3nekmpoHHble bubnuomeku. 2018. T. 21. Ne 3-4

YK 004.387
CUHXPOHU3ALMNA OBUKEHUA UTPOKA U BUPTYAJ/IbHOIO ABATAPA

N. A. rpuwkos?, B. B. Kyrypakosa?

L2Bobicwan wKona uHPOPMaAUyUOHHbIX MEXHOA02Ull U UHMENAEKMyasnbHbIX cucmem

KasaHckozo ([pusonicckozo) pedepanosHo20 yHUBepcumema
lgrishkovpavel@gmail.com, 2vlada.kugurakova@gmail.com
AHHOMayusa

MpeactaBneHbl MaTeMaTMYecKne noaxodbl ANs peanvsaumm MetToaoB no CUH-
XPOHM3aLUMM AENCTBMIA YeNOBEKA U BUPTYaNbHOrO aBaTapa, C MUCNO/Nb30BaHUEM MH-
BEPCHON KMHEMATUKK. Ons co34aHUsA NONHOLEHHOM CUCTEMbI CUHXPOHU3ALUUK NoBe-
AeHuns urpoka n VR-aBaTapa onucaHa peanusaumns Heobxoaumoro Ana 3Toro GyHK-
LMOHaNA: NO3ULMOHMPOBAHNE PYK, KaNMBPOBKa UX pa3mepa, crmbaHue pyk B aHaTo-
MWUYECKU NpUemsieMble CTOPOHbI, aHaToMU4yeckoe crmbaHmMe No3BOHOYHUKA, npuce-
AaHWe U nepemelleHne B NPOCTPaHCTBe. Peaninsaumnsa HakIoHa U NpUceaaHnsa 3Hauu-
TeNbHO paclwmpseT GYHKLUMOHAN CUHXPOHM3AUMM NOBEAEHUS UIPOKa U ero aBaTapa,
YTO NO3BO/ISIET CO34aTb MOJIHbIN HAabOP BM3YasibHbIX CaMOOLLYLLEHWUA NONb30BaTeNs,
HaxoAALLeroca B BUPTYyaNbHOW CPeEe, YEro IMWEHO BONbLUIMHCTBO NPUNOXKEHWUI BUP-

TyaNbHOW peanbHOCTU Ha AAHHbI MOMEHT.

Knroueesle cnoea: supmyansvHasa peaasHocms, VR, VR-asamap, uH8epCcHAA Ku-

HemMmamuKa
BBEAEHUE

O4YKM BMPTYaNbHOW PEanbHOCTU OrpPaHUYMBAKOT MNOJIe 3PEHMA NOJb3oBaTenA.
OaHUM 13 NoboyHbIx 3ddeKToB 3TOro PakTa ABAAETCA TO, YTO NO/b30BaATE/Nlb HE MO-
XKeT BUAETb cobcTBEHHOE Teno. J1loAn Ha NPOTAXKEHUN BCEM CBOEN *KU3HU BUAAT COb-
CTBEHHOE TEJI0 U He 3a4yMbIBAlOTCA O Ba)KHOCTM 3TOro ¢pakTta. OKasaBLIMCb B BUPTY-
aNbHOM PeanbHOCTU, YeNoBeEK B BONbLLIMHCTBE C/Tly4aeB MOXKeT HabnoaaTb TO/IbKO KU-
CTU PYK, B XYALLIEM C/y4yae — MnLb n3obparkeHne KOHTPoANepoB. M3-3a 3Toro npona-
[AeT ouylleHne peanbHOCTU NPOUCXOAALLErO, N NOJIb30BaTe/lb CPa3y OCO3HAET, YTO
HaX0AMTCA B UCKYCCTBEHHO CO34aHHOM MPOCTPAHCTBE, YTO MOMKET MJIOXO OTPa3nUTbCA
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Ha uensax, KoTopble npecnegyeTt onpeaenéHHoe npuaoxkeHue. Hanpumep, ecam ye-
JIOBEeK, npoxoaa obyyeHMe Ha BUPTYyasIbHOM CUMyAATOpe pemMecsy, onacHoMmy AnA
4ye/IOBEYECKOM XKU3HU, byaeT 6e3 AONKHOM OUEHKM CUTYyaLMU NPOU3BOANUTL KpUTUYE-
CKMe AencTBuA, BNOC/NeACTBUM OH MOMKET NoBTOPATb NogobHOe B paMKax cBoel pa-
60Tbl, YTO MOKET NPUBECTM K Tparegmun. Takmm obpasom, gna CUCTEM BUPTYaNbHOM
peanbHOCTM, Hanpumep [1, 2], HemanoBaxKHbIM GAKTOPOM ABASETCA NpeacTaBAeHME
cobcTBEHHOrO Tena Npu B3rnage oT NepBoro Anua.

