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AsuxkKa Unreal Engine 5
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KnioueBble cnoBa: pasB/ieKaTe/bHbIE CUCTEMbI HA OCHOBE MECTOMOJIOKEHMS, BUPTYasibHas peasbHOCTb, pa3paboTKa urp, LWiem
BMPTYyasIbHOM peasibHOCTH, MPOCTPaHCTBEHHasA KaaMbpoBKa.

DuHaHCHMpoBaHMe: ucc/1edosaHue He UMeJI0 CNOHCOPCKOU NoddepKKu.

Komfmur(m UHMepecos: asmopsl 3aAs8/14t0m 06 omcymcmauu KOHd)/'IUKmG uHmepecos.

AHHOTaUusA

B faHHOM cTaTbe NpeAcTaB/eH NPaKTUHYECKUIM NOAXOA K NPOCTPAHCTBEHHOM Ka/JIMBPOBKE AJ1F MPOEKTOB
pasBJieKaTe/IbHbIX CUCTEM Ha OCHOBE MecTonosioxkeHus (LBE) B BUpTYyanbHoM peanbHocTH (VR) Ha OCHOBE aBTOHOMHOM
rapHuTypbl Meta Quest 3 1 dperimBopka Unreal Engine 5. MpeanoXKeHHbIM METOA ABYXTOYEYHOM HACTPOMKM
BblIpaBHMBAET MECTOMOJIOXKEHUE MIPOKA HA BUPTYA/IbHOM YPOBHE C KOOPAMHATHOM CUCTEMOM hU3MYeCKoM apeHbl LBE.
Mcnonb3yloTcsa NpocTeNLIME reoMeTpUIECKME ONEPALMM M BCTPOEHHbIE METOAbI. B KayecTBe NMpOMEKYTOYHOrO 3Tana
BBOAMTCA CMeLMabHbIM YPOBEHb KaIMGPOBKM, A€ ONepaTop 3amnMcbiBaeT NOJIOKEHWUSA OMOPHBIX TOYEK U XKelaeMoe
CMelLLEeHKe NOBOpPOTa Kamepbl. MapaMeTpbl Ka/IM6POBKM XPaHATCA JIOKA/IbHO HA KaxKAoM rapHUTYpe M aBTOMAaTUYECKM
NepeK/IlYaTCA MeXy KapTaMu. B cTaTbe o6cyxaatotca cneuuduyeckue ans LBE orpaHMyeHmns 6e30nacHOCTH U
MOKa3aHo, YTO pacCMaTpMBAEMbIM KOHBEMEP MOXKET BbiTb MHTErPUPOBAH B Pa3/IMUHbIE UIPOBbIE NMPOEKTHI C
MUWHUMA/IbHOM Meperpy3Koun.

LBE calibration Is easier than you think: a simple approach to setting up player position for
an LBE project using the meta Quest 3 headset and Unreal Engine 5

Afanasiev B.A., Tiasto S.A. Corresponding author: Afanasiev B.A. | afanasiev@gamedev.science

This paper presents a practical approach to spatial calibration for location-based entertainment (LBE) project in
virtual reality (VR) based on the autonomous Meta Quest 3 headset and the Unreal Engine 5 framework. The proposed
two-point setup method aligns player location in virtual level with the coordinate system of physical LBE-arena.
Simplest geometric operations and built-in methods are used. A dedicated calibration level is introduced as interim
stage, where an operator records anchor point positions and desired camera rotation offset. Calibration parameters
are stored locally on each headset and automatically transitioned between maps. The paper discusses LBE-specific
constraints on safety and shows that the considered pipeline can be integrated into different game projects with
minimal overload.
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BeegeHue

B nocneaHue roapl BUpTyasibHas peasbHOCTb
NnpUMeHAEeTCA BCe B 60/IbLIEM KOIMHECTBE Pa3/IMUHbIX
o61acTel: oT NPOM3BOACTBA [0 pa3BieyeHui. LLnpokoe
pacnpocTpaHeHue nonyumn gopmat LBE (ot aHra.
Location-based entertainment) 3a c4yeT BO3MOXHOCTH
CBO6GOJHOr0 NepesBUKEHNA UIPOKOB B PeasibHOM
NPOCTPaHCTBE NPU COXPAHEHWUM BbICOKOIO YPOBHS
MorpyXeHus B BUPTYasibHyl0 cpeay. JlaHHbl BapuaHT
peanu3aumu TpebyeT TOYHOro CoBrnajeHua LubpoBoro m
(r3nYeCcKoro NPoCTPaHCTB B LieAX obecneyeHums,
npexae Bcero, 6e30MacHOCTH, a TaKkke Tpebyemoro
KayecTBa Urposoro onbita [5].

