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AHHOTALIUA

MonenupoBanue 00paTHOTO MasTHUKA B BUPTYaJIbHOW PEaTbHOCTH.

JlanHas paboTa NOCBALIECHA TOCTPOCHUIO MOJIEIH OOPaTHOrO MasTHUKA, KOHBEPTALUH, a

TaKXe, HOCJ'IC,I[YI-OH_Ieﬁ pcainr3anun MOACIU B BHpTyaHBHOﬁ PCAIbHOCTH.

Mopenp OyneT mOCTpoeHa B CHUCTEME aBTOMAaTH3MPOBAHHOTO MPOEKTUPOBAHUS
AutoCAD, paspaboranHoi komnanuein Autodesk. Anmmanus Oynaer peaiu3oBaHa Ha
urpoBoM nBikke Unreal Engine 4, mommepxuBaembiM kommanuen Epic Games.
Peanuszanuss monmenu OydeT NMPOUCXOIUTH, NMPH IOMOIIM MaTEeMaTHYECKOH MOJENN
obparnoro MastHuka B MATLAB. [Ins xoHBepTanuu TpexXMEpHON Mojenu, OyneT
UCIIOJIb30BaHa IporpaMMHas cucreMa 3DS Max, no pa3paboraHHas KoMIlaHueil

Autodesk.

B xozme paboThl aBTOp MO3HAKOMUT CO BCEMH, BBILIEHEPEUUCIEHHBIMH MPOTrpaMMamH,
OMHUUIIET OCHOBHBIE NPOOJEMbl MOCTPOCHMs, KOHBEPTALMU U peau3allui JaHHOM
Mozienu. bynyt paccMOTpeHbI M OOBSICHEHBI T€, UM MHBIE PELIEHUS, KaK K HUM MPHUIIET
aBTOp M IMOYEeMY MMEHHO OHHU MOJY4YWJIM NpaBO Ha cyumlecTBoBaHue. Pabora Takxke

COACPKUT YCPTCIKU MOACIIN U aJITOPUTMBI BBIYUCIICHUS ITOBCACHUS aHUMAIIUU.

COSI[aHHaSI ABTOPOM aHHUMUPOBAHHAsA MOICJIb O6paTHOFO MasTHHKa B BHpTyaHBHOﬁ
PCAITBHOCTHU, MOXKET OBITE HCIIOJIb30BaHa, KakK HﬂFJ'IfI)IHI:IfI IIpHUMEP TOT'O, KaK BEACT cebs
MOZCIIb B p€aJIbHOM BPEMCHH, UTO IMMOMOXKET KaK C IOHUMaHHUEM q)HSI/I‘IeCKI/IX CBOICTB

MOZCIINU, TaK U IJId PCIICHUS 3a1a4, CBA3aHHBIX C JTAaHHOM TEMAaTUKOM.

3a OCHOBY OyHeT B3sTa, pealbHO CYIIECTBYIOIIasS MOJETh OOpaTHOTO MAasTHUKA,

cobpanHas kommanuei Inteco.

JurmoMHast paboTa HamucaHa Ha PYCCKOM SI3BIKE M COJEPKHT TeKcT Ha 39 crpanwmil, 6

r1aB, 26 KapTHHOK, 1 Ta0wiI.



Annotatsioon

Poordpendli modelleerimine virtuaalreaalsuses.

See t66 on pithendatud podrdpendli mudeli jarjestusele, teisendamisele ja samuti jargneva

mudeli realiseerimises virtuaalses reaalsuses.

Mudel saab olema ehitatud automatiseeritud projekteerimis siisteemis AutoCAD, mis on
viljatootatud Autodesk firma poolt. 3D mudeli teisendamiseks, saab olema kasutatud 3Ds
Max tarkvarasiisteem, mis on I0puni ehitatud Autodesk firma poolt. Animatsioon saab
olema realiseeritud Unreal Engine 4 alusel, firma Epic Games poolt. Mudeli

realiseerimine saab olema tagatud poordpendli matemaatilise mudeli abiga MATLAB-is.

Too kiigus tutvustab autor koiki eelnimetatud programme, kirjeldab peamisi jirjestus
(mpoctpoenus!), teisendamis ja realiseerimis probleeme selles mudelis. Saavad olema
labivaadatud ja seletatud iihed voi teised lahendused, kuidas nendeni on joudnud autor ja
miks just need lahendused said olema tehtud. T66 omab endas ka mudeli jooniseid ja

animatsiooni kditumise arvutuste algoriitme.

Autori poolt loodud pdordpendli animeeritud mudel virtuaalses reaalsuses, voib olla
kasutatud kui ndide sellest, kuidas kditub mudel kiivas ajas, mis aitab aru saada nii mudeli

fiitisilisi omadusi kui iilesannete lahendamist mis on seotud selle temaatikaga.

Aluseks saab olema voetud, reaalselt olemasolev péordpendli mudel, mis on ehitatud

firma Inteco poolt.

Loputdo on kirjutatud vene keeles keeles ning sisaldab teksti 39 lehekiiljel, 6 peatiikki,
26 joonist, 1 tabelit.



Abstract

Implementation of an Inverted Pendulum Model in Virtual Reality

This work is dedicated to the construction of the inverted pendulum model, converting

and the following implementation of the model in a virtual reality.

The model will be built in the computer-aided design system AutoCAD, developed by
Autodesk. Animation will be implemented on the game engine Unreal Engine 4,
supported by Epic Games. The implementation of the model will take place by applying
a mathematical model of inverted pendulum in MATLAB. Computer software system
3Ds Max, further developed by Autodesk, will be used to convert the three-dimensional
model.

In the course of this work author is going to give sight of all the above programs and
describe the main problems of construction, converting and implementation of the current
model. Various courses of solutions will be considered and explained as well as the way
author came to them and why do they have the right to exist. The work also contains

graphical representations of models and calculation algorithms of animation’s behavior.

Animated inverted pendulum model in virtual reality, created by author, could be used as
demonstrative example of model behavior in the real time, which could help not only with
understanding of the physical nature of the model, but also with solving problems, related

the current subject.

The existing inverted pendulum model, assembled by Inteco company, will be taken as a

base.

The thesis is in Russian and contains 39 pages of text, 6 chapters, 26 figures, 1 tables.
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1 BBenenue

Ha cerogusmauii AeHb, KaXKIBIM YEJIOBEK TaK MM MHA4Ye MMEI JEJIO0 C OTACIbHBIMU
MPOSIBIICHUSIMA BUPTYAJIIbHOM PEAJILHOCTH, MOPOM caM 3TOro He moao3pesad. byab 3To
pabota B rpa4ecKOM pemaaKTope, WM K€ MPOCTOW pasroBop Mo TeiaedoHy, depes
3BYKOBYIO BHUPTYaJIbHYI0 peanbHOCTh. [Ipom3omnuio 310 BO MHOroMm Ojaromaps
CTPEMHUTEINIBHO PAa3BUBAOIIMMCS KOMIIBIOTEPHBIM TEXHOJOTUSAM, YTO IMO3BOJIUIIO CO3/1aTh
HOBBII ()EHOMEH HaIllero BpEMEHH, KOTOPBIM B HAyYHOHU JINTEpAType MOTyYnJI Ha3BaHUE

“Virtual reality”.

