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BBEAEHUE




CraHoBJIeHMe BUPTyaabHOU peasbHOCTH (VR) MPOUCXOAUT HA HAUIMX IJla3axX, MMEHHO ceifyac 3apoxzaeTcs
OI'POMHBIY CIIPOC Ha HOBBIH M 3aXBaTHIBAIONINI OIBIT B VR. B KadecTBe OCHOBBI PACTYILero MHOTOMUIIAAPAHOTO
pbIHKa VR CTAaBUT BOCXUTHUTENBHO CJIOXKHbIE 33/]a4M IIepe pa3paboTIMKaMU KOMITBIOTEPHBIX UT'P, IPUYEM OHO-
BPEMEHHO C IOTPyKeHHeM MHOTUX PaHee He 3aTPOHYTHIX OTpacyel B MUP KOMITbIOTEPHOM IpadUKU B peabHOM
BpeMEHHU.

Co3zaHre apKaJHOU UTPHI B KJIACCUYECKOM CTHUJIE, BU3YyaIU3alysl N3bICKAHHOW BUJIIBI HA TPABSHUCTHIX XOJIMaX
TockaHBl — He3aBUCHUMO OT TUMA UTPhl VR obecriednBaeT GecrpelieIeHTHEIN YPOBEHb MOTPYKEHUS B TIOOYI0
IpUMIAHYBIIYIOC BaM cdepy. OfHAKO 3TO MOTPYKeHHe BhI3bIBAET MHOXKECTBO pobeM. [Ipu paspaboTke mof,
VR, XOTUTe TOTO UJIU HET, BbI IIUIIeTe CBOU IIpaBuJa.

B 3Toif KHHMIe pacCMOTpeHbl ObIIMe MapafurMbl YeJOBEKO-MAIUIMHHOTO B3aMMOJEUCTBUSA, TIOSBUBLINXCA 3a
TocJIeIHMe HECKOJIBKO JIET, U JIYUIlne TPAKTUKY B 3TOi 061acTu. Bce coobiecTBo VR — OT KPyIHEHIIUX UTPO-
KOB /I0 pa3paboTUMKOB-0ANHOYEK — C MOTpAcaIoNleldl CKOPOCThI0 BHOCUT CBOH BKJIAaZ B CBOZ 3HaHUH VR. DTa
KHUTa He TOJIbKO IIPOIEMOHCTPHPYET, KaK pealrn30BaTh 3TH apafurMel cpeacrsamu Unreal Engine, HO ¥ TOMO-
JKET BbIOpATh PelleH s, TOAX0AAIIe UMEHHO BallleMy IIPOEKTY.

B OCHOBe KHHTHU PELENTOB JIEXKUT MPaKTUYECKUH TTOAX0/ K U3ydeHuto ocobeHHocTel VR-paspaborku. Kax-
[BIH «pelenT» Mpe/CcTaBiseT cob0i BapuaHT COOPKU JOCTATOYHO OOIIEl CUCTEMBI, TOAXOAALIEN I Pa3HOO-
6pasHbix VR-urp. HezaBucuMo oT TOro, pa3pabaTeiBaeTe Bbl UT'PY-CTPEJISIKY OT IEPBOTO JIUI[A UIA CUMYJIATOP
[JIs OTZBIXA, COZlepKaHue KaK[IOTO MpUMepa A0CTATOYHO abCTPAaKTHO JJs UCIIONb30BaHUSA B UTPeE 0600
JKaHpa, HO JIOTMOJHUTENBHO Tpe/jaraeT KOHKPETHbIE pellleHUs], XOpOoIIo paboTaolue AJs OmpeeaeHHbIX
THUIIOB UTP.

Komy 6yaeTt none3Ha 3Ta KHura?

JTa KHUTA IpejHAa3HAUEHA AJIs TI0JEH, KOTOPHIE y2Ke 3HAKOMBI ¢ HaBuranuei B Unreal Engine 4 (UE4) u Blueprints.
Eci y Bac MaJio omeiTa, 03HAaKOMBTECH C IOKyMeHTaluei o Unreal Engine nepe/ 4TeHreM 3TOW KHUTH B UHTEP-
HeTe 110 azgpecy: http://docs.unrealengine.com.

