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C. 0. IVIECHEILOB, H. H. O/JAHOBA, A. C. KOBAJIEHKO
PEAJIMBALIMSI CUMYJISILIAA AKYCTHUYECKHUX HPOIIECCOB HA BA3E ITPOI'PAMMHOM
MJIAT®OPMbI UNREAL ENGINE 4

W310xeHsl 3Tanbl pa3paboTKH HIPOrPAMMHOIO CHMYJIATOPA aKyCTHYECKUX KoseOanui. [IpuBeneHbI TIaBHbIE TEOPETUUECKUE OCHOBBI, 3JI0KCHHbBIC B
MPOrpaMMHBII NPOAYKT NpU pazpaboTke. M3510kKeHbl NOMyLIeHNs, CENaHHble B paMKaX TEOPETHYECKOM 0a3bl ¢ LENbIO ONTHUMHU3ALUM aJIrOPUTMA.
IIpHBeaEHBI JJIEMEHTHI AITOPUTMHUYECKOM JIOTHKH U TEXHHYECKOH 0a3bl, B paMKax KOTOPO#l BBIMOJIHSUIACH pa3paboTka. YKa3aHbI M OXapaKTepH30BaHbI
OCHOBHBIC 3JIEMEHTBI, HA OCHOBE KOTOPBIX IIOCTPOEHBI KJIACCHI MPOrPaMMHOr0 Hpojykra. OXapaKTepHU30BaHbI M ONHCAHBI IIPOrPaMMHbIE KIJIACCHI,
peanu30BaHHBIC B paMKax Ipolecca pa3paboTku. [IpuBeaeHs! JIMCTHHIH pa3paboTaHHbIX KiaccoB B ¢opmate Unreal Engine Blueprint. IpuBenesst
CKPHMHIIOTHl PEATM30BaHHOTO IPOTPAMMHOIO OOECIICHYCHUS [UIS CLICHAPHUEB MNPSMOM M IONEpPEeYHON BOJIHBI (MPSAMOTO M HAKIOHHOTO IaTYHKa).
OxapaKkTepuU30BaHbl Ka4yeCTBEHHO IIapaMeTPbl COOTBETCTBUs IOJNYYCHHOH CHUMYISIMOHHOH MOJEIM peanbHbIM oOpastam. OxapakTepH30BaHbI
HEJOCTaTKH MOJIyYEHHOH MOAEIM U PACCMOTPEHBI ITYTH UX YCTPAHEHUSL.

KuioueBble cj0Ba: cuMyisinus mporpaMMHasi, unreal engine 4, ABIDKOK HIPOBOM, KJIACCHI MPOTPAMMHBIC, OOBEKTHO-OPHEHTHPOBAHHBIN
oAxo[, npuwioxkerne Windows, KOHTPOIJIb aKyCTHUESCKHI

C. I0. IVIECHELOB, H. M. I0/J[AHOBA, A. C. KOBA/IEHKO }
PEAJIBALIISL CUMYJISIIII AKYCTHYHHUX ITPOLECIB HA BA3I IPOI'PAMHOI INIAT®OPMH
UNREAL ENGINE 4

BuknageHo erany po3poOKH IPOrpaMHOTO CHMYJITOpa aKyCTUYHHX KOJMBaHb. HaBeleHO TOJIOBHI TEOPETHYHI OCHOBH, 3aKJIAJEHi B IPOrpaMHHI
NIPOAYKT NpH po3podui. BukimaneHo nomymieHHs, 3po0ieHi B paMKax TEOpeTHYHOI 6a3m 3 MeToro onTuMizawii anroputMy. HaBeneHo enemeHTH
AITOPUTMIYHOI JIOTIKM 1 TEXHIYHOI 6a3u, B paMKax sIKOI BUKOHyBasacsi po3pobka. BkasaHi i oxapakTepr30BaHO OCHOBHI €IEMEHTH, Ha OCHOBI SIKHX
1o0yoBaHi KJIacH IPOrpaMHOro mponykry. OxapakTepH3oBaHi i omicaHi IporpaMHi KiIacH, peali3oBaHi B paMkax mponecy po3pobku. HaBeneno
JIICTHUHTH po3pobiieHux kiaciB B gpopmari Unreal Engine Blueprint. HaBeneHo CKpiHIIOTH peai3oBaHOrO NPOrPaMHOro 3a0e3NedeHHs Ul CIeHapiiB
MPSIMA#A 1 TOTepevHol XBIUTI (IPSIMOTO 1 MOXUIIOro nardnka). OxapakTepu3oBaHi SKICHO MapaMeTpu BiAMOBIIHOCTI OTPHMAHOI CHMYJILIHHOT Mozl
peanbHUM 3pazkaM. OXapakTepu30BaHi HEIOIIKHA OTpUMaHO] MOJEINI 1 PO3IVISIHYTI IIUISXH IX YCYHEHHSI.

