IndopmariitHi TeXHOJIOT1T B Haylll, BAPOOHMUIITBI Ta MIAMPHUEMHMIITBI
KuiBcbkuii HalioHATBHUM YHIBEPCUTET TEXHOJIOTIH Ta JU3aiHY
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MESH DRAWING PIPELINE IN THE UNREAL ENGINE 4 ENGINE AND ITS USE

With the development of computing power of mobile devices, the relevance of the use
of modern visualization technologies in the field of entertainment is increasing.

The purpose of this study is to develop a software product that will use modern
technologies of three-dimensional visualization Physically-Based Rendering and technology
for rendering three-dimensional grids Mesh Drawing Pipeline. The capabilities of these
technologies will be demonstrated by the example of a game for the Android platform. The
Unreal Engine 4 game engine will be used to develop the program, as well as the Microsoft
Visual studio IDE for some internal game algorithms. Blender will be used to create three-
dimensional models of game objects.

Beryn

KoxHoro poky puHOK cMapThOHIB 3pOCTa€, 3'SBISIOTHCS BCE OLIBII
MNOTYXHI ~ TPUCTPOI, 3 CYYaCHUMH TPOTPAMHHMHU Ta  amapaTHUMHU
MOKJIMBOCTSIMH. 3 PO3BUTKOM OOUYHMCITIOBAILHOI MOTYKHOCTI, 301IBIIYETHCS 1
MOMUT Ha KOMIT'FOTEpHI pO3Barv, Taki gK irpu Ta 1HIm gojatku. llepen
pPO3pOOHUKAMHU TIOCTAIOTh OUIBIN KOMILIEKCHI 1 CKJIQJHI 3aja4l Mo po3poOii
BEJIMKOI KIJIBKOCT1 BUCOKOSIKICHUX ITPOJIYKTIB.

[[lo6 3agOBOJIBHUTH TOTPEOM HEBEJIMKUX KOMIMAHINA, SKI HE MalTh
MO>KJIMBOCTI pO3pOOUTH CBIM irpoBuid nBUryH, y 2014 poui xommnaniero Epic
Games Oyno cTtBopeno nuryH Unreal Engine 4, BUCOKOpIBHEBE DIlICHHS, SIKE
JT03BOJISIE ABTOMATU3yBaTH Ta CIPOCTUTH PYTHUHHI 3a]1a4l pO3pOOHHKIB.

B pob6oTi mpoBeAeHO [OCHIKEHHS MPUHLMUIIB pOOOTH KOHBEEpa
B1I0OpakeHHA TpuBUMIpHUX ciTok Mesh Drawing Pipeline ta po3risnyTo
Cy4acHy TEXHOJIOTiI0 peHaepinry kajapa Physically-Based Rendering.

ITocTanoBka 3aBaaHHSA

OCHOBHOIO METOIO JOCTIAHUIILKOTO MPOEKTY € PO3poOKa MOOUIBHOI IpH
st Android Ha 6a3i irpooro pymrisi Unreal Engine 4, Ta pocnipkeHHS
npuHIUIIB poOoTH KoHBeepa Mesh Drawing Pipeline.

Jloatok Mae OTpUMAaTH MOBHOIIIHHY (PYHKI[IOHATBHICTH TPUBUMIPHOI TPH:

— BIJIOOpaKEHHS MTOB1IOMJICHb JIJIsl TPaBLIs;

apXITEKTYpy AKa 3a0e3MeUnuTh MOBHUW ITPOBUM LMK,

— B1JOOpaXeHHs] TPUBUMIPHUX OO'€KTIB 3 ypaxXyBaHHSM MaTepialliB Ta
OCBITJICHHS,

— MPOTpPaBaHHS IrPOBUX 3BYKIB;

— BIJIOOpaKEHHS CIieliaTbHUX €(EeKTIB;
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— BUKOPHUCTaHHS TE€XHOJIOTIi JOTIOBHEHOI PEAIbHOCTI.

