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AHOTAIIA

BiamoBigHO 10 MeTH AOCTIIKEHHS poOOTa MPHUCBAYEHA PO3POOIl MPOTrPaMHOTO
3a0esneuenHss Mys3eto KHTEY y Bipryanbhiii peampHOcTi. Lls mporpama €
nokpameHum Bapiantom myszeto KHTEY y 31 Ta € cymicHOo 3 cydyacHUMU
KOHTpOJIEpaMH BIpTyajbHOI peaibHOcTi. OOpana MoBa nporpamyBanHsa — C++ Ta
BluePrints Visual Scripting. 'otroBe mporpamue 3a0e3mneueHHs OyJIO YCIIIIHO

MPOTECTOBAHO BIAMOBIAHO /10 (DYHKIIIOHATLHUX BUMOT.

KuiouoBi ciioBa: BipryanbHa peanbHicTh, mporpamue 3abesneuenss, KHTEY,

My3€eH, 3.

ABSTRACT

In accordance with the purpose of the study, the work is devoted to the
development of software of the KNUTE museum in virtual reality. This program
is an improved version of the KNUTE Museum in 3D and is compatible with
modern virtual reality controllers. Selected programming language - C ++ and
BluePrints Visual Scripting. The finished software has been successfully tested in

accordance with the functional requirements.

Keywords:  Virtual reality,  software, KNUTE,  museum,  3d.
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BCTYII

VR - ne Hame mailOyTHe. Sk Tuibku OyAyTh BHIpPABIAEHI BC1 HEJIOMIKH, 1
OyJe BUPIIICHO MUTAHHS 3 aJalTalli€l0 JIOJUHUA JI0 HOBOTO CEPE/IOBUINA, IS
TEXHOJIOTII OTPUMAaE MacoOBE 3aCTOCYBaHHS B YCIX cdepax HAIIOro >KHUTTS,
CIPOCTUTH ii 1 3p00OuTh Kpaie. Jlikapi 3MOXKyTh HIATOTYBATHUCS 10 CKIaIHHUX
orepauiid, apialig OTPUMAE HOBlI CUMYJIATOPH, 5Kl JIO3BOJATH Habararto
edeKTUBHIIIe TOTYyBaTH TEPCOHAN, a MPOCTI JIIOJU 3MOXKYTh MaKCHMATbHO
KOM(OPTHO TIPOBOAMTH CBOE JO3BULIS, HAMPUKIAMA, 332 MEPerisgoM (iibmy
a00 3aHypUBIINCH B I[IKaBY IpPy.

Ane yMOBH IS MAacoBOTO BIPOBA/DKEHHS TPAKTUKH CTBOPCHHS
BipTyaJIbHHX MY3€iB B HAIll Yac, 30KpeMa y 3akjajax BHUIINOi OCBITH IMOBHOIO
MipoI0 He CTBOpeHi. ToMy Mmomanblie JOCHi/KEHHS CIPSIMOBaHE HA MOIIYK
MOKJIMBOCTEH CTBOPEHHS YMOB /JIsi HOTO peanizaiii, B IMepiry 4Yepry, Ha
MPUKIIAJIl CTBOPEHHS BIPTYyaJIbHOT'O MY3€MHOI'0 IIPOCTOPY YHIBEPCUTETY.

e TouHICTh, SIKY MICTATh TPUBHMIPHI MOJIeJl, HE Ma€ aHAJIOTIB 1 KOJEH
IHITUN 3BUYAMHUE MIAXIT 10 MOJEIIOBAaHHS a00 Bi3yasi3allii He Moke OyTu
HACTUIBKU TOYHUM, K 3D-MozentoBaHHs.

MeTta po6oTH — JOCHIIKEHHS ICHYIOYHMX IIJIXOMIB 1 KOHIEIIN Ta
ctBopeHHss 3D o00pa3iB My3eHHHX EKCIOHATIB ISl BIPTyaJIbHOTO MY3€H0
KHTEY.

O06’ekT AOCHDKEHHS — BIpTyai3aiis My3€HHOTO MpOCTOpY icTOpii
KHTEY.

[Ipenmer mocJil:KeHHs: TEXHIUHI Ta TPOrpaMHi 3acO00M BiITBOPEHHS
3D-06pa3ziB my3eiinux excrnonatiB KHTEY

3aBaaHHs JOCTIIKEHHs: aHAJI3 BITYM3HSAHUX 1 3apyODKHAX MyOsiKaIii

Ta 1IHDOPMAIIHHUX JHKEPET 1O TEMI HAYKOBO-T0CIIIHOT pOOOTH.

KHTEY 121- 06-16.MP

3un. | Apx.Ap

Ne ookym.Ne

ITionuclli

Hama

3as.Kag.

Kpusopyuro O.B

24.01.20

Kepisnux

Paccamaxin B.A.

24.01.20

[apanm

Kpusopyuro O.B.

24.01.20

Pospobka 06 exmis Virtual Reality
(VR) 3aco6amu Unreal Engine4

Cmadis

Aprkyui

Aprywiie

B

3

32

Pospoous

Paovko M.A.

24.01.20

Bcemyn

®daxynpTeT iHpOpMAIIITHIX

TEXHOJIOTH,

2m kype, 6 epyna




PO3J1J 1. JOCJILIKEHHS ICHYIOUYUX MIAXOAIB I
KOHIEITIIN
1.1 BIPTYAJIBHA PEAJIBHICTDb B CYUACHI IT- IHAYCTPII

VR - 11e BUrajanuii miig po3yMoBoi AlsUIbHOCTI JitoauHu. Lle Te, o icHye
HE B Halllil roJIOBl, a B KOMI'IOTEpHOMY Koji. BipTyanbHa peanbHICTH 1
JIOTIOBHEHA PEaJIbHICTh BpPa)KalOTh CBOIMHU MacIiTabamu: BiF€O 3 OIJISIOM B
360 rpamyciB, 1l IrPOBI CBITH 31 CBOIMU 3aKOHAMH, OCOOJIMBOCTIMU 1
ePCOHAXKAMHU.

[HOMI cCKIamHO 3pO3YMITH, J€ peanbHui 00'ekT, a Je TBOPIHHA
KOMIT'IOTEpa - HACTUTBKU BUCOKOTO PIBHS JOCSTIN TEXHOJIOT.

barato By3iB mepeBOAATh YaCTUHY MPEAMETIB Ha JUCTAHIIHHE HABYAHHS.
IM mpocrinte i BUTiAHINIE 3aPOCUTH iIMEHHTOro mpodecopa i TPaHCIIOBATH
HOTO JIeKI[li MO CKaMmy, Hi’K BO3UTH MOr0 MO BCIX MicTax, Ji¢ € (il 1boro
BY3Y.

