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CpaBHeHune HHCTPYMeHTOB VR-pa3padorku

Hepemun Anopeui Cepeeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

BuptyanbHas peaibHOCTh CTOUT Ha MOPOre PEBOJIOLUM, U BHIOOP MPABUILHOTO
WHCTPYMEHTA pa3pabOTKH OMpenesseT, KTO OKaKETCS B aBaHrapae JTHX
M3MEHEHUN. B 3TOM cTarbe NPOBOAUTCS KOMIUIEKCHOE CpPAaBHEHUE KIIHOUEBBIX
MHCTPYMEHTOB VR-pa3paboTku — OT AeMoHCTpanoHHbIX TpoekToB NVIDIA VR
Funhouse no nonunonenusix 18ukkoB Unity u Unreal Engine 5.
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Abstract

Virtual reality is on the brink of a revolution, and choosing the right development
tool determines who will be at the forefront of these changes. This article provides
a comprehensive comparison of key VR development tools — from NVIDIA VR
Funhouse demo projects to full-fledged engines like Unity and Unreal Engine 5.
Keywords: VR, programming

1 Bgenenue

1.1 AkTyaJIbHOCTH

B ycmoBusx mmdpoBod TpaHchopmaruu U OBICTPOrO  Pa3BUTHUS
UMMEPCUBHBIX  TEXHOJIOTUH  BO3HUKAET MOTPEOHOCT B A(DPEKTUBHBIX
WHCTPYMEHTAX JEMOHCTPAIMM TEXHOJOTHYCCKUX BO3MOXKHOCTEH IS IIUPOKOU
aynuTopud.  VR-UTpel  MpeacTaBisiOT  YHUKAIBbHYIO  MiatGopMmy IS
WHTEPAKTUBHOTO MPE/ICTABIICHUS HHHOBAIIH, CoueTas 00pa30BaTEIbHYIO IIEHHOCTh
C pa3BJICKaTEIbHBIM KOHTCHTOM.

1.200630p ucciienoBaHuii

B.A. Manodeer paccMoTpen OCOOCHHOCTH MpUMEHeHus Varwin s
co3nanusi yueOHbIX VR-cCIleH, MeToIuuecKkue Mmoaxosl K UX pa3padoTKe, a TaKxKe
MPEUMYIIECTBA BU3YyAIbHOTO MMPOTPAaMMHUPOBAaHUS B TIpoiiecce ooydeHus [1].

B.II. [Tonomapenko, H.W. benonen paccMoTpenu COBPEMEHHBIE TEXHOJIOTUU
IPOrpaMMUPOBAHMS, HCTIOIB3YEMbIE B pa3zpaboTke nmpuioxkenuid ;st AR u VR [2].

A.E. OBnun, B.M. CakiakoB paccMOTpeH KIIFOUEBbIE aCTIEKTHI pa3paboTKu
MPWIOKEHUN JUIsl TAPHUTYP BUPTYAJIbHOW pPEATLHOCTH HA TMPUMEPE BUICOUTD.
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OnuceiBamy  0COOEHHOCTH  paboTel  VR-mpunoxkeHuitT © = METOABI  UX
nporpamMmmMmupoBanus [3].

A.A. Crenckuil mpelncTaBUil pe3yJbTaThl HUCCIEIOBAHUS BIUSHUS HOBBIX
rpaduueckux TtexHomoruid Unreal Engine 5 (Nanite u Lumen) Ha mpouecchbl
pa3paboTKu rpaduKu 711 KOMITBIOTEPHBIX UTP, AHUMAILIMK M KUHOIIPOU3BOACTBA [4].

B.A. Msayc, O.A.CupopoBa paccCMOTpENH BO3MOYHOCTb IPUMEHEHUS
BU3YaJIbHOTO MTPOTrPaMMHUPOBaHUS B pa3padoTke [5].

O.C. ®nopunckuii, A.A. bapeiminukoB onucanu urposoi Asmxok Unreal
Engine 5 - ero BO3MOXHOCTH ¥ CPAaBHWJIM C OJIMKAHIIIMMU KOHKYpEeHTaMu [6].

A.B. MUgamo, B.J[. TonctukoBa co3ganmm oHIaWH-TUIATGOPMY C
ucrosib3oBanueM UrpoBbix nBKKOB Unreal Engine 5.6 u Unity 6. Paccmatpenu
HOBbIC (YHKIIUM 3TUX JBWIKKOB, BKIIOUAs YIIYYIICHHUS IPOU3BOAUTEIHHOCTH,
CETEBBIE BO3MOXXHOCTH U NTOAAEPKKY MeTaBepc [7].

T.C. Tonuap, E.B. EdumoBa mnocBituiu  pabory, pa3doopy
npousBoautensHoctd Unity n Unreal Engine [8].

H.B. ®unon, O.A. HoBocenbCkasi MpoOBEJId aHaU3 COBPEMEHHBIX CPEACTB
pa3paboTku KommbloTepHBIX urp. Ha mnpumepe mnpocroro 2D skmieH-mryTepa
MPOU3BEIN CpaBHUTENbHBIN aHanu3 ABMAKKOB Unity u Unreal Engine [9].

