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AHHOTAIUA

B cratbe uccnenyercs METOAMKA CO3JaHUSI UHTEPAKTUBHBIX CHCTEM pa3pylICHUs B
Unreal Engine 5 ¢ ucnons3oBanuem taruHa Field System. AktryanbHOCTh paboOThI
0o0ycJIOBJIeHA pAacTyIIMMU TPEOOBAaHUSAMH K PEATUCTHUYHOCTH  (UBHUECKHUX
B3aUMOJCHUCTBUI B WIPOBBIX U BUPTYaIbHBIX cpeaax. lIpemnokeHHoe pemieHue
MO3BOJISIET MPEOJO0JIETh OTPAaHUUYEHHUS MPEJONPENEICHHbIX CIIEHAPUEB Pa3pyLICHUs
3a cYeT IMHAMHMYEeCKOro yrpanieHus napamerpamu cucreMbl Chaos. [lpaktuueckas
3HAYMMOCTh  3aKJIIOYAETCs B ONTUMM3ALUMU  MEXAY MNPOTrpaMMHUCTAMH U
TEXHUYECKMMH XYJOKHUKAMH Yepe3 HCIOJb30BAHNE HWHTYUTUBHBIX BHU3YaJbHBIX
MHCTPYMEHTOB. B paboTe AeTanbHO OMKCaHa MPOoLEypa HACTPOUKH pa3pyIIacM bixX
00bekToB Ha ocHOBe Geometry Collection. DkcnepyMeHTATBHO MOATBEPIKICHA
s dextuBHOCT, CBsizku  Field System wu Chaos Physics nns  co3manus
KOHTPOJIUPYEMOTO U MPOU3BOIUTEILHOTO Pa3pyILICHHUS.
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Abstract

The article explores a methodology for creating interactive destruction systems in
Unreal Engine 5 using the Field System plugin. The relevance of the work is
determined by the growing requirements for the realism of physical interactions in
gaming and virtual environments. The proposed solution overcomes the limitations
of predefined destruction scenarios through dynamic parameter control of the Chaos
system. Practical significance lies in optimizing the workflow between programmers
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and technical artists through the use of intuitive visual tools. The paper details the
procedure for setting up destructible objects based on Geometry Collection. The
effectiveness of combining Field System and Chaos Physics for creating controlled
and performant destruction has been experimentally confirmed.

Keywords: Unreal Engine 5, Field System, Chaos Physics, interactive destruction,
Geometry Collection.

1 BBenenmue

1.1 AKTyaJIbHOCTH

CoBpeMeHHBIII PHIHOK WIP W BUPTYAIBHBIX Cpel TpPeOyeT peanrcTUYHBIX
UHTEPAKTUBHBIX cucteM paspymieHus. [losenenne B Unreal Engine 5 cucrembl
Chaos Physics co3mano TEXHOJIOTMYECKYIO OCHOBY, OJHAKO YIpaBlCHHUE
NPOU3BOJUTENBHBIM U KOHTPOJUPYEMBIM pPa3pylIEHUEM OCTAeTCsl CIIOKHOMU
3amauedt. [Imarmn Field System mnpenmaraeT mpuUHIMIHMATHLHO HOBBIA IMOIXOJ K
OpoLeypHOMY YIpaBieHHIO (U3MUEeCKUMU Tpoleccamu. MccnegoBanue ero
NPUMEHEHUSI I Pa3pyIICHUH aKTyaJlbHO B KOHTEKCTE Pa3BUTHS METABCEJICHHBIX U
UHTEPAKTUBHBIX CEPBUCOB, TJE€ CPEeIbl TOJDKHBI JIMHAMUYECKH pearupoBaTh Ha
JeCcTBHUS TONIb30BaTeNsl. HaydHass HOBW3HA 3aKIIIOYACTCS B PEUICHWH TP OOJIEMBI
nepexoa OT TMPEAONPEACICHHBIX CIIEHAPHEB K JWHAMUYECKUM CHCTEMaM.
[lpakTuueckass 3HAUMMOCTh pPabOThl CBs3aHA C ONTUMH3AIUEH  MEXIY
NPOTPAMMHUCTAMH W TEXHHYECKUMHU XYIOKHUKaMHU, TIO3BOJISISI CO3/IaBaTh CIIOKHBIC
dbu3nueckre B3aMMOJICUCTBHSI Yepe3 UHTYUTUBHBIE a0CTpakiuu. Takum oOpaszom,
paboTa HaXOOUTCS HA CTBIKE KIIOYEBBIX TEHJCHUUMNH WIrpoOBOM HHIYCTPHUU:
peanMcTUIHON (U3UKH, MPOIEAYPHOTO KOHTEHTA M JOCTYMHOCTH WHCTPYMEHTOB
pa3paboOTKHU.

