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J.A. Muproponcekuii, T.B. CeniBbopcToBa
OCOBJIUMBOCTI MOJAEJIOBAHHS CTAJIEIIVIABUWIBHUX MTPOLIECIB ¥
PEAJIBHOMY YACI 3A IOIIOMOI'OIO UNREAL ENGINE 5

Anomayisn. Y cmammi pozensioaromecsi 0cooIu8ocmi MoOent08aH s CmManieniasuibHux npo-
yecis y peanvrnomy uaci 3a oonomozoro Unreal Engine 5. Ananizyemscs doyinbnicms suxopu-
CMAHHA GIPMYANbHUX CUMYIAYIL MA THMEPAKMUBHUX MEeXHON02IU 0as Gi3yanizayii ma on-
mumizayii mexHon02iYHUX npoyecieé Mauur beanepepsHoco aumms 3a2omogok (MbJI3). Onu-
cano nioxio 0o cmeopenns 3D-moodeneii 0bradHauHs, 6npoeaddlcerHs GIZUUHUX CUMYTAYIU
npoyecié 0XON00JCEHH MA MEEPOIHH CMai, a Mmaxodc inmespayii 2elimigh)ikoaHux Ha6-
yaneHux cyenapiie y VR-cepedosuwi. Busnaueno nepesacu GUKOpUCMAHHA PeanicmMuyHux
epagiunux pywiie 011 HA84AHHSA Ma NIO20MOBKU CReYiaNicmie y MemanypitiHitl 2any3i.

Knrouoei cnosa: Unreal Engine 5, mooentosanns, cmaneniaguibHi npoyecu, 8ipmyanivHa pe-

anvricmos, MBJI3, cumynayis 6 peanvHomy yaci, eetimighikayisi.

Beryn. CyyacHa mertanypriiiHa IpOMHCIOBICTh BUMAara€ BUCOKOI'O PiBHS IiJITOTOBKH
¢axiBLiB, 34aTHUX MpAIOBATH 3 aBTOMATU30BAaHMMM CHCTEMaMM Ta CKJIAJHUMHU TEXHO-
JIOTIYHUMH IpollecaMy, 30KpeMa 3 MalllMHaMH Oe3nepepBHOro JUTTA 3arotoBok (MBJI3).
Tpanguiiitni MeTou HaBYaHHS, SIKi 0a3YIOThCS Ha TEOPETUYHUX 3HAHHSX 1 JIaOOpAaTOPHUX PO-
00Tax, 4aCToO € HeI0CTaTHhO €()eKTUBHUMH JUIsl JOPMYBaHHS IPAKTUUYHUX HABUYOK POOOTH B
pearbHOMY BUPOOHUYOMY CEPEOBHUIII.

Po3BuTOK TexHOIIOTIH BipTyalbHOi Ta JonoBHeHOi peanbHOCTI (VR/AR), a Takox BUKO-
pucTaHHs IrpoBHX pyuniB, Takux sk Unreal Engine 5, BiKpHBalOTh HOBI MOXKJIMBOCTI JUIs
IHTepaKTUBHOIO HaBYaHHsS. BuxopucranHs rpadiyHUX IHTEpaKTUBHHUX IrPOBHX JOJAATKIB Y
HaBYaJIbHOMY MPOIIEC JO3BOJISE:

— MonentoBaTu cKJ1a/iHi TEXHOJIOTIUHI Ipolecu 06e3 pU3UKY MOIIKOIKEHHs 00J1aIHaHHS
YM 3arpo3u Oe3meli CTyIeHTIB.

— CTBOpIOBaTH peasiCTU4H1 CIieHapii BUPOOHUYUX 3aBAaHb, IO CIPHUSIOTH PO3BUTKY
KPUTUYHOT'O MHUCJICHHS Ta BMIHHS IPUIMAaTH PillIeHHS.

— [TiABUIIMTH MOTHBAIIIIO CTY/IEHTIB Yepe3 BUKOPUCTAHH TeliMidikallii Ta iHTepaKkTHUB-
HUX MEXaHIK HaBYaHHS.

— 3abe3neunTy JOCTYN /10 HABYAJILHUX MaTepialiB y OyIb-sKUI yac uyepe3 1HTerpartio 3
oHJalH-TuIaTpopmamu Ta VR-cumynsaropamu.