KnaioueBnle cioBa: cUMyIilis mporpaMHa, unreal engine 4, ABIKOK irpoBHif, KJIACH NPOrpaMHi, 00'€KTHO-OPiCHTOBAaHWH MiAXil, JOXATOK
Windows, KOHTPOJIb aKyCTHYHHUI

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. IlporpamMmHas cuUMyISIUS POLECCOB
siBisiercst 3¢ (EKTUBHBIM CIIOCOOOM YIPOUICHUS 3aaduu
WCCJIEIOBAaHHUSI M aHalM3a HPOLECCOB, CIOXKHBIX JUIs
MPSIMOI BU3YaJIM3allUi M SKCIEPUMEHTANBHON OIIEHKH (B
O0COOEHHOCTH ISl  Cilyyas BBICOKOW  3aTpaTHOCTH
mporecca).

B TO e Bpems, CYIIECTBYIOLIME pEIIeHHUs, TaKhe
kak Ansys Mechanical Suite m Comsol Multiphysics, xak
MIPaBWJIO TIpeUIaraloT KpaiHe MIHMPOKHil, HO, BO MHOTHX
cily4asix, M30BITOYHBI MHCTPYMEHTapHi TIPH BBICOKOW
CTOMMOCTH TIPOAYKTa W TPYJOEMKOCTH IOCTaHOBKH
3aJa4d, a TaKKe BBICOKHE 3aTpaTbl BPEMEHHM Ha
OCYIIIECTBJICHHE BBIYHUCICHU.

1. Pa3zpaGoTka o01ero ajaropurMa ynpouieHHOMH
CUMYJISINMH aKYCTHYECKUX BOJH

1.1. O6mme BOHPOCH NPOrPaMMHON CHMYIISIIUH
AKYCTHYCCKHUX UMITYJIbCOB

st pa3paboOTKH alropuTMa B YHPOLIEHHOH (opme
3a7aJUMCS psizoM YTBEPXKJICHUH, YIIPOIIEHHO
XapaKTepU3yIOUINX MOJIENb YJIBTPa3ByKOBOTO HMITYJIbCa,

omnucaHHoro B [1]:

1) BoHOBOH MMITyJIBC MOXHO paccMaTpUBaTh Kak
ABTOHOMHBIH ~ OOBEKT, pacrojiararoliiii  CKOPOCTHIO,
3amacoM SHEpPruH, pacXoAyeMbIM Ha pacceMBaHHE U
MoTJIouIeHre, W Hecymuid B cebe wuHPOpMaIHMio o
BpPEMEHH, 3aTPaY€HHOM Ha MepeMelieHHe.

2) Ilpm mnpeojoNeHMM TpaHHUIBI pazfena Cpeq,
00BEKT-UMIYJIBC PACIIaacTCs Ha IBa PA3IUIHBIX 0OBEKTa
— OTpakeHHBI, Hecymmid B cebe 3amac »HEPruw,
COOTBETCTBYIOIINH K03 dumueHTy  oTpakeHUs, U
MpeJIOMIICHHBIH, Hecymmidi B ceOe 3amac »HEpTHH,
COOTBETCTBYIOMINH KO3 OUIIMEHTY TPOXOXKICHHUSI.

3) Hnst IAHHOTO HCCIIEIOBAHUSA Oynem
paccMaTpuBaTh AUAIIa30H B MPCACIax KPUTUYECKUX YIJIOB
U cllydall HOPMAaJbHOIO IPOXOXKACHMSI HMIIyJbCa, T.€.,
ciydaw, KOTJa MOXHO TpeHeOpedb Iub0 MPOJOILHOM,
100 TMONEPEYHON COCTABIISIONICH BOJIHBI.

4)  Oddexramu  B3aUMOIEHCTBUS
HUMITYJIBCOB TAKXKe MPEeHeOperaem.