MMMepCcUBHOCTb B BUPTYaNIbHOM pPeasibHOCTU — KOIDDULMEHT NOrpyKeHmna ye-
JIOBEKa B BMPTyasibHbI MUP — MOKa3biBaeT, HACKO/IbKO PeasicCTUYHO YenoBeK BOC-
NPUHUMAET UCKYCCTBEHHbIN MUP. [OCTUXKEeHME BbICOKOM MMMEPCUBHOCTU B BUPTY-
a/IbHOM peanbHOCTU AOCTUIAOTCA C NOMOLLbIO MCNONb30BAHMA NEepPeaoBbIX TEXHO/O-
rmii n3obparkeHunsn, 3ByKa, ocA3aHnA U Ap., HANPUMep, YyBCTBO ocA3aHuA B VR goctu-
raeTca C NOMOLLbIO UMUTALLMKN TaKTU/IbHbIX OLLYLLEHUI Yepes cneunanbHble nepyaTku
[3]. BO3MOXHOCTb MeXaHM4YeCKN BO34eNCTBOBATb HA BUPTyasibHble 06BEKTbI A4ONO-
HAOT KaPTUHY HOBOIrO MMpa NOb30BaTENA.

BusyanbHoe npeactaBneHne cobctBeHHOro Tena bbio TpeboBaHMEM cucTeM
BMPTYa/IbHOM PeasibHOCTU NOYTM C MOMEHTA UX co3gaHmA. Ewe B KoHue 1980-x rogos
VPL Research akcnepumeHTMpOBasia C HEpPeaNUCTUYHbIMM aBaTapamum [4]. MNoTeHumn-
a/lbHYI0 BA)KHOCTb BWM3yasM3auMM aBaTapoB ANA owyuieHns addeKTa npucyTcTems
6blna oTMe4YeHa B paHHUX moaensax Cnentepa u Yunbepa [5]. Chentep npoaemoH-
CTPUPOBaAn, YTO BMPTYaslbHOE TENO OKA3bIBAET 3HAYUTENbHOE B/IMAHWE HA CaMOBOC-
CTaHoBNeHUe 3pdeKTa NPUCYTCTBUA Npu nepemeweHuax [6]. JlIuH [7] nokasan, yto
aBaTap, KOTOpbIM 6bln NPaBUALHO OTKAZIMBPOBAH OT MOa A0 BbICOTbI Y4aCTHUKA IKC-
NepMMeHTa, yBe/JIMYMUA TOYHOCTb OLLEHOK BbICOTbI. JlloaAun, NPaBU/IbHO OLEHMBAtOLLME
NpPonopuMn MUPa, C MEHbLLEN BEPOATHOCTbIO yNaayT c ycTyna. Takmm obpasom, no-
J1e3HOCTb aBaTapOoB A0CTAaTOYHO LWMPOKO U3yYeHa.

TexHonorMa BUPTYyaNbHOM peanbHOCTM B BamKawem byayuwiem OTKpoeT Ho-
Bble rpaHuLbl B 06WEeHMN ntogen Ha paccToAaHuK. NoaBnaeTca Bcé 6onbluee Koaunye-
CTBO MPUIOXKEHUIN, NO3BONAKOWMX BUAETb U CAblWATb APYr Apyra He NpPocTo Ha BU-
[€03anncK, a yxe B TPEXMEPHOM NpPOCTpaHcTBe. NpMmeHeHne BMPTYyanbHbIX aBaTa-
POB SIBNSIETCA HEOTbEM/IEMOIM YacTbio NOAO0OHbIX CUCTEM, BeAb B COLMANbHbIX CUTYya-
UMAX Nonb3osaTenn moryt s¢PpeKkTMBHO UX UCMOb30BaTb A8 obmeHa MHPopmauM-

en. MunmuKa, *ecTbl 1 NONOXKeHUe Tena NCNONb3YIOTCA KaK CpeacTBa O6LLI,€HMFI, B N1t0-
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ObIX NPAMbIX B3aMMOAENCTBUAX Mexay noabmu. Hanpumep, Joaac ¢ coaBTopamu
[8] nokasan, 4yTo aBaTap — NoaE3HbIN pecypc B 06WEHNN C APYrMMU NOABMU B MHO-
rono/ib30BaTe/IbCKUX CUCTEMAX BUPTYalbHOM PeanbHOCTH.

