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AHAJIN3A JIYMEH UNREAL ENGINE 5 CUCTEMA I'JIOBAJIHOI' OCBET/bEIbA HA
INPUMEPY BU3YEJ/IM3AIIMJE EHTEPUJEPA

ANALYSIS OF THE LUMEN UNREAL ENGINE 5 GLOBAL LIGHTING SYSTEM ON
THE EXAMPLE OF INTERIOR VISUALIZATION

Cama BnajkoB, @axynimem mexnuuxux nayka, Hosu Cao

Ooaact — APXUTEKTYPA

Kparak cagpxaj — Ananusa Jlymen cucmema u pasiuxka
usmely cogpmeepcrkoe u xaposepckoe raytracing-a xkpos
npumep gusyeausayije enmepujepa.

Kibyune peun: JIymen, Unreal engine

Abstract — Analysis of the Lumen system and the
difference between software and hardware raytracing
through an example of interior visualization.
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1. YBOJ

Ceerno je jemaH oOx HAjBOKHUjUX acrekara y
BU3yaIlM3alljH apXUTEKTOHCKOT MpocTopa. PazmmunTn
THIIOBU CHCTEMa OCBETJbaBaba MOTY C€ IPOydYaBaTH KPo3
UCTOPHjy OX KIACHYHOI CIHMKapcTBa 10 HpHMEHE
JUTATATHUX TEXHOJIOTHja ¥ alITOPHTaMa 3a pEHAEPOBambe.

Y mnocneawmux 20 romuHa, I0jaBOM alropurama 3a
CHMYJIAlNjy MHAMPEKTHOT OCBETJhEHha HACTAA je YNTaBa
peBOJIyIMja Y HauMHy (HOTOPCAICTHYHOT MPUKA3HUBAHA
o0jexkTa. ANTOPUTMH 32 MHIUPEKTHO OCBETJBEHE Cy Ce
BPEMCHOM yCaBpIIABAIN JTUKTHPajyhul THI anaTa Koje
APXUTEKTE KOPUCTE Y apXUTEKTOHCKO] BH3YAITH3aIlHjH.

Ca HampeTKoM TEXHOJIOTHje A0JIa3UMO /10 MoryhHOCTH /12
CBE OBE IPOMEHE Ha CLEHH MOXEMO W3MEHUTH U TIpH-
Kazatu yxuBo. Ol OBHX TEXHOJOTHja HAcTaje Cy MHTEp-
aKTHUBHE aIUTMKaIfje KOoje BPEMEHOM IOCTajy CBE IOITY-
JapHHje.

OHO 1ITO HajBHIIE OrPaHUYABA OBAKaB THIT IPUKA3UBaHa
jecTe IITO ce MOpa BOAWTH padyHa o mepdopmaHcama
aruTMKanuje nqa O KOPUCHUK UMao MOTIYH JI0XKHBJbaj. Ha
nepdopMaHce aluIMKalKja HajBHIIE YTHYE IPOpavyH
CBETJIa y PEaJTHOM BpEMEHY.

Ca mojaBom Ray tracing Ttexnonoruje mobujeHa je
MoryhHOCT peHzepoBama (OTOPEATUCTUYHHUX CIEHA Y
peaHOM BpeMeHy, aiM mpouec mpensuha kopumheme
BHUCOKHMX KalalUTeTa padyHapa je 3axTeBao OrpOMHY
padyHapcKy cHary. JemaH on HajHOBHjUX CHCTEMa 3a
peHIepoBame y pearHOM BpeMeHy je Lumen cucrem 3a
JMHAMHYHO TJI00aJTHO OCBETJbaBame Pa3BUjeH y OKBHPY
Unreal Engine 5 miardopme.

HAIIOMEHA:
OBaj pax mpoucTeKao je U3 MacTep paga 4nju MEHTOP
je omo np Bojan TenaBueBuh, pen. mpod.

2.0 CUCTEMY 3A OCBET/BEIE JIYMEH

Lumen je cucrem 3a ITMHAMHYHO II00aJHO OCBETJBEHE U
pedexcuje y Unreal Engine-y y peamsom Bpemeny. [Ipen-
CTaBJbEH je Y Bep3HjU 5 Kao HOBU CHCTEM 32 OCBETJBHCH:E
CIICHE.

Hacrao je xao peleme orpannuema nocrojehux cucrema 3a
UHAUPEKTHO OCBETJBEHHE 32 PEHIEPOBAhE CLIEHA Y PEaTHOM
BpeMeHy, KOjU JI0 caJa HHUCYy oMoryhaBajayd JAWHAMUYKO U
WHTEPAKTUBHO AN(Y3HO OCBETJHEHE Y PEATHOM BPEMEHY.
Tume npy>xa MoryhHOCT IpoMeHe TeoMeTpuje, Mareprjaia u
CBETIa y CLUCHH Yy peajlHOM BpeMeHy. Lumen peHnepyje
uHTep-peduiekcuje (amOujeHTaHe pediekcrje) odjekara ca
HEOTpaHWYCHHM OpojeM OmdWjama 3paka W WHAUPEKTHHX
peduexcurja y BeMUKIM, AeTaJbHUM CIIeHaMa.