Han6onee nonynspHbIM BbIGOPOM Nepudepun ABnseTca
rapHutypa Meta Quest 3 ¢ aBTOHOMHOM pa6oToi
61aroapa oTCYTCTBMIO NPOBOZOB M BHELIHUX 6a30BbIX
CTaHUMM, KaK, Hanpumep, y HTC Vive Pro. OaHako
cneyeT 3aMeTUTb, YTO LUTATHbIE MEXaHW3Mbl HACTPOMKM
rpaHuL, U ONUMKM KasIMBPOBKM OPUEHTUPOBAHBI Ha
JOMALLUHUIA CLEHAPWI M HE NPeJOCTaB/ISOT BO3MOXKHOCTb
MOCTOSIHHOM NPUBA3KM K KOOPAMHATaM UIPOBOM apeHbl,
0CO6EHHO B CJlyyae CLeHapueB C HECKOJ/IbKMMM
yCcTporcTBamu [2].

Llenb pa6oTbl - pa3paboTka Hanbosiee NpoCToro Noaxosa
K ABYXTOYEYHOM KanMbpoBKe NpocTpaHcTea Ans LBE-apeH
Ha 6a3e rapHMTypbl Meta Quest 3 1 UrpoBoro ABmxKa
Unreal Engine 5. Mpeanaraembiit cnoco6 6asupyertcs Ha
MCMNOJIb30BaHMK MPOCTbIX FTEOMETPUHECKMX BbIYMCIEHUI C
MMWHUMaJIbHBIM KOJIMYECTBOM CJ/IOXKHbBIX MaTEMATUHECKMX
pacyeToB.

MpakTHyeckas 3HaYMMOCTb NOAX0AA 3aK/lo4aeTcs B
CHWXEHMM TPYJ0EMKOCTU NOArOTOBKM MIrpoBbIx LBE-
CECCHM M YMEHbLUEHMMU OWMBOK KaNMBpoBKK 6e3
BMeLLlaTeIbCTBa B HU3KOYPOBHEBbIE OCOGEHHOCTH
HaCTPOEK TPEKMHTA LUIEMOB BUPTYasIbHOM peasibHOCTH.

MocTaHoBKa 3aaa4um

LBE-ceccua nogpasymeBaeT nepemelleHne MrpoKkos no
BMPTYa/IbHOMY NPOCTPAHCTBY 3a CYET MX (DU3MYECKOro
nepeasuvKeHua no Urposoi apeHe. Takon noaxosa
3HAYMTE/IbHO MOBBILIAET YPOBEHD MOrPYHKEHMUSA
No/ib30BaTeNIEN B CUMYJIALMIO, YTO BbIFOAHO OT/IMYAET €ro
OT MEeTOZa Ha OCHOBE [XKOMCTUKOB. /ins obecneyeHus
KOPPEKTHOro B3aMMOZAENCTBUSA C BUPTYasibHbIM
OKpYeHWeM TpebyeTca Hanbosiee TOYHOE COBNajeHUe
No3uLMIM UFPOKOB Ha BMPTYasIbHOM CLiEHE C MX
MOJIOKEHWEM B peasibHOM MPOCTPAHCTBE B Npejenax
ZIONYCTUMOM NOrPELIHOCTH. HapylueHue 3Toro
COOTBETCTBMSA MOBbILLAET PUCK (PU3MYECKMX
CTO/IKHOBEHMI NoJIb30BaTeNEN M YXYALIAET KauecTBO
urposoro onbita [1].
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BaKHO OTMETUTb, YTO FrEOMETPUSA BUPTYaNbHOM CLieHbI
[O/IKHA BbITb CNPOEKTMPOBaHa TaK, YTO6bl B TOYHOCTH
BOCMPOM3BOANTL KOHMUIrypaLmio HU3MYECKOM NIOLLAAKM.
CneayeT UCK/IOYUTb BEPOATHOCTb Yrpo3bl Bpesa
3/J0pPOBbIO MM LIENIOCTHOCTM 060PYZ0BaHUA B pesyibTaTe
HEenocpeACcTBEHHOTO KOHTaKTa.