HOFPY)KaHCB B BUPTYAJIBHYKO PCaJIbHOCTH, YCJIOBCK IICPECTACT OBITH IMPOCTbIM
Ha6JIIOI[aTCJIeM, rac OH MOXCET HC TOJIBKO CMOTPETH Ha O6p3,31)1, HO M CO3JaBaTh HX,
BJIMATH Ha UX ITOBCACHUC, JICIICTBOBATh CAMOCTOSITEIIBHO. TaKYIO BO3MOXXHOCTHb HC MOT'JIN
npeaoCTaBUTbL IMPOYTCHUEC KHUTH, IHIPOCMOTP (1)I/IJ'ILMOB HIIM CO3CPLHAHNUC KAPTHHBI.

HOBTOMy HHTCPEC K ﬂaHHOﬁ TEMC, HC 6y,[[eT yTHUXaThb €UI€ OUCHBb JOJITO.

Bynyun crynenTom, pemias 3amadd CUCTEMBl OOpAaTHOTO MasTHUKAa B TIPOrpamMme
MATLAB, s 10 mocienHero He MOT MPeACTaBUTh, UTO peaabHO U3 ce0s MPEACTABIISIET
Mojenb. [IpocToit kapTHHKH HEe ObUIO JOCTATOYHO 7S Nepenadyu Bceil nHpopmanuu 06
oOwvekTe uccrnenoanus. [loaTomy mpu BeIOOpe 3amayu A AUILUIOMHON pPaOOTHI, s
OTHECCS K ITAHHOU TeMe OY€Hb MOJIOKHUTEIHHO, TAaK KaK aHUMHUPOBaHHASI MOJIETTh CMOKET

nepeaaTtb BCC TOHKOCTU IMMOBEACHM.

JanHas pauniaoMHas paboTa MOCIYKUT XOPOLIMM OOYYarolIMM MaTepuaioM s
BBCJICHHUS B TPEXMEPHOE MOJCIHMPOBAHUE, U IOCIECAYIOLIEE aHUMHUPOBAHUE MOJCIIH.
PabGora He TOJNBKO MO3HAKOMHUT € TpadUUYECKUMHU pEeIaKTOpaMu, HO U MPEIOCTaBUT
MHTEPECHBIE PELICHUs TeX, UM WHBIX MPOOJIeM, CBA3aHHBIX C JAHHBIMHU IIPOrpaMMaMHu.
BynyT paccmoTpeHsl O1IHMOKH, KOTOPBIM YENSETCsS Majlo BHUMAHUS, U UX MOCIEAYIoIIee

pelieHue.
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1.1 Hean

JanHas quriiomMHas paboTa nmpecieayeT CASAYIOIIHE EIIn:
e (Coznmanue TpexMepHOW Mojenu B cucteme MozenupoBanust AUtOCAD,
e KounBepranus MoJenu, Ipyu MOMOLIH porpaMmHoi cucremsl 3Ds Max,
e JloOaBneHue aHMMAIIMK Ha UTPoBOM JBrkke Unreal Engine 4,

e Peanuzauusa moaenu npu nomoiu nporpammsl MATLAB.

1.2 TIpobJembl

B xone N3YUYCHUA HCIIOJIb3OBAHHBIX B pa60Te [Iporpamm, OBUIH BBISBJICHBI CJICAYIOIINC

po0JIEMBI:

o HOCTpOGHI/Ie CJIOKHBIX, HC TPUBUAJIbHBIX, 00BEKTOB A JOCTHXKCHUSA pealii3Ma

C UCXO/IHOHM MOJelnbio oT Inteco,
e Konsepramus ¢opMaToB U3 OJJHON CHCTEMBI B IPYTYIO,
e IlenTpanu3sarus onmopHbIX ToUeK (Pivot point),

L4 Pa3pa60TI<a AJITOPUTMOB IMOBCACHUA aHUMAIIUU.

14



2 Cuctema moaeaupoBanusi AutoCAD

AUtoCAD - nByx- u TpéxMmepHas CUCTeMa aBTOMAaTHU3WPOBAHHOTO MPOEKTUPOBAHUS U
yepueHusi, paspaboranHas kommanueir Autodesk, mepBas Bepcust KOTOpou, Obuia
BbilTylieHa B 1982 roxy. SIBnsiercst camoil MOMyJIsipHOM CUCTEMOW MPOCKTUPOBAHUA U

yepuenusi. HacunteiBaeT 0k010 6 MITH mosbp30Bateneit [1].

Pannue Bepcuu onepupoBaiu NPUMUTUBHBIM HAOOPOM HHCTPYMEHTOB, TAKUE KAK KPYTH,
JWHUAW, AYTA U TeKcT. OHaKo HAa COBPEMEHHOM I3Talrle, MporpaMMa BKIIOYAaeT B ce0s
IIOJIHBIM TEpEeYeHb CPEACTB, I TPEXMEPHOIO MOJEIUPOBAHMS, 4YTO IO3BOJISET
CO3aBaTb MOZEIN DPA3IMYHOM CTENEHU CIOKHOCTH. JlaHHas nporpamma OTIMYHO

MOJXOUT JIJIsl MOJICTTMPOBAHUS CHCTEMBI 00paTHOTO MAasTHUKA.
['maBHbIe mprunHb! BeIOOpa cuctembl AUtOCAD:
e Pacnpoctpanenue Ha 18 s3bIKax, BKJIIOYas PYCCKUM,
e HabGop HHCTPYMEHTOB /JI51 KOMIIJIEKCHOT'O TPEXMEPHOTO0 MOJIEIUPOBAHUS,
e VhpoleHHas JOKyMeHTaIus, 0oJbIloe ‘community’,
e Bo3MoxxHOCTB nepcoHann3anuu uaTepdeiica,

o Crynenueckast auieH3us (OecriaTHas MOITHCKA).

AUTODES
AUTOCAD

Pucynox 1. JIorotun cucteMbl aBTOMaTU3upoBaHHOTo MojienupoBanus AUtoCAD.
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2.1 UHCTPYMEHTHI TPEXMEPHOI0 MOIeJTUPOBAHMS

Tpexmepubie mogenu B AUtOCAD ObiBaroT Tpex THUIOB: KapKacHbIC, TOBEPXHOCTHBIC U
TBCPIAOTCIILHLIC. OGB@I{HHCHHG Pa3HbIX THIIOB O6’beKTOB B OAHOM 4YCPTCIKC HC

PCKOMCHAYCTCS U3-3a OTPaHUYCHHOCTHU BO3MOKHOCTHU HpCOGpaSOBaHI/Ie OJHOIo 00BeKTa

B JIPYTOM.

e KapkacHas Mojenb — INpeICcTaBiIeHa TOJIBKO peOpaMu IpaHed, MpeACTaBIISET

co0oii mpo3pauHbIii 0OBEKT.

e [loBepxHOCTHasi MO/EIb — MPEACTABICHA HE TOJBKO pedpamu, HO M TPAHIMHU,
MOJXET OBbITh IpPEJICTAaBICHA CETKOM, MO3BOJIAET CKPbIBaTh HEBUIMMBIC YaCTH

o0OBeKTa.
e TBepaoTenbHas MOJIEIb — 3aHMMAET BCE MIPOCTPAHCTBO, OITMCAHHOE €0 IPaHsIMHU.

