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HNHTEepaKTUBHBIA CUMYJIATOP TEXHUYECKHX
00bEeKTOB M TEXHOJIOTHYECKHUX MPOLECCOB JIf MpeInpusiTUs
TOPHOI00bIBAOIIEH MPOMBIILJIEHHOCTH

B pabome paccmampusaemcs cozdanue npomomuna uHmMEPAKMUGHO20 CUMYISMOPA MeXHude-
CKUX 0OBEKMO8 U MEXHONOLULECKUX NPOYecco8 OJisi RPeOnpusimus 20pHOO00bIBAIOWel NPOMbLLUL-
nennocmu. Pacemompenst cnocodvl coz0anus omoenvuvix 06beKmos u mexHoI02U4ecKux npoyec-
€06 npedMemHOU 00aacmu, UxX SU3VAIU3AYUsL, HACMPOUKA 63AUMOOCUCMEUS ONEPamopa U Mooe-
aupyemoti cpeodvl. [lannas cucmema no3eonsem Mooeiuposams OnacHoie s JICUSHU PAOOMHUKOG
waxmol cumyayuu 015 06Yy4eHUsl 8 percume peanrbHo20 6PEeMEeHU.

Kniouesvie cnoga: cumynamop, wiaxma, onepamop, 6u3yaiu3ayus, Mooenupyemasn cpeod.

BeedeHue

B coBpemeHHOM MHpe Bce Ooiblee KOJIHU-
yectBo [T komMmaHuit GepyTes 3a MPOEKTHI OCTPO-
€HHsI CUCTEM MHOTOIOJIb30BaTENbCKOM TPEXMEPHOU
BUPTyallbHOH peanbHocTH. Ha naHHOM sTame pas-
BUTHSI KOMITBIOTEPHBIX TEXHOJIOTUH IOCTpPOCHHE
CUCTEM TPEXMEPHOU BUPTYaIbHOU U IOIOJIHECHHOU
peanbHOCTH ABISETCA OJHUM M3 MEPCHEKTHBHBIX
HaIpaBjeHUI TNPUKIAIHON o0nacTH HH(pOpPMAIH-
OHHBIX TexHoyoruil [1]. B cBsi3u ¢ 3THM HA KOMIIb-
IOTEPHOM PBIHKE BCE Yallle MOSIBIISAIOTCS pa3IHyHbIE
TPEHaXEePbl M CHUMYJISTOPHI, IO3BOJSIONIHE 00Y-
4yaTbCs, MOJEIUPYS PAa3INYHblE I[OTEHIUAIBHO

Pucynox 1 — CumynsaTop «BUpTyanbHas IaXTa»
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OITacHBIC CHTYallid Ha MPOU3BOJCTBE, MaKCHMAJb-
HO TIPHOIMKEHO K PEaTbHOCTH.

[poextr «BupryampHas maxrtay sBISACTCA
WHTCPAKTHUBHBIM CHMYISTOPOM TEXHHYCCKHX O0B-
€KTOB ¥ TEXHOJIOTMYECKUX MPOLIECCOB Ha MPEATPH-
SITUM TOPHOIOOBIBAIONIEH NpoMblliieHHoCcTH. [lo-
JOOHBI BUPTYaJbHBIH CUMYJISTOP HE3aMEHUM JUIs
MOJy4eHHs: OBICTPOTrO YCIHEIIHOTO 00pa3oBaTelb-
Horo 3¢ dexTa 6e3 MocneACTBUH sl 3I0POBbS pa-
6otaukoB. [IpoekT co3naercs B pamkax HUP Jlon-
HTY, mns ero peamu3anuy HCIONB3YIOTCS Tpadu-
YEeCKHW KJIACTEP YHHUBEPCHUTETAa M CPEICTBA MHTEP-
AKTUBHOTO B3aUMOJCHUCTBUS OIIepaTopa ¢ CHCTEMON
Ha 0a3e MicrosoftKinect, a Taxxe mojcucrema BU-

