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ABTOpH:
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JSTTEHOCT1 CTYICHTIB.
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Ilepeamona.

MetoauuHi BKa3iBKU /10 BUKOHAHHS MPAKTUYHUX POOIT 100 MOJEIIOBAHHS
BIPTyaJIbHUX poOOYMX Micllb IepeAdavaioTb ONaHyBaHHS ©0a30BUX HaBHUYOK
cTtBopeHHs 3D 00’ €KTIB Ta BUKOPUCTaHHS iX A1 po3pooku VR-cuenn. CtBopenus 3D
00’ekTiB Oynemo pobutu B cepenoBuili 3DSMAX. Po3pobky VR-cuienu — B
cepenosuii Unreal Engine.

i mpakTuyH1 poOOTH MOXYTh OYTH BUKOPHUCTAHHI B HAaBUAJILHOMY IPOIIECI Y
Kypcax «ABTOMaTH30BaHI cucTeMu 0O0poOku rpadiunoi iHdopmaiii 3IDSMAX» Ta
«Po3pobKka irpoBHX J0JaTKiBY», 110 BUKJIAIAOTHCS JJISI CTYACHTIB criemanbHocTel 121
[mxenepis mporpamHoro 3ade3nedeHHs Ta 122 KoM toTepHi HayKu.

Takox 111 TpakTU4IHI POOOTH MOXKYTh OYTH 3aCTOCOBaHI JUIsl PO3POOKH HOBOTO
Kypcy «OCHOBU pO3pOOKH BIpTyaJIbHOTO CEPEIOBHINAY.



IIpakTuuna podora Nel.

Tewma: intepdeiic cepegosuia 3DSMAX.
Merta: o3naitomutucs 3 inTepdeiicom cepenosuina 3DSMAX ta HaOyTn HABUYKH TIO
CTBOPEHHIO IPUMITUBHUX 00’ €KTIB.

[IpakTryH1 3aBIAHHS:
1. Osnaiiomutuch 3 inTepdeiicom cepegosuma 3IDSMAX (puc.1).

&) = [7)] workspace: Default - Autodesk 3ds Max 2016 Untitled Type a keyv

Animation | Graph Egitors | Rendering  Civil View  Customize  Scnpting  Help
ONMCTERE 0] % 4 %6 O Ryt 4 GBS &sBwein

A4 W [ ] ]

Puc. 1 - Intepdeiic cepenoruia 3DSM

OcHoBHi enemenTr BikHa 3DSMAX HaBeaeHo Hk4e (puc.2-10).

‘ ’ .W Workspace: Default i Autodesk 3ds Max 2016 Untitled H Type a keyword or phrase - [} X
Puc. 2 — 3aroioBok BikHa

3aronoBok BikHa 3DSMAX Brmouae B cebe KHOMKy MAX !!Qj
Y2 H & = &2 = CFj| Workspace: Default ~ |

naHedb MIBUAKOIO JOCTYITY :
Ha3By MPOEKTYy, NaHeNb MOIIyKy I1H(opmanii B oOHJIAWH-T0BIAHUKY AutoDesk

2 g0 5 %5 Osonn -8 ®:

KHOIIKK 3ropHyTH, Po3ropnyTtu, 3akpurHu.
Knonka MAX MicTUTh MEHIO poOOTH 3 (haiijlaMu MPOEKTIB Ta HAJAIITYBAHHIM
3DSMAX (puc.3).
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Puc. 3 — Menro kHonniku MAX

l'onoBHe MmeHro (puc.4) BkIouae B cebe MyHKTH Il KepyBaHHS yciMa
(GYHKIISIME CTBOPIOBAHUX 00’ €KTIB Ta IPOEKTY B LIJIOMY.

Edit  Tools Group  Views Create  Modifiers  Animation  Graph Editors  Rendering  Civil View Customize  Scripting  Help

Puc. 4 — I'o;1oBHE MeHIO

[Tanenb iHCTPYMEHTIB (PUC.5) MICTUTh KHOMKHU JIJIsi KEPYBaHHSI OCHOBHUMM Ta

HalyacTille BUKOPUCTOBYBAHUMH (PYHKIISIMH CTBOPIOBAHUX 00’ €KTIB.
i H O ﬂ‘ﬁ‘i" + B 30 A %, By gl ez sekcionsi_ i) = B (EREB = % - K

Puc. 5 — I1anenb 1HCTPYMEHTIB

Komangna nanens (puc.6) Bkitoyae B ceO€ BKIIAIKU
Create, Modify, Hierarchy, Motion, Display Ta Utilities. Koxna 3 mux BKJIaI0K
MICTUTh HA0Op I1HAUBIAyaJIbHUX MapaMeTpiB JJId CTBOPEHHS, Mojudikaii,
BIJIOOpaKEHHS Ta HAJNAIITYBaHHS 00’ €KTIB.