HenoBro 3anummnTbes 4eKaTH, MOKU 1151 MOJIEb HABYAHHS TMPUIAIe B HaIIl
mkony. BoHa myske BUTiHA JUIsl YUHIB, aJlKe Ky MPOCTIIIEe HAMITH OKYJISpU
BIPTyaIlbHOI PEaIbHOCTI, HIK CHUJIITH B 3aJyIIUIMBOMY KJAacl, JISKaTH BJIOMa
Ha JWBaHi, aje NpH I[bOMYy mepeOyBaTH B OTOUYCHHI OJHOKIACHHUKIB 1
BUUTEIIIB.

VR akTHBHO BUKOPHUCTOBYETHCS B MEIHUIIMHI: XIpyprii, mcuUxojorii Ta
peabimitamii. SIK oTpuMaTH NIOCBIiM, SKIO HE poOWTH omepaillii, HaityacTiie
TaKOi MOXKJIMBOCTI y CTYJEHTIB Hemae. Aje mpobiiemMa BUPIIIYETHCS, SKIIO
XIpypru MO4YMHAIOTHL BUKOPUCTOBYBATH BP 17151 TpeHyBaHb.

VR 103BOJIsIE BITHOBIIOBATHCS IIICIS OIEpallii i TpaBM, HaMPHUKIAJ,
CUCTEMHU BUKOPUCTOBYIOTBCSA [UJIS1 JOJATKOBOi CTUMYJIAIII 3 TpaBMamu

CIIMHHOI'O MO3KY.
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1.2 AHAJII3 ICHYIOUUX ITPOT'PAMHHUX 3ACOBIB

Adobe Photoshop - o6ararodyskiioHanbHUN TpapiuyHUi peaaKTop,
po3pobniennii pipmoro Adobe Systems. B ocHOBHOMY mpailtoe 3 pacTpOBUMHU
300paKeHHAMM, IPOTE MA€ €Kl BEKTOPHI IHCTpyMEeHTH. [IpoaykT € mizepom
PUHKY B 00J1aCTI KOMEPLIMHUX 3aC001B pefaryBaHHsl pacTpOBUX 300paKeHb 1
HaNOUIBLI BIIOMUM NpoaykToMm ¢ipmu Adobe.

Blender - Bigkpure mnporpamHe 3a0e3meUYCHHS IS CTBOPCHHS
TPUBUMIPHOI KOMI'tOTepHO1 Tpadiku, 10 BKIOYae B cebe 3acobu
MOJICJIIOBAHHS, aHIMallli, peHJIepuHra, MmocToOpoOKHM 1 MOHTaxy BIIEO 31
3BYKOM, a TaKOX Ui CTBOPEHHS IHTEpaKTUBHUX irop. B manmii yac
KOPHUCTYETBCS HAMOUIBIIO MOMYJSPHICTIO cepel  0e3komToBHUX 3D-
peaKkTopiB B 3B'A3KY 3 MOro IIBUIKUM 1 CTaOUIBHUM PO3BHTKOM, SIKOMY
cupusie npodeciiHa KOMaHJa PO3POOHHMKIB. XapaKTEpHOIO OCOOJIMBICTIO
nakety Blender € #oro HeBenMKWil po3Mip B TOPIBHAHHI 3 IHIIUMHU
NOMYJISIPHUMH MakeTaMu Juisi 3D-MoientoBaHHs.

Mixcraft - me nporpama GaratokananbHOTO 3amucy mias Windows. lle
nporpaMHe 3a0e3ledeHHs I 3almucy MY3uKH (QYHKIIIOHYE sSK poOoda
cranuig mudpororo 3Byky, MIDI cekBeHcop, BIpTyadbHHH XOCT MpHIIATY,
HEJTIHIMHUHN apaH)XyBaJIbHUK BIZICO Ta TporpamMa 3amucy My3WYHUX ITUKITIB.

OCHOBHiI MOKJIMBOCTI IPOrpamMu

e MIDI: s d¢yukmis mgo3poisge 3amucyBatu MIDI-nani, ki
BIITBOPIOIOTHCS HA OfHIN a00 AeKiabKoxX KiaBiatypax MIDI-koHTpoiepa.

e Multitrack Recording: 1la ¢ynkmis 103BoisiE  KOPUCTyBa4am
CTBOPIOBATH 3aIMHCH 3 ICKUTHPKOX 3BYKOBUX / ayI0BXO/IIB OJJHOYACHO.

Unreal Engine 4 - irpoBuii pyIrii, po3poOJeHUH 1 MiATPUMYBaHHH
kommaniero Epic Games. Hammcanuwit Ha moBi C ++, pymrii 103BoJIsE

CTBOPIOBATH ITpU JJis OUTBIIOCTI onepaniiHux cuctem 1 miatdopm: Microsoft

Jlucm
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Windows, Linux, Mac OS 1 Mac OS X, koncouni Xbox, Xbox 360, PlayStation
2, PlayStation Portable, PlayStation 3, Wii, Dreamcast 1 Nintendo GameCube.

Kon pymiisgs Moke BHUKOPUCTOBYBAaTHCS B OyAb-sIKMX KOMEPLIMHHX
MPOEKTaX, ajie 3 PO3POOHUKIB JaHUX MPOEKTIB 3A1MCHIOETHCA BIAPAXyBaHHS Yy
po3mipi 5% BiJ JOXONy, OTPUMAHOr0 BiJ MPOJaXy rpu KopuctyBayam. 30ip
BIIpaxyBaHb 3 JOXO/IB BiJ Mpojaxy poouts pyuriii Unreal Engine 4 nikaBum
PILICHHSAM HE TUIBKM JJisl BEJIMKUX ITPOBUX IPOEKTIB, ajie 1 JUIsl HEBETUKHUX
CTapTalliB 1 aBTOPIB OE€3KOIITOBHUX ITOP.

Adobe Fuse CC - (panime Fuse Character Creator) - 1e mporpamse
3abe3rneueHHst sl KoMmm'torepHoi rpadiku 3D, po3pobiieHe KOMITaHI€
Mixamo, MmO J03BOJs€ KOpPHUCTyBauaM CTBOpIoBaTH 3D-mepcoHaxi. [i
rojIOBHA HOBU3HA - MOXJIMBICTh IMIOPTYBaTH Ta IHTETPYyBaTH BMICT,
CTBOPEHHI KOpPHCTyBadeM, [0 CTBOPEHHs IMepcoHaxa. Fuse € dYacTuHOIO
HaO0oOpy MpoayKTiB Mixamo, 1 NMpu3HA4YeHUW I PO3POOHMKIB Bimeoirop,
MojepaTopiB Bifeoirop ta 3D-eHTy31acTiB.

