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AHHOTAIUA

B nmanHo#t paboTe paccCMOTpeH Mpolecc pa3padOTKU MHTEPAKTUBHOTO MEHIO JJIsI
BUpTyalbHOM peanmbHOCTH (VR) ¢ wucnonb3oBanumem gaBmwxkka Unreal Engine.
OnuceiBaroTcst Tamnsl co3nanus Blueprint-kimacca MeHro, 700aBIeHNS KOMIIOHEHTOB
Niagara, Widget u seMeHTOB MOJIB30BATENBCKOTO HHTEp(elica, a TaKkKe HACTPOUKa
CXeMbl BBOJIa W peaqu3auusi (QYHKIMOHAJa KHOMOK JUIsi B3aUMOJIEUCTBUS
nojib3oBarens. [lpuBonurcss mnpumep TOCTpoeHUst uHTepdeiica, HACTPOUKHU
BU3YaJbHOM 00JIACTH MEHIO U OpraHU3alliu JIOTUKU C HUCIOjb3oBaHueM Blueprint-
cuieHapueB. BpimonHeHa nemoHcTpalusi utoroBoit VR-criensl ¢ paboTtaromum 2D-
MEHIO.

KawuyeBble cJioBa: BHpTyalbHas peanbHocTh, Unreal Engine, VR-meHro,
Blueprints, moys3oBarensckuii naTepdetic, Niagara, Widget.
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Abstract

This paper examines the process of developing an interactive menu for virtual reality
(VR) using the Unreal Engine. It describes the steps of creating a Blueprint class of
menus, adding components of Niagara, Widget and user interface elements, as well
as configuring the input scheme and implementing the functionality of buttons for
user interaction. An example of building an interface, configuring the visual area of
the menu, and organizing logic using Blueprint scripts is given. A demonstration of
the final VR scene with a working 2D menu was performed.
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1 Beenenue

1.1 AKTyanbHOCTB

CoBpemennbie VR-nipuiioskeHusi TpeOyIOT HHTYUTUBHBIX M YIOOHBIX CPEICTB
B3aMMO/ICHCTBUS TMOJIb30BaTeNsl ¢ UHTEP(ECHBIMU 3leMeHTaMu. MeHIo siBisieTcs
HEOTHEMJIEMON 4YacThiO JIO0OW BUPTYyaJbHOW Cpenpl, obOecredmBas JOCTYH K
VIOPaBJICHUIO, HACTPOMKAM UM MNEPEKIIIOUCHHIO MEXAY pexuMmamMu. B ycrnoBusix
BBICOKMX TpeOOoBaHUN K ynoOCTBY M 3proHoMmuke VR-unTepdelcsl a0HKHBI
00aaTh SICHOM CTPYKTYpOH, KOPPEKTHON TIyOMHOW BOCHPUATHS M TOYHOU
peakuueil Ha neicTBus nojb3oBaTens. Co3aaHue ynoOHOro U peaTMCTUYHOTO MEHIO
CHOCOOCTBYET YIYYIIEHHIO MOJb30BATEIBCKOTO ONBITA U SIBISIETCS aKTyalbHOU
3aaueil pu pa3zpaboTke VR-NpUnoxeHuil pa3auaHOTO Ha3HAYCHUS.

