


UNREAL

ENGINE



Mitch McCAFFREY

UNREAL ENGINE

VR

Cookbook



Muty MAKKE®PHU

UNREAL ENGIN

VR

0Ns pa3paboT4ynKoB

OOOOOOOOO



YK 004.9
BBK 32.973.26-018
M15

MITCH MCCAFFREY
UNREAL ENGINE VR COOKBOOK: DEVELOPING VIRTUAL REALITY WITH UE4

Authorized translation from the English language edition, entitled UNREAL ENGINE VR COOKBOOK:
DEVELOPING VIRTUAL REALITY WITH UE4, 1st Edition by MITCH MCCAFFREY, published by Pear-
son Education, Inc, publishing as Addison-Wesley Professional,u Copyright © 2017 Pearson Education, Inc.
All rights reserved. No part of this book may be reproduced or transmitted in any form or by any means,
electronic or mechanical, including photocopying, recording or by any information storage retrieval system,
without permission from Pearson Education, Inc. RUSSIAN language edition published by Limited Company,
Publishing House Eksmo, Copyright © 2019.

IlepeBoa KHUTU MOATOTOBJIEH B XO/I€ MPOBEACHUS MCCaenoBaHUs B paMKax [TporpaMMbl
(byHmameHTanbHBIX MCCliefoBaHU HallMoHaIbHOTO UCCIeI0BaTEIbCKOTO YHUBEPCUTETA
«Bericiiag mkosa skoHomukn» (HUAY BIIID) u ¢ ucnojib3oBaHUEM CPEICTB CYyOCUINM B paMKax
roCyIapCTBEHHOM MOMAIEPXKKM BeAylIUX YHUBepcuTeToB Poccuiickoit Meneparuu «5—100»

Makeddpu, MuTty.

MI15 Unreal Engine VR st pazpabotunkoB / Muty Makeddpu ; [nep.
¢ aurn. H.W. Becenko, O.B. MakcumenkoBoii, A.A. He3snaHoBa]. —
Mocksa : Dkemo, 2019. — 256 ¢. — (MMpOBOI KOMITbIOTEPHBINA GecT-
celep).

ISBN 978-5-04-101419-3

ITepBoe pyKOBOACTBO MO CO3MAHUIO BUPTYaJIbHON PEATbHOCTH C UCITOJIb30Ba-
HueMm aBmxka Unreal Engine 4 Ha pycckowm si3bike!

VR — HOBBIH, yOIUBUTENBHBIN PyOeX pyOex IS pa3pabOTIMKOB UTP U CIIe-
nuanucToB mo Busyanusauuu. A Unreal® Engine 4 — wuneanbHasi riatdopma
st atoro. «Unreal® Engine VR. PykoBoacTBo mo pa3paboTke» — 3TO UCUEp-
MbIBalolllee PYKOBOACTBO MO CO3MaHMIO MOTPSICAIOUIMX MPUIOXKEHUI Ha JHOOBIX
VR-ycrpoiictBax, coBMecTuMbIX ¢ Unreal Engine 4.

VIK 004.9
BBK 32.973.26-018

© Beceako H.H., nepeBon Ha pycckuii a3bIK, 2019

© Makcumenkosa O.B., nepeson Ha pycckuii s3bIK, 2019

© Hesnanos A.A., nepeBos Ha pycckuii s3bIK, 2019
ISBN 978-5-04-101419-3 © Odopmaenne. 000 «MsnatenbcTBo «DKemo», 2019



OrnaBneHue

BBegenne

Komy 6yaeT nonesHa ata KHura?

Kak opraH1M3oBaHa KHUra

YcnoBHble 0603Ha4YeHUs, UCMOb3YeMble B 3TON KHUTe
Moyemy Blueprints?

[ononHutenbHble MaTtepuarnsl

06 aBTOpE

Yactb I. Hayano pa6oThbl

[maBa 1. TepMUHOSIOTUSA U Ny4LIUE NMPaKTUKK

1.1. TepmuHonorus

1.1.1. YcTponcTtBa
1.2. Jlydwue npakTUKu
1.3. 3aKno4yeHne

[maBa 2. HacTporKa wnemMa BMpTyasbHOW peanbHOCTH

2.1. Gear VR
2.1.1. HacTpoitka npoekta Gear VR

2.1.2. HactponKka rno6anbHoro meHto Gear VR

2.1.3. mo6anbHoOe MeHI0 n3MeHeHUss matepuanoB Gear VR

2.2. Riftwn Vive
2.2.1. HacTtponKka npoekrta Rift u Vive
2.2.2. Rift n Vive — pexKuMbl OTCNIEXMBaAHHUSA

2.3. 3aKkNo4yeHune

MmaBa 3. MHCTPYMEHTHI

3.1. bubnnoteka 0606WEeHHbIX QYHKLINM
3.2. bubnuoteka dyHKuUnmn Oculus

3.3. bubnuoteka dpyHKummn Steam VR
3.4. 3aKknio4veHne

YacTtb Il. Peuentbl

[maBa 4. BsanmoaencTeme Ha OCHOBE TPaCCUPOBKH

4.1. NoHMMaHWe B3aMMOAENCTBUSA TPACCUPOBKM

4.1.1. TIpUHLUKUNBLI BBAaUMOAENCTBUSA Ha OCHOBE TPaCCUPOBKHU

4.1.2. MpUHUMNbI B3aUMOAENCTBUS C NOJIb30BaTENEM

4.1.3. HacTpoiKa B3auMoAenCcTBUS TPaCCUPOBKHM

10
10
11
11
11
11

13

15
16
16
21
22

23
24
24
30
36
41
42
a7
50

51
52
53
54
55

57

59
60
60
64
65



OrNABNNEHNE

4.1.4. HavyanbHas HacTporKa NpoeKTa
4.1.5. HacTponKa nHtepdeinca B3anmoaencTams
4.1.6. KOMNOHEHTbI B3aUMOAENCTBUSA
4.1.7. YcTaHOBKa B3anmoenctBus Pawn
4.2. Co3naHue nNpocToro o6beKTa B3auMoaencTBus
4.3. 3akntoyeHne

4.4. YnpaxHeHuns

[maBa 5. Tenenoptaums

[maBa 6. lpadurKa aBMKeHUsa n 2D-nHTtepdencol ¢ nonb3oBartenem B Unreal
6.1. Mpobnembl 2D-nHTepdeinca c nonb3osatenem B VR

5.1. HacTpoiKa TenenopTaunu
5.1.1. MNapabonunyeckasn TpaccupoBKa
5.2. Bugyanusauua tenenopta
5.2.1. Buayanusauus matepuana
5.2.2. Bugyanusauus aktopa
5.3. [pocTon perynarop Tenenoprayumm
5.4. 3aKknioyeHne
5.5. YnpaxkHeHus

6.2. UcTopua n coBmectumoctb UMG
6.3. NpocToe VR-meHo

6.3.1. MeHto Actor

6.3.2. MeHto Pawn

6.4. B3anmogencrteume ¢ nNosib30BaTe/IbCKUM MEHIO

6.4.1. Peannsaunsg B3anMoaeNCTBNUS ¢ MeHI0. MNepBbin cnocob

6.4.2. Peanusaumna B3anMoaencTBMS ¢ MeHI0. BTopon cnoco6

6.5. 3akntoyeHne
6.6. YnpaxHeHUs

[MmaBa 7. UHBepCHaa KMHEMATUKa NepcoHarka

7.1. BBeneHve B cMCTEMY MHBEPCHOM KMHEMATUKM
7.2. HacTpoiKa MHBEPCHON KUHEMATUKM rO/1I0BbI
7.2.1. Co3paHue 3epKkana

7.2.2. Pawn 4719 UHBEPCHON KMHEMATUKMU

7.2.3. Blueprint aHMMaLummM HBEPCHOM KUHEMATUKM FOSI0BbI

7.3. HacTpoiKa MHBEPCHOM KMHEMATUKKU PYKU

7.3.1. lo6aBneHne KOHTPONIEPOB K Pawn

7.3.2. Blueprint aHMMaLu MM UHBEPCHOM KUHEMATUKKU PYKM

7.4. 3aKknoyeHne

7.5. YnpaxHeHus

66
67
69
80
82
86
86

91
92
92
97
97
99
100
104
105

107
108
109
109
111
113
114
115
119
123
124

125
126
128
128
131
133
138
138
139
145
145



OrNTABNEHMNE 7

[maBa 8. B3aMMOAenCTBME C KOHTPOIEPaMK ABUMKEHNS 147
8.1. [IBUKeHuUs 148
8.1.1. Mo4vyemy paboTaeT B3auMOAENCTBME C KOHTpONepamu
NBUXEHNUA? 148
8.1.2. Ha 4to 06paTuTb BHUMaAHWE: BaXKHOCTb JOCTYMHOCTH 148

8.1.3. O6wue BbIXOAHbIE AaHHbIE TEKYLLETO MOKONEHHUS

KOHTPONEPOB ABUKEHUS 149
8.1.4. HacTpoliKa npoeKTa B3anMoJeNCTBUS C MUPOM 150
8.1.5. B3anmopencTere ¢ o6beKkTamu 151
8.2. Co3aaHne MHTEpPaKTUBHbIX 0O bEKTOB 161
8.2.1. Co3aHune uHTepakTuBHoOro Static Mesh Actor 161
8.2.2. Co3aaHne MHTEPAKTUBHOM KHOMKK 163
8.2.3. Co3gaHue MHTepPaKTUBHOIO pblyara 171
8.3. 3aKkoyeHune 183
8.4. YnpaxKHeHus 183
Mmasa 9. NepemelleHne B VR 185
9.1. TpeHaxkepHas 601e3Hb 186
9.2. Tunbl NnepemMeL,eHnn 186
9.2.1. EcTecTBEHHOE nepemelleHme 187
9.2.2. TenenopTauus 187
9.2.3. TpaHcnopTHbIE CpeAcTBa 188
9.2.4. dusunyeckoe nepemelleHe 188
9.2.5. McKycCcTBEHHOE NepemMelleHne 189
9.3. Peanuzauusa nepeaBuxeHns 190
9.3.1. HacTpo#Ka First Person wa6noHa ans oTCNeXnBaHus
nosopoTa 190
9.3.2. First Person wa6noH ns peanvsaumun 6era Ha mecTe 196
9.4. 3aKkno4yeHne 199
9.5. YnpaxKHeHus 199
masa 10. OnTumu3auma VR 201
10.1. TexHnyeckue TpeboBaHUs aAna peHgepuHra VR 202
10.2. YMeHblUeHWe 3a4epHKKM 203
10.3. lNoBbilWEeHME NPONU3BOANUTENBHOCTH 210
10.3.1. MeToabl BU3yanusauuu 211
10.3.2. Instanced stereo 216
10.3.3. ONTUMKU3aLMa CETKM CKPbITOM 061acTu 217
10.4. Hactpo#Ka npoekta VR 217
10.5. 3akno4yeHune 225

10.6. YnpaxKHeHus 225



OrNABNNEHNE

YacTb lll. MpunoxeHus

Mpunoxenue A. VR-penaKkTop
A.1. BkntoyeHue VR-pefakTopa
A.2. YnpaBneHue VR-pefakTopom
A.2.1. HaBurayms B BUPTyabHOM MUpe
A.2.2. Baumogericteune ¢ o6beKTammu
A.2.3. B3aumogenctBume ¢ MeHIO

A.3. 3aKno4yeHne

MpunoxeHune B. Pecypchl
B.1. Epic
B.2. Oculus
B.3. Valve
B.4. Google
B.5. CoobuiecTtBa
B.6. OdbnanH-BcTpeun
B.7. KoHbepeHumu
B.8. Pycckosi3bluHble pecypcbl U coobuiecTBa

MpunoxeHue C. Moccapwui
C.1. OCHOBHbI€ NOHATHUSA

C.2. TepmuHbl Unreal Engine

Mpunoxenune D. OTnagKa NpuaoxKeHun 6e3 wnema
D.1. Otnagka
D.2. 3aKknoyeHne
D.3. 3apgaHus

MpunoxeHune E. CNMCOK COKpalleHUI

227

229
230
231
232
233
234
237

239
240
240
240
241
241
241
241
242

243
244
244

245
246
248
248

249



BBEAEHMUE




CraHOB/IEHME BUPTyaJsbHOU peansbHOCTH (VR) MPOUCXOAUT HA HAIIWX IVIa3aX, UMEHHO ceidvac 3apoxzaercs
OT'POMHBIH CIIPOC HAa HOBBIH 1 3aXBaTHIBAIOIINI OIBIT B VR. B KauecTBe OCHOBBI PaCTyIIlero MHOTOMIJLTUAPAHOTO
phIHKA VR CTaBUT BOCXUTUTEJIBHO CJIOXKHBIE 33/1a4H [Iepej] pa3paboTINKaMU KOMIIBIOTEPHBIX UTD, IPHYEM OHO-
BPEMEeHHO C IIOrpy’KeHHeM MHOTUX PaHee He 3aTPOHYTHIX OTpacjell B MUP KOMITbIOTEPHOH IpadrKU B peajbHOM
BpeMeHHU.

CoszaHue apkaiHOM UTPHI B KI1aCCUYECKOM CTHJIE, BU3yalu3alia U3bICKaHHOU BUJIIBI HA TPaBAHUCTHIX XONIMax
TockaHBEl — He3aBHUCHMO OT TUIIA UTPhl VR obecrieqnBaeT GecrpelieleHTHbIN YPOBEHb [OTPYKEHU B JI00YI0
IPUMIAHYBIIyIOCA BaM cepy. OZHAKO 9TO MOTpYKeHHUe BBI3BIBAET MHOXKECTBO ITpobiieM. [Ipy pazpaboTke moz
VR, XOTUTe TOr'0 WU HET, BBl UIIETE CBOU [TPaBUJIA.

B 3Toil KHMIre paccMOTpeHHl ObIlIve MapafurMbl YeJOBEKO-MAITMHHOTO B3aMMOZEUCTBUSA, IOABUBIINXCA 32
TIOCJ/IeTHIE HECKOJIBKO JIET, ¥ JIYYIINE TPAKTUKHU B 3TOH 061acTH. Bee coobiiecTBo VR — OT KPyTHEHITUX UTPO-
KOB JI0 pa3pabOTUYMKOB-OANHOYEK — C MOTPSACAIONIEN CKOPOCThIO BHOCUT CBOH BKJIAZ B CBOZ 3HaHUU VR. Dta
KHHUTa He TOJIbKO ITPOJEMOHCTPUPYET, KaK peain30BaTh 3T NapaAurMel cpeactBaMu Unreal Engine, HO ¥ TOMO-
JKET BHIOPATH PelleHus], MOAXOAAIINe UMEHHO BallleMy TPOEKTY.

B 0CHOBe KHUT'H PELENTOB JIEXKUT IPAKTUYECKUN IIOAX0/ K U3y4eHUI0 ocobeHHOCcTel VR-pazpaboTku. Kax-
IBIi «pelienT» IpeJCTaBaseT cob0i BapuaHT cO0PKU JOCTATOYHO OOLIEHN CHCTEMBI, MOAXOAALIEH s pa3HOO-
6pasubix VR-urp. HesaBrCcHUMO OT TOTO, pa3pabaThiBaeTe BB UTPY-CTPEJSIKY OT IIEPBOTO JIUIIA UIU CUMYIATOP
[JIS OTAbIXa, COAEpKaHMe KakZoro MpUMepa 0CTaTOYHO abCTPaKTHO /A MCIOJb30BaHUA B UTPE JTO60TO
’KaHpa, HO JIOIOJHUTENIBHO Ipe/jaraeT KOHKPETHbIE PellleHUs, XOPOoIIo paboTalolye A olpeseleHHBIX
THUIIOB UT'P.

Komy 6yaeTt none3Ha 3Ta KHura?

Ora KHWTa IpeJHa3HavYeHa /IS II0/iel, KOTOPBIE YKe 3HAKOMBI ¢ HaBurauuel B Unreal Engine 4 (UE4) u Blueprints.
Eciu y Bac MaJio omeiTa, 03HAKOMBTECH C IOKyMeHTaluel o Unreal Engine iepes; YTeHUEM 3TOW KHUTH B UHTEP-
HeTe 1o azpecy: http://docs.unrealengine.com.

Tem He MeHee 51 06BACHSIO0 GOMBIIMHCTBO Belllelt, Korya eio KacaeTcst HelmocpeACTBEHHO KOAMPOBaHUsA, a 60/Tb-
mas 4acTh MaTeMaTWKW PacKPHIBAETCA B MPUIOKEHUAX W MOKPHIBAETCS OCHOBHBIM COJIEp)KAHMEM KHUTH,
MI09TOMY CEPbhe3HBIX HABBIKOB Pa3paboTKH IIPOrpaMMHOI0 KoZ[a OT YMTATe st He TpebyeTcs.

Kak opraHnsoBaHa KHUra

KHura cocTouT 13 Tpex yacTei.

1. Yacrs 1 «Havano paboTel»: B r1aBax 1-3 coepKUTCA BBeJIeHUE B HEKOTOPBIE TEPMUHBI, HCIIOJIb3Y-
eMBble B 9TOW KHUTe U B oTpaciu VR. B 3Tolt acTu Takke coziepKaTcs UHCTPYKI[UH 10 CO3/JaHUI0
MIPOCTHIX IPOEKTOB /IJIA pa3Iu4YHbIX VR-I1JIEMOB.

2. Yactb 2 «Penentsl»: rnaBbl 4-10 cofepKaT OCHOBHBIE «peLeIIThl» KHUI'Y. JTa YaCTh OXBAThIBAET BCE:
OT B3aMMO/IEICTBHSA C KOHTPOJJIEPOM JI0 CXeM BHKeHU B VR.

3. Yacts 3 «[IpusoxeHuA»: 3TO BCIoMoraTeabHasa HHopMaLus o peaakTope VR 1 pecypcax, KOTopble
moMoryT BaMm B VR-pa3paboTke.
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YcnoBHble 0603HA4Y€HUSA, UCMOJIb3YEMbIE B 3TOU KHUIe

B 3T0#1 KHUTe UCIOMB3YIOTCA CIeYIOLIMe COTIAleH U TPU 0pOPMIIEHUH TEKCTa:
+  MoHOWVPUHHEM HIPHGTOM HabpaHHI OI0KY TPOrPaMMHOTrO KOZa;

® KYpPCUBHbIM HAUepmaHuem BbICJIEHBI KJIIOYEBBIE CJI0BA UJIHA ¢)pa31>1.

3ameTKa

Os3HavaeT MojICKa3Ky, MpeJIoKeHIe UK 00Iee TpUMeYaHue.

COI[CP}KI/IT BCIIOMOraT€JbHYIO I/IHq)OpMaHI/IIO K OCHOBHOMY TEKCTY, TAKyIO KaK obbACHEHME HCIIONb3Y-

€MBIX MaTEMATUYE€CKUX IPUHITUIIOB NI pa60T, CBA3aHHBIX C OCHOBHBIM COZEPKAHUEM.

MpepynpexaeHue

O6o3HavaeT npeAynpexAeHIe WK IPeoCTEPEKEHHE.

NMouyemy Blueprints?

Korza Bbl mporpamMmupyete B UE4, ecTh ZiBa crioco6a peasu3aluy JOTUKY UI'PHL: A3bIK BU3YaJIbHOTO IPOrPaMMU-
poBaHus Blueprints v CTaBIINH TPaAULUOHHEIM A3BIK IIPOrpaMMUpOBaHusd C++.

ITo cpaBHeHuto ¢ Blueprints, C++ MoXeT GBITb CJIOXKHEe, TOCKOIbKY M3y4YeHre CHHTaKCHCa MOKET 3aHATh HEKO-
TOpOE BpeMsI; OZHAKO OH IIpe/laraeT pa3inyHble BADHAHTHI B UCIIOIb30BAHUHU CKPHITHIX BO3MOXKHOCTEH AApa.
Crnaboe Biazienue C++ He co3acT mpobyieM npu paboTe ¢ 3TOi KHUTOM, IOTOMY YTO 60JIbIlast YacTh MaTepuaa
[pe/icTaBeHa Ha YPOBHE, YTOOBI BO3MOXKHOCTH Blueprints mo3BOJISAIN €70 OCBOUTS.

Vcnonb3oBanue Blueprints Takxe 06Jierdaet criocoObl MUT'PAL[UH Ballleid pabOoThI U3 OHOTO IPOEKTA B IPYTOM, UTO
I03BOJIUT BaM B3SITh JIFOOYIO paboTy, IPOJENTaHHYIO [0 3TOM KHUTE, U JIETKO IIPUMEHUTb €€ B BAlIUX IPOEKTaX.

JlononHutenbHble maTepuanbl

[lo agpecy https://eksmo.ru/files/ue4_vr_projects.zip MOXHO CKauaTb apXuB ¢ GaliIaMu C MCXOLHBIM KOZOM
[JIS KaXKIOM 9acTh. DTO MO3BONUT GBICTPO MPOBEPUTDL PAGOTOCIIOCOOGHOCTD PELIENTOB, TPUBEIEHHBIX B KHUTE.

06 aBTOpE

Muta Makkedpyrt — He3aBUCUMBIN Pa3pabOTIMK UTP U CO3//aTelb MHOTUX OOIECTBEHHBIX PECYPCOB AJIs pas-
paboTYNKOB BUPTYaIbHOU peasbHOCTU Ha Unreal Engine. OH 00y4aeT JIy4YIIM IIPaKTUKaM pa3paboTKU UT'p HA
cBoeM YouTube-kanase Micth’s VR Lab, Tie IeMOHCTPUPYIOTCS TPUMEDHI, IPEJIOKEHHbIE YWIeHaMHU cO00IIecTBa
VR-pa3paboT4yuKoB. AJipec ero caiita https://mitchellmccaffrey.com.
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FNMABA 1

TEPMUHOJIOIUA U NYHLWWUE
NMPAKTUKH

Mup pa3paboTKu BUPTyaIbHOU peanbHOCTH (VR) MOXKeT IOKa-
3aThCA CJI0KHBIM H3-3a pa3HO00pa3us JOCTYITHOTO Ha PhIHKE 000-
pyZOBaHUS U IPOrpaMMHOro obecrneyeHusd. Kpome Toro, mocKoabKy
VR — HOBasd cpezia, MHOTYE IPUHIUIIBI, IPUHSATHIE pa3padboTyu-

KaMHU UT'p, HeIpUMEHUMBI 1 MOTYT He paboTaTh B Mupe VR-urp.

Ecsu BbI He yBepeHbI, UTO IOHUMaeTe pasHuLy Mexay Oculus VR,
OSRV u OpenVR, WIu IPOCTO UIIETE 00IIHEe peKOMEHAAIUH O TOM,

Kak Ha4aThb paboTtaTh ¢ VR, 3Ta y1aBa /i Bac.



1.1. TepmuHonorus

OkocucTeMa VR HENPepHIBHO YCJIOKHSIETCA M pa3BUBaeTcs Giarogaps OOUIHMIO TEXHOJOTHH, TPOrpaMMHOIO
Y annapatHoro obecrnedeHusA. YToOs yOeJUThCA, YTO MBI BEPHO IIOHUMAaeM JpYT ApyTa, paCCMOTPUM KJIIOUeBble
JaCTU 3TOH HKOCHUCTEMBI, KOTOPHIe ZIOJKEH 3HAaTh Kaxabli VR-pa3paboTduk, ucnoabsytomuil Unreal Engine 4
(UE4). Eciu Bbl 3HaKOMBI € TEKYIIIUM COCTOSHUEM OTPACIX BUPTYaJIbHOU PeasbHOCTH U UCIIOIb3yEeMBIMHU TEXHO-
JIOTUAMU, MOKETe IIPOITYCTUTD JTY IIaBY.

1.1.1. YctponucTtBa

Jl7st pabOTHI ¢ BUPTYaNbHOM peajbHOCTBIO BaM MOTPeOYIOTCS wiem supmyansHoil peansiocmu [Head Mounted
Display — HMD] u xouTposiep. Unreal Engine Ha ypoBHe KOPOOOYHOI'O pelleHU MOAAEPKIBAET OONBITIHCTBO
13 TIpe/ICTaBIeHHBIX Ha PBIHKe pelleHUH, YTo U30aBuAeT pa3paboTINKOB OT HEOOXOAUMOCTH OAHO3HAYHOIO
BEIOOpA KOHKpeTHOro VR-IieMa Ha [epBhIX dTanax npoekra. Kpome Toro, B UE4 as VR peann3oBaH BEICOKUI
YPOBEeHb abCTPAKIVH, YTO IIO3BOJISET JIETKO CIIPABUTHCS CO CMEHOU YCTPOKCTBA, AJI KOTOPOTO BB pa3pabarsl-
BaeTe MPOeKT (MU eCIU BB OPHEHTHPYETECh CPa3y Ha HECKOJIBKO YCTPOICTB).

Tabsuia 1.1 cofepXKUT CIIUCOK U OnKcaHue VR-IIIEMOB, IITATHO MOAAep:KuBaeMbix UE4.

Ta6uuna 1.1. Cosmectumble VR-nuteMsl (HMD)

VR-u11em OnucaHue

Samsung Gear VR Gear VR — anmaparypa, COBMeCTUMas co cMapTdoHaMu Samsung, paspaboTaHHas

B mapTHepcTBe Oculus u Samsung c 1eypio 06061 KUTh BodaMokHOCTH Oculus B 06macT
porpaMMHoro obecredeHus A1 MOOUIBHON BUPTYyaIbHOU peanbHocTu. IIpu pabore

¢ Gear VR BBl MOXXeTe UCIIONb30BATh BCe GpYHKITUYU U IPEUMYIIIeCTBa, KOTOPHIE JaeT

cpeza paspaborku Oculus Mobile software development kit (Oculus Mobile SDK). Gear VR

B HaCTOsIee BpeMs [I0/IePXKUBAET TOJBKO OTCJIEXKUBAHNE TIOBOPOTOB I'0OJIOBBI BUPTYaJlb-
HOU MozieTu

HTC Vive HTC Vive paspaboTaH B pe3ysbTare mapTHEPCTBA, CX04HOTO ¢ Gear VR, Ho B KoTopom HTC
BBICTYIIHJIX TOCTABIIUKOM annapaTHoro obecnedeHus, a Valve — nporpammuoro SDK

B Buge SteamVR/OpenVR. Vive obecriednBaeT OTCIeXMBaHUE BpallleHU, a TaKKe B3a-
KMMHO OJHO3HAUHOe OTC/IeKUBaHUe [I0JI0KEeHN A JIeMa U BKIIOUeHHBIX KOHTPOJIJIEPOB
aBrkeHus. C mpuienoM Ha pa3paboTky nog Vive, Valve npenocrasiser OpenVR SDK (amnst
HOJTyYeHUs JONONHUTEIbHOM HHbopManyu o OpenVR cM. Tabnuny 1.3), KOTOPEIi Tpesjo-
CTaBJIAET ZOCTYII K PAa3TMYHBIM AaTYUKAM U JAHHBIM HaCTPOMKHU, HEOOXOAUMBIM 2711 VR

Oculus Rift Anmnapatypa Oculus Rift mpomuia Yepe3 MHOTO UTEpPaIUii, IPe/CTaBIEHHBIX KaK BhIITY-
CKU /711 pa3paboTYHKOB, He IpeiHa3HaYeHHBbIe U1 IUPOKOoH my6auku. B 2016 roxy
Oculus BBITTyCTHIIA IEPBYI0 MaccoBy1o Bepcuio (CV1), mpesHa3HaYeHHYIO I IPOJAKHI
nosb3oBareasaiM. CV1 — 3To IOJHOCTBIO UHTETPUPOBAHHAA CUCTEMA, COCTOAIASA U3
obopyznoBanusa Oculus u mporpaMmmHoro obecredenus (cMm. SDK Oculus B Tabnure 1.3).
Rift moaaep:xuBaeT OTCIeKUBaHUE BpatleHus, nogo6Ho HTC Vive. B KOMIIJIEKT TaKKe
BXOAUT KOHTpoJiep Xbox One v mMyJbT UCTaHIIMOHHOTO yripaBieHus Oculus Remote,
ABJIAIOLMIMNACA YCTPOUCTBOM BBOZA IO yMOIYaHUI0; VR-KoHTpostepsl Oculus Touch

(cM. Tabauiy 1.2) mpoAaTes OTAETbHO
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VR-u1em OnucaHue

Google Cardboard Google Cardboard — 3To Hebobas u Hegoporas (350-1500 py6iieit) KapTOHHAS KOPO-
60uKa, B KOTOPOU eCTh OZIHA KHOTIKA U TWH3bI. KOpoOKa M03BOJIsIeT 3aKPEMUTh CMapT(HOH
U IPOCMaTPUBATh CTePEOMeTPUYECKUI KOHTEHT. «KapTOH» HCIIOIb3yeT BCTPOECHHbIE
JATYMKU cMapTOHa 7151 0OHAPYKEHS BpallleH!s [OJIOBHI I0JIb30BaTels (pa3yMeercs,
Ha HeOTKaJIUOpOoBaHHOM TeedoHe U3MepeHUs 6yayT HeTOUHBIMHU). Google Cardboard
ucrnonb3yet cobcrBeHHble SDK Android Ast o6ecrnedeHnst COBMECTUMOCTH C YCTPOU-
cTBaMu (YTO MOXKeT IPUBOJUTH K CyLIECTBEHHBIM 3a/lep’KKaM PeH/IePUHTa 10 CPaB-
HEHMIO C IPYyTUMHU pelieHUAMN). TeM He MeHee «KapTOH» Ha CeTOAHA ABAAETCA CaMON
JiemeBol VR-rapHUTypoi

Google VR/Daydream VR | Google VR wiu Daydream VR — ellje oflHa MHUIIATHBA KoMIlaHUU Google. ITo cpaBHEHUIO
¢ Google Cardboard 3Ta mporpaMMHO-aIapaTHasi CUCTeMa KOHTPOIUPYeTCS XKeCTye.

Jns1 paboTHI ¢ Hell Baul cMapTOH U FapHUTYPa JOJKHBI OBITH K1acCUUIIUPOBaHBI KaK
Daydream Ready, uto mo3BosisieT Google UCIIONB30BaTh 6oJee POABUHY Thie QYHKIIUN
porpaMMHOro obecnedeHusi. Daydream Takke IoAepKUBaeT KOHTposiep Daydream
(cM. Tabnuiy 1.2), mpejoCTaBIIAIONUI CEHCOPHYO TIAHENb 1 00€CTIeUNBAOIUN OTCIEKU-
BaHue BpameHus. Tapretunr Daydream peanusyetcs dyepe3 Google VR SDK (tabnuna 1.3)

PlayStation VR PlayStation VR sBnsieTcs nepudepuitHeIM YCTPOUCTBOM /151 VR-UTP Ha UTPOBBIX IIPU-
cTaBKax (koHcosax) Sony PlayStation 4 u PlayStation 4 Pro. OTcieXxBaHYe [TOJIOKEHUA
OCyIIeCTBIAETCA IPY TOMOIIY BHEITHEeH KaMepsl PlayStation, oTcieXxuBaHMe BpaleHUA
peann3oBaHo rupocrabunuzaropamu (IMUs, inertial measurement units) IpuMepHO TaK
)Ke, KaK y IpyTHX IIEMOB, IPE/ICTABIeHHBIX B 9TON Tabuile. IrpOKYU MOTYT UCIIONb-
30BaTh KOHTpoJIepsl PlayStation Move (tabnuna 1.2). Takke MOXKHO UCIIOIb30BATh
koHTpostep DualShock 4, B TOM 4ucIIe A1 OTCIeKUBAHUA TTOJOKEHUSA

OSRV BupTyasnbHas peaqbHOCTB C OTKPBITHIM UCXOAHBIM KoZoM (Open Source Virtual Reality,
OSRV) — 3T0 MHUIIMATHBA, [IO/Zlep’KBaeMast HeCKOJIbKUMHU KOPIOPATUBHBIMU MAPT-
Hepamu. B Hactosiee Bpemst OSRV npegnaraet Hacker Development Kit (HDK) B Buze

HDK 1.3 u HDK 2, pa3paboTanubix KoMmnanuei Razer. O6e rapHUTY Bl 06€CeunBaoT
OTCJIeKMBaHNe TI0JIOKEHNUA U BPallleHU A

B UE4 KOHTpOJIepHl IepeMeleHus MNoAAepXKUBaloTCsA ¢ MOMOLIBI0 eMHOro KoMioHeHTa Motion Controller
Component, KOTOPBI¥ YIIPOLIAET B3aUMOZJENCTBHE, B TOM YHUCJIE C HECKOIBKUMU KOHTpOIepaMy. CIIMCOK KOH-
TPOJLIIEPOB TlEpeMelleHus, ToAep)kuBaeMbix UE4, mpuBe/ieH B Tabuie 1.2.

Ta6suna 1.2. CoBMeCTUMbIE KOHTPOJLIEPH

KouTtponneps: Onucanue
nepeMenieHus
Oculus Touch Kontponneps! Oculus Touch mO3BOMAIOT OTCIEXKUBATh KaK BpallleHUe, TaK U M0JI0-

JKeHHe Tpu momolinu cucteMel Constellation. KakAplli KOHTPOJUIED WMeEET Mapy
KHOTIOK (A 1 B Ha mpaBoM, X 1 Y Ha JIeBOM KOHTPOJLJIEPE) U aHAJIOTOBBIN ZI)KOUCTUK
oz GOJIbINOM Masell, KHOMKY IO/ yKasaTelbHbIH masel] («CIYCKOBOM KPIOYOK»)
Y KHOIIKY /IJISl OCTaJIbHBIX TasblleB. [ToAiepsKKa 3THUX KOHTPOJLJIEPOB OCYIIIEeCTBIIS-
etcs yepes Oculus SDK

Vive KouTposnepsl Vive 1O3BOJNAIOT OTCIEXUBATh BpallleHWE M IlepeMelleHue Ipu
omoIy cucteMsl Lighthouse. Kaxaplit KOHTPOJLIED COAEPXKUT KPYTOBOH TpeKNaz,
KOTOpBIN paboTaeT Kak aHaJOTOBBIH JXKOUCTUK MM KHOIKA, a TAKXKe KHOTIKY IO/
yKa3aTeJbHBIN najel] («CIIyCKOBOM KPIOYOK»), KHOIKY MEHIO M KHOIIKY «3aXBaT».
Pa6ora ¢ kouTposiepamu Vive obecreunBaetcs mpu oMoy OpenVR SDK
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KonTposanepsl Onucanue

nepeMelieHNd

PlayStation Move KouTposnep Move 1no3BoJA€T OTCIEXUBATh BpallleHWe U IepeMellleHhe IIpU
momonu Kamepsl PlayStation W cBeTAlerocsA Iapa Ha CaMOM KOHTPOJLIEDE.
[ToMuMo OOBIUHBIX [ KOHTPOJUIepoB PlayStation xHomok Cross (kpect), Circle
(oxpyxHOCTB), Triangle (TpeyronbHUK), Square (kBazpar), Start (3amyck) u Select
(BBIOOD), KOHTpOJLIEP Move MeeT KHOIIKY Move (TiepeMelleHue), a TaK¥Ke «CIyCKO-
BOU KPIOYOK» (W1 KHOTIKY T)

Daydream KouTponnep Daydream moaziep:XKUBaeT TOJIBKO OTCJIEXKUBAHME BpalleHUsd. Y KOH-

TpoJiepa TaKXXe UMeeTCs CeHCOpHas TaHe b, KOTOpas MOXXET BEICTYIIaTh B KauecTBe
KHOIIKM, U KHOIIKa App oz Hell. Pabora ¢ koHTposiepoM Daydream ocyIiecTBIIA-
eTcs npu nmomoutu Google VR SDK

1.1.1.1. MporpamMmMHoe ob6ecrneyeHue
Cy1liecTByeT MHOXKECTBO TPOrPaMMHBIX 6MbIn0TEK, SDK* 1 API**, HOMOTAIONINX B3aUMOZAEHCTBOBATh C 060py/I0-

BaHUeM BUPTYaJbHOH peanbHOCTH. Vgeonorus UE4 mocTpoeHa Ha TOBBIIIEHIH YPOBHS abCTPAKIINY 10 e AUHBIX

arnmnapaTHO-HE3aBUCHUMBIX HHTepq)eﬁCOB 1 KOMIIOHEHTOB, 4YTO 06J1er4aeT COBMECTUMOCTD. HpI/I HeO6XO,Z[I/IMOCTI/I

B BalllUX PyKaxX OCTAa€TCA BO3MOXHOCTb ITPAMOT'O BBaHMOﬂeﬁCTBHH C pa3/In4YHbIMU SDK. Bam kak pa3pa60TqI/IKy

6yz[eT TI0JIE3HO O3HAKOMUTLCA PA3/IMYUAMU B KOHLIENIIUAX IPOEKTUPOBAHWA ITPH IOMOIIU 3TUX SDK, IIOCKOJIbKY

IIpU pa3paboTKe UTPhl WIN peayu3aldy APYyroro IpoeKTa MOryT TpeboBaThCA MpEeNMyIlecTBA KOHKPETHBIX

¢byHk1mit BeibpanHoro SDK. [[nst paboTel ¢ maketamu SDK, BaM He HY)KHO CKauMBaTh KaKue-TubO OTJeTbHbIE

daiinel, nockonbKy UE4 BKIIOYAET UX IPYU CKAYMBAHUU MOZAYJIEH.

Cucok u onrcaHue coBMecTUMBIX SDK nipuBeieHs! B Tabsuie 1.3.

Ta6auna 1.3. CoBmectumble SDK

SDK

Onucanue

Oculus PC SDK

Oculus PCSDK o6ecnieuriBaeT UE4 Beeit Heo6X0AMMOM MHGOpMAaI[He 1715 peHiepa mo/-
XOZAIIET0 MpecTaBaeHusA. DTa UHGOpMaNUA BKII0UaeT B ce0s MOI0KEHIE U OPHEH-
TAIUIO TOJIOBHI IT0JIb30BATEIA, a TAKKE eI0 MeXX3pauyKoBoe paccTosgHue (interpupillary
distance, IPD). UE4 MOXeT creHepupoBaTh kKaJp U 3arpysuts ero B Oculus compositor,
r7ie OyAyT MpUMEHEeHbI UCKaXKeHN s, HeOOXOAUMBbIE /I HACTPONKY JIUH3 VR-1IIeMa.
K cyacTblo, ABIKOK B GOJIBIIMHCTBE CJIY4aeB CIPABAAETCS C 9TUM U He TpebyeT OT
Bac BMemaTesnbcTBa. Oculus SDK TakKe IPeAOCTaBIAET CJIOU, KOTOPHIE JAIOT BaM
BO3MOXXHOCTh PHUCOBAaTh Ha dKpaHe OO'BbEKTH, NMeIOI[Ue pa3Hoe paspeleHue. DTO
MOJIE3HO /IS TI0JIb30BaTeNbckoro uHTepdeiica (UI), rae MoxkeT MOTpe6GOBAThCS,
HaTpuMep, 0TO6Pa3UTh TEKCT C pa3pelleHNeM BhIle, YeM y hoHa. Takue GyHKIUH,
kak ATW (Asynchronous Timewarp; cM. Tabnuny 1.4) aBroMaTr4ecku ob6pabaTsiBa-
I0TCS BO BPEM BHIIIOJIHEHUA U HE TPEOYIOT OT BAC JOTIONHUTEbHBIX e HCTBUH

* Software Development Kit — KOMILJIEKT /Jist pa3paboTKU MpOrpaMMHOro obecredeHus. — [Ipum. peo.

** Application Programming Interface — uHTepdelic IpUKIaJHOTO IPOrpaMMHUPOBaHUA. — [Ipum. peo.
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SDK

Onucanue

Oculus Mobile SDK

Oculus Mobile SDK mipefiocTaBasiET JOCTYIT KO MHOTUM BO3MOXKHOCTSIM, COOTBETCTBY-
tomuM PC SDK, Bkitodass HHGOPMAITUIO O MOJIOKEHUH TOJIOBH U APYTYIO T0Jb30Ba-
TeJNbCKY10 nHOPMALNI0, HeOOXOAUMYIO [JI peHzeprHTa. Kak U cpesa UCIoMHeHUs
PC, MoGunbHas Cpefia UCIIOMHEHUA UCTONb3yeT ATW, HO OHA JOTONHUTENBHO TO/-
JIep’KUBaeT PEeH/IEPUHT TiepeiHero (I KagpoBoro) 6ydepa, TakKe U3BECTHBIN KaK
scanline racing (cM. Tabmuiry 1.4)

Oculus Audio SDK

Oculus Audio SDK mpefiocTaBiisieT BO3MOXKHOCTH PeaMCTHYHO PACIIpeeUTh 3BYK
B IIPOCTPAHCTBE U co37aTh 3D-3ByK A VR. OToT SDK mo3Bosser npuMeHATs HRTF*
(head-related transfer function) kK ayAMOUCTOUHUKAM /JISI UMUTAIIUU HATIPaBIEHHOTO
3ByKa (IIOCPeACTBOM MOJEIMPOBaHUA reoMeTpUH 4esoBeueckoro yxa). OH Takike
MOXXET UMUTHPOBATh PACCTOSHUE OT 3BYKa /0 yXa, racs rpoMkocts. HRTF Oculus
Audio SDK peanu3osaH B UE4, 1103B0JIsAsA BaM HacTpauBaTh KPUBBIE, OrPAHUYUBA-
IOLl[Me PaclpocTpaHeHus 3ByKa. OZIHaKO B HaCTosLIee BpeMs Peaau30BaTh UX MOXKHO
TOJIBKO B IpoeKTax Ha 6a3e DirectX (Hanpumep, PC)

OpenVR SDK

OpenVR SDK Bo MHoroM cxox ¢ Oculus PC SDK ¥ ipefoCTaBisfeT AOCTYI K uHOOp-
Maiuu o VR-miieme (BKJII0Yast MOJOXKEHYE ¥ OPUEHTAIUIO B IPOCTpaHCTBe). OpenVR
SDK TakiKe Ipe/ioCTaBIsgeT UHTepelchl A1 AocTyTa K cucteMe Chaperone (omuch-
Balollel BUPTyaibHbIe IPAaHUIIbI, 0603HAYAIOIINE UTPOBOE TPOCTPAHCTBO /JIS TOJh-
3oBaresisi) U Overlay A reHepanuy 2D-KOHTEHTa B KOMIIOHOBIUKE aHAJIOTMYHOM
cnosim Oculus. OpenVR Takke TOAAEPKUBAET MEPENPOEIMPOBaHUE (AHATIOTUYIHO
ATW) u ipeficKka3aHue

OSRV SDK

OSVR SDK paet BaM ZOCTYI K Habopy MHTepdeicoB A co3faHus VR-CIOXKETOB.
[TocTpOEHHBII 10 MPUHIIUTY «TIOAAEPIKKA BCEro», JaHHBIN SDK BKII0YaeT Haubomee
3HaYMMBble HHTepelchl A1 NoIyueHus Takoi nHdopManuu VR-mieMa, Kak I0oJo-
’KeHJe ¥ OpUeHTallUA B IPOCTPAHCTBe U NHTepdechl A1 0TCIexKMBAaHUA IU1a3a, Bee-
HaTpaBeHHBIX 6eroBbIX AopoxkeK (omnidirectional treadmills), ’keCTOB U Tak jaJee.
Unreal Engine unrerpupyetcs ¢ OSRV SDK, HaunHas ¢ Bepcuu 4.12

Google VR SDK

Google VS SDK paeT BaM JOCTYN K JaHHBIM OTC/IEKUBAHUS TIOJIOXKEHHUS TOJIOBBI
VR-mremMa 1 Habop QYHKIUH AJI ONTHMHU3AIMU Baiero VR-TpoeKTa. DTO I03BO-
JIIeT BKJIIOYUTD YCTOMYMBBIN PEKUM TPOU3BOAUTETBHOCTH, YTO BaYKHO /|71 3aITyCKOB
Ha cMapTdOHe, TOTOMY 4TO CMapTHOH MOXET MeperpeTbcs OT BBHICOKON HArpy3KH
U Pe3KO CHU3UTb IIPOU3BOAUTENIBHOCTD, YTO MOXKET IJIOXO MOBJIUATD HA BOCIIPUATHE
nosib3oBaTesieM VR. Google VS SDK Takke peAoCTaBISEeT JOCTYI K GyHKIUAM scanline
racing, KOTOpble ONITUMU3UPYIOT 3aZIePXKKY B IMHUU PeHAepuHra (cM. Tabuuny 1.4)

ITomumo SDK u 6ubirorek, kotopsle UE4 MCIIONB3YeT 71 B3aUMO/eHCTBUA ¢ pa3INYHON VR-anmapaTypoi, B Azpe
TaK)Ke peaal30BaHbl HEKOTOPhIE IPOrpaMMHBIe GYHKIIUY, O3BOJIAIOIE 3HAYUTENbHO YIyUIIUTh BlledaTIeHUA
nosb3oBaresa oT VR. OfHaKO CYIeCTBYIOT U ZpyTHe IporpaMMHble GyHKIUM (Hanpumep, ATW), peaan3oBaH-
Hble B Pa3/IMYHBIX CPe/lax UCIIONHEHN A, KaK CJIeZICTBHE, BKIOYEHHBIE B /PO 10 YMOTYAHUIO ¥ HEIIOJKOHTPOJIb-

HBble paspaboruyrkaM. Tabmmna 1.4 coiep:KUT mpuMeps! GpyHKIIMOHAIBHOCTH 000UX BUZOB, JOCTYIIHBIX B UE4.

* Head-related transfer function — nepesatoyHas QyHKIV, OIUCHIBAIONIAS TTOJ0KEHHE NCTOYHUKA 3BYKa OTHOCUTENIBHO

caymaress. — [Ipum. peo.
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3ameTKa

MHorue u3 3Tux QyHKIUN MoApOOHO paccMaTpuBarTes gasnee B riase 10, «Ontumusanusa VR».

Ta6auna 1.4. [IpruMeps! I0AAepKUBaeMOi QYHKI[OHAIBHOCTH

OcobeHHOCTH

Onucanue

Instanced stereo rendering

Instanced Stereo rendering reHepupyeT KapTUHKY JJis JI€BOTO ¥ IIPaBOTro Iasa
UTI'POKa OZHOBPEMEHHO, a He [I0C/IeZj0BaTeIbHO. DTO MOXKET IPUBECTH K yBeIUye-
HUIO BpeMeHU peHziepuHra u Ha CPU, u Ha GPU. Jta GyHKIUA U3HAYAIBHO MOJ-
zepxxrBaetcsa UE4, HO 10 YMOJIYaHUIO OTKJIIOUEHA, TaK KaK HEKOTOpble GpYHKIUN
peHZlepyHTa ¢ Hell He paboTaioT. MIHOTZA ee UCHOIb30BAHNE MOXKET HPUBECTU
K CHIDKEHUIO IPOM3BOAUTENLHOCTH IPadUueCcKoro MpoLeccopa, I03TOMY BaXKHO
TIPOTECTUPOBATh Balll IPOEKT

Hidden and visible mesh
optimization

OnTUMM3aIMs CETKU CKPHITHIX obsacteit B UE4 TT03BOIAET BU3yaaU3aToOPy y/a-
JISITh TUKCENN, KOTOPhIE He OYAyT BUAHBI M3-3a UCKaXKeHUs T1H3 VR-11IeMa, 4To
B UTOTe 3KOHOMUT BpeMsa GPU. Tlo yMom4aHUIO ONTUMU3ALNY BKIIOYEHBl U He
TpebYIOT OT BacC ZIONOJTHUTEIbHBIX JA€HCTBUH /IS KCIIOJIb30BaHUS

Timewarp/reprojection

O6e ¢yukuuu timewarp (Wcmonmb3yeTcs co cpefnodl wucmoiaHeHus Oculus)
u reprojection (UcIob3yeTcs co cpefioi ucnonHeHus OpenVR) MO3BONAIOT peH-
J€PUHTY KOMIIEHCUPOBATh MOTEPAHHBIE KaJphl (eC/IM IPUJIOKEHHe He OTPH-
cyeT BOBpeMs Clefiyloliee OOHOBJIEHNE) BMECTO TOrO, YTOOBI TOKa3aTh TOT XKe
kanp ABaxabl. O6e cpelbl BBHIMOMHEHUS MEPEMPOELUPYIOT MPEAbIAYIIUN Kaap
B [IOCJIEJHUI [IOBOPOT TOJIOBBI TT0JIb30BAaTEJ A, 06eciiednBasi CriaxuBaHue (ToH-
KOCTH Pa3/IMYUi MeX Ay STUMHU ABYMA MeTOZaMU paccMaTpUBatoTes B Iiase 10).
Kax y»Ke yIIOMHHAJIOCh, timewarp U reprojection 06pabaThiBalOTCsI COOTBETCTBYIO-
UMY CPeAaMU UCIIOTHEHNUS, U /A UX BKIIOUEHU He TPeOyeTcs JOMOTHITENb-
HBIX JieficTBUit. O6paTUTe BHUMaHUe, YTO Pa3paboTIUKY He CIe/lyeT 0IaraThCs
Ha 3TH QYHKIMH 1A UCIIPABIEeHUA HU3KOM YacTOTHl Ka[poB. BMecTo aToro cie-
AyeT UCIOoNb30BaTh X B KaueCcTBe 3alIaCHOTO BapUaHTA /I pelleHus mpobieM
C IPOM3BOZAUTEBHOCTBIO, KOTOPEIE HAXOAATCS BHE 30HEI Balllero KOHTPOJIS

Front buffer rendering/
scaling racing

[Ipu BBIBOZIE HA JUCILIEN B OOBIYHBIX 3D-NIPUJIOKEHUAX, YTOOBI U36€KaTh «pBa-
HOT0» M300pakeHUs (COCTOALIET0 M3 PA3HBIX KaJpOB), U300paXKeHUS MOTYT
OBITH OTPEHZIEpPEHBI BO BTOpu4HOM 6ydepe [back buffer], 3aTeM BBITpykaeTcs
B MepBUYHBII/TiepeaHuit O6ydep [front buffer] Ans oTnpaBku Ha akpaH. Ho aTo
BBI3BIBAET KaK MUHUMYM JIUIIHWH KaAp 3aZepKKK Ipu paboTe VR-TIPUTOKEHUIH
(zeranbHOe 06BsACHeHUA cM. B TIaBe 10). YToObI 136€KaTh 3TOro, 6ONBIINHCTBO
SDK (B 0CHOBHOM MOOUJIbHBIX) PEHZEPAT HEIIOCPECTBEHHO B IEPBUYHBIN Gydep
(6ykBaJbHO TOHKA NUKCENb 33 MUKCENeM, IOCTPOYHOE CYMTHIBAHUE U3 KaJpo-
Boro 6ydepa Ha AUCILIEH, 0TCI0AA BRIPAXKEHUE «T'OHKA CKAHIMPOBAHUA»). JlaHHbIH
3¢ deKT ZocTUraeTCs U3-3a MpeCKa3yeMOCTH OTAETbHBIX METO/IOB IIEPENPOEIIU-
POBaHHUA U MIPOrHO3UPOBAHUS, PeaNTN30BaHHBIX [IPU BU3yaausalnuu kagpa VR.
Oculus Mobile SDK mopepXuBaeT TaKoe MOBeeHHE 10 YMOJYAHHUIO, HO JJif
Google VR ee TpebyeTcs BKJIIOYUTb BPYYHYIO




1.2. TYHWWE NMPAKTUKHK

OcobeHHOCTH OmnucaHnue
Deferred/forward Cy1liecTByeT lBa OCHOBHBIX METO/IA PEHAEPUHTA 3D-CIIeHbI: TPSIMOW ¥ OTJIOKEH-
rendering HBIN. VI3HaYaIbHO GOJIBITMHCTBO UTPOBBIX JBMIKKOB ObLIN OCHOBAHBI HA TIPSIMOM

(forward) moaxoze u3-3a CBOeH MPOCTOTHI ¥ 3QGEKTHUBHOCTH /I MaJIO! CIIEHHI.
TeM He MeHee MHOTHE JBH)XKH IEPEILIH VJIU TelePh BKIYAIOT OTI0KEHHBIN
(deferred) monxop, TTOTOMY YTO €r0 BO3MOXKHOCTU LIMPE JJiA AMHAMUYECKOTO
OCBEIleHUsI ¥ HEKOTOPHIX AOMONHUTENbHBIX 3)(PEKTOB dKPAHHOIO MPOCTPAH-
CTBa, TakuX Kak SSRs (Screen scare reflections). OnHaKoO, TOCKOJBKY TIPOU3BO/N-
TeNbHOCTb Ype3BbIYaifHO BaxkHa B VR, MPAMOU peHAEPUHT MOXKET ObITh 6osee
IIpUBJIEKATeIbHBIM BapuaHTOM. [[ cMapOHOB MPAMON peH/IEPUHT ABJIAETCS
€/IMHCTBEHHBIM BapUAHTOM, TO €CTh 3TO BCE, YTO BBl UMEETE B apCeHase JJid
Gear VR u Google VR. Yro KacaeTcs HAaCTOJBbHBIX NpunoxeHud, UE4 o ymos-
YaHUIO UCTIONB3YET OTJIOKEHHBIN PeHAEPUHT. HO ClienuanbHo I 3TUX MPUJIO-
JKeHU Kommauus Epic cefivac paboTaeT Ha/i BADUAHTOM MPSIMOTO PEH/IEPUHTA,
KOTOPBIH 00€IaeT CyecTBeHHBIN IPUPOCT IIPOU3BOAUTETHHOCTH

1.1.1.2. Unreal Engine

Co3zziaHue UTp U IPyrUX BUPTYAJbHBIX CIOJKETOB TPe6GyeT COBMECTHOTO UCIIOMb30BAHUA Pa3HOOOPa3HbIX MHCTPY-
MEHTOB. 3aMevaTebHO, YT0 UE4 coiep:KUT GOJIBIIOE YHCIIO CTIENMATU3UPOBAHHBIX MOAYJIEH, TPEA0CTABIIAIONINX
paspaboTYMKY OTJIMYHBIN HAOOp HHCTPYMeHTOB. Tabuia 1.5 OmMChIBaeT MOAYIH, UCIIOIb3yeMBIE B 3TON KHUTE.

Ta6auna 1.5. Mogynu Unreal Engine, 3aieficTBOBaHHbIE B 3TOi KHUTe

CucreMbl OnucaHue
Unreal Motion Graphics CucTeMa pole[ypHO-reHeprpyeMoro uHTepdeiica ¢ mojsb30BaTeieM Ha OCHOBE
(UMG) faHHbIX B UE4. 1114 UCionb30BaHUA BUXKeTOB UMG MOKHO UCIIO/Ib30BATh BU3Yyallb-

HBIH KOHCTPYKTOP UMG, KOTOPBII TO3BOJISET JIETKO CO3/jaBaTh MHTePEIiC ¢ T0Ib30Ba-
TeseM 6e3 HamMCcaHus KaKoro-iu6o koga. UMG Takke MOA/iepyKUBaeT aHUMALIUIO 110
KJII0YEBBIM KaZlpaM U [UHAMUYecKoe MaclITabupoBaHue HHTepdeiica

Blueprints BusyasbHbIN CKPUIITOBBIN 361K UE4. OH MO3BOJISIET IIPOBECTHU OBICTPOE IIPOTOTHUIIU-
POBaHUE U He YBA3HYTh B CHHTAKCHCe si3bIKa (B 9TOM KHUTE BBl TOYTH BCeraa byzeTe
WCTI0b30BaTh Blueprints)

Sequencer [IpoABUHYTHIN KNHeMaTorpaguueckuit MHCTPyMeHT B cocTaBe UE4. OH 103BOJIsAeT
co3ZlaBaTh aHUMalOHHbIE TT0CIeJ0BaTeIbHOCTU Ha OCHOBE KJII0YEBBIX KaZPOB,

a Tak»ke BBIpe3aTh U IlepeMellaTh UX B CTHJIe TPaZAUIIMOHHBIX HHCTPYMEHTOB HeJlu-
HEHHOr0 BUZIEOMOHTAaXa

Persona PepaxTop annManuu UE4. OH uMeeT orpoMHOE KOJIU9eCTBO GYHKIUN, OT BOZMOXKHO-
CTH JIETKO CMEIINBATh aHUMAI[UU JI0 MO/IEIUPOBAHU S IBUKEHUS HA OCHOBE UHBEPC-
HOW KMHEMAaTUKHU

1.2. Jlydwimne npakTUKH

Ob6nacts VR pa3BuBaetrcs o4eHb OypHO. IIpexze yeM MBI OIpeAenruMcs ¢ MPaBUIBHBIMU MEeTOAaMHU paboTEI,
IIpUZETCA TIOCTAaBUTh MHOT'O 9KCIIEPUMEHTOB, TPOaHAIN3UPOBATh Pe3yIbTaThl U yCBOUTH BaKHbIE YPOKU. YacTo
BalllK paZy’KHble HAZIEKABI HA TO, YTO OIpeZiesieHHble GYHKINY MM MeXaHUu3Mbl 6yayT paboTtats B VR, mpoBa-
JIMBAIOTCSA IIPHU pealbHOM padoTe. B To ke BpeMs pellleHH s, 0 KOTOPhIX BBl HUKOI/IA He IOAyMaJly OBbl, U I03TOMY
peanusyeTe U oIIpoOyeTe UX B IOCAESHIOI0 04epezib, pA60TAIOT IIPOCTO BENHKOJIEITHO.
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C]IE/'.'[YET 3aME€TUTb, YTO 6}131"0,[[3[)?{ Hcciea0BaHUAM M TeCTaM, KaK Oculus, TaK U EplC BBIABUJIKN HEKOTOPEIE
MOMEHTBI, KOTOpbIE GOJIBIIMHCTBO Hafll[eT Heyﬁ[O6HbIMI/I pu pa60Te ¢ VR. Ha MOMeHT HanmucaHUA KHUTHU 3TU
CTaThbU MOYKHO OB HAWTH 10 CCHUTKAM:

 https://developer.oculus.com/documentation/
* https://docs.unrealengine.com/en-us/Platforms/VR /ContentSetup

PyKOBOJICTBO 10 JIVYIINM IpakTHKaM UE4 — OTJIMYHOE MeCTo cTapTa Ajis moboro pazpaborunka Unreal Engine
VR, IOTOMY YTO MHOTHE U3 3aTPOHYTHIX TeM OTHOCATCA K UE4 1 onTUMU3anuy Bameil pa6oTsl ¢ VR. MHorue u3
HUX, TaKue Kak oTkatodenue HZB (hierarchical Z-Buffer) v sK3eMILISpHBIN cTepeo-peHiepuHr (instanced stereo
rendering), noapo6Hee paccMaTpuBaoTcs B iaBe 10. Ecsiu BB uilieTe 06IIVE TTOACKA3KY 110 UCIOIb30BaHUIO VR,
TO 06paTUTECh K PYKOBOACTBY C IYUIIUMHU IpaKTUKaMu s Oculus.

[IpuBe/ieM HEKOTOPBIE 00IIHE COOOPAKEHHUS.

1. Tlo Bo3MoxHOCTH U3beraiiTe npuMeHeHNs 3G deKTOB K 9KpPaHHOMY IIPOCTPAHCTBY. B mydieM ciydyae
OHM 6YZyT BEIVIAZIETD III0XO, @ B XyZIIEM — MOTYT CTaTh IPUYMHON HCYe3HOBEeHU cTepeoddderTa
113-32 HECOOTBETCTBUSA U300paKeHUH, CreHepUPOBAHHBIX /IS PA3HBIX IVIa3.

2. CrpeMuTech K cpeZiHell 4acTOTe KaZpoB HEMHOr'o 60Jibliei, 4eM yacToTa pa3BepTKHU IieJIeBOro AUC-
ies. DTO rapaHTUPYeT, YTO HUKAKUe «3aIBO3/K1» IIPU pacyeTe MUPA MU PeH/IePUHTe He BBI30BYT
cepbe3Horo uckoMopTa (He mosaraiiTech Ha TEXHOJOTHIO EPETPOEIIUPOBAHNUS).

3. Eciu TpeGyeTcs yBeIMYUTD JaCTOTY KaZpOB, PeKOMEH/IYETCs YMEHBITUTD pa3pelieHre BU3yasr3a-
UK. ITO MOXKHO CZIeJIaTh C IIOMOIIbI0 KOHCOJTbHON KOMaH/Ibl r.screenPercentage UE4 (rnaBa 10).

4. JIBMIKEHUS TOJIOBBI TIOJIb30BATEIA JOMKHEI OBITH 1O/ KOHTPOJIEM KaMephl MOCTOSHHO. M36eraiite
UCIIOIb30BaHUA KHHeMaTorpadIecKUx YIJIOB KaMep U cTapaiiTech IPUMEHATh ACHHXPOHHYIO
3arpysKy B MEHIO UJIM BO BpEMSs 3aTrPy3KHU YPOBHEH. V36eraiiTe TPACKY KaMephl ¥ APYTHX 3G deKTOB,
KOTOPBbIE IlepeMeIatoT KamMepy 6e3 KOHTPOJIS T0JIb30BaTeNs.

5. He mepekpeIBaiiTe moJie 3peHKs UTPOKA; 3TO BBI3bIBAET JUCKOMMOPT P BpalieHUH.

6. W3beraiiTe pe3Kux yCKOPEHUH; OHU CO3/Ial0T BU3yalbHO-BECTUOYISPHOE HECOOTBETCTBHE (HECOOT-
BETCTBUE MEX/Y TeM, UTO BUAAT IJ1a3a, U TEM, UTO «TOBOPUT» BECTUOY/ISPHBII alllapaT) U BbI3bIBAIOT
TOIHOTY (moZipo6Hee 06 3ToM B r1aBe 9 «[lepeMerneHue B VR»).

[ToBTOpIOCH, 062 JOKYMEHTA COZiepKaT OTIUIHYI0 HHOpMALUIO A5 1I060r0 VR-pa3paboTyrka. 51 COBETYIO BaM
MIPOYUTATH UX LIETHUKOM.

1.3. 3akn4yeHue

Tenepb Bb 3HAKOMBI C HEKOTOPLIMY TePMUHAMH, KOTOPBIE GYZYT MCIIONb30BAaThCA B 3TOM KHUTe, BKIIOYAst pas-
muyHyo VR-anmapatypy, noazepxusaeMyo UE4, u HeKOTOphle OMOIMOTEKU, HEOOXOAUMEIE A CO3AAaHUA
VR-c1o)eToB (fake eciy Bl He OyZeTe B3aUMOZeNCTBOBATh HENOCPEACTBEHHO ¢ HUMM). BEl momyuunu npeg-
CTaBJIeHVE O METOZJAaX, IPUMEeHAEMBIX JI ONTHUMU3ALK BUPTYaJIbHON pPeanbHOCTH (4TOOB! y3HATH OOJBIIE,
03HAKOMBTeCh ¢ I71aBoi 10). U, HaKOHel], Mbl pACCMOTPEIN HEKOTOPBIE 13 IYUIINX TPAKTHK B chepe BUPTyab-
HOH peaybHOCTH.



FMABA 2

HACTPOUKA LLNIEMA
BUPTYAZIbHOU PEAJIBHOCTHU

UE4 cepbe3Ho oGJierdyaet co3zanue VR-CI0KeToB, HO, KaK ¥ BO
MHOT'HUX JPYIUX CjIydadaX, O4€Hb I10JIE3HO IOHUMAaTh, KAK HACTPOUTD

CBOIi IIPOEKT, YTOOBI N36€KaTh PAaCIPOCTPAHEHHBIX OLINOOK.

B 31011 I71aBe BBI y3HaeTe, KaK HACTPOUTH CBOM IPOEKT /AJIsI pa0OThI

¢ )kesaeMbIM VR-1IeMOM, a TaK:ke OCHOBBI paboTsI ¢ VR.



