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Pa3pa6oTka HrPOBOro MepcoHaka M 00beKTa B3aumMoaeicTBusa A1 VR urpbl
Ha aBIKKe Unity
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AHHOTALUA

[lenapto maHHOTO HCCIEAOBAHUS SIBISETCS pa3pabOTKa UTPOBOTO MEpCOHAXa U
oObekTa B3aumopeiicTBus st VR urpsl Ha jgBuwxkke Unity. B paspabotke
ucnonb3yercs twrarud XR interaction toolkit. B utore Obut co3maH mepcoHax,
yIpaBIsieMblil UTPOKOM Tipu oMot VR ycTpoiicTBa 1 MHTEpaKTUBHBINA 0OBEKT, C
KOTOPBIM MOET B3aUMOJICIICTBOBATH UTPOK.
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Abstract

The purpose of this study is to develop a game character and an interaction object
for a VR game based on the Unity engine. The development uses the XR interaction
toolkit plugin. As a result, a character was created, controlled by the player using a
VR device and an interactive object with which the player can interact.
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1 Beenenue

1.1 AKTyaIbHOCTH

Buptyanbnas peansHocts (VR) cTana oHON U3 caMbIX 3aXBaTbIBAIOIIUX U
VHHOBALIMOHHBIX TE€XHOJIOTMM B MOCJIEAHUE TOJblI, IPUBHOCS B MUP WUIP HOBBIC
YPOBHU BOBJICUCHHOCTH W peaim3ma. Paspaborka VR urp Ha nBmkke Unity
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NPEAOCTaBISICT  YHUKAJIBHYIO  BO3MOXKHOCTH  CO3JIaHMSI  YBJIEKATEJIbHBIX
BUPTYaJIbHBIX MUPOB, B KOTOPBIX UTPOKH MOTYT MOJHOCTBIO MOTPY3UThC. B 3T0i
CTaTh€ MBI PACCMOTPUM OCHOBBI pa3zpaboTku VR wurpel Ha mmardgopme Unity,
BKJIIOYAs! KJIFOUEBbIE MHCTPYMEHTHI U TEXHUKHU JIJI CO3/IaHMS 3aXBaThiBarolmx VR
UTPOBBIX MMPOCTPAHCTB.

1.1 O0630p pycCKOA3BIYHBIX HCCJICIOBAHNM

A. B. I'pumvH npoBesn aHaJIM3 CPEICTBA B3aWUMOJEUCTBUS ITOJIB30BATENS C
(GYHKIIMOHATIBHON M 3CTETUYECKOM YacThiO BO BHYTPEHHEU cpefie Ui pa3padoTKH
urp. Onucansl npeumyiecTsa ucnoiab3zoBanus C# u IDE unity [1].

H.M. IlonoB paccMoTpen BO3MOXHOCTH HMCIOJBb30BaHUS UIp, KakK CIOCO0
oOy4eHusl, CTATUCTUKA UCTIOIB30BaHUSI MOOUIIBHBIX TAPKETOB M KOMITBIOTEPOB TSI
UTp y AETEH JOUIKOJIBbHOTO M IIKOJIBHOTO BO3PACTa, pACCMATPUBAIOTCS MOU BBIBOJIBI
Ha OCHOBE JTOM CTAaTHCTHKM W INPOJAEMOHCTPUPOBAaHA CO3JaHHAs WIpa, KOTOpas
Oynmer B cebe coaepkaTh HEOONBIIOW MPOIEHT OOy4YeHHs sl peOeHKa. DTo
MO3BOJIUT COBMECTUTh IpPOLIECC Urpbl U OOyUeHUsT Ha MOOWJIBHBIX TajKeTax M
KOMITBIOTEPE, @ TAK)KE CTAHET KaK OJUH M3 BO3MOJKHBIX IPHUMEPOB peaM3aLUU
takoi urpsl Ha Unity [2].