3yaln3aluy Ha IUIa3MEHHBIC AHEIH B TPAIHMIHOH-
HoM u 3D- crepeo pexume (puc. 1).
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Jlnsi KaueCTBEHHOTO M ONTHMHU3HPOBAHHOTO
0TOOpaKEHHsI TPEXMEPHOTO IPOCTPAHCTBA HA pPas-
JIWYHBIX IuIaTGopmax MpU CO3JaHWUHM BUPTYaTbHOH
Cpembl IMPOEKTa HCHONb30BANNCh TAKHE HHCTPY-
MCHTaJIbHBIE CPE/ICTBA KaK CBOOOJHBIM MaKeT IS
CO3/IaHMs TPEXMEPHOW KOMITBIOTEPHOW Tpaduku
Blender n mHCTpyMEHT pa3paboTKu IBYX- W TpeEX-

User Persp

MEpHBIX NPWIIOKEHUH W Urp - UTPOBOI JBHKOK
Unity [2].

Bce 00BEKTHI, a TaKkKe MOJENH TOI3EMHBIX
BEIPAaOOTOK IIAXTHI W OIepaTopa OBUIM CO3TAaHEI B
cucreme Blender. Mopenp MIaxTbl COOTBETCTBYET
IJaHaM pPeabHO CyLIECTBYomed maxTsl I. [o-
Herka (puc. 2).

Pucynok 2 — Mogens maxTsl B cucteme Blender

OnucaHue pa3pabomku

J7nst co3maHms MIaXTHEIX OOBEKTOB B CHCTe-
Me Blender 6puH MCTIONTB30BaHBI pa3IMIHBIC BCIIO-
MorareyibHble 00BbEKThl NPOrpaMMbl U MOAH(UKA-
Topbl. Takxke ObUIM HAJIOKEHBI CHELUAIBHO T0J10-
OpaHHbIe IS OOBEKTOB TEKCTYphl. B mporecce
CO3JIaHUS HCIIOJIb30BATHCH (DYHKIMH, HPEIUIOKEH-
uele Blender, Takue kak MacitabupoBaHHe, JKC-
TPpyIUpOBaHKe, JOOABICHUE AOMOIHHUTENBHBIX JIU-
Hui. Taxke Al MOCTPOCHUsI OOBEKTOB HCIOJIb30-
BaJIMCh BCTpoeHHBIE nedopmaropsl (Bend, Curve) u
Momudukaropel (Array, Mirror, Bevel, Screw).
YT1oOBl JOCTHYL MAaKCHMAIBHOTO IPUOIHKCHUS
HAIOJIHEHUsI PEATbHOM IIaXThl, ObLIM CO3/IaHbI Clie-
nyrorue 06beKThI (puc. 3):
1) O6opynoBanue ajst TOOBIYH YIS
- IPOXOAYECKHIA KOMOATiH;
- YrOJIbHBIN KOMOA¥iH.
2) OGopynoBaHHe /Il TPAHCIIOPTUPOBKH:
- JICHTOYHBII KOHBEHED;
- CKpeOKOBBIN KOHBelep;
- IIAXTHBIH 3JIEKTPOBO3;
- BarOHETKa;
- [IaXTHAas KJIETh.
3) O6opynoBaHue AJs )KU3HEOOECIICUCHHS U
6e3omacHocTH:
- AT'3 (aBTOMaTHM4eckas ra3oBas 3allu-
T2);
- 3HAKH MPEAYIPEIKACHHS;
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- cBeTodop.
4) JIonoTHATEIbHBIE O0BEKTHI:
- DIIEMEHTHI OCBEIICHIS,
- PEJIbCOBBIN IIyTh;
- Tesie()oH.
Bce 00bekTel ObUIM TEKCTYPHPOBAHBI
cpeacrBamu Blender u nepenecenst B Unity.