MoaroToBKa K paboTe B TPYAHOAOCTYMHbIX UM OMNACHbIX ANA }KU3HU YenoBeKa
MecTax, K paboTe ¢ y3KocneunanmsmpoBaHHbiM ob6opyaoBaHmem [1] namn co cnoXHbl-
MU TEXHONOIMYECKMMM npoLeccamu, oTpaboTKka MOTOPHbLIX HaBbIKOB A/1A 0b6yyYeHus
NPOBEAEHUID XUPYPrUYEecKMMm onepaumsm [2] BO3MOMKHa C nomoubo  VR-
TpeHaxepoB. B HacTosee Bpema BCE 6O/blUEe KONMYECTBO KPYMHbIX KOMNAHUN 3a-
HMMaeTca pa3paboTkon NogobHbIX cuctem ana obyyeHMs M NOBbIWEHUA KBaAUDUKa-
UMW nepcoHana. Ana peweHns nogobHbix 3ag4a4 HeobxoanMma NoBbiWeHHaa cnocob-

HOCTb NOJib30BaTeNA BbINONIHATL OnpejesieHHble KOFTHUTUBHbIE 3a4a4u.
NOCTAHOBKA MNMPOBJIEMbI

B HacToAwee Bpema npucyTcTBYeT psag npobnem, CBA3aHHbIX C OTPAXKEHUEM
No/sib30BaTeNA U CUHXPOHM3aLUMeEN ero A4eNCTBUM B BUPTYa/IbHOM cpeae:

° CNOXHO cAenaTb aBaTap MOXOXKUM Ha HacToAlee Teno Nob30oBaTens;

° npobaema uncanny valley — aBaTapbl pacno3HaTCA NO HECBOMCTBEHHbIM
4yesloBEeKY MWUMMUKE W MOTOpPUKe, darke ecnn 3D-moaenb NOMHOCTbIO coBhagaet
BHELLHE C peasibHbIM YeNI0OBEKOM, NPOTOTMNOM aBaTapa [9];

o OTCYTCTBYET CMCTEMA MOJIHOLUEHHbIX aHMMauMn ansa ybeantenbHoro no-
BTOPEHMSA ABUKEHUN YE/I0BEKA;

o CYLLLECTBYIOT PUCKU B HENPABU/IbHOM KannbpoBKe aBaTapa; 3TO NpUBEAET
K PACXOXAEHMAM MeXAy OEUCTBMAMWU NOJIb30BAaTENA U ero BMPTYya/IbHOro aBaTapa;
nosb3oBaTento byaet HEKOMPOPTHO B3aMMOAENCTBOBATb C MMPOM, U B CBA3M C 3TUM
TepseTca 3pPeKT NPUCYTCTBMUA.

OcHOBHOM 3apayert AaHHOM paboTbl ABNAETCA peannsaunma MeTodoB MO CUH-
XPOHM3aUNK AENCTBUN YeNOBEKA U BUPTYaIbHOrO aBaTapa.

AHA/INU3 CYLLEECTBYIOLLMX PELLEHUI

Bce oukuM (Wwnembl) BUPTYanbHOW peanbHOCTU CBA3bIBAET GaKT HaNMUUA aKce-
NepomeTpa, rmpockona u marHutometpa. MNpu NOMOLM 3TUX annapaTHbIX peLleHn

pa3pa60Tt-|V|Ky MOXHO onpeanennTb yros nosopoTa O4YKOB Ha rosiose 4esioBeKa, BeEK-
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TOp NepemeleHMA OYKOB B NPOCTPAHCTBE M MepemelLaTb UFPOBOro NepcoHarka, uc-
X04A U3 3TUX AAHHDbIX.

KoHTponnepbl gna 04KOB BUPTYa/lbHOW peasibHOCTU, TaK *Ke, Kak U OYKM, OCHa-
LLeHbl aKCcenepomeTpom, FMPOCKONOM W MarHUTOMeTpom. B pgononHeHue K 3Tum
TPEM [aTYMKAM TPEKUHI KOHTPOJIJIEPOB B MPOCTPAHCTBE MPOUCXOAUT C NMOMOLLbHO
CTaHUMMN rNyBMHHOro 3axBaTa U MArHUTHbLIX CUCTEM.

