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1. MoaroToBKa n ucnorib3oBaHue
doTOpeanmMcTUYHOro OKpyxeHusi C NOMOLLbLIO MOAYNA
UM Scene

1.1. BBepeHue

Monyne UM Scene npencrasnser coboit 6azy 3D moneneid, TeKCTyp, (JOHOBBIX PUCYHKOB U
Ha0Op JOMOJHUTEIBLHBIX HHCTPYMEHTOB HHTEIPUPOBaHHbBIX B mporpammy UM Simulation.

baza 3D mopnenelt BKIOYaeT B ceOS MOJENH 3MaHUK (KOTTEIKHU, MHOTOKBApTUPHBIE T0Ma,
NPOMBIIUICHHBIC 3aHUs), aBTOMOOMIBHBIX JOPOT (MPSIMbIE YYacTKH ITYTH, IIOBOPOTHI, Iepe-
KpPECTKH), JTOPOKHOM M YIUYHON MHPPACTPYKTYphI (3a00pbl, CKAMEHKH, YPHBI, KaHATH3AIUOH-
HBIE JIIOKH, JOPOKHBIE 3HAKH, CBETO(OPHI, POHAPH), pacTeHU (AepeBbsi U KYCTaApHUKHU), KYy30-
BOB MOMYJIPHBIX aBTOMOOMIIeH. HekoTopble U3 Mojenel mpeicTaBiIeHbl B TaOIUIe HUXKE.

i TR VRN

Bce 3D monenu, BXOSIINE B TIOCTaBKY 'Y HHUBEPCATLHOIO MeXaHU3Ma" JIMIIEH3UPOBAHBI JJIs
KOMMEPUYECKOT0 HCIOoJib30BaHusl. JIt000# mosp3oBarep "YHHUBEPCATHLHOTO MEXaHU3Ma" MOXKET
UCTOJIb30BaTh 3TU 3D 00BEKTHI MPOU3BOJILHBIM 00Pa30M: CO3/1aBaTh CIICHBI U MOJIEIIU C UCIIOJNb-
3oBaHueM 3TuX 3D Moerieil, 3aMUChIBaTh M PaCPOCTPAHAThH MOJYUYCHHBIC C ITUMHU CIICHAMHU BU-
neo-(hanisl U T.1I.
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1.2. HaunHaem paboTtaTtb

B sToM pazzene nmpuBeneHbl HHCTPYKIMH, KOTOPBIE TIOMOTYT BaM OBICTPO O3HAKOMHTBHCS C
Bo3MOkHOCTsIMU Monynst UM Scene u mocMoTpeTh Ha pa3pabOTaHHBIC CIEHBI U3 MPUMEPOB.
Uto06s! HauaTh paboTars ¢ Mmoayinem UM Scene, Hy)KHO clienarh ClIeIyroIIre Mary.

e VYcranoBute 6a3y cranaaptueix 3D Mojeneii, moapobHee o 6a3ze cTaHAAPTHBIX 00BEK-
ToB cM. 1. 1.3. "Cmpyxkmypa 6aszer 3D moodenei", ctp. 1-5. BoT npsiMast cchliika Ha WH-
CTAJLISIUIO ATOTO TaKeTa!
http://www.universalmechanism.com/download/umscenecollection.exe
CchUIKy Ha TIOCTICIHIOI Bepcuro 0a3pl cTaHmapTHbIX 3D Momeneil BbI Bcerjia MOKETe

HalTH B pasnene B pazaene "Vwusepcanvhoiti mexanuzm / Uncmanisayuu" Ha CTpAHUIE
http://www.universalmechanism.com/pages/index.php?id=3.
e Yoeaurtech, UTO y Bac ecTh Junensus Ha moayiab UM Scene. B YHuBepcanbHOM Me-

XaHMU3Me KaX/Iblii MOJTyJIb JIULIEH3UpYeTCs 0TAenbHO. [lo3TomMy npu paboTocrocoOHON Ha
HEPBBIA B3I MPOrpaMMe MOJIENH CO CLIEHaMHU MOT'YT He 3arpyxarbcs. J{ias mpoBepku
HaJIM4us JTAIeH3un 3anyctute nporpammy UM Simulation, B riiaBHOM MeHIO BbIOEpHTE
nyHKT MeHIo Ilomoms | O mporpamme u yoenurech, uto HanpotuB Moayiss UM Scene
crout "+", cM. puc. 1.1. Ecnu Bbl HelaBHO yCTAaHOBMJIM YHUBEPCAIbHBIA MEXaHU3M U Y
Bac elle JIeHCTByeT NpoOHast JUIEH3Us, TO y Bac 3TOT MOAYJIb OyzaeT poctyneH. [Ipobnas
JIMILIEH3Us BKJIIOYAET BCE BBINYIICHHBIE MOAYNIU. Eciin BBl 3aperucTpUpOBAHHBIN 1030~
Baresib YM oOpaTuTech K HaM 1o ajapecy um@umlab.ru u mb1 BeimaguM Bam Oecriuat-
HYIO IPOOHYIO JTUIIEH3HIO Ha TPU MecsLa.

KoHburypaLma
TM SimInTech IMPOXL ceceecsnanssansanannnnnsn {+) ~
TH 5imInTech CoSimlation .easssssssssssssas {+)
Mzl {22l cocoococoocoooooooooooonocoo0oooon0oooC {+)
TM FEM/Vehicle-Bridge Interactioll -.-.--.-.- {+)
Wzl BE W ETeEiselll soocoooooooooooconooooooaooac {+)
UM Ballast ..cewccsssnsnsnssnnasnsnnanmmnssnns {+)
UM DUurabilit¥ wueevesssmsssasnanasnsnsnmnsnnsns {+)
UM 3D CONLACE cvuecevsnananssannsnsnannmmnssnns {+)
M

Puc. 1.1. Monyns UM Scene B kondurypauun YM

e 3arpy3ure MoAeJu ¢ mpuMepaMu cueH. B umHcTtammsinuioo YM BKIIOYEHO HECKOJIBKO

MoJielel ¢ 3apaHee HaCTPOSCHHBIMH KOH(UTYpaIsIMU, BKIFOUAIOLUIMMHU CIICHBI.