TeM He MeHee # 00BACHAIO OOIBIIMHCTBO BeleH, KOTza AeJIo KacaeTcs HeloCPeACTBEHHO KOAUPOBAHUA, a 60JIb-
mas 4acTb MaTeMaTHKHM PacKpPHIBAETCA B MPUIOKEHUAX M TOKPHIBAETCA OCHOBHBIM COZEp)KaHMEM KHUTH,
HI09TOMY Cepbe3HbIX HABBIKOB Pa3pabOTKH IPOrPaMMHOrO0 KOZla OT YUTaTess He TpebyeTcs.

KaK opraHM3oBaHa KHuUra

KHura coCTOUT U3 TPEX YacTeu.

1. Yacts 1 «Havaso paboThl»: B IaBax 1-3 cOAep:KUTCA BBeJeHUE B HEKOTOPBIE TEPMUHBI, HCIOIb3Y-
eMble B 3TOM KHUTe U B oTpacau VR. B 3Toli 4acTu Takske cofepxKarcsa UHCTPYKILIUY 110 CO3aHUIO
IIPOCTHIX IIPOEKTOB A/ pa3IuyuHbIX VR-IIEMOB.

2. Yactp 2 «PenenTsl»: TIaBel 4-10 COZEPXKAT OCHOBHBIE «PELIEIIThI» KHUT'U. JTa yacTb OXBaThIBAET BCE:
oT BBaHMoﬂeﬁCTBHH C KOHTPOJIJIEPOM [0 CXEM ABUXKECHUA B VR.

3. YacTtb 3 «[IpujioxKeHus»: 3TO BCloMorareabHas nHpopmanus o peiaktope VR u pecypcax, KOTOpbIe
oMOTyT BaM B VR-pa3paboTke.



BBEJEHWE

11

YcnoBHble 0603Ha4YeHUS, ncnoJibdyembie B 3TOWU KHUTe

B 3T0#1 KHUTE UCIOIB3YIOTCS CIEAYIONIME COTIAIIEHHUS IPU OQOPMIIEHUH TEKCTA:
*  MOHOWMPMHHEM IIPUGTOM HabpaHbI 6JI0KU IPOrPaMMHOr0 KOZa;

¢ KYPCUBHbIM HauepmaHuem BBIICJICHBI KJIIOYEBbIE CJI0BA U (bpasm.

3ameTKa

O3HauaeT TIOACKa3KYy, IPpEAJIOXKEHNE NN 06Iuee IIpuMeYaHue.

COZ[BP)KI/IT BCIIOMOT'aTEJIbHYIO HH(bOpMaHI/II'O K OCHOBHOMY TEKCTY, TaKyl KakK 06bACHEHVIE HCIIONIb3Y-
€MBIX MaTeEMaTUYE€CKUX IIPUHITUIIOB UJIN pa60T, CBA3aHHBIX C OCHOBHBIM COZEPXaHUEM.

MpepynpexaeHue

00603HaYaeT IpeAyIpesKIeHIE WK IPEJOCTEPEKEHHE.

Nouyemy Blueprints?

Korza Bel nporpammupyerte B UE4, ecTb Ba criocoba peaan3aliiy IOTMKY UI'PBL: A3BIK BH3yaIbHOTO IPOTrPaMMU-
poBaHus Blueprints 1 CTaBIINH TPaAUIMOHHBIM A3bIK IPOrpaMMUpoBaHusd C++.

[lo cpaBuenuto ¢ Blueprints, C++ MOXeT GBITh CJIOXKHEE, TOCKOIBKY M3y dYeHIEe CHHTAKCHCA MOKET 3aHATH HEKO-
TOpOe BpeMsI; OZIHAKO OH IIpeJJaraeT pa3IuYHblE BADUAHTHI B UCMOIb30BAHUU CKPHITEIX BO3MOXKHOCTEH fA/pa.
Cnaboe BnazieHue C++ He co3zacT npobiieM pu paboTe ¢ 3TOH KHUTOH, TOTOMY YTO 60JIbIIasg YacTh MaTepyaia
Ipe/cTaBieHa Ha YPOBHE, YTOObI BO3MOXKXHOCTH Blueprints m03BOAIN €0 OCBOUTb.

Vcnonb3oBanue Blueprints Tak:xe oberdaer coco6bs! MUTpaIUy Bamiel paboTh U3 OAHOTO IPOEKTA B IPYTOH, 4TO
TI03BOJIMT BaM B3ATh JIIOOYI0 pabOTYy, MPOZAENaHHYIO TI0 3TON KHUTE, U JIETKO TPUMEHUTD €€ B BalllMX TPOEKTAaX.

