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B cmamve npedcmasnen npaxmuyeckuti cnocod peanusayuu MeXanuzma 20pU30HMAIbLHO20 nepemenjeHis
8 NPUNOICEHUAX BUPMYATbHOU peanbHocmu pazpabamuliéaemvix na Unreal Engine 4. Pewena 3a0aua peanruzayuu
20PUBOHMANLHOR0 NEPeMeWeHUs USPOKA C YHemoM MpPeHaxdcephou Oone3Hu.

Knrwuesvie cnosa: MH¢0pMal4u0HHbl€ mexHoaocuu, supmydailbhds pealbHOCMb, MpPEeHANCEPHAs 50fle3Hb,
Unreal Engine 4.

Beenenue. IlepBoouepennas 3aaava Ipy CO3JaHUN UTPOBOTO MPHIIOKEHHS BUPTYAJILHON pEeanbHOCTH —
3TO ONpeJeliCHNe THUIA NTePEMELICHHs UTPOKa BHYTPH UTPOBOTO MHpa. Bcero MoXHO BBIIETUTH HSITh BApUAHTOB
MepeMeEIleHHs: €CTECTBECHHOE NepeMEllIeHHE, TeNeOpTaLusl, IMHEHHOe TIepeMellieHne, GrU3nuecKoe nepeMerte-
HHeE, HCKYCCTBEHHOE TIepeMeIlleHNe U TPaHCIIOPTHBIE cpencTBa. Tenenoprauus, 1Mo CyTH, NIEPEHOCHT Bce (PUKCH-
POBaHHOE MI'POBOE NMPOCTPAHCTBO B MECTO, YKa3aHHOE UIPOKOM, B OCTAJIbHOM UTPOK, KaK U NMPH €CTECTBEHHOM
nepeMelIeHHH, OTpaHn4eH (PU3NUECKUM MIPOCTPAHCTBOM, PETHCTPUPYIOLIMMCSI JaTYUKaMu. TpaHCOpTHBIE cpel-
CTBa MOMOT'AIOT OTPaHUYUTh TPEHAXKEPHYIO 00JIE3Hb, O3BOJISISI HTPOKY UMETh BU3YalIbHBIN SIKOPb B BHJIE BUPTY-
JIBHOTO O0BEKTA, BHYTPH KOTOPOTO UTPOK ABIKETCS B BUPTyalbHOM Mupe. Pusnueckoe nepeMerieHne mo3Bo-
JSIET UTPOKY ABHUTATh ce0sI MPH MOMOIIN HEKOTOPHIX (PU3WIECKUX ACHCTBUIL, HAIPUMEP, B3MaxH KPBUIBSIMH, ITO
MPUBOAMT K OXKHUIAEMOMY AJISI HTPOKa Pe3ynbTaTy U cHIKaeT 3dekT «vr motion sickness». MckyccTBeHHOE ke
MepeMeIeHHE AaeT UTPOKY OONBIIYIO CBOOOY, YeM OCTaJIbHBIC BAPUAHTHI U TOAXOINUT AJISI CO3IaHMS KIITH-UTP
Y JTAOMPHUHTOB, OHO KOHTPOJIMPYETCS TIPH TOMOIIM MHHUMAJBHBIX AJISI UTPOKA JBI)KEHUH (HaXXKaTHEe KHOIKH Ha
KOHTPOJIEPE), YTO IPUBBIYHO s OOJIBIIMHCTBA [T0JIb30BaTENEH 1 MTO3BOJISET IPOLIIE NEPEHOCUTD Y)KE CYIIECTBY-
forue urpsl B VR. [1]

Oj1HaKo, HCKYCCTBEHHOE NIEpeMeEIlleHHe CUIIbHEE, YeM OCTaJIbHbIE BU/IbI IIEPEMEIIeHHs IPUBOJIUT K TPEeHa-
JKepHOU Oose3Hu («vr motion sicknessy, «simulator sickness»), KOTOpoe CHIIBHO YMEHBIIIACT BPEMs OJHOTO UTPO-
BOro ceanca. ekt TpeHaepHOi 00JIe3HH HPEACTaBIICT OO0 COOM B OpUEHTAI[MH MO3ra B IIPOCTPAHCTBE,
CBSI3aHHBIN C TEM, UTO OLIYIIEHHUS BeCTHOYISIPHOTO anmapara He COOTBETCTBYIOT H300pakeHHUIO, TOCTYMAOLIEMY
10 BU3YaJIbHBIM U TAKTHWJIbHBIM KaHayaM [2].

