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CPABHUTEJIBHBINA AHAJIN3 BU3YAJIN3ATOPOB JIJISI PEAJIM3AIINN
IMPOEKTOB C IOJJIEP)KKOH BUPTYAJIbBHOM PEAJIBHOCTHU HA
MNJIAT®OPME ANDROID
MOPIBHSIVIBHUI AHAJII3 BI3YAJII3ATOPIB JIJISI PEAJIBAIIIL
IPOEKTIB 3 NIJITPUMKOIO BIPTYAJIBHOI PEAJIBHOCTI HA
MNJIAT®OPMI ANDROID
COMPARATIVE ANALYSIS OF VISUALIZERS FOR PROJECT WITH
SUPPORT OF VIRTUAL REALITY IMPLEMENTATION ON THE
ANDROID PLATFORM

AHHoTaumus. B nmanHOi cTtathe OBUI MPOBENCH CPAaBHUTEIBHBIN aHaAIU3
BH3YaJU3aTOPOB, KOTOPBIC MOJJICPKUBAIOT Pa3pabOTKy MPUIIOKEHUN BUPTYaTbHOMN
peanbHOCTH T8t 1atopMbl ANdroid u mpoTecTUpoBaHa WX MPOU3BOAUTEIBHOCTb.

KiroueBble cjI0Ba. BU3yallM3aTop, BUpPTyallbHas peadbHOCTh, android,

unity, unreal engine.
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Summary. In this article, a comparative analysis of visualizers that support
the development of virtual reality applications for the Android platform was
conducted and their performance was tested.

Key words: visualizer, virtual reality, android, unity, unreal engine.

1. BBenenue

BuptyanbHas peanbHOCTh - OJHAa W3 HauboJiee CTPEMUTEIBHO
Pa3BUBAIOLIMXCSA TEXHOJOTHUW HAIIETO BPEMEHH. JTO MHTEPAKTUBHOE TPEXMEPHOE
MIPOCTPAHCTBO, CO3JJTAHHOE C IMTOMOIIBIO MYJIbTUMEANA TEXHOJIOTUH, O0HETHHSIIONIEH
B ceOe Takue GopMbl KOAUpOBaHMs MH(pOpManuu: BepOaabHas, MKOHOTrpaduueckas,
doHorpaduyeckas. ITa TEXHOJOTHS J1a€T BOZMOXXHOCTh MOJIEIUPOBATh OOBEKTHI U
MPOIIECCHl PealibHOM Cpeibl U MOMENIaTh MOJIb30BATENsl B YCJIOBUS U COOBITHS,
co3aHHbie MHGOPMAIIMOHHOM cucteMord. B mocnenHee Bpemsi BHUpTyalibHas
peanbHOCTh BCe OOJBIIE pacnpocTpanseTrcss B cdepe MOTpeOUTETHCKON
AJIEKTPOHUKH, a TakKe B 00pabaThIBAIOIICH MPOMBIIIJIEHHOCTH, 3IpaBOOXPAHEHUH,
oOpazoBanuu u T.11. [loMrMO TIpoyero, BUPTyalbHYIO pPEaIbHOCTh UCTIONB3YIOT IS
00y4eHHs TUJIOTOB, MAIIMHUCTOB U CIlacaTese.

Ha cerommsamamii nedp moOuiabHast VR — 5TO caMblii JEIIEBBIA U
noTpeduTenel crnocod MOTPY3UTHCA B BHUPTYAIbHYIO pPEaTbHOCTh, [JISI HeEe
CYIIECTBYET MHOXECTBO TMOJJACPKUBAEMBIX MOOUIBHBIX YCTPOMCTB U OYKOB C
HU3KOM IeHoM. HecMoTpss Ha HEKOTOpbIE MPOOJIEMBI COBPEMEHHBIE M OYIyIIue
MOJIETH MOOWIBHBIX YCTPOMCTB JOCTATOYHO MOIIHBI, YTOOBI OOEcCIeurnBaTh

yoeauTeapHbIe omylieHust oT VR, koM@opTHbIe 1151 O0JIBIIMHCTBA MOJIH30BATENICH.

2. Buzyaau3aTopsl ¢ N0A/IePKKOH BUPTYAJIbHOI peajibHOCTH

Hns  coszmanust Tpaduyeckorr yactu VR-koHTeHTa Ha MOOHMIIBHBIX
maTdopMax MOKHO HCIONIB30BaTh MporpammHubiil uHTepdeiic OpenGL wumu, dro
3HAUUTETBHO MPOIIE, OANH U3 BU3YaJIU3aTOPOB, nojaepxuBanomux VR.

Busyanuzatopamu, KOTOpble MOIAEPKUBAIOT pa3zpaboTky VR mpoekToB, ¢

HanOoJiee KPYIMHBIMU TMOJB30BATEILCKUMH CooOIecTBaMu  sBisiioTes  Unity u
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Unreal Engine. O6a stux Bu3yanm3aTopa OQUIHAIBHO IOAICPKUBAIOTCS KaK

Oculus SDK, Tak u Daydream SDK.