e Mogens aBToMoTpuchl AC4 BkIIOYaeT JBe KOH(Urypauuu co cieHamu: [Scene -
Railroad through village] u [Scene - Railroad through forest]. 3amyctute mpo-
rpammy UM Simulation, 3arpy3utre Momens w3  karamora  {/lau-
noie YM}\Samples\Rail_Vehicles\ac4, nanee ¢ momoipto mynkra mexio daiin | 3a-
rpy3uTh KOH(PUIYpaHMIO 3aTrPYy3UTE HYKHbIE KOHPUTYypaIuu, cM. puc. 1.2.


http://www.universalmechanism.com/download/umscenecollection.exe
http://www.universalmechanism.com/pages/index.php?id=3
mailto:um@umlab.ru
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D UM - mogenupoeanme - chacd

Main  Ananwz  Ckanwpoeadwe  FHcTpymedtel  Okda  Momowe

OTkpbITE... EN y: 4 @_“ @3 =S| | ez @ __ﬂh_| n;u

OTKpBITE 33HOBD ] E

3akpbiTe Shift+F4 F]E—-.-EI E © 28 ..@

JarpyInTe KoHG UMy paLume > PaBouwii cTon... Ctrl+R
CoxpaHnTe KoHGWnypaunm * last

Bt A+ X Scene - Railroad through forest

Scene - Railroad through village

Puc. 1.2. Kondwurypamun monemu AC4

e Mogenb Tpy30BHKa C MpHUIEINIOM U3 Katanora {/Januwvie YM}\Samples\Automotive\
trucktrailer BxirouaeT aBe MpeaBapUTEILHO HACTPOEHHBIE KOH(PHUIYPAIIMU CO CIIEHA-
mu: [Industrial zone Trajectory 1] u [City zone Trajectory 2].

1.3. CTpykTypa 6a3bl 3D moaenen

baza 3D mopneneit cocrout u3 nByx uacreit: 3D mopenel, mocrabnseMbix Bmecte ¢ [1K
"VuuBepcanbHblii MexanusMm" (manee "cmanoapmuvie 3D mooenu') ¥ MONB30BATEILCKON 0a3bl
3D mopneneii. [Tonb3oBarennckas 6a3a 3D Mozaenelt mocie MHCTAJUISIIUK MTycTas M HAIMlOJIHAETCS
MIOJIb30BaTEIEM CAMOCTOSTEIBHO.

3ameuanue basa cranpaptHbeix 3D Mozenen sBisercs cocraBHoW yacTeio [IK "YHuBepcans-
HBI MeXaHU3M'", HO B CUJIy CBOEr0 00JIbIIOro 00bEMa HE BXOJUT B MHCTAUIALIUIO
[IK "YHuBepcanbHblif Mexanu3M". ITy 6a3y HYKHO CKaunMBaTh M yCTaHABIINBATh
otnensHo. [TocnenHroro Bepcuto 6a3bl 3D Mozeneil Bbl MokeTe HallTH Ha cTpa-
Huuke http://www.universalmechanism.com/pages/index.php?id=3 B pa3uene

Yuueepcanvnwviti mexanuzm / Uncmannayuu.

baza cramnmaptabix 3D mMojerneli o yMOT4aHWIO yCTaHABIMBACTCS B paboumii KaTayor {/{an-
nole YM}\Scene data\Standard objects u Bkmowaer B cebs ZIP-apxuB ¢ 3D mopensimu
[StandardObjects.db] u XML-aiin ¢ onrcanuem Mojeneii U3 3TO# 0a3bl ¢ MX HAYAIBHBIM I10-
J0XeHneM, opueHTanueil u macmrabom [StandardObjects.xml]. IToapobOuee mousiTHe pabodero
karajora onucano B 1. 1.1.1 "Cmpyxmypa pasmewenus YM", ctp. 1-3.

B xaramore {/Jannvie YM}\Scene data\Scenes HaxoasaTcss HEKOTOpbIE 3apaHee pa3paboTaH-
HBIE CIICHBI.

Cchulka Ha MOCIIEIHIOW 3arpyKEHHYIO B MOJICIb CIIEHY COXPAHSIETCS B KOH(PUTYPAIIHOHHOM
daiine momenu *.icf B ctpykType "with environment”, none "scenefilename". Ipu 3arpyske mo-
JIeTN TIOMCK YKa3aHHOTO B KOH(purypanuu (aiisia ciieHsl *.SCeNe BHIMOIHIETCS CHaJdaya mo mpsi-
MOMY TMyTH, MOTOM B KaTajllore MOJEIM W 3aTeM YyxKe B Katamore {/[annvie YM}\Scene
data\Scenes. YuutsiBaiiTe 3Ty 0COOEHHOCTh PabOTHI IPOrPaMMBbI TP KOMMMPOBAHUH BaIIMX MO-
JieNieil ¥ IepeHoce uX C KOMIbIOTepa Ha KOMITBIOTED.


http://www.universalmechanism.com/pages/index.php?id=3

VYuusepcanbHblii Mexannsm 10 1-6 I'maBa 30. UM Scene

1.4. BsammoaeuncTtBue cueH ¢ mogensamu YM

Cuensbl, mocTpoeHHble ¢ moMotnbio Moayinss UM Scene, koTopsie 00CY)Tar0TCsl B 3TOU TJia-
Be, HUkak HE B3auMOJENCTBYIOT ¢ JTMHAMUYECKUMH MOJEISMHU: KEIE3HOIOPOKHBIN IKUIAK
MPOEACT CKBO3b JOM, a aBTOMOOWIIb CKBO3b JICPEBO, €CIIU TAKHE DJIEMEHTHI CIIEHBI OKKYTCS Ha
ux mytd. [Ipu pa3paboTke CIEH JJisi aBTOMOOWIICH WM KEJIE3HOJOPOKHBIX SKHUIMAKEH HYKHO
YVUUTBHIBATh 3TO OOCTOSITENIBCTBO M CO3/IaBaTh COBMECTHUMBIC CIICHBI, TJIE aBTOMOOWIb OyJeT
exaTh 10 JIOpPOre U HE MPOe3kKaTh Yepe3 3JaHus U T.11.

