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Peanm3zanus nHTEepakTUBHLIX paspymenuid B Unreal Engine nis VR-
NMPUJI0KEHU I

Anopuenko Hean Cepeeesuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHO# cTaThe pacCMOTPEH MPOIIECC CO3MaHMsl pa3pymaeMbix 00bekToB B Unreal
Engine ¢ wucnons3oBanueMm IuiaruHa FieldSystemu  wumncTpymenTa Fracture.
OnucaHbl KIIOYEBBIE 3TANbl HACTPOUWKHU: TE€HEPALUS F€OMETPUYECKON KOJUICKIUH,
napaMmeTpbl  Voronoi-pa3OHMeHHS, OTKJIIOUEHHE BHUIUMOCTH (parMeHTOB U
HacTpoiika ¢usuku. [IpuBeaeH mpuMep TECTUPOBAHUS MEXAHUKH pPa3pYIICHHS B
VR-cpene, roe cteHa pa3pymiaeTcs Ipu CTOJIKHOBEHUH ¢ JUHAMHYECKUM 00BEKTOM
(kyooMm). Pemenne gemoHcTpupyer dh(eKTuBHbIN crmocod  mo0aBiieHUS
MHTCPAKTUBHBIX pa3pylleHui B VR -TIpuiiokeHus 118 OBBIIICHUS peain3Ma.
KiawueBble cioBa: paspymaemble 00bekThl, Unreal Engine, BupTyanbpHas
peanbHOCTB, FieldSystem, Fracture, reomerpruueckas Kosuiekius, Voronoi, hpusuka,
VR-B3anmoeicTBHe.
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Abstract

This article discusses the process of creating destructible objects in the Unreal
Engine using the FieldSystem plugin and the Fracture tool. The key configuration
steps are described: geometric collection generation, Voronoi partitioning
parameters, disabling fragment visibility, and physics settings. An example of
testing the mechanics of destruction in a VR environment is given, where a wall
collapses when it collides with a dynamic object (cube). The solution demonstrates
an effective way to add interactive destruction to VR applications to enhance
realism.
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1 Beenenue

1.1 AKTyaIbHOCTH

AKTyaJIbHOCTb UCCIIEI0BaHuUs 00YCIIOBIIEHA BO3PACTAIOIIUMHU TPEOOBAHUIMU
K peaqu3My B3aMMOJCWCTBUI B BUPTyaldbHOW cpene. Paspymraembie OOBEKTHI
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SIBJITFOTCS. BQ)XHBIM 3JIEMEHTOM, MOBBIMIAIONINM CTENEHb MOTrpyXeHuss B VR-
npuwioxeHusix. CoBpeMeHHble WUIpoBbie IBIKKH, Takue kak Unreal Engine,
MPEIOCTABIISIOT MHCTPYMEHTHI JUTSI CO3JIaHUS PeaTUCTHYHBIX Pa3pyIICHUN, OJTHAKO
WX HacTpoiika TpebyeT ocoboro moaxonaa mnpu pabdore ¢ VR. IIpoGrema
ONTUMU3AINN Pa3pylIaeMbIX OOBEKTOB JUISI BUPTYAIbHON PEaTbHOCTH OCTACTCS
akTyanbHOW. B paborax, mnocesameHHbIx ucnosb3oBaHuio Chaos Destruction
System, oTMeudalOTCsi CJIOKHOCTH OanaHca MEXAy pPEATMCTHYHOCTHIO W
POM3BOAUTENLHOCTBIO. JlaHHOE HCCleoBaHME TMpeajaraeT MpaKkTUYECcKoe
pemienue s co3aanus 3G GeKTUBHBIX pa3pymenuii B VR-cpene.