Aﬂﬂ CbOpMaﬂbHOI'O OnncaHMA 3aja4ym MOXHO BBECTU TPpU
YCNOBHbIX CUCTEMbI KOOPAMHAT:

Sphys - cucTeMa KoopAMHAT hM3MYECKOM NIoLWaAKM
(apeHbl). Havasno KoopaMHaT Bbl6MpaeTcs B 3aaHHOM
OMOpHOM TOYKE, HanpuMep, B Yriy 3asa, 0CM HanpasJ/ieHbl
BJO/Ib CTeH. a1ockocTb XY coBnajaeT C ypoBHEM MoJa.

Scalibration - cuctema KoopamHaT KaIMGpPOBOYHOIO
ypoBHsa B Unreal Engine 5. MNpeacTtaBnseT co6oi MrpoBoM
acceT - KapTy, Ha KOTOPOM (PUKCUPYIOTCA MOJIOKEHMA
OMOPHbIX TOYeK. O6bIYHO HE COAEPKMT HUKAKMX MIPOBbIX
06BEKTOB A1 CHUKEHWA HArpy3K1 Ha onepaTUBHYIO
NamsATb, Ha HEM 3arpy:KatoTcs pas/iMyHble TEXHUYECKUE
BUAXKETbI.

Slevel - cMcTema KOOpAUHAT MrPOBOIO YPOBHA B
Unreal Engine 5. Ha gaHHOM KapTe pa3smellaloTcs UrpoBble
CTEHbl, KOJIOHHbI U Pa3/IMyHble MHTEPAKTMBHbIE OGBEKTbI.
eomeTpMA JaHHOMO YPOBHA [JOJIXHA COBMajaTh C
DU3NYECKMMM CTEHAMU U KOJIOHHAMM B PeanibHOCTH.

TakvMm 06pa3om, 3asiava KaM6poBKM CBOAMUTCA K
npeo6pa3oBaHMI0 CUCTEMbI KOOPAMHAT Urpbl AN
COrlacoBaHMs C CUCTEMOM KOOpAMHAT M3MYeCcKoro
npocTpaHcTBa. MpeanonaraeTcs, YTo UrPoOKu
nepeABMraloTCs Mo noCKoM NOBEPXHOCTH, YTO
noZpasymMeBaeT HAaCTPOMKY NMOBOPOTA Kamepbl, CABMUI MO
0CAM M NMPU HEOBXOANUMOCTU MacluTabrpoBaHue [3].

Cneumduka LBE-cueHapueB Hak/1aAblBaeT CyLIECTBEHHbIE
OrpaHMYeH1a Ha AM3alH MrpoBoro npouecca no
CPaBHEHMIO C AoMalLHKMM VR-CLieHapuem ¢
MCMo/Ib30BaHMEM KOHTPOJIZIEPOB MK KeCToB. B ycnosuax
o6Lielt hU3MYECKOM apeHbl, Koraa lau nepeasmraoTcs
CaMOoCTOATE/IbHO, HEAOMYCTUMbI PE3KME TeIenopThbl,
arpeccmBHble YCKOPEHMA U AOMNOJIHATEIbHbIE CMELLIEHMSA
Kamepsbl, MOCKOJIbKY 3TO MOXET MPMBECTM K notepe
OpMEHTaLUMK B NPOCTPAHCTBE, HENpeaHaMepeHHbIM
CTO/IKHOBEHUAM U AUCKOMPOPTY.

B pesysibTate uesbii pag reMMnaenHbIX MeXaHumK,
NPUBbIYHBIX A1 KOMHATHOM MM CTaLMOHApHOM
BUPTYa/IbHOM PeasibHOCTU CTAHOBUTCS KaTeropuyecku
HenpuMeHUM B ycioBumsax LBE. MpoeKTupoBaHue ypoBHeH
M UrPOBbIX BO3MOXKHOCTEN AO0J/IXKHO UCXOAUTH M3
hU3MYECKU peannsyembix TPAEKTOPUI ABUKEHMS UIPOKOB
C OrpaHMYEHUAMM MO CKOPOCTU M CTPOTUX TPEGOBAHWM K
6e3onacHocTH [4].