B TakoM ciydae MBI MOXEM MPEACTABUTH HMITYIIBC
KaK YCIIOBHYIO TOYKY, HMMECIONIYIO MpPOCTPAHCTBEHHEBIC

BOJIHOBBIX
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KOOpJHMHATBI, CKOPOCTb, 3arac JSHEPrUM W CYETYHK
BPEMCHH, a MaTepuanl — KakK oO0JacTh MPOCTPAHCTBA,
obnazaromryto rabapuramu, HAOOPOM MPOCTPAHCTBEHHBIX
TPaHWIl, OMNPEACISAIONIMX  HOPMAlM, HOMHUHAJIHHOMN
CKOPOCTBIO TIPOXOXKJEHUsI MPOJOJBHONM U MONEpeyHOi
BOJTH, KOO PHUIIMEHTOM 3aTyXaHUsI.

O¢ddexr mpemomieHns BO3HHKAET, KOTZIa WMITYJIBC
MOKHUAeT 30HY OJHOTO MaTepualia M BXOIUT B 30HY
ZIPyTOTO MaTepHuana.

B manHOM cirydae HEOOXOIMMO:

1) OmpenenuTth HOpMadh K IUIOCKOCTH BXOXKICHHS
UMIYJIbCa B MaTEPHAI.

2) OnpenenuTs yrojl MeXIy BEKTOPOM BXOXKICHUS
UMITyJIbCa ¥ HOPMAJIBIO.

3) TIlo 3akony Cuemnmuyca [2] omnpenenuTs
M3MEHEHHE HalPaBJICHHUsI BEKTOPA CKOPOCTH UMITYJIbCA.

IIpueM curHaza MOXHO peanu3oBaTh  4depes
CHEeNHaTbHYI0 OONacTh MaTepHaia, ONHCHIBAEMYIO Kak
MpUeMHHUK. B 3TOlf 007acTH MMITyNbC YHHYTOXAeTCs, a
HECOMBIC UM JTaHHEIC O 3aIace YHEPTUU U BPEMEHHU B IIYTH
nepenaroTces B 0a3y TaHHBIX IS BU3yaTH3alnH.

1.2. MaremaTuyeckoe ONUCAaHUE KOMIIOHEHTOB
anropuTMa

1) Ilepemenienue penpe3eHTaluy UMITYJIbCA.

Jis  mepeMelleHus — penpe3eHTalMd  UMITyJIbca
HCTIONB3YIOTCSl 3aKOHBI PAaBHOMEPHOTO MPSIMOJIMHEHHOTO0
nBrkeHus. T.e., 6a30Bast 3aBUCUMOCTb UMEET BUII;

S=c-t

ITockonpKy B cilydae C WIPOBBIMH IBIDKKaMHU
peanmu3anus OyAET OCYIIECTBISATHCS AUCKPETHO, depes
oTpe/ieieHHbIe (HepaBHOMEPHBIC) MTPOMEKYTKH BPEMEHH,
U 4epe3 CyMMY KOMIIOHEHTOB BEKTOpa CKOPOCTH Ha OCH
KOOPAMHAT TO 3TO BEIpAKCHHUE IPUMET BU:

S,=c-t-k,, 1)
S,=c-t-k,, )
rae ki, K, — xoadduiuentsr npeobpasoBanus ais

MIPOEKINH BEKTOpPa CKOPOCTH Ha OCH KoopauHat (puc. 1),
paccuuThHIBaEMbIE KaK:

C
k, =%

C
S
-

C

Cy, Cy — CIpPOCHUPOBAHHBIE KOMIIOHCHTBI BEKTOpa
CKOpPOCTH. Ux pnuHbI OIIPEACIAIOTCA IO HU3BECTHOMY
HU3MEHCHUIO KOOpAUHAT.