AutoCAD umeet Goratblii BHIOOP MHCTPYMEHTOB ISl IOCTPOCHUS U PEAAKTHUPOBAHUS
TPEXMEPHBIX 00BEKTOB. OTHAKO CaMBIM TOITYJISIPHBIM CITIOCOOOM SIBJISICTCSI TTIOCTPOCHHE
CJIOXHBIX JIeTallel 3a CYET COBOKYITHOCTH MPUMHUTHUBHBIX OOBEKTOB, TAKUX KaK SIIUK U
mwmHAp. [Ipu 3TOM, 3ayacTyro, €cTh HEOOXOJAMMOCTh MpHOEraTh K MOCTPOCHHIO
nByxMepHOU mojenud. OOBEKT MOXKHO PacCMOTPETh CO BCEX CTOPOH, MOCMOTPETh B

paspese Wi CCUCHHU.

Jnst manunymsiuu ¢ 3D Tenmamu cyiecTByeT maHellb pelaKTUPOBAHMS Tela, KOTopas

MO3BOJIACT IIOATOHATD O0OBEKTHI 11O pasMepam, O6T>CI[I/IH$[TL, pa3pe3aTts U CMCIIATh.

Y 0o

BerarmeaHmne da CeueHne 0 O6begnHeHne
CmeweHne petpa &7 Baaumogeiicteue (D) Beiumwtanne

Conpskenne no kpowmke ~ [0 OBonouka - (%) Mepeceyenne

I
(1}
Kypnan Auwmk  Boygaswte Bpawate fodt Cgewr
Ten u |

Mogenuwposanue ~ Pepaktuposanne Tena
PucyHok 2. ['naBHas maHejab HHCTPYMEHTOB, IPU TPEXMEPHOM MojienupoBanu B cuctreme AUtoCAD.

Bonee cnoxuble (urypsl, Takue Kak ‘3Be3la’ U peNbChl ObUIM MOCTPOEHBI 33 CUET
WHCTPYMEHTOB JAByXMepHoro mojenupoBanust AUtOCAD, 4to mo3BoisieT cO3/1aBaTh

Ooee ToYHBIE O0OBEKTHI, UTO HE BCETIa MOXKHO cleyiath ¢ 3D tenom.
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2.2 UHCTPYMEHTBI IBYXMEPHOT0 MOJAeJIMPOBAHUS

Jl1g yepueHns U MOACINPOBAHUS UCIIOIb3YIOTCS TPAKTUYECKH OJHU U TE K€ IPUHIUIIB,
IIO3TOMY, HE 3Has OCHOB YE€pPUYEHHUs, HEBO3MOKHO I'DAMOTHO IIOCTPOUTH TPEXMEPHYIO
Mozieiab. OCHOBHBIMM MHCTPYMEHTaMH YEpPUEHHUs SBISAIOTCA: OTPE30K, Kpyr, Ayra U

IPSIMOYTOJIbHUK. 3 HUX MOKHO MOCTPOUTH IBYXMEPHYIO (PUTypy JTF000# CI0KHOCTH.

s penakTupoBaHHs IBYXMEPHBIX OOBEKTOB IMPEIOCTABISAIOTCS TaKU€ MHCTPYMEHTHI
KaK: MEepeHecTd OOBEKT, KOMUPOBaTh, MOBEPHYTh, OT3EPKAINUTH, 00pe3aTh U CO31aTh

MacCCHUB.

I[aHHOFO Ha60pa HHCTPYMCHTOB BIOJHC AOCTATOYHO JId IMOCTPOCHUSA IOJHOLUCHHOI'O

qcpTeiKa.

+

D o O -

& - % I a&-

Otpezok MoananHKA F’pﬂ.rr
L -

Pucosanwe = PE,.'.'I,EKTI."IF]I:IEEHI."IE S

Pucynoxk 3. ['naBHas maHeab HHCTPYMEHTOB, IPH IBYXMEPHOM
MonenupoBanuu B cucreme AutoCAD.

2.3 I'pynnupoBKa 00beKTOB U CJIOU

Korz[a MMPUMUTHUBOB HA YEPTCIKE CTAHOBUTHCA CIIMIIKOM MHOT'O, UX HYKHO I'pYIIIIUPOBATH
B 3aBHCHMOCTH OT CBOMCTBA WJIM MECTOIOJIOKECHHUS OOBEKTA. CYH.ICCTByeT 2 cmocoba

00beHUTh 00beKThI: Tpymma(Group) u ciou(Layer).

Kaxxaplii mpuMuUTHB yepTexka MOKET UMETh CBOMCTBA, TaKWe Kak ILIBET, BEC(TOJIIMHA)
JTUHUH, THIT JIMHUW U TaK ganee. st Toro, 9To0bl rpynmupoBaTh 00bEKTH OTHOCUTEIHHO
o6mux corictB y AUtOCAD ecth oTaenbHbIi HHCTpYMeHT - Layer(Cmoit). Croit Takxke
ABNSETCS OOBEKTOM H MOXET HMETh TMpHCYIIHe eMy cBolicTBa. 3HayanbHO
MOJIK30BATENIO MpeaocTaBisieTcs: nedonTHeIA cioi — Layer(). OctaibHbIe CION 3aBUCAT

TOJBKO OT (baHTaSI/II/I T10JIB30BAaTECIIA.
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JWCTETYEP CB TB CNOEB

Terywmii cnoit: MD_Ckpeimine nunmi

Tunawn.. Becannwi MNpospayt.. Ciwab.. . 3amopo.. [loAcHexne

thh 3

Continu...
HIDDEN2Z
Continu...

AONTIAU ...
HIDDEN2Z

Y
Py
Ty
Py
Ty
Py
Y
s

It th e ot o

Pucynok 4. Tucneruep cioes B cucreme AutoCAD.
I'pymmer B AutoCAD mpenHasHaueHbl s OObEOUHEHHS OOBEKTOB C pa3sHBIMHU
CBOMCTBaMH, pPACIOJOKEHHBIX HA PAa3HBIX CIOSX. [PYINIbl SBISIFOTCS  yIOOHBIM
MHCTPYMEHTOM [IJIs YCKOPEHHs 3a7ad BBIOOpa, IMEpeMElIeHUsT M PeNaKTHUPOBAHHS
00bekToB. Omepanus TPYHNIUPOBKU MpelHa3HayeHa ais (PUKCUpOBaHUS B3aUMHOTO

PaCIIOJIOKCHUA BBIACICHHBIX 00OBEKTOB. prnna TAKXKE MOXCT COCTOATH U3 HCCKOJIbBKHX

rpyIL.

be3 rpynnupoBku 00BEKTOB U paclpeieIeHus UX 110 CJI0sM, B 3aBUCUMOCTH OT CBOMCTB,
ABJIsieTCA BaXKHbIM yMmeHueM mpu pabore B AUtoCAD. Ecnu npeneOperars JaHHBIMU
WHCTPYMEHTAMH, TO KOJHYECTBO OOBEKTOB CTAaHET HACTOJIBKO OrPOMHBIM, YTO C

MIPOEKTOM HEBO3MOXKHO Oy/eT paboTath.

2.4 MoaeJib 00paTHOT0 MASITHUKA

B nmannoi#t r1aBe OyaeT MpoeMOHCTPHPOBAaHA MOTHOCTHIO CIIPOSKTUPOBAHHAS MOJIENb B
cucteMe aBToMaTu3upoBaHHOro npoextupoBanus AUtOCAD. 3a ocHoBy Oyzaer B3sTa,
peasbHO CYIIECTBYIOLIAast MOJIENIb OOpaTHOIO MasgTHUKA, cOOpaHHas koMnaHuen Inteco.