MeTopa ABYXTOYEUYHOM Ka/IMGPOBKU

MpeanaraembiXt METOZ Ka/IMGPOBKM OCHOBBLIBAETCSA HA
MCMO/Ib30BaHMM ZABYX OMOPHbIX TOYEK, PACNON0KEHHbIX
Ha (U3MYEeCKoM NaowaaKe, ANA KOTOPbIX M3BECTHbI
KOOpAMHaTbl Kak B peasibHOM MPOCTPaHCTBE, TaK M B
BMPTyasibHOM cueHe. OTMETMM, YTO 3TO NpeanonaraeT
npoBezeHue HeMoCpeACTBEHHbIX M3MEPEHUIM apeHbl U
COrlacoBaHME pa3MeLLEeHNA BCEX HEOBXOAMMbIX
MapKepoB 1 06beKTOB. [Na onMcaHua MeToaa
HE06X0AMMO M AOCTaTOYHO Habopa 3/1EMEHTapHbIX
reoMeTpUYeCcKMUX onepauui M cTaHZapTHbIX
maTtemaTtuydeckmx Hog Unreal Engine 5, Takmx Kak
FindLookAtRotation(), ResetOrientationAndPosition(),
GetDistanceTo() 1 npoumx.

B cucteme koopauHart Slevel 3apaHee BbibMpatoTca ase
ornopHble ToukM D 1 E, nexalime Ha ogHOM IMHKMM. ITH
TOYKM NPeACTaBAATCA B BUAE NPOCTbIX Actors Ha
YPOBHE, MX MOJIOXKEHUE U3BECTHO M (DMKCUPOBAHO. 3aTeM
onepaTop B X04e Ka/IMOGPOBKM AO/IKEH Noc/iejoBaTe/IbHO
NMOMECTUTb KOHTPOJIJIEP B COOTBETCTBYIOLLME TOYKM Ha
busnyeckor nnowagxke B cucteme Sphys, 4To6bl cUcTEMa
Mor/ia 3apermcTpupoBaTb TOUKM A 1 B cOOTBETCTBEHHO.
KoopamHaTbl yNOMAHYTbIX TOYEK COXPaHAITCA B CUCTEME
KoopZamHaT Scalibration npoMexyTo4yHOro ypoBHs,
KOTOpbIM 3arpy:KaeTcs nepes npoueccom hrKCMpoBaHms
MapKepoB.

PaccTosHMe Mexay ABYyMSA OMNOPHbIMM TOYKaMM Ha CLieHe
MOYHO BbIYMC/IUTb C MOMOLLbIO CTAHAAPTHbIX CPEACTB
ABMKKa. CMCTEeMa BM3yasIbHOrO NPOrpaMMMPOBaHUs
Blueprints npegoctaBnset dyHkumio GetWorldLocation()
ANa onpejeneHus MMpPOBOro NosnoxeHua. OTHowweHue
PACCTOAHMI MEXKAY TOUKaMM NPU HEOBXOAMMOCTU
MCMONb3yeTCA Kak Ko3PULMEHT MacLLTabMPOBaHus,
NO3BO/IAIOLLMI KOMNEHCUPOBATb BO3MOXKHbIE Pa3/IMums
pasmepoB. Takke He06X0AMMO 3aNOMHWUTb KOOPAMHATI
NOJIOKEHWUSA Kamepbl MrpoKa (Touka C) Ans JasbHenLwmx
BbIYUC/IEHUMA.

Ha puc. 2.1 npeactaBneHo nosyYyeHUe KoopamHat
OMOPHOM TOYKM.