Puc. 1 — Cxema ABIKCHHS peTIpe3eHTallH HMITYJIbCa
2) IlpemomyieHne © OTpa)XCHHE pPENPE3CHTAIIUU
HAMITYJIbCa

[penomnenue OymeM pacCYMTHIBATH  COTJIACHO
3akoHa CHennmyca (puc. 2):
. . c
sin(f3)=sin(a)>
“ G)
Ll
7 |
s
AN HZA
7 |

Puc. 2 — [Ipouecc npenomieHus
B caydae ¢ oTpakeHHMeM CHTHama, HEOOXOIMMO
MIOPOKIACHUE JIOTIOJTHUTEIIbHOU penpe3eHTanuu
HAMITYJIbCA, C COOTBETCTBYIOIINM COKPAaIlEHHEM HECOMOIO
JTaHHBIM UMITYJIBCOM 3aI1aca YHEPTHUH:

f- F
pass )
.
ref (5)

b

rae Kpass ¥ Kret — KOIQOHUIMEHTHI IIPOXOXKACHHA H
OTPa)XCHUsI COOTBETCTBEHHO;

E,, E, — 3amacel osHeprum
(IPENOMIIEHHOTO) U OTPAXKEHHOT'O UMITYJIHCOB.

Yron ke OTPaKEHHOI'O CUTHAJIa PaBeH IBYM YTJiaM
MaZeHHs.

3) 3aTyxaHue BOJHBI

OCHOBHOTI'O

Jnsa  ompeneneHus IOTEPb OJHEPrUM B XOJIE
3aTyxaHI/1;1 I/ICHOJ'II)3yeTC$[ 3aBUCUMOCTB.
28
E =E -e
n 0 R (6)

rue E,, E, — 3amacel 9Heprum 10 U IOCJe UTepalun
3aTyXaHUs;

0 — KO3 PUIHIEHT 3aTyXaHUS,

t — IUTMTENIBHOCTD JAHHOTO JUCKPETHOTO HHTEPBAJIA.

2. Peanmsaumus aaroputMa st MIaT¢opMbl
Unreal Engine 4. [Ismxok Unreal Engine 4 npencrasisiet
co0Oif COBOKYNHOCTh MPOrPaMMHBIX OHONHMOTEK W
MHCTPYMEHTOB, OPUEHTUPOBAHHBIX B NEPBYIO OYepe/b Ha
pa3paboTKy HMHTEPAKTUBHBIX MYJIbTHMEANA MPOIAYKTOB.
OmHako TIOCTaBIsSEMBIE C  IOBHOKKOM  OHOJIMOTEKH
MO3BOJISIIOT OBICTPO BBIYUCIATH KOOPJIUHATHI, CKOPOCTH,
HanpaBjeHUsl JBM)KEHHMS, MOMEHTHl M KOOPAWHATHI
nepecevyeHus eIMHOBPEMEHHO MHOXECTBA 0OBEKTOB.

Kaxnplit 00beKT B NMPOCTPAHCTBE CLEHHI SIBISETCS
YaCTHBIM  NpEJACTaBIeHHEM  (MHCTAaHCOM)  OOBEKTa
ompezeneHHoro kiacca. COOTBETCTBEHHO, ONMCaHHBIC B
pasgene 1.1 cocraBmsiomme ciexyeT NPeICTaBHTh Kak
COOTBETCTBYIOIINE YHUBEpPCAJbHBIE KIIACCHI OOBEKTOB,
o0BeTMHEHHBIE HHTEp(EicoM U 0OOMEHa JaHHBIMU.
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I'maBHBIMM O0OBEKTaMHU SIBJISIIOTCSI PENpPE3CHTALNS
uMIyneca (soundwave_rep) u penpeseHTauus odbema
marepuana (material_item). Jlns BeiBoga rpaduueckoit
nHdopmanuu 100aBICHBI KIACC-CTPYKTYpa JUIsl XpPaHESHHS
CBOJKHM JaHHBIX O [apaMeTpax MpPHUHATHIX CUTHAJIOB
(wavedata) u kiacc rpadHUecKoro BHIKETa HHTepdeiica
monp3oBarens (Ul), a i mopokaeHus penpeseHTanni
UMITyJIbCOB 00aBIICH KJIACC YCIOBHOTO «TE€HEpaTopay» -
cayuep (soundwave_spawner). TlpencraBieHbl Takke
JOTIOJIHUTENBbHBIE TEXHHIECKNE KIIACCHI — OOIIUHA pexuM,
KOHTPOJUIED IBIDKCHUS WM KJAcC-TIEIIKA, YIPaBIAEMbIA
9TUM KOHTPOJIIEPOM (AJI1 MaHUIYJIALUM ¢ Kamepoii). Bee
0OBEKTHI KJIACCOB OTOOPaYKEHBI HA PHUC. 3.

