VJIK 004

M. A. Poowieun'™, A. A. Illlapanos’

Pa3paboTka uHTepaktuBHoro 3D-cumynaTopa ynpaBneHus
apTUNNEepPUNCKUM opyanem

!Cubupckuii TocynapcTBEHHbIH YHHBEPCUTET F€0OCHCTEM M TEXHOIOTHUIA,
r. HoBocubupck, Poccutickas ®denepanus
e-mail: plaginatordr@gmail.com

AnHoTanu. B cratbe paccmaTpuBaercs mpobdiemMa OTCYTCTBUSI HHTEPAKTUBHBIX 3D-cuMynsTopoB
JUTSL TIOATOTOBKH PAacyeTOB apTHILICPUH, YTO CKa3bIBACTCS HA KAYECTBE TAKTUYECKUX HABBIKOB U pe-
aKUWU B KpUTHUeCcKuX cutyanusx. Lleas nccnenoBanus — pa3paborath MaclTabupyeMblil CUMyJis-
TOp YIpPAaBJIEHUS COBETCKUM apTUJUIEPUICKUM OpyJueM, OObEeIWHSAIONUN annapaTHble KOHTPOJI-
JIepsl, IpeickaszyemMyto 6auucTuky U agantuBHblid MU Ha nemxke Unreal Engine 5. B kauectBe me-
TOJIOB MPUMEHEHBI HHTerpanusi BHEIHUX ycTpoicTB uepe3 UDP/JSON, ucnons3oBanue Behavior
Tree u EQS s coznanus MU, co3ganrsi KOMIIOHEHTHOM CUCTEMbBI YPOHA, ONTUMHU3ALIUS JIOKAIIUU C
nomorpio Level Streaming u ucnonb3oBanue chaos vehicles st dusuku Tpancnopta. [Tomyuennbie
pE3yNbTaThl IEMOHCTPUPYIOT CTAOMIIbHYIO CHHXPOHHU3AINIO YHKOJAEPOB U JIBIKKA, MPEACKA3yEMYIO
MOJIeTIb CTPENBObI, TMHAMUYHOE TTOBEICHNE TPOTUBHUKOB, MMMEPCHUBHBIN UTPOBOM MIPOIIECC U MOJI-
nepxxanne 60 FPS na cpennedromkernpix [1K. BriBoabI moaATBEpKAAIOT MPAKTHUECKYIO IIEHHOCTh
CUMYJISITOpa JIJIs1 OTPaOOTKM KOMaHAHBIX HaBBIKOB, YBEJIMYEHUS BIUSHUS MAaTPUOTU3MA AJI MOJIO-
JICKHU, a TAK)KE MOTSHIIMAJ MPOEKTa B 00pa30BaTEIbHBIX U UCCIIEIOBATEILCKHIX TIEIISX.
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Abstract. The article adresses the lack of interactive 3D simulators for training artillery crews, which
affects the quality of tactical skills and response in critical situations. The aim of the study is to de-
velop a scalable simulator for operating a Soviet artillery gun, integrating hardware controllers, pre-
dictable ballistics, and adaptive Al based on Unreal Engine 5. The methods applied include integra-
tion of external devices via UDP/JSON, use of Behavior Tree and EQS for Al creation, development
of a component-based damage system, location optimization using Level Streaming, and the applica-
tion of Chaos Vehicles for transport physics. The results demonstrate stable synchronization between
encoders and the engine, predictable shooting behavior, dynamic enemy actions, immersive game-
play, and consistent 60 FPS performance on mid-range PCs. The conclusions confirm the simulator’s
practical value for developing team coordination skills, increasing patriotic engagement among
youth, and its potential in educational and research contexts.

