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B naHHoO#i HAY4YHO# cTaThbe pacCMATPUBAIOTCSI OCHOBHBbIE TEXHOJOTUM M HHCTPYMEHTHI pa3padoTKu NPUJIOKEeHU I
JJIsl LJIeMOB BUPTYaJbHOH peanbHOcTH. Takike ObLIM BbISIBJIEHbI KJO4YeBble Npo0JjieMbl B pa3padoTke
MPUJIOKeHUH VISl IIIeMOB BHPTYAJILHOI PeajIbHOCTH € TOYKH 3PeHHUs aNNapaTHOH YacTH BONPOCa, B TOM 4YHCIe
NyTeM CpPaBHeHMsl JIN/IEPOB pPa3padoTKH NPOrpaMMHOIo0 o0ecnmeyeHHsl Ha pPbIHKe B J3TOH o0JacTu. Bpumm
Npe/J10KeHbl TeOPeTHYECKH BO3MOKHbIE, 4 TAK/Ke COBPeMeHHbIe BADHAHTHI PellleH!s AaHHBIX MPodJieM.

KiroueBbie cinoBa: BupryampHas PeampHOCTB, HIIEMBI BUPTYalIbHOM pealbHOCTH, pa3paboTka mpmioxkeHwmit VR,
TEXHOJIOTUH Pa3pabOTKH MPHIIOKEHHI A1 nuieMoB VR,

TECHNOLOGIES AND TOOLS FOR DEVELOPING APPLICATIONS FOR
HELMETS VIRTUAL REALITY

1Zhuravlev D.S., Zabegailov A.D., Vereshchagin A.A.
MIREA - RUSSIAN TECHNOLOGICAL UNIVERSITY, Moscow, Russia (119454, Moscow, avenue.
Vernadsky, 78, b. 4), e-mail: 'zhur125@yandex.ru

This research paper discusses the main technologies and tools for developing applications for virtual reality
helmets. Also key problems in the development of applications for virtual reality helmets from the point of view of
the hardware part of the issue were identified, including by comparing the leaders of software development on the
market in this area. Theoretically possible, as well as modern options for solving these problems were proposed.

Keywords: Virtual Reality, Virtual reality helmets, VR application development, Application development technologies

for VR helmets.

1. Yto takoe VR nuiemsl

VR-111eM — 3TO yCTpOICTBO AJIsl MOTPYKEHUSI B BUPTYaidbHbINH Mup. OHO BKJIIOYaeT B cels
TapHUTYpY M JBa 3KpaHa s KaXJ0ro TIja3a, co3jaBas TpexMepHoe mHpocTpaHcTBo. lllmemsr
BUPTYaJIbHOW peaJIbHOCTH UCIIONB3YETCs B Pa3INYHbBIX cepax, obecreunBas MOJTHOE MOTrPyKEeHUE U
B3aMMOJICHCTBHE C BUPTYAIbHBIMH OOBEKTAaMH MIPU TIOMOIIY KOHTPOJIJIEPOB MIIH KECTOB.
TexHo0THs IIIIEMOB OCHOBaHA HAa CEHCOPAX, OTCICKUBAIOIINX JBIKEHHS TOJIOBBI, CO3/1aBast
OIIyIICHNE MOIHON cB0OOABI. OHM MMEIOT MPEUMYIIECTBA, TAKHEe KaK BBICOKAS PEATMCTHYHOCTH,
IIUPOKHIA yToJl 0030pa W BO3MOXKHOCTH CO3JIaHHsSI TEPCOHAIM3UPOBAHHOTO ombITa. Kpome ToTO,
[UIEMBl BUPTYaJIbHOW PEaJbHOCTH COBMECTUMBI C PA3IMYHBIMH YCTPOWCTBAMH W IIOCTOSTHHO
yJIy4IIal0TCs, OTKPbIBasi HOBbIE BO3MOXHOCTH B BUPTYaJIbHON pPEalIbHOCTH.