Mopuens HaxoauTcs B tabopatopun TammumHHECKOTO TeXHHYECKOTO Y HUBEPCUTETA.

Bce usmepenus Oblmu mpoBeAeHbI ¢ TOYHOCTHIO 10 1 canTuMerpa. L{Bera n mMatepuan

HOI[O6paHLI B COOTBCTCTBHUHU C peaﬂBHOﬁ MOACIBIO.

‘lepTem/I CHpOCKTHpOBaHHOﬁ MOACIN 6y,HYT I[O63.BJ'ICHBI B JIOIIOJIHEHHE K JUIIOMHOM

paboTHI.
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Pucynok 5. PeanpHas Momens 0OpaTHOTO MasiTHHKA.

2.4.1 BepTUKaJbHAA IVIAHKA

OavH u3 caMbIX MPOCTBIX TIpynn OOBEKTOB, OBUIO CO3JaHHE(IIPOCKTUPOBAHUE)
BEPTUKAIbHOM IIaHKUM. OHa IIOJHOCTbIO COCTOMT U3 BBITAHYTHIX SIIMKOB. Jlist
JOCTHOKEHUS OOJIBIICH PeaTMCTHYHOCTH, OBUIH TOOABJICHBI YEPHBIC 3aTTYIIIKH HA KOHIIAX

HOXEK U OaJIKu.

Pucynox 6. Buzyanuzanust BepTHKaIbHOM IUTaHKK TpexMmepHoit Moaenn B AUtoCAD.
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2.4.2 PeabcoBasi mapa

B oTiinunu oT BepTUKANTBHOM IIJIAHKU, AJIS TOCTPOEHUS PEIIbC UCIIOIb30BaATh BBITSHYTHIN
ALIUK ObUIO HEe JoCcTaTO4YHO. [0 KpasiM pesbCOBBIX Map HaXOIATCS BBITSAHYTAs JIOCKOCTh
paBHOOeApeHHOr0 TpeyronbHuKa. [locne, Bce 00beKThl ObLTH 0OBEIMHEHBI B OJIUH, YTO

CACJIAJIO PCIIbChI LICJIOCTHBIM 00BEKTOM.

D10 OBUT MEPBBIN CIy4ail MCHOIB30BAHUS JIBYXMEPHBIX (UTYp M MHCTPYMEHTa CIBUTA
TPEeXMEpPHON MOJIENH JUIs TOCTPOEeHHs OoJiee CII0KHON (PUTYPBI, UTO MOATBEPXKIAET, UTO

CJIOKHBIC AC€TalIl COCTOAT M3 COBOKYITHOCTH MPUMUTHUBHBIX.

Pucynok 7. Busyanusanus penbcoBoit mapsl B TpexmepHoit Mmogenu B AutoCAD.

2.4.3 Cucrema BeaylHX 3BE3/1

OpnHolf U3 cambIX MHTEPECHBIX 4YacTed MOJeNd OOpaTHOro MasiTHHKa Oblja cHUCTeMa
Beaywux 3Be3a. MacTpymenTs! 3D MoaenupoBaHus He MO3BOJISIIM CAENIaTh €€ ObICTPO U

pocCTO. Bbr1no MPUHATO PCIICHUC pCaIn3aliuu 4Y€pe3 YCPTECIK I[BYXMepHOI\/'I 3BC3bI.

Jlns Havana, OblT HAPUCOBAH MPOCTON PaBHOOEIPEHHBIN TPEYTrOJIbHUK 0€3 OCHOBAHUS.
ITocne, ObUT cO31aH KPYroBOM MacCHUB JAaHHOTO TPeyrojpHUKa. B mrore mosyumnacek

OCJIIOCTHAA (I)I/Il"ypa, ABJIIFOIIAACS I'PAHBIO 3BE3AbI.
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Pucynox 8. /IByxmepHas ¢purypa np Co3JIaHUH CI0KHOTO TPEXMEPHOTo 00beKTa (KpacHbIH
TPEYrOJNbHUK).

YroObl MNOMY4YUTH pedpo 3Be3Ibl, JOCTATOYHO CHejJaTh IIOBEPXHOCTh €€ TpaHu.
Hcnonp3ys HHCTpYMEHT BBITSATUBAHUS, Moiydaercs Hactosimuii 3D o0bekT, 00bEMHas
3Be3aa. [locne konupoBaHus HOBOrO 00BEKTA, BCTABIISIEM MEXAY 3BE3aMU LIWIMHJIP, B

HUTOIC IIOJIy4acTCA BeAYIas CUCTEMA 3BE3 /], CX0XKasl C pCaJIbHbIM 00BEKTOM.

Pucynok 9. Busyanusanus cucteMbl Beynux 3BE3] B TpexmepHoit mogenn B AUtoCAD.

2.4.4 Kaperka

Kapetrky MOXHO pa3ienuTh Ha TPU YAaCTH: OCHOBAHHME KapEeTKH, KOJIECHBIE Mapbl, CIIUIBI.
[TocTpoeHre OCHOBaHUSI KapeTKH HE MPEACTABISECT HUYETO CIOKHOTO, OHO COCTOUT U3
BBITSIHYTBIX SIIAKOB ¥ OAHOTO IMMIHHAPA. CIHITBI COCTOST TOJIBKO U3 IMHJIUHPOB. CaMblit

CJIO’KHBIHM 3JIEMEHT 3TOTO 00BEKTA SIBJISIETCS KOJICCHAS rnapa.
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KonecHsie mapsl JOMKHBI OBITH HE TOJIBKO MPUBSI3aHBI K KapeTKe, HO U elIe UAeaTbHO
MOJXO/IUTH K pelbcaM, KOTOPbIE PacIoIoKeHbI Ha BEPTUKAIBbHOM Oanke. B To Bpems, Kak
caMma KapeTKa COCTOHUT B CBSI3U C BeIyLIMMHM 3B€3/JaMU yepe3 peMeHb. B nanHOM ciydae
IIOMOTYT TOJIBKO TOYHBIE M3MEPEHMs PEaJbHOM MOJENU, U TOYHOE pacloIOKEHUE

00BEKTOB BUPTYaJIbHON MOJIENH, B CUCTEME KOOPIUHAT.

Konecnas nmapa npezacrasiser u3 ce0si LUIMHAP, BOKPYT KOTOPOTO CABHHYTA INIOCKOCTh

TPEYroJIbHUKA 110 OCH JaHHOI'O HUJIMHIpPA.

Pucynok 10. Busyanu3zarmst kapeTku B TpexMepHoit monenu B AUtOCAD.