Keywords: 3D-simulator, Unreal Engine, UDP, microcontrollers, modeling, gamedesign, Al Behav-
ior Trees
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Beeoenue

[IpoekT npencrasisieT cO00M MHTEPAKTUBHBIH (C armapaTHBIMU KOHTPOJIEPAMH)
3D-cumysITOp yOpaBlIeHHUs apTUUIEPUHCKUM pacueToM B 3noxy Bemukoit Otedye-
CTBEHHOHM BOHHBI. OCHOBHAs LENb — CO3/1aTh CUMYJISITOP C YIIOPOM Ha TaKTHYECKOE
B3anmozercTeue u agantuBHbld MU nporuBHuka. KiroueBsie 3a1aun:

— pealM3alys annapaTHOTO YIIPaBJIEHUS Yepe3 SHKOAEPHL;

— MOJEJIMPOBAaHNE OAJUIMCTHUKH C YUYETOM apajulakca U CO3/1aHue KHHEMATOrpa-
¢uuHbIX 3((HEKTOB NOMATAHUNL;

— peanu3anus pa3HOOOpa3HbIX IIeJIei ¢ TPOpPadOTaHHON (PU3NUECKON MOEIBIO:
TaHKH, [1I€X0Ta, ApTUIIEPUS, BUJIbI IPY30BUKOB;

— cozaanue agantuBHoro MM mexoTsl U TEXHUKH, BKIIIOYas MOBEIEHHUE B 0010,
MOMCK YKPBITHIA, 00b€3/1 MPENATCTBHI;

— BBEJICHUE CUCTEMBI YPOHA, B TOM YHCIIE JJISl TEXHUKH;

— pa3paboTka yao0HOoro uuTepdeiica u CHCTEMbl HABUTAIIUH [0 MUCCHSIM (KapTa,
KOMIIaChl, MapKephbl);

— MOCTPOEHHE MACIITa0HOM, ONTUMHU3UPOBAHHON JIOKAIIMK ¢ HAOOPOM YPOBHEH,
MO3ULIUSIMH, YKPBITUSIMU JIJIS1 IPOTUBHUKOB U BO3ZMOXHOCTSIMU (PJIAHTOBBIX aTak ISt
UTPOKA;

[IpoekT cyuiecTBeHHO oTinyaeTcs ot aHajioroB. Hanpumep, or War Thunder ort-
JIMYAETCA aKIEHTOM Ha TAKTHYECKOE B3aUMOAECHCTBHE HECKOIBKUX UTPOKOB 33 OJHUM
YCTPONCTBOM, UCTIOJIB30BAHUEM MEXOTHI, HHTErpanuen (pu3ndecKux KOHTPOJIJIEPOB U
HAIIPaBJICHHOCTBIO HA KJIMEHTCKYIO0 apXUTEKTYypy. Jpyrue nmpoeKkThl noapa3yMeBAOT
CTpeNb0y MO OJAHOW CTAaTUYHOW WJIM JBUXKYIICHCS B OJIHOM HAIpaBJICHUHU, MUIICHH.
AHaJOroB 110 TAKOMY THUITy YIIPABJICHUS HET.

Memoovt u mamepuani

Jlis Havasia, HEOOXOAMMO pean30BaTh CUHXPOHU3AIMIO TOJOKEHUS OpYIus.
Ona ocyliecTBiIeHa IyTE€M BpallleHUS HHKOJIEPOB KOTOpPbIE MPEJCTABISIOT COOON
PYUYKH apTUIUIEPUKCKOTO OPYIHS.

ArnrmapaTHasi 4aCTh BKJIFOUYAET:

1. DHKOzEpHI (2 WT.): MEPEAAIOT YIJIbl IOBOPOTA PYKOSITEN HABOJUMKA (TOPU30H-
TaJbHasl HABOJKA U BO3BBILLIECHUE).

2. Muxkpokontposiep ESP32: oGpabaThiBaeT cUrHaibl HKOAEPOB, OrpaHUYU-
BaeT yTiibel HaBeneHus. Jlanabie oTnpaBisroTcest B JSON-GopMarte u OTIpaBistoTCs ye-
pe3 UDP-npoTokoJ1 HIMPpOKOBEIATEIbHBIM 3aIIPOCOM yCTpoMcTBaM B wi-fi ceTu.

