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ABSTRACT

Structure and scope of work. Explanatory note of the diploma project
consists of six sections, contains 23 figures, 12 tables, 1 applications, 22 sources.

The diploma project is devoted to visualization and demonstration of the light
tracing algorithm and its application to modern computer games.

The section of the information support provides the goals and relevance of the
work - the realism of modern computer games and the potential impact of the ray
tracing algorithm on their further development.

The section of mathematical support is devoted to the direct algorithmic
complexity of the ray tracing algorithm and its mathematical implementation.

The technological section describes the used tools, instruments and

technologies needed to implement the software product.

RAY TRACING, COMPUTER GAMES
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BCTYII

["o510BHOIO LTI KOMIT I0TepHOI rpadiku 3aBx1u 0YJI0 CTBOPEHHS HAUOLIBII
peayiCTUYHUX Ta HAOMMKEHUX O TMpaBAd CBITIB, MPOTE L€ 3aBXAU OyJo
HAJ3BHYAliHO BAXKKO Ta Maibke HEMOKJIIMBO, aJKE Ty)KE BaXKKO MPOCUMYITIOBATH
KOXKEH Bi3yaJIbHUM aCTEKT CBITY Ta MEpeaaTH CTOBIJICOTKOBE MO0 BigOOpaKeHHs
Ha €KpaHW MOHITOpiB. HacmpaBni >k Taka IIb IPOCTO HEMOXJIMBA aJKE KOXKCH
KOMIT'FOTEp Ta OOYMCIIIOBaJIbHA TEXHIKA Ma€ 4iTKI MEX1 CBO€i O0YMCIIOBAIHHOT
NOTY>KHOCTI — IO 1 MIABOAUTH J0 LTI KOMIT IOTEPHOI Irpaiky B HAII Yac: nepeaaTi
HAWOUTBII peaqiCTUYHY KapTUHKY KOPHUCTYBady BHKOPHCTABIIM HAWMCHIIY
KUIbKICTh PeCypCiB.

Leii mporiec 3arasom 3BEThCS pacTepizallieo — pO3MOAUICHHS BCiX 00’ €KTIB B
CBITI Ha €JEMEHTH 3pO3YyMUIl KOMI'IOTepYy Ta MOro Tmpolecopy, a came
BUKOPUCTaHHS TMPOCTHX EJIEMEHTIB Iii HA3BOIO MOJITOHU, IO MPEACTaBISIOTH
co00I0 TPUKYTHHKM 3 SIKMX CKJIQJAalOThCA BCl €JIEMEHTH CTUMYJIboBaHOTOo 3D
cBiTy[1], 1110 TOTIM IIEPETBOPIOIOTHCS Ha 300pakeHHs Ha €KPaHi MOHITOPY.

Pacrepusaliis BU3Hauae, sIKy YaCTUHY JIUCIUICI0 OXOIUTIOE€ KOXKEH IOJITOH.
SIK110 AMBUTHUCH OJM3BKO OJTHUH TPUKYTHUK MOXKE OXOIUTIOBATH BECh €KPaH, a SIKIIO0
BiH 3HAXOJUTHCS JaJl M pO3TIISAIAETHCS M1 KyTOM, TO BiH MOYKE OXOILJTIOBATH JIUIIIE
KiIbKa MmikceniB. Ilicis BU3HAUEHHS TOKa3yBaHUX ITIKCEJIIB MEPEXOAATh 10 TaKHUX

pedeii, K TeKCTypHY Ta OCBITJICHHS.

BukoHaHHS 1IbOTO JJIsI KOYKHOTO MOIroOHY|[2] Isl KOKHOTO KaJpy BHIAETHCS
JOCUTh 3aTPaTHUM TIPOIIECOM, OCKUIBKHM 0araTto IIOJITOHIB BHUSBIISIOTHCS
MPUXOBaHUMH (TOOTO 3a HIIMMH TMOJIIrOHAMU) U 1X BIZOOpakKeHHs € sIBHA TpaTa
pecypciB koM 1oTepy. Ilporsrom OaraThoX POKIB IMAXOAW JI0 pacTepu3allii Ta
oOnaHaHHS TMONIMIIMIKCS, 00 3poOuTH ii Habarato MIBWIIE, a Cy4dacHl irpH
MOXKYTb IPUHHITH MUTBHOHH TOTEHITIHO BUIUMUX MTOTITOHIB 1 00pOOHTH X 3a 10711

CEKYH/IH.
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[Ipote TpacyBaHHs IPOMEHIB — i€ AEIIO 1HIIMH miaxig. ['osoBHa Horo nuib €
CUMYIJIAIIIS CBITJIOBUX IMPOMEHIB Ta 1X TpacyBaHHS J0 IMOKH BOHU HE TIEPETHYTHCS 3
KaMepolo uepe3 sIKy Ha BIPTyalbHUM CBIT JUBUTHCA KopucTyBau. [Ipore miHyc
TaKOTO MiIXOy € HOro HaJ3BUYaiiHA PECypPCO-3aTPATHICTb.

[IpoexkTyBaHHS OAHOTO €IMHOIO MPOMEHIO BKIIOYAaE B cede MiIpaxyHOK
MOJIITOHY B KM MPOMIHb BIYYMB Ta WOTO KOJIp HICIS TOTO SIK HOr0 OCBITHIIU
npoMeHeM. Tinbku Oepyun 10 yBary AaHUil (akT MOKHa YSIBUTH HACKUIBKH
BUMOTJIMBUI € anroputM. HacmpaBmi >k JUis  OTpUMaHHS  CIIPAaBEIJIMBOTO
300paKE€HHS, 110 CXO0XE Ha peaybHICTh MOTPiOHO HabaraTo OUIbIIE MPOMEHIB 3a
OJIMH Ha MIKCEeJb, OCKUIbKH SKIIO IPOMIHb MEPETUHAETHCS 3 00’ €KTOM Tpeda TaKokK
Opatu 10 yBaru iHIII JpKepesa CBiTIa Ta ix mpoMeHl. Takox He ciia 3a0yBaTu i
MaTepia 3 sIKOTo 3po0JieHa TIOBEPXHS — Y BOHA € J3€PKAIBHOI0, MATOBOIO, TOIIIO.

[[lo6 BHM3HAUMTH KIIBKICTH CBITJIA, IO IaJa€ HAa OJHMH ITKCEIIb 3 OJHOTO
JpKepena cBiTia, ¢GopMyla TpacyBaHHA NPOMEHIB TOBUHHA 3HATH, HACKUIBKU
JaJIeKO 3HAXOJMTHCS JHKEPENIO CBITJIa, HACKUIBKH BOHO SICKpaBe, 1 KyT BiIOMBHOI
MOBEPXH1 BIIHOCHO KyTa JpKepena cBiTia. [IoTiM mporiec moBTOPIOETHCS st Oyb-
SKOTO 1HIIIOTO JDKepesia CBITiIa, BKIIOYAIOYM HEMpsIME OCBITICHHS BiJl CBITIA,
BiIOMTOTO BiJ 1HIIMX 00'€KTIB CIIeHH. Po3paxyHKH 3aCTOCOBYIOTBCS IO MaTEpialliB,
110 BU3HAYAIOTHCS PIBHEM iX PO3CISTHOCTI UM JI3EPKAIBbHOI BiIOUBHOT 3/1aTHOCTI a00
060x. IIpo3opi abo HamiBIpO30pi MOBEPXHI, TaKi K CKI0 ab0 BOJA, 3AJIOMITIOIOTH
MPOMEHI, a He BIIOWBaIOTh, MOJAIOYM CKIATHOCTI po3paxyHkam. ToX BCiM
MIPOMEHSIM 3aJaI0Th JCSKHUI MmapaMeTp BiIOUBaHHS, 10 OOMEXY€ KUTbKICTh pa3, 110

MPOMIHb MOXE BiTOMTHUCS BiJ TOBEPXHI.
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[TpoTte Bci TpacyBaibHI pO3paxyHKH CTAIH OYTH MOKIUBAMHU Ha 3BUYAMHUX
KOMIT F0Te€pax 3aBISKU HOBIW JIIHINLI rpadiyHuX mpouecopiB kommadii Nvidia Ta
HOBUX JpalBepiB, IO TMOKPANIyIOTh BHKOPHCTAHHS PECYpPCiB OCTAaHHBOTO
MOKOJIIHHS cTapux nmpouecopiB. Came ToMy SIK HUIb JaHOT poOOTH OYI0 MOCTABIEHO
pO3poOUTH IrpOBUIA PIBEHB JJIs BI3yalli3allil Ta BUKOPUCTAHHS HAWHOBIIKNX TPEH/I1B
B c(epi reiiM-1€By — TpacyBaHHs IPOMEHIB B peabHOMY Yaci.

KitouoBUM TEpMIHOM € pealbHHMi 4Yac apke caMe IIe¢ € HaWHOBIIIUM
HAyYKOBUM JIOCSATHCHHSAM B Cepi KOMII'IOTEPHUX IrOp — TpacyBaTd MPOMEHiI Ha
KO>KHOMY 3MIHEHOMY KaJIp1 TpH, IiJ1 4ac IrpoBoi cecii B pealbHOMY yaci. Matouu Ha
yBa3l MOCTaBJEHY METy, B poOOTi OyJi0 peani3oBaHO Ta ONTHMI30BaHO POOOTY
QITOPUTMY TPACyBaHHS, CTBOPCHHUW IrPOBHM MaWTaHYMK IS HAHKpaIioro
BiTOOpaXKCHHS BUKOPHCTAHMX TEXHOJIOTiH, CTBOPEHO CHUCTEMY OCBITJICHHS Ta
BIIOWTTS MPOMEHIB BiJl J3€pKATHHUX TTOBEPXOHb.

Takox 0JIHI€I0 3 TOJOBHUX IIJIEH BBAXKAETHCSA MIATPUMKA CTA0UTBHOT YaCTOTH
KaJpiB BIOPOJOBXK BCi€i JIEeMOHCTpalii piBHI — came II€¢ Ha JaHHWHd MOMEHT
BBKAETHCS OJHIEID 3 TOJOBHUX MPOOJIEeM 3MIMCHEHHS BIJOUTTS MPOMEHIB B

peaJbHOMY Yaci.

JIumIoMHUN TIPOEKT TMPHUCBSYCHUN po3poOlIri Ta onTuMizalii cTabiibHOTO
TpacyBaJlbHUKA CBITJIIOBHX ITPOMEHIB 3acobamu irpoBoro asmkka Unreal Engine 4.

IIpakTuyHe 3HA4YEHHS OJepPKAHMX pe3yJabTaTiB. Po3polOienuii irpoBuii
JEMOHCTpAIlIMHNANA PIBEHb [JII OJIHOTO TPaBIsl Ta ONTHUMI30BAHO AJITOPUTM
TpacyBaHHS IPOMEHIB.

Iyoaikanii. PesynsraTtu po6otn HE Oynn omyOTiKOBaHi.
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1 3ATAJIBHI HOJIOXKEHHS
1.1 Onmuc npeaAMeTHOrO cepea0BHINA

['onoBHUM TpeIMeTOM JOCTIIKEHHSIM JaHOi POOOTH € 3HaXOHKCHHS
ONTUMAJIBHOTO aJITOPUTMY TpacyBaHHS MMPOMEHIB Ta HOTO MPaKTUYHE 3aCTOCYBAHHSI
Ha I'pOBIM IHTEPAKTUBHIN CLEHI B I'POBOMY JIBMIKIII.

TpacyBaHHS MpOMEHIB - 1€ IHIIMH MiAXiA, JO KOMII IOTEpHOi Trpadiku 1
3arajioM 10 BigoOpaxkeHHs 3D 00’€kTiB, 110 B OCHOBHOMY IIpAIlO€ 3aBIISKU
PEKYPCHBHUM pO3paxXyHKaM TpPacyBaHHS MPOMEHIB, MO0 OTpUMATH Bpa)karodi
300pakeHHs, 10 BKJIIOYAOTh TiHI, BimoOpaxxeHHs Ta Oarato iHmoro. IIpoGiema
MOJISITa€ B TOMY, IO JIJIsl IIbOTO MOTPIOHO HabaraTo CKJIAAHINIT pO3paxXyHKH aHIK

KJIaCH4Ha AJIs IIOTOYHUX KOM]’I,I-OTepHI/IX iI‘Op paCTepI/BaIIiSI.

FREFTPEERFPETF,

Pucynok 1.1 — HarnsigHa nemMoHcTparlisi TpaCyBaHHS OJJHOTO TIPOMEHIO
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Jus  HarmsgHoi  JAEMOHCTpalli  3arajbHy — poOOTy — alropuTMy
MIPOJEMOHCTPOBaHO Ha pucyHKY l.1. Pucynok mnpexacrasmnsie coboro 3D creny
3aKJIIOYEHY B CITKY KJIITHH, JUKEPENOo CBITIAa Ta KaMepy CLEHY, 110 BiIOOpa)keHo
CITKOIO MIKCEJIIB €KpaHy Ha SIKMM HEOOXITHO CIPOEKTYBaTH BCHO cleHy. [liib
NTOPUTMY MOJISATAE B IPOEKTYBAaHHI BCIX MOXJIMBUX IPOMEHIB 3 JDKepesia CBITIa Ha
00’€KTH B CIIEHI Ta MOTIM BIOUTH BC1 MPOMEHI BiJl MOBEPXOHb B CIIEHI B KaMepy,
10 3HAXOJMTHCS MiJ MEBHUM KYyTOM 10 clieHH. Ha puUCyHKy BUAHO CHUMYIISIIiIO
OJIHOTO €WHOTO MPOMEHIO, 10 MPSIMYE BiJ JpDKepelia JI0 Jaxy Ta BilOMBAEThCS B
Kamepy, 3a(apOoByIOUYH MEBHUH MIKCEIb €KPaHy B KOJIIpP, SKUH aJlTOPUTM BU3HAUUB
0a3yr04KCh Ha TaHUX OTPUMAHUX BiJ] MaTepialy BiIOUTOI MOBEPXHI.

Jist Toro, 1006 ONTUMI3yBaTh poOOTY, MU MPOCTEKYEMO TUIBKHU Ti MPOMEHI,
Kl TapaHTOBAaHO NOTPAIUISIOTh Yy KamMepy KOpUCTyBada 1 JOCATalOTh O4YeH.
CriouaTKy 3Ja€ThCS, 1110 HEMOKJIMBO 3a3JaJIETiib 3HATH, sIK1 IPOMEH1 J0CATal0Th
kKamepu. Bpemri-penit, mpoMiHb MOke 0araTo pasiB BiIOMBATHCH IO KIMHATI, MTEPIIT
HDK Jocarti oued. OiHaK, KO MU PO3IISIHEMO IIt0 MPo0jIeMy 3 APYyroro OOKy, TO
0auuMo, 10 BOHA Mae€ JTyK€ IPOCTE pIIMIEHHs. 3aMIiCTh TOTO, 1100 MPOCTEXKUTH
IIPOMEHI, IO TOYMHAIOTHCS BiJ JDKeperna CBITJIA, MH IPOCTEKYEMO iX Hasza,

MMOYUHAIOYH 3 OUEH.
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PozrnstHemo Oynp-siKMil TIKCENb €KpaHy, KOJIp SIKOTO MM HaMaraemocs
BU3HAUNTH. MOro KOJMip 3aJa€ThCs KOJHOPOM CBITIIOBOTO HPOMEHIO, SIKHif
MPOXOJIUTh Yepe3 1[I0 TOUKY Ha €KpaHi 1 jocsrae odyei. Mu MOxKeMO TaKk caMo
CJIIJTyBaTH 3a MIPOMEHSAMHM Ha3aJ, MOYMHAIOUH BiJl OYeH 1 MPOXOASUH Yepe3 TOUKY Ha
Horo Buxol Ha cueHy. J[Ba mpomeHi OyayTh OJHAKOBUMHM, 32 BHHITKOM iX
HaIpsMKY: SKIIO MEPBUHHUM MPOMIHb BUIIIOB O€3MOCepeHbo 3 JKepena CBiTia,
TO 3BOPOTHUM IPOMiHB Oyjie WTH Oe3mocepeIHBO BiJl 0UeH J10 JKepesa CBITIa; SKIIO
OpUTiHAJ CHEPIY BIJICKOYMB BiJl CTONY, 3BOPOTHUN MPOMIHb TAKOXK BIICKaKy€ Bij
ctony. Takum 4MHOM, 3BOPOTHUN METOJ pOOUTH T€ K caMe, IO 1 OpUTIHATBHHIM
METOJI, 32 BUHSATKOM TOTO, II[0 BiH HE BUTpAya€ KOJHUX 3YCHJIb HAa MPOMEHI, SIKi
HIKOJIM HE NJOXOAATH JI0 OKa.

Tak camo, Ik 1 B METO/I1 IKUW pyXa€ CBITJIOBUHM MPOMIHB BiJ] JpPKepesa CBiTia
70 OKa, METOJ MO)KE€ BHKOPUCTATU IYXE BEJIMKE YHUCIIO BIACKOKIB, HEpPLI HIK
IPOMiHb KOJU-HEOY/Ib MOTPANUTh B OKO, TaK 1 B 3BOPOTHOMY METOJ1 MepIl HIXK
KO’KEH NPOMIHb MONaJE Ha3aJ Ha JUKEPEIOo aJrOpUTMYy MOXKE 3HaJOOUTHCS HyXKe
BeJIMKa KUTBKICTh BIJICKOKIB, IO HE € JOOPHUM IOKa3HUKOM PECypCO-3aTpaTHOCTI
anroputMy. OCKUIBKM HaM HEOOXiJHO BCTAaHOBHUTHU TIEBHY MeEXY Ha KUIBKICTh
BIJICKOKIB, 1100 CIITyBATH MPOMEHSIM, MU POOMMO HACTYITHE HAOJIMIKEHHS: KOKEH
pa3, KOJIM MPOMIHb MOTpAIUIse Ha 00'€KT, MU CIIAYEMO 3a OJJHUM HOBUM IPOMEHI

BiJl TOUKH MIEPETUHY MPSIMO JI0 JDKEpeIia CBITa.
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Takox, 1110 nepeJl TUM SIK OUCYBATH [0 AITOPUTMY Ta Moro crenudikaiio
BBA)KAIO 32 HEOOXiJHE BBECTH 0a30By TepMiHojoOri0. [Ipu cTBOpeHHI Oyab-sKOi
KOMIT'IOTEpHOi rpadiku HEOOXIIHO MaTh CHUCOK OO'eKTIB, $KI mporpama
Bi100Opa3uth. Lli 00'eKTH € YacTUHOIO CIleHH abo CBITY, SIK MTOKa3aHO Ha PUCYHKY
1.2, ToMy, KOJIU BUKOPUCTOBYETHCS TEPMIH "TUBISYUCH HA CBIT", MU MMOCUIAEMOCS
Ha TpacyBaJbHUK MPOMEHIB Ta T€ SK BiH BioOpa)kye 00’€KTHU 3 MEBHOI MO3MUIIIT
neperasiay. Y rpadiil 1 Mo3ullis Neperyisily Ha3MBaeThcs OKOM abo Kameporo.
Crnigyroun aHajorii 3 KaMeporo, Tak camo, sik kamepa norpedye piibMy, Ha KM
MPOEKTYETHCA 1 3aMHUCYETHCS CLIEHA, Y rpadill MU MaeEMO BIKHO Meperiisiny, Ha
SKOMY MH MaJIOEMO CIieHYy. BiIMiHHICTh monsirae B TOMY, IO B KaMepax IUTiBKa
po3mimieHa 3a giagparmoro adbo (POKyCHOIO TOUYKOIO, y Tpadilll BIKHO Meperyisaay
3HAXOIUTHCS mepea (POKyCHO TOUKor. OTXxe, KOJip KOXHOI TOUKH Ha peasibHil
TUTIBIII OOYMOBJICHUN CBITJIOBUM MPOMIHHAM (HACTIpaBi, TPYIIOK MPOMEHIB), KU
IPOXOAUTH uepe3 aiadparMy 1 MOTpaIuisie Ha IUTIBKY, TOJI SK y KOMIT'TOTEPHIM
rpadiili Ko>KeH MIKCEIb KIHIIEBOTO 300paKeHHS 3aJa€ThCS CBITJIOBUM MPOMIHHAIM
IO MOTPAIUISA€ Y BIKHO IMEPeryisgay Ha Moro HUIsAXy a0 o4eil. PesynapTaT, onlHaK,

OJIHAKOBI.

<

Crnioctepiray

BikHO nepernaay -

"EKpaH”

CeiT

Pucynok 1.2 — 3aranpHe NOHATTS CBITY B KOMIT I0TE€pHIN rpadiii

3MH.

ApK.

Ne dokym.

Mionuc
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1.1.1 Onwuc npouecy AisuIbHOCTI

OCHOBHUMU IIPOLIECAMHU JTISTIBHOCTI €:

a) Pennepinr o0’€KTiB 10 BXOJATh B KYT OIVISIAY T'paBIisl — 00poOKa
BCI€1 IrpoBOI CLEHHU Ta BCIX (PI3UYHUX 00’ €KTIB, LIO il HAMOBHIOIOTH OAXKaHO
20 pa3iB 3a CeKyHAy YM OUIbIIE JJIsI TUIABHOCTI Nepeadi 300paskeHHS.

0) 3unTyBaHHS BXIJHHUX JaHUX TpaBlLs — MEPEMIIIEHHS KaMepH, IO
HiIKOHTPOJIbHA TPABLIIO 3T1IHO 3 HOTO BBOJIOM.

B) TinboBa kaprta abo MamyBaHHsS TiHEH — CTBOPEHHS TIHEW st
00’€KTIB IHUISXOM TMEPEeBIPKA BUIMMOCTI TIKCENs 3 JKEepeja CBiTjia, 3a
JIOTIOMOTOF0 MOP1BHAHHS MIKCed 3 Z-0ydepoM ad0 rmuOMHHUM 300pakeHHIM
KyTy 0030py JKepea CBITIIA, 10 30epira€ThCsl y BUTIISAII TEKCTYPH.

r) BigOuTTs CBITIIOBUX TPOMEHIB BiJl MOBEPXHOCTEN — TpacyBaHHs abo
K KacTyBaHHS NPOMEHIO 3 KaMepH(KyTy OIVIy T'paBlisl) Ha BC1 MOXJIMBI
IOBEPXHOCTI, 10 OayuThb KOPUCTYBay. 3IIHCHIOETbCS 3a JONOMOIOIO
PEKYpCUBHOTO OTPUMAaHHS KOJIbOPY MIKCENs Ha KU BKa3ye 3MO/I€IbOBaHUMI

IIPOMiHb.

3MH.

ApK.

Ne dokym.

Mionuc
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1.1.2 Onuc ¢pyHkuionaabHoi MoaeJti

Crnenudikarniro QyHKIIIOHATBHOI MOBEIHKU CUCTEMU MPEICTABUMO Y BUTJISII1
niarpaMu BapiaHTiB BukopuctanHs. Ha pucynky 1.1 HaBegeHo Bci GyHKIIIT cucTeMu

Ta OMHMCAHO AKTOPIB, K1 OyAYTh X BUKOPUCTOBYBATH.

KepyBaHHsi KaMepok

IrpPOBUIA OBUXOK

paBeUb

MNepemiweHHs
nepcoHay no piBHIO

Pucynok 1.3 — USE-case giarpama

besnocepeapo 13 cucTeMOI0 OyAyTh B3aEMOJISITH Ba OAUH aKTOP:
- TpaBelpb — Ie 0co0a, KA MOXKE MPAIIOBATH 13 OCHOBHUMH () YHKITISIMHU
CUCTEMHU Ta BIUIMBATH HA CTaH T'PH;
BigmoBigHO 10 BW3HAUCHWX  BapiaHTIB  BUKOPHUCTAHHS  BHUSBJIICHO
(GyHKITIOHATBHI BUMOTH Ta BCTAHOBIICHO iX MPIOPUTETHICTH. Pe3ynbTaT HaBeAeHO B

tabmum 1.1.

3MH.

ApK.

Ne dokym.
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Tabmuus 1.1 — @yHKIIOHATBHI BUMOTH IPOrPAMHU

@DyHKI1I0HAIbHI BUMOTH

BapiaHnt Bukopucranus DyHKUiOHAJBLHA BUMOra IIpioputer

KepyBanus kameporo 1. Cucrema Ha/la€ MOKJIUBICTh TPABITIO Bucoxkwuit
KEpYBaTU Kamepolo, 11 IOJI0KEHHIM Ta
KyTOM 0030py.

[Tepemimenns nepconaxy | 1. Cucrema Hajla€ MOXKJIMBICTh TPABITIO Bucoxkwuit

0 PIBHIO pyXaTH epcoHa)ka pa3oM 3 KaMeporo

Kanposa wactora 2. Cucrema BIIPOJOBX pOOOTH MIATPUMYE Bucoxknit
CTaOUTBHY KaJIPOBY YacToTy, BHIIe 3a 30

1.2 Orasag HASsBHUX AHAJIOTIB

ITepen modatkomM poOOTH HAJ AUIUIOMHMM TPOEKTOM Oyio 3AiliCHEHO

MOIITYK 3aCTOCYHKIB 31 CX0KO0I0 (PYHKIIIOHAJIBHICTIO.

OCKUTbKM CEMaHTHKa CTBOPEHOI TmporpaMu Jayxe crernudiyHa Oys

HPOBEACHUI MOXIIMBHMH aHalli3 BUOOPY IHINMX IirpoBuX ABMIKKIB[3] a HEe camoi

nporpamu. Y Tabnuili 1.2 HaBeAeHO Ha3BU HAIBHUX AHAJIOTIB Ta PEKUMH JOCTYIIIB

10 HUX.

Tao0aug 1.2 — HagasHi ananoru

Ha3sBa

Pexum pocrymy

Unity

https://unity.com

Unreal Engine 4

https://www.unrealengine.com

CryEngine 5

https://www.cryengine.com/

Godot Engine

https://godotengine.org/

3MH.

ApK. Ne dokym. Midnuc
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[IpoananizyeMo @QyHKIIi, SKI BHUKOHYIOTh 3a3Hady€Hl BUIIE MPOrpamHIi

npoayktu. Jlani no ¢pyHkuisiM HaBegeHo B Tabmui 1.3.