Ecian BaM HY)XHO CMOJAEIHUPOBATH JABMIKEHHUE TPAHCIOPTHOIO CPEICTBAa B HEKOTOPOW KOH-
KpPETHOM CIIeHE, TOT/Ia BaM HYXHO MPABWJIBHO PACIIONIOKHUTH CIICHY, TAK YTOOBI KOPPEKTHO 3a-
JIaTh Ha4YaJIbHOE MOJIOKEHHE TPAHCIOPTHOI'O CPEJICTBA HA CIIEHE, U OT/AEIBbHO ONKUCATh TPACKTO-
pHUIO JBMKCHHSI TPAHCIIOPTHOTO CPENCTBA, YTOOBI OHA KOPPEKTHO MPOIUIA MOJATOTOBIECHHOMN
CrieHe. 3aJaHue CIBHra W IOBOPOTa CIICHBI BBITIOJNHSACTCS ¢ MmoMolisio y3ima <SceneCenter> B
HACTpOWKax CleHbl, cM. y3en <EnvironmentSettings>. 3ananue TpacKTOpUU /ISl IBUKCHHS aB-
ToMoOWIst onmckiBaeTcs B 1. 12.3.1. "Maxponpogune nymu", a niis xKene3HOIOPOKHBIX dKHIIA-
ke — B 1. 8.3. "Ilyms".

Ecnm nna Bac mepBu4HA 3a7aHHAs TPACKTOPHS ABUKEHHUST aBTOMOOWIIS WM XK.-7. SKUIIAXKa,
TOTJ]a BaM HYXXHO pa3paboTaTh HOBYIO WJIH MOJH(DHUIMPOBATH CYIICCTBYIONIYIO CIICHY TaKUM
00pa3zoM, 4TOObI HEOOXOAMMAsl TPACKTOPHUS JBWIXKEHUS TPAHCIOPTHOIO CPEACTBA JIOTHYHO U
€CTECTBEHHO YKJIa/IbIBAJIaCh OBl B 3TY CIIEHY.

Ornucanue CIeHbl U 3aJjaHUe TPACKTOPUH JBHKCHHS TPAHCIIOPTHOTO CPEACTBA — ITO HEMepe-
CEKarolIMecs 3aJlayi, KOTOpbIe HY)KHO peliaTh 1Mo OTAelbHOCTH. Hampumep, ecnu Bbl pazpado-
Tajqu CIEHY C yJAUIaMHU, TO MPOrpaMMa HE CMOXET aBTOMAaTUUYECKH MOATOTOBUTH KOPPEKTHYIO
TPAEKTOPHIO I €376l 110 HUM. M1 HaoOopoT, ecinu y Bac e€CcTh TpaeKTOpHus, TO IMporpamMma He
MOKET aBTOMAaTHYECKH CTE€HEPUPOBATh CIIEHY, MOAXOISIIYIO IJIsi 3TON TPAeKTOPHUH.

Taxxe ormeruM cneaytouiee. [lpu MoaenupoBaHuM JUHAMUKA aBTOMOOWIIEH M K.-7l. DKUIa-
kel B YM HX HauagbHOE MOJIOKEHUE BCETIa COBITA/IaeT C HAYaJIOM OTCYETA TJI00AIBHON CUCTe-
MBI KoopiuHaT. Eciiu Bam HY)KHO B OJTHOM U TOM K€ CIIEHE MpoexaTh M0 JBYM Pa3HbIM TPaeKTO-
pHUsSM, TO JUISl KQXOTO SKCIEPUMEHTA HYKHO COOTBETCTBYIOIIMM 00pa3oM CIBUTATh U MOBOpa-
YHMBAaTh CIICHY C TIOMOIIBIO y3710B <EnvironmentSettings> u <SceneCenter>, cm. puc. 1.3.

Ecnu tpeOyercst opraHn3oBarh B3aMMOJCHCTBHE MEXIY MOAEIUPYEMOM MEXaHUYECKOU CH-
CTEMOU W AJIEMEHTaMH CIICHBI, HAl[PUMEpP, CTOJKHOBEHHE aBTOMOOWJIIS C JIEPEBOM, TO COOTBET-
CTBYIOIIIEE€ B3aMMOJICHCTBHE HYKHO OMHCHIBaTh OOBIYHBIMHU cpenacTBamu Y M. Tak, Hampumep,
CTOJIKHOBEHHE aBTOMOOWIISI C IEPEBOM MOXKHO CMOJIETHPOBATH C TIOMOIIBIO HHCTPYMEHTAPpHUS U3
moysit UM 3D Contact — cs3ath co cTBOJIOM JiepeBa (Ha camoM jielie ¢ 6a30BbIM Tesiom Basel
B MECTe, TJIe pacTéT JEPEeBO) KOHTAKTHOE MHOTOOOpa3ue B BUJE ITWIMH/PA, a C Ky30BOM aBTO-
MOOWJISI CBSA3aTh JIPYroe KOHTAKTHOE MHOTOOOpasue, COOTBETCTBYIOMIEE (JopMe Ky30Ba, U TAKUM
00pa3oM onucaTh MEXaHUYECKOE B3aMMOICHCTBHE.

Eme pa3 otmernM, uro moayins UM Scene He BKIIFOUaeT HUKAKOTO pacyéra MEXaHWKU B3au-
MOJICHCTBUS U MPETHA3HAYEH TOJBKO ISl PACIIMPEHHBIX BO3MOXKHOCTEH MO BH3yaJM3aI[UU TO-
POJCKUX clieH, JaHamadToB U T.7. BMecte ¢ Tem, 3eMeHThI CLIeHbl OOHAPYKUBAIOTCS JTyUYEBbI-
MU CEHCOpPaMH U PACcCTOSHUE 10 TAKUX 0OBbEKTOB BO3BpAIIAETCS KaK pe3yibTaT paboThl Ty4EeBBIX
ceHcopoB. Onmcanne OCOOCHHOCTEW B3aMMOJIEHCTBUSI CEHCOPOB C OOBEKTaMHU CIICHBI JAaHO B
33-eii TJ1aBe pyKOBOCTBA MOJIB30BATENS.
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1.5. MNonoxeHue m opueHTauus 00BLEKTOB CLEHbI

[Monoxxenre o0bekTOB onmuckiBaercs y3nom XML-pasmerku <Position> u 3agarorcs B MeT-

pax, CM. IpUMEP HUKE.
<Position X="25" y="Q0" Z="0"/>
OpuenTanus 00BEKTOB 3a1aeTcs ¢ MoMoIbio y3aa XML-pasmerku <Rotation> u BBOguTCS

TpEMs pa3IndYHbIMU crocodamu. YTIIbl IIOBOPOTA 3a4al0TCA B I'padycCax.