JILA. CeHueHKO MNpOBEN aHaIM3 AaKTyaJbHOCTH IUIATGOpPMBI unity uIs
pa3pabOTKu UTPOBBIX MPOEKTOB [3].

A.A. SpbiruH  00CYXKJaeT HCIOJIb30BAHUE MAUIMHHOIO OOYYEHUs C
NOJKPEIUICHNEM HMHTEIJIEKTYalbHbIX areHTOB B 3ajadax MNPUHATHS pelleHuid. B
CTaThb€ PACCMATPUBAIOTCS TEXHUYECKHUE OCHOBBI OOYYEHHS C MOJKPEIJICHUEM,
UCCJIeNyeTCsl UHTErpalusi OOy4eHHs C TOJKPEIJIEHUEM U rIIyOOKOro ooy4yeHus, a
TaKxe 00CykaaeTcsi IPUMEHEHHUE ITUX METO/IOB B PA3JIMUHbBIX 00JIaCTAX, TAKUX KaK
poOoToTeXHUKa U PUHAHCHI [4].

O. B. BnacoBa paccMoTpesia OCHOBBI KOMITBIOTEPHOM JEJIOBOM WIPbI Kak
MHHOBAIIUOHHOTO MeTofa OOydYeHHss B KOPIOPATUBHBIX M 0OOpa30BaTENbHBIX
yupexeHusx. OnucsiBaoTcss GyHKIUU U BO3MOKHOCTH COBPEMEHHBIX HUIPOBBIX
JBUKKOB, OOOCHOBBIBAETCS WX NPHUMEHEHHE JUIs Pa3pabOTKH KOMIIBIOTEPHOU
JIeI0oBOM UTphl. Beimensiorcs mpeumyiecTBa BpiOOpa UTpoBoro aprkka Unity B
KayecTBE HMHCTpyMEHTa pa3paboTku wurp. llpemmaraercss anroput™m co3naHus
KOMITBIOTEPHO! JIEJIOBOM UIPBI C UCIIOJIb30BaHUEM UTPOBOTO aBrKKa Unity [5].

1.2 O030p aHII0A3BIYHBIX UCCAET0BAHUIM

b.1. KpsinoB 1 M. AGpamMoB paccCMOTpEIN aBTOMAaTHYECKYIO HEPAPXUUECKYIO
CETEBYIO CHCTEMY TUIAHUPOBAHMSI 3314 JJI1 UTPOBOTO JIBMXKKa unity [6].

HNU. Kynek u M.U. Cy3HeBuu pa3paboTaid aBTOMAaTU3UPOBAHHOE
yhpaBiieHre poOOTOM JIJIsl UTPHI B IIAXMaThl HA UTPOBOM JIBMXKKE Unity ¢ MOMOUIBIO
UCKYCCTBEHHOTO MHTEIEKTA [7].

O.M. Xapannn H.B. Mouceenko pazpaboTanu aianTUBHBIA HCKYCCTBECHHBIN
uHTe/utekT B RPG-urpe, ocHoBanHO# Ha urpoBom asmkke Unity [8].

J. bamxmait paccMOTpesT METOMIbI CO3aHMsI B 00paOOTKU JaHHBIX, a TAKXKe
UX UCTOJIb30BaHUE I 00yUEHHUS MOJENIN MAIIMHHOTO 00Y4YeHHs Ha TPUMEPE UTPbI

Google T-Rex [9].
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1.3 O030p KHMT

JIist peanu3anuu MOCTaBICHHBIX B paboTe 3ajad, a TakkKe JUIsl HalUCAHUS
camoil paboTbl, OBLIIM U3yYEHbl KHUTHU TI0 aHAJIU3Y JaHHBIX.