st co3nanus 0007109KH MOJEIIH OTlepaTopa
Obuta Wcmoib3oBaHa mnporpaMma MakeHuman.
Mesh-mozens mepenocurcs cBoboaHo B Blender,
rae obpabareiBaeTcs, kak u mesh-oobekt Blender-
a. Co3manue OJeKIbl IPOUCXOIUT OOBIYHBIM 00pa-
30M, KaK W CO3JaHHE IJIFO0Or0 APYroro OOBEKTa.
Opexnay MoxHO co3naTh u3 Plane i Cube, m3me-
HSS TPOCTBIMH KOMAaHAaMH: SKCTPYAUPOBAHHE,
MaciitabupoBaHue, MOBOPOT, MOTOYECYHOE Iepe-
MelleHue U o0beauHeHue. UToObl HpuaaTh CO-
3MaHHON OJEX/C BUJ TKaHH, HCIIOJH30BAJICS MO-
nmudukarop Cloth.

AHUMHPOBAaHHE TMEPCOHAKA MPOHCXOIUT C
MTOMOIIEI0 pabOTHl C UMHUTAIMEH CKeleTa — apMa-
Typoil. Koctm apmarypbl mpencTaBisioT co0oid
MTOJTHOCTHIO KOHTPOIUPYEMBIH, WHTYUTHBHO
yIpaBIsIeMBbId pUr nepcoHaxa. Kaxnmas KOCTh ap-
MaTypbl MOXET OBITh H3MEHEHA OT/AEIBHO, KaK ecC-
mu OBl apMaTypa OblIa COCTaBJICHA U3 MCHBIIHX,
CBs3aHHBIX 00bekTOB. Cama aHMMaINMs CO3AaeTCs
MMOCPESACTBOM H3MEHCHHMS M CO3JaHUS KIFOYEBBIX
KaJIpoB 103 o0bekTa (puc. 4).
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PucyHok 4 - AHUManNus IBIXCHAN OllepaTopa

Ilpn co3gaHuM aHMMaUMU CMEIICHHS
prrdara Obi1a OBUIO 337€HCTBOBAHO CO3IAaHHE KIIIO-
YCBBIX KaApOB C OAHOBPEMECHHBIM INMECPEMCUICHUEM
KOCTEH PYKHM Ha KJIFOYEBBIC MMO3UIHNU KAXI0I0 Kaia-
pa, 4TO CO3JajJ0 IUIABHYIO AHUMAIMIO, TaK Kak
Blender camocTosITeNnbHO pacCUUTHIBAET HY’KHBIC
CKOPOCTh W TPACKTOPHIO MEPEMELICHHs KaxI0u
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TOYKH OoOBekTa. [l co3maHus aHMMaluu ObLIH
HCIONB30BaHO 5 KagpoB. 1-i — moagveM pyku 10
YPOBHS JIMLIA U NPOTSATMBaHUE PYKH K pbluary, 2-i
— 3axBaT pblyara, 3-W-HaxkaTue Ha puryar, 4-i- Mo-
JIeTb OTIYCKAaeT phluar W pacciadisieT MajbIlbl.
Ilocneanuit kaap BO3BpalllaeT MOJEIb B Hadallb-
HYIO TIO3HIIHIO.
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s nepenoca o0bexToB u3 Blender B Unity
ucTonb3yroTes Qaitnsl popmara .tbx. Daiiner FBX
MIO3BOJISIFOT IMIIOPTHPOBATH M SKCIIOPTHPOBATh 3D-
00beKTBI, 2D-00BEKTHI C TOJIMHOW, MCTOYHUKHU
CBeTa, KaMephl U MaTepHajbl U3 OJHOW MPOTPaMMBI
B Apyryto [1].

IMocne mepenoca o0bexToB B Unity HY>XHO
co3JaTh JIOTHMKY CHMYJISITOpa, B3aMMOJCHUCTBHUS
MEX1y 00bEKTaMH M EPCOHAKEM.

B Unity noBeneHue UTPOBBIX OOBEKTOB KOH-
TpOJIHpYeTCs c TIOMOIIBIO KOMITOHEHTOB
(Components), KOTOpblE MPUCOCAUHAIOTCS K HUM.
B cBoro ouepenp, Unity mo3BoJiseT co31aBaTh CBOH
KOMIIOHEHTBI, HCIONB3ysd CKpUNTHl. CKPUOTHI TO3-
BOJIIOT aKTHBHUPOBATh HWIPOBBIE COOBITHA, H3MeE-
HATH ITapaMeTpbl KOMIIOHEHTOB U OTBEYATh Ha BBOJ
TIOJIH30BATENS KAKHM YTOIHO CTIOCOO0M.