Kpim Toro, 3acTocyBaHHsS TaKMX TEXHOJOT1H J03BOJIIE CKOPOTUTH BUTPATH HA HaBYAH-
H$l, OCKIJIBKH 3MEHIIYETHCS MOTPeda y BUKOPUCTAHHI peaIbHOT0 00JIalHAHHSI [Tl TOYAaTKOBOT
MiATOTOBKU. Y KOHTEKCTI IU(poBoi TpaHCPopmallii OCBITH, po3poOKa i BOPOBAKEHHS 1H-

© Mupropoacekwii JI.A., CenisropcroBa T.B., 2024

250 ISSN 1562-9945 (Print)

ISSN 2707-7977 (Online)



«Cucremui Texnonorii» 6 (155) 2024 «System technologiesy

TEPaKTUBHUX CUMYJISATOPIB € CTPATETIYHO BaXKJIMBUM HAIIPSIMKOM, IO CIPHUsE MIATOTOBII BU-
COKOKBaJTi(hiKOBAaHMX KaJPiB ISl METATypriifHOT raysi.

TakuM YMHOM, AOCHIDKEHHS OCOOIMBOCTEH po3poOKH rpadiyHOro IHTEPAKTUBHOTO
irpoBOTO MOJATKY JJIsl 03HAallOMIIeHHs 3 TexHouorielro MBJI3 € akTyaabHUM SIK 3 TOUKH 30pYy
OCBITH, TaK 1 JUIs MiBUIICHHS e()EKTUBHOCTI BUPOOHUYHX MPOIIECIB Y TPOMHUCIOBOCTI.

Mera pobGot — po3poOka TpadigyHOrOo IHTEPAKTHBHOTO IrPOBOTO ONATKY JUIS
Bi3yastizauii Ta BUBUCHHSI TEXHOJIOTIYHOTO MPOLECY MALIMHH O€3MEePEPBHOTO JUTTS 3aTOTOBOK
(MBJI3) 3 MeTOI0 MOKpAIIeHH MiArOTOBKY (PaxiBIiB y METamypriiHii raimy3i Ta MmiJBUIIEHHS
e(eKTUBHOCTI OCBITHHOTO TPOILIECY.

Orasig icHyrouux miaxoaiB 10 Bisyasizauii TexHoJsoriynux mpouecis.Bizyanizaris
TEXHOJIOTIYHUX TIPOLECIB Biirpae Ba)KJIMBY pOJIb Y HaBUaHHI Ta mpodeciiiHiil miaroTosii
CHEIIATICTIB Y PI3HUX TalTy3sX MPOMHUCIOBOCTI. BOoHa M03BOJIIE CTylEeHTaM Ta iH)XEHEpam
Kpale po3yMiTH CKJIaIHI TEXHIYHI MPOLECH, MiABHUINY€e e()EeKTUBHICTh HABYAHHS Ta MiHIMI3ye
PU3UKY TIOMWJIOK Y pEeTbHUX BUPOOHHYMX YMOBAX.

IcHye Kilbka OCHOBHHX MIIXO/IB A0 Bizyallizallii TEXHOJOTIYHUX MPOIECIB, IKI BUKOPHU-
CTOBYIOTBCS Y HABYAJIBHUX MPOTPaMax Ta MPOMUCIOBUX CUMYIISLIAX (Tabmurs 1).