T.P. FOHycOB paccmaTpesl TEXHUYECKHUE BO3MOKHOCTH WUIPOBOTO JBHIKKA
Unreal Engine 5. OtnenbHOMy aHaiu3y U OIEHKE MOJBEPIHYTHI HOBOBBEICHUS
JBHXKKA - TexHosoruu Nanite u Lumen [10].

1.31ean nccaeq0oBaHUA

BoiaBuths notenuuman Unreal Engine 5 kak karanu3zaropa uHHoBauuii B VR-
UHIYCTPUU 4Yepe3 aHaju3 €ro CHOCOOHOCTH pPEau30BbIBATh MPOPHIBHBIC
TEXHOJOTUM M (HOPMHUPOBATH HOBBIE CTaHAAPTHI Pa3pabOTKH UMMEPCUBHOIO
KOHTEHTA.

2 MarepuaJjibl U METO/bI

B xone uccnemoBaHus TPUMEHSIICA KOMIUICKCHBIA CPABHUTEIBHBIN aHAIN3
nHCTpyMeHTOB VR-pa3pabotku. B kauecTBe 00BbEKTOB MCCIICIOBAHUS OBLIIN B3SITHI
aKTyaJbHbIC BEPCHUHU KIIIOYCBBIX MHCTPYMEHTOB paspaborku — Unreal Engine 5,
Unity ¢ XR Interaction Toolkit, Roblox Studio, a Takxke pedepeHCHbIC
nemoHcTpaunoHHblie mpoaykTsl NVIDIA VR Funhouse u Sony PlayStation VR.

3 Pe3yJabTaThl M 00CYKIACHUA

NVIDIA VR Funhouse — »3Tt0 He WUHCTpyMEHT pa3pabOTKH, a
JEMOHCTPALIMOHHOE MPUJIOKEHHE, CO3JaHHOE JJisi I[0Ka3a BO3MOXKHOCTEU
¢uzmyeckoro naBuxkka PhysX wu texnomoruit VRWorks or NVIDIA. Owno
npecTaBiIsieT co00i HaOOp MUHU-UTP B BUPTYaJIbHOM PEANbHOCTH C HEBEPOSITHO
peAIMCTUYHON (PU3MKOM: BbI MOXKETE CTPEJNIATh U3 MYIIEK [0 MHILEHSM, UTPpaTh C
BUPTYaJIbHBIMU MEUaMHU, T/I€ KQXKIbIH yIap yUUTHIBAET MAcCy U UHEPITUIO OPYKUSI.
OTO TEXHOJIOTMYECKUN IIOYKeHMC, a He cpena pa3pabOTKM — BBl HE MOXKETE
CO3/1aBaTh B HEM CBOU IPOEKTHI, TOJbKO HACIAXAATbCA TEM, UYTO YK€ CIeNaju
unxeHepsl NVIDIA.



[Toctymar. 2025. Nel?2 ISSN 2414-4487

Sony PlayStation VR Demo DiscS — 3T0 KOJUICKIIUU JEMOHCTPAIIHOHHBIX
pPOJIMKOB WM MUHHU-UTP, BbIMyckaemble Sony mns PlayStation VR. Ux nenp —
MO3HAKOMUThH TOJb30BaTeNell ¢ Bo3MoxHOCTsIMU VR Ha PlayStation, mokaszaTh
pa3HooOpa3ue KaHpOB M JaThb IMOYYBCTBOBATh ImMmersion. ITO TOTOBBIM
NOTPEOUTENBCKUN MPOAYKT, TAKOM K€ KaK Urpa Ha JUCKE, a HE MHCTPYMEHT JUIs
CO3[IaHUSI KOHTEHTA.

Roblox Studio — 5310 mmardopma s CO3MaHUS  IOJB30BATEIBCKOTO
KOHTEHTa B paMKax 3KocucTeMbl Roblox. OHa opueHTHpOBaHA HA MaKCUMATbHYIO
MPOCTOTY: JE€TU U MOAPOCTKH MOTYT CO3/1aBaTh MPOCTHIE UTPHI, UCIIOJIb3YS TOTOBbBIC
acceTbl W BHU3yaJbHOE MPOrPAMMHUPOBAHUE. DTO HMHCTPYMEHT ISl CO3/IaHUS
KOHTEHTa, HO C CEPbE3HBIMH OTPAHUYCHHUSIMU: TpaduiKa CTUIIN30BaHHAS M TIPOCTAs,
¢dbu3rKka 6a30BOTO YpOBHS, a IeJieBas ayAUTOPUS — MPEUMYIIIECTBEHHO MOJIOIbIS
MOJIb30BATEIIH.

Unity — MoJIHOIICHHBIN UTPOBOM JBMXKOK, KOTOPBIN 3aBOCBAJ MOMYJIIPHOCTh
Onmaroymapsi MpPOCTOTE OCBOEHUSI M KpocciaThopMeHHOCTU. Ero wucmoib3yror
THICSTYM Pa3pabOTYMKOB [0 BCEMY MHPY JUIsl CO3JJaHUSI UTP BCEX KAHPOB, BKIIOUAs
VR. Unity ucnone3yer s3bik C#, KOTOpBI cuuTaercs Oosee JOCTYyHHBIM st
HauynHarommx, yemM C++ ot Unreal. B Unity ects xopomas noaaepxxka VR gepes
riarusbl 1 Unity XR Interaction Toolkit.