Fuse - mpoaykT Ha OCHOBI KII€HTAa, IO JIO3BOJSIE KOPHUCTyBayam
BUOMpATH Ta 3MIHIOBATH KOMIIOHEHTH CHMBOJIIB, TaKi SK YacTHUHHU Tiia, B
pexuMi peanbHOro dacy. OCHOBHOIO HOBHHKOK Fuse € MOXJIMBICTH
IMITOPTYBaTH Ta aBTOMATHYHO IHTETPYBAaTH CBIl BJIACHUN BMICT y CHCTEMY
CTBOPEHHS TEPCOHAa)Ka, BUKOPHUCTOBYIOYHM BC1 (YHKII IOMEPETHBO
3aBaHTAXXEHOT'0 KOHTEHTY.

Fuse BUKOpPUCTOBYETHCS B OCHOBHOMY JUIsl PO3POOHHUKIB irop i
MozepaTopiB irop. Fuse mocrymuuii Ha Mixamo, Ha Unity Asset Store i Ha
puHky Steam, ne 3 BepecHst 2014 poky BiH mae 40 000 kopucTyBayiB.
IlepconaxiB Fuse MoxHa IMIOpPTYyBaTH 4epe3 MEBHY CEPiI0 KPOKIB y IrpH,

CTBOpEHI 3a normomoroio Source SDK.
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1.3 PO3POBKA 3AT'AJIbHOI KOHIEIIIII TPOEKTY

B naniii poboTi peanizyeThcs pyxoMa MOJEIh MEPCOHAXY 31
3MOrOI0 B3a€EMOJIIi 3 HABKOJMIIHIM CEepeloBUIIEM. [3 HaBKOIMIIHBOTO
cepenouiia 6yne cteopenuit myszeit KHTEY, BinTBOpeHa iloro apxiTekTypHa

dbopma, BHYTpIlIHIN 1IHTEP €p Ta 03400JIECHHS.

VR Template
D (+ Gampad Optional é&HMD + Motion Contro
\RealityBP/Ma N

DLocomotionMap rtualRealityBP/M,

Puc. 1.1 éipmyanvui konmponepu nepconasxca

1.4 BUCHOBKMX J1O ITEPIIIOT'O PO3 ALY

B mnepmomy po3nuii Oyna BUBUEHA TMOTPIOHICTH BIPTYaJdbHOT
peanbHocTi Ta 3D wMopmenerr B IT immycTpii, mpoaHani3oBaHi iCHYIHOUI
mporpaMHi 3acobu st po3pobku 3D Moxenei Ta po3poOiieHa 3arajgbHa

kouteniisg myzero KHTEY.
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TEXHOJIOT1H

2.1. BUMOI'M 1O TEXHIYHOI'O 3ABJIAHHA

Merta

3aBaAaHHA JOCJTIPKeHHA:

MiJBUILIECHHS  €(EeKTUBHOCTI

1o

CydaCHUX YMOBaxX 3a PpPaxyHOK BHUKOPHCTAHHA HOBHX

(VR),

PO311JI 2 TEXHIYHE 3ABJIAHHS HA PO3POBKY OB*€EKTIB
VR 3ACOBAMM UNREAL ENGINE 4

OCBITHBOTO IMpOLIECY B

1HpOopMaIIITHIX

3a0e3neuyoTh  0araTopyHKIIOHAIBHICTD,

0aratoBapiaHTHICTh, THYUKICTb 1 OTIEPATUBHICTS;

1. Bumoru no po3po0ui 00*€KTiB:

OO0’ eKTH NOBUHHI BIANOBIIATH J1HCHOCTI.

OO6’€exTH NOBUHHI Ha/IaBaTH JIOCTOBIPHY 1H(QOpPMAILIILO.

HGpCOH&)K ITIOBUHCH MaTH

Po3mipu

IIPUCTPOSIMU Ta KOHTPOJIEPAMU BIPTYaIbHOI pEaibHOCTI.

2.

3MOTy  KepyBaTucs

aHam i3 BITYM3HSHUX 1 3apyODKHUX

nyOikaiii Ta iHpopManiiHUX JKepe Mo TeMi HayKOBO-IO0CHIAHOT pOOOTH.

allapaTHUMH

My3seit y cBoeMy ¢iHAJbHOMY BHUIJISAl TOBHHEH BIANOBIIATH

AHiIMais

pUOJIM3HUM PO3MIpaM CIPaBKHbOI KIMHATH.

<

B roroBomMy mpoekTi mMae OyTH aHIMOBAaHHMHK TEPCOHAXK, JJISI TOTO

4. Bzaemonis

aHIMAaIlis BIIYUMHCHHS Ta 3aUMHCHHS JBEPEH.

o0 rmepecyBaTuCh Mo My3ero 0e3 mepemkoa. Takox moBHHHA OyTH CTBOpEHA

B rotoBoMy mpoekTi MaloTh OyTH AEKUIbKa €KCIOHATIB MY3€H0 3

SAKUMHU IICPCOHAK 3MOIKEC B3a€MOI[iHTI/I, HaIIPpUKJIAJd OTPUMATH ACTAJIbHY

3un. | Apx.Ap

Ne ookym.Ne

ITionuclli

Hama

KHTEY 121- 06-16.MP

3as.Kag.

Kpusopyuro O.B

07.09.20

Kepisnux

Paccamaxin B.A.

07.09.20

[apanm

Kpusopyuro O.B.

07.09.20

Pospobka 06 exmis Virtual Reality
(VR) 3aco6amu Unreal Engine4

Cmadis

Aprkyui

Apkyuiie

P2

8

32

Pospoous

Paovko M.A.

07.09.20

TexHiune 3a60aHHs HA PO3POOKY
06*exmie VR 3acooamu Unreal Engine 4

®daxynpTeT iHpOpMAIIITHIX

TEXHOJIOTH,
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1HOpMaIliIo TPO ICTOPUYHY MO1I0 a00 MOCTATh.