CywiectByeT HECKONbKO peLeHMN NepyaToK A/1A BUPTYa/NIbHOCTU, TAKUX, KakK
CaptoGlove, Manus VR, Gloveone, Control VR, pa3nnyHble peweHuna ot CyberGlove
Systems [10]. CpeacTBa 3axBaTa ABUMKEHUA, OCHOBAHHbIE HA MepYaTKax, CTaAn nony-
NApPHbIMK B KOHUEe 1980-x Kak cnocob B3aMMoaencTBma Ntogaen ¢ BUPTyabHbIMKU Cpe-
AaMu, N03B0JIAA BOCNPOM3BOANTb KecTbl Bcel pyku. MIT-LED 6bina ogHOM M3 NepBbIX
nap nepyaTokK, cneymasnbHO NpeAHAa3HAYEeHHbIX ANA OTCAEKMBAHUA OABUKEHUA PYK
ANa 3anucn aHmmaumm [11].

Kinect — 3T0 6@CKOHTAKTHbIN UFPOBOM KOHTPO//IEP, CNOCODOHbIM NOCpeacTBOM
ABYX CEHCOPOB MyHbMHbI U UBETHOM BMAEOKAMepPbl Pacno3HaBaTb NOJIHOE Tpexmep-
HOe ABUXEHUWE TeNa YyenoBeKa B npocTpaHcTee. Chabo noaxoaut ana VR, Tak Kak He
cnocobeH pacno3HaBaTb Pa3BOPOTbl 4YesoBeKa Ha 180 rpagycoB U MMeeT O4veHb
60/blUME NOrPELIHOCTM B TPEKUHIE KOHeYyHocTel [12].

Leap Motion — TexHonorua, npeagHa3Ha4yeHHas 4NA 3axBaTa MeSIKOM MOTOPUKMU
yenoseKa. KputnyHbimmn npobnemamun gna ncnonb3osaHua Leap Motion B VR asnsa-
lOTC HEOOXOAMMOCTb Aep’KaTb PYKM HEnocpeacTBEHHO nepeg AaT4MKOM B A0CTa-
TOYHO OrpaHMYEHHOM 061acTN U HenaeanbHble AATOPUTMbI ONpPeaeneHna KUCTEN PYK
— Mo HEKOTOPbLIMU YI/TaMn PYKU GpaKTUUYECKU NepecTatoT onpeaenaTbes.

Motion Capture — TexHONOrMA 3axBaTa ABMXKEHMW. MapKepHaa cuctema Mc-
NoJib3yeT KOCTIOM C JaTYMKaMM, Ha4EBAEMDIN HA YeNI0BEKA, U MHOXKECTBO Kamep, KO-
TOopble PUKCUPYIOT AaHHblE C AaTYMKOB. beamapKkepHaa cuctema He TpebyeT cneuu-
aZIbHOTO KOCTIOMA C AaTYMKaMW, PACNO3HAET ABUMKEHMA C MOMOLLBIO TEXHONOMUM
KOMMbIOTEPHOrO 3pEeHMA M pacno3HaBaHMA 06pa3oB, O4HAKO NPeaoCTaBAsAET OYEHb
3aWYMNEHHYI0 MHPOPMALMIO, B CBA3M C YEM MJIOXO NPMMEHUMA B PaMKax BUPTyab-
HOW pPeanbHOCTW.

[Apyrve peweHna B CUHXPOHM3ALUMKN ABUKEHUIM Ana aBaTapa: Proteus VR [13] —
paboTa MoHpeanbCKoM LWKO/bI 06LLECTBEHHOrO 34paBOOXPaHEHNA — NpeanaraeT 3a-

XBaT NpeameToB B PYKY U nepemeLlleHne no yaodyke, Ho nosib3oBatesin BUOAT TOJIbKO
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KMUCTK pyK; u IKinema Runtime [14] — nporpammHoe obecneyeHune, npeacrasasaoLlee
coboi yHMBEpPCaNbHbIA aIFOPUTM MHBEPCHOW KMHEMATUKKM ANA BCEro Tena, KoTopbli
MCNONb3YeTCA ANA CO34aHMA PEeaNMCTUYHOIO ABUMKEHUS MNepcoHaXKen npeanaraer
601bWLION HAbOP rOTOBbLIX MHCTPYMEHTOB AN1A Pa3/IMYHbIX BUAOB NOBeAEHUA Nepco-

Ha*ka — nNasaHue, pasMelleHne Hor, NnepeaBuXKeHmne.
HALWU nogxoAa

Haw nopxon oCHOBAaH Ha MCMNONb30BAaHMM METOA40B MHBEPCHOM KMHEMATUKM
(IK), KaK Ha3blBalOT MaTEMATUYECKMIA NMPOLLECC BOCCTAHOB/IEHUS ABUXKEHUA 0b6BbeEKTa
N3 APYrux AaHHbIX.