<Rotation Type="rtAngle" Zz="90"/>
<Rotation Type="rtAngles">
<Angle Axis="7z" Value="90"/>
</Rotation>
<Rotation Type="rtQuaternion"™ X="0" Y="0" Z="0.70710678"™ W="0.70710678"/>

Hwxe paccMoTpuM ciocoObl 3a/jaHNsl OpUEHTALMN 00BEKTOB MOJIpOOHEE.

e Type="rtAngle". 3agaér moBopoT BOKpyYr oaHoi u3 oceit: Z, X wiu Y. Eciu npu omnu-
CaHWHU YKa3aHO HECKOJBKO OCEU, TO MPUMEHSTHCS Oy/IeT TOJIbKO OJHA U3 HUX B COOTBET-
cTBUU co npuoputeToM Z, X, Y U HEBAXKHO B KaKOM IOPSAAKE 3TU aTpuOyThl ObUIM yKa-
3aHbl B XML-pa3merke, ucnonb3oBad OyzneT TOJIbKO OAMH. /[eno B ToM, 4yTO cTaHapT-
Hble 3D mMozenu 3apaHee MpUBEACHbI B IPUHATYIO B YM cucTeMy KOOpAUHAT, IIe och Z
HaIpaBJjieHa BBEPX, a X U Y 00pa3yloT rOpuM30HTAIbHYIO INIOCKOCTh. Takum obpazom,
JUISL IOCTPOEHUs OOJIBIIMHCTBA CLEH JUISl KaX/10I0 00bEKTa 0OBIYHO JJOCTaTOYHO yKa3aTh
TOJIBKO JOMOJIHUTENIBHBIN YTroJl TOBOPOTa BOKPYI BEpTUKAIbHOU ocu — ocu Z. U npoiue
BCEr0 3TO C/IEIaTh C IOMOIIBIO 3alMCH JAHHOTO TUIA.

e Type="TrtAngles"”. OpuenTanus 00BEKTOB 3aJaETCs MOCIEAOBATEILHOCTHIO TOBOPOTOB
Ha IPOM3BOJIBHBINA YroJl BOKPYT NMPOU3BOJBHBIX OCEH. DTOT THI ONHCAHUS OPUEHTALUU
00BEeKTa MPAKTUYECKU TOXKJECTBEHEH CHocoOy OMUCaHHMs OpPHEHTAlMH TpapuuecKux
3JIEMEHTOB B CUCTEME KOOPAUHAT rpaduyeckux 00beKTOB, NPUHATOMY B YM U 1o3BOJIS-
eT 3aJ1aTh JH00YI0 HEOOXOIUMYIO CKOJIb YTOJHO CIIOKHYIO OPHEHTAINI0 OOBEKTa.

e Type=""rtQuaternion". 3aganue opueHTAIIMA OOBEKTA C TOMOIIBIO KBaTepHI/IOHal. 9T10T
THUI OIMCAHHUS OpHUEHTALINH UCIIOJIB3YETCA 1o YMOJIYaHUIO. Ecin
Type=""rtQuaternion™, To ero MO>XHO HE yKa3bIBaTh.

V3ael onucanust XML-pasmerku <Position> n <Rotation> MOXHO oOIycKaTb M, COOTBET-

CTBEHHO, HE BBOJUTbH JOMOJHUTEIBHBIN CBUT WM ITOBOPOT OOBEKTA.

1.6. leCATUYHbLIU pa3gennTenb U PerucTp UMeH y3noB 1 aT-
pubyTtoB

Kak u B ocranbHOM "YHHBEpCcaIbHOM MeXaHU3Me" B KaueCTBE JECATUYHOIO Pa3JeMTeNs
JIOJI’KHA UCIIOJIb30BAThCS TOUKA.

Nmena y3710B U aTpuOyTOB UYBCTBUTEIBHBI K PETHCTPY CUMBOJIOB. KoppekTHbie (HOpMBI
MpUBE/IEHBI B (haiiax cieH u3 mpumepoB. Paccmorpum, Hanpumep, arpudyt Name. KoppektrHoii

' Nogpo6Hee o0 KBaTEPHUOHAX CM., HAMPUMEP, MO CCbIKE
https://ru.wikipedia.org/wiki/%D0%9A%D0%B2%D0%B0%D1%82%D0%B5%D1%80%D0%BD%D0%B8%D0%BE%DO0
%BD
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dopmoii sBrsiercst Name; popmer NAME, name — He moaaepuBaroTcss ¥ IPUBEIYT K OMTHOKE
yreHus (aiina(os).

1.7. CospaHue cueH

Cuensl coxpansitorcsi B XML-¢aiins! ¢ pacimpennem *.scene. Otu ¢aiiiibl UMEIOT TUIIOBYIO
XML-pasmerky. Cunrakcuc XML-pa3merku He OyJeT neTalbHO pa3OUpaThCs B ITOM JOKYMEH-
Tte. OO0 3TOM MOXHO MPOYECTh B OOJIBIIOM KOJMYECTBE HCTOYHHKOB, B YAaCTHOCTH 3/I€Ch:
https://ru.wikipedia.org/wiki/XML.

B nacrosimeit Bepcun monynst UM Scene cosnanue daiiioB *.SCENE BO3MOXKHO TOJBKO

BPYUYHYIO C IIOMOLIBIO TEKCTOBOTO penakropa. IIoMHOLEHHBII MHTEPAKTUBHBINA PENAKTOP CLEH
OyZeT BBIYILEH B OHOM U3 CIEIYIOLINX PEIU30B.