2.2 OIIC ETAMIIB PO3POBKH 3D MOJIEJIEH

2.2.1 Modeling

MogentoBanHs - 1€ TMPOLEC BI3yalbHOIO 300paKeHHsSI OO0'€KTIB 1
MOBEPXOHb JJIA MOAAIbIIMX MAHINYJIAUIA. SKI0 MOTPIOHO CTBOPUTH
ctatuuHuil 3D-akTuB, kUil He Oyne BUKOHYBaTH CKJIaJHUN HaOlp aHiMallii,
MO/JICITIOBAaHHS CTaHE HEOOXITHMM CrocoOoM ioro cTBopeHHs. Bech mporiec
MOJIEJIIOBaHHS MOXKe OyTH 3aBepllIeHUN OaraTbma Coco0amu, 3aJe€KHO BiJ
TOTO, SIKMH 3 HUX € HAalO1TbI mpuBaduBUM 17151 3D-XyH0KHUKA.

o [[puMiTHBHE MOMETIOBAHHS O3HAYa€ CTBOPEHHS TMpocTux 3D-
00'ekTiB, Takux fAK cdepu, KyOMKH, KOHYCH, 3MIHIOIOYH iX aTpUOyTH.
BuxopucroBytoun Modeling Toolkit, BukOHaBelb MOXE PO3IUISLTH,
BUTATYBaTH, 0O0'€IHYBaTH a00 BUAAIATH KOMIIOHEHTH 3 OO0'€KTiB, 100
3pOOUTH MPUMITUBHUN 00'EKT OLIBIII-MEHII CKJIQIHUM.

o MopentoBaHHsT KpUBHUX - 1€ METOJl CTBOpeHHS 3D-akTuBIB, KOJIH
MOBEPXHI MAaHIMYNIOIOTh KPUBHMH, SIKI KOHTPOJIOIOTHCS 3BAKEHUMHU
KOHTPOJBHUMHU TOYKAMU. 3MIHIOIOYM Bary [JIsi MEBHOI TOYKH, XYIOKHUK
MOKE€ HaOJU3UTH KPUBI 10 TMEeBHOI TOYKHU. LI KpHMBI BKIIOYAOTH CIUIAMHM,
natai Ta NURBS.

o KonBepraiiiss - 11¢ METOJI CTBOPEHHsI TIOJITOHIB 3a JOMOMOTOIO
moaeneit mopepxui NURBS.

o OxpeMi MOJITOHH MOXYTh OyTH 3pOOJIeHI MUISTXOM PO3MIIIEHHS
OKpPEMHX BEpIIWH [JIs JEMOHCTpallii OKpPEeMHX TMOJIrOHIB. [HCTpyMEHT
"CtBopuTH OaraTokyTHUK'" ab6o "Quad Draw Tool" Moxe abo BUTITHYTH, 200

PO30UTH BHJI MOJITOHAIBHOT CITKH.

Jlucm

KHTEY 121- 06-16.MP

Msm.

Jlucm | Ne JTokymenma IToonuce |Hama




2.2.2 Retopology
BpaxoBytoun, CKUJIbKH HOJITOHIB Ma€ BUCOKA J€Tali30BaHa MOJEIIb
(iHomi mo 10M), yacTto cTa€e HEMOXKJIMBHM CTBOPIOBATH HaJIEXKHI aHIMAIIi 3
KUIBKICTIO TOYOK BIUIUBY, 3 IKUMU Ma€ 3aimatucs 3D-Xyn0xKHUK.
Buxopucroytoun ¢yskiito Quad Draw B Toolkit MoxentoBanHs, y Bac €
JOCTYIl O MapKyBaHHS 1O BCiM MOJei, 110 J03BOJISIE CTBOPIOBATH 3HAYHO

CIIPOLIEHY HOBY TOIOJIOT1}0 Ha OCHOBI MOBEPXH1 €TAJTOHHOT MOJIEI.

2.2.3 UV Mapping

TR NamequaMabile_f

Dirplayed. 8122810

Puc. 2.1 UV pozeopmra
Lleli eranm o3Hayae, 10 BUKOHABEIb MOXe€ 3poOuTu 2D-300pakeHHs 1
3aCTOCYBAaTH MOro 10 MoBepxHI 3D-momeni s MOgaabIIoro BigoOpakeHHS

TEKCTYDP.
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PozdpapboByroun  moaironn  3D-mozeni  KOJIBOPOM  Ta  IHIIUMH
napaMmerpamu BigoOpaxkenHs, UV Mapping nmpusHavae mikcen 300pakeHHS

MOBEPXHEBUM BIAOOpPaXKEHHSIM OAaraTOKyTHUKA IUIIXOM KOMiIOBaHHS Ta

BCTaBKMU (hparMeHTa 300pakeHHs Ha 00'€KT.

2.2.4 Rigging

Puc. 2.2 Bci pyxomi yacmunu nepconadicy

Rigging - me mporneaypa cTBopeHHs "ckenera" i mpuB'sa3ka Horo mo 3D-

CITKU. SIK CKeNneT B peaJibHOMY >KUTTI, BIH CKJIQJA€ThCA 3 PANY IIBIB, 5Kl

MOKYTh MaHINyJTIOBaTH MOJCIUII0, 100 3ruHATHCS a00 HaXWIATHCS B
MIEBHOMY HATPSIMKY.

2.3 BUCHOBKHU 10 APYT'OI'O PO3ALITY

VY npyromy po3auti Oyau onmucaHi OCHOBHI €Taru po3po0KH My3ero,

Taki SK MOJICTIOBaHHS, KOHBEpTaIlis, peTomoyiorii Ta crtBopenHs UV

po3ropTku. Takok OyJi0 BCTAHOBJICHO 3aBJAaHHS Ta BUMOTH JIJISi CTBOPCHHS

MYy3€I0.
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3.1 BUKOPUCTAHE II3

PO3/LJ 3. PEAJII3BAIIISA Ob €EKTIB VR 3ACOBAMMUM UNREAL ENGINE4

s peanizanii aniroputmy Oyino oOpaHO Takuil Hablp MPOrpamMHOTO

ycima aynio popmaramu;

MoxnuBicTb  poOOTH

Bucoka HagiiHICT

VYHIKaIbHI IHCTPYMEHTH.

3a0€e3MeYeHHS:
Hasga ILirocu Minycu

e 3po3yminuil iHTepdeic;

e  MoxIHBICTh 3anug

oapasy 3 JEKUIbKA

; : e 3ayac BUKOPHUCTAHH
) ayJ110BXO/11B; Q

Mixcraft 8 CYTTEBUX HEIOIIKIB K

OyJ10 BUSIBJICHO.

be3koiToBHMI;

MOXIHUBICTh  Bi3YyaJbHOI

Pospoous Paovro M.A.