Unity XR Interaction Toolkit — sto ¢pefimBopk BHyTpH Unity, crieriuaabHO
CO3aHHbIA Ui ympoluueHus paspabotku VR u AR npunoxenuit. OnH
MPEOCTaBISECT TOTOBbIE KOMIIOHEHTHI ISl B3aUMOJEUCTBUS ¢ oObekTamu B VR:
3axBar MNpeaMmeToB, Tenenoprauuioo, Ul, ontummsumpoBanubld mojx VR. 210
WHCTPYMEHT BHYTPHM HMHCTPYMEHTA — OH pacluupsieT Bo3MokHOCTH Unity mis
KOHKpETHOM 3aaun VR-pa3zpaboTku.

Unreal Engine 5 — 310 urpoBoii ABM»XOK HOBOTO MoKoJieHus oT Epic Games,
KOTOPBIH MEpeoTpeieisieT CTaHAapThI TpadUKu U TPOU3BOAUTEIILHOCTH B pealbHOM
BpeMenu. OH co3aaH Juist pa3padboTku AAA-Urp, KHHEMaTorpaQuueckoro KOHTEHTa
1 Ipo(heCCHOHATBHBIX MPUJIOKEHUN BUPTYaIbHON PEaIbHOCTH.

3.1 ITouemy Unreal Engine 5 npeBocxXoauT Bce 0CTaJIbHbIE BAPUAHTHI

1. I'paduueckas peBomtonus: Nanite 1 Lumen

Unreal Engine 5 mnpencraBun 1Be TEXHOJOTHH, KOTOPHIE HW3MEHWIH
uHayctputo: Nanite u Lumen.

Nanite — »3To cucTeMa BHUPTyaJIbHOH TI'COMETPHH, KOTOpas ITO3BOJISICT
UMIIOPTUPOBATh B JBIKOK 3D-Mojenu ¢ JecsiTKaMu MHJUIMOHOB TOJIMTOHOB 0e€3
MOTEPU MPOUZBOAUTEIHLHOCTH. B TpaauIMOHHBIX ABMXKKaxX, Bkiatouyas Unity,
XYJIOXXKHUK JIOJDKEH CO3/JaBaTh HECKOJbKO ypoBHed naetanmszanuu (LOD) nms
Ka)XJI0M MOJICJIA: BBICOKOIIOJIUTOHAIBHYIO JIJIsi OJIM3KOT0 PACCMOTPEHUS, CPETHIOIO
JUISL CpEIHEW JUCTAHIIMU W HU3KOIMOJUTOHAIBHYIO MJI1 AAJIbHUX IUIAHOB. JTO
3aHMMAaET JIHU WJIU Heaenu paboTel. Nanite JemaeT 5T0 aBTOMAaTHUECKH B PEaIbHOM
BPEMEHU.

Hma VR »5T0 o03Hadaer, 4YTO BBl MOXKETE CO3JaBaTh HEBEPOSITHO
JI€TaIM3UPOBAHHBIE MHpPBI, T€ KaXAbld JINCT HA JIEpEBE, KaXKIbli KaMEHb Ha
JI0pore, KaKIbld y30p Ha CT€HE — 3TO BBICOKOJETaIU3UpOBaHHAs MOJenb. B
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TPaJUIMOHHBIX JABWKKAX Takas JeTainu3alus npusena Obl K nmaaeHuto FPS Huxke
kputnyeckoro s VR nopora B 90 kanpos B cekynay. B UES 3To paGoraeTt miaBHo.

Lumen — »To cuctema riao0aqbHOTO OCBEIIEHUS B pPeaibHOM BpemeHu. B
KJIaCCUYECKUX JBMKKaX ocBerieHue "3amnekaercsa"” (baked) — 3To 3HauuT, 4TO TEHU
U cBeTOBble 3 (DEKThl MPEABAPUTEIHBHO PACCUUTHIBAIOTCS W COXPAHSIOTCS B
TekcTypax. Ecnu B clieHe 4TOo-TO JBUTAeTcsl (COJHIE, MEPCOHAX ¢ (HOHAPUKOM),
OCBEIIICHHE HE MEHsIETCs TMHaMH4Yeckd. Lumen pemraeT 3Ty npoOyieMy: CBET, TEHH,
OTPAKCHUSI PACCUUTHIBAIOTCS B PEaIbHOM BPEMEHU C Ka4€CTBOM, CPABHUMBIM C
o draltH-peHIePUHTOM B KHHO.

Jns VR-paspaboTumka 3TO 03Ha4yaeT CBOOOMIY: BBl MOXETE CO3/1aBaThb
TUHAMUAYECKUE MUPBI, TJ€ BpeMsl CyTOK MEHSIETCS, OTOHB OT (hakelia peaJTuCTUIHO
OCBEIIAET TELIEPYy, a CTEKISHHBIE MOBEPXHOCTH MAOT (PU3UYECKH KOPPEKTHHIE
orpaxeHuss. B Unity a1 n1ocTwkeHUs MOJOOHOT0 KayecTBa MOTPEeOOBANIOCH Obl
UCII0JIb30BATh CJIOHBIE KOMOMHAIIMKM CUCTEM OCBEIIICHUS U TJIATHBIX TUIATWHOB.