JononHuTenbHble MaTepuanbl

ITo agpecy https://eksmo.ru/files/ue4_vr_projects.zip MOXHO CKauaTb apXxuB ¢ paiiaMu ¢ MCXOAHBIM KOZOM
JJIS1 KQXKIOW 9acTH. DTO MO3BOMUT OBICTPO IIPOBEPUTE PAOOTOCIIOCOOHOCTD PELeNITOB, IPUBeIeHHbIX B KHUTE.

06 aBTOpE

Muta Makkedpy — He3aBUCHMBIN pPa3pabOTUMK UTP U CO3JaTesb MHOTUX OOI[eCTBEHHBIX PECYPCOB A pas-
pPabOTYMKOB BUPTYaIbHOM peanbHoCTH Ha Unreal Engine. OH 06y4aeT Ty4IIUM IpaKTUKaM pa3pabOTKU UTp Ha
cBoeM YouTube-kanaie Micth’s VR Lab, Tie ;e MOHCTPUPYIOTCS IPUMEPEI, TIPeJIOKEHHBIE YWieHaMH CO001IecTBa
VR-paspaboTuukoB. Afipec ero caiita https://mitchellmccaffrey.com.
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HAYAJ10 PABOThI






rMABA 1

TEPMUHONIOIUA N NYHLUUE
NMPAKTUKNH

Mup pa3paboTku BUpTyanbHO# peanbHocTH (VR) MOXeET OKa-
3aThCA CI0KHBIM U3-3a pa3H006pa3us ZOCTYIHOTO Ha PhIHKeE 060-
PYZOBaHMA U MPOrpaMMHOro obecreyeHus1. Kpome Toro, mocKoabKy
VR — HOBag cpejja, MHOT'He IPUHITUIBI, IPUHATHIE Pa3paboTyu-

KaMU UTp, HeIPUMEHUMBbI ¥ MOTYT He paboTaTh B Mupe VR-Urp.

Ecyii1 BBI He YBepeHBI, YTO MOHUMaeTe pa3Huny mexay Oculus VR,
OSRV u OpenVR, niu MpoOCTO HLeTe 00L[He PEKOMEHAALUHU O TOM,

KaK Ha4aThb paGOTaTb ¢ VR, sTa riiaBa AJjid Bac.



1.1. TepmuHonorus

dkocucreMa VR HeNpepeIBHO YCIOXKHAETCA M pa3BUBaeTcsa Oarogaps OOUIHIO TEXHOJOIHM, IPOrpaMMHOIO
Y anmapaTHoro obecrnedeHus. YToOsl yOeJUTHCS, YTO MBI BEDHO IOHUMAEM JPYT ApyTa, PACCMOTPHUM KIFOUEBbIE
YaCcTH 3TOU HKOCHUCTEMBI, KOTOPHIE A0KEH 3HATh KaXAblii VR-pazpaboTuuk, ucnonabsytomuit Unreal Engine 4
(UE4). Eciiu BbI 3HAaKOMBI C TEKYIIUM COCTOSIHUEM OTPACIX BUPTYaJIbHOW PeasbHOCTH U UCIIONb3yEeMBIMU TEXHO-
JIOTUAMU, MOXKETe NIPOIYCTUTD ITY I71aBY.

1.1.1. YctpoucrtBa

J1st pabOTHI ¢ BUPTYaNbHOM PeasbHOCTBIO BaM MOTPeOYIOTCS wWiem supmyansHoll peansHocmu [Head Mounted
Display — HMD] u koutposniep. Unreal Engine Ha ypoBHe KOPOOOYHOTO PeIIeHUS MOAAEPKUBAET OOMBITIHCTBO
13 TIpeJCTaBIEHHBIX Ha PHIHKE PelIeHUi, YTO U30aBasfeT pa3paboTIMKOB OT HEOOXOAUMOCTH OZHO3HAYHOTO
BEIOOpa KOHKpeTHOro VR-IleMa Ha MepBHIX dTanax mpoekrta. Kpome Toro, B UE4 Ast VR peanu3oBaH BHICOKUI
yPOBeHb abCTPaKITNH, YTO TI03BOJISIET JIETKO CIIPaBUTHCS CO CMEHOMU YCTPOMCTBA, /AJis1 KOTOPOTO BBl pa3pabaTsl-
BaeTe NpoeKT (MU ec Bbl OpHEHTUPYeTeCh Cpa3y Ha HECKOJIbKO YCTPOMCTB).