Modify — nanens moaudikariii 00'ekTiB.

Hierarchy — maHens ynpaBiiHHS i€papXiYHUMHU 3B'SI3KAMH Ta 1HBEPCHOIO
KIHEMAaTHUKOIO.

Motion — manenp ynpaBIiiHHS aHIMAIIEIO 00'€KTIB.

Display — manens ynpasiinHs iHQOpMAaIIi€l0 Ha BUOBUX €KpaHaXx.

Utilities — momaTkoBi iHCTPYMEHTH Ta MOKIHBOCTI.



Torus Pyramid
Teapot Plane

MName and Coler

Puc. 6 — Komangna manenn

[Hdopmariiitna manens (puc.7) BimoOpakae yci 00’€KTH, siKi OyJI0O CTBOPEHO B
IPOEKTI Ta X iepapxiro.
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Workspace: Defa

Puc. 7 — [ndopmariiitHa maHenb i€epapxii MPOEKTY

PoGoua oGnacte mpoekTy mnoaiieHa Ha 4 BikHa (puc.8). [lo 3aMmoBUeHHIO 1Ie
BikHa Top, Front, Left Ta Perspective, aye 3a 6akaHHSM MOXHa 3MIHUTH BHUJI Ha Oy /1b-
akui. [[ns 1poro B KOKHOMY BIKHI € KHONKH 3MIHH BHUAY BIJOOpa)KeHHS

[+] [Perspective ] [Realstic ] I aRBQY4) IUI1 BIIBHOIO BHOOpPY CTOPOHH 0030py

00’exra.



Puc. 8 — Po6oua 06;1acTh IPOEKTYy

[Tanenp HanamTyBaHHA aHiMalii (puc.9) iCHye aJi1 MOKPOKOBOIT 3MIHM aHIMAIIi1
CTBOPIOBAHOT'O 00’ EKTY.

Mone Selected : Xz ¥ Grid = 10,0

Click or dick-and-drag to select objects Bl Add Time Tag

Filters. .. L

* G £ : : bed < e B
Welcoms to MAXSC _" Filters. .. las 0 = [

Puc. 10 — Ctpoxka CTaTycy

Jlesiki KHOTIKM Ha TIaHENIX 1HCTPYMEHTIB MarTh JCKUIbKA BapiaHTIB BHOOPY

(BOHH MAIOTh YOPHHM TPUKYTHHK B TIPABOMY HIDKHBOMY KYTI ), TOMY JIJI51 TOTO, 1100

0o0patu HEOOXIJHY OIIIiI0 , Tpeba 3aKaTh Ha KHOIIII JIIBY KJIaBIIy MUIIKH Ta
noyekaT 1 cek — ToJii 3 SIBJISITHCS YC1 MOXKIJIMBI BaplaHTH I1€1 KHOTKH.
Hwxye HaBeneHO MOSCHEHHS JESKUX 1HCTPYMEHTIB BiIOOpa)K€HHS CaMOTO
IIPOEKTY:
Zoom — 30uiblrye abo 3MEHIIye maciTad 300pa)XeHHS B aKTUBHOMY BiKHI
neperssiny.

Zoom All — 36inb11ye a00 3MeHIIye MacIiTad ycix BIKOH MEPErisiiy OJHOYACHO.

H Zoom Extents — BinoOpaxkeHHs BCix 00'ekTiB. 300pakeHHs MacIITa0y€eThCs TakK,
110 BCi 00'€EKTH BMIIYIOTHCS BCEPEAMHI BiKHA MEPETIIATY.



U Zoom Extents All - [TokxazyBaTu Bci 00'€KTH y BCiX BiKHaX MEPETIISATY.
E Region Zoom - 30iibIlIeHHsT YaCTUHU 300pakeHHs y BUOpaHiit 00J1acTi.

Pan — nepemiieHHs 300pa’KeHHsI B aKTUBHOMY BIKHI EPETIISAY.

Orbit SubObject - 3mina KyTa orjsay.

