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OCOBEHHOCTHU UMMEPCHUBHBIX TEXHOJIOT U1, TPUMEHSEMBIX
IIPU NIPOEKTUPOBAHUU MEBEJIN

KomrbroTepHbIe TEXHOJIOTMH BCe OOJIbIIE HHTETPUPYIOTCSI B TEXHOJIOTMYECKHUE IIPOLIECCHI IePEBO-
00pabaThIBAIOLIMX IPEIPUATHI, 3aMEHSIs1 YACTHYHO WJIH ITOJTHOCTHIO TpaIulMoHHbIe. He nckiroueHnem
CTaJ0 ¥ NPUMEHEHHE MMMEPCUBHBIX TEXHOJIOTHH B MPOEKTUPOBAHUM MeOENn, KOTOPbIE BKIIOYAIOT B
ce0s1 B3aUMO/ICHCTBUE YEIOBEKA C IIPOCTPAHCTBOM, MH(pOPMAIMEii, KOHTEHTOM. FIMMepcHBHBIE TEXHO-
noruu (immersive — «co3aaromuii 3 HexT NpUCyTCTBHS, HOTPYKEHH» ) — 9TO AOTIOJIHEHHAs! peajlbHOCTh
AR (augmented reality), BuptyanbHas peansHocTh VR (virtual reality) u cMmemannas peaiapHocts MR
(mixed reality).

HMMepcuBHBIE TEXHOJIOTHH HEMPEPBIBHO YCIIOKHSIIOTCS M pa3BUBAIOTCS Oarogapsi OOMINIO TEXHO-
JIOTUi, IPOrpPaMMHOT'0 1 anmapaTHOTro o0ecredeHus. B ¢BsA31 ¢ aKTHBHBIM CTaHOBIICHHEM BHPTYaJIbHOM
peansHOCTH (VR) BO3HHKAET BRICOKHIA CIIPOC HA HOBBIY OMBIT B VR HE TOJILKO B MAaCCOBOM KYJIbTYpE, HO
B 00pa30BaHMH, IPOMBIIUICHHOCTH U IPYTUX BEAYIINX OTPACISX )KU3HENSSITENbHOCTH. Vcnonb30Banue
JJAHHOHW TEXHOJIOTHH MO3BOJIUT HaM B3aUMOJICHCTBOBATh U ITOTPYKAThCs B MHYOPMALIUIO U TPOAYKT IIPO-
€KTHPOBaHMSI.

PaccMoTpeHHas B cTaThe TEXHOJIOTHS BUPTYalbHOM peanbHOCTH — VR 103BOJISIET B 3HAYUTENBHOM
CTEIEHH YIPOCTHTh, COKPaTUTh, & B HEKOTOPBIX CIIy4asX HCKIIOYUTH HEKOTOPBIE ATAIbl IPOSKTHPOBAHHS
U3JIeJIHSL, 110 CPABHEHHIO C KJIACCHYECKUMHU METOaMH TPEXMEPHOT'0 MOJIETMPOBAHMUS MeOEIH, YTO, B CBOIO
o4epeib, MO3BOJIUT CHU3UTH MPOJIOKUTENBHOCTD IpoLiecca U Ce0ECTOMMOCTD TOTOBOI MPOTYKIIUH.

KiroueBble c10Ba: MpOeKTUPOBAHNE, UMMEPCHBHbBIE TEXHOJIOTUH, BUPTYyalibHasl PeajbHOCTb, J10-
MOJHEHHAs! PEabHOCTb.
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FEATURES OF IMMERSIVE TECHNOLOGIES APPLIED IN FURNITURE DESIGN

Computer technologies are increasingly integrated into the technological processes of woodworking
enterprises, replacing partially or completely traditional ones. The use of immersive technologies in fur-
niture design, which includes human interaction with space, information, and content, was no exception.
Immersive technologies (immersive — “creating the effect of presence, immersion”) are augmented reality
(AR), virtual reality (VR) and mixed reality (MR).

Immersive technologies are continually becoming more sophisticated and evolving thanks to the
abundance of technology, software and hardware. In connection with the active development of virtual
reality (VR), there is a high demand for new experiences in VR not only in popular culture, but in edu-
cation, industry and other leading sectors of life. Using this technology will allow us to interact and
immerse ourselves in the information and product of the design.

The virtual reality technology — VR considered in the article makes it possible to significantly sim-
plify, reduce, and in some cases exclude some stages of product design, in comparison with classical
methods of three-dimensional furniture modeling, which, in turn, will reduce the duration of the process
and the cost of the finished product.