Tabmuus 1.3 — Ornsan GyHKUIA HASBHUX aHAJIOTIB

Ananoru

Unity Godot CryEngine
5

OyHKITIT

M’aki TiHl - - -

TpacyBanHs BinoOpa>keHb + - +

[ToBHa iHTErparis

TpacyBaHHS IPOMEHIB

[ToBHMIA perni3 anropuTMy

TpacyBaHHS

I3 Tabmumi 1.3 BUIHO, IO Ti aHAJIOTH, K1 MPEICTABICHI HUHI HA PUHKY, HE
OXOIUTIOIOTH YBECH CIIEKTP YHKIIIHM, HEOOXITHUX IS TPACYBaHHS IPOMEHIB, YUM 1
obymosacuwuit Bubip Unreal Engine 4 B sskomy HasiBHI BCi 3a3Ha4€H1 — KPUTHYHI 17151

anroputMy (yHKIIII.
1.3 IlocranoBka 3agaui
1.3.1 Ilpu3HayeHHs PO3POOKH

3anpornoHOBaHUI MPOrpaMHUM MPOJYKT MPU3HAYEHUM IJI1 MAKCUMAaJIbHO
YiTKO1 Bi3yaui3allii poOOTH alropuTMy TpacyBaHHS NMPOMEHIB B pealbHOMY dYaci.
[Tin TpacyBaHHSM MPOMEHIB B pEaJbHOMY Yacli MAae€ThCs Ha YyBa3i MOCTINHUH,
PEKYpPCUBHUH MiIPaXyHOK BCIX MPOMEHIB CBITNIA(TpacyBaHHs) Ta X MPOXOIKECHHS
Ta BIAOWUTTS BIJ BCIX MOXJIMBHUX TMOBEPXOHBb ITiJ 4Yac TOTO SIK TpaBellb Mae

MOXJIMBICTh BIUIMBATHU HA PIBEHb, IEPEMIIIATH ITEPCOHAXkKA, TOIIIO.

ApPK.

A1 1C3-5103.1153-¢.M13 6

3MH.
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EU0-€GLL€0LG-€0I LT

1.3.2 iai Ta 3aga4i po3podku

Merta poOOTH — CTBOPEHHS IFPOBOT0 PiBHS, CUCTEMHU OCBITJIEHHS Ta BIIOUTTS
BiI0OpakeHb B JA3EPKAIILHUX MOBEPXHAX B pealbHOMY 4aci. SIK APYyropsiHy METy
CTaBUMO Tiepe CcoOO0I0 IUIb ONTHMI3yBaTh pOOOTY alIrOpUTMy TpacyBaHHS
MIPOMEHIB B peabHOMY dYaci, ajpke JesKa alTOPUTMY YXKE 3aIlpolloHOBaHA Ta
JaCTKOBO IMITeJICHTOBaHa B irpoBuii 1ok Unreal Engine 4, 3a 1omoMororo sKoro
1 BeleThCs 3HAaUHA YacTWHA poOOTH. TakoX CIIijJ 3a3HAYUTH IO 32 METYy POOOTH
CTaBUMO TIOJIMIICHHS 1, MOXJIHUBO, B 3QJICKHOCT1 Bil JOCSATHYTHX PE3YJIbTaTIB,
peanpHa IMIUIEMEHTAIlSl alfTOPUTMY TpacyBaHHS B CIOCIO 0OpOOKH OCBITJICHHS B
ITOPOBOMY JBWIKIIl JJI JIOCATHEHHS PEATICTUYHOTO BiIOOPaXEHHS CTBOPEHOIO
PiBHS Ha CyY4acHHX KOMII FOTepax, M0 JO03BOJISAIOTH TPAcyBaTH IMPOMEHI Ha CBOIX
rpadiuHUX Tpoleccopax.

Jlns peasizaliii mocTaBieHOT METH HEOOX1THO pO3B’A3aTH HACTYIIHI 3a/1a4i.

1) CTBOpeHHs peanicTUYHOT CUCTEMH OCBITJICHHS JIJISl 3aCTOCYBAaHHS TEXHIKU
M’SKUX TIHEH Ta BiIOOpaKeHHS TIHEH B J3epKaiax;

2) CTBOpEHHS PEATICTHYHOI CHCTEMH OCBITICHHS i1 TpacyBaHHS YCIX
BUXITHUX ITPOMEHIB 13 KOJKHOTO JiKepesa CBITIIa;

3) CTBOpeHHS peaTiCTUIHOT CUCTEMH BiIOUTTS 300pakeHb Bi/l MIOBEPXOHb;

4) OntuMizyBatu BOYIOBAaHHI aJIrOPUTM TpPacyBaHHS IPOMEHIB Ta HOTro

poOOTy Ta MPOTYKTUBHICTD.

3MH.

ApK.

Ne dokym.

Mionuc
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BucHoBoK 10 po3ainy

VY nmanomy pozaini 6ysio po3rsiHYTO MpeaMeTHe cepefoBuile. unmomMuuii
MIPOEKT MPHUCBSIYCHUN Po3po0Ili IrPOBOTO PIBHS ISl AEMOHCTpaIlii poOOTH CUCTEMU
TpacyBaHHS MPOMEHIB.

[Tpu ommuci MpeAMETHOTO CepeIoBHIIa OYI0 BU3HAYEHO Ta OITUCAHO MTPOIIECH
JUSTTBHOCTI, 10 MPEJICTABJICH] y BUTJISAI1 IBOX HE3AJICXKHUX MPOIECIB, IS KOXKHOTO
3 SKUX HaBEJICHO CTPYKTYpHI cxeMu. Takoxx Oyna0 CTBOpPeHO (DYHKIIIOHATBHY
MoJienb cucteMu, a came: mobymoBano USE-case miarpamy, ommcaHo akTopiB
CUCTEMHU Ta BHM3HAYCHO (YHKIIOHAIbHI BHUMOTH 3 TMPIOPUTETAMU BHUKOHAHHS
BIJIMTOB1JTHO JI0 BapiaHTIB BUKOPUCTAHHSI.

HactynmHuMm erarmomM poOOTH HaJl JAWIUIOMHAM TIPOEKTOM CTaB IOIIYK
aHaJIOT1B 3aMPOTIOHOBAHOTO JIBIKKY 3 NOA10HUM (hyHKIIIOHATOM. Byno mopiBHsIHO
dbyHKIII1, sIKI BAKOHYIOTh 3HalieH1 TporpaMHi nMpoaykTu. Ha manuit MomeHT OyI10
BUSIBJICHO JEKUJIbKA CHUCTEM 31 CXO0XKHUM (DYHKITIOHAJIOM, ajie BOHM HE OXOIUTIOIOTH
yBeCh CIIeKTp (DYHKITIH, SIK1 HEOOX1TH1 JIs peastizallii JaHOTO AUTUIOMHOTO ITPOCKTY.
Konen 3 anajoriB mpoaAyKTiB HE MIATPUMYE BUKOPUCTAHHS CHCTEMHU M’ SIKMX TiHEH
Ta JKOJIEH 3 HasBHUX Ha PHHKY aHAJOTIB HE Mae CTaOUIBHOTO pesizy CHCTeMH
TpacyBaHHS.

Takox y omaHoMmy 3 miapo3auriB Oyiao cpopMOBaHO MOCTAHOBKY 3ajadi,

BHU3HAYCHO NMPU3HAYECHHS, METY Ta 3aJ1aui pO3pOOKH.

ApPK.

Al 1C3-5103.1153-¢.713
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2 IHd)OPMAHIfIHE 3ABE3IIEYEHHS
2.1 Bxigui naui

bepyuu no yBaru crneuudiky po3poOaeHOro nNporpaMHOro NpoayKTY BXiJIHI
MaroTh A€o cnenupiaauil xapakrep. OCKUIbKM OCHOBHE MIPU3HAYEHHS AJITOPUTMY
€ TpacyBaHHA i BIIOUTTSI IPOMEHIB BiJl PI3HUX MMOBEPXOHb €IUHUN MACHB BXIJTHHUX
JaHUX Ta OCHOBHA BUOIpKa JaHUX 3 SKOK 3IIHCHIOIOTHCS BC1 MIJIPAXyHKH 1€
MOBEPXHI yC1X 00’ €KTIB CLIEHU: CaMe B1Jl 00’ €KTIB TPaCyrOThCs yC1 MPOMEHI B CLEHI
Ta BIJl HUX 3QJIKUTh MapamMeTpu BIAOUTHX MpoMmeHiB. OCKUIbKH, K 3a3HAYEHO B
po3auai 1, Bci 0O0’€KTM CHUMYJIBOBAHOTO CBITY CKJIQJalOThCsl 3 HaWMEHIIHUX
MOKJIUBUX YaCTUHOK, Kl MiJPaxoBye€ KOMI IOTEp, MOJIrOHiB, TO caMe€ HUX U
O6epemo 3a BximH1 gaHi. [lapamerpu mosiroHiB, iX po3MIIEHHS, BIACTUBOCTI, TOIIO
B IEpLIy Yepry BIUIMBAIOTh Ha aJNTOPUTM TpacyBaHHS Ta € HalBaKIUBILIMMHU
JaHUMH 3 SIKUMU NPALO€ aIrOpUTM. SIK HarJasAHUNA IpUKIIa] TPacyBaHHS IPOMEHIO
Ta WOTo BIIOUTTS — 300pakeHa Ha PUCYHKY 2.1 Mozenb 3aiflis, 10 CKIAJa€eThes 3
HOJITOHIB Ta IPOMO/IEIbOBAHUHN IPOMIHb HA OJIMH 3 MOJIITOHIB 3 SIKUX CKJIAJA€ThCS

MOJIEJIb 3aMIlsl.

58
297.39 896.97

7%

UCYHOK 2.1 — Monaenp 00’ €KTy 3 MOJITOHIB
Pucy 2.1 -M 0’exTy

ApPK.
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MOJIITOHIB 3 SAKUX CKIagaeTbes 00’ ekT. [IpoTe HE0OXiTHO 3BEpHYTH yBary, 1o

ITOPUTM TpacyBaHHS IPOMEHIB MPALIOE HE TUIbKH 3 MOJIITOHAMHU, aje i 3

Marepiajiamu.

MOMEHT KOJIM MiIPaX0BYE HACKUIBKU SCKPABUI MOBUHEH BUUTH BITOUTHI MPOMIHb.
SIKI10 TOTNITOHMU 3 IKUX CKJIQJA0ThCS 00’ €KTH BIUTMBAIOTH JIUIIIE HAa KyT BIIOUTOTO

MIPOMEHIO, TO MaTepiajl MOBEPXH1 BIUIMBAE HA CHITY Ta KOJip poMmeHto. Ha pucynky

Ha pucyaky 2.2 npeacTaBieHO NOPIBHAHHS BUTIAAY BUXITHOTO 00’ €KTY Ta
PHUCYHKY p P y Yy

Pucynok 2.2 — Moaenb 00’ €KTy 3 MOJITOHIB

Marepianu — napaMeTpu MOBEPXOHB SIKI BAKOPUCTOBYE TPACYBAILHUK B TOU

2.2 300paxeHuii 00’ekT 0e3 Marepialy NOBEpX HBOTO — TOOTO 0€3 HISKHUX

napameTpiB MOBEPXHI, sIKIi MIr OM BHKOPHCTATH AJTOPUTM IMiJl 4Yac MiIpaxyHKY.
[Tpranna yoMy M’ 514, 110 300paKeHUI Ha PUCYHKY CIIpaBa BiIPi3HIETHCS BiJl JIIBOTO
MOJIATAE B JBUXKKY, KU aBTOMaTW4YHO 3adapOoOBye MyCTi €IEMEHTH TMOJITOHIB
HEMpPO30pUM, HE BIAOWBAIOYUM CBITJIIO KoOJbOpoM. Huxde Ha pucynky 2.3

300pakeHHd M’SY ¢ TapaMeTpaMu J3epKajbHOI IMOBEpXHI sfKa BiAOWBAaE BCi

HAJIXOJKCHHI ITPOMEHI.

3MH.
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Pucynok 2.3 — ®inanpHUN BUTTIST MO
Cri 3a3HAYMTH, IO JUIS IPUJIAdi MOJITOHAM TaKOTO BUTJISTY JIBHIKOK

IpeICTaBIs€ TIEBHI MapaMeTPH MOBEPXHI, K1 MITKOHTPOIbHI PO3POOHUKY.
3MIHIOIOUHM TTapaMeTPH, Ta JOTMOBHIOIOUYH X PO3POOHUKH Irop Ta MpeJACTaBHUKU
1HAYCTpil KiHEMaTorpady MOXKYTh JOOUTHCS Maike peaIbHOTO Bi0OpayKeHHSI
00’ €exTiB BcepenuHi crieHu. Jlami Ha pUCYHKY 2.4 300pakeHUN MOXKIJIMBUN CITUCOK
rmapaMeTpiB MaTepiany.

Mirror

@ Base Color

@ Metallic

Or Specular

@ Roughness

Or Emissive Color

Or Normal
Or World Position Offset

Or Ambient Occlusion

Or Pixel Depth Offset

Pucynok 2.4 — IlapameTpu matepiany

Al 1C3-5103.1153-¢.713
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He MeHI BaxxIMBUM MapaMeTpoOM 1 CETOM JIaHMX € MAaCUB IIPOMEHIB B
KIHIIEB1{ CLEHI — HEMOKJIMBO MPOpaxyBaTu LUISIX POMEHIB 0€3 caMuX MPOMEHIB.
B camomy irpoBomMy ABHUKIII BC1 JpKepelia CBITIIAa MPeICTaBIeH] HE 00’ €KTaMu
CIIEHH, 110 HE BUIUMI KaMepi. [xepena cBiT/Ia BUITYCKAIOTh IPOMEHI1 B 3aJI€KHOCTI
BiJl 3a/IaHUX PO3POOHUKOM MapaMeTpiB, TUBISYUCH HA PUCYHOK 2.5 MOXXHA
MoOa4YUTH IESKI MapaMeTpy Ta MPEICTABICHHS KEpea K B IBUXKII TaK 1 B

KIHIIEBIH CIICHI.

Pucynoxk 2.5 — IlpencraBieHHs JKepen cBiTia

ApPK.

Al 1C3-5103.1153-¢./13
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2.2 Bwuxigni nani

Buxinnumu gaHuMu € BiampaibOBaHa CIIEHA 3 00’€KTaMH B iX KIHIIEBOMY
BUTJISIIL. 3a BUXIAHI JaH1 TaKOXXK MOXHA BBaXKAaTH ONpPAIlbOBAHE OCBITJICHHS Ta TiHI
B CIIEHI, IPOTE CJI1J MAaTH Ha yBa3l, [0 OCKUIBKHA PO3PAXyHKHU BEYThCS B pEaTbHOMY
4aci, pe3yJabTaTu pOOOTH aJTOPUTMY HE CTATUYHI 1 PO3PAXOBYIOTHCA MOCTINHHO,
TOMY Ba)KKO HABECTH KOHKPETHHUH pe3yibTaT. 3arajoM MOKHA BBXKATH 3a BUXIIHI
JlaH1 MapaMeTpy OCBITICHHS, BITOUTTS Ta TIHEH aKe caMe I1i TapaMeTpu € poOOTOr0
AITOPUTMY TPacyBaHHS MPOMEHIB.

Sx BuOipka KIHIIEBUX pe3yJbTaTiB OyAyThb MOJaHI HaWOLIbII SICKpaBi
OpPUKIAId POOOTH aJITOPUTMY Ta iX TMOPIBHSAHHS 3 KIACMYHUMH T1IXOJaMH
IporpaMyBaHHsI ITPOBHX CIICH.

BinbutTs mpoMeHiB BiJi TOBEPXOHb:

Pucynok 2.6 — IlopiBHSIHHSI SIKOCT1 BIIOUTTSI MI’K TPaCyBaJIbHUM aJITOPUTMOM Ta

KJIACUYHUM M1IX0JI0M JI0 3epKall

ApPK.
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Pucynok 2.7 — IlopiBHSIHHSI IKOCT1 BIIOUTTSI MIXK TpacyBaJbHUM QJITOPUTMOM 3

y CeHC1 BioOpaxkeHHs 300pakeHb y I3epKaJbHUX MOBepxHAX. Ha pucynky 2.6
300pake€HO TOPIBHSHHS OJIHAKOBUX J3EPKATBHUX MIOBEPXOHD, MPOTE 3 PI3HUM
MiAX0A0M 10 0OpOOKH BimoOpakeHb. B BepXHiif 4aCTHHI pUCYHKY MTOKa3aHO

poOOTy KIIaCHYHUX BIIOOpaKeHb, /1€ KOKHUN KaJlp pOOUTHCS JBa MIIPAXyHKH:

Ha npencraBnennx pucyHkax BigoOpakeHi pe3yJbTaTH pOOOTH aJITOPUTMY

napameTp BinOuTTs 1 Ta 3

MIEPIINIA CTBOPIOE 300pa’KEHHS BCHOTO MEpe A3ePKaIoM 3 TIO3UIIIT 3a [3epKajioM, a

JIpYTHil BAKOPUCTOBYE 3r€HEPOBAHY KapTy BiOOpPaXeHb B MEPIIOMY KPOITi, JJIs
CTBOPEHHS UTt031i BiTOOpaXKeHHS JJIsl TPABIIA 1 MOJIOXKEHHS HOro Kamepu. B
HUKHIHN )K€ YaCTHHI PUCYHKY MPOJIEMOHCTPOBaHA poOOTa alTOPUTMY TPACyBaHHS

MIPOMEHIB, 10 BiJOMBAE BC1 CBITIOBI IPOMEHI BiJl MIOBEPXHI B KaMepy, CTBOPIOIOUHU

HalOIMXK4e 10 PeaIbHOCTI B1IOOpaKeHHS.
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Ha pucynky 2.7 npencraBieHi TakoxkK J1Ba 300paK€HHsI 1J1s1 OPIBHSIHHS,
poTe B 000X BUNAAKaX BIJOOpaKEHHS ONPALbOBYE aITOPUTM TPACyBaHHS
MPOMEHIB. B BEpXHbOMY PUCYHKY aJITOPUTM IPALIOE 3 TApaAMETPOM BITOUTTS 1,
10 3HAYUTh, [0 AITOPUTM MPOTPACYE MPOMEHI1 BiJl JKEpeIa CBITIA, 10
B1J10OpaK€HHS JIMILE OJANH pa3 Ta BC1 BIAOUTTS BiJl MOBEPXOHb MPOBOJASATHCS JIUIIIE
oJlvH pa3. Ha HmxHbOMY 300pakeH1 allrOPUTM BiIOMBAE IPOMEH1 MAKCUMYM 3
pasu, 110 Jy>Ke CHJIBHO BIUIMBAE HA SIKICTh Ta PEalbHICTh 300paKeHHS B
NpECTaBICHOMY BUTAKY — KOJH JBi A3E€PKAIbHI TOBEPXHI 3HAXOASATHCS
HaBIPOTH.

Aue 3a SIKICTh TpacyBaJIbHUK O€pe BEJIMKY IIHY B CEHCI MPOYKTUBHOCTI
pOOOTH KOMIT FOTEPY Ha IKOMY 3AIHCHIOETHCS MiIPaXyHOK — OCKUIBKHU aJlTOPUTM
pobuTh B 3 pa3u OuIbIIE MiAPAXyHKIB 00JIaJHAHHS HA SIKOMY BiJOOpa)keHa CIicHa B
peaNbHOMY 4Yaci 3a4acTy OyJie MOKa3yBaTH 3aHMWKEHY YacTOTy KaJpiB.
Crnocrepirauy >, 110 MPUCYTHIM B IrpOBiH CIIeHI Ta pyXxae kaMmepy Oyne Habarato
BHpa3Hillla HeJocTada KaJapiB aHDK SKICTh BioOpakeHHs B A3epkaii. ToMy Hapasi,
AKIIO KOPUCTYBATHUCS TPACYBaJIbHUKOM MTPOMEHIB OyJie OakaHO YHUKATH CUTYaIlii
TM3aiiHy IrpoBUX Ta KiHeMaTorpadiyHUX piBHEH Jie 1Ba I3epKaja OyayTh
PO3MIIlIeH]1 HABIPOTH 1 HEOOX1THO BUKOPUCTOBYBATH BEIUKHUI MapamMeTp BITOUTTS
CBITJIOBUX ITpoMeHiB. Hapasi 3 TexHosorisiMu 00poOKH BioOpakeHb IPOrpaMiCTH
HaMararoThCs MMOBHICTIO YHUKHYTH BiTOOpa’keHb, 00 K BIIBECTU yBary rpaBIls

BiJl HUX ISl JOCSATHEHHS PEaliCTUIHOTO AU3aiiHy.

ApPK.

Al 1C3-5103.1153-¢.713

3MH.

ApK. Ne dokym. Midnuc \dama
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TpacyBaHHA - BUK/I.

TpacyBaHHA - BKA.

Pucynok 2.8 — IlopiBHSIHHSI SIKOCT1 Ta peajiCTUYHOCTI TiH1 M1 TpacyBaJIbHUM
QIITOPUTMOM JIS TiHEH Ta 3BUYAfHUM MaIyBaHHSIM

Sk 1 300pakeHo Ha PUCYHKY 2.8 TpacyBaHHS ITPOMEHIB TAKOX TYXKe CUILHO
BIJIMBA€E HA SKICTh BiOOPaKCHHS TIHEH B CKOMIIOHOBaHIH CIICHI, aJKe came
TpacyBaHHS CBITJIOBUX IIPOMEHIB JI03BOJISIE TOYHO JTI3HATUCH K1 TIPOMEHI
MOTPAIUIATh HA TIOBEPXHICTh 00’ €KTY, a K1 MPOJIOBKATh CBIM MUISIX, MO0 MOTIM
CTBOPHUTH TiHb IIBOTO X 00’ €KTY. 3HOBY, MiIX1]] TOBHICTIO BIIPI3HAETHCS Bij
KJIACHYHOT'0 MallyBaHHs TiHEH W BIIIMTOBITHO JO3BOJISIE JOCATaTH HabaraTo Kparoi
AKOCTi (piHABHOTO 300pakeHHs. XoUa 5K 1 B BUNAAKY 3 TPaCyBaHHIM

BiT0OpaXeHb JaHUI METO MOTpeOye Habarato OUTBIINX BUTPAT.

Al 1C3-5103.1153-¢.713

3mH. | Apk. Ne dokym. Midnuc \dama
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2.3

CrpykTypa macusBiB iHpopMarii

JlaHl, 110 BUKOPHCTOBYE aJrOPUTM MOXHa BiIOOpa3UTH B BUJAl MAaCHBY

iHpopmarlii 00poOKH MOJITOHIB, 1 3pOOUTH 1€ 3a AOMOMOTOI0 JBUXKKA, K MOKa3aHO

Ha PUCYHKY 2.9 — TakoX Ha PUCYHKY NPHUCYTHS 1HIIA Ba)KJIMBa 1H(POpMALis s

pO3pOOHUKA, Takli JaHl $SK BHKOpPHCTaHAa IaM ATb, KUIBKICTh BHKOPHUCTAHHUX

MOJIITOHIB, YaCTOTa MOBTOPIOBAHHS 00’ €KTY B CII€HI, TOIIIO.

Object

2 Actors StaticMesh
Couch 13 StaticMesh

Couch_1seat

155 Actors

! al
ISM_FlashLight

rs
SM_FlashLight 7

StatichMesh
StaticMesh
Statichiesh

SM_Couch_1seat § StaticMesh
neCam CineCameraActor_1 StaticMesh

StaticMesh
StaticMesh
StatichMesh
StaticMesh
Statichiesh
StaticMesh
StaticMesh
StatichMesh
StaticMesh
Statichiesh
StaticMesh
Statichiesh
StaticMesh
StaticMesh
StatichMesh
Sm\cMest\

CoatHookBacking
S..Trm, F

J
CoatHookBacking 7  |StaticMesh
10

StaticMesh

18 Actors : StatichMesh
5

StaticMesh

i Attors StaticMesh

SM_Room, 7

&l
ISM_Wal

Ll
M_RoundCeilingLight 9 Acts
I

StaticMesh
Statichiesh
StaticMesh
: StaticMesh
leceb_32 h

1
StaticMesh

5 Actors Statichiesh

WallPiece] 22
0

StaticMesh
StaticMesh

ox_Ho
4 Actors StatichMesh
26 StaticMesh
SM_Room_OuterShell_1:StaticMesh
8 Actors StaticMesh

2 Il
ackground
lackB:

24 Statichiesh
StaticMesh
StaticMesh
StatichMesh
StaticMesh

Pucynky 2.9 — Jlani npo 00’ €KTH ClICHH

304

Count  HWinstam Ir
304 3

14

w

o
o

BEG =SB S RSSO SR SO SR S S S SR oA S e S S B RGN ® R R o

sumTris Size VC |
225035 705741 10,93¢ 0KB
978,755 KB |0 KB
72977910KB 0 KB
581,391 10,938 KO KB
43350210KB O KB
428B7310KB D KB
345135 [0KE  OKB
343263 |0 KB
262,588 {0 KB
248,678 |0 KB
216,068 |0 KB
203,201 {0 KB
186443 |0 KB
161,912 0 KB
159,904 {0 KB
157,332 10 KB
136,986 10 KB
122,566 10 KB
116,232 {0 KB

98,707 KID KB

85,898 K|0 KB

74891 Kip KB

74,84 KBD KB

73846 KID KB

73,051 KD KB

62,396 K|0 KB

61,174 KID KB

58,346 K|0 KB

55,078 KI0 KB

50613 KID KB

45,34 KB KB

417186 KID KB

40,742 KID KB

36,295 KI0 KB

35,404 K|0 KB

34744 KI0 KB

30,826 K|D KB

25,967 K|0 KB

25,693 KI0 KB

25,576 K| KB

21166 KI0 KB

1833 KBD KB

17,826 KI0 KB

16,982 KID KB

16,736 K|0 KB

15451 KI0 KB

15,432 KI0 KB

Sum Avg

LM
41

185,119 K256
170,239256
340479512
23,939 k96
2,659 KE32
42,56 KE128
OKB 64
127,679384
10,64 KE64
21,279 K128
0KB 192
170,239256
5318 KE64
31,919 K192
OKB |64
138,315832
255,357768
2,659 KE32
/85,757 K576
42,56 KE128
10,637 K128
412,734 960
7978 KE96
2,659 KE32
2,659 KE32
42,56 KE128
191,514 152
10,64 KE64
42,559 k256
42,56 KE128
18614 k224
95,757 K576
42,56 KN28
42,56 KE128
4256 KN28
13,296 K160
42,56 KE128
2,659 KE32
119167 280
4256 K28
170,239256
21,273 K256
42,56 KF128
2,659 KE32
13,296 K160
42,559 k256

Min R

R MaxR AvgR
83 346,55 1,855 409600 90670,3

9486 95247 190,107
11278 11278 [112.78
80896 (160327 241222
34661 34661 (34661
4 096 0004 096 000,4 096 00!
6992 6992 6992
55107 55107 (55107
118136 (118,136 (354,408
25968 |25 25368
160,42
136,793 347022 637312
184075 184075 (184075
188
3854

43966
15057
31,995
483341
93,082
91.135

37493
837 493837
256,135 (256,135 (256,135
7292 T 3646
384,61 384,61
535246 535246 (535246
87817 87817 3512679
175914 175914 (175914
21900,6732 900,673 |2 900,673
5825 5825 46602
197649 (197649 (197,649
142 5959142 595,9(142 5959
730473 797,152 3785724
346526 653,004
99561

Filter: Object =

3rigHo 3 pucyHkoM 2.10 Takok HasiBHA BCs iH(OpMaIlis po OCBITICHHS

BCiX 00’ €KTIB CIICHH: 3aTPauCHUN Yac Ha MiAPaxyHOK, BAKOPUCTAHA MaM’ ATh

rpadigHOTO MpOoIIeCcOopPy, BiICOTOK OCBITIEHOCTI 00’ €KTIB Ta IHIIIE.

