ISSN 2079-4525 (print)

VJIK 519.2

C. IO0. IVIECHEILOB, H. H. O/JAHOBA, A. C. KOBAJIEHKO
PEAJIMBALIMSI CUMYJISIIIAA AKYCTHUYECKHX HPOIIECCOB HA BA3E ITPOI'PAMMHOM
IIVIAT®OPMBI UNREAL ENGINE 4

W310xeHbI 3Tambl pa3paboTKH HIPOrPAMMHOIO CHMYJIATOPA aKyCTHYECKUX KoneOanuil. [IpuBeaeHBI TIaBHbIC TEOPETUUECKHUE OCHOBBI, 3JI0KCHHbBIC B
MPOrpaMMHBII MPOAYKT MpU pazpaboTke. M35oxkeHbl NOMyLIeHus, CAeNaHHbIe B paMKaX TEOPETHYECKOM 0a3bl C LENbI0 ONTHUMHU3ALUM aJrOPUTMA.
ITpuBeseHBI 37IEMEHTHI AITOPUTMUYECKOH JTIOTHKU U TEXHUYECKOI 6a3bl, B paMKaX KOTOPOH BBIIOJIHSIACE pa3padoTKa. YKa3aHbl H 0XapaKTepPU30BaHEI
OCHOBHBIC 3JICMEHTBI, HA OCHOBE KOTOPBIX IIOCTPOCHBI KJIACCHI MPOTPAMMHOr0 Hpoxykra. OXapaKTepHU30BaHbI M OMHCAHBI IPOrPaMMHbIC KIIACCHI,
peann3oBaHHbIE B paMKax Ipolecca pa3padoTku. IIpuBenens! mucTuHrU pa3paboTaHHbIX KiaccoB B ¢opmare Unreal Engine Blueprint. TIpusenenst
CKPHUHILIOTHl PEaTH30BaHHOIO IPOTPAMMHOTO OOECIIEUCHUs U CIEHApUeB NPSMOH M IIONEepPEeYHOH BOJHBEI (IPSMOrO M HAKIOHHOTO JAaT4HKa).
OxapaKkTepHU30BaHbl Ka4yeCTBEHHO IIapaMETPbl COOTBETCTBUs IOJNYYCHHOH CHUMYIISI[MOHHOH MOJEIM peanbHbIM oOpasitaM. OxapakTepH30BaHbI
HEJOCTaTKH MOJIIy4YCHHOH MOAEIN U PACCMOTPEHBI ITYTH UX YCTPAHEHUSL.

KuawoueBble ciioBa: cUMyJsinusi IporpamMmHasi, unreal engine 4, IBH)KOK HMIPOBOIf, KJIAacChl NMPOrpaMMHbIC, OOBEKTHO-OPUEHTHPOBAHHBIH
moaxo, npuwioxkerne Windows, KOHTPOITb aKyCTHIESCKHI

C. 0. IUIECHELOB, H. M. IO/TAHOBA, A. C. KOBAJIEHKO
PEAJIBAIISA CUMVYJISAII AKYCTAUHHAX NPOIIECIB HA BA3I ITPOTPAMHOI IVIAT®OPMHU
UNREAL ENGINE 4