Min/Max Toggle — mepemukay, mo6 BiAKPUTH/MIHIMI3yBaTH aKTUBHE BIKHO
Hepersiy.

2. CtBopUTH CBiil BJacHuil MpoekT B cepenoBuiti 3IDSMAX.
Buxopucratu na Komanguiit nanem (puc.6) Bkinanky Create myis CTBOpEHHS
NPUMITUBHUX OO ’€KTIB yCHUX THINIB (BUKOPHUCTOBYBATH CTAHJAPTHI MPHUMITHBH
ISEndard Primitives b

3 myHKTy Geometry ). Ilpu cTBOpeHi 00’€KTiB
3BEpHITH yBary Ha jii 3 Mumikoro. Hanpukinaz, nmus ctBopeHHs 00’exTy Tumy Box y
pobouomy BikHI Top Tpeba 3akaT JIiBy KJIaBillly MHIIKA Ta oOpaTH HEOOXimgH1
JOBXUHY Ta MIMPUHY, Jall TpeOa BIIMYCTUTH JIIBY KHOIIKY MHIIIKH Ta pyXaMH JTOTOPH
ab0 BHHM3 00paTh BHUCOTY CTBOPIOBAHOTO OO0’€KTy, MiCiIs IbOro Tpeba e pas
HATUCHYTH JIIBY KHOIIKY MUIIKHU 100 3adikcyBatu yci mapameTpu. s cTBopeHHs
KOHYCY TpeOa BUKOHATH I1Ie OLIbIIE 1 3 MUIIIKOIO, a JJIsl CTBOPEHHS C(hepu — MEHIIIE,
BCE 3AJIEKUTH BIJI CKJIAJTHOCTI CTBOPIOBAHOI PIrypu.

Buxopucraru Ha Komannniii maneni (puc.6) Bkiagky Modify mo6 odpatu im’st
JUISL KOKHOTO CTBOPEHOTO 00’€KTa Ta 3MIHMTH HMOro mapaMerpu (KoJip, BHCOTY,
HINPUHY, ...).

st BuOOpy 00’€KTIB BUKOPUCTOBYHTE KHOIKHU o =\ CTaHAApTHOI MaHell

1HCTPYMEHTIB (puc.5).

1 11 i
Bukopucratu KHOKH d cTangapTHOI MaHesNl 1HCTPYMEHTIB (puc.S)

JUIsL TIEpEeMIleHHs,, o0epTaHHsI Ta 3MIHM PO3MIPIB CTBOPEHUX OO ’€KTIB B PIZHUX
pobounx BikHax (puc.8). Skimo BM XxoueTe BUKOPHUCTATH KOHKPETHI 3HAYEHHS, TO
HATUCHITH Ha IIUX KHOMKAX MPABOIO KJIABIIIIOK MUIIKH.

Sx1o B sKOMyCh poO0YOMY BiKHI BU 3aryOUTeCh, TO HATHUCHITH KHOMKY Z0oom

Extents All , sIKa pO3TaIloBaHa y cTpoulli cratycy (puc.10) Ha maHeni iHCTpyMEHTIB

BiJIOOpaKEHHSI CAMOTO TIPOEKTY M

3. 30epertu npoekt y popmati 3DSMAX 3 po3minpeHHsiM *.max.
Buxkopucraiite myHKT Save as... MeHI0 KHOTku MAX.



IIpakTuna po6ora Ne2

Tema: ctBopeHHs 00'€kTIB 11 iMnopTy y VR-crieny.
Mera: HaOyTH HaBUYKHU 10 CTBOPEHHIO CKJIaJAHUX 00’ €kTiB y cepeaoBuili 3DSMAX
Ta iX IMIIOPTY B 1HIII ITPOTPAMH.

[TpakTu4Hi 3aBIaHHS:
1. BukopucTOBYHOYM NPUMITHBHI 00’ €KTH CTBOPUTH AKIHCH CKJIATHUI 00’ €KT
3 0TOYYHYOro Bac cepeaoBuina M ¢GopmyBaHHs MaiWOyTHBOI VR-cuenu
poGouoro micus npauiBHuka. Lle moxe Oytu crii, mada, TymMOa, KBITKa y FOPIIUKY
Ta IHIIl npeaMeTd. ['oJoBHE, MO0 BM HABYWIKHCS CTBOPIOBATU CKIIAJIHI OO’ €KTH 3
IPUMITUBHUX.