2.4.5 Urorosast MojaejIb

bnaronapst TOYHBIM H3MEPEHUSM, YAAIOCH JOCTUYb LIEJIOCTHOCTH BCEW MOJENIN, HUKAKUE
00BEKTHI HE Hae3:XatoT APYT Ha JApyra U He BUCAT B Bo3ayxe. Bes Mozaenb, He cMOTps Ha
€€ CIIOXKHOCTb, OblIa TIOCTPOEHAa M3 INPOCTBIX OOBEKTOB C HCIOJIb30BAHUEM
MUHHMAaJIbHOTO KOJIMYEeCTBA WMHCTPYMEHTOB it penaktupoBaHus. AUtOCAD wumeer
BHYTPEHHIOIO IOKYMEHTAIINIO, YTO CLIOCOOCTBYET OBICTPOMY 00YUEHHUIO TOMY HITH HHOMY
uHcTpyMeHTy. HHOBarmonHas 3D Bu3yanuzanus no3posiuia 6e3 mpodiaeM paccMOTPeTh
00BEKTHI CO BCEX CTOPOH. I'pynmnupoBka 0OBEKTOB M PACHPENCIICHUE CIOEB MO3BOIUIIO
VIPOCTUTh PEAAKTHUPOBAHHUE, MEPEMEIEHUE U MOUCK, KOHKPETHbIX aeTanell. MIMeHHo
nodtoMmy AUtOCAD sBrsieTcst JIydmied CHCTEMOW JBYXMEPHOTO W TPEXMEPHOTO

MOACIINPOBAHUA.
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Pucynok 11. Busyanusaius mojiHOH TpexMepHOU Mojienu oopatHoro MasitHuka B AUtoCAD.
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3 KouBepranus mogeau u3 AutoCAD B Unreal Engine 4

OcuoBubiM (popmatom ¢aiina AutoCAD sBrnsercs DWG. EnunctBennsiii ¢opmar,

KOTOpBIN octyneH s umnopra B Unreal Engine 4 - FBX.

e DWG — Gunapuslii popmaT (haiina, HCHoIb3yeMBbIi ISl XpaHEHHUST IBYXMEPHBIX

(2D) u Tp&xmepHbIX (3D) NpOEKTHBIX JaHHBIX U METAAaHHBIX [2].

e FBX - ucnonb3yercs ajsi 00€CICUEHHs] COBMECTUMOCTH Pa3IMYHBIX MPOrPaMM

TpexmepHoi rpaduku [3].

3D DWF (*.dwf) 3D DWFx (*.dwfx) | Autodesk Design Web Format

ACIS (*.sat)

ACIS solid object file

Bitmap (*.bmp)

Device-independent bitmap file

Block (*.dwg)

Drawing file

DXX Extract (*.dxx)

Attribute extract DXF file

Encapsulated PS (*.eps)

Encapsulated PostScript file

IGES (*.iges; *.igs)

IGES files

FBX files (*.fox)

Autodesk FBX files

Lithography (*.stl)

Solid object stereolithography file

Metafile (*.wmf)

Microsoft Windows Metafile

V7 DGN (*.dgn)

MicroStation DGN file

V8 DGN (*.dgn)

MicroStation DGN file

Tabmuma 1. Tabuuma skemopTHbIX hopmaros cuctembr AUtoCAD [4].




KonBepramnust TpexmepHOW MOJIend OOpaTHOrO MasTHUKA OyIeT MPOXOJUTh dYepe3

skcnopt popmata FBX, ¢ mocnenyromum ummnoprom Ha asuxok Unreal Engine 4.

3.1 DkcnopT HA NPSAMYI0

DKCopT U UMNOPT (HaiiyoB OyIET MPOUCXOIUThH HAMPSAMYIO, HE HCIIOIb3YysI CTOPOHHHE
nporpammbl. AUtOCAD mmeeT BO3MOXKHOCTH dKcmopTa Mojenu B hopmare FBX, Unreal

Engine 4 criocoben oOpabaTbIBaTh JaHHBIH GopMart.

Pucynox 12. Bug monenu npu skcnopre u3 AutoCAD.

[Tpu umnopre FBX ¢aitna va gemxok Unreal Engine 4, HaunHAIOT BO3ZHUKATH MPOOIEMbI
C MEeCTOHaxXOJKIeHHeM PIVOt point, Touka Bo3BpamiaeTcss B MHPOBOE IOJOKEHHE BCEi
MOJIEIH, HECMOTPSI Ha TO, YTO TPH 3KCIOPTE TOUYKA OblIa IIEHTPAIN30BaHA C 0OBEKTOM,
U3-3a 4Yero, HauMHaeT BO3ZHUKATh IPoOJIeMbl ¢ 100aBJIeHNEM aHUMALMHU U TIepeMELlIeHUEM
00BbEeKTa Ha JBWXKKe. PoTalys HauMHaeT MPOMCXOAMTH HE BOKPYr LIEHTpa OOBEeKTa, a

BOKpYT pivot point.

Pucynok 13. Bua monenu npu umnopte B Unreal Engine 4.
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CymiecTByeT 2 BapyuaHTa PEIICHUs 3TOU MPOOJIEMBI:
e [lepenoc kaxaoro oowvekTa K 1ienTpy [ICK(AutoCAD)
e Ilepenoc pivot point k nentpy oowekra (Unreal Engine 4)

[lepBbIii BapuaHT MOMOMIET IJIi MPOCTBIX MOJENEH, HO, KOTAa OOBEKTOB CIHIIKOM
MHOIO, 3ajJaya CTAHOBHUTCS HE BBIIOJIHMMOM, Takxke Oyner TepsTbes oOliee

MECTOIT0JI0KEHUE 0OBEKTOB.

Bropoii BapuaHT HE MOAXOIUT IS CIOXHBIX Mojeneld. Tak kak pivot point Oymer
CMEIIAThCs TOJIBKO OTHOCHTEIBHO JAHHOTO 00BEKTa, OTHOCUTEIBHO APYrUX, ero Pivot

point ocTaHeTcst Ha TPEKHEM MECTE.

3.2 DKCNOPT NpH NOMOILIH NMPOrpaMMHoii cuctembl 3Ds Max

3Ds Max - momHO(MYHKIMOHAJIBHAs MpodecCHOHaTbHAs MpOrpaMMHasl CHCTEMa JUIs
CO3/IaHUsl U PElaKTUPOBaHUA TPEXMEpPHON Ipa@UKM U aHUMALUH, 10 pa3zpaboTaHHas
kommanuedn  Autodesk [5]. Tak xe kak wu AUtoOCAD jmoctymen 1o
cryaendeckoi(0ecrmaTaoi ) munersun. 3Ds Max Taxke criocodeH paboraTh ¢ popmMaTom
FBX. Cnoco6 koHBepTaluu mnocpeacTsoM nporpammsel 3Ds Max mMoxHO pa3fenuTs Ha
TPHU YacTH: UMIIOPT BCeil MOJeNH, HeHTpanu3anus Pivot point OTHOCHTENBHO KaXIOTO

00BEKTa, FKCIOPT KaxkA0ro 00beKTa B oTenbHbI FBX daiin.

AUTODESK
3DS MAX

Pucynox 14. Jloroturt cucteMsl co3aHus M peJakTUPOBaHUs TpexmepHoit rpaduku 3Ds Max.
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3.2.1 UmnopT Bceii MoaeJIn.

Mojieib He HY)KHO pa3zielisiTh Ha OTAeabHbIe 00bekThl. B oTmmuuu ot Unreal Engine 4,

3Ds Max cam Haiiner Bce 00BeKTHI JaHHOW Mozenu u3 ¢opmara FBX. Jlna skcnopra

nmoHaa00uThes Bcero oauu FBX daiin.

Pucynox 15. Bug monenu npu mmmopte B 3Ds Max.

OpnHako HaYMHAET BO3HUKATH MPOOJIEMBI C MepeIadeii MaTepruaioB 00bEeKTa, TTOITOMY
3Ty 4acTh Jy4YIlie MPEAOCTaBUTh KOHEYHOMY BapHaHTy MOJIENH, B camoii cpeae Unreal
Engine. Pivot point Bcex 00bEKTOB OymeT HAXOMUTHCSA B MHPOBOW TOUKe, Oiaromaps

UMy, MOACIIb HE MOTEPACT LCIIOCTHOCTD.