48


http://www.openaccessscience.ru/index.php/ijcse/
https://e.mail.ru/compose?To=zhur125@yandex.ru
https://e.mail.ru/compose?To=zhur125@yandex.ru

XKypasnes JI.C., 3aberaiinos A./l., Bepemarun A.A. TeXHOJOTHH U HHCTPYMEHTHI pa3padoTKu
MIPUIIOKEHUH JUTSI IIIJIEMOB BUPTYAJIbHON peasIbHOCTH // MeXTyHapOIHBIHN KypHAI
MH()OPMAIIOHHBIX TEXHOJOTHIT U SHeprodddexTuBHOCTH. — 2024. — T. 9 Ne 6(44) c. 48-55

VR-1ieMbl  SIBISIOTCS OJHOM M3 CaMblX WHHOBALIMOHHBIX TEXHOJOTUH COBPEMEHHOCTH,
MIPEJICTABIISIONICH OTPOMHBIN MOTeHIMANI Uit Oyaymero. OHM OTKPBIBAIOT HOBBIE BO3MOKHOCTH B
BUPTYaJIbHOU peaibHOCTH U C KaXKIBbIM I'0JIOM CTAaHOBSITCS Bce 0oJiee TOCTYIMHBIMU U YIIy4ILIEHHBIMU,

ITO3BOJIAA IO AAM IIEPCKMUBATH HCIIOBTOPHUMBIC U 3aXBAaThIBAOIIUEC ITPUKITFOYCHU A, HE BBIXOJ U3 JOMa
[1-2].

2.  HHCcTpyMeHTHI pa3padoTKH NPHUJI0KEeHHI 115 IJIeMOB BUPTYAJIbHON peajlbHOCTH

Tenepb, 3aKOHYMB C KpPaTKOM BBOJHOW YaCTbIO, NEpEeHAEM K aHaIU3y HHCTPYMEHTOB M
TEXHOJIOTUH pa3pabOTKH MPUIIOKESHUHN IS IUIEMOB BUPTYAIbHOM peabHOCTH.

Jyis Ha"anma pacCMOTPHUM Takoe moHsAThe, kak VR apkku. [Bmkok (anri. Software Engine) —
B IPOrpaMMHMPOBAaHMM — SAPO KOMIIBIOTEPHOM IIpPOrpaMMBbl Ul pPEaNU3alid KOHKPETHOU
IIPUKIIAJHOM 331241, YTOOB! OTIMYUTH €€ OT HAIIOJHEHUS U BHELLTHET0 BUJ1a KOHKPETHOM MPOrpaMMBl.
Hawubornee yacto ucrnosbzyemsie (Pucynok 1):

1. Unity

2. Unreal Engine

UNREAL  ynity

Pucynoxk 1 — Jlororunsr Unity u Unreal Engine [9]

Jlnist Hayasia MpoBeIEM CPaBHUTEIbHBIN aHAIN3 ITUX JIBUKKOB U YIIIyOUMCS B UX UCTOPHIO.

Unity u Unreal Engine — oOCHOBHbIC IBW)XKH JUJIsl CO3JAHUST WIP M TPHIOKCHUH.
[lepBoHayasibHO OOJBIIMHCTBO CEPHE3HBIX ABM)KKOB ObUIM IUIATHBIMU, HO mosBieHue Unity,
IpeyIararoero NoJHbld CeKTp pyHKuMH OecryiaTHO, MPUBJIEKIO MHOTHX Nosb3oBareneil. Ceituac
OCHOBHBIM KOHKYypeHTOM Unity siBnsieTcs Taxoke 6ecrnatHeiii Unreal Engine.

O06a npenoCcTaBIsAIOT MUPOKHI HAOOP MHCTPYMEHTOB, HO B MOCIEAHEE BpeMs HaOIoaeTcs
npeamnoyreHue paspaborunkoB B monb3y Unreal Engine, kotopsiii mpeBocxomut Unity B
rpaduuecKoM MOAETUPOBaHUH U noafepxke. HecMotpst Ha 310, Unity npuBiiekaeT cBoei MpOCTOTON
B IIPOTpaMMHUPOBAaHUM Ha si3bIke C# 1 MMeeT 00JIbIIoe COO0IIEeCTBO, 00eCIeYrBast JOCTYITHOCTD IS
HAYMHAIONIUX pa3paboTunkoB [3-4].

Unreal Engine xopoi [yisi CO3aHUsI KPYIHBIX UTP U POTOTUIIMPOBAHMUS, HO TPEOyeT 3HAHUS
C++. Ob6a nBmXKa MpeI0CTaBISIOT MPUMEPHO OJIMHAKOBOE Ka4eCTBO rpauKH, 3aBUCAIIEE OT
OMBITA ITOJIB30BATENEH.