8 Save First Point

¥ Get Right Controller

F Get Motion Controller

arg

Target Return Value Target Return Value

HanpassieHne oTpesKka, NOCTPOEHHOMO MO OMOPHbIM
TOYKaM, 331aeT OPMEHTUP A9 BbIpaBHUBAHMSA
BMPTYasIbHOM CLiEHbI OTHOCMTE/IbHO (DM3MYECKON. 34echb
Ba)KHO OTMETUTb, YTO HE CYLLECTBYET MOHATUSA «MOBOPOT
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YPOBHSI», MOCKOJIbKY KapTa He MMEET KakoM-n6o
TpaHcdopmauumn. NMoBopoTy NOANEKMUT Kamepa UrpoKa u
npoyMe 31eMeHTbI B Mepapxmm o6beKTa Knacca Pawn nam
Character, KOTOpbI UMEET onpeseNieHHoe MOoJIoKEHUE B
BMPTyasibHOM NpocTpaHcTBe. Ha AgaHHOM 3Tane cneayet
HaMTH KOMMNOHEHT Z (Yaw) CTpYKTypbl Rotator mexay
OMOPHbIMM TOYKaMM C MOMOLLbI0 MeToAa
FindLookAtRotation(), 4To NpUroaMTCa B HaCTpoiKe
Rotation Ha MrpoBoM ypoBHe.

Ha puc. 2.2 npepcTaBieH pacyeT Hanpas/eHUA
BbIPaBHMBaHMA.
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¥ Set Prev Level HMDRotation

evel HMDRotation

"F Find Look at Rotation (= Break Rotat = Make Rotator

Retum Value @

Retun Valve @ @ Rotation X (Roi) [03]

MNepeHoc Kal'll'ispOBOHHbIX AaHHbIX

Ansa pazpenenns KanM6pPOBOYHOM JIOFMKU U UIPOBOTO
KOHTEHTA MCMOJ/Ib3yeTCs OTAE/IbHbIM MPOMEKYTOUHbIN
ypOBeHb, NpeAHa3HaYeHHbIM UCKIIOYUTENBHO AN1A
npoueaypbl KannMbpoBku. Mpu 3anycke NpuIoKeHUs
orneparop A0JIKEH UMETb BO3MOXKHOCTb NEPENTH Ha
JaHHyto KapTy, rae JO/KHbl 6bITb pa3MeLLEHbI
MHTepdeNCHbIe NOACKA3KM W JIorMKa paboTbl C
KOHTpoaiepamu. Hanpumep, ana yao6cTea npu
UKCMPOBaHMK NONOKEHWUA OMOPHbBIX TOYEK MOXKHO
C03aBaTb CTaTUYECKUE MELLKM «BelleK» B BUPTYa/lbHOM
NpPOCTPaHCTBE A/1A BU3Ya/lbHOro OTK/IMKA.

CnepyeT NoHMMaTb, YTO JjaHHble, 3arpyeHHble B
onepaTMBHYI0 NaMATb Ha OHOM YPOBHE, He 6yayT
ABTOMATMYECKM NepeaaBaTthcs Ha ceayowmii. O6bIYHO B
TaKMX cnyyasx ucnosblyetca Gamelnstance - CUHIITOH,
KOTOpbIM CO3JaeTCA NMPU 3anycKe NPUIOKEHNS U He
yZanaetca Mexay Kaptamu, JOCTyNeH C NOMOLLbIO
dyHKumu GetGamelnstance(). OaHako cneayeT o6paTuTb
BHMMaHWE, YTO NpW Nepe3arpyske BUPTYaslbHOM rapHUTYPbI

»

@ Cross 1Location

F Get World Location

Target Return Value @

BCA AMHamMyecKaa nHdopmauua byaeTt ctepTa, B TOM
yucne u aaHHble B Gamelnstance. Mo 3Toi NpuunHe
Haunbosiee NpoCTbIM U YAOGHLIM CNOCOBOM XpaHEHUA U
nepegaym KamMbpoBOYHbIX AaHHbIX 6yAeT BCTPOEHHasA B
Unreal Engine cuctema SaveGame.




Ha KaKA0M Wieme 6yaeT XpaHUTbCS JIoKasibHas
KOHUrypaums, HaCTPOEHHAA UMEHHO A/l KOHKPETHOro
wnema. JTo npeanonaraeT npoBeAeHUe oTAe/bHbIX
npoueayp KafnMbpoBKM A8 PasHbIX FapHUTYp, YTO
3HAUMTE/IbHO YBE/IMUMBAET KOJIMYECTBO 3aTPa4MBAEMOro
Ha MoAroTOBKY N/IOWAAKM BPEMEHU. 1A YCKOpeHUs
NpoLEecca MOXHO 3arpyKaTb HACTPOMKM Ha eAMHbIN
cepBep, K KOTOPOMY MOAK/OUEHbI BCE LLUIEMDI,
nockobKy LBE npeanosaraet CMHXPOHM3aLMIO AaHHbIX
MeXAay YCTPOMCTBaMM B JIOKA/IbHOM CETU, OAHAKO AaHHbIM
MeToz 6os1ee TPYAOEMOK B peasim3aLmu.