Toyabt BITY Cepus 1 Ne 1 2022



A. C. Yyiikos, B. O. Kynesny, A. B. Mruatosuy

175

Key words: design, immersive technologies, virtual reality, augmented reality.

For citation: Chuikov A. S., Kunevich V. O., Ignatovich L. V. Features of immersive technologies
applied in furniture design. Proceedings of BSTU, issue 1, Forestry. Nature management. Processing of
Renewable Resources, 2022, no. 1 (252), pp. 174—180 (In Russian).

BBeagenue. MnTepec kK BUPTYaIbHON U JOTOJ-
HEHHOHN peasbHOCTH HE yracaeT yXe Ha IpOTsKe-
Hun MHorux JieT. Eme 20 netr Ha3ax TEXHOJOTHS
ObUTa TOCTYITHA TOJILKO MHUPOBBIM KOPIOPAIHSM,
CBSI3aHHBIM C aBHa- U MallMHOCTpoeHUeM. [Ipuun-
HOU TOMY OBUIM BBICOKAsi CTOMMOCTD U CIIOKHOCTb
B OKCIUTyaTalluK CIEIUAILHOTO 000pyIOBaHUS: HC-
MOJIb30BAIMCh KOMHATHl BUPTYaJIbHOW PearbHOCTH
(CAVE), npencrasmistomniue co00il KOMILIEKC MPo-
eKITMOHHBIX cucteM [1, 2].

C pazBuTHeM 000pyIOBAHMS IS HIMMEPCHBHBIX
TEXHOJIOTUH CIIEKTp peIIacMbIX 33/1a4 CYIIECTBEHHO
pacuIipuics, Kak U KOIMYECTBO KOMIIAHUK B pas-
JIMYHBIX chepax, KOTOPbIE CMOIIIU ce0e MO3BOIHUTh
JaHHYIO TeXHoJoruio. He crana uckimodyenuem Je-
peBooOpabaThIBarOIIast MPOMBIITUICHHOCTh, B YacT-
HOCTH MeOeJIbHbIC PEATIPHSTHSL.

CoBpeMeHHBIE BO3MOKHOCTH, TIPEIOCTABIISIEMBIE
TEXHOJIOTHSIMH IU(PPOBOH PEATLHOCTH, B 3HAYNTEIb-
HOU CTETeHN MOTYT YIPOIaTh, COKpAIarh U Jaxe
HCKITI0YATh HEKOTOPBIE ATAITbI IPOCKTUPOBAHHSI.

Kak B mo6o0ii 6ypHO pasBuBaromieiica chepe,
TEPMUHOJIOTUYECKUH armapar «IOATATUBACTCSD 32
peanbHBIMH pa3paboTKaMu, KaKUe-TO OIpeIeIeHUs
3aKpEIUIIOTCS, 8 KaKhe-TO MEepecTaroT HCIOIb30-
BaThCs. T ke MPOUCXOAUT ceiiuac ¢ UMMEPCUBHBIMU
TeXHoJoTHusIMu [3].

HNmmepcuBHBIE (eng. immersive — MOrpyxarb) —
TEXHOJIOTUH MOJTHOTO WITH YACTHYHOTO MOTPYKCHUS
B BUPTYaIHBIH MHP WU Pa3THYHBIC BUIBI CMEIICHHUS
BUPTYaJIbHOM PEaNbHOCTH U peajibHOM peaibHOCTH.
OHHM XapaKTepU3yIOTCs CICAYIOMNMH TEPMUHAMU:

VR (virtual reality — BupTyasipHasi pealbHOCTB) —
MOJTHOCTHIO CMOJICITMPOBAHHASL PEATbHOCTD C TIPH-
MEHEHHEM MuIeMa ¢ AaT4YuKaMu uin 6e3 Hero. Co-
3[aeTCsl He TOJBKO ¢ MOMOIIbIo 3D CIieHbl, HO U 3BY-
Ka, TAKTWILHBIX OLIYIICHUH U 1aXKe 3a1axoB.;

AR (augmented reality — nonojHeHHas peanb-
HOCTh) — augmented HaJ0 EPEBOAUTH CKOpee Kak
«nobasneHHas. To ecTh MbI 100aBIIsIEM B HAIITy pe-
IBHYIO PEaTbHOCTh 3JIEMEHTHI BUPTYaIbHOU, CMO-
JIENIMPOBAHHON peanbHOCTH;

MR (mixed reality — cMemanHas peaabHOCTb) —
TEepMUH NosBUIIcA Oarofaps 3amycky Windows Mi-
xed Reality. Cam TepMHH TOBOPHT O HEKOEM KOHKpET-
HOM THIIE YCTPOKHCTB, a TAKXKE CIOCO0aX CMEIICHHSI
peanbHOCTH;

360-rpagycHoe (poTo, BUAEO — KOHTEHT, COCTO-
SIIMUANA U3 0OTHOTO 360-TPagyCHOTO UIH HECKOIBKUX
cimThIX GoTto u Buaeo [4].