Cas3b ¢ Unreal Engine 5 peanmuzoBana yepe3 minarua UDP-Unreal u ¢pyakiusmu
yIpaBJieHus ToBopoTa opyaueM B blueprints (puc. 1).
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Puc. 1. CobObITHE 17151 CHHXPOHHU3ALMK TOBOPOTA OPY/IUs C TOTYYEHHBIMU JAHHBIMU

Heobxoaumo yctpanuts 3G (exT mapamiakca, Tak Kak CHapsia Bceraa OyaeT yxo-
IUTh IIpaBee nepekpecTus npuuena. [Jockoapky och KaMephl UTPOKA HE COBHAAAET C
OCBIO CTBOJIA, HY>)KHO IPU BBICTpPEJIE KOMIIEHCUPOBATh pasnuuue. [Ljist aToro crpourcs
Jy4 U3 LIEHTpa KaMepbl U OCYUIECTBISETCS MOMCK HY>KHOTO YIJIa T0JIeTa JIJIsl TOPOXK-
JICHUs CHapsiaa U3 Kiacca.

Coznanue 3¢ ¢hekToB KuHEMaTOrpauUYHbIX MONAJaHUN OCYIIECTBIIAETCS Cleay-
IOIMM 00pa3oM: B Hauaje MOPOXKACHHS CHapsJ MPOrHO3UPYET TOUKY MOMAJaHUS U
IPU MPOTHO3E MPSIMOTO MONAJAAHUS 110 POTUBHUKY OCYLIECTBIISIETCS MEPEXO/1 HA Ka-
Mepy ¢ JaJIbHEUIIMMH aHUMALUSIMH U BKJIIOYEHHEM 3aMeJIeHUs] BpeMeHH (puc. 2).
Taxoxe B 3TOM Kitacce peanu3zoBaHa 0auIMCTHKA.

Puc. 2. Bropoii nepexo1 aHMMaMyu KaMepbl BO BpeMs MOJIETa CHapsia

Jlns peany3aliyu TeXHUKU TIPOTUBHKKA Oblla MCIIOJIb30BaHa MOJTyJIbHAS CHCTEMA
dbusnyeckoro MoaeaupoBanus chaos vehicles. Jliist mopTupoBaHus HEOOXOAUMO TTO-
rOTOBUTH MOjieib B blender u HacTpouTs yxe B Unreal Engine (puc. 3).
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Puc. 3. Hactpoennast Mmozens kosec B blender u roToBblii kK HacTpoiike skeletal mesh
B Unreal Engine

JIJist co3manust exoThl, HEOOXOIMMO CO3/1aTh UHTEP(DEc, KOTOPHIN OYIET HMETh
0a30BbI (DYHKITMOHAT JIJIs1 KaXKJIOT0 MPOTHUBHUKA, METOJIBI KOTOPOTO MOXHO OyeT
OMpeNeNsITh B 3aBUCUMOCTH OT HYKHOTO (yHKIHOHaja. Takke HyKHO MOCTYNHTh C
0a30BbIM KJIAaCCOM IMPOTHBHUKOB, a CaMU MOJICJH TPOTUBHHUKOB JIOJDKHBI SBJISATHCS
skeletal mesh, y kotoporo ectb Physics Asset.

[Tepexoaum k cosznanuto MU nmexotwl. [ns Hayana pabotel HeoOxoaum AlCon-
troller — 6a30BBIif KJIacC JJIs1 BCEX KOHTPOJUIEPOB UCKYCCTBEHHOI'O MHTEIIJIEKTa. DTOT
KJIacc T03BoJIUT B nape ¢ AlPerception peain3oBath CUCTEMY MO MEPEKITOUCHHUIO CO-
CTOSIHM, KOTOpasi paboTaeT B 3aBUCMMOCTH OT BbIBoja: [laccuBHOE cocTosiHUE (HET
1eJIeil), COCTOSIHUE N3Y4YeHUs (CITyX ), COCTOSIHUE aTaku (3peHue). Jlanee ucnoyb3yercs
Behavior Tree, kotopsiii 3amyckaetcst B HactpoeHHOM AlController. B Hem nmeercs
3amada «Run EQS Query» — 3T0 y3en 3agaun CUCTEMbI 3alPOCOB CPEbl, KOTOPHIN
UIIET HY>KHYIO TOUKY B ITPOCTPAHCTBE (TOUKY YKPBITHS ), OPUCHTUPYSICh HA «T€CTHI) —
ycioBus, 3agaHHbie B camoM EQS (puc. 4).

