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CIIOCOBbI UMUTALIMU B3AUMOJEVCTBUA
YEJIOBEKA C NOJABUKHBIMUA YACTSAMMU U3AEJTAN
JTEPEBOOBPABATBIBAIOIIEN MPOMBINIJIEHHOCTH
B YCJIOBUAX BUPTYAJIBHOI'O ITPOCTPAHCTBA

Bce wame mudgpoBbie METOAMKHA BHEIPSIOTCS B TEXHOJIOTHMYECKUE
IPOLIECCHI 1€PEBOOOPA0ATHIBAIOIINX MPEANPUATHIA, 3aMEHSS MIPU ITOM, Ya-
CTUYHO WJIA MOJHOCTBIO, TpaAUIIMOHHbIC. He cTano ucKIItoueHneM u rnpume-
HEHHE UMMEPCHUBHBIX TEXHOJIOTHM B MPOEKTUpOBaHUU MeOenu. Mimmepcus-
HBIE TEXHOJIOTMH (Immersive — «co3maronuii 3h(HEKT MPUCYTCTBUS, TO-
Tpy>KeHUs») — 3TO JonoiHeHHas peanbHocTh AR (augmented reality), Bup-
TyanpHasi peaibHOCTh VR (virtual reality) m cmemnrannas peaapbHOCTh MR
(mixed reality) [1].

B cBsI3M ¢ aKTHBHBIM CTAaHOBJIEHUEM BHUPTyasibHOU peanbHOCTH (VR)
BO3HUKAET BBICOKMI CITPOC HA HOBBIM OMBIT B VR Kak B MacCOBOM KYJIbTYpE,
TaK U B IPOMBIIIJIEHHOCTH.

OOparaer Ha ce0si BHUMaHUE TOT (PaKT, YTO OCOOCHHOCTHIO PabOTHI B
VR sBnsieTcst coueranue 3HaHUA B 00JIACTH MTPOTrPAMMUPOBAHMS U KOMITBIO-
TepHo rpaduku. Hy>kHO ymMeTh co3maBath U UMIOpTUPOBaTh 3D-Momenw,
IPOrpaMMHUPOBaTh X UHTEPAKTUBHOCTb.

Jlns co3nanus cpeibl BUPTYaIbHON PEATbHOCTH HEOOXOMMO HCTIOJNb-
30BaTh crienuaibHoe 000pyaoBaHue U nporpammuoe odecneuenue (I10). Ha
CETOJIHAIIHUMN JIeHb OAHUM W3 Hanbosee nony sipHbix [1O ms padotsl ¢ VR
u AR sBustorest Unreal Engine (UE) u Unity. O6a uMeroT o4eHb HIMpPOKUE
BO3MO>XHOCTH U SIBJISIFOTCS HAJAEKHBIMU MHCTPYMEHTAMU. DTHU UHCTPYMEHTHI
MO3BOJIAIOT yHPaBisTh 3D-okpyKeHHEM, UMIIOPTUPOBATH COOCTBEHHBINA Ma-
tepuaisl (3D-Monenu, n300paxenus, 3ByK, BUJEO), a TAKKe MPOrpaMMHPO-
BaTh MHTEPAKTUBHOCTH U UHTEpdetic [2].

K nmpeumymectBam nporpammuoro odecrnederus: Unreal Engine Mox-
HO OTHECTH CJIEIyIOIIHE:

— HoJiepkKKa OOJBIIOr0 KOJIMYECTBO (PYHKIIMM, Omaromapsi yemy B
HEM MOKHO CO3J1aTh MPAKTUYECKH JIFOO0E MPUITOKEHHE;

— HaJIM4YKME BCTPOCHHOW CUCTEMbI BHU3YaJbHOT'O CKPUITHHIA, KOTOpas
MO3BOJISIET 0€3 0COOBIX MPEMSITCTBUI BBICTPAUBATH UTPOBYIO JIOTUKY JaXe
HOBUYKAM;

— HaJIM4KMe Habopa CTaHIAPTHBIX MHCTPYMEHTOB /IS 3a]1a4 BUPTYyaJlb-
HOrO MPOTOTUIHUPOBAHUS (CO3MaHUE CEYEHHM, cOOpKa-pa300pKa, OTCIEKH-
BaHUE KOJUIM3UM, JPrOHOMHUKA U T. 11.);
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— HaJIMYMe MMUPOKOro (yHKIMOHANA I CO3/IaHUSl aHUMUPOBAHHBIX,
UHTEpaKTUBHBIX 3D clieH;

— nojzepxka nomyssapHeix 3D popmaroB u TekcTyp;

— BO3MOXKHOCTb padorath ¢ uepapxueii CAD mozenu u nojaepixka
TPEKUHT-CUCTEM.