Hamnpuknazn ns cTona 13 CTUIBHULEIO Ta KPYTJIMMU HOTaMu TpeOa BUKOPUCTATH
Box s crineauni ta Cylinder abo Cone muist Hir. s cTBopeHHs madu 3 pi3HUX
€JIEMEHTIB BUKOpHUCTaiTe BOX JJ1s1 KOKHOTO 3 HUX.

[Ipu cTBOpeHHI 00’€KTIB BUKOPHUCTOBYHUTE OPIEHTOBAHO-PeabHI po3MipHu (I1e
BXXJIMBO pH iMniopTi Y VR-crieny). Jliis Toro mo6 HajmamTyBaTh OJUHHIN BUMIPY B
CIIEHI CKOpUCTalTecs MyHKTOM rojioBHOro meHio Customize, ta o6epiTh Tam Units
Setup... (puc. 11).

Customize ripting Help
Customize User Interface...

Load Custom Ul Scheme...

Save Custom Ul Scheme...

Revert to Startup Layout

Lock Ul Layout Alt+0

Show Ul b
Custom Ul and Defaults Switcher...

I Configure User Paths...
Configure System Paths...

Units Setup...
Plug-in Manager...

Preferences...

Puc. 11 — Cnucok nynkriB MeHto Customize

106 BupiBHSHI JBa €IEMEHTH BIAMOBIIHO OJWH OJHOTO, TpeOa CKOPUCTATUCS
|
xionkoo Align MM pa crammaprhiil maneni iHcTpymeHTiB (puc.5) aG0 MyHKTOM
mento Tools/Align.
Omnanyiite Bkiaagaky Group ronosHoro meHto 3DSMAX (puc.4). 3rpynyiite cBoi
CTBOPEHI €JIEMEHTH B OKpeMI 00’ €KTH Ta HaJaluTe iM Ha3BY.




Omnanyiite po6oty 3 maTepianamu. [ Toro mo6 HagaTH CBOIM 00’ €KTaM SKYCh
CTPYKTYpy, Tpeba BukopuctaTtu Material Editor, me 30epiraroTbes yci 3aroTOBKH

MaTepiajiB B IPOEKTI.
HaruchiTe kHonky Material Editor , Ha CTaHJAPTHIN MaHesl 1HCTPYMEHTIB
(puc.5) abo mynkT meHto Rendering/Material Editor/Compact Material Editor.
OsnaitfoMTecs 3 o0cCHOBHIMH KHomkamu BikHa Compact Material Editor (puc.12).

¥ Material Editor - Material #25 — hd

Modes Material MNavigation Options Utilities

Material £25 Standard

Shader Basic Parameters
Blinn Basic Parameters
Extended Parameters

SuperSampling
Maps

mental ray Connection

Puc. 12 — Bikno Compact Material Editor

Sxmo y Bac Ha nucky € Qaiin, sskuii MOXKHA BUKOPUCTATH K TEKCTYpy 00’ €KTa,
TO MPOCTO MEPETIATHITH HOro y BIKHO 3 3arOTOBKaMHU MaTepiajiB Ha BUIBHUMN CIIOT, a00
BUKOpHCTalTe po3kpuBatounii cnucok Maps/BitMaps Bikna Material Editor (puc.12)
IE N . By MOsKeTe TAKOX 3pOOUTH rapHe (OTO
€JIEMEHTIB 13 0TOUyIUoro Bac cepefoBuia Ta BUKOPUCTATH 11 QPOTO SIK CTPYKTYPY
CTBOPIOBAHOT'O 00’ €KTY.

3BEpHITh yBary, 110 JUIsl TOro, 00 MoOAaYUTH pe3yJibTaT HaKJIaJaHHS KapTu
Marepially Ha eJIeMEeHTH 00’ ekTy Tpeba 1mo0 HacTymnHi KHOMKY BikHa Material Editor
(puc.12) Oyiau HATUCHYTI:



Show Map In Viewport (display map on viewport) - mokasye kapTy
CKJIQJTHOTO MaTtepiaiay Ha MoBepxHi 00'ekta B pexxkumi neperisany Smooth+Highlights
Ha BUJOBUX CKpaHaXx.

Show End Result (13 3a3HaueHHsAM KIHIEBOTO pe3yJIbTaTy) - AJI1 MaTepiaiiB
31 CKJIaTHOIO CTPYKTYPOIO Oye ToKa3aHUH KiHIIEBHI pe3ybTaT 3 yciMa CTPYKTYpaMH,
10 BXOJISATH JI0 CKJIay MaTepiaiy.