BukiazneHo eranmu po3poOKH MPOrpaMHOTO CHMYJSTOpa aKyCTHYHHMX KOJMBaHb. HaBeleHO ToyloBHI TeOpeTHdYHi OCHOBHM, 3aKNaJeHi B IPOrpPaMHHMIt
HPOAYKT NpH po3podui. BukiazeHo momymieHHs, 3po0ieHi B paMKax TEOPETUYHOI 6a3u 3 MeToro omTuMisamii anroputmy. HaBeneHo enemenTH
ITOPUTMIYHOI JIOTIKH 1 TeXHI4HOI 0a3u, B paMKax SIKOI BUKOHyBajiacs po3poOka. Bka3zaHi i oXxapakTepu30BaHO OCHOBHI €IE€MEHTH, HAa OCHOBI SIKHX
o0y/10BaHi KJIacH TMporpamMHOro nponykry. OxapakTepu3oBaHi i OIHMCaHi MporpaMHi KJIacH, peaizoBaHi B paMKax Iporecy po3pobku. HaseneHo
JIMCTHHTH po3pobiienux kiaciB B gpopmari Unreal Engine Blueprint. HaBeneHo CKpiHIIOTH peai3oBaHOrO NPOrPaMHOro 3a0e3eueHHs Ul CIeHapiiB
MPSIMUI 1 TIOTEPEYHOI XBHUJIL (IPSMOro 1 HOXMWIIOro Aardnka). OxapakTepu3oBaHi SKICHO MapaMeTpH BiAMOBIAHOCTI OTPUMAHOI CUMYJISILIIHHOT MO
peanbHUM 3pazkaM. OXapaKTepnu30BaHi HEAONIKM OTPIMAHOT MOZIENI 1 PO3IIIAHYTI MIIAXH 1X yCYHEHHS.

KuroueBble cioBa: cuMyusiist mporpamHa, unreal engine 4, ABIKOK irpOBHiA, KJacH HPOTpaMHi, 00'€KTHO-OpPi€HTOBAaHMHN MiAXii, MOAATOK
Windows, KOHTPOJIb aKyCTHUHHH

S. YU. PLESNETSOV, N. N. YUDANOVA, A. S. KOVALENKO
IMPLEMENTATION OF ACOUSTIC PROCESSES SIMULATION ON THE BASIS OF UNREAL
ENGINE 4 SOFTWARE PLATFORM

The stages of development of the software simulator of acoustic oscillations are outlined. The main theoretical foundations laid down in the software
product during development are given. The assumptions made within the framework of the theoretical framework for the purpose of optimizing the
algorithm are stated. Elements of algorithmic logic and technical base within which development was carried out are presented. The main elements on
the basis of which the classes of the software product are built are indicated and characterized. The program classes realized within the development
process are characterized and described. The listings of the developed classes in Unreal Engine Blueprint format are given. The commentary for each
listing is provided. Screenshots of implemented software for direct and transverse wave scenarios (direct and oblique sensor) are provided. Qualitative
parameters of the correspondence of the obtained simulation model to real samples are characterized. Graphical representation of simulated testing
model is given. The shortcomings of the received model are characterized and ways of their elimination are considered.

Keywords: simulation software, unreal engine 4, game engine, software classes, object-oriented approach, Windows application, acoustic
testing

Beenenne. IIporpamMmnas cuUMyJISLIUS HPOLECCOB
sBIsieTcs 3((EKTUBHBIM CHOCOOOM VIIPOUICHUS 3aJadd
HCCIIEIOBAaHNs W aHalInW3a IIPOLECCOB, CIOXKHBIX IS
MPSMON BH3YallM3alUH U 3KCIEPHUMEHTAIBHON OICHKHU (B
OCOOCHHOCTH AT  Cilydas BBICOKOM  3aTPaTHOCTH
mporiecca).

B To ke Bpems, CyILECTBYIOIIHE DPELICHHSA, TaKHe
kak Ansys Mechanical Suite u Comsol Multiphysics, kak
NIPaBWIO MPEUIaraloT KpanHe IIUPOKUM, HO, BO MHOIUX
Cllydasix, W30BITOYHBIM WHCTPYMEHTApHH IpU BBICOKOM
CTOMMOCTH MPOAYKTa M TPYMOEMKOCTH IIOCTaHOBKHU
3aJa4d, a Tak)Ke BBICOKHE 3aTpaThl BpEeMEHM Ha
OCYILECTBIICHHE BEIYUCICHUH.