Lumen mpyxka moryhHocT komOuHOBama jaBa Tuma Ray
Tracing-a: Software Ray Tracing u Hardware Ray Tracing.
Kopumiheme Hardware Ray Tracing-a ycioBibeHO je
kopumihemeM TpaUuKuX KapTHlia ca IMoceOHMM jesrpuma
3a Ray Tracing zadatke, nok ce Software Ray Tracing moxe
KOPUCTHUTH ca OmJIo KojoM rpaduakoM kapturoM. Lumen 6e3
JIOTIATHHUX TIoZIeTTaBarba KoprucTtu Software Ray Tracing.

Software Ray Tracing MHULjaJIHO TPaBH ABE MOjeIHOCTAB-
JbCHE Bep3Hje CBHUX 00jeKara Ha CIICHH, jeJIHY 3a CBaKH 00je-
kat nojenuHagno (Mesh distance field), a npyry 3a cBe 06je-
KTe y crienn 3ajeano (Global distance field).

3arum kpeupa Surface cache many wHa kojy 3ammcyje
nH(pOpMaIje O Marepujally M OCBETJbEHOCTH 3a CBaKd
o0jeKar Ha CLIeHH! KOj! Ce TUPEKTHO MITH HHIUPEKTHO, IPEKO
on0MjeHnX 3paKoBa, IMojaBibyje Ha cieHH. Kako Om cucrem
6no eduracHuju, nHpOpMaIHje 0 00jeKTUMa Ce 3aInCyjy Y
Mamk0] pe3oNyIMjH a 3aTUM II0CEOHHM aJTOPUTMOM
nosehaBa pe3onynuja mpu TpHUKa3ly Ha ekpady. 300r oBora
Moke nohm mo mojaBibMBama aprhdakara Ha [IeJOBHMA
o0jekara Ha BUCOKMM Pe30ITylrjama.

Hardware Ray Tracing He KOpUCTM amnpoOKCHMALHje
o0jekara, Beh mpat o10ujarbe 3paka MojeIHaIHO O CBAKOT
Tpoyria o0jekTa koju moroau. [laje Behy mpemmsHOCT Hero
Software Ray Tracing, amu 3axreBa Behie BpemMe mpopadyHa.

Jla 6u mocTHrao npopadyH IIoOaNTHOr OCBET/hEHa y peall-
HOM BpeMeHy lumen crcteM KOpHCTH HpOpadyHe MPETXO.-
HUX (pejMOBa Kao MOJIOTY 3a MPOPadyH TPEHYTHOT (pejma.
Tume mobuja MoryhHOCT 1a mpopadyHaBa BHIIIECTPYKO
on0Mjamke CBETIOCHHUX 3paKa M 33K BHCOKe mepdop-
MaHce.
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3. SOFTWARE RAY TRACING

Lumen xopucTH XUOPHIHY MPHUCTYII 3a MPOPAYyH CBETIIA.
Kopuctu Screen trace, Mesh distance fields u Global
distance fields Bpcre Busyanusamuje 3a mOpopadyH
OCBETJbEHOCTH cIieHe. [IpBo mpartu 3pake Koju mnorahajy
o0jeKkTe KOju ce Hajase y Iomieay Kamepe Kopucrehn
Depth buffer (Screen Trace). [la 61 OCBETJBEHOCT CIEHE
Onna npeny3Ha, HHje JOBOJBHO MPATUTH CaMo 00jeKTe KOju
ce BUIE M3 TOIena Kamepe, Mopajy ce y3eTH y o03up U
00jeKTH U IeN0oBH 00jeKkaTa KOju HUCY BHIJBUBHU M3 KaMepe.
3a mpopadyH oOjexara KOju ce€ He BHIE IPEKO Kamepe,
xopuctu ce Signed distance field.

Software Ray Tracing Pipeli v

Slika 1. Ilpoyec npopauyna céemaa ca Software Ray
Tracing [1]

Software Ray Tracing xopuctu Signed distance fields 3a
0I0Mjame 3paKoBa M MPOPAUYyH OCBET/HCHOCTH U pedhliek-
cuje. Signed distance fields mpeactaBsba mojegHoCTaB-
JbeHy Bep3Hjy o0jexara Ha CIeHH. 3a CBaku o0jexar Ha
cuenn kpenpa ce Mesh Distance Field" i Global Distance
Field” 3a ey cueny xao nemuny. Hakon Depth buffer-a
NpaTH CBETJIOCHE 3paKe y OJHOCY Ha I10jeIHOCTABJbCHY
BEep3Ujy CIICHE 3a O0jeKTe W JeNoBe o0jekara KOju Cy
3aKJIOFbGHH WM CE HE BHOC KpPO3 MOIJIEA Kamepe U
MpopavyHaBa OCBETIFEHOCT 00jeKTa U YyBa MH(popMaImje
y Surface cache mamm. Jlo ypasbeHOCTH On 2 MeTpa
nocmarpa ce Mesh Distance Field, wmakon 2 wmetpa
nocmarpa ce Global Distance Field.