Ta6usuria 1.1 cofepXUT CIUCOK U OmKcaHue VR-IIIEMOB, MITATHO MoAAep:kuBaeMbix UE4.

Ta6muna 1.1. CoBmectumsble VR-unemsl (HMD)

VR-uiem OnucaHue

Samsung Gear VR Gear VR — anmaparypa, CoOBMeCTHMas co cMapTpoHaMu Samsung, paspaboTaHHasa

B mapTHepcTBe Oculus 1 Samsung ¢ LieJbio 0600IUTb Bo3MoxHOCTU Oculus B 0671acTH
porpaMMHOro obecredeHus s MOOUIBHON BUPTYaIbHOM peanbHocTH. [Ipu paboTe

¢ Gear VR BBl MOXXETE UCIIOJIH30BATh BCe GpYHKIIUU U IIPEUMYIIECTBA, KOTOPHIE JaeT

cpezna paspabotku Oculus Mobile software development kit (Oculus Mobile SDK). Gear VR

B HacToAlllee BpeMsA NMoAJepKUBaeT TOJIbKO OTCIeKHBaHNEe IOBOPOTOB I'OJIOBbI BUPTYalb-
HOU MOZIe/IN

HTC Vive HTC Vive pa3paboTaH B pe3yJbTaTe apTHEPCTBa, CX0AHOTO ¢ Gear VR, HO B KoTopoMm HTC
BBICTYIIMJIU [IOCTABIIMKOM anapaTHOro obecneyenus, a Valve — nporpammuoro SDK

B Buzie SteamVR/OpenVR. Vive obecriednBaeT OTCIeKMBaHUE BPALIEHNH, 8 TAaK)Ke B3a-
HMMHO OHO3HA4HOe OTCJIeKMBaHUeE MON0XKEeHUA IIJIeMa U BKJIIOUeHHBIX KOHTPOJIJIEPOB
aBrkeHus. C IpuIiesioM Ha pa3paboTky mof Vive, Valve npepocrasisiet OpenVR SDK (ans
[IOJTyYeHUs JOTIOMHUTENbHON nHpopMaruu o OpenVR cM. Tabauny 1.3), KOTOpPBIN peso-
CTaBJIsIET OCTYII K PA3IMYHBIM JaTYNKAM U JaHHBIM HaCTPOMKHU, HEOOXOAUMBIM /it VR

Oculus Rift Annaparypa Oculus Rift mpoIia yepe3 MHOT'O UTEPALU, IPeCTABIEHHBIX KaK BBIITY-
CKH i1 pa3pabOTYMKOB, He IIpeHasHaYeHHbIE )15 IUPOKOU myoauku. B 2016 roay
Oculus BBITTyCTHIIA IEPBYIO MaccoByo Bepcuio (CV1), mpesHa3HAUYEHHYIO U1 TPOJAKH
nosib3oBareaaM. CV1 — 3To MOMHOCThIO MHTETPUPOBAHHAA CUCTEMA, COCTOALAA U3
obopynoBanus Oculus u mporpaMmmHoro obecnedenus (cMm. SDK Oculus B Tabnuue 1.3).
Rift moasepxUBaeT OTCIeKUBaHUe BpalleHusd, nofobHo HTC Vive. B KOMIIJIEKT TaKXKe
BXOZUT KOHTPOJLIep Xbox One U yJIbT AUCTaHIIMOHHOTO yipasieHus Oculus Remote,
SIBJISTIOLIMICS YCTPOMCTBOM BBOJA TI0 yMOI4aHui0; VR-KouTposiepsl Oculus Touch

