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AHHOTAIUA

B nanHOW cTaThe TpeACTaBIIEH TMpoOIleCC pa3pabOTKH CHUCTEMBI MOJCYETA
KOJIMUECTBA 3aXBAaTOB 00BbEKTA B BUPTYyaibHOU peanbHOocTH (VR) ¢ ucnonszoBanuem
urpoBbix nHCTpyMeHTOB Unreal Engine. Onucan mopsiiok 700aBiIeHNUs TEKCTOBOTO
KOMIIOHEHTA, CO3JaHUE MEPEMEHHOMN U1 XPAHEHUS KOJIMYECTBA B3aUMOJICMCTBUU,
a TaKke HACTpOMKa JIOTMKH Mojicuéra Ha ocHoBe coOwiTuii GrabComponent. B
pabote paccmarpuBaroTcs dTanbl koHburypauuu Blueprint-rpada, Brirouyas
MHUIHATTN3AIUI0 0TOOpakaeMOoro 3HAaYeHUs] U OOHOBJIEHUE CUETUYMKA MPHU KAKIOM
B3aMMOJICHCTBUM MOJb30BaTesl ¢ 00bekTOM. [IpuBenén mnpumep mnpakTU4ecKoi
peanu3aiyu ¥ TECTUPOBaHMUsS MeXaHUKU B VR-cpere.

KuroueBble ciioBa: BUpTyanbHas peanbHOCTh, Unreal Engine, Blueprints, VR-
B3aMMOJICHCTBHUE, CUéTUuK, 3axBaT 00bekTa, GrabComponent.
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Abstract

This article presents the process of developing a system for calculating the number
of object captures in virtual reality (VR) using the game tools Unreal Engine. The
procedure for adding a text component, creating a variable to store the number of
interactions, and configuring the counting logic based on GrabComponent events is
described. The paper discusses the configuration stages of the Blueprint graph,
including initialization of the displayed value and updating the counter with each
user interaction with the object. An example of practical implementation and testing
of mechanics in a VR environment is given.
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1 Beenenmue

1.1 AkTyaJbHOCTH

OnHuM U3 KIIOUEBBIX acCleKTOB pa3paboTku VR-npuiioxkeHuit sBiseTcs
obOecrieueHre  MHTEPAKTUBHOCTH  OOBEKTOB, IMO3BOJISIIONIEH  MOJB30BATEIIO
B3aMMOJICUCTBOBATh C BUPTYAJIbHON CpPEION MAKCHUMaJIbHO €CTeCTBEHHO. llojicuér
KOJIMUECTBA 3aXBAaTOB OOBEKTA SIBISICTCA BAXXKHBIM HHCTPYMEHTOM I aHaIu3a
NOBEJEHUS TMOJb30BaTENeH, OTJIAJKM MEXaHHWK B3aHUMOJECHCTBUS M CO3JaHUs
UTPOBBIX CHCTEM, PEarupylomux Ha JACHCTBUS urpoka. Peamuzainust mogoOHOTO
CU€TUMKa MO3BOJISIET 3HAYUTENFHO PAaCIIMPUTh (PYHKIIMOHAJIbHBIE BO3MOKHOCTHU
VR-mpoekta u o0jierdaer MpOBEICHUE TECTUPOBaHUS  HUHTEpdENHCcOB U
MHTEPAKTUBHBIX 3JIEMEHTOB.