2.1. Gear VR

Tak kak Gear VR paboTaeT Ha yCTpOUCTBaX MO/ yIpaBJeHHeM ONepalluoHHOMN crcTeMbl Android, 60bIINHCTBO
IIaroB B JAHHOM pasZiesie KacaloTcsa HACTPOHKY Ballero npoekTa 1oj Android-ycTpoiicTBo. KpoMe Toro, Bam
HeobOXOAMMO HAaCTPOUTD HECKOIBKO ITAPAMETPOB, YTOOb! BEUIOKUTH BAIll IPOAYKT B Marasut Oculus.

JlokyMeHTanusa KOMIIaHUY Epic cOilepXKUT ONUCaHKe HaCTPOMKH, 03BoAmel UE 06HapyKUTh Ballle yCTPOii-
CTBO U 3aIlyCTUTh Ha HEM IIPUJIOKEHKE. DTO OMCaHKeE JOCTYIIHO 110 aZipecy:

https://docs.unrealengine.com/en-us/Platforms/Gear VR /Prerequisites
Y6eAnuTeCh, YTO BBl BHITIOTHUIHU CIEAYIONTHE AeHCTBHUA.

1. BrJIIOYMIIM peXXUM pa3paboTyrKa Ha BallleM YCTPOKCTBE.
2. Bxuouniu USB-0T/IaIKy Ha BalleM yCTPOMCTBE.

3. YcraHoBuiu makeT paspaboruuka (SDK) Android.
4

CrenepupoBaiu u ckavanu ¢aiin nognucu Oculus Signature File (OSIG), KOTOPBIH TO3BOJISET BallleMy
IPUJIOKEHNUIO paboTaTh Ha YCTPOUCTBE 3a TpejeaMu Marasusa Oculus.

5. Ckomuposasnu OSIG B nmanky Engine/Build/Android /Java/assets B pa3aen Bauero UE4 ak THBHOU
BEPCUH.

2.1.1. HacTtponKa npoeKTta Gear VR

[Tocne HacTpoiiku BameroAndroid-ycTpoiicTBa u UE4, BaM He06X0ZANMO HACTPOUTD caM ITpoeKT. Co3zialiTe HOBEI
mycToi Blueprint-ipoeKT: YKaKUTe B KaUeCTBE IeJieBoro ycTporictBa Mobile/ Tablet, pesxum MaciiTabipoBaHuUs
ycraHoBure «Scalable 3D or 2D» 1 He BKJIIOYaiTe CTAPTOBLIN KOHTEHT (puc. 2.1). DT HACTPONKYU rapaHTUPYIOT,
YTO HEKOTOPBIE ZOTIOMHUTENbHbIE Tpadudeckite GyHKIY UE4 T0 YMOTYaHUIO OTKITIOUEHBI (TOUHbBIE XapaKTepH-
CTUKHU MOXXHO ITOCMOTpeTb B IMaBe 10 «VR-onTUMU3anua»).
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Puc. 2.1. Co3zpgaHue npoekTa ana Gear VR

TTocie co3fianust MPOEKTa HEOOXOAMMO HACTPOUTD CTPYKTYPY PasfieioB ¥ CO3/1aTh PECYPCh, HEOOXOAUMBbIE /s
CO3/IaHUA IPOCTOU UTr'pHI A Gear VR.

1. CospaiiTe ABe manku B KOPHEBOIA marke mpoekTa. Hazosure ux Blueprints u Materials.
2. Cospaiite manky HUD* (heads-up display) u momecTuTe ee B manky Blueprints.

3. CospatiTe HOBBIN Game Mode Base (pesxuM UI'PBI): HAXXMHUTE IPaBOi KHOIIKOM MBIIIY B ITATKe
Blueprints, mog, pazzgesnom Create Base Asset BeibepuTe Blueprint Class, 3aTeM B IIOABUBIIEMCS OKHe
BeIGepuTe Game Mode Base.

4. [Jaiite emy uma GearVRGM.

5. Cospaiite HoBEIY HUD Blueprint, HaxkaB IpaBo KHOIKO# MbIlTy B manke HUD u BbiGpaB Blueprint
Class. B ostBuBIIEMCsT OKHe pa3BepHuTe criucok All Classes v HatinuTe HUD. BeiGepuTe TOMBKO Te U3
HUX, KOTOpBIe Ha3biBatoTca HUD U Ha)XMuUTe Ha KHOTIKY Select (puc. 2.2).

* Head-up display (HUD) — unzaukarop Ha jo6oBom crekie (UJIC) . — IIpum. peo.
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Puc. 2.2. Co3paHue Gear VR HUD

6. Hasourte BHOBB co3ganubiii HUD GlobalMenu. OH 6yzeT oTpakaTh Bally 3arpy304HYIO TaHe b
U OTIpeZieIATh, KOTIa OTKPBIBATh [106anpHOe MeHIo Gear VR.

7. HaxMuTe paBOi KHOIIKOW MBIIIH B manike Materials u co3patite Material mos HazBaHueM UICircle.
Ero BbI 6yZieTe aHUMUPOBATh, YTOOBI CO3/IaTh MEHIO MIPOrpecca 3arpy3ku (3aMeTHUM, YTO PeKOMeH/[a-
1 a5 Gear VR-pa3paboTYMKOB He TpebyeT, UTOOB MHAMKATOP ObLT KpyroM. Ho 3T0 BEITIAAUT Kpa-
CHBO U SIBJIAETCS XOPOIIUM YIIpaXKHEHUEM I IeMOHCTpanuy Bo3MoxkHoctell UE4 Material Editor).

Baur mpoexT Zo/KeH COOTBETCTBOBATH pUC. 2.3.
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Puc. 2.3. CtpykTypa npoekta Gear VR
Jlajiee ycTaHOBMM HAaCTPOUKHU MPOEKTa, YTOOBI MpUIokeHue paboraso B Gear VR.

1. Ortkpoiite Project Settings (Edit = Project settings B MeHI0) ¥ iepeiinTe B cekuuto Android B paszene
Platforms. 3nech BBl HacTpauBaeTe Bail Android-pOeKT.

2. Haxwmwure Ha kHOTIKY Configure Now, pa3MellleHHYIO Ha JIEHTE B BEPXHEH YacTH OKHa.

3. B cexuun APKPackaging ycranosute Minimum SDK u Target SDK Version B 3HaueHue 19.

4. B oTOI1 XKe CeKI[UM TPOBEPBTE, YTO BKIIOUEHO Package game data inside .apk? DTo rapaHTUDYET, YTO
.obb daiin (daiin, KOTOPHIL COAEPKUT OObIINE ABOUYHEIE JaHHBIE, TAKHE KaK TEKCTYPa) yIIaKOBaH
BHyTpH daiina .apk (Android Application Package). 9To HeobxoauMo, moTomy 4To Oculus Store pu-
HUMaeT TOJIbKO eZINHCTBEeHHBIH .apk daii.

5. B cexiuu Advanced APKPackiging mpoBepbTe, 4TO BKItoueHo Configure the AndroidManifest for
deployment to Gear VR. DT0 HYKHO, YTO6BI COOOIUTH YCTPOHCTBY, UTO HEOOXOAUMO OTKPBITH Ballle
npujoxeHue Kak Gear VR-ipuoxeHue. DTU HACTPOMKHU NTOKa3aHbl Ha puc. 2.4.
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Puc. 2.4. Gear VR: HacTpolika napameTpos Android

6. YamanuTte cTaHAAPTHBIN AKOUCTUK B UE4. [lns aTOro mepeiiaute B OKHO Input Settings B cekiuu Engine
B pasjiesie HaCTPOeK IpoeKTa Project Settings.

7. Packpotite ciucok aus Default Touch Interface v Beibepute dyHKImIO Clear (puc. 2.5).
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Puc. 2.5. Gear VR: ypaneHue ctaH[apTHOrO [)KONCTVKa

8. Uro6HI yKa3aThb HCIONb30BaHUe HacTpanBaeMoro Game Mode Base, KOTOPBII BBl CO3AANH, IepeiuTe
B Project Settings, 3aTeM B cekiuto Maps & Models B paszene Project.

9. B packpriBaromeMcs ciucke Default GameMode Bbibepute GearVRGM, KOTOPHIH BEI CO3/a/IH paHee
(puc. 2.6).
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Puc. 2.6. Gear VR: akTuBayua HoBoro Game Mode no ymonuanuio

2.1.2. HacTtpowka rno6anbHoro meHto Gear VR

Yrobbl TpuIoKeHMe MpUHsau B Oculus Store, BaM HEOOXOAMMO HACTPOUTH OTKphITHE Gear VR-MeHIO MO JJU-
TeJIbHOMY HaKaTUIo Ha KHONKY Home. [1o yMoTYaHUIO KOPOTKOE HaXkaThe KHOIKY Home mpejiaraet ojab30Ba-
TEJIIO BRIITH U3 IPUIOKEHN, a JOT0e OTKPHIBAET I106abHOE MeHI0. OLHAKO eCJIU BBl XOTHUTE CAENATh IIEPEXO],
K [7106aIbHOMY MEHIO WJIH CO3/1aTh Ballly COOCTBEHHYIO GpYHKIUIO [0 KOPOTKOMY Ha’KaTHIO, HE0OX0ANMO Mepeo-
IpesenuTb 3TU GYHKIUY U CO3AaTh COOCTBEHHOE COOBITHE, KOTOPOE OTKPHIBAET II06aIbHOE MEHIO 10 JTUTe b

HOMY HaXaTHI0 KJIaBUIIN Home.

3ameTKa

B Hamewm npumepe ucnonssyercss HUD Blueprint, 4To yno6HO /i Takoro Tuma nHtepdeiico. OnHaKO
B [IepBOHAavaIbHOI Bepcuu Unreal Engine 4.13, paspaboTdnku yopanu coBMecTuMocTb HUD Blueprint
u VR. Eciu BB UCIIONb3yeTe 3Ty Bepcuto Unreal Engine, BBl ZOKHBEI 3aMeHUTh Widget Component
B ksacce Pawn Ha HUD Blueprint (cM. miaBy 6, «['paduka apuxenus u 2D-unrepoeics B Unreal»).
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1. Ortkpoiite Bai GearVRGM Game Mode Base Blueprint u mpeo6pasyiite ero HUD Class BaIim riio-
6abHBIM MeHI0 (pHC. 2.7.). DTO yKa’keT ABHIKKY UCIIOIb30BaTh HACTPOEHHBIH Bamu HUD.

Puc. 2.7. Gear VR: HacTpoiika Game Mode gnsa ncnonb3oBaHus co3gaHHoro HUD

2. Orkpoiite GlobalMenu Blueprint u co3aaiiTe HOBYIO QyHKIHIO OpenMenu. B Hell co3aaiiTe y3en
ExecuteConsoleCommand v HOAKIIOYNTE €ro K BXOAY BbIONTHEHUA GYHKIUH.

3. B mose BBoZa KOMaH/HI y31a Habepute OVRGLOBALMENU; 3TO BBI30BET OTKPBITHE MeHIO Gear VR npu
Ka’KZIOM BBI30Be 3TOH QyHKIMM (puc. 2.8).
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Puc. 2.8. Gear VR: cozpaHue ¢yHkumn OpenMenu pna HUD

4. Co3spaiiTe TpH HOBbIE IIepeMEHHBIE.
a. 3agauTe THI IepBoM Timer Handle M Ha3oBUTeE ee BackButtonTimer.
b. 3apaiiTe Tum BTOpOW Material Instance Dynamic ¥ Ha3oBUTe ee CircleMat.

c. 3ajaiiTe TpeTbell HepeMeHHOM TUIl Float 1 Ha3oBUTe ee CircleRadius. 3HaYeHUE 110 YMOTYAHUIO
nocraBbTe 30. He 3a6yzbTe, UTO eCJii y Bac He 0TOGpaskaeTcs moJie 15 3HaYeHHU 10 YMOTIaHUIO, TO
ckomnuupyuTe Bau Blueprint (Toolbar = Compile).

5. CospaiiTe HOBOe cobBITHE AndroidBack. [ 3TOr0 HAXKMUTE MPaBOi KHOMKO# MbIiu B Event Graph
Y HaliauTe AndroidBack. (He 3a6yzpTe IPOBEPUTS, YTO Y BaC BEIKJTIOUEH context-sensitive-TIOUCK,
nHayve BaM 6yAyT 0To6pakaThCs He BCE CYIIECTBYIOIIHE Y3IIbL).

6. CosgaiiTe HOBBIH y3en SetTimerByFunctionName ¥ COeIUHUTE €T0 C KOHTAKTOM Pressed.

7. B3TOM y3ye B KauyeCTBe UMEHU BBI3bIBaeMOH GYHKINY yKaKUTe OpenMenu. JTO 3acTaBisgeT TaliMep

BBI3BIBATh QYHKIUIO, HACTPOEHHYIO paHee.

8. YcraHoBuTe B Time 3HayeHue 0.75;3T0 TpebyeT Oculus B PyKOBOACTBE Pa3pabOTINKOB.
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9. Co3zaiiTe HOBBIU CceTTEp* AJIs MeEpeMeHHOU BackButtonTimer (€ BKIaAKU Variables MbIII-
Kol epeHecuTe ero B Event Graph v BrIGeprTe CETTEp WU CO3/aiiTe ETO OT BHIX0/A BHITIOMHEHU S
SetTimerByFunctionName) ¥ COEJUHUTE €TI0 CO BXOZIOM BBITIOJHEHUS U Return Value.

10. Co3pnaiiTe HOBBIH reTTep A1 BackButtonTimer, co3aaiite y3en Clear and Invalidate Timer By
Handle v MOAKTIOUUTE €TO K KOHTAKTY Released coObITHA AndroidBack (puc. 2.9.). 3To co3aacT
HOBBIY TaliMep, KOTOPHIM HAYHET BBI3BIBATHCSA KaKAble 0.75 CeKYH/BL, KOI/Ia BB HAXKMeTe KHOIIKY
AndroidBack; TaliMep BBIKJIIOUNTCS, KOT/A BBl OTIIYCTUTE KHOIIKY.

Puc. 2.9. Gear VR: co3faHve TaiiMepa AnA OTKPbITVA MEHIO MOC/e AONTOro HaxKaTua KHOMKM Back

11. CozzaiiTe BbI30B QYHKIUU GetOwningPlayerControl ler Ha)KaTHeM ITPABOM KHOMKOM MbIIITH
BEvent Graph.
12.0T Return Value 3TOTO y3/1a BEI30BUTE COOBITHE EnableInput. YoeuTECh, YTO

GetOwningPlayerController COeAUHEH CO BXOAOM PlayerController.

13. CoefuHUTE KOHTAKT BbI30Ba COOBITHSA BeginPlay ¢ EnableEvent. DTo rapaHTUPYET, YTO COOBITHE
AndroidBack OyZeT B COCTOSTHIY 3aXBaTUTh BXOJHOE COOBITHE.

* 3Jech U flajiee CETTEPOM U reTTePOM Ha3BaHBEI METOABI IOCTYTIA /I YCTAHOBKY U NIOTy4eHNUs 3HaYeHU TI0JIelf COOTBeT-
CTBEHHO, TPAJUIIMOHHO Ha3bIBa€MBbIe B aHITIOA3BIUHBIX UCTOUHUKAX «CETTEP» U «TeTTep». — [Ipum. nep.
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14. Tlocse EnableEvent fo6aBbTe BHI30B HOBOT'O COOBITHS ExecuteConsoleCommand, 3azanTe
gearvr.handlebackbutton 3HadeHne 0 B KaUeCTBe IIapaMeTPa KOMaH/bl. DTO rapaHTUPYET, 4YTO
BBI CMOXKeTe HaCTPOUTh CBOIO GYHKITMOHAIBHOCTD KIaBuly Back.

15. CoepuuuTe BxoJ Specific Player ¢ GetOwningPlayerController.

16. TTocne ExecuteConsoleCommand Z06aBbTe BLHI30B Cl)yHKLU/II/I CreateDynamicMaterialInstance
U B Source Material BeiGepuTe MaTepuas UICircle, KOTOPBIN BBl CO37IaJI paHHee. DTO CO3/IaeT
JUHAMUYeCKUH MaTepuaJl, KOTOPBIM BB CMOXKETE aHUMUPOBAT JIs 3aTPY309HOT0 KpyTa.

17. Ot koHTaKTa Returnvalue y3na CreateDynamicMateriallnstance co3faiiTe ceTTep IepeMeHHON
CircleMat (puc. 2.10.).

Puc. 2.10. Gear VR: BKntoueHne BBOJA 1 HACTPOIKa AUHAaMUYHOro MaTeprana ana HUD
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Cnenyromas 3afaya, ¢ KOTOPOM HaM NPe/CTOUT CIPaBUThCA, — ITO aHMMalMA U IPOPUCOBKA MaTepHasa Ha
9KpaHe IIpU Ha)KaTUU KHOIIKU Back.

1. HaxmuTe mpaBOit KHOIIKOM MbIinu B Event Graph u co3zaiite y3en EventReceiveDrawHUD.
2. Co3spaiite y3es Branch v coeIUHUTE €T0 C BXOJOM BBITIOJTHEHUS IPEABIAYIIETO Y37a.

3. Co3paiiTe HOBBIY reTTep llepeMeHHON BackButtonTimer, BRI30BUTE QYHKIIUIO
IsTimerActiveByHandle u coefuHuTe Return Value c Condition y3na Branch. DTo I03BONUT
II0JIb30BaTEIbCKOMY UHTEPENCY Tepe3anycKaTbh OTPUCOBKY TOJBKO IIPU HAXKaTUHU KHOIKY Back.

4. CospaiiTe reTTep mepeMeHHOM CircleMat U BbI30BUTe coObITHE SetScalarParameterValue.

B Parameter Name BBeJUTe 3Ha4eHUe PercentComplete. DTO COOTBETCTBYET CKaIAPHOMY Iapa-
MeTpy Marepuasna UICircle, KOTOPBIH MBI CKOPO CO3Za/lUM.

6. CoexuHUTe BHIXOZ True y31a Branch ¢ SetScalarParameterValue.

7. Co3zpaiiTe ele OfUH reTTep epeMeHHoM BackButtonTimer 1 BbI30BUTE QYHKIUIO
GetTimerElapsedTimeByHandle.

8. Tleperamure Return Value 3TOH QpyHKIMHU U CO3/aliTe HOBBIH y3en Float/Float. BeeauTte 0.75
BO BTOPOM KOHTaKTe. DTO HOpMUPYeT 3aTpaueHHoe BpeMa MexAy 0 u 1.

9. CoeaMHUTE BBIXOZ ATOTO y371a € BXOZOM Va lue y3na SetScalarParametrValue.

10. CozzaiiTe HOBBIH TeTTEp /i MeEpeMeHHOM CircleMat U BEI30BUTE QYHKIHMIO DrawMaterial,
COeVHEHHYIO C BEI30BOM Yy3ia SetScalarParameterValue.

11. JIns BXOOHBIX JAaHHBIX Size X ¥ Size Y BbI30BHUTE QYHKIUIO Int * Float, ycTaHOBUB 0.5 BO
BTOPOM KOHTaKTe. DTO JlelaeTcs IS OTlpe/ieIeHUs IleHTpa SKpaHa.

12. BbIxo/ibl 0601X y3/10B Multiply COeANHUTE C y3naMu Float — Float, ycTaHOBUB BO BTOPOM KOH-
TaKTe reTTep AJ1A IepeMeHHoM CircleRadius. DTO UCHPaB/AET pa3Mephl 31€MEHTOB I101b30BaTeb-
CKOro nHTepdeiica ¥ rapaHTUPYeT, ITO 3TO paKTUIECKUH [IeHTP SKpaHa.

13. CoeguHNTE BBIYUCIEHHEIE Size XU Size Y co Screen XU Screen Y, COOTBETCTBEHHO, y3ja
DrawMaterial.

14. CozzaiiTe HOBBIH reTTep /14 nepeMeHHON CircleRadius ¥ BbI30BUTE QYHKIMIO Float * Float,
YCTaHOBUB BO BTOPOM KOHTAaKTe 3HaUYeHUe 2, 3aTeM IlepesjaiiTe ero B ScreenW U ScreenH y3ia
DrawMaterial.

15.YcTaHoBuTE Material UNidth mMaterial UHeight paBHBIMH 1.

HaCTpOCHHOC BaMu COOBITHE JOJIXKHO BBITVIAZETD TaK, KaK IIOKa3aHO Ha pucC. 2.11.
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Puc. 2.11. Gear VR: aHMmauma n npopmcoska matepvana HUD

2.1.3. mo6anbHoe MeHI0 UBMeHeHUs maTepuanoB Gear VR

B uzeae, Korja mosb30BaTesb A0JIT0 HA)KMUMaeT Ha KHONKY Back, 10KeH TPOUCXOAUTD HEKUW OTKJIMK, YTOObI
TI0JTh30BATENh 3HA, YTO IPOUCXOJUT.

JlJ151 3TOrO MBI CO3/jaIUM VHAUKATOp 3arpy3Ku, KOTOprI‘/’I TI0XO0X Ha TOT, 4YTO ObLI y Oculus.

1. OtkpoiiTe UICurcle CO3AaHHbII paHee MaTepuas u3 nanku Materials.

2. Hamnanenu Details ycraHoBuTe User Interface BMaterial Domain; 3TO OTpaHUYUBAET BXOJBI
Y BBIXOZBI y3JI0B, HO ¥ BaC BCe PaBHO OyzeT Bce He0OX0ANMOe.

3. B ol xe nmaHenu ycraHoBUTe Translucent BBlend Mode, Tak KaK y Bac 6yaeT ZIBa KOJIbIIA: KOJIbIIO
nporpecca v GOHOBOE IIPO3PavyHOE KOJIBIIO.

4. Co3agaiite HOBHIH y3en TextureCoordinate (Ha)KMUTe IPaBYI0 KHOIIKY MBIIIH U HAWAUTE €ro 110 Ha3Ba-
HUIO WK 32KMUTE U ¥ HAXKMUTE JIEBYIO KHOIIKY).

5. Cospaiite HoBEIH y3eu VectorToRadialValue; 5To IOMOXET BaM CO34aTh KPyT.

6. Eciu BB coeHUTE BBIXOZ TexCoord ¢ BXOZOM Vector y3na VectorToRadislValue U COeAMHUTE
Liner DistancecFinal Color Ballero Matepuasa, Bbl 3aMETHUTE, YTO 3TO CO3/ACT KPYTOBOU
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I'paZieHT, BEIXOASAIINIA U3 BEPXHET0 JIEBOT0 yIia. YTOOk! IepeBECTH 3TO B IIEHT] Balllero MaTepuana,
Heob6X0AMMO OTMACIITabPOBATh U IEPEMECTUTH BXO/I, KOTOPHIH BHI ZaeTe y3iy VectorToRadialValue.

a. Jlobasswre y3en ConstantBiasScale v Ha maHesu Details ykaskute cMelienre (Bias) —0.5 u Macutab
(Scale) 2.0.

b. Yro6sl yBueTb 3G PEKT OT ITOTO, ycTaHOBUTE ConstantBiasScale Mexay TexCoord
nVectorToRadialValue U COEJUHUTE C HUMU.

. BBl 0/XKHBI yBUJETb KPYIOBOM I'paflueHT U3 LieHTpa MaTepuara.

7. OTKIIOYUTE KOHTAKT Liner Distance oTFinal Color M coeAuHUTe Vector Converted to
Angle cFinal Color. To, 9TO y Bac BEII/ET, IOKHO OBITH TIOXOXKE Ha MOKa3aHHOe Ha puc. 2.12.

Puc. 2.12. Gear VR: matepnan HUD — npocToi rpagneHT
BBI 0JIKHEBI YBUZIETH, KAK HOBBIM I'DAZIIEHT IIOMOXKET BaM CO3/aTh KPYyTOBOH 3HAK.

OgnHa npobiieMa cBs3aHa C TEKYIIUM rpagreHToM. OHa COCTOMT B TOM, YTO OH HaUMHAETCA CIIPaBa, Mbl JKe XOTHM,
4TOOB! OH HAYWHAJICA CBEPXY U IIPU aHUMAIUH JBUTANICHA, HOLOOHO JaCOBOH CTPeJIKe.

8. [JlobaBbTe y3en Swizzle v COeIMHUTE €T0 MEXAY ConstantBiasScale U VectorToRadialValue.
Y6eauTech, 4TO COeJUHEHBI XY 1 YX.
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9. Temeps, KOrZa Balll MaTepHas pa3BepHYT, BB 3aMETHUTE, YTO OH IIePEBEPHYT BBEPX HOTaMHU.
YTo6BI UCIIPABUTD ITO, CO3ZAMTeE y3e OneMinus M OCTaBbTe €ro Mexay TexCoord
U ConstantBiasScale. DTO TpaHCHOHUPYeT TexCoord U pa3BepHeT I'PAJUeHT B IPABUJIBHOM
HaIpaBJIeHUH.

10. YTOGBI KOHTPOINPOBATH TIPOLIEHT BHIIOMHEHN A, CO3/laliTe HOBBIH y3eu Scalar Parameter 1 Ha30BUTE
ero PercentComplete Ha manesu Details.

11. Ot aToTO y31a co3paiite y3en Add, coesuHuTe ero ¢ Vector Converted To Angle yana
VectorToRadialValue BTOpBIM BXOZIOM.

12. Cozzaiite HOBBI# y3es Floor. DTO TO3BOJIUT BaM MEHSATD TO, YTO HUXKE 1, 0 YEPHOTO, a BCE, UTO BHIIIIE,
70 6es10ro. MBI BOCTIO/NB3YeMCS STHUM MO33Ke.

13. Teneps coeguHUTE BEIXOZ Floor ¢ Final Color; pe3y/bTaT A0JIKeH OBITh TOX0X Ha puc. 2.13. (Tlome-
HANTe 3HaUeHUs PercentComplete U HOCMOTPUTE, UYTO UBMEHUTCS.)

Puc. 2.13. Gear VR: matepuan HUD — aHumauma BpalleHms

TaxuM 06pa3oM MbI CO34aJIH IepPBhIii mabiioH. Tereps co3fazuM KpyT. ZIJIs 9TOr0 MHI CleJIaeM ABa KpyTra: BHeIl-
HUI KPYT ¥ BHYTPEHHUI, KOTOPHII BbI 6yZieTe BhIpe3aTh 13 BHELIHETO, YTOOBI C/leIaTh KOJIBIIO.
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1. Cosgaiite y3en OneMinus v cOeIMHUTE ero ¢ Linear Distance /14 NHBEPTUPOBAHUSA I'PAZIEHTA.
2. Co3paiiTe BHyTpEHHUI KPYT IIEPBBIM, 106aBUB y3eJ Substract ¥ cOeIMHUB €To ¢ BEIXoZoM OneMinus.

a. CoszzaliTe elje OfIVH y3es TUMNA Scalar Parameter U, HA30BUTe ero Width u 3azaliTe 3HaYeHue 0.4.
OH GyzieT UCII0Ib30BaThCS AJI KOHTPOJIA MM PUHBI KOJIBIIA.

CoefuHNTE 3TOT IIapaMeTp cO BTOPBIM BXOZOM y3i1a Subtract.
Coagatite HOBBIH Ceil y3eJ1, KOTOPBIH 6yZeT OKPYIIATSH A0 1 M1060€e 3HaYeHue BhIIIe 0.

Jo6aBbTe HOBBIN y3es Clamp, 4To6bl obecrieunTs orpanudenwe Ceil ot 0 70 1.

oA W

Yro6BI cO3/aTh BHENUTHUH KPYT, OT y31a OneMinus 1o6aBbTe eltle oauH y3en Ceil A1 mpeobpa3oBaHusI
rpajiieHTa B 4epHO-6eJIbIii.

6. Bce, 4TO OCTaNOCh CAENATH, 3TO BBIYECTH U3 3HAYeHNA y3i1a Ceil BHeNIHero Kpyra sHadeHue Clamp
BHYTpPEHHEro Kpyra.

7. YToOBI 3aKOHYHUTH I1A6IOH KOJIbI[a, 106aBbTe y3ea Multiply u coeauHuTeE €ro ¢ Bixogamu Floor
u Substract. B pe3ynbTare Ipy U3MeHeHUM PercentComplete BB IOJYYUTE aHUMAIIMIO KOJIbIIA.

8. Coeaunure Bbixog Multiply c Opacity MaTepuasa v OTKJIIOUUTE BCE, YTO CBA3aHO ¢ y3soM Final Color.
Y Bac Z0KHO MOMYIUTHCA YTO-TO NOX0XKee Ha puc. 2.14.

Puc. 2.14. Gear VR: matepunan HUD — aHnmauws WabnoHa 1 KonbLo
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9. YTOoOBI KOHTPOMHPOBATB I[BET KOJbIIA, I06aBbTE HOBBIH y3en Vector Parameter B rpad ¥ Ha30BUTE €TI0
Color.

10. YcTaHOBHTE HYKHBIM BaM IBET 110 YMOTIaHUIO (y HAC OyeT yCTaHOBJIEH MPUATHBIM rosy6oH IiBeT
R = 0.266, G = 0.485, B = 0.896) u coegqunHure ero c Final Color.
11. Bl MOYXKETE OCTAHOBUTHCS 3/IECH, IOTOMY YTO MaTepHaJl yiKe HACTPOEH; OAHAKO GBLIO GBI XOPOIIIO

cAenarn, YTOOBI ¢)OH KOJIblia IIOACBEYHBAJICA.

a. Co3zzaliTe HOBBIY y3es THIIA Scalar Parameter M Ha30BUTe ero MinTransparency. YCTAaHOBUTE
ero sHaveHue 0.1.

b. CoenuHurte ero c HOBBIM y3710M Add, cOe[UHUB BTOPOU BXOZ ¢ Floor.

12. CozzaiiTe HOBBIH y3en Clamp. B 3ak/10ue e, COeJUHUTE BBIXO/ TOTO Y3J1a C IEPBBIM BXOZOM
Multiply, KOTOPBI# BBl MCTIOJH30BAJIH /11 KOMOMHAIMY ABYX I1ABI0HOB. Y Bac OJKEH MOMYIUTHCSA
MarepuaJ, IoXoXuii Ha puc. 2.15.

Puc. 2.15. Gear VR: matepran HUD — aHumaus wabaoHa ¢ Npo3payHoCTbio

Temeps BBl MOXeTe COeAUHUTH Balle Android-yCTPOWCTBO ¢ KOMIIBIOTEPOM, BHIOpATh €0 BO BKJIaAKe Launch
H, IOK/JABIIUCH 3aIyCKa, 3a)KaTh KHOIKY Back Ha BalleM KOHTPOJLIEPE U YBUAETh aHUMUPOBAHHEBIN KPYT, OCTIE
Yero BBl OKa’keTeCh B II06aIbHOM MeHo (puc. 2.16.).
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Puc. 2.16. Gear VR: mamepuan HUD g uzpe

2.2. Riftwn Vive

B oTinume ot Gear VR, c Rift u Vive 1erko HacTpauBaTh IPOEKT U HAYMHATh paboTy. OCHOBHAS IPUYMHA — 3TO
TO, YTO BBl MOXKeTe Pa3BOpPAYMBaTh NPUJIOKEHNE B CHCTEMe, YCTAHOBJIEHHOHM Ha BaleM paboyeM MecTe, YTO
COKpallaeT BpeMs 3aIycKa.

AnanornyHo Gear VR, pa3apaboTYMKU MPEAOCTABIAIOT TOAPOOHYIO IOKYMEHTAIUIO [0 HAaCTPO¥iKe Rift, KOTOPYIO
BB MOJKETE HAWTH 1O azipecy: https://docs.unrealengine.com/en-US/Platforms/Oculus/QuickStart

Hacrpoiiky g1 Vive MoxkeTe HalTH 10 aZpecy:
https://docs.unrealengine.com/en-US/Platforms/SteamVR /QuickStart
Yrobsl pa3pabaTeiBaTh Moz Rift, BaM HE0OXOAUMO:

1) ycranoButh Oculus Rift Software;

2) HaxaThb Ha KHOTKY VR Preview B OKHe peZlaKTopa.
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Yrobsl pa3pabaTeiBath mog Vive:
1) ycranoBuTh SteamVR u 3amycTutb Room Setup;

2) HaxaTb Ha KHONKY VR Preview B OKHe peZlaKTopa.

2.2.1. HacTpouKa npoekra Rift n Vive

J7141 co3aHus IPOCTOro IPOeKTa BaM He0OX0AMMEI TOJIbKO Player Pawn u Game Mode.

YrobHl cAeaTh 3TO, Co3/jaiiTe MycToi Blueprint-poeKT, yCTAHOBUB IiesieBoe ycTpoiicTBo Mobile/Tablet u mac-
mrabupyemocts Scale 3D or 2D, ¥ He OAKJIIOYATe CTAPTOBBIN KOHTEHT (CM. puc. 2.1). DTH HaCTPOUKHU TapaH-
TUPYIOT, YTO HEKOTOPHIE JOIOJHUTENbHbIE Tpadudeckrie GyHKIUU UE4 110 yMOTYaHUIO OTKJIIOYEHB! (TOYHbIE
XapaKTepUCTUKY MOXXHO TOCMOTpeTh B IiaBe 10 «Ontumusanus VR»).

Xopomas uzies HaCTPOUTH 6a30BYI0 CTPYKTYPY Balllero IIpoeKTa ¢ caMoro Havazia. Kak Tonbko aTo Oyzer cze-
JIaHo, fo6aBUM 6a30BEle Blueprints, KOTopble HYKHBI 4J1d Rift u Vive.

1. CosgaiiTe HOBBIH pa3zies B KOpHEBOM paszeJie mpoekTa. HazoBute ero Blueprints.

2. Cospaiite ziBa HOBBIX Blueprints: oquH — ato Game Mode, KOTOpBIH MbI Ha30BeM VRGameMode, a BTO-
poif — Pawn nozg HazBaHueM VRPawn. Bai IpoeKT fo/KeH OBITh IT0X0XK Ha puc. 2.17.

Puc. 2.17. ba3zoBas HacTpolKa HacTonbHoro VR-npoekTa
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3. B Project Settings Beibepute cexmuio Maps & Modes 1 usmenute Default GameMode Ha VRGameMode,
KOTOPHBIH BBI co3zanu (puc. 2.18).

Puc. 2.18. HacTonbHbI VR: cTaHAAPTHBIN UTPoBOii pexum [Game Mode]

4. Ortkpoiite Bamt VRGameMode v ycranosute Default Pawn Class Ha VRPawn (puc. 2.19).
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Puc. 2.19. HacTonbHbIi VR: urpoBon pexnm

5. OTtkpoiiTe VRPawn u 06aBbTe HOBbIE KOMITOHEHTHI.

a. TlepBBIf KOMIIOHEHT — 3TO Scene, HA30BUTE ero CameraRoot. ITO OyAET OCHOBA /I KAMEPBI, UTO
TI03BOJIUT pacIojaraTh KaMepy rze Bbl XOTUTeE.

b. Co3paiiTe KOMIIOHEHT Camera ¥ CA€IalTe ero POU3BOAHBIM OT CameraRoot, IepeHecs ero Ha
CameraRoot Bo BkIazke Components.

c. CospaiiTe nBa HOBBIX KOMIIOHeHTa Motion Controller; Ha3oBUTe ux MotionController_L
uMotionController_2 (puc. 2.20.).

d. Ha sropom komnoHeHTe Motion Controller u3MeHUTe IepeMeHHy10 Motion Source Ha Right.
Tak MBI yKa)keM, 4TO KOHTPOJIJIep HaXOAUTCA B IPaBOU pyKe.



2.2. RIFTUVIVE 45

Puc. 2.20. HactonbHbih VR: Player Pawn

6. Orkpoiite Event Graph B VRPawn. Co3zaiiTe HOBBIH y3es SetTrackingOrigin U COeZIMHUTE €T0
cBeginPlay, ybeauTech, YTo B Origin ycTaHOBIeHO Floor Level (puc. 2.21). DTH HACTPONKH A1

rcnonb3oBaHuA Rift u Vive cTos; A1 APYTUX HACTPOEK OTCIEKUBAHNUA, CM. CIeYIOMNH paszen
«Rift u Vive — peXXUMBI OTCIE€XKUBAHUSI».
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Puc. 2.21. HacTonbHbIN VR: NOCTOAHHOE OTCNeXBaHUE NCTOYHMKA

7. Hactpoiite Default Player Start Location Jjisi UCTIOJB30BAHUSA CTOS, TaK KaK IMO3UIUsA VR-1IeMa 0THO-

cuTeabHA GU3NIECKOro 10J1a B IoMellleHUU. 3axBaTute Player Start Ha ypoBHe U CIBUHBTE II0 OCU Z
Ha 20 cM; 3To BbIcOTa cTaHZapTHOro nosia B UE4 (puc. 2.22).
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Puc. 2.22. HactonbHbin VR: cTapToBas no3mumsa

2.2.2. Rift n Vive — peXumbl oTCNeXxXnuBaHus

O6a ycTpoiicTBa TO3BOMAIT TOJIb30BaThesl VR KakK CTOsA, TaK M CUAA. BB MOXKETe HACTPOUTH, KAKYI TOUKY
OTCYeTa UCIONb30BaTh IPY OTCIEKMBAHNY JBUKeHU teMa (puc. 2.21).

ITo ymoyaHwuio B Rift 3T0 cuasadee mosioxkeHue. M3-3a aToro VR-kaMepa [oMellaeTcs B 0OZHOM METPE T10 TOPU30H-
TaJIX OT JIOCTYITHOM KaMephl OTCIeXMBaHUA (M. puc. 2.23). OZIHAKO eCJIU CTOUT oTcaexxuBaHue Floor Level, To
[IO3ULIKA KaMepHl OyZeT onlpeienieHa IpU KanuOpoBKe Ha dTare 3amycka Oculus (cMm. puc. 2.24).
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Puc. 2.23. Rift — TouKa oTcyeTa Ha ypoBHe ria3 (cuas)

Puc. 2.24. Rift — TouKa O0TCYeTa Ha ypoBHe nona (cTos)

Y Vive 10 yMOTYaHUIO YCTAaHOBJIEHO MOJIOXKeHUeE CTOs. [[pr TOM Kamepa OMeIaeTcs B IIEHTP UTPOBOTO IIPOCTPaH-
CTBa UI'POKA Ha ypoBHe mosa (puc. 2.25). Korga mpoucxoauT nepexos B CUAIIUN peKUM, Vive UCTIONb3yeT TOUKY
OTCYETa B IIEHTpe Mepe/iHell rpaHU 00J1aCTH lepeMeleHU  T0I0BbI, (06BIYHO B TJIOCKOCTH AUCILIEN) (puc. 2.26).
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Puc. 2.25. Vive — TouKa oTcyeTa Ha ypoBHe nona (cTos)

Puc. 2.26. Vive — Touka oTcueTa Ha ypoBHe rnas (cuas)
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2.3. 3aKno4yeHue

Tenepp BB UMeeTe 6asy [Jis cO3faHUA cBoero npoekra B VR. B riaBe 6putn pa3obpaHbl Kak MobuibHas VR,
BKJIIoYasA co3flaHue HeobxoAuMoro HHTepdeliica c mosbsoBaTeseM 1A MeHIO 3arpyskH, Tak U HacTonbHad VR,
BKJII0OYasA BEIOOP pexKMMa OTCIeKUBAHUA IIONOKEHHIA UTPoKa. TeTepb BB TOTOBHI IPUCTYTIUTD K U3y4eHuIo VR.



rMABA 3

UMHCTPYMEHTDI

UE4 nipepocrasiseT IMpokuii Habop ¢yukuuii Blueprint, mogxozs-
mux A co3ganus VR-unTepdeiicos. B 3Toii r1aBe BbI I03HAKOMU-
Tech ¢ HEKOTOPBIMY OGIIMMU U crieluaabHbIMU VR-6U6I0TeKaMH,

Bxogamumu B Unreal Engine.



3.1. bubnuorteka 0606LEHHDbIX YHKLUN

IIpu co3panuu VR-cioxkeToB B UE4 y Bac ecTb pa3aUyHble NOMOIHUKY U QYHKIUY, AOCTYIIHBIE 1A IONyIeHU

pa3HOO6p33HbIX JaHHBIX, HAYMHAaA C IIOJIOKEHUA I'OJIOBBI IT0JIb30BaTE/IA U 3aKaHYMUBaAd TEMHepaTYPOI‘/JI CEHCOpPOB

VR-mieMa.

Hapsaay ¢ API-pyHK1uamu, kortopsie Unreal Engine mpefocTaBaseT i B3auMozecTBuA ¢ SDK KOHKPETHOTO
VR-111eMa, cyIlecTByeT 6ubnuoTeka 0600meHHbIX GyHKIMM HMD, KoTOpas faeT BaM AOCTYII K BO3MOKHOCTAM,
06LIMM 71 HeCKOIBKUX VR-rapHUTYp (cM. Tabnuiry 3.1).

Ta6auna 3.1. O6o6menube GyHKINH HVD

HasBanue pyHKUINU

OnucaHue

COBMeCTUMOCTh

Get Positional Tracking

BosBpaLuaeT TaKHe 3HaAa4Y€HU A, KaK I10JIE

IMoxnep:xuBaeTrcs TonbKo Rift; Gear VR He

Camera Parameters 3peHUs KaMepHl cleXKeHus 3a VR-IIEMOM. | OTC/IeXKUBaeT epeMelleHus ieMa, a Vive He
BosspalnaeT noJjioXKeHKe U HallpaBJIeHue HCTIoNb3yeT KaMepy (ycTapeio ¢ Bepcuu 4.13)
KaMepBl OTHOCUTEJIbHO LIJIeMa

Get Tracking Sensor BosBpaliaet JaHHbIe ZaTYMKa [0I0KeHus, | JJobasneHo B 4.13

Parameters €CJIU OH MOAKJIIOUeH

Get Orientation and
Position

BosBpalaeT 0THOCUTEIbHYIO OPUEHTA-
U0 U ToNoKeHue VR-1ieMa

PaGoTaer Ha Bcex VR-IIIemMax

Is Head Mounted
Display Enabled

Coobujaer o nogka0YeHnn VR-iema
U BBIBOZIE U306paKeHUs B HETO

PaGoraer Ha Bcex VR-1emMax

Get Screen Percentage BosBpaiiaet Tekyiee OTHOCUTENbHOE pa3- | PabGoTaeT ToIbKO Ha yeTpoiicTBax Oculus; Vive
pellleHNe peH/lepUHTa OTCJIe)KMBAET MacIITabpoBaHue Yepe3 KOH-
COJIBHYIO KOMaHAY r.screenPercantage,
a Rift uepe3 xomanay HMD SP
Get Tracking Origin BosBpamraeT TekyIyio IpUBA3KY OTCJIe- ITo ymoyaHuto Rift HACTPOEH Ha yPOBEHb
’KMBaHUA 714 VR-1mema (ypoBeHb mosa r71as, a Vive — Ha ypoBeHb mosa. Jlo6aBieHo
VIJTM TJ1a3) B4.11
Get VR Focus State Bo3sBpaliaer, ©MeeT JI1 JBUKOK GOKYC He peanusoBano aus Vive. Jlo6asieHo B 4.11
B VR-compositor
Get World to Meters Bo3BpalaeT TeKymuii MacmTabHbIN Pa6oraer Ha Bcex VR-1iemax
Scale K03 UITMEHT, TO3BOJIAIONIN TPOTIOP-

IIMOHAJIbHO MaCH_ITa6I/IpOBaTb Bug VR

Is in Low Persistence
Mode

BosBpalaer, HaXOAUTCA JIU AUCILIEH
VR-1m1eMa B pe)XrMe HU3KOU

Bcerza Bo3Bpamaet True A4 Rift u Vive

TIEPCUCTEHTHOCTH
Set Tracking Origin YcTaHaBIMBaeT UCTOYHUK OTCIe)XXUBaHUA | PaboraeT Ha Rift u Vive. [Jo6aBineHo B 4.11
Ha YPOBHE IVIa3 WX oA
Set Clipping Plane YcraHOBUTH criennanbHble VR-imockoctu | He peanusoBaHo g Vive
OTCe4YeHH
Set World to Meters YcTaHaBIMBaeT TEKYUTMI MacIITaOHbIN Pa6oraer Ha Bcex VR-1iemax
Scale K03 UIMEHT, T03BOJIAIONINI IIPOIIOP-

[MOHAJBHO MacIiTabupoBaTh Buj VR

Reset Orientation and
Position

C6poc OpHEeHTALINH U/ VJIH TTOTIOKEHUS
Hayasa KoopAuHat HMD K Tekyliemy
VR-miemy

PaGoraer Ha Bcex VR-IemMax
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HasBaHue pyHKINU

OnucaHue

CoBMeCTUMOCTh

Enable HMD

BxuttouaeT VR-1iem

PaboTaeT TOIBKO B aBTOHOMHOI COOPKE UTPEI,
B IIPOTUBHOM CJIy4ae ABUXKOK UMEET IPUOPHU-
teT HaZ VR-compositor

Get HMD Device Name

PaboraeT Ha Bcex VR-1iemMax.

BosspamtaeTr umA Tekyulero VR-1ieMa
(nmanpuwmep, Gear VR pas Gear VR)

Jlo6aByeHo B 4.13

3.2. buonuorteka pyHkuumn Oculus

Hapsazy c o606mmeHHo# 6ubnuoTexoii dyuknuit HVMD, UE4 npefocTtaBigeT ZocTyI K SDK, KOTOpEIE TTO3BOJISAIOT

TIOTYYUTH JOCTYTI K PYHKIUAM KOHKpeTHOro VR-1uiema.

Bubnuoreka pyHKIui Oculus faeT BaM A0OCTYI K 60Jiee HU3KOYyPOBHEBOU MHbOpMaIuu o VR-1ieMe U K UHOp-

MaIuu o mpoduie monb3oparens (Tabaura 3.2).

3ameTKa

®yHKINY U3 Ta6IUIE 3.2 cliel[HaJIbHO OPUEHTHPOBAHEL U pabOTAIOT TOJIBKO ¢ Gear VR u Rift.

Ta6muna 3.2. dynkuuu Oculus

HasBaHue GyHKIMH

OnucaHue

CoBMeCTHMOCTh

Get Base Rotation and
Base Offset in Meters

BosspaiaeT cmelneHue Tekyllero VR-1aemMa
K ucxozHOMY HMD urpst

Get Player Camera

BosBpalaeT IpusHakK BKIOUeHU GYHKIUU

YnaneHna B Bepcuu 4.11

Manager Follow HMD B pucrieTyepe Kamep
Follow HMD
Get Pose BosspaiaeT nosuuuio u nopopot VR-niema,

a TakyKe MO3UIUIO IeH AJifg BUPTYaabHON
MOJIeJIA T'OJIOBBI

Get Raw Sensor Data

Bo3sBpaiiaeT Heo6paboTaHHbIE JaHHbIE

¢ IMU (inertial measurement unit) VR-1iema;
MOKeT ObITh UCIIOIb30BaH JIJIS ONpe/ieIEHUS
HeGONbIINX U3MEHEHUN B IBYKEHUAX

Get User Profile

BosBpauraer HHGOPMAIIHIO O TPOdUTIE TEKY-
1Iero UIpoKa: UM, IIOJI, pOCT U T. 1.

Is Auto Loading Splash
Screen

Bo3Bpalliaer, 0JKeH 1 T0JIb30BaTe lb-
CKMif 9KpaH 3aCTaBKU aBTOMaTHYeCKU
0TO6pakaThCs MEXAY 3arpy3KaMU YPOBH:
(o ymosryanuto True)

Is Player Controller
Follow HMD Enabled

BosBpamaer uHGOPMAILUIO O COCTOSHUU
kouTpostepa Follow HMD

YnaneHa B Bepcuu 4.11

Add Loading Splash
Screen

[103BOJSET YKA3aTh MOJIB30BATENBCKYIO
TEKCTYPY ¥ Ipe06pa3oBaHue IS II0Ib30Ba-
TEJIBCKOrO 9KpaHa 3aCTaBKU
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HasBaHue pyHKINU

OnucaHue

CoBMeCTHUMOCTh

Show Loading Icon

[Toka3slBaeT eJUHCTBEHHYIO 2D-TEKCTYPY,
aHAJIOTMYHYIO 3acTaBKe 6e3 II0Ib30BaTeb-
CKOTO ITpeo6pa3oBaHus

Jlo6aBneHa B Bepcuu 4.13

Hide Loading Icon

CKpBIBaeT NKOHKY 3aIPy3KH

Jlob6asneHa B Bepcuu 4.13

Is Loading Icon Enabled

BosBpatiaet, oTo6pasaeTcs 11 3HaY0K
3arpysku

JlobapneHa B Bepcuu 4.13

Set Position Scale 3D

MacurtabupyeT HO3UIIMOHHOE OTCIIEKHUBA-
Hue VR-mnema

He peanusosana

Clear Loading Splash OuuinaeT Bce 3aCTaBKH, 0TOOpakaeMble
Screens B JaHHBEIA MOMEHT
Enable Auto Loading VYeraHaBaIMBaeT, Z0JKHa JIU [10J1b30BaTE/lb-

Splash Screen

cKafg aCMHXPOHHAA 3aCTaBKa aBTOMATH-
yeckM 0TOOpaXkaThbcsa MeX/y 3arpysKaMu
ypoBHs (110 ymonganuto True)

Enable Player Camera

Bkurtouaet Follow HMD Ha MeHezxepe

Ynanena B Bepcuu 4.11

Manager Follow HMD KaMephl UT'POKa
Show Loading Splash [Toka3kIBaEeT MOIb30BATENbCKUM DKPAH
Screen 3aCTaBKU

Enable Player Controller
Follow HMD

BxuttouaeT Follow HMD Ha KOHTpoJLIepe
WUrpoKa

YpaneHa B Bepcuu 4.11

Hide Loading Splash
Screen

HPH‘IET M0JIb30BATENbCKUH 9KpaH 3aCTaBKU

Set Base Rotation and
Base Offset in Meters

YcTaHaBnIMBaeT 3aZlaHHOE CMellleHN
anda VR-uuieMa

3.3. bubnunoreka ¢pyHkumn Steam VR

Y Steam VR menblue GpyHKIMIA, 4eM y Oculus, TeM He MeHee OHU MO3BOJIAIOT OJYIUTh JOCTYI K KOHTPOJLIEpAM
Vive ¥ 6a30BBIM CTAHIIUAM.

[Mopo6Ho 6bubnuoreke Oculus, pyHKIMY U3 TabIHIIB 3.3 PaOOTAKOT TONBKO AJIs yCTpoicTB Steam VR.

Ta6auna 3.3. dyukuuu Steam VR

HazBaHue pyHKIMHU OnucaHue COBMECTUMOCTh

Get Hand Position and BosBpamiaer nosoxeHue ¥ OpHEeHTALIUI0 He yuuTbIiBaeT nocyiejH1e 06HOBIEHUS

Orientation JIeBOT'0 MJIY IIPAaBOro KOHTpoJiepa Steam VR | /711 KOMIIOHEHTOB KOHTPOJLIepa
OTHOCUTEJIbHO UcTOYHMKa HMD

Get Tracked Device YuuTeiBasg uAeHTUPUKATOP YCTPOUCTBA,

Position and Orientation | Bo3BpaljaeT OPUEHTALUIO U TI0JOXXKEHUE

yCTpOMCTBa OTHOCUTEIBHO UCTOYHUKA HMD

Get valid Tracked Device | Bo3BpamaeT MaccuB UeHTUPUKATOPOB A1
IDs JIAHHOTO THUIIA YCTPOUCTBA
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3.4. 3aknw4yeHue

BhI moyunv mpeAcTaBiaeHre 060 Bcex TUMaX GYHKIUH, JOCTYMHBIX TP CO34aHUU VR-CIOKETOB KaK Cpeji-
cTBaMU 06061eHHO# 6ubroTek HMD, Tak M U3 ClIeNaJTu3upOBaHHBIX OMOIUOTEK AJ15 pA3TMYHBIX yCTPOUCTB.
Teneps y Bac eCcTh BCe, YTO HYIKHO /I U3y4I€HHs OMUCAHHBIX B KHUTE PELENTOB U HAKOIUIEHUS COOCTBEHHOTO

OIIBITA.



YACTDb II

PELENTDI



FMABA 4

B3AUMOJJEUCTBUE
HA OCHOBE TPACCUPOBKMU

VR no3BosisieT pa3paboTYMKaM UCII0Ib30BATh PaHee HeJOCTYII-
HBIE eCTeCTBEHHBIE CIIOCO0BI BBOJAa JAaHHBIX IIPpH BBaHMOL[efICTBHH
¢ II0JIb30BaTeJieM. BajkHeNIINWi U3 HUX — ABUKEeHNe r0JI0BbI
WUT'POKa, II03TOMY B 3TOMH IVIaBe 06CyKAaeTcs UCI0Ib30BaHMe 3TOTO
croco6a BBOZA /1 B3aNMO/ECTBHSA ¢ 00beKTaMH B BalllUX BUPTY-

AJIbHBIX MUpax.

[ToHMMaHue TPACCUPOBKH Ba)KHO IIPH pa3paboTKe MPaKTUIECKH
J00bIX VR-UTP. B 3TO I71aBe BBI CO3AaAUTE MOAYIBHYIO CUCTEMY
B3aMMOZENCTBHA ¢ T0JIb30BaTe/eM, KOTOPYI0O MOXHO JIeTKO

PacUIUpPUTb.



4.1. MoHUMaHNe B3auUMOAEUCTBUSA TPACCUPOBKHU

4.1.1. NprUHUKNBI B3aUMOAENCTBUA HA OCHOBE TPACCUPOBKMU

B3aumozeiicTBHE Ha OCHOBE TPACCUPOBKY Jydel B VR ABIAETCA pacIpOCTPaHEHHBIM METO/OM, T03BOJIAIONIINM
WTPOKY B3aMOZIEHCTBOBATH C BUPTYaJIbHBIM MUPOM IIyTEeM OIpe/ieieHus 06beKTa, Ha KOTOPhIN UTPOK CMOTPUT
(nnu yKa3eIBaeT KOHTPOJLJIEPOM).

Tpacca [trace] (wmu 6pocok [cast]) Tyda Ha camMOM Jiefie oTpefeseT Hosee MUPOKOe MOHATHE B KOHTeKcTe UE4
U ellle IKpe TPAaKTyeTcs B KOMIbIOTEPHOH rpaduke B 1esoM. OfHAKO MPU YIIOMUHAHUY TPACCUPOBKH JNydeit
B 3TO¥ KHUTe Mbl UMeeM B BUAY Habop ¢yHKIui Unreal Engine, KOTOpBIE MO3BOJIAIOT YCTAHOBUTH HaYaIbHYIO
Y KOHEYHYIO TOUKH (@ TaKKe HEKOTOPhIe HACTPOMK) U BHISIBUTH 06HEKTHI, HAXOAAIINECS «MEXKAY» STUMHU JBY M

TOYKaMU.

Puc. 4.1. NMpumep GyHKLMI TpecuHra, fOCTYNHbIxX B UE4

Unreal Engine paeT BaM BO3MOXXHOCTb HCIIOJIb30BaTh Pa3IMYHbIe BUIBI TPACC, OTPAXKAIOIIUX CIeNUHUKY pas-
HooOpasHbIX 3a4a4. [IpocTeiimasn Tpacca suHUN [line trace] (puc. 4.1) BbIABIAET M06ble 06BEKTH, IepeceKa-
eMble OTPe3KOM OT HauaIbHOM 10 KOHeUHOH ToukH. Bosee cioxHble BB Tpacc GUryp [shape trace], Hanpumep
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Tpacchl Kyba, chephl UM KalCybl, BRIABIAIOT 00BEKTH], KOTOPbIE COOTBETCTBYIOMAsA GUrypa mepecekaeT BO
BpeMs IlepeMellleHUA OT HauaIbHOM /10 KOHEYHOU TOUKY (CMBICH TPacc GUTYP MILTIOCTPUPYETCA pUC. 4.2).

Puc. 4.2. Tpaccbl nuHWK, cdepbl, Kyba 1 Kancynbl

[TomMuMoO TpaccupyeMoit GUrypsl (IUHUSA, Ky6 U T. 71.), y TPACChl €CTh IPYTOi KPUTEPHH KIaCCUPUKAIIMU: MOKHO
TpaccupoBath GUTyPy OTHOCUTEIHLHO KaHaIa [channel] i 06bekTOB [object type] (puc. 4.1). Pazmuausa MexAy
HUMU HEOUYEBUHEI HAYMHAIOIIEMY, TI03TOMY U BEIOOPE MEK Y KAHAIOM U TUIIAMHU 0O'bEKTOB MOTYT BO3HUKHYTh
TpyAHOCTH. [TBITasACh Pa3IMIUTh STH BAPUAHTHI TPACC, MBI OOHAPYKUBaeM, 4To 00a BapuaHTa IIpeAIaraiT UeH-
TUYHBIE [TapaMeTPHI 32 OJHUM HCKJIIOYEHUEM: y TPAcC OTHOCUTENIBLHO KaHala IPUCYTCTBYET mapameTp «KaHam»
[Trace Channel], KOTOPBII y Tpacc OTHOCUTEIBHO OOBEKTOB 3aMeHAeTCsA Ha apameTp «Tumbl 06bekToB» [Object
Types]. Te, KTo paHee paboTas ¢ CUCTEMO CTOIKHOBeHUH Unreal Engine, 3HatoT, yTo UE4 TpeZaraer JBa THIA
OTBETOB Ha CTOIKHOBEHUA: Object U Trace. OHU U€aIBHO COOTHOCATCA C ABYMSA TUIIAMH TPAcC. DTO 03HAYAET,
YTO C TOMOLIBIO MOAXOAAMEH GYHKIUY TpaccupoBkY UE4 03BOMIAET UCKATh (TPAaCcCHpPOBATh) ONpeZie/IeHHbIE THITHI
06'bEKTOB B BallleM MUPE, UTHOPHPYS Te, KOTOPBIE BaC He BOMHYIOT. Ellle 0HO OT/INYYe MEXY ITUMU TUTIAMH TPAaCcC
COCTOHUT B TOM, YTO B TO BpeMs, KaK TPACCUPOBKU 06BEKTA TIO3BOMAIOT OMPEAETUTH HECKOIBKO TUTIOB 06HEKTOB
(4TO MOKET OBITH [OJIE3HO, KOT/jA BBl XOTHTE BBIIIOJHUTH TPACCUPOBKY OTHOCUTEIBHO HECKOIBKUX THIIOB OZHOBpE-
MeHHO, HallpuMep UI'POKOB ¥ TPAHCIOPTHBIX CPEZCTB), TPACCHPOBKA OTHOCUTENBHO KaHaIa paspeliaeT BE6paTh
TOJIbKO 00UH KaHaJI. [10 yMOTYaHuI0 3TO Visibility uau Camera; OHAKO, KaK U B CJIy4ae C OTBETAMH CTOJIKHO-
BEHUH [/I1 HACTPAUBAEMBIX O0EKTOB, B HACTPOHKAX IIPOEKTa MOXKHO 06ABUTD JOTIOJTHUTEIbHEIE KaHATbL.

Kak HaM IIpaBUJIBHO HACTPOUTD OJHY U3 dTHX TpPacc AJA B3aUMOJENCTBUSA C M0Jb30BaTeeM B BUPTYaJIbHOM
mupe?

B urpe BEI IMeeTe JOCTYII K ZIByM OCHOBHBIM CBOMCTBaM, KOTOPBIE [I03BOJIAIOT PACCYUTATH HAYaIbHYIO U KOHEY-
HYyI0 TOYKU $OKyca BHUMaHHUA, TO eCTh 06JaCTH IIPOCTPAHCTBA, HA KOTOPYIO CMOTPUT UrpoK. Oba cBoiicTBa
Ipe/ICTaBIe I B BU/IE BEKTOPOB (TPH IKCIa, KOTOPHIE UCIIONb3YIOTCA AJIs IPeCTaBIeH s TOYKH WU HaTlpaBJie-
HYISL B OIIPe/IEIEHHOM KOOPAWHATHOM IIPOCTPAHCTBE). [IepBbIil BEKTOP — PACIIONOKEHIE FOJIOBI UTPOKA B MUPO-
BOM ITPOCTPAHCTBE, UYTO O3HAYAET, YTO KOMIIOHEHTHI X, Y U Z 3TOr0 BEKTOpPA MPeACTABIAIOT coO0i paccTosHue
«BIIEPE/I», «BIIPABO» U «BBEPX» OTHOCUTENBHO UCXOAHOM TOUKU UTPOBOTO MUPA. BTOPOIl BEKTOp — HaIpaBieHue
T'OJIOBBI UT'POKA BIlepe/i, KOTOPOe BbI [IOJy4aeTe OT UTPOBOI KaMephl, [Ipe/CTaBaAIel [1a3a Urpoka. Puc. 4.3
[I0Ka3bIBAET 3TH /IBa BEKTOPA.
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Puc. 4.3. Bektopbl nonoxenus HMD (p) n npamoro B3rnaga (f), npeacraeneHHbie B UE4

3ameTKa

B aTOM mpuMepe B KayecTBe MecTa AJisA TPACCHPOBKU HCIONb3yeTcs rojoBa Urpoka. Tem He MeHee
obpaTuTe BHUMaHHe, YTO 3TO TaKXKe paboTaeT C T0OBIM JPYTUM 00BEKTOM B UI'DE, U3 KOTOPOTO BB
XOTHTE HayaTh TPACCUPOBATh (HAIIpUMep, KOHTPOJLIED JBIKEHUS).

YTo6Bl MCIONB30BATh 3T IEepeMeHHBbIe AJI TPAaCCHPOBKM, MOXKHO CHayajla HepesaTh MUPOBEIE KOOPAMHATHI
VR-mieMa Kak HauaJlbHYIO TOYKY Tpacchl. 3aTeM, YTOOBI MOMYYUTh KOHEUHYIO TOYKY TPAcChl, TOHAZOOUTCA
HEeMHOT'0 IPOCTO MaTeMaTHKU. [Ipex/ie ueM MepeHTH K BBIYUCIeHUAM, HaM IIOHaZ[00ATCA HeKOTOPbIe CBeIeHUA.
BexTrop HampasieHusA B UE4 Bcerfa IMeeT ATUHY, paBHYIo euHUIe (1), 13 3TOro GpakTa cireAyer noue3Hoe CBOH-
CTBO: YTOOBI MACIITAOMPOBATH €ro Ha MI00YI0 APYTYIO JJINHY, Halo YMHOXATh BEKTOP HAIIPaBJIeHHUA HA YUCIIO,
Ipe/icTaBApIIee HYXHYIO /UIHHY. (B HalreM ciydae aTa AJIMHA OlpeesisaeT, HACKOJIBKO faneKue 0ObeKTH Bbl
XOTHTe TpaccupoBarh. HanoMHuM, uto 1 UU [Unreal Unit] sxBuBaneHTHa 1 cM, mosTomy AnuHa 100 UU = 1 m.)
Kak Tos1bKO HallpaByeHue BaraAa 6yAeT MaclITabupoBaHo /10 He0O6X0AMMO UIMHEL, BaM HYKHO TpU6aBUTD eTo
K TI0JI02K€HUIO ['OJIOBBI UI'POKA U1 IO3UIIMOHMPOBaHKA OTHOCUTE/IBHO IOJIOBE UT'POKa (puc. 4.4), a He OTHOCHU-
TeJbHO MUPOBOM TOYKH OTCYETa, B KOTOPOM BeKTOP HAIIPaBJIEeHNA B3MMIAZA OBLI M3HAYATBHO.
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Puc. 4.4. BbluncneHune HauanbHOM 1 KOHEYHOM TOUeK TPACCpPOBKI (60NbLLVX OpaHKeBbIX KPYroB) NyTeM MaclTabrpoBaHua
BeKTOpa HanpasneHus B3rnaga HVMD (f) Ha Tpebyemyio AnvHY, a 3aTeM NpubaBneHnsa ero K MUpoBbIM KoopAuHatam HMD (p), uTobbl
y6eANTbCSA, UTO KOHEYHAs TOUKA HaXOAMUTCA B MUPOBbIX KOOPAMHATaxX

Yro6bl y3HATh BEKTOPHI HAIIPABJIEHUA U MOJOKEHHS MUPOBOW TOUYKH OTCYETa B UTPe, UCIIONb3yiiTe Blueprint-
yanel GetWorldLocation u GetForwardVector (puc. 4.5) 13 Hy>KHOT'O KOMIIOHEHTA, B IJAHHOM CJTy4ae KOMIOHEHTa
Camera.
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Puc. 4.5. MpocTeiiwan ¢yHKLUA TPACCMPOBKI 418 HAXOXKAEHNA 0GbEKTOB Nepes KOMNOHEHTOM

4.1.2. NMprUHUMNbI B3aUMOAENCTBUSA C NOJSib30BaTenem

WHuTepdetic ¢ nomp3oBareneM (UI1) ABnseTca oAHUM U3 6a30BbIX 06BEKTOB, KOTOPhIE YUACTBYIOT B CO34aHUU
CHCTEeMBbI B3aUMOZeUCTBUA. DTO I03BOIAET UI'POBOMY IIEPCOHAXY BO3/EHCTBOBATH HA ApyTHe 0ObEKTEHL.