Ta0mus 1
Metoau Bizyasizallii TEXHOJIOTTYHUX MPOIIECIB:
Meron Onuc IlepeBaru Henomnixu [Ipuxitagn
Bizyauizaii BUKOPHUCTAHHS
Craruysi Hiarpamu, v Ilpocrora  pe- | - Bigcyrnicts HapuanbHi
CXeMH Ta | KPEeCICHHS, amizaii IHTEPAaKTHUBHOCT1 | TTOCIOHMKH,
rpadiku cxemu, mo mo- | v Bucoka mocryn- | - Huseka  pe- | TexHiuHa
SICHIOIOTh TIPO- | HICTh aJIICTUYHICTD JOKyMEHTAITisl
LIECH.
Bineo Ta | Bigmeo3anucu v" HarnsnHicTts - BiacytHicTh OcBiTHI BifI€O,
aHiMaril abo komm'io- | v JluHaMmiuHe IHTEPaKTUBHOCTI | TPEHIHTH JUIA
TEepHI  aHIMO- | BifoOpakeHHS mpo- | - HeMOoXIMBICTH | MPaLliBHUKIB
BaHi MoJenl | 1ecy 3MIHIOBAaTH TMapa-
TEXHOJOTTYHUX METpU B peab-
MIPOLIECIB. HOMY yaci
2D-rpadiuni Bizyanizamis v’ BigHocHo Jjerka | - Husbka  ge- | [nTepakTuBHi
CUMYISAIIIT MPOLIECiB y BU- | PO3poOKa Tani3aris HaBYaIbHI
TSI nBo- | ¥ Moxke BHKOpH- | - MeHm edek- | miathopmu,
BUMIPHUX MO- | CTOBYBaTHCS y BeO- | TUBHE 3aHYpPEHHS | TEXHIUHI
Jenel Ta cXeM. | JI0JIaTKax CUMYTISTOPU
3D- Peamictuuni v" Bucoka Haou- | - OOMexeHa AutoCAD,
MozemoBandsa | 3D-moneni HICTH iHTepakTuBHICTE | SolidWorks,
TEXHOJIONTYHOro | ¥ MOKJIMBICTB - Bucoxki Bu- | Simulink
oOjamHaHHsA Ta | MacmTa0yBaHHS Ta | MOTH JO amapart-
MIPOIIECIB. neraizanii HOTO 3abesme-
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YEHHS
VR-cumymsauii | [Topue  3amy- | v Bucoka pe- | - Bumarae mor- | Unreal
(BipTyanpHa pEHHS Yy BIPTY- | aJiCTHYHICTH yskHoro  obman- | Engine, Unity,
peanbHICTh) anmpHe cepeno- | v IHTepaKTHBHICTH | HAHHS OpenVR
BUIIE JUIA HaB- | Ta  MOJCNIOBaHHSA | - Bucoka
YaHHS Ta Tpe- | CIEeHapiiB BapTICTh PO3POO-
HYBaHb. KA
AR-cumynsnii | HaknmageHHs v lunamiunuii iH- | - OOMexeHe AR-niporpamu
(oroBHEHA muppoBoi  iH- | TEPaKTHBHHWA  JI0- | TIOJIE 30pY JUIE  HaBYaH-
peanbHICTh) dopmariii  Ha | CBII - He 3aBXKIM | HA,  [POMH-
peanbHuii  cBiT | v MOXIHMBICT BH- | TOYHO  IIEPEHAE | CIOBI AR-
yepe3 MOOLIbHI | KOPUCTaHHS Ha | (i3uuHI TpoIIeCH | IHCTPYMEHTH
npuctpoi  abo | MOOUTBHHX pu-
okymsipu AR. CTPOSIX
I'eitmiikoBani | [HTepakTHBHI - Bucoki Butpa- | BupoOHnui
. , , .| ¥ Bucoka  3amy-
HaBYaJbHI CH- | IrpOBI  Mojei ] TH Ha PO3pOOKY | TpPEHaXKeEpH,
) YCHICTh :
MYJISTOPH TEXHOJIOTTYHHX ) - Tlotpebye HaBYaJIbHI
, . | ¥ MoxuBicTs 0 .
MPOIICCiB 3| . rmbokoi  iHTe- | VR-irpn
) BiJIITPAIFOBAaHHS
MOJKJTMBICTIO rpaiii 3 HaBYalb-
) HAaBUYOK y Oe3mneu-
yIIpaBJIiHHS Ta- ) HUMH TIporpama-
HOMY CEpeOBHIIT
pameTrpamu. MU

CydacHi MeToau Bizyaui3allii TEXHOJOTTYHUX MPOIECIB 3HAUHO BiJPI3HAIOTHCS 32 PiB-
HEM pealicCTUYHOCTI, IHTEPAKTUBHOCTI Ta CKIAIHOCTI pO3pOOKU. Y TpaaMIiIMHUX MigXoJax,
TaKHX K CTaTUYHI CXEMH Ta BiJleoMaTepiaivi, OCHOBHUN aKIIEHT POOUTHLCS Ha TOCTYIHICTh Ta
MPOCTOTY BUKOPHCTAHHS, NPOTE BOHH HE 3a0e3MeuyroTh MOKJIMBOCTI 1HTEPAKTUBHOI
B3a€MOJII1 Ta 3MIHHHUX CIIEHApIiB.

binbi npocynyti Meronu, 30kpema 3D-mozaentoBaHHS Ta HM(POBI CUMYJIALI, J03BO-
JSI0TH CTBOPIOBATH JETallbHI Bi3yalbHI MPEACTAaBIEHHS TPOIECIB, MPOTE€ BHUMAararoTh
CIEeLiaTi30BaHOr0 MPOTPaMHOro 3a0e3MeueHHs Ta MOXKYTh OyTH OOMeKeH1 y B3aeMOJii 3 Ko-
pUCTYyBaueMm.