3mH. | Apk.

Ne dokym.

Mionuc
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Carpet 5
iCouch_13

| Balcony_37
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_Plant 7
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| Door
_Shelvi
allPieced_:
allPlece3
IIPieces
| Daor 41

_Trim_Floor 10
.
Il
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29,059 %
2016 %

37595 %
29,059 %
25511 %
37595 %
70,789 %
69,446 %
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Total Texel Me
4194473 KB
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49594 KB 170,666 KB
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9,109 KB 42,666 KB
11,18 KB 42,666 KB
30,203 KB 42,666 KB
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20,63 KB 42,666 KB
833KB
23,25 KB
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768 KB
5947 KB
2541 KB
3547 KB
3547 KB
2541 KB
5271 KB
5081 KB
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Game/Maps/Room
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Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
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Game/Maps/Room
Game/Maps/Room
Game/Maps/Room
Game/Maps/Room

O|Filter. Object

Pucynky 2.10 — /laHi Ipo OCBITJIEHHS CIICHU

BucHoBoK 10 po3ainy

Ta BUXIOHI IaHl

VY poszaini 3 onrcoM iHGOpMAIIHHOTO 3a0e3MmeueHHs 0yJI0 OMUCAaHO BXiHI

KOMIUJIEKCY 3a/lay — IX MapaMeTph Ta MOXJIHBE 3aCTOCYBaHHS

MacCHBIB JaHUX aJITOPUTMOM. Y MiAPO3AUTI BXIIHMX JaHUX OYyJIO TaKOX JlaHe

MOSICHEHHS Ta PO3TJITHYTO THII JaHUX, 10 TI0IAI0ThCS Ha BXiJ] Ta METOAH iX OOpOOKH

aNropuT™MOM. Y TIAPO3NUII BUXITHUX NaHUX Oylv HaJaHl MPHUKIAAN OYIKyBaHUX

JaHUX Ta OyJl0 BUKOHAHO TOPIBHSHHS JOCSITHYTHX 300pakKeHb 3a JOTIOMOTOIO

ANTOPUTMY TPaCYBaHHS, Ta KIIACUYHOTO MIIXOMIY.

3MH.

ApK.

Ne dokym.

Mionuc

[lama
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3 MATEMATHUYHE 3ABE3IIEYEHHSA
3.1 3micTroBHa mocTaHOBKA 3aja4i

OpHi€lo TOJNOBHUX 3 LJIEH CydacHOi poOOTH B KOMM'IOTEpHiM rpadiui €
CTBOPEHHSI HAHOUTBI PEaTiCTUYHUX 1 SKOMOTA JACTANBHIIINX 300pakeHb. Sk aeski
3 HalOUIbII BaXKIUBUX (PAKTOPIB - MPABUIIbHE MOJIEIIOBAHHS CBITJIA Ta pealicTUYHa
TEKCTypa MOBEpPXHI JO0Jal0Th 10 KApTUHKH Oarato iHdopmalii Ta NpUIAIOTh
(diHaATBHOMY 300pa’KeHHS PEaTICTUYHOCTI, X04a i 300paKeHHS € JUIIEe MPOEKIIEI0.
CporojHi OUTBIIICTh 3aCTOCYBaHb KOMI'FOTEPHOI Ipadiku CHIBHO 3aliekaTh Bij
MaKCHUMAaJIBHO JOCSHKHOTO cTyrneHs peanizmy. Chepu 3acTocyBaHHS KOMIT IOTEPHOT
rpadiku  BriaouyaroTh CAIIP(Cucrema aBTOMATH30BaHOTO MPOEKTYBAaHHSA 1
pPO3paxyHKy), aHIMallil0 1 Bi3yaji3aiilo, poOOTOTEXHIKY, apXITEKTypy, peKiiamy,
PEKOHCTPYKIIiIO JUIi MEAUYHUX ycTaHOB Ta Oarato iHmmx 1ied. [llo Ttake
peanictuune 300paxkeHHs? [IpaBusibHe MOJIeTIOBaHHS Pi3HUX €()EKTIB OCBITIICHHS €
HaWBKJIMBIIIIO YaCTHMHOK CHpaBXkHBOTO (hoTorpadiudoro peanizmy. s Toro,
11100 TOSICHUTH I1€ IeTAJIbHO, TIPEJICTaBICHO cepito pororpadiit, pucynku 3.1 ta 3.2.
JlockoHasl peandiCTU4YHI 300paKEHHs] MOXXYTh OyTH CTBOPEHI JIMIIIE HA MOTYXHUX
KOMIT'IOTEpax 3a JIONMOMOTIOI0 CKJIQJHOTO MpOrpamMHOro 3abe3nedyeHHs, Ta €

PE3YNIBTATOM CKIIATHUX PO3PAXYHKIB.

3MH.

ApK.

Ne dokym.

Mionuc

[lama

Al 1C3-5103.1153-¢.713
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Pucynok 3.1 — 300paxeHHs cueHn 6e3 BUKOPUCTaHHS €(DEeKTIB OCBITICHHS

S

Pucynok 3.2 — 300paxeHHs CIIeHU 3 BUKOPUCTAHHAM €(EKTiB OCBITICHHS

Ile 0cobMMBO CTOCYETHCS TpacyBaHHS MPOMEHIB. SIK TpUBiaJdbHE MOSCHCHHS
TpacyBaHHs MPOMEHIB - JUIsl KOXKHOTO ITiKCeNsi 300paXeHHsT TPACYEThCS MPOMIHB 3
TOuku 30py(kamepu) Ha 3d-cueHy 111 OOYMCICHHS WOTO MEPIIOro 3ITKHEHHS 3
00'ekToM, nuB. pUCYHOK 3.2. SIkmio 00'eKT BimoOpaskae abo 3aJOMITIOE MPOMEHI,
BIIMOBIIHUYN BIAOUTHUI MPOMIHb PO3PAXOBYETHCA 3TIHO 3 3aKOHOM BIIOUTTS abo

3aJIOMJICHHA.

ApPK.

Al 1C3-5103.1153-¢.713
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[1i HOB1 IPOMEH1 PO3IIISAAIOTHCS aHajnoriuHo. s Toro, mob po3paxyBaTu
TiHI, MU TTOBUHHI 3HANTH, YU NMEPETUHAETHCA MPOMIHb MK 00’ €KTOM 1 JIKEPEIOM
CBITJIa SIKUMOCH JIPYTOpSAIHUM 00’ €KTOM. SIKIO ICHY€E 00'€KT, IO MEepeTHUHAE e
MPOMiHb, TO TOYKAa MEPETHUHY JIEKUTh B TIHI LOr0 JpKepena CBiTia, a Horo
IHTEHCUBHICTb HE BPAxXOBYETHCA IMpPH pPO3paxyHKaxX IHTEHCHUBHOCTI. Po3paxyHOK
IHTEHCUBHOCTI 3/IIMCHIOETHCS 32 (POPMYIIOI0 OCBITJIIEHHS, 1110 BKJIIOYAE MapaMeTpH

Marepiany, IpUKpPIMIEHOT0 1O TEOMETPUYHUX O00'€KTIB CLEHHU.
3.2 MaremaTH4HA MOCTAHOBKA 3ajavi

TpacyBaHHS NMPOMEHIB HAa3UBAETHCS TaK TOMY, 1[0 QJITOPUTM HAMAraeThCs
IMITYBaTH MUISX, SKUH MPOXOASTH CBITJIIOBI MPOMEH1, KOJIM BOHU BIJCKaKYyIOTh BiJ
PI3HHUX MOBEPXOHb CTUMYJIBOBAHOIO CBITY — CIleHH. MeTa mojsirae B ToMy, 1100
BU3HAYUTH KOJIIP KOXKHOT'O CBITJIOBOTO MPOMEHIO, SIKUHM MOTPAIUISE B KYT OTJIALY -

kamepy. CBITJIOBHUI B JaHOMY BUIIAJIKy MOKHA PO3IIISIATU K €IUHUNA (POTOH.

W~ Jlxepeno cBiTia

2

¥ O0'exT

Pucynok 3.3 — 3araibHuii KOHIIETIT TpacyBaHHS TPOMEHIB

Al 1C3-5103.1153-¢.713
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[IpoTe noctae npobiema B MPOAYKTUBHOCTI Ta ONTUMI3AIlli aITOPUTMY.
OCKUIbKH aJITOPUTM TPaACye yCi MPOMEH1 JOBOJII 0arato pecypciB anapaTHOTO
3a0€3MeUeHHs BUTPAYaloThCs B HIKYIH, aJI’Ke JaJEeKO HE BC1 MPOMEHI
MOTPAIUISIIOTh B KaMepPy — OTXKE PECYPCH 3aTpayeHi Ha MiIpaxyHOK HMUIIXY Ta
BIIOUTTA BCIX IIUX MPOMEHIB OyJIM BUTpAUY€H1 JapeMHO, JJIs HATJISTHOT
JIEMOHCTpaIlii MPOMEHIB, 1110 HE MOTPAIUISIOTh B KAMEPY JIMB. PUCYHOK 3.3.

Jnist Toro, o0 30eperTu anapaTHi pecypcu, MU MPOCTEXKYEMO TUIBKH Ti
MIPOMEHI, SIKi TApAHTOBAHO MOTPAIUISIOTh y BIKHO TEPETIIAAY 1 JOCATAIOTh OUYEH.
CnouaTky 31a€ThCs, [0 HEMOMJIMBO 3a3/1QJI€Tib 3HATH, SIK1 IPOMEHI1 10CSITaI0Th
oueil. Bpemri-pemt, Oy1b-sIKuii MpOMiHL MOKE 0arato pasiB BiJOMBATHUCH T10
KIMHATI, IepII HiXK Jociarti oueld. OHaK, mpobiemMa Ma€e MpoCTe PIICHHS SKIIIO
PO3AUBUTHCA i BiJI MPOTHUIICIKHOTO. 3aMiCTh TOTO, III00 MIPOCTEKUTH MPOMEHI, IO
MOYMHAIOTHCS BiJ] JUKEpena CBITIA, aJTOPUTM IPOCTEXKYE iX 3 1HIIOTO OOKY,
OYMHAIOUM 3 04eil. J[Ba mpomeHi OyAyTh OJJHAKOBUMH, 32 BUHSATKOM IXHBOTO
HANPSIMKY: SIKILO TIEPBUHHUI MPOMiHb BUIIIOB 0€3M0cepeHbO 3 IXKEpesia CBITa,
TO 3BOPOTHUM NMPOMiHb Oy/ie HTH BUKJIIOYHO JI0 JUKepesa CBITIIA; AKIIO OpUTiHAT
CIIEpIITY BiJICKOYHMB BiJ 00’ €KTY, 3BOPOTHUM MPOMIHb TAKOXK BiJICKAKy€e 00’ EKTY..
Taxkum 9uHOM, 3BOPOTHHI METOA POOUTH TE€ K caMe, 10 1 OpUTIHATBHUMN METOI, 3a
BUHSTKOM TOTO, III0 BIH HE BUTpPAya€ KOAHUX 3yCHIIb HA POMEHI, K1 HIKOJIU HE

OXOJATH 4O OKa.

JTxepeno cBiTia

O0'exT

Pucynok 3.4 — TpacyBaHHsI IPOMEHIO BiJ] KAMEPH /10 JKEpea

ApPK.
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Lle, € ogHa 3 TeXHIK ONTUMI3allii, sIKy OyJI0 BUKOPUCTAHO B JAaH1il poOoOTi,
JUTsl 3MEHUIEHHS! BUKOPUCTaHHS anapatHux pecypcis. Ha mamonky mu 0auumo 1Ba
npoMeHi, a Ta b, sxi nepetrHaroThes 3 hiosneToBoro cheporo. 1106 Bu3HAUKMTH
KOJIIp @, MM CJIIIYEMO 32 HOBUM IIpOMeHeM a' 0e3MocepeIHbO 710 JKepelia CBITa.
Sk BU MoeTe OaunTH, b Oyze 3aTiHEHO, OCKUIBKH MPOMiHb D' y HanpsAMKyY 10
JoKEpesia cBiTia 0JIOKyeTbest caMmoro cdeporo. [Ipominb a Takoxx OyB Ou 3aTIHEHUH,
AKIIO 1HIIMHI 00'eKT 3a0110KyBaB npominb a'. Tak camo, sIK 1 B METO/I1 CBITJIO-
JKEepEesio-0Ko, MiIpaxyHOK BIJICKOKIB MPOMEH1 MOKE 3aiiHATH AyXke O6arato yacy,
HepIl HDK MPOMIHb KOJIM-HEOY b MOTPAIUTh B OKO, Y 3BOPOTHOMY K METO]I1
6arato yacy MOXYThb 3alHATH BIICKOKH JI0 JDKepena, Mepil HiK MPOMIHb KOXKEH
MOTPanuTh Ha CBITIIO. OCKUTHbKM HaM TOTPIOHO BCTAHOBUTH TIEBHY MEXY Ha
KUIbKICTh BIZICKOKIB, IITOO CIIITyBaTH MPOMEHSIM, MU pOOMMO HACTYITHE
HAOJIMKEHHS: KOXKEH pa3, KOJIM MPOMiHb OTpAIUIsie Ha 00'€KT, MU CIIIYEMO 3a
OJIHUM HOBUM IPOMEHI B TOUKHU MEPETUHY Oe3MocepeHbO 0 KEpelia CBiTa,

JIMB. pUCYHOK 3.4.

ApPK.
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3.3 OOrpyHTyBaHHS METOXY PO3B’SI3aHHS

Huxue Oyne po3riastHyTO BEpCilo alrOpUTMy TpacyBaHHS CBITJIOBHX
MIPOMEHIB, a came MIAPaXyHOK BIOUTOTO MPOMEHIO BiJ] 33/1aHOT IUIOIIUHHU.
Posrasinemo npoMiHb SIK:
Ryouarkosuin = Ro = [XOYOZO] (1.2)
Ryanpsm = Ra = [ XaYaZ4], 1.2)
ne X;+YZ+Z5=1,
o npencrasisie NPOMiHb Y BUTJISAII:
Habip Touok Ha npsimiit R(t) = Ry + Ry * t, ne t >0. (1.3)
Hamnpsimox mpoMeHto He MOTPiIOHO HOPMYBATH TSI ITUX PO3PAXyHKIB.
Opnnak Taka HOpMaJi3allisi pEKOMEHIYEThCS, 1HaKIIE t Oy/Ie MPeICTaBIsITH
BiJICTaHb — JJOBKHWHY BEKTOpPA HATIPSIMY.
Posrasaemo minomnuny BinouTTs B BUAl [A B C D], Ta mo3naumnmo ii P mo
IpeICaTBIISE TUIOMMHY B BUTJISII:
P=A*x+B*xy+C*xz+D =0 (1.4)
e A+ B? +C? = 1.
OauHUYHMI BEKTOP HOPMaTl MO3HAYUMO SIK:
Pyopmani = Pn = [ABC]
a BIZICTaHb BiJ] TOYATKY KOOPJIMHATHOT CUCTEMHU JI0 TUToImuHu P Buiine
npocto D. 3nak D o3Hadae Ha sKiii CTOPOHI KOOPAMHATHOI CUCTEMHU 3HAXOAUTHCS

MoYaTKoBa To4Ka cucteMu. Lle HesiBHE hopMyTIOBaHHS TIIOLIUHU.

ApPK.
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3mH. | Apk. Ne dokym. Midnuc \dama




EU0-€GLL€0LG-€0I LT

JIUCTaHIIII0 BiJ MOYATKYy MPOMEHIO 0 TOUKU MEPETHHY 3 IUIOIIHUHOK0 P
MO>KHA MiIpaxyBaTH 3aMIHUBIIM YacTUHU piBHAHHA (1.4) Ha Gopmyny npsiMoi
(1.3), 1 oTpuMatTu piBHSAHHS:

Ax(Xog+Xg*xt) +Bx Yy +Yy*xt)+C*x(Zy+Zz*t)+D =0 (1.5)

OT1xe oTpuManu piBHSIHHS A7

A*X;+B*Y, +C*2Z, (1.6)
B BexTopHiit popMi piBHAHHS OyJe BUTIIAIATH TaK:
t=_(Pn*RO+D) (1.7)
Pa * Ry

1106 Bukopuctatu piBHAHHS (1.6) MakCUMaNbHO €(HEKTUBHO MiIPAXOBYEMO

CKaJISIpHUI 100YTOK:
Vg= Py*Rg= A*xXg+B*xY;+CxZ, (1.9)

Axmo x vy = 0, To IPOMIHB TapaJIeIbHUH TUIOMUHI 1 IEPETUHY HE
BiI0yBa€eThCsl. 3BUYANHO, MPOMiHB MOXKe OYTH B OJIHIN IUIOIIMHI, aje el BUITaI0K
HE Mae€ 3HAYEHHS B MPaKTUIll; SIKI0 MpOMiHb MOTpAIIsie Ha Kpai MOJIrony, Ha
Bi3yalTi3alliro I1¢ HisIK He BIUIMBa€. Takoxk, Ko vy > 0, HopMallb MIONTUHA
HaIpaBJIeHA B/l MPOMEHIO. SIKIIO crucTeMa MOJICIIIOBaHHSI BUKOPUCTOBYE
OJIHOCTOPOHHI TTaHapH1 00'€KTH, TECTYBAaHHS MOXKE 3aKIHUYUTHUCS TYT, TaK K
IUTOIIMHA HE BIOMBAE MPOMEHI. SIKIIO MPOMIHb MPOXOIUTH I1i BUIIPOOYBaHHS,
O0OYHUCITIOEMO IPYTUH JOOYTOK:

vo= —(P,*Ry+D)= —(A*xXy+B=*Yy+C*Zy,+ D). (1.10)
Tenep migpaxoBy€eMO BIIHOIIEHHS ABOX JOOYTKIB:

t = vy/vy4 (1.11)
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Sxumo t < 0, To nmpsiMa, 110 3a/1aHa MPOMEHEM MEPETUHAE TUIOUIUHY 3a
TOUYKOIO MOYATKY IPOMEHIO — OT)KE MEPETUHY HE B1IOYBAETHCS 30BCIM. SKIIO %K
MEePEeTHH B110YBAETHCS, MIAPAXOBYEMO TOUKY IEPETUHY:

i=yizl=Xo+Xgxt Yo+Yaxt Zo+Zyxt] (112)
3HaK HOPMAJILHOTO BEKTOpa P, MOXe peryatoBaTUCs 3aJIeKHO BiJl HANpsIMY
BekTOpY R,;. 3HAK HOpMaJil TOBUHEH OYTH 3BOPOTHIM, 11100 HOTO HAMpPaBIICHHS

OyJI0 IPOTHIIEAKHE JKEPETY IPOMIHIO.

1.13
Axmo P, * Rz < 0 (L.13)
Tor, = Py
Inakme r,, = —B,.

3.4 Omnuc MeToiB po3B’sI3aHHA

Onucanuii BUINE aJTOPUTM ITOKPUBAE JIMINE BiOUTTS B IUIONIUHH, IO
3a/1aHa CIIEHOIO0 1 € HAWIMPOCTIIIUM MOXJIMBHUM BapiaHTOM BIIOWUTTS MPOMEHIB,
IPOTE B IAHOMY IiI-pO31IUTi OyAYyTh TaH1 MIBUIK] ONMUCAHHS IHIIUX TOBEPXOHbB IS
SIKUX HEOOXITHHUM CBIM aJTOPUTM BIJOUTTS, X0Uua i HE IMOBHICTIO.

Och HEMOBHUU CHHCOK MOMKIMBHX aJTOPUTMIB IS MipaxyHKy TOYOK
IIEPETUHY CBITJIOBUX IIPOMEHIB 3 TTIOBEPXHIMH:

- Ileperun 3 cheporo

- 3BOpOTHE TpacyBaHHS chepu

- Ilepertun 3 moyriroHom

- OnykJie YOTUPUCTOPOHHE 3BOPOTHE TPACYBaHHS

- TpukyTHE 3BOPOTHE TpacyBaHHs

3MH.
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Ta PIILICHHS A0 MOCTaBJIEHUX 3a7a4. Takox Oyno MOpiBHAHO €()EKTUBHICTD JESIKUX

BucHoBoK 10 po3ainy

B nanomy po3aiiai JUIIOMHOTO IPOEKTY OYJIO0 AETAIBHO PO3TIISHYTO MIAXO0AN

3 JITOPUTMIB TPAaCyBaHHs CBITJIOBHX MPOMEHIB, MPOJAEMOHCTPOBAHO ajreOpaiuny

IMIJIEMEHTAIlI}0 aJIrOpUTMy, Ta 0a30B1 MIApPaxyHKH, IO pOOUTH amaparHe

3a0e3MeueHH sl MMiJl Yac CTUMYJIIOBAHHS IFPOBOi CLieHU. Byno HarimsgHo moka3aHo

piSHI/IL[IO B CKOMIIOHOBAaHHUX 306pa)KeHHSIX Impu BI/IKOpI/ICTaHHi

TpacyBaHHS Ta IPH BIICYTHOCTI Bi3yasibHUX €(eKTiB. B oqHOMY 3 mipo3aiiiB 0yio
OMMCAHO TEXHIKU ONTHUMI3allli, [0 BUKOPUCTOBYIOTHCA B CYYaCHIN KOMI IOTEpHI

rpadiui i1 B JaHOMY TUIIJIOMHOMY MTPOEKTI, Ta BIUIMB OMHCAHUX TEXHIK Ha PECypCH

arrapaTtHoro 3a0€e3MeUeHHs.

ANrOpUTMY
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4 TIPOI'PAMHE TA TEXHIYHE 3ABE3INEYEHHSA
4.1 3acobu po3podku

[Ipu po3poOui mporpaMHOro NpOoAYKTY OyJiM BHUKOPHUCTaHI Taki 3acoOu Ta
THCTpYMEHTapii pO3pOoOKHU:

— miarpopma: OS Windows 10 RS5 36ipka 1809 — 64 6ir[4] -
CIMEHCTBO  MpOINpIETAPHUX  OMNEpallifHUX CUCTEM  KOopHoparii
Microsoft, opieHTOBaHMX Ha 3acTOCyBaHHS TIpadidyHOro iHTepdency
npu yrpaniiHHi; Bkazana cnenudiyHa Bepcis onepariiHoi CUCTeMH,
a/pke TUIbKM BOHA Hapasl MIATPUMYE OCTaHHI rpadiyHi apaiiBepu
xomnanii NVIDIA, sxi A03BOJISIIOTE BUKOPHUCTOBYBAaTH BOYAOBaHI
QITOPUTMH TPACYBaHHS MTPOMEHIB B irpPOBOMY JIBHIKIII.

— Irposwuit nBrxok: Unreal Engine 4 [5] — aBHKOK, 110 pO3pO0IS€THC i
niaTpumMyeThes: kommnaniero Epic Games. Bubip 3po6iieHnii B KOpUCTh
came LbOTo JIBMKKA, aJ)K€ BIH PO3MOBCIOJIKYETHCS IO MOJIEN open-
source Ta HamucaHui Ha MOBI mporpamyBaHHs C++, 1m0 A03BOJIE
HampsiMy BIUIMBaTH Ha T[aM ATh arapaTHOro 3a0e3leyeHHs Ta
ONTHUMI3yBaTH 3aCTOCYBaHHS,

— cepenosuine po3pooku: Visual Studio 2015[6] -mpoaykr dipmu
MaiikpocodT, sSIKMii BKIIOUYAIOTh IHTETPOBAHE CEPEIOBHUIIE PO3POOKHU
POTPaMHOTO 3a0€3MeUeHHS Ta PSII IHIIUX IHCTPYMEHTABHUX 3aC001B.
BukopucToByBanock cepeoBUIIe BUKIIOUHO ISl pelaryBaHHs KONy,
a/pKe BOHO IHTETPOBAHE JIO iIrPOBOTO JBHXKKA;

— MOBH HamMcaHHs Koay nmporpamu: C++;

— C++[7] — MoBa mporpaMmyBaHHs BHCOKOTO PIBHS 3 MiATPUMKOIO

KUTBKOX TIapaJIuT™M POTpaMyBaHHS,
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OT)KE€ TOJIOBHOKO 1 HAHOLIBIIT BUMOTJIMBOIO YACTUHOIO almapaTHOro 3a0e3nedeHHs €
caMe BiH. Bapto 3a3mauntn, mo Nvidia modana MIATPUMYBATH TEXHOJIOTIO
TpacyBaHHA Ha Tpadiuaux kaprax cepii 10 tinpku 3 kBiTHA 2019 poky, Tomy,

HAsSBHICTh OCTaHHIX JApaiBepiB OyAyTh KPUTUYHHUMH [JII KOPEKTHOI poOOTH

4.2

4.2.1 3arajgbHi BUMOTH

BUCOKI. AnapaTHe 3a0e3MeUeHHs:

BumMoru 10 TeXHiYHOIro 3a0e31ne4eHH A

Tak sk po3poOieHUil MpOrpaMHUl MPOIYKT BHUKOPHUCTOBYE OCTAHHI Ta

HaMOUIbIII HOBITHI TEXHOJIOT1i PEHAEPIHTy amapaTHi Ta IPOrpaMHi BUMOTHU JOBOJII

1) IIporecop: Intel Core 17-4770K uu Buiie;

2) OmneparuBHa nam’sTh: 8 I'b uu Buiie;

3) Bineokaprta: GeForce GTX 1070 / GeForce RTX 2060 / Radeon RX

NTOPUTMY.

Vega 56 uu Buie.

