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Co3nanue nunrepaktuBHoi a1Bepu B Unreal Engine nist VR

Anopuenko Hean Cepeeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOM cTaThe pacCMOTpPEH Iporecc pa3pabOTKH MHTEPAKTUBHOM NBEPH JIA
BUpTyanbHON peambHOcTH (VR) ¢ wmcmonms3oBanmem nBmwkka Unreal Engine.
OnuceIBaroTCS dTambl CO3JaHWsA, BKIIOYas pa3paboTky Blueprint-kmacca nBepw,
noOapiieHne KoMroHeHTOB st 3axBara (GrabComponent) u PhysicsConstraint,
HACTPOWKY, a TaKXKe HACTPOWKM OCH BpaIICHUS W MapaMeTpoB (GU3UKU IS
oOecrieueHusi IJIABHOTO W PEATMCTUYHOIO B3aUMOJICHCTBUS TOJIb30BATEN C
nBephlo. [IpuBeEH npakTHuecKkuii mpuMep peaan3aliuy U TECTUPOBAHUS MEXaHUKU
B VR-cpene.

KiioueBble ci10Ba: MHTEpAKTHBHAs JIBEpb, BHUpPTyaslbHas peanbHOCTh, Unreal
Engine, Blueprints, GrabComponent, PhysicsConstraint.
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Abstract

This article discusses the process of developing an interactive door for virtual reality
(VR) using the Unreal Engine. The creation stages are described, including the
development of the Blueprint class of the door, the addition of grab Component and
PhysicsConstraint components, configuration, as well as adjustments to the rotation
axis and physics parameters to ensure smooth and realistic user interaction with the
door. A practical example of the implementation and testing of mechanics in a VR
environment is given.
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1 BBenenue

1.1 AKTyaIbHOCTH

C pa3BUTHEM TEXHOJOTHMH BUPTYaJlbHOW pPEAIBHOCTH IOBBIIIAIOTCS
TpeOOBaHUS K YPOBHIO B3aWMOJCHCTBHSI TIOJB30BATEIs] C BUPTYAIbHBIM
OKpykeHHeM. MHTepakTHBHBIE OOBEKTHI, TaKHe KaK JABEpPH, SBISIOTCS Ba)KHBIMU
DIIEMEHTAMHU CpeJbl, O0ECIICUMBAIONIMMHU PEa3M U TorpykeHue. Peanmsanms
€CTECTBEHHOTO (PU3NYECKOTO MOBEACHHS 0OBEKTOB CITIOCOOCTBYET CO3AaHUIO OoJiee
WHTYUTHBHOTO TOJB30BATEILCKOTO omnbiTa. Co3MaHue yIOOHBIX U PEaTUCTUIHBIX
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CPEICTB  B3aWMOJICHCTBHSI ~ CTAHOBUTCS  OCOOCHHO  aKTyaJdbHBIM  JUIS
00pa3oBaTeIbHBIX, APXUTEKTYPHBIX U UTPOBBIX VR-TpuiiokeHuil.