1.2 O0630p uccaexoBaHuii

PazpaboTtka npunoxxenuit BupTyanbHoi peanbHocT (VR) ¢ ucnonszoBanuem
COBPEMEHHBIX UIPOBBIX JIBUKKOB aKTUBHO UCCIIEAYETCS B Hay4yHOU iurepatype. B
pabote JI.A. llleBepeBa u M.H. KoznoBoit «Pa3zpaboTtka npunoxenus: "VR.Lab" nHa
ocHoBe wurpoBoro aBwkka Unreal Engine 4 wu TexHOJOTMI BUPTyaJIbHOU
peanbHOCTHY paccMaTpHUBAETCsl MPAKTUYECKUN OMBIT co3faaHusi VR-npunoxeHus,
BKJTIIOYasi ocodenHoctu padoTel ¢ Unreal Engine 4 u unterpauuio VR-TtexHonorui
[1]. A.C. ®oxuH B CBOEH CTAaTbe€ MPOBOJAUT CPABHUTEIBHBIM aHAIM3 JBYX
MOMYJISIPHBIX  JIBUKKOB, OIICHMBAs WX BO3MOXKHOCTH, IPOU3BOJHUTEIBHOCTh U
ynobctBo  pa3pabotku  VR-npunoxkenmit  [2]. B wuccnemoBanum  JI.A.
MupomnukoBa «Co3nanue 3D-Mojeneil U NepeHoc B BUPTYAIbHYIO PEAIBHOCTH B
npwioxkenusx Blender u Unreal Engine mpu paspabotke VR-menoBoit urpsl mo
HarpapiaeHuo "CTpoOUTENbCTBO'") pacCMaTpUBAETCS MPOIECC CO3/IaHUSI KOHTEHTA
n1s VR ¢ ucnons3oBannem Blender u ero mocnenyromeit uHterpanuu B Unreal
Engine [3]. A.A. CmupnHoB, A.A. babkun u B.B. T'aneeB B pabote «Unity wim
Unreal Engine: uto myume s VR-pa3paboTku?y» aHanM3upyroT MPEeUMYIIecTBa U
HEJOCTaTKM  O00OMX JIBWXKKOB, yJIeJsii BHUMaHu€ WX TNPUMEHEHHIO B
oOpazoBarenbHbIX U KoMMepueckux VR-mpoekrax [4]. E.FO. Ky3smuna, M.B.
JlaBmuackuit 1 AWM. banaHnuH OMUCHIBAIOT OMBIT Pa3padOTKH 00pa30BaTEIBHOTO
VR-NIpUIoKeHUusT ¢ HCIOJIb30BAHUEM COBPEMEHHBIX WHCTPYMEHTOB, BKIIIOUas

Unreal Engine [5].

1.3 Ileab ucciaeaoBaHus

llenpto HacTosimielt pabOThI SIBJISETCS CO3/JaHME CHCTEMbl MOJCYETA
KOJIMUECTBAa 3aXBAaTOB OOBEKTa, OCHOBaHHOW Ha Mexanu3dme (GrabComponent B
Unreal Engine. MccienoBanue HampaBieHO Ha pa3pa0OTKy KOMIIAKTHOW U ya0OHOU
B HCIoJb30BaHMM Blueprint-noruku, oOecneynBaroield 0TOOpa)XeHHWE TEKYIETo
KOJIMYECTBA B3aUMOJECHUCTBUI B PEKUME PEATBHOTO BPEMEHMU.
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2 MaTepuaJjibl 1 METOIbI

Jlyis peanm3anuy TOCTaBJICHHOW 3aJadd WCIOJB30BAJICS CTaHAApTHBIM VR-
mabson Unreal Engine, Bitouaromuii He0OX0UMbIE KOMITIOHEHTHI JIJIs1 PaObOTHI C
BUPTYyalibHOM peanbHOCThIO. B katamore VRTemplates, B manke Blueprints, ObL1
BBIOpaH 00bekT Grabbable SmallCube.uasset B kauecTBe OCHOBHI IJIs1 Pa3paOOTKH.