B nanHoi1 cTaThe OyzeT nmpeacTaBieHa HAAEKHAS PeaTu3alisl TMHEHHOTO ITepeMEeeHUs.

Peanuzanus nuHeiiHOro nepemernieHusi. IrpoBbIM ABMKKOM /IS peai3aliiyl IPHII0KEH!Us OblI BBIOpaH
Unreal Engine 4. Takum o6pa3oM, pa3paboTka OyaeT BecTHCh Ipu oMoty Blueprints, rpadudeckoro s3p1ka mpo-
TpaMMHUPOBAHHUSL.

[Tpuiioxxenue OyJET COCTOSITh M3 HECKOJIbKMX (YHKIMOHAIBHBIX YacTel, KOTOPbIe B3aWMOAEHCTBYIOT
Mexay co6oil. KoMnoHeHT KoHTposuiepa, XpaHsuuid B cede 3d-Moenb KOHTpoJiepa, ero aHnMaluH 1 4acTh JIo-
ruku B3aumopaeiicteusi BP_MotionController [3], komnonenT urpoka MotionControllerPawn [4], xpansuii
B ce0e Becb OCHOBHOH (hyHKIIMOHAJ [TOJIb30BaTES.

Jist peanuzanuu nepeABUKEHUst UTPOKa B TOPHU30HTAIBHOM IIOCKOCTH C 03BYUKOI 11aroB ObUIO pa3pado-
TaHO cleayloliee peneHre (pUucyHok 1).

C mxotictuka (s Oculus) wim taunaga (ans HTC Vive) cuuThiBaeTCsl 3HAYCHUE MOJIOKCHHS, KOTOPOE
n3MeHnsTes ot -1 10 1 mo ocsim X u Y. D10 3HaueHue nepenaercs B pynkuun Moving Forward st ocn Y 1 Moving
Right nst ocn X. Taxoke 9TH 3HaUE€HHS CPaBHUBAIOTCA C HYJIEM, TaK KaK CYMTBHIBAIOTCS TIOCTOSIHHO, H, €CITH XOTSI
ObI 0JTHO U3 HUX HE PABHO HYJIIO, MEHSIET 3HaYeHUE OyJieBoil nepeMeHHo [s Moving Ha MoyoXKuTeIbHOE, €CITN Ke
00a 3HaueHHs paBHbI HYJIIO, Is Moving cTaHOBHUTCS OTpULIATEIHHOM.

B dyHKIusIX ke 3HaUeHHs 0Ceil YMHOKAIOTCSI HA KOHCTAHTY paBHYIO 0.6, BBISIBICHHYIO SKCIIEPUMEHTAIb-
HBIM IyTeM Kak Haubosee KOM(pOPTHYIO Ul TAKOTO THIIA TiepeMelieHus. Jlajgee 3ta KOHCTaHTa, ITyTeM BCTPOESH-
Hoit pyHkumu Add Movement Input, cymmupyeTcs ¢ HaripaBIeHHEM B3TJIsAa Kamepsl Biiepen 1t Move Forward
u BrpaBo a1 Move Right.