1.2 O630p ucciienoBaHui

PazpaboTtka npunoxxenuii BupTyainbHoi peanbHocTH (VR) ¢ ncnoss3oBanuem
COBPEMEHHBIX UIPOBBIX JIBIXKKOB aKTUBHO UCCIIEAYETCS B HaydyHOU iurepatype. B
pabote J1.A. llleBepeBa u MN.H. Ko3nooii «PazpaboTka mpunoxenus "VR.Lab" Ha
ocHoBe wurpoBoro gBmwkka Unreal Engine 4 wu TexHonoruii BUPTyalIbHOU
PEATBHOCTH» PACCMATPUBAETCS MPAKTHUYECKHM OMBIT CO3/MaHusl VR-npuiioxenus,
BKJTIO4asi oco0eHHoctu padothl ¢ Unreal Engine 4 u unrerpamuio VR-texHosnoruit
[1]. A.C. ®okuH B CBO€H CTaTbe MPOBOJAUT CPABHUTEIBHBIM aHAIM3 ABYX
HNOMYJISIPHBIX  JABUKKOB, OIICHMBAasi MX BO3MOYHOCTH, NPOU3BOAUTENHLHOCTh U
yno0ctBo  pazpabotrku  VR-mpunoxenuit  [2]. B uccnmemoBanum  J[.A.
MupomnnkoBa «Co3nanue 3D-Moeneil U NepeHoCc B BUPTYAIbHYIO PEAIBHOCTH B
npunoxxkenusix Blender m Unreal Engine mpu paspaborke VR-menoBoi urpsl mo
HampasJieHuto "CTpOUTENsCTBO'"» paccMaTpUBAETCS MPOLECC CO3JaHUs KOHTEHTA
st VR ¢ ucnonb3oBannem Blender u ero mocnenyromeit unrerpamuu B Unreal
Engine [3]. A.A. CmupnoB, A.A. babkua u B.B. T'aneeB B pabote «Unity wim
Unreal Engine: uto nmyumie ais VR-pa3paOoTku?» aHaIM3UPYIOT MPEUMYILECTBA U
HEJOCTaTKM  O00OMX [BWXKKOB, yJIeJsisi BHUMAaHu€ WX TNPUMEHEHHIO B
oOpazoBarenbHbIX U KoMMepueckux VR-mpoekrax [4]. E.IO. Ky3smuna, M.B.
JlaBnuackuit 1 A.W. banaHIuH OMUCHIBAIOT OMBIT Pa3padOTKU 00pazoBaTEILHOTO
VR-NpuioxkeHuss ¢ HCIOJIb30BAHUEM COBPEMEHHBIX WHCTPYMEHTOB, BKJIIOYAs
Unreal Engine [5].

1.3 Ileab uccaeaoBaHus

Lenpto nanHOM paboThl SBIsiETCS pa3padOoTKa HWHTEPAKTUBHOTO MEHIO
BUPTYaJIbHOM  pealbHOCTH, co3gaHHoro cpenctBamu  Unreal Engine ¢
ucnosszoBanneM Blueprints, Niagara-3¢p¢$eKkToB M MOJIb30BaTCILCKUX BUIKETOB.
UccnenoBanne HampaBieHO Ha TOCTpOEHHE (PYHKIIMOHAIBHOTO UHTEpdeiica,
aJaTUPOBAHHOTO 11 VR-B3aMMOIENCTBUS, BKIIOYAs pEaM3alfi0 yKazaTens,
3JIEMEHTOB MEHIO U JIOTUKU 00pabOTKH HaXKaTUH.
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2 MaTepuaJjibl 4 METOAbI

B xauecTBe MHCTpyMeHTa pa3pabOTKu ucnoJib3oBaiics Kok Unreal Engine
¢ mnoxanepxkoil VR-miabnona, BKIIOYAIONMIETO HACTPOWKHM KOHTPOJUIEPOB U
OCHOBHOM CXEMBbI B3aMOJICUCTBUSI B BUPTYAJIbHOW CpEE.

3 Pe3yabTathl M 00CYyXKACHUSA

Pa3paboTka MHTEPaKTUBHOIO MEHIO Hauyajach ¢ co3/laHusi HoBoro Blueprint-
Kjacca Tumna Actor, KOTOPBIA CTall OCHOBOM Oyayiero MHTEpEHCHOro 3JIEMEHTA.
Buytpp knacca 6wi1 no6aBneH kommnoHeHT Niagara Particle System, HazHaueHHBIN
JUISL BU3YyQJIM3allUMd J1a3€pHOTO yKa3arenis,, ¢ MOMOUIBI0 KOTOPOTO MOJIb30BATENb
NOJy4aeT BO3MOXKHOCTb  BbIOMpaTh dyeMeHThl MeHIo. KoMmoHeHT — ObLi
neperMMeHoBaH Uil ynoOcTBa paboThl, a B ero mapamerpe Niagara System Asset
HazHaueH »H¢dext NS menulaser. g mnpegoTBpamieHUs HEXKENaTeIbHOTO
OTOOpa@XEHHUs1 yKazaTellsi Ha paHHHX JTarax TeCTUpoBaHus mapamerp Visible ObLn
oTkmouéH (puc. 1). JlaHHas Mepa NO3BOMIA PEATU30BATH KOHTPOJIUPYEMOE
BKJTIOYEHHE BU3YaJbHOTO JIyda TOJILKO MPHU HABEIEHUH UTPOKA HA 00JIACTH MEHIO.
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Puc. 1. Co3nanue BluePrint akrepa ¢ komnonenrom Niagara