AHUMMPOBAHHbIA NEPCOHAX MOAENNPYETCA CKEIETOM M3 KECTKUX CErMEHTOB,
COeANHEHHbIX LWapPHUPaMM, Ha3biBAaEMbIM KMHEMATUYECKON Lenblo. KNHemaTuyeckume
YPaBHEHMA NEPCOHaXka ONpeaenArT CBA3b MeXAy Yr/laMun COegUHEHUN cKeneTa U
ero nos3om unm KoHourypaumen. 3agavya nNpAMON KMHEMATMYECKOM aHUMaUWUM UC-
NONb3yeT ypaBHEHUA KMHEMATUKU ANA onpeseneHua nosbl C Y4eTOM COBMECTHbIX Yr-
nos. O6bpaTHaA KMHemMaTU4ecKasa 3aZada BblYMCNAET COBMECTHble Yr/bl ONA Kenae-
MOW Mo3bl NepPCoOHarKa.

B urposom agukKe € OTKPbITbIM McxogHbim Kogom Unreal Engine [15], pa3pa-
6aTbiBaemom KomnaHuen Epic Games ¢ 1998 roga, ecTb HECKONbKO crnocoboB uc-
nonb3osatb IK, Hanpumep, Two Bone IK n FABRIC.

MNepBbiM NOoaxoaoM K co3aaHuio VR-aBaTapa MOMKHO Ha3BaTb UCMOAb30BaHME
cTaHgapTHoro VR-wabnoHa, coaepkauiero 6a3oBble Knaccbl gna pabotbl ¢ VR-
LW/IeMamMmu, B KOTOPOM pPeanm30BaHbl BOSMOXKHOCTb NepemMeLL,eHNA € MOMOLLbIO YA04-
KM W 3axBaT nNpegmeToB. Teno nosib3oBaTeNs OrpaHUYeHO KUCTAMKU pPyK. BTopon m
OMUCaHHbIM B 3TOM paboTe noaxoa — napagMrma NoJIHOTO Tesia aBaTapa C UCMNO/b30-
BaHuem IK. ns co3gaHmsa NONHOLEHHOW CUCTEMbI CUHXPOHU3aLUMKN NOBEAEHMS UTPO-
Ka n VR-aBaTapa Heobxogmma peanusauma GyHKUMOHANA MO3ULMOHUPOBAHMA PYK,
KannbpoBKM MX pasmepa, ux crubaHna Mam NoBOPOTOB, HAK/IOHA Tynosuwa (crmuba-
HWe NO3BOHOYHMKA), NpUCeAaHNA U NepeMeLLEeHNA B NPOCTPAHCTBE.

Mo3numoHnposaHue pyK VR-agaTtapa

MocpencTBOM KOHTPO/I/IEPOB B UFPOBOWM ABWUMKOK Nepeaaértca MHopmauma o

nepemeLleHuax pyK yenoseka [16]. YTobbl n3berkatb ANCCOHAHC MEXKAY HAaCTOALLMMM
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PYKamMu 4YesioBeKa M pykamu aBaTapa, HeobxoAMMO NpPaBUAbHO MO3ULMOHMPOBATL
3D-moAenun KOHTPONNIEPOB, UMEIOLLME CXOXKUE C peanbHbIMU pasmepbl, B KUCTAX aBa-
Tapa.

Pasmep VR-aBaTapa

Monb3oBaTento nepeg, Havyaaom pPaboTbl C BUPTYasbHbIM Teslom Heobxogmmo
npounsBectn KanmbposKky B T-pose (No3a ANa yHMBEPCAZIbHOCTM NOAX0Aa K 3aZaHuto
MOZeNeNn: B NONOKEHNWN, KOTAA HOTU COeAMHEHbI BMECTE, A PYKM pa3BeseHbl napan-
JIeNbHO NOAY B Pa3Hble CTOPOHbI). PeancTnyHbIN pa3mep BUPTYyasibHOrO aBaTapa 40-
CTUraeTca onpegeneHnem pocTa U pa3amaxa pyk Urpoka. B nepsyto odepeap 3agaetca
pa3smep 3D-mopenn, ncxoaa 13 NPoOnopLMi pocTa YenoBeKa K pocty moaenu. Mocne
3TOr0 U3MEHAKTCA pa3mepbl PyK aBaTapa. B 3aBucMmocTy OT nponopuum pasmaxa
PYK 4YenoBeKa K pa3maxy pyk 3D-mozenun yBennymBaroTCA UM YMEHbLUAKOTCA B PaB-