HaiiGinpm peamictuuni T1a edexTuBHI migxoau, Taki sk VR/AR-cumynsmii Ta
reiimMigikoBaHi HaBUaNbHI JOJATKH, 3a0€3MeUyl0Th TOBHE 3aHYPEHHS Y BipTyallbHE Cepelno-
BHUIIE, JO3BOJISIOYN MOJICTIOBATH CKJIQ/JHI TEXHOJOTIYHI MPOIECH Ta B3aEMOMISTH 3 HUMU B
pexxumi peanbHoro yacy. [Ipote i MeTou noTpedyroTh 3HAaUHUX PECypCiB AJIs po3poOKH Ta
MOTYKHOTO anapaTHOTO 3a0€3MeUeHHSI.

Taxum urHOM, BUOip MiAXO0Y /10 Bi3yasi3alliil 3aJIe)KUTh Bij Lijeld HaBYaHHS:

— JIns 6a30BOr0 O3HAHOMIIEHHS 3 MPOIIECaMU — JOCTAaTHHO BUKOPUCTAHHS CXEM, BiZ€O
Ta 2D-animarii.

— Jlns 6inpin rOOKOTr0 BUBYEHHS Ta 1HTEPAKTUBHOTO HABYAHHS — JOLLIBHO 3aCTOCO-
ByBatu 3D-Mozeni Ta uupoBi CUMYIIALII.
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— JInst MmoaentoBaHHsl BUPOOHMYMX CHTYallild Ta MPAKTUYHOTO BiAMPAIIOBAaHHS HABUYOK

— HanOubm epektuBHUME € VR/AR-cumynsii Ta reiiMiikoBaHi 101aTKH.

VY Ttabnuili 2 HaBEJACHO MOPIBHSUIBHUN aHAIi3 OCHOBHUX METOIB Bi3yaiizallii 3a KiIto-

YOBHMHU IapaMCTpaMHu.

Tabnmig 2
[MTopiBHsUTBHUI aHAITI3 MIIXO/IIB IO Bi3yaii3arlii
IMigxin Peanictuunicts | [nTepakTuBHicTh | CKIaIHICTD JlocTymHICTh
pO3poOKHU
CraTtuuHi cxeMu Husrka Biacyrus Husbka Bucoxka
Bineo Ta animanii | Cepenus Biacyrus Cepenns Bucoka
2D/3D- Bucoka OOMexeHa Bucoka Cepenns
MOJIETFOBAHHS
VR/AR-cumymsnii | dyxe Bucoka | Bucoka Hyxe Bucoka | O6mexeHa (BUMa-
rae o0aTHaHHS)

['eiimidikoBaHi Hyxe Bucoka | Bucoka Bucoka Cepenns
CUMYJISITOPU

TakuMm yuHOM, TpaAMIliiiHI MeToau (CXeMH, Bizneo, 3D-MoaenoBaHHs) MiAXOIATh IS
0a30BOro po3yMiHHS TEXHOJOTIYHHUX MPOIIECIB, aje He 3a0e3MeuyroTh MOBHOIIHHOI IHTEepaK-
TuBHOCTI. VR/AR-cumynsuii Ta reiimidikoBani qonatku Ha ocHoBi Unreal Engine 5 no3Bo-
JSI0Th MAaKCUMAaJIbHO HAONM3UTH HABUAIBHHI MpoIec MO pealbHUX BUPOOHUYMX yMOB. Or-
TUMAIbHUM MTiAXiJ — € MOE€THAHHS 1HTEpakTHUBHUX VR-cumysmsmiil 3 reiimigikariii€ro, Mo
JO03BOJIUTh e(peKTUBHO HaBuaTu (axiBUiB y cdepi MeTanyprii Ta 0e3MeyHOro ymnpaBiIiHHS
MBJI3.

Orasia TexHoJsiorivnoro npouecy MBJI3. Mamuna Oe3nepepBHOIO JUTTS 3ar0TOBOK
(MBJI3) — 116 BUCOKOTEXHOJOTIYHHI KOMILIEKC OOJaJHaHHA, KU BUKOPUCTOBYETHCS IS
MEPETBOPEHHS PIAKOi CTali y 3aTBEpIiii 3aroToBKU (cisiOu, OMIOMH, 3arOoTOBKH Pi3HHUX
¢dbopm). besnepepBHe AUTTS cTaji A03BOJISE MiIBUIUTH €PEKTUBHICTH BUPOOHUIITBA, 3HU3UTH
BTpaTH METay Ta MOKPAIIUTHU SKICTh KIHIIEBOTO MPOIYKTY.