3 Pe3yabTaThl U 00CYKICHUS

B karaore VRTemplates B manke BluePrints Haxomgutcs KkyO
Grabbable SmallCube.uasset. Penaktupyem u nepexogum B okHo Components. B
OKHE KOMIIOHEHTOB K OOBEKTYy ObUT J00OaBjieH KoMmmoHeHT TextRender,
npeIHa3HAueHHBIA [l 0TOOpaXkeHus TekcTa Haj Kyoom. [lanee B pa3aene Variables
ObU1a co3naHa mepemeHHas tuna Integer mon nasBanuem TouchCounter, koTopas
CIyXWia ISl XpaHEHUs KOJIMYECTBa 3aXBaTOB OOBEKTa Mojb3oBaTeneM (puc. 1).
Jns BU3yalM3allMM  YUCJIOBOrO 3HaueHusa cu€tunka B OkHO Components ObLI
nobaBnen kommnoHeHT TextRender. JlaHHBIH KOMIIOHEHT MpeaHA3HAYEH JJIs
OTOOpaKEHUSI TEKCTOBBIX JIAHHBIX HEMOCPEJICTBEHHO B TpEéXxMepHOU clieHe. B
oTimune OT BuUmKeToB, TextRender sBmsercs dwacteto 3D-mupa u crmocoOeH
COXpaHSATh YUTAEMOCTH IO/ JIOOBIM YIJIOM, YTO JIEJIACT €ro YA0OHBIM CPEICTBOM
oTOOpakeHusi CIy>keOHOM wiu wurpoBo wuHpopmammu. Ilocne noOaBieHus
KOMIOHEHTa Obuia co3fgaHa mnepemenHas TouchCounter tuma Integer, kotopas
npeaHa3HAvYCHA TSl XpaHeHUsT KOJIM4YecTBa 3a)MKCHPOBAHHBIX 3aXBaTOB .

My Blueprint

MACROS

VARIABLES

Components

EVENT PATCHERS

Puc. 1. Co3nanue nepemMeHHON

CrenyroomuM 3TarnoM CTalo0 CO3JaHHE HAYaIbHOM JIOTUKM OTOOpakeHUs
nanubix. B Event Graph Obu1 ucnonb3oBan Hoj Event BeginPlay, koTopsiii
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BBI3BIBAETCSl Cpa3y IMoclie MosiBIeHus oObekTa Ha cueHe. Yeped Honx Set Text
koMrnoHeHTy TextRender 3amaBasioch HadalbHOE€ 3HayeHue Tekcra. [l
npeoOpa3oBaHUsl YHUCIOBOTO 3HAYCHHA TIEPEMEHHOM B CTPOKOBBIA (opmar
ucnosszoBanicss HoJ ToText (Integer). I[lomoGHoe mpeoOpaszoBaHue HEOOXOAMMO,
MOCKOJIbKY OOJIBITMHCTBO BHU3yalbHBIX KoMmoHeHTOB Unreal Engine paGortaer co
CTPOKAaMM, @ HE C YHCJIOBBIMHM TUIIAMU JaHHbIX. WroroBas cxema oOecneduBania
MOSIBJICHHE HaJl KyOoM oToOpakenus «0» mpu 3amycke VR-mpoekrta (puc. 2).

T Set Text
> Event BeginPlay Target is Text Render t

T —

Target
Text Render 9

& Value
Touch Counter @

| ©F To Text (Integer)

& Value GEOGREE &

W

Puc. 2. Hactpoiika noma Event BeginPlay

[locne HacTpoOilKM Ha4yallbHOTO COCTOSIHMA Oblla peajr30oBaHa OCHOBHAs
joruka moacuéra. B xommonente GrabComponent ObUT0 HaieHo coObiTHe On
Grabbed, BbI3BIBacMOE KaXKIblii pa3, Korja MoJib3oBarelb Oepér oO0bekT B VR-
koHTposuiep. CoObituitHas moxaens UE ocHOBaHa Ha TpHWHIMIIE PEAKTHBHOTO
IpPOTPaMMHPOBAHMSI: BMECTO MOCTOSIHHOM MPOBEPKU COCTOSHHS O0OBEKTa CUCTEMa
TEHEPUPYET COOBITUSI, KOTOPHIE AaBTOMATHYECKH BBI3BIBAIOT CBS3aHHBIC Y3JIbI
JIOTUKU. DTO CHIDKAET HAarpy3Ky Ha MPOIeccop U 00ecreurnBaeT TOUHOCTh (PUKCAITUU
B3aMMOICHCTBUH.