Pazbepem pemienue 3amad, ¢ KOTOPBIMH MOTYT
CTIPaBISITHCS TAHHBIE TEXHOJIOTHU MPH TPOEKTUPO-
BaHUU MeOeH.

Bo-niepBbIX, Ipu 3arpy3Ke Wik IPOeKTHPOBAHUU
3D-moaenu B VR MpOeKTHPOBIIUK BUIUT CBOH MPO-
eKkT B Macirade 1:1 u MoxkeT ToyHee OIEHHTH Ka-
YeCTBO M 3pPrOHOMHYECKHE CBOMCTBA 00bekTa. Takas
BU3YaJIM3allys TIO3BOJISIET COBEPIINTH HAIJISTHYTO TIPO-
BEPKY MPOJYKTa, BBIABUTH OIIMOKH HA PaHHUX CTa-
JUSIX TIPOEKTUPOBAHMSL, YTO 3HAUNTENIFHO SKOHOMHUT
BpeMs 1 sHepro3arpatsl. [loMmrMo Beero, mpoekT Mo-
JKEeT OBITh MPEJICTABJICH 3aKa3YMKy B BUPTYaJIbHOM
(opmare He TOJBKO KaK OTIENbHBIA 00BEKT, 8 MOXKET
OBITH BCTPOCH B Cpe/y, B KOTOPOH 3aKa3uuK OyJeT
B3aUMOJIEUCTBOBATH C STUM OOBEKTOM B PEATbHOCTH.

Bo-BTOpBIX, MPUMEHEHNE UMMEPCUBHBIX TEXHO-
JIOTHH TIO3BOJIUT 00ECIIeUNTh 00yYEeHHE MOJIOJIBIX CIIe-
[IUATUCTOB, YMEHBIIINTH 3aTPaThl HA UX MOJITOTOBKY,
MOBBICUTH CKOPOCTh pabOTHI U Ka4eCTBO MPOCKTH-
pOBaHUs, CHU3UTH PUCK aBaPHH WU TTOJIOMKH JI0PO-
TOCTOSIIETO 000PYIOBAHMUS.

AHanmuzupys pe3ynpTaTsl IpuMeHeHns VR B mu-
POBOM MPAKTHUKE, MOKHO CJIENIaTh BBIBOJ], YTO MHO-
TUM MHUPOBBIM MPEINPUATHAM yIaT0Ch COKOHOMHUTD
1o 12 mecsiieB oT 00IIero BpeMeHH Ha pa3padoTKy
npoekTa 1 Ha 90% 130aBUTHCS OT IPrOHOMUUECKUX
npo0iieM (obecrieueHue ynoocTBa paboThl U Oe30mac-
HOCTH TIepCOHasa Ha BBICOKOM ypoBHe) [2].

OcHoBHas yacTh. HecomHeHHO, mporiecc Mo-
JIENIMPOBaHUs B BUPTYaJIbHON cpelie MO3BOJISET COo-
3[1aBaTh JIIOOBIE 3/IEHS, BKIIIOUAs CaMble CIIOKHBIE
U TPy/I0EMKHeE, IIPH 3TOM CHIKast PUCKH, CBSI3aHHBIE
C OIMOKaMHu KOHCTPYKTOPA.

Ha ocHOBaHMM BBIIIETIPUBEICHHBIX IPEUMY-
IIIECTB M XapaKTEPUCTHK PA3IUIHBIX UMMEPCUBHBIX
TEXHOJIOTUH OBIIO MPUHATO PEUIeHUEe YASTUTh MPH-
CTalbHOE BHMMAHME TEXHOJIOTMH VR — BUpTyanb-
HOH peanbHOCTU. VR morpyxaer mosib3oBaTells B
HCKYCCTBEHHO CMOJIETMPOBAaHHbIE H3MEPEHUS, KOTO-
pBI€ TOTHOCTHIO OTKJIFOYAIOT YeJIOBEKa OT BHELTHETO
mupa. HageB VR-0uku, Mbl BUUM, UTO B3aUMO,I€H-
CTBHE MPOUCXOANUT C BUPTYAIbHBIMU TPEAMETaAMH,
a OIIyIIEHHE PeaNTbHOTO MPOCTPAHCTBA CBOJUTCS K
MHUHUMYMY. Takoi oAX0 KOHLIECHTPUPYET Ha MPo-
1[ecce MOJICITUPOBAHMS, TO3BOJISIET IIOMECTHUTD TOJIb-
30BaTeNs MPAKTUYECKHU B JTIOOYIO CUTYAIHIO.