OcHoOBHOE
MOMOIIBI0 HMHCTPYMEHTAPHS BH3YaJbHOTO CKPHUIITHHIA

MIPOTPaMMHPOBAHNE  BBIIIOIHEHO  C

Unreal Engine 4 — Blueprint [3]. CocraBHble
CTPYKTYpPHBIE CXEMBI BU3YaJIbHBIX aNrOpUTMOB
IIPUBEJICHBI HUXKE.

1) CnayHep 4acTHn

CnayHep uacTul] TIOpOXAAeT  peENpe3eHTALUH
UMITyJIbCa C 3aJaHHON YacTOTON Ha OCHOBE LUKJINYECKH
B0300HOBIsIeMOro  Taiimepa. JlnmTenbHOCTH —Taiimepa
ompenensieTcss W3 MepHojJia,  ONPEAeIsIeMOro U3

3az[aBaeM017I IIOJIB30BATCIICM 4aCTOTHI.

1
freq

rae freq — mepemeHHas ¢ ruIaBarOIel TOYKOM, XpaHsIIas
JIAaHHEIC O YaCTOTeE.

Ilocnme  mopokaeHWsT CcHTHala B 3aJaHHBIX
KOOpAWHATAX, CIAyHep IPHCBAaWBacT €My H3HAYallbHBIC

BIMMCTIREM NEpUOL, YCTaHABNMBAEM TallMep

& EventTick

f GetictorTransform

Target [557]

o,
\

% Cast Tosoundwave_rep

3HAUEHMsl 3amaca »HHEPruH, CKOPOCTH, THIA BOJIHBI
(mpozmoJibHAs ITH NIOTIEpeYHast) U M3HAYaIbHOTO YIJIa, 1101
KOTOPBIM O0BEKT OyJIeT epeMeIaThesl.

Cxema crniayHepa IpHuBeZieHa Ha puc. 4.

2) PenpesenTanys uMItysbca

OOBEKT, OTBEUAIOIINH 32 PEIPE3ECHTAINIO IMITYJIBCA,
SBIISCTCS LCHTPAJIBbHBIM 3JIEMEHTOM CHCTEMBI.

KitoueBpIMH 3aauaMu TpH  pa3paboTKe IaHHOTO
Kjlacca SBIBIIOTCS CHUCTeMa JBWXKeHus (puc. 5) u
00pabOTYHMK CTONKHOBEHHH, 00pabaTHIBAIOIITHIA TIPOIIECCHI
TIPEJIOMIICHUS B OTpaKeHHs (puc. 6).

[lpn  gBwxeHun  0OpabaTHIBAIOTCS
coOcTBeHHO TmepemenieHust 1o Qopmynam (1,
3aryxanus 1o ¢popmyse (6).

HPOLECCHI
2) u

Ilpu  00paboTke  MNPETOMJICHUS  HOpMAllb K
MOBEPXHOCTU  CTOJKHOBeHUs [4] ompexaensieTcss ¢
MOMOIIBIO  JIMHEHHoro Tpeiicuura [5] (mpoBeneHus
BUPTYaJIbHOTO  JIyda MEXITy OBYMs TOYKaMH C
BBISIBJIEHHEM TOYEK CTOJIKHOBEHUS ). [ponenypa
TpeliCHHTa aBTOMAaTHYSCKH BKIIOYaeT HOpPMalh B

BEKTOpHOU (popMme B BHJE COCTaBisitoliel cTpykTypsl Hit
Result, BkITOUeHHO# B cOCTaB CTaHAAPTHOW OMOIMOTEKH
Kismet Library, uro ympoimaeT 3amady. YTOJd MEKIy
HOpPMAJIbI0 M BEKTOPOM CKOPOCTH OIpEICIsIeTCS Kak
apPKCHHYC CKAJIAPHOTO MPOU3BEACHUSA 3TUX BEKTOPOB (CM.
puc. 6).

B pesynbrare moposkaaeTcsi OTPAXKCHHBIA UMITYJIBC U
HU3MEHSICTCS YroJl JBUXKCHUSI U CKOPOCTh IAHHOTO.

Heo6xonuMocTs BBIITOJIHEHUS pacuera
MPENOMJICHUSI M OTPAXKCHUsI OMPENENAeTCS Ha OCHOBE
M3MCHEHHsI TEKyIlell CKOpOCTH 3ByKa B Marepuale,
JIAHHBIE O KOTOPOW TPAHCIMPYIOTCS CaMHM OOBEKTOM-
marepuaioM (CM. HHXKE), H pacdyerT MpPOBOAUTCS
PETPOAKTUBHO.