Ecnu y Bac ecTh ONBIT IIPOrPaMMUPOBAHUA U BBl 3HAKOMBI ¢ HAeell nHTepdeiica, IPOMyCTUTE STOT paszen
U nepeiiuTe K paszjeny «HacTpolika B3auMOZIECTBUS TPACCUPOBKU».

B mporpaMMupoBaHuY HHTepEC T03BOJIAET ONPeAeTUTb Habop GpYHKIHUI, KOTOpBIe M060i 00BeKT MOXKeT 0be-
I[aTh PeaJr30BaTh U BLIIOJTHUTD IIPY BBI30BE. ITO OJIE3HO /I TAKKX Belllel, KaK CUCTeMBI B3aUMOJEICTBHUSA, I/le
BBI CHavaJa olpe/ensdeTe HAO0p B3aUMOeHCTBUI, KOTOPhIe MOTYT c/ie/laTh UI'POKH. Toraa moboi 06beKT B Mupe
MOXeT CKa3aTh UTPOKaM, ITO OHH CIIOCOOHBI CIIPABUTHCA C STUMHU B3auMofelicTBUAME. OO6paTuTe BHIMaHUe, 9TO
UTPOKAM He HY)KHO HIYeTo 3HATh O TOM, KaK 00beKT peamnsanuu 6yzeT o6pabaTeiBaTh TO B3AUMOZEHCTBHE.

Hanpumep, y Bac MOXXeT ObITh IITap, KOTOPBIM HAUMHAET KaTUTHCS, KOTZa UT'POK CMOTPUT Ha HETO, U y Bac TaKXke
MOJKeT OBITh Ky0, KOTODBIH BpaliaeTcs, Korza Ha Hero CMOTpAT. VicIob3oBaHye HHTepdelica B3anMOJeHCTBIS
«Barnaz» M03BOAET BaM BbI3BaTh GYHKIIMOHAIBHOCTD «B3II/l» Ha 060X U3 3TUX 00bEKTOB 6e3 BejoMa UTPOKa
(w11 3a60THI) O TOM, UTO IAPUKY HYKHO KaTUThCA, U KYOY HY)KHO 3aKPYTUTHCA.
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910 paszeneHue Tpurrepa u ﬂeﬁCTBHH CO34ae€T CUCTEMY BBaHMOﬂeﬁCTBHH, KOTOpadA JIETKO pacCIIUupAETCA
Y IIO3BOJIAET Z[O6aBI/ITb OosbIIe MHTEPAaKTHUBHBIX O6'beKTOB, nuMmesd TOJbKO OAMH 06BbEKT (O6I>I‘-IHO I/IPPOK), KOTO-
prfI penraeT, 4To CYUTaeTCA B3I/IA40M, a YTO HET.

YuraTenu, 3HAaKOMbIE € 06BEKTHO-OPHEHTUPOBAHHEIM TIPOTPAMMUPOBAHUEM, MOTYT 3HATh, YTO APYTUM CIIO-
coboM TpefiocTaBaeHUA GYHKIIMOHAIBHOCTY 06bEKTaM ABAAETCA HacaeoBaHue GYHKI[MOHATbHOCTH OT POAU-
TeJIBCKOTO 00beKTa. DTO AeHCTBUTENBHO paboTaeT Kak CHUCTeMa B3aUMOJAEHCTBUA, IIOTOMY YTO BBl MOXKeTe
rapaHTUPOBATB, YTO, eCIM 00bEKT, Ha KOTOPEIH BBl CMOTPUTE, IMEET POAUTENA, KOTOPHIH NMeeT QYHKIIMOHAIb-
HOCTB B3aUMOZEHNCTBY A, BB MOXKETE BEI3BATh IPABIJIbHEIE QYHKITNY IPU HEOOXOAUMOCTH.

OfHaKO Y 3TOT0 eCTh O/IMH CYIIeCTBEHHBIN HEJOCTATOK: MO KpaiiHel Mepe, B Blueprints 06beKT MOXKET UMETh
TOJIBKO OTHOTO POAUTEJIS. ITO O3HAYAET, YTO €CJIM BbI XOTUTE UMETH U KY0, ¥ CBUHbIO, C KOTOPIMU MOXKHO B3aU-
MOJZIEHICTBOBATh, OHU JIOJIKHBI OyZyT HACTEA0BATh OT OZHOTO U TOTO XKe 00'bEKTa, ZIa’ke eCJI B Balllel UT'Pe s
CBUHBU pasyMHee HacJeZ0BaTh OT KJacca KUBOTHBIX, a KyO HacJeZoBaTh OT KJacca reOMeTPUYeCKUX QUTYP.
(3T0 pasmuune mokasaHo Ha puc. 4.6.)

Puc. 4.6. iHTepdeiicbl npoTyB KnaccoB. icnonb3oBaHue nHTepderica (xenTbii) no3sonseT Kyby, cbepe 1 CBUHbE ObITb
VIHTEPAKTVBHBIMM, HO Y CBUHbY BCE ellie MOXET ObiTb POANTENbCKUI KNACC (KPaCHDIN) XKMBOTHOTO; 3TO 6bIN0 6bl HEBO3MOXHO
B Blueprints, ecnv 6bl HTepdElic Obi KNACCOM, NTOTOMY YTO Pa3peLleHO TONbKO OAUMHOYHOE HacieAoBaHNe

4.1.3. HacTpoiKa B3auMo4eNCTBUA TPACCUPOBKU

Teneps peanusyeM B3anMOZEHCTBHE HA OCHOBE TPACCUPOBKHU TaK, YTOOBI BB CMOIVIX IIOTOM KCIIOJIB30BATh 3Ty
peayu3aluio B CBOeM IIPUIOKEHUH.
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4.1.4. HayanbHaga HacTpoMnKa NpoeKTa

Jlst Hayasia BaM Heo6X0AUMO CO3/1aTh OOBEKT /IS HACTPOUKH CUCTEMBI B3aUMO/IEHCTBHS.

1.

S R O

Co3paiiTe manKy B KOpHEBOM pas/iesie IpoeKTa 1 Ha30BUTe ee Blueprints.
B Helt co3aaiiTe elne gBe manku, Components u Interfaces.

B manke Blueprints coszpaiite Pawn (Bei6paB Add New = Pawn Class).
Ha3zoBurte ero TraceInteractionPawn.

B manke Components co3zaiite Blueprint Scene Component 1o Ha3BaHHEM
TraceInteractionComponent. OH 6yZeT cosepKaTh JOTUKY pabOTH TPacchl. BELIO 6bI IIpoIIe

C TOUKH 3peHU IPOrpaMMUPOBAHUA He OTAEIATh IOTUKY OT Pawn, HO, €C/IU OHA BbIZie/IeHa B OT/e/Ib-
HBII KOMITOHEHT, BbI MOXKETE 106aBUTD TI060MY 06HEKTY BO3MOXKHOCTb B3aUMOZAENCTBYSI Ha OCHOBE
TPACCUPOBKH, UTO cZleJIaeT Ball KOJ r'1bye U YIPOCTUT ero o0aBieHNe B IPYTHe IIPOeKTHL.

B mamnke Interfaces co3gatite HOBBIN Blueprint interface v Ha30BUTE €T0
TraceInteractionInterface. lns aToro Boibepute Add New u B cextu Create Advanced Asset
packpoiite MeHto Blueprints Beibepurte Blueprint Interface.

Bam mpoexT f0/KeH BBITIAZETh KaK Ha puc. 4.7.

Puc. 4.7. HacTpoiika npoeKTa Ans oTCNeXnBaHna B3auMOAencTBua
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4.1.5. HacTtpoinka uHtepdpenca B3aumoaemcTemus

Yrobsl paspemmuts Interaction Component BbI3bIBaTh GYHKIIMU Ha UHTEPAKTUBHBIX 00bEKTaX, BAM HEOOXOAMMO
OIIpeZie/IUTh UX B HHTepdelice, KOTOPHIN BB CO3AATH.

Cnenyromye GyHKIINM IO3BONAT CO3/]aTh OCHOBY CHCTEMBI B3aMMOAEHCTBUA, KoTopas 6yzeT oOpabaTsBaTh
6OMBIIMHCTBO CIydaeB OOHAPYKEHUA KJIMKOB Ha 0OBEKTaX M KOMIIOHEHTAaX; OFHAKO, eI BaM Tpebyercs
crenududeckasn GyHKIIMOHATBHOCTD, 106aBbTe HOBBIE QYHKIMHU B 3TOT Blueprint.

1. Otxkpoiite Blueprint TraceInteractionInterface.

2. Bam HyxHBI ceMb QYHKINH 71 9TOro nHTepdeiica. HazoBuTe nepsrle iBe TraceHitObject
U TraceLeaveObject. Bol 6yzeTe UX HCIOIb30BATh, YTOOBI CKA3aTh OOBEKTY, YTO OTCIEKUBAHNE
IIPOU30ILIO UK IOTEPSHO.

3. Ha Bxog (Inputs) B 3T $yHKIMY co3zaliTe BBOA THIA Hit Result (Ha3oBwute ero Hit). [lepezava
CTOJIKHOBEHHUS MO3BOJISIET BaM Y3HATh MHOTO MIOJIE3HOTO U3 CJIe/Ia, OMaBUIETO Ha OOBEKT.

4. Cospaiite eme f1Be QyHKIMY, TraceHitComponent u TraceLevelComponent. OHU OyAyT A€H-
CTBOBATb KaK 0OHapy KeHUe MoNaaHus 10 06'beKTaM Ha yPOBHE KOMIIOHEHTOB Component level, a He
Ha 00BEKTE B IIEJIOM.

5. Ha Bxog atum yHKIMAM MogakiTe Hit Result, 106aBUB 3TOT pas ellje MepeMeHHY0 Component
TUMNA Primitive component.DTO 0OJETYUT JOCTYN K Hit Component QyHKIMY MIOTAaHUA,
KoTopas He OyZieT IocTymHa B Hit Result.

6. CospaiiTe GpyHKIHIO TraceMove. DTa GYHKIUA BHI3BIBAETCSA KaXKbIi pas, Kor/a Tpacca MpoXOAUT
4yepe3 00'bEKT MOMaJaHus.

7. Tak kak 3Ta GpyHKINA BbI3BIBAETCA Ha KaxX 10l 06paboTke Kazpa (frame), X0Ten0Ch 65 ONTUMHU-
3UpOBaTh ee HeMHOTO 6o7blile, 4eM Apyrue GyHkuun naTepdeiica. [ToaToMy f06aBbTe BXOAHYIO
nepeMeHHyIo Hit Result, Kak paHbllle, HO B 9TOT pa3 IepeasuM ee Mo ccwlike (Pass-by-Reference
B Pa3BepHYTOM OIMCAHUY BXOJHOU ITepeMeHHOM). DTO MO3BOJIUT He KOMMPOBATD KaXKIbIN pa3 mepe-
MeHHYI0 00'beKTa CTOJIKHOBEHH, a 00paIaThcsa K 00BEKTY B TAMATH 110 CCBITKE.

8. Hcmonb3oBaHuMe Mepesjauy 3HaUEHW 10 CChIKe B Blueprint 03Ha4YaeT, YTo BaM oTpebyercs 0603Ha-
9UTh GYHKIHIO KaK KOHCTAHTHYO®, TO €CTh HE CIIOCOGHYI0 HAIIPSIMYIO H3MEHATh COCTOSHIE 00BeKTa
Blueprint. Bel MOXeTe cZieIaTh 3TO, pa3BepHYB BKJIaAKy Graph B Details v mpoBepuB mapametp Const
(puc. 4.8).

* KoHcraHTHas GYHKLUA OTCHUIAET HAC K IOHUMAHUIO KOHIENuit A3pika C++. KpaTKo 03HAKOMUTHCS ¢ KOHCTAHT-
HeiMU GyHKIUAMEU C++ MOXKHO B paszeine const-, volatile-, and ref-qualified member function oHIaiH-CIpaBOYHUKA
Cppreference (https://en.cppreference.com/w/cpp/language/member_functions#const-.2C_volatile-.2C_and_ref-quali-

fied_ member_functions). — IIpum. nep.
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Puc. 4.8. HacTpoiika nHtepdeiica TpeiicMHra B3anmMofencTBmaA: kaxaana GyHKLMA nmeeT GUKTVBHOE BO3BPaLLaeMoe 3HaueHwe,
no3BonAllLLee e 0CTaBaTbCA B OHOM pasgene peanusyoLlero Blueprint. Ana ynyyiweHnsa nponssoautenbHocTn y TraceMove ecTb
CBOW pe3ynbTaT yaapa NpuBefeHHbIN Mo cCbinke

9. Cospgaiite mocjaeaHue aBe QyHKIUU TraceActivateDown U TraceActivateUp. OHU UCTIOIb3Y-
10TCA /19 aKTUBalMK 06 beKTa [oNaJaHu.

10. Kak 1 B mpeapIAymiux QyHKIUAX, OaNTe Ha BXOJ IEPEMEHHY0 Hit Result, a TaKKe HOBYIO Ilepe-
MeHHYI0 Pawn ¢ HazBaHMeM Instigator, B KOTOPYIO OyZeT epesaBaThes Pawn, ak THBUPOBABIINI

00BEKT.

11. TlpoBepsbTe GyHKIMY U J06aBbTE B HUX BBIXOZAIHYI0 (Output) mepeMeHHy0 ¢ UMeHeM Return U TUIIOM
Boolean. DTO MOXKeET ITOKA3aThCA CTPAHHBIM, HO IIOCKOJIBKY MBI pean3yeM nHTepdetic Ha Blueprints,
TO IIPY OTCYTCTBUU IIePEMeHHBIX Ha BEIXO/ie OHU OyAYT 0ToOpaskaThes Kak cobbiTus B Event Graph.
[103TOMY IIpH IOMBITKE Pa3MeCTUTh Bce GpYHKINY B OZHOM MECTE BbI MOXKeTe J06aBUTh BHIXOJ, KOTO-
PBIit Ha caMOM JieJie ABJIAeTCS MyCOPOM.

Bce QyHKI[UU JOTKHBI BHITIAAETH KaK Ha puc. 4.8.
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4.1.6. KOMNOHEeHTbl B3BaMumMoaencTBuUa

OcHoBHas 4acTh JIOTUKU HHTepdelica Hy)kHa HaM /1 oOpalleHusA B KOMIIOHEHT Interaction Component.

B sTOM nIpuMepe Bbl yCTAaHOBUTE TPACCY B BU/IE IPOCTOM JINHUY U C ee IOMOIIbI0 OpraHu3yeTe B3anuMoziecTBIe

€ 00'bEKTOM CTOJKHOBEHMA. 3aTEM BbI I03HAKOMUTECH C HECKOTBKUMU METOoAaMH, KOTOPBIE MOT'YT OBITH MCIIOJb-

30BaHBbI /14 OIIpEAEJIEHUA TOTr'0, C KAKUMU obbeKTaMu BBaHMOAeﬁCTBOBaTL.

4.1.6.1. YcTaHOBKa

1.
2.

OTkpoiiTe TracelteractionComponent.

CospaiiTe aBe HOBBIE QyHKIMM LineTrace u InteractWithHit. [lepBas oTCiaeKUBaET Tpaccy, BTO-
past 6epeT BRIXOJHOE 3HaYeHHe TUHUY TPACCH 1 OTIPEIeNAeT, KAKUM 06pa3oM B3auMOAENHCTBOBATh

¢ 06bEKTOM TIOTIaZlaHus.

CoszaiiTe Tpu HOBBIE IepeMeHHbBIe, FocusedComponent Tuna Primitive Component,
FocusedObject Tuna Actor, CurrentHit Tuna Hit Result. IlepBrle fiBe cofepKaT TeKyIIUH
KOMITOHEHT U 00'bEKT, @ TPEThS COAEPKUT MHPOPMAIIHIO O TIONAaZaHUH.

OTMeTbTe 3TU IepeMeHHbIe MOANPUKATOPOM Private. Bbl He IOMIKHBI TPEAOCTABAATD JOCTYI K HUIM
ApyruM Blueprints.

B Event Graph ot y3na EventTick co3zaiite y3en Gate, y0eAMBIINCh, UTO Start Closed He
OTMEUYEHO.

CosgaiiTe [Ba HOBBIX COOBITHA: Enable 1 Disable. DTO MO3BOJUT BaM BKJIIOUATh ¥ OTKJIIOYATh
bYHKITUHY IOTUKHU PabOThI TPACCUPOBKH.

CoenuHuTe BBIXOZ Y312 Enable ¢ KOHTaKTOM Open.

CoepunuTe BBIX0Z y3ia Disable ¢ koHTakTOM Close.

HavanpHasa yCTaHOBKA JOJI’)KHA BBITIAAETD KaK Ha pUC. 4.9.
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Puc. 4.9. HauanbHas ycTaHOBKa KOMMOHEHTa oTceXmBaHus. KOMNOHeHT BKtoueH (Enable) no ymonyaHwmio, Ho AOCTYMHbI TONbKO
co6bITns Enable v Disable

4.1.6.2. Ucnonb3oBaHMe Tpacchbl TMHUN
Ceitvyac BaM HEOOXOZIMMO HaCTPOUTH GpYHKIIMU, KOTOPBIE BBl CO3/IAJIH PaHee.

CHavaJa mocMOTpUM Ha QYHKIUIO LineTrace.

1. Otxkpoiite dyHKIMIO LineTrace.

2. CosgaiiTe HOBYIO IlepeMeHHYI0 TUIA Float, IOCTyIaloLIyIo Ha BXOZ, M HA30BUTe ee Distance.
OTO pacCTOAHUE OTC/IeKUBAHUA OT KOMIIOHEHTa.

3. CospaiiTe HOBYIO BO3BpallaeMyIo TlepeMeHHY0 TiMa Hit Result v Ha30BUTE ee Hit.
4. Cospgatite y3en GetWorldLocation.

Cospaiite y3en GetForwardVector. 9To AacT BaM MpsiMOe HaINpaBJeHe KOMIIOHEHTA B3aUMOZEHCTBUS
U, B 9TOM CJIy4ae, HallpaBJeHUe B3TJIA/a UTPOKaA.

6. Cospaiite y3en LineTraceByChannel, mocTaBbTe ero MeXX/y y371aMHU BXOZla U BBIX0ZIa QY HKITHH.

7. Coexunute BbIxoz y3na GetWorldLocation ¢ Start yaina LineTraceByChannel.
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8. [lepeTtamure BBIXO/ y371a GetForwardVector u cosganTe y3enVector * Float, coeiuUHUTE
Distance €O BTOPBIM BXOZOM. DTO YMHOXHUT HanpaBﬂ;{}omex’I BEKTOP Ha HY>KHO€e HaM pacCTOsTHUE.

9. Tleperamure Bbixog GetWorldLocation cHOBa ¥ co3faiiTe y3en Vector + Vector, COEIMHUB BTOPOM
BXOJI C OTMAacIITabUPOBaHHBIM HATIPABJISIONIMM BEKTOPOM.

10. CoepunuTe Vector + Vector ¢ BXoAoM End.
11. CoepguHute BoIX0Z Out Hit cysioM Return.

Pe3ynbTaT ZOMKEH OBITH Kak Ha puc. 4.10.

Puc. 4.10. KomnoHeHT oTcnexvBaHus: pyHKuusa LineTrace

4.1.6.3. dyHKUMS B3aumMoaencTBust
JlaBaiiTe 06aBUM JIOTHKY OIIpe/ieieHus cooblIeHui nHTepdeiica /g BEI30Ba Ha HallleM 06beKTe.

1. Orkpoiite dyHKIMIO InteractWithHit.

2. Jlo6aBbTe TpHU JOKAJIbHBIE TepeMeHHble InHit, InHitActor ¥ InHitComponent TUIIOB Hit
Result,Actor M Primitive Component. OHU AE€HCTBYIOT KaK BpeMEHHBIE IEpEMEHHbIE, UTOObI
IIPeIOCTAaBUTh BaM JIETKUH JOCTYII K YacTAM BBOZA U cZiesaTh Baul Event Graph duiie.

3. CosgaliTe BXOAHYIO lepeMeHHYyI0 Hit Tuma Hit Result (puc. 4.11).
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Puc. 4.11. OyHkuua InteractionWithHit: nokanbHble 1 BXOAHblE NepemMeHHble

4.

HepeTaH.[I/ITe KOHTAKT BBIIIOJTHEHHA, coaz[aﬁTe CeTTep AJIA HepeMEHHOﬁ InHit ¥ coeguHuTe Hit
C BXOAHBIM KOHTaKTOM.

[lepeTaliuTe BHIXOJ CETTED U co3aaiiTe y3en BreakHitResult.

Cospaiite ceTtep A InHitActor u InHitComponent, coe[UHUB UX C Hit Actor
U HitComponent y3ina BreakHitResult.

CoelHNTEe KOHTAKT BHINIOJHEHU ooYepeZiHO ¢ InHitActor M InHitComponent (puc. 4.12).
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Puc. 4.12. OyHkuus InteractionWithHit: ycTaHOBKa noKanbHbIX NepeMeHHbIX

8. OrcerTepa InHitComponent co3ganTe Branch.
9. Cosgaiite rerrep ana InHitActor U FocusedObject.
10. Jlo6aBbTe y3en Equal (Object) u cpaBHUTE 06a reTTepa.

11. CoeguHuTe BBIXOZ cpaBHeHUA ¢ Condition (puc. 4.13). DTO MO3BOIUT ONPEENUTh, CMOTPUT JI UTPOK
HAa TOT ke 00BEKT UM HayaJl CMOTPETb Ha HOBBIH.
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Puc. 4.13. OyHkuwa InteractionWithHit: Bbi3os TraceMove npu B3rnafe Ha TOT e 06bekT

12. Co3zaiiTe aBa HOBBIX reTTepa: FocusedObject u InHit.

13. Ot reTTepa FocusedObject co3gaiTe BbI30B QYHKIUHU TraceMove. DTO BHI30OBET QYHKI[UIO
TraceMove, €CJIU OH pean3yeT HHTepdelic, KOTOPHIH BB CO3/[aIU Ha TIEPBOM IIIare.

14. CoeznHuTe reTTep InHit ¢ Hit. CoegnHUTE BeTKY True C Y3JI0M BbI30Ba QYHKIUU TraceMove
(cm. puc. 4.13).

15. Ot BbI30Ba QpyHKIMU TraceMove CO3[aliTe HOBBIH y3esa Branch.

16. B aToT pas co3zaiTe Ba reTTepa i nepeMeHHbIX FocusedComponent U InHitComponent.
Jobasbte y3en Equal i HUX.

17. CoeuHuUTE CpaBHEHHE ¢ KOHTAKTOM Condition. DTO TO3BOJUT BaM OTPEAENUTH, KOT/[a UTPOK CMO-
TPUT Ha HOBBIH KOMIIOHEHT TEKYIIEro 00'beKTa.

18. Co3zaiiTe Tpy HOBBIX I'eTTepa s epeMeHHBIX FocusedObject, InHit M FocusedComponent.

19. OT reTTepa nepeMeHHOM FocusedObject co3aaiiTe BbI30B pyHKIMU UHTEpeiica
TraceleaveComponent, coeUHUTE InHit ¢ KOHTAaKTOM Hit, a FocusedComponent
¢ Component (puc. 4.14). 3To 06eCIeYnT, YTO BBl OTIYCTUTE TEKYIIUI KOMIIOHEHT, TIepe/| OIpeeie-

HHWEM HOBOT'O.
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Puc. 4.14. OyHkuwma InteractionWithHit: BbI3oB ny4ya Ha HOBOM KOMMOHEHTe

20. CoefHNTE KOHTAKT BbI30BA False cy3/10M TraceLeaveComponent.

21. Co3zaliTe CHOBa TPY HOBBHIX TeTTepa Ay FocusedObject, InHit, InHitComponent.

22.0T FocusedObject co3aaiiTe BbI30B QyHKIUU HHTepdelica TraceHitComponent, COEIUHUB
InHit ¥ InHitComponent c Hit ¥ Component.

23. CoeaunuTe TraceLeaveComponent ¢ TraceHitComponent.

24. CozzaliTe HOBBIY ceTTep A FocusedComponent U COeAMHUTE €TO C HOBBIM T€TTEPOM ITIepEMEHHOM

InHitComponent.

25. CoeiHUTE KOHTAKT BbI30Ba TraceHitComponent ¢ ceTTepoM (puc. 4.14). STa mocieoBaTeIbHOCTD
BBI30BOB QYHKIIHI 06eCrieyuBaeT OTIMYCK TEKYIET0 KOMIIOHEHTA OTCIEKUBAHNUS, & 3aTEM OTIpefiesie-
HUe U COXpaHeHUe HOBOTO.

26. BepHUTECH K Y311y Branch mocjie HACTPOWUKHY JIOKATbHBIX IepeMEHHBIX (11ar 8), co3ZiaiiTe HOBBIH TeT-
Tep epeMeHHOH FocusedObject u BbI3oBUTE TraceLeaveObject. CoeMHUTE KOHTAKT BBI30BA
oT False C 9THM y3JIOM.

27. Co3pailiTe reTTep epeMeHHOM InHit U coeiUHUTE ero ¢ Hit.
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28. Co3zaiiTe 1Ba HOBBIX CETTEPA MEPEMEHHBIX FocusedObject U FocusedComponent, COEIUHUTE UX
TocIeioBaTeIbHO BBI30BOM Iocse TraceLeaveObject (puc. 4.15). OcTaBbTe KOHTAKTH BXOJ0B 3TUX
CETTEPOB MYCTHIMHU, TaK KaK MbI XOTUM O0CBOOOJUTE 3TU MIepeMeHHbIE.

Puc. 4.15. OyHkuws InteractionWithHit: ocBoboxpeHne nepemeHHon FocusedObject

29. OT mocieIHETO ceTTepa co3AaiTe y3en Branch.

30. Co3zaiiTe HOBBIM reTTep epeMeHHOM InHitActor ¥ BEI3OBUTE OT HETO
DoesImplementInterface, BBIOpaB TraceInteractionInterface Kak Interface. CoeHUTE
ero ¢ koHTakToM Condition (puc. 4.16). Tak MBI 06ecIieyrM, YTO TeKyIIUH OpaKeHHBIH JTy4oM Actor
peanusyeT unTepdeiic.
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Puc. 4.16. OyHkuus InteractionWithHit: Bbi30B nyya Ha HOBOM 06beKTe

31. Co3patiTe Ba HOBBIX TeTTepa i InHitActor u InHit ¥ BRI30BUTE TraceHitObject OT mepBoro,
TOCJIe Yero coeJuHuTe InHit c Hit.

32. CoeiMHUTE KOHTAKT BbI30Ba True ¢ TraceHitObject.

33. Co3zaifTe Tpy HOBBIX reTTepa A InHitActor, InHIt U InHitComponent, ¥ BEI30OBUTE
TraceHitComponnet oT InHitActor. CoefUHUTE ABa APYTUX I'eTTepa C Hy’KHbBIMU KOHTAKTaMU.

34.CoeannuTe TraceHitObject ¢ TraceHitComponnet (cM. puc. 4.15); 3T0 06ECIEUUT, YTO BHI BbI30-
BeTe JIy4 Ha 00BEKT U KOMIIOHEHT CPasy.

35. Co3paiiTe 1Ba HOBBIX ceTTepa A FocusedObject M FocesudComponnet, COEJMHUB UX APYT 3a
ZPyTOM BBI30BOM, a TIepBbIi cCoeJUHUTeE € Y3JI0M TraceHitComponent (puc. 4.17).
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Puc. 4.17. OyHkuus InteractionWithHit: ycTaHoBKa HOBOro 06bekTa

36. Co3zaiiTe 1Ba HOBBIX TeTTepa Ayl InHitActor U InHitComponent. COeIMHUTE UX C CETTEPAMU
FocusedObject 1 FocusedComponent. DTO COXpaHUT TeKYyIIe 06beKT 1 KOMIIOHEHT 0 CJIeAyI0-
I[ero BbI30Ba QYHKIH.

4.1.6.4. 06begnuHeHne QyHKLUUNI
Cettuac, co3naB Bce GyHKIUU A 6a30BOM TPACCUPOBKU B3aUMOJEMCTBUS, BAM HEOOXOAUMO YCTAaHOBUTH UX
B Event Graph u daxTudyecku co3faTh QyHKIIMOHANBHbIA KOMIIOHEHT B3aUMOZJEHCTBUSA.

1. B Event Graph HaiiguTe EventTick, I7ie BBl HACTPOUJIH 3aTBOP ZJIsi KOHTPOJIS 3TOTO KOMIIOHEHTA.

2. Oryana Gate BbI30BUTE QYHKIMIO Line Trace, yCTaHOBUB Distance paBHBIH 1000. 3To 06ecmeyuT
OTCJIe’)KMBAHUE C PACCTOAHUEM B 10 METPOB.

Ot xoHTaKTa Hit y3ia Line Trace co3zaliTe HOBEIH ceTTep AnA CurrerntHit.

4. Ot cerTepa BEI30BUTe InteractWithHit (puc. 4.18). DTo 6yAeT co3AaBaTh TPACCy PU KaxJoH
06paboTKe Kaapa, KOra KOMIOHEHT BKJIIOYEH, I B3aUMO/JENUCTBYA C HUM OYZyT BRI3BIBATHCS
byHKUIUU.
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Puc. 4.18.

KoMnoHeHT oTcnexnBaHuA B3anmMoaencTBumA: Bbi3oB LineTrace n B3aumopgeinctave GpyHKLMN

Ocranoch mobecnokontsbes o TraceActivateDown u TraceActiveteUp. Co3faiiTe Ba COOBITHSA MO/ Ha3Ba-

HUAME ActivateDown U ActivateUp, 1aB 060MM Ha BXOJ IepeMEHHY0 Instigator THNA Pawn.

Co3paiiTe 1Mo ZiBe Mapsl TETTEPOB /JIS IepEMEHHBIX FocusedObject U CurrentHit U pa3MecTuTe
WX 0] CO3[aHHBIMU COOBITHAMU (pHC. 4.19).



80

FNABA 4. B3AUMOJAENCTBUE HA OCHOBE TPACCMPOBKM

Puic. 4.19. KOMMOHEHT OTCNIEXMBaAHWSA B3aMOAeNCBTYA: AobaBneHne cobbiTnin Activate

7. Ot rerTepa nepeMeHHOM FocusedObject co3maiite y3en TraceActivateDown, MOACOeAMHUTE K HEMY
CurrentHit. OT co6bITUA ActivateDown COeUHNUTE KOHTAKT BBINOJHEHUA U Instigator.

8. CgenaiiTe TO e caMoe OT COOBITHA ActivateUp, Ho ¢ dyHkuueit TraceActivateUp. Temepb U3 ApyTrux
Blueprint BbI MOXKeTE aKTUBHPOBATh TEKYIIUN FocusedObject.

4.1.7. YctTaHOBKa B3aumoaencTtBua Pawn

Tenepb Yy Hac €CTb KOMIIOHEHT U HHTep(l)efIC, HEO6XOAHMbeI AJIA CUCTEMBL BBaI/IMOZ[eﬁCTBI/IH. an/IHI)IO BpeMA
,ZIO6aBI/ITb KOMIIOHEHTHI, HEO6XO,Z[I/IMI:IC 1w 8:8 6a30BoOro BSaI/IMO,Z[efICTBPIH oTciexxuBaHua VR k Balmemy

TracelnteractionPawn.

1. Otxkpoiite Blueprint TracelnteractionPawn.
2. JlobaBbTe TpU KOMIIOHEHTA: Scene, Camera u Tracelnteraction.

3. HazoBure Scene CameraRoot u caenaiite Camera oyepHUM 31eMeHTOM (Tak Kak caM Pawn 6yzet
HaXOAUTHCS Ha YPOBHE 3€MJIH, TIOAHUMETE KOMIIOHEHT Camera Ha 80 1o ocH Z, YTOOBI TIPU IIPOBEPKE
Ha KoMIIbloTepe Baia Camera 6blyia IPUMEPHO Ha TOM JKe YPOBHE, 4TO U B VR).
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4. Tak KaK BbI XOTUTE, YTOOBI OTCIEKMBAHNE TIPUXOAUIIO OT HallpaBJeHU B3I/Isa UTPOKa, TOMECTUTE
TraceInteraction B Camera (puc. 4.20). Ecau BBl XOTUTE, YTOOBI B3aUMO/IECTBIE TPUXO/IIO
¢ Motion Controller, TpOCTO TIOAKJTIOUUTE K ITOMY KOMIIOHEHTY KOHTPOJLIED.

Puc. 4.20. Hactpoliika TracelnteractionPawn

5. Ocranoce HacTpouTs Interaction Component Ha BbI30B ActivateDown M ActivateUp, Korza HaMm
Hy>Ho. Hanpumep, BB HCIOIB3yeTe pocTo y3es LeftMouseButton Ana aktuBanuu. Co3zalite HOBoe
cobeITHE LeftMouseButton B Event Graph.

6. Ilepemecrute Tracelnteraction Component B Event Graph v BEI30BUTE OT HeT0 ActivateDown
U ActivateUp, IOAKIIOUNB K HUM KOHTAKT BBI30Ba OT Pressed U Released COOTBETCTBEHHO.
Takxxe ycTaHoBUTE Self BKOHTAKT Instigator (puc. 4.21).
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Puc. 4.21. AKTBauua B3aumoaencTeua B TracelnteractionPawn.

4.2. Co3aaHue npocToro o6beKTa B3aMmMoaenCcTBUS

Ceifvac ecTb cHCTEMa B3aMO/EHCTBY, Telleph IIPOBE/IEM e€e TeCT Ha IPOCTOM IPUMepE.

Jlid aToro co3paauM mpoctoii Blueprint Ky6a, KOTOPbIi 6yZeT TOKa3bIBaTh, Ky/ia CMOTPHUT UI'DOK, X pearnpoBaTh

V3MEHEHHUEM [IBETA.

1. Cospatite Actor Blueprint u Ha3oBUTe ero TraceInteractionCube.
2. Orxkpoiite Blueprint v cosziaiiTe Ba HOBbIX KOMIIOHeHTa: Cube u Arrow.

3. BribepuTe Arrow u OTKII0UUTE Hidden in Game Ha BKIagke Details (puc. 4.22). ITO TTO3BOJIUT BaM
BUJIETH 3TOT KOMIIOHEHT B UI'PE; 3TO MapKep, YTOOBI BUAETH, B KAKOE MECTO Ha Kybe CMOTPUT UTPOK.
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Puc. 4.22.

4.

TracelnteractiveCube: HacTpOKa KOMMNOHEHTa

Haxwure Ha Class Settings. 3aTeM 1oz maHenbio Interfaces Ha maHesu Details BeiGepuTe KHONKY Add
u ycraHoBuTe Baul Tracelnteractioninterface. [ocne komnunsAnuu Blueprint pyHKIMM nHTepelica
nosiBATCA B ceKuuu Interface manenu My Blueprint.

OTkpoiite dyHKIUIO TraceHitObject U IepeMecTHTe reTTep A KoMIoHeHTa Cube.

. Bri3oBuTe QpyHKINIO SetVectorParametrValueOnMaterials [Jif 3TOr0 KOMIIOHEHTA, YCTAHOBUB

BekTOop (1.0, 0.0, 0.0) uParameter Name Color.IJTO cfesnaeT 06beKT KpaCHbIM, KOT/Ia OTCJIe-
JKMBaHUe T0Ma/jaeT B HEro JIy4OM.

[TocTaBbTe 3TOT y3eJI MeXAY Y3JI0M BXOXKAeHUA U y310M Return (puc. 4.23).
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Puc. 4.23. TracelnteractiveCube: u3meHeHwe LiBeTa Npy CTONKHOBEHNM

8. TloBTopuTe maru 5 u 7 ana dyHKIUU TraceleaveObject, HO B 3TOT pa3 IOCTABbTE BEKTOP
(1.0, 1.0, 1.0) (puc.4.23).3To BepHET Ky6y OeJblii I[BET, €CJIK UT'POK A0JIT0 HE CMOTPHUT Ha Hero.
9. IloBTopuTe Waru 5-7 A4 TraceActivateDown U TraceActivateUp, ycTAHOBUB BEKTOD

(0.0, 1.0, 0.0) u (1.0, 0.0, 0.0) (puc.4.24). DTO yCTaHOBUT 3eJIeHbIH I[BET KyOa Mpy aKTHUBa-
I[UK 1 06paTHO KPACHBINTIPY ZIeaKTUBATIUA.
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Puc. 4.24. TracelnteractiveCube: n3ameHeHwe ugeta npwu Activate Up n Down.

10. YTOGEI cTpesKa MeHAJIa CBOIO MO3UIHIO IIPU KA 10l 06paboTke Kaspa, KOTja UT'POK CMOTPUT Ha K0,
OTKpOiiTe TraceMove.

11. OT KoHTaKTa Hit co3zaaiite y3en BreakHitResult.

12. Cozpaiite reTTep /Il KOMIOHEHTA Arrow. 3aTeM BBI30BUTE QYHKIIUIO
SetWorldLocationAndRotation, COEJUHUB V3Bl BXOXK/IEHUA B (byHKumo U BBIXOZA.
13. CoeuHuTe Location y3na BreakHitResult c New Location yana SetWorldLocationAndRotation.

14. Ot koHTaKTa Normal co3zaiite y3en MakeRotFromX v coeuHuUTe ero ¢ New Rotstion ysna
SetWorldLocationAndRotation (puc. 4.25). Tak Kak KOMIIOHEHT Arrow CMOTPUT B HallpaBIeHUH X, 3TO
II03BOJIUT NlepeBepHYTh ero JUIOM HapyXKy OT HOpMaJlu.
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Puc. 4.25. TracelnteractiveCube: TraceMove

HacTpous Bce Heo6xoAMOe, BB MOXeTe 00aBUTh 06a Bamux Pawn (ubo cosgas Game Mode 1 cka3aTb eMy
WCII0/B30BaTh Ball Pawn, 1160 yCTaHOBUTH Balll Pawn Ha ypOBEHb U BKIIOYUTD Auto Possess) 1 Balll Ky6 Ha CIieHY
Y HaCJMaXXAaThCA POXKAECTBEHCKHM JYXOM KPACHOTO U 3eJIeHOro Kyo0a.

4.3. 3aknyeHue

Jra raBa mokasasna, Kak paboraer TpaccrpoBka B UE4 1 KaK HCII0Ib30BaTh ee B VR-Urpax.

BrI MO3HAKOMUIUCH ¢ MHTepdeiicaMy U Y3HAIHU, KaK OHU CIIPaBJIAIOTCA C B3aUMOZeHCTBHEM 00heKTOB. Takke
BBl BO3/Iail MOAYJIBHYIO CHCTEMY TPACCHPOBKH, KOTOPYIO MOXKETe IIePEHOCHUTb U HCIOJb30BaTh B OYAYLINX
IpOEKTax.

4.4. YnpaxKHeHuUs

B 3Toii 4acTu BBl CO3Ja/IM CUCTEMY B3aUMOZEHCTBHA, KOTOpas UCIIONb3yeT TPACCUPOBKY JIMHUY U HaXOX/e-
HUS UHTEPAKTUBHBIX 00bEKTOB; OHA XOPOIIIa Il MHOTHX CIy4aeB, HO UMeET 1 HEJOCTaTKH.
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B ocHOBHOM IIpY UCIIOJb30BaHUUN OZ[I/IHO‘-IHOI\/‘I TPAaCCUPOBKU IIOJb30BaATEJIAM ObIBaET TPYyAHO BSaHMOI[eﬁCTBO-
BAaTb UMEHHO C Hy>XHBIMHU 06beKTaMu. DTO 0COOEHHO 3aMETHO Ha 60JIbIINX PacCTOAHUAX. H03TOMy MOXKeT ObITh
TI0JIE3HO UCII0JIb30BaTh KaKyIO-JII/I6O APYTYIO METPHUKY, YTOOBI OLIEHUTD, KyZa I10JIb30BaTeJIb CMOTPUT, U YIYECTb
9TO B CUCTEME B3aPIMO,ZLeI>iCTBPIH.

OpuH us pacupoCTpaHEHHBIX METOJOB JJI 3TOI'0 — MCII0JIb30BAaTh 3HAHUA 13 BeKTOpHOﬁ a]Il"eﬁpr, 9YTOOBI HAUTH
pasHuny MeXxJy BEKTOPOM B3IJIAA II0JIb30BATE/IA U BEKTOPOM OT UTPOKAa K MHTEPAKTUBHOMY 06'])6KTY.

JIJ1s1 5TOTO MOKHO KCIIOJh30BaTh CKaIsIpPHOE IIPOU3BeeHNe, KOTOPOe MpeCcTaBaseT coboii GopMy yMHOKEHMS
[IBYX BEKTOPOB, BO3Bpallaliee B pe3ynbTare 4ncao. CKaasgipHOe MPOU3BeJeHNe BRIYUCAAETCA IyTeM B3ATHA
Ka’K/JI0U ITapbl KOOPMHAT B IByX BEKTOpaxX, YMHOXKEHHA UX, a 3aTeM CyMMHUPoBaHusA. CHavaia 3ToO MOXKET IT0Ka-
3aThCs HEMHOI'O CJIOXKHBIM, HO, K c4acThio, UE4 3a060TUTCS O peann3alny, U BCe, YTO BaM HYKHO 3HATh, 3TO TO,
YTO Tpe/CTaBIseT OO0 KOHEUHOE YHCJIO TOCIIE CKAJISIPHOTO TIPOU3BE/IEHU .

Hampumep, BXOAHBIE JaHHBIE CKAJIAPHOrO TPOM3BeAEHS HOPMUPOBAHHI, TO €CTh UMEIOT AJUHY 1. DTO 03Ha-
JaeT, 4To 06a BeKTOpa MPe/CTaB/IAIOT HAPaBIeHNs, a He GaKTUIECKHEe MECTOIONOKEHUSI UIN PACCTOSHUA.
[TOCKOJIBKY BXOZHbIE IAHHBIE UMEIOT JIUHY 1, CKaJIsIpHOE TIPOM3BeIEHIE ITUX [IBYX BEKTOPOB ZIaCT Ha BBIXOJIE
KOCHHYC yI/Ia MeX 1y HUMHU (puc. 2.26). Takum 06pasoM, ey Bbl BHIYUCIAETE CKAIAPHOE TPOU3BEIEHUE MEK Y
TEeM, KyZa I0JIb30BaTelb CMOTPUT, U HAalpaBJeHUeM, B KOTOPOM HAXOAATCSA OTHOCHUTENHHO €ro IOJIOBBI HEKO-
TOpBle MHTEPAaKTUBHbIE 0OBEKTHI, BBl MOXKETE MOMYIUTh 3HAUeHUE U3 rana3oHa —1 U 1, KOTopoe MOKa3bIBaeT,
HACKOJIbKO 6JIM3KO OT 06beKTa HAXOAUTCS B3MIAA MONb30BaTeN s (1 CMOTPUT IPSMO Ha ¥ —1 — CMOTPUT TIPIMO
OT 00BEKTA).

Puc. 4.26. Mpumep cKanApHOro npovsseaeHus. U x, n v ABNATCA HOPManM3MpoBaHHbIMM BEKTOPaMI, TAE X NPeAcTaBiaeT
HanpaB/eHue B3rAfa UrPoKa, a v — HanpaslieHne OT rofloBbl UTPOKa K 06beKTy. Yron 6 npeactaBnset coboil yron
MeXay X 1 V B rpagycax
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DTO MPOCTO¥ crocob MpeayraAbBaTh A€UCTBUA T0Ib30BATESA, U OH MOXKET OBITh UCMOJIb30BaH, €CIU HYKHO
peasr30BaTh MOMOIIE B IPULIETMBAHUY (aim assist) B Baie urpe. /I 5TOTO BBl MOXKETe IPOCTO Mepebpath Bce
00BEKTHI, KOTOPHIM XOTHUTE TOMOYb, ¥ HAWTHU TOT, KOTOPHIH NMeeT Harboblllee 3HAYEHIE CKAISPHOTO TTPOH3-
BeZieHUsA (V1M 00BEKT, K KOTOPOMY I0JIb30BATENb CMOTPUT GJIMKE BCETO).

CremyeT 06paTUTh BHUMaHUeE, YTO MPH UCIIONb30BAaHUU CKAIIPHOTO IPOU3BeeHU /I IOHUMAHUA HaMepe-
HUS TI0Ib30BATEJIS 10 €r0 B3MIAAY HOPMAIM3ALUA ITUX 3HAYEHUH TIPUHUMAeT COOCTBEHHYIO JIUHY BEKTOpA.
[To60uHEIN 3 PEKT 3aKTHOIAETCA B TOM, YTO €CJIU OAUH 0O'bEKT HAXOAUTCA OJIM3KO K MOJIb30BATENIO, & [PYTON —
Zlayieko, To 6oJiee yameHHbIN 06bEeKT UMeeT 6oJiee KOPOTKUI YTOJI K HATIPaBJIeHHUIO B3IJIAA [TOb30BATEN A, OH
MOXKET OBITH BHIOPaH, Ja)ke eCJIH T0JIh30BaTe b IbITAETCS BEIOPATh 60iee OIU3KUIA.

OpuH 13 crioco60B CIIPABUTHCS C ITUM — 3TO BMECTO TOT'O, YTOOBI MAKCUMHU3UPOBATh CKaIAPHOE IPOU3Be/IeHIE
MEJK/Y OJIb30BaTeIeM U MHTEPAKTUBHBIMU 00bEKTaMU, MUHUMU3UPOBATH IUHY AYTH MEXK/Y I0Jb30BaTEIEM
1 06beKTaMU. DTO PACCTOSHUE, KOTOPOE CO3/IaeTCsI OKPYKHOCTBIO, 3a/JaHHOM HaIpaBJIeHUEM B3IJIs/la O30~
BaTesis U ooxkeHueM o6bekTa (puc. 4.27 u 4.28).

Puc. 4.27. Mpumep anvHbl Ayrn. [InnHa Ayrv paccunTbiBaeTCA MyTeM YMHOXeHWA paaunyca r v yrna 8 B pagnaHax
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Puic. 4.28. BbluncneHne cansapHOro NponsseeHmns Mex gy MeCTononoxeHnem Actor v ronoBom Bniepes ¢ AONONHATEbHbIM
pacyeToM ANVHbI BYTY MEXAY akTEpOM 1 rOf10BOM Briepes

OpHMM U3 HEeJOCTATKOB KCIONb30BAHUA METOJA CKAJIAPHOTO IPOU3BEEHUA A 0OHAPYKEeHUS B3aMOZEH-
CTBHUSA C MONB30BaTeJeM SBJIAETCSA TO, YTO MO YMOJYAHUIO OH He GyzZeT 06pabaThIBaTh CTOJKHOBEHUS; TO
MOJKET TIPUBECTHU K TOMY, UTO TIOJIb30BATENN CMOTYT B3aUMO/IEHCTBOBATH C 0ObEKTAaMU Yepe3 CTEHHI U IPYyTHe
TBep/ble 0BepXHOCTU. OZHO U3 pellleHuH 3ToH IpobieMbl — IPOBEPUTH CTOJIKHOBEHUE MeXAY II0Ib30Bare-
JIeM U 00'beKTaMHU, KOTOPEIe BBl TECTUPYETe, OTCAEKUBAA UX. DTO, OFHAKO, MOXKET UMETh BEICOKYIO BBIUMCIU-
TEJIbHYIO CJIOKHOCTD, €CJIV Ha CLieHe MHOT'O MHTEPAaKTUBHBIX 00bEKTOB, I KaXKJOT0 U3 KOTOPHIX IOTpebyeTcs
TPaCCUPOBKA.

Jpyroii criocob crpaBUThCA € 9TOH IPOOIEMON — IPOCTO YOeAUThCA, YTO HET HUYEro, YTO MOXKET 3aT€HUTh
BaIll UHTEPAKTHUBHBIE 00BEKTHL. DTO, OYEBUIHO, MOXKET OBITH lAPAHTUPOBAHO TOIBKO B MEHIO U IPYTUX KOHTPO-
JIUPYEMBIX CLIEHAPHUAX; OLHAKO, KOIZa 3TO TaK, METO/, CKaJIAPHOTO IPOM3BeIeHNA JaeT BaM JJOBOJIBHO JlellIe BB
Y yZ06HBII ctocob 06HapYKeHUs B3aUMO/IEHCTBHIA B UTPeE.

EcJiu BB XOTUTE COXPAaHUTH IPEUMYIIECTBA 0OHAPYKEHUS CTONKHOBEHUI, KOTOPBIE JaET TPACCPOBKA JIMHUH,
HO JKeJylaeTe 6OJblel TUOKOCTH B MPOIIECCE BhIZIEJIEHUS U COTJIACHBI TIOTPATUTh HEMHOTO GOJbIlE BBIYHCIU-
TEJIbHBIX PECYPCOB Ha TPACCHUPOBKY, UCIOIb3YiTe oAHy U3 Tpacc ¢uryp. Co3saHue Tpacchl chepsl ¢ paguy-
coM Gosbiie 1 TO3BOMUT MPUIETUBATHCA yAOOHEE U OCTAHETCS OTHOCHUTENBHO JENIeBOU /s BEIYUCIEHUA.
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Ha puc. 4.29 moka3aH mpuMep co3aHus GyHKIUU TPACCUPOBKU ChHepoi, KOTOpas MOXKET HCIOJb30BaThCs
B KOMIIOHEHTE OTCJIE)KMBAHUA B3aUMOJIEHCTBUA.

Puc. 4.29. MNMpocTas GpyHKLMA TPACCUPOBKM Cepoli 1A KOMMOHEHTa OTCNIEXVBAHUA B3aMOfeACTBUA

B kauecTBe ympaxxHeHUs 106aBbTe Tpaccy cdephl B KOMIOHEHT B3aUMOZEHCTBHUS TPACCUPOBKU U IIPOBEPLTE,
YIIPOLIAET I OHA KCIIOIb30BAHHUE.

B KauecTBe elile OAHOTO YIIpaKHeHUs 06aBbTe aim assist ¢ MOMOIIBIO CKAMAPHOTO MPOU3BeAeHus. [l 3TOro
BaM MOHAZI0OUTCS CIHCOK BceX 00HEKTOB, C KOTOPBIMU BBl XOTUTE B3aUMOJIEHCTBOBATh. [logyMaiiTe, 0 Tydiiem
criocobe MosyyeHUst ITOTO CIIUCKA.



FNMABA 5

TEJIENMOPTALUA

TEJIEIIOPTaI.II/IH — OAHH U3 OCHOBHBIX METOZ0OB UCKYCCTBEHHOI'O
nepeMenieHnuda Ha JaHHOM 3Tall€ pa3BUTHUA VR. OTa riaBa pacuiu-
PAET TPAaCCHPOBKY, OITHCAHHYIO B I/IaB€ 4, A0 IIPOCTOro MexaHu3ma

TeJICTIOPTALUH.



Jlyumnas ¢popma nepeaBrKeHus B VR — 9T0, HECOMHEHHO, OTCYTCTBHE UCKYCCTBEHHOTO MepeMeIeH s, BMECTO
HETO JIy4llle [0JaraThCA Ha NHAUBU/YyaJIbHOE CONIOCTABIEHUE peaNbHBbIX IeHCTBIH ¢ mepcoHaxamu VR. OfHaKo
3TOT MOZXO/ TIOPOXKJAET OTPAHUYUBAIOMINN HAO0P TPeOOBAHMIA, TIOITOMY MHOTHE UT'PhI U ZIaKe IieJIble KaHPhI
He MOT'YT [IoJIaraThCs TOJIbKO Ha HETO.

[ToTpebHOCTH paboTaTh C TIEPCOHAKAMHU, TlepeMelIalIIUMUCS Jaiblile, 4eM GU3NIECKUe TIpelebl ABIKeHN i
II0JIb30BaTes, 6pocaeT BEI30B Pa3paboTUUKY U TpebyeT OpUrHHAIBHBIX IPOEKTHHIX pellleHni. Heo6xoAnMocTh
11 000CHOBaHUe 3THX PellleHNH paccMaTpUBaloTeA B IiaBe 9 «[lepeMenienvie B VR». Bo3Bpamasce K coiepKaHUIo
TeKyllell I7IaBbl, HAIIOMHKM, YTO OHA 3HAaKOMUT Bac C OZHUM U3 Haubosiee HOMYIAPHEIX PElIeHHH Tpo6IeMbl
nepeABIIKeHUA B VR — TenenopTanuen.

YroOb! M30€KaTh 3pUTEHHOTO U BeCTUOYIAPHOTO HECOOTBETCTBUA, KOTOPOE MOXKET BO3SHUKHYTh, KOTZId UTPOKU
BUJIAT, 4TO UX IIEPCOHAX ABUKETCA, B TO BpeMsA KaK OHU, 110 CyTH, HEIOJABUKHBI B pealbHOM MUpe, MHOT'He
Pa3pabOTYUKY II0JIAraloTCsl Ha CUCTEMY TeJIeNOPTALMH, KOTOPas MTHOBEHHO IIepeMelaeT UrPOKa U3 TEKYIIEro
MECTOIIONIOXKEHUA B IpyToe.

JlokazaHo, 4To 10Z0OHEIH 0N HOYHEIH «B3PbIB» MeHee 60JIe3HeH /1 O0JIbIINHCTBA II0Ib30BaTe el VR, I03ToMy
BCTpedaeTcs B OOJBIIMHCTBE CO3JAHHEIX B HacToAllee BpeMs VR-urp. OZHAKO Y HETO eCTh CBOM HEJOCTATKH,
[JIaBHBIM 00pa30M CBsI3aHHBIE C le30preHTalnuell. Ou3ndecku Mbl He YMeeM TeJelopTHPOBaTheA (1o KpaiiHeit
Mepe, TOKa), M03TOMY B VR-UTPe T0JIb30BaTe b MOXKET OBITh HAa MTHOBEHHUE COUT C TOJKY TIPU BBIXOJIE U3 TeJe-
nopTa. CyIIecTBYIOT pa3inyHble CIIOCOOH IPeJOTBPAaTUTh 3TOT 3ddeKT, Ha4NHAasA OT IPOCTOTO — MOKA3bIBATh
CJIeZ; OT TOTO, OTKYZA IIPHLIEJ II0Ib30BaTe b, 0 60JIee CI0KHOT0 — IIOKA3bIBATH [I0JIb30BATEIO [IOPTAJI B MECTO-
II0JIO}KEeHUe TeJIe[IOpTa IIepej] TelernopTanyeil. B aToi riase, 0ZHaKO, 3TH METOABI He paccMaTpUBaIOTCA. BMecTo
3TOTr0 MBI CHOKYCHPYEMCS Ha CO3JaHIH IPOCTON CUCTEMEI TEIENIOPTALIMY ¥ IPE/IOXKUM YU TATETI0 CAMOMY IIPO-
BecTH (3abaBHbIE) DKCIIEPUMEHTHIL.

5.1. HacTponka Tenenoprauuu

YTo6BI OTCIEAUTH TENEMOPTAIILIO, BBl Oy/IeTe UCIOMb30BATh TPACCHI; K CYACTHIO, BBl V)K€ CO3/aTd MOAYIbHBII
KOMIIOHEHT B3aUMOZeHCTBUA TpaccupoBKU VR U nHTepdeiic, KOTOPHIH MOXKeT OBITh aZallTUPOBaH B COOTBET-
CTBUM C BAlIMMU NOTpeOHOCTAMU. EC/IU BBl 9TOTO He cAesnajy, IPOCMOTPUTE IIaBy 4 «B3auMozeicTBre Ha
OCHOBE TPAaCCUPOBKU», KOTOPAas IPOBEJET Bac Yepe3 BCI0 COOTBETCTBYIONTYI0 MHGOPMAIILIO O CO3ZaHUK MOAYIb-
HOU CUCTEMEI /1 0OHAPYKeHU B3aMOZEHCTBUI TPAaCCUPOBKY B BAllIMX MUPaX.

Temneps, Korza y Bac ectTh 6a3a s B3aMMOJEHCTBUS TPACCUPOBKHU (OT 3aBepIIEHUS MPEAbIAYIIEH TIaBbl UK
3arpy3Ku ee UCXOJHOT0 K0/a), IPUIILIO BPEMS PACIINPHUTD ee JJI pa3MelleHUs TeJelopTaluu.

5.1.1. Napa6onuyeckasa TpaccMpoBKa

[Ipy OTKPBITHYM KOMIIOHEHTa B3aUMOJEHUCTBUA TPACCUPOBKM 006paTUTe BHUMAaHUE, YTO B HACTOAIIEE BPEMS
eINHCTBeHHAss (QYHKIMA TPACCUPOBKYM CO3/la€T TPACCHPOBKY JMHWEN, UCXOAAIIYI0 M3 KOMIIOHEHTa. JTO
6yzeT OTIMYHO paboTaTh AJI TEJEMOPTALUH; OJHAKO, YTOOHI CeNaTh ellle OAWH IIar BIEpes ¥ MO3BOJUTH
UTPOKY TeNeNOPTUPOBATHCA KaK BEPTUKAIbHO, TaK U TOPU30HTAIBHO, BH Peannu3yeTe METO/, TapabosiecKoit
TPacCHPOBKHU.

B aTom ciay4dae Hapa60)'[PI‘-IeCKPII>1 CJie[, OCHOBaH Ha uzee JBUXEHHNA CHapAZa U MOXET paCCMaTPpUBATbhCA KakK
6pOCOK Ms4a U3 KOMIIOHEHTA B3auMOJAeUCTBUS TPacCHpPOBKH U CJI€JOBaHHE 110 €0 IMYyTH, ITIOKa OH HE IOoIaJeT
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B O0BEKT B urpe. YT0Ob! BEIIOJHUTD 3TO, BbI 6epeTe HallpaBJIEHME KOMIIOHEHTA BSaHMOﬂeﬁCTBHH B Ka4eCTBe

HampaBJI€EHUA, B KOTOPOM ObLI 3anyuleH MAY, ¥ BhIYUC/IAETE HOBYIO ITIO3UIIUIO Ha (l)I/IKCI/IPOBaHHOM BpPEMEHHOM

mrare, OTCJAEXUBaA MEXAY MPEeAbIAYIIUM MECTOIIONIOKEHUEM 1 3TOU HOBOM nosmuneﬁ, IIOKa TpacCHUpPOBKa HE

KOCHETCS 00'bEKTa, I/le OHa OCTAHOBUTCS U BEPHET 00BEKT, KOTOPBIH OBLI MOPaXKeH.

Jli pacdera 3TOM AyTU CHapsAAa UCTIONb3YIoTCA prsndecKre pOopMyJIbl, KOTOPHIe N306pakeHH Ha puc. 5.1.

Puc. 5.1. PacueT aBUXeHNA CHapAAa, NCNomb3yemblil AnA Napabonuyeckux Tpacc. V npeActaBnaeT CKOpoCTb ABMKEHNA
1o Tpacce, y NpefCTaBAAET pacnonoxeHwve no ocu Y, n Z npeacTtaBnseTt cob60oii pacnonoXeHure no ocu Z no OTHOLWWEHUIO
K BpemeHu T n taxectn G

CoszgazuM GYHKIIMIO, peayn3yIollyio TapaboIundecKyto TPacCHPOBKY.

1
2
3.
4
5

OTKpOIiTe Balll TPOEKT U3 IIaBHl 4 U B HeM OTKpoiiTe Blueprint TracelnteractionComponent.
Co3paiite pyHKIHUIO ParabolicTrace.

JobaBbTe TpU BXOJHbIE TIEpEMEHHbIE: Steps, TimeStep, Speed TUMOB Integer, Float, Float.
Co3zaiiTe Bo3BpamaeMyo nepeMeHHy0 Hit Tuna Hit Result.

CoszaiiTe Tpu JoKaTbHbIe TepeMeHHble: Initiallocation, PreviosLocation, Velocity TUIIOB
Vector.

CoszaiiTe emle aBe IepeMeHHble InTimeStep, InSteps TUNOB Float U Integer.

Co3spaiiTe ellle OfIHy epeMeHHYI0 TmpHit Thma Hit Result. OHa 6yZeT XpaHUTh BpeMeHHOE MoTla-
[laHuWe TIPY BHIYUCTEHUH CIe/a.

CosaaﬁTe CETTEPHI AJIA BCEX 3TUX IEPEMEHHBIX, KPOME TmpHit.

CoexuHuTe BBIX0Z InitialLocation co BxogoM PreviousLocation (puc. 5.2).
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Puc. 5.2. HacTpolika NoKanbHblX NepemMeHHbIX ANA napabonmyeckomn TpaccupoBKm

10. CosgaiiTe GetWorldLocation U coefJuHUTE ero ¢ InitiallLocation.

11. CoepuHute ceTTeprl InStep U InTimeStep ¢ BXOZHBIMU IEPEMEHHBIMU Steps U TimeStep
(cm. puc. 5.2).

12. CoeayuuTe InStep ¢ BBI30OBOM PreviousLocation.
13. Cozpaiite GetForwardVector U lIlepeMHOXbTE €ro 3Ha4YeHUE C BXOZHOU IlepeMeHHOH Speed.

14. CoeuHUTE MONTYyYEeHHOE 3HAYEHNE C Velocity ¥ COeIUHUTE MOCTIEeJHUH CETTEDP C BXOJOM BBI30Ba,
KaK I0Ka3aHo Ha puc. 5.2.

[locne co3panusa HYXHBIX IIEPEMEHHBIX /1A BBIYUCJICHUA IIOITIaIaHNA BaM H606XO,Z[I/IMO HaWTH napa6onnqec1<y10
AYyTY, KaK Ha puc. 5.1. 114 3TOTO BBHI pa3zennTe CKOpOCThb Ha OCH U PACCUYUTAETE HOBOE IIOJIOXKEHUE TI0NMalaHUA
Ha (bHKCI/IpOBaHHOM lIare.

1. Ot mocnegHero ceTTepa coszaiiTe ysen ForLoopWithBreak.
2. BFirstIndex ykaxure 1,aB LastIndex IOMECTUTE reTTep AJad InStep.
3. Or Loop Body co3paiite y3en LineTraeByChannel.

4. B Start mocraBbTe reTrep PreviousLocation.
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5.

Co3spaiite reTTep A5 Velocity U pasbeiiTe ero Ha X, Y u 7 (puc. 5.3).

Puc. 5.3. ParabolicTrace: pacyeT no3uLnmy OKOHYaHNA OTCIEXBAHUA

10

11.

12.

s KaK 104 KOOpAUHATH BbI30BUTE QYHKIMIO Float * Float.

Ot koHTaKTa Index co3zaiiTe Int * Float, MOAKIIOYMB BTOPON KOHTAKT K Te€TTEPY AJIS
InTimeStep. DTO MO3BOJUT KOHBEPTUPOBATH KaXIbIH AT BO BpeMs Float.