1.2 O0630p uccaexoBaHuii

B mnpencraBiaenHoit pabore A.C. JIMUTpHUEB paccMOTpeNl peau3aIiuio
CUCTEMBl CUMYJSIMU paspylraemoctd Ha ocHoBe Unreal Engine 4, ucnoibn3oBaB
JUISL CO3JIaHus pas3pylliaeMbIX OOBEKTOB BHENIHWUN marmH Apex Destruction wu
nporpammy PhysX Lab [1]. B nannoit padore M. C. IllukaiixoBa pa3paboTaHa
UMHTEpAKTUBHAS BU3yaln3alus >kujoro komiuiekca «llopToBeiit» B cpeme Unreal
Engine 5, mo3Bossitonias mojabpb30BaTEISIM COBEPIIUTh BUPTYAIBHYIO MPOTYJIKY IO
00BEKTY IS €ro pekjiaMHoro mpezactasieHus [2]. B cBoem mccnemoBanuu HO.M.
KoctrokoBa u  ILKO.  bByrakoB  mpemnaratoT  pelieHue  MpoOJIeMBl
(GparMeHTUPOBAHHOCTU JAHHBIX HA PBIHKE HEJBIKMUMOCTH IMyTeM pa3pad0TKu
uHTeIUekTyansHo i 3D-monenu Ha mnargopme Unreal Engine, koTopasi He TOJBKO
BU3YaAIM3UPYET OOBEKTHl, HO M IO3BOJIIET B3aUMOJCHCTBOBAaTH C HHMH YEpe3
€CTECTBEHHBIN SI3BIKOBOM MHTEpdEC IS MOTydeHUs akTyanbHOU uHpopmarmu [3].
B crarbe P.B. UepHsieB 000CHOBBIBAET M MOJAPOOHO OMHCHIBAECT PEATU3AIMIO B
Unreal Engine 4 Merona moctoOpaOOTKM Ha OCHOBE IMOJIb30BATENILCKONM KapThl
TyOuHbl 17151 co3nanust 3 dexra BoaeneHus rpanuil oonwekra [4]. B cBoeil pabote
E.M. Hukutunaeix u A.A. KoXeBHUKOBa MNpENCTaBISIOT Npoliecc pa3padOTKu
anbga-Bepcun urpooro mnpuiokenuss g [IK wa nBmwkke Unreal Engine 4,
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MOJYEpPKHUBasi €ro BBIOOP Osarojgapsi MOIIHBIM TpapUUYECKUM BO3MOXKHOCTSAM H
TMOKUM MHCTPYMEHTAaM JJIsl CO3JJaHUsl YPOBHEH U UTPOBBIX MEXaHUK [5].

1.3 Ilean uccaeaoBaHus

Llenpto wccnenoBaHus SABISIETCS pa3padOTKa W MPAKTHYECKas pean3alius
METOJUKU CO3/IaHUsl MHTEPAKTUBHOM cuctembl paspyuieHus B Unreal Engine 5 c
ucnosibzoBanueM rmiuarnHa Field System st ynpasnenust pu3uyeckuMu CUiaMu U
napamerpamu  cuctembl  Chaos. Pa3paboTka HampaBieHa Ha  CO3[aHuUE
KOHTPOJIUPYEMOTO,  NPOM3BOJUTEILHOTO UM MacHITadUPyeMOoro  pEIIeHus,
MO3BOJISIIOIIETO JUHAMUYECKH VYIPABIATH MPOLECCOM Pa3pyLIEHUs] CIOMXKHBIX
00BEKTOB B pealbHOM BPEMECHH.

2 MaTtepuajbl 1 METOAbI

B kauectBe OCHOBHOW mporpaMMHON  TIATPOPMBI  HCCIEAOBAHUS
UCIIOJIb30BaNICsT urpoBoit aBwkok Unreal Engine 5 co BcTpoeHHOM cucteMoi
busuku u paspymieHus. KitoueBbIM HHCTPYMEHTOM peai3aliiyl BBICTYIWII TUIAarUH
Field System, npegocraBmstonuii uHTepdeiic sl MpOLETYPHOTO YIpaBICHUS
cumyJsiinen. J[Jiss HaCTpOMKM JIOTUKW B3aUMOJICMCTBUS MPUMEHSIJICS BU3YaJlbHbBIN
CKPUIITUHTOBBIN MHCTpYyMeHT Blueprint.