JJis B3aUMOJEHCTBHUS MEXKAY OMEpaTOPOM U
BUPTYQJIBHBIMA OOBEKTaMU HCIOJIB3YIOTCSI CKPHUII-

[E TestTrigger » Mo selection
using UnityEngine;

using System.Collections;

public

’

class TestTrigger :

Tl Ha pa3iIM4HBIX s3bikax — C# u Javascript. Cie-
IOyeT TaKkXKe yKa3aTb, YTO CKPHUOTHI HCIIOIB3YIOTCS
MIPAaKTHYECKH I KQXKI0T0 00BEKTA.

Tak Kak MHTEPAKTUBHBIM CHMYJISITOPOM SIB-
JSIETCsl [IaXTa, TO YYUTBIBAIOTCA CHTYaIlMH, KOTO-
pble IPOUCXOAT B peajbHOU IIaxTe ¢ waxrepoM. B
OOJNIBIIMHCTBE TOHHEJNEH IIAXThl HET CBETA, MO3TO-
MYy Ha TOJIOBY IIaxTepa MpUKperuieH GpoHapb, KOTO-
PBII BKIIFOUAETCSI/BBIKIIIOYAETCS 10 HAXKATHIO Kila-
BUILN.

Cam ¢onaps - o0wekt Spotlight, sBusio-
LIMHCS CTaHAAPTHBIM HAPABIICHHBIM OCBEILICHUEM.
YToOBI €ero 3amyCTUTh, MUIIETCS] CKPHUIT, KOTOPBIH
MO3BOJINT BKJIIOYHUTH M BBIKIIOYUTH (hoHApUK. B
OTIENBHON IaIke CO3MaeTcs HOBBIA (haiin ckpurra
C HEKOTOPHIM Ha3zBaHHeM. llociie CKpUNT OTKphIBa-
eTca B cpene paspabotkun MonoDevelop, xotopas
BcTpoeHa B Unity W ycTaHaBIMBaeTCS BMECTE C
uuM [3]. TIpumep ckpunra u3obpaxeH Ha puc. 5.

MonoBehaviour {

oublic GameObject monstr;

1 awake ()

monstr.Setactive(false);

triggerEnter=Tfalse;
aClip sound;

vold OnTriggerEnter(Collider all)

1f(triggerEnter

false && all.CompareTagl 3

audio.Playoneshot(sound);

triggerEnter

true;

monstr.SetActivel(true);

d OnTriggerExyit()

monstr.Setactive(false);

Pucynoxk 5 — @parMeHT KoAa CKpHIiTa

Crenyer Taxke He 3a0BIBaTh, YTO KO CIe-
JIyeT IOCTPOUTb, YTOOBI OH BIMCAJICS B IPOTPaMMYy,
TO ecTh Haxatb B MonoDevelop myHkT MeHto Build
1 BeIOpaTh Build, Haxomsick B HyxHOM (aiine. 3a-
TEM HYXXHO INPUBS3aTh TOT CKPHUIT K (DOHAPHKY.
Hnst aroro ckpunt nepenocutcss Ha FPS (First
Person Controller). Ckpunt mosBIsSeTCS Cpeau
npounx, npuBs3aHHbIX K FPS. Beibupaercst 00bexr,
KOTOPBI ClleAyeT MpUBSA3aTh (BTOpOE MOJE) U KO-
TOPBII OYZET BKIIOYATh M BBIKIIIOYATH 110 HAKATHIO
KHOITKH.
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Jnst oTcnexuBaHUs IOJIOXKEHHsT Habirona-
Tensl Ha oOIeil KapTe MpOCTPaHCTBA BUPTYaJIbHOU
mIaxThl ObUIA co3/laHa MUHM-KapTa. Kapra cosnaer-
csi  N00aBIEHHEM JONOJHHUTEIBLHON KaMepel |
HACTPOWKOW HEOOXOJMMBIX MapaMeTpoB, a TaKXKe
IIPUBSI3KOM CKPUIITA, C IOMOLIbIO KOTOPOro KaMmepa
OyneT cienoBaTh 3a MOAenbl0. UTOObl Ha3HAYUTH
KaMepaM pasHble OTOOpa)KeHHUs, CO3JaeTcsi JBa
Cl10sl, OJUH JUIsl MUHU-KapThl U BTOPOW AJIS CIIOS,
[0 KOTOPOMY XOJHT MOJEIb oneparopa (puc. 6).
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Pucynok 6 — MimrocTpanus cpeibl ¢ UCIOIb30BaHUEM MUHHU-KAPThHI