Hcxonst u3 aToro, ObU1a IOCTaBIeHA IIEb: pea-
JIM30BaTh BUPTYaJIbHOE MPOCTPAHCTBO UMUTHPYIOIIIEE
KOMHATY C OIPEICIICHHBIM HA0OpOM MeOeITH, TOOUTh-
cs 9 dexTa MoITHOTro MOTPy>KEHHS Oaroaapst BHEI-
PEeHUIO JOTHKH JBUKEHUH 3JIEeMEHTOB MeOeIH KakK B
peanbHOM MpocTpaHcTBe. B kauecTBe 0o0BbeKTa pea-
JU3anuy Ol BEIOpaH Habop Mebenu A KyXHH, KO-
TOPBI COCTOUT U3 MOAYJBHBIX €IWHUI]: HAaBECHBIC
TOpU30HTANBHBIC IKA(QYHKH, HATIOJBHBIC MIKA()YUKU
C TpeMsI BBIIBIKHBIMU SITIIAKAMHU, OJTUH CTeIUTaxX [5—7].
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Puc. 1. U300pakeHue mpUMEHIEMOT0 000pyIOBaHHUS IJIsl HCIIOJIb30BAHUS BUPTYAIbHON pealbHOCTH:
a — e BupTyanbHoi peasibHocTn HTC Vive; 6 — konTposuieps! nepemeniennss HTC Vive;
6 — MaTYMKH KOHTPois nerkeHus Lighthouse

W3BecTHO, YTO BUPTyaIbHOE MOTPY>KEHUE YeTI0-
BeKa MPOUCXOANUT MPHU TIOMOIIHU JTOTIOTHUTEIHHOTO
obopymoBaHus. [yt paboThl HAM HEOOXOJUMBI: IILJIEM
BUpTyansHO# peanbrOocTH (Head Mounted Display —
HMD), xouTposmeps (Motion Controller) u natauxu
KOHTPOJIS1 IBWKEHHUH, KOTOPBIE TIPE/ICTAaBIIeHBI HA pHC. 1.

B kadecTBe HCIONB3yeMOro yCTPOWCTBA OBII
BbIOpaH VR-tmmem HTC Vive.

Jannas ammapatypa Oputa paspaboraHa B pe-
3yJbTaTe MapTHEPCTBA TaiiBaHbCckol kommaranu HTC
1 aMmepuKkaHckoi komnanuu Valve, rae HTC BoicTy-
Tajna B Ka4ecTBE MOCTABIIMKA allllapaTHOTo obecrie-
4yeHusi, a kommanus Valve — nporpammuoro SDK B
Buzie Steam VR/OpenVR. AnmmaparHoe obecrieueHue
Vive Mo3BOJISET OTCIEKUBATh BPALICHUE, a TaK¥Ke
TMIOJIOXKEHHE B IPOCTPAHCTBE [IJIEMa  KOHTPOJLIEPOB
JIBHDKCHHUS C TIOMOIIBIO CUCTeMBI TaTurkoB Lighthouse
(puc. 1). ba3oBble cTaHIMM NIEpEalOT ONTUYECKHE
CHUTHAJIBI Ha [IJIEM BUPTYAJIbHOM peanbHOCTH U KOH-
Tpoieps! (puc. 1) [8].

KonTtpoiepsr Vive (puc. 1) IO3BOJSIOT OTCIIE-
KHBaTh BpaILICHUE U MIepeMEIlIeHHE IPU TIOMOIIU CH-
crembl Lighthouse. Kaxxpiit KOHTpOILIEP COACPIKUT
KpYroBOH TpeKIaja, KOTOPhIi paboTaeT Kak aHajo-
TOBBIH JIPKOMCTUK UM KHOIIKA, a TAK)KE KHOTIKY T0]1
yKa3aTeJbHbIH majer («CIyCKOBOM KPIOUOK»), KHOTI-
Ky MEHIO U KHOTIKY «3axBatr». Pabora ¢ KoHTpoJuIe-
pamu obecnieunBaetcst mpu nomoiu OpenVR SDK.