2. IIpousBoguTenbHOCTh B VR HE MPOCTO BBINIE, @ IPUHIUITUAIIBHO NHAYE

VR npenpsBnsieT yHUKanbHbIe TPEOOBaHUS K MPOU3BOJUTEIHLHOCTH: HYKHO
pPEHIEpUTH JBE KaMmephbl (11 Ka)J0ro riasa), moauepxkuBath Beicokuii FPS (90-
120), MUHUMHU3HUPOBAThH 3a7epKy (motion-to-photon latency). Unreal Engine 5
CO3/aBaJICsl C YYETOM ITUX TPeOOBaHUM.

JIBMKOK HMeeT crneuranbHbld VR - pexuM, KOTOpBIM aBTOMAaTUYECKHU
HACTpauBaeT PEHIEPHUHI I BUPTYaJIbHOM peadbHOCTH: Hucnonb3dyeT forward
rendering Bmecto deferred (4To CHMKaeT 3aA€piKKy), ONTHUMH3UPYET MPOXOAbI
pPEHIIEpUHTa, aBTOMAaTUUECKH HACTPAUBAET CTEPEOCKONMMYECKUIN pEHAED.

B UES peanusoBana noaneprxka foveated rendering — texHosioruu, Kotopas
PEHIEPUT TOJBKO LIEHTPAJIbHYIO 00J1aCTh U300pakeHUsl B BBICOKOM pa3pelieHuu, a
nepudepuitapie 007aCTH — B HU3KOM. IJTO COOTBETCTBYET OCOOCHHOCTSIM
YEJIOBEYECKOT0 3PEHUSI U MOXKET J1aTh MPUPOCT IpousBogutTeabHocTu A0 70%.
Takue rapautypsl kak Quest Pro u Pico 4 moamep uBarT 3Ty TEXHOJIOTHIO Ha
anmapatHoM ypoBHe, 1 UES ymeer ¢ Heil paboTaTh U3 KOPOOKH.

Jns cpaBHenus: B Unity i JOCTMOKEHHS TOJOOHOM ONTHUMHU3AIAN
noTpedoBaoch Obl HMCIOJIb30BaTh IUTATHBIC IJIATMHBI, KAXKIBIM M3 KOTOPBIX
00aBJISIET CIIOKHOCTh B TPOEKT M MOXKET KOH(MIUKTOBATH C IPYTUMHU CUCTEMAMHU.

3. becrutatneie npodeccuonanbubie pecypebl: Quixel Megascans

Epic Games Bmaneer Quixel — kommnaHuei, KoTopasi co3aer OUOINOTEKY

(bhoTopeaTMCTUIHBIX 3D-ckaHOB peasbHOro Mupa. B UES BCSA
oubsmoreka Megascans noctynHa OecriatHo. 9to 16,000+ acceToB: KamHW,
JepeBbs, 3AaHUS, Marepuanbl, TEKCTYyphl — Bce cQororpa@upoBaHo u

OTCKaHMPOBAHO C peabHbIX 00BEKTOB ¢ pazperieHueM K.

Jns  VR-pazpaboTumka »TO O3HayaeT, 4YTO BbI MOXETE CO31aTh
(bOoTOpeanCTUYHYIO Cpely 3a 4Yachl, a HE 3a Heaelu. XOTUTE cleaTh JIECHYIO
cueHy? Bo3bMuTe roTOBBIE CKaHbl COCEH, MXa, KAMHEMH, JIECHOW OACTUIIKA — BCE
OyZeT uieanbHO COYETaThCs MO CTUITIO U KauecTBy. B Unity aHamoruuHbie pecypchbl
CTOWJIM OBl THICAYM JOJUTAPOB WM TMOTpedoBamu Obl MmecsieB padboTel 3D-
XYIOKHHUKOB.
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4. Blueprint: pa3paboTka 6e3 mporpaMMHpPOBaHUs, HO ¢ MPOGECCHOHATHHBIMA
BO3MOXHOCTSIMU

Blueprint — »sto cucrema Bu3yanbHOro mnporpammupoBanus B UES. B
oTiM4Me OT MmpocThix cucteM Tuna Roblox Studio, Blueprint — 3To nmonHoreHHas
cpelia pa3paboTKH, Iie MOKHO CO3/1aBaTh CIOXKHYIO JIOTUKY UTP.

JUist HeOONbIIUX CTYIUH WM HMHAU-PA3pa0OTYMKOB 3TO O3HAYAET, UTO
TU3aiHep WM XYJOXHUK MOXET co3/laTh mpotoTun VR-B3aummonenictBus 06e3
MPUBJICYCHHS POTPAMMUCTA. XOTHUTE ClIeTaTh, YTOOBI OOBEKT MOXKHO ObLIO OpaTh
PYKOH, BpamiaTh U 6pocath ¢ peanucTuaHoi Gusukoit? B Blueprint aTo nenaercs 3a
15 muHyT. XOTUTE CIOXKHYIO CHCTEMY uajoroB ¢ BeTBieHuem? Toxe B Blueprint.

[Ipu »tom Blueprint ne 3amenser C++ — BB MOXETE MHCAThH
IpOM3BOAUTENbHBIE MOy Ha C++ u ucmonb3oBath Ux B Blueprint. Oto nmaer
TMOKOCTh:  ObICTpO  mpotoTunupoBaTh B  Blueprint, a kpuTuunbsle K
MIPOU3BOJIUTEIIBHOCTH YaCTH MepenuchiBaTh HA C++.