1. Pa3zpaGorka o0mero ajropurmMa ynpoueHHOMH
CHMYJISINMH AKYCTHYECKHX BOJTH

1.1. OO0mue BOMPOCH TPOTPAMMHON CHMYIISIIUH
aKyCTHYECKUX HMITYJIbCOB

Jnst pazpaboTKu anropuTMa B yNPOIEHHOW dopMme
3a1auMcs psaoM YTBEPKICHUH, YIPOILIEHHO
XapaKTCpU3yromunux MOJC/Ib YJIbTPA3BYKOBOI'0 HMMITYJIbCA,

omnucanHoro B [1]:

1) BoiHOBOI MMITyTEC MOXHO pacCMaTpHBATh Kak
ABTOHOMHBIH ~ OOBEKT, pAaCIONAraloui  CKOPOCTHIO,
3amacoM DJHEPIWH, pAacXOAyeMbIM HA pAacCEMBaHHWE U
MOTJIONIEHNe, ¥ Hecymmii B cebe wHOOpMAIMIO O
BPEMEHH, 3aTPa4€HHOM Ha MepeMEIICHHE.

2) Ilpm mnpeomoneHWM TpaHHUIBI paslena Cpeq,
00BEKT-UMITYJIBC PACIAAACTCS Ha JIBAa PA3IUYHBIX 00BEKTa
— OTpaxXCHHBIM, Hecymmid B cebe 3amac DHEPruw,
COOTBETCTBYIOIIMH  KOI(PQUIUEHTY  OTpPaXKEHUs, U
MpeJOMJICHHBIN, Hecylmii B ceOe 3amac dHEpruw,
COOTBETCTBYIOMINH KO3()OUIMEHTY TPOXOKACHHUSI.

3) Hnst JIAHHOTO HUCCIIETOBAHUA Oynem
paccMmarpuBaTh AMANa30H B IpeiesiaX KPUTHIECKUX YTIIOB
U Cilydail HOPMAaJBHOTO MPOXOXICHUS HMITyJbca, T.C.,
Cilydad, KOTJIa MOXHO TNpeHeOpeuyb JIMOO MPOAOJILHOM,
100 TOTIEPEYHON COCTABIIAIONIEH BOJIHBI.

4)  Dddexramu  B3auMoOJECHCTBUA
HAMITYJILCOB TaK)Xe MpeHeOperaem.

B takom CJIyda€ MBI MOXEM IPEACTABUTHL UMITYJIBC
KaK YCJIOBHYIO TOYKY, HMEIOIIYIO IPOCTPaHCTBEHHBIC

BOJIHOBBIX
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KOOPJHMHATBI, CKOPOCTb, 3arac »JSHEPruM W CYETYHK
BpEMEHH, a Marepuall — Kak o0JacTh IPOCTPaHCTBa,
obnasaromyo rabapuramu, HAOOPOM MPOCTPAHCTBEHHBIX
TPaHWIl, ONpPENESIONMX  HOPMalld, HOMHHAJIBHOW
CKOPOCTBIO IIPOXOXKJEHUS IPOJOJIBHON U IONEPEYHOU
BOJIH, KO3 (UIIMEHTOM 3aTyXaHusl.

O¢dexT mpenomiieHHsT BO3HHKAET, KOTZIA HMITYJIBC
MOKHAAeT 30HY OJHOTO MaTephajga M BXOIAWT B 30HY
JIPyroro Marepuaa.

B nanHOM cityqae HE0OX0MMO:

1) Ompenenuts HOPMaJIb K IUIOCKOCTH BXOXKACHHS
HMITyJIbCa B MaTE€pHalL.

2) OmpenenuTts yroa MeXIy BEKTOPOM BXOXKICHHS
UMITyJIbca 1 HOPMAJIBIO.

3) Tlo 3akony Cuemmmyca [2] ompeaenuTsb
M3MEHEHHE HAIPaBIICHNS BEKTOpa CKOPOCTH UMITYJIbCa.

[lpuemM curHama MOXHO peajn30BaTh  dYepes
CHenuaibHyl0 00JIacTh Marepuala, ONHCHIBAEMYIO Kak
npueMHUK. B 3Tol o0acTé MMITYJIbC YHHYTOXKAaeTcs, a
HEecOoMbIEe UM JaHHBIE O 3arlace YHEPIHU ¥ BPEMEHH B IIyTH
nepeatoTcs B 0a3y TaHHBIX IJIS1 BU3YIH3AIUH.