MpuMeHeHue TpaHdOpMaLMi

Ha ocHoBe KoopauHaT, Nosly4YeHHbIX BO Bpema 3Tana
(MKCMPOBaHMA OMOPHbIX TOYEK, BbIYMCAAETCA LiesieBoe
nonoxeHue o6bekTa Character Urpoka u Tpebyembii
KOPPEKTUPYIOLLMIM MOBOPOT BOKPYr ock Z (Yaw). HauHem c
KOPPEKTUPOBKM MOJIOXKEHUA nepcoHaxa. O6paTtMm
BHMMaHMeE, YTO Ha UFPOBOM YPOBHE B CUCTEME
KoopZAmHaTbl Scalibration foKHbI 6bITb pacnoNoXKeHbI
YPOBHEBbIE TOYKM Ha TAaKOM € pacCTOAHMMU U
HanpaB/iEHUM, Ha KaKOM 6blain 3aPUKCMPOBaHbI ONOPHbIE
TOYKM B CUCTEME KOOpAMHATbI Sgame.

MUcnonb3lyem cnegyiolipe 0603HaYEHUA:
Point A - KoopauHaTbl NepBOM OMOPHOM TOYKM.
Point B - KoopAuHaTbl BTOPOM OMOPHOM TOYKM.
Point C - nonoxeHne Kamepbl Urpoka.
Point D - KoopaMHaTbI NepBOM YPOBHEBOM TOYKM.
Point E - KoopAMHaTbl BTOPOM YPOBHEBOM TOUKM.
Point C’ - KoOpAMHATbI LENEeBOM TOUYKM.

Ha puc. 4.1 npeacTtaBnieHa cxema KaJIMGpOBKK.

C' - ueneBas TouKa

C - kamepa urpoka Ha
NPOMEKYTOMHOM YPOBHE

A- nepsas onopHas To4ka B- BTOpasi OrnopHas To4ka

Puc. 4.1 npeactaBneHa cxema KaJiMO6pOBKHM.

J/IMHY BEKTOpa MOXHO HaWTK Mo caegytolei dopmyne (B
Blueprints - ¢dyHKuma VectorLength()):

d= \/(Xz —x1)2+ (r2— )2 ey

/ © A-ddpinO
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CkanspHoe npousBegeHue BekTopos (B Blueprints -
dyHKumMA Dot()):

d*E=|d|*|E|*cosa ()
C_l*l_) = ax*bx-l'ay*by (3)

®opMyna NpoeKLmu BEKTOPa Ha BEKTOp:

“

S

*

5]

Q|

llpsa =

OnpezennTb, C KaKoM CTOPOHbI OT OTPE3Ka HaxoaMUTCA
TOYKA, MOXHO C NOMOLLbIO BEKTOPHOrO NPOM3BEAEHUA
BeKTOpoB (B Blueprints - dyHKuma Cross()):

|a xB| =lal |b|  sin6 ©)
i J k (6)
axb=|a, a, a
by by b,

AC - 0Tpe30oK MexAay NepBoi OMopHOM TOYKOM M TOUKOM
Kamepbl, AB - 0TPe30K MeXay OMOpHbIMM TOUKaMM.
MpoeKkuma BekTopa AC Ha AB NO3BOSUT BbIYUCINUTD
paccTosiHMe, Ha KOTOPOEe HEO6XOAMMO CABMHYTb LIE/IEBYIO
TOYKY OT MEPBOM OMOPHOM TOUKM.

Ha puc. 4.2 npefcTaBfieH pacyeT AJIMHbI NPOEKLMM
BeKTopa AC Ha AB.