(cm. Tabiuiy 1.2) mpogarTCs OTAENbHO




1.1. TEPMWUHONOINA

VR-uiem OnucaHue

Google Cardboard Google Cardboard — 3To HeGosblias u Hegoporas (350-1500 py6ieit) kapToHHAsA KOPO-
604Ka, B KOTOPOIi €CTh OZIHA KHOIIKA U JINH3BI. KopoOKa T03BoJIsAeT 3aKpenuTh cMapTdHOoH
U IIPOCMAaTpPUBAaTh CTEPEOMETPUIECKUIT KOHTEHT. «KapToH» HCIOIb3yeT BCTPOEHHbIE
JaTYNKU cMapTdoHa 17151 00HApY)KeHUs BpallleH!s [OJIOBHI I0JIb30BaTes (pa3yMeercs,
Ha HEOTKaJIMO6poBaHHOM TestedoHe u3MepeHus 6yAyT HeTouHbIMMU). Google Cardboard
ucronp3yeT cobcTBeHHble SDK Android Ans obecrnedyeHUss COBMECTUMOCTH C yCTPOH-
cTBaMu (YTO MOXKET IPUBOJUTD K CYLIECTBEHHBIM 3a/IepyKKaM PeH/IepUHTa TI0 CpaB-
HEHUIO C IPYTUMHU peleHusaMu). Tem He MeHee «KapTOH» Ha CerOAHs ABIAETCSA CaMO
JemeBoi VR-rapHUTYpO

Google VR/Daydream VR | Google VR wiu Daydream VR — ele ofiHa HHUIIMAaTHBA KoMniaHuu Google. TTo cpaBHeHMIO
¢ Google Cardboard 3Ta mporpaMMHoO-aIapaTHasi CHCTEMa KOHTPOIUPYETCS JKECTUe.

Jlns paboTHI ¢ Helt Bl cMapTGOH U FapHUTYPa Z0JIKHBI ObITh KIacCUPUIMPOBAHBI KaK
Daydream Ready, uTo no3BossieT Google cmonb30BaTh 6osee IPoABUHY ThIe QYHKINN
IIpOrpaMMHOro obecrnedeHus. Daydream Takke NOAAepKUBaeT KOHTposLIep Daydream
(cm. Tabuy 1.2), mpeAoCTaBIIAIOLIMN CEHCOPHYIO IIaHeIb U 06eCIeYNBAIOIINI OTCIeXKU-
BaHue BpaueHus. Tapretunr Daydream peanusyetcs dyepe3 Google VR SDK (tabnuna 1.3)

PlayStation VR PlayStation VR siBnsieTcs epudepruiHBIM YCTPOUCTBOM 151 VR-UTP HA UTPOBBIX TIPH-
cTaBkax (koHcosax) Sony PlayStation 4 u PlayStation 4 Pro. OTcie)KMBaHMe MONOXEHU
ocylecTBIIAETCA IPY IOMOIIY BHeIHel kaMeps! PlayStation, OTC/Ie)KUBaHMe BpALleHUA
peanusoBaHo rupocrabunuszaropamu (IMUs, inertial measurement units) IpuMepHO TaK
)Ke, KaK y APYTHUX IIIEeMOB, IPe/CTaBIeHHBIX B 3TOM Tabuiie. IrpOKY MOTYT UCIONb-
30BaTh KOHTPOJLIephl PlayStation Move (tabnuna 1.2). Takke MOXKHO UCIIOIb30BATh
koHTpoJtep DualShock 4, B TOM 4ucIie U1 OTCIEKUBAHUSA TTOJIOKEHU S

OSRV BupTyasnbHas peaqbHOCTB C OTKPHITHIM UCXOAHBIM KoZoM (Open Source Virtual Reality,
OSRV) — 5T0 MHULIMATHUBA, [T0//lepKUBaeMas HeCKOIbKUMU KOPIIOPAaTUBHBIMY IIapT-
HepaMmu. B HacTosmee Bpems OSRV npeanaraet Hacker Development Kit (HDK) B Buze

HDK 1.3 u HDK 2, pazpaboTaHHBIX KoMIIaHuel Razer. O6e rapHUTYPhI 00eCedyuBaioT
OTCJIeXXKMBaHUe IT0JI0KeHN U BpallleHU s

B UE4 KOHTpOJUIEPH TIepeMelleHUs TTOAEPKUBAIOTCSA C MOMOIIbI0 €IMHOTO KoMIIOHeHTa Motion Controller
Component, KOTOPBIH yIIPOIIaeT B3aNMO/JENCTBYE, B TOM YHCJIE C HECKOTBKUMU KOHTposiepaMu. CITUCOK KOH-
TPOJIJIEPOB TIepeMellieH s, nogepkuBaeMbix UE4, npuBezeH B Tabuie 1.2.