1.2. MareMaTuyeckoe ONUCAHUE KOMIIOHEHTOB
anropuT™Ma

1) ITepemenienue penpe3eHTanny UMITYJIbCA.

Jns  mepeMemieHnsl  penpe3eHTalud  MMITYJbca
HCIIOJIb3YIOTCA 3aKOHBI PAaBHOMEPHOTO IPSIMOJIMHEIHOTO
nBiokenns. T.e., 6a3oBas 3aBHCHMOCTD UMEET BUI:

S=c-t

[lockonpKy B cilydae C WIPOBBIMH JBHKKaMHU
peanmzanusg OyAeT OCYIIECTBIATHCS AWUCKPETHO, 4Yepes
orpeieTieHHbIe (HepaBHOMEpHBIE) IPOMEXYTKH BPEMEHH,
U 4epe3 CyMMy KOMIIOHEHTOB BEKTOpa CKOPOCTH Ha OCH
KOOPJMHAT TO 3TO BBIPAYKEHHE PHUMET BU:

S =c-t-k, @)
Sy =ienf ke, )
rae k., k, — xo3bduIIeRTE mpeoOpa3oBaHU I

MIPOEKIMH BEKTOpa CKOPOCTH HA OCH KoopauHat (puc. 1),
paccunThIBaEMbIE KaK:
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Cy, Cy — CIPOCHUPOBAHHBIC KOMIIOHCHTBI BEKTOpa

CKOpPOCTH. Hx JJIMHBL  ONIPEACIAIIOTCS 1O H3BECTHOMY
NU3MCHCHHUIO KOOpAWHAT.
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&

Puc. 1 — Cxema qBWXKEHUs peNIpe3eHTAlUN UMITYJIbCa
2) IlpemomiieHne u OTpa)X€HHE pPENPE3CHTALUU
HUMIyIbca

[Ipenomnenue OyneM paccUUTBIBATh — COTJIACHO
3akoHa CHennnyca (puc. 2):
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Puc. 2 — IIponecc npernoMireHus
B ciydae ¢ oTpaxxkeHWeM cHUTrHala, HEOOXOAMMO
MOPOXKIECHUE JIOTIOJTHUTENbHOM pernpesenTanuu
HUMITYJIbCa, C COOTBETCTBYIOIIUM COKpPAIIEHUEM HECOMOI'O
JaHHBIM UMITYJIbCOM 3altaca DHEPruu:

E = kEl

pass ] (4)
g B

ko

) (5)
rae kpass U kyr — KOI(QOHUINEHTHI MPOXOXKACHHA H
OTpaKEHUs COOTBETCTBEHHO;
E, E, — 3amacwe SHEPIUU
(TIpEITOMIIEHHOT0) ¥ OTPAYKEHHOT'O UMITYJIECOB.
Yrom jxe OTpakeHHOTO CHUTHAJIA PaBeH JBYM yIiIaM
MajCHHUS.
3) 3aryxaHue BOJHEI

OCHOBHOTI'O

J_IJ'IH OHpelICJ'ICHI/Iﬂ HOTepB BHCPFI/II/I B Xone
BaTyXElHI/Iﬂ I/ICHOJ'H)3yeTC$I 3aBUCUMOCTB:
28
E =E -e
" © p (6)

rne E,, E, — 3amacsl 9HEpIruy JI0 U MOCJe UTepalin
3aTyXaHUs;

0 — KO PUIIHEHT 3aTyXaHUS;

{ — NIINTENHHOCTH TAHHOTO TUCKPETHOTO MHTEpBaIa.