1.7.1. PopmaT channa cueHbl

Hwxe paccMOTpUM OCHOBHBIE Y3JIbI (haiiyia OMHCaHus CUeH *.SCene u ux arpuOythl. OO0ras
CTpYKTypa aiina cueHsl rpeacraBieHa Ha puc. 1.3.
KopneBoit y3en <Scene> Bxmouaer y3ibl <EnvironmentSettings> u <Objects>. B y3ne
<EnvironmentSettings> cogepxurcs onucanue ckaiiGokca’ (ysen <SkyBox>) u momoxeHue
CHCTEMBI KOOPJIMHAT CIICHBI B TJIO0AIBHOM CUCTEME KOOpauHAT Mojenu. [1ojoxkeHne u opueH-
TaIusl BCEX OOBEKTOB B CIICHE 33J]acTCs B CHCTEME KOOPJMHAT CIICHBI. VI3MEHEHHE TOJIOXKCHUS
WIA OPUCHTAIMU CHCTEMbI KOOPIWHAT CIIEHBI OTHOCHTEIBHO TJI00ATLHONW CUCTEMbI KOOPIMHAT
MOJIETH IPUBENET K CABUTY/TIOBOPOTY BCEX OOBEKTOB CIICHBI.
B y31e <Objects> conmepxwurcs crucok y3moB <Object> , koTopbie OMUCHIBAIOT OOBEKTHI
CIICHBI U3 CTaHJIapPTHOM M TOJIh30BaTENbCKOM 0a3bl 3D Mojelnelt ¢ UX MOJOXKEHUEM, OPUCHTAIHU-
el 1 MacTabom.
TumoBas clieHa BKIIIOYAET OMHMCaHHWE CKaibokca, motokku (underlay) u Habopa 00bEKTOB
cueHbl. Kak Obuto Cka3aHO BbIIIE, HEKOTOPHIE 3apaHee pa3pabOTaHHBIE CLEHBI ITOCTABIISIOTCS
BMecTe ¢ "YHHBepcalbHBIM MexaHu3MoM" B katanore {/Jannvie YM}\Scene data\Scenes.
V3en <Object> onuceiBaeT 00beKT Ha ClieHe. PaccMOTpUM CTPYKTYpy TOTO y3a.
e |D — yHukanbHbII uneHTHPUKATOP 0OBEKTA U3 CTAHJAPTHON MIIM MOJIb30BaTEIbCKON Oa-
361 00bekTOB. CoorBercTByeT moito ID u3 daitnoB onucanus crangapTHbIX (aiin
StandardObjects.xml) nnm mons3oBarenbekux (paiin UserObjects.xml) 00bekTOB CieHBI.

e Name — npou3BoIbHOE UMsI 00BEKTa, YHMKAJIbHOE! B KOHTEKCTE OMUCAHUS JaHHOM Clie-
HBIL.

e Position — monokeHne 00bEKTa B CUCTEME KOOPAUHAT CIIEHBI (M).

e Rotation — opuenranust 00beKTa B cUCTeMe KoopauHaT cieHsl. [lonpoOnee o popmare
3amanus opueHTanuu cum. 1. 1.5 "Ilonoxenne n opueHTtanusi 00bEKTOB CIIEHHI ', cTp. 1-7.

e Scale/Value — macmraGHbIN MHOXHATEND U1 00beKTa U3 0a3bl. UTOOHI cenats OOBEKT B
10 pa3 6onbiie — ycranoBute ko3 duimeHT 10; utoOsl caenate 06bekT B 10 pa3 MeHbIIe
— ucnone3yire ko3 dunment 1/10.

% CKalibOKe (anrn. sky — «Hebo» M box — «KopobKa») — 06beKT B TPEXMEPHOI rpaduKe, UrpatoLmii ponb Heba u
ropM3oHTa, noapobHee cm.
https://ru.wikipedia.org/wiki/%D0%A1%D0%BA%D0%B0%D0%B9%D0%B1%D0%BE%D0%BA%D1%81


https://ru.wikipedia.org/wiki/XML
https://ru.wikipedia.org/wiki/%D0%A1%D0%BA%D0%B0%D0%B9%D0%B1%D0%BE%D0%BA%D1%81
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[Tore Name 06s13aTeabHO T0JKHO OBITh YHUKAJIBHBIM B KOHTEKCTE CIeHbI. [Ipu

3arpy3Ke Takou CIEHBI OyIyT 0OHAPYKEHBI OINOKU U CHOPMUPOBAHO COOTBET-

CTBYIOIICC COO6H.[CHI/IC I10JIB30BATCIIIO.

<?xml version="1.0" encoding="utf-8"7>
E{SCEHE Description="Sample =cene">
—l<EnvironmentSettings>

E  «ScensCenters

<Position X="10" Y="Q" Z="0"/>
<Rotation X="0" ¥="Q" Z="0" W="1"/>
- <fSceneCenter>

F</EnvironmentSettings>

E{:Dbjectsb

= <0Object Name="underlayl" ID="1100005">
=n_q. :|_||.I,.":>
=npgn W=”1”,."r:>

<Pogition X="0" Y=rQ"
<Rotation X="0" Y=rQ"
<Scale Valus="1"/>
«Dimensions Width="100" Height="100"/>

- </0bjects

F  «Ckiject Name="gnburbanhonse 3" ID="1200004">
<Pogition X="50" ¥Y="Q" Z="0"/>

<Rotation Type="rtAngle" Z="80"/>

<Scale Valus="1"/>

- </Object>

H <«Ckiject Mame="skoda yeti 1" ID="2100080">
<Pogition X="0" Y="0Q" Z="0"/=

<Rotation X="0" Y="0Q" Z="0" W="1"/>

<Scale Valus="1"/>

- «</Objects

F<fObhdectas

</ Bcene>

£ 0

Puc. 1.3. CtpykTypa daiiyia crieHsI

“S5kvBox Enabled="trne" Material="SkyBox/ClondyNoon"/>
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1.7.2. Moanoxkun

B 0a3y cranpaptHeix 3D Mozenell BXOAAT cleayrolliue MOAJOXKKH, YKa3aHHbIE B TaOiMie
Hwxke. Mcnonesyiite ID, yka3annblie B TaOnuLe, 11 BBIOOpa HYKHOH IOAJIOKKHU B Balllei cLieHe.