1.2 O630p ucciaenoBanmi

MopenupoBanue (GU3NUECKUX TPOILECCOB W BU3yalIH3alds OOBEKTOB B
COBPEMEHHBIX UT'POBBIX ABUKKAaX aKTUBHO UCCIENYIOTCA B HAYUHOU JuTeparype. B
pabore H.A. I'poMuka paccMaTpuUBarOTCsl MOJIXO/bl K peaau3aluu peaTucTUUHOMN
aBTOMOOWJIBHOM (DM3MKH B HUIPOBBIX CUMYJSATOpax. AHAIU3UPYIOTCS METOJIbI
HAaCTPOWKHM I1apaMETPOB TPAHCHOPTHBIX CPEACTB M MX B3aUMOACUCTBUS C
BUPTYAJIBHOM CPEIOM, YTO UMEET BAKHOE 3HAYCHHE JUISI CO3JaHUS JOCTOBEPHBIX
cumysnui [1]. UccnenoBanue J[.4. I'nanuesa "Mcnonp3zoBanue Unreal Engine 5
JUIsL MOJIETIMPOBAHUSI OOBEKTOB B MPOMBIIUIEHHOCTHU" TMOCBAIIEHO MPUMEHEHUIO
COBPEMEHHBIX TEXHOJIOTMI UTPOBOTO JIBMKKA B IIPOMBIIIJIEHHOM IIPOEKTUPOBAHUU.
B pabGore ocoboe BHMMaHME YIEIECHO BO3MOXKHOCTSM JBWXKKA JJIS CO3JaHUS
IU(POBBIX IBOMHUKOB U UHTEPAKTUBHBIX MOJEJIEH IPOMBIIIEHHBIX 00BEKTOB, UTO
OTKPBIBAET HOBBIE TMEPCIEKTUBBI JJII HWHKEHEPHOIO MPOEKTHUPOBAHUA [2].
CpaBHUTENBHBIM aHAIW3 MPOTPaMM JUISl  ApXUTEKTYPHOM  BHU3yalu3alluu,
npoBeneHubld  B.B. Makcumenko wu  [[.C. Llemyiiko, BKIIOYaeT OLEHKY
Bo3MoxkHocTel Unreal Engine 5 cpeau npyrux nomymisipHbIX pemeHuid. OnucaHsbl
KJIFOUEBBIE XApPaKTEpPUCTUKU JIBUXKKA, TaKHE€ KaK KayeCTBO PpEHJIIEPUHra,
IPOU3BOAUTENBHOCTh M YIOOCTBO pabOThI, BBIIEISS €ro IMpeuMyllecTBa s
CO3/IaHUSI HHTEPAKTUBHBIX apXUTEKTYpHBIX npe3eHTannii [3]. A.C. @okuH B cBOEH
CTaTh€ MPOBOJAUT CPABHUTENbHBIN aHAIU3 JIBYX MOMYJISIPHBIX JBUKKOB, OIICHUBAs
WX BO3MOKHOCTHU, TPOU3BOIUTENBHOCTD U YA0OCTBO pa3paboTku VR-npumnoxxenuii
[4]. E.JO. Ky3pmuna, M.B. JlaBnunckuit u A.M. banaHauH ONMUCHIBAIOT OIBIT
pa3paboTku 0O6pazoBaTebHOr0 VR-TIpUIoKeHus ¢ UCIOIb30BaHUEM COBPEMEHHBIX
MHCTPYMEHTOB, BKitovast Unreal Engine [5].

1.3 Iean ucciaegoBanus

Lenpio paboThl sBIsIETCA pa3padOTKa MEXaHUKU pa3pylIeHUs OOBEKTOB B
Unreal Engine ¢ ucnonszoBanueMm maruHa FieldSystem u unctpymenta Fracture,
oOecrieunBaroiei cTabuiabHy0 padoTy B VR-ipriioxKeHusx.

2 MarepuaJjibl U METO/bI
JIiist peanu3anuu MEXaHUKH paspyiieHnii ucnonb3oBaics Unreal Engine 5 ¢
nojkmoueHHbIMU iaruHaMu FieldSystem u Geometry Collection. ba3oBoii cpenoit

JUIL TeCTUpOBaHUS mociayxkun VR-mabnon nsmxka ¢ mogaepxkoit Oculus u
SteamVR.
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3 Pe3yabTaThl M 00CyKICHUS

Pa3paboTka Hayanach ¢ co3nanust HoBoro npoekta B Unreal Engine 5 Ha
ocHoBe mabnoHa VR Starter Pack, koTopelii BKIIIOYaeT MpeaBaAPUTEIHHO
HACTPOCHHBIE KOMIIOHEHTBI JUIsi BUPTYaJbHOM peambHOCTH: 0a30BbI€ KapThbl
yIpaBJICHUs], HACTPOMKH 1IIeMa VR ¥ KOHTPOJIJIEPOB, a TAKKE ONTUMU3UPOBAHHBIC
napaMeTpbl pEHACPHUHTA.