CoeanHUTE BBIXOZ IIOCJAEJHEr0 Y3JIa CO BTOPHIMU KOHTAKTaMU y3JI0B Float * Float, cO3JaHHBIX HA
mare 6. 3TO HOCYUTAET COOTBETCTBYIOIYE X U Y. JIJIA pacyeTa 7 Hy>KHO Y4eCTb I'PaBUTALIHIO.

OT co3aHHOrO y3/1a Ha Imare 7 co3jlaiiTe ele OAuH y3en Float * Float, coefWHUB 00a KOHTaKTa.
dakTHU4YeCcKU 3TO BO3BeJjeHUe B KBaZpar.

. lo6aBbTe ellle 1Ba BXOAHBIX KOHTaKTa (Ha’KaTh MIPaBOM KHOIIKOM MBIIIH TI0 Y3J1y U BEIOpaTh Add

Pin) ¥ ycTaHOBUTE B HUX 3HadeHus 0.5 n 980. DTo 3HaYeHU 71 pacyeTa pOPMYIIbI JBHIKEHUS
CHapsAza.

OrysnaFloat * Float,CO3ZaHHOrO OT Velocity Z,co3zaiiTe yzen Float - Float ucoefu-
HUTe BTOPOU KOHTAKT ¢ y3yioM mara 10 (puc. 5.3).

Cospaiite y3en Vector + Vector, pa36UB epBHIil Vector Ha KOOPAUHATEL.

13. YcTaHOBUTE OACYUTAHHBIE X 1 Y B COOTBETCTBYIOIINE BXO/HI.
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14. Ycra"oBute Float — Float mara 11 B Z.

15. lo6aBbTe HOBBIM reTTep MepeMeHHOM Initiallocation BO BTOPOM BEKTOP CYMMBI. DTO BEPHET
HIOJICYUTAHHBIN BEKTOP B MUPOBBIX KOOPAMHATAX.

16. CoeuHUTE BBIXO/ 3TOTO y3J1a C KOHTAKTOM End.
17. Eciiv BB XOTUTE BUZIETD Cllefl OTCIeXUBAaHUA, ycTaHOBUTE For One Frame BDraw Debug Type.

18. [IpucoesunuTe y3ea Return K Completed yana ForLoopWithBreak u TmpHit B Bo3BpallaeMOM 3Ha-
yeHNH. He 6eCIOKONTECH, T03)KE MBI YCTAHOBUM 3TH IEpEMEHHEIE.

[Toce pacyeta TPacCHPOBKU, BAM HeOOXOAMMO HACTPOUTH MEPeMeHHY0 TmpHit U HpepBaTh LUKJI PaHbIIE,
ecyiu 06HAPYKEHO CTOJIKHOBEHHUE, YTOOB! YOEAUTHCS, UTO He CETaHO JTUUIHUX BEYUCTEHUI.

1. OrysnaLineTraceByChannel co3jaiiTe ceTTep PreviousLocation U yCTaHOBUTE B HEM BBIXO/
y3na Vector+Vector (puc. 5.4).

Puc. 5.4. ParabolicTrace: ycTaHOBKa nepeMeHHbIX U NpepbiBaHue LMKna

2. CosgaiiTe ceTTep nmepeMeHHOU TmpHit U coeiuHUTe Out Hit ¢ HUM.

3. Cospaiite Branch u coeguanTe Return Value ¢ Condition.
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4. CoeawHWTE BETKY True ¢ KOHTAKTOM Break B I[UKJIE, YTOOBI TPePBATh I[UKJI CPasy MOCJIE TOTO, KaK

TIPOU30IIJIO CTOIKHOBEHUE.

Tenepsb GyHKIIUA OTCIEKUBAHNUA 3aBellleHa, IPHIILIO BpeMs BCTaBUTh ee B Event Graph.

1. Bepuurecs B Event Graph, ynanute GyHKIUIO LineTrace U 3aMeHUTE ee Ha ParabolicTrace.

2. Bo BXOZIHBIX 3HAUEHUAX YKaXKuTe Steps 10, Time Step 0.1 u Speed 500 (puc. 5.5).

Puc. 5.5. Mapabonunueckas TpaccMpoBKa: ncnonb3oBaHue ParabolicTrace B KOMNOHEHTE B3aMOAeNCTBUA

5.2. Busyanusauusa tenenopra

HpI/I TECTUPOBAHUU TEJIEIIOPTA BBl MOXKETE MCII0JIb30BaTh MPOCTYIO OTIAJAKY, YTOOBI BUZETDH, KyZa 6yAeT Teae-
TIOPTUPOBAH UTPOK. OzHaKo AJ1 3TOTO B CO3JjaIUTE OTZIEJIbelﬁ ACtOT‘, IIOTOMY YTO TOTZAa CMOXKETE paCIIuPpUTh
€TI0 IT03Ke AJid BUdyaandalnun 6OJ'ILU.ICFO, 4eM IIpoCTo cieja.

5.2.1. Busyanusauua matepuana

CHavaJa co3ZjaluM MaTepuaJ, KOTOPbIK OyZeT UCIOIb30BaH AJIs BU3yaIH3allK. DTO IPOCTOM I'PaZIUEHT, 3aTH-

XaIomWi HaBEPXY ¥ BHU3Y.
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1. Cospaiite manky Materials B Content Browser, eciiu ee HeT.
2. CoszaiiTe B Hell HOBBIY MaTepras M Ha30BUTe ero TeleportVizualizer.

3. OTkpoiiTe MaTepuaJ, yctaHoBuTe Ha manenu Details Translucent B Blend Mode u Unlit B Shading Model
u BKytounTe Two Sided.

4. Cospaiite y3en VectorParameter (MmoxxHo Haxatb V 1 JIKM), Ha3BaB ero Color, ¥ yCTAHOBUTE 3Haye-
HUA (R = 0.25, G = 1.0, B = 0.5, A = 1.0).CoeauHUTe €ro c KOHTAaKTOM Emissive Color.

5. YToOBI cO3/1aTh TpafueHT, co3aaiiTe TextureCoordinate (MoXXHO HaxaTb U U IIEJTKHYTh MBIIIBIO).

6. Ot aroro y3ia cozaaiite y3en ComponentMask, BEIGpaB TOMbKO G-061aCTh. ITO U3BJIEYET TONBKO
Y rpa/iMeHT U3 KOOPJVHAT.

7. YTOOBI IONYYUTD IPAJVEHT HA 060UX KOHIIAX, OT Mask co3zgaiite y3en Cosine. 3T0 BO3bMET TPaJUEHT
o1 0 70 1, uTOOHI czesath ero ot 1 10 -1 70 1.

8. YtoOrI mpeobpasoBars ero, fobasbre OneMinus nocie Cosine.

9. Yro6bl HOPMHUPOBATH 3TO 3HAUeHUe, co3gaiiTe Divided mo 2 (puc. 5.6).

Puc. 5.6. MaTepuan Bu3yanusauuu TenenoptaLum
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10. lo6aBbTe y3esn Power, yCTaHOBUB BO BTOPOI KOHTAKT HOBBIH CKaJISIPHBIH TapaMeTp
GradientFallOff co 3HaYeHHEM IO YMOJYAHHUIO 2.

11. lo6aBbTe Clamp y3en nocie Power.

12. CoeguHuTe BeIX0 Clamp € BXOAOM Opacity MaTepuasnia.

5.2.2. Busyanusauusa aktopa

Teneps co3mazum akTopa (Actor), KOTOPBIY OyZIET COAEPKATD CETKY (Mmesh) BU3yanu3aluu.

1. B manke Blueprint co3gaiite HOBBIH Blueprint Actor, Ha3BaB ero TeleportVizualizer.
2. OTkpoiiTe ero u 106aBbTe HOBBII KOMIIOHEHT Static Mesh, Ha3BaB ero Visual.

3. YcraHOBUTE Y KOMIIOHEHTA Ha aHenu Details B CBOWCTBE
Static Mech S_EV_SimpleLightBeam_02. Ecau BH ero He BUAUTE,
aKTUBUPYUTe Show Engine Content B mapaMeTpe View.

4. YcraHoBuTe BMaterials Element 0 Ball cO3JaHHBIN MaTepuai.

[ToBepHUTE KOMIIOHEHT Ha 180 TPa/[yCoB 110 OCU X U YKAXKUTE scale Ha 0.3 110 OCH 7, YTOOBI CIEIaTh
€ro IoXO0XXUM Ha Teslenoprt (puc. 5.7).

Puc. 5.7. Actor Bu3yanusauuv Tenenoptayum
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5.3. lpocTou perynarop tenenopraumm

Tenepb Yy Hac €CTb BU3dyajau3alia TeJernopTa. BrI MOxeTe co3iaTh peryndaTop TejaenopTanunu, YTO6BI [TOTb30Ba-
T€JIb MOT' BLI6PIpaTb KyZa TeJIenopTupoBaThbCA.

1. B mamnke Blueprint co3zaiiTe HOBBIH Actor oZl Ha3BaHUEM TeleportVolume.

2. OrkpoiiTe ero u 06aBbTe 1Ba KoMIoHeHTa Box Collision co craHzapTHBIM HazBaHueM u Child Actor,
Ha3BaB ero TeleportVizualizer.

3. BoibepuTe Box ¥ yCTAaHOBUTE B 3HAUeHUM Box Extent (X=200, Y=200, z2=1) (puc. 5.8).

Puc. 5.8. Perynatop Tenenoprauuun: KOMNOHeHTbl

4. VYcraHoBuTe Collision Present Ha3sHaueHwue Custom,ybeAuBIINCH, 4YTO B Collision Enabled
cToUT Query Only, ¥ BEIOEpUTe Ignore AJIA BCEX peaKIiyii Ha CTONKHOBEHUE, KpoMe Visibility
U Camera. Jld HUX ycTaHOBUTE Block.

5. Bribepurte Child Actor v ycTaHoBuTe Child Actor Class Ha TeleportVizualizer.

6. Ybepute dpnaru Visible.
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7. Ortkpoiite Class Settings u fobassre TracelnteractionInterface B cexuuto Implemented Interface
(He 3a6y/[bTe CKOMIIMIMPOBATD, YTOOBI TOMYIUTH JOCTYI K GYHKI[UAM UHTepdeiica).

8. OTkpoiiTe GpyHKIMIO TraceMove U BHI30BUTE y3es Break Hit Result 0T BXOZHOU epeMeHHOM Hit.
9. CoszaiiTe HOBBIM reTTep /151 KOMIIOHEHTAa TeleportVilualizer U co3gaiiTe SetiWorldLocation.
10. CoefuHUTE IOCTIEHUIN MEXK Y BXOZIOM U BBIXOZIOM U3 QYHKI[UH.

11. Coezunurte y3en Location y3na Break ¢ New Location y3na SetWorldLocation (puc. 5.9). 3To 6yzet
[BUTATh TENENOPT KaXKAyI0 06paboTKY KaZpa B MECTO, [/Ie UTPOK B3aMOZEHCTBYET C PETYNATOPOM.

Puc. 5.9. Perynatop Tenenoptauuu: pyHkuua TraceMove

12. OTkpoiiTe GpyHKIMKM TraceHitObject u TraceLeaveObject U 06aBbTe HOBbIM reTTep A5 KOM-
noHeHTa TeleportVizualizer.

13. OT Hero BBI30BUTE SetVisibility. B yHKIUM TraceHitObject oTMeTbTe 06a draxka,
aB TraceleaveObject TOJBKO MOCIESHUHA. 3aTEM COEJMHUTE UX C BBIXOJOM U3 QPYHKIIUU
(puc. 5.10). DTo OyzeT MOKa3bIBaTh U CKPBIBAThH BU3YyaIU3aIMI0 IPU B3AUMOJIEHCTBUY TI0JIb30BaTES
C PeryisaTopoM.
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Puc. 5.10. PerynsTop Tenenoprayuu: nonagaHue u bixog

14. Co3zaiiTe HOBYIO QpYHKIIUIO IIOZ Ha3BaHUEM TeleportPlayer, KOTOpas IpUHUMAET Pawn 1oz,
HasBaHUeM Players U Vector o7 Ha3BaHUeM Location. OHa TeJenopTHupyeT UTPOKa, IPUHUMAsA BO
BHMMaHMe no3unuio HVD.

15. OTkpoiite GyHKIHUIO U OT Players co3zaiite y3en GetController, mpukactyiite ero k PlayerController,
COeZIMHUB KOHTAKT BBIMONHEHUA ¢ yHKIMeEH Cast.

16.0TAs Player Controller nomyuurte PlayerCameraManager.

17. Ot aToro y3ia BbI30BUTe QYHKINIO GetCameraLocation (puc. 5.11).
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Puc. 5.11. Perynatop Tenenoptauuu: GyHKLMA TenenopTa

18. Ot BxOAHOTO 3HaUeHUs Player co3zaiiTe eme oguH y3ea GetActorLocation.

19. Ot Hero co3zaiiTe y3en Vector - Vector, IPUCOeAUHUB BO BTOpou Bxoz GetCameraLocation.
20. OT pa3HOCTH co3jaliTe y3esa Vector + Vector u pa3beiiTe mepBbIid BXOJ.

21. Paz6eiiTe BBIX0O y3/1a Actor — Camera M OCTaBbTE TOJBKO X M Y KOHTAKTBI C 1mara 18.

22.Bo BTOpO#1 BX0Z y371a Vector + Vector NIPUCOEAMHUTE BXOZHYIO IepeMeHHYI0 Location.

23. OT BBIXO/Ia IIOCTIEJHETO y3J1a BEI30BUTE SetActorLocation. B Target ykaxuTe BXOZHOE 3HaYeHUE
Player (puc. 5.11).

24. OTkpoiiTe dyHKIUIO TraceActivateUp U BbI30BUTe y3en BreakHitResult oT Hit.

25. Beizosute dyukuuio TeleportPlayer v COefMHUTE €T0 MEXAY BXOZOM U BEIXOOM U3 GYHKIUU.
26. Coenunure Instigator ¢ kKoHTakTOM Player y3na TeleportPlayer.

27. PazbetiTe BxoA Location yana TeleportPlayer v BbIX0o4 Location y3na BreakHitResult.
28.CoenHuUTE X U Y MEX/Y HUMMU.

29. Cospatite GetActorLocation, pa3beiiTe ero BHIXOJ.
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30. CoeznHUTE Z C BXOAHBIM KOHTaKTOM Z y3ia TeleportPlayer (puc. 5.12). DTo TesenopTUpyeT UI'POKa 110
KOoOpAUHaTaM X U Y, HO TI0 Z Actor-a, KOT/ia BhI3bIBaeTca ActivateUp.

Puc. 5.12. Perynatop Tenenopraumm: akTneaLuma

EcJu BB MICIIOJIB3YETe MPOEKT U3 TVIaBHI 4, 106aBbTE TOJIBKO HOBBIN TeleportVolume Ha Balll YDOBEHb U TPO-
BepbTe ero. MiHaye BaM He0OX0AUMO Z06aBUTh Game Mode BMecTe ¢ Bautumu Pawn u InteractionComponent.

5.4. 3aKnw4yeHue

OJTa rjaBa IokKa3aja BaM, KaK YCOBEPIIEHCTBOBATb BBaHMO,ZLCfICTBHG, pa3pa60TaHHoe B I'1aBe 4, u ,Z[O6aBI/ITb

HapaﬁOJII/I‘{eCKI/Ie TpaccChl.

BrI TakKe peanu3oBany 6a30BBIN TeJENOPT, KOTOPBIHM MO3BOJIUT JTI0O0OMY Iob30BaTenio ¢ Trace Interaction

Component TeJ€OPTHUPOBATHCA K HEMY.
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5.5. YnpaxHeHus

[TonpobyiiTe IpUAyMaTh, KaK paCIIUPUTD 3TY CUCTEMY. BapraHTBI MOy T BK/IIOYATh:

1) L[O6aB)I€HI/Ie CUCTEMBI YaCTHL], KOTOpad 6y,aeT TMIOKa3bIBaTh, OTKYy/Za IIPUIIEJI TI0JIb30BATEb;

2) co3/laHHe HOBOTO TEJENOpPTa, AeHCTBYIONIEro KaK euHast TOYKa, K KOTOPOM MOKET TeJIeIOPTHPO-
BaThCS UTPOK;

3) s3amejsieHHe OTCIEKMBAaHUA HA mapy CeKyH[;

4) cospmaHue KOMIIOHEHTA, KOTOPHIN BU3yalu3UpyeT Bally mapaboidecKyo Tpaccy.



FrMABA 6

rPAOUKA ABUXEHUSA
U 2D-UHTEP®EUCHI
C NOJIb30OBATEJIEM B UNREAL

HecMmoTps Ha Tugupylonyue no3unuu 3D-uHTepeicos,

2D mo-npe;xHeMY ABJAETCA YA0OHBIM CIIOCOOOM MPEACTABIATD

B VR OTHOCHUTEJIbHO 60JIbIINE 06'beMbI HHPOPMALUH, Peaanu3ys
HM3BeCTHBIE I1a0JIOHbI B3AaUMOJIEHCTBHS. B 3TO# I71aBe paccMaTpu-
BaOTCA HEKOTOpbIe MpobJieMbl ¢ 2D-unTepdeiicamu B VR, ipes-
JlaraeTcs peaju3oBaTh CCTeMY B3auMmozeiictBusa Unreal Motion
Graphics (UMG) ¢ Hyqs1, U pa3bACHAETCA, KaK UHTETPHPOBATh 3Ty

CHCTEMY B IPYTUX CHCTeMaX B3aUMOJAENCTBHUA.



6.1. Npo6nembl 2D-uHTEpdEnca c nonb3oBaTtenem B VR

Co3zanue unTepdeiica ¢ mosb3oBaTeneM B VR COMPAKEHO C CEPbE3HBIMU TPYAHOCTAMHU, KOTOPhIe 0OBITHO HE
BO3HHKAIOT B OOBIYHBIX 2D-Urpax. B TpaJUIIMOHHBIX UI'PaX MHOTHE MOJb30BaTENbCKUE UHTEPDEICH «ITPUBS-
3aHBI» K oJI0Be (MPUKpeIIeHH! K BUPTYalbHOU r'OJIOBE UI'POKA, TO €CThb eCJIM T0JI0BA IIepeMelaeTcs, 0Ib30Ba-
TeNbCKUU UHTEpENC cIeayeT 3a Hell). Takoe MOBe/ileHNE BbI3bIBAET OCHOBHBIE MTPOBIEMBI IPY OPTHUPOBAHUY
Ha cyuecTBytomue VR-CUCTeMBL.

JlBe oCHOBHBIE ITPO6JIEMEl BO3HUKAIOT IIPY NONBITKE Peaan30BaTh B VR ONMMCAHHBIN BhIIIe WHTEPQEHC MoIb-
30BaTeJIs C IPUBA3KOH K royoBe. OGbIYHO /1 06ecredyeHUA YeTKOCTY TaKOW MHTepeC IpoetupyeTcs OpTo-
TOHAJIbHO. DTO O3HAYaeT, YTO IMOJb30BATENbCKUI HHTepdeiic MOXKeT GBITh OTPUCOBAH NOBEPX BCEX APYTUX
3JIEMEHTOB B UTPE, ¥ eMy He HY’KHO B3aUMO/IeHICTBOBATb C UTPOBBIM 3D-MHUPOM.

OpHAaKo ecyy Bl CIPOELMpPYETe I0Ib30BaTENbCKUN HHTepdelic opToroHa bHO B VR, T1a3a UTPOKA YBUAAT €ro
TaK, KaK ecyu OBl OH ObLI 6€CKOHEUHO Aaieko. Kak BHI JIETKO 0TaflaeTech, ITO II0Xasd UAEs, IOTOMY YTO MPHU-
BOZUT K HECOOTBETCTBHIO MEK/Y 3PUTENBHBIM BOCIIPUATHEM U TIONIOKEHNEM 00BEKTOB, KOTOPBIE HE HAXOAATCS
B 6€CKOHEYHOCTH (TIOTOMY UTO MO3T HeZIOyMeBaeT, TOYEMY CaMblii JanbHI 06bEKT 0TOOpakaeTcs IOBEPX 00b-
€KTOB, KOTOPBIE IIPe/TIONOKUTETBHO PACIIONOKEHE! OIKKe). DTO MOXXET BBI3BaTh JUCKOMQOPT.

Eme ogHa mpUYMHA, MO KOTOPOH (GUKCHPOBAHHBIE K rOJOBe MHTepQEicH ¢ Ionb30BaTeseM OOBIYHO ABJIA-
I0TCA IJIOXUM pellleHreM i VR, 3aK/II049aeTcs B TOM, YTO JIMH3HL, KOTOphIE B HACTOAIlee BpeMs HeoOX0AMMBL
B VR-11sIeMax, YTOOBI II03BOIUTh UTPOKAM COCPEOTOYUTECA Ha dKpaHe, 04eHb OIM3KO PACIIONOKEHE! K II1a3aM,
He U/leabHbl U UMEIOT OrpaHNYeHue, IIPUBOJALIEe K TOMY, 4TO caMoe YeTKoe H300pakeHre HaXOAUTCA I10 ITeH-
TPy B3mIAza urpoka. Kak ciescTBue, IpH lepexozie Ha epudepuio n306pakeHre CTAHOBUTCA MeHee YeTKIIM.
Taxum 06pa3oM, pacIosioKeHNe 31eMEHTOB HHTepdelica ¢ II0Ib30BaTeIEM [0 KPasM ero Mo 3peHus JeaeT
UX MeHee YUTaeMBIMH, 4eM B IleHTpe. Ele ofHa nmpobieMa 3akJIr0daeTcs B yAaleHUH BRIXOZHOTO 3payka (pac-
CTOSIHHE OT I71a3 UI'POKa [0 9KpaHa VR-1jieMa) UTPOKOB, U TO, UTO Ha Nepudepu A HeKOTOPHIX, MOXKeT ObITh
TIOJTHOCTBIO CKPBITO AJIA APYTUX!

Kak moCTymuTh /i pelleHus 3TuX mpobiem? [IpocToe peleHre — 3TO CO3/IaTh TPeXMEPHbIN 06BEKT (0OBIYHO
YeTHIPEXYTOIbHUK) ¥ OMECTUTb €r0 B UTPOBOM MUpE, TIOC/IE Yero Ha HEM CreHeprpoBaTh nHTepdeiic. ITo
pelraeT mpobreMy pacCTOSHUA C OPTOrOHAIBHON MPOEKIINel, TOCKONIbKY IIPUMEHSIOTCSA BCe TIEePCIEeKTHBHbIE
MIPOEKITMHM UTPOBOTO MUpa, U mpobiieMy nepudepun ¢ 3a6J0KMPOBAHHBIM MOJTb30BATENbCKUM UHTEPEcoM,
[IOTOMY YTO UTPOK CMOXKET IPH HEOOXOAUMOCTH CMOTPETH Ha JIF0OYI0 YacThb II0Ib30BaTENbCKOr0 HHTEpdeiica.
VIMEeHHO TaK BHIIVISUT pelieHre, KOTopoe Bribupaet Unreal.

OnHaKo 3TO pelleHMe He JUIIEHO IPo6JeM, I03TOMY B 3TOH IJIaBe pacCMaTPUBAIOTCSA BO3MOXKHEBIE PeIIeHHs
HEKOTOPBIX U3 HUX.

Emte ogHa mpobiema ¢ UCIOIb30BaHUEM TPAAUIMOHHEIX [101b30BaTeNbCKUX HHTePelicoB B VR BO3HUKAET,
KOT/a BBI 3a/IaeTeCh BOIPOCOM, a IEUCTBUTEBHO JIM BaM HYKeH I0J1b30BaTebCKUi HHTepdelic. Takoii Bompoc
MOXKET TI0Ka3aThCA IMIYIIBIM, HO U3-32 HOBBIIIEHHOI'O YPOBHA IOI'PYKEHUA U IIPUCYILEeH cpesie CTepeoCKonny-
HOCTY OOJIBIIMHCTBO TPAZULIMOHHBIX JBYMEDPHBIX MHTEPDEHCOB OCTABIAIOT JKeJaTh Jydiiero. Yacto MeHee
TPaJMLMOHHBIY MOJb30BATENbCKUN HHTepdeiic mopoxgaeT Gojiee 3axBaThIBAOIUI cioxeT. Hampumep,
B UT'Pe-IIyTepe peaqucTUIHee CMOTPETh Ha BUPTyaIbHOE OpPYKHe, YTOOBI YBUAETD, CKOIBKO OCTANIOCh MaTpo-
HOB, a He IIPOCTO MTOKa3bIBaTh UX KOIN4eCTBO cO0KY. KoHeYHO, Bce 3TO 3aBUCHUT OT CTUJIA U THIIA UTPBI, KOTOPYIO
BHI CO3/]aeTe; B HEKOTOPHIX CIy4asx 0O beMHBIN TEKCT MOXKeT e ICTBUTENIBHO COOTBETCTBOBATH CTHIIIO BAlllero
VR-mupa.
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6.2. Uctopusa n coBmectumoctb UMG

Unreal Motion Graphics (UMG) — 3T0 HHCTPYMEeHT, HOCTPOeHHBbIH 1o npuHIuny WYSIWYG (To, 4To BE BUAUTE,
3TO TO, YTO BBI IIOJTy4aeTe), AJIA CO3ZAHUA MONb30BATENbCKUX UHTepdelicoB B Unreal Engine. OH 1103BOJIAET
vepapxu4ecKy OlpeesisiTh MeHI0, Moib3oBaTenbckuil uHTepderic u HUD (heads-up displays), pa3meas BU-
JKETHI BHYTPYU IpadryecKoro pelakTopa U OIpesesifas X BHEMHUN BU/ ¥ QYHKITMOHATBHOCTb.

VIHTerpupoBaHHbIM B ABUKOK, HaUMHAsA ¢ Bepcud 4.4, UMG paHblue HYXXeH ObLT /A CO3LAHUA JBYMEPHBIX
I0/Ib30BATENbCKUX UHTEP(ENCOB, HO TOCTYKUT U Hallel 1ieyu. [lepponavanbio UMG cTpajai OT TOJBKO 4TO
OMUCAHHBIX TPo6IeM; OfHAKO HAauMHAas ¢ Bepcuu 4.6 B ABUIKOK OBbLT 06aBIEH sKcIiepuMeHTanbHbIi 3D UMG
KOMITOHEHT. DTOT KOMIIOHEHT MO3BOJISET Pa3MeCTUTD Jito60i BukeT UMG B 3D-TIpOCTPaHCTBE U HACTPOHUTh
OCHOBHBIE CBOMCTBa, TaK1e Kak pa3Mep U 1BeT GpoHa. OZHAKO U 37ech He o6omLIoch 6e3 mpobiem. [aBHast Mpo-
6;1eMa 3aKIo4yanach B TOM, 9TO He OBII0 BO3MOKHOCTH B3aUMOJENCTBOBATH C STUMU BUAKETaMH TOCTIE PEH/le-
punra VR-mupa. YTo6bl n36€XaTh 3TOro, MHOTHE pa3paboTYMKU MCIOIb30BAIH IPUEMBI, TAKUE KaK CO3/jaHUe
TI0/Ib30BATENbCKUX BU/KETOB U OOHApPYKEHHUE I0JIb30BATENbCKUX IOMAJAaHUM, BBITIOIHASA Mpeobpa3oBaHue
KOOpPZAMHAT 13 KOOPAWHAT UTPOBOTO MUPa B OTHOCUTEIbHBIE KOOpAUHATH UMG Bpy4YHYIO WU, KaK 1, 100aBIAsA
bYHKI[MOHATBHOCTD B BU/IE TJIaTHHA, KOTOPHIH MTO3BOJISAT pa3paboTyrKaM B3auMOJeHCTBOBATD ¢ 3D-BU/KeTaMU
BPYUYHYIO IIPY OMOIIM TpaccupoBKU. (I'1aBa 4 «B3auMozieicTBIEe HA OCHOBE TPaCCUPOBKU».)

OjHaKo HayMHasl ¢ Bepcuu ABrKKa 4.13 aTu pobieMsl peleHs! fobaBreHreM KoMmnonenta UMG Interaction,
KOTOPBIY MBI 6yZieM HCII0JIb30BaTh B 3TOH IVIaBe.

6.3. lpocTtoe VR-meHI0

Yro6bI CO34aTh ITPOCTOE MEHIO, HAM HOHa,ZLO6HTC${ TpU Actors.

1. TpagunuonHbe UMG-BUIKET, KOTOPBIN XPAaHUT aKTyanbHble UI-BU/KETEHI, ONIpeiesisgeT UX BHEITHIH
BU/ U ITOJIOKEHUE.

2. Actor, koTopeiii xpauuT 3D Widget Component v mokassiBaeT UMG-BuKeT B 3D MPOCTPAHCTBE.

3. Pawn urpoka, KOTOpPHLiI XpaHUT B cebe Camera u Widget Interaction Component, T03BONAIOIUH eMy
B3aMMO/IeiCTBOBATD C BAallIMMU BU/)KeTaMU B 3D-IPOCTPAHCTBE.

Cuauvasa cozzagum UMG-BU/IKeT, KOTOPHIH 6yeT MoX0X Ha 06bIYHOE MEHIO B VR-UTpax. ITO MO3BOJUT UTPOKY
HavyaTh UTPY, BLIOPATh KOMGOPTHBIHM PEKUM ¥ U3MEHUTD CIOKHOCTh UTPHI, 8 TAK)KE BBHIMTH U3 UTPHL. 3aMETHM,
YTO 3TU MYHKTBHI He OyZAyT pabounMU, TaK KaK peajnusalus 3aBUCUT OT BallleH UTPHI.

1. Co3zgaiiTe HOBBIH NycTOM Blueprint IPOeKT.

2. CoszaiiTe B KOpHeBoI mamnke e nanku: Blueprints u UMG. B mepBoii 6yayT xpaHuThcs Blueprints,
BO BTOpOi — UMG-BUKETHI.

3. Co3zpgatite HOBBIN Widget Blueprint B manke UMG (B MeHto BeiGepute Add new = User Interface =
Widget Blueprint). HazoBute ero MenuWidget.

4. OTKpoliTe ero u yZanauTe yxe co3ZlaHHylo Canvas Panel. 3aMeHHUTe ee HA Vertical Box.
IT0 IPOCTOH cr10co6 Pa3MeCTUTh BHYTPEHHIE BU/KETEL.

5. VYcraHoBuTe Asd cBoMicTBA Fill Screen (B gepxHem npasom yeny Viewport) Custom ¢ BBICOTOU
u muprHoi o 200.

6. [lob6aBbTe HOBHIH Button, mepeTaliuB ero Ha Vertical Box. Ha3oBuTe ero StartButton uycTa-

HOBHTE 3HaUeHUs A Padding (Left =10, Top=10, Right =10, Bottom=5). Co3ziaiiTe HOBBIN
Text, IPUBSA3aB €ro K StartButton. Mi3aMeHNUTe 0TOOpaKaeMbIi TEKCT Ha Start.
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7. Co3paiiTe HOBBIHM Check Box mof StartButton ¥ Ha3oBUTe ero ComfortModeCheckBox,
HaCTPOMB €ro cocToAHue Checked State Ha Checkedu PaddingHa (Left = 10, Top = 5,
Right = 10, Bottom = 5).

8. Co3zpaiiTe HOBBIU Text, IPUBA3aB €ro K Check Box M yCTAaHOBUTE TeKCT Comfort Mode u Font
SizeHal2.

9. CospaiiTe Combo Box U IIOMeCTUTE ero nof Comfor tModeCheckBox, J06aBUB TPU HOBEIE CTPOKU
BDefaultOptions (Easy, Normal, Hard) u ycTaHoBUTe Normal B SelectedOption (puc. 6.1).

Puc. 6.1. MpocToe MeHI0 C KHOMKaMI «CTapT» U «BbIXOA», @ TaKKe BapMaHTamMm PEXIMAa 1 CIOKHOCTY

10. ismenuTe Font Size mms Difficulty Combo Ha 12 MycTaHoBUTe Padding (Left = 10,
Top = 5, Right = 10, Bottom = 10).

11. CkonupyiiTe KHOIKY Start.
12.BcTaBbTe ee, BriGpaB Vertical Box.

13. BeibepuTe 3TOT BU/PKET M HA30BUTE €ro ExitButton, 3aTeM yCcTaHOBUTE ero Vertical Alignment
HaBottom, SizeHaFill mPadding (Left = 10, Top = 5, Right = 10, Left = 5).

14. BeibepuTe TEKCT BHYTPY KHOIIKY ¥ U3MEHHTE ero Ha Exit.
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6.3.1. MeHto Actor

ITocye co3ganus 2D-MeH0, BaM HYKHO CO3/laTh TPEXMEPHBIH Actor, KOTOPBIY Oy/IeT pa3MellleH B MUpPe U Xpa-
HUTH 3D-TIpejCcTaBIeHe BUKETa.

1. Co3spaiite HOBHIH Actor B amike Blueprints u Ha3oBuTe ero MenuActor.

2. JlobaBbTe KOMIOHEHT Widget.

3. BriGpaB 3TOT KOMIIOHEHT, Ha maHesu Details mog User Interface, ycranosute MenuWidget 8 Widget Class.
4

B 3TOM Xe maHenu, ycraHOBUTe Draw Size (X=200, Y=200). OTH HapaMeTphl Bbl UCIIOIb30BAY,
KOT7ja CO3/jaBajId BU/AXKET, HO 3TO HeobsA3aTeNbHO TaK. UMG-BU/KET MOXET MacIITabupoBaThCs
[10 IPOM3BOJIBHOTO pa3Mepa.

5. Tax kak Draw Size Bce elije 60JIbIION B MUpPe, YCTAHOBUM Scale y KOMIOHeHTa (X = 0.5,
Y = 0.5, Z = 0.5).3T0 NMeeT XOpOIIui Mo60IHBIN 3GEKT, Aenas TEKCT TyUllle, TaK KaK BU/KET
6yzeT OTpUCOBaH B BEICOKOM pa3pellieHnH, a 3aTeM YMeHbIIIeH.

6. Ha manenu Details ycraHoBUTe Background ColorHa (R = 0.0, G = 0.0, B = 0.0,
A = 0.2) uBlend Mode Ha Transparent. OTO CHUXKAeT IPOU3BOAUTETHHOCTD, HO TPO3PAaYHbIH
4yepHbIH GOH IOMOXKET eMy CIUThCS C MECTHOCTBIO (PUC. 6.2).

Puc. 6.2. VR-meHIo Actor ons co3panus 3D-BuakeTa
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7. YtoOBI OTBEYATh HAa B3aUMO/EHCTBHA TI0Ib30BATEIS C BUAKETOM, BAM HEOOXOAUM JOCTYII
KWidget Object.YTobBI cAenaThb 370, mepeHecute Widget Component Ha Event Graph v BEI30BHUTE
GetUserWidgetObject (puc. 6.3).

Puc. 6.3. MonyueHne WidgetObject ot Widget Component n HazHaueHve cOObITUA Ha HaxkaTne KHoMKw Start

8. YTOOBI MOMYYUTH JOCTYT K KOHKPETHBIM BU/’KETAM BHYTPH MEHIO, OT GetUSerWidgetNObject
CO3ZalTe y3es ¥ CoeJUHUTE ¢ MenuWidget, COEZIMHUB BXOZ BHIIIONHEHNA K EventBeginPlay.

9. Ot As Menu Widget co3aiiTe HOByIO IlepeMeHHYI0 ThIIa Menu Widget, HaxxaB Promote to Variable.
Ha3zoBute ee WidgetObject. DTO cemaeT JOCTYII IETKUM AJIA IOCIEAYIOMET0 NCIIONb30BaAHUSA.

10. OT rory60oro BEIXO/Ia CETTEpa MOJYUUTE StartButton, KOTopas cBA3aHa co Start button B BaleM
MeHIO.

11. OT mocsiefHETO reTTepa BhibepuTe Assign OnClicked. ITO co3a4acT COBBITHE ¥ ABTOMATHUECKU
TIPUBSXKET ero K JUCIeTyepy OT KHOIKHU (CM. pHc. 6.3).

12. Temepb BB MOJKETE /I€TaTh YTO YTOAHO € 3TUM cobbITHEM. OHO OGyZIEeT BHI3BIBATHCSA IPU HAKATHH UTPO-
KOM KHOIIKM Start.
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6.3.2. MeHio Pawn

[Tocne co3zanus aktopa A 2D-BumkeTa u 3D-BUKETa, BaM HE0OX0AUMO CO3/jaTh Pawn, KOTOPHIii 6yaeT Xpa-
HUTD B cebe Widget Interaction Component, KOTOPbIi TIO3BOJUT UTPOKY B3aUMOZAENCTBOBATH ¢ 3D MeHIO.

1. CospaiiTe HOBBIH Pawn B mamke Blueprints u Ha30BUTe ero MenuPawn.

2. Co3spaiiTe TpH HOBBIX KOMIIOHEHTA: Scene moj Ha3BaHueM CameraRoot, Camera 1oj; Ha3BaHUEM
Camera u Widget Interaction noj HazBaHHeM WidgetInteraction.

3. TlomectuTe Camera moj CameraRoot U WidgetInteraction nog Camera. JTO cAenaeT Camera
JIOYEPHUM 3JIEMEHTOM OT ScenenWidgetInteraction oT Camera, YTO MO3BOJUT B3aMMO/IEHCTBO-
BaTh C BU/XKETOM, UCIIOIb3Ys BUJ U3 KaMepsl (puc. 6.4).

Puc. 6.4. VR-meHto Pawn: 6a30Bbili KoMnoHeHT Widgetinteraction

4. WidgetInteraction MMeeT HECKOJIBKO CBOUCTB. Interaction Source IO3BOJAET BaM CKa3aTh
KOMIIOHEHTY, KaK cJie[yeT B3auMOZAEHCTBOBATH C BU/XKETOM; TI0 YMOJTUYAHUIO 3TO Wor 1d, KOTOPBIH
MIOCBLJIAET CJIe/Ibl [0 HATIPABJIEHUIO CTPEJIBI ¥ B3AUMOEHCTBYET C KOMIIOHEHTaMHU, KOTOPBIE OHU
mopasuiu. Interaction Distance— 3To MakcUMaJbHadA AUCTAHIUA B3auMozeiicteus. [locies-
Hee, Interaction Component UMeeT IOHATHE BUPTYaJbHBIX II0Jb30BaTe e, KOTOphIe II03BOJIAIOT
BaM OIpeJieIATh APYTUX NT0Jb30BaTe el ¥ pa3pelnaTh HeCKOIbKUM UI'POKAM B3aHMO/IeiCTBOBATh
¢ BuKeToM. HacTparBaeTcs 3TO Py IIOMOIIY CBOMCTBA Virtual User Index.
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5. Yro6bl mony4uTh GyHKIMOHANTBHOE B3aUMO/eICTBIE, BAM HEOOXOAMMO TPOCTO aKTUBUPOBATh
cobbiTHe HaxaTus. B Event Graph cospaiite y3en LeftMouseButton (To3:ke BBl MOXeTe U3MEHUTH 3TO
Ha t060e Haxarue, Harpumep Touchpad).

6. CosgaiiTe rerrep ayid WidgetInteractionComponent U BEI30BUTE OT Hero y3eln PressPointerKey,
COEIMHUB €r'o C KOHTaKTOM Pressed.

7. Ot retTepa co3zaiite elie oauH y3en ReleasePointerKey, COeIMHUB €0 C KOHTAKTOM Released
(puc. 6.5). 9TO cUMyNUPYeT HakaTye KHOIIKY Ha TeKYIIeM BU/JKETe.

Puc. 6.5. VR-MeHto Pawn: akTnBauua cobbiTna Haxatus ana Widget Interaction

Temeps y Bac eCTh OCHOBA MPOCTOT'O MEHIO, U BB MOJKETE 06aBUTh Actor 1 Pawn Ha ypOBEHb U IIPOTECTUPOBATh
B3auMOJIeiCTBHE.

6.4. BsaumopeucTBue ¢ Nnojib3oBaTe/IbCKUM MEHI0

B mpeaplAyIem pasziese BBl NCIONb30BAIN METO/, B3aNMOZEHCTBYA C MEHIO, KOTOPHIN BKJIIOUEH II0 YMOIYaHUIO,
Korga ucnonabsyercs Widget Interaction Component. OfHaKO 3TO OueHb OIpaHUYEHHbIH MeTOJ, B IepPBYIO oue-
pezb MOTOMY, UTO BBl He MOXKeTe CMeHUThb TPACCUPOBKY, IIPeZoCTaBasgeMylo KOMIIOHEHTOM. K cuacTsio, erko
MHTErpupoBaTh 3TOT KOMIIOHEHT B 0ojlee CJIOXKHbIE CHCTEMBI B3aUMOZEHCTBUA, TaKue KaK BaM HYXXHO OBLIO
paspaboTars B rmaBax 4 u 5. [Ipy 3ToM ecTb ZiBa BapuaHTa: UMeTb ofuH Widget Interaction Component psazoM
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¢ KOMIIOHEHTOM B3aUMO/IeCTBUA U MHOPMUPOBATh 06 3TOM B3auMozeiictBuu Widget Interaction Component,
94TOOBI OH BBHI3BIBAJ HY)KHBIe GYHKIIUH I B3aUMOAEHCTBUSA C KAKUMU-THO0 MEHIO, KOTOPhIE OH TIOPA3ILT; 60
pPa3MecTUTh Ha KaXK/OM aKTope ero cobcTBeHHbI Widget Interaction Component, KOTOpBIi OyZeT BbI3BIBATh
HY»KHBle QYHKIINY KOMIIOHEHTA. [IepBEIi IOAXO0/ XOPOI, TaK KaK UMeeTcs TOIbKO ofuH Interaction Component;
OJIHAKO BTOPOM IOZX0Z ellle Jy4llle, TaK KaK Ball cobcTBeHHEBIH Interaction Component ocTaeTcsl HE3aBUCHUMBIM
0T 3KcrepuMeHTaNbHOrO Widget Interaction Component. Ciiezyromye JBe MOACEKLIUH ONUCHIBAIOT 06a criocoba.

6.4.1. Peanusauua B3aumoaencTeus ¢ meHio. lNepBbii cnoco6
[TepBeIit moAx0A A06aBAAET GQYHKIMOHAN B3auMozecTBuUsA B Trace Interaction Component, CO3JIaHHBIN B I71aBe 4.
1. Tlepenecure Trace Interaction Component 13 I71aBbl 4 B 3TOT IIPOEKT.

2. Ortxpoiite ero. Co3zaiiTe HOBYIO lepeMeHHy10 WidgetInteraction TumaWidget Interaction

Reference M ¢fieJlaliTe ero Private.

3. BhI He CMOXKeTe 3a/]aTh 3HaYEHHeE 10 YMOJTYaHUIO /IJIs1 STOM IlepeMeHHO B TaHe U KOMIIOHEHTA eT0
poautennsckoro Blueprint, motromy uto Widget Interaction Component elile He UHUITUATU3APOBaH, MOKa
He 3aTpy3UTCs YPOBEHbB, TO3TOMY CChLIKA OY/EeT JOCTYIIHA TOMBKO B TIPOIIECCE BHIMOTHEHU . YTOOBI
060i#iTH 3T0, CO3AaliTe HOBOE COOBITHE, Ha3BaB ero Setup, KOTOPOe Ha BXOJ mpuHUMaeT Widget
Interaction Component 1oz Ha3BaHueM WidgetInteraction (puc. 6.6).

Puc. 6.6. BHeppeHue 3aBncumocTeii B Trace Interaction Component ¢ nomoLybio Setup
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4. CospaiiTe ceTTep AJis MepeMeHHOM Widget Interaction U coefUHUTE 06a KOHTAKTa C COOBITHEM.
BrI GyzeTe BBI3BIBATD 3TO U3 Blueprint poAuTens U ycTaHABIUBATh B KOMIIOHEHTE TO, UTO BBl XOTUTE
A7 uctonb3oBanu B Trace Interaction Component.

5. Tlepeiigute k EventTick, co3faiiTe reTTep A1 CCBUIKM WidgetInteraction U co3zaiiTe y3en
IsValid nocne Hero. CoeJMHITE KOHTAKT BBITIONHEHUA € IntertactWithHit (puc. 6.7).

Puc. 6.7. Hactpoiika nonaganus Widget Interaction Component Ha Trace Interaction Component

6. OT mocyieziHETo reTTepa co3aiiTe eme ofuH y3en SetCustomHitResult, coeINHUB HOBBIN TETTEP IS
CurrentHit cHit Result M KOHTAKT BHIIOJHEHU ¢ [sValid. DTo Ha3HAYUT MOMaZaHue [JId JaH-
Horo WidgetInteractionComponent, KOTOPHIY MO3BOISAET EMY B3aMO/JEHCTBOBATH C TEM, C YeEM
B3auMogelicTByeT Trace Interaction Component.

7. TleperipuTe K ActiveDown U ActiveUp, CO3ZaiiTe HOBBIE TeTTePHI Ayig WidgetInteraction Ana

060ux cOOBITHII U cZleNaliTe Bee, Kak B mare 5 (puc. 6.8).
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Puc. 6.8. Cumynauma ykasartena Ha TekyLiem Buaxete

8. Tlocie y3noB IsValid co3naiite PressPointerKey u ReleasedPointerKey, y6e IUBIITUCE, YTO YCTAHOBIEHO
LeftMouseButton. DTO aKTUBUPYET MeHIO0 110 KoMaHze oT Trace Interaction Component.

9. B mamke Blueprint co3gaiite Pawn 1oz Ha3BaHueM TraceComponentPawn.

10. Co3zaiiTe yeThIpe HOBBIX KOMIIOHEHTA B HEM: Scene 110/ Ha3BaHueM CameraRoot, Camera,
Tracelnteraction u WidgetInterction.

11. Camera nepeHecute B CameraRoot, a Tracelnteraction B Camera.

12.Beibepute WidgetInteraction U ycTaHOBUTE ero Interaction Source Ha Custom (puc. 6.9).
ITO 3HAYMT, UTO MOBeZEHHE M0 YMOTYaHUIO KoMmoHeHTa WidgetInteraction 6yaeT mepeonpeeneHo,
1 B UTOTe Oy/IeT UCIONb30BaThes SetCustomHitResult U3 mara 6.
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Puc. 6.9. Hactpoiika Trace Interaction Pawn c Widget Interaction Component Ha ncnonb3oBaHue pesynbTaTa CTONKHOBEHWA

13. [ToceAHsA Belllb, KOTOPYIO HA/IO CAeMATh i paboThl Pawn, 3To akTUBUpOBaTh Trace Interaction
Component. CHauana B Event Graph co3paiite rettep ans Trace Interaction Component v BBI30BUTE
GyHKIMIO Setup.

14. CoeuHUTE BBI30B QYHKINY ¢ EventBeginPlay.

15. Cosgaiite cobbiTre LeftMouseButton.

16. Coszaiite HOBHIM reTTep A Tracer Interaction Component v BbI30BUTE ActivateDown
U ActivateUp, yCTAHOBUB B KOHTAKT Instigator y3en Self.

17. CoepunuTe Pressed ¢ cOOBITHEM ActivateDown 1 Released ¢ ActivateUp (puc. 6.10). 3To

aktusupyet Trace Interaction Component, KOTOPBIH, B CBOIO 04epe/ib, akTUBUPYeT Widget Interaction
Component.
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Puc. 6.10. AkTuBauua Trace Interaction Component HaxaTnem NeBon KHOMKM MblLLW 1 YyCTaHOBNEHMWE 3aBUCMOCTEN
B TracelnteractionComponent ot BeginPlay

Ceittuac y Bac ectb 06muii Trace Interaction Component, kKoTopelii pabotaet ¢ UMG MeHIo.

6.4.2. Peannsauusa B3anmoaencTesua ¢ MeHio. Bropon cnoco6

Bropoit moaxoz Ao6aBleHUA B3aUMOZEHCTBHE C MEHIO OCHOBBIBAaeTCA Ha IpuMeHeHuu Trace Interaction
Component, cO37[aHHOTO B IVIaBe 4, HO BMECTO TOT0, YTOOHI PACIINPATD €r0, UCIOIb3YH yKe 3aIporpaMMHUPOBaH-
HyI0 GyHKIIMOHAIBHOCTD, HYKHO Ilepe/iaTh paboTy 10 B3auMO/eHCTBUIO C MEHI0 Ha caMO MeHIO.

1. Iepenecute Trace Interaction Component U3 INaBbl 4 B TEKyIIUN IPOEKT.
2. Cospatite Blueprint Pawn B namnke Blueprint. HazoBuTe ero TraceComponentPawn.

3. Ortkpoiite Pawn u co3zaliTe Tpu HOBBIX KOMIIOHEHTA: Scene, Ha3BaB ero CameraRoot, Camera
u Tracelnteraction.

4. Tlpukpenure Camera k CameraRoot u Tracelnteraction x Camera. 3To O3BOJIUT B3aMO/IeiICTBOBATh
€O BCEM, Ha YTO CMOTPUT UT'DOK.

5. BEvent Graph cospaiiTe cobsiTre LeftMouseButton.
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6. CospnaiiTe HOBBIH TeTTep s Tracelnteraction ¥ BhI30BUTe ActivateDown U ActivateUp, yCTaHOBUB
B Instigator y3sen Self.

7. Coepunute Pressed cActivateDown,aReleased cActivateUp (puc. 6.11).

Puc. 6.11. Trace Interaction Pawn 6e3 Widget Interaction Component

8. B manke Blueprint oTkpoiite MenuActor u fobasbTe Trace Interaction Interface B HacTpolikax kJacca.

9. [Jlobasbre HOBBIH Widget Interaction Component B 3TOT Blueprint, ycTaHOBUB B Interaction Source
3HavyeHue Custom (puc. 6.12).
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Puc. 6.12. [lo6asnenue Widget Interaction Component k MenuActor

10. OTkpotite ¢pyHKIMIO NHTepeiica TraceMove (ecu BB ee He BUANTE, CKOMIUNUpy#Te Blueprint).

11. Cozpaiite HOBBIH TeTTep A Widget Interaction v BbI3oBUTE SetCustomHitResult, COETUHUB €T0
MeX/Ty TOUKOU Bxozia U Beixozia. CoefuHuTe Hit c Hit Result (puc. 6.13).
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Puc. 6.13. HacTpolika pesynbrata ctonkHoBeHua ana Widget Interaction Component 8 MenuActor

12. OTkpoiiTe TraceActivateDown u co3gaiite rertep ayns Widget Interaction Component.

13. Bei3oBuTe PressPointerKey, yCTaHOBUB B Key LeftMouseButton, ¥ COEAUHUTE 3Ty QYHKIIUIO
MeX/Ty TOUYKOU BXo/Zla U Bbixoza (puc. 6.14).
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Puc. 6.14. Bbi30oB dyHKLMI HaxaTuA 1 otnyckanua ana Widget Interaction Component 8 MenuActor

14. TloBTopuTe 1maru 12 u 13, HO Tenepb BbI30BUTE ReleasedPointerKey.

Temneps y Bac ecTb paboTartoiee MeHto 6e3 Trace Interaction Component, u Trace Interaction Component He 3aBUCHT
OT IPyT'¥X KOMIIOHEHTOB. EAMHCTBEHHEIM HEZOCTATKOM fIBJIAIOTCS BO3MOXKHBIE TPOOIEMBI C TIPOM3BOAUTENBHO-
CTBIO M3-3a HAJIWYUA HEeCKONBKUX Interaction Component B OAHOM MUpe U Oojlee CJIOXKHAA 3a7a4a 06paboTKU
MHOT'OII0JIb30BaTeIbCKOTO B3aUMOJEHCTBIA, TOTOMY 4TO OJHO MeHIO0 He OyZeT MMeTh HeCKOJbKO I[nteraction
Component, BIUAIOIINAX Ha HETO.

6.5. 3akn4yeHue

B 3To¥i r1aBe MBI pacCMOTPeJIH, KaK CeNaTh MEHIO B BUPTYaIbHOM MUpe, a He GUKCHPOBAHHEIM OTHOCUTEILHO
TOJIOBBI UTPOKA. TaKiKe MBI y3HAIN UCTOPUIO peaan3alui 3TON GYHKIUIL.

MBI paccMOTpey, Kak ¢ Hy/Id CO3[aTh IPOCTOe MEHIO ¥ CUCTEMY B3aMMOZENUCTBUA C HUM IIPU IIOMOIIX BCTPO-
eHHoro Widget Interaction Component, a Takke KaK WHTEIPUPOBATh CXOKUU QYHKIIMOHAM B cucTeMy Trace
Interaction, co3jaHHYyI0 B I1aBax 4 u 5.



124

FNIABA 6. TPA®UKA IBUXEHMSA U 2D-UHTEP®ENCHI C NONIb30OBATEJIEM B UNREAL

6.6. YnpaxKHeHusa

[Tozxoz, IpeACTaBIeHHBIN B 3TOM I/IaBe, XOPOIIO paboTaeT A1 MEHIO ¥ TOMY TIOZ06HBIX 0TOOpaKeHHA, TOTOMY
YTO 4acTO OHU MMeIOT IIpeJickasyeMoe MecTomnosoxeHue. OgHaxo Aad HUD-Urpoka U Jpyrux 3J1eMeHTOB 0/b-
30BaTeNbCKOro nHTepderica, MoM0KeHHe KOTOPHIX [0JIb30BATENb MOXKET KOHTPOIUPOBATh, BO3HUKAIOT HOBbIE
Ipo6JIeME], KOIZIa MEHIO CYIeCTBYeT B 3D-IPOCTPAHCTBE.

OcHoBHas pobiieMa, ¢ KOTOPBIH BBl CTOJKHETECh, — 3TO OKKJIIO3UA: UTO JlesiaTh, Korga Ul mepecekaeTcs ¢ (WIx
Jlaske TI0JTHOCTBIO TTOKPHIT) APYTUMU FeOMEeTPUAMU B UTPe.

B 3ToM BOmIpoOCe BO3MOXHBI MHTEPECHBIe pelreHus. MoXKHO MOJHOCTHIO OTKJIIOUUTH TPOBEPKY TYOHHBI, CO3-
[iaB TI0JIb30BaTENbCKUIT [IOMyIPO3pavHblil MaTepual, 1 Brbpath Disable Depth Test Ha BkIanke Transparency,
4TOOB MEHIO BCerZa 0TOGpakajoch MOBEPX APYTHX 3JIeMEHTOB. TeM He MeHee 3TO MOXKET CO3JaTh CTEPEO-
HECOOTBETCTBHE.

Bbl MOXkeTe UCII0JIb30BaTh MOMb30BaTe bckre GyHKIMY MIyouHsl UE4 1 0To6pakaTh 60see IPO3pavHyIo Bep-
CHIO TI0JIb30BaTeIbCKOT0 HHTepdeiica, KOra OH epeceKaeTcs ¢ APyruMu GUrypamu.

BbI MOXeTe fienaTh BCe, YTO 3aX0TUTe! Jles1aTh UTPHI AOKHO OBITH Beceso! HauHuTe AymMaTh 06 HHTEPECHBIX
pelLIeHNAX ITHUX TPo6JIEM U BEIOHpaiiTe JIydliiee 1JIs CBOeN UT'PHI MM CIOXKETA.

Jpyroii MOMy/NApHEIN BapuaHT MEHIO, €C/IU Y Bac €CTh KOHTPOJIIEPH! JBIKEHUS, YTOObI TIPUKPENUTh MEHIO
K OJHOU pPyKe U B3aWMO/EHCTBOBATh C 3TUM MEHIO APYyTroit. [l 3TOr0 MPUKpPENHTE CO3AaHHBIN aKTOP MEHIO
K O/JHOMY U3 KOHTPOJLJIEPOB ABMKEHU Ballero Pawn, a Balll BU/KET/TPacCHPOBKY — K ipyromy. (Bam mMoxeT
TIOHAI0OUTHCS BKJIFOYUTD CTOJTKHOBEHHUS C CAMUM COO0H B QYHKITMH TPACCHPOBKH, YTOOBI 3aCTaBUTh 3TO pabo-
tarb.) [lonpobyiiTe 3T TEXHUKY U IIOCMOTPUTE, KAKas JIYYIIle IOAXOAHT /IS Ballei UTPHL.



FNABA 7

UHBEPCHAA KUHEMATUKA
NEPCOHAMXA

VR 103BOJISIET UTPOKAM «OOMTATh» B T€JIE BUPTYaJIbHOTO IIEPCO-
Haxa. [IpaBuibHas peninKanus peajbHbIX ABUKEHUU UTPOKOB
WX BUPTyaJbHbIMU IEPCOHAKAMU MOKET 3HAYUTENHbHO YCUINBATh

3¢ dekT norpyxeHus.

B 3T0i1 I/1aBe paccMaTPUBAIOTCA METOABI, BCTPOEHHbIE
B Unreal Engine 11 UHTepPIONALMU TeKyIllel M03bI M0JIb30BaTesd

Ha OCHOBe HHPOPMAIIUH O MECTOIOIOKEHIUU UTPOKA.



7.1. BBeageHue B cMCcTeMy UHBEPCHOU KUHEMATUKHU

B oT/MuMe OT MpsAMO¥ KHHEMATUKH, T/ie BBl OTIpe/esisgeTe BpalleHne KaX A0 KOCTU®, YTOOb! MOMYUUTH XKea-
eMEIi pe3ysibrart, obpaTHas UM MHBepcHas KuHeMaTuka (inverse kinematics, IK) 03BoJIS€T ONpeeTUTh KOHEY-
HOE TT0JIOXKEHKE KOCTeH, [0/IBEPraoluXCsl BO3AEHCTBHIO, ¥ TO3BOJIUTH CUCTEME HHTEPIIOINPOBATh UX BpallleHIe
[IJIST JOCTHKEHUS TIEJIH.

MHzorue VR-IJIEMBI TIPEJOCTABIAIOT BO3MOXXHOCTH MO OTC/IEKUBAHUIO MOJOKEHUSA I'OJIOBBI, YTOOBI BBl TOYHO
3HAJIM, I/le HAXOJUTCS r'0JI0BA MOJIb30BATENS B BUPTyaJIbHOM MpocTpaHcTBe. OfHAaKO 6e3 oporocTosiiero 060-
PYZOBaHUA JJIs 3aXBaTa ABM)KEHUA BBI, B IECTBUTENIBHOCTH, HE MOXKeTe TOYHO 3HATh, T7le HaXOAATCS JpyTHe
KOCTH (KpOMe PYK IIPY HAJTMYUY KOHTPOJLJIEPOB IBH)KEHN ).

Puc. 7.1. iHBepCHaA KnHemaTyKa fiByX KOcTell. [TOCKONbKY ANVHbI KOCTEN N3BECTHbI, AenbTa OT NPefblAyLMX BPaLLeHNi KOCTen
MOeT ObITb PacCUMTaHa C MOMOLLbIO TPUFOHOMETPUYECKNX UAEHTUYHOCTEN

B aTHX cUTyaluAX MHBepCUBHAA KMHEMAaTHKa MO3BOJIAET SKCTPANONMPOBATh PACIOIOXKeHUE JAPYTUX KOCTel
CKeJleTa Ha OCHOBe 3HaHUI 0 criocobe TOBOPOTa KocTeil. JIByXKOCTHasA HHBepCHAs KHHEMAaTHKa ABIAETCA TPo-
cTedmuM ee MeToZOM (prc. 7.1), HOCKOIBKY BpalileHie KOCTH MOXKeT ObITh pacCIUTaHO aHAMIUTUIECKH Ha OCHOBE
6a30BEIX TPUTOHOMETPUIECKHX TOXK/ECTB; OZHAKO 0OpaTHTe BHUMAHIE, YTO [IOCTIE BBEIEHUS TPETHET0 U3Mepe-
HUS, KAKOBOE UMeeT MecTo B VR, CyllecTByeT 6e CKOHEUHOE KOJIMYECTBO BO3MOXKHBIX PELIEHIH 33Ja41 yCTAHOBKU
IBYX KocTell. YTOObI TPEO0IETD ATY CJIOKHOCTD, UCIIOIb3YIOT NONAPHLIE BEeKTOPEI (Polar Vectors) / cOBMeCTHbIE
e (Joint Targets). OHY TO3BOJIAIOT pa3paboTUMKaM 3aaBaTh IPeANOUTEHUS AJIA lepeMeleHus kocteit. B UE4
COBMECTHEIE 1IeJIM OIIPe/eIAI0T TOYKY B IPOCTPAHCTBE, KOTOpas [0 BEKTOPY, HAIIPaBJI€HHOMY B/0Jb KOPHEBOU

* MoJies Il KHBEPCHOM KHHEMAaTHKY OOBIYHO CO3/IAI0TCS Ha OCHOBE CKeJIETHOM aHMMAIIUH, e paboTaioT ¢ ruOKO coesu-
HEHHBIMH KECTKUMHU CETrMEHTaMHU — KOCTAMHU. — [Ipum. nep.
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KOCTHU K He)IEBOﬁ TOYKE, TEHEPUPYET IJIOCKOCTb (HOpMa]Ib K TOM IJIOCKOCTHU SIBJISIETCS BEKTOPHBIM ITPOM3BEAE-
HUEM 3TUX JBYX HaHpaB]IeHI/If;I). 3areM 3Ta IJIOCKOCTh HCIIONIBb3YETCA AJI CHUXEHUA Pa3MEPHOCTU HHBepCHOfI
KHMHeMaTH4eCKOu 3aZlaqu 0 ABYX HSMepeHI/If/'I.

B UE4 mTaTHO JOCTYTIEH APYTOi METOJ NHBEPCHOM KMHEMATUKK — MeTOZ IPAMOTo U 06PaTHOTO CJIeZ0BaHU
(Forward and Backward Reaching Inverse Kinematics, FABRIK*). B oTiu4ue OT peanu3aliyl MTHBEPCHON KUHeMa-
THKU ¢ ByMA KocTAMU, FABRIK He orpaHUYMBaeT KOJWYeCTBO KOCTel B UHBEpCUBHON KMHEMaTUYeCKOH [enH.
Jlnsatoro FABRIK, B oTnuue OT IBYXKOCTHOM, MO/Ie/IU Ipe/ijlaraeT He aHaIUTUYeCcKoe, a 9BPUCTUYECKOe pellle-
HYe 33/1a9¥ THBEPCHON KuHeMaTuKu. Anroput™ FABRIK TpoBOAUT NTepaTUBHbIE BEIUUCIEHNUSA, TIPOXO/ BBEPX
Y BHU3 10 IIeTI0YKe KOCTeH U CXO/ACH K pellleHHUI0.

CHauana FABRIK ycTaHaBIMBaeT IOC/IEHIO KOCTh B IIeTIOYKe B COOTBETCTBUU C INOJNIOKEHUEM KOHEYHOM Iienu,
3aTeM ITPOKJIaZIbIBAET [Ty Th 0OPATHO M0 IIEM0YKe, epeMelasi KaXK /Iy KOCTh K PELIEHHUIO, ITBITAsCh COXPAHUTb JTUHY
KOCTH U IPSIMYIO JIMHUIO K IPeAbIAYIIeH KocTH (puc. 7.2). Kak TobKo 3Ta Tepanys A0CTUraeT CaMOU epBOM KOCTH
1 06HAPYKUBAET, UTO €€ HYKHO ITePEMECTHUTh, JITOPUTM 3aIyCKaeTCsI CHOBA, HO B 06paTHOM HaTlpaBIeH!H (MMEHHO
TI03TOMY B Ha3BaHHMU MCIIONb30BaHbl cyioBa Forward u Backward), moBOpOT 060CHOBBIBAeTCS TeM, YTO KOPEHb LU
He JJOJDKEH JIBUraThCA U3 CBOET0 IIEPBOHAYAIBHOTO oIokKeHUA. [1o yMonuanuto B UE4 3TOT IIpoLiecc OBTOPAETCA
JIECATH Pa3, HO KOJIMYECTBO UTEPALIU MOXKHO M3MEHUTD Ha J1t000M y3ie FABRIK B rpaduike aHUMAIIWH.