Meroarka  UCCIeNOBaHMS  BKIOYala HKCHEPUMEHTAIbHOE  CO3JlaHHe
TECTOBOM CIIEHbl C paspymiaeMbiM 00bekToM Ha ocHoBe Geometry Collection.
CpaBHUTEBHBIN aHAINU3 TIPOBOAWICS JJisA OLEHKU 3((HEKTUBHOCTH KOHPUTYypaluit
Hop Field System.

3 Pe3yabTaTthl

JI1s1 Hayana co3gaercs MmycToil mpoekT (puc. 1).



[locrynar. 2025. Nell ISSN 2414-4487

HoBbi npoekT
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Pucynok 1 — Co3nanus npoekra

Nmvmoptupyem marud Field System u mepesamyckaem nBmwkok (puc. 2).
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Pucynok 2 — [logkiroueHns IuiaruHa

Jlo6aBUM 0OBEKT, HA KOTOPOM OyJeM CMOTPETh MEXAaHUKY pa3pylICHUS B
JTAaHHOM citydae 3To Oyaer Kyo (puc. 3).
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Pucynok 3 — JloGaBieHus oO0bekTa

Jlanee mnepexonuM BO BKIaakKy «Fracture» s HacTpOMKM MEXaHUKU
pazpyienust (puc. 4).
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Pucynox 4 — MeHio pe>1<I/IMa pa60T

Haxumaem Ha «New» u reHepupyeM HOBYIO T€OMETPHUYECKYIO KOJUICKITHIO
(puc. 5).
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Pucynok 5 — CoxpaHeHnue reomMeTpuu

B pasgene «Fracture» BbiOupaem «Uniform» B OTKpBIBIIMXCS BKJIAJKaX
BeIOUpaeM «Uniform Voronoi» u MeHsieM xapaktepuctuku «Min Voronoi Sites» ¢
20 na 50 u «Max Voronoi Sites» ¢ 20 Ha 70, 1151 TOTO 4YTOOBI YBEIMYUTH KOJMYECTBO
00110MKOB (puc.6).

# Detail
© GC_Cube2

| @ GC_Cube2 (Instance)
A tryCollectionComponent (GeometryCe

Fracture Cancel

f \

Pucynox 6 — Hactpoiiku kosimdecTBa 00JOMKOB

[Tepexoaum Bo Briaaky «Details» u oTkpeiBacM BkiIagky «Damage» B Heid
oTkpbiBaeM Bkiaaky «Damage Threshold» u mensiem xapakrepuctuxu index [0] ¢
500000 Ha 1 um index [1] ¢ 50000 na 1 u index [2] ¢ 5000 wa 1 ams TOro 4TO OBI
00BEKT pazpyiuazics ot aobdoro yaapa (puc. 7).
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b NewMap
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Fracture Cancel

PI/ICYHOK 7 — Hactpoliku paspymeHH;I

Ilocne 3amycka creHsl KyO mamaeT Ha 3eMJII0 W pa30ouBaercs Ha 67 dactei
(puc. 8).

b NewMap

yHOK 8 — Pesynprar paspymenus oObekra

4 BoIBOABI

[IpoBenenHoe ucciegoBaHuEe MOATBEPANIO 3(PPEKTUBHOCTH UCHOJIB30BAHUS
wiarnHa Field System nist co3nanus MHTEpakTUBHBIX cucTeM paspyiienus B Unreal
Engine 5. [Ilpaktuueckas peanuzainus  METOAUKA  MPOJEMOHCTpUpOBaja
BO3MOXHOCTh TMEpexojia OT TMPEJONpeeNCHHbIX CIEHApPUEB pa3pylIeHUus K
JUHAMUYECKU YIpPaBIsieMbIM [pOIECCaM, YTO pEHIaeT KIOYEBYI0 MpoOliemy,
0003HAYEHHYIO B aKTyaJbHOCTU PabOTHI.

PazpabGorannoe pemienue Ha ocHoBe cBsisku Chaos Physics u Field System
MO0Ka3aJl0 CBOI0 MPAaKTHYECKYI0 3HAYMMOCTb, MPEIOCTaBUB WHCTPYMEHT JUIs
CO3/IaHUsl KOHTPOJMPYEMOTO M MIPOU3BOUTENBHOTO pa3pymieHus. Mcrnonap3oBanue
BU3yasnbHOTrO nonaxona uepe3 Geometry Collection u Hoast Field System mo3BosisieT
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TEXHUYCCKHM XYJO0KHUKaM YIPABJIATH CJIOKHBIMH (PU3UYCCKHMHM TIpolieccaMu 0e3
HEOOXOJUMOCTH HHU3KOYPOBHEBOTO IMPOTPAMMHUPOBAHHS, YTO ONTUMHU3UPYET
nporecc pazpaboTKH.

