIM pa3paboTYMKaM UTP CO3/1aBaTh UTPHI, HE TIATS
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3a I0poroe NporpaMMHoe o0ecredeHrne U He 0ecrioKosCh 00 OTPOMHBIX JIMIIEH3UOHHBIX OTYUCICHHUSX.
A ecnu oHM pa3mecTsT cBoto urpy B Epic Games Store, UM He npuieTcst 0€CIIOKOUTHCS O IIIaTeX)ax 3a
UTPOBOM JBUKOK.

3akJIoueHue

Unreal Engine 5 3Hamenyer coOoii Oyaymiee 1udpoBOil BU3yalnM3aldUd. XOTS YBEJIWYEHUE
MOIITHOCTH KOMITBIOTEPOB TIO3BOJIACT pa3padOTUMKaM Wrp co3JgaBaTh Oosiee MPOABHHYTHIE U
(boTOpeaTMCTHYHBIE UTPBI, UM MO-TIPEKHEMY HY>KHBI HOBBIE MIPOBBIC JBMXKKH JJISI UCTIOIB30BAHUS
storo obopyznoBanus. Unreal Engine 5 mo3BosisieT Kak KpyIHBIM, TaK 1 HE3aBUCUMBIM pa3paboTYHKam
UTp CO3JlaBaTh PEATMCTUYHBIC BHICOKOKAYECTBEHHBbIC UTPHL. [10 Mepe TOro, Kak WUIPOBBIC JIBUKKHU
CTaHOBSTCA YMHee U 3 (deKTuBHEE, pa3padOTIYMKH MOTYT CO3/1aBaTh OOJIbIIIE UTP 32 MEHbBILIEE BPEMSI.
Hcnonp3ys HeoOpaObOTaHHYIO BBIYMCIUTENHFHYI0O MOIIHOCTh HOBOTO OOOpYIIOBAaHHUS, UTPHI CTHPAIOT
rpaHb MEXIy BHPTYaJIbHBIM W PEAIbHBIM MHUPOM, TO3BOJSAS IMOTPEOIATh Pa3BICUCHUS CaMOTO
BBICOKOT'O YPOBHSI.
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Abstract

This article is devoted to such an important development as the game engine Unreal Engine 5.
The release of this engine marked the beginning of a new generation of the gaming industry. The
article presented here discusses the concept of a game engine, its history and how it will change the
future of video game development. Unreal Engine 5 marks the future of digital imaging. While the
increase in computer power allows game developers to create more advanced and photorealistic
games, they still need new game engines to use this hardware. Unreal Engine 5 enables both major
and independent game developers to create realistic, high-quality games. As game engines become
smarter and more efficient, developers can create more games in less time. Using the raw processing
power of new hardware, gaming blurs the line between the virtual and real worlds, enabling the
highest level of entertainment to be consumed. Gamers may have to wait a bit to see any major
releases built with Unreal Engine 5, but the wait is almost certainly worth it. Watching the video
demo should give gamers an idea of what's in store for them. It really looks like something from the
next generation of games.

For citation
Sugaipov C.-A.A., Matygov M.M. (2022) Vozdeistvie tekhnologicheskikh innovatsii na rynok
komp'yuternykh igr: na primere igrovogo dvizhka («game engine») Unreal Engine 5 [The impact of
technological innovations on the computer games market: on the example of the Unreal Engine 5
game engine]. Ekonomika: vchera, segodnya, zavtra [Economics: Yesterday, Today and
Tomorrow], 12 (11A), pp. 255-259. DOI: 10.34670/AR.2022.60.72.035

Keywords
Game engine, game development, data, unreal engine, libraries, technology.

References

. Jason G. (2014) Game Engine Architecture. CRC Press.

. Lengyel E. (2016) Foundations of Game Engine Development. Volume 1: Mathematics. Terathon Software LLC.

. Millington 1. (2010) Game Physics Engine Development. CRC Press.

. Romero M. (2022) Blueprints Visual Scripting for Unreal Engine 5. Packt Publishing.

. Venter H. (2022) Unreal Engine 5 Character Creation, Animation, and Cinematics. Packt Publishing.

. Nikitina L.N., Medvedev P.A., Pankova V.A. Research of propaganda of extremist ideas in computer gaming space //

Eurasian Legal Journal. 2021. No. 2 (153). pp. 356-358.

7. Zorina N.S. On factors and prevention of computer addiction in adolescents // Eurasian Legal Journal. 2021. No. 8 (159).
pp. 198-199.

8. Potapova O. S. Computer game in the space of culture //Bulletin of the Nizhny Novgorod University. NO Lobachevsky. —
2010. — Ne. 4. — Pp. 349-353.

9. Sukhov A. A. Computer games and art (to the formulation of the problem) //Boundaries of art and the territory of
culture. — 2013. — pp. 247-260.

10. Denikin A. A. Art and design in computer video games //The science of television. - 2010. — No. 7. — pp. 330-340.

OO WN -

How Unreal Engine 5 will change the future of the gaming industry