3. CpaBHUTe/IbHBIH aHAJIU3 BU3YAIU3aTOPOB

Hecmotpss Ha TO, 4yTO y 0OOMX BHU3yalM3aTOPOB €CTh HCUEPIBIBAIOIINE
PYKOBOJZICTBA IO pa3pabOTKe, JOKyMeHTalus ropasao jgydmie y Unity, 11 Kaxaoro
METOJIa MJIH KJIacca eCTh MPUMEp UCTIONIb30BaHus. [1]

Pa3zpabotka ¢ momompio Unreal Engine ocymectBisercs Ha sizbike CH++,
anbo ¢ nomomibio Blueprints - BHU3yanbHOW CHUCTEMBI CKPUIITMHIA, KOTOpas HE
TpeOyeT 3HaHWW S3bIKOB mporpammupoBanus. Ilpu paspaborke Ha Unity
ucnonb3yetcs 361k C#/UnityScript/Boo. [2]

Unreal Engine sBisercss NMpOIYyKTOM C OTKPBITBIM HCXOTHBIM KOJIOM,
MO3TOMY JJIS  ONBITHBIX  pa3pabOTYMKOB OyneT TMOJE3HOM BO3MOXHOCTb
Moau(pUUUPOBAaTh KOJA BHU3yaJdu3aTopa s ONTUMHU3aLMU, a Takxke JUIsd
MOAU(DUKALMK TIOJT CBOU HYXJbl UM UCIpaBICHUS Kakux-nu0o ommobok. ¥ Unity
XK€ TaKOd BO3MOXHOCTH HET, MO3TOMY €CJIM BO3HUKHET OIIMOKAa CO CTOPOHBI
BU3yaJIM3aTopa, TO He00X0AUMO OYeT JKAaTh ciaeayromiero narya.[3]

Unreal Engine mo3BojsieT HDOOUTHCSA JIy4IIEro KadecTBa KapTHUHKU, YEM
Unity, Ho nipu 3ToM, npusioskenust Ha Unreal Engine B cpegHem 3aHUMAIOT OOJIbIIIE
MecTa, 4TO JOBOJIbHO KPHUTHYHO JJisi MOOWIBHBIX ycrpoiictB.[4] Kpome ToTO,
npoekThl Ha Unity ObICTpee pa3BepThIBAIOTCS HA MOOMIIbHBIX ycTpoiicTBax. Unreal

Engine, B cBOIO 04epeib, IKOHOMHEE PacXoIyeT OaTapero yCTPOMCTBa.

4. TectupoBaHMe NPOU3BOANTEIBLHOCTH BU3YaJIN3ATOPOB

[Ipu TecTupoBaHWMM KaAPOBOW HYACTOTHI OBUIM WCIOJIB30BAaHBI MOJCIU
nepeBbeB (1000 muoroyronpHukoB) u 3aanuii (16000 muoroyronsHukoB). Ilo
pe3yabTaram BuaHO, uyTo Yy Unreal Engine npou3BoAUTEILHOCTD CIIETKA BHIIIE, YeM

y Unity.
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PucyHnok 1. Pe3ynbrarsl TECTUPOBAHMS KaAPOBOW YaCTOTHI
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5. BeiBOabI

YuuTtbiBas 0COOCHHOCTH Pa3HBIX MOAXO0B IIPHU pa3pabOTKe MPOrPaMMHOTO
obecrieueHus ¢ moaepkkoid VR BBIOOp TEXHOJOTHHM HEOOXOAMMO OCHOBHIBATH HA
Takux (akropax: TpeboBanus K mpoayktuBHocTu [IO, onTUManmbHBI 00BEM
MOTPEOIAEMBIX  PECYypCOB, CIOXKHOCTh TMPOEKTa H  KBATU(DHIIMPOBAHHOCTH
MPOTPaMMHUCTA.

[lenecooOpa3ubiM  sBisieTcsi  ucnonb3oBanue Unreal Engine, ecnu
MIPOM3BOAUTEIIBHOCTh M KAadecTBO KapTUHKH KpuTWdHBl s I[10. Taxke crout
ucrionb3oBaTth Unreal Engine, ecnu OyaeT CymecTBoBaTb HEOOXOIMMOCTD
MoaudUKAIMK HCXOMHOTO KOJa BuU3yanu3aTropa. Ecim ke y mpoekra HeT
CYIIECTBEHHBIX TPEOOBAaHWM K KA4eCTBY BHU3yaJlbHOW YacTh U Oojiee BaKHBIM
SBJISICTCSL JIETKOCTh Pa3pabOTKM W pa3BepThIBaHUS, TO CJIEAyeT MOAyMaTh O

ucnonb3zoBanuu Unity.
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