Ta6suna 1.2. CoBMecTHMBIe KOHTPOJLIEPHI

KonTponnepsl Onucanue
nepeMelleHus
Oculus Touch KonTposnepst Oculus Touch mo3BosAIOT OTCIEKUBATh KaK BpalljeHHue, Tak U MoJIo-

JKeHUe Tpu momomu cucteMbl Constellation. Kaxkabplii KOHTpOJJIED UMEET Tapy
KHONOK (A 1 B Ha mpaBoM, X 1 Y Ha JIeBOM KOHTPOJLJIEPE) U AaHAJIOTOBBIN XKOUCTUK
moz; GOMBINOM Tasel, KHOMKY IO/ yKa3aTelbHBIN Majell («CIyCKOBOM KPIOUOK»)
U KHOTIKY /IJI1 OCTAJIbHBIX TasbIleB. [ToAepKKa 3TUX KOHTPOJJIEPOB OCYIIECTBIISA-
ercs yepes Oculus SDK

Vive KoHTponepsl Vive NMO3BONAIOT OTCI€XKMBAaTh BpallleHHe U IlepeMelleHue Ipu
noMoIy cucteMsl Lighthouse. Kaxaplii KOHTpOJIEp COAEPKUT KPYyToOBOH TpeKmaz,
KOTOPHBI paboTaeT KaK aHaJOTOBBIN )KOUCTUK WJIM KHOIIKA, a TAK)Ke KHOIKY o7
yKasaTeJbHBIN Tajel] («CIyCKOBOM KPIOYOK»), KHOIKY MEHIO U KHOIIKY «3axBaT».

Pab6oTa ¢ koHTpoJIepaMu Vive obecniednBaetcs npu nomoru OpenVR SDK
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KouTposnepsl
nepeMenieHUs

OmnucaHue

PlayStation Move

Kontponnep Move 1no3BosisfeT OTCI€XKUBATh BpallleHWe U IlepeMellleHue Ipu
nomomy Kamepsl PlayStation u cBeTdlerocs mapa Ha CaMOM KOHTPOJLIEDE.
[ToMrMO OOBIYHBIX [y KOHTpoJiepoB PlayStation kHomok Cross (kpect), Circle
(oxpy:xHOCTB), Triangle (TpeyronbHUK), Square (kBazpar), Start (3amyck) u Select
(BBI6OD), KOHTpOJLIEP Move MeeT KHOMIKY Move (llepeMellleHIe), a TAKIKe «CIYCKO-
BOM Kproyok» (11u KHONKY T)

Daydream

KouTposiep Daydream mozziep:KuBaeT TOJBKO OTCJIeXUBaHUe BpallleHUs. Y KOH-
TPOJLIepa TaKKe KMeeTCs CEHCOPHAs [TaHes b, KOTOPas MOXKeT BEICTYIIATh B KaUecTBe
KHOIIKY, U KHOIIKa App 1oz Hel. PaboTa ¢ koHTponnepoM Daydream ocymiecTBus-

eTcs npu nomoiu Google VR SDK

1.1.1.1. MporpammHoe obecrnevyeHue
CylecTByeT MHOX€ECTBO IIPOrpaMMHBIX 61bnuoTek, SDK* 1 API**, HOMOTaOLIMX B3aUMOZeHCTBOBATH C 060pyz0-

BaHMEM BUPTYaJIbHOI peanbHOCTH. Meonorus UE4 mocTpoeHa Ha OBBIIIEHNY YPOBHA abCTPaKIUHU 0 €MHEIX

alnapaTHO-He3aBUCUMBIX HHTeP(elcoB 1 KOMIIOHEHTOB, YTO 00JIerYaeT COBMECTUMOCTb. [Ipy He06X0ANMOCTH

B BAIIMX PyKax OCTAETCA BO3MOKHOCTH IPAMOT0 B3aMOZEHCTBHUA ¢ pa3nuyHbIMU SDK. BaMm kak pa3paboTuuKy

6y,Z[€T TI0JIE3HO O3HAKOMUTHCA PA3IUYIUAMU B KOHIENIIUAX IPOEKTUPOBAHUA ITPU IIOMOIIIU 3TUX SDK, IIOCKOJIbKY

IpU pa3paboTKe UTPhl WIN peasn3aluu APYroro MpoeKTa MOTYT TPebOBaThCA MPEUMYIIECTBA KOHKPETHBIX

¢yuxkmit BeiopanHoro SDK. [l paboTsl ¢ makeraMu SDK, BaM He HY)XHO CKaYMBaTh KaKHe-TH60 OT/eIbHbIe

daiinel, mockonbky UE4 BKIIOYAET MX IPU CKAYMBaHUU MOZAYIEH.