2. Peammzanusi anroputMa Aasi MIAT(OPMBI
Unreal Engine 4. /Ismwxox Unreal Engine 4 npencrasisier
co0OH COBOKYHMHOCTH IIPOrpaMMHBIX OHOIHMOTEK
WHCTPYMEHTOB, OPHEHTUPOBAHHBIX B MEPBYIO OYEpEb Ha
pa3paboTKy WMHTEPAKTUBHBIX MYJIBTHMEANA TPOAYKTOB.
OnmHako TmoOcCTaBiIsieMble C  JBM)KKOM  OMONHOTEKH
MIO3BOJISTIOT OBICTPO BBIYMCIATH KOOPJIMHATHI, CKOPOCTH,
HalpaBJCHUS JBW)KEHHS, MOMEHTBI W KOOPIHMHATHI
repecedeHus eAMHOBPEMEHHO MHOXKECTBA 00BEKTOB.

Kaxnplii 00BEKT B IPOCTPAHCTBE CIEHBI SIBISETCS
YacTHBIM  IIpEACTaBICHHEM  (MHCTAaHCOM)  OOBeKTa
omnpezeneHHoro knacca. COOTBETCTBEHHO, OMMCAHHBIE B
pasgene 1.1 cocTaBiIsIOMHE CIEIyeT IMPEICTaBUTH Kak
COOTBETCTBYIOIINEC YHHUBEPCAJbHBIC KIAcCHl OOBEKTOB,
00BeTMHCHHBIC HHTEP(EHCOM It OOMEHA TaHHBIMHU.
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I'maBHBIMM 0OBEKTaMHU SIBISIIOTCSI pENpe3eHTAlNs
nmiynsca (soundwave rep) W pemnpe3eHTanus o0bema
Mmarepuana (material item). Jlns BbIBojia rpaduyeckoi
nHdopmanuu 100aBIICHBI KIACC-CTPYKTYpa JUIsl XpaHESHHS
CBOJKHM JaHHBIX O [apaMeTpax MPHUHATHIX CUTHAJIOB
(wavedata) n xacc rpaduueckoro BHIKeTa HHTepdeiica
monp3oBarens (Ul), a Uil MOPOXKIOCHUS penpe3eHTanni
UMITyJIbCOB /100aBIICH KJIACC YCIOBHOTO «T€HEpaTopa» -
cnayHep (soundwave_spawner). IlpencraBieHbl Taxxke
JOTIOJIHUTENIbHBIE TEXHUYECKNE KIIACCHl — OOIIUHA pexum,
KOHTPOJUIED [IBIDKCHUS W KJAcC-TIEIIKA, YIPaBIAEMbIA
STUM KOHTPOJIIEPOM (AJI1 MaHUIYJIAILUM ¢ Kamepoii). Bece
00BEKTHI KJIACCOB 0TOOpakeHBI Ha puC. 3.

material
itemn

Puc. 3 — Knaccrl B mpoekTe
OcHOBHOE TPOrPaMMHUPOBAHHE  BEHITIOJHEHO C
MOMOINBKD HMHCTPYMEHTApUsT BU3YaJIbHOIO CKPUIITUHIA

Unreal Engine 4 — Blueprint [3]. CocraBHble
CTpYKTYpHBIE CXEMBI BU3yaJIbHBIX ANTOpPUTMOB
MPUBEJICHBI HIDKE.

1) Ciaynep gactun

CnayHep dacTWI] TIOPOXKAAeT  peNpe3eHTalul
HMITyJIbCA C 3aJaHHON YacTOTOH Ha OCHOBE IUKJIMYECKH
BO300HOBIsIEeMOro  TaliMepa. JlnurenbHOCTH —Taiimepa
ompenenseTcs W3 Iepuoja,  ONpEAeNIsIeMOro  u3

3a,uaBaeM0171 IIOJIB30BATECIIEM YaCTOTHI.