19.10.20 Peanizayisn 06 *ckmis VR 3acobamu

Unreal Engine 4

TEXHOJIOTH,

IIPOrpaMyBaHHs;;
\ o JloTy:XHHUU enakrq ® Bucoki CHUCTEMI
Unreal Engine 4 , y. P
MaTcplaiiB Ta IITYYHH BHUMOI'U.
IHTEJIEKT;
o  doro-pearricTuyHa
Bi3yauri3aitisl.
Taoauus 3.1.
Kineus ta0mauig 3.1.
KHTEY 121- 06-16.MP
3un. | Apx.Ap Ne ookym.Ne Iionuclli | dama
3as.Kagp. Rougorie 0.8 100Y Pospobra 06 exmis Virtual Reality |.Cmadiz } Apiyvu Apryuiis
Kepienux Paccamarin B.A. 10200 (VR) 3acobamu Unreal Engine4 P3 12 32
Tapanm Kpusopyuro O.B. 19.10.20 ®daxynpTeT iHpOpMAIIITHIX
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3.2 ETAIIK CTBOPEHHS OB*€KTIB VR 3ACOBAMHU UNREAL
ENGINE4

o CTBOpEHHS KIMHATH;

o CTBOpEHHs 0a30BHX €JIEMEHTIB IHTEP'EPY;

eMoemroBaHHs €KCIIOHATIB;

eB3aemMois 3 TPUBUMIPHUMU 00'€KTaAMH.

[epure, mo HEOOXiIHO 3pOOUTH MpH CTBOpPeHH1 3] My3ew — 1ie CTBOPUTH
KIMHATY B SIKId B HOJAJbIIOMY OYyAYyTh PO3MIIYBAaTUCh €KCMOHATU. [ 1BOro
HEOOX1THO MTPOBECTH PO3PAXYHKU PO3MIPIB €KCIIOHATIB Ta caMOi KIMHATH.

Jlns moyaTtky HEOOXiAHO CTBOPUTH Mimory. st iboro HEoOXiTHO BIIKPUTH

BKJIAIKy «Geometryy», B sikiii Tpeba BuOpatu pirypy «Boxy».

u Unreal Project Browser
Projects New Project
Choose a template to use as a starting point for your new project. Any of these features can be added later by clicking Add Feature or Content Pack in Content Browser.

# Blueprint & C++
Flying Handheld nDisplay Puzzle
AR

UGS QR

Rolling Si 2D Side Third Top Down Twin Stick
Scroller Person Shooter

s 7D S

>
Virtual Reality
Vehicle Vehicle

7 Advanced Bluenrint Virtual Realitv Template for Desktop and Plavstation VR The template

Chi me settings for your project. Don't worry, you can change these later in the Target Hardware section of Project Settings. You can also add the Starter Content to your project later using

S
Content Browser
Y B8
= L 2

Desktop / Console Maximum Quality With Starter Content

Select a location for your project to be stored

D:\Games\Unreal Engine i

Folder Name

Create Project

Puc. 3.1. cmeopenns npoekmy 8ipmyanvbHoi peaibHocmi
Jlam HeoOXIAHO PO3MUPUTH MPOCcTip. 3a JOMOMoror BkiIaaku «Geometry

Editing» posmupioeMo Kyb 1mo ocsim.
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WARNES L import MSaveAll € 5 | % Content » ThirdPersonBP »

Puc. 3.2. Cmeopenus nionocu
Hactynuuii eranm y cTBOpeHHI KIMHAaTH — 1€ CTiHU. J[Ji1 CTBOpPEHHS CTiHU

HEOOX1IHO BIAKPUTH BKIaAKy «Geometry», B sikiii TpeOa 3HOBY BUOpaTtu Qirypy

«Box».

Limpot [ SaveAll ¢ 5 | & Content » ThirdPersonBP »

Puc. 3.3. Cmeoperns cminu

Jlani HeoOX1THO PO3TATHYTH KyO MO OCSIM.
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A

*
%Add Component- | o2 Bt

Limport D SaveAll € 3 | % Content » ThirdPersonBP » files »

0
© viencptonsf] | 4igh shas

Puc. 3.4. Cmeoperns cminu

KomiroeMo Ta po3miliyeMo CTiHU Tak, 00 BUMIIIA KOpoOKa.

Ol (=) (o Pespecive) (Lt (show @o &)
LIGHTING NEEDS TO BE REBUILT (825 unbulht objectis))

Tt e

K AddNews & import [ SaveAll | 5 % Content » ThirdPersonBP » files »

ERET

Puc. 3.5. Heobpobaena ximuama

[Ticns BUKOHAHHS IHUX MYHKTIB MOKHA ITOCTYIIOBO IMEPEXOJUTH 10 0a30BUX

€JIEMEHTIB 1HTEp'epy.

JIs migyoru 0yno BUKOPUCTAHO JIEPEB'SIHY TEKCTYPY.
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Puc. 3.6. Mamepian nionocu

Tak Burismae miajiora micjsi TOKPUTTS J€PEB'STHUM MaTepiaJioM.

T A

W AddNeW- Limpot [E)SaveAll € 3 | % Content » ArchVis » Materials »

-~

Puc. 3.7. Mamepian nionozu

Jlami CTiHU MMOKPHUBAEMO TAKUM CAMHUM CIIOCOOOM, aJjie IHIIUM MaTepiaoM.
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CBiTJIA.

IBOTO BiKpuBaemMo Bkianky «Geometry», ne BuOupaemo ¢irypy «Box». [Jani B

[Ticns oOGnamTyBaHHS CTIH Ta CTEJ KIMHATa Ma€ HACTYITHUN BUTJISIL.

Jlns Kpamoro OCBITJICHHS HEOOXIIHE ITOTPAIUISIHHS 30BHIITHIX

JInst cTBOpeHHST BIKOH HEOOXITHO B OHIN 31 CTiH mpopoouTH oTBOpH. J[s

Puc. 3.8. Mamepian cminu

Puc. 3.9. Buenso kimnamu

JOKepen

Msm.
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napaMmerpax nensis (Brush Settings) BuOupaemo mapametp «subtractivey, micis
yoro KyO cTa€e HEBHIMMHMM 1 HOro HEOOXIOHO IEpecyHyTH Tak, o0 BiH

MEePETHUHABCS 3 1HILUM F€OMETPUYHUM 00'€KTOM.

o T

%508 R & B

Puc. 3.10. Cmeopenns sikna
HactynmHMM KpOKOM MpOCTO KOIMIIOEMO BIKHA Ta PO3MINIYEMO 1X SK IIe

NOTPIOHO.