Puc. 4. Pabota EQS: cuHuM nomedeHsl OTOPOILIEHHBIE TOUYKH
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Jlis co3nanus Y TeXHUKH HYy»KHO MCIOJIb30BaTh TEKYIIUNA YIOJl OTHOCUTEIBHO
TOYKH HA Pa3MEYEHHOM ITIyTH, KOTOPBIA U ONPEAEIUT KOJIUYECTBO TIATU U YIOJI OBO-
pota xonec. g nuHamuku MU noimkeH agantupoBaThCs: Nepes MAlMHOM CJIEBA U
CIIpaBa MOCTABJIECHBI HEBUIUMBIE IIPMOYTOJIBHBIE MTAPAJIIEIIETIUIIEIbI, KOTOPBIE PETU-
CTPUPYIOT €CTh JIU NIEPE] MAITMHON IPENSATCTBUS.

[Tono6Hy0 MOAMPUIIMPOBAHHYIO MO/JIEIb IIOBEICHUS YHACIEA0BAJ U TaHK, C y4e-
TOM ILIACCU — I'yCEHHUL], KOTOpPbIE UMEIOT CBOIO cXeMy ympasieHus. Ha puc. 5, 6 noka-
3aH pe3yJIbTaT padOThl AITOPUTMOB — IPOTUBHUKH NTEPEMECTHIIUCH.

TAPAYI

+ BHCOTA: 43

Puc. 6. [TpoMexxyTOUHBIN pe3ysIbTAT NEPEMELICHUS TEXHUKH

Cucrema ypoHa peain30BaHa ¢ TIOMOIIBIO OT/IETHHOTO KOMIIOHEHTA, B KOTOPOM
ecTh 0a30BbIe (PYHKIMH MOJTYUYCHHs] YPOHA, HAHECEHMSI YPOHA, JIEUEHHUS. ITOT KOMIIO-
HEHT €CTh y KaXXJI0TO MPOTUBHUKA.

Kapra peanuzoBana myTeM MoOMeIlEHUsI KaMepbl, HAPABJICHHON BHU3 Ha 00JIb-
IIYIO BBICOTY, CO CBOUMHU HACTpOiikaMu peHaepa i oprorpapuueckoro sujaa. Heoo-
XOJMMO 3TO JUIsI OBICTPOTO MOIYYEHUS KaPThl MECTHOCTH, YIIPABIIEHUS OTOOpaXkaeMoit
obOnacTu U MacmTaboM, BBHICTABIEHUS MapKEPOB W BbIOOpa mo3unuu (puc. 7). Map-
Kepbl HEOOXOAUMBI /Il OBICTPOTO pacuera OAITUCTUKHU M CIIy>KaT OPUEHTHUPOM IS
BTOpOro oneparopa (puc. 8). B mpoekTe Takxe peaqn30BaHo 2 Kommaca, KOTOpbIe o-
Ka3bIBAIOT HAIMIPaBJICHUE Ha IICIIb.
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Puc. 8. YcranoBneHHbI Mapkep Ha SKpaHe U paboTa KOMIIACOB, OTOOpaKEHUE 3a/1a4

Jlanee Obla peanu3oBaHa MaclITabHas KapTa, CO MHOKECTBOM JI€KOpaIui, OI-
TUMHU3UPOBAHHOM PacTUTEILHOCTHIO (puc. 9). B mocnencTBuu, kapra Obljia 1mojiejeHa
Ha 4 ypOBHSI, KaKJblil U3 KOTOPBIX MPECTABISIET CBOM CLIEHAPHIA.
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LAKDSCAPE: &8 WITH PHYSICAL MATERIALS TO BE REBLILT