OcHOBHA YyacTHHA

V¥ nBuryni Unreal Engine 4 Mesh Drawing Pipeline BukopucroByeTbcs
KOHBEEP SKUW BIJAMOBIJAE 3a BIIOOPAKEHHS TPUBHUMIPHUX CITOK. TeXHOJOTIS
0a3yeTbCs Ha KOHICHIT peXUMy 30€pekeHHs, J¢ OUIBIIICT, IPOIIECiB
MIJTOTOBKHM CIIEHU MPOBOJSATHCS 3a3/alierijib, a HE OYIYIO€ThCA KOXKEH KaJp.
KoHBeep TakoX NPOBOJUTH arpecUBHE KEUIyBaHHS Ta 3JUTTA BHUKJIUKIB
MaJIOBaHHS ISl TOTO, 1100 BUKOPHUCTOBYBATH BIIACTUBOCTI CTATHUHUX MEPEK,
Kl 3MIHIOIOTBCS HEYAacTO 1  pe3yjbTaT omepaliil HaJl HUMH MOXe OyTH
30epeKeHUI 1 BAKOPUCTaHUI IOBTOPHO Y€PE3 BEIMKY KUIbKICTh KaJIpiB.

FPrimitiveSceneProxy

Proxy->GetDynamicMeshElements()

FMeshBatch

InitViews() A\ FMeshPassProcessor::AddMeshBatch()
FMeshDrawCommand
RenderBasePass() A\ SubmitMeshDrawCommands()

Set of RHICommandList commands

DrawlindexedPrimitive

Cxema Mesh Drawing Pipeline.

[Tporec penaepinry ciTOK mounHaeThes 3 00'ekta FPrimitiveSceneProxy,
skuil € penpeseHTaniero 00'ekty UPrimitiveComponent B Tijbii peHaepiHTry.
FPrimitiveSceneProxy 1 BiAnmoBigaNbHHUI 32 JOCTaBICHHS TPYI TPUBUMIPHUX
citrok FMeshBatch B penagepep 3a 10moMororw 3BOPOTHIX BHUKIHKIB TaKHX SK
GetDynamicMeshElements Ta DrawStaticElements. FMeshBatch Bimokpemitoe
IMITJIEMEHTAIlII0 KOpHUCTyBaIrbkoro koay B FPrimitiveSceneProxy Bim moTokiB
CITOK, 1 BKJIIOYae B ceOe¢ BCl JaHHI IO TOTIK ITOBHMHEH 3HATH, HAIPHUKIIAJ
OCTaTOYHI IEHJepHI TPHUB’SI3KM Ta CTaHU PEHAEPY, TaKUM YHHOM IO
FPrimitiveSceneProxy Hikoiu He 3Ha€ sIKi MOTOKKA 0OPOOIIOIOTHCS.

Hactynnuit kpok neperBopenns FMeshBatch B cieundiunmii 115 noToky
citok komauau FMeshDrawCommand. FMeshDrawCommand - 1ie inTepdeiic
akuil BUKopuctoByeThbesi Mixk FMeshBatch ta RHI. Lle noBHicTi0O Oe3cTaHOBUI
ONUC MaJIoOBaHHA, SIKMU 30epirae Bce mo notpiOHo 3Hatu RHI mpo Buximk
B1I0OpaKEHHS:

— SKi IIei1Iepu BUKOPUCTOBYBATH,
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— TIPUB’SI3KU PECYPCIB IS IICHIEPIB,;
— TIapaMeTPH BUKJIUKIB MaJTFOBaHHS.

[le no3BoJIsIE KENTyBaHHS Ta 37UTTS BUKIIMKIB MalllOBaHHS Nepesl pIBHEM
RHI, TumM camum 3MeHIIylO4d 4Yac OOpoOKM  HaboOpy  KOMaHI.
FMeshDrawCommand croproeTbest 3 FMeshBatch cnerugiyaum ais moToxy
ciTok mpouecopom FMeshPassProcessor.