Puc. 7.2. FABRIK. 1: HauanbHoe COCTOAHME KOCTU. 2: KOHeYHasA KOCTb NepemellaeTca K Lenu (kenTblid Kpyr). 3-5: cnepytollasn KocTb

B Lienu nepemeLLaeTca BLOMb NVHNN, COERMUHALLEN 3TY KOCTb C NpefblayLiei KOCTbI, COXPaHAA NPV 3TOM NepBOHaYanbHyo ANVHY
KOCTW. 6: MOTOMY UTO KOCTOUKA KOPHs OblNa CABUHYTA, OHa ABUIAaeTCA Ha3aj K CBOEMY NepBOHauYanbHOMY MOJIOXKEHNIO, N MPOLIeCC
cpenaH B 0bpaTHOM nopsfKe.

* TlogpoGHee MOXKHO TIPOYUTATH B cTaThe Ha Xabpe «/IHBepcHas KMHEMATHKa: IPOCTON U OBICTPHIH anroputm» (https://
habr.com/ru/post/222689/). — IIpum. nep.
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7.2. HacTporKa MHBEPCHON KNHEMATUKU rOJ1I0BbI

YTo6BI IPOTECTUPOBATh NHBEPCHYIO KHHEMATUKY B UE4, MBI CO34a1UM 0a30ByI0 CUCTEMY HHBEPCHOM KMHEMa-
TUKH T'OJIOBBI, KOTOPas IO3BOJIMUT aBaTapy O3UIIMOHMPOBATh CBOIO TOJIOBY HA MeCTE T'OJIOBBI UI'POKA, a TAKXKe
crubaTh TYJIOBHIIE B COOTBETCTBUH C €T'0 IBIKEHUAMHU. JTO paboTaeT, TOJIbKO eCIM UI'POK CTOUT, a He XOAUT IO
KOMHare, IOTOMY 4TO TYJIOBHUILE YeJ0BeKa He OTCAeKUBALTCA.

[lepes HaYasIOM co37jaiiTe MPOEKT, KOTOPHIH ocHOBaH Ha 1mabone Third Person 6e3 cofep:kaHus. DTO MTO3BOIUT
BaM IPOTECTUPOBaTh Blueprint UHBEPCHOM KUHEMATUKU ¥ WCIIONb30BaTh MO/IENb UTPOKA, BXOASAIIYIO B 3TOT
1rabJoH.

7.2.1. Co3paHue 3epKana

YTo6bl 3HATB, YTO Balla CUCTEMA PABOTAET, HEOOXOAMMO MOIYYUTh BO3MOXKHOCTb BUZETD, KY/a CMOTPHUT UTPO-
BOI IlepcoHax B porecce VR-Urpsl. UTOOHI 3TO cZe1aTh, CO3/jafM MaTepHaJl IPOCTOro 3epKaja 1 CreHepupyeM
TEKCTYpY.

1. Cospgaiite fBe HOBBIE manku: Materials u Textures.

2. Bmamnke Textures 106aBbTe HOBBIN Render Target IoJ Ha3BaHWeM MirrorRenderTarget
(Add New = Materials & Textures = Render Target).

3. VYcraHoBuTe Size XU Size Y Ha 512 (puc.7.3).
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Puc. 7.3. Mirror Render Target

B mamnke Materials co3zaiiTe HOBBIM MaTepuaJ 1Mo/ Ha3BaHWeM MirrorMat.
OrpotiTe ero u yctaHoBuTe Shading Model HaUnlit.
W3 Content Brower nepesecute MirrorRenderTarget BMirrorMat.

Cospaiite HOBBIH y3en TextureCoordinate v yctaHoBUTE UTi1ing Ha —1.

® N o @ o»

CoenuHUTe NOCHeAHUN y3es ¢ UVs B TextureSmple (puc. 7.4). 3To pasBepHeT Ballly TEKCTYPY, YTO
czenaet ee 6osee IOXOXKeN Ha 3epKaIo.
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Puc. 7.4. Mirror Material

9. CoxpaHWTe 1 3aKPOMTe 3TOT MaTepuaJl.

10. Vi3 nanenut Modes iepeHecute SceneCapture2D Actor, ycTaHOBUTE ero LocationHa (X = -650,
Y = 390, Zz = 260) mRotationHa (Pitch = 0, Yaw = -180, Roll = 0).JTO HO3UIUS
HaNpoTHUB UTPOKa.

11. YcraHoBuTe Texture Target B SceneCapture2D Ha MirrorRenderTarget. DTO IOMeIAET BCe,
YTO 3aXBaTUJIa KAMEPA, B TEKCTYPY.

12. 3 nanenu Modes iepeHecuTe Cube Ha ypOBEHb ¥ YCTAHOBUTE €ro Location Ha (X = -640,
Y = 390, Z = 260)uScalena(X = 0.01, Y = 2.0, z = 2.0) (puc. 7.5).
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Puc. 7.5. Scene Capture n ceTka 3epKana

13.YcranoBure B Material Element 0 y Cube MaTepuan MirrorMat.

7.2.2. Pawn anst MUHBEPCHON KUHEMATUKHU

Hepea HaCTpOﬁKOﬁ I/IHBepCHOf/lI KHMHEMAaTUKHU HeO6XOZ[I/IMO C0321aThb Pawn A1 XpaHEHW A KOMIIOHEHTOB, Ha KOTO-

pble BB cchbLTaeTech B Animation Blueprint.

1. Co3spatiTe HOBYIO manky Blueprints.

2. Boaroii mamnke co3zaiite Animation Blueprints (B MeHto Add new = Animation = Animation
Blueprint), 3aTeM BibepuTe UE4_Mannequin_Skeleton B CO3ZaHHOM Auajore y Animation
Blueprint (puc. 7.6). OH CTaHET XpPaHUTh JIOTUKY UHBEPCHOU KMHEMATHKH, KOTOpas 6yZeT UCIONb30-

BaTbCA ITO3XKeE.
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Puc. 7.6. Co3paHvie Animation Blueprint

N o oA W

Hasoswurte stoT Blueprint IKAnimBP.

B manke Blueprint co3faiite Pawn 1o Ha3BaHueM IKPawn.

OTxkpoiite 3TOT Pawn u fo6aBbTe Tpu KoMIoHeHTa: SkeletalMesh, Camera u Scene.
Hasosure Scene Component CameraRoot u npukpenute Camera K HeMy.

Ycranosute Camera Ha 170 Ha ocH Z u 10 1o ocu X (puc. 7.7).
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Puc. 7.7. Hactpoiika kamepbl B IKPawn

8. IloBepHute SkeletalMesh Ha —90 1o ocu Z. Tak MbI yZIOCTOBEPUMCS, YTO ceTKa obpallleHa BHU3 TIO
ocH X.

9. YcraHOoBHTE CBOWCTBO Skeletal Meshy SkeletalMesh Ha SK_Mannequin us Third Person Template.

10. YcraHoBuTe Kjacc Anim SkeletalMesh Ha IKAnimBP.

7.2.3. Blueprint aHuMmaLMn MIHBEPCHON KUHEMATUKU FOJ10BbI

[IpyMeHsS UHBEPCHYIO KHHEMATHKY K CKeJIEeTy repos u3 mabiioHa, Bel OyzeTe ucmnosib3oBaTth FABRIK, moTomy
YTO Y 3TOTO CKeJleTa bosiee YeM iBe KOCTU OT TOJIOBHI 10 Ta3a. XOTs Bbl MOXKeTe cOOpAaTh LiENb U3 Y3JI0B IBYXKOCT-
HOM MHBEPCHON KMHEMATUUECKON MOJENH, YTOOBI MOMYIUTh TTOXOKUH dPDEKT, 3TO TOTPebyeT AOIOTHUTEND-
HBIX YCUIUIT; TOTOBBIN y3esa FABRIK 6yzieT paboTaTb XOPOIIO /I UHBEPCHOM KMHEMaTHKY F'OJIOBHL.

1. Orxkpoiite Blueprint IKAnimBP U Co3ZaliTe HOBYIO IepeMeHHYI0 THNa Transform HOJ Ha3BaHUEM
HeadWorldTransfom.
2. YcraHoBUTE Location y aTol mepeMeHHOM Ha 160 10 ocu Z ¥ Rotation Ha 90 1Mo ocu Z. DTO obe-

CIIEYUT HY>KHOE€ HallpaBJI€HUE I'OJIOBHI.

3. Cospaiite y3en TryGetPawnOwner B Event Graph v pUKacTyiTe K CO3JaHHOMY IKPawn.
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4. Ot xoHTakTa As IKPawn cO3ZaiiTe reTtep A Camera Component 3TOro Pawn.

5. CosgaiiTe ceTTep A nepeMeHHON HeadWorldTransform U COeAMHUTE €T0 C BXOZOM BBI30Ba MpU
YZAA4HOM KacTe.

6. Orrerrepa s CameraComponent co3faiiTe GetWorldTransform, yCTAHOBUB BEIXOZHOE 3HaUe-
HUe B ceTTep U3 NyHKTa 5 (puc. 7.8). Bl ucnosnb3yeTe NpoCTpaHCTBO MUpa B IPUMEpe, IOTOMY B HEM
Tpoiie paboTars.

Puc. 7.8. Blueprint aHnMaLWK: HACTPOIKa MO3MLN FONTOBbI

7. llepeiinute B Anim Graph u co3zaiite y3en PlayThirdPersonIdle.

8. Cospaiite HOBBIH y3e1 FABRIK u coeiuHUTE TepeMeHHY10 HeadWorldTransform ¢ KOHTAKTOM

EffectorTransform.
9. Bribepurte y3esn FABRIK v ycraHoBuTe Ef fector Transform Space HaWorld Space

10. YcTanoBuTe Tip Bone Ha head M Root Bone Ha spine_01 (puc. 7.9). ¥3en FABRIK 6yzaeT o6paba-
THIBaTh MHBEPCHYIO KTHEMATHUKY Ha BCEX KOCTSIX MeXy TapaMu, KOTOPbIE BBl BRIOEPETE.
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Puc. 7.9. Blueprint annmanumn: npoctas IK ronosbl

11. Coepunute PlayThirdPersonIdle ¢ FABRIK. UE aBTOMaTH4eCKU 3a BaC KOHBEPTUPYET JIOKaJlb-
HOT'O IIPOCTPAHCTBA B IIPOCTPAHCTBO KOMIIAHEHTA.

12.Y3en FABRIK coepuHute ¢ y3jioM FinalAnimationPose.

13. [lepez BpaleHeM Ir'OIOBE 00paTHTe BHUMaHUeE: Ha prc. 7.10 BB 3aMeTHTe, YTO ePeAHAA 0Ch KOCTH
roJIoBHI (KpacHast) CMOTPHUT BBEPX. DTO 3HAYMT, YTO BaM HEOOXOAUMO YYECTh 3TO IPU HACTPOIKE
Bpamenus. Cozpaiite HOBBIH y3en Transform (Modify) Bone B Anim Graph.
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Puc. 7.10. CraHgapTHoe BpalieHuve ronosbl B UE4

14. YcraHoBuTe aTpubyT Modify y371a Bone Ha head.

15. YcranoBuTe Rotation Mode HaReplace Existingu Rotation Space HaWorld Space
(puc. 7.11).
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Puc. 7.11. Blueprint aHmaLumn: NOBOPOT KOCTM FONOBbI

16. Co3paiite HOBEIH y3en CombineRotator, ycTaHOBUB 3HaUeHue (Pitch = 90, Yaw = -90,
Roll = 0) BIEpPBOM BXOZe€ A/ MHUIIMAJIU3ALUNA KOCTH.

17. Co3paiite reTTep A1 nepeMeHHON HeadWorldTransfrom U cOeAMHUTE Rotation
¢ CombineRotator, pa3zieTuB BEIX0/ y3aa (cM. puc. 7.11).

18. CoegunuTe Bbixon CombiteRotators ¢ Rotation yana Transform (Modify) Bone.
19. Coepunute Transform Bone Mexay FABRIK u ComponentToLocal.

3akonuuTe Pawn u Animation Blueprint, npotectupyiite Bamy IK, yianuB cTaHAapTHBIA Pawn, KOTOPBIH eCTh Ha
yposHe Third Person Example u nepeHecute Ha Hee Baut IKPawn. 3aTem ycraHoBUTe Auto Prossess Player ua Player
(3TO MO3BONUT BaM HCIOIb30BaTh 3TOT Pawn Ha ypoBHe 6e3 Game Mode). Eciu Bbl ucmonb3dyete Oculus Rift,
OTCJIeXKMBaHUe 110 YMOTYAHUIO CTOUT Ha YPOBHE IJIa3, I03TOMY BaM HeOOXOZNMO YCTAHOBUTD OTCJIEXKUBAHNE

Ha Floor (cM. TaBy 2).
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7.3. HacTporKa UHBEPCHOMU KUHEMATUKU PYKH

Ecnu BB IPpOTECTUPOBAIN Pawn un VHBEPCHYIO KMHEMATUKY B IIpeJbIAYIIEM pa3jejie, TO 3aMEeTUJIN, YTO OHa
pa60TaeT AOCTAaTOYHO XOpOILIOo, 1 €CJIN y Bac 6y,£[yT KOHTPOJLJIEPHI, TO BOSHUKHET cobiasH nepeMeniaTb Balln

DYKH.

Yro6Bl HACTPOUTD MlepeMelleHre PYK, BaM He0OX0AUMO UCTIONb30BaTh IB€ TIPOCTHIE KOCTH MHBEPCHON KMHEMa-
THUKU TIOTOMY, YTO IIPUATHO paboTath ¢ AByMsA FABRIK u IByMs CCTeMaMU KOCTeH, a Takke [K Mexy pyKaMu
Y IJIeYaMU JOJDKHA PaboTaTh XOPOLIO.

Mei 6yzem paboTaTh ¢ KUHEMaTUKOM U3 TIPeAbIAYIIel CEKIIUH, TIOITOMY, €CJIM BhI €€ He 3aKOHYUIN, BEPHUTECH
K HeM.

7.3.1. lo6aBneHune KOHTpoNnepoB K Pawn

[lepe/ ycTaHOBKOM MHBEPCHON KUHEMATHUKH /IS Balero Pawn Heo6XoAuMO 106aBUTh KOMIIOHEHTBI KOHTPOJLTIE-
POB, KOTOpBIE OYAYT UCTIONb30BATHC /IS OTCIEKUBAHUS PYK.

1. OrtkpoiiTe IKPawn.
2. Jlob6asbre Ba KOMIoHeHTa Motion Controller. [TepBbiii Ha30BUTe MotionController I,
a BTopoli — MotionController_R.
Jl71A TIpaBoOro ycTaHOBUTE llepeMeHHYI0 Hand Ha Right.
4. CoszaliTe ZiBa HOBBIX KOMIIOHeHTa Static Mesh, KOTOPBIX OyZAYT IpelCTaBIATb COOOH KOHTPOJLIEPEL.

Ecnu BBl Mcnionib3yeTe Unreal 4.13 u Bhillle, BaM HY)KHO Pa3peIIUTh MellaM CTPOUTHCS B BHIKKE
(BpiGepuTe Show Engine Component B View). Eciiu 3T0 czies1aHo, BRIOEPUTE COOTBETCTBYIOLIEE CBOM-
cTBO Static Mesh s Balero ycTpoiicTsa 4Jis AByX KommoneHToB. (Hanpuwmep, s ucnomns3ayio Oculus,
noaTomy s Beibepy OculusControllerMesh Static Mesh).

6. HasoBuTe 3T¥ MeIIX COOTBETCTBEHHO BaIllM KOHTPOJLIEpaM (B IaHHOM ciydae Touch_L
1 Touch_R) ¥ IPUKPENNTE UX K HY)KHBIM KOMIIOHeHTaM. O6paTuTe Y scale MpaBOro Mela mpu
HeobxoauMocTH (puc. 7.12).
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Puc. 7.12. [lobasneHne KoHTponnepos K IKPawn

7.3.2. Blueprint aHumaLn MIHBEPCHON KUHEMATUKU PYKH

Bamr TKAnimBP yxe peanusyeT FABRIK 7715 TOJIOBBL U TO3BOHOYHUKA, IO3TOMY ceifuac IpUIIIo BpeMs /s OCy-
I[eCTBJIEHUA JBYXKOCTHON NHBEPCHON KHHEMATHKY /I 00eHX PYK Balllero CKeJleTa.

1. OrtkpoiiTe IKAnimBP U co37iaiiTe Be HOBBIe lepeMeHHble LeftHandWorldPosition
u LeftHandWorldRotation TUNOB Vector U Rotator. /g Position yCTaHOBUTE
(X = 40, Y = 20, Z = 100).9T0 06€ECIEYHUT, YTO MEII COOTBETCTBYET MO3UI[UHU ITPOCMOTPA.

2. CpenaiiTe TO ke caMoe /il TpaBoy pyKH, TOMBKO I0 X = —40 (puc. 7.13).
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Puc. 7.13. IKAnimBP: po6aBneHvie nepemMeHHbIX

3. Hepea HavaJIoM HaCTpOﬁKH I/IHBepCHOfI KHMHEMaTUuKU Z[O6aBbTe /iBa HOBBIX Socket x BalleMy CKEJETY.
ITO HYXHO, IIOTOMY YTO OpUI'MHa/IbHAA TOYKa KOHTPOJIJIEPOB HE BhIpDaBHUBAETCA C noanuueﬁ KOCTHU
PyKH. JTO0 3HA4YUT, YTO BaM HeO6XOZ[I/IMO YYUTBIBATh CMEILIEHUE, KOI'Zla BbI UCIIOJIb3YETE IK nna IoJIy-
YeHHA NO3UINU KOHTPOJLIEpa.

4. Orkpoiite Skeleton editor, Ha)xaB Ha maHeJb Skeleton B Persona.
[IpaBBIM HakaTHeM 1o hand_L B uepapxuu Beioepute Add Socket. HazoBute ero hand_LSocket.

6. Ceituacy Socket mo3unus poautens. YTo6bI HKBMEHUTH 3TO, BEIOEPUTE €T'0 U B TAHETU U3MEHUTE
Relative LocationHa (X = 13, Y = -6, Z = -3.5).3To nomecTur Socket B 1aZlOHb PyKH.

7. DroT ke Socket pa3BepHHUTe IO ocK X Ha 180.

8. Jlns mpoBepku mo3utnuu Socket, mpaBbIM HaxxkaTueM 1o Socket 106aBbTe Preview Asset Baliero KOH-
Tposepa (puc. 7.14).
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Puc. 7.14. IKAnimBP: pobaBneHwne Socket [na pyKku

9. TloBTopuTe 1mary ¢ 5 1o 8 AyA NpaBoi pyku c Relative Location (X = -13, Y = 6,
Z = 3.5) ¥ Pa3BOPOTOM II0 OCH Z Ha 180.

10. Bepuurecs k Animation Blueprint.
11. Co3zaiiTe ceTTep AJA MO3UIUU U IOBOPOTA KaXK/JOM PYKHU.

12. Ot y3na CastToIKPawn moJy4uTe CCBIIKU HAa MotionController L, MotionController R,
SkeletalMesh.

13.0TMotionController_L, BBI30BUTE GetWorldRotation U YyCTAaHOBUTE €ro B CETTEP
LeftHandWorldRotation.

14. ina LeftHandWorldRotation BaM He06X0AUMO HaTH pa3HUILY MexJy Socket Location
U location kKocTu. OT SkeletalMesh BbI30BUTE GetSocketLocation ABaXAbL.

15. Jlnsa mepBoro ycraHoBute hand_lSocket B In Socket Name, BO BTOpOH ycTaHOBUTE hand_1
(puc. 7.15). DTO MO3BOJIUT MOTYYUTH JIOKAI[UIO KOCTH U Socket.
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Puc. 7.15. IKAnimBP: HacTpoiiKa nepemMeHHbIX 1 MOoAyYeHne No3nLmn

16. OT GetSocketLocation BEIYTHTE IIO3UIINIO KOCTU. DTO ACT BaM AUCTAHIIMIO OT PYKHU 70 Socket

B IIPOCTPAHCTBE.

17. OT MotionController_ L BrI30BUTE GetWorldLocation U BEIUTUTE AUCTAHLIUIO, IOJCUUTAHHYIO
Ha mare 16.

18. CoeHUTE BBIXO/ 13 Y3J1a Pa3HOCTH C ceTTepoM LeftHandWorldPosition.

19. INoBTopuTe maru ¢ 13 o 18, Ho c MotionController Ruhand_r Socket M KOCTBIO hand_r
(cm. puc. 7.15).

20. ITIpukpenure cerrep k HeadWorldTransform, KOTOpBIY yKe eCTb B rpade.

JlJst ocyIieCcTBIEHUS [BYXKOCTHOM IK BaM HEOOXOAMMO BHITIONHUTH CeAYIOlIKe AeicTBUA B Anim Graph.

1. Cospatite y3en TwoBonelK.
2. Coszpaiite rerrep Aud LeftHandWorldPosition u mpukpenuTe ero K Ef fector Location.

3. YcraHoBute (X = 45, Y = -50, Z = 100) BJoin Target Location.MoxeTe IOMEHATh
TI0CJIE TIPY HEOOXOJUMOCTH.
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4.

Bri6epute TwoBonelK v usMeHuTe TKBone Ha hand_1 nEffector Location Space Ha
World Space (puc. 7.16).

Puc. 7.16. IKAnimBP: nByxkocTHas IK neBoi pyku

5.

Co3spaiiTe HOBBIY y3en Transform Bone, yCTaHOBUB B CBOMCTBe hand_1, Rotation Mode Ha Replace
ExistingHM Rotation Space HaWorld Space.JTO IIO3BOJIUT BaM IOBOPAYUBATh PYKY, IOTOMY
yTo IK He coobmaeT 06 3TOM.

CoszaiiTe HOBBIH reTTep A4 LeftHandWorldRotation U cCOeJUHUTE €T0 CO BXOZIOM B B y3iie
CombineRotator.

YcranoBuTe 180 B X Bxoza A (cM. puc. 7.16). OTo 3HaueHMe N0Jy4YeHO IIPOCMOTPOM KOCTH CKeJleTa,
KaK MBI flesianu B cekiuu Setting Up Head IK.

Coenunure Boxoz 3 CombineRotators co BxogoM Rotation yana Transform Bone.

[ToBropuTe maru 2—8, 3amMeHuB LeftHandWorldRotation M Position ¢ mepeMeHHBIMY IPaBOit
pykuu (X = -45, Y = =50, Z = 100) kak Join Target Locationu 180 rpazycamu Io z
(puc. 7.17).
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Puc. 7.17. IKAnimBP: pyxkocTHas IK npasoi pyKu

10. CoeunuTe atH IK y31el Mexay Transform Bone IK TosoBsl u KomnioneHTa Local Transform,
Y BBl MOXXeTe Urpath B VR c monHou cuctemoii IK (puc. 7.18).
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Puc. 7.18. Mpumep nonHoit IK Tena

7.4. 3aKkn4yeHume

B ool I71aBe BB yBU/IeIM IPOCTOM TY'Th /1A CO3ZlaHuA NHBepcHOM kuHeMaTuku (IK) B VR. Bol yBUze U Ba pas-
HbIX TUMA [K ¥ co3zanu npocTele cucTeMEl [K TOI0BEL U PYK.

71.5. YnpaxKHeHuUs

Tenepb, Kor/Zla y BaC €CTb 3HaHUA TOr'O, YTO MOXET CZEJIaThb IK, HOBKCHGPHMEHTprﬁTe CO 3HAYE€HUAMMU, IIPUBE-
J€HHBIMH B JTOM riaBse, u HaCTpOfITe KX B COOTBETCTBHMU C BAlllKUM KOHTEHTOM.

Eciu BbL 4yBCTByeTe B cebe JOCTaTOYHO KpeaTUBHOCTH, UCCIeAyHTe HEKOTOPble HACTPOUKY IK 211 BCero TeJa.
OcHoBHas 3azavya 37eChb COCTOUT B TOM, YTOOBI HAWTU IBPUCTUKY, YTOOBI OOHAPYKUTD, KOTZA UTPOK CrubaeT

HOT'H, a HE ITPOCTO HAKJIOHAETCA.

Ecsiu BB He aBAHTIOPUCT, HO Bce 3Ke XoTenu Ovl mosHoe IK peleHre, ecTh HECKOJIbKO KOMIIAHUM, KOTOPEIE 06e-
crieyuBaroT nosHylo IK Tena ans UE4 (Hanpumep, IKinema wnu coobmectso Full Body IK Plugin).
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B3AUMOJJEUCTBUE
C KOHTPONNEPAMU ABUXEHUA

B 3TOi1 I71aBe MOKa3aH MOAYJ/IbHBIN CIIOCO0 B3aUMOZEHCTBYSA € 00'b-
€KTaMU B UTPOBOM MUpe IPU OMOIIIY KOHTPOJJIEPOB ABUKEHHUA.
He3aBHCHUMO OT TOT0, COOHMPaAET UTPOK MPEAMETHI HJIH OPOCAET HX,
TAHET pbIvyaru, ‘-ITOGI)I OTKPBITH IBEPDb NI HAXKMUMAET KHOIIKH,
BbI3bIBad CO6I:ITI/Ie B UT'p€, — 3Ta INlaBa HAYYHUT BacC Co3JaBaTb
MIPOCTYIO, JIETKO PaCIIUPAEMYI0 CUCTEMY JJIS IIUPOKOTO Kpyra

B3aMMO/IeHiCTBHIA.



8.1. 1BnxKeHus

Korza BbI morpy»xaerech B VR-CIOXET C UCIOJIb30BAHUEM IIJIEMA, BO3HUKAIOMIUN 3QEKT IPUCYTCTBUA OLIETIOM-
JiseT, Ho 6e3 yCTpoMcTBa BBOZA, KOTOPOE OBl BIIMCHIBAJIOCH B 3TOT CIOXKET, YACTO KaXKeTCs, YTO BBl BOLIU B MUP,
yIpaBiAeMbIH [0 IPUHIUITY «9KCIIOHATHI TPOraTh PyKaMU 3alpeljaeTcsa».

K cuacTbio, KOHTPOJLIEPH! ABMKEHNUS B OOJBIINHCTBE CAyYaeB pemaioT 3Ty MpobaeMy; OAHAKO IOMHUTE, YTO
WI'POKH, MONYYUBIIHME TaKYI0 CBOOOAY, c/iesany Balry paboTy 3HaYUTENbHO CIoKHee. Ho MCHOb3ys moAX0As-
II€ CUCTEMBI, BBl MOXKETE CO3/]aTh IIOPA3UTENBHO yOeAUTENbHbIE VR-CIOKETHI.

8.1.1. NMNouyemy paboTaeT B3aMMOAENCTBUE C KOHTpoOIepamMu
NBUXXEHNa?

VIcTOpUYECKH CIIOKUIOCH, YTO B COBPEMEHHBIX UTPax OT MEPBOTO JHUIA MHAYCTPUS C/enana BHOODP B MOMB3Y
mapaZiurMbl BBOZIa, KOTOPAas IPUBS3BIBAET ONpe/ie/ieHHble COOBITHSA TeliMIIaja K UTPOBOMY aBarapy. ['eiimmaz
C ZIByMsI aHAJIOTOBBIMU )KOWCTUKAMM CTaJ Je-paKTO CTaHAAaPTOM B3aUMOZAEHCTBHUA B UT'PAX OT MEPBOTO JIHIA
Ha MHOTHE T'OJTBL.

B GoJIBIIMHCTBE CydaeB Bbl MOXXETe HAIPAMYIO COLOCTABUTh TO, YTO BUAUT aBaTap C IIPABBIM J)KOHCTHKOM,
HOT'M UIT'POKA C JIEBBIM /I)KOMCTHUKOM, a IeUCTBUS PYyK aBaTapa — C KHOIIKaMU Ha reiiMmaze.

B VR, TeM He MeHee, OMMCaHHas mapagurma He paboTaet. [IpaBblit JXKOUCTUK BEIBOAUTCA U3 B3AUMOAEHCTBUA,
YTO ITO3BOJISIET TIOJH30BATEJIO TOCPECTBAM JBUKEHU S ['OJIOBBI KOHTPOJMPOBATH B3IVIsA/ aBaTapa. ABaTap 60Jb-
1IyIO YacTb BpeMeHHU Telleph He IlepeMelaeTcs T0CPeICTBOM PKOUCTHKA, IOTOMY UTO TaKoe YIIpaBleHue MOKeT
BBI3BaTh GUBUUECKUH AUCKOMDOPT (4TOOBI y3HATH G0JIbIIE, CM. TIaBy 9 «[lepeMenieHue B VR»). HakoHel], MHO-
r've TOCTaBIIMKY VR-060pyIoBaHUS MPeAJaraloT TOYHO OTCJIeXKHUBaeMble KOHTPOJLIEPH ABUKEHUS, TOITOMY
TeIepb y Bac eCTh crocob GU3HIECKH MPe/ICTaBUTh PYKU UTPOKA B BallleM CIOXKeTe U OTTaZaeT Heo6X0ANMOCTb
B abCTPaKTHBIX CUCTEMAX B3aUMO/IEHCTBH A, KOTOPbIE MCIIOIb3YIOT KHOMKY Ha reiiMmazie. KOHTpoJiephl ABUKeE-
HUS TI03BOJIAIOT HALIEMY UT'POKY GU3UIECKH B3aMMOZEHCTBOBATh ¢ 06'beKTaMU UTPOBOTO MUPA.

8.1.2. Ha 4yto 06paTUTb BHUMaHUE: Ba)KHOCTb AOCTYMHOCTH

Pa3ymeeTcs, HECOOTBETCTBHUE OXHUAAHUAM UI'POKA BCErJa IJIOXO JAJA UTphl. B VR-ciokeTe mpoBasl OXUJAHUN
WT'POKA K TOMY K€ MIOJTHOCTBIO Pa3pyIlaeT NorpyskeHue. Korza Urpok MpoTATUBAET PYKY, YTOOBI OTKPHITD AIIUK,
a OH B IEHCTBUTENHHOCTH OKA3bIBAETCS CTATUYECKUM OHBEKTOM — 3TO BBI3BIBAET pazoyapoBaHue. HeBeposT-
HOe MorpykeHue B VR MO3BOJISIET UTPOKAM OIYTUTh ZOCTYIHOCTh OKPYKAIOMIUX UX 0OBEKTOB, KaK eClu Obl
OHHU CYII[eCTBOBAJIM Ha cCaMOM Jiesie. YTOObI c/1e/IaTh XOPOIIIHii CI0XKET, MbI I0JDKHBI CTAPaThCs He pa3pyuiaTh 3TH
Npe/iCTaBIeHHUS.

JOCTYITHOCTh MOXXHO TPEJCTaBUTh KaK CBOWCTBO 06BbEKTa, TOBOPSIIEE O BO3MOXHOCTH €r0 UCIONb30BAHUS.
Hamnpuwmep, ecnu B BaumeM VR-cloxeTe eCTb Bepb, HA KOTOPOM pasMellieHa pydka, [Jid UIPoKa 3TO O3Hayaer,
4TO /iBepb MOXKET ObITh OTKPHITA. EC/M M0ZI06HOT0 PoZia OXKUAaHUA He OIpaBAbIBAIOTCA, paspyuaeTcs adpdekT
HOTPYKEHUA, 3TO 03HAYAET, YTO O JOCTYIHOCTH 0043aTebHO HaZ0 103a00TUTHCA HA dTalle MPOEKTUPOBAHUS
Baulero VR-mMupa.
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8.1.3. O6wKe BbIXOAHbIE JAaHHbIE TEKYLLENO MOKOJIEHUSI KOHTPONNEPOB
ABUXXEeHUs

[Ipy co3zaHNU B3aWMOJEHCTBUI IIPU MOMOLIM KOHTDPOJIEpPA JBIKEHUS TO3HAKOMBTECH C I1aT$OpPMOii, 11
KOTOPOI#1 BeZieTcst pa3dpaboTKa, YTOOH! OBITh YBEPEHHBIMH, YTO BbI [IOJHOCTHIO PeanTnu3yeTe JOCTYTHbIE BO3MOX-
HocTH. Kax/Iplil U3 Mpe/IOKEHHBIX HA PBIHKE KOHTPOJUIEPOB JIBHKEHS HMEET CJIETKa PasIMYHbIE BO3MOKHO-
CTU ¥ PEKOMEeH/IaIH 110 3KCILTyaTanuu. K c4acThbio, TpY 13 OCHOBHBIX VR-KOMIIaHUM, HalleIeHHBIE Ha ITUPOKOT0
notpebutens (HTC/Valve, Oculus u PlayStation) mpuepKMBaIOTCSA B YEM-TO CXOZHBIX TapaZuTM OpraHu3anuu
BBO/a, TO €CTh BBl MOXXETE BOCIIONb30BAThHCA BCEMU BO3MOXXHBIMHU IIPEUMYIIECTBAME KPOCC-IUIATGOPMEHHOM
COBMECTHMOCTH.

Bce Tpu KOHTpOJIEpa UMEIOT KHOTIKY 07| YKa3aTe bHbIi maell («CIyCKOBOM KPIOUOK», UK TPUTTEP), TO3BOJI-
IOI[YI0 OPraHU30BaTh HEKOTOPBIE BH/IbI aHAJIOTOBOT'0 BBOZA (puc. 8.1). Tpurrep MoxeT GbITh M0JIe3€H AJIS aKTH-
Bal[UU 0O'bEKTOB MJIM CTPEIbOBI U3 Opykus B urpax. Kpome toro, kak Oculus Touch, Tak u Vive-KOHTPOJJIEPHI
HMEIOT KHOIIKY 3aXBaTa, KOTOPas [0JIe3Ha KaK ClIel[aTn3NPOBaHHAs KHOIKA AJIs 10460pa 06beKTOB.

Puc. 8.1. O61wpme yepTbl dyHKLUMOHana VR-koHTponnepos: BBepxy: PlayStation Move; B ueHTpe: Vive; BHU3y: Oculus Touch

B TO »Ke BpeMs Ha PHIHOK BBIXOZAT HOBbIE KOHTPOJIEPHI ABMKEHNUs (HampuMep, KOHTpostep Google Daydream).
[ToaTOMY B 3TOH IIaBe MBI COCPEAOTOYMMCS Ha CO3Z[aHUHU CUCTeMBI, paboTatomel ¢ Vive u Oculus Touch. Ho Bbico-
KHWi ypOoBeHb abCTPaKIMM, KOTOPHIM Ipezsaraer pazpabdoTuynkaMm UE4 (Bce 3TH KOHTPOJLIEPHI UCIOTIb3YIOT
oavH u TOT ke Motion Controller Component), 1aeT BaM BO3MOKHOCTb JIET'KO aJalITUPOBATh METO/bI 3TOM IJIaBbI
K JII060MY [pyTOMY YCTPOKCTBY.
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8.1.4.

HacTpoKrKa npoeKkTta B3aumMmoaencTBUs ¢ MUPOM

JIJist HACTPOWKM TPOEKTa HaM TTIOHAZ06ATCs CIeyolre 0OObEKTHI.

“

© ® N oo v s

10.

Coapatite mycroi Blueprint mpoekT 6e3 CTApTOBOrO KOHTEHTA.
Cospatiite nmanky Blueprints, a B Hell ellie Tpu nanku Interface, InteractiveObjects, Components.

B manke Components co3zaiiTe HOBBI Scene Component 1moj Ha3dBaHueM WordInteractor
(Add New = Blueprint Class = Scene Component).

B mamnke Blueprints cosialiTe HOBbI# Pawn 1moji Ha3BaHUeM InteractionPawn.

OTkpoiiTe ero u 06aBbTE HOBBIM Scene Component 1o HazBaHUeM CameraRoot.
Cospatite Camera Component v TPUKPEIHTE €T0 K MOCIeAHEMY CO3[aHHOMY KOMIIOHEHTY.
Cospatite MotionController Component.

Co3spaiite Sphere Component u ipukpemnute ero k MotionController Component.

VismeHuTe MacuTab cepsrHa (X = 0.1, Y = 0.1, 2z = 0.1).

Bribepurte chepy 1 u3MeHuTe Collision Present HaOverlapAllDynamic (puc. 8.2). 310
IPeOTBPATUT chepy OT B3aUMOAENCTBUA ¢ 00bEKTaMHU, KOTOPHIE BB OyA€Te MOJHIMATb.

Puc. 8.2. World Interaction Pawn Component
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11. Cospaiite HoBbI# WorldINteraction Componnet u npukpenute ero Kk MotionController Component.

3ameTKa

Motion Controller Component o yMOJTYaHUFO HATIPABJIEH Ha JIEBBIH KOHTPOJLIEP. YTOOBI 3TO H3MEHUTH,
Ha [IaHeJIX JeTaaei n3MeHuTe cBoicTBo Hand.

8.1.5. Bsanmopencteue c o6beKTamu

Yro6BI B3aUMO/IEHCTBOBATD C 00'bEKTAMU, BaM HYKHBI ZIBe BeIU: HHTepdelc (CM. I1aBy 4), KOTOPbIH MO3BOJIAET
TOBOPUTH 06bEKTAM, YTO BbI B3AUMOJEHCTBYETE C HUMU, U KOMIIOHEHT /IS OTIPe/ieJIeHUs U yIIPaBIeHUI STUMU
B3aMMO/IEICTBHS.

8.1.5.1. Co3gaHmne unrtepgerica World Interaction

VHTepdetic Mo3BOMUT BaM 00IIATHCA ¢ 06BEKTaMU I OCYLIeCTBIEHUs He0OX0AMMOro BaM GpyHKI[MOHATA 6e3
3HAHMSA, ITO ITO 32 0OBEKT (CM. TIaBY 4). DTO cZeNaeT UX TIPUTOJHBIMU JJIs CUCTEMBI B3AUMO/IEHCTBU A, TOTOMY
4TO TIOCPeAHUKY (MHTEPaKTOPY) He cirefyeT 6eCoKOUThCS, KaKyl0 KHOIKY HYXKHO Ha)XaTh, YTOOBI U3MEHUTh
uBer. [locpeHUKY HYKHO TOIBKO CKa3aTh, 4TO eMy He0OXOAMMO B3aNMOZeICTBOBATD C Y€M-TO, & [IOTOM BbI3BaTh
B3aMMO/IEHiCTBUE Ha TpebyeMOM 06beKTe.

1. B mamke Interface co3paiiTe HOBEIN HHTepdelic (B MeHIo BeibepuTte Add New = Blueprint = Blueprint
Interface). HazoBute ero TraceInteractionInterface.

2. Kaxzas yHKUUA JOJDKHA UMETh OJHY BXOJHYIO IIepeMeHHYI0 Interactor TUIA
WorldInteractor ¥ OAHY BBIXOAHYIO Return Tuna Boolean. Brl He Oy/ieTe HCIIOIb30BaTh 3Ha-
JyeHMe Return, HO BBI JOJDKHBI TO3BOIUTH BceM QYHKIIMAM HAXOAUTHCA B OZHOM paszielie BMecTe
C peau3yIoImuMCcs 0O BEKTOM.

3. Cospgaiite OnHover ¥ OnUnhover GpyHKIUY ¢ TepeMeHHbIMY 1mara 2 (puc. 8.3). OTu pyHKuuu 6yayT
BBI3BIBATBCA KaXKZBIH Pa3, KOIZa UT'POK HABOAUT KyPCOP Ha 0OBEKT.



152

FNIABA 8. B3AUMOJENCTBUE C KOHTPOJITEPAMU ABUMKEHWS

Puc. 8.3. ViHTepdeiic World Interaction

4. CosgaiiTe OnUse-¢yHkuuio. OHa BEI3BIBAETCS, KOT/Ia UTPOK BHIOMPAET 0OBEKT, Ha KOTOPHI HaBeeH
Kypcop.

5. Cospgaiite gBe GyHKIIMU, OnPickup 1 OnDrop, A1 OIpeJeieHus, KOria BEIOUPaeTcs 00 beKT
C TAKVIMH K€ [IlepEMEeHHBIMU ITYHKTA 2.

6. CoszpgaiiTe Tpu HOBBIE PYHKIIUU, OnDrag, OnDragStart, OnDragEnd, KOTOPBIE TIO3BOJISIOT BaM
OmpezesAaTh, KOTZa UTPOK aKTUBUPYET 00BEKT U IBUraeT KOHTPOJUIED BO BPEMS aKTHBALUHL.

7. Cosgaiite pyHKIMIO CanPickup. OOHAKO JalTe el TOJbKO BRIXOAHYIO IepEMEHHYIO 110/ HA3BaHUEM
Pickup (puc. 8.3).

8.1.5.2. Co3gaHme Interactor Component
,Zl]lﬂ BSaHMOﬂeﬁCTBHH BaM HeO6XO/I[I/IMO 4TO-TO AJIA XPaHEHUA JIOTUKU HAXOX/ACHUA O6’beKTa BSaHMOﬂeﬁCTBHH
1 BbI6Opa QyHKIMI U3 UHTepdetica.

8.1.5.2.1. OnpeaeneHne CONPUKOCHOBEHUI 0ObEKTA
CHayaJia BaM HCO6XOL[I/IMO CO371aThb IIE€peMEHHBIE JJId 3alIOMVMHaHUA HaBEAEHHBIX 06'b€KTOB 1 HaCTPOUTH COIIPU-
KOCHOBeHHUe cdepbl A1 06HapyKeHHUsS 00bEKTOB BOKPYT MHTEPAKTOPA.
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1. Otxkpoiite WorldInteractor.

2. Co3spaiiTe mepeMeHHYy!0 Radius THNa Float ¥ ycTaHOBUTE 3HaYeHHe 10. DTO paauyc cdepsl, KOTO-
DYIO CO3/jaeT MHTEPAKTOD AJIA ONlpeieeHU 0OBEKTOB.

3. Co3paliTe HOBYIO CCBUIKY Ha Actor 110/ Ha3BaHUeM HoveredObject. OHa cchutaeTcs Ha 0ObEKT,
KOTOPBIH cefiyac Moji KypCOPOM.

4. CospaliTe Apyrylo CCBUIKY Ha Actor oz HazBaHueM PickedUpObject.

Co3zaiiTe HOBYIO IepeMeHHYI0 Dragging Tuma Boolean (puc. 8.4).

Puc. 8.4. KomnoneHT Worldinteractor: 6a3oBoe conpnkocHoBeHwe chepbl

6. OTEventTick co3zaiiTe HOBBIY y3en Gate, M OTKJIIOUUTe Start Closed, IOTOMY YTO BBl XOTHUTE,
9YTOOBI KOMIIOHEHT OBLJT IOCTYIIEH 110 YMOJTYaHHUIO.

7. JloOaBbTe Ba HOBBIX COOBITHA: Enable  Disable.

Coezpunute cobbITHE Enable ¢ Open y31a Gate, a Disable — ¢ Close. OTO HO3BOJIUT BaM aKTHBHU-
pOBaTh U IEAaKTUBUPOBATH IIPH HEOOXOAMMOCTH.

9. U3 Exit yana Gate co3zaiiTe y3en Sequence, IOTOMY YTO BaM Ha/[0 COBEPIIATH /iBa I€HCTBU 32 X0,
U 3TO CZeJIaeT KOZ aKKypaTHee.
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10. CoefuHUTE TIEPBBIE BRIXOZ C HOBBIM y37i0M SphereOverlapActors (puc. 8.4). DTo MO3BOJUT BaM OIpeje-
JISITh 00BEKTHI /71 B3aUMO/IeCTBYA 110 3aJaHHOMY PaJuycy.

11. CoepunuTe GetWorldLocation ¢ BXOZOM Sphere Pos.
12. CoeguHuTe HOBBIY reTTep Radius ¢ Sphere Radius.

13.lns1 Object Types co3faiiTe MacCUB MepeUnCTIeH i EObjectTypeQuery, 106aBUB
WorldDynamic u PhysicsBody.

14. Co3gaiite MaccuB Actor, IPUCOAUHUB €ro K GetOwner IMepPBBIM BXOZOM U IIPUKPENUTE BBIXOZ,
c Actors K IMHY Ignore NepekphITUs chepsl.

15. CozzaiiTe 1Ba HOBBIX COOBITHSA StartDrag ¥ Stop Drag (puc. 8.4). OHU GyAyT KCIIOIH30BAHBI
TI03XKe.

ANNbTEPHATUBA NMEPEKPbITUIO COEPDI

EcTb MHOTO €I10CO60B IIOHATH HAMEPEHHUS MOJIB30BATENS B IPOLIECCE OIPeENeHNs TOT0, KaKOi 06BEKT
OH XOYET 3aXBATHUTb.

Cdepa zomonHseTCs 06paTHOM CBA3BI0, BU3yalbHOM (IOACBETKA 00BEKTA) WU GpU3NUECKON (TaKTHIIb-
HBIIl UMITYJIbC), CUTHAJIM3UPYIOIEeH, YTO UTPOK MOXeET I0Z06paTh 06BEKT, Yero BO MHOTHX CIydYadx
BIIOJIHE /JOCTAaTOYHO AJis1 GOPMUPOBAHUSA 3TOr0 HaMepeHusA. Ho B ciIydae, eciu Tak He MOTyYaeTcs UIn
obpaTHasi CBSI3b OTCYTCTBYET, BO3MOXKHBI aIbTEPHATHBEL

Opuny u3 HuX Epic Games peanusyet kak Bullet Train, co3zaeT BOKPYT KOHTpoJLIepa chepy ¢ HUCXOAs-
I[IM BEKTOPOM, HAIIPABIEHHBIM MEK/y BEKTOPAMU HAIIPABJIEHMsI KOHTPOJIIEPA M BEKTOPOM OT IIieMa
K KOHTpOJIepy. DTO obecreynBaeT XOPOLINii 6aIaHC MeX Ay 'MOKOCTBIO M IIOMOIIBI0 UTPOKY B I0ZOOpe
TIpeIMETOB.

KoHeuHo, /7171 pelleHNs JaHHOH 3224 cepeOPsHOH MyJIH He CYLIECTBYeT, KaK 1 B GOIBIIMHCTBE JPYTUX
CHTYalHii C UTPOBBIM AN3aIHOM, BbI IOJKHBI TPOBEPUTDH, KaKas CUCTEMA B3aUMOZEHCTBHA Ty dIle BCETO
MIOAXO/UT BALIEMY CHOXKETY.

8.1.5.2.2. Bbi30B C006LIEHUSA O HABEAEHUHN

Temepb BaM HYKHO B3ATh Actor U3 cpepsl COMPUKOCHOBEHUS U HAUTH B HEM OOBEKT //Is BHI30Ba JIOTUKY HaBe-
[leHus. B prMepe BBl TPOCTO UCIIOAb3YeTe MEPBHII 3JIEMEHT B MaCCHBE; OJJHAKO APYTYie BapUAHTHI, TAKHe KaK
HaxoXx/JeHue OKaiiero 06beKTa U3 MacCuBa, TOKE MOTYT ObITh UCIIOTb30BaHbI.

1. OrkoHTakTa Out Actors yana SphereOverlapActors Bbi3oBuTe y3es Get ¥ TIOJTYIUTE dJIeMEHT 0.

2. CoszaliTe HOBBI reTTep AJ1A IepeMeHHoM HoveredObject U BbI30BUTe NotEquals, yCTaHOBUB
y3es Get BO BTOpOif KOHTAKT.

[Tocrne y3na SphereOverlapActors cozpatite BeTKy Branch u coegunute Conditions c y3inom NotEquals.

4. BrizoBuTe coobmeHue OnUnhover U YKaXXUTe B Target reTTep epeMeHHON Hovered Object.
CoeZMHUTE BBI30B € BETKOU True. DTO CHUMET HaBeleHUe C IPe/blAyIero KOMIIOHEeHTa.

5. Ory3ana OnUnhover BEI30BUTE COOBITHE StopDrag; 3TO OCTAHOBUT IlepeTacKuBaHe 00beKTa, Koraa
OH OGyZIET CJIMIIIIKOM /JaJIEKO.
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6. Tlocie aTOro COOBITHS CO3AMTE CETTED AJIA TepeMeHHON HoveredObject, TOMECTHUB B HETO OO'bEKT,
HoJIy4eHHBIN y3710M Get U3 Maccusa (puc. 8.5).

Puc. 8.5. KomnoneHT Worldinteractor: HaBefeHne Ha 06bEKT CONPUKOCHOBEHUA

7. OT ceTTepa BbI30BUTE OnHover, 100aBUB B Interactor Self (puc. 8.5).

8.1.5.2.3. Peanu3auus nepetackMBaHUs Ha 06bEKT
Tenepb BO3bMEM CO6LITI/I€ INepeTacKuBaHuA, CO3JaHHOE Ha IIEPBOM IIare, v riepegagmuMm €ro Ha TeKy'H.U/Iﬁ HaBe-
JEHHBIA 06BEKT.

1. Ot cBOGOAHOTO KOHTAKTA y3J1a Sequence Z006aBbTe APyroi y3en Gate, COeJUHUB €To0 ¢ Enter.
OTO MO3BOJIUT BaM aKTUBHPOBATh U I€aKTUBHPOBATh IlepeMellleHNe, KOTa 3TO HY»KHO.

2. Ot cobpITHsA StartDrag co3JaiiTe ceTTep AJis IepeMEeHHON Dragging U yCTaHOBUTE B HEM True.
3. Cosgalite reTtep 14 HoveredObject.

4. OrreTTepa BR30BUTE co0bIeHre HHTepdelica OnDragStart, COeIUHUB KOHTAKT BHITIOJMHEHHU
c certepoM (puc. 8.6)
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Puc. 8.6. KomnoHeHT Worldinteractor: 06paboTka cobbITWi NepemMeLleHns

8.
9.

CoenunuTe BBIXOZ 06paboTyrka OnDragStart ¢ KOHTaKTOM Open y3ia Gate.

Ot cobrITHA StopDrag co3zgaite Branch. [lid ycnosus co3naiite reTtep yana Dragging. 3to obecre-
YIUT OCTAHOBKY [IEPEMEIIEHNUS TOJIBKO TOT/IA, KOT/Ia OH yIKe TlepeABUHYIICA.

[Tocne BeTkU True co3faliTe ceTTep A Dragging v yCTaHOBUTE ero Ha False.
[Toce ceTTepa BEI30BUTE COOOIIeHNe OnDragEnd Ha reTtep HoveredObject 13 mara 3.

CoepuHHuTe BEIX0A OnDragEnd ¢ Close y3na Gate.

10. IMocye Ex it BRI3OBUTE co0bIIeHNe OnDrag Ha HoveredObject, ycTaHOBUB Self B Interaction

(cm. puc. 8.6)

8.1.5.2.4. logHUMaAEM M POHSAEM OOBEKTHI
[TogHUMATh 1 POHATD IPEAMETHI B TOM IIPUMEPE JIETKO, TIOTOMY UTO BHI OCTaBJseTe 00pabOTKY GUUKU U ApY-

Tre BO3SMOXXHOCTHY 3a OTAEJIbHBIMU MHTEPAKTUBHBIMU 06BeKTaMHU.

Co3zpaliTe 1Ba HOBBIX y3J1a COOBITHI U Ha30BUTE UX Pick Up u Drop. Bragener Interactor BEI30BET
3TH COBBITUA AJIs BBI6OpA TEKYIIETO 00bEKTA.

OT cobrITHsA Pick Up BBI30BUTe IsValid, yKa3aB BO BXOZHOM 00beKTe reTTep HoveredObject.
JT0 rapaHTHUPYET, UTO Interactor CBSKETCSA UMEHHO € TI0Z0OPAHHEIM 00 BEKTOM.
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3. OT3TOro e reTTep BBI30BUTE COOOIEHMEe CanPickup, COEZIMHUB BEITIOMHEHHS C BEIXOAOM IS
Valid.

4. Tlocne aToro coobienwus f06aBbTe Branch, coeannus Bxoz Condition ¢ BeixozoM Pickup.

5. Jlns BeIxoza True, CBA3aHHOTO ¢ Branch, co3jaiiTe HOBBIN CeTTED ZJIS IepeMEHHOM
PickedUpObject. Ha Bxoz aTOrO CeTTepa mozjaniTe BHOBb CO3/JaHHEIN reTTep HoveredObject
(puc. 8.7).

Puc. 8.7. KomnoneHT Worldinteractor: Bbibop 06bekTa

6. CsxuTe roy60it BHIXOZ CETTepa ¢ HOBBIM y3a0M AttachToComponent.
7. Co3naiiTe CCBIIKY Self U COEZMHUTE €€ CO BXOJOM Parent.
8. [lns o6oux BXoZ0B Location Rule M Rotation Rule ycTaHOBUTE 3HaueHUe Snap To Target.

9. YcraHoBuTe Scale Rule B3HaueHMe Keep World, HOTOMY Mbl He XOTHUM, YTOObI pa3Mephl IIOAHA-
TOro 00'beKTa N0ABEPINUCH Bo3AeiicTBII0 Pawn 1 Interactor.

10. Tocte AttachToComponent fo6aBbTe CallPickup HareTTep Picked Up Object (puc. 8.7).

11. OT cob6BITHS Drop BbI30BUTE IsValid U CBSIKUATE BXOA Input Object ¢ HOBOH IepeMeHHOM
PickedUpObject.
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12. 0t koHTaKTa IsValid BeI30BUTE DetachFromActor, yCTAHOBUB HOBHBIH reTTep PickedUpObject
Kak Target, M yCTaHOBUTE Bce Ha Keep World (puc. 8.8).

Puc. 8.8. KomnoHeHT Worldinteractor: 6pocok o6bekTa

13. Tloce y3na DetachFromActor BbI30BUTE coObIeHrEe OnDrop Ha HOBOM reTTepe PickedUpObject,
ycraHoBUB Self BInteraction.

14. Teneps ouncTuM HoveredObject U PickedUpObeject BbI3BAaB K HUM IIyCTHIE CETTEPHI
(cm. puc. 8.8).

8.1.5.2.5. cnonb3oBaHKe BbiGpaHHbIX OObEKTOB
,Z[O6aB]IeHI/Ie (l)YHKHI/IOHa]IbHOCTI/I AJIA UCIIOJIb30BAHUA BbI6paHHbIX 00BEKTOB MOXET OBITH I10JIE3HO, €CJIM BbI
XOTUTE CAEJaThb KHOIIKU U pyrue O6’be}<TbI, KOTOpbIE MOT'YyT 6LITb HCIIOJIb30BaHbI, KOrZa UT'POK UX BbI6I/IpaeT.

1. CoszaiiTe HOBOE COOBITHE 110/ Ha3BaHUEM UseHoveredObject.

2. OT cobbITHSA BRI3OBHTE COObIIeHEe HHTEpelica OnUse, yCTaHOBUB reTTep HoveredObject
B Target u Self B Interactors (puc. 8.9).
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Puc. 8.9. KomnoHeHT Worldinteractor: ncnonb3oBaHue BblIOpaHHbIX 06beKTOB

8.1.5.3. [lo6aBneHne B3aumogenCcTBUsl K B3aumogencTeyoemy Pawn
JJ1s icoib30BaHus HeJaBHO co3IaHHoro Interaction Component, BaM He0OXOAMMO BHI3BaTh HEKOTOPBIE HEJTABHO
co3ZaHHbIe cOOBITUA U3 Interaction Pawn.

1. Ortkpoiite InteractionPawn Blueprint u3 nanku Blueprint.

2. BrI GyzieTe UCTIONMBb30BaTh COOBITHA IBYX KOHTPOJLIepoB. Co3aaiiTe HOBbIE COBBITHS
MotionController (L) Gripl u MotionController (L) Trigger Ha)xaTHeM ITPABO KHOIIKOM MbIIIH
B Event Graph v HaiiJi UX 0 UMEHHU.

CobbITHE Grip TpeAcTaBisgeT OOKOBYIO KHOTKY grip Ha KOHTpoJtepe Vive U py4HOI trigger Ha KOHTPOLIEpE
Oculus. DTo X0opolre KaHAUAATHI 1J1A T0160pa 06bEKTOB.

3. Cospgaiite HOBBIM reTTep A World Interaction Component v BbI30BUTE COOBITHSA Pickup ¥ Drop
Ha HeM.

4. CoeZNHUTE KOHTAKT PressedyMotionController (L) Gripl C KOHTaKTOM BBHIIIOJIHEHUA
Pickup, a Released c Drop (puc. 8.10).
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Puc. 8.10. World Interaction Pawn: Bbl30B cobbiTuin Ha Interaction Component.
DTO MMO3BOJIUT BaM BHIOMPATh 06HEKTHI IO HaskaTHIO Grid U OMyCKaTh UX, KOT/a OTIIYCTHUTE €ee.

5. Cospnaiite HOBBIH TeTTep A1 World Interaction Component v BbI30BUTE OT Hero UseHoveredObject,
StartDragu StopDrag.

6. CoexuHute PressedyMotionController (L) Trigger c UseNoveredObject,
a UseNoveredObject ¢ StartDrag. Teneps coeunuTe Released ¢ StopDrag (puc. 8.10). 3To
TI03BOJIMT BaM KUCIIOIb30BaTh OOEKTHI C TOMOIIBIO trigger, KaK U IepeTacKUBaTh UX, TOKA OH HaXKar.

3ameTKa

Ecnu y Bac gBa Motion Controller Components, IpOCTO OBTOPUTE 3TU LIarv CHOBA, HO M3MEHUB KOH-
TpoJuiep ¢ L Ha R, I7le 3TO He0OX0AUMO.
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8.2. Co3paHue MHTEePaKTUBHbIX 0ObEKTOB

HOCKO]II)KY Yy BacC nogBuaChb Cuctema Aad pa60T1>1 C UHTEPAKTUBHBIMU 06']>eKTaMI/I, HacTaJO BpEMA CO34aThb

caMU 3TU OOBEKTHI.

8.2.1. Co3paHue uHTepaKTuBHOro Static Mesh Actor

CHavasia Mbl CO3/JaZIuM TIPOCTOM Static Mesh Actor, KOTOpPBIY TTO3BOJIUT BaM MOAHUMATh U 6pocaTh ero. JTOT

Blueprint MOXeT UCIOIb30BATHCS 3aTEM JI 6a30BBIX J€KOPALUH ClieH, KOTOPEIE He HECYT KaKyl0-To crenudu-

YECKYIO0 JIOTHKY, HO JOJI’)KHBI IIO3BOJIATH BBaHMOﬂeﬁCTBOBaTb ¢ coboi.

1.

B mamnke InteractiveObject (Blueprint = InteractiveObject) nob6aBbTe HOBbII Blueprint
(Add New = Blueprint Class = Search All = Static Mesh Actor).

Ha3zoBure ero InteractiveStaticMesh.
OtkpoiiTe aToT Blueprint 1 Ha)XMUTe Ha KHOTIKY Class Settings.

Ha nanenu Details nobaBbTe HOBBIH interface (B MeHI0 OTKpoiiTe Interfaces = Implemented
Interface = naxxmute Add u Beibepute World Interaction Interface) (puc. 8.11).

Puc. 8.11. HTepakTuBHbIN Static Mesh: pobasneHve nHtepdeiica n pa3peLieHre Ha B3aumoaeincTame
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5. Bribepure StaticMeshComponent (Inherited) Ha manenu Components. Ha Bkiagke Details ycTaHOBUTE
Mobility ua Movable. YctaHoBuTe B Static Mesh Cube (BaM, BO3MOXXHO, TOHAaZI0OUTCS OTKPHITh KOH-
TEHT ABUKKA, YTOOH HaiiTu Cube). [TocTaBbre ranouky y Simulate Physics. U mocieiHee: paspelinTe
Generate Overlap Events B Collision.

6. CxoMmmnuiupyiite Blueprint Ajis monydeHus AocTyna k QyHKIIMOHANIPHOCTH UHTepdeiica.

7. JBaxbl MeJKHUTE IO pYHKIUY CanPickup U yCTaHOBUTE BO3BpalljaeMoe 3Ha4eHue Pickup Ha
True. DTO MO3BOJIUT BaM MOAHUMATh 3TOT Blueprint (cM. puc. 8.11)

8. OTkpoiiTe GyHKIUIO Pickup.
9. Cospaiite rerrep ausa StaticMeshComponent (Inherited).

10. Ot reTTepa BeI30BUTE SetSimulatePhysics M yCcTaHOBUTE B Simulate 3HaueHHe False. YcTaHO-
BUTE 3TOT y3eJI MeX/y TOUKOH BX0Za B GYHKIMIO U BBIXOZIOM (puc. 8.12). DTo MpeoTBPaTUT MajieHHe
00beKTa CKBO3b PYKHU UI'POKa, KOT/|a OH IOAHUMET YTO-THG0.

Puc. 8.12. VHTepakTuBHbii Static Mesh: dyHKLum «MogHATb» 1 «BbIGPOCUTDY.

12. OTkpoiiTe QyHKIHIO OnDrop.

13.TIpogenaiiTe AeficTBUA U3 TyHKTa 10, TONBKO ycTaHOBUTe True B Simulate. DTO CHOBA BKJIIOUUT
$r3UKy, KOTZIa UTPOK OTIIYCTUT IIpeAMeT.
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3ameTKa

Brurtouenue usnky A Component u3 Blueprint BRIBOAUT ero U3 uepapxuu Blueprint. B JaHHOM citydae,
HOCKOJIBKY StaticMeshComponent siBisieTcss KOpHeM Hallero Blueprint, 9To HU4ero He U3MEHUT.

OpnHaKo ecu BKIYUTD GU3nKY 7151 Component, KOTOPHIi He siBJisieTcsl KOpHeM Blueprint, moTpe6yeTcs MOBTOPHO
[IPHCOEANHUTH €I0 K KOPHEBOMY KOMIIOHEHTY, IIPEK/e YeM Ha Hero OyZeT MOXKHO BO3J€ENCTBOBATh Mpeobpaso-
BaHueM Blueprint.

PeKOMeH/IyI0 BaM CZeJIaTh 3TO Mo3xkKe B pyHKIUU OnPickup.

COXPAHEHME CTOJIKHOBEHMUA

HPI/I OTKJIIOYEHUHU MOZAENTPOBaHNA Cl)I/ISI/IKI/I 06BEKT TIIepecTaeT CTaJIKUBaTbCA CO CTaTUYECKMMU I'eoOMe-
TPUYECKUMU ob6BbeKTaMu YPOBHA, IIOTOMY YTO T€IE€pb OH M3MEHAETCA HEIIOCPEJACTBEHHO II0A BO3/El-
CTBUEM KOHTpPOJIJIEPA ABUXKEHN A, CBA3AHHOT'O C HUM.

EcJu BBl XOTHTE COXPAHUTD CTOJTKHOBEHU ST, 00XOZHOM Iy Th (XOTA U CIOKHBII) 3aKJIF0IAETCS B TOM, YTOOBI
He OTKJI0YaTh pU3UKY; BMECTO STOTO YCTAHOBUTE OOJIBIITNE BEMUUYUHBI IMHEWHBIX W YITIOBBIX 3HAYEHU I
JeMnbupoBaHUs 06bEKTa. DTO IPUBEJET K TOMY, YTO 00BEKT OyZeT BecTu cebs Tak, 6YATO rpaBUTALINSA
He BJIHseT Ha Hero. Torga OH He CTaHeT BhIIAZIaTh U3 PYK MOJb30BATENA ¥ IPOJOIKUT CTATKUBATHCA CO
CTaTUYECKMMU T€OMETPUIECKUMU 00bEKTAMH.

OxHako 0OBEKT HE BO3BPAIAETCS B HICXOAHOE MONOKEHUE TIOCTIE CTOJIKHOBEHU . YTOOBI MCIIPABUTBH 3TO,
BBl MOXKETE OTKJFOYUTh IPABUTAIMI0 OOBEKTA MOCJIE TOTO, KaK OH IOAHSAT, U KOIZla 0ObEKT «OTOUAET»
OT CBOETO TIEPBOHAYAIBHOTO MOJIOKEHW S, BBl CMOXKETE UMUTUPOBATh TPABUTAIMIO B IIPOTUBOIOIOXHOM
HaTpaBJIeHUH, YTOOBI 06BEKT, Ka3aJ0Ch, XOTEN BEPHYThCS B ICXOZHOE MOJIOKEHHE.