3. TexHoJIOrMY IIEMOB BUPTYAJIbHON PeaJIbHOCTH
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A Temepr paccMoTpuM ycTpoiictBo VR mmema Ha mnpumepe pa®oTBl KaXIoW ero
COCTABJISIIOLIEHN JACTAIIN:

Asmomamuueckuti cmepeo-oucn.iet

st crepeockonmyeckux auciuieeB (PucyHok 2) He TpeOyercs uMeTh JBe Kamepsl. JIroOas
KaMmepa, KOTopasi He MMEET TEeKCTYphl pEHIEpUHIa, aBTOMAaTUYECKH OTOOpa)kaeTcsi B CTEpPEO Ha
BallleM ycTpoiicTBe. MaTpullbl BUJa U MPOEKIUH HACTPAWBAIOTCS AJIs ydeTa MOJs 3peHus U
OTCJIE)KUBAHUS FOJIOBBI.

OnTtuMuzanusi TPOUCXOAUT ABTOMATHYECKH, 4YTOOBI CJHeJIlaTh MEHEEe JIOPOTOCTOSIIUM
PUCOBAHUE KaJIPOB JBAX/IbI (110 OJHOMY JUISl KQXKJIOTO I71a3a).

Pucynox 2 — [Ipumep paboTsl co cTepeo-aucrieem [5]

Aemomamuueckutl 6600 ¢ OMCAEHCUBAHUEM 20JI08bl

OtcnexxuBanue rojoBbl  (Pucynok 3) wu  coorBerctByromuii  FOV  aBromaruuecku
MIPUMEHSIIOTCS K Balllel kamepe (eciu Ballle yCTPOMCTBO yCTaHOBJIEHO Ha 'OJIOBE).

DTO MPOUCXOAUT MO YMOJYAHUIO, TIOTOMY UTO OTCIICKUBAHHUE TOJIOBBI C HU3KOW 3aJIEPKKOM
SIBJISIETCSI HEOTHEMIJIEMOH YacThIO Xoporliero omnbita VR [5-6].
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Pucynok 3 — KoopauHaTHbIC OCH TIPU OTCIICKUBAHUH TIOJI0KEHHS TOJIOBHI [6]

4. OcHoBHbIE HaNPaBJIeHUs] Pa3pad0TKU NMPUJIOKEHHUH IS IJIEMOB BUPTYAJIbHOM
pPeaIbHOCTH

Ecnu oTONTH OT TeMBI cpea U ITy0xe NOrpy3UThCs B TEXHOJIOTUU U MHCTPYMEHTHI pa3paboTKH
IIPWJIOKEHNUI BUPTYalIbHOM PEaIbHOCTH, TO MOYKHO BBIJICIIUTH OCHOBHBIE HANIPABJICHUSI, HA KOTOPBIE
ONUpAIOTCs Pa3pabOTUNKU IPU CO3IaHUH MPUIIOKEHUH:

Tpexune. TpeKuHT — 3T0 HA0Op TEXHOJIOTHH, KOTOPBIH MPUMEHSETCS B IIJIEMaXBUPTYaJIbHOU
PEATBHOCTH.

Pucynok 4 — Tpekunr riasa [7]

Korma nmemo moxomut 10 TpeKHHTa B COBpeMEHHBIX VR muremax, CyIiecTByeT JBa OCHOBHBIX
nonaxona. IlepBblif moaxon, M3BECTHBIM Kak BHYTpeHHUI TpekuHr (PucyHok 4) wmum inside-out
TPEKHHT, UCMOJIb3YeT KaMephbl C IIMPOKUM YyIJIoM 0030pa, pa3MelleHHbIE HAa cCaMOM IuIeMe. DTU
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KaMmepbl OTCJICKHUBAIOT IMOJIOKEHUE BAIIMX KOHTPOJUJIEPOB U IIJIEMAa OTHOCUTEIBHO OKPY>KAIOIIUX
00BbeKkTOB. UTOOBI KOHTPOJUIEPHI OBUIM BHJHBI, OHU MMOJACBeUMBalOTCA. OJHUM U3 MPEUMYIIECTB
TaKOro MOJX0a SBJSETCS €ro OTHOCUTENbHAs JIeIeBU3HA U TPOCTOTA HCIIOIb30BAHHS U HACTPOUKH.