3.2.2 llenTpanu3amusi pivot point

[Tporpamma 3Ds Max uMeeT pOIHOW MHCTPYMEHT, C MOMOILBIO KOTOPOI'O MOXKHO

[ICHTPaIU30BaTh Bce PiVOt POINt’bl , OTHOCHTENILHO KaXKIOTO OTJACIBHOTO 00BEKTA.

Pucynoxk 16. Bux Mozenu mocJie rieHTpanusamnuu pivot point.
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Opnnako naHHBIE W3MeHEeHHs Oynyt pabortarh Tonbko B 3Ds Max’e. Ilpu skcnopre
00bekToB B (hopmar FBX, pivot Touku cOpackiBaroTcs Ha MUPOBYIO. [J1s pelieHus 3TOi

npo0JIeMbI CYIIECTBYET OT/IC/IbHBINA HHCTPYMEHT, He 3aBucsiiui ot 3Ds Max - TS_Tools.

2 UE4 FBX Exporter Version 1.1.1 ¥

Expart Mode

Export Oplions

* Move each |'||:|'iF-|'t to 0,007
Shells?

og? (Wil only be shown once per export)

Open Export Path in Explorer

mesh10.fb
mesh11.fh
mesh12.fh
mesh13.fb
mesh 14, fh
mesh15. b
mesh16.fb
mesh17.fh
mesh 18, fbx |

Export Selected Objects

Pucynok 17. Uuctpyment TS_Tools aiast 3Ds Max.

[Tocne wHCTANISAIUM CKPUIITA, TOSBUTCS BO3MOXHOCTH SKCIOPTUTH BCE OOBEKTHI C
[CHTPAIU30BaHHBIMHU PIVOt Toukamu. Takke 3TOT CKPHIIT MO3BOJISET CO3/aTh CIHUCOK
‘aktopoB’ mns ummnoptra B UE4, ¢ coxpaHeHHEM MECTOMONOKEHHUS BCEX OOBEKTOB

OTHOCHUTEIIBHO JIPYT Ipyra.
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4 JlobGaBiieHue aHUMAIIUU HA UTPoBoM JABukKe Unreal Engine

Unreal Engine — urpoBoii 1BMXOK, pa3padaThiBaeMblil U MOICPKUBAEMbIN KOMITAHHEH
Epic Games. I1epBast urpa Ha 3TOM JIBMKKE ObuIa co3nana B 1998 roay. J|BukoK HanucaH
Ha s3bike C++, 4TO JaeT BO3MOYKHOCTh padoTaTh ¢ OOJBIIMHCTBOM OIEpPA[MOHHBIX

cucteMm [6]. B nanHoit paboTte ObUT UCIIOIB30BAH JIBHYKOK BepCUU 4.

JIBIKOK MO3BOJISIET THCATh JIOTHKY Ha si3bike C++, a TakKe ¢ MOMOIIbI0 BU3yalbHOU
cucTeMbl porpammupoBanus — blueprint. DTo Bu3yabHbIN CKPUNITOBBIN S3bIK, KOTOPBIH
JaeT TaKyld BO3MOXHOCTb, KaK MHCaTh JIOTUKY, HE 3Has HH OJHOIO s3bIKa
nporpamMmupoBanusi. HecMoTpst Ha TO, 4TO 3T0 BU3yasbHas cuctema, blueprint mo3sossier

CO3aaBaThb MMOYTHU BCC YTO YIrOJHO, pC€IIaTh, KaK MMPOCTHIC 3a1a4r, TaK U CIIOKHBIC.

B nannHoif pabore Jsiornka aHuManuu OblIa IOJHOCTHIO MOCTPOEHA C IIOMOIIbIO
bluprint’os. Bes anumarust omupaercsi Ha 3 00beKTa: JBHKEHHE KApETKH, MMOBOPOT

CIIMIbI, HAIIPABJICHHOC ABUKCHUC CITMIIbI.

UNREAL

ENGINE

Pucynoxk 18. Jlorotumn urposoro aswxka Unreal Engine 4.
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4.1 AuuManus nepeaBHKeHUs] KAPEeTKH

JIBIKEHHE KapeTKH MPOMCXOAUT TOJBKO BIOJb OCH X, KOOpAuHATB Z U Y SIBISIOTCS
KOHCTAHTHBIMHM 3HAYCHUSAMH, KOTOPbIC HE H3MEHSIOTCS BO BpeMsl BCEH aHUMAIlMU
mojenu. Jlormka npuHMMaeT Ha BXoxa: JuMHy Oanmku (X_real_length) u rtexymryro

MO3UIIMIO KapeTKH(X), OTHOCUTEIIHBHO 3TOM JJTUHHBI.
——
XStat @ @

XEnd @ @

SET

VaRa
X RealLength @ @, Karetka X Max

Xlenth @ @
— ®
X Real Length @

—_——
X Real Length @

PI/IcyHOK 19. Jloruka OTHOCUTEILHOTO NMEPEMCIUICHUSA KapCTKH.

Ipu 3amycke aHMMAIMH, BBIYACIIACTCS JIMHHA TpexMepHoit 6anku(X_length). Crassites
makcumanbHasi(karetka X _max) u munumansHasi(karetka_X_min) aiauHHA TyTH KapeTKH.
UYroObl mepeMenieHne KapeTKh COOTBETCTBOBAIO PEATbHOMY, CO3IaeTCs MepeMEHHas,

oTBevaroIas 3a Ko3pHUIMeHT OTHOCUTETLHOCTH(X_MP).

HpI/I U3MCHCHHUHN T103HMIIMH X, KapeTka aBTOMATHYCECKU CMCHIACTCA Ha HYXKHYIO

KOOpAuHATy OTHOCUTCIIBHO peaHBHOfI MOJICIIH.

2 i} karetka

| SetActorLocation

Make Vector

Pucynox 20. Jloruka nepeMenieHns: KapeTku.
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4.2 AHUMAIHA TOBOPOTA CHHUII

Jloruka mOBOpOTa CHUIIBI SIBJISETCS CaMOM IPOCTON B MOJEIH OOpPaTHOIO MasTHUKA.

3aBUCHUT OT OJHOI'O BXOJIHOT'O IapaMeTpa — yroJl IOBOpPOTa.

S spica_right_centr
| SetActorRelativeRotation

~ Make Rotator — P
- \ [0D v . Target Sweep Hit Result
» X (Roll) |0.0 Return Value @
\ ‘ ‘ - \\

== @ New Relative Rotation
Sweep [
Teleport ()

Right Angle @ ——_ @ Y (Pitch)

PI/IcyHOK 21. AHI/IMaHI/IOHHaﬂ JIOTUKa NOBOpPOTa CITUIIBI.

B 3aBucumocTu ot BXOJAHOTO IMapaMeTpa, CIIilia IOBOPAYNUBACTCS OTHOCHUTCIIBHO LHCHTPA

00BEKTA, K KOTOPOMY OHA IIPUKPEIICHA.