Crnenyrouum stanom B Blueprint-knace Obut no6GaBneH komnoneHt Widget,
nepeHecéHHbli B KopHeBOoM  kommoHeHT  DefaultSceneRoot.  Bumxker
npeaHa3Havaiucs Ui OTOOpaKeHHsl JABYXMEpHOro uHTepdeiica MeHo. B ero
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cBoiicTBax ObUI1 akTuBHpoBaH mapameTp Draw at Desired Size, yTo mo3Bosmio
KOPPEKTHO OTOOpaxaTb €ro pasmepsl 0e3 MacuitabupoBaHusi. Bumker ObLl
noBepHyT Ha 180 rpamycoB, 4TO OOECIEYMIIO OPHUEHTAIUIO JIMIIEBOM CTOPOHBI B
HaMpaBJICHUU UTpOKa Mpu B3aumojaectsuu B VR-cpene (puc. 2). g noBsiieHus
TOYHOCTH B3aUMOJICHCTBHUS K BHIKETYy ObUT J00aBlieH MOYEPHUH KOMIIOHEHT
StaticMesh, koTopomy ObUTa Ha3HaueHa MOJENb cPepbl, MacIITaAOUPOBaHHAS MO
pasMep ykazarens (puc. 3). BnocnencTBum JaHHBIM 3JIEMEHT MCHOJIB30BAjlCAd Kak
30Ha KOHTaKTa MEX]y Ja3epHbIM JIy4OM U UHTEpEercoM.
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Puc. 2. Hacrpoiika 2D BI/I,HeTa
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Puc. 3. Co3nanue ykazaremns

[locne xommwmanuu Blueprint-kiacca Oblla  BBINOJIHEHA HACTPOMKaA
napamMeTpoB CTOJKHOBeHHMH y Bumkera. KoppekrtHas koHdurypamus Collision
Presets o6ecnieunna BO3MOKHOCTh (PMKCALMK TOYEK MEPECEUCHUs JIA3EPHOTO JIydya
c aneMeHTamMu uHTepdeica. DTo SBISETCS KPUTUYECKH BAXKHBIM YCIOBHEM IS
pabotel VR-MeHI0, MOCKOJBKY TMO3BOJSET CHCTEME TOYHO OMPENesTh HAXKATHSA B
TpEXMEPHOM MPOCTpaHCTBE (pHc. 4).
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Puc. 4. Hactpoiika yka3zarens

Jl71st pa3paboTKu BU3yadbHOW YacTU MEHIO ObUT cO3/1aH oTaenbHbIN Blueprint-
KJIacC BHJDKETA ITOJIb30BATENILCKOrO HHTEp(deiica. B ero crpykTypy W3 mamuTpbl
3JIEeMEHTOB ObUT no0OaBieH kKommoHeHT Border, koTopbiii chopMupoBaz OCHOBY
uHTepdeiicHoro okHa. bpum HacTpoeHBI TapaMmeTphbl I[BETa W TMPO3PAUYHOCTH,
MO3BOJIIIOIIAE  JOOUTHhCS ~ BH3YadbHOW  BBIPA3UTCIILHOCTH W YUTAaCMOCTH
unTepdeiica (puc. 5). 3arem Ha MaHelb ObUIM J0OABIEHB HEOOXOIUMBIE AIIEMEHTHI
yIOpaBJICHUs, BKIIOYAs KHOIMKH, TEKCTOBBIC TMOJISI U JIEKOPATUBHBIC dJEMEHTHI. X
pasMepsl U pacrojioKeHue ObUIM  OTKOPPEKTUPOBAHBI Ui  yAoOCTBa
B3aUMOJICUCTBUS U COOTBETCTBUS TpeOoBaHusIM VR-3pronomuku (puc. 6).
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Puc. 6. Co3manne oxHa MEHIO