HbIX pa3mepax Naeyn n npeanaedyba ckeneta mogenu.
CrnbaHue pyK VR-aBaTapa

MpocTerwmMm MeTogoM UHBEPCHOM KMHeMaTuKu sendetca “Two Bone IK”, oH
NO3BONAET AaHAIUTUYECKU, C MOMOLLBID TPUTOHOMETPUYECKUX TOXKAECTB BbIYUCAUTL
BpalweHus ana aAsyx kocrei (cm. Puc. 1). Ana pabotbl B 3D npocTpaHCTBE, Kak U B
cnyyae VR, cyuwectByeT 6E€CKOHEYHOE YMC/I0 BO3MOMKHbBIX PEWEeHUn AN YCTaHOBKMU
BPaLLEHMA KOCTEN.

Puc. 1. Two Bone IK
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[ns ynpolieHna 3Tol 3a4aum BBOAUTCA AOMNONHUTENbHAA TOYKA B MPOCTPAHCTBE,
KOTOpas BMeCTe C HanpaB/ieHMEM OT KOPHA KOCTU K ueneBoi Touke |IK co3paért naoc-
KOCTb — HOPMasb K M/IOCKOCTU ABNSETCA BEKTOPHbIM MNPOM3BEAEHMEM 3TUX ABYX
Hanpas/AeHUI. ITa NIOCKOCTb 3aTEM UCNONb3YyeTCA ANA ynpolleHns 3agaum IK BnaoTb Ao

ABYX N3MEpPEHNA.
CrnbaHue no3BOHO4YHMKa VR-aBaTapa

Opyroi cnocob ncnonb3oBaHUA MHBEPCHOM KMHeMaTnKn — Forward and Backward
Reaching Inverse Kinematics (FABRIK). B otanumne ot peanusaummn Two Bone IK, FABRIK
He OrpaHMYMBAET KOJIMYECTBO KOCTEN, KOTOPbIE MOTYT CYLLECTBOBATb B 0OpPaTHOM KUHe-
maTmyeckon uenu. Ytobbl goctnub atoro, FABRIK ncnonb3yet HECKO/IbKO MHOM NoAXoA;:
BMeCTO TOro, 4tobbl 6bITb aHanuUTMYeckum, FABRIK ntepatmBHbIM NyTeEM NPOXOXKAEHUA

BBEPX M BHM3 NO LEeNoYKe KOCTEN pPaccymUTbiBaeT NoBOpOThl (PUC. 2) Kaxkaom KocTu.

Puc. 2. Forward and Backward Reaching Inverse Kinematics

3Ta peanusauma No3BoaseT A06MUTbCA CUHXPOHM3ALMU AENCTBUIA UTPOKa C aHU-
Mauuen ero BUpTyanbHOro asatapa (cm. Puc. 3).
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Puc. 3. IK BepxHel 4acTu TyJ10BMLLA

MpucepaHune VR-aBatapa

MomMMMO HaKNIOHOB Ty/nOBULWLA, YenoBek cnocobeH npucegate (Crouching
Recognition). OcHOBbIBaACb TO/IbKO HA MONOXEHUWU r0N0Bbl Ye/I0BEKA B NMPOCTPAHCTBE,
[0BOJIbHO C/IOXKHO KOPPEKTHO ONpesenvTb, MPUCeN Ye0BEK UM HAKIOHUACA, BeAb Mbl
He 3Haem, rae HaxoauTca ero Tas. JnA peweHua 3Tol npobnembl 6bin co3aaH MeTos
pa3rpaHMUYeHMa aHMMaLMN B 3aBUCMMOCTM OT NepeMeLLEHMI TON10Bbl UTPOKa, rpaduye-
CKM npepcTaBaeHHbi Ha Puc. 4. Ha sTom pucyHKe npeactasneH 60KoBoi paspes, rae
ocb X HanpaBaeHa No Hanpas/ieHUIO Ta3a YesloBeKa, OCb Z — OT nona BeBepX. KpacHow
TOYKOM 0b603Ha4YeHa 3apaHee OTKanMbpoBaHHaA BbICOTA UrPoKa. 3eNéHo TouKoin obo-
3Ha4YeHa BbICOTa Ta3a UrpoKa, KoTopaa paBHa NOJIOBMHE BbICOTbI YenoBeKa. Ecam B Te-
KyLMA MOMEHT BPEMEHM r01I0Ba YesioBEKa HaxoguTca B ronyboi obnactu, byaet npo-
UrpbIBaTbCA aHMMaLMA NpUceaaHmna, ecin B KPaCHOM Kpyre — aHMMaLma HaK/IoHa, eciu
BbIXOAWT 3a Npeaenbl Kpyra — YeNoBeK caenan war snepén nam Hasag. Obnactb npuce-
AaHuA orpaHunyeHa ¢opmynon (napabonbl) z=-x2+x+h, rae h — BbicoTa YenoBekKa.
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Nz