MO’KHO BBIIENUTH CIIEAYyIOINE TPEUMYIIeCTBa
JTAHHOTO allapaTHOTO O0eCTIeYeHMS.

1. HTC Vive no3BonsieT HCIoIbp30BaTh roomscale.
Roomscale — 3To mapagurma nu3aiiHa st BUPTyab-
HOM peaNlbHOCTH, KOTOpas IIO3BOJISIET MOIb30BATENAM
CBOOOIHO XOIUTH TI0 UTPOBOH IIJIOIIAKE, a UX pealTb-
HBIE IBIKEHUS OTPA’Kat0TCs B BUPTYATLHON PEATTbHOCTH.
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2. Vive UCnojib3yeT i padoThl JBa KOHTPOJI-
Jiepa mepeMereHus, 3TO SBISETCS TPEUMYIIECTBOM,
TaK KaK OCHOBHas 3aj1a4a POEKTa — B3aUMOJICHCTBHE
¢ 00bEKTaMH.

[epen Tem kak Ha4aTh pabOTy, HEOOXOIUMO yC-
TAaHOBUTH JEHCTBYOIIYI0 pabouyto 30Hy. [locras-
JICHHas 3aia4ya TpeOyeT BBITOTHECHUS CIEAYIOINX
JICWCTBUI: OIICHUTD JOCTYITHOE CBOOOTHOE ITPOCTPaH-
CTBO, YCTAHOBUTH AAaTYMKHU 110 JUAroHaljin moJa yr-
oM HakioHa 30—45°, HacTpouThs pabouyio 30HY.
Co3pmanue BUPTYaJbHOTO MPOCTPAHCTBA, 0OBEKTOB
Y KOHCTPYKIUI MeOeIn 3aKitodaeTcs B pa3paboTke
ynpasisomux nporpamMM. [lomumo ob6opynoBanus,
HEOOXO0JMMO TIPOTrpaMMHOE o0ecTieueHre, KOTopoe
NPEAOCTABIISIET BCE BO3MOXKHBIE (DYHKLIUH UISL €T0
CO3JIaHHSI.

Ji1s peazaniy HocTaBIeHHOH 3a1a41 OBbLIO BBIO-
paHo nporpammHoe obecrieuenue Unreal Engine 4 [9].

W nepBbIM IIaroM Ha MyTH peanu3aluy BUPTY-
AIIHOTO TIPOCTPAHCTBA SIBJISIETCSl HACTPOIiKa 0a30-
BOH CTPYKTYpBI YIIPABJISAIOLIEH IPOrPAMMBI.

Ha puc. 2 npescraBiieH CKpHHIIOT HHTEpdeiica
¢ mabnaonamu npuinoxxeHuit Unreal Engine. /lanHoe
nporpaMMHoOe oOecrieueHre Ha HadallbHOM dTare
NPENOCTABISIET PA3HOBUIHOCTH TIPOSKTOB € 0a30BBIM
HA0OPOM (PYHKIIUI: B3aUMOJICHCTBHE C 00BbEKTaMH,
1 FICTIOJIB30BaHUE TEJICTIOPTALIUH [TOJI30BATEIS B Ka-
YecTBE MepeMeIICHHS.

3amyckaetcs mporpamma Unreal Engine, v mob-
30BaTelb MomnanacT Ha nepeoe okHo Unreal Project
Browser (0cCHOBHOE XpaHHUIIHUIIE TPOEKTOB). B HeM
MOXHO CO3/1aTh HOBBIA IIPOEKT UM OTKPBITh YK€
cymecTByromuid. ClIenyromui mar — nepexoa Ha
3aknangky New project. B pasnene Blueprint BeiOu-
paem Virtual Reality.
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1‘ Unreal Project Browser;

Projects New Project

Choose a template to use as a starting point for your new project. Any of these features can be added later by clicking Add Feature or Content Packin Content Browser

$8 Blueprint 'Ga C++

@ = & 82
@- S \(?l% e

nDisplay  Puzzle  Rolling side

Scroller
= € 8

—

2D Side. Third Twin Stick  Vehicle Virtual Vehicle
Scroller Person Shooter Reality Advanced

Blank

A clean empty project with no code.

Choose some settings for your project. Don‘tworry, you can change these later in the Target Hardware section of Project Settings. You can also add the Starter Content to your project later using Content Browser.

-
Desktop / Console:

Select a location for your project to be stored

. (%

Maximum Quality

..