5. World Partition: ruranTckue MUpbl 0€3 3arpy304HBIX IKPAHOB

Opnna u3 npobiseM VR — 3To orpaHmdeHHOCTh TpocTpaHcTBa. Eciu BbI
JieaeTe Urpy € OTKPBITHIM MUPOM, TPAJIUIIMOHHO MPUXOJUTCA pa3OMBaTh MHUp Ha
YPOBHU C 3arpy304YHbIMU 3KpaHaMu Mexay HUMU. B VR 3arpy3ounsie sKkpaHbl
pa3pymarT immersion.

World Partition 8 UES pemaet 3Ty mpo0iemy: Bbl CO3/1a€T€ OJIUH TUTaHTCKHIMA
YPOBEHbB, a ABMKOK aBTOMAaTUUECKH 3arpy’KaeT U BBITPYKAET YaCTU MHUpaA MO Mepe
nepemenieHnst urpoka. st VR 3To peBOIIOIIMOHHO: BBl MOXKETE CO3/1aBaTh MUPBI
pa3MepoM € peasibHbIN rOpOJl, U UTPOK CMOKET MEPEMEIIATHCS 110 HEMY 0€3 € IMHOU
3arpys3Ku.

B Unity ananoruunasi pyHKIIMOHAILHOCTh TOTpeOOBaia Obl UCIIOIB30BaAHUS
HECKOJIbKUX IIJIATMHOB U CJI0KHON HACTPOUKH.

6. [IpodheccroHaNbHBIN MaNTUIAitH 1 COBMECTHMOCTh

UES cozman niisi mipodecCHOHANBHBIX CTyauid. OH HMEET BCTPOCHHYIO
nogaepkky USD (Universal  Scene  Description) — craHmapra, KOTOPBIi
ucnonb3yroT Pixar, Disney, Industrial Light & Magic nist co3nanust aHuMaImOHHBIX
buapMOB. DTO 3HAYMUT, YTO acceTbl W3 mpodeccroHanbubix VFX-maiimmaiiHoB
MoxHO uMrnoptupoBats B UES 6e3 morepu kauectna.

st VR-pa3paboTku 3TO OTKPBIBAET BO3MOXKHOCTH JIJIsl CO3/IaHUSI KOHTEHTA
KMHOILITHOTO KayecTBa. Bbl MokeTe B3STh MOJENb NEPCOHAXa, CO3JAHHYIO IS
dbunbMa, U UCMOIB30BaTh €€ B VR-NPUIIOKEHUN ¢ COXpAaHEHHEM BCeX JeTallel u
MaTepHaoB.

7. MyabTUIuiaTrOpMEeHHOCTh U Oy ay1ee-proof

UES noanepxuBaet Bce ocHoBHbIe VR-mnatdopmer: Oculus (Quest, Rift),
SteamVR (Valve Index, HTC Vive), PlayStation VR2, Varjo, Pico — u nenaer sto
yepe3 crangapt OpenXR, YTo TapaHTUpPyeT COBMECTHMOCTH C OyAylnuMu
rapHUTYpaMHU.

Ho Baxnee 10, kak Epic unBectupyer B 0yayuiee. Ha paspadorky UES Obun
MOTpaueHbl MUJUTHAP/IBI JOJIIApOB. JIBMKOK OOHOBIISIETCS KaxKiaple 2-3 MmecsIa ¢
nobapiieHneM HOBBIX (PpyHKIui. Epic coTpyaHudaer ¢ nupepamud HWHIYCTPHH: C
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Disney st co3maHusi BUPTYaJIbHBIX MPOW3BOACTBEHHBIX CTynuid, ¢ NASA s
CUMYJIALNM, C aBBTOMOOMJIBHBIMUA KOMITAHUSIMU JIJIs1 BU3yaJIU3all|H.

Jst VR-pazpaboTturka 3TO 3HAa4YuT, YTO BBl BblOMpaere ImiaTdopmy c
rapanTupoBaHHbIM Oynymum. Yepes nmsats et UES Oyzaer eme 6onee MOIIHBIM, C
MOICP>KKOM HOBBIX TEXHOJIOTUH (HEMpOCETEBOM allCKEHIMHT, TPAaCCUPOBKA JIydei
B VR, haptic feedback HoBoro nokosnenus).

8. DKOHOMHUYECKAsI MOJIENb: OECIIaTHO /10 ycIexa

UES nonHOCTBIO OECIUIaTeH 10 TeX MOop, MMOKa BaIll MPOEKT He 3apaboTaet $1
MuuoH. [locie aToro BeI utatute 5% posurt. ITO BRITOAHEE, YeM Mojeib Unity,
rae s npodeccHoHampHOM pa3paboTKM HyKHa TmoAmnucka Pro, a mHOTHE
HE0OXOIMMBbIC TIJIaTUHBI — TUJIATHBIC.