BbicoTa Urpoka

Tas urpoka

<y

Puc. 4. IK BepxHel 4acTu TyI0BMLLA

Puc. 5. TpaekTopna makcMmasibHOro crmbaHmAa yenoBeka

TpaeKkTopusa MaKkCMManbHOro crmbaHusa Yyenoseka (Puc. 5) BbiBoguTcsa no ¢opmyne
(okpy»kHOCTH) X2+(z-h2)2=(h2)2, rae h — BbicOTa Yenoseka.
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MepemelieHne B NPOCTPaAHCTBE

MNepemelleHne B NPOCTPAHCTBE peann3oBaHO ABYMS cnocobamu: Tenenoprtaums
nnu xoabba. Tenenoptaumna ¢ MOMOLLBbIO YAOUYKM — NPOBEPEHHOE M NOMNYAPHOE peLle-
Hue cpeaun VR-npunoxkeHun. MNMpu HaxkaTumn Ha AXKOUCTUK Ha KOHTPOI/iepe U3 BUPTYalb-
HOM KUCTM NOMb30BaTeNA NOABASETCA ChAanH, rpaduyeckn oTobparkatowmii Kpusyo m
TOYKY, Kyaa byaeT coBepweHO nepemeuwieHue. MNMpu BpaleHUM OKONCTMKA NO/b30Ba-
TeNb MOXKeT BblbpaTb HanpaBaeHWe, Kyaa OH byaeT CMOTpeTb NOC/Ie NEPEMELLEHMS.

Xoabba ncnonb3yeTca, KOraa 4YesioBeK BbIles 3@ TPAEKTOPMIO MAKCMMANbHOTO
crnbanua (Puc. 5). Horn aBatapa gsuratotca B paMmKkax aHumaumii no StateMachine.

HanpasneHue Ta3a aBaTapa 3aBMCUT OT HanNpaBAEHMA B3rnAana, NONOXKEHUA PYyK
OTHOCUTENbHO B3raaa u Tena (Puc. 6). B peantaime paccunTbiBaeTcs Mpeanoioxu-
Te/lbHOEe HanpaB/ieHWe Tasa: ecin OHo 6onblue, Yyem Ha 15 rpaaycoB oTAn4YaeTcs oT Te-
KyLLLEero, To 3Ha4eHUA UHTEPNO/INPYIOTCA M Ta3 Pa3BOPaAYMBAETCA HA NPABUIbHbIA Yro.
MpeanonoxutenbHoe HanpasieHWe PaBHAETCA CyMMe BEKTOPOB B3rnAga, BEKTopa OT
roN0Bbl 4O N1€BOM PYKU, YMHOXKEHHOIO Ha BEC AAHHOM PYKK, U aHA/IOTMYHOIO BEKTOpa
NpPaBOM PYKM.

Bec pyku paccumTbiBaeTcAa B 3aBUCMMOCTU OT MOJIOXKEHUA PYKU: YeM BaMKe OHa K
Ta3y, TeM OH MeHble. Ecnn pyKa 3axoguT 3a Tas, e€ sec paseH 0.

JleBas pyka lNpaBana pyKa

Puc. 6. Cxema 3aBUCMMOCTEN NpW BpaLLEeHNM aBaTapa Ha MecTe
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PE3Y/IbTATbI

OnucaHbl maTemaTU4eCcKMe Noaxodbl AN peannsaumm cobCTBEHHbIX METOA0B MO
CUHXPOHU3ALMN AENCTBMA YENOBEKA U BUPTYaIbHOIO aBaTapa:
® pacrno3HaBaHMe NpUcesaHuA U HAKJIOHA YeN0BEKaQ;
® CUHXPOHM3AUUA HUXKHEN YaCTM TYI0BULLA;
e npuseaeHbl NoAXoAbl NPaBUALHOIMO NO3ULMOHUPOBAHUA PYK OTHOCUTENBHO
KOHTPO//1epOB;
® BblBeAEHbl 3aBMCUMOCTM aHMMALLMIA OT POCTa M pa3maxa PyK YenoBeKa.