Crig 3a3Ha4UTH, 110 TpoLeC Oe3MepepBHOTO JIUTTS CTall € CKJIaJHOI0, 0araTocTyrneHe-
BOIO TEXHOJIOTIET0, 1110 BKIIIOUAE BUIUIABKY, MATOTOBKY Ta 3aTBEPAIHHS cTali. Bukopucranus
MBJI3 no3Bosisie CyTTEBO 3HU3UTH BHUTPATH, MOKPAIIUTU SIKICTh 3arOTOBOK Ta IMiJBUIIUTH
MPOIYKTUBHICTh BUPOOHHUIITBA.

KirouoBi 0co0aMBOCTI MIPOIIECy:

— BUCOKa IIBUJKICTb BUPOOHUIITBA O€3MepEePBHIUM IMOTOKOM,

— MiHIMi3alist JeQeKTiB 3a paXyHOK KOHTPOJIbOBAHOT'O OXOJIOKEHHS,

— MOJIMBICTH IIBUJKOT 3MIHU CKJIaly CTajl 3aBJSKA BTOPUHHINA METalyprii,

— eKOHOMIsl MaTepiajiB Ta 3MEHIIEHHS BiJXOJIB Yy MOPIBHSAHHI 3 TPaJULiIiHUM pO3IH-
BOM y (hopmu.

Po3yMiHHS IMX eTamiB € KPUTHYHO BAaXIJIMBUM JUIS MiATOTOBKU 1HXKEHEPIB Ta omepa-
TOpiB METaIypriiHOro BUPOOHMIITBA, a iX Bizyamizauis y VR-cepenoBuIIi 103BOJISIE 3HAUHO
MiJBUIIUTY €()EeKTUBHICTh HABYAHHS Ta KOHTPOJIO SIKOCTI MPOIIECY.
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Bubip TexHoJsioriuHoro creka aJsi po3po0ku aoaaTky. Po3poOka rpadiunoro inTep-
aKTHUBHOTO irpOBOT0 AOAATKY Ui O3HAHOMJICHHS 3 MAIIMHOI O€31epepBHOTO JIUTTS 3aroTo-
BoK (MBJI3) BumMarae peresnbHOro miadopy TEXHOJOTIYHOTO creka (Tadbmuid 3). OCHOBHUMH
KpUTEPIsIMH BHOOPY € PpeasliCTUUHICTh Tpadiku, IHTEPaKTUBHICTb, MPOMYKTHBHICTH, MOX-
TUBICTH poOoTH Y VR-cepenoBuii Ta JIETKICTh Y MacIITabyBaHH.

Tabmus 3
TexHonoriunuil cTek A po3pOoOKH IHTEPAaKTUBHOTO T0AATKY
Kareropis TexHomorist [IpusHaueHHs
IrpoBuii pymrii Unreal Engine | Po3pobka iHTepakKTHBHOIO cepefoBuIia, Gi3HIHUX CH-
5 My, miarpumka VR/AR
3D- Blender CrtBopenns 3D-moxeneli 061aJHaHHS Ta CEPEIOBHINA
MOJICITFOBAHHS Houdini [IponienypHe monemtoBaHHs (i3uyHUX e(eKTiB (po3-

IUIaBJICHHUH MCTal, OXOJ'IOI[)KCHHX)

®izuuni cumysst- | Chaos  Physics | Peamictiuna B3aeMofisi TBEpAMX Til Ta JHHAMIYHUX
i (UES) 00’€KTiB

Nvidia PhysX | MoxemtoBanHs (hi3HYHHX MIPOLIECIB

Niagara (UE5) | Cumyssiisi 4acTHHOK (MM, pO3ILJIABICHUN MeTal,

OXOJIOIKEHHS )
VR/AR- OpenXR Kpocmnardopmua miarpumka VR/AR
iHTerparis SteamVR [Minrpumka rapuityp VR (HTC Vive, Oculus, Valve
Index)
Oculus SDK Onrumizanis ans mpuctpoiB Meta Quest 2/Pro
[Tporpamysanust | Blueprints Bi3yanbHe CTBOPEHHS JIOTIKH JTOIATKY
(UE5)
C++ (UE5) Peanizaniist ckiagaux (i3MYHUX CUMYJISIIA Ta oOuwc-
JICHb

Kopuctysatpkuii | UMG  (Unreal | Po3po6ka rpadiunoro inTepdeiicy kopucTyBaua
inrepdetic (UI) Motion

Graphics)
Slate Ul | Kacromizamis Ul Ta iHTErpamiss CKJIaJHUX IHTEp-
Framework (elicHuX pileHb

Aynio FMOD Studio | IaTerpatiist 3ByKiB, IPOCTOPOBE ay1io

Unreal Audio | BoynoBasre pimeHHs 1i1s1 00poOKH 3BYKY
Engine

Le#t TexHONOTIYHUN CTEK 3a0e3Medye peanicTUUHy rpadiky, TouHe (Qi3UuYHEe MOJENIo-
BaHHA, mATpUMKY VR/AR Ta edexkTuBHY IHTEpakTUBHY B3a€MOJIIO, 110 POOUTH HOro ONTH-
MaJbHUM BUOOPOM ISl CTBOPEHHS HaBUAJIBHOTO CUMYJISITOpA Mpolecy 0e3nepepBHOIO JTUTTS
cTal.