[Iporpamue 3a0e3neyeHH:

TpacyBaHHs TpOMEHIB Bi1OyBa€eThCsl Hacammepe 1 Ha rpadYHOMY MPOIIECcopl,

1) 64-pospsimaa Windows 10 RS5 3 o6HoBieHHAM 1809;

2) DirectX — Bepcist 12;

3) Nvidia graphics driver — Bepcist 430.86 4u Buie.
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4.3 ApxiTekTypa nporpaMHoro 3ade3ne4eHHsi

4.3.1 Jliarpama kiaaciB

Layers: TAay< dass ULayer* >
~ActveGroupActors: TArray <dass AActor™>
Persistentlevel: dass ULevel®

NetDriver: dass UNetDriver*

-GameState: dass AGameState™
Namnrmanagef dass AGameNeMo(kManager

Physi

AExtraRefeven(edOb]e:ts Avrav<U0bjed">
~CurrentLevePendingVisbiity: dass ULevel*
-DemoNetDriver: dass UDemnNemnvev'

HyPar

-DefaultPhysicsVolume: Aths\ch\ume
ViewLocationsRendered.astFrame: TArray <FVector>
NavigationSystem: dass UNavigationSystem®
-AuthorityGameMode: dlass AGameMode™
-AlSystem: dass UAISystemBase™
-AvoidanceManager: class UAvoidanceManager
Levels: TAray <dass Ulevel*>
+NetworkActors: TArray <dass Actor>
Currentievel: dass Ulevel*
-OnningGamelnstance: dass UGamelnstance™
ParameterC Thrray <

+Scene: dass FScenelnterface™
+EditorViews: TArray <FLevelViewportinfo>
~ControlerList: TArray <TAutoWeakObjectPtr <class AController> >
-PlayerControlerlist: TArray <TAutoWeakObjectPtr <cass APlayerControlier> >
-Pawnist: TArray <TAutoWeakObjectPtr <dass APawn> >
-AutoCameraActorlist: TAnay(TAutm"leakOb]enPh<ACamaaA:mv> >

ray <TAutol o

PhysicsScene: FPhysS:ene
e

rameUpdate:
< rameUpdate_Or

y <TWeakObjectPtr <dass UActorComponent> >

Thmay <TWeakObjectPtr

‘omponent> >

AGameMode

+DefaultPannClass: TSubdassOf< dass APawn >
+DefaultplayerName: FText

+EngineMessageClass: TSubdassOf< dass ULocalMessage >
#GameModeClassAliases: TATTay< struct FGameClassShorthame >
+GameSession: AGameSession *

+GameState: AGameState *

+GamestateClass: TSubdassOf< dass AGameState >
+HUDClass: TSubdassOf< dass AHUD >
+nactivePlayerArray: TArray< dass APlayerState * >
»]nacoveP\avefStatzMeSpan float

#MatchState: FNam

+VinRespawnDelay: ﬁnat

+umBots: int32

HlumSpectators: int32
HiumTravelingPlayers: int32

+OptionsString: FString
[ 1] 1Pausers: TAay< Feanlinpause >

1 | +PlayerControllerClass: TSubdassOf< dass APlayerController >

+PlayerStateClass: TSubdassOf< dass APlayerState >
+SpectatorClass: TSubdassOf< dass ASpectatorPann >
+bDelayedstart: bool
#bHandleDedicatedServerReplays: bool
+bPauseable: bool
+bStartPlayersAsSpectators: bool
+bUseSeamlessTravel: bool
+CurrentiD: int32

+Operation1()
+Operation2()
+Operation3(
+Operation4(

ULevel

HURL: FURL
+hctors: TTransArray <Actor*>

+Streamed.evelsOwningWorld: static TMap <FName, TW/eakObjectPtr <UWorld> >
+OwningWorld: UWorld™

APawn

+bUseControllrRotationPtch: bool
+bUseControlleRotation’a: bool
+bUseControllrRotationRol: bool
+bCanAffectiavigationGeneration: bool
blnputEnabled: bool

+BaseEyeteight: float

yer:
+AutoPossessAl: EAutoPossessAl
+AIControllerClass: TSubdassOf<AController>
+PlayerState: APlayerState™
+RemoteViewPitch: Lintd

HasthitBy: AController™

+Controller: AControler™

+AlowedYawError: float

#ControllnputVector: Flector
#LastControllnputVector: FVector
+Attrbute17

+Attribute18.

+Attribute19

Pucynoxk 4.1

+Possess(InPann: APann %)
HinPossess(): void
+Destroyed(): void

+Operations
+Operations 1
+Operation’(
+Operationd
+Operation3()
+Operation 10
+Operation11()

S<

b Y

tarted(): void
/ #HandeMatchlsWaitingToStart(): void
1| +0nRep_BapsedTime(): void

AGameState

+ElapsedTime: int32

+InactivePlayerArray: TArray< dass APlayerState * >
#MatchState: FName.

+PlayerArray: TArray< dass APlayerState * >
#PreviousMatchState: Fame
#TimerHandee_DefauitTimer: FTimerHandle
~GameModeClass: TSubdassOf<dlass AGameMode>
-AuthorityGameMode: dass AGameMode™

+AddPloyerstate(PayerState: APlayerstate %: void

+0efaultTimer(): void

+GetDefaultGameMode(): AGameMode *

#Hiandlel eavingMap(): void
#HandeatchHastnded(): void

#HandeMatchriasstar

+0nRep_GameModeGiass(): void
+OnRep_Matchstate(): void
+OnRep_SpectatorClass(): vwd
+RecelvedGameModeClass():
+ReceivedSpectatorClass(): wd
+RemovePlayerState(PlayerState: APlayerstate %): void

bool): void|
+ShouldShowGore(): void
+PostinitatzeComponents(): void

APlayerstate

AController

+bAttachToPawn: bool

+ControRotation: FRotator

+PlayerState: APlayerState *

+StartSpot: TWeakObjectPtr< dass AActor >
+StateName; Fiame
#TransformComponent: UsceneComponent *
Pawn: APawn®

~Score: fioat

-Ping: untg

Playerhame: FString
-OldName: FString
Playerld: int32
blsSpectator: bool
-bOnlySpectator: bool
blsABot: bool
-bHasBeenWelcomed: bool
-blsinactve:
-bFromPreviousLevel: bool
StartTime: bool

Tass: TSubdlassO!
“BxactPing: float
SavedNetworkAddress: FString
Uniqueld: FuniqueNetidRepl
~Sessionlame: FName

+AttachToPawn(InPaun: APawn ): void
+DetachFromPann(): void
+GetCharacter(): ACharacter *
+GetControlledPann(): APawn *
+etControlRotation(): FRotator
+etesrecRotaton): FRotator
+GetPann(): APann *
+GetilenTarget(): Adctor *
+K2_GetPann(: APann *

Flector &, &): void
+#GettiumanReadabieNiame(): Ftring
2. DestroyActor(): void
Wswmsm:mpmemso void
+Reset(): voif
foat, Tik : 8): void|
APlayerController

Player: Uplayer *
»Admaw\edgedPawn dass APawn®
-MyHUD: dass AHUI
wayerc.amaaManaqm dass APlayerCameraManager®
-PlayerCameraManagerClass: TSubdlassOf<dass APlayerCameraanager >
-bAutoManageActiveCameraTarget: bool
“TargetiienRotation: FRotator
-lendedTargetVienRotation: FRotator
-HiddenActors: TArray <dlass AActor*>
layeroput; cass Uplayerlut®

TArrav FAC

Dy : TMap<int32,
Pend\ngMapChangELedeames: TArray <FName>
-HitResultTraceDistance: float
ForceFeedbackValues: FForceFeedbackValues
Rotationlnput: FRotator

-InputYawScale: flot

-InputPitchScale: fioat

InputRolScale: float

— Jliarpama kmaciB

+Clentinitialze(C: AControler *%): void
Kmmopemes(/’byers&a.’e APlayerState %): void

+0nRep,_ bisinactive(): void

+0nRep_ Playeriiame): void

+0nRep_Score(): void

+0nRep_Unigueld(): void
+Overrideith(PlayerState: APlayerstate %): void
+RecalaulateA : void

varing():
+RegisterPlayerithSession(bWasFrominvite: bool): void
#SeamiessTravelTo(NewPlayerState: APlayerstate %): void
+SetPlayerName(S: const Ftring 8): void
#Setunigueld(InUnigueld: const TSharedPtr< FUniqueNetld > &): void|
+ShouldBroadCastielcomeessage(bExiting: bool): bool
HhregsterPlayeriithSession(): void
HpdatePing(InPing: float): void

Jliarpama kiaciB B JaHOMY BHUIIQJKy MPEACTABISIE COOOI0 3reHEPOBAHY

OCHOBHI KJIACH JIBMKKA ¥ TX OCHOBH1 METO/IH.

JBIDKKOM 1€papxito KiIaciB, Xoua i maieko He Bcix. Ha pucyHky 4.1 BimoOpaxeHo
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Hacamnepen cTBoproroun aiarpaMmy KiaciB OyJio B3sTO JUIIE OCHOBHI KJIAcH,

110 HaNpsIMy BIUIMBAIOTh HA cTaH irpoBoi ciienun — kiacu UWorld, UL evel,

Kontponepu neuxka — kiaacu APawn, AController, APlayerController;

Ta cran rpaBus Ta NIAKOHTPOJBHOI iomy kamepu — kiacu AGameMode,

AGameState, APlayerState.

4.3.2 Jliarpama mocJiioBHOCTi

=<filg=> z<filg==
LaunchWindows.cpp Launch.cpp

<<launch.cpp>=>
GEngineloop : FEnginelLoop

| |

| |

| |

1: WinMain() Jl_ :
|

|

. 2: EngineP relnit{ )

1.1: GuardedMain()

5: EngineExit()
|

5.1: Exit{)

6: ErrorLevel

. o
| |
| |

Pucynok 4.2 — Jliarpama mociiioBHOCTI

Ha pucynky 4.2 npeacTaBiena 3arajibHa Jiarpama mociiIoBHOCTI poooTH

BUKOPHUCTAHOTO B AJaHOoMY IpoekTi aBmkka Unreal Engine 4. IIpu 3amycky aBuxka

2.1: Prelnit()
2.2 ErrorLevel

e
i |
| 3: Enginelnit() :

3.1 Init()
3.2: ErrorLevel

{ ___________________________
I
I I
loop :
['GlsRequestingExit] :
I
4: EngineTick() :
4.1: Tick() ’Ei]
|
I
I
1
]
I
]
I
|
I
|
i

BinOyBaeThes iHimiami3amis pynkiii WinMain()(mpoTe ABMXOK Kpoc-

matdopmuuid Tox Ayt He Windows miargopm Toukoro Bxoay € (yHKIis main()

omnucaHa B BianmoBimHOMY daiini Taki sk LaunchLinux.cpp, LaunchMac.cpp,

TOIIO).
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[Ticns 3amycky JBUKKA BiIOyBa€eThCs HOTo iHiMiam3amis — QyHKIi

GuardedMain() Ta EnginePrelnit(). OcHoBHa po6oTa Bi0yBa€ThCs B PyHKIIIT

EngineTick(), 1o BigOyBa€eThCs 10 MOKK pOOOTA IBUKKA HE 3aBEPILIUTHCS

dynxuiero Exit().

4.3.3 Jliarpama KOMIIOHEHTIB

Engin=

Game Engine |

«winterface=
Engina

= Ut

Map

Game Conrent

Editor

Conf Files

i
GuUl

% Data Persistency

Graphics

: Logging System

: Math Library

Audio

Cettings

Metwnark

Pucynox 4.3 — Jliarpama KOMIIOHEHTIB

3mH. | Apk. Ne dokym. Midnuc \dama
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bepyuu yBary oOCSIKHICTh AJITOPUTMY AlarpaMy KOMIIOHEHTIB OyJ10 3p00IeHo
Ta MPEJCTABICHO y BUJI KOMIIOHEHTIB BChOT'O I'POBOrO JBUXKKA, a BCl YACTUHU
QIrOpUTMY Ha NpEJCTaBleHId Ha PUCYHKY 4.3 miarpamu Oyiu 1HKarcyJlibOBaHi B
KoMIIOHeHT1 “Graphics” — amke alropuTM € caMe HEBII €MHOI0 YacCTHHOIO
rpadiuHoi CKJIaJ0BOi CTUMYJIBOBAHOTO CBITY.

Cama > [JlarpaMa MnpeacTaBisie CcOOOK CYKYIHICTh YCIX KIHOYOBHX
KOMITIOHEHTIB IrPOBOTO JIBMKKa Ta 3ac00IB HEOOXUTHUX JJIsI BiIOOpaXKeHHS Ta
ctumyitoBanHs 3D ciieH MakcuManbHO HaOJIMKEHUX 70 peaibHOCTI. Cam JTBUKOK
OyB po30UTHIl Ha 3 TOJOBHUX IT1J1-KOMIIOHEHTA:

- Game Tools (3acobu rpu, HeOOX11H1 7151 pO3pOOJICHHS PIBHEH Ta CILIEH);

- Game Content (HamOBHEHHS TPU Ta ITPOBOTO PIBHS Taki K rpadivyHuim

iHTepdeiic, 10 HAA€ThCS TPaBIIIO, ay/110 HAIIOBHEHHS, TOIIIO);

- Game Utility (MOXJIMBUN JOJATKOBUM I1HCTPYMEHTapid, IO MOXKE 3HAT0OUTHCS

JIBWDKKY I pOOOTH, 11e MOXKYTh OyTH MaTeMaTH4H1 610J110TEKH, 3acO00U 30epeKeHHS

JTAaHUX, TOIIO)
4.3.4 Cnenudikanis pyHrkuiii

OckinbkH B po00Ti 1 B (DiHAIBHOMY IPOYKT1 KUTBKICTh KJIACIB JOBOJI1 BEJIHKA,
B JITAHOMY PO3A111 OyAyTh HaBeACHI OCHOBHI KJIacu Ta iX yHKIIii, TOBHUI CIIUCOK

OyJne HaBeJeHUH B TOAATKY A.
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Tabmuus 4.1 — Knacu nporpamu

Ha3sga kiacy

Binnosigae 3a

AmbientSound

[TocTiitHui1 3ByK Ha Ipyromy IuiaHi

CameraActor

Krac kamepu Ta Bce, 1110 BIH IHKAICYJII0€

GeometryCacheActor

BuBoauthk reomeTpudHi 00’ €KTH

GeometryCollectionActor

36epirae iH(oOpMAIlil0O MPO TECOMETPUUHI

00’€KTHU CLICHU

SkyLight

OcBitiieHHs BiJ HeOa, MPOMEH1 COHIIS

LevelBounds

Mexi iIrpoBOro piBHs/CLEHU

LevelSequenceActor

Knac 3 Meromamu aiis 3ammcy Bijeo Ta

KIHO-311IOMKH

DirectionalLight

Bun mxepena cBitiia — HanpaBJieHE CBITIIO

PointLight Bun mxepena CBiTIIa — TOYKOBE KEPETIO
SpotLight Bun mxepena cBiTIIA - TIPOKEKTOP
Pawn Kiac, mo iHKarncymatoe B co0i BCI METOIH
OB’sI3aHI 3 JaHMMM, 110 BBOJIMTH
KOPHCTYyBaY
Character Knac irpoBoro mepcoHaxy

SplineMeshActor

Kmac, mo iHkamcymoe B cobi  Bci

TPHOXBUMIPHI ~ 00’€KTH  HE3BUYANHOI

dbopmu
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BucHoBoK 10 po3ainy

B nanomy pozauni 6yno po3riisitHyTO Iporpamu, Ta MOBU NMPOTpaMyBaHHS, 3a
JOTIOMOTOI0  IKUX OyJi0 peani3oBaHO MporpaMHuUM MNPOAYKT. Takox Oynu
MeperyisiHyTl YMOBH Ta BUMOTH JIJIi KOPEKTHOT POOOTH MPOAYKTY — MOSICHEHO YOMY
BHUCYBAIOThCSl CaMe€ Taki BUMOTM Ta HaBEJEHI TMOSCHEHHsS W00 OOpaHux
TEXHOJIOT1H.

B mig-po3auni apxiTekTypa mporpamMHoro 3a0e3nedeHHs Oyiau HaBejceHI
KJIFOUOB1 KJIACH IFPOBOTO JIBMXKKA, MPOSICHEHO, YOMY BHKOPHCTOBYBAJIUCH JCSKI
kimacu. Takox Oynu po3ryisiHEHI Ta MOOyJ0BaH1 JiarpaMu IOCHITOBHOCTEH Ta
KOMITOHEHTIB. B 000X 3a3HadueHuX jaiarpamMax BUKOPHUCTOBYBAJIUCH IMOCIIIIOBHOCT1
Ta KOMITIOHEHTH CaMOT0 I'POBOTO JIBMXKKA, a HE CIIEIIU(IIHO aIrOPUTMY TpaCyBaHHS
CBITJIOBUX IPOMEHIB, ajke BiH OyB BOyZOBaHHI Oe3rmocepeiHbO B CAMHIl IrpOBHIA

JIBAYKOK.

3MH.
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5 TEXHOJIOI'TYHMIA PO3ILI

5.1 KepiBHUIITBO KOpHCTYyBa4Ya

bepyun no yeary cneuu@iky OpoeKTy Ta BIICYTHOCTI eKpaHHUX (opM B

JaHOMY po3Aull OyAyTh MpEJCTaBi€HI 3HIMKM €KpaHy pO3pOOJIEHOrO IrpoOBOrO

piBHA. KepiBHUIITBO KOpucCTyBaya sIK Take Oyze JOBOJI MPOCTUM, aIKE €JHHHM

cnoci0 KopHMcTyBaua BIUIMBAaTH HAa PO3POOJIEHHUI MPOIYKT — 1€ NEPEeMIIEHHIM

IrpoBoOi KaMepHu. [[71s1 3amycKy MpoeKTy KOpUCcTyBauy HEOOX1THO MOTro 3alyCTUTH 32

J0TIOMOT 010 CKOH(pirypoBaHoro Qaitny 3amycky RealisticRendering.exe.

Pucynok 5.1 — CtapToBa mo3uiiist rpaBIis Micis 3aMyCKy MPOEKTY

Hapami micns 3aBaHTaXeHHsI PIBHS KOPHCTYBad MOJKE IMEPEMIIIaTH IrpOBY

KaMmepy 3a JOTIOMOTOIO KJIABIII:

- “W” nns pyxy BIepen;

€¢ 99

s” I pyXy Haszam,

[P

- “d” pns pyxy BOpaso.

a” nis pyxy BIiBO;

3MiHa KyTa KaMepH 3A1MCHIOETHCS 3a JT0IOMOTOK MUIIII.

3MH.
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Ham OyayTh mpeAcTaBi€Hl PHUCYHKM — 3HIMKM PIBHA M PI3HUMHU

paKypcamu.

' ‘

~ h'

TR by
S{u]m|

Pucynok 5.3 — 3HIMOK 3 cepeIMHU CIIEHU

ApPK.
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Pucynok 5.5 — 3HIMOK 3 cepeiuHu CIIeHU
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5.2 BunpoOyBaHHSI IPOrPAMHOI0 MPOAYKTY

['0710BHOIO METOIO IPOEKTY BBAXKAJIOCS JOCSITHEHHS MaKCUMAJIbHO YITKOI Ta
peanicTUYHOro 300pa)KeHHs, 3aCTOCOBYIOUM MPU LBOMY MIHIMAQJIbHY KUIBKICTh
pecypciB. Came B pecypco-3aTpaTHOCTI 1 0yJie MoisraT TECTYBaHHS PO3POOIEHOTO
npoaykTy. IIpoTe OCKIIbKM KIHIEBOMY KOPUCTYBauy HE BaXKIMBUN (DAaKT 3aTpaTu
pecypciB, a TUIbKM SIKICTb Ta IUIABHICTh OTPUMAHOTO 300paykeHHS — OyIemMo
BpaxoByBaTH 1 11eH (paxT. Sk Mipa MIaBHOCTI 300pakeHHsI 0y/1e BAKOPUCTOBYBATHUCS
BennunHa “Kajapu 3a cexkyHy” — MakCUMajlbHa KUIbKICTh MOXIJIHMBUX O0OpOOIEHB
yCiX TIKCeNe eKkpaHy 3a ceKyHay. Y kKiHeMarorpadi 3a cTaHIapT BBaKaeThcs 24
KaJIpy 3a CEKYHY, Y PO3pOOIIi K Irop 3aBKJI1 HAMaraloThCsl IOCATHYTH PE3yJIbTaTy
30 xaapiB Ta BUIIE — CaMy TaKy BEJIMYMHY MU W BI3bMEMO 32 PEKOMEHOBaHY i

IPOBIPUMO, YA MOXKE AJITOPUTM JOCITHYTH Oa)KaHOTO PE3yJIbTATY.
5.2.1 Meta BUnpodyBaHb

Metoro BUNPOOYBaHb SBISETHCS IEpPEBIpKa BIAMOBITHOCTI (QyHKIIIH

KOMIUJIEKCY 3a/1a4 TpaCyBaHHS CBITJIOBHX ITPOMEHIB BUMOTAM TEXHIYHOT'O 3aBAaHHSI.
5.2.2 3arajibHi NOJ10KeHHS

BunpoOyBaHHS TPOBOISITECSA HA OCHOB1 HACTYITHUX JIOKYMEHTIB:

— T'OCT 34.603-92. Iudopmariitna TtexHonorii. Bumum BumpoOyBaHb
aBTOMATU30BaHUX CUCTEM;
— I'OCT P 50-34.698-90. ABTromaTh30BaHI CHUCTEMH BHMOT JI0 3MICTY

JIOKYMEHTIB.

ApPK.
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5.2.3 Pe3yibTaTl BUNIPOOYBAHb

Tabmuus 5.1 — 3amyck cucreMu

Mera Tecty

IlepeBipka ¢pyHkuii «3anyck cucreMm»

IToyaTkoBuMii cTaH MOJENL

IIpoeKT 3aKpuTHii

Bximai mani:

HasiBuuit mpoexT, aitn 3amycky

CxeMa npoBeJIEHHS TECTY:

3amyctutu (aiin koHpiryparii

RealisticRendering.exe.

OuikyBaHUM pe3yNbTaT:

[Ipoext 3amyckaerbcs. [loMuiikum Ta cuUCTeMHI

MOBIJIOMJICHHS BIICYTHI.

CraH MoJieml IiciIs

IIPOBEJICHHS BUTIPOOYBaHb:

HOBi)IOMJ'IeHHSI I1po cTapT 3aBaHTaXKCHH

I'pOBOTO PiBHSI.

Tabmums 5.2 — Yac 3ammycky IpoeKTy

Merta Tecty

IlepeBipka yacy 3amycKy NpoeKTy

[TouaTkoBHMii cTaH MOJIENI

[IpoexT Bimpasy micist Horo 3amycKy

Bxigai gaui:

HasiBHuii mpoexT, Qaiin 3amycky

Cxema npoBeIeHHS TECTY:

3amyctutu (aiin koHpiryparii
RealisticRendering.exe. 3auexatu 10 MOMEHTY

B1JIOOpa)KCHHS CIICHM.

OuikyBaHU# pe3yNbTaT:

KopektHe BimoOpakeHHs irpoBoi crenun. Yac
3aBaHTAKCHHS HE TEPEBUINYE 5 XBWIHWH IPHU
BUKOPHCTaHHI PEKOMEHIOBAHOTO arapaTHOTO

3a0€e3IeYeHHS.

Cra" MoJesl micis

POBEACHHS BUIPOOYBAHB:

3aBaHTaXeHA IrpoBa CIieHa.

3MH.

ApK. Ne dokym.
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Ta6muus 5.3 — [lepeBipka Ha HasBHICTh rpadiuyanx apredaxTiB[8](mommIoK)

Mera Tecry

IlepeBipka ¢pyHkuii «Budopy Jgikaps »

IToyaTkoBuMii cCTaH MOJENL

3aBaHTa)keHa IrpoBa ClieHa

Bximai mani:

CxeMa npoBeIEHHS TECTY:

[lepeBipka BpyuHy, UM HasABHI B CUMYJIALT CHUEHU

MOMMJIOK IPpa(iyHOro MPOIecopy — YU HasIBHI B

CLEH1 TaK 3BaHi rpadiuHi apTedakTu

OuikyBaHUM pe3yNbTaT:

BincythicTb rpadiunux apredakTis

Crad MoJeml IiciIs

IIPOBEJICHHS BUTIPOOYBaHb:

KopekTHo BimoOpakeHa irpoBa ciieHa

Tabmums 5.4 — [lepeBipka KOHTpOJIEpa JIBHKKA Ta KaMepH

Merta Tecty

IlepeBipka ¢pynkuii « KoHTpPOIbL KaMepn»

[TouaTkoBHMii cTaH MOJENI

KopekTHo BimoOpaxeHa irpoBa clieHa

Bxigai gaui:

Cxema npoBeJICHHS TECTY:

[To 4ep3i HATUCHYTH KHOIIKU “W”, “a

99 €69 ¢

OuikyBaHUH pe3ysIbTaT:

3MIIY€ETHCS BIJIMTOBITHO:
— Ilpu HaTucKy “w” BHepen;

(Y92

[Ipu HaTucky “‘s” Ha3ax;

[P 2]

[Tpu HaTtHCKy “a” BIIBO;

[Tpu Hatucky “d” Bmpaso.

[Ticns HAaTHCKY Ha BIAMOBIAHY KHOMNKY Kamepa

CraH Mo1€e ITiciis

MIPOBEJICHHS BUITPOOYBAHB:

KopekTtHo BimoOpakeHa irpoBa crieHa

3MH.
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Tabmuus 5.5 — IlepeBipka 3MiHH KyTa KaMepH

Mera Tecry

IlepeBipka ¢pyHkuii «OuiHMTH JiKaps»

IToyaTkoBuMii cCTaH MOJENL

KopekTHo BinoOpakeHa irpoBa ciieHa

Bximai mani:

CxeMa npoBeIEHHS TECTY:

Pyx mMuI11010 B pi3HHX HampsiMax

OuikyBaHUM pe3ysbTaT:

Kamepa B clieHi 3MIHIOE KYT OISy BiJIMOBITHO

710 pyXy MHIII

Crad Mozedl Iicis

POBEJICHHS BUTIPOOYBaHb:

KopekTHo BiioOpakeHa irpoBa ciieHa

Tabnuus 5.6 — [lepeBipka KaapoBOi 4YaCTOTH MPHU BIIKIIOYEHOMY aJITOPUTMI

TpacyBaHHS MPOMEHIB

Merta Tecty

IlepeBipka KaapoBOi 4YACTOTH

[TouaTkoBHMii cTaH MOJIENI

KopekTHo BimoOpaxeHa irpoBa clieHa

BxinHi gaui:

Cxema npoBeJICHHS TECTY:

Beectu xomanay r.GPUStatsEnabled, pyxaTucs

10 PIBHIO, 3aMIPSIOYH KaJIPOBY YaCTOTY

OuikyBaHUM pe3yIbTaT:

YacroTa kaapis nepedyBae Ha piBHI 90 abo BuIIe

BIIPOJIOBK BCi€T cecil

CraH MoJed ITiciIs

IPOBEAECHHS BUIPOOYBAHB:

KopekTHo BimoOpaskeHa irpoBa ciieHa

3mH. | Apk. Ne dokym. Midnuc \dama
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Tabmuus 5.7 — IlepeBipka KaapoBOi 4aCTOTU MPU YBIMKHEHOMY aJICOPUTMI

TpacyBaHHsSI IPOMEHIB, 3 TapaMeTPOM BITOUTTS 1

Mera Tecrty IlepeBipka KagpoBoOI 4aCTOTH

[ToyaTkoBuii cTan Mozeni KopekTHo BimoOpaxeHa irpoBa clieHa

Bximai mani:

Cxema npoBeJIEHHS TECTY: Beectu xomanay r.GPUStatsEnabled, pyxaTucs

10 PIBHIO, 3aMIPSIOUN KaJIPOBY YaCTOTY

OuikyBaHUM pe3ysbTaT: UYacroTa kaapis nepedyBae Ha piBHi 30 abo Buile

BIIPOJIOBIK BCI€T cecil

Cran moaeni micins KopekTHo BijoOpaxeHa irpoBa clieHa

IIPOBEJICHHS BUTIPOOYBaHb:

Tabmums 5.8 — IlepeBipka KaJpoBOi 4acTOTH NPH YBIMKHEHOMY aJlTOPUTMI

TpacyBaHHS MPOMEHIB, 3 MApaMEeTPOM BITOUTTS 2

Merta Tecty IlepeBipka KaapoBOi 4YACTOTH

[TouaTkoBHMii cTaH MOJENI KopekTHo BimoOpaxeHa irpoBa clieHa

Bxigai naui:

CxeMa npoBeJICHHS TECTY: Beectu xomanay r.GPUStatsEnabled, pyxaTucs

10 PIBHIO, 3aMIPSIOYH KaJIPOBY YaCTOTY

OuikyBaHU# pe3yNbTaT: Yactora kaapis nepedyBae Ha piBHi 30 abo BuIIe

BIIPOJIOBIK BCi€T cecil

Cran mozen mmicis KopekTHo BimoOpaxeHa irpoBa clieHa

IPOBEAECHHS BUIPOOYBAHB:

ApPK.
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BucHoBoK 10 po3ainy

B nanomy po3znini Oyno po3riasiHyTO A€TalbHY KOPUCTYBALbKY IHCTPYKIIIIO 3
BUKOPHUCTaHHS PO3pOOJIEHOr0 IrPOBOTO PIBHS, MOKJIUBI CIIOCOOM BUKOPHCTAHHS
CLUEHU Ta METPHUKH, 10 OyJM BUKOPHUCTAHI ISl 3aMIpy BIANOBITHOCTI MPOEKTY
MpPEICTaBIEHUM BUMOTaM.

bynu HanucaHi BapiaHTH TECTYBaHHS CHCTEMHM Ta 3HaWJIEHI MOXJIMBI
Bpa3JuBI TOYKU CUCTEMH — JIJISl TAKMX TOYOK OyJiM HamMcaHi BapiaHTU T€CTYBaHHS
Ta CIIMCOK MOXJIMBUX pe3ynbTaTiB. Takox Oyso MpoBe/ieHe TeCTyBaHHS HAMOUTbII
BAXUIMBUX (DYHKIIIOHATBHUX Ta TEXHIYHUX XapaKTEPUCTUK CUCTEMU Ta MPOBEACHUIM

aHaJji3 pecypco-3aTpaHOCT] CUCTEMH.