LTHANI ORIV

Point B @ r—
oint IEN ° °

Y ————— 0] A-dd i
Point A @ —/ all

e —E
Point C @ = ,O

il ©  Addpin ® Add pin ®

Point A @

PointB @ —— @ f Vector Length

oA Return Value

Puc. 4.1. PacuyeT A/IMHbI NpoeKUMMU

Cam caBur Heo6xoAMMO NPOU3BOAUTL C YYETOM
HanpaB/IEHUA OTPE3Ka MEX /Y ONOPHbIMM TOYKaMM. 34ecCb
Ham NomoxeT 3HayveHne dyHKumKn GetUnitDirection(),
YMHO}XEHHOE Ha AJIMHY MPOEKLMM.

Ha puc. 4.3 npeacTaBNeH CABUT LENEBOM TOUKM C yHETOM
nepBoi OMOPHOM TOUKM.



Point D @ =

>€ TWE
Point D @ J L€ ion (Vector)

Return Value @ S0

Point E @

Add pin ®

Puc. 4.3. CABUI LLesIeBOM TOYKM C yHETOM NepBoM
OMOPHOM TOYKH

Tenepb cneayet onycTUTb NEPNEHAMKYNAP OT TOUYKM
Kamepbl C K OTpe3Ky Mexay OnopHbIMM ToOYKamn AB.
Hakgem ero anmnHy no ynomsHyTomn paHee cdopmyre.
dyHKUMa Power() - Bo3BeageHWe B cTeneHb, Sqrt() -
M3B/IeYEeHUE KBAAPATHOrO KOPHS.

Ha puc. 4.4 npeacTaBnieH pacyeT A/IMHbI
nepneHAauKynapa K otpesky AB.

VHEEpTIEHRVKY/IAPA

Puc. 4.4. PacyeT anunHbI NnepneHamnKyNapa K oTpesKy
AB

BakHbIM MOMEHTOM fIB/ISIETCA YYET TOr0, C KAKOM
CTOPOHbI OT OTpe3Ka BCTaeT onepaTtop B npouecce
KanmopoBkK. OT 3TOro 3aBUCMT HanpaB/ieHMe CABUra
LiesIeBoM TOYKM OT oTpe3Kka AB. Blueprints npegocrasnset
dyHKumm Cross() 1 Select() Ana pacyeta BEKTOPHOro
npousBeAeHus M BbiGopa NOTOKA AaHHbIX Mo 6yeBOM
nepemMeHHoM COOTBETCTBEHHO. /19 MHBEPTUPOBAHMSA
BEKTOpa MOXHO ucnosb3oBaTb Metos NegateVector().

Takvm 06pasom:

- BekTOopHOe npouseegeHue > 0 - ToYKa HaxoauTCA
c/esa.

- BekTOopHOe npouseegeHue < 0 - ToYKa HaxoauTcA
cnpasa.

- BekTopHOe npouseegeHue = 0 - ToYKa HaXoAUTCA Ha
CaMoM OTpesKe.

MUK oren

BbINYCK 1
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Ha puc. 4.5 npeacTaBneH pacyeT HanpaB/eHus casura
LleNIeBoM TOYKM MO NePNEHAUKYNAPY

TaKku1M 06pasoM, KloUEBbIM (haKTOPOM ycrnexa ABseTcs
He TO/IbKO Ha/Mume AaHHbIX, HO U CMOCOBHOCTH MX
aAeKBaTHOro aHaM3a U MHTErpaLyu B MPOLECC NPUHATHA
peLueHui.

Puc. 4.5. PacueT HanpaBneHUs CABUra LesieBoM TOUYKU
no nepneHaMKynapy

Jlanee Heo6X0AMMO HaNTU (DMHAJIbHBIE KOOPAWMHATDI
LleN1eBOM TOYKM C YYETOM BbIYMC/IEHHBIX paHee CABMIOB.

Ha puc. 4.6 npeacTaBneH pacyeT KoopAmHaT Lenesom
TOYKM.