MopenoBaHHs TeXHOJOTiYHOro cepegoBuma. Po3poOka iHtepaktuBHOi 3D-Moxeni
3a gomomoror tiatdopmu Unreal Engine n03Bossie 1OCSATTH HAWBHINOTO PIBHS pPeaiCTHY-

254 ISSN 1562-9945 (Print)

ISSN 2707-7977 (Online)




«Cucremui Texnonorii» 6 (155) 2024 «System technologiesy

HOCTI 3aBJSIKM BIPOBA/UKCHHIO Cy4YaCHHUX TEXHOJIOTiH Bizyamizaumii. Cepen HHMX ocoOnuBe
Micie 3aiimMaroTh Nanite Ta Lumen, siki JOKOPIHHO 3MIHIOIOTh MiJXiJ 10 CTBOPEHHS rpadiku
Ta OCBITJICHHS B IrpOBill Ta CUMYJISALINAHIHN 1HTyCTpii.

Nanite — e iHHOBaLifHA TEXHOJIOTIsA, IO JO3BOJISE MPALIOBATH 3 HEONTHUMi30BAHUMHU
3D-akTuBamu 6e€3 MKOAM JJIs1 MPOAYKTUBHOCTI. BoHa ycyBae HE0OXiIHICTh CTBOPEHHS HU3b-
KOTIOJIrOHAJTBHUX MOJeNel, KapT HopManel Ta piBHIB feranizanii (LOD), 30epiratoun npu
IbOMY KiHemMarorpadiuHy sKicTb 300pakeHHA. 3aBIsSKH BipTyali30BaHili reoMeTpii Ta HOBUM
dopmartam citok, Nanite MiIBUIIYE MPOAYKTUBHICTh, 3a0€3MEUYyIOUN ACTANI3allii0 Ha PIiBHI
MIKCEJIB Ta CIIPOLIYIOYH CTBOPEHHS CKJIaIHUX CIICH.

Lumen — e cucrema TUHAMIYHOTO TI00ATBHOTO OCBITJIIGHHS B peajbHOMY dYaci, sika
iMiTy€e IPUPOJHY MOBEIIHKY CBITJIa, BPAXOBYIOUM HOTO BiTOUTTS BiJ MOBEPXOHb. BoHa cTBO-
PIO€ pealiCTUYHE HEeIlpsiMe OCBITJICHHS Ta IWHAMI4HI 3MiHM YyMOB OCBiTJIeHHs. CucTeMa aB-
TOMaTHYHO BPAaXOBY€E IHTEHCHBHICTB JDKEPET CBITJIA, IEPEIIKOAM Ta iX BIUIMB, 3a0€3MEUyIOUH
SIKICHE OCBITJICHHS Y PeXKHMI PeabHOr0 Jacy.

TakuMm yuHOM, iHTerpamis Nanite i Lumen B Unreal Engine 5 3na4n0 criporrye mporec
pPO3pOOKH, MTO3BOJISFOYM CTBOPIOBATH BPaXKAIOUi CIICHW 3 BHUCOKOK JCTai3alli€lo Ta pe-
QTICTUYHUM OCBITJICHHSM, IO BIJKPUBAE HOBI MOXKJIMBOCTI JJIsSI IHTEPAKTUBHOTO TU3alHY Ta
cumyssnii [ITomuika! [’Kepesio mocuIaHHs He 3HAliIEHO. ].

I'onoBHOO MeTor0 po3pobku 3D-momeni MBJI3 3 iHTerpalliero 10 BipTyallbHOTO cepe-
nosuma UES e Bizyamizalisi pOMHCIOBHX IMPOIECiB 00 CTBOPEHHS HaBYAIBHUX CUMYJISIIIH.
BusnaumBIICh i3 METOIO Ta 00’€KTOM MOJCIIOBAHHS MOXEMO IMOCTaBUTH TaKi €Tald Po-
3pOOKHU:

1. po3pobutH neramizoBany 3D-Momens 3 HEOOXITHUMU ACTASIMU;

