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PEAJIN3ALINA BEPTUKAJIBHOT'O TIEPEMEINIEHWA B TPNJIOKEHUA
BUPTYAJIbHOM PEAJIBHOCTH

M.A. CEPT'EEB
(Ilpeocmaeneno: kano. mexu. Hayx, ooy. A.d. OCbKHH)

B cmamve npeocmagnen npakmuueckuii cnocod peanuayui Mexamusma 6epmuKaibHo20 nepemenjenis
8 NPUNOACEHUSAX BUPMYATLHOU peanbrHocmu paspadamuieaemoix na Unreal Engine 4. Pewiena sadaua peanuzayuu
nepemewenus uZpoKa no 6ePMUKAILHLIM NOBEPXHOCHIAM.

Knrwouegvie cnosa: ungopmayuonnvie mexnono2uu, eupmyanvhas peansnocms, Unreal Engine 4.

Beenenne. MrpoBsie mpritoXeHUST BUPTYaJbHOH pPEANbHOCTH YacTO O0a3MpPYIOTCS HAa B3aWMOJCHCTBHU
C MEJIKMMH JIeTaJSIMU U 00BbEKTaMU BUPTYaIbHBIX MUPOB. [IprMepoB B3aMMOIEHCTBHSA UTPOKA C HTPOBBIM IIPO-
CTPaHCTBOM B OoJiee INI0OANbHOM CMBICTIE, UMEETCsl He TAK MHOTO. B OCHOBHOM 3TO CBA3aHO C OTpaHUYCHUSIMH,
HaKJIa/IbIBAEMbIMU peaju3aliell vr-npuioxkenuii. Kpome toro, He00X0AMMO CHU3HUTH PHUCK JI€30PHEHTAIMH HI-
POKa B POCTPAHCTBE, YTO YPEBATO BOZHUKHOBEHUEM d(PdekTa «yKaunBaHUS» UTPOKa.

OpHako, BO3MOXHOCTh B3aUMOJICHCTBHUSI UTPOKA C TaKUM IJIO0ATBHBIM OOBEKTOM HIPOBOIO MHpa, Kak
OH caM, BIIOJIHE BO3MOXHA M 0€3 yKaunBaHMSI.

B nanHoli cTatee Oyner npeiacraBieHa HaAEKHAs peain3alus epeMelleHs UIPOKa B BUPTYaJIbHOM pe-
IBHOCTH 110 BEPTHUKAIHHBIM ITOBEPXHOCTSIM.

Peanu3anusi BepTUKAIBHOIO NMepeMenieHusi. IrpoBbIM IBIDKKOM IS peanu3anuil MPHI0KEHHS ObLI
BeIOpaH Unreal Engine 4. Taxim o0pazom, pazpaboTka npriokeHus OyneT BeCTHCh Ipu oMoty Blueprints, rpa-
(hraecKoro A3bIKa NPOrPaMMUPOBAHUSL.

[Ipunoxxerne OyneT COCTOSATh M3 HECKOJIBKMX (DYHKIMOHAIBHBIX YacTei, KOTOpPBIE B3aMMOJCHCTBYIOT
Mexay coboi. KommoHeHT koHTpoiuiepa, xpaHAmui B cebe 3d-mMonenb KOHTpoJIepa W €ro aHWMAaluH
BP_ MotionController [1], kommonent urpoka MotionControllerPawn [2], xpausiuiuii B cede BeCb OCHOBHOMU
(yHKIMOHAJ TI0JIB30BATENs, UHTEP(ENC, CBSI3BIBAIONIMNA UIPOKa U KOMIIOHEHTBI, C KOTOPHIMU OH B3aWMOJCH-
CTBYET, U KOMIIOHEHT [TOBEPXHOCTEH! U1 BepTukansHoro nepemeierus BP_ClimbObj, xpassiuuii B cebe Mozeib
NPUMHTHBA [TOBEPXHOCTH JUI BEPTUKAIBHOTO MEPEMELICHUs, & TaK)Ke CIeIUalIbHO CO3J[aHHbII MaTepuan s
YIPOIIEHHOTO BU3YaJIbHOTO BOCIPUATHS 00BEKTOB 3TOro THma. [lomumo storo, komnoneHt BP_ClimbObj xpa-
HHT B ce0e JIOTUKY MePEeMEICHHUSI 110 BEPTHKAIBHBIM MIOBEPXHOCTAM (pUCYHKH 1-3).