Peanuzanus cucreMsl pazpyiuiaembix 00bekToB B Unreal Engine notpe6oBana
TIIATEJIbHON HACTPOMKHU HECKOIBKUX KITIOUEBBIX KOMIIOHEHTOB. [ I[ponecc Havaics ¢
aKTUBaMK HeoOxomuMbix 1iaruHoB - FieldSystem m Geometry Collection,
KOTOPBIE SBJISTFOTCSI OCHOBOU I pabOTHI ¢ pa3pyIiacMbIMU 0OBEKTaMH B IBHKKE.
[locne mnepe3arpy3ku JBHMXKKA JUIsl MPUMEHEHUS HM3MEHEHUN Mbl MEpPElUId K
HEIMOCPEACTBEHHOM HACTPOMKE pa3pyliaemMoil cTeHsl (puc. 1).

t (A1
& Plugins

+ Add X Field L} setti
8 ALL PLUGINS

Version 0.1
INSTALLED Epic Gan

BUILT-IN 4 Version 1.0
2 ok Games; i

Virtual Heightfilil Mesh < Experimental Version 0.1
Mesh renderer for virtual texture heigh{EIl Epic Gam g

Puc. 1. IlogkiaroueHne IaruHoOB

Ha nepBom »Tame Obl1 BBIOpaH CTATUYECKUW MEII CTEHBI, K KOTOPOMY
MPUMEHEH WHCTpyMeHT Fracture. DTOT MHCTPYMEHT IMO3BOJIIET MpeoOpa3oBaTh
OOBIYHBI CTAaTHYECKUI OOBEKT B pa3pylIaeMylH0 TN€OMETPHUYECKYIO KOJUIEKIIMIO.
[Ipn Haxkatum kHOmMKKM "New'" co3maercss HOBas T€OMETpHUYECKas KOJUICKLHS,
KOTOpasi CTAHOBUTCSI OCHOBOM Ul HAILIEW pa3pyllaeMoi CTeHbl. BaXXHO OTMETHUTS,
YTO 3TOT MPOLIECC aBTOMATHUYECKU TeHepUpyeT HEeoOXOIUMble KOMIIOHEHTHI AJIs
paboThl GUBUKHU pa3pyIICHUS.
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Puc. 2. [Ipumenenne nuctpymenta Fracture

Oco60e BHUMaHKE OBLIO YIEJIEHO HACTPOUKE MapamMeTpoB Voronoi B pazjene
Fracture. Beibop wmeroga Uniform Voronoi o0OecniedyuBaeT paBHOMEPHOE
pacrpeiesieHde To4eK pa3OueHus Mo BCel MOBEpXHOCTH o0bekTa. B HacTpoiikax
ycTaHaBiBUaeM koiandecTBo siueek ot 200 10 300, uto oGecneynBaeT J0CTaTOUHYIO
JeTANN3aIMI0 paspylieHrus 0e3 W3JMINHENW Harpy3ku Ha cuctemy. l[lapametp
Irregularity Obu1 ycranoBieH Ha 3HaueHue 0.4, 4yTO J00aBISET €CTECTBEHHYIO
HEPAaBHOMEPHOCTh JIMHHUSAM pazioma. ['paMOTHas HacTpoiKa 3THX MapaMeTpOB
KPpUTUYECKA BaXHA [JI JOCTWIKEHHUs OanaHca MEXIy PpealuCTUYHOCTHIO
pa3pylIeHust ¥ IPOU3BOAUTEILHOCTHIO CUCTEMBI.

[Tocne HacTpoOWKU MapaMeTpOB pa30UEHUs TPUMEHSIEM U3MEHEHUS HAKATHEM
cuHel kHonku Fracture. Ha aToM 3Tane npoucxoAauT reHepanus Bcex GpparMeHTOB
Oynymiero paspyiieHusi. BuzyanbHO cTeHa MOKa OCTaeTcs 11eJI0M, HO Temneph OHa
COCTOUT M3 MHOXKECTBA CKPBITHIX ()parMEHTOB, TOTOBBIX K B3aUMOJICUCTBHUIO (pUC.