1.2 O030p uccjaenoBaHui

Pa3paboTka npunoxkenuii BUpTyaiabHO# peanbHocTh (VR) ¢ ucnons30BaHreM
COBPEMEHHBIX UTPOBBIX JIBUKKOB aKTHUBHO MCCIIEAYETCS B HAYYHOU nuTeparype. B
pabore /I.A. [lleBepeBa u N.H. Koznosoit «Pa3zpaborka npunoxenust "VR.Lab" Ha
ocHoBe wurpoBoro aBmxkka Unreal Engine 4 u TexHOnOruii BUPTyaJIbHOM
PEATTBHOCTH» PACCMATPUBAECTCA MPAKTUYECKUN OMBIT co3aaHusd VR-mpuioxenus,
BKIItouasi ocooenHoctu padotsl ¢ Unreal Engine 4 u unterpamuto VR-texnonoruit
[1]. A.C. ®okuH B CBOE€H CTaTbe NPOBOAUT CPABHUTEIBHBIM aHaNU3 JBYX
MONYJISIPHBIX JBUXKKOB, OIICHUBAs WX BO3MOXKHOCTH, MPOU3BOJUTEIHHOCTh U
ya00CTBO pazpaboTku VR-nipunoxenuit [2]. B UCCIIeIOBAaHUU
J.A. MupomaukoBa «Co3znanne 3D-momeneii W THEepeHOC B BUPTYaIbHYIO
peanbHOCTH B nipuiioxkeHusx Blender u Unreal Engine mpu pa3pabotke VR-nenoBoii
Urpbl 10 HarpaiieHUI0 "CTpOUTENBCTBO'» paccMaTPUBAETCS MPOLECC CO3JAHUS
koHTeHTa a1 VR ¢ ucnonb3oBanueM Blender u ero nocienytomnieit uHTerpauuu B
Unreal Engine [3]. A.A. CmupHoB, A.A. babkun u B.B. I'anee B pabote «Unity
wim  Unreal Engine: uro nyume pius1  VR-pa3paGoTku?» aHATU3UPYIOT
MIPEUMYIIECTBA U HEJJOCTATKU 000UX JIBUIKKOB, YJIEJssl BHUMAHUE UX TPUMEHEHUIO
B oOpa3oBarenbHbIX W KomMmepueckux VR-mpoekrax [4]. E.IO. Ky3pMmuna,
M.B. Jlapnunckuidk u AWM. banaHauH  ONUCBHIBAIOT  OMBIT  pa3pabOTKU
oOpazoBaTenbHOro  VR-mpuiiokeHHss C  HCHOJIB30BAHUEM  COBPEMEHHBIX
MHCTPYMEHTOB, BKitovast Unreal Engine [5].

1.3 ean ucciaegoBanus

Llenpro nmaHHO#M paboOTHI sIBIsAETCA pa3padOTKa HHTEPAKTHUBHOM JIBEpU B
BUPTYyaJIbHOM peaJlbHOCTH ¢ ucrnosib3oBaHueM JaBmwkka Unreal Engine.
HccnenoBanue HampaBieHO Ha CO3JaHUE MPOCTOM B peanu3anuu, (U3NYECKU
KOPPEKTHOW M PEATUCTUYHOW CHCTEMBI OTKPBITHS JBEPH, HOCTYIHOM UJIA
B3aUMOJAECUCTBUA uepe3 VR-KOHTpOIUIEpHL.

2 MarepuaJjibl U METO/bI

JIist peanu3anu IpoeKTa UCHoJb30Balics UrpoBoit 1Bmkok Unreal Engine ¢
noaaepkkoit VR-miabmona u cuctemsl Blueprints. OCHOBHBIE 3Tambl CO3AaHUS
WHTEPAKTUBHOMU JIBEPH BKJIIOUATIM MOJICIMPOBAHKE ABEPH, T00ABICHNE KOMIIOHEHTA
3axBaTa U HACTPOIKa (PU3MUECKOTO OrpaHUYCHHUSI.