CrenyroomuM 3TaroM crajia peaausalys JOTMKY KHONOK MeHro. Jis kaxaoin
KHOTIKM ObUT ucnojb3oBaH cranaapTHbeii Blueprint-uBentr OnClicked. Knonke
«CtapT» OBUT Ha3HA4YeH CIIEHAPUM TiepexoJa K UTPOBOU CIIEHE, BKIIIOYAOIIHN
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OTKJIFOYEHHE MEHIO M aKTUBAIMI0 WUrpoBoro pexuma (puc. 7). Kaomnka «Bbexomg»
noyiyunsia (PyHKUMOHAN 3aBepIICHHs] pabOThl MPUIIOKEHUS, YTO OCOOEHHO Ba)KHO
npu pazpabotrke VR-NpoekToB, Tae TpaAWIMOHHBIC KIABUATYPHBIC KOMAaHJIbI

HEJOCTYMHBI (pHuC. &).
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Puc. 7. Peamuzanus soruku KHONKH «CTapT»
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Puc. 8. Peammszaiug 10Tk KHOTIKM «BBIXOI»

3aBepiIuB HACTPOUKY uHTepdelica, OblIa Mpou3BeneHa KOH(PUTypalus BBOJA
noJsib3oBatenst. st aroro B Event Graph Blueprint-kiacca BP. Menu co3ian BeI30B
Get Player Controller, noakmoueHusiii k y3my Enable Input, aktuBupyemomy
cooritiem Event BeginPlay. bnarogapss sToMy MEHIO MOJIyYWJIO BO3MOXKHOCTh
pearupoBaTh Ha KOMaH/bl UTPOKA Cpa3y MOcCye 3arpy3Ku cieHsl (puc. 9). Jlanee 6b11
co3zaad BbI30B K nojcucteme EnhancedInputLocalPlayerSubsystem, 4To mo3Bosmio
no6aButh cxemy ympasienuss Add Mapping Context. B kauecTBe akTUBHOW KapThl
BBOoAa Obua BhiOpaHa IMC Menu, a e€ mpHOpHUTET YCTAaHOBJIEH Ha 3HA4YCHHE 2,
obecrieunBaroniee KOPPEKTHOE paclpenesicHne KOMaHA MEXAY WIPOBBIMU U
uHrepdeiicapiMu cucremamu (puc. 10).
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Puc. 10. Hactpoiika HOZIOB

@uHANBHBIA ATall BKIIOYAJI TECTUpOBaHHE MeHI0 B VR-cpene. Ha urpoBom
ypOBHE  UHTEppEHUC  KOPPEKTHO  OTOOpaxalics  Mepen  IMOJIb30BaTeNeM,
B3aMMO/ICHCTBUE C KHOTIKAMU MPOUCXOIUIIO MJIABHO, a padoTa Ja3epHOro yKa3aTes
obecrieurBajla TOYHOE TMOMAJaHUE B 3JIEMEHTHl MeH0. [IpoBenéHHbIE NPOBEPKH
NOATBEPAWIM  KOPPEKTHOCTh  pealu3aluu  (QyHKIMOHada W yJ0OCTBO
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B3aMMOJICHCTBUS, UTO JIeNIaeT pa3paboTaHHOE MEHIO PUTOHBIM JIJII MHTETPAllud B
VR-nipoekThl paznuaHoro tuma (puc. 11).

Puc. 11. TectupoBaHue MEHIO

4 BuIBOABI

B pabote Obuio coszmano uHTepakTuBHOe VR-meno B Unreal Engine c
ucnons3oBanueM Blueprint, Niagara u Widget-komnonenToB. Peamm3zoBaHbI
yKazaresib, MHTep(eiicCHbIe AeMEeHThl M (PYHKIIMOHAI KHOIOK, a TaKKe HaCTpOeHa
CUCTeMa BBOJA Uil KOPPEKTHOTO B3auMonaeuctsus B VR. Ilposenénnoe
TECTUPOBAaHUE TOKa3ajio, 4YTO MeEHI0 paboTaeT CcTa0WIbHO U YAOOHO I
noJib30BaTensi, oOecreyuBas TOYHOE HaBEICHHE U BBIOOP DJIEMEHTOB B
BUPTYAJILHOU CpeJie.
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