4. HARDWARE RAY TRACING

Lumen ca xopumhemem Hardware ray tracing-a naje
KBaIMTETHHjEe pe3ynTaTe y omHocy Ha Software ray tra-
cing. TlompxaBa Behu pacmoH THUIIOBA TEOMETPHjE OJ
software ray tracing-a, xao Ha mpuUMep aHUMHUpPAHE
objexre. [la Ou ce KopucTHO, padyHap MOpa MMaTu Tpa-
¢buuKy KapTHIy Koja moap)kaBa xapaBepcku Ray tracing.
Hardware ray tracing sam maje gBa Mozmena mpopadyHa
ceeria: Surface cache u Hit lighting. Surface cache nam
Jaje OpXH M Mambe Npe3dllaH npopauyH cBeria, a Hit
lighting mpeuus-uuju anu crnopuju HpoOpadyH CBETIIA.
Surface cache woxen mnperBapa cBe Marepujajie y
HermpoBuAHK (0OpPagUE) ¥ KOPUCTH HOpMAale MOBPIIX
reoMeTpuje U mapamerpe u3 reHepucanor Surface cache-
a 3a mpopauyH cserna. Surface cache renepuiie 60jy
00jeKTa U HEroBo JAUPEKTHO M MHIUPEKTHO OCBETJHCHE
KOje 4yBa y MEMOPHUjH ¥ KOPHCTHU MO TOTPeOH.

! Mesh distance field — rojexHocTaBbeHa Bep3uja cBaKor
o0jeKTa mojeANHAYHO Ha CLICHH.
2 Global distance field — nojeasocTapsbeHa Bepsuja Lene cLeHe
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Slika 2. Surface cache npoyec npopauyna ceéemna [1]

Hit lighting momen kopucTH NpPHKYIUbeHE MONATKE M3
Surface cache-a, coprupa ux u 3a objexte Koju Hemajy
reHepucane Surface cache mogaTKkenoHOBO pavyHa
OCBETJEEEHC Y CBAKOM (pejmy.
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Slika 3. Hit lighting npoyec npopauyna ceemna [1]

3a panuky on software ray tracing moxena, hardware ray
tracing mpyxka wmoryhHocT  kopuinhiema — Nanite
reomerpuje. Nanite je TtexHomormja koja omoryhasa
MOTIYHO ayTOMAaTH30BaHO IMpaBJbehe U yuntaBame LOD
(muBO Jgera’ba) Koje ce TeHepuile pu yOalnuBamy
objekra y Unreal engine. Opa TexHOJOTMja O0Na3H 10
n3paxaja Kajga MMaMo OOjeKTe KOju ce I0jaBJbyjy Ha
IyHO MeCTa Y OKBHPY HCTE CLICHE KOjH Cy BpJIO JETalbU
ca BEJIMKAM OpojeM MOJNroHa U Koju he OUTH BUIJBHBH U
y JaJbHHU y OZHOCY Ha KaMepy.

OBa TexHoOJOTHja He TMojapXkaBa O0OjeKTe KOju Cy
AHMMHpPaHH WM CE HUXOBa FeOMETpHja Mema Ha OHIIO
KOjH HauMH.

Kombunarmja xopuirhema copTBep pej TPEjCHHT MoaeIa
u Hanurte TexHONOTHjE Aaje KBATUTETHHjC pedIicKCHje U
NpOpavyH CBETIA.

5. MIPUMEHA JIYMEH CUCTEMA Y
OCBET/BEBY EHTEPUJEPA

3a morpebe aHanmM3e PpAIIMUATHX JIyMEH CHCTEMa,
KpeupaHa je CIlcHa eHTephjepa 3a Tecthpame Software
ray tracing u Hardware ray tracing-a. Ymopeaso he 6urtu
MIPUKA3aHN UCTH PEHICPH ca KOpHUIIhemeM cohTBEpCKe U
XapJBEPCKE TEXHOJIOTHje raytracing-a.