ApPK.
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3AT'AJIbHI BUCHOBKH

B nanomy numninoMHOMY MPOEKTi OyJIO pO3TIISIHYTO pOOOTY alrOpUTMY
TPAacCyBaHHs CBITJIOBUX MPOMEHIB B pEaJbHOMY 4Yacli — B OCHOBHOMY Jisi
chepu KOMII'IOTEPHUX 1rop, MPOTe B X011 poOOTH OyiM MPUBENEHI 1 JesKi
OpUKIaad poOOTH KiHeMaTorpady 3 BUIIE3raaHUM ajJrOPUTMOM. 3arajioM,
Oynau HaBeJEeHl MPUKIAAU POOOTH OOPOOHMKIB TPHOX-BUMIPHUX CIIEH B
CYy4YacCHOCTI Ta MOPIBHSAHO iX poOOTYy 3 po3poOJeHUM anropuTMoM. Takox
Oynu mpuBeeH] apryMeHTH Ta OyJI0 HaTJIsTHO IPOAEMOHCTPOBaHI IepeBaru
TpacyBaHHS TPOMEHIB B pEaJIbHOMY dYaci JJjisi 0OpoOKH 300pakeHb Ta
e(eKTIB MOBEPXOHb.

B nosicHroBanpHii 3anuciil 0yJi0 TaKOX OOTPYHTOBAHO aKTYaJIbHICTh
METOJly B cCyyacHId cdepi Ta MOXIMBI TOYKH 3aCTOCYBAHHS, €
BUKOPHUCTAHHS aJTOPUTMY BIUIMHE Ha 1HAYCTPirO HaWOLIbIIIE.

MoxnuBO caMe€ TpacyBaHHS IPOMEHIB IOBHICTIO 3MIHHUTH CBIT
KOMIT'IOTepHOI Trpadikud, TOMy s BHOpaB camMe Taky TeMy JUILIOMHOTO
IIPOEKTY — JIJISl MOKJIMBOTO TOKPAIIEHHS Ta KPaIOro pO3yMIHHS OCTaHHIX
TEXHOJIOTIH 11 OOpOOKHM TphOX-BUMIpHUX cIreH. s po3poOku OyB
obpanuii gBrkok Unreal Engine 4, ampke came B HbOMY 3’ IBHJIACH IATPUMKA
TpacyBaJIbHUKIB BIEPIIE 1 3 TUX MIP JABUKOK € MOHEPOM B IMIUIEMEHTAIIi1
OMHMCAHUX TEXHOJIOTi. He ocTaHHBOIO MPUUYMHOIO € K T, MO0 KOJ ABUKKY
3HAaXOJUThCSI B BUIBHOMY JIOCTYIIl, TOX sl BBa)Kal0 caMe 3aBASKU HbOMY
IrpOBi PO3POOHUKU OYIyTh pyXaTH Ta PO3BUBATH KOMIT IOTEPHY Ipadiky B

BUI1 IIOBHOT CUMVJIALII. TOOTO ThaCVYBAHHS IIDOMEHIB. BIIEDEL.
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HEPEJIIK IIOCUJIAHDb

1. Konmeniis Tpbox-BUMipHOTo CcBiTY [ENexTpoHHuUit pecypc]:

http://computer-graphics.narod.ru/3d.html

2. Ilomironu, ckiazoBl KOXHOI TpPbOX-BUMIpHOI cumyisuii [EnextpoHHui

pecypc]: https://www.javatpoint.com/computer-graphics-polygon

3. BuznaueHnus — IrpoBHiA JIBHYKOK [EnexkTpoHHUi pecypc]:

https://unity3d.com/what-is-a-game-engine

4. Windows OS [Enektponnuii pecypc]: https://www.microsoft.com/uk-

ua/windows

Unreal [Enextponnuii pecypc]: https://www.unrealengine.com

Visual Studio [Enextponnwuii pecypc]: https://visualstudio.microsoft.com

c++ [Enextponnuii pecypc]: http://www.cplusplus.com

© N o o

I'padiuni  apredaktn -  BusHaueHHs  [Enexrponnuii  pecypc]:

https://en.wikipedia.org/wiki/Digital artifact

9. Ray tracing as a method to produce realistic images [Enextponuuii pecypc]:

https://www.cs.utah.edu/~shirley/books/fcq2/rt.pdf

10. Ray Tracing Algorithms — Theory and Practice [EnextponHuii pecypc]:
https://www.researchgate.net/publication/230583216 Ray Tracing Algorith

ms - Theory and Practice

11. Ray Tracing: Graphics for the Masses [EnektponHmii pecypc]:

https://www.cs.unc.edu/~rademach/xroads-RT/RTarticle.html#color

12. An Improved Illumination Model for Shaded Display [Enexrponnuii

pecypc]: http://artis.imag.fr/Members/David.Roger/whitted.pdf

13. An  Introduction to Ray Tracing [Emektponnmii  pecypc]:

http://www.realtimerendering.com/raytracing/ An-Introduction-to-Ray-

Tracing-The-Morgan-Kaufmann-Series-in-Computer-Graphics-.pdf

14. What is ray tracing, and how does it differ from game to game?

[Enextponnuii pecypc]: https://www.pcgamer.com/what-is-ray-tracing/
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15. UML diagrams in Unreal Engine [Enektponnuii  pecypcl:
https://wiki.unrealengine.com/index.php?title=UML

16. Class  Hierarchy in  Unreal Engine [EnektponHuii  pecypc]:

https://api.unrealengine.com/INT/API/ClassHierarchy/index.html

17. Real-Time Ray Tracing - An overview of Ray Tracing in Unreal Engine 4

[EnexTpoHHwMIA pecypcl: https://docs.unrealengine.com/en-

US/Engine/Rendering/RayTracing/index.html

18. Path Tracer - An overview of the Path Tracer in Unreal Engine 4.

[EnexTpoHHwMiA pecypcl: https://docs.unrealengine.com/en-

US/Engine/Rendering/RayTracing/PathTracer/index.html

19. Tpaccupoka ayueit Ha GPU B Unity [Enexrtponnuii pecypc]:
https://habr.com/ru/post/355018/

20. Why do so many video games have an aversion to using working mirrors in

their environments? [Enexkrponnunii pecypc]: https://www.quora.com/Why-

do-so-many-video-games-have-an-aversion-to-using-working-mirrors-in-

their-environments
21. The NVIDIA Turing GPU Architecture Deep Dive: Prelude to GeForce RTX

[Enektponnuii pecypc]: https://www.anandtech.com/show/13282/nvidia-

turing-architecture-deep-dive/3
22. The NVIDIA GeForce RTX 2080 Ti & RTX 2080 Founders Edition Review:

Foundations For A Ray Traced Future [EnexrpoHHuii pecypcl:

https://www.anandtech.com/show/13346/the-nvidia-geforce-rtx-2080-ti-and-

2080-founders-edition-review/3
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Tpacysannus npomenie 6 peaibHOMYy 4aci 0131 KOMN IOMEPHUX 20D

JloaaTok A

Texcmu npocpammnozo Kooy

(HaitmenyBaHHs mporpamu (JOKYMEHTA))

DVD-R

(Bun HOCISI maHuX)

39 apx, 271 Ko

(O6csr mporpamu (IOKyMeHTa) , apk.,) KO)

Kuis — 2019 poky
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JlictuHr nporpamu Oyjie npuBeieHo B .cpp daiinax Ha moBi C++. B nonatky

OynyTh TpUBEICHI BHUKIIOYHO (aitin 3 Oe3mocepeHbOI0  IMIJIEMEHTAIIEIO

ANIrOpPUTMY a HE 3arajibHi ¢ailiam, o0 HECTH TUIBKM peJeBaHTHY 1H(QOpMaliio B

1IbOMY J0JIaTKYy.

1. RayTracingDebug.cpp

// Copyright 1998-2019 Epic Games, Inc. All Rights Reserved.
#include "RHI.h"
#if RHI_RAYTRACING

#include "DeferredShadingRenderer.h"
#include "GlobalShader.h"

#include "SceneRenderTargets.h"
#include "RenderGraphBuilder.h"
#include "SceneUtils.h"

#include "RayTracingDebugDefinitions.h"

#define LOCTEXT_NAMESPACE "RayTracingDebugVisualizationMenuCommands"
DECLARE_GPU_STAT(RayTracingDebug);

class FRayTracingDebugRGS : public FGlobalShader

{
DECLARE_GLOBAL_SHADER(FRayTracingDebugRGS)
SHADER_USE_ROOT_PARAMETER_STRUCT (FRayTracingDebugRGS, FGlobalShader)

BEGIN_SHADER_PARAMETER_STRUCT(FParameters, )
SHADER_PARAMETER (uint32, VisualizationMode)
SHADER_PARAMETER_SRV(RaytracingAccelerationStructure, TLAS)
SHADER_PARAMETER_RDG_TEXTURE_UAV(RWTexture2D<float4>, Output)
SHADER_PARAMETER_STRUCT_REF(FViewUniformShaderParameters,
ViewUniformBuffer)
END_SHADER_PARAMETER_STRUCT()

static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&
Parameters)

{

}
}s
IMPLEMENT _GLOBAL_SHADER (FRayTracingDebugRGS,
"/Engine/Private/RayTracing/RayTracingDebug.usf", "RayTracingDebugMainRGS", SF_RayGen);

return ShouldCompileRayTracingShadersForProject(Parameters.Platform);

class FRayTracingDebugMS : public FGlobalShader
{

DECLARE_SHADER_TYPE (FRayTracingDebugMS, Global);
public:

static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&
Parameters)

{
}

FRayTracingDebugMS() = default;

return ShouldCompileRayTracingShadersForProject(Parameters.Platform);
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FRayTracingDebugMS(const ShaderMetaType::CompiledShaderInitializerType&
Initializer)
FGlobalShader(Initializer)

{}
}s

IMPLEMENT_SHADER_TYPE(, FRayTracingDebugMs,
TEXT("/Engine/Private/RayTracing/RayTracingDebug.usf"), TEXT("RayTracingDebugMainMS"),
SF_RayMiss);

class FRayTracingDebugCHS : public FGlobalShader

{
DECLARE_SHADER_TYPE (FRayTracingDebugCHS, Global);

public:

static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&
Parameters)

{
}

FRayTracingDebugCHS() = default;
FRayTracingDebugCHS (const ShaderMetaType::CompiledShaderInitializerType&
Initializer)

return ShouldCompileRayTracingShadersForProject(Parameters.Platform);

FGlobalShader(Initializer)
{}
¥

// Dummy shader permutations to test hit group API

IMPLEMENT_SHADER_TYPE(, FRayTracingDebugCHS,
TEXT("/Engine/Private/RayTracing/RayTracingDebug.usf"), TEXT("RayTracingDebugMainCHS"),
SF_RayHitGroup);

void FDeferredShadingSceneRenderer::PrepareRayTracingDebug(const FViewInfo& View,
TArray<FRayTracingShaderRHIParamRef>& OutRayGenShaders)

{
// Declare all RayGen shaders that require material closest hit shaders to be
bound
auto RayGenShader = View.ShaderMap->GetShader<FRayTracingDebugRGS>();
OutRayGenShaders.Add(RayGenShader->GetRayTracingShader());
}

void FDeferredShadingSceneRenderer::RenderRayTracingDebug(FRHICommandListImmediate&
RHICmdList, const FViewInfo& View)
{

static TMap<FName, uint32> RayTracingDebugVisualizationModes;

if (RayTracingDebugVisualizationModes.Num() == @)

{
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("Radiance",
"Radiance").ToString()),
RAY_TRACING_DEBUG_VIZ_RADIANCE);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("World Normal",
"World Normal").ToString()),
RAY_TRACING_DEBUG_VIZ_WORLD NORMAL);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("BaseColor",
"BaseColor").ToString()),
RAY_TRACING DEBUG_VIZ BASE_COLOR);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("DiffuseColor",
"DiffuseColor").ToString()),
RAY_TRACING DEBUG_VIZ_DIFFUSE_COLOR);
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RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("SpecularColor",
"SpecularColor").ToString()),
RAY_TRACING DEBUG_VIZ_ SPECULAR_COLOR);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("Opacity",
"Opacity").ToString()),
RAY_TRACING_DEBUG_VIZ_OPACITY);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("Metallic",
"Metallic").ToString()),
RAY_TRACING_DEBUG_VIZ_METALLIC);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("Specular",
"Specular").ToString()),
RAY_TRACING_DEBUG_VIZ_SPECULAR);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("Roughness",
"Roughness").ToString()),
RAY_TRACING_DEBUG_VIZ_ROUGHNESS);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("Ior",
"Ior").ToString()),
RAY_TRACING_DEBUG_VIZ_IOR);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("ShadingModelID",
"ShadingModelID").ToString()),
RAY_TRACING DEBUG_VIZ_SHADING_MODEL);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("BlendingMode",
"BlendingMode").ToString()),
RAY_TRACING DEBUG_VIZ_BLENDING_MODE);

RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("PrimitivelLightingChannel
Mask™, "PrimitivelLightingChannelMask™).ToString()),
RAY_TRACING DEBUG_VIZ_LIGHTING_CHANNEL_ MASK);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("CustomData",
"CustomData").ToString()),
RAY_TRACING DEBUG_VIZ_CUSTOM_DATA);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("GBufferA0",
"GBufferA0").ToString()),
RAY_TRACING DEBUG_VIZ_GBUFFER_AO);

RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("IndirectIrradiance”,
"IndirectIrradiance").ToString()),
RAY_TRACING DEBUG_VIZ_INDIRECT IRRADIANCE);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("World Position",
"World Position").ToString()),
RAY_TRACING_DEBUG_VIZ_WORLD_POSITION);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("HitKind",
"HitKind").ToString()),
RAY_TRACING_DEBUG_VIZ_ HITKIND);
RayTracingDebugVisualizationModes.Emplace(FName(*LOCTEXT("Barycentrics",
"Barycentrics").ToString()),
RAY_TRACING DEBUG_VIZ_BARYCENTRICS);

}

uint32 DebugVisualizationMode =
RayTracingDebugVisualizationModes.FindRef (View.CurrentRayTracingDebugVisualizationMode);

if (DebugVisualizationMode == RAY_TRACING_DEBUG_VIZ_BARYCENTRICS)
{

}

FSceneRenderTargets& SceneContext = FSceneRenderTargets::Get(RHICmdList);

return RenderRayTracingBarycentrics(RHICmdList, View);

FRDGBuilder GraphBuilder(RHICmdList);

TShaderMap<FGlobalShaderType>* ShaderMap = GetGlobalShaderMap(FeaturelLevel);
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auto RayGenShader = ShaderMap->GetShader<FRayTracingDebugRGS>();
auto ClosestHitShader = ShaderMap->GetShader<FRayTracingDebugCHS>();
auto MissShader = ShaderMap->GetShader<FRayTracingDebugMS>();

FRHIRayTracingPipelineState* Pipeline = View.RayTracingMaterialPipeline;

FRayTracingSceneRHIParamRef RayTracingSceneRHI =
View.RayTracingScene.RayTracingSceneRHI;

FRayTracingDebugRGS: : FParameters* RayGenParameters =
GraphBuilder.AllocParameters<FRayTracingDebugRGS: : FParameters>();

RayGenParameters->VisualizationMode = DebugVisualizationMode;

RayGenParameters->TLAS = RayTracingSceneRHI->GetShaderResourceView();

RayGenParameters->ViewUniformBuffer = View.ViewUniformBuffer;

RayGenParameters->Output =
GraphBuilder.CreateUAV(GraphBuilder.RegisterExternalTexture(SceneContext.GetSceneColor())
)

FIntRect ViewRect = View.ViewRect;

GraphBuilder.AddPass(
RDG_EVENT_NAME( "RayTracingDebug"),
RayGenParameters,
ERenderGraphPassFlags: :Compute,
[this, RayGenParameters, RayGenShader, &SceneContext, RayTracingSceneRHI,
Pipeline, ViewRect](FRHICommandList& RHICmdList)

SCOPED_GPU_STAT(RHICmdList, RayTracingDebug);

FRayTracingShaderBindingsWriter GlobalResources;
SetShaderParameters(GlobalResources, RayGenShader, *RayGenParameters);

RHICmdList.RayTraceDispatch(Pipeline, RayGenShader->GetRayTracingShader(),
RayTracingSceneRHI, GlobalResources, ViewRect.Size().X, ViewRect.Size().Y);

1)

GraphBuilder.Execute();
}

#undef LOCTEXT_NAMESPACE
#tendif

2. RayTracingDeferredMaterials.cpp// copyright 1998-2019 Epic Games, Inc. All
Rights Reserved.

#include "RayTracingDeferredMaterials.h"
#include "RHIDefinitions.h"

#include "RenderCore.h"

#include "GlobalShader.h"

#include "ShaderParameterStruct.h"
#include "RenderGraphUtils.h"

#include "DeferredShadingRenderer.h"
#include "PipelineStateCache.h"

#if RHI_RAYTRACING

class FRayTracingDeferredMaterialCHS : public FGlobalShader

{
DECLARE_GLOBAL_SHADER(FRayTracingDeferredMaterialCHS)
SHADER_USE_ROOT_PARAMETER_STRUCT (FRayTracingDeferredMaterialCHS, FGlobalShader)

static bool ShouldCompilePermutation(const
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FGlobalShaderPermutationParameters& Parameters)

{
}

return ShouldCompileRayTracingShadersForProject(Parameters.Platform);

using FParameters = FEmptyShaderParameters;

}s

class FRayTracingDeferredMaterialMS : public FGlobalShader

{
DECLARE_GLOBAL_SHADER(FRayTracingDeferredMaterialMs)

SHADER_USE_ROOT_PARAMETER_STRUCT (FRayTracingDeferredMaterialMS, FGlobalShader)

static bool ShouldCompilePermutation(const
FGlobalShaderPermutationParameters& Parameters)

{
}

return ShouldCompileRayTracingShadersForProject(Parameters.Platform);

using FParameters = FEmptyShaderParameters;

}s

IMPLEMENT_GLOBAL_SHADER(FRayTracingDeferredMaterialCHS,
"/Engine/Private/RayTracing/RayTracingDeferredMaterials.usf", "DeferredMaterialCHS",
SF_RayHitGroup);

IMPLEMENT_GLOBAL_SHADER(FRayTracingDeferredMaterialMs,
"/Engine/Private/RayTracing/RayTracingDeferredMaterials.usf", "DeferredMaterialMsS",
SF_RayMiss);

FRHIRayTracingPipelineState*
FDeferredShadingSceneRenderer: :BindRayTracingDeferredMaterialGatherPipeline (FRHICommandLi
st& RHICmdList, const FViewInfo& View, FRayTracingShaderRHIParamRef RayGenShader)

{
SCOPE_CYCLE_COUNTER(STAT_BindRayTracingPipeline);

FRayTracingPipelineStateInitializer Initializer;

FRayTracingShaderRHIParamRef RayGenShaderTable[] = { RayGenShader };
Initializer.SetRayGenShaderTable(RayGenShaderTable);

auto MissShader = View.ShaderMap->GetShader<FRayTracingDeferredMaterialMs>();

FRayTracingShaderRHIParamRef MissShaderTable[] = { MissShader-
>GetRayTracingShader() };

Initializer.SetMissShaderTable(MissShaderTable);

Initializer.MaxPayloadSizeInBytes = 12; // sizeof FDeferredMaterialPayload

// Get the ray tracing materials

auto ClosestHitShader = View.ShaderMap-
>GetShader<FRayTracingDeferredMaterialCHS>();

FRayTracingShaderRHIParamRef HitShaderTable[] = { ClosestHitShader-
>GetRayTracingShader() };

Initializer.SetHitGroupTable(HitShaderTable);

FRHIRayTracingPipelineState* PipelineState =
PipelineStateCache: :GetAndOrCreateRayTracingPipelineState(Initializer);

const FViewInfo& ReferenceView = Views[O];

for (const FVisibleRayTracingMeshCommand VisibleMeshCommand :
ReferenceView.VisibleRayTracingMeshCommands)

{

const FRayTracingMeshCommand& MeshCommand =
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*VisibleMeshCommand.RayTracingMeshCommand;

const uint32 HitGroupIndex = @; // Force the default CHS to be used on all
geometry

const uint32 ShaderSlot = @; // Multiple shader slots can be used for
different ray types. Slot @ is the primary material slot.
const uint32 MaterialIndexInUserData = MeshCommand.MaterialShaderIndex;
RHICmdList.SetRayTracingHitGroup(
View.RayTracingScene.RayTracingSceneRHI,
VisibleMeshCommand.InstanceIndex,
MeshCommand . GeometrySegmentIndex,
ShaderSlot,
PipelineState,
HitGroupIndex,
0,
nullptr,
MaterialIndexInUserData);

}

return PipelineState;

}

class FMaterialSortCS : public FGlobalShader

{
DECLARE_GLOBAL_SHADER(FMaterialSortCS);

SHADER_USE_PARAMETER_STRUCT(FMaterialSortCS, FGlobalShader);
class FSortSize : SHADER_PERMUTATION_INT("DIM_SORT_SIZE", 5);
using FPermutationDomain = TShaderPermutationDomain<FSortSize>;
BEGIN_SHADER_PARAMETER_STRUCT(FParameters, )
SHADER_PARAMETER(int, NumTotalEntries)
SHADER_PARAMETER_RDG_BUFFER_UAV(StructuredBuffer<FDeferredMaterialPayload>,
MaterialBuffer)
END_SHADER_PARAMETER_STRUCT()

static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&

Parameters)
{
return Parameters.Platform == SP_PCD3D_SM5;
}
}s

IMPLEMENT_GLOBAL_SHADER(FMaterialSortCS, "/Engine/Private/RayTracing/MaterialSort.usf",
"MaterialSortLocal"™, SF_Compute);

void SortDeferredMaterials(
FRDGBuilder& GraphBuilder,
const FViewInfo& View,
uint32 SortSize,
uint32 NumElements,
FRDGBufferRef MaterialBuffer)

{
if (SortSize == 9)
{
return;
}

SortSize = FMath::Min(SortSize, 5u);

// Setup shader and parameters
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FMaterialSortCS: :FParameters* PassParameters =
GraphBuilder.AllocParameters<FMaterialSortCS: :FParameters>();

PassParameters->NumTotalEntries = NumElements;

PassParameters->MaterialBuffer = GraphBuilder.CreateUAV(MaterialBuffer);

FMaterialSortCS: :FPermutationDomain PermutationVector;
PermutationVector.Set<FMaterialSortCS: :FSortSize>(SortSize - 1);

// Sort size represents an index into pow2 sizes, not an actual size, so convert
to the actual number of elements being sorted

const uint32 ElementBlockSize = 256 * (1 << (SortSize - 1));

const uint32 DispatchWidth = FMath::DivideAndRoundUp(NumElements,
ElementBlockSize);

TShaderMapRef<FMaterialSortCS> SortShader(View.ShaderMap, PermutationVector);
FComputeShaderUtils: :AddPass(
GraphBuilder,
RDG_EVENT_NAME("MaterialSort SortSize=%d NumElements=%d", ElementBlockSize,
NumElements),
*SortShader,
PassParameters,
FIntVector(DispatchWidth, 1, 1));
}

#else // RHI_RAYTRACING

void SortDeferredMaterials(
FRDGBuilder& GraphBuilder,
const FViewInfo& View,
uint32 SortSize,
uint32 NumElements,
FRDGBufferRef MaterialBuffer)

{
}

#endif // RHI_RAYTRACING

3. RayTracingDynamicGeometry.cpp

checkNoEntry();

// Copyright 1998-2019 Epic Games, Inc. All Rights Reserved.

