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Abstract

Image production using three-dimensional (3D) programs undergoes a process called rendering to
visualize 3D data. Most animation companies and movie production companies set up or rent a costly
render farm. Because this process is time-consuming and costly, the reduction of rendering cost has
emerged as an important problem that requires resolution. With the recent development of technology, it
has become possible to produce 3D images by checking the results in real time using real-time game
engines. This work aims to overcome the limitations of the current 3D image production pipeline and
propose a method for reducing the production time by adopting a game engine for real-time rendering. In
the experiment conducted in this study, rendering using Maya (a 3D production program) and Unreal
Engine were compared and analyzed. The analysis results indicate that Unreal Engine enables rendering in
real time; consequently, the rendering cost is reduced. Moreover, the quality of the rendered image is
similar to that produced by Maya. The proposed technique involves reducing the render time and providing
guidance through access to a real-time rendering engine.

Keyword : Lighting and Rendering, Real-Time Rendering, Game Engine, 3D Production Pipeline, Offline
Rendering
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[Table 5] Comparison of Lighting and Rendering Results
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