Cuena je mpukaszaHa W3 2 pasinuyura yria jga oum ce
BUJCIH pPa3IMuUTH YTHIAjH OCBETJhema. lIpum camom
mopehemy MoXxke ce IPUMETHTH J1a je CIIeHa ca XapaBep-
cknM TipahemeM 3paka Malio CBETIHja y AeJIOBUMa TIe He
OCBETJbaBa JUPEKTHO JUPEKIHOHO CBETJIO, OJHOCHO
r100aJIHO OCBETJbEHE je TauHHje mpopadyHato. [Ipume-
hyje ce pasnmka y OCBET/bEHbY 3MIOBa IOPEA IPO30pa,
pedaekcrjama y orienany u HIaHKy.

Ha mnadony ce moxe Bumeru pediekcuja 0oje mapkeTa
HA MeCTHMa TIJle ra JAUpeKTHO moraha CyHueBo
ocBeTiberbe. OBO je jemna on ocobuna lumen cucrema



Koja Huje Owna Moryha y NpeTXOJHMM CHCTEMHUMa 3a
I7100aJTHO OCBETJBEHE.

Slika 4. Software ray tracing (rope), Hardware ray
tracing (mose)

Slika 5. Software ray tracing (rope), Hardware ray
tracing (mose)

300r paznMke y HauMHy Kako ce padyHa peduiekcuja
BUIMMO JpacTH4He pasnuke. Software ray tracing koristi
Mesh distance fields perpesenranujy objexara y pedurek-
CHjU 3a 00jEKTe KOjH Ce He Hajla3e y IOy Kamepe Wid
Cy yOaJbeHH BHILE 07 2 MeTpa off Kamepe. Y peduekcuju o
orie/ana ce MOXKEe BHCTH JIa je 3a €0 KYXHEbCKOT IIaHKa
KOjH ce He BHIM y NOIVIeNy KaMepe, MpukasaH mweros Mesh

distance fields, a 3a meo manka koju ce BHOM y TOTIICAY
KaMmepe IpuKaszaHa je Screenspace pediekcuja.

Slika 6. Software ray tracing (ropé), Hardware ray
tracing (mose)

Hcto ce MOXXe IPUMETHTH U KOX jacTykKa. 3a JeJIoBe KOjH
ce Bue y pediieKcHju a He BHIE Ce U3 Iomie[a Kamepe
npukasad je muxoB Mesh distance fields. Crora je
Iperopyka Jla ce y EHTEPHjepCcKUM CIIeHama, HapOduTo
OHUM KOjU HMajy TMyHO pe(JIeKCUBHHX MarepHjana
KOPHCTH HCKIBYurBO Hardware ray tracing.

Slika 7. Software ray tracing (rope), Hardware ray
tracing (mose)

[MpoBugHK 00jeKTH Cy TOTIYHO 3aHEMapeHH y Mpopa-
yyHy cBeTia. CBETJIO MpoJia3u Kpo3 HBHUX M Kao Ja He
IoCToje, HE TpaBe CEHKy, 0oja cTakiia HeMa HHKaKaB
YTHIIaj Ha OKOJIMHY, HE TIPUKA3yjy ce y pediekcujama.



7 Slika 8. Software ray tracing (rope), Hardware ray
tracing (mose)

Slika 9. Software ray tracing (rope), Hardware ray
tracing (mose)

6. ZAKLJUCAK

Lumen mpy>ka KopucHAIIIMA MOTYRHOCT /1a KOPUCTE HEKU
on moHylheHHX cHcTeMa 3a TJI00AlHO OCBETJBEHE U Y
3aBUCHOCTH OJ1 CBOjUX NOTpeba u3abepy cucreMm Koju he
KOPHUCTUTH. YKOJIMKO Cy y MHUTAmbYBUJCO UIPE, 33 KOje je
OMTHO Ja ce CIIeHa peHepyje MTOo OpiKe Mo IEHY Mamer
KBaJIMTETa, MOKE ce Kopuctutu Software ray tracing, kao
peliembe ca Op3uM pPEeHICPOBAEM BEJHMKUX CLCHA. 3a
Op30 peHOepoBame Y3 HEMTO OOJBM KBAIHTET, IIOX
YCIIOBOM J1a KOPHCHHK TOCeayje rpaduuKy KapTHIly Koja
uMa npexasuljena moceGua Ray Tracing jesrpa, moxe ce
kopuctutt Hardware ray tracing ca Surface cache
MO/IEJIOM MpopavyHa.

Yxonuko je morpebaH HajBUINA MOryhHM KBaJUTET ca
KBIUTETHUM peduieKcHjaMa, Kao IITO Cy apXUTEKTOHCKE
ClieHe, Taja ce mpemnopydyje yrnorpeba Hardware ray
tracing ca Hit lighting monenom mpopadyHa. Y OBakBHM
CIleHaMa je NMPUXBATJBUBO MMaTu Mamu 0poj ¢pejMoBa
Kako OM ce J00MO INTO KBalIWTETHHjU DPE3yJTaT CBAKOT

dbpejma.
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