8.2.2. Co3aaHne MHTepaKTUBHOW KHOMKMU

O6was cucreMa BBOAA JI KOHTPOJJIEPOB — 3TO 0ObIYHASA KHOIIKA, pearupyolas Ha HaKaTye 0JIb30BaTe L.
[lepBas MpUX0OAAIIAS B FOJIOBY UZES IPY JKeJAHUU IOTYyYUTh HHTEPAKTUBHBINA 00BEKT — DTO BKIIOYUTD QUBHKY
1 106aBUTh HEKOTOPbIE OrpaHuyueHUsA. OZHAKO Ha IPAKTHKE TAaKOe pelleHure II0X0 CHHXPOHU3UPYETCS C HEO-
I'PaHUYEHHBIM /IBUKEHUEM KOHTPOJLJIepa B BalIUX pyKax. [I03TOMy A PeKOMEH/YIO «II0AZeIaTh» Balle Gpusnde-
CKOe B3auMoZelicTBUe, YTOOB! MOMYUYUTh MAaKCUMAIbHbIM KOHTPOJIb HaJ, KHOIIKOM.

JlJis1 co31aHvst KHOIIKY He HYKHO CO3/laBaTh Ball COOCTBEHHBIN nHTepdelic. B uzeasne Bbl XOTUTE KHOIIKY, KOTO-
PYI0 MOXXHO 6yzieT HakaTb JIF0OBIM 06BEKTOM B PyKax UI'POKa, a He TOJIbKO Interactor Component.

8.2.2.1. Co3gaHne KHOIMKU U CETKHU
I[lepez TeM KaK Bbl peanusyeTe GyHKIIMOHAIBHOCTH KHOIIKH, BaM CJI€ZIyeT CO3/IaTh BU3yaIbHOE Mpe/CTaBlIeHIe
Y13 OCHOBHBIX KOMIIOHEHTOB.



164

FNABA 8. B3AUMOJEVCTBUE C KOHTPOJITEPAMU ABUMKEHWS

B mamke InteractiveObject 106aBbTe HOBBIM Actor Blueprint.

. HasoBure ero InteractiveButton ¥ OTKpOHTe.

Co3spaiiTe Tpu KOMIIOHEHTa: Scene Component 1o Ha3BaHUeM ButtonRoot u aBa Cylinder Component
II07, Ha3BaHUAMU Button U Base.

Ilepenecure Button Cylinder Ha ButtonRoot, YTOOBI C/Ie/IaTh €ro HacAeJHUKOM.

5. VYcranoBuTe mo3unuio ButtonRoot Ha (X = 0, Y = 0, Z = 5).JTo CIBUHET KHOIIKY Ha 5 efu-

HUIJ] BBEPX 110 OCH Z.

. YcraHoBuTe MaciuTab Button ComponentHa (X = 0.1, Y = 0,1 Z = 0.05).3T0 caesnaeT ee

6oJee TOX0OXKeN Ha KHOIIKY.

YeraHoBuTe MaciuTab Base ComponentHa (X = 0.2, Y = 0,2 2 = 0.05).3To c/iejIaeT ee MoXo-
JKel Ha OCHOBY /i1 KHOIIKY (puc. 8.13).

Puc. 8.13. VIHTepaKTVBHaA KHOMKa: 6a30Bble KOMMOHEHTbI
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8. BribepuTe Button Component M ycTaHOBUTE Collision Present HaOverlapAllDynamic.
BrI GyZieTe MCTONB30BaTh HAMOXKeHNe KHOTIKY /s OTIpe/ie/IeH 1, HaXkaTa JId KHOTIKa.

9. BribepuTe Base Component UycTaHOBUTe Collision Present HaNoCollision. Takum obpa-
30M OH He OyZleT MeIlaTh KHOIIKe.

8.2.2.2. OnpepeneHne HaloXKeHUM KHOMKHU
Mpbl HaCTpOUJIU Mesh. Tenepb HeO6XOZ[I/IMO OIIpeZIeINTD, KOTrZa KHOIIKA HaKJaaJbIBa€TCA CACCOT‘, 4TOOBI BB MOIVIU
HpI/IMeHI/ITb MaTeMaTI/IKy HaxaTtusd.

1. CoszaiiTe HOBYIO IEPEMEHHYIO CChUIKY Primitive Component 1 Ha30BUTe ee OverlappedComponent.
ODTO MO3BOJIUT COXPAHATH TEKyII1ie KOMIIOHEHTHI.

2. CoszaiiTe HOBYyIO lepeMeHHYI0 Vector 1 HazoBUTe ee InitialOverlapLocation. OHa 6yzer xpa-
HUTb Haya/IbHble KOOPJAWHATHI HAIOXKEHU.

3. CoszaliTe HOBYIO IepeMeHHYIO Float U Ha30BUTe ee ButtonPressAmount. OHa OyZET XpaHUTh
KOJIMYECTBO HAXKaTUH KHOIIOK.

4. CospaliTe elle oZiHy lepeMeHHYI0 Float, Ha30BUTe ee MaxButtonPressAmount U yCTaHOBUTE
B Hell 3HaYeHUe 10 YMOIYaHMIo 4. 3T OyZeT MaKCUMaJIbHOE YUCIIO HAXKaTHH Ha KHOIIKY 0 BEI30BA
cobbITHUsA Presser.

5. Cospgaiite HOBBIN Event Dispatcher moz Ha3BaHUEM Pressed. Bbl Gy/ieTe HCIOIb30BATh €70, IOTOMY
YTO 3TO MO3BOJUT PYTOMY Actor JIETKO TPUBSI3aTh COOBITHSA K HAYKAaTHIO Ha KHOTIKY 63 Heo6X0quMO-
CTH 3HATh 00 5TOM.

6. BoibepuTe Button Component v Ha Bkiagke Details HOXKMUTE + Y COOBITHI
OnComponentBeginOverlap u OnComponentEndOverlap. DT COOBITHUSA MOKa3aHkI B Event
Graph (puc. 8.14).
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Puc. 8.14. IHTepaKTUBHAA KHOMKa: onpeAeneHre HaNoXeHnn C KHOMKOM.

7.

10.

11.
12.

13.

TTocie y3a cobbITHsA OnComponentBeginOverlap fo6aBbTe y3ea IsValid ¥ COEAMHUTE €T0
C HOBBIM I'eTTepPOM /i1 OverlappedComponent.

CoszaiiTe HOBBIH ceTTep A1 OverlappedComponent U COEIUHUTE €0 C BEIXOZOM Is Not Valid.
[Tocie coeIMHUTE KOHTAKT COOBITHSA Ot he rComp € BXOZOM HAIIEro CeTTepa.

CoszaiiTe ceTTep AJisA IepeMeHHON InitialOverlappedcomponent U COEJUHUTE €T0 C BEIXOZOM
cerTepa OverlappedComponent.

OT cMHEro KOHTaKTa BbhIxoZa OverlappedComponent BBI30BUTE GpYHKIMIO GetWorldLocation
Y COeITHUTE ee BBIXOJ C ceTTepoM InitialOverlappedcomponent (puc. 8.14).

CospaiiTe HOBBIN Branch u coefinHuTe €ro ¢ cobbITHeM OnComponentEndOverlap.

Ot KoHTaKTa Other Comp cOOBITHA cO3AaliTe y3en Equal u co3aiiTe HOBBIN reTTep AJI
OverlappedComponent.

Co3paiiTe HOBBIM ceTTep OverlappedComponent U COEAUHUTE €TO C BHIXOAOM True, yOeAUBIIHUCE,
YTO CETTEP OCTAETCSA IIYCTHIM, TIOTOMY YTO MBI XOTUM OYUCTUTh OverlappedComponent.
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8.2.2.3. Ha>kaTne Ha KHOMKY
Tenepb MBI MOXKeM 0OHAPYKHUBATh COTPUKOCHOBEHHE C KHOITKOM, ¥ HAM Ha/lo HaXKaTh ee.

[l aToro mpeobpasyeM HavaapHyo nosunuio Overlapped Component 0OTHOCUTENBHO KHOIIKH, YTOOHI OTIpefiesTy-

TeJIb, HACKOJIbKO ZaJIEKO OTOABHUHYJICA O6’b€KT, TIOKa OH COITpuKacajcd C KHOITIKOH. DTO TIOKaXeT, KaK BaM HaJ0

Ha)XXMMaTb Ha KHOIIKY B OTHOCUTEJIbHOM IIPOCTPaHCTBE. Haxarue Ha KHOIIKY — 3TO BC€ PaBHO YTO BbIYUTaHUE

3TOr0 3HAYEHU U3 Ha4yaJIbHOU TIO3UIIMU KHOIIKU.

BrrynciieHure 1o OTHOLIEHUIO K KHOIIKE IT03BOJIAET BaM npu HeO6XOZ[I/IMOCTI/I TIOBEPHYTH KHOIIKY B IIPOCTPAHCTBE

1 y6euThCs, 9TO OHA QYHKIMOHUPYET IPaBUJIBHO.

10.

11.

12.
13.

Or y3na Event Tick co3paiite Sequence.

Jlo6aBbTe HOBBIM y3ei [sValid v CBSKUTE CUHUM BXOJL C TeTTepoM OverlappedComponent, COeZU-
HUTE €T0 C TIEPBBIM BEIXOIOM Sequence. TakuM 06pa3oM, HakaThe KHOTIKH OyzeT 06pabaTeiBaThCs,
TOJIBKO €CJIN Y BaC eCTh 06HEKT HaMOKeHHUS.

Co3spmaiiTe HOBBIH reTTep s KOMIOHEHTa ButtonRoot.
Ot Hero coszaiite gBa y3na GetWorldTransform.

OT Ka’k/I0TO BBIXOZHOTO 3HAUEHHU S ITUX Y3JI0B BBI30BUTE InverseTransformLocation. DTO mpeob-
pasyert Jiro6y10 KOOpAUHATY OTHOCUTENBHO ButtonRoot.

Jna Location mepBoro InverseTransformLocation co3gaiiTe reTtep

InitialOverlapLocation.

Jlns BToporo Bxoza Location co3zaiiTe HOBBIHM reTTep OverlappedComponent U BBI30-

BUTE OT Hero GetWorldLocation, KOTOPHIY coeUHUTE ¢ Location.

1 HaxoXK IeHUA JUCTAHIU BO3bMUTE BBIXOZHOE 3HaueHue 1epBoro InitialOverlapLocation
U BBIUTUTE U3 HET'O BTOPOE.

Teneps y Bac ecTh paccTOsHUE, IPOHIEHHOE HaJIOXKeHHBIM KOMIIOHEHTOM B BH/Ie BeKTopa. Pa3beiite
BBIXO/ Ha TP KOHTAKTa KOOPAMHAT. ITO MO3BOJIKT BaM IIOTYIUTh ZOCTYII K OCSM.

Tak kakK KHOTIKa 6y,zLeT ZABUTAThCSA IO OCH Z, BaM Ha/l0 M3MEHATD ITO3UII0 KHOIIKY BBEPX U BHUS3,
4TOOBI KOMIIEHCHPOBATh ITOJIOKEHUE PYKH T0Jb30BaTe . OT KOHTAKTa Z BHI30BUTE HOBBIU Y3€I
Clamp (float).

JlobaBbTe HOBBI reTTep A/ MaxButtonPressAmount U COEMHUTE €T0 C BXOZOM Max. B Min yka-
xure 0.

Co3zaiiTe HOBBIN ceTTep A1 ButtonPressAmount U COeIMHUTE €ro ¢ Clamp.

Coenunurte Boixoz Is Valid ¢ aTum ceTtepoM (cM. puc. 8.15).
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Puc. 8.15. IHTepakTnBHaA KHOMKa: 06paboTKa HaxaTuma

14. Co3paiiTe HOBBIH TeTTep A5 Button Component v BbI3oBUTE GYHKINIO SetRelativeLocation.
15. CoeHUTE KOHTAKT BBHIIOJHEHUA SetRelativeLocation ¢ ceTTepoM ButtonPressAmount.
16. IIpaBbIM KJIMKOM 10 New Location paszienuTe CTpyKTypy.

17. YT06BI OBITH YBEPEHHBIM, YTO BBl Ha)KajI¥ Ha KHOMKY BHU3, OT 3eJIEHOT'O KOHTaKTa
ButtomPressAmount Bbi30BUTE QYHKIHUIO Float * Float, yCTAaHOBUB BO BTOPOM BXOJHOM 3HaYe-
HUU —1.

18.Tlocie mepeMHOXKEHUS YCTAHOBUTE 3HaYeHUe B New Location Z (cM. puc. 8.15).
8.2.2.4. Bo3BpaTt KHOMKN B UCXO4HOE MOJI0XKEHUE

[Tocne HaXkaTHA Ha KHOIIKY HY>XHO IIOJHATD €€, BEpHYB, TAKUM o6pa30M, B UCXOZHOE II0JIOKEHUE. ,Z[aBaﬁTe cae-
JIa€M 3TOT ITpOoLeCC aBTOMAaTUYECKUM.

1. Co3spnaiiTe HOBBIH reTTep A Button Component u fo6aBbTe SetRelativelocation ¢ HUM
B Target.

2. Coexunure Bhixof Is Not Valid ¢ SetRelativeLocation.

3. Cospaiite HOBBIH y3en VinterpTo 1 yCTaHOBUTE ero BEIXOZIHOE 3HaueHue B New Location.
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Jlo6aBbTe HOBBIM reTTep s Button Component v moJiyunTe ero Relative Location.
CoOeZMHUT ero ¢ BXoZoM Current.

YcranoBurte B Target (X=0, Y=0, Z=0); 3TO HaYyaJbHasA NO3ULUA KHOIIKHU.

N o oo o»

Coexunute Delta Seconds y3anaEvent Tick ¢ Data Time (puc. 8.16).

Puc. 8.16. VIHTepaKTVBHaA KHOMKa: BO3BPALLEHVE B UCXOAHOE MONOXKeHNe

8. YcraHoBuTE B Interp SpeedHa l0. ITO BEPHET KHOIIKY K €€ Ha4Ya/IbHOMY II0JIOKE€HHMIO, KOTZla OHa
HE HaXkara.

8.2.2.5. AKTuBaLUunsi KHONKu
Y Bac ecTb KHOIIKa, KOTOpad HaXXUMa€ETCA, KOTZa Bbl KaCa€TeCh €€, U IOJHUMAaETCA O6paTHO.

3aBepinaronas Bellb, KOTOPYI0O BaM HAZ0 CAejaTh, 9TO OIPeJeSUTeNb, KOTZa KTO-TO IOJHOCTBIO HaXKas
KHOIIKY.

1. Ot BTOpOTO BBIXO/A Sequence co3naiite y3en Branch. Bot 6y/ieTe UCIONB30BATh €T0 JJIs OTIpeieTeH s,
KOT/Ia TeKyIIlee Ha)KaTHe paBHO MaKCHMaJbHOMY, ¥ BEI3BIBaTh Pressed B 9TOM CIydYae.

2. CosgaliTe fBa HOBBIX reTTepa /1 ButtonPressAmount U MaxButtonPressAmount.
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3. OTButtonPressAmount co3zaiiTe HOBBIM Float >= Float, yCTaHOBUB BO BTOPOIM KOHTaKT

MaxButtonPressAmount.
4. CoenwHWUTE 3TO ycjoBuUe ¢ Branch.

5. Ot BbIXOZA True BBI30BUTE DoOnce. A False coe[uHUTE ¢ Reset y DoOnce. TakuM 06pa3om, MbI
6yzieM BBI3BIBATh Pressed TOJMBKO OJVH pa3 MpU Ha)KaTHH.

6. Tlocie y3ma DoOnce BbI30BUTE Event Disputcher Pressed u BeIGepuTe Call U3 CITHCKA.

7. Coexunute Complete ¢ BBI30BOM Pressed (puc. 8.17).

Puc. 8.17. iHTepaKTMBHasA KHOMKa: BbI30B Pressed

8.2.2.6. Ucnosib30BaHUe KHOMKHU
BoT MBI CAeJiaau IMOJHOLIEHHYIO KHOIIKY. ,Z[aBaﬁTe IIpUMEHUM €€.

[IpocTBIM €IIOCOGOM peannu30BaTh BHI30B COOBITUSA MPU HAXKaTUU Ha KHOMKY (KOTZa OHA HAXOAUTCS Ha OJHOM
YPOBHE C UTPOKOM) SIBJISIETCS CChLIKA Ha Hee B Blueprint ypoBHS W HasHayeHUe COOBITHS Ha ee JUCIETYEp

Pressed.
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1. Otxkpoiite Blueprint ypoBHA U CO37jaliiTe CCHUIKY Ha 3TY KHOIIKY.

2. IleperamuTe CCHIIKY U BEI30BUTE MaKpoc AssignPressed; oH co3zacT ABa y3ia. [lepBblif — 3T0 y3en
BindEventToPressed, KOTOPBIi IIPY BEI30BE IIPUBA3BIBAET COOBITHE K JUCIETUEPY COOBITHIH, TO3BOJAA
€My BbI3bIBAThCS IIPU KAXKJOM HaKaTHH KHOIIKU. BTopoe — 3T0 dpakTUdecKkoe cobbITHE, KOTOPOE
6yZieT BHI3BAHO IIPU HAXKATUM KHOTKU.

3. TlpukpenuTe K KOHTAKTYy BbI30Ba y31a BindEventToPressed cobrITre Event Begin Play. OTO II03BO-
JIUT COOBITUIO Pressed_Event_0 OBITh BbI3BAHHBIM ITPU HAXKATUU KHOKU.

4. [lenaiiTe Bce, 4TO Ballel Urpe HY)KHO, KOT/la KHOIIKA Ha)kaTa (HalpuMep, ChirpaiiTe nocjaesoBaTeb-
HOCTB Sequencer, YTOOBI OTKPEITH Bepb, puc. 8.18).

Puc. 8.18. IHTepaKTMBHaA KHOMKa: MCNONb30BaHNE KHOMKM Ha ypoBHe

8.2.3. Co3paHue UHTepPaKTUBHOIO pblyara

B 3TOM pazziesie MBI CO3/IaZIIM phIUar, KOTOPbI MOKHO 6yZieT IOTAHYTh GpyHKIMeH 3axBarta B World Interactor.

Kak u y KHOIKY, y pryara O6yZieT ofHO BBIXOZHOE COOBITHE, KOTOPOe TOBOPUT BaM, UTO IZe-TO OBLI HOTAHYT
pblYar, HO B OT/IIMYKE OT KHOIIKU, TATa pblyara — 9To Oosbllee ¢pusndeckoe AeHCTBYE, TO3TOMY OHO JOIKHO
WCIIOJIb30BAThCA AJIA IpeZiHaMepeHHbIX JeCTBUN, KOTOPbIE UCIIONb3YIOTCA pexe.
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8.2.3.1. Co3gaHune KOMIMOHEHTa pbiyara

Jna HaCTpOfIKPI BHEIIHET'0 B /A pblvara Bbl 6yz|;eTe HCII0JIb30BaTh HpOCTOfI OUJIAHAP.

© PN O U A W N e
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11.

12.

B mamnke InteractiveObjects coznaiiTe HOBBIH Actor Blueprint.

HazoBure ero InteractivelLever.

Bribepure Class Settings.

Ha mauesnu Details no6asbsre World Interaction Interface (Kak MbI ZieJTajiu [/ KHOTIKH).
Cxommnunupyiite Blueprint sl HOMy4eHUs AOCTYIA K GYHKI[MOHATBHOCTH UHTEpdelica.
Cospaiite nBa Cylinder Component v Ha30BUTe UX LeverCylinder u LeverHandle.

Cospaiite Sphere Component v Ha30BUTe ero LeverEnd.

Co3zpatiite Scene Component ¥ Ha30BUTE ero LeverRotate. DTOT KOMIIOHEHT BhI Oy/IeTe BpaIaTh.

[TosepHuute LeverCylinder Component Ha 90 rpaZlycoB IO OCH X X yCTAaHOBUTE MacmTab (X = 0.3,
Y = 0.3, Z = 0.1).9T0 caenaeT HUIUHAP 6oJiee MOXOKUM Ha OCHOBY phlvyara.

. CiBuHbTe LeverHandler Ha 25 eJMHUI] II0 OCHU Z, a MacuITab ycraHoBuTe (X = 0.05, Y = 0.05,

Z = 0.5).DT0 acT BaM LWJIMHZD, TOXOXKHUI Ha PYYKY phIyara.

CaBuHbTe LeverEnd Ha 50 eJMHMI] 10 OCH Z, a MacmiTab ycranosute (X = 0.1, Y = 0.1,
Z = 0.1).3To macT BaM cdepy, IIOX0XKYI0 Ha KOHEI] ppryara.

[Ipukpenute LeverEnd ¥ LeverHandle K LeverRotate. DTO IO3BOJUT BaM BpallaTh pblyar npu
nomoInu LeverRotate (puc. 8.19).
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Puc. 8.19. KOMNOHEHTbI UHTEPAKTUBHOTO pblyara

8.2.3.2. BpaujeHue pbidara
Korza BbI B3aUMO/IEICTBYETE C PIYaroM, Bbl XOTUTE TIOBEPHYTH €ro LeverRotate. ITo moTpebyeT UCIOIb30BAHNUS
TPUTOHOMETPHUH, KOTOPYIO A IPUBEJI HUXKE, €CJIU Bbl HE CTaJIKUBAJIUCh C Hel PpaHbIIIE.

Bo-nepBBIX, BaM HY»KHO HaCTPOUTb HECKOJIBKO I€PEMEHHBIX.

1. CospaiiTe mepeMeHHYI0 CurrentInteractor TMna WolrdInteractor. DTo OyeT XpaHUIIHIIE
AJIA B3aUMOZIEHCTBYIOIIUX 0OBEKTOB C PHI4aroM.

2. Co3zpaiiTe HOBYIO IepeMeHHYI0 IsResettingRotation Tuma Boolean. Ee BB OyeTe HCIOIB30BATh
[J1S1 KOHTPOJIS aHMMAI[K BO3BpAlleHUs phlyara.

3. Co3spgaliTe 1Be HOBBIE IepeMeHHbIe: InitialResetRotationu InitialLeverRotation Tuna
Rotator. [lepBas 6yzeT XpaHUTb TOBOPOT TI€pe, aHMMaIell BO3BpallleHUs prlyara B Ha4yaJIbHOe
M0JIOXKEHHE, a BTOpas — HavaJbHOE II0JI0KEeHHU .

4. Co3spaliTe yeThlpe IepeMeHHbIe TUIA Float ¥ Ha30BUTe UX MinPitch, MaxPitch,

ActivationPitchu CurrentPitch.

a. IlepBble ZiBe XpaHAT HIKHIOIO U BEPXHIOIO 'PAHUIIBI IOBOPOTA phlyara.
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b. ActivationPitch XpaHUT HaKJOH, KOTOPHI aKTUBUPYET PblYar 1 BO3BPALIAET B HAYaIbHOE
HOJIOKEHHe.

o

CurrentPitch COAEPIKUT TEKYIIUN HAKJIOH phyara.
YcranoBuTe MinPitch u ActivationPitch Ha -90.
CosgaliTe HOBBIM Dispatcher moj HasBaHueM Pulled.

Ot cobbiTus Event BeginPlay co3aaiiTe ceTTep A InitialleverRotation.

©® N oo @

CoszaiiTe HOBBIH reTTep A4 LeverRotation Component v olny4uTe ero Relevant Rotation, coeau-
HUB ero ¢ ceTTepoM (puc. 8.20).

Puc. 8.20. /IHTepaKTUBHbIN pblyar: HACTPOWKA NepPeMeHHbIX

MpepynpexaeHue

Huke IpUBOAATCA HEKOTOPBIE CBe/IeHN A U3 TPUTOHOMETPUH. EC/IM BEI ¢ HUMU Y3Ke 3HaKOMEI, MOJKeTe
UX TIPOIYCTUTb.

Mu1 OIlpeJIe/ININ BCE HYXHBIE IIEPEMEHHBIE. ,IlaBaﬁTe paccyuTaeM MOBOPOT.
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,Z[JIH 9TOT'0 MBI IEPEBEAEM KOOPAWHATHI TEKYIIETO O6’E>EKTa, BBaHMOﬂeﬁCTBymmeFO C ppIyaroM, B OTHOCHUTEIb-
HbIe. ITO KOPPEKTHO AJi1 HEKOTOPBIX npeo6paaoBaHm‘x’1 MUpa, KOTOPhBIE BBl IPMMEHAETE Ha pbryare. Bri HaxoauTE
OTHOCUTENbHBIN HaKJIOH TIOBOPOTA JJIA TEKYILETO ITOJIOKEHUA Yepe3 apKTaHI'€HC KOOpAWHAT ZuX.

Puc. 8.21. IHTepaKTUBHbI pblyar; X — AUCTaHLMA OT LieHTpa pblyara no ocu X, z— ANCTaHLMA MO ocu Z A0 TOUKIN Ha PYKOATH,
a — Yron mexgy ocbto X v TOUKOW Ha PyKOATU.

APKTAHTEHC U ®YHKLIUA ATAN2

B TPUTOHOMETDPUY TAHT'€HC — 3TO YT'OJI, PABHBIH JJINHE CTOPOHBL, IPOTHUBOIEKAIIEH OCTPOMY YIIY IIps-
MOYTOJIBHOT'O TPEYTOIbHUKA, Paszie/IeHHOH Ha JJIMHY IIPUJIeralomeil K HeMy CTODOHEL.

tanangles = opposite/adjacent.

ApKTaHreHC, WK1 OOpaTHBIM TaHTeHC, — 3TO QYHKIWMA, 0OpaTHasA TaHTeHCY. APKTaHI'eHC II03BOJAET
HOJIyYUTh Mepy yI/ia MeX/y IPOTHBOJIeXkallel yIIy CTOPOHOM 1 IIpueraomieii k HeMy

atan(opposite/adjacent) = angle.

Haxkower, atan2 — 3To GpyHKINA paclIUpeHUs atan, KoTopas IPUHUMaeT Ha BX0Z (X, y). DTO I03BOJISET
GYHKITUY He TTOJTyYaTh OMKMOKY AesieHus Ha 0, a TaKKe coOupaTh HHGOPMAIUIO O 3HAKaX CTOPOH /IS BO3-
BpaTa 3HaYEHUS B ONPe/IeJIEHHOM KBa/paHTe.
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He 6ecmokoiiTech, MBI pacCCMOTPUM BCe TTOAPOGHO.

1. OTkpoiite QyHKIHIO OnDrop.

2. OT TOYKM BX0/ja B METOJ BBI30BUTE Branch.

@

Ot mapamertpa Interactor co3patite y3en Equal (Object), ycTaHOBUB BO BTOPOU BXOJ TETTEP AJIS
CurrentInteractor.

CoenuHUTE BRIXOZ paBeHCTBa ¢ Condition.

Ot False co3zaiite y3en Return.

OT True co3zaiiTe emle oguH Branch.

CospaiiTe reTTep ana IsResettingRotation.

Ot Hero BeI30BUTE y3eJ NOT Boolean

© ® N oo v s

YcraHoBuTe pesyinbTaT B Condition BToporo Branch. Takum 06pa3oM, BE He CMOXKETe IIOBEPHYTh
phIYar Bo BpeMsdA ero aHMMalluy BO3BPaTa B Ha4aIbHOE II0JI0KEHHE.

10. Co3paiite y3en GetActorTransform.
11. Ot Hero BrI3oBUTE InverseTransformLocation.
12. Cozpaiite rerrep Ans CurrentInteractor v BeI3oBUTe OT Hero GetWorldLocation.

13. CoegunuTe Bo3Bpamaemoe 3HaueHue GetWorldLocation co BxozioM Location y3na
InverseTransformLocation. TakuM 06pa3oM, Mbl Ipeo6pasyeM MUPOBblE KOOPAUHATH B3aUMOZEHCTBY-
IOI[ET0 B JIOKAJTbHOE IIPOCTPAHCTBO.

14. Ot y3na InverseTransformLocation BeI30BUTe UnrotateVector, ycTaHOBUB 90 IPaZiyCcoB IO OCH Y
BO BXOZ B (puc. 8.22). OTo moBepHeT BeKTOP, IOTOMY UTO BbI XOTHTE OCUUTATh HAKJIOH B OTHOCH-
TeJIbHOM II0JIOXKEHU !, KOTOpPOe CMOTPUT BBEPX, a He BIIEpe,.

15. HaxxaTueM IIpaBoii KHOIIKY TI0 BO3BpalllaeMOMY 3HaY€HUIO pa3beiiTe ero.
16. OT BBIXOZIa 7 BBI30BUTE QYHKIMIO Atan2? (Degrees).

17. Ha BTopot¥i Bxoz B mozaiite X.



8.2. CO3JAHNE MHTEPAKTNBHbIX OB bEKTOB 177

Puc. 8.22. /IHTepaKTMBHbIN pblyar: NoAcYeT NOBOpPOTa

18.Tlocne y31a Atan2 BeI30BUTe Clamp (float).

19. Co3zaiiTe ABa HOBBIX reTTepa A MinPitch u MaxPitch, 3aTeM yCTaHOBUTE X B Min 1 Max

BXOZBI Clamp.
20. CozpatiTe HOBBI ceTTep A CurrentPitch, ycTaHOBUB eMy Ha BXO/, 3HaueHue U3 Clamp.
21. CoeauHUTE BBIXOZ True ¢ ceTTepoM (puc. 8.22).

22.Co3naliTe HOBBIU reTTep AN LeverRotate U BRI30BUTE OT HEro SetRelativeRotation.

23. Pa3beiiTe BekTOp NewRotation.

24.YcTaHOBUTE BBIXOZHOE 3HAYEHUE U3 CETTEPA B OCh Y,  TAKXKe COEJUHUTE BBIXO/BI BHITIOJTHEHUS
(puc. 8.22).

8.2.3.3. Bo3Bpar pblyara
MpI co3/a/11 BIIOJIHE pabodunii pbiyar, HO OH BpallaeTcs TOMIbKO Ty/ia U 06paTHO. YTOOH c/iesiaTh ero 6oJee mpas-
[OTIOZI00HBIM, BAM Ha/0 BBI3BIBATH €T'0 BO3BPALIEHUE B MCXOAHOE MOJIOKEHNUE, KOTZA OH JOCTUT KOHIIA WX OBLI

OTIIYIIEH.



178

FNIABA 8. B3AUMOJEVCTBUE C KOHTPOJITIEPAMU ABUMKEHWS

[IpaBbIM HaxkaTHeM B Event Graph fo6aBbTe HOBOe COOBITHE ResetRotation.

Co3paiiTe HOBBIN ceTTep A IsResettingRotation ¥ COEMHUTE €T0 BHITIOTHEHHE C COOBITHEM.
YcTaHOBHTE €ro 3HaueHue B True.

Cospaiite ceTtep Ay InitialResetRotation. CoeIMHUTE ero BHITIONHEHNE C CETTEPOM
IsResettingRotation.

CoszaiiTe HOBBIM reTTep 711 LeverRotation ¥ monyunTe ero RelativeRotation, yCTAHOBUB 3TO
Ha BxoJ ceTTepa InitialResetRotation (puc. 8.23).

Puc. 8.23. IHTepaKTUBHbIN pblyar: BO3BPaAT B UCXOJHOE NONOXKEHNe

5.

6
7.
8
9

YTo6BI HOBEPHYTH PBIYAT, BB co3fiaauTe Timeline. [IpaBbiM HaxkaTueM B Event Graph Beibepute Add
Timeline ¥ Ha30BUTe ero ResetRotationTimeline.

. JIBOMHBIM HakaTHeM OTKPOWTE ero.

Jlo6aBbTe HOBYIO JIOPOXKKY Float HaxkaB Add Float Track. HasoBute ee Alpha.
CospaiiTe aBe ToukH Ha Timeline, KJIWKas 10 TJIOMIAY CETKU C HA)KaTOU KiIaBuile Shift.

YcraHOBUTE Ha IepBOM TOYKe 3HaYeHUe U BpeMs Ha 0.

10. YcraHoBUTe y BTOpOii BpeM: Ha 0.5, a 3HayeHUe Ha 1 (puc. 8.24).
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Puc. 8.24. VIHTepaKTUBHbIN pblyar: co3faHue timeline

11. BreibepuTe 06e TOYKH ¥ HAXKMUTE TPAaBON KHOMKOM MBILTH. BeibepuTe Auto
noj Key Interpolation.JTO CO34aCT IMHUIO MEXAY TOYKAMMU.

12.TIpoBepeTe, 4TO BKJIIOUEHO Use Last Keyframe.

13. CoeruHUTE BHIMOTHEHUA InitialResetRotation c Play from Starty timeline.

14. Co3zaiiTe ABa HOBBHIX reTTepa A InitialResetRotationu InitialleverRotation.
15.0T InitialResetRotation Bei3oBuTe Lerp (Rotator).

16. YcraHoBuTe InitialLeverRotation Bo BTOPOH BXOJ.

17. Coegunute Alpha timeline cAlphay Lerp.

18. [IpoBeprTe, UTO BKIIOUEHO Shortest Path Boolean yLerp. DTOT y3eJ IO3BOIUT BaM TMHEHHO
MHTEPIIONUPOBATh 3HAYEHUA MeX/Y IBYMs BPALleHUAMU; XOTS B HaIlleM CJIydae BBl MOXKETE CO37aTh
nt06y10 KpUBYIO MHTeproAnuu Ha Timeline.

19. Co3zaiiTe HOBEHIH TeTTep A LeverRotate Component v BRI30BUTE OT HETo SetRelativeRotation.

20.BNew Rotation yCcTaHOBHTe 3HaUeHMe U3 Lerp, a KOHTAKT BBHIIIOJHEHUA COeJUHNUTe ¢ Update y3i1a
Timeline.
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21. Co3naiiTe HOBBIH ceTTep 1A IsResettingRotation U COeJUHUTE €r0 C KOHTAKTOM BBIIIOJTHEHUA
Finished (cM. puc. 8.22).

22.OtkpoiTe GyHKIUIO OnDropEnd.

23. Co3pgaiiTe HOBBIH y3en Branch ¥ coe[MTHUTE €0 C KOHTAKTOM BBITIOJIHEHUS Hayaa pyHKIUU
(puc. 8.25).

Puc. 8.25. IHTepaKTUBHbIN pblyar: BO3BPAT pbluara Npv NpekpalyeHnm Tarm

24. Ot Interactor Be13oBuTe Equal, ycTaHOBUB BO BTOPOH BXoz reTTep Current Interactor.

25. CoeviHUTE BRIXOZHOE 3HaueHwue ¢ Condition. ITO He JACT TIOJIb30BATENIM BO3MOXKXHOCTEH TAHYTh
phbIYar pasHbIMU 06'bEKTaMHU B3aUMOJIEHCTBU A, KPOME TOT'0, KOTOPBIY B3aMMOJENCTBYET C HUM.

26. 0T BbIX0Zia True BBISOBUTE COOBITHE ResetRotation.
27. Tloce cOGBITHSA CO3AaliTe HOBBIH ceTTep s CurrentInteractor i 0CTaBbTE €T0 MYCTHIM.
28. CoezunuTe ceTTep ¢ Return Node.

29. CoepuHuTe False cReturn Node.
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8.2.3.4. 3anycK pbi4yara

JaBaiiTe no6aBUM 3aBepmIalomuil MTpUX: BhioBeM Event Dispatcher Puller, korfia OH [OCTUTHET Inara
aKTUBal[UN.

1. BepHurecs kK ¢pyHKIUU OnDrop. Co3panTe 1Ba HOBBIX TeTTepa Ayid CurrentPitch
uActivationPitch.

2. Tocne CurrentPitch BezoBute Equal (float), yctaHoBuB ActivationPitch Bo BTOPOM KOHTAKT.

3. IlpukpemnuTe HOBBI y3es Branch nocie SetRelativeRotation u coesunuTe BeIxoz Equal
¢ Condition (puc. 8.26).

Puc. 8.26. MHTepaKTUBHbIN pblyar: Bbi30B Pulled

4. OT BbIXOZIa True BHI3OBUTE COOBITHE Reset Rotation.

5. Tlocne Hero Bei3oBUTe Pulled.

6. TlpukpenuTe KOHTAKT BbIOMHEHUs Pulled v False u3 Branch ¢ Return Node.
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BOT MBI ¥ CO3/1a/TK PhIYar, KOTOPBIN MOXXHO TAHYTh ¥ aKTUBUPOBaTh. Jlis nogkatodenus Pulled gucnieryepa, Bl
MOJKeTe CZIeIaTh TO JKe CaMoe, ITO U ¢ KHOIIKO, ¥ I06aBUTh ero Ha YPOBEHb, a 3aTeM B level Blueprint IpuBsa3aTh
K COBBITHIO TATH (puC. 8.27).

Puc. 8.27. VIHTepaKTuBHbIN pblyar
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8.3. 3aknw4yeHue

B 3Toli T1aBe MBI PacCMOTpENU CO3/jaHKe CUCTEMbI B3aUMO/IEHCTBHSA ¢ 00bEKTAMU B BUPTYaJIbHOM MUpe IPU
IIOMOII[Y KOHTPOJIIEPOB. KpoMe Toro, MBI paccMOTpeIN MeXaHU3M paboThl 06beKTOB, KOTOPBIE YacToO BCTpeda-
10TCA B VR-Ur'pax u CIoXKeTax, HallpuMep KHOIIOK Y pbl4aros.

8.4. YnpaxXHeHus

PaccMOTpUM ClleAyIOLIye PaCiupeHN A1 NHTePAKTUBHBIX 00 BEKTOB.

1. JlobaBbTe 3dpdeKT cumoBoii 06paTHOM CBA3M IIPU B3AUMOJEHCTBIY C KOMIIOHEHTAMU. DTO MOXET ZaTh
WTPOKY JOCTOBEPHBIE OLIYIIeHUA PU3NIECKOTO IIPUCY TCTBUSA BUPTYAIbHBIX 00bEKTOB.

2. Jlo6aBbTe BO3MOXXHOCTD /IS OTAENbHBIX 00HEKTOB MePeOpe/IeTUTh IPUBSI3KY MaZleHII TI0 yMOTJa-
HUIO, TaK YTO UTPOK HE JIOJIKEH JIeP)KaTh KHOIKY 3aXBaTa HEPEPBIBHO /IS BAJKHBIX 00beKTOB. OZNH
13 cII0co60B cIeNIaTh 3TO — CO3/aTh NEPEOIpeieeHHBIN Actor co CIeruduIecKoil IOTUKOM.

3. CosgaiiTe co6CTBEHHBIE METO/BI B3aUMO/IelicTBIA. Hamprumep, KOMOZ ¢ AIIMKaMU, TIaHe b yIIpaBie-
HUA WK nudepbiar.
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NEPEMEWEHUE B VR

Pa3paboTYHUKH Bce ellle aKTUBHO 3KCIIEPUMEHTHUPYIOT C ITlepeMe-
mieHueM B VR. B 3Toii I71aBe MbI TI03HAKOMMMCS € TaK Ha3bIBaeMoit
TpeHa)kepHO# 60JIe3HBI0 U HEKOTOPBIMH IPUYMHAMU, BIEKYITUMHU
auckoMmdopTt B VR. Bbl Takke MMO3HAKOMUTECH C IPOCTHIMU MEXaHH-
KaMU nepeMeleHn s, KOTOpble B HACTodlllee BpeMs IPUMEeHII0TCA

B VR-urpax.



9.1. TpeHa)xxepHasi 601e3Hb

B ommume 0T yCcTasoCTH, BEI3BAHHON QM3UYECKUMU ABIKEHUAMH, TPeHaXepHas 6osesHs [simulator sickness]
BO3HMKaeT Kak II060UHBIH 3pdeKT pacxokeHNA BOCIPUATHUA ABIKeHNA (B HameM ciaydae B VR) ¢ dusndecku
COBEPIIAEMBIMH JEHCTBUAMHU (TO ECTh TEMH, O KOTOPHIX HAIIlE TeJ0 HUHPOPMUPYET MO3T).

['71aBHOY CHCTEMOM Hallero OpraHM3Ma, OTCJIEKUBAIOIIEN PacXOXK/AeHUd MeXAy JelCTBUTENbHBIMU U BUPTY-
aNbHBIMU JBIKEHUAMY, ABIAETCA BeCTUOYNAPHBIN ammapar. 3aZaya BeCTHOYIAPHOro ammapara — obHapy-
JKeHHe YCKOpeHHUs (II0 M3MEeHEHUIO JaBlIeHNs KUAKOCTA BO BHYTPEHHEM yXe) ¥ OTCIeXUBaHNUE OpPHEeHTAIlluU
(IT0 M3MEHEHMIO BEKTOPA CHJIBI TAXKECTH) TeJla B IPOCTPAHCTBe. VIITo3us ABUKEHN S, NHOTIA TOBOPAT UJLITIO3US
BOCIIPUATHUSA IPOCTPAHCTBA [Vection], — TepMUH, UCIIOIb3yeMblil B TICUXOJIOTHY BOCIPUATUA A1 0603HAYEHUS
OIIYIIEeHUA ABUKEHU A, KOTOPOE II0Jb30BaTe/Ib BOCIPUHIMAET TOIBKO 3PUTENBHO (B CIydae uctonb3oBanus VR).
Vinnio3us JBUKEHUSA ABIAETCA IPUIUHON PA3HOIIACKA 3pEHUS U BECTUOY/IAPHOTO alnapara, 4YTO U IPUBOJUT
K AuCcKOMGOPTY HOIb30BaTeNA. ECTh MHOXECTBO TeOpUl, 0OBACHAIONINX, [I0YEMY 3TO UMEHHO TakK, HO OIIBIT
II0Ka3bIBAEeT, YTO MHOXKECTBO WIITIO3UH ABUKEHNA IPUBOAAT K CEPbe3HOMY AUCKOMQOPTY.

BecTuOy IspHEII almapar, pacio3HaB YCKOpeHHUe, obpaliaeTcs K 3peHHUI0 II0Ib30BaTels, KOTOpoe IPOTHUBOpe-
YUT OLYIIEHUAM, YTO U ABJIAETCA IPUIMHOM AucKkoMopTa. Kak cesicTBHe, ACHO, YTO Y€M MeHbIlle HCKYCCTBEH-
HOTro yckopeHus 6yzeT B VR-cioxeTe, TeM KoMpopTHee cebsi 6yZeT omyniaTh M0i1b30BaTeNb.

Onrtuveckuii notok [Optic flow] — mo6as BU3yaau3anus JBIKEHHU Ha Balllell clieHe, CUTHATU3UPYIOIast OJb-
30BaTeJI0 O TOM, YTO OH IepeMentaeTcs. YeM CuibHee ONTUYEeCKUH OTOK, TeM 60Jiblle HHGOPMAIUH Y TI0JIH30-
BaTeJis 0 lepeMeleHH. B 061eM, 3To IPUBOAUT K ellle 60JIbIIel W03 ABKeHUA. OJHUM U3 BO3MOXKHBIX
peleHui po6IeMbl MOKET CTaTh UCIONb30BaHMEe KAaOWHBI (KOKIUTA) [JIS YMEHbIIEHUS UJLTIO3UN ABUKEHUS
Y TpeHakepHOU 60JIe3HU 3a CYET OBIIEro CHIKEHMS ONTHYECKOTO IOTOKA Ha clieHe. [ToMoIs KabuHbI B 60pbOe
C WITIO3WeH IBMKEeHU OCHOBaHa TaKKe Ha TIOSBJIEHUH Y TTOJh30BATENSI CUCTEMBI KOOPAWHAT, TPUBA3BIBAOIIEH
€ro K CIleHe.

KaGI/IHbI, O4YE€BU/HO, HEMIPUMEHHNMBI KO BCEM CIOKETAM, [TIO3TOMY AJIA obecreyeHns KOM(bOpTHOI‘O BPEMAIIPEIPO-
BOX/ICHUA B BHpTyaJ’[bHOﬁ P€asbHOCTU MOT'YT UCIIOJIb30BATHCA APYTHE TEXHUKU. Hawubosiee u3BeCcTHbIE M3 HUX
PacCMOTpPEHHI B JTOM IIaBe.

OO6ww¥M y TpeHaXePHO# 60JIe3HU U UJLTIO3UU JBIKEHU ABIAETCS TO, YTO X BO3JEHCTBHIO IIOABEPKEHA TOIBKO
qacThb Jiogei. [I03TOMy, BepOsiTHEE BCEro, YIOAUTh BCEM He MOJYYUTCS, TO €CTh IIPUAETCS BCe-TaKU BBIABUTH
CBOIO LeJIEBYI0 ayAUTOPHUIO U OIIpe/ieIUTh HanboJiee OAXOAAINI 11 Hee BAPUAHT TlepeMeleHus. YXOZ B CTO-
poHy koMbopTa, KOHEYHO, OTIUYHAsS Ujes, HO OyAbTe OCTOPOXKHBI: MHOXKeCTBO (aKTOPOB, YBETUUUBAIONMINX
KOMGOPT, MOTYT CHU3UTh 3QdeKT MOrpyKeHus, BCIEJCTBHE Yero HEKOTOPblEe YCTONYMBEIE K TPEHAXKEPHOM
607Ie3HU T0JI30BATENU 3aXOAAT TUOO0 OTKIIOUUTD, TUOO0 YMEHBIUIUTD KOJIUYECTBO OIIH, BAUAIOMINX HA KOM-
dbopT, 4To6BI 106UTHCS GoJiee TTyHOKOro 3GdeKTa MOTPYKEHUS.

9.2. Tunbl nepemMeLLeHnn

Pe3ybTaTOM MHOTOYHMCIEHHBIX UCCIeJOBAaHUM 1 SKCIIEPUMEHTOB VR-C0006IIIeCTBa CTaJIO MIOSBIEHNE Pa3TUUYHBIX
METO/I0B UCKYCCTBEHHOT'O llepeMele 1, KaX Ibli 13 KOTOPBIX UMeeT IPeUMYIIeCTBa U HeJjocTaTKu. HekoTopsle
3TUX METOZ0B MOXKHO IIPUCIIOCOOUTD PAa3IMYHbIM BUPTYaIbHBIM CIOXKeTaM, ApyTHe CyIeCTBEHHO OrpaHUYeHb!
KOHKDETHBIM KOHTEeKCTOM. [13-3a MojI0Z0cTH TexHosnoruu VR, caMble MOMYJIAPHBIE METOABI BCe elle aKTHBHO
Pa3BUBAIOTCH, IO3TOMY, BbI MOXKETE X KOMOWHUPOBATD, IPUCIIOCAOIMBAA AJIS BAIIUX BUPTYAJIbHBIX MUDOB.
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9.2.1. EcTecTBEHHOE NepeMELLEHUE

EcTecTBeHHBIE METO/bI IEPeMeNIeHNUs, KaK IPABUIO, TOUHO [IEPEBOAAT ABWKEHUA B PeaJbHOM MUpE B Ilepe-
MellleHUs aBaTapa, U MO3TOMY TaKoe IepeMeleHre TPAKTHYECKH He BhI3bIBAeT TOITHOTBOPHOTO 3¢ dekTa. Pac-
IUIAYUBAThCA, KaK IIPABUJIO, IPUXOAUTCS OONBIINM KOJIMYeCTBOM OIPAaHUYEHUH, B IePBYIO Ouepeib pealbHEIM
IIPOCTPAHCTBOM MTI'POKA U IPOCTPAHCTBOM JJIA OTCAEXMBaHUA HijeMa. CyllecTBYIOT, OZHAKO, OCTPOYMHbIE
peleHus 11 paboThl ¢ OTPAHUYEHHBIM GU3UYEeCKUM IIPOCTPAHCTBOM, HAIIPUMeED, IlepeHanpaBaeHHas XoA60a
[redirected walking]. Tlpu mepeHampaBiIeHHOW X0AbOe BUPTYaJIbHEI MUp JBHTAeTCA B TOM HaIpaBleHUU,
B KOTOPOM UTPOK HUKOI/IA He TIOKWHET UTPOBOE IPOCTPAHCTBO (HAaIIpUMep, Me/[JIeHHO TI0BOpaYyMBas MUp, KOTZa
WTPOK U/IET BHU3 10 KOPU/OPY), IepeHanpaBieHHast XoAp6a 06MaHbIBaeT UTPOKa, 3aCTaBJsAs €r0 IyMaTh, YTO OH
IIPOXOZUT 6OJIBIIOE paccTosAHKe. Takyke BBl MOXKETe IIPeoZioeTh HeXBaTKy IPOCTPAHCTBA, pa3pabaThiBas Ballu
YPOBHH TaK, YTOOBI UI'POK HUKOTZA He J0OUPAJICH 0 KpaeB UI'POBOTO MUPA.

[IpenmymiecTsa:

¢ HH3Kasd BEPOATHOCTD BbI3BAaTh TPEHAXEPHYIO 60J1e3Hb.

HepocTarku:

* orpaHuueHue 1o GpU3nIecKoMy IPOCTPAHCTBY HOJIb30BATEL;
* orpaHuYeHUe IPOCTPAHCTBA AJIA OTCIEXKUBAHUA LIJIeMa.

Pa3HOBUIHOCTH:

* mepeHampaBieHHas xoAbba (epeABMKEHYIE BUPTYAJIbHOTO MUPA AJIs COXpaHEHHUI UTPOKA BHYTPU
UTPOBOTO IIPOCTPAHCTBA).

9.2.2. Tenenoptauusa

B aTOM paszesie BB II03HAKOMUTECH C €llje OHUM MeTOZIOM IlepeMelleHUs «ToUKa-TOYKa» — TeJernopTanuei.
TenenopTanysa MoXeT OBITh 00beJMHEHA C eCTECTBEHHBIMY JABV)KEHUAMU JJI YBeJIMYEeHUA PACCTOAHNUA 3a I'pa-
HUIBI GU3NIECKOTO TIPOCTPAHCTBA MONb30BaTeNell. OTMETHM, YTO TIPU TeJEeNOPTALUH Y MOIb30BATEN MOTYT
IPOSABIATHCA TaKue Mo6ouHbIe 3¢ deKTh, KaK HeOOobIIasa TOIHOTA U 1e30pPHeHTAI| B IPOCTPAHCTBE, KPOMe
TOTO, OHA TOAXOAUT He /I BCeX UT'POBBIX CIOKETOB. VI3BeCTHBI Pa3JMYHbIE BADUAHTHI TEJNENOPTALUU, HEKO-
TOpbIE MO3BOJIAIOT MOJIb30BATENAM BUZIETh TOYKY, B KOTOPOM OHHM HAaXOZJATCA B peaJbHOM IIPOCTPaHCTBe, Ipe-
XKJe 4eM IPOU3OHZET TelernopTanus. DTO [03BOJAET II0Nb30BATENI0 CIIO3UIIMOHUPOBATh cebd HAWTy4IINM
06pa3oM U 06ecreynuTh MaKCUMaIbHO €CTECTBEHHOE JIBMKEHNE 10 3aBepIIeHU N TeJenopTaluu. Jpyrue Bapu-
AHTBHI TIO3BOJIAIOT YIPABAATH TeJeNopTanueil puandeckoro o6bekTa (HampuMep, Ma4a, KOTOPBIH JA0KEH MpPU-
3eMJIUTHCSA TaM, TZle UTPOK TelemnopTupyercs). Takas MaTepuanabHOCTh IO3BOJIAET TIPESOTBPATUTDb MPObIeMy
MUKPOTENENOPTAINY, TIPU KOTOPOU MOJIb30BATENH TENEMOPTUPYIOTCS HECKOIBKO pa3 HaCTOMBKO OBICTPO, YTO
HCIIBITBIBAIOT WJITIO3UIO IBM)KEHU A, TIOCKOJIBKY B IeICTBUTEIbHOCTH ABUXKEHIE He MTHOBEHHO U MO3T yCIleBaeT
OLIyTUTb YCKOPEHUE.

Ecyu BB XOTUTE Y3HATD O CIIocobax peanusaiuu tenenopranuu B UE4, cM. raBy 5 «Tenemopranus».
[lpeumyinecrsa:

* II03BOJIAET UTPOKY NIPeooieBaTh OrPaHUYEHUs peaJbHOro IPOCTPAHCTBA;

¢ BBI3bIBaeMad TenenopTauMeﬁ TOIIHOTA 3HAYUTE/IBbHO cna6ee, 9YE€M BO MHOT'MX IPYT'MX BapUaHTax
TIepeMeneHuA.
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HenmocTarku:

*  MOXKET BEI3BAThb JUCKOMQOPT;
*  /le30pUeHTalus;
* IIellb MUKPOTEJENOPTALUH MOKET BbI3BIBATD UJIIO3UIO IBUKEHUA.

PasHoBuAHOCTH:

¢ BU3yajau3alUA UTPOBOTO IIPOCTPAHCTBA MEPES TEHCHOpTaHHefI;
¢ TeJaenopTanua OTHOCUTEIbHO d)HSI/I‘IECKI/IX TeJI,

° TpUBS3KA K 6a30BbIM TOYKaM (O3BOJISET MOJIH30BATENIO TENIETIOPTUPOBATHCS TOJMBKO Ha OMPE/ETEH-
HBIE JIOKALIUN).

9.2.3. TpaHcnopTHble cpeacTBa

Vcnonbp3oBanue TPAHCIIOPTHBIX CPEACTB, KaK U TeJIENopTalud, ABJIACTCA METOAOM MNEPEMEIIECHUA «TOYKa-
TOYKa», HO OCHOBBIBA€TCA Ha MCIIOJIb30BAHUHN BUPTYaJbHOI'O TPAHCIIOPTHOT'O CpeACTBa (MaH_II/IHbI, KOpaﬁJ’[H
urT. 1'[.), 3aZlalouiero CUCTeMyY KOOpAUHAT AJIA II0JIb30BaTEJIA.

CpezcTBa nepeiBUKEeHN A T03BOMAIOT YMEHBIIUTD UJLITIO3UIO IBUKEHU A 32 CUET CHUKEHUA OITUYECKOT0 TOTOKA
Y OKPY’KEHH M0JIb30BaTeNA CTAllMOHAPHOH cHcTeMOl. Hannyre cTalMoHapHOW CUCTEMBI OTCYETa, IPUBA3aH-
HOU K KaOWHe TPaHCIIOPTHOT'O CPE/ICTBA, TAK)KE CHI)KAET TPeHaKePHYI0 60JIe3Hb, Be/[b I0Ib30BATE M [I0/[CO3HA-
TeJIbHO OLIYIAIOT, YTO MUP ABUKETCSA BOKPYT HUX, @ He OHU ITIepeMeNlaloTCs B HEM, YTO COTJIaCcyeTCs ¢ CUTHAIaMU
BecTUOYIsIpHOTO annapaTa. OueBU/HO, CPEICTBA Mepe/IBIKEHVS HE MOT'YT OBITh UCTIOb30BaHBI B TIOOBIX CUTYa-
nuax. Kak BapuaHT, X 3aMeNaloNniui, J0MyCTUMa AeMOHCTPALIUA TI0Jb30BaTENI0 BDEMEHHON CeTKH, KOTopas
nact a$deKT MPUBSI3KY MOAOOHO CpeACTBY epeABukenus (peanuszoano B UE4 VR Editor).

[Ipeumyinecrsa:

¢ CHHXKEHHUE OIITUYECKOrO IT0OTOKA MPUBOAUT K YMEHBIIEHU IO UITIO3UU JBUXKEHUA;
¢ TIIPpMBA3KA K CUCTEME KOOPDAWHAT CHUXKAET OLIYIII€HNE TOIIHOTHI.

Hepgocratku:

°  He TIOAXOAUT [JIT MHOTMX CUTYaI[Hil.

PaszHoBUAHOCTH:

* BpeMeHHasd CeTKa, I03BOJAIas 0Nb30BATENI0 IONYYUTh KOOPAUHATHYIO CUCTEMY, UTO ZIaeT
3¢ deKT MpUBA3KY NOZOOHO TPAHCIOPTHOMY CPEZACTBY.

9.2.4. dusnyeckKoe nepemelleHme

dusnvecKoe nepeMelieHue IBIIETCSI HOBATOPCKIM METOOM, ¥ KIMEHHO OHO [TO3BOJISIET CIIPOEKTUPOBATh HOBHIE,
3axBaThIBAIONIe UTPOBbIe MexaHUKH. OObIYHO HU3MUecKoe TepeABMKEHNE PEACTABAIET 060N HEKOTOpOe
¢usmyecKoe JeiicTBUE U3 peabHOro MUPa, KOTOPOE TPAHCIUPYETCSA B COBCEM APYTroe JBIKEHNE B BUPTYallb-
HOM Mupe. Hanpumep, ABMKeHIs KaK JBDKHBIMY [aJKaMH, OCYILIECTBIseMble KOHTPOIIEpPAMH, AJIS JBUXKEHUS
aBaTapa B JIbDKHOM TOHKe, Uiu 6er TpyCIou AJis epeMeleHus aBaTapa 60koM B urpe. C 60IbIIMHCTBOM GU3H-
YECKUX [ePEMEIIEHNUI BOSHUKAIOT MIPOGJIEMBI, CBA3aHHBIE C MJLTIO3MEN JBIKEHUS OT UCKYCCTBEHHBIX IIEpeMe-
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HleHHﬁ, HO ZA€30pUEeHTaluA oJIb30BaTe el CYLIECTBEHHO MEHbBIIE, IOTOMY YTO OHU OXUJAKT ONpPEACICHHBIX

OIHyHIeHI/Iﬁ, ABUI'asChb B p€aJibHOM MUPE, U IOJIYYalOT HEKYIO OTAaYy B BUPTYyaJbHOM.

[Ipeumyinecrsa:

I03BOJIAIET PEATU30BbIBATh HEOOBIYHbIE METO/BI ITePe/ABHIKEH S, KOTOPbIE XOPOIIO IOXOAAT CIeLH-
GUYHBIM UTPaM;

MOXXET YMEHBIIUTH WILTIO3UIO IBUKEHUS, O1aroaps MpUCy TCTBUIO MOTb30BATEIbCKUX OKUAAHUHN OT
JIBVDKEHUS.

HepocTaTku:

BEPOATHO, IPUBJIEKATEJIEH TOJIBKO BHEIITHE]

y 0c000 IyBCTBUTENBHBIX [I0JIb30BaTeell BO3MOXXHA TpeHaKepHas 60Ie3Hb.

PaBHOBI/IﬂHOCTI/II

TOPHBIE JIBIKY;
CKaJloJla3aHue;

moJieT (B3MaxXu KPbLIbMHU);
oer;

BBpamrenue mupa (BpalieHre OKpy»Kalollero MUpa [oJb30BaTesieM BOKPYT cebsl ¢ TOMOIIBIO
KOHTDOJIJIEPOB).

9.2.5. UCcKyccTBEHHOE NepemMeLLeHre

I/ICKYCCTBGHHOC NepeMELIEHNE ITPAKTUYECKU HE NIEPEBOAUT PEAJIBHBIX ,Z[BI/I)KGHI/Iﬁ TI0JIb30BAaTEIA B BUPTYyaJb-

HBIN MUpP. B ero ocHOBe IeXKUT Oosee TpaﬂHHHOHHHI:I croco6 TIOJTY4YE€HU A UTPOBBIX BXOAHBIX JJAHHBIX (Har{pHMep,

I/II‘I)OBOﬁ KOHTpOJ'IJIep). U3 Bcex IIpe/CTaBJI€HHbIX HaMU BHU/JOB nepeMemeHHﬁ, HCKYCCTBEHHOE CHUJIbHEE IIPO-

YUX IIPOBOIIMPYET TPEHAXKEPHYIO 60]’[83Hb, HO IIpH 3TOM ABJIAETCA CaMbIM ITPOCTBIM croco6om TPaHCIUPOBATh

(«opTHpOBaTh») TpaAULMOHHBIE UTPHl B VR. HekoTopsle Bapualluy MCKYCCTBEHHBIX NepeMellleHUi B urpax-

cTpensikax (yTepax) OT IepBoro yuta [first person shooters, FPS] MO3BOJSIOT CHU3UTD WTIO3UIO BHKEHU S

3a CYeT OrpaHUYeHUs yCKopeHHUs. UTOOH IOTyYUTh TaKON Pe3yJIbTaT, YCKOPEHNE BpalleHUs OrpaHUYUBAIOT,

IIOJTHOCTBIO OTKJ/IIOYAI0T, 160 p336I/IBaIOT TIOBOPOT Ha OTAEJIbHBIC IIaruy.

[Ipeumyinecrsa:

CBO60,H3. IepeMeENneHNA BHE 3aBUCUMOCTHU OT (1)I/ISI/I‘IECKOI‘O IIPOCTPaHCTBA BOKPYT II0JIb30BATEJIA;

IIPOCTOTA TPAHCIALUU TPAJAUILIUOHHBIX BUAEOUTD B VR.

Hepgocratku:

MHOTHe UTPOKH OIIYIIAI0T TPEHAXEPHYIO 60JI€3Hb.

PaszHoBUgHOCTH:

MI'HOBEHHOE€ BpallleHUE;

BpallleHe MUpPa BOKPYT Nob30BaTess («d3ddeKT Typei).
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9.3. Peanusauua nepeaBuXeHus

JlaBaiiTe peanusyeM HeEKOTOpble U3 METOZOB IepeMellleHNA. EcTecTBeHHOe IepeMellleHHe yKe peann30BaHO
B ABMkKe UE4 yepes oTcieXUBaHue N0N0XeHU MiseMa. [IocKoNbKy TelenopTalnus odeHb BaxkHa 714 VR, To et
TIOCBsIIIeHa Tiesias r1aBa (cM. TiaBy 5). /lajiee B 3TOH I1aBe Mbl pacCMOTPUM (GpU3NIECKOE TIEPEMEIIEHUE U Pa3-
paboTaeM Ger Ha MecTe /1 KOHTPOJIA OT miepBoro Jutia (First Person mabinona) B UE4, HO cHavYaia HaCTPOUM €T0
[T OTCJIEXKMBAHUS TIOBOPOTA.

9.3.1. HacTtpouKa First Person wwabnoHa aAns oTc/eXXUuBaH1Us NoBopoTa

O61m¥ii MeTOZ A/ HCKYCCTBEHHOT'O IIepeMellieHNA — 3TO KOHTPOJIb OT TIepBOro Jiuna [first person]. K cuactsio,
BCTPOEHHBIH First Person 1mabnon UE4 peanusyeT ero, o3ToMy MBI JIETKO J06aBUM KoMdopTa /I 0Ib30BaTe-
JIeH, KOTOPBIE B 3TOM HYX/JaI0TCH.

9.3.1.1. Co3gaHue npoeKTa

BoJIbIIMHCTBO HEOOXOAUMOTO yKe ecTh B mabnone UE4 ¢ moazaep:kkoit VR. OpHako faBaiite ybequMcs, 4TO OH
TIOJTHOCTBIO COBMECTUM. Bam HeO6XO/I[I/IMO IIPUMEHUTH HEKOTOPBIE USMEHEHUA IIEPE] peanmauneﬁ MeXaHHu3Ma
TOBOpOTA.

1. Cospaiite Blueprint mpoeKT Ha 6a3e mabsona First Person Template.

2. Ortkpoiite FirstPersonCharacter Blueprint (B MeH!o BeibepuTe FirstPersonBP = Blueprints).
3. JlobaBbTe HOBHIM Scene Component o HazBaHKeM CameraRoot.
4

. YcraHOBUTE €ro IO3UIIUI0 Ha —96 IPaZycoB o ocH Z (puc. 9.1). 3To rapaHTUPYeET, YTO KaMepa OCHO-
BaHa Ha TOYKE COPUKOCHOBEHUA IIepCOHAXKA C 3eMJIEe.
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Puc. 9.1. FirstPersonCharacter: no6asnexne CameraRoot

10.