JOAM. bypra u I'. CumanHa mpeasiaraloT NpakTUYECKYI0 HUHOOpPMAIUIO O
pa3paboTKe MCKYCCTBEHHOTO MHTEIUIEKTa B BHJIEOMTPAX, 3Ta KHHUTAa OXBAThIBACT
TaKle TeMbl, KaK aJITOPUTMbI IPUHSITHS PEIICHUN, TOBEACHUYECKOE MOJIEITUPOBAHNE
U METOJbI MAIIMHHOTO 00yueHus [10].

C. PabuH BKIIOUMII B KHHUTY, BapbUPYIOTCS OT YMPABIICHUS TIEPCOHAKEM H
KaMepoi 10 (pU3UIeCKOro MOJICITMPOBAHMS ¥ CTPATETHIeCKOro TiannpoBanus [ 11].

C. PaOuH B KHUTE OXBaThIBACT TAKUE TEMBI, KaK aHAJIN3 MECTHOCTH, TTOUCK
yTel, COBMECTHBIC CHCTEMBI HCKYCCTBEHHOT'O MHTEJUIEKTA U MHOTOE Apyroe [12].

C. XomeHT KHUTA JaeT TMPEJCTaBIECHHWE O TOM, KaK WIPOKH MBICIAT H
B3aMMOJICUCTBYIOT ¢ UTpaMHu. [ TaBbI, TOCBAIIICHHBIC HCKYCCTBEHHOMY MHTEIUICKTY,
OXBaThIBAIOT TaKW€ TEMbI, KaK MOJIETUPOBAHHE WIPOKOB W JUHAMUYECKAS
HaCTpoMKa ciokHocTH [13].

1.4 O630p auccepranuii

Jlns HanucaHus paboThI Takyke ObLIM M3Y4YEHBI JUCCEPTAIIUH.

B. Bectepa B pabote ucciemyeT crnoco0 MCIOJIb30BAaHUS MCKYCCTBEHHOTO
WHTEJUIEKTAa B KOMIIBIOTEPHBIX WIpax [Jid MOBBIIIEHUS KadecTBa HIPOBOTO
nporecca. ABTOp aHAIM3UPYET pPa3JIMUHbIC TEXHOJIOTHHU, HCIIOJIb3yEeMble MpHU
pa3pabOTKe WUrp, W MpeJjiaracT HOBBIC MOJIXOJbl K CO3/IaHUI0 YMHBIX HIPOBBIX
MEXaHUK, KOTOPBIE YUYUTHIBAIOT UHANBUYATbHBIN CTUIIb UTPHI U IOBEICHUE UTPOKA
[14].

0. [ronuueBa wuccineayeT BIMSHUE WCKYCCTBEHHOTO WHTEUIEKTa Ha
MOTHBAIIMIO YU BOBJICYEHHOCTh UTPOKOB B Mpoliecce 00yueHus. ABTOp OMKUCHIBAET
AKCIIEPUMEHTAJIBHBIE METOJbI M PE3yJbTaThl HUCCIEAOBAHMS, IMPOBEJACHHOIO Ha
rpynme CTyJAEHTOB, 00YYaIOUUXCs ¢ MOMOIIBIO UTP, UCHOJIb3YIOMINX Pa3TUYHbIE
TEXHOJIOTUH UCKYCCTBEHHOTO MHTEIIeKTa [15].

E.C. AtamacoBa TOCBATHUI CBOIO palOOTy OIIEHKE BO3MOXKHOCTEH W
OTPAaHUYEHUN COBPEMEHHBIX TEXHOJIOTHI MCKYCCTBEHHOI'O MHTEIIJICKTA B CO3/IaHUH
UTPOBBIX OOTOB, KOTOPHIE MOTYT MOBEATh ce0s KaK 4eIOBEK. ABTOp aHAIU3UPYET
pa3JIMYHbIE METOIbI OLICHKH KadyecTBa urpoBoro MU, takue kak paznuyHbie (hOPMBI
TECTUPOBAHMS, a TakKXKe OINKHChIBAET CBOU COOCTBEHHBIE JKCIIEPUMEHTHI,
HampaBJIeHHbIC Ha cpaBHeHHE urposoro MU u veiaoBeueckoro noseneHus [16].