4.3 HanpasJieHHOe JIBUKEHUE CITUIIbI

JIBUkeHHe KapeTKd W TOBOPOT CIHMI(Bl BIIOJHE JIOCTATOYHO [UISL  MPOCTBIX
MaTeMaTHIEeCKHX MOJIENeH, i Gojee CIIOKHBIX, T/Ie CIHIA HE 3aKpeluleHa W UMEET
CBOOOJHOE HAMPABICHHOEC JBWKCHHE, HYKHO IHCATh JOMOIHHUTEIbHYIO JIOTHKY.
BxoaHbiMu mapamerpaMu ciyxart: mairHHa(Spica_length) crumbl, mosumms(spica_pos)
CIHUIBI OTHOCHUTEIBHO 3TOM UTMHHBI (HApUMep, JJIHHHA CIULbI 24, MO3UIMS MOXKET
konebarbest ot 0 1o 24). Bece koopanHATH 00BEKTOB OEPYTCSI OTHOCHTEIHHO MHPOBOM

TOYKH.

Bxonanoit napamMeTp JJIMHHBI CITUIbI, MOKET OTIINYATHCA, OT JJIMHBL TpeXMCpHOﬁ MOACIH,

MMO3TOMY JIAd HavadlJla HY’>KHO BbIYUCIIUTD KOB(b(I)I/II_[I/IeHT OTHOCHUTCIBbHOCTHU

_— _—
_ |Abot - Atop'
Kmp = .

length
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'7; spica_right_bot . Break Vector .~ Make Vector

f GetActorLocation @ InVec X @ » X Return Value @

B~ =

Target Return Value @ ® y f VectorLength » D

——  — . - e " ® o rRtumvieo® | ® @ Spica Mp

} spica_right_top

J GetActorLocation ( < /

Spica Length @

Target Return Value @

PI/ICYHOK 22. Jlornka OTHOCHUTEILHOIO HalpaBJICHHOI'O IEPEMEIICHUSA KapCTKU.

Jns  cmemieHuss cCOMibl Ha HOBYIO TMO3MIMIO TpeOyercs 3HaTh €€ TeKyllee

MeCTOMOM0KEHHUE (Poyyyr), OTHOCHTEIBHO KOTOPOTO OYIET MPOUCXOIUTH CMEIICHHUE.

Poyrr = |Z;; - Akrestl

CrenyromumM 5TanoM HaXoAuM pasHULY TeKymled no3uiuu (Pr,.) OT HOBOH (Pyos),

OTHOCUTCIIBHO peaﬂLHOﬁ MOICIN.
Py = Peyyr — PposKmp

Hosnie KOOpAWHAThI CIHLbI HAXOAATCA 3a CUHET CYMMBI CTapOﬁ KOOpAWHAThI CIIUIbL

— —
(Apiq) m Tpowm3BeneHUsS OJMHOYHOTO BEKTOpa MO HampaBieHHio (A;) ¢ pa3HUION

TeKymIeH mo3utu (Py).

J GetActorLocation

¥ spica.right Target  ReturnValue® = @ g
L T o I A M— Add pin +
i} spica_right_bot . Break Vector >~ Make Vector J Get Actor Up Vector
—_—
J GetActorLocation e X Return Value @ g | SetActorLocation
Target Return Value @

— e
—
= @

Target  Return Value @ ‘@ J VectorLength »

Qs e ’ ,: 4 A el Value @ Target
i} spica_right_krest - - Make Vector o  ®A Return Value @

J GetActorLocation P In Vec X @ ® X Return Value @

Target t Value @& i
arg; Return Value @ i} spica_right
-
Spica Right Pos @ —— @ (=

SpicaMp @ — ®  addpin 4

Pucynox 23. Jloruka HarpaBIeHHOT0 EpEMEIICHHS KapeTKH.
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5 Peanu3anus Mojaeu npu nomoinu nporpammsl MATLAB

MATLAB — nakeT NpUKIaAHBIX IPOrpaMM JJIs pEUIeHMs 3a7ad TEeXHUYECKHUX
BBIYUCIICHHH, paboTaeT Ha OOJIBIIMHCTBE ONEpalMOHHbIX cucteM. [Ipencrasiser coboit
OCHOBY Bcero cemeiictea npoaykroB MathWorks. Sapo MATLAB mno3Boiser
MaKCHMaJbHO TPOCTO paboTaTh € MaTpulaMu pasHbix TuUnoB. [IpemgocraBiser
MHOXECTBO METOJIOB JUIsl aHAIM3a JaHHBIX, pa3paOOTKH aJrOpUTMOB M CO3JaHHS

mojeneit [7].

B nannoit pabore MATLAB Oyner ucnonp30BaThCs HUCKIIOYUTENBHO M Mepeaaydu
KOOpJMHAT aHWMHUPOBAHHOW BUPTYyalbHOH Mojenu. byaer paccMorpeHa mpocras
MaTeMaTH4ecKass MOJCNb, TIJIe CHUIBI  (UKCHPOBAHBI, HM3MEHSIETCS  TOJBKO
MECTOITOJIO)KCHHE KAPETKU W YroJi IOBOPOTA CIHUIBL. YCIOXKHSIS MaTeMaTHYCCKYIO
MOJIC]Ib M YBEJIMYUBAs BBIXOJHBIC JIaHHBIC, MOKHO BH3yaJIH3HUPOBATh TaK U CIIOXKHBIC

MAaTEMATUYCCKUEC MOACIIHN.

Hannbie 0ynyT nepenasatbest o UDP, mist atoro B UE4 cymecTByeT oTenbHbIN ‘actor’,
CIOCOOHBIN MPUHUMAThH TMAKEThl U MAPCUTh UX B CTPYKTYpPY NEPEIaHHBIX TaHHBIX, B

HaleM CJIydac KOOpAUHAT MEPEMCIICHUS KapE€TKU U ITOBOPOTA CIIMIBI.

Pucynoxk 24. JloroTum nakera npukiaaneix nporpamm MATLAB.
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5.1 MaTemaTu4deckasi MojieJIb 00PAaTHOT0 MAsITHUKA

JlanHas pabora He moapa3yMeBaeT MOJ COOOH co3JaHMe MaTeMaTU4YeCKOH MOJenu
O0paTHOr0 MasTHHMKA, MOITOMY OyAeT B3dTa YXKe CYIIECTBYIOIIAs, CIOCOOHAs
nepeJaBaTh HY)KHbIE HaM CTpYKTypbl AaHHblXx 1o UDP mnporokomy. CymectByer
BO3MOXHOCTh ~ YCIIOKHEHMs MaTeMaTHYecKol Mojenu Juist  Oosee  peaslbHOM
BU3yanu3aluuu. BusyanbHas Mozenb 0OpaTHOrO MasiTHHKA CIIOCOOHA BU3yalU3UpOBATh

OTHOCHUTEIIBHBIC ICPEABUIKCHU .

Packet
Output

L

Packet Output

Standard Devices
UDP Protocol [2705h]

Contro
FﬁendF'os
| | PendVel
“ CartPos :
7| Cartvel
J >
D,
Pendulum
Control and States

Pucynoxk 25. Tlepenatank cTpyKTypsI JaHHBIX B cpene Simulink.