No Starter Content

D:\Unreal Projects - || MyProject3

Folder

Name ——

Puc. 2. Cxpunmor untepdeiica Project Browser, Ha KOTOpOM 0TOOpa)KatOTCsl BApUAHTBI M1A0JIOHOB
JUTSL CO3/IAHUS TIPHIIOKCHUM, B HI)KHEH YaCTH PacoNararoTcsi HACTPOMKH BRIOPAHHOTO 1abIo0Ha

3aTem, BHU3Y 9KpaHa, B HACTpOiKax nmpoekTa (Pro-
ject setup) BeiOupaem Desktop/console, Maximum
Quality (MakcumaiibHOE Ka4ecTBO) u No starter con-
tent (0e3 HauaNbHBIX JAHHBIX), @ B PACIIOJIOKCHUE
(Location) mponuceiBaeM mMyTh K (aiiiaM mpoeKTa.

B Opay3zepe nannbix (content browser) HeoOxo-
MO TepeiTH B manky VirtualRealityBP/maps u ot-
KpbITh «MotionControllerMapy.

[NosiBnsieTcst creHeprupOBaHHBIN YPOBEHB, KOTO-
pBIii U OyzaeT ucmonb3oBaThes. s OpraHUYHOTO
BOCTIPHATHS BUPTYAJILHOTO TPOCTPAaHCTBA MOJIb30-
BaTelsieM JIydiiel popMoii mepeJBUKEHHS SBIISETCS
OTCYTCTBHE UCKYCCTBEHHOT0 mepemerieHns. OTHaKo
COIIOCTABJIEHUE PEANbHBIX AeHCTBUI NOIB30BATENA
¢ nepcoHaxeM VR mopoxnaer Gosbiioe Komude-
CTBO OTPaHUYEHUI, B IEPBYIO OUEpeab HECOOTBET-
CTBHE peaJbHOTO MpocTpaHcTBa VR-mepcoHaxa u
MPOCTPAHCTBA AJISl OTCIICKUBAHUS IIJIEMa, TO3TOMY
MPH CO3/1aHUM MPOEKTa MBI HE CMOXKEM OOOHTHCH
0e3 aabTepHATHBHBIX pelieHnd. UToObl n3bexarpb
3PUTEIBEHOTO U BECTHOYIISIPHOTO HECOOTBETCTBHSA, KO-
TOpOE BO3HUKAET B yCIOBUSX, Koraa VR mepconax
HaxOAWTCS B IBIKCHHH, a TIOJIb30BATENb B PEalbHOM
MUpPE HENOJBUKEH, OOJIBIINHCTBO Pa3pabOTYNKOB
noJjlaraeTcsi Ha CHcTeMy Tenenoprauuu. [lanHas
cUCcTeMa OCHOBaHA Ha MTHOBEHHOM IIepeMeIICHUH
MOJIB30BATENS U3 TEKYILETO MECTOTOIOKEHHUS B APY-
roe B BUpPTyaJIbHOM IpocTpancTse [10].

B namem ciyuae Tenemopranusi oObeqUMHEHA
C ©CTECTBCHHBIMHU JBIDKCHHSMH ISl yBEIHUCHHS

PacCTOsIHUSI 3a TPaHULBI (PH3UYECKOrO IIPOCTPAHCTBA
T10JIb30BaTENEH.

CrenyromuM 3TanoM B MPOLECCE peaTr3aliu
3a7a4H SIBISIETCSI HETIOCPEICTBEHHO MOJICTIMPOBAHUE
00BEKTOB MEOETIH.

