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KOMIIBIOTEPHASA AHUMALMSA ITOABUKHBIX
QJIEMEHTOB MEBEJIN B YCJIOBUAX
BUPTYAJIbHOH CPEJbI

Bupryanbnas peanbHOCTh (VR) — HCKYCCTBEHHO CO3JaHHBIA MHp, B
KOTOPBIM YEIOBEK MOXET MOJHOCTBIO «IOTPY3UTHCS» HE TOJBKO Kak
Ha0II0/1aTelNb, HO M KaK y4acTHUK.  JIJIs HOCTHXKEHUSI BBICOKOTO YPOBHS
UMMEpPCUBHOCTH, CHUCTEMA BUPTYaJIbHOM pEaIbHOCTH JOJKHA BbIIaBaTh
MOJIb30BATEIII0 B OTBET HA COBEPIIIAEMbIC AEHCTBUSI KAPTUHKY, 3BYK, a TaK-
Ke KOMITJIEKC OCS3aTEeNIbHBIX M MPOYMX OMNIYIIEHUH MOMEHTaJIbHO, 0e3 3a-
METHBIX 3aJIep’KEK BO BpeMeHH [1].

NHTEepakTUBHOCTH - BO3MOXKHOCTh B3aMMOJICHCTBUSI C BUPTYaIbHBIM
mupoM. [Tonap30BaTesnb JOKEH UMETh BO3MOKHOCTh B3aMMOICHCTBOBATH C
BUPTYaJIbHBIM OKPY>KEHHEM, a OHO B CBOIO OYepe/ib OyJIeT OmupaThCs Ha
JIEVCTBUS MOIb30BaTens [2, 3].

CylIecTBYIOT pa3iM4HbIe CIIOCOOBI HAJEICHUS HWHTEPAKTUBHOCTHIO
BUPTYaJIbHBIX O0BEKTOB, KOTOPHIE 3aBUCST OT YCJIOBHUI pean3aiiii mIpoeK-
Ta. [IpumepomM Takux yCIOBHI SBISIETCS MPOTPAMMHOE OOecCreYeHue, B
Hamem ciydae 310 Unreal Engine. /lannoe I1O maer BO3MOXHOCTH HC-
M0JIb30BaTh KaK CTAaHAAPTHBIE CIIEHAPUH aHUMAIUU TTOJABMKHBIX O0BEKTOB,
TaK M 3a/IeMICTBOBATH CKPUIITOBYIO aHUMAIIMIO, PEATU3YEMYIO C TTOMOIIBIO
BU3YaJILHOTO s13bIKa MporpamMmmupoBanus — Blueprint.

Blueprint — Bu3yaJIbHBI CKPHUIITOBBINA SI3BIK, KOTOPHIA TMO3BOJISET
HAIUCATh JIOTUKY 0€3 MPUMEHEHHUS SI3bIKOB MporpammupoBanus. [Ipoekt
COCTOMUT M3 y3JI0B (nodes), KOTOpble COSAMHEHbI JIMHUAMHU MEepeIayu JaH-
HbIX. KaknpIit y3ei1 MOXKeT peICTaBlIATh (PYHKITNIO, COOBITHE, ONEpaTop U
Tak nainee [4].

CoznaBasi aHnMaInuio Ha puMepe GacazoB (SIMKOB) KyXOHHON Me-
Oenr OBLTH BBITIONHEHBI CIICAYIOIIHE MIarH:

1. [llenkHyB mpaBOil KHOMKOW MBIIIM HAa MOABMXHBINA 3JIEMEHT — (ha-
can, HeobOxomumo co3nath Blueprint u3 mento. PaGoTasi ¢ 3jeMeHTOM,
MO>XHO JyOJIMpoBaTh, MOBOpAYMBATh €ro, M CUEHapuil Oyner paborathb
npaBuwibHO. B co3znanubiii Blueprint MoxxHO 100aBiSITH U JPYrUe COCTaB-
HbIE YacCTH OJIHOTO OO0BeKTa. /[aHHBbIE W3MEHEHHS MOXHO BHOCHUTH BO
BKJIajiKke Viewport.

2. O0ObeaUHUB BCE DJIEMCHTHI B CIMHBIM OOBEKT, B3aUMOACHCTBHE
MIPOUCXOJIUT C MOJABMKHBIM (hacagom. HeoOxommumo 100aBUTh 00BEM Tepe-
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KpbITUs oxBaThiBatoiiero (acama yepe3 Add Component, KoTopsiii OyaeT
JICCTBOBATh KaK TPUITED.