7=_1

freq
rie freq — nepeMeHHas ¢ IUIABAOIIel TOYKOU, XpaHsIas
JAaHHBIC O 4aCTOTE.
HOCJ’IG HOpO)K)IeHI/ISI CUTrHajia B 3a1aHHbBIX
KOOpI[I/IHaTaX, CHaYHGP HpI/ICBaI/IBaeT eMy HN3HA4YaJIbHBIC

BBIYVCTIAEM NEpUOA, YCTaHaBNWBaeM Tafimep

O Event Tk

g @~

»

ed [

3HAUEHMsl 3araca »HHEPruH, CKOPOCTH, THIA BOJIHBI
(npozmoJibHAs MITH TIOTIEpeYHast) U M3HAYaIbHOTO YIJIa, 1101
KOTOPBIM OOBEKT OYyJIET MepeMeIaThCs.

Cxema crniayHepa npHBeJicHa Ha puc. 4.

2) PenpesenTanus UMIyasca

OOBEKT, OTBEUAIOIINH 32 PEIPE3ECHTAINI0 NMITYIIbCA,
SIBJIICTCS LCHTPAJIBbHBIM 3JIEMEHTOM CHCTEMBL.

KitoueBpIMH 3aiauaMu 1pH  pa3paboTKe IaHHOTO
K1acca SBISIFOTCS CHCTeMa JBIDKGHHS (puc. 5) H
00pabOTYHNK CTONKHOBEHHH, 00pabaTHIBAIOIIIIA TIPOIIECCHI
TIPEJIOMIICHUS B OTpaXkeHHs (puc. 6).

I[lpu  aBwxeHun  0OpabaTHIBAIOTCS
coOcTBeHHO TmepemenieHust 1o Qopmynam (1,
3atyxaHus no gopmyse (6).

HPOLECCHI
2) u

IIpu  oOpaboTke TmpenoMieHHS  HOpMalb K
MOBEPXHOCTH  CTONKHOBeHHs [4] ompenensercst ¢
MMOMOINBI0  JIMHEWHOTO Tpeiicuara [5] (TmpoBeneHus
BUPTYa&JBGHOTO  JIyda MEXIYy JABYMS TOYKAMH C
BBIIBIICHHEM  TOYEK  CTOJKHOBeHuWs).  I[Ipouenypa
TpeiiCHHra aBTOMATHYECKH BKJIIOYACT HOPMAb B

BEKTOpHOU (opMe B BHIIE COCTABISIONIEH CTpyKTypsl Hit
Result, BkiroueHHOH B cOCTaB CTaHJAPTHOW OMOIMOTEKH
Kismet Library, 4ro ympomaer 3amady. YTOJI MEXmy
HOPMAJIbI0 U BEKTOPOM CKOPOCTH OHPEAENseTcs Kak
apKCHHYC CKaJIIPHOTO IMPOU3BEACHUS STHX BEKTOPOB (CM.
puc. 6).

B pesynbraTe nopoxxaaercs OTpaXEHHBIH UMITYIIbC U
HU3MEHSIETCA YToJl JBUKEHUS U CKOPOCTh JaHHOTO.

Heob6xoanmocTs BBITIOJTHEHHS pacyera
MPEIOMIIEHUS. U OTPAKEHHs OIpEJeNseTcs Ha OCHOBE
W3MEHEHHs TeKyIell CKOpPOCTH 3ByKa B MaTrepuaie,
JaHHBIE O KOTOPOW TPAHCIMPYIOTCS CaMHM OOBEKTOM-
MarepuasioM (CM. HWXE), M pacyeT IPOBOANTCS
PETPOAKTUBHO.

T e
- \

@ Spawnhctor Soundwave Rep *+ CastTo soundwave_rep

» T r—0

>

e DS R

Puc. 4 - Cnaynep gactuig
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Puc. 6 - O6paboTKa MPETOMICHHS ¥ OTPKCHUS

3) OObekT-MaTepua

OOBekT-MaTepuan B TeKyIlen
MpEeACTaBIsieT Cco0OH mapaJulesienuIe],
OITOKUPYIOIIME IJIOCKUMH o0BemMamu,
OTPaHWYMBAIOIIMMH ~ €r0 Uil ONpEAENICHHS TOYeK
MepecedeHrst ero TMPOCTPAHCTBA  PENpPE3CHTAIHIMH
HMITyJIbCa.