Mognenuposanue B Unreal Engine nmpoucxoaur,
B OOJIBIIMHCTBE CIy4acB, C IPUMEHEHUEM (DYHKIHH
Boolean. K morudeckim onepariisiM 0THOCSTCS 00 bEIU-
HEHHeE, BRIYUTAHKUE U TiepeceucHue. B oneparmsx Beeria
HCTIONB3YIOTCS TOJIBKO /1B O0BEKTA, MX HA3hIBAIOT OTIe-
panaamu. [IpuMeHstOTCS OyJIeBCKHE ONIEPALUH ISt
TOT'0, 4TOOBI BHIPE3aTh U3 OJJHOTO OOBEKTa OTBEPCTUEC
(opmoii BToporo oobekta. OJJHAKO B HACTOSIIIIEE BPEMSI
Pa3paboTYHKH TPOrPaMMHOTO OOECTIeYeHHsI, OCHOBAH-
HOT'O Ha aBTOMAaTH3MPOBAHHOM IIPOCKTUPOBAHUH, Yep-
YEHUH, TPEXMEPHOM MOJICIMPOBAHHH, BHEAPSIOT BO3-
MOYKHOCTb OOMEHHBATHCS (haiiyiaMu MEeX Ly JTFOOBIMHU
rpaduuecKkuMu nporpamMmamu. He crano nekimoueHneM
Unreal Engine. bnaronaps popmatnomy ¢aiinoBomy
00MeHy ¢ TpaduecKMMHU MPpOorpaMMaMu, IpeAHa3Ha-
YEHHBIMHU JUIS TPEXMEPHOTO MOJCIUPOBaHHS, KaK,
Hanpumep, 3D Max, Maya, Fusion 360, Blenderu . 1.,
MBI UIMEEM BO3MOKHOCTb OCHOBHYIO YaCTh MOJIETINPO-
BaHUsI BBINOJHSTH B Y3KOCTICIIMATU3UPOBAHHBIX TTPH-
JoxeHusX. JlaHHas BO3MOXKHOCTb ITO3BOJISICT B 3Ha-
YUTEJILHOM CTETICHH YCKOPUTB POLIECC CO3AaHMS BUP-
TyalIbHBIX 00BbEKTOB U KOHCTpyKUui [11-13].

I[TepBblit 3Tan paboTHI 3aKiIIOYaJICsS B CO3/IaHUU
TPEXMEPHBIX MOJAYJCH KyXHH C HCIOJIb30BaHUEM
mporpaMMHoro obecrieueHust Autodesk 3D Max.
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Puc. 4. Ckpuniuor untepdeiica padouero npocrpancrsa Unreal Engine, nporecc npucBauBanusi 00beKTaM MaTepualia

Bropoii aTamn — ¢ 3kcnoprta pa3paboTaHHBIX 00b-
€KTOB KopIycHol Mebemnu B popmar *.fbx mim *.obj.
Pe3ynprar skcropra mokasaH Ha puc. 3. Kaxnslit
MOJBHIKHBIHM 3JIEMEHT JOJKEH OBITh SKCIIOPTHPOBAH
Kak OTIEIbHBINH 00beKT. Bce Moaeny omKHBI HIMETh
pasBepTKy: YeM poBHEE OHa OyJeT, TeM KaueCTBEH-
Hee Ha Hee JspkeT TekcTypa B Unreal Engine [14].

Tperwii 3Tan npeanonaraet J0padoOTKy Mozesel B
Unreal Engine. 3MeHATh MONI0)KEHNE ¥ OPHEHTALIUIO
MoJeIeil MOKHO 3a cUeT QYHKUUHN «IIepeMeIeHIE
(Move), «macmtadb» (Scale) u «moBopoT» (Rotate).

Ha yeTBepToM 3Tane He0OXOIUMO HACTPOUTH
MaTepHalbl, KOTOpble OyaAyT npucBoeHbl 3D-005-
eKTaM.

s moarotoBku 6a3oBOro marepuana Ham He-
00X0IUMO cJienaTh Habop MPOCTHIX TEKCTYP C 6a30-
BBIMU HaCTPOMKaMHU:

— TekcTypa st 6azoBoro 1Beta (Base Color);

— TekcTypa i HopManei (Normal map);

Toyabt BITY Cepua 1 Ne 1 2022

— KapTa OKKJII031H, padHecca, METaJUIMKA U BbI-
COTBI, KapThl 3MUCCUBA, TIOBEPXHOCTHOTO PaccenBa-
HHS ¥ Macok [9, 15].

Bce coOpanHBIe KapThl HEOOXOMMO OOBETUMHHUTH
B OJIMH HOJ B peakTope Marepranos (Material Editor).
B pesynbrare nomyuaercst rOTOBBIA MaTepua, KOTo-
PBIi MOXKHO ITPHUCBanBaTh TIOOOMY OOBEKTY B CLICHE.
Ha puc. 4 npencrasneH BUpTyanbHBIN KyXOHHBIN rap-
HUTYP C YCTaHOBJICHHBIM MaTE€pPHAIOM.

Hanee coznaercs Blueprint, B koTopom 00beau-
HSIOTCSI BCE COCTaBHBIC YACTH UTOIOBOI'O OOBEKTA U
C OMOIIBIO (YYHKIIMHU ITPOTPaMMHUPOBAHHUS BHEAPSI-
eTcs JIOTHKA IBM)KEHHSI 3JIEMEHTOB B OTBET Ha B3a-
HUMOJEHCTBUE C HUIMH TOJIb30BATEIS.