[Tate BunOB achanbTa, [lecTs BUAOB TpaBbl
ID 1100010-1100014 ID 1100001-1100006 ID 1100016

Tpu Buga necka [ITaxmaTHas mOIIIOKKA
ID 1100007-1100009 ID 1100015
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1.7.3. CKkanbokKcbl

B 6a3y crangaptabix 3D Mozeneit BXOAAT cieayroue ckaifboKchl.

CloudyNoon Desertl Desert2

EarlyMorning Evening IceRiver

Yokohama2 Meadow

CkaifbOKChI ONMCHIBAIOTCS B cekiuu <EnvironmentSettings> ciexyromnmm o6pa3zom:
<SkyBox Enabled="true" Material="SkyBox/CloudyNoon"/>.
B mpumepe Boiie BMecto HanmenoBanuit CloudyNoon moxHO 3amgath 1000¢ Ha3BaHHE

CKaifboKca M3 TaOJIHIIBI BBIIIIE.
Ckaitboxc CloudyNoon momoiier 1sisi OONBIIMHCTBA CIIEH U PEKOMEHIYETCsl KaKk CKabOKC
110 YMOJTYaHHUIO.
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1.7.4. CozgaHue n peagaktmpoBaHue haunoB cUeH

WHTepakTUBHBIA peJakTOp CLIEH KaK OTIENIbHBII MHCTPYMEHT HEJIOCTYIIEH B MEPBBIX BEPCH-
ax monyis. Co3nanue u penaktupoBanue (ailioB CIIEH HYKHO BBIIIOJHATH B OOBIYHOM TEKCTO-
BOM peIaKTope.

Jliia noGaBieHusl KaxkJ0ro OTJEIBHOIO 00BbEKTa B CIIEHY BaM MOHAJO0UTCS JO0OaBUTH Cie-

nyromnuii 6510k B y3en <Objects> (aiina creHsr:

<Object Name="suburbanhouse 3" ID="1200004">
<Position X="50" y="0" z="0"/>
<Rotation Type="rtAngle" Z="90"/>
<Scale Value="1"/>

</Object>

Onucanue noneit u popmata 3Toro y3na aano B . 1.7.1. "@opmam ¢atina cyenwvt", ctp. 1-8.
Eme pa3 HanmomHuM, 4To 3HaueHusi atpuOyra Name nomkHO OBITh YHUKAJIbHBIM B KOHTEKCTE
daiina criensl. [Ipu HaBeIeHUU Kypcopa MbIIIA B aHUMAIIMOHHOM OKHE Ha 3TOT OOBEKT BbI YBH-
JUTE UMs 00BEKTa B CTPOKE CTaTyca BHU3Y aHUMAIIMOHHOTO okHA. [Tone ID — 310 yHUKaNbHBIHI
UJICHTUPHUKATOP 00BEKTA U3 CTAHIAPTHOW WIIK TOJIb30BATEIIbCKOM 0a3bl 00BEKTOB.

Kak M0oxHO TOHATH, Kakoi |ID cOOTBETCTBYeT KaxJIOMy KOHKPETHOMY OOBEKTY M3 0a3bl
crangapTHbIX 3D 00bekToB? JlJ1st 3TOr0 MBI pazpaboTaiu HabOp JEMOHCTPAIIMOHHBIX CIICH, Ky/1a
BoIUIH Bce craHaapTtHbie 3D 00BbekThl. JleMOHCTpaIlMOHHBIE CIIEHBI HAYMHAKOTCS C mpedukrca
<demo> u Haxomutcs B Karanore {/[annvie YM}\Scene data\Scenes.

3anycrure nporpammy UM Simulation, 3arpy3ute n00yr0 MoJesb, ¢ MOMOIIBIO ITyHKTa
MeHi0 MHeTpymMenThl | CeHbl OTKpOTe MacTep 3arpy3KH CLIEH U MOCIIE0BATENIBHO 3arpy3uTe
BCE JIEMOHCTPAI[MOHHBIE CLIEHBI JJI1 O3HAKOMJICHUS.

YroOsl onpenenuth ID obbekTa B cueHe cruenaiite cnenyromiee. OTKpOHTe aHUMALMOHHOE
OKHO U B HEM HaBeJUTe MBIIIKY Ha 3TOT 00beKT. B cTpoke craTyca Bbl yBUAUTE UM 00BEKTA B
daiine cuensl, cM. puc. 1.4. OTkpoiite (ailn clieHsl B TEKCTOBOM PEAAKTOPE U HAAuTe 3TO UM,
cM. puc. 1.5. [TomHuTe, 9YTO NMEHa 00BEKTOB B KOHTEKCTE CIIEH — YHUKaJIbHbIE, IOITOMY TaKoe
uMs OyzieT TOIbKO 0/1HO. PsiioMm ¢ nmeHeM Bbl Haiére ID o0bekTa 1 MOXKETe ero MCIoIb30BaTh

B CBOEH CLIEHE:!
<Object Name="suburbanhouse3 1" ID="1200004">
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[ =

B Antnfauuonnoe OKHO E@
WAL NSPGE 00w

CKO r=(-19.2; -35.4; 5.52); m=40.6 suburbanhouse3_1

Puc. 1.4. lemonctparnuonHas ciena "demo Suburban house pack.scene”

EI <Object Name="suburbanhonseZ 1" ID="1200002">
<Position X="20" ¥Y="30" Z="0"/>

<Rotation X="0" ¥Y="Q" Z="1" W="0"/>

<5cale Value="1"/>

Name="suburbanhou533_1" ID="1200003">

w =—Zu R | F LA § R

<Rotation X="0" ¥Y="Q" Z="0" W="1"/>
<S5cale Values="1"/>
</Object>
H <«okject Hame="suburbanhonse4 1" ID="1200004">
<Pogition X="-20" T¥="30" Z="0"/>
<Rotation X="0" Y="Q" Z="0" W="1"/=
<3cale Value="1"/>
- </0Object>