3).
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Puc. 3. ®parMeHThI CTEHBI

B pasnene Details mpoBoaunacs HacTpoika moBeaeHus: oobekra. [lapamerp
Bone Visibility Obl1  OTKIIIOYEH, YTO TO3BOJIAET COXPAHUTH BU3YaJbHYIO
IEJOCTHOCTh CTE€HBI O MOMEHTa paspyiieHus. OJIHOBPEMEHHO C JTHUM ObLI
neaktuBupoBan mapamerp Damage from Collision, 4TOOBI TNPEAOTBPATUTH
HEXeJIaTeNIbHOE Pa3pyIIeHUE OT CIyYalHbIX CIa0bIX BO3JCHCTBUNA. DTU HACTPOUKHU
BXKHBI I KOHTPOJISI MOMEHTA Havaja pa3pylieHusl.

TectupoBanme (QyHKIIMOHATA TPOBOAMIOCE B mwuieme Samsung HMD
Odyssey +. Jlnsa TectupoBaHus paboThl cucTeMbI B VR-cpene OblT co3/1aH MpOCTOn
cueHapuii BzaumoneicTBus. JluHamuueckuil kyO, J0OaBIIEHHBIM Ha CUEHY, IpH
CTOJIKHOBEHHH CO CTEHOM BbI3bIBAJ €€ paspylieHue. HaOmoaeHnus nokasanu, 4To
pa3pyllieHre MPOUCXOAUT IUIABHO, C PEATMCTUYHON (PU3HKOI pasnera GpparMeHTOB.
Cucrema 1eMOHCTpHUPYET cTabuIIbHYIO padboTy B VR-pexume.

JIOTIOTHUTENBHO ObUTH POTECTUPOBAHBI PA3JIMUHBIE CIIEHAPUHU Pa3pyIICHUS
(puc. 4, 5):

o Toueunoe Bo3neiicTBUE (yAap B LIEHTP CTEHBI)

o Kpaesoe paspyuienue

o IlocnenoBarenbHOE pa3pyllIeHHE PU HECKOIBKUX BO3AEHCTBUIIX
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Puc. 4. BzaumopeiictBue Kyba u CTEHbI

Puc. 5. [losnHOE pa3pylieHne CTEHBI

Ba)xHO OTMETHTH BONPOC ONTHUMHU3ALUU HPOU3BOJUTEIBLHOCTH. AHAIN3
MoKa3aj, 4TO YBEJIMYEHUE KOJMYECTBAa (PParMEHTOB NPUBOAUT K 3aMETHOMY
nagenuto FPS B VR-pexume. [lostomy s moOuibHbIX  VR-ycTpolicTB
PEKOMEHYETCSI UCHOJIb30BaTh HE OOJbIIOE KOJMYECTBO (parMeHToB. Jlis
CTAallMOHAPHBIX CHUCTEM C MOIIHBIMM BHJEOKApTaMU JSTOT IIAPAMETP MOXKHO
YBEJIMYUTH 17151 OONbILIEH AeTaaNu3aluu pa3pyLeHusI.
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4 BpIBOABI

B nanHOW cTathe OBLI MpEACTaBICH MPOLECC CO3JaHUS CUCTEMBI
WHTEpaKTUBHBIX pa3pyieHui B Unreal Engine ans VR-nipunoxenuit. PaccMoTpensl
KJIFOUEBbIC ATallbl peasin3alliy, BKiIo4as HacTporky muaruHa FieldSystem, paborty
c wuHCTpyMeHTOM Fracture u mnapamerpamu Voronoi-pa30ueHusi, a TakKxke
KoH(purypanuio ¢Gu3MUecKUX CBOMCTB pa3pyllaeMbix 00beKTOB. Pa3zpaboranHoe
pelieHrue IpoJeMOHCTPUPOBAIO CBOIO 3(P(HEKTUBHOCTH NIPHU TeCTHpOBaHUU B VR-
cpene. Hcmomb3oBanme Geometry Collection B coyeTaHHMH € ONTHMAaIbHO
MOI0OPAaHHBIMU TTapaMeTpaMu Pa3pylMICHUs TMO3BOJIMIO JOCTHYb PEaTUCTUIHOTO
MOBEJICHUSI OOBEKTOB MPU COXPAHCHUU CTAOWJIBHOW MPOU3BOJUTEIHLHOCTH
CHUCTEMBI.
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