5.2 BuzyajbHasi Mo/ieJib 00PATHOI0 MasITHUKA

TpexmepHas Monmenp M ee aHUMalMs YxXe ObUIM paccMOTpeHbl panee. JloOaBuB
cootBeTcTBYrOIIMIA event B blueprint, koropsiit umeer UDP nipueMHUK, HaNMCaHHBIH Ha
C++ sa3plke OPOrpaMMHPOBAHMS, HAM OCTAeTCS TOJBKO COMOCTABUTH BBIXOIHBIC
napaMeTpel C BXOIHBIMH. BO BpeMs 3amycka MMHTAalMM MaTeMaTHYECKOH MOJelnu,
JaHHBIE OyIyT TIepeaBaThCcsl HAPSIMYIO B 3TOT €VENt, 4To 1acT JOCTYN K KOOpAWHATAM
KapeTK! U YIIIy MMOBOPOTa CIUIIBI. AHUMAIIMS U 3alylleHHAs MaTeMaTHYeCcKas MOJICIb
MOT'YT HaXOJUThCS Ha PAa3HBIX MalnHaX. [[paBHILHOCTD aHUMAIIUK MOKHO ITPOBEPHTH,

COIOCTAaBUB MX C Tpadukamu, koTopblie BbiaeT MATLAB. B wurore mnonyduThbes
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aHMMalUsl BHUPTYAJIbHOM MoOJenu oOpaTHOrO MasTHHKAa Ha OCHOBE pEalIbHOM

MaTEMaTUYECKOI MOJIEIIH.

N
> BPEvent_DataReceived_Copy Add pin 4 "\ X
j s

=" Break CoordsData

Coords Data
Received Data

@ Right Angle

SET

@ Left Angle

Pucynox 26. [IpuemHuk cTpyKTYphI AaHHbIX B cpeae Unreal Engine 4.
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6 BeIBOI

[IpoexTrpoBaHuEe TPEXMEPHOH MOAETH OOPAaTHOTO MasTHHUKA MPOUCXOAMIIO B CHCTEME
aBTOMaTH3UpoBaHHOTO npoekThpoBanuss AUtOCAD. J[lannas mnporpamMma uMmeer
OonblIOH HAOOp MHCTPYMEHTOB Kak s TPEXMEPHOIro, TaKk M JUIs JIBYXMEPHOIO
IPOEKTHPOBAHUA. 3a CUET BCTPOECHHOW OOMIMPHON JOKYMEHTAallMM, AOCTYIHOM Ha
pasHBIX S3BIKaX, 3HAKOMCTBO C HOBBIMH HWHCTPYMEHTaMH ObUTO MpOCThIM. CIOXKHBIE
Jetany ObUIM ITOCTPOEHBI 3a CUET COBOKYMHOCTH Oojee mpocTeix. [laHHas cucrema
MO3BOJIMJIa MAKCUMAJIbHO TOYHO NepesiaTh JAeTalld peaJbHON MOJIENH, YTO MOBIUSIIO HA

pPEaIuCTUIHOCTD BHpTyaHBHOﬁ MOACIH.

KoHBepTupoBaTh TPEXMEPHYIO MOJIeIIb Ha UTPpOBOH 1BMkOK Unreal Engine 4 nanpsimyro
HE yJIaJI0Ch. BBIT paccMOTpEeH BapHaHT KOHBEPTALIUH [TOCPEICTBOM CHCTEMBI CO3JJaHUS U
penakTupoBaHus TpexmepHoi rpaduku 3Ds Max. IIpo6iema copoca pivot Touku ObLia
peleHa myTeM MCIob30BaH st CTopoHHero ckpunrta TS_Tools. B utore Bce pivot Touku

CTaJIM HEHTPAJIN30BaHbl OTHOCUTCIIBHO ICHTPAa COOTBCTCTBYIOLICTO 00BEKTA.

AnuMars Monenu ObDia co3maHa Ha urpoBoMm jaBrokke Unreal Engine 4. Jloruka
aHUMAalMM HAlKMCaHa IPU MOMOIIM BU3YaJIBHOM CHUCTEMBI IPOrpaMMHUpPOBAHUs, 4epe3
blueprint. [IBmxenne o0OBEKTOB MOJECIH COOTBETCTBYET peajbHOMY, 3a CHeT

K03 uUIIMEeHTa OTHOCUTEIBHOCTH MEK/Yy BUPTYaJIbHOM U peabHOM MOJIEIH.

Bxomupie mapamerpsl MOAENTH OBLIM BBIYMCIICHBI 332 CYET MAaTEMaTWYeCKOW MOIENH
oOpatHoro MmasTtHuka B mnporpamme MATLAB. JlanHas mporpamma HUCHOJb3YeTCs
TOJBKO JUIsl BBIYMCICHHS MaTeMaTHYeCKOM MOJEeN | Iepelaud KOOpAMHAT

nepeIBKEHUS KapeTKH U yria noopota no UDP mpoTokomny.
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Kokkuvote

Poordpendli  kolmemddtmelise mudeli  projekteerimine toimus automatiseeritud
projekteerimise programmis AutoCAD. Antud programmis on olemas suur instrumentide
valik kolmemdotmelise kui ka kahemodtmelise projekteerimiseks. Dokumentatsioon on
lai ja mahukas ning on antud erinevates keeltes. Selle abil tutvumine uue instrumentidega
oli kerge. Keerulised detallid olid konstrueeritud kergemate detallide eest. Antud siisteem
andis vOimalust maksimaalselt tdpselt konstrueerida detallide mudelit. Sellepdrast

virtuaalne mudel sai realistlikuks.

Otse kolmemdodtmelise mudeli konverteerimine ebadnnestus ménguliugurile Unreal
Engine 4. Oli tehtud konverteerimise katse kolmemodtmelise graafiku programmis 3Ds
Max. Pivot punkti taastamise probleem oli lahendatud korvalise TS Tools skripti
kasutamise abil. Tulemuses koik pivot punktid said tsentraliseeritud antud objekti

keskpunkti suhtes.

Mudeli animatsioon oli tehtud manguliuguril Unreal Engine 4. Animatsiooni loogika oli
kirjutatud visuaalse programmeerimise siisteemi abil blueprint kasutamises. Objekti
mudeli liikumine vastab reaalse mudelile. See toimus virtuaalse ja reaalse mudelite vahel

suhtelisuse teguri abil.

Mudeli sisendparameetrid olid arvutatud poordpendli matemaatilise mudeli abil
MATLAB programmis. Antud programmi kasutatakse matemaatilise mudeli
arvutamiseks, vankri liikumise koordinaadi edastamiseks ja nurga podrdamiseks UDP

protokolli peal.
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Summary

The design engineering of the inverted pendulum three-dimensional model took place in
computer-aided design system AutoCAD. This program has a great selection of tools for
three-dimensional as well as two-dimensional design engineering. Due to the extensive
built-in documentation available in different languages, familiarity with the new tools
was simple. Complex details were built by a combination of simpler ones. Current system
allowed to pass on the details of real model as accurate as possible, which had an impact

on the realism of the virtual model.

Conversion of a three-dimensional model directly to the game engine Unreal Engine 4
was not successful. There was considered a conversion option by the usage of creating
and editing the three-dimensional graphics system 3Ds Max. The problem of resetting the
pivot points was resolved by the usage of a third-party script TS_Tools. As a result, all

the pivot points became centralized with respect to the center of the corresponding object.

Model animation was implemented on the game engine Unreal Engine 4. Animation logic
was written using visual programming system through the blueprint. The objects’
movement patterns correspond to the real ones due to the coefficient of relativity between

vertical and real models.

The input parameters of the model were calculated by applying a mathematical model of
inverted pendulum in MATLAB. This program is only used to calculate the mathematical
model and the motion coordinates of the carriage and the rotation angle transmission over
UDP.
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JlomostHenue — Yeprexu MoaeId 00PATHOI0 MasiTHUKA,

CIpoeKTHPOBaHHBbIE B cucTeMe AutoCAD
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