CITHCOK ¥ OMKcaHKe COBMeCTUMBIX SDK mpuBezieHsl B Tabauiie 1.3.

Ta6muna 1.3. CoBmectrmble SDK

SDK

Onwucanue

Oculus PC SDK

Oculus PCSDK obecnieunBaet UE4 Bceit HeoO6X0oAMMOM MHGOpMaIfei 111 peH/epa no-
XOZAIIero MpejcTaBleHusa. DTa UHGOpPMalKA BKII0YaeT B ce0s I0I0KeHNe ¥ OpUeH-
TaI[UIO T'OJIOBHI TOJIb30BATEJIs, a TAKKE €eI'0 MEXK3pauyKoBOe paccTossHue (interpupillary
distance, IPD). UE4 MOXeT cCreHeprpoBaTh KaZp U 3arpysuts ero B Oculus compositor,
rze 6yZyT MpUMeHeHHl UCKaXKeHU s, HeOOXOAUMEBIE /i HAaCTPOMKY TUH3 VR-1LIeMa.
K cyacTblo, [BIKOK B GOJBIIMHCTBE CJIYYaeB CIPABIIAETCS C 3TUM U He TpebyeT OT
Bac BMemateabcTBa. Oculus SDK Takxe IpesocTaBiIsgeT CIOU, KOTOPhIE AT BaM
BO3MOKHOCTh PUCOBATh Ha SKpaHe 0O0BbEKTH, NMeIol[ie pasHoe paspelleHue. DTO
MOJIE3HO /IS TIOJb30BaTeabckoro uHrepdeiica (UI), rae MoxeT moTpeboBarhbes,
HaIpUMep, 0TOOPA3UTh TEKCT C pa3pelleHHueM BhIlle, yeM y poHa. Takue QyHKIUH,
kak ATW (Asynchronous Timewarp; cM. Tabnuny 1.4) aBTomatudecku o6pabaTsiBa-
I0TCS BO BpeMsI BBIIIOJTHEHUS U HE TPEOYIOT OT BaC JOTMONTHUTETbHBIX IeHCTBUIH

* Software Development Kit — KOMILIEKT JJI1 pa3paboTKU IpOrpaMMHOro obecnedeHus. — IIpum. peo.

** Application Programming Interface — uHTepdeiic IpUKIaJHOrO IPOrpaMMHUPOBaHUA. — [Ipum. peo.
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SDK

Onucanue

Oculus Mobile SDK

Oculus Mobile SDK npezocTaBiseT JOCTYI KO MHOTUM BO3MOKHOCTSIM, COOTBETCTBY-
tomuM PC SDK, BkItouas MHGOPMAIUIO O TOJOKEHUH TOJIOBBL U IPYTYIO MONb30Ba-
TeJNBCKYI0 HHGOPMALUIO, HeOOX0AUMYIO I peHziepuHra. Kak u cpesia NCIoMTHeHUs
PC, Mo6unbpHasA cpezia UCHIOMHEHUA UCIONb3yeT ATW, HO OHA JJONONTHUTENBHO TIOA-
Ziep)KMBaeT PeHAEPHUHT MepeZHero (WIu KagpoBoro) 6ydepa, TakKe U3BECTHBIN KaK
scanline racing (cM. Tabnuiy 1.4)

Oculus Audio SDK

Oculus Audio SDK mpezocTaBiseT BO3MOKHOCTYU PeaJUCTUYHO PACIPeZeNUTh 3BYK
B IIPOCTPAHCTBE U co37aTh 3D-3ByK 714 VR. OToT SDK no3BosseT npuMeHATs HRTF*
(head-related transfer function) K ayUOMCTOUHUKAM [IJIT UMUTAIMK HATIpaBIEHHOTO
3ByKa (IocpescTBOM MOZENMPOBAHUA I'eOMETPUHU desloBedeckoro yxa). OH Takke
MOXET UMHUTHPOBaTh PacCTOSHUE OT 3BYKa A0 yXa, racd rpoMkocTb. HRTF Oculus
Audio SDK peanuzoBaH B UE4, mo3Bosifig BaM HacTpauBaTh KPHUBbIE, OTPAHUYMBA-
IOI[Mie pacrpocTpaHeHus 3ByKa. OfHaKO B HacToslIee BpeMs peaar3oBaTh UX MOXKHO
TOJIBKO B IpOeKTax Ha 6a3e DirectX (Hanpumep, PC)