2. 30epexitb npoekT 3DMAX 3 po3miupeHHsIM *.max.
3. 3pobiTh iMHmOPT CBOIX CTBOpPEeHHMX O00’€KTIB s MOAAJBIIOr0 iX
BUKOPHUCTAHHSA B IHIIMX cepe0BUIIIAX.
Buxkopucraiite myHkT Export 3 meHto kHoniku MAX (puc.3) ta 36epexith daiin
y popmari *.fbx.



IIpakTuna po6ora Ne3

Tema: inTepdeiic cepenosuma Unreal Engine.
Mera: o3naiiomutrchk 3 miargopmoro EPIC Games Launcher Ta intepdeiicom
cepenosuiia Unreal Engine.

[IpakTryH1 3aBIAHHS:
1. O3naiiomutucey 3 inrepgeiicom miarpopmu EPIC Games Launcher
(puc.13).
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Puc. 13 - T'onosxe BikHO Epic Games Launcher

[ro mnardopMy HEOOXIIHO BCTAHOBUTH HA KOMIT'IOTEpi, 10O cKadatu Ta
samyctuty Unreal Engine HeoOXimHOT Bepcii Ta MaTH JOCTYI /10 BEJIMKOI 010110TEeKH
KOHTEHTY Big po3poOHukiB EPIC Games.

I'onmorue BikHO Epic Games Launcher po3nisieno Ha 3 yacTUHU: 371iBa — MTaHEThb
HaBiramii Ta HaJalTyBaHHS, 3TOPU — BKJIAJKA MEHIO, Y LEHTPl - OCHOBHA poboua
00macTh TIaTGopMHu.

Bxrnanka mento News Hajiae MOKIIMBICTh TPOTJIsiHyTU HOBUHM BiJl Epic Games.

Bxnaaka mento Fab — Hagae noctyn no HoBoro Mapkeriuteticy FAB.

Bxnaaka mento Library mictute Bammum BiacHi abo 3aBaHTa)XeH1 MPOEKTH,
CXOBHIIIE pi3HUX eaeMeHTIB (ASetS), a Takosk 103BoJIsI€ ckauaTu Asrmxok Unreal Engine
He0OX11HO1 BepcCii.

Bximaaka mento Twinmotion — iHCTpYMEHT Jisi CTBOPCHHS BHCOKOSIKICHHX
aHIMOBAHUX €JIEMEHTIB JIJIs TUHAMIYHOI Bi3yasti3altii.

Bxnanka mento RealityCapture — inTpymMeHT ans crBopeHHst 3D-00’exTiB Ha
OCHOBI (pOTO 200 Ja3epPHOTO CKaHyBaHHS.



Bxnanka Store mgo3Bossie 3arpy3uTd Ta IMOJWBUTHCH TOTOBI IMPOEKTH 1HIITUX
PO3pOOHUKIB.

2. 3aBaHTa:kKMTH Ta 3amycTuTH ABHKoK Unreal Engine.

Buxopucraiite Bkiagky meHto Library, oOepite myHkT EngineVersion + Ta
006epith HeoOximHy Bepcito Unreal Engine. Konu 3’sBUTBCS cipa 1KOHKa JBUIKKA,
KJIAIHITh Ha HIA NpaBy KJaBIIy MULIKA Ta Y KOHTEKCTHOMY MEHIO O0EpiTh MyHKT
Install.

Harucuite kHonky Launch Ha ikoHmi aBwxkka. JlodekalTecs MOKHU
3aBaHTAXUTHCS CEPENIOBUIIE Ta O3HaloMmTecs 3 BikHOM 3amycky Unreal Engine
(puc. 14). lle cepenmoBuie misg po3poOKH MOKHA BHKOPHUCTOBYBATH B PI3HHUX
BapiaHTaxX — JJISI CTBOPEHHS irop, (UIbMIB, aHIMaIllii, Bi3yami3aiii apXiTEKTypHHUX
CHOpyIl, TU3aliHy aBTOMOOUTIB Ta cuMyJsIii peasibHOTO cBiTy (Visual Reality - VR).
Takox y BiKHI 3aITyCKy MOXHa oOpaTu oauH 3 Bammx cTBopeHNX a00 3aBaHTaKEHUX
pPAHIIIE TPOEKTIB.
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Puc. 14 — Bikno 3amycky Unreal Engine

JIJist CTBOpEHHS POEKTY 13 BUKOPUCTAHHSAM TexHousorii VR (ams BipTyansHOTO
nuieMy abo OKyJIpiB) y BiKHI 3aIycKy MOXkHa o0patu nmyHKT Virtual Reality 3 po3ainis
Simulation abo Games.