Blueprints — 310 cuctema BU3yaabHOTO CKPUIITHH-
ra Unreal Engine 4. OHa siBnsieTcst OBICTPBIM CIIOCO-
00M cO31aHUSI TPOTOTUIIOB YIIPABILIOLINX MPOrPAMM.
JIst peanmzaniiy OTHOLIEHHOTo Habopa IeWCTBHIA Tiep-
COHaXXa B BUPTYaJIbHOM PeanbHOCTH UCTIONb3YIOTCS
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¢yHxrm nporpammupoBanust. Onaaxo UE4 mo3Bonsier
BMECTO MTOCTPOYHOTO HAITMCAHKSI KO/ BCE IeJIaTh BU3Y-
AITLHO: TIEPETACKUBATH HOBI (y3JIHI), 3a/1aBaTh HX CBOH-
cTBa B MHTEp(Eiice U COSTUHATE MX «IIpoBoaa» [9, 16].
3aKIroyaroIM IeHCTBUEM IIpoIiecca MPorpaM-
MHUpPOBaHUS sBJIAETCS TecTupoBanue. Ha nanenu un-
CTPYMEHTOB 3aITyCKAETCS PEKUM MPOTOTHIIA PUHAIE-
HOTO TIPOYKTA, ¥ B YCIIOBUSIX BUPTYAILHOM peabHO-
CTH TIPOMCXOAWT IMPOBEPKA KaueCcTBa B3aUMOIEHCTBUS
YelI0OBeKa C BUPTYaJIbHBIMH 00bEKTaMU MeOeIIH.
3akmouenne. B pe3ynbraTe BBIOJHEHHS TO-
CTaBJIEHHOH II€JTM YCTaHOBJIEHO, YTO B CPAaBHEHUH C
KJIACCHYECKUMHU METOJIaMU TPEXMEPHOTO MOJIENH-
poBaHUs npuMeHeHrne VR mo3BoimiIo CHOKOHOMUTH
1o 30% BpemeHH Ha pa3pabOTKy MPOEKTa.
Hcnonk3oBanne cCoBpeMeHHBIX IMMEPCHBHBIX TEX-
HOJIOTUH Ha mpuMmepe VR 1o3BossieT aHanu3upoBaTh
uzgenust Mmebenu B Macmrade 1:1, co3paBaTh, BHO-
CHUTh U3MEHEHHS U OIIEHWBATh KauecTBO. Bupryains-
Hasl peaTbHOCTh ITIOMOTAET OIIEHUTh IPTOHOMHYECKHE

1 QYHKIIMOHAIBHBIC PEIICHUS €IIe Ha ATare MoJIe-
JTUPOBAHUS WIIH TEKCTYPHPOBAHUI O0OBEKTOB, 3TO, B
CBOIO OYepe/lb, 3HAUUTEITFHO YKOHOMHT TPYAOBEIE,
MaTepHaJbHbIE M BpEMEHHBIE PECYPCHI TIPH pean3a-
I[UH, YTO OTPAKAET OCOOCHHOCTH IIPUMCHCHUS J1aH-
HBIX TEXHOJOTHH MPU MPOSKTUPOBAHUU MEOEITH.

Crnenyer OTMETHTb, YTO TEXHOJIOTHS BUPTYallb-
HOW peaNlbHOCTH TTO3BOJIAET OICHUTH YPOBEHB TO-
TOBHOCTH BHPTYaJIbHOTO IPOCTPAHCTBA B JOOON
MOMEHT TPOEKTHPOBAHMSI.

B nacrosuee Bpems texnonorus VR npenocras-
JISICT TIOJIHBIA HA0Op MHTETPUPOBAHHBIX PEIICHUN:
0T (PyHKIIMOHAJILHOTO O0OPYI0BAHUS 10 IOCTYITHOTO
CTENAIM3UPOBAHHOTO IPOTPAMMHOTO 0OECTICHEHHIS.
Buenpenune momo0HBIX TEXHOJIOTHH M 000pyA0Ba-
HUS Ha MeOeNbHBIX Mpennpuitusix PecryOmmku be-
JIapyCh MO3BOJIUT OOCCIICUUTH BRICOKHUIA YPOBEHB IPO-
EKTHBIX (KOHCTPYKTOPCKHX) paboT, MU3aliHEPCKUX
PEIICHUH, YIyUIIUTh KAa4eCTBO MEOCIIU U IIOBBICUTh
€€ KOHKYPEHTOCITOCOOHOCTD.
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