Puc. 1.5. Jlemoncrpammonnas cuena "demo Suburban house pack.scene”
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1.8. PaboTa ¢ nonb3oBaTenbckoun 6azoun 3D obbLekTOB

[IK "YHuBepcanbHBI MexaHU3M" HCIONB3yeT rpadudeckyro mnoacucremy Ogre3D, cwm.
https://www.ogre3d.org. Bce 00beKTBI 11 MTOJB30BATENBCKON 0a3bl JAHHBIX JOJIKHBI OBITH I10/I-

rotosiieHsl B ¢popmare Ogre3D. Ogre3D, kak JOBOJIBHO MOMYNISAPHOE MPUIOKEHUE C OOJBIION
HKOCHUCTEMOM, UMeeT HabOp MHCTPYMEHTOB JUIsl SKCIOpTa TpaduuecKux 0OBEKTOB U3 psaa IMo-
NyJSPHBIX nporpamm st 3D-monenuposanus. [lognep:kuBaercs skcopT AaHHbIX 13 Autodesk
3ds Max, Blender, Maya, COLLADA, MilkShape 3D, Assimp. Criicok HHCTPYMEHTOB JIJIsI 9KC-
nopra JoctyneH Ha crpanuue http://wiki.ogre3d.org/OGRE+Exporters.

1.8.1. AkcnopTt o6bekTa n3 Autodesk 3ds Max

3ameuanne J[is sxcriopra 3D o6bexToB u3 Autodesk 3ds Max B popmare Ogre3D ycraHo-
Bute Easy Ogre Exporter.

Paccmotpum npumep nobasienust 00beKTa B MOIb30BaTeNbeKyto 6a3y 3D o6bekToB u3 Au-
todesk 3ds Max na mozenu aBromobuis Skoda Yeti. DTy Mozenb MOKHO HaWTH B Karajore
Uannvie YM}\Scene data\Samples\Skoda Yeti.

1. 3anmyctute Autodesk 3ds Max. 3arpy3uTe mMoelib aBTOMOOWIISI ¢ IIOMOLIBIO ITYHKTa Me-
uto File | Open mist ¢aitno *.max wiu File | Open | Import | Import aast apyrux Taumnos daii-
JIOB.

3ameuanne Kommuu skpaHa B HACTOSIIEM PYKOBOJCTBe mpuBeaeHsb ot Autodesk 3ds Max
2018. Ins npyrux Bepcuu Autodesk 3ds Max untepdeiic mporpamMmmbr MOXKeT
OTJINYATHCSL.

JanbHeitmas padora ¢ 00bEKTOM OyIeT MPOXOAUTH C IMOMOIIBIO JAUAIIOTOBOTO OKHAa SCEne
Explorer, cm. puc. 1.6. OObIYHO OHO HAaXOIUTCS B JICBOW YacTH OKHa mpoekiwii. Ecmu Bel ero
He OOHapY)XWJIM, TOTJa OTKPOWTE OKHO dYepe3 MyHKT MeHio Scene | Manage Scene Con-
tent | Scene Explorer niu Bei3oBuTE ero komOuHarmei knasum Alt+Ctrl+0.

B okne Scene Explorer oroOpaxarotcsi 00BbEKTHI CIIEHBI. B Halllem citydae crieHa COIepIKUT
B cebe 4 oowekta: front_left, front_right, front_types u skoda_yeti, cm. puc. 1.6. IIpu Haxa-
THUH Ha KXl OTACIBbHBIA OOBEKT JICBOM KHOMKOW MBIIIA 3TOT OOBEKT OYIET BBIIENISATHCS B
NPOEKIIMOHHOM OKHE.

Ecnu Hy)KHO SKCIIOPTHPOBATh CLIEHY OJJHUM OOBEKTOM, TO BCE DJIEMEHTHI CLIEHBI HEOOX O M-
MO OOBEIUHHUTH B OJAMH 00BEKT. DTOT citydail paccMoTpeH Huxke B 1. 1.8.1.1. "O6vedunenue ",
crp. 1-15. Eciu xe B pe3ynbrare dKCIopTa TpeOyeTcsl MONYUUTh KaXIblii OOBEKT KaK OTIEINb-
HBIN DJIEMEHT CLIEHBI, TO O0BEANHATh KOMIIOHEHTHI CIICHBI HE HY)KHO M MOXKHO Cpa3y IEepeHTH K
AKCHOPTY, cM. 1. 1.8.1.2. "Oxcnopm obwvexmosg", ctp. 1-18.


https://www.ogre3d.org/
https://www.autodesk.ru/products/3ds-max/overview
https://www.autodesk.ru/products/3ds-max/overview
https://www.blender.org/about
http://wiki.ogre3d.org/OGRE+Exporters
http://wiki.ogre3d.org/Easy+Ogre+Exporter
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Scene Explorer - Alt Menu and Toolbar

Select Display Edit Customnize

" &
Mame (Sorted Ascending) & Frozen
<> @ front_left
<» @ front_right
< @ front_tyres
> @ skoda_vyeti

Puc. 1.6 InanoroBoe okHo Scene Explorer

1.8.1.1. O6beanHeHne 00 bLEKTOB

CyImiecTByeT HECKOJIbKO CIOC000B o0benuHenuss oobekroB B 3D Studio Max. Omaum u3

HUX SIBJII€TCSI 00bEeMHEHNE OOBEKTOB HA MOJIUIOHAIBHOM YpOBHE. J[J1s1 3TOro HeoOX0AUMO BbI-
HOJHUTD CJIEAYIOIINE IIary.
1. B okne Scene Explorer HyxHO BBIOpaTh DIEMEHT, K KOTOPOMY TpeOyeTcs MPHCOCAUHHUTH
Jpyroit 00beKT. s 3TOro Ha)KMUTE Ha HEro JIEBOM KHOMKOW MBIIIH, TUOO BHIOEPUTE DJIEMEHT
OpSMO B IPOEKIIMOHHOM OKHE C ITOMOIIIBIO JIEBOM KHONKM MBIIIN. BIOpaHHBIH 37€MEHT 10JIKeH
nozaceerutbes. s monenu Skoda_Yeti BeioepuTte, Hanpumep, oobekT front_left, cm. puc. 1.7.