Jlornka 1og06HOTO NepeMenIeH s ClelyIoIas: y UTpoka UMeeTcs 1Ba KOHTPOJUIEPa, KaXKIbIi N3 KOTOPBIX
B3aUMO/ICHCTBYET C 0OBEKTOM ONpPEJIENICHHOT0 THIIA (CIIeNaIbHOM CTEHOM JuIs epeMerieHus). B MoMenT Havaa
B3aUMO/ICHCTBUSI, BCS MOJIENb UTPOKA HAYMHAET ABUIATHCSI OTHOCHTEIHHO TOYKH, B KOTOPOH HAdajloCh B3aUMO-
JIeWiCTBHE KOHTpOJIEpa U 00BEKTa, JaHHOE ABMKEHHUE MIPOUCXOIUT C TIOMOIILI0O KOHTPOJUIEPA, MOJIENIb KOTOPOTO
3a()MKCHPOBaHA B BHIIIEYKa3aHHOH TOYKE.

Ha pucynke 1 npeacTasieHo coObITHE, OIPEENIIoNiee TOUKY OTCYeTa, OTHOCUTEIBHO KOTOPOIl ABUraeTcs
urpok. [Tomumo 3T0r0, B TaHHOM COOBITHH TaK)KEe OOHOBIISIETCS IIEPEMEHHAsI, B KOTOPOI BEJIETCS CUET KOJIMYECTBa
KOHTPOJUIEPOB, KOTOPBI B3aUMOJIEHCTBYIOT C OOBEKTOM.
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Pucynok 1. — Co0bITHe, OnIpeaeisiioniee TOUKY 0TCYeTa

Ha pucynke 2 npencraBieHO coOBITHE, ONPEASIAIONIEe MOMEHT, KOT/Ia B3aUMOAEHCTBUE TPEKPAIAETCsl.
B HeM Taxoke MpeaycMOTpeH BapHaHT Pa3BUTHsI COOBITHH, ITPU KOTOPOM BO BPEMs B3aMMOJICHCTBHS OJJHOTO KOH-
TpOJIepa C MOBEPXHOCTHIO, IPOUCXOIUT B3aUMOJAEUCTBHE IpYyroro KoHTposuiepa. COOTBETCTBEHHO, TOYKA OT-
CYeTa MEHSETCS, U IEPEMEHHAas-CUETUYMK B3aNMOIEHCTBYIONIMX KOHTPOJIIIEPOB OOHOBIISIETCS CHOBA.
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PucyHnok 2. — Co0ObITHE IPEKPAILCHHS] B3aHMO/IeiCTBHSA

Ha pucyHke 3 mpoieMOHCTPUPOBAHO OOHOBICHUE MO3UIMU UTPOKA B peaibHOM BpeMeHH. OHO mpoBepsieT
nepemennyo Is Climbing, npruHUMAarOIIy0 3HaYeHHKE true, B MOMEHT B3aUMO/ICHCTBHSI KOHTPOJLIEpa C MOBEPXHO-
CTbhIO, ¥ XpaHsAIIytocs B komnoneHte MotionControllerPawn u BamumHOCTs KOHTpOJUIEpa U caMoro urpoka. [Tocie
JIAHHOM MPOBEPKU HHULIMHMPYETCS epeMeleHue MoJieIl Urpoka npu nomoutu yzina AddActorLocalOffset, koTo-
PBIit 32 TOUKY OTc4eTa OepeT TOUKY, B KOTOpOW Havyajaoch B3aMMOJACHCTBUE KOHTPOJUIEPA C MOBEPXHOCTHIO. Y3el
JKe, KOTOPBIH ClIeyeT 3a HUM, BO3BpAIlaeT KOHTPOJIEP UIPOKA B ITY TOUKY.
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Pucynok 3. — Jloruka o0HOBJIeHUs MO3UIMH UTPOKa B 3d-mpocTpancTBe

Ha pucynkax 4-6 mpoJIeMOHCTPUPOBaH KOJ MaJieHHs] UTPOKa, MOCIe OKOHYAHMSI B3aUMOJICHCTBHS C I10-
BEPXHOCThIO NepemelieHus. Pacnonaraercs naHHas yacth kojaa B komrnoneHte MotionControllerPawn.

Ha pucyHke 4 npoJeMOHCTPHPOBAHbI IPOBEPKH, OINPEACIISIONINE B3aUMOJICUCTBYET JIM XOTh OJIMH KOH-
TPOJUIEP C MOBEPXHOCTHIO, TMOO e HeT. B cirydae, ecin B3aMMOJEHCTBYIOIINX KOHTPOJLIEPOB OOJIbIIE HY IS, Te-
pemenHas [sClimbing mpucBauBaet 3HaueHue true, a IsFalling — false. B mHOM ciydae, umeT qOmoTHUTEIbHAS
NPOBEpKa BBIILICYKA3aHHBIX EPEMEHHBIX, IPUBOAALIAS JTUOO K MPUCBAUBAHHIO EPEMEHHON B3aMMOICHCTBYIO-
IUX KOHTPOJUIepoB 3HaueHue 0, mmbo nmprcBaBuBaHue nepemenHoi [sClimbing 3nadenue false, a IsFalling — true.
[pu noBTOpHOIT MpoBepKe 3HaYeHHe nepeMenHoit IsFalling true mporHULIMKpPYeET HAYAIO MaJCHUS.
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Pucynok 4. — CoobiTue nagenns 4. 1
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Ha pucyske 5 npoaeMoHCTpHpoOBaHa NpoBepKa, ONpeaeNsAioNias, HaX0JUTCA U UIPOK yXKe Ha MOBEPXHO-
ctu npu nomon y3na LineTraceByChannel. B ciyuae, ecimu Urpok yke HaXOJHMTCS Ha TaKOW MOBEPXHOCTH,
IsClimbing u IsFalling npuamMator 3HaueHue false, a ckopocts magenus (falling speed) craHoBHTCS paBHOI
HYITIO.
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Pucynok 5. — Co0biTHE IageHud 4. 2