3 Pe3yJabTaThl M 00CYKIACHUA

Pa3paboTka Hawanack ¢ co3nanus HoBoro npoekta B Unreal Engine 5 Ha
ocHoBe mabnona VR Starter Pack, koTopwiii BKIIIOUaeT MPEABAPUTEIHHO
HAaCTPOCHHbIE KOMIIOHEHTHI Ui BHUPTYaJbHOW peasbHOCTU: 0a30Bble KapThl
YIIPaBJICHUS, HACTPOUKHM 1IIeMa VR 1 KOHTPOJIEPOB, a TAKKE ONTUMU3UPOBAHHbBIE
IIapaMeTphl PEHACPHUHTA.
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[lepBpiM TmIaroMm crajna opraHm3anus mnpoekra. B mamke Interactive Obut
co3man Blueprint-kiracc door, uro obecreuniio yamo0CTBO JajibHEHIIEH padoThl U
macmtabupyemocts (puc. 1). OcHoBol st nBepu mociyxun StaticMesh B Buze
Ky0a, mapameTpsl KOTOporo, Bkitodas Scale u Materials, Oblin HacTpoeHBI IS
UMUTAIMA peanbHOro oObekTa. st AOCTHM)KEHHS BU3YalIbHOW TOCTOBEPHOCTHU
pEKOMEH TyeTCs UCnoib30BaTh PBR-MaTepuansl ¢ TekcTypaMu iepeBa Wik MeTalia

(puc. 2).
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Puc. 1. Co3nanue Blueprint-kmacca door
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.......

Puc. 2. MonenupoBanue nsepu

Jlns oOecrieueHust B3aMMOJICUCTBUSL ¢ ABEphl0 B VR-cpene Obul noOaBiieH
xoMrioneHT GrabComponent, mo3BosstroIHii T0JIE30BAaTEIIIO 3aXBAaThIBATh OOBEKT C
MTOMOIIBI0O KOHTPOJIIEPOB. JIaHHBI KOMIIOHEHT JOJDKEH OBITh HAJIOXKEH Ha JBEPh

(puc. 3).
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Puc. 3. Jlo6aBnenue kommonenTa GrabComponent

YroObl 1BEph OTKpHIBANACh IJIABHO, CO3[laHA OCh BpAIEHUS HAa OCHOBE
MOAM(UIIMPOBAHHOTO  Kyba, KOoTopas  ObuUla  TpuBsi3aHa K JIBEpHU
yepe3 PhysicsConstraint. B mactpoiikax Angular Limits nuxenue mo ocsim X u Z
OBIJIO OTPAHWYEHO, & TI0O OCH Y OCTaBJIEHa CBOOO/A BpaIleHHUS. YTOJ OTKPBITHS
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IBepH coctaBwil 85 TpamycoB, a mapamerpsl Damping u Stiffness obecnieunim
CCTECTBECHHYIO MHEPIIMIO U TUTABHOCTD JABIOKEHUS (pHC. 4).

Puc. 4. Co3nanue u HacTpoKa ocu

Axrusanus pusuku (Simulate Physics) u mactpoiika Movement Type na XY
Plane mo3Bosimiin ~ m30exkarTh  HeXenaTeabHBIX  3()(EeKToB,  TakMX  Kak
"mpoBanuBanHue" O00BEKTa CKBO3b Jpyrue Kojutainepsl. Ha HauampHOM J3Tame
TECTUPOBAHUS HAOIIOAAIOCH IPOKAaHUE JIBEPU MPHU PE3KOM OTKPBITHUHU, YTO OBLIO
yCTpaHEHO KOPPEKTUPOBKOU napametpa Stiffness B PhysicsConstraint.
JlonoysHUTENbHBIE  KOJUTAMAepbl ObUIM  JOOABIIEHBI JJIsi  MPEAOTBpaIlCHUs
MEPECCUCHNs] JIBEPU C JBEPHOM KOPOOKOH, UYTO TIOBBICHIO CTaOMIBHOCTH
B3aUMOJIeHUCTBUS (pUC. 5).
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Puc. 5. Ontumu3zanus Gpu3nyeckoro nmoBeaeHUs

TectupoBanne (QyHKIMOHANA mpoBoaWiIOCH B nuieme Samsung HMD
Odyssey +. Pe3ynbraThl mOATBEPIUIN yI0OCTBO B3aMMOJICUCTBHUS: MOJIb30BATEINb
MOKET OTKPBIBATh JIBEPb, 3aXBaThIBasl €€ 3 PYyUKy WK Kpail. Dusuka NBIKCHUS U
OTpaHUYCHHE YIJIa OTKPBITUS co31anu 3((EeKT MPUCYTCTBUS, YTO KPUTHUECKH
BaxHO 111 VR-nipunoxxenuit (puc. 6, 7).
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Puc. 6. Bun nBepu Ha UTpoBOH ClieHE
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Puc. 7. TectupoBanue asepu