PaccmoTpum mpumep: Bel  genaere  VR-puinokeHWe apXUTEKTypHOU
Busyanuzanuu. B UES Bbl mosydaere OecriiaTHO:

o ®ortopeanucTuyHble MaTepuaabl Megascans

o Cucremy riaobansHOTO OcBemeHus Lumen

o ABTOMaTHYECKYIO onTUMH3alKio0 Nanite

o VR-mabnoHbI ¢ TOTOBBIMHU B3aUMOJICHCTBUSAMHU

B Unity a1 aHamoruyHOTo KauyecTBa BaM MPHUIILIOCH Obl KYIIUTD:

o [lnarun ass ro6anbHOTO OCBEIICHUS

e Ilmarmu gig asromatnueckoro LOD

« HabGop poTopeanucTuyHbIx MaTepUaIoB

« VR Interaction Toolkit nnu ananorn

o U eme noanucky Unity Pro

9. CooO11iecTBO 1 0O0yUeHUE

VY Epic ecth odpunmansubiii Unreal Learning Portal ¢ 6ecrmatHeiMu kypcamu
10 BCEM acleKTaM pa3pabOoTKH, BKJIOYas CIELHAIM3UPOBaHHbIE Kypchl Mo VR.
Ecth oduimanpHbie MpuMeEpbl MPOEKTOB, JTOKyMEHTalus, (OpyMbl C OTBETaMU
pa3pabOTYNKOB JIBUKKA.

Hnst cpaBHenus: Unity Takke HMeeT Xopoiiee OOydeHHe, HO MHOTHE
MPOJIBUHYTHIE TEXHUKH JJii VR mpuxomuTcs uMckaTh B pa3poO3HEHHBIX OJIOTax U
IJIATHBIX Kypcax.

10. PeasibHBIE MPUMEPHI TPEBOCXOACTBA

[Tpumep l: ApXUTEKTypHas BU3yaJIA3aLUs
Cryaus coznaetr VR-typ no HenoctpoeHHoMY 3aaHuio. B UES onn umMnoptupyot
Mozenb u3 Revit ¢ 50 MirH nonuronoB — Nanite aBTOMaTHUE€CKH ONITUMU3UPYET €€
JUIsl peHnepuHra. Lumen naeT peaJiMCTUYHOE OCBEIICHHE B 3aBHCUMOCTH OT
BPEMEHHU JHS, KOTOPOE MOKHO MEHSTh B peaibHOM BpeMeHu. KinueHnt B VR Bunut
3JJaHH€ C KaYeCTBOM, HEOTIMYUMBIM OT peaibHOCTU. BpeMs pa3zpaboTku: 2 Heelnu.

B Unity ans aHajnoruyHoro pesyjbTara MoTpedoBajgoCh ObI: YNpoOUIaTh
Mozaenb 1o 1-2 muH monuroHoB (Hemenss paboTel 3D-XymoxHUKA), 3ameKarhb
OCBEIIECHUE [JI KaXJO0r0 BpEeMEHHU AHs (€lle HenAels), HACTPAuBaTh CIIOKHYIO
cuctemy LOD (Heckonmbko mueit). Urtor: 4-6 Hemenb paboThi, Oojiee HHU3KOE
Ka4ecTBO.

[Tpumep 2: VR-urpa ¢ otkpsiTeiM MupoM Uunu - pazpaborunk cozmaet RPG
B VR ¢ mupom 4x4 xm. B UES5S on wucnomssyer World Partition — wmup
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aBTOMATHUYECKU CTPUMHTCS 1O Mepe mepemenienus. Landscape system mo3BossieT
ObIcTpO co3naBath penbed. Foliage system — paccTaBisiThb THICSAYU JEPEBHEB U
kamHel. B Blueprint oH co3maer JIOTuKy KBECTOB M B3auMojielicTBuil. Bpems Ha
CO3JlaHuE MpoToTHNa: 1 mecsil.

B Unity ananoruynas 3agada notpedoBaia Obl: MUcCaTh CUCTEMY CTPUMUHTA
MUPOB C HyJsi WIM TOKyNnaTh IUIaruH (HEAenW), HacTpauBaThb CHUCTEMY
pactuTenbHOCTH, O0poThca ¢ mnageHueM FPS mpu  Gonblmimx  OTKPBITHIX
MPOCTPAHCTBAX.

3.2 Koraa apyrue HHCTPYMEHTHI MOI'YT ObITh JIy4llle
1. 511 aGCOMOTHBIX HOBUYKOB U OBICTPOTO CTapTa

Curyanusi:

Cospanue npocroir VR-geMoBepcnn ¢ Hylsl — Kak IEPBBIM LIAr B HOBOE
npoctpancTBo. McxoaHas Touka — oOTcyTrcTBHE omnbita B 3D-rpaduke u
nporpaMmMupoBaHu. KoHeuHas 11eb — TOTOBBIM MHTEPAKTUBHBIN IMPOEKT IS

nopT¢0oJINOo WK 00Pa30BATETBLHOTO OTYETA. DTO NPAKTUUECKUHN ITyTh OT KOHIETIIIUN
K 0CS13a€MOMY PE3YJIbTATy B BUPTYAJILHOM CpeJie.
ITouemy ne UES:
o Kpusas o0yuenuss: UES TtpeOyeT moHMMaHMs cCpa3y HECKOJIbKUX
CJIOXHBIX CUCTEM:
» Blueprint wmm CH++ (CI0OXHBIA CHUHTaKCHC, OCOOEHHOCTH

MaMSITH)