Bce paspaboTaHHble meToapbl peannsoBaHbl B naaruHe ansa Unreal Engine 4 [15].
Peannsaumna HaKIOHA M NpUCepaHMA 3HAUUTENbHO pacwmpAaeT GYHKUMOHAN ANA CUH-
XPOHU3aUMM NOBEAEHMA UITPOKA U ero aBaTapa, npeanaras, TakMm obpa3om, MOHbIN
Habop BM3yanbHbIX CAaMOOLLYLLLEHWUM NONb30BATENA, HAXOAALLETOCA B BUPTYa/lbHOM Cpe-
Ae, 4yero nuweHo 60/bWKMHCTBO MPUIOKEHUI BUPTYaNbHOM PeanbHOCTU Ha LAHHbIN
MOMEeHT. To4HOe Mo3MUMOHNPOBaHUE pyK pa3paboTtaHo B IKinema [14], ana urposBoro
ABMXKA Unity gocTyneH naarMH peannsaumu nepemelLeHnAa B NPOCTPAHCTBE, Cylue-
CTBYIOT gpyrue HenosiHble peweHna. OgHaKo TakKoro NOJHOro KOMMaekca meToaoB Ha

JAHHbIA MOMEHT HET HM B OJHOM U3 peLleHWNI, NPeaCcTaBAEHHbIX B MUpPE.
3AK/TIOMEHUE

AKTYyanbHOCTb peasiM30BaHHONO njarMHa AOCTUraeTca Tem, 4YTo BCE Honbluee
KOZIMYECTBO KPYMHbIX KOMMaHUIA 3aHMMaeTcA pa3paboTKOW TpeHarkepoB BUPTYasib-
HOWN peasnibHOCTM ANA 0by4yeHUA U NOBbIWEHUA KBaNUPUKaumm nepcoHana. Cos3naH-
HbIA BUPTYa/bHbIl aBaTap cnocobeH CHUXKaTb YMCTBEHHYIO Harpy3Ky Ha onpeaeneH-
Hble BMAbl 33434 M NOBbICUTb NPOU3BOANTENLHOCTb NPU UX pelueHun [17].

PaboTa noauYepKMBaEeT Ba*KHOCTb MCMNO/b30BaHUA aBaTapoB Kak B OA4HOMO/b30-
BaTE/NbCKMX, TaK U B MHOrOMN0/Ib30BaTE/IbCKMX CUCTEMAX BUPTYa/ibHON peasibHOCTU
ANA NOBblEeHUA Ko3dPULMeHTa NOrpyeHusa B BUPTYanbHYIO cpey 3a cHeT BU3yasib-
HOro NpeAcTaB/ieHUA CBOEro Tena.

B/IATOAAPHOCTH

Pabota nogaep:kaHa MNporpammoit NOBbIWEHUA KOHKYpeHToCcnocobHocTn KDY

n PMHaHCcMpoBanacb 3a cyeT cybcuamm, BbigeneHHon KasaHckomy deaepanbHoOmy
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YHMBEpPCUTETY Ha BbINOJHEHWE roc3agaHnAa B 06/1acTU HayvyHON [eATeNbHOCTU
0211/02.11.10122.001.
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SYNCHRONIZATION OF PLAYER AND VIRTUAL AVATAR MOVEMENTS
P. D. Grishkov?, V. V. Kugurakova?

L2Higher School of Information Technologies and Intelligent Systems.
Kazan Federal University

lgrishkovpavel@gmail.com, 2vlada.kugurakova@gmail.com
Abstract

The paper presents mathematical approaches for implementing methods for
synchronizing human actions and virtual avatar movements, using inverse kinematics.
To create a complete system for synchronizing the player's behavior and VR-avatar,
the implementation of the necessary functionality is described: hand positioning, cal-
ibration of their size, bending of hands into anatomically acceptable sides, anatomical
flexion of the spine, squatting and moving in space. The implementation of tilt and
squat significantly extends the functionality of synchronization of the player's behav-
ior and avatar, which allows creating a complete set of visual sensations of the user in
a virtual environment, which is deprived of most of the applications of virtual reality
at the moment.

Keywords: Virtual reality, Unreal Engine, inverse kinematic, avatar, crouching

recognition
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