4 BuiBoabI

B nmaHHOI cTaThe MpeacTaBiieH Mpolece pa3pabOTKU MHTEPAKTUBHOU JBEpHU
s VR-nipuniokennit ¢ ucnosis3opanueM Unreal Engine. PaccmoTpensl kitoueBbie
acmeKkTbl peanu3aluu, BKJIoyas co3nanue Blueprint-kmacca, HacTpoiiky
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komrioHeHTOB GrabComponent u PhysicsConstraint, a Taxxe KoH(HUTypamuio
bu3nYecKuX MmapaMeTpoB IS OOECIEeYeHHS IUIABHOTO U PEATUCTHYHOTO
B3auMozieicTBusl. [lpuBeNeHHBI TPAKTUYECKUH MPUMEpP JEMOHCTPUPYET, Kak
NPEJIOKEHHOE PEIICHUE YIPOIIaeT CO3JaHNEe HMHTEPAKTUBHBIX OOBEKTOB B
BUpTyanbHOM cpene. MHMcmons3oBanue PhysicsConstraint B coyeTtaHuum ¢
GrabComponent o0ecrnieunBaeT €CTECTBEHHOE TIOBEACHUE JABEPH, TMO3BOJISS
MOJIb30BATENI0 MHTYUTUBHO OTKPBIBATH €€ C MOMOIIBbI0 VR-KOHTpO1I1epOB.

bubauorpadpuyecknii cnmcox

1. lesepeB JI.A., Koznoa U.H. Pa3paboTtka nmpunoxxenust "VR.Lab" Ha ocHOBe
urposoro aBmwkka Unreal Engine 4 u TexHoMOTHIA BUPTyalIbHOM peanbHOCTH // B
coopnuke: IlepcnekruBHble uH(pOpmanuonHsle TexHoiorun (IIAT 2017).
Tpyast MexayHnaponHol HaydyHO-TeXxHUYeCKoU KoHpepeniuu. 2017. C. 1123—
1126.

2. ®oxuH A.C. Pa3pabotka HoBeitmmx VR-npunoxenuit Ha Unity u Unreal Engine
—uro ayume? // Ctynenueckuii BecTHUK. 2024. Ne 20-19 (306). C. 72-73.

3. MupomnukoB JI.A. Cozmanne 3D-moneneldi W TepeHOC B BUPTYaIbHYIO
peansHOCTh B mpuiiokeHusix Blender u Unreal Engine mpu paspabotke VR-
nenoBoi urpel mo HampasieHuto "CtpourtensctBo" // B cOophuke: IX
MexayHapoaHbI CTyI€HUECKHI CcTpouTenbHbli Gopym — 2024. COopHHK
noknanoB hopyma. benropon, 2024. C. 135-141.

4. CmupHoB A.A., babkun A.A., I'aniee B.B. Unity wiin Unreal Engine: uto nmyuiiie
st VR-pazpabotku? / Hayunsriit Jlugep. 2024. Ne 34 (184). C. 7-8.

5. Kyzpmuna E.}O., JlaBnunckuit M.B., bamanaun A.U. Co3zpanue VR-
npunoxenus "Kiacc ”HPOpMalMOHHO-KOMMYHUKALIMOHHBIX TEXHOJIOTHI JTUIIEes
Ury" // B cOopHuke: AKTyalbHbIE 3aJladyd TPUKIAAHOW TUCKPETHOM
mateMatuku (Juckpernsii ananmu3 u uHopmatuka). COOPHUK HAyUYHBIX
TpynoB. Upkyrck, 2024. C. 54-60.