B Event Graph coObitue On Grabbed nHHULIMEpPOBaNO IMENOYKY JEUCTBHUIA,
HauYMHAKOIIYIoCS ¢ Hoja Print Text, KOTOPBIA HCIONB30BAICS JUISI OTJIAIKH U
NOATBEPKACHUA (DaKTa aKTUBAUMU COOBITHsA. [laree mpouCcXoaniIo aBTOMAaTHYECKOE
yBemuuenue TouchCounter uepe3 Hon Increment TouchCounter, yBenuunuBaromiu it
3HAYE€HUE T[EPEMEHHON Ha eauHUIy 0e3 HEOOXOJMMOCTH JOMOJHUTEIbHBIX
BbiurcineHnii. Ilocne OOHOBIIEHMS TIEPEMEHHOM TEKCTOBOE 3HAUEHHWE CHOBA
3amaBaiock KomMmnoHeHTy TextRender, uto obGecneunBaso MrHOBEHHOE OTpPaKEHHE
U3MEHEHHUs CUu€TumKa Haj 00BheKTOM (puc. 3).
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Puc. 3. Urorosas HacTpoiika HOJOB

Ha 3akmouunTtensHoM 3Tane ObUia MpoBeeHa MpoBepKa paboTOCIOCOOHOCTH
co3nanHoil cucreMbl. B VR-cperme 00BEKT KOPPEKTHO pearupoBajl Ha Kaxkoe
B3aMMO/JICHCTBHE, a 3HAUCHHE CUETUMKA OOHOBILJIOCH NMPH KaXIOM 3axBaTre. TeKkcT
OCTaBaJICA BU3YaJIbHO CTAaOWIBLHBIM, XOpOIIO YWTa€MbIM W HE 3aBUCENT OT
OpHEHTAIMY TIOJIL30BATENSI B MPOCTPAHCTBE, YTO MOTBEPIKAAET IIENECO00Pa3HOCTh
npuMeHeHns: kommoHeHTa TextRender mms momoOHBIX 3amad. Ha wm3oOpaxkeHuu
MIPEACTaBIIEHBI PE3YJIbTaThl TECTUPOBAHUS (puC. 4).

o i ["".’""" T i) Avarpawma || ) Mepekpectas cceinka || =] Homep crpanuus +

Puc. 4. TectupoBanue kyOa

4 BoiBOaBI

B xome pabGoTsl Obiia pazpaboTaHa cucTeMa TOJCYETa 3aXBaTOB OOBEKTA B
VR-cpene Unreal Engine. Hactpoennoe B3aumozeiictBue uepe3 GrabComponent u
oOHOBJIeHHE TeKcTOBOM wuHpopManuu ¢ mnomomblo TextRender oOecneunnu
cTaObWibHYI0 (UKCalMi0 COOBITUIT M KOPPEKTHOE OTOOpa)keHHe pe3ysibTara B
TpEXMEpHOM  TpocTpaHcTBe.  [IpoBenéHHOE  TECTHUpOBAHHWE  MOJTBEPIUIIO
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paboTOCIOCOOHOCTh MEXAaHUKU: CYETYMK OOHOBISIETCS  CBOEBPEMEHHO, a
oTOOpa)KeHHuEe OCTa€Tcsi TOYHBIM U yNOOHBIM Ui moJib3oBarens. [loydyeHHoe
pELIEHUE MOXKET CIY’KUTh OCHOBOM JIJISl PACIIUPEHHBIX AHAUTUTUYECKUX W UTPOBBIX
cucrteM B VR-TIpUIIOKEHUSIX.
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