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BBenenue. B pabore o0cyXmar0TCsi BOIIPOCH CPaBHEHUsS JIBYX HMHCTPYMEHTOB PEHJECpPUHTA -
Unreal Engine 5 u Blender Cycles — ¢ nenbio BBISIBICHHS pa3ivydil BHU3yaJbHOTO BOCIPHUATHS H
oneHKH X A(PPeKTUBHOCTH NpH co3naHuu 3D-00bEKTOB B peabHOM BpeMEHHU I (DUHAIBHOTO
penaepunra. [IpoBeneH aHanu3 CyObEKTUBHOW OIIEHKH M300pa)KEHUH, MOMYyUYEHHBIX MPU PEHACPUHTE
peanucTuuHbIX 3D-CLIEH ¢ UCIOIB30BAHUEM TEXHOJIOTUU TPACCUPOBKHU Jiydei. OLIEeHUBAJIUCH TECTOBbBIC
«InDoor» cueHbl ¢ HampaBlI€HHBIM TOYEUHBIM oOcBeleHneM u «OutDoor» creHbl ¢ paccessHHbIM
3aIIOJTHSIONIMM OCBEIICHUEM.

OcHoBHas1 yacTb. bbina pazpaboraHa aHkeTa Ui BbISIBICHUS CYyOBEKTHUBHBIX MPEANOYTECHUN
npu cpaBHEHHH map m3odpaxenuid (2 — indoor m 2 — outdoor) cren, noxydennsix B UES Patch
Tracing u Cycles. AHkera cofepuT OJOK OOIIMX BOMPOCOB M OCHOBHOW OJIOK, conepskamuii 4
WACHTUYHBIX YacTH JUIsI CPaBHEHMs ABYX CHCTEM pEHIEpHUHTa. B aHKeTe MPHUCYTCTBYIOT BONPOCHI C
nzo0paxkeHusiMu  cueH, nosydeHHsIx B UES u Cycles ¥ KOHKpETHU3HPYIOUIMMHU KPUTEPUSIMHU
OLICHUBAHMS CYyOBEKTUBHOTO MPEINOYTCHUS n300pakeHuid. [y cyObeKTHBHOM OLIEHKH MCTIOIb30BaHa
nATHOAITbHAS LIKAJIa OLIEHKH, B KAUYECTBE OCHOBBI MCII0JIb30BaHa aHKETa U3 ucciieoBanus [3, 4].

st ocBemenust B outdoor-crieHax mcnoib3oBanbl HDRI-kapTel, IMHTHpYIOIIHE COTHEYHBIHA

CBET B SICHBIM M MACMYPHBIH MOJIACHB; s indOOr-CIieH MCTOIb30BaHa cxema ocBemeHus: Three-point
lighting ¢ ToueuHbIMH HCTOUHMKaMHU cBeTa THma spot light, ¢ uHTeHcuBHOCTBHIO cBeTta 4500 Lux u
temneparypoii 6000 K. M300paxxkeHus cueH A aHKeThl MOArOTOBIEHBI B paszpemennn 1920*1080 B
¢dopmare png, BpeMsi Ha PEHJIEPUHT HE OrPaHUMYUBAIIOCH, PEHAECPHHT MPOBOAMICS C UCIOIb30BAHUEM
GPU na Buaeokapte Nvidia GeForce GTX 1050 Ti.

B ankeTrnpoBaHMM NPHUHAIU y4yacTHe 24 4eIoBeKa, KaKJblil PECIIOHACHT B CIIy4ailHOM MOpsAKe
oueHuBan 4 cuensl. COOp MaHHBIX MPOBOAWICS YIAIeHHO, ¢ ucnoib3oBaHueM Google Forms,
00paboTka pe3yibTaTOB U Bu3yanu3anus npoBojauiack B Google Sheets. [lo coOpaHHBIM JaHHBIM TSt
cieH indoor u outdoor MpeAnoYTUTENBHBIM CpeCTBOM peHaepuHra sisnsercs Unreal Engine 5.

BoiBoabl. IlpeniokeH aHanm3 BHU3yaJIbHOW OIEHKH M300paKEHUM, IOJYyUYEHHBIX pEHIEP
cuctemamu Unreal u Blender Co3mgaHbl TeCTOBBIE CIIEHBI C HalpaBlIE€HHBIM TOUYEYHBIM CBETOM H
pacCestHHBIM 3alOJTHSOIINM OCBEIIeHHEM. [lonydeHHbIe OLIEHKH MPEICTaBICHbI B BUE AHArPaMM.
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