3. Hanee, nepeiins B pazaen Event Graph, cnemyer BbOpaTh B
HacTpoiikax koum3uu oobekTa y3en On Component Begin Overlap. Hona
«On Component Begin Overlap» nmo3BosieT 3ayCcTUTh UMUTALIMIO JIBUKE-
HUsI 00BEKTA, KaK TOJILKO OJIMH U3 KOHTPOJUIEPOB MOMAaJIEeT B 00JIaCTh KOJI-
mu3uu. Jlo6asnss pyukuuio «Get Player Controller» u moakmounTte ee K
ciory «Player Controller», Mbl yka3piBaeM Kakoi OOBEKT JIOJKEH MOIMACTh
B KOJUIM3HIO JJIsl IPOUTPHIBAHUS aHUMAIIMK KaK [MOKa3aHO HAa pUCYHKe 1.

[NFigFiop

Pucynok 1 — Cxkpunmor unrepdeiica Hacrpoek y3Ja FlipFlop

4. FlipFlop — nepexntovareib, KOTOPbIA MIPU MEPBOM BBI30BE (YHK-
LIMN 3aIyCKAET BETKY A, IPU CIIEAYIOLIEM BbI30BE 3aIlyCKaeT BeTKy B. [[ns
NEepBOM BETKM A B HalleMm ciaydyae OyAeT BbI3bIBATHCS CIEAYIOLIEE COObI-
The: OyAeT BOCHPOM3BOAUTCS aHUMAalLUs JIBHJKEHHSI COOTBETCTBYIOIIETO
OTKPBITHIO (pacaga wim mryIsiKu.

Janee HeoOXoaMMO 3a7aTh MapaMeTpbl U3MEHEHUS TOJIOKEHUST aHU-
MHUPYEMOro 00bEKTa B MIPOCTPAHCTBE C TeUEHHEM BpeMeHu. [iist aToro, ec-
JIM IBOMHBIM HIETYKOM OTKPBITH y3el «Timeline», MOKHO co31aTh TpEK C
nomoiplo KHOnKU «Float Track» m go0aBuTh Ha KOOpAMHATHOE MOJE 2
To4ku. YcTaHaBnuBaeM «Time» u «Value» nepsoit Touku Ha 0 u -90 cooT-
BETCTBEHHO, BTOpor — Ha 1 u -210. JlaHHbIe mapaMeTpbl SBIAIOTCSA qUaria-
30HOM TiepeMenieHus gacaaa BO BpeMEHH (COOTBETCTBYET | CeKyHE) U B
POCTPAHCTBE (COOTBETCTBYET YIUIy OTKphIBaHUs (acama ot -90 (3akpbiToe
noJsiokeHue) 10 210 (moaHoCThIO OTKPBITOE ToJIoKeHue)). [locne coznanus
«Timeline», HeoOxoauMo BeI3BaTh PyHKIHIO «Set Relative Rotationy.

5. U3 paznena Components B 001acTb rpaduKoB nepeHeceM 00BEKT,
aHUMAIINIO KOTOPOro ocymiecTBisieM. O0beInHUM 00pa30BaBIIMICS y3€l
co ciotom «Targety dbyakuun «Set Relative Rotation». [Toakmrogas ciot
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«Timeline» mnon nHa3zBanuem «DoorRotation» k y3my «Set Relative
Rotation», Mbl MmoilydaeM 3aMKHYTYIO CHCTEMY CJIOTOB KaK TOKa3aHO Ha
pHUCYHKE 2.

Pucynok 2 — Ckpunmor uaTepderica nogkiaodenus: pynkuun Rotation
Kk BeTke Timeline

AHanmM3upys B3aUMOJCHCTBUS YEJIOBEKAa C IMOJBM)KHBIMH YaCTSIMU
U3JICJIMA B YCIIOBHSIX BUPTYaJIbHOTO IIPOCTPAHCTBA MOYKHO CJI€NIaTh BBIBOJI,
yTo TporpaMmMmHoe obecrieuenre Unreal Engine mo3BossieT moaaepXkuBaTh
00JBIIOE KOJIMYECTBO (DYHKIIMM, Onaromaps 4yemy B HEM MOXKHO CO37aTh
MPaKTHYECKHU JTI000H BUJT aHUMAITUH.
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