[IpoexTn BHCOKOI SIKOCTI 300pakeHHS Ta MPOPHUCOBKH (1[0 BUMAara€ BHCOKHX
XapakTepUCTUK 3aiiza) Tpeba pobuTh B pexkuMi Simulation, HaTOMICTh MPOCTI
IIPOEKTH, TaKl K MOJIEIIOBAHHS BIPTyaJbHOTO pOO0OYOIro MICLsS, MOKHA CTBOPIOBATH B
pexumi Games (L€l peXUM J103BOJISIE 3MIHIOBATH PIBEHb MPOPHUCOBKU Ta SKOCTI
300pa)K€HHS TMPU CTBOPEHHI MPOEKTY, IO MOXKE CYTTEBO NPUILIBUALIATA POOOTY
cepenoruiia Unreal Engine).



IIpu crBopenni mpoekty cepenoBuiie Unreal Engine aBTOMatuuno Oymye
0a30By crieHy 3 ABOMa MpuMinieHHsIMHU (puc.15). Onne - 3akpurte (KIMHATa), Ipyre —
BIJIKpHUTE.

CEED 6 © ab Gib @D €D © [

0) BU 3CepeIMHN TPUMIIICHHS
Puc. 15 — Ilpuxmnan 6azoBoi VR-cuenn y cepenosuni Unreal Engine

3. OsnaiiomuTch 3 iHTepdeiicoM cepenoBuia st po3podku VR-cuen
Unreal Engine.
[arepdeiic Unreal Engine € noBosi 3po3ymiium Ta iHTYITUBHUM. OCHOBHUMU
enemeHtamu BikHa Unreal Engine e: cTpoka 3aroyioBky i3 rojioBHUM MeHI0 (puc.16);
HaHeJb IHCTPYMEHTIB (puc.17) MPOEKTY 13 KHOIMKOIO HOro HajamTyBaHHs — Settings



(puc.18); poboua obOsacth cepenosuina (puc.19), ge posramoBaHi MaHEb
IHCTPYMEHTIB JyIsl 3MiHM BiioOpaxkeHHs: VR-ciienu (puc.20) Ta nmaHenb iIHCTPYMEHTIB
U1 pOOOTH 3 eIeMEHTaMU CLIeHH (puc.22); maHenb iepapxii yCiX eJIeMEeHTIB MPOEKTY -

Outliner (puc.23); inpopmariiina nanens Details (puc.24) ta crpoka crany (puc.25).
File Edit Window Tools Build Select

Puc.16 — I'onoBue menro BikHa Unreal Engine

"..Z.—' Platforms ~

Project and Editor settings

™ World Settings

=

% Project Seftings...
1

Flugins

Allow Translucent Selection
Allow Group Selection

Strict Box Selection

Box Select Occluded Objects
Show Transform Widget

Show Subcomponents

Engine Scalahility Settings
Material Quality Level

Preview Platform
Volume « @

Enable Actor Snapping
Distance @

Enable Socket Snapping
Enable Vertex Snapping

Enable Planar Snapping

Hide Viewport U

Previewing

Puc. 18 — Bkiaaka HanamTyBaHHsS npoekTy Settings



Scalability Low
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Puc. 19 - Po6oua o61acth cepenoBuiia Unreél Engine

o ax

spective W

Scalability: Low
Puc. 20 - ITanens iHCTpyMEHTIB 1S 3MiHM BiioOpakeHHs VR-ciienun

© 0 Cb GIb @D ED ©

Puc. 21 - Ilanens 1HCTpYMEHTIB J11 pOOOTH 3 €JIEMEHTAMHU CIICHU;

Puc. 23 - Ilanensb iepapxii €IEMEHTIB POEKTY



@ SkySpherePC2

© skySpherePC2 (Self)

B & it
General Acto oD isc *hysics Rendering
Streaming
Transform
Lt

Rotaticn

Default
sh Material
ional Light Actor

Jetermined

Puc.25 - Crpoka crany



IIpakTuuna po6ora Ne4

Tema: po3pobOka VR-cuieHum [Uisi MOIENIOBAaHHS BipTyalbHOTO poO0YOro Micus y
cepenouii Unreal Engine.