2. BUKOHATH TeKCcTypyBaHHs Ta UV-MaIriHry KOXHOTO 00’ €KTY;

3. onramizyBaru koxHUH 3D 006’ekT MBJI3 mst excriopty B UES;

4. inTerpyBatu rotoBy moziens B Unreal Engine 5 1 HanamTyBaTH cepeqoBHIIIE;

5. OLIHUTH pe3yNbTATH Ta OTEHIIIHHY e()EeKTUBHICTh BUKOPHCTAHHS.

MoientoBaHHS TEXHOJIOTIYHOTO CEPEIOBHINA € OJHUM i3 KIIFOUOBUX €TaIliB PO3POOKH
IHTepaKTUBHOTO JOAATKY JUIsl Bidyasi3allii mpoImeciB MallliHUA Oe3MepepBHOTO JUTTS 3aroTo-
BoK (MBJI3). BoHo BKITIOUa€e cTBOpeHHS peamictTnaanx 3D-mozeneit o0naaHanHs (pUCyHKH 1,
2), HanmamTyBaHHsS (iI3UYHUX CUMYJISIIH, a TAaKOXK PO3POOKY CEpeOBHUIIIA B3aEMOIii KOPHUCTY-

Baya 3 BipTyaJIbHUM IPOCTOPOM.

(6)
Pucynok 1 — 3D-monens MBJI3, Blender 3D: a) 6e3 Tekctyp, 0) 3 TEKCTypOIO
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Bun cuenu Bix nepmioi ocobu mokazaHo Ha pucyHKY 2. Po3pobka rpadiuHoro iHTepak-
THUBHOTO JojaTKy Ha 6a3i Unreal Engine 5 103BosIsiE CTBOPUTH peaiCTUUHY CUMYJISIIIO TTPO-
recy 0e3nepepBHOro JUTTA craii. BnpoBamkennsa reimigikanii, VR-interpanii ta giznaanx
CUMYJISIIN 3a0e3neduye BUCOKY SKICTh HaBYaHHS Ta MiABUIIYE €PEKTUBHICTH MiATOTOBKH
MaiiOyTHIX (axiBIiB y METaIyprii.

Pucynok 2 — Bup Bix nepmioi ocodu, animarist MbBJI3

Inrepdeiic kopuctyBaua B Unreal Engine 5 Takox Bxitouae 2D-aHimanii Ta nepexonu
MK HEMH, IO JOJA0Th TMHAMIYHOCTI Ta HA0YHOCTI.

BucHoBku. Y X071 J0CHiKeHHs OyJI0 PO3IIIIHYTO OCOOIUBOCTI MOJIETIOBAHHS CTaje-
IUTAaBUJIBHUX MPOIIECIB y peaibHOMY Yaci 3 BUkopuctanHsaMm Unreal Engine 5. Bukopucranns
Cy4acHUX rpadiuHUX TEXHOJIOTIH Ta BIPTyaJbHOI peabHOCTI y MOJETIOBAaHHI TEXHOJIOTTUHUX
MpoLIeciB MallIMHU Oe3nepepBHOro JUTTS 3aroToBok (MBJI3) mo3Bonse 3HAYHO MiABUIIUTH
e(eKTHBHICTh HAaBUYAHHS Ta ONTHMi3allii BUPOOHUYMX MPOIIECIB.

OcHOBHI pe3ynbTaTé podboTH:

1) aHani3 cy4acHMX METOIB Bi3yami3alil — PO3MJSIHYTO MiIXOMH 10 KOMIT FOTEPHOTO
MO/ICJIFOBAHHS METATYPrifHUX MPOLECIB Ta BUABICHO NepeBaru BUKOPUCTAHHS BIPTyaJbHHUX
CHUMYJIATOPIB y HaBYaHHI Ta IPOMHCIOBOCTI.

2) po3pobka 3D-moneneit MBJI3 — cTBOpeHO peanicTHUHI MOJETi OCHOBHHX KOMIIO-
HEHTIB 00JIaIHaHH, TaKUX K KpUCTaNi3aTOp, IPOMIKHUI KOBII, POJIMKOBUM CTaH, CUCTEMa
BTOPUHHOT'O OXOJIO/IKEHHS.

3) BrpoBaKeHHs Pi3MYHUX CHMYJIALiil — BukoprucTaHo texHousorii Chaos Physics ta
Niagara B Unreal Engine 5 ans mMozentoBaHHS MOBEAIHKH PO3IUIABJICHOI CTali, 3aTBEPIIHHS
3arOTOBKH Ta BIUIMBY TEMIEPATYPHUX PEKUMIB.
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4) reiiMi¢ikariisi Ta iIHTEPaKTHBHICTh — PO3POOJIEHO MEXaHI3MU B3a€EMO/IIT KOpUCTyBaya
3 BipTyaJdbHHM cepenoBuineM depe3 VR-intepdeiic Ta cucremy KepyBaHHsS IapameTpamu
TEXHOJIOTIYHOTO TIPOIIECY.