#include "MeshMaterialShader.h"

#include "ScenePrivate.h"

#include "MeshPassProcessor.inl"

#include "RayTracingDynamicGeometryCollection.h"

#1f RHI_RAYTRACING

static bool IsSupportedDynamicVertexFactoryType(const FVertexFactoryType*
VertexFactoryType)

{
return VertexFactoryType ==
FindVertexFactoryType(FName(TEXT("FNiagaraSpriteVertexFactory"), FNAME_Find));

}

class FRayTracingDynamicGeometryConverterCS : public FMeshMaterialShader
{
DECLARE_SHADER_TYPE (FRayTracingDynamicGeometryConverterCS, MeshMaterial);
public:
FRayTracingDynamicGeometryConverterCS(const
FMeshMaterialShaderType: :CompiledShaderInitializerType& Initializer)
FMeshMaterialShader(Initializer)

{
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PassUniformBuffer.Bind(Initializer.ParameterMap,
FSceneTexturesUniformParameters: :StaticStructMetadata.GetShaderVariableName());

RWVertexPositions.Bind(Initializer.ParameterMap, TEXT("VertexPositions"));
NumMaxVertices.Bind(Initializer.ParameterMap, TEXT("NumMaxVertices"));
NumCPWertices.Bind(Initializer.ParameterMap, TEXT("NumCPUVertices"));

}

FRayTracingDynamicGeometryConverterCS() = default;

static bool ShouldCompilePermutation(EShaderPlatform Platform, const FMaterial*
Material, const FVertexFactoryType* VertexFactoryType)
{
// #dxr_todo: this should also check if ray tracing is enabled for the
target platform & project
return IsSupportedDynamicVertexFactoryType(VertexFactoryType) &&
ShouldCompileRayTracingShadersForProject(Platform);

}
virtual bool Serialize(FArchive& Ar) override
{
bool bShaderHasOutdatedParameters = FMeshMaterialShader::Serialize(Ar);
Ar << RWVertexPositions;
Ar << NumMaxVertices;
Ar << NumCPUVertices;
return bShaderHasOutdatedParameters;
}

void GetShaderBindings(
const FScene* Scene,
ERHIFeatureLevel: :Type FeaturelLevel,
const FPrimitiveSceneProxy* PrimitiveSceneProxy,
const FMaterialRenderProxy& MaterialRenderProxy,
const FMaterial& Material,
const FMeshPassProcessorRenderState& DrawRenderState,
const FMeshMaterialShaderElementData& ShaderElementData,
FMeshDrawSingleShaderBindings& ShaderBindings) const
{
FMeshMaterialShader: :GetShaderBindings(Scene, FeatureLevel,
PrimitiveSceneProxy, MaterialRenderProxy, Material, DrawRenderState, ShaderElementData,
ShaderBindings);

}

void GetElementShaderBindings(

const FScene* Scene,

const FSceneView* ViewIfDynamicMeshCommand,

const FVertexFactory* VertexFactory,

bool bShaderRequiresPositionOnlyStream,

ERHIFeaturelLevel: :Type FeaturelLevel,

const FPrimitiveSceneProxy* PrimitiveSceneProxy,

const FMeshBatch& MeshBatch,

const FMeshBatchElement& BatchElement,

const FMeshMaterialShaderElementData& ShaderElementData,

FMeshDrawSingleShaderBindings& ShaderBindings,

FVertexInputStreamArray& VertexStreams) const

{

FMeshMaterialShader: :GetElementShaderBindings(Scene,
ViewIfDynamicMeshCommand, VertexFactory, bShaderRequiresPositionOnlyStream, FeatureLevel,
PrimitiveSceneProxy, MeshBatch, BatchElement, ShaderElementData, ShaderBindings,
VertexStreams);

}

FRWShaderParameter RWVertexPositions;
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FShaderParameter NumMaxVertices;
FShaderParameter NumCPUVertices;

¥

IMPLEMENT_MATERIAL_SHADER_TYPE(, FRayTracingDynamicGeometryConvertercCs,
TEXT("/Engine/Private/RayTracing/RayTracingDynamicMesh.usf"),
TEXT("RayTracingDynamicGeometryConverterCS"), SF_Compute);

FRayTracingDynamicGeometryCollection: :FRayTracingDynamicGeometryCollection()

{
}

DispatchCommands = MakeUnique<TArray<FMeshComputeDispatchCommand>>();

void FRayTracingDynamicGeometryCollection: :AddDynamicMeshBatchForGeometryUpdate(
const FScene* Scene,
const FSceneView* View,
const FPrimitiveSceneProxy* PrimitiveSceneProxy,
const FMeshBatch& MeshBatch,
FRayTracingGeometry& Geometry,
uint32 NumMaxVertices,
FRWBuffer& Buffer)

const FMaterialRenderProxy* FallbackMaterialRenderProxyPtr = nullptr;
const FMaterial& Material = MeshBatch.MaterialRenderProxy-
>GetMaterialWithFallback(Scene->GetFeaturelLevel(), FallbackMaterialRenderProxyPtr);

const FMaterialRenderProxy& MaterialRenderProxy = FallbackMaterialRenderProxyPtr °?
*FallbackMaterialRenderProxyPtr : *MeshBatch.MaterialRenderProxy;

TMeshProcessorShaders<
FMeshMaterialShader,
FMeshMaterialShader,
FMeshMaterialShader,
FMeshMaterialShader,
FMeshMaterialShader,
FMeshMaterialShader,
FRayTracingDynamicGeometryConverterCS> Shaders;

FMeshComputeDispatchCommand DispatchCmd;

FRayTracingDynamicGeometryConverterCS* Shader =
Material.GetShader<FRayTracingDynamicGeometryConverterCS>(MeshBatch.VertexFactory-
>GetType());

DispatchCmd.MaterialShader = Shader;

FMeshDrawShaderBindings& ShaderBindings = DispatchCmd.ShaderBindings;

Shaders.ComputeShader = Shader;
ShaderBindings.Initialize(Shaders.GetUntypedShaders());

FMeshMaterialShaderElementData ShaderElementData;
ShaderElementData.InitializeMeshMaterialData(View, PrimitiveSceneProxy, MeshBatch,
-1, false);

FMeshDrawSingleShaderBindings SingleShaderBindings =
ShaderBindings.GetSingleShaderBindings (SF_Compute);

FMeshPassProcessorRenderState DrawRenderState(Scene-
>UniformBuffers.ViewUniformBuffer, Scene->UniformBuffers.OpaqueBasePassUniformBuffer);

Shader->GetShaderBindings(Scene, Scene->GetFeaturelLevel(), PrimitiveSceneProxy,
MaterialRenderProxy, Material, DrawRenderState, ShaderElementData, SingleShaderBindings);

FVertexInputStreamArray DummyArray;
Shader->GetElementShaderBindings(Scene, View, MeshBatch.VertexFactory, false,
Scene->GetFeatureLevel(), PrimitiveSceneProxy, MeshBatch, MeshBatch.Elements[@],
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ShaderElementData, SingleShaderBindings, DummyArray);

DispatchCmd.TargetBuffer = &Buffer;

DispatchCmd.TargetGeometry = &Geometry;

DispatchCmd.NumMaxVertices = NumMaxVertices;

DispatchCmd.NumCPUVertices = MeshBatch.Elements[@].NumPrimitives * 2 *
MeshBatch.Elements[@].NumInstances;

uint32 DesiredVertexBufferSize = FMath::DivideAndRoundUp((uint32)(NumMaxVertices *

sizeof(FVector)), 4096u) * 4096u;
if (Buffer.NumBytes != DesiredVertexBufferSize)
{
int32 OriginalSize = Buffer.NumBytes;
Buffer.Initialize(4, DesiredVertexBufferSize / 4, PF_R32_FLOAT,
BUF_UnorderedAccess | BUF_ShaderResource, TEXT("RayTracingDynamicVertexBuffer"));

}
check(DispatchCmd.TargetBuffer->NumBytes >= NumMaxVertices * sizeof(FVector));

#if MESH_DRAW_COMMAND_ DEBUG_DATA
FMeshProcessorShaders ShadersForDebug = Shaders.GetUntypedShaders();
ShaderBindings.Finalize(&ShadersForDebug);

#endif

DispatchCommands->Add(DispatchCmd);

check(Geometry.IsInitialized());
Geometry.Initializer.PositionVertexBuffer = Buffer.Buffer;
Geometry.Initializer.TotalPrimitiveCount = NumMaxVertices / 3;
Geometry.RayTracingGeometryRHI =
RHICreateRayTracingGeometry(Geometry.Initializer);

}

void FRayTracingDynamicGeometryCollection: :DispatchUpdates(FRHICommandListImmediate&
RHICmdList)
{

if (DispatchCommands->Num() > ©)

{
SCOPED_DRAW_EVENT(RHICmdList, RayTracingDynamicGeometryUpdate);

for (auto& Cmd : *DispatchCommands)
{

FRayTracingDynamicGeometryConverterCS* Shader = Cmd.MaterialShader;
RHICmdList.SetComputeShader(Shader->GetComputeShader());

Cmd.ShaderBindings.SetOnCommandListForCompute(RHICmdList, Shader-
>GetComputeShader());

Shader->RWVertexPositions.SetBuffer(RHICmdList, Shader-
>GetComputeShader(), *Cmd.TargetBuffer);

SetShaderValue(RHICmdList, Shader->GetComputeShader(), Shader-
>NumMaxVertices, Cmd.NumMaxVertices);

SetShaderValue(RHICmdList, Shader->GetComputeShader(), Shader-
>NumCPUVertices, Cmd.NumCPUVertices);

RHICmdList.DispatchComputeShader(FMath: :DivideAndRoundUp<uint32>(Cmd.NumMaxVertice
s, 256), 1, 1);
Shader->RWVertexPositions.UnsetUAV(RHICmdList, Shader-
>GetComputeShader());

TArray<FAccelerationStructureUpdateParams> BuildParams;
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for (auto& Cmd : *DispatchCommands)

{
BuildParams.Add(FAccelerationStructureUpdateParams {

Cmd.TargetGeometry->RayTracingGeometryRHI, Cmd.TargetBuffer->Buffer });

RHICmdList.BuildAccelerationStructures(BuildParams);

Clear();
}
}
void FRayTracingDynamicGeometryCollection: :Clear()
{
DispatchCommands->Empty();
}

#endif // RHI_RAYTRACING

4. RayTracingLighting.cpp
// Copyright 1998-2019 Epic Games, Inc. All Rights Reserved.

#include "RayTracinglLighting.h"
#include "RHI/Public/RHIDefinitions.h"
#include "RendererPrivate.h"

#1f RHI_RAYTRACING

IMPLEMENT_GLOBAL_SHADER_PARAMETER_STRUCT(FRaytracinglLightDataPacked,
"RaytracinglLightsDataPacked");

void SetupRaytracinglLightDataPacked(
const TSparseArray<FLightSceneInfoCompact>& Lights,
const FViewInfo& View,
FRaytracinglLightDataPacked* LightData)

TMap<UTextureLightProfile*, int32> IESLightProfilesMap;
TMap<FTextureRHIParamRef, uint32> RectTextureMap;

LightData->Count = 0;

LightData->LTCMatTexture = GSystemTextures.LTCMat-
>GetRenderTargetItem().ShaderResourceTexture;

LightData->LTCMatSampler = TStaticSamplerState<SF_Bilinear, AM_Clamp, AM_Clamp,
AM_Clamp>::GetRHI();

LightData->LTCAmpTexture = GSystemTextures.LTCAmp-
>GetRenderTargetItem().ShaderResourceTexture;

LightData->LTCAmpSampler = TStaticSamplerState<SF_Bilinear, AM_Clamp, AM_Clamp,
AM_Clamp>::GetRHI();

FTextureRHIRef DymmyWhiteTexture = GWhiteTexture->TextureRHI;
LightData->RectLightTexture® = DymmyWhiteTexture;
LightData->RectLightTexturel = DymmyWhiteTexture;
LightData->RectLightTexture2 = DymmyWhiteTexture;
LightData->RectLightTexture3 = DymmyWhiteTexture;
LightData->RectLightTexture4 = DymmyWhiteTexture;
LightData->RectLightTexture5 = DymmyWhiteTexture;
LightData->RectLightTexture6 = DymmyWhiteTexture;
LightData->RectLightTexture7 = DymmyWhiteTexture;
static constexpr uint32 MaxRectLightTextureSlos = 8;
static constexpr uint32 InvalidTextureIndex = 99; // #dxr_todo: share this
definition with ray tracing shaders

{
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// IES profiles
FTextureRHIParamRef IESTextureRHI = nullptr;
float IESInvProfileCount = 1.0f;

if (View.IESLightProfileResource && View.IESLightProfileResource-
>GetIESLightProfilesCount())

{

>GetTexture();

LightData->IESLightProfileTexture = View.IESLightProfileResource-

uint32 ProfileCount = View.IESLightProfileResource-
>GetIESLightProfilesCount();
IESInvProfileCount = ProfileCount ? 1.f /
static_cast<float>(ProfileCount) : 0.f;
}

else

{
}

LightData->IESLightProfileInvCount = IESInvProfileCount;
LightData->IESLightProfileTextureSampler = TStaticSamplerState<SF_Bilinear,
AM_Clamp, AM_Clamp, AM Clamp>::GetRHI();

}

for (auto Light : Lights)

{
const bool bHasStaticlLighting = Light.LightSceneInfo->Proxy-
>HasStaticLighting() && Light.LightSceneInfo->IsPrecomputedLightingValid();
const bool bAffectReflection = Light.LightSceneInfo->Proxy-
>AffectReflection();
if (bHasStaticLighting || !bAffectReflection) continue;

LightData->IESLightProfileTexture = GWhiteTexture->TextureRHI;

FLightShaderParameters LightParameters;
Light.LightSceneInfo->Proxy->GetLightShaderParameters(LightParameters);

if (Light.LightSceneInfo->Proxy->IsInverseSquared())
{

}

int32 IESLightProfileIndex = INDEX_NONE;
if (View.Family->EngineShowFlags.TexturedLightProfiles)

{
UTextureLightProfile* IESLightProfileTexture = Light.LightSceneInfo-
>Proxy->GetIESTexture();
if (IESLightProfileTexture)

{
int32* IndexFound =
IESLightProfilesMap.Find(IESLightProfileTexture);
if (!IndexFound)

LightParameters.FalloffExponent = 0;

{
IESLightProfileIndex =
IESLightProfilesMap.Add(IESLightProfileTexture, IESLightProfilesMap.Num());
else
{
IESLightProfileIndex = *IndexFound;
}
}
}
LightData->Type_LightProfileIndex_RectLightTextureIndex[LightData->Count].X
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Light.LightType;
LightData->Type_LightProfileIndex_RectLightTextureIndex[LightData->Count].Y
IESLightProfileIndex;
LightData->Type_LightProfileIndex_RectLightTextureIndex[LightData->Count].Z
InvalidTexturelndex;

LightData->LightPosition_InvRadius[LightData->Count] =
LightParameters.Position;

LightData->LightPosition_InvRadius[LightData->Count].W =
LightParameters.InvRadius;

LightData->LightColor_SpecularScale[LightData->Count] =
LightParameters.Color;

LightData->LightColor_SpecularScale[LightData->Count].W =
LightParameters.SpecularScale;

LightData->Direction_FalloffExponent[LightData->Count] =
LightParameters.Direction;

LightData->Direction_FalloffExponent[LightData->Count].W =
LightParameters.FalloffExponent;

LightData->Tangent_SourceRadius[LightData->Count] =
LightParameters.Tangent;

LightData->Tangent_SourceRadius[LightData->Count].W =
LightParameters.SourceRadius;

FVector4 SpotAngles_SourcelLength_SoftSourceRadius =
FVector4(LightParameters.SpotAngles, FVector2D(LightParameters.SourceLength,
LightParameters.SoftSourceRadius));

LightData->SpotAngles_SourceLength_SoftSourceRadius[LightData->Count] =
SpotAngles_SourcelLength_SoftSourceRadius;

const FVector2D FadeParams = Light.LightSceneInfo->Proxy-
>GetDirectionallLightDistanceFadeParameters(View.GetFeatureLevel(), Light.LightSceneInfo-
>IsPrecomputedLightingValid(), View.MaxShadowCascades);

FVector4 DistanceFadeMAD_RectLightBarnCosAngle_RectlLightBarnLength =
FVector4(FadeParams.Y, -FadeParams.X * FadeParams.Y,
LightParameters.RectLightBarnCosAngle, LightParameters.RectLightBarnLength);

LightData-
>DistanceFadeMAD_RectLightBarnCosAngle RectLightBarnLength[LightData->Count] =
DistanceFadeMAD_RectLightBarnCosAngle RectlLightBarnLength;

const bool bRequireTexture = Light.LightType ==
ELightComponentType: :LightType Rect && LightParameters.SourceTexture;
uint32 RectLightTextureIndex = InvalidTextureIndex;
if (bRequireTexture)
{
const uint32* IndexFound =
RectTextureMap.Find(LightParameters.SourceTexture);
if (!IndexFound)

{
if (RectTextureMap.Num() < MaxRectLightTextureSlos)
{
RectLightTextureIndex = RectTextureMap.Num();
RectTextureMap.Add(LightParameters.SourceTexture,
RectLightTextureIndex);
}
}
else
{
RectLightTextureIndex = *IndexFound;
}
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break;
break;
break;
break;
break;
break;
break;

break;

}

}

if (RectLightTextureIndex != InvalidTextureIndex)

{

}

LightData->Type_LightProfileIndex_RectLightTextureIndex[LightData-
>Count].Z = RectLightTexturelndex;
switch

{

case
case
case
case
case
case
case

case

}

0:

(RectLightTextureIndex)
LightData->RectLightTextureo
LightData->RectLightTexturel
LightData->RectLightTexture2
LightData->RectLightTexture3
LightData->RectLightTexture4
LightData->RectLightTexture5
LightData->RectLightTexture6

LightData->RectLightTexture?

LightData->Count++;

LightParameters.
LightParameters.
LightParameters.
LightParameters.
LightParameters.
LightParameters.
LightParameters.

LightParameters.

if (LightData->Count >= GRaytracinglLightCountMaximum) break;

}

// Update IES light profiles texture
// TODO (Move to a shared place)
if (View.IESLightProfileResource != nullptr && IESLightProfilesMap.Num() > )

{

SourceTexture;
SourceTexture;
SourceTexture;
SourceTexture;
SourceTexture;
SourceTexture;
SourceTexture;

SourceTexture;

TArray<UTextureLightProfile*, SceneRenderingAllocator> IESProfilesArray;

IESProfilesArray.AddUninitialized(IESLightProfilesMap.Num());

for (auto It

{
}

= IESLightProfilesMap.CreateIterator(); It; ++It)

IESProfilesArray[It->Value] = It->Key;

View.IESLightProfileResource-
>BuildIESLightProfilesTexture(IESProfilesArray);

}

TUniformBufferRef<FRaytracinglLightDataPacked> CreatelLightDataPackedUniformBuffer(const
TSparseArray<FLightSceneInfoCompact>& Lights, const class FViewInfo& View,
EUniformBufferUsage Usage)

{

}

FRaytracinglLightDataPacked LightData;
SetupRaytracinglLightDataPacked(Lights, View, &LightData);
return CreateUniformBufferImmediate(LightData, Usage);

#endif // RHI_RAYTRACING
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5. Material Hit Shaders.cpp

#include "RayTracing/RayTracingMaterialHitShaders.h"
#include "DeferredShadingRenderer.h"
#include "PipelineStateCache.h"

#if RHI_RAYTRACING
#include "RayTracingDefinitions.h"
#include "RayTracingInstance.h"

int32 GEnableRayTracingMaterials = 1;

static FAutoConsoleVariableRef CVarEnableRayTracingMaterials(
TEXT("r.RayTracing.EnableMaterials"),
GEnableRayTracingMaterials,
TEXT(" ©: bind default material shader that outputs placeholder data\n")
TEXT(" 1: bind real material shaders (default)\n"),
ECVF_RenderThreadSafe

)5

static TAutoConsoleVariable<int32> CVarRayTracingTexturelLodCvar(
TEXT("r.RayTracing.UseTexturelLod"),
o,
TEXT("@ to disable texture LOD.\n")
TEXT(" ©: off\n")
TEXT(" 1: on"),
ECVF_RenderThreadSafe);

static bool IsSupportedVertexFactoryType(const FVertexFactoryType* VertexFactoryType)
{

static FName LocalVfFname = FName(TEXT("FLocalVertexFactory"), FNAME_Find);

static FName LSkinnedVfFname = FName(TEXT("FGPUSkinPassthroughVertexFactory"),
FNAME_Find);

static FName InstancedVfFname = FName(TEXT("FInstancedStaticMeshVertexFactory"),
FNAME_Find);

static FName NiagaraSpriteVfFname
FNAME_Find);

static FName GeometryCacheVfFname =
FName (TEXT("FGeometryCacheVertexVertexFactory"), FNAME_Find);

FName (TEXT("FNiagaraSpriteVertexFactory"),

return (VertexFactoryType == FindVertexFactoryType(LocalVfFname)
| | VertexFactoryType == FindVertexFactoryType(LSkinnedVfFname)
| | VertexFactoryType == FindVertexFactoryType(NiagaraSpriteVfFname)
| | VertexFactoryType == FindVertexFactoryType(GeometryCacheVfFname));
}

class FMaterialCHS : public FMeshMaterialShader, public
FUniformLightMapPolicyShaderParametersType
{
public:

FMaterialCHS(const FMeshMaterialShaderType::CompiledShaderInitializerType&
Initializer)

{

FMeshMaterialShader(Initializer)
PassUniformBuffer.Bind(Initializer.ParameterMap,

FSceneTexturesUniformParameters: :StaticStructMetadata.GetShaderVariableName());
FUniformLightMapPolicyShaderParametersType::Bind(Initializer.ParameterMap);

}

FMaterialCHS() {}

virtual bool Serialize(FArchive& Ar) override
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{
bool bShaderHasOutdatedParameters = FMeshMaterialShader::Serialize(Ar);
FUniformLightMapPolicyShaderParametersType::Serialize(Ar);
return bShaderHasOutdatedParameters;

}

void GetShaderBindings(
const FScene* Scene,
ERHIFeaturelLevel: :Type FeaturelLevel,
const FPrimitiveSceneProxy* PrimitiveSceneProxy,
const FMaterialRenderProxy& MaterialRenderProxy,
const FMaterial& Material,
const FMeshPassProcessorRenderState& DrawRenderState,
const TBasePassShaderElementData<FUniformLightMapPolicy>&
ShaderElementData,
FMeshDrawSingleShaderBindings& ShaderBindings) const
{
FMeshMaterialShader: :GetShaderBindings(Scene, FeaturelLevel,
PrimitiveSceneProxy, MaterialRenderProxy, Material, DrawRenderState, ShaderElementData,
ShaderBindings);

FUniformLightMapPolicy: :GetPixelShaderBindings(
PrimitiveSceneProxy,
ShaderElementData.LightMapPolicyElementData,
this,

ShaderBindings);
}

void GetElementShaderBindings(

const FScene* Scene,

const FSceneView* ViewIfDynamicMeshCommand,

const FVertexFactory* VertexFactory,

bool bShaderRequiresPositionOnlyStream,

ERHIFeatureLevel: :Type FeaturelLevel,

const FPrimitiveSceneProxy* PrimitiveSceneProxy,

const FMeshBatch& MeshBatch,

const FMeshBatchElement& BatchElement,

const TBasePassShaderElementData<FUniformLightMapPolicy>&
ShaderElementData,

FMeshDrawSingleShaderBindings& ShaderBindings,

FVertexInputStreamArray& VertexStreams) const

{

FMeshMaterialShader: :GetElementShaderBindings(Scene,
ViewIfDynamicMeshCommand, VertexFactory, bShaderRequiresPositionOnlyStream, Featurelevel,
PrimitiveSceneProxy, MeshBatch, BatchElement, ShaderElementData, ShaderBindings,
VertexStreams);

}
}s

template<typename LightMapPolicyType, bool UseAnyHitShader, bool UseRayConeTexturelLod>
class TMaterialCHS : public FMaterialCHS

{ DECLARE_SHADER_TYPE(TMaterialCHS, MeshMaterial);

public:

TMaterialCHS(const FMeshMaterialShaderType::CompiledShaderInitializerType&
Initializer)

{}

TMaterialCHS() {}

FMaterialCHS(Initializer)

static bool ShouldCompilePermutation(EShaderPlatform Platform, const FMaterial*
Material, const FVertexFactoryType* VertexFactoryType)

[

U
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// #dxr_todo: this should also check if ray tracing is enabled for the
target platform & project
return IsSupportedVertexFactoryType(VertexFactoryType)
&8& (Material->IsMasked() == UseAnyHitShader)
&& LightMapPolicyType: :ShouldCompilePermutation(Platform, Material,
VertexFactoryType)
&& ShouldCompileRayTracingShadersForProject(Platform);
}

static void ModifyCompilationEnvironment(EShaderPlatform Platform, const
FMaterial* Material, FShaderCompilerEnvironment& OutEnvironment)
{
OutEnvironment.SetDefine(TEXT("USE_RAYTRACED_ TEXTURE_RAYCONE_LOD"),
UseRayConeTextureLod ? 1 : 9);
OutEnvironment.SetDefine(TEXT("SCENE_TEXTURES_DISABLED"), 1);
LightMapPolicyType: :ModifyCompilationEnvironment(Platform, Material,
OutEnvironment);
FMeshMaterialShader: :ModifyCompilationEnvironment(Platform, Material,
OutEnvironment);

}

static bool ValidateCompiledResult(EShaderPlatform Platform, const
TArray<FMaterial*>& Materials, const FVertexFactoryType* VertexFactoryType, const
FShaderParameterMap& ParameterMap, TArray<FString>& OutError)
{
if
(ParameterMap.ContainsParameterAllocation(FSceneTexturesUniformParameters::StaticStructMe
tadata.GetShaderVariableName()))
{
OutError.Add(TEXT("Ray tracing closest hit shaders cannot read from
the SceneTexturesStruct."));
return false;
}

return true;

}s

#define IMPLEMENT_MATERIALCHS_TYPE(LightMapPolicyType, LightMapPolicyName,
AnyHitShaderName) \

typedef TMaterialCHS<LightMapPolicyType, false, false>
TMaterialCHS##LightMapPolicyName; \

IMPLEMENT_MATERIAL_SHADER_TYPE (template<>, TMaterialCHS##LightMapPolicyName,
TEXT("/Engine/Private/RayTracing/RayTracingMaterialHitShaders.usf"),
TEXT("closesthit=MaterialCHS"), SF_RayHitGroup); \

typedef TMaterialCHS<LightMapPolicyType, true, false>
TMaterialCHS##LightMapPolicyName##AnyHitShaderName; \

IMPLEMENT MATERIAL_SHADER_TYPE(template<>,
TMaterialCHS##LightMapPolicyName##AnyHitShaderName,
TEXT("/Engine/Private/RayTracing/RayTracingMaterialHitShaders.usf"),
TEXT("closesthit=MaterialCHS anyhit=MaterialAHS"), SF_RayHitGroup) \

typedef TMaterialCHS<LightMapPolicyType, false, true>
TMaterialCHSLod##LightMapPolicyName; \

IMPLEMENT_MATERIAL_SHADER_TYPE (template<>, TMaterialCHSLod##tLightMapPolicyName,
TEXT("/Engine/Private/RayTracing/RayTracingMaterialHitShaders.usf"),
TEXT("closesthit=MaterialCHS"), SF_RayHitGroup); \

typedef TMaterialCHS<LightMapPolicyType, true, true>
TMaterialCHSLod##LightMapPolicyName##AnyHitShaderName; \