OKcliepyUMeHTalbHAs 4acTh pabOThl JoKa3ana BO3MOXKHOCTh TOHKOU
HACTPOMKHU MapaMeTpOB pa3pyIICHHUS Yepe3 M3MCHEHUE XapaKkTepucTuk Damage
Threshold n wmoaudukamuio Voronoi Sites, oOecneumBas OagaHC MEXIY
BU3YAILHOW PEATMCTUYHOCTHIO M MPOUM3BOJAUTEIBHOCTHIO CHUCTeMBI. [losrydeHHbBIC
pe3ynbTaThl  OTKPBIBAIOT  TEPCHEKTHBBI  [JIsl  JAlIbHEHIIEro  MCCIEeIOBAaHMS
Bo3MmoxkHocTel Field System, Bkirowas co3maHue CIOXHBIX LEMHBIX PEaKIHi
paspylieHus] U aJanTaiio METOJMKH IS 337a4 apXUTEKTYPHOW BU3yalHM3allud |
UHTEPAKTUBHBIX O0YYaIONUX CUMYJISITOPOB.

bubinorpaguyecknii cnmcox

1. Jdmutpues A. C. [lporpamMmmHasi cucteMa CUMYJISILIUK Pa3pyIlIaeMOCTH Ha OCHOBE
Unreal Engine 4 // KomnbroTepHbIe CUCTEMBI M CETH: 55-51 100WIICHHAS Hay4YHAs
KOH(epeHIusl acClMpPaHTOB, MATUCTPAHTOB U CTYAEHTOB, MuHCK, 22-26 anpens
2019 r.. benopycckuii TrOCyIapCTBEHHBIM YHMBEPCUTET HMHPOPMATUKU U
PaINOdIICKTP OHUKH. MuHcK, 20109. C. 30-32. URL:
https://libeldoc.bsuir.by/bitstream/123456789/35518/1/Dmitriyev_Programmna
ya.pdf

2. lllukaiikoB, WM. C. Pa3paboTka WHTEpAaKTUBHOW BHU3yaJIM3alMU >KUJIOTO
koMmiuiekca «IloptoBsiity, T. KpacHosipck aist pexkiamubix 1ieneit B cpeae Unreal
Engine 5: OakamaBpckas pabota. CuOupckuii QenepaibHblii YHHUBEPCHTET.
KpacHosipck, 2024. 54 C. URL: https://elib.sfu-
kras.ru/bitstream/handle/2311/156102/shikaykov.pdf?sequence=1

3. KoctiokoBa 1O. WM., byrako II. 10. Hccnemoanwe (QyHKIMOHATBHBIX
BOo3MOXkHOCTeH twiardopmel Unreal Engine st co3maHusi MHTEILICKTYalbHBIX
TPEXMEPHBIX MOJEICH BHYTPEHHETO MpocTpaHcTBa 3aanuii // Matepakceno ['eo-
Cubups. 2024. T. 7. No 1. C. 184-192. URL.:
https://www.elibrary.ru/item.asp?id=69213003

4. Yepusies P. B. Co3znanue s>¢pdexra koHTypa it 0OBEKTOB C UCIOJIb30BAHUEM
Mmatepuana mocrodbpadotku Ha Unreal Engine 4 // StudNet. 2020. T. 3. Ne. 11.
C. 78-91. URL: https://cyberleninka.ru/article/n/sozdanie-effekta-kontura-dlya-
obektov-s-ispolzovaniem-materiala-postobrabotki-na-unreal-engine-4/viewer

5. Huxutunsix E. U., KoxeBHukoBa A. A. Pa3paboTka UrpOBOTO MPUIIOKEHUS Ha
nekke Unreal Engine 4 // IHHOBaIIMOHHOE pa3BUTHE TEXHUKU M TEXHOJOTHH B
MPOMBIIUICHHOCTH:  COOpPHMK  MaTepuaioB  Bcepoccuiickoit ~ HaydHOU
KOH(EpPEHIIMU MOJOJIbIX UCCIIE0BaTENeH C MEKIYHAPOJHBIM ydyacTheM. YacTh
3. M.: ®I'BOY BO «PI'Y um. A.H. Kocwruna», 2021. C.161-164. URL:
https://rguk.ru/upload/medialibrary/7e5/kbrpgi4xj7sufdOmh3b8v25ielggl5ue/%
D0%98%D0%9D%D0%A2%D0%95%D0%9A%D0%A1-
2021%20%D1%87%D0%B0%D1%81%D1%82%D1%8C%203.pdf#page=161