W AddNeWs Limpot E)SaveAll €3 % Content » ArchVis » Materials »

Puc. 3.11. l[locnioosne po3miujeHHs 8iKOH
OTBOpHM TOTOBI, aJie 3aMUNIaTH BikHA 0€3 paMu Ta ckiia He MoxHa. [t pamu

BUKOpHUCTaEMO 3D-M01e7h METaIOIIaCTUKOBOTO BiKHA.
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0.0 8w (8] e J# o2 [ ¢)

Jstent

i g £ <]
2 b
" ~

BAGNEWS! Limpot ESaveAll €3 % Content » ArchVis » Mesh »

Puc. 3.13. Mooeni sikon
[Ticns cTtBopeHHs KiMHATH 3 0a30BUM IHTEp'€pOM MOXKHA TEperTH m0 ii
3amoBHEHHs enemeHTamu Jekopy. B myszei KHTEY € nmexinbpka BUmIB CTEHIIB 1

BiTpuH. PO3risiHeMO M'SITUKYTHY Ta MPSIMOKYTHY BITPHHH $IKi 3aiMalOTh CBOE

Miciie O BIKHA.
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Puc. 3.14. [I'amuxymna ma npamoKymua eimpumu
B apcenani miarpopmu Unreal Engine 4 HeMae CKIaIHUX TeOMETPUYHUX
biryp, Takux SK JIojeKaeap, IMeHTaroHaojexkaenp abo Oynb-skuil 00'eMHUM
'ITUKYTHUK, TOMY JIOBEJIOCS CTBOPUTH HOTO BUKOPUCTOBYIOUHU KYO.
CtBOpHUMO maparenemninesn sKuit 0y/ie ckiagaTics ¢ Kyda Ta mapasesnerinena
MEHIIINX PO3MIPIB.

P2 ] P et S 158
B — o am

v o e o e s

Puc. 3.15. [Ipsamoxymuuii Ky60io

B 2D penakTopi 3a AOMOMOIrOK MUIIKA NEPETBOPIOEMO MPSIMOKYTHUK B

MPaBUWIBHUN M'ITHKYTHUK — IIEHTArOH.
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OTpuMaBIIM M'ITUKYTHUK MOKPUBAEMO HOT'0 IEPEB'SHUM MaTepiajioM.

Puc. 3.16. Ilenmacon

Puc. 3.17. /epeg'snuui nenmazon

Jlnst Toro, o0 3podutn 3 naHoi Girypu BITpUHY, HEOOX1THO MPOPOOUTH B

HI M'ITUKYTHHA OTBip. [ 1mporo HEOOXiIHO KOIiOBAaTH MEHTAaroH Ta 3a

JOTIOMOTOI0 TIAHEJN1 3 PEIaKTOPOM PO3MIPY 3MEHIIUTH (irypy BIAMOBIIHO 110

IPOTIOPIIi SIKi TOTPEOyIOTHCA.

Puc. 3.18. 3acomosxa eimpunu

Msm.
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{06 3aKiHUUTHU N'ITUKYTHY BITPUHY — HEOOXITHO BKPUTHU il CKJIOM Ta
MOCTABUTU HA MiACTaBKYy. [l CTBOpPEHHS CKISIHOI TaHeNdl KOIIIEMO
MEHTAaroH Ta 3a JOMOMOIOK IMaHedl peAakropa po3MipiB poOuM HOro

MaKCHUMAaJIbHO IIJTACKHM.

« | o Perspective | % Lin [ Show |
LIMGHTING NEEDS TO BE REBUILT (733 unbuilt abject(s))

Puc. 3.19. Mooenv 2comoesoi simpunu

JIoTpUMyIO4YUCh AaHOTO METOay OYJI0 CTBOPEHO pelTy €JIEMEHTIB
BIPTYaJIbHOTO MY3€I0.

HactynHoro aieto Oyzne CTBOPEHHS pyXOMOT'O aKTopa Ta MOoro B3aeMOJIs 3
eleMeHTaMu My3ero. ba3oBi pyxu akTopa, Takl sSK: pyXd BOepen, Hazald, B
OOKHM Ta CTPUOKH T€HEPYIOThCS MporpamMoro aBToMaTuuHo. CKJIagHi aHIMaIrii
pPyXiB Ta B3a€EMOMIS 3 HABKOJHUIIHIM CEPEIOBHUINEM IPOrPAMYETHCS

BJIACHOPYMY.
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_J Add Controller Yaw Input
< InputAxis Turn

P ——-—» (5

Axis Value @ =~ Target [self |

P

@ val

J Add Controller Pitch Input
& InputAxis LookUp

»-—— » o
Axis Value @ = Target [self]

e 4

@ val

Ui - ' N\

J Jump
< InputAction Jump

P TEaammr_tas D
'S Target [ self]
-

\ _J Stop Jumping
N\ =

Target [self]

Coady Srffirst 100ehsE
Puc.3.20. Blueprint cucmemu pyxy akmopa
OnHuM 3 eJNeMEHTIB B3aeMOli MDK aKTOpOM Ta CepeloBHIIEeM Oyiau
JIBEpl, M0 aBTOMATUYHO BIIKPUBAIOTHCS NMpU HAOIMKEHHI aKTOpa HA MEBHY

BiIICTaHB, aHiMaHiﬂ I AKUX CTBOPIOBAJIACh BJIIACHOPYY.

Puc. 3.21. Inmepdpetic ixna ons cmeopenus animayii
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& OnActorBeginOverlap (TriggerBox2)

" MatineeActor3

# MatineeActor2

Puc. 3.22. Blueprint ons animayii osepeti

[Mpunuun mii 1iei aHimaiii moysirae B TOMY, IO Ha IrpoBOMY piBHI
posmimyerbest TieBHa 006iacth (Trigger BoOX), mepeTHYBIIHM SIKy TpaBellb
HaJCWJIa€ CUCTEM1 CHUTHAJ MpO Te, IO BAAHUM MOMEHT 4Yacy HEOOXITHO
YBIMKHYTH aHIMaIlil0, a KOJIM aKTOp IMepecTae 3HaXOAUTUCHh B 30HI, TOM1
nounHae misty Takuii Blueprint sk OnActorEndOverlap, skwit nae cucremi
3HAK 110 HEOOXITHO 3aITYCTUTH TY K caMy aHIMAIIilo, ajie 3a/I0M HarepeI.

Hactynaum mpukiazoM B3aemonili € TMPUKIAL B3a€EMOJII akTopa Ta
€KCIIOHATIB, B JaHOMY BUIAJKYy — KapTHHOW. [IpuHImn pobGoTtw maHoTO
CKpHUIITAa TOJSTaE B TOMY, IO CTBOPIOETHCA OKpeMa 00JIaCTh IpU MEPETHHI
SAKOT Ha eKpaHi 3'IBISETHCSA BIIHKET 3 BKA3IBKOIO HATHUCHYTH Ha BKa3aHy
KJaBinry, o0 mpociayxaTu iHpopMailiio npo BkasaHui excrioHaT. Komu 11s
KJIaBillla HATUCKAEThCA Y CHEIMialbHIM CTBOpeHid o00jacTi — TO BCe
BiTOYBAa€ThCSI 3a CIEHAPIEM 1 3BYK BIATBOPIOETHCS 0€3 MOMIIIOK, ajie sIK
TUILKM aKTOp TOKHWHE IF0 30HY BIIDKET OJpa3y X 3HUKAE 1 3BYK HE Oyjie

B1JITBOPIOBATHUCS.