I Banr B paboTe WHCCIENOBAIOCH UCIOIL30BaHUE HMCKYCCTBEHHOIO
WHTEJJIEKTa JUIS YAy4dIIeHUsl [u3aiiHa ypoBHEW B urpax-rmatdopmepax, yaeiss
oco0oe BHUMaHHME TakuM (akTopaMm, KaKk MOUCK UTPOKOM MYTH U MPEMHSTCTBUS
OKpy»Karolieu cpeaspl. McceieqoBanre noka3ano, UICKyCCTBEHHbBIM HHTEIIEKT MOXKET
3HAYUTENBHO YIYYIIUTh UTPOBOM MIPOLIECC U YAOBIETBOPEHHOCTh UTPOKOB B UTPaX-
wiathopmepax [17].
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1.5 ean uccaegoBaHusi

Llenpr0 JaHHOTO UCCIICIOBAHUS SIBISCTCS pa3paboTKa HTPOBOTO MTEPCOHAKA
1 00bEKTa JJIs B3aUMOJIEHCTBHS, KOTOPhIE MOYKHO MCITOJIb30BaTh B 11000H VR
urpe.

2 MaTepuaJjibl 1 METO/IbI

HccnenoBanue OyneT NPOBOAUTBCS C HCHOJb30oBaHMeM IniaruHa XR
interaction toolkit u urposoro amkka Unity, KOTOpbIe 00€CIICUNBAIOT MPOCTYIO
ruoKyIo miatgopmy s pa3padoTku nmopraTuBHBIX VR urp.

3 Pe3yabTaThl

3.1 YcranoBka u HacTpoiika miarmaa XR interaction toolkit

OTKpBITH MEHEDKEP IIATUHOB, Yepe3 MOMCKOBYIO CTPOKY HaiiTh miarud XR
interaction toolkit n HaxkaTs kHOTIKY Install (puc. 1).

XR Interaction Toolkit

Pucynok 1. YcranoBka mjiaruia

[lepeiiTu B mapameTpbl MPOEKTa M yKa3aTh HEOOXOAMMBIEC TIATPOPMEI (pHC.
2).
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OpenXR Feature Groups

Pucynok 2. Hactpoiika nmpoduieit koHTponépa

3.2 Hacrpoiika VR 1nuieMa u KOHTPOJIEPOB.
Jlo6aButh 00bekT XR Origin Ha crieny (puc. 3).

Pucynok 3. Hactpoiika VR 1uiema 1 KOHTpOJLIEpOB

Taxxe HeoOxomuMo 100aBUTH OOBEKTHI, BBICTYNAIOIIUE B POJHU
KOHTpOJLIEPOB (puc. 4).
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Pucynok 4. J/lo6aBneHue Ha clieHy 00bEKTOB — KOHTPOJIJIEPOB

Ha xonTtposuiepsl Heooxoaumo 100aButh ckpunt XR controller u mHactpouts
€ro B COOTBETCTBUU C PUCYHKOM 5.
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n v XR Controller (Action-based)

Tracking
Update Tracking Type Update And Before Render
Enable Input Tracking v
Position Action