OpHako 3TOT MOJX0A UMEET CBOM HeAocTaTKu. Hampumep, OH He Bceraa TO4eH, U KaMephl He
MOTYT OTCJIEKUBATh YaCTH Balllero Teja, HaxosAluecs 3a npeaenamu o03opa kamepsl. B VR -urpax
3TO MOXET OBITh MPOOJIEMOi, MOCKOJIBKY HEKOTOpbIE YacTH Tella MOTYT OKa3aThCsl "BHE 30HBI
BUJIUMOCTHU" KaMephbl, HAllpUMep, 3a CIIMHOM. DTa CUCTEMa TPEKMHIa UCIIONb3yeTcs B uieMax Quest,
Oculus Rift S u mnaameit monenn HTC Vive Cosmos.

Bropas cucrema TpekuHra, Ha3siBaeMas Lighthouse (Masik), ucmonb3yer 6a30BbIe CTAHIIMH HITH
MasiK¥, pacIoJIOKEHHbIE HAPOTHUB JAPYT APyra U OXBaThIBAIOIINE UTPOBYIO 30HY. CucteMa paboTaet
clIeyromuM o0pa3oM: repBasi 6a30Basi CTAaHIUS MUTAeT UH(PpPAKPaCHBIM CBETOM, a 3aTE€M H3ITydaeT
IMPOKUH MaaroIuii Ja3epHblil iyd. Kaxkioe Muranue — 3To Hayajlo 0OTCYEeTa, U 3TO MPOorucXoauT 60
pa3 B cekyHny. lllnem u KOHTpOIIIepbl HAYMHAIOT OTCUET C MOMEHTA MOJTYUYEHHS IEPBOTO MUTAHUS U
MPOJOIKAIOT cuuTaTh 1, 2, 3 1 Tak Aanee. 3aTeM JaTUYMKH Ha IIJIEME M KOHTPOJIJIEpax yJIaBIUBaIOT
nazepHbIil ayd. Mcnonp3yst 3aep)KKy B OTCUETE CUTHAJOB OT PAa3HBIX JaTYUKOB, OINPEHACIISCTCS
MOJIOXKEHHUE IIIEMa U KOHTPOJUIEPOB B IPOCTPAHCTBE.

Buewnuii tpexunr (PucyHok 5) kyna 6osee TouHbIi U HagexHbIi. Ho B Hauase HeMHOTro
BPEMEHH MPHUIAETCS MOTPATHTh Ha YCTAHOBKY TakK Ha3bIBaeMbIX MasikoB (PucyHok 6).

PhotoDiode

Response

Timeo

Pucynok 5 — Cxema paboThI BHEIIHETO TpeKUHTa [8]
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— —
Pucynok 6 — I'padudeckoe npejcTaBieHnue padoThl BHEITHETO TPEKUHTA B

npoctpaHcTse [8]

Oxpanvr.Cnenyromei BaXKHON TeXHOJIOTHEH sIBIsIOTCS 3KpaHbl (PucyHnok 7). KputuunsiM ass
sKpaHa B VR sBisieTcs Bpems 3aaepkku orodpakenusi. OLED-3kpanbl camble ObICTpbIE, TO3TOMY €
HUX U Hadajiock ocBoeHue. Ho ¢ HumMu Bo3HUKIIA po0ieMa HHOTO TOJIKa.

Pucynok 7 — [Ipumep paboThl 2KpaHOB IIJIeMa BUPTYaIbHON peanbHOCTH|[ 7]
[Tpu ucnonb3oBanuu VR 111eMoB 0COOEHHO BaKHO UMETh BBICOKOE pa3peIieHne U MIOTHOCTh

MUKCEJIeH, TaK Kak IJa3a MojIb30BaTeNsd HaX0AATCsl OUeHb OJIM3KO K AucIuiesM. B Hacrosiee Bpems
OLED-nmucniien He sBisAOTCA HawilydmuM Bbibopom 11 VR wu3-3a PenTile-packnanku u

53



XKypasnes JI.C., 3aberaiinos A./l., Bepemarun A.A. TeXHOJOTHH U HHCTPYMEHTHI pa3padoTKu
MIPUIIOKEHUH JUTSI IIIJIEMOB BUPTYAJIbHON peasIbHOCTH // MeXTyHapOIHBIHN KypHAI
MH()OPMAIIOHHBIX TEXHOJOTHIT U SHeprodddexTuBHOCTH. — 2024. — T. 9 Ne 6(44) c. 48-55

3€PHHUCTOCTH M300paXeHNs, BBI3BaHHOW paccTosiHueM Mex 1y OLED-auogamu. OnHako B Oyayiiem
3Ty IpobsIeMy, CKOpee BCEro, pemuT TexHoyorus microLED.