5) omiHka eQEeKTUBHOCTI — OOIPYHTOBAHO MEpeBard BIPOBAKECHHS VR-cumymsiii y
HaBYAJIBHUX MPOrpamMax JJs MiAroToBKH (haxiBIliB y raysi MeTaixyprii.

OTtpumani pe3ynbTaTH MiATBEPKYIOTH, 0 BuKopuctanus Unreal Engine 5 st BipTy-
QIBHOTO MOJICIOBAHHS CTAJICTNIABMIIBHUX IMPOLECIB TO3BOJISE MOKPALIUTH SKICTh HABYAHHS,
0e3meKy Ta TOYHICTh aHali3y BUPOOHMYHMX MapameTpiB. Bukopucrtanns VR- Ta iHTEpaKTHB-
HUX CHUMYJSILIHN cripusie epeKTUBHIN MiAroToBLI MaOYyTHIX cHemiaiicTiB y cdepi Meramyprii
Ta MOXXe OyTH KOPHCHUM JUIsI aBTOMAaTH3allil KOHTPOJIIO MPOIECiB Oe3NepepBHOTO JUTTS
cTaui.
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Features of real-time modeling of steelmaking processes using unreal engine 5

This paper explores the features of real-time modeling of steelmaking processes using
Unreal Engine 5, focusing on the visualization and simulation of continuous casting machine
(CCM) operations. The study highlights the advantages of interactive and virtual reality (VR)
technologies in the training and optimization of metallurgical processes, providing a safer
and more cost-effective alternative to traditional training methods.

A detailed approach to 3D modeling of CCM components is presented, including the
tundish, mold, secondary cooling system, and roller sections, with a focus on their realistic
visualization and optimization for real-time performance. The implementation of physical
simulations using Chaos Physics and Niagara in Unreal Engine 5 allows for an accurate rep-
resentation of molten steel flow, solidification dynamics, and temperature gradients. Addi-
tionally, gamification elements have been integrated to enhance user interaction, enabling
students and engineers to explore various operational parameters in a controlled virtual envi-
ronment.

The research also assesses the efficiency of digital simulation techniques compared to
conventional learning methods in metallurgical training programs. The use of VR-based in-
teractive learning modules improves engagement and comprehension by allowing users to
manipulate casting parameters and observe the impact on the final product in real-time. The
paper concludes that Unreal Engine 5 provides an effective platform for modeling complex
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industrial processes, offering high-quality visual representation, dynamic interaction, and
immersive training experiences for metallurgical professionals.

Future work will focus on enhancing Al-driven adaptive learning, expanding the simu-
lation scope to include additional steelmaking stages, and integrating augmented reality (AR)
tools to bridge the gap between virtual training and real-world applications.

Keywords: Unreal Engine 5, modeling, steelmaking processes, virtual reality, continu-
ous casting machine (CCM), real-time simulation, gamification, interactive training, metal-
lurgical process optimization.

Mupropoacbkuii Jlannio ApreMoBHY — cTyIeHT Kadeapu iHGoOpMaIiiHUX TEXHOJIOTIH i
cucreM, (aKyJIbTeT MNPUKIAAHAX KOMI'TOTEPHUX TEXHOJOTIH, YKpaiHCHKUI JepKaBHHUN
YHIBEPCHUTET HAYKH 1 TEXHOJIOTIH.

CeaiBbopcroBa Tersina BiraniiBHa — kaHauIaT TeXHIYHUX HAYK, JOIEHT, JOIEHT Kadeapu
iHpOpMaLifHUX TEXHOJOTIH 1 cucTeM, (PaKylIbTEeT MPUKIATHUX KOMITTOTEPHUX TEXHOJIOTIH,

VYkpaiHChKHI Aep)KaBHUI YHIBEPCUTET HAYKH 1 TEXHOJIOTIH.

Myrhorodskyi Danylo — student of the Department of Information Technologies and Sys-
tems, Faculty of Applied Computer Technologies, Ukrainian State University of Science and
Technology.

Selivorstova Tatyana — candidate of technical sciences, associate professor, associate profes-
sor department of Information Technologies and Systems, Faculty of Applied Computer
Technologies at Ukrainian State University of Science and Technologies.

258 ISSN 1562-9945 (Print)

ISSN 2707-7977 (Online)