Mera: HaOyTH HAaBUYKH 1070 CTBOpeHHs mpoctoi VR-cuenn y cepenosuiii Unreal
Engine ta omanyBatu 6a30Bi iIHCTPYMEHTH HAJIAIITYBAaHHS EJICMEHTIB CIICHH.

[TpakTu4Hi 3aBIaHHS:
1. CrBoputu VR-cueny ajsi MO/IeJII0BAHHS BIPTYaJbHOr0 po6040ro Micisi.
Jlnst CTBOpEHHSI HOBOTO MpPOEKTy o00epiTh y BikHI 3amycky Unreal Engine
(puc.14) veoOxignuit pexxum (Simulation abo Games) Ta HaTUCHITH 1KOHKY Virtual
Reality (puc.26).

’\’;

Virtual Reality -

Puc. 26 — Ixonka Virtual Reality qiis ctBopennst VR-cuienn

Jlist Toro, o0 mepeMillyBaTUCh MO CIEHI Tpeba BUKOPHUCTOBYBATU KJIaBILIU
knasiatypu «W, S, A, D, Q, E» npu HaTuCHYTIi HEaBiI‘/'I kHom Mumkwu. [IBugKicTh

MIEPEMIIIICHHS KaMEpPH PETYJIIOETHCS KHOIKOO
po0oTH 3 enemeHTamu cueHu (puc.21).

[Ilo6 3MiHUTH KyT 300pak€HHsI CLIEHH Tpeda 3aTUCHYTHU KOJECO MHMIIKH Ta
pyxatu ii B pi3Hi cTopoHu (Oyne pyxaTucs kamepa), ab0 3aTHUCHYTH TpaBy KJIaBllIly
MUIIIKY Ta pyxaTH ii (Oye 3MIHIOBAaTHCS BEKTOP HAMPSIMY KaMeEpH).

VYci enmemeHTH cueHu € KiikabenbHuMH. (O3HaOMTECS 3 OCHOBHUMU
eneMeHTamu 0a3o0Boi ciienu pexumy Virtual Reality B Unreal Engine.

Sxro BUAUATHA Oyb-IKUi 00’ €KT a0 €IeMEHT CIIeHH, TO MOoro MOXHa Oy/e
3MIHUTH, BHUJQJIWTH, CKOMiIOBaTH Ta iH. HanamrTyBaHHS OCHOBHUX IapaMeTpiB
00’€eKTiB BUKOHYIOThCs Ha maneni Details (puc.24 i KHOTIKY BUTITICHHS, TIEPEMITIICHHS,

o0epTaHHsi Ta MaclITa0yBaHHS 00’ €KTY

Ha MaHeJl 1HCTPYMEHTIB st

, ada TaKOX KHOIIKa A

NEPEKITIOYEHHST I00ANbHOI CITKM KOOPAMHAT Ha CITKY KOOPAMHAT 00’ €KTY @
3HAXOJIATHCS Ha MaHEeJ1 IHCTPYMEHTIB JJ1sl pOOOTH 3 eJIeMeHTaMu ciieHu (puc.21).
Bcro crieny MokHa 00amTyBaTH COYaTKy MPUMITUBHUMH 00’ €kTamu (KyOwu,
chepu Ta 1H.), a TOTIM 3aMIHUTH iX TOTOBUMHU fbX-MoaensMu, po3podIeHUMHU
nonepeanbo. o6 nogaTti HOBUI NMPUMITUBHUI 00 €KT 10 CLIEHU HATUCHITH KHOIIKY

Honaru Ha madeini iHcTpyMmeHTiB BikHa Unreal Engine (puc.17) Ta y myHKTI

Shapes (puc.27) o6patu HEOOX1IHUI TIPUMITHB.



Import Content...
Quixel Bridge
Unreal Marketplace

 Content Browser

Basic
Lights

, Cinematic
Shapes
Media Plate
Visual Effects

Volumes

Cube
Sphere ::
Cylinder ::

Cone

WO W W W W W W

Place Actors Panel Plane

Cube

Puc. 27 — JlogaBaHHs cTaHJapTHHUX €1eMEHTIB 10 VR-ciienun

Hnst crBopenHs VR-ciieHu BipTyanbHOro poOodoro Micus Bu moxerte
BUKOpHUCTATH 06a30BY JIOKalio (puc.28) abo 3MIHUTH Ti.