» Hepapxus akTOpoB U KOMIIOHEHTOB (00Jiee abCTpaKkTHas, 4YeM B
Unity)

= Material Editor (y3710B0il pegakTop MaTepuanoB — MOUIHO, HO
CJI05KHO)

= 70+ I'b yctanoBouHOTrO nakera npoTus 2-5 I'b y KOHKypeHTOB
Jlydiue ucrosabp30BaTh:
o Unity ¢ XR Interaction Toolkit:

= Asset Store: TBICAYM TOTOBBIX OECIUIATHBIX aCCETOB I
OBICTPOTO MPOTOTUITUPOBAHUS

« Bolt/PlayMaker: BuzyanmpHO€ NpOrpaMMHpPOBAHUE IMIPOIIE
Blueprint nyst 6a30Boit TOTUKH

» C#: OGosiee mpoIIAOIINI SA3BIK 1JI1 HOBUYKOB (aBTOMaTHUeCKas
cbopka mycopa)

» bBonpuie ryropuanos ang HaunHaromux Ha YouTube

2. Jlns moo6unsHOoro VR/AR Ha Android/i0S
Cutyauus:
Bur paspabateiBacte mpunoxkenne s Oculus Quest (Android) mam AR-
npwioxkeHue ais iPhone, rie KpuTUYHBI:
o Pa3mep Ounma (orpaHnyYeHUsT Mara3uHOB MIPUIIOKEHUT )
o IloTpebnenue 6arapen
o llognepxka cTappIX yCTPOUCTB
o Yactble OOHOBIEHUS TPHIIOKEHUS
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ITouemy ne UES:

o Pasmep ounnma:
Munumaneubii APK u3 UES gms Quest — 150-200 Mb (Tosibpko
JIBHYKOK)

"3 Unity — 30-50 Mb

Hns App Store/Google Play ¢ numMuTaMu Ha CKauyMBaHHE 10
MOOUIIBHBIM CETSIM 3TO KPUTHYHO

[Tpou3BoaAUTENEHOCTD Ha MOOUITBHBIX YHIax:
UES ontumusupoBan mnoa aeckronnele GPU ¢ mogaep:kkoit
TPacCUPOBKHU Ty4yen
Mobile Forward Rendering B UES5 Bce eme ycrymaer Unity B
3¢ (HEeKTUBHOCTH Ha Adreno/Snapdragon

[Tpumep: Ha Quest 2 oqunakoBeie ciiensl B UES gator 72 FPS, B Unity
— 90 FPS

AR Foundation B Unity:
Emuneiiik APl nmns ARKit  (iOS) u  ARCore (Android)
MeHnb1ras 3aJIepIKKa Ha MOOMITBHBIX YCTPOMCTBAX

Jlyummasi wnaTerpanus ¢ HatuBHbIMEH (yHkuusamu (LiDAR, depth
sensing)

.Hy‘-IHIG HCIIOJIB30BaTh.

(o]

(o]

Unity qyist MmoouinsHOTO VR:
= Universal Render Pipeline (URP) 3atouen mox moomibabie GPU
= OrpoMHas 5KOCHCTEeMa IUIarHHOB JJIs onTHUMHU3anuu moa Quest
» Bo3moxHocTe nenate ruOpuaHeie  npuwioxkenus (VR o+
flatscreen pexum)
Hns AR-nipunoxenmii:
Unity + AR Foundation — ge-dakTo crangapt mis MoOmiIbHONH AR
[Tpumep: IKEA Place, Pokemon GO, Snapchat ¢unbTper — Bce Ha
Unity

PeanpHbiii KEHC:
[Tpunoxenue "VR Meditation" mist Quest Store. Pazpaborumku BbiOpanu Unity,

MIOTOMY YTO:
1.
2.

3.

Hyxna mognepsxka Quest 1 (6osee cmaboe xene30)

Yacteie  OOHOBICHHUS  KOHTEHTa  (MeauTaluu  J00aBJISIOTCS
€KEHEICTTHHO)

Marnenbkuii pazmep ouiiaa st ObICTpOH 3arpy3ku

3. /115 mpOEKTOB ¢ yIOPOM Ha CKPUIITOBYIO JIOTUKYy 1 NN
Cutyauus:
Brl pa3pabarbiBaere:

o

o

(o]

Crparernyeckyro urpy co CJI0KHOW SKOHOMHYECKON MOJENbIO
CumynsTop ¢ TeicsiuaMu Al-areHToB

HccnenoBaTenbCkuil MPOEKT C MAIIMHHBIM OOYyYE€HHUEM B pPEaIbHOM
BPEMEHHU

ITouemy ne UES:
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o IIpon3BOAUTENBHOCTH CKPUIITOBOM JIOTHUKH:
Blueprint xopom yisi BHU3yaJIbHOTO IPOTrpaMMHMpPOBAaHHS, HO
MeIJIEHHBIN IS BBIUHMCJICHUU
C++ B UES Mmounbiii, HO TpeOyeT KOMMOWISIMM W Tepe3arpy3ku
MPOEKTa

o Unity DOTS (Data-Oriented Technology Stack):
ITo3BomsieT 06pa6aTBIBaTI> MHUIIITMOHBI CYHIHOCTeﬁ B PpCaAJIbHOM