Crpykrypa oOBEKTa-mMaTepuaia BKIIOYACT IIECTh
KOMITOHEHTOB (pHcC. 7): 4eThlpe OJOKHPYIONIMX IUIOCKHX
oovema (1), HacCTpOCHHBIE Ha IIEpPEeXBAT CHUTHAJIOB
JIMHEWHOrO0 TPEWCHHIa pemnpe3eHTaluii  UMILYJIbCOB,
oObeM-TlapajIeienuesl, HAacTPOCHHBIH Ha IepexBaT
HanoxeHui (Tun cronkHoBeHnH B Unreal Engine 4) (2), a
TaKxKe BH3YyaJIbHOE IIpeACTaBICHNE o0bema,
peann30BaHHOE MeIleM-TapauIeIICITUIICIOM. ITlo
rabapuTaM Bce KOMIIOHEHTHI COBITA/IAOT.

Ha ©0a3zoBoM ypoBHE Marepuan OTCIICKUBAET
B3aUMOJICHCTBYIONINE ¢ HUM MMITYJIECHl U Ha3HA4aeT UM
3aJjaHHyl0 B ce0e CcKopocTb (I NPOJONBHONH WM
MOTIEpEeYHOl BOJIHBI, CO CMEHOW THIa BOJHBI B Cilydae
YIJIOBOTO B3aUMOJCHCTBUS) ¥ HWHUIMHDPYS Hpolecc
pacuera npeoMIIeHus/oTpakeHus (puc. 8).

UTepanuu
OKPYXEHHBIN

szey
!

sizex

Puc. 7 — Cxema moctpoeHus 00beKTa-MaTepraia

B TO e Bpems, ecnm JUIA Takoro o0OBEKTa
ycTaHOBUTH OyineB duar receiver (Takod ¢iar MoXeT
OBITH yCTaHOBJICH TOJBKO y OJHOTO OOBEKTa, OCTaJIbHBIE
OyIyT WIrHOPHPOBAaThCS), IAaHHBIM MaTepuaid CTaHeT
NIPUEMHUKOM W OyJeT NpHHUMATh CTaJKHBAIOIIHECT C
HUM MMITYJIBCHI, 3aIIMCHIBAs XPAHAIIUECS B HAX JTaHHBIC B
MacCuB CTPYKTYp UIS OCIIEAYIONEH BU3yaIu3auu (PHUC.
9).

IIpn sTtoM abcumccoil BEICTYHmaeT OCh BPEMEHH,
OpAMHATOW — OCh OJHEepruu. B ciydae coBmajeHUs
BPEMEHH, SHEPTUH CYMMHPYIOTCS.

Puc. 8 - biiox marepuana
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Puc. 10 - IToctpoenne rpaduka

B T

Puc. 11 — Peanu3zanus npunoxxeHus

a — HaCTpOMKa CIICHBI /11 HOPMAJIBLHOTO MaJICHHS BOJH; 6 — UCIOJHEHUE PEIICHUS JJIsi HOPMAJIBHOTO TIaICHUS BOJIH;
6 — HaCTPOMKa CLEHBI IS TTaJICHUS BOJIH ITOJT YIJIOM; 2 — Pea3aliysl CLIEHBI JJIs TIaJIEHHsI BOJIH MO YTIIOM
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4) Ul-00BekT

I'paduueckuii  wHTEpdelc  ucmoyb3yercs A
BU3yaIM3alliid JaHHbBIX, IOJIy4EHHBIX MaTepualioM Co
CBOWCTBOM receiver, ¢ MOMOIIBIO CTOPOHHErO IUIaruHa
Kantan Charts (puc. 9). I'paduk crpourcs B Buje Habopa
TOYEK, MPOCHUPYEMBIX Ha II0JIE, B paMKax ajlropuTMa
00paboTkn 0a3el NMaHHBIX, (HOPMUPYEMOH MaTepHaIOM
receiver (puc. 10).