YroOB! yIydIIUTh KA4eCTBO NMPOCKTA C TOY-
KA 3pEHUS MOBBIIICHHUS IPOU3BOIUTEIBLHOCTH W
Ka4yecTBa BU3yaIN3allid U MOJEIUPOBAHUS BHPTY-
QJIBHOM CIICHBI, HCTIONIB3YETCS ONTHMHU3ALIHS.

Bmecro Fog wucmoms3oBan rpadudeckuii
CKpUNT Juisi npoecCHOHANIBHOM MONHOM  Bepcuu
GlobalFog - oH mo03BOJIsIET 3HAYUTENHHO JKOHO-
MHTb PECYPCHI JUIsl pEHJEPHHTa U PabOThI ¢ caMoi
NpOrpaMMOii, TaK KaK HCIOJIb3YEeTCsl HCKIIOYH-
TENIBHO JJIsi KaMepbl. Takke HMCHOJB30BaJICs MpO-
(hecCHOHANBHBIN CKPHUNT-IIEHACD U YIydIICHUS
rpau4eckoro OTOOpaKEHUS NANBHUX OOBEKTOB
Depth of field, koTopsrit pa3MbIBaeT maapHHE 00B-
eKTHl M JIeTaeT MX MEHee YETKHUM. DTO IIO3BOJHT
COKOHOMHTBH YacThb PECYpCOB ISl OTOOpaKEHHS.
SSAO Effects u Ambient Occlusion ucmosb30BaHbI
st 6omee 3ddekTHOrO OTOOpaXKEHHS TeHEH [4].
Jnist GosbIiero NpuOIMKEHUs K PeabHOCTH TaKKe
WCIIOJIb30BaHbI 3BYKH IIaroB U PabOTAIOMIMX MeXa-
HHU3MOB.

[Tocnie mepBOHAYANBEHOTO MOJICIUPOBAHUS U
3aIrycKa MoJIy4eHHO# cucTeMy ObUIM HCCIIEI0BaHbI
MOKA3aTeIM CUCTEMBI C TOYKH 3PEHHUS] CKOPOCTH
pearnpoBaHus 1 00pabOTKH CHCTEMBI KOMaHJ Olle-
paropa, a TakKe NPUOIMKEHUS KadyecTBa peHJe-
PHHTa K peajbHBIM YCIIOBUSIM PaOOTHI B IIAXTE.

[IpoBeneHHBIN aHaNIN3 1TOKA3aJ, YTO COYETa-
HHE KaueCTBa MOJICIIMPOBAHUS BUPTYAIILHOM cpelibl
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U CKOPOCTH OTKJIHMKAa CHCTEMBl MOJCIHPOBAHUS B
peanbHOM BpeMeHHu naroT nokazarenu FPS ot 14
1o 20 xKazpoB B CEKyHIY, YTO MHHUMH3HPYET 3a-
JEPIKKY OTKIIMKA CHCTEMbI IO HECKOJIBKUX MHIUIU-
cexyHn. Harpyska Ha mporeccop npu AaHHOH CTe-
MIEHH JIeTaTu3alii BUPTYaJIbHON CPeIsl COCTaBIIs-
eT B cpenHeM 22% oT o0Imeif MOIIHOCTH, a PacXom
onepaTuBHON nmaMsaTu Kojebiuercs ot 98 no 240 M6