11.

I[Tepenecute FirstPersonCamera Ha CameraRoot, 4TO6HI c/IelaTh ero HacJeJHUKOM.
CoszaiiTe nBe mepeMeHHble Float: YawOffset m SnapTurnAmount.

YcTaHOBUTE HavalibHOE 3HaUeHHe Ha 15. ITO YKCJIO IPaZycoB, Ha KOTOPOE ClIeZlyeT COBEPIIUTD
HI0BOPOT.

Co3zaiiTe IBe IepeMeHHbIe TUTIa Boolean: MouseTurning u StickTurning. OHE 6YAyT roBo-
PUTH HaM, TIOBEPHYJI JIX TI0JIh30BaTEb MBILIIKON UIU TeAMIIaZI0OM.

B Event Graph natizute y3en EventBeginPlay v 3ateM, mocie y3aa UseControllerRotationYaw co3patite
rertep Aud FirstPersonCamera Component 1 BbI30BUTe SetUsePswnControlRotation. YcraHOBUTE
False B HEM, YTOOBI O3BOJIUTD [IEPCOHAXKY UCIONb30BATH GYHKIIMH OTCIEKMUBAHUSA TTOJIOKEHU A
ImeMa.

Co3spaiiTe Apyroi y3en noj HazBaHueM SetTrackingOrigin, ycTaHoBUB Origin Ha Floor Level.

JTo ycTpaHseT 00ble IPO6IeMbI OTCIEXKUBAHUA CO IJIEMAMH, KOTOPBIE TI0 YMOJTYaHHUIO YCTaHABIH-
BaIOT TOUKY OTCYETa HAa yPOBEHD IIa3.

CoenuHMTE /1Ba MOCJAEJHUX CO3/JaHHBIX y371a Mexay UseControllerRotationYaw u Branch (puc. 9.2).
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Puc. 9.2. FirstPersonCharacter: ncnpasneHvie OTCNEXMBaHNA NO3ULIAN U NPUHYKAEHNE K HOBOMY OTCIEXMBAHIO

9.3.1.2. Peanusayus nopoporta

Yro6BI peasru30BaTh MOBOPOT, HEOOXOAUMO CO3/1aTh HOBYO GYHKIIMIO, KOTOPAs MO3BOJUT IOBOPAaUNBATh KAMEDY.
Jlns aToro ucnonb3ylTe nepeMeHHyto YawOffset A XpaHeHUA PACCTOSAHUSA, HA KOTOPOE CIeyeT MOBEPHYTh
aBarap, €CJIM UCIIOJb3YETCA HOpMa]‘[beIfI METO/ IMIOBOPOTA, X KOTZla OHO IIPEBBIIIAET ITIOPOIrOBOE 3HAYEHUE, OCY-

IIECTBUTH IIOBOPOT.

1. Co3zpaiite dpyHKIMI0 AddControllerYaw ¢ ByMs BXOAHBIMY TapaMeTpaMu TUIA Float.
Float u SnapAmount (puc. 9.3). OTKpotiTe ee.
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Puc. 9.3. FirstPersonCharacter: HacTpoiika ¢yHKLMM NOBOPOTa

2.

10.

CospaliTe HOBBIH reTTep U ceTTep A1 YawOffset, coeAMHUB KOHTAKT BBINOJHEHUs CETTepa C HA4aIoM
byHKLIUY.

Ot BXOZHOTO MapaMeTpa Float Bei3oBUTE QYHKINIO Float + Float, yCTaHOBHB BO BTOPOM BXOJ,
YawOffset.

CoenvHUTE pe3yJIbTaT 3TOM CyMMBI ¢ ceTTepoM YawOffset.

TlocJie ceTTepa BbI30BUTE GYHKIUIO Float >= Float, yCTAHOBUB SnapAmount Kak BTOPOi
napamerp.

OT ceTTepa BBI30BUTE ellle OAHY GYHKINIO Float <= Float, B3TOT pa3 ycTaHOBUB Float * Float
MexZy SnapAmount U —1 BO BTOpoii Bxoz (puc. 9.3).

CoeiMHUTE BBIXO/], obonx Cl)yHKHI/Iﬁ c OR. 31O 0O3HAQ4YaeT, YTO OCTAaJIbHOE BBI3bIBAETCA, TOJIBKO €CIIN
BXOZ[HOﬁ mapaMeTp GosbIe IIOBOpPOTa UJIK MEHBIIIE €I'0 OTpHHaTeJILHOﬁ BE€JIMYMHBI.

Co3paiiTe HOBBIY y3en Branch, coeaunus OR ¢ Condition.
CoenvHUTE KOHTAKT BEIIONIHEHUS Branch ¢ cerrepom YawOffset.

[Tocne True co3aaiiTe elle ofuH y3ea Branch, coeANHUB BEI30B MountDisplayEnabled
¢ Condition (puc. 9.3).
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11. CozzaiiTe HOBBIH reTTep CameraRoot U Bei3oBUTE OT Hero AddLocalRotation.

12. Paz6eiite Bxoz Delta Rotation u ycranoBute YawOffset B Z. DTO TIO3BOIUT BpalaTh KOMIIOHEHT.
[Ipu 3TOM BBl HE CMOKETE [I0BOPAYMBATh KAMEDY, HCIOIb3ys VR-11eM.

13. Coepunute AddLocalRotation ¢ BETKOH True.

14. Co3paiite HOBBIH ceTTep Ana YawOffset, ocTaBuB B 3TOT pa3 0.0 B 3HAYEHUH, U COETUHUTE €T0 C KOH-
oM AddLocalRotation.

15. OT BeTku False BrizoBute AddControllerYawInput, ycranoBus YawOffset B Val v coeAUHUTE €TO
BBITIOJIHEHHE TaKXke ¢ ceTTepoM Yaw Offset.

16. Bepuurecs k Event Graph, HaliiuTe KOMMeHTapwii Stick input ¥ 3aMeHUTE BBI30B
AddControllerYawInput ua Baur Mmetog AddControllerYaw, ycraHoBuB SnapTurnAmount
B Snap Amount (puc. 9.4).

Puc. 9.4. FirstPersonCharacter: 3ameHa geponTHOro metofa Ha HOBbIN
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17. OT nepeMHOXeHHA TPeX JJIEMEHTOB BBI30BUTE y3/le Float != Float M yCTAaHOBUTE €ro pe3ysbraT
B HOBHIH ceTTep A StickTurning, koTopsiil noctaBute nocie AddControllerYaw (puc. 9.3).

18. HaiizuTe komMeHTapuii Mouse input u 3amenute AddControllerYawInput cHoBa Ha HaIll MeTOZ, yCTa-
HoBUB SnapTurnAmount B Snap Amount (puc. 9.5).

Puc. 9.5. FirstPersonCharacter: 3ameHa MeTofia NOBOPOTa Kamepbl MO yMONYaHMIo

19. Ot mapameTpa Axis Value BBI30BUTE Float != Float M yCTaHOBHUTE €ro pe3y/bTaT B HOBBIM CET-
tep A MouseTurning, kotopslii moctaBute nociie AddControllerYaw.

20. OT KpacHOTO BBIXOZ:a CeTTepa BbI30BUTe NOR, YCTAHOBUB BO BTOPOH BxoZ StickTurning.

21. Coagatite Branch nocne ceTTepa u3 myHKTa 19, ycraHoBuB B Condition pe3yabTar NOR. DTO TO3BOIUT
BaM 06HyMUTb YawOffset, KOT/ja UTPOK HE UCTIOIb3yeT HU MbIIIb, HU FeiMIaf,.

22.0T1 BeTKH True co3faiiTe HOBBIH ceTTep YawOffset, ocTaBuB B 3HaueHuu 0.0 (puc. 9.3).

23.YT006k! ZLOGaBI/ITL TIOAAEPKKY U UCITI0JIb30BaTh IIJIEYE€BbIE€ KHOIIKU redMmaza ajs IIOBOpPOTa UI'POKa,

cO3/IaliTe 1Ba HOBBIX COOBITHSA GamepadRightShoulder u GamepadLeftShoulder (cM. puc. 9.6).
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Puc. 9.6. FirstPersonCharacter: NnOBOPOT C NCMONb30BaHMEM MJleYeBbIX KHOMOK reimnasa

24.Tlocsie cobbITHs GamepadRight Shoulder BrizoBuTe AddControllerYaw, ycTaHOBUB

SnapTurnAmount BFloat ¥ Snap Amount.

25.Tlocne cobpTusa GamepadLeftShoulder BrzoBute AddControllerYaw, ycTaHOBUB
SnapTurnAmount B Snap Amount X YMHOXUB €ro Ha -1 mepej 3TUM BO Float.

9.3.2. First Person wab6noH gnsa peanusauuu 6era Ha mecTte
HpOCTeﬁmaH cucreMa (I)I/IBI/I‘{eCKOI‘O TIIEpEMENIEHUA — 3TO pean3anusd 6era Ha MecCTe. Hpez[nonaraeTcsI, qTo
TI0JIb30BAaTEJIb B LIIJIEME «TPYCUT» HAa MECTE, CTOA B O,Z[HOfI TOYKE, a €ro aBaTap IIpu 3TOM IIE€pEMELIAETCA BIIEPES

B BUPTYaJIbHOM MHUpe.

Jna peanusanuu Gera Mbl IPOAOTIKUM pa6OTaTb C MOAEPHU3UPOBAHHBIM First Person HIa6]IOHOM, K KOTOpOMY 0
9TOT0 Z[063.BI/IJII/I MI'HOBEHHOE BpallleHUE.

1. Ortkpoiite FirstPersonCharacter Blueprint (FirstPersonBP = Blueprints).

2. CosgaiiTe Be HOBBIE IepeMeHHEIE THIA Vector ¢ UMeHaMu HMDVelocity
U PreviousHMDPostion. OHU OyAyT XpaHUTh TEKYIIYIO CKOPOCTH VR-1IJIeMa U TIO3UIINIO FOJOBBI Ha

IIpeAbIAYIIEM KaZipe, HeO6XO,Z[I/IMy}O AJ1 BBIYUCJIEHU A CKOPOCTH.
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3. CospgaiiTe ele 0fIHy IepeMEHHYIO THIA Vector, Ha 3TOT Pa3 B BU/e MacCUBa Array C Ha3BaHUEM
PreviousVelocities. BeKTOp mpeAbIAyIIUX 3HAYeHUI CKOPOCTH OYAET UCTONb30BaThCA A5 GUITh-
TPaLMU BEICOKOYACTOTHBIX KOJIeOaHMI CKOPOCTHU 13-3a [POKAHUA I'OJIOBHI TI0Jb30BaTEIA.

4. CoszpaliTe TpU HOBHIE TEpeMEHHBIE TUMA Float: RunningSpeed, RunningThreshold
nRunningMultiplier. RunningSpeed— TeKylas CKOPOCTb, CBA3aHHAA C IepeMeIleHUAMU
T'OJIOBHI TOJIb30BaTe A, RunningThreshold — KOHKPETHOE 3HaYeHHUE, KOTOPOE J0JIKHO OBITH ITpe-
BBIIIEHO B RunningSpeed, 4TOObI aBaTap nepeMecTwics, RunningMultiplier — s U3MeHEHUS
CKOPOCTH IBUKEHUS TOJIOBBI aBaTapa 1 Hy’KHa, YTOObI UMETh BOZMOXKHOCTh HACTPAaUBaTh CKOPOCTh
B 3aBUCHMOCTH OT PACCTOSHUSA NepeMerneHus (puc. 9.7).

Puc. 9.7. GirstPersonCharacter: nepemeHHble Ansa 6era Ha MECTE U pacyeT CKOPOCTU

5. YcraHosute A4 RunningThreshold u RunningMultiplier 3HaYeHUA 10 YMOIYAHUIO, PaB-
Hble 1.5 4 0.5 COOTBETCTBEHHO.

6. B Event graph ot EventTick co3zaiite Branch, coe[UHIB HOBBIY BbI30B QpYHKIINU
IsHeadMountedDisplayEnabled B Condition.

7. OT BeTKH True BBI30OBUTE ceTTep HMDVelocity.

CoszaiiTe HOBBIM reTTep A7 FisrtPersonCamera U BbI30BUTe GetWorldLocation.
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9. OT BBIXOZA 3TOTO Y371 Co3/aiiTe y3esn Vector — Vector, yCTAHOBUB reTTep
PreviousHMDPosition BO BTOPO# KOHTAKT, YTOOBI BEIYMCAATH PACCTOSHYE MEX/AY IPeABIAYIINM
U TeKYIIUM 3Ha4eHueM HMD.

10. CoeiuHUTE BBIXO/] BHIYMCJIEHHUS PA3HOCTH U3 I1. 9 ¢ BhI30BOM Vector/Float, yCTaHOBUB BO BTOPOi
KOHTaKT Delta Seconds u3 Event Tick (puc. 9.3), 4To6bI U3 pa3HOCTU Vector — Vector, BRIpa-
JKEHHOU B CAHTUMETpAX, MONYYUTh 3HAYeHHe CKOPOCTY B CAHTUMETPAX B CEKYH/Y.

11. CoeauHuTe BBIXOZ Vector/Float ¢ ceTTepoM HMDVelocity.

12. Co3zaiiTe HOBBIH ceTTep A/ PreviousHMDPosition nmocie HMDVelocity U yCTaHOBUTE B HET'O
3HaueHue u3 GetWorldLocation mara 8.

13. Temeps co3zaiiTe HOBBIM reTTEp [JIA MacCUBa PreviousVelocities U BBI30BUTE GYHKINIO Insert.

14. CospaiiTe HOBBIH reTTep HMDVelocity M yCTaHOBHTE €ro B Insert. OTO Z00ABUT TEKYIIYIO CKO-
POCTb B IIEPBYI0 CEKLIAIO MaCCHBA.

15. Co3pnaiite HOBBIH TeTTep Aist PreviousVelocities ele pa3 U BbI30BUTE Resize, YCTAHOBUB 5 BO BTOPOi
KOHTAKT (puc. 9.8). DTo MpUBeJET K TOMY, YTO MacCHB GyZeT coZiepKaTh MOCAeJHUE ATh KaZPOB.

Puc. 9.8. FirstPersonCharacter: xpaHeHve NAT KagpoB Ans 6era Ha MecTe 1 JobaBneHue BBOa



9.5. YNPAXHEHUA 199

16. Co3paiire erne onuH rettep s PreviousVelocities v BBI30BUTE GetVectorArrayAverage.
17. TIpaBbIM KJIMKOM I10 BBIXOZHOMY 3HAUEHUIO Pa3fieIUTE eTo.

18. OT KOOpAUHATSI Z BBI30BUTE Absolute (float); 3TO IIO3BOJIKT BaM UTHOPUPOBATh HAaIllPaBJIEHIE
6era TpycIIOii.

19. Ot BbIXOZIa Absolute BbI30BUTE Float * Float, yCTaHOBHMB BO BTOPOU KOHTAKT HOBBIM IeTTep A/
RunningMultiplier.

20. Tocne Hero BeizoBuTe SelectFloat. Takum 06pa3oM, MBI MOXKEM OBITh YBEPEHBI, UTO T'OJI0BA ABUKETCS
OBICTpee TOPOrOBOro 3HAYEHNU .

21.0TFloat * Float coszaiiTe emme oAuH y3ea Float > Float, ycraHoBUB RunningThreshold Bo
BTOPOM KOHTAKT BXOZa.

22.YcTaHOBUTE BRIXOAHOE 3HaUeHue Float > Float B Pick A y3ana SelectFloat; 3To rapaHTHPYET,
9TO CKOPOCTH Gera 6yzeT 0, oOKa CKOPOCTh TOJIOBEI UI'POKA HAXOAUTCS HIXKE IIOPOTOBOTO 3HAUEHUA.

23. Co3paiiTe HOBBIY ceTTep s RunningSpeed v coeITHUTE BBI30B C Resize.
24.Ycranosure SelectFloat B 3TOT ceTTep.
25. [l GaKTUIECKOTO0 IepeMelleHus UTPOKa, mocie ceTTepa BhizoBuTe AddMovementInput.

26. Co3paiiTe HOBBIY reTTep A FirstPersonCamera v monyuure ero ForwardVector (puc. 9.3), ycTaHOBUB
eroBWorld Direction.
27. CoszatiTe HOBBIY reTTep A1 RunningSpeed u ycTaHOBUTe €ro B Scale Value.

Temepb BBl MOXKETe MOAKIIOUUTD Ball VR-1teM u Haxatb Play. Eciu Bamn VR-1IeM NOAAePKUBAET OTCIEKUBA-
HUe MOJIOKeHUs, TPoberuTech Ha MeCTe U YBUANTE, KaK IBUTAETCS Balll TIEPCOHAX.

9.4. 3aKn4yeHue

B aT0i1 r71aBe BB y3HAJH, YTO TaKOE TPeHaKepHas 601e3Hb U B Pe3yIbTaTe Yero OHa MOYKET BO3HUKATh. Bbl TaKke
MO3HAKOMUJIMCh C CYIIECTBYIOIIMMU CEHYac MeToJaMM mHepeMeleHus B VR U crnocobaMu UX peau3aliu
B UE4.

9.5. YnpaxHeHus

MBI He pacCMOTpEJIH Ha TPAKTUKE UCTIONIb30BaHUE TPAHCTIIOPTHBIX CPE/ICTB /A lepeMelieHus. 1 ToMy ecTh 06b-
siCHeHue: B Epic ecTb OT/IMYHBIN IIa0I0H BOXK/IEHMSI, KOTOPHIN MOJIHOCTHIO oazep:kuBaer VR. Co3aaiite HOBBIN
[IPOEKT € 3TUM IIA6JIOHOM, TI0IKCIIEPUMEHTUPYUTE U IPOBEPBTE, TOMOTAET JIK CHYKEHHBIH OMTHYECKUH TIOTOK
6OPOTHCS C TPEHAKEPHOI 6ONE3HBIO.



FMABA 10

ONTUMU3ALUNUA VR

B aT0i1 I/1aBe paccMaTpUBaKOTCA TPEOOBAHUS K yCTPOUCTBAM
peHJieprHTa U 0TOOpaKeHu JJid MoAAepk KU VR. ITH TpeGoBaHU
ropasio BbIllIe TEXHUYECKUX TPeOOBAHUIMA, IpeIbIBIASIEMBIX K Tpa-
AUITAOHHBIM AUCILIJIEAM, HO HEKOTOPBIE€ XUTPOCTHU MOT'YT 06JIeI“II/ITb

HarpysKky Ha 000pyZj0BaHue B 3TOM HOBOM MeZHAIPOCTPAHCTBE.



10.1. TexHn4ecKue TpeboBaHUA Ana peHaepunra VR

PenziepuHr VR-CIieH CTaBUT MHOTO HOBBIX ITP006JIEM U 3a/1a4, He BO3HUKAIONINX IIPH peHAEPUHTE TPaAUIIHOHHBIX
ctieH wiu urp. Y VR ecThb cTporas HeobX0AMMOCTh B pEH/IEPUHTE C MaJIoi 3a/1epKKoit, 4To6b M36eKaTh TpeHa-
JKEPHO# 60JIe3H; OAHAKO B IIPOIIIOM 3TOH YaCTH PEH/IEPUHTA JaCTO HE YAENANN 0CTaTOYHO BHUMAHW H3-3a
6eCKOHEeYHOI TOTOHY 3a Bce 6oIbIIel U 60JIbIIIel 061l TPOU3BOAUTENBHOCTHIO IPadHUECKOT0 ABUKKA.

Y uzeansHoro VR-croxeTa BpeMs motion-to-photon (Bpems Mex/y oOHapyXKeHUeM JBHKEHHS CEHCOPOM U OTO-
Opa’keHMEeM €ero IMOJb30BaTENI0) JOIKHO OBITh MeHee 20 MUJUTUCEKYH[. DTO CTporoe TpeOGOBaHUE TPUBEJIO
K ucrnonb3oBanuio XKK-auciiees ¢ BeIcokol yacToToi o6HoBieHus (o1 60 'y 1o 90 'y v 120 I'). OxmHako HeZo-
CTATOYHO IIPOCTO UMETH MAHENh C YKa3aHHBIMU XapaKTepUCTUKaMU. II0CKOIBbKY AucIiei VR-ieMa pacmoio-
JKeH OueHb OJIM3KO K I7Ia3aM M0Jb30BaTeNsd, y TIaHe U JOMKHO ObITh IOCTATOYHO GOJBINOE paspelieHre, YTO6k
OHO He MeIIaso BOCIPUATHUIO BUPTYanbHOro Mupa. [103ToMy y AuciieeB VR-MIIEMOB 4acTOTa OOGHOBIEHUS
kazpoB ot 60 'y 10 120 'y 1 pa3pemtenue ot 1920x1080 go 2560x1440. T 1dPEI ZOBOJIBHO BHICOKU C TOUKH
3pEHMS COBPEMEHHBIX UTPOKOB, HO OHU He OTPAXKAI0T BCE CIOKHOCTH IPOGJIEM U PEIleHHH.

Yro6Bl 0CO3HATH HACKOIBKO TPe6OBAaTEMbHEIM MOKET OBITh PeHAEPUHT B VR, BbI A0KHBI IOHUMATh MPUHIIUI
paboTsr VR-mun3. KpaTko: A1 GOKyCHPOBKY 06BEKTOB B peaybHOM MUPE, MBIIIIIBI [71a3 TOJKAIOT U TIPUTATHU-
BAaIOT XPYCTAJUK, MO3BOJIASA ONpe/IeIeHHbIM JIydyaM CBeTa cobupaThcsa Ha ceTyaTke. OJHAKO 3TU MBIl He
MOTYT Z0Jr0 GpOKYCHPOBATh B3IJIA/ Ha OJIM3KO PACTIONOKEHHBIX 00beKTaX. K coXkaleHuIo, 3TO MI0XO0 C TOUKU
3pEeHUS UCTI0Ib30BaHusA VR-IIIEMOB, IOTOMY YTO i MONydeHust 60/bIinoro yria o63opa [FOV] aucrieir fo-
JKeH HaXOoAUThCs BIM3KO0 K rasam. Jlig 06xoza 3TOro MpOTUBOPEUUst MOKHO PACIONIOKUTh TUH3BI MEX/Y IJia-
3aMU M0JIb30BaTeJIs U JUCTIeeM. JINH3BI OTKJIOHSIOT JIYUH CBETA OT AUCILIES ¥ «0OMaHBIBAIOT» I71a3a, 3aCTaBIssa
Hac Z[yMaTh, 9YTO dKpaH HAaXOAUTCS TOpa3zo Aajblie, Y4eM Ha CaMOM JeJie, TeEM CaMbIM pelnas npobiemy Goky-
CUPOBKHU. JIDyrMIMH CJIOBAMH, Ka’KZast IMH3A «BBIIPAMIIAET» JYYH OT IJ1a3a 0 HEKOTOPOro o6bekTa, obecre-
YKBas OUIyIEHUE ONTHYECKOTO GoKyca Ha 6eCKOHEUHOCTH. HO 3TH JTMH3HI HE U/leabHbI ¥ 3aMETHO UCKAXKAIOT
TOCTYTAIONIYIO C 9KPaHa KapTUHKY. [l pe0TBpAIIeHuUs 3TOTO BB JOJDKHBI PEHIEPUTD BaIly BUPTYaJIbHYIO
KapTUHY C YY€TOM 9TOT0 UCKaxkeHus («60uku» [barrel distortion]), 4To6BI Balll MUP Ka3asics HACTOJIbKO TOUHBIM,
HAaCKOJIBKO 3TO BO3MOXKHO (puc. 10.1).
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Puc. 10.1. Koppekuua nckaxxenus VR nuH3

[Ipy TOM YTO KOPPEKIIMS UCKaKeHU s TTO3BOJIAET PEITUTh MPo6aeMy GOKYCUPOBKH, UCKaKeHUE «OOYKU» MPHU-
BOZIUT K yMEHbIIEHUI0 BOCTIPUHUMAEMOTO pa3pelleHus guciies. YTobbl n36exaTh MOTepy KauecTBa, MHOTHE
VR-UTpPHI peH/IepAT KapTHUHKY ¢ pa3peleHreM B 1,3-1,5 pa3a 6osbliie, 4eM «pofHOe» pa3pelieHue skpaHa. B UE4
BBe/IeHO TTOHATHE OTHOCUTENbHOT0 Pa3pellleHUs peH/IepUHTa [screen percentage] B IPOIieHTaX, U 9TO OUeHb BaX-
HBI TApaMeTp P ONITUMHU3ALUU KaUueCTBa ¥ TPOU3BOAUTENBHOCTH. OTHOCUTETBHOE Pa3pellleHre MOXKET ObITh
kak MenbIne 100% (4715 OBBIIIEHYS YaCTOTHI KaZPOB), TaK U 60sbiire 100% (77151 TOBBILIEHUS KaYeCTBA 3@ CYET
136BITOYHOM BRIOOPKH, WK CyTepCaMIUIUHTa [supersampling]).

[ToaTOMY TIepBOHAYAJIbHbIE TEXHUYECKYE TPeOOBAHYA /IS peHepUHTa B VR HYKHO YMHOXXHUTb B TI0JITOpPA Pasa.
Takum obpaszom, s Rift CV1 u Vive (y 060ux 111eMOB ZBa 9KpaHa ¢ pazpenreHueM 1800x1200 kaxabiii), obiee
paspelieHre peHzepuHra nonydaercsa 2160x1200%1,5, a umenno 3200%1800 mpu 90 fps, wiu, IpyTUMH CJIO-
Bam#, 350 MJTH HKceell B ceKyHAY! B mpoTuBOBec aToMy, B 2D-urpa ¢ paspemenuem 1080p mpu 60 fps TpebyeT
06pabOoTKH BCero UMb 124 MJTH IUKCeNel B CEKYHAY.

10.2. YMeHbLUeHUe 3afepKKu

Kak Ml ke y6eAUIHCh, yBeTHYeHIE 3aIePKKU OOHOBIIEHUA H300pakeHNs B VR-IIeMe NMeeT UCKTIOUUTENbHO
HeraTHBHbIE TIOCJIE/CTBUSA AJIs T0JIb30BATENs, CTABSA [0/ COMHEHE YOeJUTENbHOCTD B3aUMOJEHCTBHS C BUPTY-
AJIBHOM peanbHOCTHI0. TpeOoBaHe MIHUMU3AINH 38 I€PXKKHU BEIBOJA HAMHOTO BaskHee /isi VR, 4eM ISl IPyTUx
croco60B Busyaausanuy. K cqacTsio, CymecTBYIOT pa3IUdHble METOAH, YMEHbIIAOIINeE WIH JaXKe YCTPaHAIO-
II[ie OCHOBHbIE IPUYMHEI 33/IepXKEK B KOHBelepe peHAepuHTa. B 3Toit IaBe pacCMaTpUBAIOTCA BA OCHOBHBIX
criocoba 60pbOBI ¢ 3aZepkKaMu: TpaHcOpMaIys IIKaIbl BpeMeHHU [timewarping] U peHJEPUHT B IepesHUi
(kagposeiii) 6ydep [front buffer rendering].
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[Ipex/ae 4eM MBI IlepeiiieM K TOMY, YTO Takoe TpaHcGOopMalys KAkl BpeMeH! (MU IepernpoelnpoBaHye)
U PeH/IEPUHT B NlepeHu# (KazpoBslil) 6ydep, faBaiiTe OGHICTPO MPoHAeMcs O KOHBeHepy peH/epruHTa, YTOOB!
JIy4Ille TIOHATbH, KaK 3TH BO3MOKHOCTH COYETAIOTCSA C IIPEABIAYIIIM OIBITOM. (XOTA IPUKJIaAHbIe pa3pabOTINKH
He cocpeZIOTOYeHHbl Ha 0COOEHHOCTAX PEeHJEPHHIA U UM PeZKO MPUXOAUTCA UMEThb JIeJIo C 3TUMHU TO0APO6HO-
CTAMH, TOcKoIbKY UE4 cKphIBaeT GOJBITMHCTBO leTalell pealn3alyy, I0-IpexkHeMy BaXKHO 3HATh STH HIOAHCH,
KaK MHHUMYM /I TOTO, YTOOBI IPAaBUILHO AUarHOCTHPOBATh BO3HUKAIOIIYE IIPO6JIEMBL.)

J71A IOCTPOEHUA OZHOTO KaJpa UI'PH HECKOJBbKO KOMIIOHEHTOB paboTaloT coobIa, YTOOH CO3ZaTh OKOHYA-
TenbHOe u306pakeHue. LleHTpanbHbli mpoiieccop (LI umu CPU) onpalinBaeT Mojib30BaTeTbCKUI BBOJ, COBEP-
IIaeT UTpoBble eicTBUA (06CIUTEIBAET GU3NIECKYIO0 MOZeb MUPA, ATy UCKYCCTBEHHOT'0 NHTEJIEKTA U T. J.)
Y B UTOTE OTIIPABJIAET BBI30BBI OTPUCOBKU, KOTOPHIE OYAYT BHIMOMHATHCA Ha Bugeouune (GPU). TpaAuIOHHO
nocJie Toro, Kak GPU 3aKOHYMJI peH/IePUHT 3THUX BBI30BOB OTPUCOBKH, OH OTIIPABJIAET UX HA AUCIJIEH A CKa-
HUPOBaHM, KOTOPHI 3aTeM (IIOCTPOYHO C/ieBa HAIIPaBO, CBEPXY BHU3) IEPEBOAUT U300pakeHNE HA IKPaH A
noJb3oBaresd. puc. 10.2 UTIOCTPUPYET 3TO.

3ameTKa

BOMBIIMHCTBO COBPEMEHHBIX VR-IIIJIEMOB pean3yIoT TeXHOIOTUIO low-persistence, KOTOpas I03BOJIAET
3HAYUTENIbHO COKPATUTh PA3MBITOCTh M300pakeHUs IIPU ABUKEHUU ToN0BOM. CMBICT 3aK/II0YAeTC
B TOM, 4T00 3a/Iep:KaTh BEIBOZ M300paKeHNU 0 MOMEHTA 3a JOJIM CEKYHZEI 10 ClleyIolero 06HOBIe-
HUS AUCILIES], YTOOBI IPeZ0TBPATUTH MIOKA3 MOMb30BATEIIO «III0XO0M» (PBAHOW/Pa3MbITOM) KAPTUHKH.
TeM He MeHee 3Ta KHUTA AJIS YIPOIIEHU IPeATonaraeT paboTy ¢ TpaJUIIMOHHBIM JUCILIEEM.

Puc. 10.2. YnpoLeHHOe NpefCTaBieHe KOHBellepa peHaepuHra OBHOrO Kaapa; i — BBog, g — Urpa, d — OTPUCOBKa.
Kaxnaplin cton6el, — 370 10 MANNNCEKYHA, 3@ KOTOPble MPONCXOAUT 06HOBNEHNE 1306paKeHNA Ha Aucninee ¢ yactoToi 100 Iy
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O6paruTe BHUMaHUe, 4TO puc. 10.2 ABISETCSA He CAMBIM ONTHMAaIbHBIM BAPUAHTOM HACTPOUKH C TOUKY 3PEHUS
TIpOM3BOAUTENbHOCTU. OTMETUM AJNTeNbHbIe Tepuorl, Korga GPU unu CPU HuYero He Je/1aloT, 0KK/as OKOH-
JaHuA paboTH APYT ApyTa. Takke OTMETHM IieJIbli KaJp 3aZiepyKKu OT BBoAa (i) 10 OOHOBIEHNU S 300paKeHU.

YTo6BI yCTPAHUTD 3TU HEJOCTATKHU, MBI MOXKEM /I Hadasa MonpoboBarh yopars nayssl B paboTe IPoLeccopoB
IIyTeM BBeZileHU: NapajliebHol KoHBellepHOl apxUTeKTyprl peHAepuHra (puc. 10.3).

Puc. 10.3. YnpolleHHoe npefcTaBneHne KOHBeepa peHaepuHra C AByMA Kagpamu 3afiep>KKu 1 HOBO napannenbHon
ApPXUTEKTYpOIA; | — BBOJ, g — Urpa, d — oTprcoBKa. Kaxapli ctonbel, — 370 10 MANNKNCEKYHA, 32 KOTOPbIE MPONCXOAUT
06HOBIEHNE N306paXeHNa Ha gucniee ¢ yactoToii 100 Iy

ITo cpaBHEHUIO C MPEABIAYIIUM PUCYHKOM, prc. 10.3 ZeMoHCTpupyeT nyuInyto 3arpysky CPU u GPU; y HUX HeT
nayssl B 10 Mc, TOTOMY 4TO rpaduyecKuii mporeccop Telepb 0ToOpa)kaeT IpeAbAYIINI Kajp, B TO BpeMs KaK
Ipolieccop Ha4MHaeT paboTy Ha/ cleAyomuM kaapoM. OZHAKO JeTKO 3aMeTUTh yBeIdeHNe 3a/IepKKH ellle Ha
LeJTbIHF Kazap.

Jpyras mpobieMa BO3HUKAaeT, KOTZa HaZoeANMBasA 3aJada BbI30Ba KOMaHJ OTPHCOBKM HAauMHAeT 3aHUMAThb
CJIUIIKOM 6GOJBINYI0 YacTh BpeMeHU paboTsl CPU 1 He momenraercs B 10 Mc, OTBeIEHHBIE HA PEH/IEPUHT CILIEHBL.
K cyacTslo, Temepsp y Hac ecTbh MHOTOA/iepHbIe IIPOIIeCCOPH, U €CJIU BBl TOTOBBI CMUPUTHCA ellle ¢ OZIHUM KaJpoM
3a/epKKM (M Ha caMoM Jiesie MHOTHeE UTPOBBIE BM)KKH YT Ha TaKOM KOMIIPOMHUCC), BBl MOXeTe 3aIlyCTHTb
3aZavyy Ha OTZEJIbHOM SZpe, B TO BPeMs KaK 06paboTKa MOIb30BATENbCKOTO BBOAA M UTPOBBIE BEIYHCIEHUS
BBHINIOJHAIOTCA Ha AipyroM (puc. 10.4).
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Puc. 10.4. YnpolleHHoe npefcTaBeHne KoHBeepa peHaepuHra C TpemMa Kagpamu 3aaepkku 1 napanienbHon apXuTeKTypoi
C BblieNieHneM Kafipa Ha 3afauu B13yanusauum; i — BBof, g — urpa, d — oTpmcoBKa. Kax bl ctonbely — 310 10 MUnAnceKyHs,
3a KOTOpble NPOMCXOAUT O6HOB/EHNE N306PpaXKeHWs Ha ancniee ¢ Yactoton 100 Iy

OzHaKO OKa3bIBAETCS, YTO MOXKHO TIOMTH Aasblie. Bel MojkeTe YMeHbIIUTD TPU Kazpa 3ajepkku (puc. 10.4) no
IBYX, ecnu GPU He 6yzieT JoKUAAaThCA OKOHUAHUSA BbI30Ba GPU BceX KOMaH/ OTPHCOBKH, a JIUIIb HIPEJOCTABUT
IIeHTPaJIbHOMY TIPOIIECCOPY AOCTAaTOYHYIO0 ¢Gopy, uTo6sl CPU MOT HavaTh MoAavy AaHHBIX GPU ¢ He6OJbIIOi
3a/IepXKKOH (XOPOIIHIi KOMITPOMHUCC, YTOOBI OTEHIIPATh 06PATHO OAYMH Kazp 3afep:kky; puc. 10.5).

Puc. 10.5. YnpoLieHHoe npefcTaBneHne KOHBelepa peHAeprHra C TpeMa Kaapamu 3afepXKu 1 napannenbHon apxXuTeKTypoi
C 3aMycKOM OTPUCOBKM N GPU napannenbHo; i — BBOA, g — Urpa, d — oTpucoBska. Kaxaplit ctonbew, — 370 10 MURUCEKYHA
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Puc. 10.5 ZeMOHCTpUpPYET yAauyHbIN 6amaHC MeXAYy MPOU3BOAUTENBHOCTBIO U 3aIePKKOM. MOKHO U c/ies1aTh
nyuie? KoneuHo! Camble BHUMAaTeNbHbIE 3aMETAT MY3bIph 6e3/elicTBUsA, Korga GPU %/JeT Tofauu BbI30BOB
OTPHCOBKY, U, BO3MOXHO, 33/laBaJIUCh BOIIPOCOM, KaK ero yMeHbIIUTh. Jla — kak Oculus, Tak u Valve cipaBis-
I0TCA C TEM, YTO OHU Ha3bIBAIOT aJATITUBHON 0Yepe/bio ¢ onepeskatonim 3anyckom (Adaptive Queue Ahead and
Running Start). B npuHnune ¢ Touku 3peHus puc. 10.5 oHU IpocTo nepeMeInamT 3aa4y PUCOBAHUSA 3€€HOTO
1[BETa [I0 BTOPOTO Kapa, 4To6bl aTh GPU Hanbosbliee BpeMst 06paboTKU BCEX BEI30BOB OTPUCOBKH.

OTU NIPUHLUIIBI T03BOJIAIOT 3HAYUTENBHO OITUMU3UPOBATH UcIonb3oBaHue CPU u GPU. MoxeM Jii MBI YyMEHb-
IIUTH 3a/lepXKKY BBoZa? Bo-niepBEIX, 00paTHTe BHUMAHIE, YTO BXOZHbIE JaHHbIE OIPALIMBAIOTCSA B Hadale Kax-
ZI0TO Kazpa, TI09TOMY Jjake B Iy4IIeM cIydae, 6e3 KOHBellepHOW 06paboTKH, BCe ellle CYIeCcTBYET LeIbli Kaap
3azepxku. Ho moyeMy BB He MOXKETe IIPOCTO IIEPEMECTUTH OIPOC II0Jb30BATENbCKOTO BBOJA B KOHeI| Kazpa?
Brl moxxeTe! @aKTHYeCKU 3TO UMEHHO TO, 4To UE4 fienaet ¢ Camera Component u giarom Lock to HMD u Motion
Controller Component ¢ dmarom Low Latency Update. STOT BU/ 103/[HEr0 OGHOBIEHHU A BXOAHBIX JaHHBIX TOKa3aH
Ha puc. 10.6.

Puc. 10.6. [pocTan Bn3yanusauua KoHBeiepa peHAepuHra C ofHUM GPeriMOM 3afiePXKKI U HOBOW apXUTEKTY PO
C 3aMycKOM OTPUCOBKM 1 GPU napannenbHo; i = BBOA, g = Urpa, d = oTpncoBKa. Kaxaas KooHka — 370 10 MANIUCEKYHA,
3a KOTOpble NPOMCXoauT 06HOB/EHNE N306paXKeHWs Ha ancnee ¢ Yactoton 100 My

OTO BBIMIALUT JIyUllle, HO eCTh ellle 0/[Ha Belllb, KOTOPYIO BB MOXKETe c/lejlaTh: BpeMeHHOM ckavuok [timewarping].
OcHOBHas ujiest BpEMEHHOTO CKayKa COCTOUT B TOM, YTOOBI B3ATh JJaHHbBIE peHZepuHra u3 GPU, a 3atem Tpe-
06pa3oBaTh 3T0 U300pakeHue, YTOOBI UMUTHPOBATh MOBOPOT KaMephl HA OCHOBE HOBOTO MOJIOKEHUS IIIEMA.
Kak nmokasaHno Ha puc. 10.7, Temepb MOKHO YMEHBIIUTD 3aZIePXKKY BpaIleHUs IIJIeMa BCEro /10 2 MC s IEPBOM
vacTu peHgeputra. (O6paTuTe BHUMaHMe, YTO He Bee makeThl SDK/Cpe/ibl BHITIOTHEHUS peaiu3yoT BpeMeHHO
CKaYoK, a Te, KOTOPBIE Pean3yIoT, Peanu3yioT ero mo-pasuomy. [lomHuTe 06 3TUX pasnuyusax. Takxke obpaTuTe
BHUMaHMe, YTO 3Ta QYHKI[US BKIKOYAETCA Yepe3 Pa3JIUYHbIE CPe/bl BRIIOJHEHUS, a HE Yepe3 ABUKOK, TaK 4TO
pa3paboTYUKy He HYKHO HUYETO JIeIaTh, YTOOBI BKJIFOYUTD €r0.)
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Puc. 10.7. [pocTan BU3yanusauua IMHUM PeHAEePUHra C MeHee OHOrO Kafipa OXMUAaHNA 13-3a BPEMEHHOTo Npeobpa3oBaHus;
i=BBOgA, g = urpa, d = oTpncoBKa. Kaxaaa KonoHka — 310 10 MUNNCEKYHA, 3a KOTOPble MPOUCXOANT 0OHOBNIEHME N306paKeHUA
Ha aucnnee c yactoTon 100 Iy

Panee s ckazai, uTo GPU BEIBOAUT OTpeH/IePeHHbIHN KaZp Ha AUCIUIEHN, HO 3TO He coBceM TakK. Ha camom zese
TO, UTO ZieiaeT rpadGuIeCcKUil MpoIEeccop, 3TO OTPUCOBKA TOTO, YTO HasbiBaeTcs 3afHuM bydepom (back buffer),
B TO BpeMs KaK JUCIUIeN GpaKTUIeCKU YUTAET U3 TlepeHero (Miu kazposoro) 6ydepa (front buffer), Hemocpe-
CTBEHHO He 3arparuBaeT GPU. DTO MPOUCXOAUT U3-32 HECOOTBETCTBUSA TOTO, KaK AUCILIed 06HOBIAETCA (TTOM-
HUTe, cJleBa HAIIPaBO, CBEPXY BHU3) U KaK rpaduieckuil poleccop oToOpaxkaeT reOMeTpPHUIO B ClieHe, a TaKXKe
MeXaHH3Ma dTOro B3auMozgencTBusA. 'padudeckuii mporeccop He BBIIOTHAET aKKYPATHYIO OTPUCOBKY CBEPXY
U cJIeBa K BHU3 ¥ HAIIPaBO, KaK 3TO JleJlaeT AUCIUIEH; BMECTO 3TOr0 OH 0TOOpakaeT KaX/bli BEI30B PUCOBAHUA,
KOTODBIN OH IIOJTy4YaeT OT IPOLeCcopa 110 OYepesy, OAVH IIOBEPX APYToro, M0A00HO XYA0KHUKY, HaKIaAblBalo-
I[eMy WITPUXHU Ha MOJOTHO. TakKUM 06pa3oM, BBl CTAIKUBAETECH C ITOM JOCaLHON MPO6IeMOit IpY peHIepUHTE
HEMmocpe/CTBEHHO B 6ydep, U3 KOTOPOTO JUCILIeN YUTAET; TO eCThb, ECU JUCIIeN HaYMHAET MOKa3bIBaTh HOBBIi
KaJip, IPeX/ie YeM BBl 3aKOHUHTE €TI0 PeH/IEPUHT, OH MOXeT GaKTHIeCKU 0ToOpakaTh Ha IKpaHe HEIIOIHOe H30-
Opaskenue. [l pelieHUS 3TOM MPo6IeMbI CYIECTBYET MEXaHU3M 3a4Hero Oydepa; rpaguvyecKuil mpoueccop
PEHZIEpUT KaJip B Hero, ¥ KOIZa AVCILIEH TOTOB K HOBOMY M300paKeHUIo, OH MeHseT Oydep, ecu Kazip roToB.
Ecnu xazp eme He rotoB, GPU mpocto oTobpakaeT crapoe M300pakeHNe CHOBA, HE IOKa3blBasg HEIOJHOE
n3obpaxeHue.
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[Touemy 3TO Tak BakHO? OKa3anoCh, Omepalys BpeMeHHOTO peobpa3oBaHus AeHCTBUTENBHO CO3/jaeT U30-
OpakeHue ceBa HalpaBo, CBEPXY BHU3, U HA CAMOM fieJie, KOIZja BpeMeHHoe ITpeobpa3oBaHue AeHCTBYeET, HET
HUKaKo# peanbHON HeOOXOAMMOCTH AJIS 3TOTO ABOMHON 6ydeprsanuy, MOTOMY YTO Bbl MOXKETe rapaHTHpO-
BaTh, YTO BBl HAUMHAeTe IMpeoOpa3oBaHUeE C AOCTATOUYHBIM BpeMeHH 1A 6yKBalIbHO [OHKU ¢ OOHOBIEHUEM
JVCILIes, TI0KA OH He 3aKOHYMJI. DTO TO, YTO HA3bIBAETCA PEHJEPUHIOM IiepesHero (kazposoro) Oydepa munn
MacIITabupoBaHUEM; B HACTOALIEE BpeMs OH peayrn30oBaH Kak Ha Gear VR, Tak u Ha Daydream VR, OTKpBIBast
IIUPOKYE BO3MOXHOCTH. [T0CKONBKY BBl HCKa)KaeTe U300pakeHue 3a MUJUIUCEKYH/BI [I0 €T0 0TOOpaXKeH! Ha
9KpaHe, Ha CAMOM /IeJIe CYIIECTBYET BEPOATHOCTb TOTO, UYTO BB MOXKETE OOHOBUTD BXOJHEIE IaHHBIE 10 CBOEH
ZedopManuu Mo Mepe 0OHOBIEHUSA AUCILIEA, U Ha OYTH IIOCTPOYHOM (€CIH BBl OCTATOYHO XOPOIIO €r0 pas-
MeyaeTe) OCHOBE BBl MOXKeTe 1leOpPMUPOBATH IOC/IeJHIO NHPOPMALMIO Ha A¥cIIee. IMEHHO TakuM 06pa3oM
Gear VR oKa3bIBaeT U BHIIOJHAET /iBa IlepeKoca KaxxJoe oOHOBIeHUe (10 OZHOMY [JIA KaXKAOro I71asa), YTo
noxasaHo Ha puc. 10.8.

OTOT peHJepUHT NepefHero (kafpoBoro) Oydepa BKIIIOYEH 1O yMOMYaHUIO Ha Gear VR, HO OH JOJKEH OBITh
aKTUBHUPOBAH BPy4HYI0 Ha Daydreeam VR (puc. 10.9). Eciu BB IUIaHUPYeTe UCIOIb30BATh TO3UIIMOHHBIN Tpe-
KUHT, BeIOUpaiiTe Bepcuto Daydream u fobaBinsiite noaaepskky Google Cardboard B ciiydae UCTIONb30BAHUS.

Puc. 10.8. MNpocTan Bu3yanusauus NMHUM PeHepuHra C 3afiepXKKo MeHee 0HOro Kafipa 13-3a BpeMeHHOro npeobpasosaHuna
1 peHAepyrHra 13 nepegHero 6ydepa; i = BBOA, g = Urpa, d = oTpncoBKa. Kaxaaa KonoHka — 370 10 MUInCeKyHA, 3a KoTopble
npoucxoguT 06HOBEHMe N306paxeHUsa Ha gncniee ¢ Yactotoin 100 My
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Puc. 10.9. MapameTpbl KOHOUIypaL M ANiA BKIOUYEHWA MaclwTabrpoBaHua Ha Daydream VR

10.3. lNoBbIleHNEe NPON3BOAUTENIBHOCTH

Jpyroii cTonm MeTOZ0B peHJepHHTa HallpaBleH Ha TO, YTOOH! TOMOYb BallleMy ONEITY VR BU3yann3npoBaThCs
(«peHZepUTHCA») 32 MEHbBIIIee BpeMs WU UCI0/Ib30BATh MEHbIIIE PECYPCOB /i II0y4YeHH s TOTO e pe3yabpTara.

TU ONTUMHU3ALUK BaXKHBI HE TOJIBHKO IOTOMY, YTO OHH [O3BOJIAIOT BAM OTBOJUTH OOJIbIIIE BPEMEHU Ha peH/ie-
PMIHT IPyTUX aCIEKTOB Balllel UTPHI (HAPUMED, TEHEH UM HEOOBIYHBIX MaTEPUAJIOB), KOTOPBIE MOTYT C/IE/IaTh
BaIllY MUPHI 00JIee PealTuCTHYHBIMY, HO U O3BOJIAIOT 3amyckaTh VR Ha MeHee ITPOU3BOANUTENBHOM 060pyLOBa-
HUU. DTO MOXKeT OBITh OYeHb BaJKHO [J11 MOOMIBHOTO VR, a Tak:Ke AJI CHU)KEHUs Iopora Bxoza B VR.

MBI pacCcMOTpeJTH, CKOJIBKO KaZipy TpebyeTcsi BpeMeHH U KaK YIIPaBJIATh MEXaHU3MOM OTpucoBku Ha CPU u GPU,
4TOObI YMEHBIIUTE BpeMs OXUZaHNA. JlaBaliTe pacCMOTPUM, KaK Ha CAMOM JieJie BU3yaJIH3UpyeTcs Kajp, YTOOB!
YBUJETH, KAKYIO IPOU3BOAUTEIBHOCTD Bl MOXKETE IOy YUTh, IPOCTO U3MEHUB CIIOCO6 ero peH/IeprHTa.
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10.3.1. MeToabl BU3yanusauum

TpasuIMOHHBIN UTPOBOY MUP B YUCTOM BHUJIE COCTOUT U3 THICAY U THICAY OTJETbHBIX OHOMEPHBIX TOYEK B IIPO-
cTpaHCTBe (M3BECTHBIX KaK BepinuHbl). OfHAKO 3TH TOUYKM caMU 10 cebe He CIOCOOCTBYIOT CO3aHUI0 peau-
cTUYHOro 3D-Mupa. YToOB! IlepelaTh UI'POKY OLIyIIeHHe IPOCMOTPA IIOJTHOCTHIO TPEXMEPHOT'0 MHUPa, 3T TOYKU
CHayaJa IPyNIUPYIOTCA B JBYyXMepHbIe TpeyroabHUKHU. CoueTaHue TPeyrolbHUKOB B 3D-cpejie aeT MoJb30-
BaTeJIIo IpejcTaBieHue 0 GopMe 0ObEKTOB B MUpe. X0TA 3TU pOPMBL MOTYT Ilepe/jaBaTh OrPAHUIEHHBIN BHJ
06beKTa (Uepe3 mepcreKTUBHEIE IPOEKINH, KOTOPbIe 0OBIYHO IPUMEHSIOTCSA), 3aT€eHEHUE UCTIONb3YeTCs, YTOOBI
MOJIYYUTh UCTUHHOE TIPe/iCTaBIeHHe O TOM, KaK 00eKTH CYIeCTBYIOT B 3D-Mupe. 3aTeHeHNe TPU3BAHO MOKa-
3aTh UI'POKY, KaK CBET B3aUMOJIEHCTBYET ¢ 00bEKTaMH B UTPOBOM MUpe. [Ipex/e yeM MbI IEPEH/IEM K TOMY,
KaK OCBellleHHe BBIIIOJIHAETCA B UTPax, HAM HYXHO IIOCMOTPETh Ha IIpoliecc, KOTOPBIH NpeAlecTByeT CTaiuu
OCBeIeHU .

PeHziepuHT B Ur'pax paboTaeT MO MPUHIUIY IPOrpaMMUpPYeMOro KOHBeiiepa. TO 03HayaeT, 4To (B OTIMYME
0T QUKCHPOBAHHBIX KOHBelepOB IIPOLITHIX JieT) rpadudeckue API T03BONAIOT pa3paboTUMKaM UTP KOHTPOJIHU-
poBaTh KAKMM 00pa30M BepPIIMHBI ¥ pparMeHTHl (ZaHHbIE, KOTOPEIE MOI'YT OBITH UCIOJIb30BAHBL AJIA CO37IaHMS
IUKcesiel) 06pabaThIBAIOTCA A CO3ZaHUA OKOHYATENbHOI0 U300paXKeH! Ha 9KpaHe UI'POKa.

CoBpeMeHHble rpadudeckre APl I03BOJIAIOT U3MEHATh MHOKECTBO Pa3IMYHBIX IIeiilepoB 10 TOro, Kak KOHeu-
HBle 3HaYeHUs NUKCelell UrpoBoro Mupa OyZAyT MOKa3aHH! [0b30BaTeN0. OZHAKO I IPOCTOTH Mbl OCTAHO-
BUMCS Ha ZIByX Hanboiee BayKHBIX IIelilepax: BEPIUIMHHOM IleliZiepe U miekiiepe parMeHTOB / MUKCETEN.

B mpocToM IpHIIOKeHUH BepPIIMHHBIN Meliziep 6epeT B KauecTBe BXOAHBIX JAHHBIX BepLIKHEI OTAeNIbHOro dpar-
MeHTa leOMEeTPUY B U'POBOM MUDE U BBINIONHAET Bce HEOOXOAMMBIE AeHCTBUA, YTOOBI IPe0Opa3oBaTh 3TU TOUKU
B ZJaHHBIe JJIA WeliZiepa $pparMeHTOB (HalpuMep, IepeXof 13 IIPOCTPAHCTBA 0OBEKTOB B IPOCTPAHCTBO dKPaHa
Y IpUMEeHEeHVe epPCIeKTUBHON IPOEKIINY BUPTYalbHOU KaMepbl).

[Tocsie aTOTO 3Tara BO3MOKHbI [Ba BApHAHTa. DTUMHU [BYMs BapHaHTaMU, KOTOPbIe KIaCcCUUITUPYIOT OCHOBHbIE
METO/ Bl BU3yalnu3aluu, IPUMEHUMBIE K TpUokeHussM UE4, SBsttoTCs IpsiMoit pergepuHr (forward rendering)
U oTIOXKeHHOe 3aTeHeHue (deferred shading).

10.3.1.1. Mpsimo peHaepHUHr

B TpasuIIMOHHON HACTPOWKe MPAMOM BU3yaIH3al[Uu CJAeAYIOMUNA 3Tal JOBOJIBHO npoct. llelizep pparmeH-
TOB IIPUHMMAET Ha BXOZ BBIXO/l U3 BepIIMHHOrO Ieiiepa (B IpaKTHKe CyLIeCTBYeT IOCPeJHUK Ielzep Mo/
Ha3BaHHUeM «T'€OMEeTpPHUA LIei1epoB», HO 3TO AJid NPOCTOTHI). VIcIonb3ysa JaHHbBIE BEPUIUH, BBl MOXETE 3alU-
KJIUTh BCE MOTEHI[UANbHEIE IUKCEJH, KOTOPEIE B UTOTE OYyAYT 0TOOPa)KaThCs UTPOKY. DTH IOTEHIIUATbHEIE
IIUKCeTN Ha3bIBalOTCA dparMeHTaMu, U 3ajlada dTOTo IIeiiepa COCTOUT B TOM, YTOOHI B3ATh 3TU GpparMeHTH
Y 3aT€HUTH UX UJIH, CKOpee, BRIUUCIUTb OKOHYATEeNbHBIH 1[BET TUKCENIEHN, KOTOPHIe OYAYT IOKa3aHbl Ha 9KpaHe
(puc. 10.10).
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Puc. 10.10. Mpamoii peHaep 1 OTNOXEHHOE 3aTeHeHue. [TPAMOI NOAXO0A BblYMCIAET BeCb CBET B Weliaepe ¢parMeHToB, B TO BpeMs
KaK OTNIOXeHHbI MOAXO[, MOMeLLaeT ONMCaHNA KaXAoro pparmeHTa B 6ydepbl, KOTOpble MOTYT ObITb NCNONb30BaHbI A1 OCBELLEHUA
CLIEHbI B ApYroe Bpems.

Jnsa 3aTeHeHUs dTUX GParMeHTOB MOXHO BOCIIOJIb30BaThCS PAa3HBIMM IIpHeMaMU. B kayecTBe OCHOBBEI HaM
MOHAZ06UTCA CIeAyioniee. Bo-epBhIX, MOXKHO HCIOIb30BATh JAHHbIE BEPIIMHEL [JI BEIYUCIEHNS BHEITHETO
HalnpaBJeHUsA TPEYTOJIbHUKA, K KOTOPOMY IIPUHAZJIEXKUT GpparMeHT (MepneHAUKYIAp). DTO TO3BONAET 3aTeM
3aIUKJIUTD BCE UCTOYHUKH CBETA B CIIEHE M CPABHUTH BHEIIHUH YTOJ TPEYyTOJbHUKA C HallpaBIeHUEM HCTOY-
HUKa cBeTa. TaKUM 00pa3oM, BBl MOXKETe PACCUUTATh, HACKOIBKO CUIBHO CBET OyZeT BAMATH Ha KOHKPETHYIO
IIOBEPXHOCTD. 3aTeM Bbl MOJKeTe ellle Pa3 UCII0JIb30BaTh JaHHbIE BepIINH, YTOObI HANUTH [OJIOKeHUe GparMeHTa
B MHPOBOM IIPOCTPAHCTBE ¥ UCIIOIb30BATh €r'0 /I BhIYUCIEHUSA OCBELlEHHOCTY B 3aBUCUMOCTH OT y/IaJIeHHOCTH
OT UCTOYHMKA CBETA.

3ameTKa

[Iporecc IpoenNpPOBAaHUSA BEPIIMH, KOTOPHIE CYLIECTBYIOT B BallleM MUpE, Ha 9KPaH JJid 3aTeHEHN
HasbIBaeTCA pacmepusayuetl.
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3aMeTHuM, 9TO, 0 CPAaBHEHUIO C IPAMBIM PEHZIEPUHTOM, B 3TOM IIO/XO7Ie €CTh HECKOIbKO HEOTHMAaIbHbIX YepT.
Bo-mepBEIX, BaM TIpu/eTcs Mepe6paTh Bce NCTOUHUKY CBETA B Balllei ClieHe i KaXJ0ro pparMeHTa 3aTeHe-
HUA, aXKe eCJIU 9TOT GparMeHT MOYTH He 3aTPOHYT KaKUM-TU00 HUCTOUHUKOM CBETA. ITOTO MOXKHO YACTUYHO
n36exarh, IPOBEPUB PAAUNYC BIUAHUA (3aTyXaHUA) KAXK/JOr0 UCTOYHUKA CBETa, YTOOB! YBUZETD, JOCTUTAET JIU
OH $parMeHTa, U eCJIM HET, TO IIPOIYCTUTDb ITOT UCTOYHUK cBeTa. OZHAKO, KaK MBI 00CYZUM II03)Ke, BO3MOKHO,
ecTb 6osee 3¢ beKTUBHEIE CIOCOOBI OTMU3aIMH. Elle ogHa mpo6iemMa TaKoro IpoCTOro IPSAMOTo peHepUHTa
3aKJII0YAEeTCs B TOM, YTO M3-3a CIIOco6a BU3yalnu3aliyl TPEYTOIbHIKOB Ha CLieHEe BBl MOXKETE MOJHOCTBIO OCBe-
TUTb U PACTEPU3UPOBATH KYCOK T€OMETPUH TOJIBKO JJIsI TOTO, YTOOBI OH GBI TIOJTHOCTBIO 3aKPHIT APYTUM KYCKOM
reoMeTpPUH II03Ke B OTPHUCOBKE, CIeZloBaTeNbHO, TpaTa BpeMsA GPU Ha To, YTO [10/1b30BaTe/lb He YBUAUT.

JTO sIBJIeHUE U3BECTHO KakK TIIepeprucoBKa (overdraw), U OHO OrpaHW4YMBaET IMPOU3BOJUTEIBHOCTDH 6a30Boro
TIpAMOTrO peHJEPUHTA KOJINIECTBOM I'€OMETPUH B BallleM MUPE, YMHOXXEHHBIM Ha KOJIMYECTBO AMNHAMNYECKUX
VCTOYHHUKOB CBETA.

3ameTKa

[TepepucoBky (overdraw) MOXHO B 3HAYUTEJNbHOW CTENEHHM YCTPAHUTHh C IoMolubio Early Z-Pass,
BU3yaTU3UPYIONEero 6ydep rIyOUHBI, KOTOPBIA MOXXHO TIPOTECTUPOBATH MPOTUB OTOPAKOBKU ITHK-
ceJieid, KOTOpbIE OYAYT CKPBITH B KOHEYHOM M300pa’keHuu ([0 TOro, KaK Ha HUX OyZeT HaJOoXKeHO
OCBEIIEHHE).

TeM He MeHee 3TO CBA3aHO C HeO6XOZ[I/IMOCTbI'0 pacreprusany CL€HbI ABaXKJbl, YTO, B 3aBUCUMOCTU OT CUTyalluH,
MOXET IIPUBECTU K CHUKEHHWIO IPON3BOAUTE/IbHOCTH.

Pa3BuTHe aaropuTMOB TPEXMEPHOU BU3yaaU3alUU JOBOJBHO JOT0 YIMPAJOCh B 3TO OTpaHUYeHNEe Ha KOJU-
4eCcTBO AWHAMUYeCKUX orueil. B cepepune 2000-X rOZ0B CTAJ MOMYJISPEH OTIOKEHHBIN MOAX0/ K 3aT€HEHUIO,
MOTOMY YTO OH yOpas 3aBUCUMOCTh MEX/Y KOJTUYeCTBOM MCTOYHUKOB CBETA U T€OMETPUUECKOH CI0KHOCTHIO
WUT'POBOT'O MUPA.

10.3.1.2. OT10)KeHHOe 3aTeHeHne

B omnue OT MpsIMOro peHJepUHra, OTIOKEHHOE 3aTeHeHre 6epeT GpparMeHT ieiiiepa 13 IPSMOro IpuMepa
(forward example) v BMeCTO BbIBOZIa OKOHYATEIBHOTO TIUKCES, KOTOPBIN OyAeT 0TOOpakaThCs, BRIBOJAUT OIH-
canue GparMeHTa B peH/IEPUHTOBbIE eU WU Oydepsl, KOTOPHIE 3aTeM OYAYT 06beAUHEHbI, YTOOBI 3aTEHUTb,
OCBETHTb U BBIBECTH OKOHYATEIbHY10 HHOPMAIILIO O TUKCENIAX (CIe/[0BaTeIbHO, OTKIABIBAA 1T OCBEIeHUA/
3aTeHeHus) (puc. 10.10). Dty Oydeprl U3BeCTHH Kak reoMerpudeckue 6ydepst (G-6ydepsrr); mpumep G-6ydepa
B UE4, MOxxHO yBUZeTh Ha puc. 10.11.
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Puc. 10.11. Vinnoctpayua paboTbl G-6ydepa Ha npumepe yposHa UE4

OnHAaKo OTJIOXKEHHbIH PEH/IEPUHT He JUIIEH TPobieM, XOTS OH MOXET YCTPAaHUTh [epepucoBKy (overdraw) Ajs
OOBIYHO ZIOPOTOCTOSMINX OTepaluii OCBeleHUs (TIyTeM CO3[aHUA KapThl TMIYOUHBI CIIEHBI 10 TOTO, KaK 6yzeT
BBINIOJIHEHO KaKoe-TH60 OCBellleHne, YTO NMO3BOJIUT BHIIIOJIHATH BEIYUCIEHUA OCBElIeHN TOJIbKO Ha GIIrKaii-
mux ¢pparmMeHTax). bBydep rny6uHbl, 3a/1eliCTBOBaHHbINM B paboTe MeXaHU3Ma, TaKXKe JlelaeT TPYAHbIM BU3ya-
JIM3AIMI0 TPO3PAYHBIX 00bEKTOB. [10CKOIBKY 6ydep rimyOHuHBI MOXKET IPEACTABIATh TOJBKO OJHO 3HAYEHUE
r1yOUHBI, 00BEKTHL, KOTOPEIM MOXKET IIOTPeBOBATHCS HECKOIBKO [IYOUH JJIsl BRIYKUCIEHNS OCBeleHs (Hampu-
Mep, HOJIYIPO3pauHble 06BEKTE), HE MOT'YT OBITh JIETKO IPE/CTaBIEHEl B OTJIOXKEHHOM PEH/IEpUHTE.