OpenVR SDK

OpenVR SDK Bo mHorom cxox ¢ Oculus PC SDK u mpeZocTaBIseT JOCTYI K UHPOP-
Maruu o VR-meMe (BKJIodas MOJNOXKEeHVE U OPUEHTAINIO B IpocTpaHcTBe). OpenVR
SDK Taxke IIpefoCTaBiseT HHTepdEHCH A focTyna K cucteMe Chaperone (OmUCH-
BaIOlell BUPTyalbHble IPAHUIIBL, 0603HAYAIOINE UTPOBOE IPOCTPAHCTBO /JIS HOJIb-
3oBarens) u Overlay pnd reHepanuy 2D-KOHTEHTA B KOMIIOHOBIUKE aHATIOTMYHOM
croaM Oculus. OpenVR Takxke HOAJEPKUBAeT IepelpoelupoBaHUe (aHAJIOTMYHO
ATW) u ipefickazaHue

OSRV SDK

OSVR SDK paer BaM ZOCTYI K Habopy MHTepercoB i co3fiaHus VR-CIOXKETOB.
[ToCcTpOEHHBIH IO IPUHIIUIY «TIOAJEePXKKa BCEro», JaHHbI SDK BKII0YaeT Harbosee
3HAYUMBble UHTEPPENCH AJIs TOMyIeHU TaKoi nHpopmanuu VR-1ieMa, KaK moJio-
JKEHHUe U OPUEHTAIUA B IPOCTPAHCTBE ¥ MHTePENCHI A/ OTCIeKMBaHUS IJ1a3a, BCe-
HaTpaBJIeHHBIX 6eroBbIx Aopoxkek (omnidirectional treadmills), ’KeCTOB ¥ Tak Jajee.
Unreal Engine unrerpupyetcs ¢ OSRV SDK, HauuHas ¢ Bepcuu 4.12

Google VR SDK

Google VS SDK paeT BaM JOCTYN K JAQHHBIM OTCJIEKUBAHUA ITIOJOXKEHUS TOJIOBHI
VR-uiemMa ¥ Habop QYHKIWH A/ ONTHMU3AIUK Baiiero VR-TpoekTa. DTO MO3BO-
JISIeT BKJIIOYUTD YCTOMUUBBIA pEKUM IPOU3BOAUTETHHOCTH, YTO BAXKHO /IJIsI 3aITYCKOB
Ha cMapTdOHe, TOTOMY YTO CMapTHOH MOKET MepPerpeThCss OT BBHICOKON HArpy3Ku
Y Pe3KO CHU3UTH IPOU3BOAUTENIBHOCTD, YTO MOKET ILJIOXO MOBIUATH HA BOCIPUATHE
nosib3oBaTesieM VR. Google VS SDK Tak:xe mpeZoCTaBIAET JOCTYI K pyHKIUAM scanline
racing, KOTOpble ONITUMU3UPYIOT 33/IepXKKY B IMHUU PeHZlepuHTa (cM. Tabmuiy 1.4)

[Tomumo SDK 1 6ubroTeK, KoTopble UE4 HCIIONb3yeT 11 B3aUMOZJEHCTBYA C pa3INYHol VR-annapaTypoi, B agpe
TaK)Ke peaJr30BaHEl HEKOTOPEIE IPOrpaMMHble GYHKINH, TO3BOJIAIONIME 3HAYNTENBHO YIYIIIUTD BIIeYaT/IeHUA
nosb3oBatess oT VR. OZHAKO CYIIeCTBYIOT U APYTHe IporpaMMHEle GyHKIMY (HanpumMep, ATW), peanu3oBaH-
HBIE B PA3JINYHBIX CpeZjax UCTIONHEHN, KaK CIeACTBHE, BKIIOYEHHEBIE B PO 110 YMOTYAHUIO U HETIOAKOHTPOJIb-

Hble paspaboryukaM. Tabnuna 1.4 cofepXUT IprMeps! GyHKIMOHAIBHOCTH 000X BU/IOB, IOCTYIHBIX B UE4.

* Head-related transfer function — nepesaro4Has QyHKIIVA, OIUCHIBAIONIAA II0JI0KEHHE NCTOYHUKA 3BYKA OTHOCUTEIBHO

crymaresns. — IIpum. peo.
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