IMPLEMENT _MATERIAL_SHADER_TYPE(template<>,
TMaterialCHSLod##LightMapPolicyName##AnyHitShaderName,
TEXT("/Engine/Private/RayTracing/RayTracingMaterialHitShaders.usf"),
TEXT("closesthit=MaterialCHS anyhit=MaterialAHS"), SF_RayHitGroup);
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IMPLEMENT _MATERIALCHS_ TYPE(TUniformLightMapPolicy<LMP_NO_LIGHTMAP>, FNoLightMapPolicy,
FAnyHitShader);
IMPLEMENT_MATERIALCHS_TYPE(TUniformLightMapPolicy<LMP_PRECOMPUTED_IRRADIANCE_VOLUME_INDIR
ECT_LIGHTING>, FPrecomputedVolumetricLightmapLightingPolicy, FAnyHitShader);
IMPLEMENT_MATERIALCHS_TYPE(TUniformLightMapPolicy<LMP_LQ_LIGHTMAP>, TLightMapPolicylLQ,
FAnyHitShader);

IMPLEMENT_MATERIALCHS_TYPE(TUniformLightMapPolicy<LMP_HQ_LIGHTMAP>, TLightMapPolicyHQ,
FAnyHitShader);
IMPLEMENT_MATERIALCHS_TYPE(TUniformLightMapPolicy<LMP_DISTANCE_FIELD_SHADOWS_AND HQ LIGHT
MAP>, TDistanceFieldShadowsAndLightMapPolicyHQ, FAnyHitShader);

IMPLEMENT_GLOBAL_SHADER(FHiddenMaterialHitGroup,
"/Engine/Private/RayTracing/RayTracingMaterialDefaultHitShaders.usf",
"closesthit=HiddenMaterialCHS anyhit=HiddenMaterialAHS", SF_RayHitGroup);
IMPLEMENT_GLOBAL_SHADER (FOpaqueShadowHitGroup,
"/Engine/Private/RayTracing/RayTracingMaterialDefaultHitShaders.usf",
"closesthit=0paqueShadowCHS", SF_RayHitGroup);
IMPLEMENT_GLOBAL_SHADER(FDefaultMaterialMs,
"/Engine/Private/RayTracing/RayTracingMaterialDefaultHitShaders.usf",
"DefaultMaterialMS", SF_RayMiss);

template<typename LightMapPolicyType>
static FMaterialCHS* GetMaterialHitShader(const FMaterial& RESTRICT MaterialResource,
const FVertexFactory* VertexFactory, bool UseTexturelLod)

{
if (MaterialResource.IsMasked())
{
if(UseTexturelLod)
{

return MaterialResource.GetShader<TMaterialCHS<LightMapPolicyType,
true, true>>(VertexFactory->GetType());
}

else

{
return MaterialResource.GetShader<TMaterialCHS<LightMapPolicyType,
true, false>>(VertexFactory->GetType());
}
}
else

{
if (UseTexturelLod)

{
return MaterialResource.GetShader<TMaterialCHS<LightMapPolicyType,
false, true>>(VertexFactory->GetType());
}

else

{
return MaterialResource.GetShader<TMaterialCHS<LightMapPolicyType,
false, false>>(VertexFactory->GetType());

}
}
}

template<typename PassShadersType, typename ShaderElementDataType>
void FRayTracingMeshProcessor: :BuildRayTracingMeshCommands (
const FMeshBatch& RESTRICT MeshBatch,
uint64 BatchElementMask,
const FPrimitiveSceneProxy* RESTRICT PrimitiveSceneProxy,
const FMaterialRenderProxy& RESTRICT MaterialRenderProxy,
const FMaterial& RESTRICT MaterialResource,
const FMeshPassProcessorRenderState& RESTRICT DrawRenderState,
PassShadersType PassShaders,
const ShaderElementDataType& ShaderElementData)
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const FVertexFactory* RESTRICT VertexFactory = MeshBatch.VertexFactory;

checkf(MaterialRenderProxy.ImmutableSamplerState.ImmutableSamplers[@] == nullptr,
TEXT("Immutable samplers not yet supported in Mesh Draw Command pipeline"));

FRayTracingMeshCommand SharedCommand;

SharedCommand.SetShaders(PassShaders.GetUntypedShaders());
SharedCommand.InstanceMask =
ComputeBlendModeMask (MaterialResource.GetBlendMode());
SharedCommand.bCastRayTracedShadows = MeshBatch.CastRayTracedShadow;
SharedCommand.bOpaque = MaterialResource.GetBlendMode() ==
EBlendMode: :BLEND_Opaque;

FVertexInputStreamArray VertexStreams;
VertexFactory->GetStreams (ERHIFeaturelLevel::SM5, VertexStreams);

if (PassShaders.RayHitGroupShader)
{
FMeshDrawSingleShaderBindings ShaderBindings =
SharedCommand.ShaderBindings.GetSingleShaderBindings (SF_RayHitGroup);
PassShaders.RayHitGroupShader->GetShaderBindings(Scene, FeaturelLevel,
PrimitiveSceneProxy, MaterialRenderProxy, MaterialResource, DrawRenderState,
ShaderElementData, ShaderBindings);

}
const int32 NumElements = MeshBatch.Elements.Num();

for (int32 BatchElementIndex = @; BatchElementIndex < NumElements;
BatchElementIndex++)

{
if ((1ull << BatchElementIndex) & BatchElementMask)

{
const FMeshBatchElement& BatchElement =
MeshBatch.Elements[BatchElementIndex];
FRayTracingMeshCommand& RayTracingMeshCommand = CommandContext-
>AddCommand (SharedCommand) ;

if (PassShaders.RayHitGroupShader)

{
FMeshDrawSingleShaderBindings RayHitGroupShaderBindings =
RayTracingMeshCommand.ShaderBindings.GetSingleShaderBindings (SF_RayHitGroup);
PassShaders.RayHitGroupShader->GetElementShaderBindings(Scene,
ViewIfDynamicMeshCommand, VertexFactory, false, FeaturelLevel, PrimitiveSceneProxy,
MeshBatch, BatchElement, ShaderkElementData, RayHitGroupShaderBindings, VertexStreams);

}

int32 GeometrySegmentIndex = MeshBatch.SegmentIndex +
BatchElementIndex;

RayTracingMeshCommand.GeometrySegmentIndex = (GeometrySegmentIndex <
UINT8_MAX) ? uint8(GeometrySegmentIndex) : UINT8_MAX;

CommandContext->FinalizeCommand(RayTracingMeshCommand);

}

void FRayTracingMeshProcessor: :Process(
const FMeshBatch& RESTRICT MeshBatch,
uint64 BatchElementMask,
const FPrimitiveSceneProxy* RESTRICT PrimitiveSceneProxy,
const FMaterialRenderProxy& RESTRICT MaterialRenderProxy,
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const FMaterial& RESTRICT MaterialResource,
EMaterialShadingModel ShadingModel,
const FUniformLightMapPolicy& RESTRICT LightMapPolicy,

const typename FUniformLightMapPolicy: :ElementDataType& RESTRICT

LightMapElementData)
{

const FVertexFactory* VertexFactory = MeshBatch.VertexFactory;

TMeshProcessorShaders<
FMeshMaterialShader,
FMeshMaterialShader,
FMeshMaterialShader,
FMeshMaterialShader,
FMeshMaterialShader,
FMaterialCHS> RayTracingShaders;

switch (LightMapPolicy.GetIndirectPolicy())
{
case LMP_PRECOMPUTED_IRRADIANCE_VOLUME_INDIRECT LIGHTING:

RayTracingShaders.RayHitGroupShader =
GetMaterialHitShader<TUniformLightMapPolicy<LMP_PRECOMPUTED_ IRRADIANCE_VOLUME_INDIRECT LI
GHTING>>(MaterialResource, VertexFactory,
CVarRayTracingTextureLodCvar.GetValueOnRenderThread() != 0);

break;

case LMP_LQ_ LIGHTMAP:

RayTracingShaders.RayHitGroupShader =
GetMaterialHitShader<TUniformLightMapPolicy<LMP_LQ_ LIGHTMAP>>(MaterialResource,
VertexFactory, CVarRayTracingTextureLodCvar.GetValueOnRenderThread() != 0);

break;

case LMP_HQ_LIGHTMAP:

RayTracingShaders.RayHitGroupShader =
GetMaterialHitShader<TUniformLightMapPolicy<LMP_HQ LIGHTMAP>>(MaterialResource,
VertexFactory, CVarRayTracingTextureLodCvar.GetValueOnRenderThread() != 0);

break;

case LMP_DISTANCE_FIELD_SHADOWS_AND HQ LIGHTMAP:

RayTracingShaders.RayHitGroupShader =
GetMaterialHitShader<TUniformLightMapPolicy<LMP_DISTANCE_FIELD SHADOWS AND_HQ_ LIGHTMAP>>(
MaterialResource, VertexFactory, CVarRayTracingTextureLodCvar.GetValueOnRenderThread() !=
0);

break;

case LMP_NO_LIGHTMAP:

RayTracingShaders.RayHitGroupShader =
GetMaterialHitShader<TUniformLightMapPolicy<LMP_NO_LIGHTMAP>>(MaterialResource,
VertexFactory, CVarRayTracingTexturelLodCvar.GetValueOnRenderThread() != 9);

break;

default:
check(false);
}

FMeshPassProcessorRenderState PassDrawRenderState(Scene-
>UniformBuffers.ViewUniformBuffer, Scene->UniformBuffers.OpaqueBasePassUniformBuffer);

PassDrawRenderState.SetBlendState(TStaticBlendState<CW_RGBA, BO_Add, BF_One,
BF_One, BO_Add, BF_Zero, BF_One>::GetRHI());

PassDrawRenderState.SetDepthStencilState(TStaticDepthStencilState<false,
CF_DepthNearOrkEqual>: :GetRHI());

TBasePassShaderElementData<FUniformLightMapPolicy>
ShaderElementData(LightMapElementData);

ShaderElementData.InitializeMeshMaterialData(ViewIfDynamicMeshCommand,
PrimitiveSceneProxy, MeshBatch, -1, true);

BuildRayTracingMeshCommands(
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MeshBatch,
BatchElementMask,
PrimitiveSceneProxy,
MaterialRenderProxy,
MaterialResource,
PassDrawRenderState,
RayTracingShaders,
ShaderElementData);

void FRayTracingMeshProcessor: :AddMeshBatch(const FMeshBatch& RESTRICT MeshBatch, uinté4
BatchElementMask, const FPrimitiveSceneProxy* RESTRICT PrimitiveSceneProxy)
{
// Caveat: there are also branches not emitting any MDC
if (MeshBatch.bUseForMaterial &&
IsSupportedVertexFactoryType(MeshBatch.VertexFactory->GetType()))
{
// Determine the mesh's material and blend mode.
const FMaterialRenderProxy* FallbackMaterialRenderProxyPtr = nullptr;
const FMaterial& Material = MeshBatch.MaterialRenderProxy-
>GetMaterialWithFallback(FeatureLevel, FallbackMaterialRenderProxyPtr);

const FMaterialRenderProxy& MaterialRenderProxy =
FallbackMaterialRenderProxyPtr ? *FallbackMaterialRenderProxyPtr :
*MeshBatch.MaterialRenderProxy;

const EBlendMode BlendMode = Material.GetBlendMode();
const EMaterialShadingModel ShadingModel = Material.GetShadingModel();
const bool bIsTranslucent = IsTranslucentBlendMode(BlendMode);

// Only draw opaque materials.

if ((!PrimitiveSceneProxy || PrimitiveSceneProxy->ShouldRenderInMainPass())
&& ShouldIncludeDomainInMeshPass(Material.GetMaterialDomain()))

{

// Check for a cached light-map.
const bool bIsLitMaterial = (ShadingModel != MSM_Unlit);
static const auto AllowStaticlLightingVar =
IConsoleManager: :Get().FindTConsoleVariableDataInt(TEXT("r.AllowStaticLighting™"));
const bool bAllowStaticLighting = (!AllowStaticlLightingvar ||
AllowStaticLightingVar->GetValueOnRenderThread() != 0);

const FLightMapInteraction LightMapInteraction =
(bAllowStaticLighting && MeshBatch.LCI && bIsLitMaterial)
? MeshBatch.LCI->GetLightMapInteraction(FeatureLevel)
FLightMapInteraction();

// force LQ lightmaps based on system settings

const bool bPlatformAllowsHighQualitylLightMaps =
AllowHighQualityLightmaps(FeatureLevel);

const bool bAllowHighQualitylLightMaps =
bPlatformAllowsHighQualitylLightMaps && LightMapInteraction.AllowsHighQualityLightmaps();

const bool bAllowIndirectLightingCache = Scene && Scene-
>PrecomputedLightVolumes.Num() > 0;

const bool bUseVolumetriclLightmap = Scene && Scene-
>VolumetricLightmapSceneData.HasData();

{
static const auto CVarSupportLowQualityLightmap =
IConsoleManager: :Get().FindTConsoleVariableDataInt(TEXT("r.SupportLowQualityLightmaps"));
const bool bAllowlLowQualitylightMaps =
(!CcvarSupportLowQualityLightmap) || (CVarSupportLowQualitylLightmap->GetValueOnAnyThread()
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= 0);

switch (LightMapInteraction.GetType())
{
case LMIT_Texture:

if (bAllowHighQualityLightMaps)

{
const FShadowMapInteraction ShadowMapInteraction
= (bAllowStaticLighting && MeshBatch.LCI && bIsLitMaterial)
? MeshBatch.LCI->GetShadowMapInteraction()
: FShadowMapInteraction();

if (ShadowMapInteraction.GetType() ==
SMIT Texture)

{ Process(
MeshBatch,
BatchElementMask,
PrimitiveSceneProxy,
MaterialRenderProxy,
Material,
ShadingModel,

FUniformLightMapPolicy(LMP_DISTANCE_FIELD_ SHADOWS_AND_HQ_ LIGHTMAP),

MeshBatch.LCI);

}

else

{

Process(

MeshBatch,
BatchElementMask,
PrimitiveSceneProxy,
MaterialRenderProxy,
Material,
ShadingModel,

FUniformLightMapPolicy(LMP_HQ_LIGHTMAP),

}

else if (bAllowLowQualityLightMaps)
{

MeshBatch.LCI);

Process(
MeshBatch,
BatchElementMask,
PrimitiveSceneProxy,
MaterialRenderProxy,
Material,
ShadingModel,
FUniformLightMapPolicy(LMP_LQ_LIGHTMAP),
MeshBatch.LCI);

else

Process(
MeshBatch,
BatchElementMask,
PrimitiveSceneProxy,
MaterialRenderProxy,
Material,
ShadingModel,
FUniformLightMapPolicy(LMP_NO_LIGHTMAP),
MeshBatch.LCI);
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break;
default:
if (bIsLitMaterial
&& bAllowStaticLighting
&& Scene
&& Scene->VolumetricLightmapSceneData.HasData()
&& PrimitiveSceneProxy
&& (PrimitiveSceneProxy->IsMovable()
|| PrimitiveSceneProxy-
>NeedsUnbuiltPreviewlLighting()
|| PrimitiveSceneProxy->GetLightmapType()
== ELightmapType: :ForceVolumetric))
{
Process(
MeshBatch,
BatchElementMask,
PrimitiveSceneProxy,
MaterialRenderProxy,
Material,
ShadingModel,

FUniformLightMapPolicy(LMP_PRECOMPUTED_IRRADIANCE_VOLUME_INDIRECT_LIGHTING),
MeshBatch.LCI);
}

else
{
Process(

MeshBatch,
BatchElementMask,
PrimitiveSceneProxy,
MaterialRenderProxy,
Material,
ShadingModel,
FUniformLightMapPolicy(LMP_NO_LIGHTMAP),
MeshBatch.LCI);

break;

1

}

FRHIRayTracingPipelineState*

FDeferredShadingSceneRenderer: :BindRayTracingMaterialPipeline(
FRHICommandList& RHICmdList,
const FViewInfo& View,
const TArrayView<const FRayTracingShaderRHIParamRef>& RayGenShaderTable,
FRayTracingShaderRHIParamRef MissShader,
FRayTracingShaderRHIParamRef DefaultClosestHitShader

~

SCOPE_CYCLE_COUNTER(STAT_BindRayTracingPipeline);
FRHIRayTracingPipelineState* PipelineState = nullptr;
FRayTracingPipelineStateInitializer Initializer;
Initializer.MaxPayloadSizeInBytes = 52; //
sizeof(FPackedMaterialClosestHitPayload)

Initializer.bAllowHitGroupIndexing = true;

Initializer.SetRayGenShaderTable(RayGenShaderTable);
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FRayTracingShaderRHIParamRef MissShaderTable[] = { MissShader };
Initializer.SetMissShaderTable(MissShaderTable);

const bool bEnableMaterials = GEnableRayTracingMaterials != 0;
TArray<FRayTracingShaderRHIParamRef> RayTracingMateriallibrary;

if (bEnableMaterials)

{ FShaderResource: :GetRayTracingMateriallibrary(RayTracingMateriallLibrary,

DefaultClosestHitShader);
}

else

{
}

RayTracingMateriallLibrary.Add(DefaultClosestHitShader);

int32 OpaqueShadowMaterialIndex = RayTracingMateriallibrary.Add(View.ShaderMap-
>GetShader<FOpaqueShadowHitGroup>()->GetRayTracingShader());

int32 HiddenMaterialIndex = RayTracingMateriallibrary.Add(View.ShaderMap-
>GetShader<FHiddenMaterialHitGroup>()->GetRayTracingShader());

Initializer.SetHitGroupTable(RayTracingMateriallLibrary);

PipelineState =
PipelineStateCache: :GetAndOrCreateRayTracingPipelineState(Initializer);

const FViewInfo& ReferenceView = Views[0];

static auto CVarEnableShadowMaterials =
IConsoleManager: :Get().FindConsoleVariable(TEXT("r.RayTracing.Shadows.EnableMaterials™));
bool bEnableShadowMaterials = CVarEnableShadowMaterials ?
CVarEnableShadowMaterials->GetInt() != 0 : true;

for (const FVisibleRayTracingMeshCommand VisibleMeshCommand :
ReferenceView.VisibleRayTracingMeshCommands)
{
const FRayTracingMeshCommand& MeshCommand =
*VisibleMeshCommand.RayTracingMeshCommand;

const uint32 HitGroupIndex = bEnableMaterials
? MeshCommand.MaterialShaderIndex
: @; // Force the same shader to be used on all geometry

// Bind primary material shader

MeshCommand.ShaderBindings.SetRayTracingShaderBindingsForHitGroup(RHICmdList,
View.RayTracingScene.RayTracingSceneRHI,
VisibleMeshCommand.InstanceIndex,
MeshCommand . GeometrySegmentIndex,

PipelineState,
HitGroupIndex,
RAY_TRACING_SHADER_SLOT_MATERIAL);

// Bind shadow shader

if (MeshCommand.bCastRayTracedShadows)
{
if (MeshCommand.bOpaque || !bEnableShadowMaterials)
{
// Fully opaque surfaces don't need the full material, so we
bind a specialized shader that simply updates HitT.
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RHICmdList.SetRayTracingHitGroup(View.RayTracingScene.RayTracingSceneRHI,
VisibleMeshCommand.InstanceIndex,
MeshCommand.GeometrySegmentIndex,
RAY_TRACING_SHADER_SLOT_SHADOW,

PipelineState, OpaqueShadowMaterialIndex,
0, nullptr, 9);

else

// Masked materials require full material evaluation with any-
hit shader.

// #dxr_todo: we need to generate a shadow-specific closest
hit shader for this!

MeshCommand.ShaderBindings.SetRayTracingShaderBindingsForHitGroup(RHICmdList,
View.RayTracingScene.RayTracingSceneRHI,
VisibleMeshCommand.InstanceIndex,

MeshCommand .GeometrySegmentIndex,

PipelineState,
HitGroupIndex,
RAY_TRACING_SHADER_SLOT_SHADOW);
}
}
else
{

RHICmdList.SetRayTracingHitGroup(View.RayTracingScene.RayTracingSceneRHI,
VisibleMeshCommand.InstanceIndex,
MeshCommand . GeometrySegmentIndex,
RAY_TRACING_SHADER_SLOT_SHADOW,

PipelineState, HiddenMateriallIndex,
0, nullptr, 0);

}

return PipelineState;

}
#endif // RHI_RAYTRACING
6. RayTracingReflections.cpp

#include "RendererPrivate.h"
#include "GlobalShader.h"
#include "DeferredShadingRenderer.h"

#1f RHI_RAYTRACING

#include "ClearQuad.h"

#include "SceneRendering.h"

#include "SceneRenderTargets.h"

#include "RenderTargetPool.h"

#include "RHIResources.h"

#include "UniformBuffer.h"

#include "VisualizeTexture.h"

#include "LightRendering.h"

#include "SystemTextures.h"

#include "RayTracing/RaytracingOptions.h"
#include "RayTracing/RayTracingDeferredMaterials.h"
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#include "RayTracing/RayTracinglLighting.h"
#include "RenderGraph.h"
#include "RayTracing/RayTracinglLighting.h"

static float GRayTracingReflectionsMaxRoughness = -1;
static FAutoConsoleVariableRef CVarRayTracingReflectionsMaxRoughness(
TEXT("r.RayTracing.Reflections.MaxRoughness"),

GRayTracingReflectionsMaxRoughness,
TEXT("Sets the maximum roughness until which ray tracing reflections will be

visible (default = -1 (max roughness driven by postprocessing volume))")
)s
static int32 GRayTracingReflectionsMaxBounces = -1;

static FAutoConsoleVariableRef CVarRayTracingReflectionsMaxBounces(
TEXT("r.RayTracing.Reflections.MaxBounces"),
GRayTracingReflectionsMaxBounces,
TEXT("Sets the maximum number of ray tracing reflection bounces (default = -1 (max
bounces driven by postprocessing volume))")

);

static int32 GRayTracingReflectionsEmissiveAndIndirectLighting = 1;

static FAutoConsoleVariableRef CVarRayTracingReflectionsEmissiveAndIndirectLighting(
TEXT("r.RayTracing.Reflections.EmissiveAndIndirectLighting"),
GRayTracingReflectionsEmissiveAndIndirectLighting,
TEXT("Enables ray tracing reflections emissive and indirect lighting (default =

")

)

static int32 GRayTracingReflectionsDirectLighting = 1;

static FAutoConsoleVariableRef CVarRayTracingReflectionsDirectLighting(
TEXT("r.RayTracing.Reflections.DirectLighting"),
GRayTracingReflectionsDirectLighting,
TEXT("Enables ray tracing reflections direct lighting (default = 1)")

)s

static int32 GRayTracingReflectionsShadows = -1;

static FAutoConsoleVariableRef CVarRayTracingReflectionsShadows (
TEXT("r.RayTracing.Reflections.Shadows"),
GRayTracingReflectionsShadows,
TEXT("Enables shadows in ray tracing reflections)")
TEXT(" -1: Shadows driven by postprocessing volume (default)")
TEXT(" ©: Shadows disabled ")
TEXT(" 1: Hard shadows")
TEXT(" 2: Soft area shadows")

);

static float GRayTracingReflectionsMinRayDistance = -1;

static FAutoConsoleVariableRef CVarRayTracingReflectionsMinRayDistance(
TEXT("r.RayTracing.Reflections.MinRayDistance"),
GRayTracingReflectionsMinRayDistance,
TEXT("Sets the minimum ray distance for ray traced reflection rays. Actual

reflection ray length is computed as Lerp(MaxRayDistance, MinRayDistance, Roughness),

i.e. reflection rays become shorter when traced from rougher surfaces. (default = -1
(infinite rays))")
)s

static float GRayTracingReflectionsMaxRayDistance = -1;

static FAutoConsoleVariableRef CVarRayTracingReflectionsMaxRayDistance(
TEXT("r.RayTracing.Reflections.MaxRayDistance"),
GRayTracingReflectionsMaxRayDistance,
TEXT("Sets the maximum ray distance for ray traced reflection rays. When ray

shortening is used, skybox will not be sampled in RT reflection pass and will be
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composited later, together with local reflection captures. Negative values turn off this

optimization. (default = -1 (infinite rays))")
)s

static TAutoConsoleVariable<int32> CVarRayTracingReflectionsSortMaterials(
TEXT("r.RayTracing.Reflections.SortMaterials"),
0,
TEXT("Sets whether refected materials will be sorted before shading\n")
TEXT("9: Disabled (Default)\n ")

TEXT("1: Enabled, using Trace->Sort->Trace\n"),
ECVF_RenderThreadSafe);

static TAutoConsoleVariable<int32> CVarRayTracingReflectionsSortTileSize(
TEXT("r.RayTracing.Reflections.SortTileSize"),
64,
TEXT("Size of pixel tiles for sorted reflections\n")
TEXT(" Default 64\n"),
ECVF_RenderThreadSafe);

static TAutoConsoleVariable<int32> CVarRayTracingReflectionsSortSize(
TEXT("r.RayTracing.Reflections.SortSize"),
5,
TEXT("Size of horizon for material ID sort\n")
TEXT("9: Disabled\n")
TEXT("1: 256 Elements\n")
TEXT("2: 512 Elements\n")
TEXT("3: 1024 Elements\n™)
TEXT("4: 2048 Elements\n™)
TEXT("5: 4096 Elements (Default)\n"),
ECVF_RenderThreadSafe);

static const int32 GReflectionLightCountMaximum = 64;

class FRayTracingReflectionsRGS : public FGlobalShader

{
DECLARE_GLOBAL_SHADER(FRayTracingReflectionsRGS)
SHADER_USE_ROOT_PARAMETER_STRUCT (FRayTracingReflectionsRGS, FGlobalShader)

class FDenoiserOutput : SHADER_PERMUTATION_BOOL("DIM_DENOISER_OUTPUT");

class FDeferredMaterialMode :
SHADER_PERMUTATION_ENUM_CLASS("DIM_DEFERRED_MATERIAL_MODE", EDeferredMaterialMode);

using FPermutationDomain = TShaderPermutationDomain<FDenoiserOutput,
FDeferredMaterialMode>;

BEGIN_SHADER_PARAMETER_STRUCT(FParameters, )
SHADER_PARAMETER(int32, SamplesPerPixel)
SHADER_PARAMETER(int32, MaxBounces)
SHADER_PARAMETER(int32, HeightFog)
SHADER_PARAMETER(int32, ShouldDoDirectLighting)
SHADER_PARAMETER(int32, ReflectedShadowsType)
SHADER_PARAMETER(int32, ShouldDoEmissiveAndIndirectLighting)
SHADER_PARAMETER(int32, UpscaleFactor)
SHADER_PARAMETER(int32, SortTileSize)
SHADER_PARAMETER(FIntPoint, RayTracingResolution)
SHADER_PARAMETER(FIntPoint, TileAlignedResolution)
SHADER_PARAMETER(float, ReflectionMinRayDistance)
SHADER_PARAMETER(float, ReflectionMaxRayDistance)
SHADER_PARAMETER(float, ReflectionMaxRoughness)
SHADER_PARAMETER(float, ReflectionMaxNormalBias)
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SHADER_PARAMETER_SRV(RaytracingAccelerationStructure, TLAS)

SHADER_PARAMETER_STRUCT_REF(FViewUniformShaderParameters,
ViewUniformBuffer)

SHADER_PARAMETER_STRUCT_REF(FSceneTexturesUniformParameters,
SceneTexturesStruct)