.

e ——
“F Spawnictor Soundwave Rep. ++ Cast To soundwave_rep.
—» »-» »

Return Vakie

Puc. 4 - Criaynep gacTun
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Puc. 6 - O0paboTka npesoOMICHUS U OTPAKEHUS

3) OOBeKT-MaTepHa

OO0BeKT-MaTepuan B TeKyliei
npencraBisieT coOOH  MapajleNenuIesn, OKPY)KCHHbBIH
OJIOKUPYIOLIMMH IUTOCKUMH o0BemMaMmu,
OTPAaHMYMBAIOUIMMH €r0 JUIi  ONpeNeleHus TOo4eK
MEpeceuyeHNs] ero IPOCTPAHCTBA  pENpe3eHTAlHUIMHU
HUMITyJbCa.

CTpykTypa oObekTa-MaTepuaga BKIIOYaeT IIECTh
KOMITOHEHTOB (pHc. 7): 4eTblpe OJOKHPYIOMHNX IUIOCKHX

uTepannun

oovema (1), HacTpOCHHBIE Ha IIEpeXBaT CHUTHAJIOB
JIMHEHHOrO0  TpeHCUHIa penpe3eHTauuil  HUMITYJIbCOB,
oObeM-TlapajiIeienune s, HACTPOCHHBI Ha IepexBar

HanoxxeHui (tun cronkHoBenuii B Unreal Engine 4) (2), a
TaKKe BU3yaJbHOE Npe/ICTaBIICHUE o0bema,
peanu3oBaHHOE MelleM-IapalieNIeUIIe[OM. o
rabapuraM BCce KOMIIOHEHTBI COBIAJIAOT.

Ha ©0a3oBoM ypoBHE Marepual OTCIIKUBAET
B3aUMO/ICHCTBYIOIINE C HUM HMMIIYJILCHI U Ha3Ha4aeT UM
3ajaHHyl0 B cebe cKopocThb (Ui TPOJONBHOM WiIH
MOMEPEYHOil BOJHBI, CO CMEHOW THIA BOJIHBI B Clly4ae
YIJIOBOTO B3aWMOJICHCTBUSI) W HWHHUIUMHPYS IIPOLIECC
pacueTa mpeIoMIICHUs/0TpaxeHus (puc. 8).

sizey
1

sizex

Puc. 7 — Cxema noctpoenus o0beKTa-MaTepuaia

B TO0 e Bpems, ecim Uil Takoro oObBEKTa
ycTaHOBHTH OyneB Quar receiver (Takoil ¢iar moxer
OBITH yCTAaHOBIICH TOJBKO y OJHOTO OOBEKTa, OCTaJbHBIC
OyZyT WrHOpPHPOBATHCS), NAHHBIH Marepual CTaHeT
NPUEMHUKOM W OyZeT INpUHHMAaTh CTaJKHUBAIOIIUECS C
HUM HMITYJIBCBI, 3aIMCHIBasi XPAHSIIINECs B HUX JaHHBIC B
MacCHUB CTPYKTYP [UIsl IOCJIEAYIOLIeH BU3yaIu3auu (puc.
9).

IIpu »TOM abcryiccoil BBICTYHaeT OCh BpEMEHH,
OpAMHATOM — oOChb JHepruu. B ciyuyae coBmajeHus
BpPEMEHH, SHEPTUH CYMMHUPYIOTCSI.

Puc. 8 - biiok matepuana
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9 ForeachLoop
»

{ Break wavedats

B T

Puc. 11 — Peanuzanus npuinoxeHus

a— HaCTpOﬁKa CIICHBI U1 HOPMAJIBHOT'O NTa/ICHUS BOJIH; 0 — UCIIOJIHEHHE peUICHUs U HOPMAJIBHOTO TaICHU BOJIH,
6 — HaCTpOﬁKa CICHBI MJId MaA€HW BOJIH IIOJ YTJIOM; ¢ — peajin3allnsd CUCHBI U MaACHNU BOJIH IO YIJIOM
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4) Ul-00BekT

I'paduueckunii  wHTEpdeWc  ucmosb3yercs A
BU3yaIM3allid JaHHBIX, IOJyYCHHBIX MaTepualioM Co
CBOWCTBOM receiver, ¢ MOMOIIBI0 CTOPOHHErO IUIaruHa
Kantan Charts (puc. 9). I'paduk crpourcs B Buae Habopa
TOYEK, MPOCHUPYEMBIX Ha IIOJIE, B paMKax alropHTMa
00paboTkn 0a3el NMaHHBIX, (HOPMUPYEMOH MaTepHAIOM
receiver (puc. 10).