[Tepeuncnennsle BoIie 00bEKTH 00Pa3yIOT CUCTEMY,
pasMmemnaeMyro Ha creHe (B pabodeM NIpOCTpaHCTBE
pelnakTopa ABWXKa), 1 HAYMHAIOT paboTaTh HEMEIJICHHO
mocie crapra npuwioxkeHus. Ha puc. 11 mnpuseneHsl
KoH(puUrypauuu cueH (a, B) U ux ucnonHenue (0, r) s
cilydas HOpPMalbHOTO NaJeHHs BOJH (a, 6) U B ciydae
Ia/ICHUS BOJIH MOJ] YIJIOM (B, T)

3. IIpoBepka HCTIOJTHEHHS aJIropuTMa.
TectupoBanue pa3paboTaHHOTO NPUIOKECHUS
MIPOBOAMIIACH B PAaMKaxX COMNOCTABJIECHUS MOJIYYECHHOTO
Bu3yanbHOro obpasza curHana Ha [IK m mms cxoxero
o0Opasia, mpoBepsieMoro Ha nedekrockomne Y /2-12.

KauecTBeHHast CTpyKTypa pacrpeaeieH st TOUeK A
YCIIOBHOTO 0O0pa3na He BBIABWIIA PACXOXKICHHH 110
BpPEeMEHHOH pa3BepTke (puc. 12).
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Puc. 12 — PacnpeneneHue oTpaKeHHBIX UMITYJILCOB BO BpEMEHU
Ha pumc. 12: 1 — oTpakeHHBI HMIIyJIBEC OT

MMOBEPXHOCTH 00pa3ma; 2 — OTPaXCHHBIH HMITYIIEC OT
nedexTa; 3 — mepeoTpaKeHHbBIN UMITYIIBC OT nedekTa; 4 —
JIOHHBIH UMITYJIbC.

BaxHO OTMETHTH, 4YTO TpPH TPOBEpKE OBUIN
CYLIECTBEHHO M IPONOPLUOHANBHO CHIDKEHBI peaibHbIe
YacTOThl ~ TeHepalud  HMMIYJIbCOB M CKOPOCTH
NepeMeIlIeHHs] CHI'Hala JUIs HarJIsAHOCTH OTOOpaKeHHs
nadopmanmu. Tak, ckopocTh 3ByKa Juisi cTajdu Oblia
npusHsaTa paBHoil 80, mns oprcrekna — 50. Yactora
reHepauuu cocraswia 1 I'm.

B 10 ke Bpemsl BBISBIICH psiJl yCTPAaHUMBIX TPOOIIEM,

CBSI3aHHBIX ~ C  OBICTPHIM  YBEJNMYCHHEM  YHCIa
perpe3eHTali  HUMITyJbCOB  IPH  MHOMKECTBEHHBIX
OTPaXEHUSIX B MaJIbIX 00bEMax.

BeiBOABI.

1. Tlporpammuas miatpopma Unreal Engine 4
MOXKET MCIOJIB30BAThCS IS BU3YaJIH3ALMH U CUMYJISLIUH
aKyCTMYECKUX  IIPOLIECCOB C  COOJIOJCHHEM  psia
JNONYIEHMA ¥  YNPOLICHHH, HEOOXOIMMBIX I
HOJTy4EHHs TOJDKHON CKOPOCTH HCIIONHEHUS IIPOLIECCOB.

2. CuMyIsiMM B paMKax IOJXYYCHHOIO penIeHHs
JAaI0T Ka4eCTBEHHO KOPPEKTHOE PACIPEACICHHE B paMKax
IIKaJIbl BPEMS-3HEPrHs, 4YTO TMO3BOJSIET JIOMYCKaTh
BO3MOXKHOCTb TOYHOW OL[EHKH YHCIICHHBIX XapaKTEePUCTUK
CHUTrHaJja.
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