BpPEMEHH
Burst compiler — C# xox xoMmuiupyeTcsi B HATUBHBIN, MOYTH Kak
C++
Job system — MHOromoToYHOCTh 0€3 TOJIOBHOM 00N
o HWHrerpauus C Python/ML.:

B Unity ayudme mnomnepxka Python mns ML (Unity ML-Agents)
Bo3mosknocTs ucnoins3oBath TensorFlow/PyTorch nanpsimyro
Jlyd1e ucmosib30BaTh:
o Unity nnst AI-MHTEHCUBHBIX TPOEKTOB:
= DOTS gns cumyssiiiun 60bioro koiaudectsa NPC
« ML-Agents nnst o0yuenust UM B BupTyanbHoO# cpene
= C# c Burst 17151 BBICOKOIIPOU3BOAUTENBHBIX BHIUYNUCICHUM
Peanpubiii KEHC:
Nccnenosanne OpenAl B TpennpoBke MU nisa Dota 2 mpoBOauinocs B CUMYJIATOpE
Ha Unity, moToMy 4TO HyXHa ObUIa BO3MOXHOCTb OBICTPO MEHATH MapameTpbl
CUMYJISIIUUA U UHTETpUpoBaTh Python-ckpuntsr.

4. Jlna cnenudpuueckux VR-KeCTOB U B3auMOACHCTBUIMA
Cutyauus:
Br1 nenaere:

o Ilpunoxenue 1 peabMIUTAIIMKA C TOYHBIM OTCIIC)KUBAHUEM IMAJIBIICB

o My3bIKaJbHbBIA CUMYJISITOP C JKECTaMU, KaK B P€aJlbHOM UHCTPYMEHTE

o TpeHaxep Xupypra ¢ TaKTUILHON 0OpaTHON CBSI3bIO

[Touemy moxet He nopoutu UES:

o Unity XR Interaction Toolkit:
bonee pasBuras cucrema J)KECTOB U B3aUMOJECHCTBUHN
Jlyumas noanepxkka crneunduunbix koHTposuiepoB (Valve Knuckles,
SenseGlove)

["oToBbIe npedadbl A5t CIOKHBIX B3aUMOACHUCTBUI

o OpenXR B Unity:
bonee 3penas peanu3auus
Jlyummas moanepxkka pacummpenuii OpenXR (hand tracking, eye
tracking)

Jlyd1ire ncnosb30BaTh:
o Unity a5 mpOEKTOB C yIOPOM Ha B3aUMOJICHCTBUSI:
= XR Hands i1 TO4HOr0 TpeKHUHTa MajiblieB
» XR Interaction Toolkit ¢ rOTOBBIMU CXeMaMU B3aUMOJIEHCTBUI
= Jlerye mHTErpUpOBaTH KACTOMHBIE YCTPOMCTBA BBOAA
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PeanpHblii KEHC:
[Tpunoxenue "Piano Vision" nist oOydenust urpe Ha ¢poprenuano B VR ucnonbszyer
Unity, TOTOMy 4YTO Hy»Ha TOYHAas CHHXPOHHU3ALMS KECTOB C MY3bIKAIbHBIMU
HoTamu U uHterpauus ¢ MIDI-koHTposuiepamu.

4 BIBOABI
Unreal Engine 5 — 3To He HpPOCTO OYEPEAHON HMIPOBOM JBHUKOK. ITO
miaTdopma, KOTopasi CTUPAET TPAHUITY MEXKIY PEeabHBIM U BUPTYATbHBIM, MEXKITY
UTPaMH U KUHO, MEXAY MTPOTOTUIIOM M TOTOBBIM MTPOTYKTOM.
s VR-pazpabotunka Bei6op UES o3nauaer:
« KaugecTBo rpaduku, HETOCTIKUMOE B IPYTUX JIBIKKAX
o IIpou3BoaUTENBHOCTD, KOTOPAs MMO3BOJISIET CO3/1aBATh CII0KHBIE MUPHI O€3
KOMITPOMHCCOB

o DKOHOMHIO BPEMEHHM WU JICHET 32 CYET BCTPOCHHBIX TEXHOJOTUUA H
OecIIaTHBIX PECYpPCOB

« bynymee-proof pemenue ¢ rapaHTUPOBAHHOM MOAIEPKKON U pa3BUTHEM

o IlpodeccruonanbHble  WHCTPYMEHTHI JUIsI  KOMaHAHOW  pabOThl |
WHTETrPallii B MPOU3BOJICTBEHHBIE MANTIIaiHbBI

NVIDIA VR Funhouse noka3siBaet, uto Bo3MoxkH0. Sony PSVR Demo Discs
passiekatoT. Roblox Studio ynpomraer coznanue. Unity gaet noctynHocTs. Unity
XR Interaction Toolkit cienmanuzupyertcsi.

Ho Tonwsko Unreal Engine 5 maeT Bce HeoOxoaumoe M Aaxe OOJIbIe st
co3ganusi VR-OMBITOB CleAyIOEro NOKOJIEHU. DTO HE MTPOCTO JYUYIIUI BBIOOD [
npodeccruonanbHoil VR-pa3paboTku ceroiisd — 3TO BBIOOpP, KOTOPBINA ONpenesnser
CTaHJIAPTHI 3aBTPAIIIHETO JHS.
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