IIpu Takoi CKOPOCTH EepEMENICHHS, B X0JIe TECTUPOBaHMS OBLIO MPOBEPEHO CPEIHEE BPEeMs HIPOBOH cec-
CHHM JI0 HACTyIUIeHHs Je3opueHTaiu. COrllacCHO JaHHBIM TECTUPOBAHHUSI, [IPU MEPBOW UTPOBOW CECCUU CpelHee
3HaYCHHE €€ JUIMTEIBHOCTH paBHseTCs 6 MUHYT. [Ipu TOBTOPHBIX BpeMsi MoXeT yBeaunuurcst 10 30 MuHyT Oe3
BO3HHWKHOBEHHMS TPEHAXKEPHOI 00JIE3HN.
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PI/IcyHOK 1. — Peasim3anusi JTUHEHHOT 0 nepeaABUKEHUA MPHU NOMOLIHA

Peanu3anus 3ByKoBoii cocTaBJsiionleii nepememennsi. [lepemennas I[s Moving siBnsiercst hirarom, HHU-
UHPYIOIIMM 3aIyCK 3BYKa ILIaroB BO BPEMsl lepeMeIIeH s 110 TOPHU30HTAIBHOM mi1ockocTy. [IpoBepka, 3amycka-
FOIas WM OTKJIFOYAIOMIas 3BYK IIAroB HaXOIUTCA B KOpHEBOM coOwiTHH KommoHeHTa MotionControllerPawn,
a mvmeHHO B EventBeginPlay (pucynok 2).

Hukn Bocipon3BeeHUS 3BYKOB IIArOB BOCIIPOU3BOAMT HE OJUH MOBTOPSIOIIMICS 3BYKOBOI (haiin ¢ 3a-
JAHHBIM KOJIMYECTBOM IIaroB, a CIIyYaiHBIH M3 CEMHAIATH OTACIBHBIX CEMIUIOB IIIara, KOTOPbIE BBIOUPAIOTCS
B kommoHeHTe Random_Footstep Sound Cue. iMeHHO 3amycK 3TOT0 KOMIIOHEHTA ¥ HHUITUHPYETCS MEPEMEHHON
Is Moving, Korza OHa IoJTyJaeT 3Ha4CHHUE true.

3BYKOBas COCTABIISIOLIAs IEPEMEILICHHUS TAK)KE YCKOPSET MPUBBIKAHNE K 3TOMY TUILY NEPEABUKEHHS U aK-
KJIMMaTH3aIHI0 UTPOKa B UTPOBOM MIPOCTPAHCTBE.

Eventickee EventiBedinpPlay;

€ Event Tick > Climb Check

) Create Return Message € VRStart

> Event BeginPlay

[ Delay
& »
(O Duration g2

PucyHok 2. — Peanusanus 3anycka ayaAnococTaBJIsIIoLIel nepeMeleHns

3akJrouenue. Tun nepeMenieHus, MoAX0AIIETo Mo 3aaun VR -TIpusioxKeHus, SBIsSETCs] OJJHIM U3 OCHO-
BOIIOJIATAlONINX (PaKTOPOB B BOCIIPUATHU BUPTYaTbHOTO MHpa HIPOKOM. COOTBETCTBEHHO, MPH pa3padOTKe IpH-
JIOXKCHUN BUPTYaIbHOM peallbHOCTH HE CIIEYeT MPEyMEHbIIATh 3HAYUMOCTH () dekra «vr motion sicknessy, 00-
paiias BHUIMaHUE HE TOJIBKO Ha MOMEHT €r0 HACTYIUICHHS B MIEPBOI HTPOBOM CECCUM, HO U Ha OOIIYIO JTHHAMUKY
TIOBTOPHBIX UTPOBBIX CECCUH.

Paccmotpensr nHCTpYMEHTHI UrpoBoro aBmkka Unreal Engine 4, mo3BOJISIONIET0 CO3/IaBaTh MPIIIOKCHHS
MPAKTHYECCKH JIFOOOTO YPOBHSI CIIOKHOCTH, a TaK)Ke yIOOHOTO B CO3JIAaHHHU MPIIIOKCHUNA BUPTYAIbHOW peaibHO-
ctu. [To nToram manHOW paboOTHI, OBUT OMMCAH METOJ CO3JAaHHMS MOJIYJS IMEePEeMEIICHNS UTPOKa B MPUIOKEHUHN
BUPTYalIbHON PEAIbHOCTH.
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