Hacrynmaum kpokom € Bukiuk SubmitMeshDrawCommands, skuii
BUKOPHCTOBY€EThCs uist meperBopennss FMeshDrawCommand y cepiro RHI
koMaHa. B pesynbrari Qopmyerbcs cnucok komanJ RHICommandList,
BUKOPUCTOBYIOUM Liek cnucok, GPU Maimoe yci TpUMITUBH SIKI 3HAXOASTHCS Ha
TPUBHUMIPHIHN CLIEHI B IIOJI1 30py KamepH.

Ha BigMiHy BiJ TexHosorii mMuHyjoro nokomHHs Forward Rendering,
neuryH Unreal Engine 4 BukopuctoBye Dithered Rendering cyyacHuit gpizuuno
KOPEKTHUH MiIXin 10 peHaepinry 3o0paxkenHs Physically-Based Rendering,
KU nependavae CTBOPEHHS OKPEMUX MPOXOMAIB, KOXKEH 3 SIKUX BlIoOpakae
1H(}opMaIrio npo MeBHy BIACTUBICTh MaTepially U OCBITIeHH. Hanmpukian:

— diffusion - xomip moBepxHi;

— roughness - HepiBHOCTI MOBEPXHi;
— metallicity - meTaniuHicTh TOBEPXHI;

— translucency and  transparency  (BUKOPUCTOBYETbCA ISt
HaIIBIPO30PHUX MTOBEPXOHB).

[Ticnst 3aBepuieHHs peHAepiHry octaHHboro mnpoxony GPU kommonye
JTaHH1 MPOXO/1B, OTPUMYIOUH 300paKeHHS siKe BioOpaxae yci 00'€KTH Ha CIIeHI
3 MOTPIOHUMH BJIACTUBOCTSIMH MaTepialiiB Ta MPaBUILHUM OCBITICHHSIM.

Ocrannim erarom € Physically-Based Post Process - o6po6ka kaapy. Post
Process Bkitouae B cebe cnemianbHi edektu Taki sk Bloom, Depth of Field,
Vignette abo Screen Space Reflections ski mokpaiyroTh 3arajbHUNA BUIJISA
300pakeHHsI a00 IMITYIOTh HEJOCKOHAJIICTD JI1H3 KaMEPH B peajbHOMY CBITI.

BucHoBku

[IpoBeneHo mocCHimKEHHS MNPUHITUIIB POOOTH KOHBEEpPA BITOOpPaKCHHS
tpuBuMipaux citok Mesh Drawing Pipeline y asuryni Unreal Engine 4. Ilsa
TEXHOJIOTisI J03BOJIMJIAa BHKOPUCTOBYBATH CYYaCHUW MIAXiJ JJII CTBOPCHHS
peamictuunoi Physically-Based Rendering rpadiku Ha MOOGITFHUX TIPUCTPOSIX, &
TaKOX JI03BOJIMJIA PO3POOHMKAM CTBOPIOBATH OUIBII THYYKI Ta KOMILIEKCHI
MaTepiaiy Ajs irpoBUX 00’ €KTIB 0€3 3HaYHOI BTpATH MPOAYKTUBHOCTI B MPOIIECi
CTBOPEHHS Kafpy.
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Po3po6ieno mporpaMHuii MPOJYKT, IO BIJAMOBIJA€ BCIM CTaHJIaPTHUM
BUMOTaM TPUBUMIPHOiI KOMI'tOTepHOi rpu. JloJarok Mae 3po3yMUIHMA
iHTepdeiic, 3ByKOBE CYNMPOBO/KCHHS ITPOBHX IOMAiM, TPUBUMIPHY TrpadiuHy
CKJIaJIOBY 3 e(peKTamMu Ta MOBHOIIHHUHN 1TPOBHH ITUKIL.