(puc. 7).
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0 50 100 150 200 250 300
03y
Pucynok 7 - duarpamma cootBetctBus FPS u pas-
mepa O3Y ais IpOBEACHHOTO YKCIIEPUMEHTA
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cucrema Blender n urposoii aBmxox Unity st Bu-
3aknoyeHue 3yanu3anuy MoaenupoBaHus. MccienoBaHel Xapak-
TEPUCTHKU CHCTEMBI IPH MOJCIHPOBAHUH - HATPY3-
Ka Ha MpOLECCOop, BUICOKAPTY U ONEPaTHBHYIO I1a-
MTh. [IpemoxeHpl ONTUMHU3ALUK A1 OBBILICHUS
NPOU3BOAUTEIILHOCTH W KadecTBa BU3YyalM3allHd U
MOJCIUPOBAHUS BUPTYAIbHOH CLICHBI.

B pabote paccMoTpeHO co3maHue MPOTOTHIA
MHTEPAaKTHBHOTO CHMYJISITOpA «BUPTyalbHas IIax-
Ta» TEXHUYECKHX OOBEKTOB M TEXHOJIOTHYECKUX
MPOLECCOB Ul TPENIPHUIATHS TOPHOIOOBIBAIOLICH
MPOMBIIIICHHOCTH. B mpoekTe OB HCIOIB30BAHBI
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C.A.30PI, T.B.KAHAUBOJIOIbKA, A.Il.bPOBKIHA

JloHeupKuii HalliOHAIBHUI TEXHIYHUH yHiBepcHuTeT, M. KpacHoapmiiicbk

IHTEPAKTUBHUI CUMYJATOP TEXHIYHUX OB’EKTIB I TEXHOJIOITYHHX ITPOIIECIB
JUISA IIIMTPHEMCTBA TTPHUYO/I0OBYBHOI I'AJTY31

B po0oTi po3risgaeTsCcs CTBOPEHHS MPOTOTHITY IHTEPAKTHBHOTO CUMYISTOPA TEXHIYHUX 00 €KTIB 1 TEXHOJOTIY-
HUX TIPOIECIB IS MiAIPHEMCTBA TipHIYO0100yBHOI Tanmy3i. Po3rimsaHyTi crmocobn cTBOpEHHS OKpeMHX 00 €KTiB i
TEXHOJIOTIYHUX TPOIECIB MpeAMETHOI 001acTi, IX Bi3yaii3allis, HATAaIITyBaHHSA B3a€MOIIi omepaTropa i MOJeIs0-
BaHOI cepenu. JlaHa cucTeMa J03BOJISIE MOJEIIOBATH HEOE3MEUHi AJIs KUTTS POOITHUKIB IAXTH CUTYAIll ULt
HaBYaHHS Y PEKUMI PEAIbHOTO Yacy.

Knrouogi cnosa: cumynamop, wiaxma, onepamop, 6izyanizayis, Mooei1b06ana cepeoa.

S.A. ZORI, T.O.KANDYBOLOTSKA, A.P.BROVKINA

Donetsk National Technical University, Krasnoarmiysk

AN INTERACTIVE SIMULATOR OF TECHNICAL OBJECTS AND TECHNOLOGICAL
PROCESSES FOR MINING INDUSTRY

In this paper the creation of a prototype of interactive simulator of technical objects and technological processes
for mining industry is considered. The way of creating separate objects and technological processes is consid-
ered. Visualization, configuration of interaction between the operator and the simulated environment are dis-
cussed. This system allows simulating life-threatening situations for mine workers, for learning in real-time op-
eration mode.

This article examines the development of interactive simulator "virtual mine" prototype, in particular, technical
objects and technological processes for mining industry. Blender and Unity game engine to render the simulation
is used. The characteristics of the system in the simulation are estimated, such as processor, graphics card and
RAM loading. Ways of optimization to improve performance and quality of visualization and simulation of the
virtual scene are proposed.

Keywords: simulator, mine, operator, visualization, simulated environment.
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