VR 1o3BosI€T MOIB30BATENO B3aMMOJICUCTBOBATH C OKPYKAIOIUMU
ero o0Obektamu. IIpaBuiibHas periMKanys peaibHbIX JBUKEHHUHN 3JI€MEHTOB
MeOenn UX BUPTYAIbHBIMU MPOTOTHUIIAMU 3HAYUTENFHO YCHIIMBAET 3P ekt
NOTPYKEHUSI.

PaccMOoTpuM mMo3TanHoO MNpolece peanu3alii UMHUTALUNA JBUKEHUS
3JIEMEHTOB MEOEeH.

Ha nepBom 3Tane He06X0IMMO, UCTIONB3Ys TEXHUUECKUE YEPTEKH Jie-
Tasiell MeOeIH, yCTaHOBUTh MX pa3Mepbl, YroJl OTKPHIBAHMS, TEXHUUYECKHE
NOKa3aTesy MeTelb, YTOObl ONPEIeIUTh 3a30Pbl U MIPUITYCKH JJIsl YCTAHOBKU
NETIH, a TAK)KE, YCTAHOBUTH OCh BpallleHus acaja, pUCyHOK 1.
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Pucynok 1 — TexHuveckue XapaKTepUCTUKHU U KOHCTPYKLMS
HakJIaaHoH net/d Blum

Ha cnenyromem stane cienyer, B COOTBETCTBUU C HaMJIEHHON OCHIO
BpallleHUs, COCTaBUTh rpaduKk U3MEHEHHUSI KOOPAUHAT CBOOOIHOM TOUKU (a-
caga. [ns ocyiiecTBiaeHUs MHTEPAKTUBHOTO JIBHXKEHUsS (hacamoB Oyaer Jo-
CTaTOYHO OMNPEICNIUTh KOOPJAMHATHI ABYX TOYEK — KOOPAMHATHI TOYKU B
Hayvajie TIEPEeMEIIECHUS U B KOHIIE (YTO COOTBETCTBYET, MCXOJS M3 HAIINX
ycioBuit, 110°). OnHako 1y1st 60Jiee TOUHOM aHUMAIIUK AJIEMEHTOB MeOelu,
HEO0OXOAMMO OmpeaeuTh KoopauHathl 5-10 Touek. [locie onpeaenenus Ko-
opauHar, nepexoauM B Unreal Engine nyst peanmuzanuu nprkenus. CHauana
co3naaum Blueprint Class. OH OyaeT coiepkarh JIOTUKY pabOThl BCEX MO-
NBYDKHBIX JeTaled OObeKTa.

[lepen TeM Kak peann3oBaTh (PYHKIIMOHATBHOCTH OOBEKTOB, HEOOXO-
JUMO CO3/1aTh BU3YaJIbHOE MPEACTABICHUE U3 OCHOBHBIX KOMIOHEHTOB. J[0-
0aBJsieM KOMIIOHEHTHI BOX 0B M3 KOTOPBIX COCTOUT MOJAEIUPYEMBIA OOBEKT
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mebenu. Bo Bkiagke Event Graph ¢ momoliibto HOnbl Timeline 1 HaliACHHBIX
paHee KOOpAMHAT aHUMHUPYEM MOJIBHKHBIN 35ieMeHT Mebenu. BeiOpas dacaz
Hamero oObekTta  Ha  BKIaake — Details  noOasisieM  COOBITHUA
OnComponentBeginOverlap u OnComponentEndOverlap. 911 coObiTus Oy-
nyT oTtpaxarbcsi B Event Graph. Jlanee coenuHsieM Bce MOTYyYEHHbBIE HOMbI
KaK MMOKa3aHO HA PUCYHKE 2.

Pucynok 2 — Ckpunmor unrepgeiica padouero npocrpancrsa Unreal Engine,
Npouecc AHUMUPOBAHMSA NOABHKHBIX YacTel Mede/u

Hcxonst u3 CO30aHHOM JIOTMKH CIENYET, YTO IOJIb30BATENb B BHUPTY-
JIBHOM MPOCTPAHCTBE MPU B3aAUMOACHCTBUM C MHTEPAKTUBHBIMU (acaraMu
MeOen peau3yeT BbI30B aHUMallUK, KoTopast Oblia co3fiaHa B Blueprint.

AHumanus - 3T0 BU3yaJIbHOE NPEJCTABICHUE MEPEMEHHBIX, U3MEHS-
IOIIMXCS C TEUEHUEM BPEMEHH, Y3JIbl BPEMEHHOM MIKaJbl (PaKTHUECKU HE
BJIIMSAIOT Ha CaMU KOMIIOHEHTBI, & BMECTO 3TOIO BBIBOJSAT M3MEHSIOIIUECS
3HAYEHUs 10 Mepe UX BoclpousBeneHus. Takum obpasoM, Timeline XopoIo
CIPABJISIETCS C TOCTABJICHHBIMU 3a/1a4aMy aHUMAalUH.
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