MIPOHTHUYEHKO /1.B., JEMKIBCbKA T.I.
PO3POBKA ITPOI'PAMHOI'O 3ABE3NNEYEHHSA U151 CTBOPEHHSI
CUCTEMMU KOHBEPTAIII ®OPMATIB .XLS, XLS X, HTML, PDF

HA BA3I TELEGRAM BOT API
MIROSHNYCHENKO D.V., DEMKIVSKAT.I.
DEVELOPENT OF SOFTWARE FOR CREATING THE FORMAT XLS, XLS X, HTML, PDF
CONVERT SYSTEM BASED ON TELEGRAM BOT API

The article touches the subject of to use the telegram platform and its telegram api bot to
implement an automated bot that will convert files of different formats.

It also explains the principles of developing an automated bot that are embedded in
the design structure, which allows you to build the work process as quickly and efficiently as
possible. Which in turn allows you to reduce the load on the server and minimize its work.

Beryn

Y  cywyacHOMy CBITI KJIIOYOBUM (DaKTOPOM PO3POOKH MPOTPAMHOTO
3a0€e3MeUeHHs € SKICTh 1 MIBUIKICTh pO3p0o0KHU. Benrki koMianii po3yMirouH Iie,
CTBOPIOIOTH BENMKI MIaTGopmu, siKi JO3BOJISIIOTH CaMOCTIHHO peaji3oByBaTu
OyIb-sIK1 MPOTPaMHI PIIIICHHS.

[Tnatdpopma wMeccenmxkepa “Telegram” mo3Bosisie Ha CcBOil  6asi
MpPOrpaMHO CTBOPUTH 0OTa, SKU MOXE peali30ByBaTH pIi3HI MPOTPaMHi
pimmenHs. e nae 3mMory 3aomaanuT 4ac Ta KOIITH.

IlocranoBKa 3aBaAaHHS

['0JIOBHOIO METOK JAHOTO JOCJIPKEHHS € BUKOPUCTaHHS IiaThopMu
Meccenkepa “Telegram” B cTBOpeHH1 00Ta, sikuil Oy/ie KOHBEpTYyBaTH (ailiu 3
onHoro (opmMary B 1HIIUN MIBUIKO, MPOCTO 1 MaKCUMaldbHO €(PEKTUBHO ISt
KOPUCTyBada, a TaKOX pO3pOOKa apXiTEKTypH TPOEKTYy Ta CTBOPEHHS
JIPY>KHBOTO 1HTepdelicy B3aeMo/ii 3 kopucTyBadyeM. boT Mae OyTu BUKOHAHUI
3a mpaBwiaMH TaTepHiB Strategy Ta State. B 3amexnocti  Big BuOOpPY
KOpHUCTyBada (Gopmary Jjisi KOHBEpTaIlii, peami3ailis KOHBEPTyBaHHS Ma€e OyTu
MIPE/ICTaBIICHA 110 MPaBWIaM MaTTepHy Strategy, /ie B 3aJIeKHOCT1 BiJl KOHTEKCTY
MU MOXEMO 3MIHIOBaTH peaji3aiil0 BUKOHAHHI. 3aBJaHHAM poOOTH €
JIEMOHCTpAIIisl TOTO, SIK TeJIerpaMM-00T KOHBepTye (aitnm 3 ogHOTO popMaty B
IHITUH 7€ pe3yJbTaTOM BUKOHAHHS KOHBepTallli Oyner (aitn ¢ moTpiOHuM aJis
Bac (hopmaTom chopMoBaHU OOTOM B MPOIIECT KOHBEPTAIIIT .

OcHOBHA yacTHHA

Po3pobsieno 00T, SIKMW HAriIsiAHO JAEMOHCTPYE BUKOPHUCTAHHS MaTEpHY
Strategy s Outbl  €(EKTHBHOI  peaiizaiii  aJirOpuTMy  IIBUJKOTO
KOHBEpPTYBaHHS 3 OJJHOTO (JOpMaTy B 1HIIUH.

75