[lepeunciennsie BoIme 0OBEKTH 00Pa3yIOT CHCTEMY,
pasMemaemMylo Ha creHe (B pabodeM MpOCTpaHCTBE
pemakTopa IBIKKA), 1 HAUWHAIOT PadOTaTh HEMEIJICHHO
nocne crapra npwioxkenus. Ha puc. 11 npusenenst
KoH(puUrypauuu cueH (a, B) U ux ucnonnenue (0, r) s
cilyyass HOpPMaJIbHOTO TMajaeHus BOJH (a, 0) M B ciy4ae
NaJICHUs] BOJIH O] YIJIOM (B, T')

3. ITpoBepka HCTIOJTHEHHSI aJIropuT™Ma.
TectupoBanue pa3paboTaHHOTO MPWIOKECHUS
MPOBOAMIACH B PAMKaxX COMNOCTABJICHHUS MOJIYYEHHOTO
Bu3yanbHOro obpasza curHana Ha [IK m mmst cxoxero
o0pa3ia, mposepsieMmoro Ha aedekrockomne Y2-12.

KauecTBeHHast CTpyKTypa pacrpeneiIeHust TOUeK A
YCIOBHOTO 0O0Opa3na He BBIABIWIIA PACXOXKICHHH II0
BpEeMEHHOH pa3BepTke (puc. 12).

A 2 3 4
/ / ‘-‘
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/ ’:‘ .-‘f ‘I‘I
/ / / !
om0 L / ]
/ :‘f‘ |
2000 | / / |
. . . | P
a 7 2 7 4 5 Fr
Puc. 12 — Pacmipenenenue oTpaKeHHBIX UMITYJIECOB BO BPEMEHU
Ha puc. 12: 1 — oOTpaxkeHHBII HMIyIbC OT

MIOBEPXHOCTH 00pasia; 2 — OTPAKEHHBIH HMIIYJIbC OT
nedexTa; 3 — nepeoTpakeHHbIN UMITYJIBC OT nedekTa; 4 —
JIOHHBIH UMITYJIbC.

BaxHO OTMETHTB, 4YTO TIpH TIPpOBEpKE OBUIN
CYIIECTBEHHO W MPONOPIMOHAIFHO CHIKEHBI peajibHbIe
YacTOTBl ~ TEHEpallMd  UMITYJbCOB M CKOPOCTH
NepeMeIIeHNs] CUT'Hala JUIl HarIAHOCTH OTOOpa)KeHHs
nadopmanmu. Tak, CKOpOCTh 3ByKa JuIl cTadd Oblia
npunsaTa paBHoi 80, mma oprcrekia — 50. Yacrora
resepannu cocraBuia 1 I'm.

B T0 Xe BpeMs BBISBIICH PAJ yCTPAaHUMBIX TIPOOIIEM,

CBSI3aHHBIX c OBICTPBIM YBEJINYEHUEM 4yucia
penpe3eHTaluuid  UMIOYJIbCOB  MPU  MHOMXKECTBEHHBIX
OTPaXCHUSIX B MaJBIX 00bEMax.

BoiBOABI.

1. Tporpammuas miatpopma Unreal Engine 4
MOXET MCHOJB30BATHCS IS BU3YAIM3ALNHA U CUMYJISILHA
aKyCTHYECKHX  IIPOLECCOB C  COONIIOACHHEM  psiaa
NOMYIICHWA ¥  YNPOUICHWH, HEOOXOAWMBIX Ui
MOTYYCHHS TOJDKHON CKOPOCTH MCIIOTHEHHS IIPOLIECCOB.

2. CuMynamuu B paMKax IIOJyYEHHOTO PEIICHUS
JIAfOT KaYEeCTBEHHO KOPPEKTHOE PACHPENENICHNE B paMKax
Kbl BPEMS-3HEPrHs, 4YTO TMO3BOJSIET JIOMYCKaTh
BO3MO)KHOCTb TOYHOW OLEHKH YHCIICHHBIX XapaKTEPUCTUK
CHTHaJa.
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