MIEFPE
£

Puc. 9. Urpoas nokauus pazmepom 5,82 * 7,94 * (0,55 km

Pezynomamot

IIpoBeneHHbIE MCTIBITAHMSI TOATBEPANUIN BBICOKYIO TOYHOCTb CHHXPOHU3ALUU
HHKO/IEPOB U UTPOBOTO JABUKKA, 00ECTIEUMIN CTAOUIFHYIO KOMITEHCAIMIO TTapajiiakca
Y IpeJICKa3yeMyI0 TPAeKTOPHIO NoJieTa cHapsiaa. AgantuBHbiii MU mponeMoHcTpupo-
BaJl cTOCOOHOCTH B Oosee yem 90 % ciydyaeB HAXOAUTh YKPBITHS U YCIIEIIHO 00be3-
&KaTb npenarcTBua. OnTuMu3aius MaclITaOHONW KapThl pa3MepoOM MPUMEPHO 6% 8 KM
M03BOJIMJIA TOIIepKUBaTh cTabuibHble 60 FPS Ha cpenne6roakeTHRIX epCoHaNbHbBIX
kommbioTepax (GTX 1650 SUPER, Intel core 15-9400F, 16 ruraGaiiT onepatuBHOM
MaMsTH).

Oocysrcoenue

Cucrema nokasaiia BBICOKYI0 IMMEPCUBHOCTD U TAKTHUECKYIO I1yOuny. [ToBene-
Hue U ctabunbHO, HO Npu npeBbIlieHUuH KostrndecTBa 0osee 100 MM -areHToB exoTsl
MIPOU3BOAUTENIBHOCTh TOCTENIEHHO MaJaeT M3-3a OOJBIIOr0 KOJUYECTBA aHUMAIUN U
EQS. Yto sBnsieTcs Hy)KHBIM pe3yJIbTATOM, YUYUTHIBAs Ka4eCcTBO roBeaeHus NN.

3aknwouenue

Pa3paboTaHHbIi CUMYJISITOP apTHJUIEPUIICKOTO pacueTa COYETaeT TAKTHUECKOE B3aK-
MO/ICHCTBUE UTPOKOB, (PU3UYECKYIO IOCTOBEPHOCTD U aanTuBHbIN M. OCHOBHBIE 10CTH-
KEHUSI BKJIIOYAIOT CTAOWJIbHYIO MHTErparuio (PU3NYeCKUX KOHTPOJUIEPOB C WUIPOBBIM
JBIDKKOM, peanu3aruto MU, cmiocobHoro amantupoBaThest K pa3IMuHbIM YCIOBHSM, Y100~
HYIO CUCTEMY HAaBUTAIIMU M BHICOKHI TEMIT HTPOBOro Tiporiecca. [IpoekT obmamaer Bbico-
KOM MacIITabOHPyeMOCTBIO, UTO MO3BOJISIET aJallTUPOBATh €r0 MO pa3inyHble 00pa3oBa-
TENBHBIE U UCCIIEAOBATENLCKUE LENU. [IlepCreKTBbI pa3BUTHS BKIKOYAOT PACIIMPEHHE
KOHTEHTa (HOBbIE YPOBHHU, THIIbI 33124 Y MPOTUBHUKOB, CKOXKET), BHEJPEHHE COFO3HBIX 0O-
€BBIX E€MHULI, PEATTM3ALIMIO0 CUCTEMBI Pa3pyIIAEMOCTH, Pa3pabOTKy CUCTEMBI OOLIPEHHIA
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3a BBICOKHM YPOBCHb HABBIKOB, IIPOBCACHHUC MHTCPAKTUBHLIX 6pI/I(1)I/IHFOB C UCIIOJb30Ba-
HHEM OOJIBIINX SA3bIKOBBIX MOI[CHeﬁ N YIIYHYHIICHHUC Ka4CCTBAa MOJACIIMPOBAHMA OaJUTMCTHKH.
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