[ Npoexuws Ha oTpesok Ha kapre LBE |

oTpeaka Ha KapTe LBE

Puc. 4.6. PacueT KoopaMHaT LeNeBOM TOYKH

HakoHeL, ocTaeTca CKOppPeKTMPOBaTb NOBOPOT Kamepbl
Urpoka. HanpasnieHune BbipaBHMBaHWA KaMepbl YKe 6bl10
PacCYMTaHO paHee 1 COXPaHEHO B MPOMEKYTOUHbIM
oydep. C nomowpto dyHkumm GetOrientationAndPosition()
noJsly4aem Tekylumi Rotator ycTpoMcTBa M Haxoaum
pasHuLYy MeXay HUM 1 3abMKCMPOBaHHbIM paHee
3HayeHneM. MeTtoa ResetOrientationAndPosition()
No3BOJIAET BbINOJIHUTL COPOC BUAA U 334aTb HOBYH TOUKY
oTcyeTa NOBOPOTA A/ KAMePbl UrPoKa.

Ha puc. 4.7 npeactaBneHo BblpaBHUBaHWE NMOBOPOTa
Kamepbl OTHOCUTEIbHO YPOBHS.

F Get Orientation and Position

Device Rotation @ = N

Device Position O»

JF Get Prev Level HMDRotation

Target Return Value @

Puc. 4.7. BoipaBHMBaHWE NOBOPOTa KaMepbl
OTHOCUTE/IbHO YPOBHA

Tenepb cneayeT NoaTBEPANTL KOPPEKTHOCTb
BbIMOIHEHHbIX BbIYMCIEHUIA M MPOBEPUTHL COOTBETCTBUE
BUPTYaJIbHbIX CTEH M 06BEKTOB (hu3nyeckmnm. Ecam
CJlyYaiHbIX CTOJIKHOBEHMI HE MPOM30LLI0, TO NPoLecc
Ka/IM6POBKM MOXKHO CUYMTaTb 3aBepLUeHHbIM. O6paTm
BHMMaHKeE, YTO HaCTPOMKa POCTa M MOJOKEHNUA
KOHTPOJI/IEPOB B aHHOM paboTe He 3aTparvBaloTcs.

3aKnouyeHune
B naHHOM paboTe paccmaTtpuBaeTca Haubosiee NpocTom

MUK oren
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noaxoz4 K Kannéposke VR-ycTponcTs gns LBE-cueHapres
Ha 6a3e Unreal Engine 5. MpeanoxkeHHbIM MeToA
[BYXTOYEYHOM Ka/IMGPOBKM ONUPAETCS Ha CTaHAapPTHbIM
MHCTPYMEHTapMi ABUKKA M COOTBETCTBYOLWMX XR-
NiarMHOB C MMHUMa/IbHbIM MPUMEHEHUEM CJIOXKHbIX
reoMeTPUHECKMX BbIYMCNIEHUI U POpMYST, YTO
3HauMTE/IbHO YNpOLUaeT M YCKOPSAET NpoLecc BHeAPEHUA B
npoekt. CpopmrpoBaHa hopMasibHas NOCTaHOBKA 3a4ayuu
corsacoBaHma cucTeM KoopamHat Sphys, Scalibration m
Sgame. 060cHOBaHbI TPE6GOBAHWUA U NEPEYNUCIEHDI
OrpaHUyeHUs FrelMMNIENHbIX MEXaHMK C YYETOM
0ocobeHHOCTEeN UrpoBOro npolecca B ycnosuax LBE.
PeannsoBaHa cucTema NosyyeHUsa U XpaHeHUsA KoopAMHAT
OMOPHBbIX TOYEK A/1 KOPPEKTHOM Nepezayn AaHHbIX
MeXay YPOBHAMM. BblumMcieHbl U NpUMEHEHDI
HeobxoaMMble TpaHCchopMaumm Ansa obecneyeHus
COOTBETCTBMSA MOJIOKEHNA UFPOKa B BUPTYa/IbHOM
NpOCTpaHCTBE DU3NYECKOMY.

MpeacTaBieHHan METOAMKA MOXKET MCMOJIb30BaTbCA AJIA
NnocTpoeHns 6osiee CNOXHBIX CUCTEM KaIMBPOBKH,
BKJ/IOYAKOLLMX YHeT NorpeLHocTel B npolecce
pUKCMPOBaHMA KOOPAMHAT MapKepoB, 60/iee TOYHYI0
HaCTPOMKY NMOBOPOTa Kamepbl U CUHXPOHM3ALMIO eAMHOM
KOHMUrypaLmn Mexay HECKOIbKMMM YCTPOMCTBaMM B
npezenax JIoKasbHOM CEeTH.
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