Use Reference

Reference Hand/Position (Input Action Reference)
Rotation Action

Use Reference

Reference Hand/Rotation (Input Action Reference
Is Tracked Action

Use Reference

Reference Hand/ls Tracked (Input Action Reference) ©
Tracking State Action

Use Reference

Hand/Tracking State {Input Action Referen ®

Enable Input Actions
Select Action

Use Reference

Reference XRI Left teraction/Select (Input Action Refer ®
Select Action Value

Use Reference

Reference Hand Interaction/Select Value (Input Actior ®
Activate Action

Use Reference

Reference XRI LeftHand Interaction/ e (Input Action Ref ®
Activate Action Value

Use Reference

eference Hand Interaction/Activate Value (Input Acti ®
Ul Press Action

Use Reference

Reference Hand Interaction/Ul Press (Input Action Ref ®
Ul Press Action Value

Use Reference

Reference Hand Interaction/U| Press Value {Input Acti ®
Ul Scroll Action

Use Reference

Reference XRI LeftHand Interaction/Ul Scroll {Input Action Ref ®
Pucynok 5. Hactpoiika KOHTpOJIepOB
I[anee HOH&I[O65[TC$I MOACIN PYK CO CKCICTOM H aHuMaIue, B JaHHOM

cllyyae HMCIIOJIb3YIOTCS TOTOBbIE OT KOMIIAHMH OCUIUS, ckayaTh WX MOXKHO C
oduImansHOro caira oculus decriatao (puc. 6).
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Pucynok 6. Umnopt Mozene pyk 1 aHuMaIuu

JIo6aBUTh MOJEIM PYK C KOMIIOHCHTOM aHHMaTopa BMECTO BPEMEHHBIX
00BeKTOB (pHcC. 7).

» Main VR Scene*

Agd Component

Pucynox 7. 3aMeHa BpeMeHHBIX KyOOB Ha aHUMUPOBAHHBIC PYKH

JIns BbIBOJA IUIABHBIX aHUMAlMHA Ha pyKax HEOOXOIUMO 00aBUThH
nepemennbie float B anumarope (puc. 8).
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8lend Tree

32 0N

R _hand_pnch_anmm
R_hand_fst -
Ronand_he

Pucynok 8. Co3nanue nByx float nepemennnix Grip u Trigger

Ckpunt (puc. 9) cUMTBHIBa€T Ha)XKaTHE€ Ha KOHTPOJUIEPE M BOCIPOU3BOJIUT
COOTBETCTBYIOIYIO aHuMaluto (puc. 10 u 11).

pinchAnimationAction;
ty gripAnimationAction;

handAnimator;

pinchAnimationAction.action.ReadValuec<

ilggervaiue);

Action.action.ReadValue«

Pucynox 9. Ckpunt anumanuu
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Pucynok 10. UrpoBoii nepconax

Pucynok 11. Pe3ynbrar HaxxaTus Ha KHOMKY (rip
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Pucynox 12. Pe3ynbraT Haxatus Ha TpUTTEP
3.3 Co3naHue MHTEPAKTUBHBIX 00HEKTOB

Jlo6aBuTh Ha ciieHy 00BeKT (puc. 13).

Pucynox 13. O6bekT

Jlanee oObekTy HasHauaeM kommoHeHTsl rigidbody m ckpunr XR Simple
Interactable (puc. 14).



[Toctymnat. 2024. Nol ISSN 2414-4487

Pucynox 14. KoMnoHeHThl 00beKTa

Heo6xoaumo Hactpouts ckpunt XR Simple Interactable (puc. 15).
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Pucynok 15. Hactpoiiku ckpunira XR Simple interactable

Ocranocek no6asuts XR Grab Interactable
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Cube (Mesh Filter
Mesh Renderer

Box Coilider

Rigidbody

XR Grab Interactable

Pucynok 16. lo6asnenue ckpunra XR Grab Interactable

3akioueHue

B pesynpraTe ObLIO pa3paboTaH HMrpoBOM MEPCOHAX M OOBEKT IS
B3auMoecTBUs. OHM MOTYT OBITh HWCIIOJIB30BaHBI ISl YIIYYIICHHS WUTPOBOTO
mpoliecca U Co3/IaHrss UMMEPCHOHHOTO OKPYKEHHUS B MHPE UTPBI, YTO CIEIAET UTPHI
0oJ1ee MHTEPECHBIMU U BBI30BET OOJIBIITUN HHTEPEC Y UTPOKOB.
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