Ha pucyHnke 6 mpoJeMOHCTpUPOBaHHA MAaTEMAaTHYECKast YaCTh pealn3aliy MaIeHNs BUPTYaIbHOH MOJICTH
urpoka. Ilepemennoii Falling Speed, npenenstronieii 3HaueHIE CKOPOCTH NMAACHUS IPUCBANBACTCS YCKOPEHHE, BBI-
YUCIJIIEMOE 10 3HAYEHUSIM 3€MHOU rpaBuTanuu. JlaHHas nepeMeHHas orpanndyuBaetcs 3HayenreM 300,0 u yMHO-
JKAeTCs Ha 3HaUCHHe BpeMeHH. [1oJydeHHO YHCIIO IIePEeMHOKACTCS ¢ MHBEHTHPOBAHHBIM BEPXHHM BEKTOPOM Hr-
poxka, uto nepexoaut B y3ea AddLocalOffset, koTopslii, B CBOIO ouepe/ib, IPUBOJUT B ABHKEHUE MOJEIb UI'POKA.
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Pucynok 6. — Co0biTHE NageHusd 4. 3

3akawuenne. [TpriokeHnss BUPTYaIbHON PealbHOCTH MOTYT 0a3MpOBaThCS Ha OOIIMPHOM KOJIHYECCTBE
TeMITICHHBIX KOHIETINH, BIUAIONINX HA BOCIIPHATHE ITOJIE30BATENIEM HTPOBOTO MHpA, a TaKKe, 3aTparuBaro-
X, B TOM 4HUCJIC, CTOJIb 6330By}0 BCIIb, KaK TUII IICPECABUKCHUA IMOJIB30BaTEIIA B BUPTYaJIbHOM MUPE. B }IaHHOﬁ
CTaThe OblIa MPOJIEMOHCTPUPOBAHA Pean3alysi CaMOl HOBATOPCKON KOHIIEIIINY MEPEeMELICHHs MOJISTH UTPOKa,
a IMEHHO, (DU3UUECKHI THUII IEPEMEILEHHS], COTIIACHO KOTOPOMY MI'POK MEPEMEIIaeT CBOIO MOJIEIb HE TOJIBKO MPH
MOMOIIY HaXaTHH KJIABHUII KOHTPOJIEPA, HO W MPH MOMOLIM PeasibHbIX (PU3NYECKUX NeHCTBHN, COBEPIIAEMbIX
ero tesom [3].

PaccMoTpeHbl HHCTpYMeHTBI UrpoBoro JBmwkka Unreal Engine 4, Ho3BOJISIIOIIETO CO3/1aBATh MPHUI0KEHHS
MPAaKTHYECKH JIFOOOTO YPOBHSI CIIOKHOCTH, a TAKXKe yIOOHOTO B CO3JIaHHUHU MPIIOKCHUNA BUPTYAILHOW peaibHO-
ctu. [To uroram naHHO# pabOTHI, OBLI OIMIICAH METOJT CO3JaHUS MOAYJISA (PU3NIECKOTO BEPTUKAIBHOTO MIepeMellle-
HUS UTPOKA.

JIUTEPATYPA

1. Unreal Engine 4 Documentation [DnekrponHblii pecypc]. — Pexum poctyma: https://docs.unrealengi-
ne.com/en-us/ — [lara nqocryma: 10.09.2019.

253



DJIEKTPOHHbBIV CEOPHUK TPYIOB MOJIONBIX CIIEI[MA/IHCTOB

2019
HOJIOLKOI'O I'OCYAPCTBEHHOI' O YHUBEPCUTETA

2. Unreal Engine 4 JloxymenTanus [DnekTpoHHbIi pecype]. — Pexum nocrtyma: https://uengine.ru/docs — [lara

nocryna: 10.09.2019.
3. Unreal Engine VR mis pa3zpadorunkoB / Muta Makkedpw; [mep. ¢ aara. H.U. Becenxo, O.B. MakcumeHko-

BoH, A.A. HesnanoBa]. — Mocksa : Dkcmo, 2019. — 256 c.

254