Puc.28 — Ipuxnan 6azoBoi nokariii VR-cienn

2. llonaiite 10 VR-cuenu BJjacHi 00’ exkTH, cTBopeHi B cepeaoBuini 3DSMAX.
Jlns toro, mo6 imnopryBatu B Unreal Engine daiinu dbopmary *.fbx, Tpeda
BigkpuTH BikHO Content Browser (puc.29) y ctporii crany (puc.25) Ta BUKOPUCTATH



nyHKT Import. [Ticisa Bubopy daitny HeoOxigHOT Moaeni 3’ siBuThbes BikHo FBX Import
Options (puc.30) i3 mapamerpamu iMIopty. st TOBHOTO IMIOPTY 00’ €KTY B I[bOMY
BikHI TpeOa HaTHCHYTH KHOIKY Import All. Bu Mmoxxete iMmnopTyBatu y CBiif IPOEKT
ci 00’exTH, ctBOpeHi B cepenopuini 3IDSMAX.

5 Content Browser

-+ Add Yyimport  |& A nt 3 Manneg ' > Materials > es > Quinn

b Favorites

w Artem
= All
B C

* = i

MI_Quinn_02 MI_Quinn_03 NTUDP NTUDP_Mat

b Collections @ Q

5items (1s

rt Translation

rt R

Import All Import Cancel

Puc. 30 - Bikno FBX Import Options




Content Browser — oauH 3 HaWBaXJIMBIMIUX eleMEHTIB penaktopa Unreal
Engine. Tyt po3ramoBani yci ¢aiinu, 1o BUKOPUCTOBYIOTHCS B IPOEKTI.

Jlyist TOTO, TIIO0 HATATHYTH TEKCTYPY a00 300paskeHHs Ha 00’ €KT Tpeba criouaTky
3arpy3uTu (MEepeTarHyTu) 1o cTpykTypy B Content Browser, a Bxke micisi bOTO
BUKOPHUCTATH 1i Ha 00’€KTI 3a aHasnoriero 3 3DSMAX.

3. BinTtBopiTh VR-cueny 3a nonomororw VR-o0agnanus.

Jist Toro, mo0 NpoTecTyBaTH CTBOPEHE BipTyalibHe poOoYe Miclle, HATUCHITh
kHomiKy Play B sa naseni iHcTpymenTiB BikHa Unreal Engine Ta omsraith VR-
rapHitypy. BukopucroByiite iHcTpyMeHT «TenenmopT» (3a3Buuail BEpXHs KHOIKA Ha
paBOMY JDKOMCTHKY) 100 mepeminryBatucs mo VR-ciieHi. Bu mokere Takox
B3aEMOJISATHU 3 yciMa 00'€KTaMU CIICHU 3a JIONIOMOT'OK0 XKOUCTHKIB.

IIpuknazn po3pobaeHoi VR-ciieH1 HaBeIeHO Ha

om E

Puc. 29 - Ilpuxnan po3po6aenoi VR-ciienun

4. 30epexiTh CBiil MPOEKT HA TUCKY.

Bukopucraiite mynkr File\Save as.. y ronosaomy mento Unreal Engine (puc.16)
Ta 30epeXIiTh MPOCKT y hopmari *.uproject.

Cepenosunie Unreal Engine no3Bosisie He TUIbKH 30€piratu CTBOPEHHUN MPOEKT
VR-cueHu, a i 11e KOHBEPTYBATU LIEW MPOEKT y BUTJISIIL AECKTOMHOIO JOAATKY st
Oyab-sxoi miaTdopmu. Lle 103BOJIsIE MPOTECTYBATH CTBOPEHY BIpTyalIbHY CIICHY Ha
VR-o0naaHanHI 0e3 BcTaHOBIIeHOro Ha koMir totepi Unreal Engine.

Jiist Toro, o6 30€perTy MPOEKT y BUTJISAL JIECKTOIHOTO JTOJATKy HATHUCHITH
kHorKy Platforms ISkl 1a naxeri incTpyMeHTiB Bikaa Unreal Engine (puc.17)
ta 00epith mynkt Windows\Package Project (puc.30). ITicns 1150ro 00epiTh KaTanior
Ta 30epexiTh (aili 3 po3mupeHHsIM *.exe.
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Puc. 30 — Bubip mnardopmu a1 KOHBepTallii MPOEKTY B iHIIHHN GopMar
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