Yt0o6bI 060/ TH 3TO, MHOTMM peaTn3ainsiM OTI0KEHHOIO PeH/IePHHTa IPIXOAUTCS BEPHY ThCS K IPIMOMY PeH/Ie-
PUHTY IPO3paYHbIX 06bEKTOB. TaKIM 06pa3oM, BHI I0JKHBI PACTPHPOBATD «I€OMETPUI0» ABAKIBL: OJUH Pa3 ISk
HEMpo3payHbIX 00 BEKTOB U BTOPOY pa3 — AJIS IPO3PAavYHBIX. (DTO BRIXOAUT 32 paMKU 3TOM KHUTH, HO UE4 dak-
TUYECKU co3aeT chepriecKyio GyHKIIUIO I KasKA0TO IPO3PAaTHOTO 06bEKTA, UTO TTO3BOJISIET eMY IPUOIU3UTD
OCBellleHNe CIIEHHI ¥ COCTABUTD U3 3TUX IIPOCBEYMBAIOIIUX 0OBEKTOB CLIEHY C OCIeAyoleif 06paboTKO).
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10.3.1.3. Kako# noagxoa Bbl6paTth: NPSIMOM UJIN OT/I0OXKEHHbIH

JJ1s1 HaCTONMBHBIX MpUaoKeHUN UE4 M3Hava bHO Peaju3yeT OTIOXKEeHHbIH PEHJEPUHT, MOTOMY 4To G-6ydep
MI03BOJISIET BaM /ieJIaTh MHOTO IPUYY/JUBBIX TPIOKOB PEH/IEPUHTA, KOTOPBIE C/eNal0T BAlll UT'PbI OYE€HD pea-
JIMCTUYHBIMU (HallpUMep, OTpakeHuUs IIPOCTPAHCTBA 3KpaHa [screen space reflection — SSR], paccessHue OJ-
MTOBEPXHOCTHOT'O IPOCTPAHCTBA 9KpaHa [screen space subsurface scattering — SSSS], OKKIII03US OKPY’KaIOIIETO
TPOCTPAHCTBa dKpaHa [screen space ambient occlusion — SSAO] u mMHorue apyrue). OgHako 3TU 3PPeKThI
MOTYT OBITH ZOPOTOCTOSAIUMU C TOUKM 3pEHUs BBIUUCJIEHUHN, U TIOCKOJIbKY TpeGoBaHUsA K peHAepuHTy VR
HaCTOJIbKO BBICOKH, B GOJBIIMHCTBE caydyaeB 3TH 3Gp(DEKTh He MOTYT OBITh UCIIOJNb30BaHBL. Kpome Toro, He
HaWJIY4YIIMM 06pa3oM MOAXOAAT Ay VR, MOTOMY YTO PaCCYUTHIBAIOTCS B IPOCTPAHCTBE 3KpaHa, YTO U3-3a
CTEPEOCKOMUYECKOH TPUPOAB VR MOKET CO3/IaTh CTEPEOHECOOTBETCTBHUSA U BHI3BAThH AUCKOMOPT JJIsI BAIIUX
MOJIb30BaTeNeN.

[IpAMOYi PeH/IEPUHT TaK ke T03BOJIAET YIIPOCTUTD PeaTH3alHIo allliapaTHOro criaxuBanusa MSAA (multi-sample
anti-aliasing) Mo CpaBHEHUIO C MOCTIPOLECCHBIM crnaxuBaHueM TAA (temporal anti-aliasing), koropoe UE4
peanusyeT 1o yMoa4aHuio. TexHomorusa MSAA MoXeT JTyullle NOAXOANUTD AN VR, IOCKONBbKY MOKET IPUBECTH
K 6ostee yeTKOMYy u300pakeHn0 — 3G deKT MSAA BIUSET TOJIBKO Ha Kpast TeOMETPUH, TAKUM 00pa3oM, st TOMH
JKe JeTKOCTU M306pakeHUsT HEOOXOAUMO OOCUUTHIBATH MeHBIIle MTHUKCeNel Ha dKpaHe, UTO B 1I€JIOM CHHKAeT
CTOMMOCTD BU3yaIA3aliu.

B HEKOTOPHIX CTydasx, OHAKO, OTPaHUIEHHUS CTAHAAPTHOTO MPSMOT0O peHeprHTa MOTYT ObITh 60JIe3HEHHBIM
MOMEHTOM /1151 pa3paboTIUKOB (B OCHOBHOM HEdDPEKTUBHOCTH PABOTHI CO MHOTMMHU AMHAMUYECKUMU UCTOIHU-
KaMu cBeTa). /I TpOTHBOeCTBUA STOMY CYIIeCTBYeT MHOT'O MeTO/I0B KaK IIPAMOTr0, TaK ¥ OTJIOKEHHOT'0 TUIIA,
KOTOpbIe YIIPaBIAIOT MUUINOHAMY JUHAMUYeCKIX UCTOYHUKOB cBeTa. /IByMs Be[yIIIMU MeTOJaMU ABAAIOTCSA
IIUTOYHBIN PEH/IEPUHT ¥ KIACTEPHBIN peHZIepUHT. TaK:Ke CTOUT OTMETHUTh, YTO 062 METOZIAa MOT'YT OBITh Peau-
30BaHBI C UCIIOJIb30BaHUEM ITPAMOTO PeH/IePUHTA WK OTJIOXKEHHOT0 3aTeHeHus. (Ha camoM fiesie, eCitu B ClieHe
JOCTaTOYHO cBeTa, UE4 mepeiieT K MIUTKO-0TI0KEHHOU OTPHUCOBKE BMECTO TPAJUITUOHHON OTIOKEHHOH).

OcHOBHas ujes IIUTOYHOTO MOAX0/a K MPAMOM OTPUCOBKE 3aKJII0YAETCA B OTPAHUYEHUH KOJTMYECTBA UCTOY-
HUKOB CBETa, M0 KOTOPBIM KasK/blii pparMeHT Ieiiepa J0MKeH [IUKIMYECKY BHIYUCIATH CBOE OCBEIEeHHEe. DTO
JieslaeTcs MMy TeM pa3/iesieHus BU/ia Ha KBapaThl (IVIUTKU) ¥ HAXOXKEHUS TOT0, KaK¥ie OTHU BIUAIOT Ha KaXAYI0
KOHKDETHYIO ILIUTKY. Bo BpeMs peH/ilepiuHra pparMeHT A0/IKEH 3aIIMKIUBATHCA TOJBKO Ha TIOAMHOXKECTBE BCEX
HMCTOYHUKOB CBeTa B clieHe. TeM He MeHee 3TOT ITOJX0/l KMeEeT MOTEeHI[MaIbHbIN HeZlocTaToK. Ec/iu ofHa MmIuTKa
COZIEP’KUT ZIBa 0ObEKTA, HAa KOTOPbIE BIUSIOT Pa3Hble OTHU (YTO OOBIYHO MPOMCXOAUT C OObEKTAMHU, HAXO/S-
IAMUCS JaJIeKO APYT OT Apyra), HET HUKAKOTo crocoba pas3ZiesiuTh UX, IOTOMY YTO OO'bEKTHI CIPYIITHPOBAHBI
B IByX U3MepeHHUAX. YTOOHI PEMUTh 3TY PO6JIEMY UCIIONb3YIOT KJIaCTEPHBIH PeH/IEPUHT, KOTOPHIN He TONBKO
pasbrBaeT SKpaHHOEe IPOCTPAHCTBO Ha IIUTKY, HO U [IEJIUT WX Ha KJIaCTepPHl B HAIIPaBJIeHUH yCeYeHUS KaMephl
(puc. 10.12).
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Puc. 10.12. [InuToyHanA n KnactTepHasa OTPUCOBKA

Ha MoMeHT HanucaHud 3Tol KHUTH, UE4 peanusyeT OTI0KeHHbIN peH/iepyHr Ha [1K mpoekTax, B TO BpeMs Kak
IPAMOI PEeHAEPHHT JOKEeH UCIOIb30BaThCA Ha MOOGUIBHBIX YCTPOicTBaxX (13-3a 6OIEBBIX TOYEK 06pabOTKU
HeobOXOAMMEBIX lieJlelf peHAepUHTa /7 OTJI0XKEeHHOI'0 peH/lepUHTa Ha MOOMJIBHBIX yCTpoiicTBax). TeM He MeHee
13-3a CTPOrMX TpebOBaHUH K peHJepUuHTry VR cerofiHa U HeoOX0AUMOCTH BEICOKOKAYeCTBEHHOT'0, HO JIeIIeBOr0
CIIQXXMBAHUSA, IPAMOY PEH/IEPHHT BIIOJIHE MOKeT OBITh JIYYIINM BAPUAHTOM JJIA TEKYIIEro COCTOSHUA VR-UTp.
Komnanus-pa3pabotuuk Epic BHeapuia npaMoit pergep g [IK npunoxkenuit B Bepcusax UE4 4.14-4.15, uyto
IOTEHI[NAIbHO IO3BOMUT paspaboTynkaM VR IPeOCTaBIATH IONb30BATENAM 6ojiee Ka4eCTBEHHBIH OIIBIT.
ObparuTte BHUMaHue, 4T0 B UE4 4.12 MHorue GyHKIMK oTpucoBku UE4 (Hanpumep, SSR u SSAO) HeJOCTYTIHBI
IIPU UCIOJb30BAHUY IIPAMON OTPUCOBKH, Tak Kak G-Oydep, HeoOXOAMMBIN A UCIONb30BAHUA TAKUX QYHK-
i, He co3zaercd. [Ipy 9TOM, OZHAKO, MOTYT OBITh U ZPyTHe IPeNMYyIIecTBa OT pacyeTa OCBEIeHUA Ha reo-
MeTpUYeCKOM YPOBHe (HalpHMeD, IVIOCKYEe OTPAKEeHU Ha YPOBHE KaXK0r0 06beKTa), KOTOPhIE [TepeBEIINBAIOT
9TOT HEZIOCTATOK.

10.3.2. Instanced stereo

Kak nokasano Ha puc. 10.2-10.8, TIOTOK OTPUCOBKY, IIPE/ICTABIEHHBIN 3eJIeHbIM I[BETOM — 3TO MECTO, I/Ie /IBU-
JKOK OTTIPABJISIET BHI30BHI peHAEPHHTa rpadpuIecKOMY IPOIIECCOPY 1 COOOIAeT eMY, YTO OTPUCOBLIBaTh. B 0T/H-
4ye OT 0OBIYHOI'O MOHUTOPA, B VR BHI IOKHBI IIOATOTOBUTH M300pakeHN /1A 060KX IJ1a3; B CAMOM IIPOCTOM
cIydae BB MOXKETE IIPOCTO BU3yaaM3UpoBaTh 0ba I71a3a MOTHOCTHIO HE3aBUCUMO ADYT OT Apyra. OfHaKo eciu
BEI 3a[yMaeTech 06 9TOM, BbI MOXKeTe PUCOBATh 00a I71a3a OFHOBPEMEHHO 1 COKPATUTh paboTy mporeccopa. dak-
tudecky, B UE4 4.11 Epic npeacrasuna ¢yHkuuto Instanced Stereo Rendering, kotopas fenaeT UMeHHO 3To. OHa
He BKJIIOYEHA 0 YMOJIYaHUIo B Bepcu 4.11, Tak KakK oHa He paboTaeT co BceMu GyHKIMAMU OTPUCOBKH, HO ee
MOXHO BKJIFOUUTH B HACTPOWKAX IIPOEKTA.



10.4. HACTPOVKA NPOEKTA VR

217

Puc. 10.13. HacTpoliika Instanced Stereo Rendering

10.3.3. OnTMMMn3auma CeTKU CKpbITON o6nacTu

[MockonbKy onTuka B VR-1IIeMe UMeeT KPYTJIoe IoJie 3peHNUs, TO peH/IePUHT Ha BeCh 3KpaH AUCIIes U3JTHIIeH,
TaK KakK I0Jb30BaTe/b HUKOT/IA He BUAUT ero HeaukoM. Takum obpazoM, UE4 (HauwHas ¢ Bepcun 4.10) peanu-
3yeT CKPBITYIO 00J1aCTh CETKH, aBTOMaTHUECKH OTOPAaKOBbIBAs [IeTajI, KOTOPble HUKOT/IA He 6YAYT BUAHBL. DTOT
METO/ TaK)Ke rapaHTUPYeET, 4To 3hPeKThl MOCTOO6PabOTKH 06pabaThIBAIOTCS TOMBKO HA TEX AETANsAX, KOTOphIE
YBUJUT TI0b30BaTe b, DTa GYHKIUA BKIIOYEHA [10 YMOTYaHHUIO.

10.4. HacTtpounKa npoekrta VR

HpI/I CO3JJaHU M HOBOT'O ITPOEKTA UE4 o YMOJIYaHHIO BKJIIOYAET BCE CBOU (byHKIII/II/I, a d3TO O3HAYaEeT, YTO IPON3BO-
AUTEJIBHOCTb MOXKET IIOCTPaZaTh OT KOJIMYECTBA BKIIOYEHHBIX MEXaHU3MOB.

YTOOBI IOMEIIATh 9TOMY, €CTb MHOT'O BapHaHTOB, KOTOPbIE paBpa6OT‘-II/IKI/I MOT'yT CaMU HaCTpauBaTh, a TaKKe
HECKOJIbKO I11abJI0HOB (HPECCTOB), CII0COOHBIE TOMOYb BaM YZAOBJIETBOPUTH Tpe60BaHI/IH BU3yan3aliuu VR.
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Bo-nepBrix, B AnasoroBoM okHe Co3zanus nmpoekta (puc. 10.14) u B Hactpoiikax mpoekTta (puc. 10.15) mpeza-
CTaBJIeHbI TAPAMETPHI 1IeJIEBOr0 000PYAOBAHUS 1 TPOU3BOAUTENBHOCTH TPadUKHL.

Puc. 10.14. MapameTpbl LieneBoro 060pyA0BaHNA 1 MPOVN3BOAUTENBHOCTY rpadrki B AuanoroBom okHe CosfaHna NpoeKToB
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Puc. 10.15. MapameTpbl Lenesoro 060pyA0BaHMA 1 NPOU3BOANTENBHOCTY FPadUKM B HACTPOIIKAX MPOeKTa

Yro6BI YBU/ETD Pa3Iudus MeXAY HacTpoiikamu (puc. 10.15), Ha KOTOPOM MOKa3aHbI TapaMeTpEI IIeIeBOro 060-
PYZOBaHUS C COOTBETCTBYIOIUM KauecTBOM rpaduku. Kak Bbl MOXKeTe BH/ETh, HACTPOIKa MacIITaGUPyeMOro
KauecTBa rpaduku yaauser Auto Exposure u Motion Blur u3 apdextoB mocrobpaboTku mo ymondanuto. OHa
TaKKe oTKIouaeT Anti-Aliasing, korga neneBoe obopyzoBaHue HacTpoeHo Ha [TK-Bepcuto. OHAKO yCTaHOBKA
MaciTabupyeMoro KauecTBa rpaguk, Korja IiejeBoe o60pyZoBaHUe SBJISAETCA MOOUIBHBIM, TPOCTO OTKIIIO-
qaeT Bloom 1 Mobile HDR; aBToMaTH4ecKasi 9KCIO3ULINA U Pa3MbITHe JIBIKEHNUs OYAyeT OTKIIOYEHE, eCIIH Ilee-
BO€ YCTPOUCTBO YCTAaHOBJIEHO KaK MOOUIIBHOE.



220

TNABA 10. ONTUMU3ALNA VR

Puc. 10.16. MapameTpbl Br3yanusauum ans Lenesoro 060pyaosaHns 1 rpadmki

Tak xak a¢pdexTsl Motion Blur, Auto Exposure, Bloom u Ambient Occlusion He HYHBI B VR, BB MOJKETE TIPOCTO
OTKJIIOUUTDH UX BCE. BEIGOP MOOGUIBHOTO YCTPOMCTBA MPH CO3ZAaHUK MTPOEKTa COCO6EH YCKOPUTD 3TOT TIPOIIECC.

O6paTuTe BHUMaHUE, YTO TEPEX0/ K MOOMIBHOMY LieIeBOMY 060pYZLOBaHUIO OTKIII0UAET Separate Translucency,
YTO NPUBE/IET K IIOBBIIIEHUIO TPOU3BOAUTENBHOCTH, HO MOXXET IPUBECTH K HEKOTOPHIM apTepaKTaM B IepEKPhI-
BAIOIIMXCA IIPO3PAYHBIX MOBEPXHOCTAX (puc. 10.17). PeKOMEHZYIO OTKIIOUUTD €ro, YTOOHI OJIYYUTh TPOU3BO-
AUTEJBHOCTD, ¥ BKITIOYUTH €0, TOJIBKO €CJIH BBl CTOJIKHETECH C TPOOIeMaMH.
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Puc. 10.17. [lga oTaenbHbIX Noaynpo3padHbix 06beKkTa, nepekpblaowux Apyr Apyra: cnesa Separate Translucency BKmoueHo,
a cnpasa HeT

TIpu BBIGOpE MapaMeTPOB, KOTOPHIE CIEAYET OTKIIOUUTD B COOTBETCTBUY C BAIMMHU TPeGOBAHUAMU K TPOU3-
BOJMTETBHOCTH, BbI MOTJIM CTOJKHYThCS C ITapaMeTpaMK MacliTabupyeMocTH siapa (MeHio Settings = Engine
Scalability Settings) (cm. puc. 10.18). OHU Ha caMOM JieJie ABAAITCA TOJBKO HACTPOMKAMU f/ipa ¥ He BAUAIOT Ha
7110601 TIPOEKT, KOTOPHIH BbI Oy/IeTe CO3/jaBaTh 3a TIpeJie/laMu ABIIKKA.
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Puc. 10.18. MapameTpbl MacwTabupyemocTn agpa

Yro6Bl U3MEHUTH HACTPONKU MacIITaOUPyeMOCTH M TOBIHMATh Ha QMHATIBHYIO UTPY TaKeTa, TOMECTUTE BCE
HacTpoiku B daiine DefaultEngine.ini (Haxoautcsa <ProjectName>/Confid/DefaultEngine.ini) B BUie KOHCOMb-
HBIX KOMaH/ B pasfiesie [SystemSettings].

B xayecTBe mpumepa KOHCOJbHAasd KOMaHJa [JIA M3MEHEHUs OTHOCUTEIbHOIO paspelleHusd peHJAepUHra
r.screenpercentage=x, rjje x — 3Ha4eHue oT 30 70 300% pa3pelleHnsa SKpaHa.

B DefaultEngine.ini, A1 yCTaHOBKY OTHOCUTEJIBHOTO paspeleHus B 130%, 3To OyZeT BHIIIALETD TaK:
[SystemSettings]
r.screenpercantage=130

[Ipy 3TOM BBl MOXKeTe M3MEHWUTDb 3HAUeHHE MO YMOJYAHWIO MOYTHU AJIA BceX GYHKIUHN ABUKKa (Hampumep,
CIJIaXXUBaHUE, r.PostProcessAAQuality=x) WM AaXe OTKJIIOYUTH Takue OyHKumu, Kak HZB occlusion
(r.HZBOcclusion=0), KOTOpas MMeeT BEICOKYIO MEPBOHAYANBHYIO CTOMMOCTb, HO MacUITabupPyeTCs Jydlle,
4eM occlusion o yMOIYaHUIO.

Tenepb MBI 3Ha€M, KaK OTKJII049aTh Cl)yHKHI/II/I aapa. Ho kak Ham BBIACHUTD, YTO OTKJIIOUUTH?
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[Ipexx/ie 4UeM OTBETUTH Ha dTOT BOIIPOC, HY>KHO BEIICHUTb, UTO Bac OOJIbIIe OrpaHUYNBaeT — rpaduyueckuit wiu
LIeHTpaJIbHBIH IIpolieccop, To ecTh GPU I BUHOBAT B CJIUIIKOM Me/JIEHHOW CMeHe KaZpOB?

[ IPOSICHEHUA CUTYal[H UCIIONb3YHTe KOHCOMBbHYIO KOMaHZAy Stat Unit*, KoTOpas IOKaXkeT BaM oblee
peMs MOATOTOBKY Kazpa [Frame], BpeMs, 3aTpayeHHOE MMOTOKAaMHU LEHTPaIbHOTO mporeccopa (o6cueTa Urpo-
BBIX COOBITHIT [Game] 1 BBI30BOB OTPUCOBKY [Draw]) u BpeMs, 3aTpaueHHOe TpadudeckuM mpoueccopom [GPU]
(puc. 10.19). B mpuHnuIe Hanbobllee U3 Tpex 3HAUeHUH (UI'pa, OTPUCOBKA, U GPU) onpezessaeT, orpaHHYeHE!
Bbl CPU (1160 JIOTMKO¥M UTPOBOTO TIpoliecca, 1100 BRI30BAMHU OTPUCOBKH) 1au GPU.

Puc. 10.19. CunxpoHusauusa Stat Unit

Y3HaB, 4TO Bac 60JIbIIE OrPAaHUYMBAET, BBl MOXKeTe podunrpoBars GPU wiu CPU ¢ HOMOIIbI0 HHCTPYMEHTOB
npodunuposanusa UE4.

Ecnu Bbl orpaHuyeHbl GPU (xak mokasaHo Ha puc. 10.19), BBl MoOXeTe HCIOJAb30BaTh BU3yanusatop GPU
(puc. 10.20) ¢ mOMOIIBIO KOHCOMBHOM KOMaH/bl ProfileGPU unu coueTanus kiaasui Ctrl+Shift+,. [Tocie Toro
KaK BU3yaJIN3aToOP OTKPHIT, BBl MOXKETE HAUTH BpeMs PEHEPUHTA /IS BCETO KaZpa U TOYHO Y3HATh, YTO 3aHU-
MaeT 60JIbIlle BpeMeHH, YeM JOIKHO.

* YroOBl BBECTH KOHCOJIBHYIO KOMaH/Y B PeXUMe Preview, UCIOIb3yHTe KJIABULLY THIbAA «~» — [IpUM. nep.
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Puc. 10.20. Busyanusatop pabotbl GPU

Ecyu BBl OTpaHUY€eHbI IOTOKOM OTpUcOBKU CPU, CKOpee BCero, Bl JOCTUTAeTe Mpeieia BEI30BOB OTPUCOBKU H,
BO3MOXKHO, IPU/IETCS OTPaHUYUTh KOJTUIECTBO 0ObEKTOB B ClieHe MIIH 06 beJMHUTH HEKOTOPhIE OOBEKTHI B OAHY
ceTKy. UTo6bI TPOBEPUTH BBI30BBI OTPHCOBKH, UCIIOIb3yHTe KOHCOJIBbHYI0 KOMaHAY Stat SceneRendering.

Eciu BB Or'paHUYE€HDBI IOTOKOM obcuera HUT'POBBIX COOBITHIT CPU, TIIOCMOTPHUTE, YTO MOXKET BbI3BaTbh HpO6JIEMy
C IIOMOIIBIO KOHCOJIbHOH KOMaHJbl Stat Game.
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10.5. 3aKn4yeHune

B 201 I71aBe MBI paCCMOTPENH IPUYUHBL 0COOBIX TpeGOBaHU# K peHAepUHTY VR-CIIeHBI, CBI3aHHBIX B OCHOBHOM
€ 0cOOEHHOCTAMY PECypCOEMKOTr0 060pyZ0BAHUA TEKYIIETO OKOoIeHUA VR-IeMOB. Bl y3HAIN O XUTPOYMHBIX
criocobax ONTHMU3ALNHY, KOTOPEIE TPUMeHAI0TCA B UE4 1 IPYyTHX IBUKKAX, IO3BOJIAIONINX [APAHTUPOBATH [10JIb-
30BaTes0 KOMGOPTHYIO UT'PY C MAKCHMAaJIbHBIM KaueCTBOM N300pakeHUs U MUHUMAaJIbHBIMU 3a/1ePKKAMI.

BBl TO3HAKOMMJINCH ¢ 6a30BBIMU HACTPOMKaMU IIPOeKTa, KoTopble UE4 M03BOJAET KAk 3a/aTh DU CO34aHUU
IIPOEKTA, TaK U U3MEeHUTb B JaIbHEHIIEM, IPUYEM C JOIOTHUTENIBHEIMY KTloyaMy. HakoHel], BbI pa3oOpauch,
KaK¥e apaMeTphl Hy»KHO HaCTPOUTH B IIEPBYI0 OUYepe/b B CIydae IpobJeM ¢ IPOU3BOAUTEIBHOCTHIO.

10.6. Ynpa)XHeHusa

YTo6Bl OTTOYUTH HABBIKM, OCHOBAHHEIE HA MaTepHuase dTOH IJIaBbl, ONTUMHU3UPYITE COOCTBEHHEIE UI'DBI WU
TIPUIOXKEHNU, TM60 TOUTpaiiTe ¢ HACTPOHKaMU 3aTOTOBOK UTD, HAYIIUX B KoMILIeKTe ¢ UE4.



HYACTDb IlII

NMPUNTOXEHNUSA



NMPUNOXEHUE A

VR-PEAAKTOP

C nomowso VR-peakTopa Bbl CMOXKETe YBUAETh, KaK Balll UT'PbI
BBRITIAZAAT B VR. Mcnosib3ysa KOHTPOJIEPSHI, BbI MOXKeTe ITOJTHOLIeHHO
B3aHMMOJIEHiCTBOBATh C 00bEKTaMU B BUPTyaJbHOM MUPE, TIEpEMe-
1IaTh UX, MAacIITaOMPOBATh U BPal|aTh, CO3ZIaBasi MPaBJOMNO00HBII
BUPTYaJdbHBINA MUP. B 3TOM mpuiokeHNU BbI y3HaeTe, KaK UCIOJIb-

3oBaThb VR-pesakTop.



A.1l. BknoyeHune VR-pepaKTopa

PesakTop nosABUJICA B 9KCIIepUMEHTaIbHOM Bepcuu 4.12.

YTo6BI peJaKTOP CTaJ JOCTYIIEH, OTKPOITE HACTPOUKY pefakTopa (MeHto Edit = Editor Preferences). Ha Bkiagke
Experimental Bkmtounte napametp Enable VR Editor (puc. A.1). [TapameTp Huxe HasbiBaetca Enable VR Mode
Auto-Entry; 3To aBTOMaTH4eCKu#t Bxo7 B VR-peJaKToOp IPY aKTUBALIUH AaTUNKa TTPUOIIKEHU B IITEMAaX, KOTO-

pbI€ €70 IOAAEPIKNBAIOT.

Puc. A.1. BkntoueHne VR-pefakTopa B HaCcTpOIKax peaakTopa

Yro6el 3amycTUTh VR-pesaKkTop, 3aKpOHTe HACTPOMKY PeAaKTOpa ¥ HAXXMUTE Ha MOABUBIIYIOCST KHONKY VR Ha

TIaHeJIM HHCTPYMEHTOB (puc. A.2).
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Puc. A.2. BknioueHue VR-pepakTopa HOBOIN KHOMKOWA

A.2. YnpaBneHue VR-pepaKTopom

VR-peZlakTop MO3BOJISIET BHIIIOJHUTD GONBITMHCTBO AEHCTBUH, KOTOPBIE IOCTYITHBI B 0OBIYHOM 2D-peflakTope.
Ho B VR ecTb HECKOIIbKO ODUTMHAJIBHBIX 371€MEHTOB YIIPaBJIeHU A, KOTOPbIE CTOUT PACCMOTPETh.

VR-peZlaKTop MOJHOCTBIO UCIIOIb3YeT KOHTPOJJIEPH ¥ HE peasnu3yeT BeCh CBOM MOTEHI[UAN B MX OTCYTCTBHH.
B IaHHBIN MOMEHT PeIaKTOp MoAAepkuBaeT KoHTpostepbl Oculus Touch m HTC Vive, 3aeiicTBys Tpurrep [trigger]
(a7t BBIGOpA OO'BEKTOB), TPUI U HOKOBBIE KHOTIKU [grip/side buttons] (A1 HABUTAlIUK B BUPTYaIbHOM MUDE),
Tavma/ Wi JXKOHCTUK [touchpad/joystick] (#7151 BEI30Ba pauasbHOTO MEHIO ¥ MacIiITabUpOBaHUsI BEIOPaHHBIX
06BEKTOB), ¥ KHOIIKY BbI30Ba MEHIO U MOAUUKATOPOB [menu/modified] (A1 BHIMOJTHEHUS BCIIOMOTATEIbHBIX
JIeCTBUM). DTY CXeMy MOXKHO YBU/IETD, €CJIU PACIIONOKUTb KOHTPOJIIED BEPTUKAIBHO U IIOCMOTPETH HA HETo,
HaxozAch B VR-pesakTope (puc. A.3).
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Puc. A.3. VR-pepaKkTop: cxema UCMoNb30BaHNA KOHTPONepa (CTaHAAPTHaA NprBA3Ka JeNCTBIIA)

A.2.1. HaBurauyusi B BUpTyasbHOM MuUpe

s HaBUTallMK B MUPE HMCIOAb3yiTe KHOMKY Move World (06b1uHO OHa TpuBsizaHa K side button). 3axaB 3Ty
KHOIIKY Ha OZHOM KOHTPOJUIEpE U ABUTAS €T0 TaK, OYATO BEI TAHeTe cebs CKBO3b MUD, MOXKHO ITepeMEeCTUTHCS
B mo6oe Mecto (puc. A.4). Haxarue 3Toil KHOIKU Ha 060MX KOHTDOJIJIEPAX MO3BOJAET BaM MaclITabupoBaTh
Mup (epeMelieHreM KOHTPOJLIEPOB APYT OTHOCUTENBHO APYTa; pUc. A.4) U BpaljaTb MUP BOKPYT BEPTHKAIb-
HOM ocH (TOBOPOTOM KOHTPOJLIEPOB OTHOCUTENBHO 0BIIIel OCH).
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Puc. A.4. VR-pepaKkTop: HaBMrauma B BUPTYanbHOM Mupe

A.2.2. BzaumopgeincrtBue ¢ o6beKramm

s B3aumozeiicTBus ¢ oo0bekTaMu B VR-peaktope BbibepuTe Select u Move button (06bIYHO OHY NPUBS3aHBI
K TpuUrrepy). Haxxmure 3Ty KHOIKY Ha KOHTDOJLIEpe HAIllOJIOBUHY JJIs BbI6Opa 00bEKTa, C KOTOPBIM XOTHTE
B3aMMO/ENICTBOBATD; AJA BEIOOpA HECKONBKUX 0OBEKTOB HAIOJOBUHY HAKMHUTE KHOIIKY Ha OZHOM KOHTPOJ-
Jiepe U BbI6epuTe 06BEKTH IPYTUM KOHTPOLIEPOM. BEIOpaHHbI 06bEKT ITIOMedaeTcs BUAKeTOM (pHc. A.5) U B
MOJKeTe ero epeTacK1BaTh, IOBOPAYMBATh U MacIITAOUPOBATh, IOTATUBAS COOTBETCTBYIOI[HE PYUKHU BUKETA.
Jpyroii criocob nepeMenieHNs 06bEKTOB B pelaKTOPe — 3TO BOUTH B PeXXUM Freeform MOIHBIM HaxkaTHueM Ha
Tpurrep (cM. puc. A.5), mocsie 4ero 06beKT BXOAUT B PeXXUM Freeform. B 3TOM pexXiMe Bbl MOXKETeE TepeMeIaTh
00beKT, ZIBUTASA KOHTPOJIIED WX OTAANAThH/IPUOIMIKATD €T0 K BaM C IIOMOIIBIO Taulaza WK AXKOMCTHKA Ha
KOHTpOJLIepe. TakKe BBl MOXKETe BEIOPATh 06BEKT OZHUM KOHTPOJLIEPOM, HO MacliTabupoBaTh U BPaIaTh €T,
WCII0B3Ys 06a KOHTPOJLIEPa, MOA0OHO HABUTAIIMY B BUPTYaJIbHOM MHUPE.
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Puc. A.5. VR-pepaKkTop: B3aMofencTeme ¢ obbekTamn

A.2.3. BsanmogencTtBme ¢ MEHIO

VR-peZlakTOp MMeEeT OJIMH TUIl MeHI0 (Z0 Bepcuu 4.17 ux 6bUIO [Ba): pajuanbHOE MeHI0. PajuanibHOE MEHIO
MOXKET OBITH OTKPHITO MyTEM CKOJNBXXEHUS MaNbIEM [0 Ta4NazZy WIU JBHKEHUEM JKOMCTHKA, B HEM 00'beu-
HUJIK [Ba cTapbix MeHto (Modes Panel, Asset Editors u T. i.) (puc. A.6).



A.2. YNPABJIEHWE VR-PEJAKTOPOM

235

Puc. A.6. VR-pepakTop: 4OCTYN K pafjuanbHOMY MeHI0

[Ipu BEIGOpE KaKoro-mubo mapamerpa B paszese «ViHTepdelic» BEIOpaHHbIH aeMeHT 2D-nHTepdetica 3aKperia-
eTcs Ha Ball KOHTPoJLIep (puc. A.7) ¥ M03BOJIAET B3aUMO/IEHCTBOBATH C 3TUM 3/IEMEHTOM JPYI'M KOHTPOJLIE-
POM IIpH TIOMOII[H JIa3ePHOT0 yKa3aTens. UTo6bl OTKPENUTD JJIEMEHT, BHIGEPUTE CEPHIit TPAMOYTOIbHUK BHU3Y
JJIeMeHTa IIPY [IOMOIY TPUITEPA U IlepPEeHECUTe ero ¢ ero nosuuuu (puc. A.8). [locse TOro Kak a1eMeHT pas-
67I0KMPOBAH, OH OCTAeTCSA B ITOM IOJOKEHUH U [O3BOJIUT 3aXBATUTH OOJIbIIE 3JIEMEHTOB U3 MEHIO OBICTPOrO
poctymna. Jina 6eICTPOro ZOCTyIa K OOLIMM 37eMeHTaM UHTepdelica ¢ MoIb30BaTeeM 3aKMUTE B LIEHTpPE Tad-
T1a/1a UK PKOMCTUKA 1A IepEeKTI0YeHUA KJII0UeBbIX OKOH.
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Puc. A.7. VR-pefakTtop: B3aMogencTame C TpagnLmoHHbim Ul
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Puc. A.8. VR-pepakTop: oTKkpenneHue anemeHToB U/

A.3. 3aKknw4yeHue

B aTOM IPUJIOKEHUH MBI paccMOTpesu VR-peZlakTop, KOTOPHIH II03BOJIAET CO3/1aBaTh U PeJaKTUPOBATh BUPTY-
asnpHble MUPBHL. Teleps y Bac ecTh He0OXOAMMbIE 3HAHUA, YTOOBI HAYaTh M3yYeHVe HOBBIX TapaZlurM B3auMozeH-
CTBUS U CO3JaBaTh COOCTBEHHbIE VR-MUDHL.



NPUNOXEHWE B

PECYPCBhbI

Bam Heo0x0AMMO 00JIbIIIE aKTyaIbHON NHPOPMALUI
o VR-pa3paboTke? JTO NPUJIOKEHHE IIOMOXKET HAWTH cOO0bIecTBa
U pecypchl, KOTOPbIE CTaHYT IPEKPACHBIM MOACIOPHEM Ha BallleM

IyTH K CO34aHUIO COBEPIIEHHOTr0 VR-IIpUIOXKEeHHU.



B.1. Epic

Komnanus Epic Games npeAjaaraeT MHOI'O PecypcoB, KOTOpble IOMOTAIOT IIpeoZoeBaTh TPYAHOCTH U PaclIy-
PATh 3HAHUA IIpyU norpykeHun B UE4 u VR. JlokyMeHTaIus IOMOXeT pa3obpaThCcs ¢ 0COOEHHOCTAMHU BHKKA,
KOTOpBIe He OCBeIeHEl B 3TON KHUTe, a paszensl AnswerHub u Forum mo3BoJseT 3aaTh BOIIPOCH COOOIIECTBY,
y4YacTBYIOLIEMY B pa3BUTHH VR-TeXHOIOr M. Epic TaK)Ke IIPOBOJAT exKeHeeIbHble TPEHUPOBOYHEIE (YueOHbIe)
crpumsbl Ha Twitch/YouTube, KoTophle YacTo 3aTparuBaioT Temy VR.

1. Joxywmentanus (http://docs.unrealengine.com/en-us/Platforms/VR).
2. AnswerHub — Bonpocs! u oTBeTHI (http://answers.unrealengine.com).

3. Odunuanpusii popym o VR- u AR-paspabotke (http://forums.unrealengine.com/development-
discussion/vr-ar-development?27-VR-Development).

4. YouTube-crpanuna (http://wwwyoutube.com/user/UnrealDevelopmentKit).

5. Bupzeo: HaunHaeM paspabotky B VR (http://wwwyoutube.com/watch?v=afodIcU_vK4).

B.2. Oculus

Oculus mpefocTaBisgeT MHUPOKUH CIHEKTP AOKYMEHTAIMU A cBoel miatdopmbl U VR-miemMoB. HekoTopble
OAPOOHOCTU MOTYT OBITH U3MUIUIHUMH, IIOTOMY YTO MHOTHE Pa3paboTUMKY MOJIAraloTCs Ha Peannu3aryio pas-
ymyHbIX SDK oT Epic. TeM He MeHee ZOCTYIIHOE PYKOBOACTBO IO JIYYLIMM TpakTHKaM [Best Practices Guide]
IIPOJIMBAET CBEeT Ha MHOTYeE BakHeHmue KoHmenuu Aad VR B nenoM. Oculus Takke IPOBOAUT €XETOAHYIO
koHbepeHuIo pa3paboraukos (Oculus Connect), Ha KOTOPOH IIpe/ICTABAAIOTCA HHTEPECHbIE JOKIAAbl BEAYIINX
VR-pa3paboT4rKOB. 3alKCH JOKJIa/[0B Pa3MeIaloTCA B MHTepHeTe I10c/Ie OKOHYAHUA KOHPepeHI NN (CTpaHuIa
Oculus ua YouTube).

Joxkymenrauus (http://developer.oculus.com/documentation/).

Jlyumve npaktuxu (http://developer.oculus.com/design/latest/concepts/book-bp/).
®opywm (http://forums.oculusvr.com/community/discussions).

YouTube-xkanan (http://www.youtube.com/user/oculusvr).

Joxnazst Oculus Connect 2017 (http://wwwyoutube.com/watch?v=QAalGjiLktc&list=PLL2xVXGs1SP4
S0I0CPTIYIYX3yHCY9GQs).

6. Joxnazel Oculus Connect 2018 (http://wwwyoutube.com/watch?v=070pS7pZ50k&list=PLL2xVXGs1SP
6KJXPd8n1Sxj8IpEQpOyy._)

A .

B.3. Valve

Valve elile He BBITYCTHIA HUKAKUX PYKOBOZCTB TI0 JIYYIIUM IIPaKTUKaM, HO y Hee eCTb COOOIIECTBO Steam AJist
paspaboruukoB Steam VR, KOTOpOe peryJspHO HOMOIHAETCA COOOIeHUAMY B 6itore. ¥ Valve Tak:ke eCcTb OYTH
exxerofiHas KoHepenius (Steam Dev Days), KoTopas II03BOAET pa3paboTuMKaM 06CyKAaTh Bce BOIIPOCHL pas-
pabOTKU UT'P C IPYTUMH pa3pabOTIUKAMHU.

1. Joxymenrauusd (http://steamcommunity.com/steamvr).

2. Forums (http://steamcommunity.com/app/358720/discussions).
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3. YouTube (http://wwwyoutube.com/user/SteamworksDev).

4. Steam Dev Days 2017 (http://www.youtube.com/watch?v=mJqo7XzwJd0&list=PLckFgM6dUP2ihiMeKH
oyIdHVhRSyqwQsp).

B.4. Google

Y xommanuu Google ecTh HECKONBKO CTPAHMUIL], KOTOPbIE JOKYMEHTUPYIOT pasnuuHble SDK 0ns VR, u KaHan
YouTube, Ha KOTOPOM peryJspHO MyOIUKYIOT HHGOPMAIIMIO U COBETH TI0 pa3paboTke Ha Daydream/Cardboard
AJIS pa3MUYHBIX IIaTGopM. Google TaKKe IPOBOAUT eKETOAHYI0 KoHbepeHIHI0 padpaboTynkoB (Google I/0), Ha
KOTOPOW pacckasbiBaeTcs 0 VR; 3aIIMCH JOKJIaJ0B KOHpepeHI[uu 3arpyxatorcs Ha YouTube.

1. Joxymentauusd (http://developers.google.com/vr/develop/unreal/get-started).
2. YouTube-cTpanuria pazpabotauxoB Google (http://www.youtube.com/user/GoogleDevelopers).

3. Google I/0 2018 (http://wwwyoutube.com/watch?v=0gfYd705cRs).

B.5. Coo6uiecTBa

BrIBaeT, 4TO OQUIMAIBHO MOA/epKUBaeMbIe PECYPCH He coziepikaT HeobxXxoauMon nHGopManuy. Bo3aMoxkHO,
B 3TOM CJIy4ae Ha BaII¥ BOIIPOCH CMOTYT OTBETUTH B co00OIecTBaX VR-pa3paboTINKOB.

1. General UE4 Developer Reddit (http://www.reddit.com/r/UE4Devs).
2. Oculus Developer Reddit (http://www.reddit.com/r/oculusdev).

B.6. OpnanH-BCcTpEUHn

Byzb TO HaJIaXXUBaHKUe KOHTaKTOB, OOIIeHNEe WU U3yYeHHUs HOBBIX T€M ITyTeM 0OCYXAeHU JOKIa/0B IIPUTIIa-
IIEHHBIX CIIMKEPOB, BCTPEUH JIUIOM K JTUILY MOTYT JaTh OYeHb MHOT'0 KaK HAYMHAIOLIEMY, TaK 1 IIPOdeCcCHOHAb-
HOMY pa3paboruuky Ha Unreal Engine.

1. UE4 Meetups (http://meetup.com/pro/UnrealEngine).
2. SVVR — Silicon Valley Virtual Reality (http://svvr.com).

B.7. KoHpepeHuuu

Ecyu BHI UIlleTe BCTPEYX YPOBHEM BHIIIIE, TO TIOCMOTPUTE B CTOPOHY €KETOZHBIX TEXHOJIOTHUECKUX KOHbepeH-
L1, KOTOpBIe MOT'YT GBITH OUYEHb IPUBJIEKaTebHbI AT VR-pa3paboTUUKOB.

1. GDC (VRDC) — Game Developers Conference (http://gdconf.com).
2. Oculus Connect (http://www.oculusconnect.com).

3. Steam Dev Days (http://steamcommunity.com).

4. Google I/0 (http://events.google.com/io).
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B.8. Pycckosi3blyHble pecypcbl U coobOLLecTBa

1. YouTube-xanan Unreal Engine Rus (http://www.youtube.com/channel/UCLbkGIcYJxxLOtciH9RVebg).
2. PycckosasbryHoe coobiectBo Unreal Engine 4 (http://uengine.ru).

3.

4. Moscow Official Unreal Engine 4 User Group Meetup (http://www.meetup.com/ru-RU/Moscow-Official-

BKownrakre: Unreal Engine 4 (UE4) Ypoku, popyM, fokymeHnTauus (http://vk.com/uengine).

Unreal-Engine-4-User-Group-Meetup/)



NMPUNOXEHUE C

NMOCCAPUM



C.1. OCHOBHbIE NMOHATUSA

1.

C.2.

H 0o

BupTyanpHas peanbHoCTb [Virtual Reality] — 10 BO3MOXXHOCTH ITOJTHAs 3aMeHa OKPYKeHUS [0JIb-
30BaTeJI Ha MUp, TeHepupyeMblit KoMIbioTepoM. ClleflyeT OTIMYATh OT JOIOTHEHHOH peanbHOCTH,
KOr/Zja reHeprpyeMble KOMITBIOTEPOM 06bEKTHI BCTPAUBAIOTCA B peaTbHBIN MUD.

PengepuHr [rendering] — mporjecc mocTpoeHusa n306pakeHus 10 MOZIEIU MUPA.
TpenaxepHas 6o0e3Hb [simulator sickness] — pa3HOBUZHOCTbh MOPCKO# 60J1€3HU (YKauUBaHUSA),

KOTOpast BEI3BIBAETCS PA3NIUIMEM MEXKAY CUMYIUPYEMBIM JBIKEHUEM B TpeHaxepe (MU BUPTyalb-
HOM MHUpE€) U CUTHaJIaMHU OT BECTHOY/ISPHOTO alapara 4yeJoBeKa.

TpaccupoBka [tracing] — onpezeneHye TOUeK epecedeHrs iyda (HeKOTOPOH MOy PAMO#)
C TOBEPXHOCTSAMH 006EKTOB BUPTYaTbHOTO MUPa.

OTcrnexxuBaHue NOJN0XeHUA [positional tracking] — To4HOe onpe/ieieHYEe MOJI0XKEHN B IIPOCTPaH-
ctBe royiossl (VR-nuiema), pyK (KOHTPOJUIEPOB) ¥ PYTUX YacTel TeJla YeJ0BeKa /I COBMeIeH A
JBUKEHUH 1101030BaTed 1 ero aBrapa B VR.

TepmuHbl Unreal Engine

BatonpuHT [Blueprint] — BU3yalbHBIH A3BIK cpeasl UE4.

[Motion Controller Component] — KOHTPOJLIED ABUKEHUS.

[VR Head Mounted Display (HMD)] — VR-uuieMm.

Tpacca [trace] — cyIIHOCTD, UCTIOIb3yeMas IPY 33/JaHNHY TapaMeTPOB TPacCUPOBKU. [IpuMeHsaeTcs,
HaIpuMep, U OlpeiesieHnU 00beKTa B pOoKyce BHIMAHUS UTPOKA.

MupoBas Touka otcueTa [world origin] — Ha4as0 KOOpAUHAT B CUCTEME KOOPAUHAT BUPTYaIbHOTO
Mmupa (06bIYHO BMeCTe ¢ 6a30BHIMU OPTaMHM).

Bumxet [Unreal widget/gizmo/manipulator/transforming tool] — cuernuaabHbIi 21eMeHT uHTepdeiica
C TI0JIb30BATENIEM, CIYIKAIIMI A TTPAMOTO MaHUTTYTUPOBAaHUA 3D-00bEKTOM, COCTOSIINI U3 BU3ya-
JIM3aTOpa TEKYIIEro MoNoKeHUsI 06bEKTA U «PYyUeK», KOTOPhIE UCIIONb3YIOTCA AJIS TIEpEMEIeH ],
BpallleH!s, MacIITaOMPOBAHUA 1 IPOBeAEHUs JPYTUX TpaHchopMaLuil 06beKTa.



NMPUNOXEHWE D

OT/IAAKA NMPUTOKEHUH
BE3 LWJIEMA

B 5TOM NpUIIOKEHNH MBI CZIeIaeéM TAK, YTOOBI IBUKEHHE MBIIIKOM
CYMTHIBAJIOCH KaK IBUKEHNE I'OJIOBbI B TapHUTYpe. Bce BXoAHbBIE
AeiicTBUSA, TaKye Kak HaxaTue Grip unu Trigger, MOXKHO PUBS3ATh
K COOBITUSM KJIaBHIII KJIABUATYPhI HJIM MBIIIN, 3aME€HUB OHU

COOBITHA HA IPyTHE.



D.1. OthapKa

[l Hadaia Heo6X0AMMO yKa3aTh, KaKoi KOHTPOJIIEP IOBOPOTAa KaMephl HaM HCII0Ib30BaTh. B BaleM mpoekTe
OTKpOiiTe Pawn, KOTOPHII BHIIIOJIHAET POJIb UTPOKA Ha BallleM YPOBHe U IiepelifuTe B Event Graph.

1. [lo6aBbTe reTTep A KOMIOHTeHTa Camera Bamero Pawn.

2. Ot Hero BBI30BUTE ceTTep A1 UsePawnControlRotation. 3ToT mapamerp y Camera oTBedaer 3a
TO, Ha/I0 JIM IPYBA3aTh BpallleHue KaMepsl K Pawn.

3. CoexuHUTE ceTTep KOHTAKTOM BBIIIOIHEHUA ¢ y3710M EventBeginPlay (eciu y Bac ¢ 3TUM y3JI0M yKe
YTO-TO UCIIONB3YETCH, TO IPOCTO IIOMECTUTE CETTep B KOHell Balell IIel0YKY BbI30BOB).

4. Cosgatite y3en IsHeadMountedDisplayEnabled 1 BEI30BUTE OT Hero NOT.

TMoceAHM CO3/IaHBIN Y3€] yCTaHOBUTE B UsePawnControlRotation (puc. D.1). 3To obecreynr,
yTo eci HMD He focTyneH, To Mbl O6yzeM Bpamars Pawn ¢ Camera.

6. Ilocine cetTepa Bbi3oBUTE y3en SetTrackingOrigin u B Origin ykaxure Floor Level.

Puc. D.1. YcTaHOBKa KOHTponnepa BpaLieHna Kamepbl
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Tenepb IIPpUBAXKEM BpallleHHWE KaMephbl K JBUXEHUAM MBbIIIHU. ,Z[]IH 3TOr'0 MbI 6y/:[eM 3allMChIBaTh ABUXKEHHA
MBIIIKHU 110 OCH X U Y BpallleHU A II0 COOTBETCTBYIOIIUM OCSAM.

Jlo6aBbTe ABa COOBITHA: MouseX 1 MouseY.

OT cobrIiTUA MouseX cosgaite Branch.

Cospaiite y3en IsHeadMountedDisplayEnabled v Bbi3oBUTE OT Hero NOT.

ITomecTuTe BEIXOAHOE 3HaueHue NOT B Condition Branch.

Ot BeTkU True BeizoBute AddControllerYawInput, ykazaBBVal Axis Value cobbiTus (puc. D.2).
[IpozenaiiTe MyHKTH 2—4 711 MouseY.

Ot BeTKH True Boi3oBute AddControllerPitchInput.

YMHOXKBTE Axis Value y3naMouseY Ha -1.

© ©® N o ok Wb

[TomecTuTe MIOTYYEeHHBIH pe3ynbTar B Val y3zna AddControllerPitchInput (puc. D.2).

Puc. D.2. YcTaHOBKa BpaLleHIs UTPOKa C MOMOLLbHO MbILLKM

Teneps y Bac ecTb Bce, YTOOHI yIIPABIATh UT'POKOM IIPY IIOMOIIY MBIIIH TaK, KaK eCJI OBl BB leJIaJIH 3TO B LITIEMe.
Ocranoch NpUBA3aTh COOBITUA KOHTPOJUIEPOB K KJIABUATYPE, YTOOI OTJIAKUBATh JeHCTBYSA C HUMU. EAUHCTBEH-
HOE, YTO BBl HE MOJKETe CZles1aTh, — JTO 3aMEHUTH JBIIKEHNE KOHTPOJIJIEPOB, [JI 3TOT'O YK€ MPUAETCA TIOAKIIO-
4aTh FAPHUTYPY.
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D.2. 3aKknuyeHue

B aTom TIPUJIOKEHU YW MBI paCCMOTpEIN croco6 OTJIaAKK 9acTHu ﬂeﬁCTBI/Iﬁ 6e3 IIOAK/IIOYEHHN A HMD, a UMEHHO Bpa-

IeHne KaMepoﬁ IIpY ITIOMOIIX MBIIIHN.

D.3. 3agaHuda

Celiyac BBl MOXKETe BpalljaTh Balll Pawn MBIIIKOW, HO BUTaThCA Kak B VR-1eMe, y Bac He nonyuutcs. [lompo-
OyiiTe MpUBA3aTh ABMI)KEHNE K KIABUIIAM KJIaBUATYPHl CAMOCTOSTEBHO.
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CNMUCOK COKPALLEHUMN
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9

API (Application Programming Interface) — uHTepdelic IPUKIaZHOTO MPOrPaMMHUPOBAHUA.
GPU (Graphics Processing Unit) — rpagudecKuii mpoleccop BUe0aanTepa.
HMD (Head-Mounted Display) — VR-111eM, IIJIEM BUPTYalbHOH PEATbHOCTH.

HRTF (Head-related transfer function) — nepenarouHas GpyHKI¥, OMUCHIBAIOIAS TOJIOXKEHIE UCTOY-
HUKA 3ByKa OTHOCUTEJIBHO CIyLIaTels.

HUD (Head-up Display) — unzaukarop Ha jo6oBoM cteke (WUJIC); yacTs uHTepdetica ¢ moab3oBaTe-
JIeM «Ha 3abpaJjie BUPTYaJbHOTO IJIEMa.

. OSIG (Oculus Signature File) — ¢aiin moamucu Oculus.

SDK (Software Development Kit) — KOMILIeKT fJist pazpaboTtku [10.

. UI (User Interface) — uHTepdEFIC C MOTB30BATENEM.

. 00 [00] — O6BEeKTHO-OpHUEHTHPOBaHHBIH (KaK YacTh ab6peBUATYPHI).

10. OIT [MM] — onepaTuBHas IaMATb.

11. OC [OS] — onepalioHHaA CUCTEMa.

12.1T1IK [PC] — nepcoHanbHBIN KOMIIBIOTED.

13.TI0 [SW] — nporpaMMHoe obecriedeHue.

14. TII1 [-] — mporpaMMHBIH TPOAYKT.

15. 1IT [CPU] — neHTpabHbIHI IPOLeccop.



Bce npasa 3aiymiiersl. Khura vy nobasi ee 4acTb He MOXET ObiTb CKONMMPOBaHa, BOCMPOU3BELEHA B 3JIEKTPOHHONM Min

MexaHu4yeckor gopme, B Buae gotokonum, 3anucu B namsate OBM, penpoaykumn vam kakum-anbo MHbIM CriocoboMm, a

TakXe WCrosb30BaHa B /060N VHMOPMAaLMOHHON cucteme 6e3 rosiydeHus paspelleHus oT uagartens. KonuvposaHue,

BOCIPOU3BEAEHNE N VHOE UCIMOJIb30BAHNE KHUIMM Un ee 4acTu 6e3 cornacuvsi n3aatess sBiaseTcs He3akOHHbIM Y BieHeT
YroJIOBHYIO, 8AMUHUCTPATUBHYIO U MPaXAaHCKYIO OTBETCTBEHHOCTb.

9

HayuHo-nonynsipHoe nagaxme

MWPOBOW KOMMbIOTEPHbIM BECTCEJIJIEP

MuTty Makeddppu
UNREAL ENGINE VR AJ19 PASPABOTHUKOB

MaBHbI pepakTop P. dacxyTamHoB
OTBeTCTBEHHbIV pepakTop B. O6pyyes
NutepatypHblii pepaktop C. YibsHOB
Mnagwwuin pepakTtop . Atakuiumesa
XynoxecTBeHHbIV pepakTop E. [yroskuHa
KomnbloTepHas BepcTka E. Marycosckas
KoppekTtop P. bonagnHosa

000 «U3paTenbCcTBO «AKCMO»
123308, Mockea, yn. 3opre, 4. 1. Ten.: 8 (495) 411-68-86.
Home page: www.eksmo.ru  E-mail: info@eksmo.ru
OHpipywi: <QKCMO» AKB Bacnacsl, 123308, Mackey, Peceit, 3opre keLueci, 1 yii.

Ten.: 8 (495) 411-68-86.

Home page: www.eksmo.ru  E-mail: info@eksmo.ru.
Tayap 6enrici: «<9kcmo»

UHTepHeT-MmarasuH : www.book24.ru

WUHTepHeT-maraauH : www.book24.kz
UnTepHeT-aykeH : www.book24 .kz
WmnopTép B Pecny6nuky Kasaxctan TOO «PALL-Anmartsi».
KasakcraH PecnybnvkaceiHaars umnoptrayibl «PALL-Anmarsi» XLLC.
JncTpubLIOTOP 1 NpeacTaBuUTEsb MO NPYEMy NPETEH3WIA Ha NPOAYKLMIO,
B Pecny6nuke KasaxctaH: TOO «PAL-Anmartsl»
KasakcTaH PecrybnukacblHaa AMCTPUOLIOTOP KaHe eHiM GOMbIHLLA apbi3-Tanantapabl
KabbingayLbIHbIH, ekini «PALL-Anmvarsi» XLLC,
Anmarbl K., JJoMGpoBCKuii keww., 3«a», nutep B, odpuc 1.
Ten.: 8 (727) 251-59-90/91/92; E-mail: RDC-Almaty@eksmo.kz
BOHIMHIH XapamabibIk Mep3iMi LEKTENIMErEH.
CepTudukaums Typasbl aknapar caitta: www.eksmo.ru/certification

CsefieHnsl 0 NOATBEPX/AEHUM COOTBETCTBUS 13AaHUS COMTIAacHO 3akoHoaaTenscTey PO
0O TEXHUYECKOM peryimpoBaHnm MOXHO NOSTy4nTb HA cavite M3,D.aTel'|bCTBa «9KCMO»
www.eksmo.ru/certification
OHpipreH memnekeT: Peceii. CepTudukauma kapacTbipbiiMaraH

MopanucaHo B nevats 18.04.2019. ®opmar 84x108'/ .
MeyaTtb odceTHas. Ycn. ney. . 26,88.
Tupax 9K3. 3aka3

BOOK24.RU

(=
e
30

=%
E
" ﬁd

i
T,

BOOK24.RI

X
2

EKSMO.RU

ISBN 978-5-04-101419-3 sk w3AaTensCrea

HOI
B 3neKTOHHOM BWUAE KHUM U3aaTenbCcTea Bbl MOXETEe
e P
i . s m
£ JutPec: o iy @ 59

785041"014193"> =

]
c OAMH KUK RO KHUT



KoraA Bbl AAPUTE KHUTY,
Bbl AAPUTE LIEJ/IbIA MUP

XOTUTE 3HATDb BOJIbLLE?

3axoaute Ha caift:
https://eksmo.ru/b2b/

3souuTe no Tenediony: BALLI J10rQTUM
+7 495 411-68-59, 106. 2261 HA OBJ10XKKE

BALLI JTOT OTWAM HA KOPELLIKE
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© K KTIMEHTAM
- HA OBJIOXKE



«Bocxuarock, 410 Muty cmor HaiTv BpeEMS 1 NePEHECTH 3HaHNA 1 OnbIT paboTs! ¢ Unreal Engine
1 BUPTYasbHON pPeanbHOCTbH0 B kHury «Unreal® Engine VR 415 pa3paboT4mKos»...
Muty 0611a4a€eT yHUKATIbHOM KBAINGDUKaLNEN, YTOObI NN0AESINTLCS 3TOM KHUTON ¢ MUPOM».

JIVUC KATAJIbIW, Unreal Engine Education, Epic Games, Inc.

Mut4 Makkegppu npogenan oTinyHyto paboty! KHura 04eHb /1erko YUTaeTcs, Kaxaas rnasa Co4epXuT BCHO
J0CTaToYHy0 U HE0OX0ANMYIO TEOPETUYECKYIO MHGOPMALMIO 110 PACCMATPUBAEMbIM B KHUIE TOMUKAM,
He CKaTbIBasiCh TOJIbKO [0 OaHa/bHbIX MOLIArOBbIX UHCTPYKUWI «cAenan Tak!». A nogpobHble nnaoctTpaumm
[10MOrarT MOHATH, 4T0 MPONCXOANT, aXKe EC/IN Bbl HA4an YNTaTh €€ He C CaMOoro Ha4ana.
bnarogaps Tomy 4To BeCb Matepuan MakcumasnbHo CTPYKTYPUPOBAH 1 NPONSITIIOCTPUPOBAH,

KHUra OT/IMYHO NOJOVAET KaK B KA4eCTBE METOAMUYECKNX yKa3aHW /151 3aHATNI B y4E0HbIX 3aBEAEHUSX,
TaK U 171 CaMOCTOATE/IbHOr0 00y4eHuns!

AHJIPEI KAPCAKOB, K.T.H., pyKOBOAUTENb MarucTepckoi nporpamMmbl
«TexHonorum paspaboTkn KOMNbITEPHbIX Urp», Yansepcutet UTMO

VR — HOBbINA, YANBUTENbHbIA PY6EX ANns pa3pabOTYMKOB Urp W cneunanuctoB no Budyanuaauuu. A Unreal® Engine 4 —
uaeanbHas nnatrdpopma ans atoro. «Unreal® Engine VR gna pa3paboTynkoB» — 3T0 UCHEPNbIBAKOLLEE PYKOBOACTBO MO
CO3JaH1I0 NOTPACAIOLLMX NPUNOXEHUIA Ha No6bIX VR-ycTpoicTBax, coBMecTuMbIX ¢ Unreal Engine 4.

3BecTHbIN VR-pa3pabotank Muty Makkedpu cobpan BMECTE JiydLive NPakTKK, 06LImMe napaamrMbl B3aUMOAECTBUS K1
PYKOBOJCTBA N0 peanu3auuu atux napagurm 8 Unreal Engine v npakTu4eckne COBETbI N0 BbIOGOPY PeLLIEHUA, MAKCUMaNbHO
NOAXOAALMX N1 BalLKUX NPoeKToB. «Peuentbl» Mutya npeactasnsioT co60iM NOLWAroBblie MHCTPYKLUMK U PacLUMPAIOT Balle
MOHUMAaHME TEOPUN N MATEMATUKM.

MeToanKK, U3NOXEHHbIE B 3TOI KHUre, NOMOraloT BaM GbICTPO NONy4UTh Pe3ynbTaT B NGO 061acT NPUMEHEHUS —
Oynb TO CO3J)aHKe LWYyTepa OT NEePBOro NnLA UK CUMYNATOPA penakcaLuu. icnonb3ays 3T 3HaHUS, Bbl CMOXETe A06UTbCA
ycrnexa B N1060M XaHpe Unu NpoeKTe.

Bbl OCBOMTE:

B [JoHMMaHue 6a30BbIX KOHLENLMIA 1 TepMuHonorum VR = Peanu3auuto UHBEPCHON KNHEMATUKN

= Peann3aunio VR-NOrMKKM Ha BU3yanbHOM ANA TONOBbI W PyK

nporpammupoBaHuin Blueprint = Onpenenexne 3eKTMBHOIO B3aMMO/EACTBMS
= CospnaHue 6a3oBbix VR-npoekToB nog Oculus Rift, HTC C NOMOLLEIO KOHTPONEPOB

Vive, Gear VR, PSVR u gpyrux nnatcpopm = [|oMOLLb NONb30BATENAM, YTOObI OHWU MOMK U36eratb
TPEHAXEPHOM 60J1e3HM

m Pacrno3HaBaHne v yNpaBneHne pasnuansamMn Mex iy
cuasyum un ctosyum VR-onbiTom = Ontummsaumto VR-npunoXxeHuii

= HacTpoiiky B3auMoencTBUS 1 TenenopTawum ® Onucaxue VR-peaakTopa
= Pa6oty ¢ UMG u 2D Ul = Pecypcbl KOMbIOHUTI U MHOTOE APYroe

HononuutenbHbie MaTepuansl JOCTYNHbI N0 cebinke hitps://eksmo.ru/files/ued_vr_projects.zip

ISBN 978-5-04-101419-3 BEOMBOPA MWUTY MAKKE®PW cosman coo6uwectso VR Template
BoM6opa — 3T0 HOBOe HadBaHue 3kcMo Non-fiction, fO!' UI,E4 " NIONYNAPHYIO CEpUi0 TYTOPHanos Ha YouTube

NMAEPa Ha PHIHKE NOME3HBIX W BLAOXHOBSIOLLNX KHUT. Mitch’s VR Lab. B ka4ecTBe akTUBHOT O 4iieHa co06LLecTBa

Mbl 1I06MM KHUMU M COBAAEM UX, YTOBbI Bbl MOFNIN UE4 VR, OH aKTUBHO NpenofaeT ny4lwue METOANKM

977850417014193"> TBOPUTb, OTKPbIBATb MUP, NPO060BaTb HOBOE, PacTu. VR, WCTIONb3yst MOCTHI Ha tbopymax, COOGLLI,GCTBO VR

BbITb cyacTNUBbLIMU. BbiTb Ha BONHeE.
Template n kaHan Ha YouTube.
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