Ha nannbiit MomeHT yurmuM Beioopom it VR siisiercst Super-Fast LCD, koTopslii o cyTi
ABJISIETCA yCOBEPUIEHCTBOBAHHBIM [PS ¢ BEICOKOM CKOPOCTBIO OOHOBIIEHUS U300paKEHUSI.

Eme onHUM BaXKHBIM ITApaMETPOM SIBJIETCS 4YacTOTa OOHOBJIEHUS, KOTOPas 10JKHA OBbITh HE
Menee 80 ', mpennourutenbro 90 't mm Boime. [lnem Valve Index B HacTosmiee Bpems o0nagaet
caMoil BRICOKOI yacToToi 0OHOBIeHUs B 144 I'1, 01HAKO HA MPAKTHKE HAWTH KOMIIBIOTEP, KOTOPBIH
CMOXET 00eCIeYnTh TaKyl0 CKOPOCTh KaapoB B VR, moBonbHO cinoxHO. B VR s kaxnoro rimasa
HE0O0XOIMMO PEHIEPUTH JIBE pa3HbIe KAPTUHKU OJTHOBPEMEHHO [9].

Taxxe HE0OXO0IMMO YYUTHIBAaTh Yyroi 0030pa. B Hacrosiee Bpems cucreMa TpeKUHTa Iias,
takas kak Vive Pro Eye, npenaraer j1yunnyto TEXHOJIOTHIO JJIs OIIPEIEICHHs] HallpaBJIeHUs B3IJIAa
U pealu3aluu TexHoyorun (oseanbHoro penaepuHra (Pucynok 8). doBeasibHBI pEHIECPUHT
MI03BOJISIET OTOOpaXkaTh 00J1aCTh, HA KOTOPYIO (POKYCHUPYETCs IJ1a3 M0JIb30BaTENs, ¢ MAKCUMAJIbHBIM
Ka4yecTBOM, TOI/Ia KaK OCTaJbHYIO O00JIACTh MOYKHO PEHJEPUTh C MEHBIIMM KayecTBOM. Takas
TEXHOJIOTHUS CYIIECTBEHHO YIIy4IllaeT BU3yaJIbHBIA HHTEp]Eiic moiap3oBarTess [§].

Wtak, 9T00BI TOCTUYb HAMITYYIIIEro KauecTBa n300pakeHust B VR, BaKHO 00paTUTh BHUMaHHE
Ha pa3pelleHue U IUIOTHOCTh MUKCEIeH, BbIOpaTh JUCIUIEH C BBICOKOW CKOPOCTBIO OOHOBJIEHUS U
yriaoM 0030pa, a TakKe pacCMOTPETh BO3MOXXHOCTh HCIIOJIb30BaHUS CHCTEMBl TPEKHHTA TJa3 IS
peanu3anuu (oBeasTbHOIO PEHACPUHTa.

PRMPERAL

DoBeanLHbLIN PpeHOEPUNT.
Wuren NeKTyansLHoe pacnpejenesne

Harpy3Kku Ha rpaduieckni Npoueccop.

Pucynok 8 — IIpumep paboThl TexHOIOTHH (HOBEaTbHOTO peHaeprHra [8]

BriBog

B 3akitoueHne Xxo4ercs OTMETUTb, UTO B HACTOAIIEH CTaThbe ObUIM pacCMOTPEHBI TEXHOJIOTUU
U MHCTPYMEHTHI pa3paldOTKH MPHIOKEHUN Ul HUIEMOB BUPTYalbHON peadbHOCTU. Taxke MOXKHO
3aKJIIOYUTH, YTO O€3yCIIOBHBIMU JIMJIEPAMH CpPeln MPUIIoKeHUH 1t pazpaboTku VR ABHKKOB cTanu
Unreal Engine u Unity, KoTopble, UMes CBOM ILTIOCHI U MUHYCBI, IPUMEPHO PaBHbI 10 KadyecTBy. [1o
pe3ysibTaTaM aHajau3a TEXHOJOTUH MOXHO MPUNTHU K BBIBOAY O TOM, YTO B HACTOSIIIMM MOMEHT IO
Ka4yecTBY JIMAUPYIOT B CBOUX cepax cienyrone TexHonoruu: Vive Pro Eye, Valve Index, BHemHui
TPEKHUHT U (hOBEATbHBIN PEHIEPUHT.
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