SHADER_PARAMETER_STRUCT_REF(FRaytracinglLightDataPacked, LightDataPacked)

SHADER_PARAMETER_STRUCT_REF(FReflectionUniformParameters, ReflectionStruct)

SHADER_PARAMETER_STRUCT_REF(FFogUniformParameters, FogUniformParameters)

// Optional indirection buffer used for sorted materials

SHADER_PARAMETER_RDG_BUFFER_UAV(StructuredBuffer<FDeferredMaterialPayload>,

MaterialBuffer)

SHADER_PARAMETER_RDG_TEXTURE_UAV(RWTexture2D<float4>, ColorOutput)

SHADER_PARAMETER_RDG_TEXTURE_UAV(RWTexture2D<float>, RayHitDistanceOutput)

SHADER_PARAMETER_RDG_TEXTURE_UAV (RWTexture2D<float>,
RayImaginaryDepthOutput)
END_SHADER_PARAMETER_STRUCT()

static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&

Parameters)
{
return ShouldCompileRayTracingShadersForProject(Parameters.Platform);
}
¥

class FRayTracingReflectionsCHS : public FGlobalShader

{
DECLARE_GLOBAL_SHADER(FRayTracingReflectionsCHS);
SHADER_USE_ROOT_PARAMETER_STRUCT(FRayTracingReflectionsCHS, FGlobalShader)

static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&
Parameters)

{
return ShouldCompileRayTracingShadersForProject(Parameters.Platform);
}
using FParameters = FEmptyShaderParameters;
}s
class FRayTracingReflectionsMS : public FGlobalShader
{
DECLARE_GLOBAL_SHADER(FRayTracingReflectionsMS);
SHADER_USE_ROOT_PARAMETER_STRUCT(FRayTracingReflectionsMS, FGlobalShader)
static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&
Parameters)
{
return ShouldCompileRayTracingShadersForProject(Parameters.Platform);
}
using FParameters = FEmptyShaderParameters;
}s

IMPLEMENT_GLOBAL_SHADER(FRayTracingReflectionsRGS,
"/Engine/Private/RayTracing/RayTracingReflections.usf", "RayTracingReflectionsRGS",
SF_RayGen);

IMPLEMENT_GLOBAL_SHADER(FRayTracingReflectionsCHS,

"/Engine/Private/RayTracing/RayTracingReflections.usf", "RayTracingReflectionsMainCHS",

SF_RayHitGroup);
IMPLEMENT_GLOBAL_SHADER(FRayTracingReflectionsMS,
"/Engine/Private/RayTracing/RayTracingReflections.usf", "RayTracingReflectionsMainMS",
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SF_RayMiss);

void FDeferredShadingSceneRenderer::PrepareRayTracingReflections(const FViewInfo& View,
TArray<FRayTracingShaderRHIParamRef>& OutRayGenShaders)
{

// Declare all RayGen shaders that require material closest hit shaders to be
bound

const bool bSortMaterials =
CVarRayTracingReflectionsSortMaterials.GetValueOnRenderThread() != 0;

const EDeferredMaterialMode DeferredMaterialMode = bSortMaterials ?
EDeferredMaterialMode: :Shade : EDeferredMaterialMode: :None;

FRayTracingReflectionsRGS: :FPermutationDomain PermutationVector;
PermutationVector.Set<FRayTracingReflectionsRGS: :FDeferredMaterialMode> (DeferredMa
terialMode);

auto RayGenShader = View.ShaderMap-
>GetShader<FRayTracingReflectionsRGS>(PermutationVector);

OutRayGenShaders.Add(RayGenShader->GetRayTracingShader());
}

#endif // RHI_RAYTRACING

void FDeferredShadingSceneRenderer::RenderRayTracingReflections(
FRDGBuilder& GraphBuilder,
const FViewInfo& View,
FRDGTextureRef* OutColorTexture,
FRDGTextureRef* OutRayHitDistanceTexture,
FRDGTextureRef* OutRayImaginaryDepthTexture,
int32 SamplePerPixel,
int32 HeightFog,
float ResolutionFraction)
#if RHI_RAYTRACING
{
const uint32 SortTileSize =
CVarRayTracingReflectionsSortTileSize.GetValueOnRenderThread();
const bool bSortMaterials =
CVarRayTracingReflectionsSortMaterials.GetValueOnRenderThread() != 0;

FSceneRenderTargets& SceneContext =
FSceneRenderTargets: :Get(GraphBuilder.RHICmdList);

int32 UpscaleFactor = int32(1.0f / ResolutionFraction);

ensure(ResolutionFraction == 1.0 / UpscaleFactor);

ensureMsgf(FComputeShaderUtils: :kGolden2DGroupSize % UpscaleFactor == 0,
TEXT("Reflection ray tracing will have uv misalignement."));

FIntPoint RayTracingResolution = FIntPoint::DivideAndRoundUp(View.ViewRect.Size(),
UpscaleFactor);

{

FPooledRenderTargetDesc Desc = SceneContext.GetSceneColor()->GetDesc();
Desc.Format = PF_FloatRGBA;

Desc.Flags &= ~(TexCreate FastVRAM | TexCreate_Transient);

Desc.Extent /= UpscaleFactor;

Desc.TargetableFlags |= TexCreate UAV;

*QutColorTexture = GraphBuilder.CreateTexture(Desc,
TEXT("RayTracingReflections"));

Desc.Format = PF_R16F;
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*QutRayHitDistanceTexture = GraphBuilder.CreateTexture(Desc,
TEXT("RayTracingReflectionsHitDistance"));

*QutRayImaginaryDepthTexture = GraphBuilder.CreateTexture(Desc,
TEXT("RayTracingReflectionsImaginaryDepth"));

// When deferred materials are used, we need to dispatch the reflection shader
twice:
// - First pass gathers reflected ray hit data and sorts it by hit shader ID.
// - Second pass re-traces the reflected ray and performs full shading.
// When deferred materials are not used, everything is done in a single pass.
const uint32 NumPasses = bSortMaterials ? 2 : 1;
const EDeferredMaterialMode DeferredMaterialModes[2] =
{
bSortMaterials ? EDeferredMaterialMode::Gather :
EDeferredMaterialMode: :None,
bSortMaterials ? EDeferredMaterialMode::Shade :
EDeferredMaterialMode: :None,

}s
FRDGBufferRef DeferredMaterialBuffer = nullptr;

FIntPoint TileAlignedResolution = RayTracingResolution;
if (SortTileSize)

{
TileAlignedResolution = FIntPoint::DivideAndRoundUp(RayTracingResolution,
SortTileSize) * SortTileSize;

}

const uint32 DeferredMaterialBufferNumElements = TileAlignedResolution.X *
TileAlignedResolution.Y;

FRayTracingReflectionsRGS: :FParameters CommonParameters;

CommonParameters.SamplesPerPixel = SamplePerPixel;

CommonParameters.MaxBounces = GRayTracingReflectionsMaxBounces > -1°?
GRayTracingReflectionsMaxBounces :
View.FinalPostProcessSettings.RayTracingReflectionsMaxBounces;

CommonParameters.HeightFog = HeightFog;

CommonParameters.ShouldDoDirectLighting = GRayTracingReflectionsDirectLighting;

CommonParameters.ReflectedShadowsType = GRayTracingReflectionsShadows > -1 ?
GRayTracingReflectionsShadows :
(int32)View.FinalPostProcessSettings.RayTracingReflectionsShadows;

CommonParameters.ShouldDoEmissiveAndIndirectLighting =
GRayTracingReflectionsEmissiveAndIndirectLighting;

CommonParameters.UpscaleFactor = UpscaleFactor;

CommonParameters.ReflectionMinRayDistance =
FMath: :Min(GRayTracingReflectionsMinRayDistance, GRayTracingReflectionsMaxRayDistance);

CommonParameters.ReflectionMaxRayDistance = GRayTracingReflectionsMaxRayDistance;

CommonParameters.ReflectionMaxRoughness =
FMath::Clamp(GRayTracingReflectionsMaxRoughness >= © ? GRayTracingReflectionsMaxRoughness
: View.FinalPostProcessSettings.RayTracingReflectionsMaxRoughness, ©0.01f, 1.0f);

CommonParameters.ReflectionMaxNormalBias = GetRaytracingMaxNormalBias();

CommonParameters.RayTracingResolution = RayTracingResolution;

CommonParameters.TileAlignedResolution = TileAlignedResolution;

CommonParameters.TLAS = View.RayTracingScene.RayTracingSceneRHI-
>GetShaderResourceView();

CommonParameters.ViewUniformBuffer = View.ViewUniformBuffer;

CommonParameters.LightDataPacked = CreateLightDataPackedUniformBuffer(Scene-
>Lights, View, EUniformBufferUsage::UniformBuffer_SingleFrame);

CommonParameters.SceneTexturesStruct = CreateSceneTextureUniformBuffer(
SceneContext, FeaturelLevel, ESceneTextureSetupMode::All,
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EUniformBufferUsage: :UniformBuffer_SingleFrame);
CommonParameters.ReflectionStruct = CreateReflectionUniformBuffer(View,
EUniformBufferUsage: :UniformBuffer_SingleFrame);
CommonParameters.FogUniformParameters = CreateFogUniformBuffer(View,
EUniformBufferUsage: :UniformBuffer_SingleFrame);
CommonParameters.ColorOutput = GraphBuilder.CreateUAV(*OutColorTexture);
CommonParameters.RayHitDistanceOutput =
GraphBuilder.CreateUAV(*0OutRayHitDistanceTexture);
CommonParameters.RayImaginaryDepthOutput =
GraphBuilder.CreateUAV(*0OutRayImaginaryDepthTexture);
CommonParameters.SortTileSize = SortTileSize;
for (uint32 PassIndex = @; PassIndex < NumPasses; ++PassIndex)

{

FRayTracingReflectionsRGS: :FParameters* PassParameters =
GraphBuilder.AllocParameters<FRayTracingReflectionsRGS: :FParameters>();
*PassParameters = CommonParameters;

const EDeferredMaterialMode DeferredMaterialMode =
DeferredMaterialModes[PassIndex];

if (DeferredMaterialMode != EDeferredMaterialMode: :None)

{
if (DeferredMaterialMode == EDeferredMaterialMode: :Gather)

{
FRDGBufferDesc Desc =
FRDGBufferDesc: :CreateStructuredDesc(sizeof(FDeferredMaterialPayload),
DeferredMaterialBufferNumElements);
DeferredMaterialBuffer = GraphBuilder.CreateBuffer(Desc,
TEXT("RayTracingReflectionsMaterialBuffer"));

}

PassParameters->MaterialBuffer =
GraphBuilder.CreateUAV(DeferredMaterialBuffer);

}

FRayTracingReflectionsRGS: :FPermutationDomain PermutationVector;

PermutationVector.Set<FRayTracingReflectionsRGS: :FDeferredMaterialMode>(DeferredMa
terialMode);

auto RayGenShader = View.ShaderMap-
>GetShader<FRayTracingReflectionsRGS>(PermutationVector);
ClearUnusedGraphResources (RayGenShader, PassParameters);

if (DeferredMaterialMode == EDeferredMaterialMode: :Gather)
{
GraphBuilder.AddPass(
RDG_EVENT_NAME("ReflectionRayTracingGatherMaterials %dx%d",
TileAlignedResolution.X, TileAlignedResolution.Y),
PassParameters,
ERenderGraphPassFlags: :Compute,
[PassParameters, this, &View, RayGenShader,
TileAlignedResolution](FRHICommandList& RHICmdList)

{
FRHIRayTracingPipelineState* Pipeline =
BindRayTracingDeferredMaterialGatherPipeline(RHICmdList, View, RayGenShader-
>GetRayTracingShader());

FRayTracingShaderBindingsWriter GlobalResources;
SetShaderParameters(GlobalResources, RayGenShader,
*PassParameters);
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FRayTracingSceneRHIParamRef RayTracingSceneRHI =
View.RayTracingScene.RayTracingSceneRHI;

RHICmdList.RayTraceDispatch(Pipeline, RayGenShader-
>GetRayTracingShader(), RayTracingSceneRHI, GlobalResources, TileAlignedResolution.X,
TileAlignedResolution.Y);

s

// A material sorting pass

const uint32 SortSize =
CVarRayTracingReflectionsSortSize.GetValueOnRenderThread();

if (SortSize)

{

SortDeferredMaterials(GraphBuilder, View, SortSize,

DeferredMaterialBufferNumElements, DeferredMaterialBuffer);
}
}
else
{
GraphBuilder.AddPass(
RDG_EVENT_NAME("ReflectionRayTracing %dx%d",
RayTracingResolution.X, RayTracingResolution.Y),
PassParameters,
ERenderGraphPassFlags: :Compute,
[PassParameters, this, &View, RayGenShader,
RayTracingResolution, DeferredMaterialBufferNumElements,
DeferredMaterialMode] (FRHICommandList& RHICmdList)
{
FRayTracingShaderBindingsWriter GlobalResources;
SetShaderParameters(GlobalResources, RayGenShader,
*PassParameters);

FRayTracingSceneRHIParamRef RayTracingSceneRHI =
View.RayTracingScene.RayTracingSceneRHI;

if (DeferredMaterialMode == EDeferredMaterialMode: :Shade)

{
// Shading pass for sorted materials uses 1D dispatch
over all elements in the material buffer.
// This can be reduced to the number of output pixels
if sorting pass guarantees that all invalid entries are moved to the end.

RHICmdList.RayTraceDispatch(View.RayTracingMaterialPipeline, RayGenShader-
>GetRayTracingShader(), RayTracingSceneRHI, GlobalResources,
DeferredMaterialBufferNumElements, 1);

else // EDeferredMaterialMode: :None

{

RHICmdList.RayTraceDispatch(View.RayTracingMaterialPipeline, RayGenShader-
>GetRayTracingShader(), RayTracingSceneRHI, GlobalResources, RayTracingResolution.X,
RayTracingResolution.Y);

}
1
}
}
}
#telse // !RHI_RAYTRACING
{
check(9);
}
#endif
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7. RayTracingShadows.cpp

#include "DeferredShadingRenderer.h"
#if RHI_RAYTRACING

#include "ClearQuad.h"

#include "PathTracingUniformBuffers.h"

#include "SceneRendering.h"

#include "SceneRenderTargets.h"

#include "RenderGraphBuilder.h"

#include "RenderTargetPool.h"

#include "RHIResources.h"

#include "UniformBuffer.h"

#include "VisualizeTexture.h"

#include "RayGenShaderUtils.h"

#include "RaytracingOptions.h"

#include "BuiltInRayTracingShaders.h"

#include "RayTracing/RayTracingMaterialHitShaders.h"
#include "Containers/DynamicRHIResourceArray.h"
#include "SceneViewFamilyBlackboard.h"

static float GRayTracingMaxNormalBias = 0.1f;
static FAutoConsoleVariableRef CVarRayTracingNormalBias(
TEXT("r.RayTracing.NormalBias"),
GRayTracingMaxNormalBias,
TEXT("Sets the max. normal bias used for offseting the ray start position along
the normal (default = 0.1, i.e., 1mm)")
)s

static int32 GRayTracingShadowsEnableMaterials = 1;
static FAutoConsoleVariableRef CVarRayTracingShadowsEnableMaterials(
TEXT("r.RayTracing.Shadows.EnableMaterials"),
GRayTracingShadowsEnableMaterials,
TEXT("Enables material shader binding for shadow rays. If this is disabled, then a
default trivial shader is used. (default = 1)")

)s

static TAutoConsoleVariable<int32> CVarRayTracingShadowsEnableTwoSidedGeometry(
TEXT("r.RayTracing.Shadows.EnableTwoSidedGeometry™),
1,
TEXT("Enables two-sided geometry when tracing shadow rays (default = 1)"),
ECVF_RenderThreadSafe

);

class FOcclusionRGS : public FGlobalShader

{
DECLARE_GLOBAL_SHADER(FOcclusionRGS)
SHADER_USE_ROOT_PARAMETER_STRUCT(FOcclusionRGS, FGlobalShader)

class FLightTypeDim : SHADER_PERMUTATION_INT("LIGHT TYPE", LightType MAX);

class FDenoiserOutputDim : SHADER_PERMUTATION_INT("DIM_DENOISER_OUTPUT", 4);

class FEnableTwoSidedGeometryDim :
SHADER_PERMUTATION_BOOL ("ENABLE_TWO SIDED GEOMETRY");

using FPermutationDomain = TShaderPermutationDomain<FLightTypeDim,
FDenoiserOutputDim, FEnableTwoSidedGeometryDim>;

static bool ShouldCompilePermutation(const FGlobalShaderPermutationParameters&
Parameters)

{
}

return ShouldCompileRayTracingShadersForProject(Parameters.Platform);
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BEGIN SHADER_PARAMETER_STRUCT(FParameters, )
SHADER_PARAMETER (uint32, SamplesPerPixel)
SHADER_PARAMETER(float, NormalBias)
SHADER_PARAMETER (uint32, LightingChannelMask)
SHADER_PARAMETER(FIntRect, LightScissor)

SHADER_PARAMETER_STRUCT(FLightShaderParameters, Light)
SHADER_PARAMETER_STRUCT_INCLUDE(FSceneViewFamilyBlackboard,
SceneBlackboard)

SHADER_PARAMETER_SRV(RaytracingAccelerationStructure, TLAS)
SHADER_PARAMETER_RDG_TEXTURE_UAV (RWTexture2D<float4>, RWOcclusionMaskUAV)
SHADER_PARAMETER_RDG_TEXTURE_UAV(RWTexture2D<float>, RWRayDistanceUAV)
SHADER_PARAMETER_STRUCT_REF(FViewUniformShaderParameters,
ViewUniformBuffer)
END_SHADER_PARAMETER_STRUCT()

}s

IMPLEMENT_GLOBAL_SHADER(FOcclusionRGS,
"/Engine/Private/RayTracing/RayTracingOcclusionRGS.usf", "OcclusionRGS", SF_RayGen);

float GetRaytracingMaxNormalBias()
{

}

return FMath::Max(0.01f, GRayTracingMaxNormalBias);

void FDeferredShadingSceneRenderer::PrepareRayTracingShadows(const FViewInfo& View,
TArray<FRayTracingShaderRHIParamRef>& OutRayGenShaders)

{

bound

// Declare all RayGen shaders that require material closest hit shaders to be

const IScreenSpaceDenoiser::EShadowRequirements DenoiserRequirements[] =

{
IScreenSpaceDenoiser: :EShadowRequirements: :Bailout,
IScreenSpaceDenoiser: :EShadowRequirements: :ClosestOccluder,
IScreenSpaceDenoiser: :EShadowRequirements: :PenumbraAndAvgOccluder,
IScreenSpaceDenoiser: :EShadowRequirements: :PenumbraAndClosestOccluder,

}s

for (int32 LightType = 0; LightType < LightType_MAX; ++LightType)

{

for (IScreenSpaceDenoiser::EShadowRequirements DenoiserRequirement :
DenoiserRequirements)
{
FOcclusionRGS: :FPermutationDomain PermutationVector;
PermutationVector.Set<FOcclusionRGS: :FLightTypeDim>(LightType);

PermutationVector.Set<FOcclusionRGS: :FDenoiserOutputDim>((int32)DenoiserRequiremen
t);

PermutationVector.Set<FOcclusionRGS: :FEnableTwoSidedGeometryDim>(CVarRayTracingSha
dowsEnableTwoSidedGeometry.GetValueOnRenderThread() != 0);

TShaderMapRef<FOcclusionRGS> RayGenerationShader(View.ShaderMap,
PermutationVector);
OutRayGenShaders.Add(RayGenerationShader->GetRayTracingShader());

}
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#endif // RHI_RAYTRACING

void FDeferredShadingSceneRenderer::RenderRayTracingShadows (
FRDGBuilder& GraphBuilder,
const FSceneViewFamilyBlackboard& SceneBlackboard,
const FViewInfo& View,
const FLightSceneInfo& LightSceneInfo,
const IScreenSpaceDenoiser::FShadowRayTracingConfig& RayTracingConfig,
IScreenSpaceDenoiser: :EShadowRequirements DenoiserRequirements,
FRDGTextureRef* OutShadowMask,
FRDGTextureRef* OutRayHitDistance)

#if RHI_RAYTRACING

{
FLightSceneProxy* LightSceneProxy = LightSceneInfo.Proxy;
check(LightSceneProxy);

// Render targets
FRDGTextureRef ScreenShadowMaskTexture;
{
FRDGTextureDesc Desc = FRDGTextureDesc::Create2DDesc(
SceneBlackboard.SceneDepthBuffer->Desc.Extent,
PF_FloatRGBA,
FClearValueBinding: :Black,
TexCreate_None,
TexCreate_ShaderResource | TexCreate RenderTargetable |
TexCreate_UAV,
/* bInForceSeparateTargetAndShaderResource = */ false);
ScreenShadowMaskTexture = GraphBuilder.CreateTexture(Desc,
TEXT("RayTracingOcclusion™));

FRDGTextureRef RayDistanceTexture;
{
FRDGTextureDesc Desc = FRDGTextureDesc::Create2DDesc(
SceneBlackboard.SceneDepthBuffer->Desc.Extent,
PF_R16F,
FClearValueBinding: :Black,
TexCreate_None,
TexCreate_ShaderResource | TexCreate_ RenderTargetable |
TexCreate_UAV,
/* bInForceSeparateTargetAndShaderResource = */ false);
RayDistanceTexture = GraphBuilder.CreateTexture(Desc,
TEXT("RayTracingOcclusionDistance"));

}

FIntRect ScissorRect = { {0,0}, View.ViewRect.Size() };

if (LightSceneProxy->GetScissorRect(ScissorRect, View, View.ViewRect))
{
// Account for scissor being defined on the whole frame viewport while the
trace is only on the view subrect
ScissorRect.Min = ScissorRect.Min - View.ViewRect.Min;
ScissorRect.Max = ScissorRect.Max - View.ViewRect.Min;

}

else

{
}

ScissorRect = { {0,0}, View.ViewRect.Size() };

// Ray generation pass for shadow occlusion.

{

FOcclusionRGS::FParameters* PassParameters =
GraphBuilder.AllocParameters<FOcclusionRGS: :FParameters>();
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PassParameters->RWOcclusionMaskUAV =
GraphBuilder.CreateUAV(FRDGTextureUAVDesc (ScreenShadowMaskTexture));
PassParameters->RWRayDistanceUAV =
GraphBuilder.CreateUAV(FRDGTextureUAVDesc (RayDistanceTexture));
PassParameters->SamplesPerPixel = RayTracingConfig.RayCountPerPixel;
PassParameters->NormalBias = GetRaytracingMaxNormalBias();
PassParameters->LightingChannelMask = LightSceneProxy-
>GetLightingChannelMask();
LightSceneProxy->GetLightShaderParameters(PassParameters->Light);
PassParameters->TLAS = View.RayTracingScene.RayTracingSceneRHI-
>GetShaderResourceView();
PassParameters->ViewUniformBuffer = View.ViewUniformBuffer;
PassParameters->SceneBlackboard = SceneBlackboard;
PassParameters->LightScissor = ScissorRect;

FOcclusionRGS: :FPermutationDomain PermutationVector;
PermutationVector.Set<FOcclusionRGS: :FLightTypeDim>(LightSceneProxy-
>GetLightType());
if (DenoiserRequirements ==
IScreenSpaceDenoiser: :EShadowRequirements: :ClosestOccluder)
{
ensure(RayTracingConfig.RayCountPerPixel == 1);
PermutationVector.Set<FOcclusionRGS: :FDenoiserOutputDim>(1);

else if (DenoiserRequirements ==
IScreenSpaceDenoiser: :EShadowRequirements: :PenumbraAndAvgOccluder)

{
}

else if (DenoiserRequirements ==
IScreenSpaceDenoiser: :EShadowRequirements: :PenumbraAndClosestOccluder)

PermutationVector.Set<FOcclusionRGS: :FDenoiserOutputDim>(2);

{

PermutationVector.Set<FOcclusionRGS: :FDenoiserOutputDim>(3);
}
else
{

PermutationVector.Set<FOcclusionRGS: :FDenoiserOutputDim>(0);
}

PermutationVector.Set<FOcclusionRGS: :FEnableTwoSidedGeometryDim>(CVarRayTracingSha
dowsEnableTwoSidedGeometry.GetValueOnRenderThread() != 0);

TShaderMapRef<FOcclusionRGS>
RayGenerationShader (GetGlobalShaderMap(FeatureLevel), PermutationVector);

ClearUnusedGraphResources (*RayGenerationShader, PassParameters);
FIntPoint Resolution(View.ViewRect.Width(), View.ViewRect.Height());

GraphBuilder.AddPass(
RDG_EVENT_NAME("RayTracedShadow (spp=%d) %dx%d",
RayTracingConfig.RayCountPerPixel, View.ViewRect.Width(), View.ViewRect.Height()),
PassParameters,
ERenderGraphPassFlags: :Compute,
[this, &View, RayGenerationShader, PassParameters,
Resolution] (FRHICommandList& RHICmdList)
{
FRayTracingShaderBindingsWriter GlobalResources;
SetShaderParameters(GlobalResources, *RayGenerationShader,
*PassParameters);

FRayTracingSceneRHIParamRef RayTracingSceneRHI =
View.RayTracingScene.RayTracingSceneRHI;
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if (GRayTracingShadowsEnableMaterials)
{

RHICmdList.RayTraceDispatch(View.RayTracingMaterialPipeline,
RayGenerationShader->GetRayTracingShader(), RayTracingSceneRHI, GlobalResources,
Resolution.X, Resolution.Y);

}

else

{

FRayTracingPipelineStateInitializer Initializer;

Initializer.MaxPayloadSizeInBytes = 52; //
sizeof(FPackedMaterialClosestHitPayload)

FRayTracingShaderRHIParamRef RayGenShaderTable[] = {
RayGenerationShader->GetRayTracingShader() };
Initializer.SetRayGenShaderTable(RayGenShaderTable);

FRayTracingShaderRHIParamRef MissShaderTable[] = {
View.ShaderMap->GetShader<FDefaultMaterialMS>()->GetRayTracingShader() };
Initializer.SetMissShaderTable(MissShaderTable);

FRayTracingShaderRHIParamRef HitGroupTable[] = {
View.ShaderMap->GetShader<FOpaqueShadowHitGroup>()->GetRayTracingShader() };

Initializer.SetHitGroupTable(HitGroupTable);

Initializer.bAllowHitGroupIndexing = false; // Use the same
hit shader for all geometry in the scene by disabling SBT indexing.

FRHIRayTracingPipelineState* Pipeline =
PipelineStateCache: :GetAndOrCreateRayTracingPipelineState(Initializer);

RHICmdList.RayTraceDispatch(Pipeline, RayGenerationShader-
>GetRayTracingShader(), RayTracingSceneRHI, GlobalResources, Resolution.X, Resolution.Y);
}
})s
}

*QutShadowMask = ScreenShadowMaskTexture;
*OutRayHitDistance = RayDistanceTexture;

}
#else // 'RHI_RAYTRACING
{

unimplemented();
}
#endif
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