Msm.
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_{S EACIOIBeginOA\rmap—(TliggerBox;) \s
p ABa
Overlapped Actor

Other Actor

> OnActorEndOverlap (TriggerBox6)

Overlapped Actor

Other Actor

== EventGraph

‘:’-\f o &

'TPiaFSQund at Location
Exith ——— P
Sound
mazaraki_Cue =

/ @ Location
/

Start Closed E /

f GetActorLocation /

Target [self|  Return Value @
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3.3 EKCITIOPT I'OTOBOI'O ITPOEKTY
[lepmi HDK €KCHOpPTYBaTH CBId MPOEKT, BaM CIIOYAaTKy MOTPiOHO
BCTAaHOBUTHU Mally 3a 3aMOBUYBaHHSM IpH, siKka OyJe 3aBaHTaXyBaTUCA, KOJIU
MOYMHAETHCA Ballla rpa. SIKIIO BU HE BCTAHOBHWIM KapTy 1 BUKOPUCTOBYETE
MOPOKHIM IPOEKT, BU MOOAUUTE JUIIE YOPHUIA €KpaH, KOJIU MOYUHAETHCA Ipa.
1106 BCTaHOBUTH Maly 3a 3aMOBUYYBaHHSIM P, HATUCHITH TOJIOBHE MEHIO

Edit> Project Settings> Maps & Modes:

Project - Maps & Modes

"]] Th ettings are saved in DefaultEngine.ini, which is currently writable.

4 Default Modes

Default GameMode GameModeBase b e 0+

ted GameMode

4 Default Maps

Editer Startup Map inimal_Default

Game Default Map Minimal_Default

4 Local Multiplayer
Use Splitscreen
Two Player Splitscreen Layout
Three Player Splitscreen Layout
signing Gamepad to
4 Game Instance

Game Instance Class

Puc 3.25 Bixno «Kapmu ma Peocumuy
[I[o6 ymakyBaTH MPOEKT Il MEBHOI TIaT(GOpMHU, Yy TOJIOBHOMY MEHIO

pemaktopa HaTUCHITH File> Package Project> [PlatformName]:

Jlucm
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e —— ]
- @ Content Material Fu
L ExampleCor .

Puc 3.26 Bubip nramgpopmu
[Ticms minTBEep/KEHHS LUIBOBOTO KaTajory Oyje iHIIHOBAaHO MOTOYHUN
nporiec, SKAW YIaKkoBye TMPOEKT st BuOpaHoi miargopmu. OCKiTbKH
NaKyBaHHS MOXe 3aiiMaTH 6araTo 4acy, el mpoIiec BAKOHYEThCS Y (POHOBOMY
PEeKHMI, 1 BU MOKETe MPOJOBKYBAaTH BHKOPUCTOBYBATH pelakTop. I[Haukarop
CTaHy BIIOOpaXXaTUMETHCSI B HIDKHBOMY TIPAaBOMY KyTl peaakropa, o0

BKa3aTu Mporpec:

® Package Project for Windows...

Puc 3.27 Inouxamop cmamny
[anukaTop crany TakoX Hajae KHOMKY CkacyBaTH, 100 3yMMHUTU TPOIEC
ymakoBku. Kpim  Toro, mocumanHs  "Ilokasatm  kypHan" — Moxe
BUKOPUCTOBYBATHCS JUIsl BimoOpaxxeHHs iHQopMalii mpo po3MIHpPEeHU
BUXIJHUH XypHaJ, 10 € KOPUCHUM JJisi 3'ICYBaHHSA TOTO, IO MINIIO HE TaK,
SKOM TIPOIEC YIAKOBKY BUHUIIIOB 3 Jaay, a00 /i BUSBICHHS MOTEPEIKEHbD, SKi

MoTIH O BUSBUTH IMOTCHIIIIHI IIOMHJIKH B MMPOTYKTI:

Jlucm

Msm.
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Y OutputLog == Content Browser

TFilters = T Cafegories = [JEEEE

UATHelper:

ss - 0 erro

Puc 3.28 Pozwupenuii suxionuti scypran
3.4 BUCHOBKMH 1O TPETHOI'O PO3ALTY
B Ttpethomy po3aini OyB OnmucaHUN MOBHUN LMK CTBOPEHHSI 00’ €KTIB
BipTyasibHOi peanbHOCTI 3D-my3eto KHTEY, nokpokoBo omucanuii mpoiiec
EKCTIOPTY MPOEKTY Ta 3p00JICHO TOPIBHAHHS IUTFOCIB Ta MIHYCIB OOpaHUX
nmporpaMHux 3aco0iB. byB peamizoBaHui crHoci® KOHTPOJIO TIEPCOHAXKA

BUKOprcTOBYIOun KoHTposiepu HTC Vive.

Jlucm
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BUCHOBKH TA ITPOITO3UIIIT

VY upoMy JIUILUIOMHOMY MpOEKTI Oyna mpoBeleHa poOoTa 3 PpO3pOoOKU
IrOPUTMY Ta CTBOPEHHSI MY3€I10 y BIpTyallbHiil peaJbHOCTI.

B nepmomy po3nuii 6yia onucaHa noTpiOHICTh BIPTYajabHOT pEagbHOCTI B
cydacHii cdepi [T, npoananizoBaHi mporpamHi 3acodbu Ta NoOyIOBaHa
3arajbHa KOHUEHIIIS.

VY npyromy po3auii Oy onrcaHi OCHOBHI €Tary po3poOKu My3elo, Taki siK
MOJICTIOBAaHHS, KOHBEpTaIlis, peromojoris Ta cTBopeHHS UV pO3ropTKH.
Takox Oyn0 BCTaHOBIEHO 3aBAaHHA Ta BUMOTH JUIsi CTBOPEHHS 00 €KTiB
BIPTYaJIbHOI PEAIbHOCTI.

Y TperbomMy po3aiii  OyB ONHCAaHWM TOBHHM MK  CTBOPEHHS
iHTepakTuBHOTO VR-My3eto KHTEY, nokpokoBo onucanuii mpoiec eKCrnopTy
IPOEKTY Ta 3pO0JICHO MOPIBHSIHHS IUIIOCIB Ta MIHYCIB OOpaHUX MPOTrpaMHUX
3aco0iB.

B pamkax nmposeaenoro BKII onpanpoBani Metosu ctBopeHHs: VR-00pa3is

MY3€HHUX €KCIIOHATIB 3 BUKOPUCTAHHSIM:

® (bororpammerpii

® 3D-ckaHyBaHHS

® [IJIIXOM PO3POOKHU Ta peasizailii aIropuTMy CTBOPEHHS TPUBUMIPHOT

MOJICITI 3 BUKOPUCTAHHSIM CYYaCHUX TpadyHUX TIPOrpam.

PesynpTaTi 1anoi poOOTH MOXKYTh OyTH BIIPOBAKEHI IIPU
po3po61ii WEB-caiiTy BipryansHoro myszeto KHTEY.

PesynpraTy 11i€i poboTu mpoiinuiy anpodariiro Ha MiXHApOJHUX HAYKOBO-

npakTHIHIX KOH(pepeHiisx. Pobora Mmae HoMep aep:kaBHOT peecTpaltii

0117U000057.
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TEXHIYHE 3AB/IAHHA

OpHi€l0 3 HAUTOJOBHIMIMX 3aloOpyK BIAMNOBIAHOCTI BHMOIaM Ta

BUCOKOI SIKOCT1 pO3pOOJEHOT0 MPOTPaMHOr0 PpIMIEHHS € TIPaMOTHO

CHOPOEKTOBaHE JO TIOYaTKy pO3POOKH TEXHIUYHE

3aBJaHH.

Otxe,

HEOOXIZIHO PO3KPUTU HEBII €MHI MOJOXKEHHS TEXHIYHOTO 3aBJaHHS [0

po3pobku 06’exTiB Virtual Reality (VR) 3aco6amu Unreal Engine4.

1. 3aranbHa ingopmauis

Ha3zsea npoexmy: KNUTE museum.

IInanosi cmpoxu pozpooku: rpynenb 2020 — Bepecenn 2020.

llpusnauenus npocpamuozo pilleHHA.

npoctopy KHTEYVY.

BIpTyasizalisi My3eHHOTO

Mema cmeopenns npoecpamnoz2o piuieHHs: ONAaHyBaHHS CY4YaCHUX

TeXHOJIOT11 po3poOku VR-101aTKIB Ta 1X 3aKpilJICHHS Ha TPAKTHUIII.

2. OyHKIiOHAJBbHI BUMOTH 10 X0JATKY

Jlo GyHKIIIOHAIBHUX MOMJIMBOCTEH TMOBHHHI BXOJUTU — KEPYBAHHS

MEPCOHAXEM Yepe3 KiaBiaTypy Ta KOHTPOJEpPU BIPTYaJbHOI peasbHOCTI,

B32€EMOJIIS 3 BIPTYaJIbHUM CEPEIOBHIIICM.
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INPOI'PAMA TA METOAUKA TECTYBAHHA

Unreal Engine wictuth BOynoBaHuWi HaOIp I1HCTPYMEHTIB Jis
TECTYBaHHS 1 HaJAroKCHHS Balloro MPOEKTy. Bu MokeTe 3amycTUTH
nporpamy MpsiMo y BIKHI pEJaKTOpa, B pealbHOMY 4aci CIIOCTEpirarouu 3a

TUM, SIK 3MIHIOIOThCS O0'€KTH, SIKI BUHHUKAIOTH MOJIl 1 SIK TPOTIKa€e

BUKOHAHHA 3a1daHUX CLICHAP 1iB.

LogD3D11RHI:  Driver Date: 7-3-2019

LogRHI: Texture pool is 1379 MB (70% of 1970 MB)

LogD3D11RHI: Async texture creation enabled

LogD3D11RHI: GPU Timing Frequency: 1000.000000 (Debug: 2 2)

LogTemp: Display: Module 'AllDesktopTargetPlatform' loaded TargetPlatform
'AllDesktop’

LogTemp: Display: Module ‘MacClientTargetPlatform' loaded TargetPlatform
'MacClient'

LogTemp: Display: Module 'MacNoEditorTargetPlatform' loaded TargetPlatform
'MacNoEditor'

LogTemp: Display: Module 'MacServerTargetPlatform' loaded TargetPlatform
‘MacServer'

LogTemp: Display: Module 'MacTargetPlatform' loaded TargetPlatform ‘Mac'
LogTemp: Display: Module 'WindowsClientTargetPlatform' loaded TargetPlatform
'‘WindowsClient'

LogTemp: Display: Module 'WindowsServerTargetPlatform’ loaded TargetPlatform
'‘WindowsServer'

LogTemp: Display: Module 'WindowsTargetPlatform' loaded TargetPlatform

'Windows'
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JOJIATKHA
JopaTok A

JIicTHHT MPOrpaMHOro KOy AJisl 10AABAHHS CKeJIETHOI CITKH /10
KOHTPOJIEPIB PyXy

USkeletalMeshComponent* AcVRPlayerPawn::CreateHandMesh(UMotionControllerComponent™
a_compParent, FName a_strDisplayName, FName a_nameHandType)

{
USkeletalMeshComponent* refComponentHand = NULL;

//Find the default cube that ships with the engine content

static
ConstructorHelpers::FObjectFinderHandMeshObject(TEXT("SkeletalMesh'/Game/VirtualReality/Mannequi
n/Character/Mesh/MannequinHand_Right.MannequinHand_Right™));

if ("HandMeshObject.Object)

{

UE_LOG(LogTemp, Error, TEXT("Could not load the default cube for hand mesh™));

return NULL,;

¥

/create the mesh component

refComponentHand = CreateDefaultSubobject(a_strDisplayName);
/Iset the mesh to the component

refComponentHand->SetSkeletal Mesh(HandMeshObject.Object,true);

//Set the defaults

refComponentHand->SetAutoActivate(true);
refComponentHand->SetVisibility(true);
refComponentHand->SetHiddenInGame(false);

FQuat gRotation = FQuat::ldentity;

FVector vec3Scale = FVector::OneVector;

if (a_nameHandType == FXRMotionControllerBase::LeftHandSourceld)
{

gRotation = FQuat(FVector(1, 0, 0), FMath::DegreesToRadians(90));
vec3Scale = FVector(1, -1, 1);

/la_refHand->SetVisibility(false);
/la_refHand->SetHiddenInGame(true);

}

else

{
gRotation = FQuat(FVector(1, 0, 0), FMath::DegreesToRadians(270));

}

refComponentHand->SetRelativel ocationAndRotation(FVector::ZeroVector, gRotation);
refComponentHand->SetRelativeScale3D(vec3Scale);
refComponentHand->SetupAttachment(a_compParent);

return refComponentHand,;

}
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