i Scene Explorer - Alt Menu and Toolbar

Select Display Edit Customize

@ Name (Sorted Ascending) & Frozen
© @ front left
©O @ front_right
O ® front_tyres
© @ skoda_yeti

Puc. 1.7 Bri6op snemenTa i1t 00beTMHEHUS
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2. TTocre 3TOTO BBIIEIEHHBINH 00BEKT HEOOXOMMO KOHBEPTHPOBATH B PEAAKTUPYEMBbIN TIOJUTOH.
JIi1st 5TOr0 B MPOCKIIMOHHOM OKHE Ha BBIICIICHHOM OOBEKTE INEIKHUTE MPABOM KHOMKOM MBIIIH
U B KOHTEKCTHOM MeHIo BeiOepute Convert to | Convert to EditablePoly, cm. puc. 1.8.

Convert to Editable Poly

Puc. 1.8 KonBepraiusi 00beKTa B peJaKTUPYEMbIii MTOJUTOH

3. [Mocrie 3TOr0 HEOOXOAMMO CHOBA MISIKHYTh MPABOI KHOMKOMN MBIIIIH IO BBIICICHHOMY 00BEK-
Ty ¥ B KOHTEKCTHOM MEHIO BeIOpaTh myHKT Attach, cm. puc. 1.9.

Puc. 1.9 TloaroroBka Kk 00beTUHEHUIO 00BEKTOB Uepe3 MyHKT MeHio Attach
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4. Jlanee mepeitnéM Kk oObeqUHEHHIO 00BEKTOB. Ha OOBEKT, KOTOPHI XOTHTE MPUCOSAHMHUTD,
HOKMHTE JIEBOW KHOIKOM MBIIIK JINOO B MPOCKIIMOHHOM OKHe, 0o B okHe Scene Explorer.
Jnis Hamieir Mmojenu BeiOepute, Hanpumep, oobekt front_right. ITocie atoro B okHe Scene Ex-
plorer ocranercs yxe TolbKo 3 00bekTa, Tak Kak 00bekT front_right npucoenuumics k 00bek-
ty front_left, a B mpoekiimonHom okHe OyAyT mojacBedeHbl 00e dapsbl, cM. puc. 1.10.

i Scene Explorer - Alt Menu and Toolbar

Select Display Edit Customize

%4 a

@ Name (Sorted Ascending) 4 Frozen
e © @ front_left

O @ front_tyres

O @ skoda_yeti

) [

D) |a]] 5551 |4

I

50
i

Puc. 1.10 M306pakenre o0beTMHEHHBIX dap

5. Teneps BoiOepute 00BbeKT front_tyres. B mpoekIimOHHOM OKHE MOSIBUTCSI BCILTBIBAIOIIEE OKHO
Attach Options. DTo cBs3aHO C T€M, 4TO MPUCOCAUHIEMbI 00BEKT UMEET MaTepHall, He COBIIa-
JIAIOIIHI ¢ MaTepUaIoM 00bEKTa, K KOTOPOMY OH MPUCOeNUHSETCs. B ciyuae mosiBeHUs TaHHO-
ro okHa BeiOepute myHkT Match Material IDs to Material u nocraBeTe ranouky Condense
Material and IDs u naxxmurte kaonky OK, cMm. puc. 1.11. TTocie 3Toro 00bEKT aBTOMaTUYECKH

MPUCOCAUHUTCA.

® Match Material IDs to Material
Match Material to Material IDs

Do Mot Modify Mat IDs or Material

¥ Condense Material and IDs

Puc. 1.11 Tuanorosoe okHo Attach Options

6. [Tpucoenuuurte mocneaunii oobekt skoda_yeti k oobekty front_left, kak ommcano B 1. 5. B
utore B okHe Scene Explorer momken ocrarbes oaun oobekt front left, a B mpoeximonnom
OKHe OyJIeT IOJICBEUYCH BeCh aBTOMOOMIIb, KaK ToKa3aHo Ha puc. 1.12.
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© Scene Explorer - Alt Menu and Toolbar
Select Display Edit Customize
%4 a
@ Name (Sorted Ascending) A Frozen
& © @ front_left
{

==
s

ol 123 [ D) 3]

¥
)‘l <
s

9

Puc. 1.12 N306paxenne 00beAMHEHHOTO 00BEKTa

3ameuyanmne Ecnu TpeOyercss 00beqUHATH Apyriue 0ObEKThI, HE B3aUMOJICHCTBYIOLIHE C yXKe
00bEeIMHEHHBIMU, HA)KMUTE Ha IIyCTOM MECTE MPOEKLMOHHOI0 OKHA CHayvaa
HpaBoil KHOIKOM MbIIH, 3aTeM JeBoil. [lapamerp Attach mis BeiOpaHHOrO 00B-
ekrta Oyznert copomrer. [locne atoro nmosropure . 1-5.

1.8.1.2. 9KkcnopT 00 bLEKTOB

Jlnist 5KcropTa 00beKTa WM TPYHIbl 00bEKTOB TPeOyeTCs BBITOJHUTD CIEIYIOLINE [IarH.

1. Ecau TpeGyeTcst SKCOPTHPOBATh BCE IEMEHTHI CLIEHBI, TO HY)KHO BbIOpaTh MYHKT IJaB-
Horo meHio File | Export | Export... . Eciu TpeOyeTcst 3KCIIOPTUPOBATh TOJIBKO HEKOTOPBIE U3-
OpaHHbBIE JIEMEHTBI, TO HY)KHO BBIOpATh 3TH 3JIEMEHTHI B SCeNe Explorer u BBIMOTHUTH MYHKT
rnaBroro mento File | Export | Export Selected.... B Hamem ciaydae BbIOepUTe 3KCIOPT, Kak
nokasaso Ha puc. 1.13.

2. B mosiBuBmemcst okue Select File to Export Beibepute nyTh, Kyna Oyaere COXpaHsTh IKC-
nopTtupoBanHsble ¢aitibl. [Tocie sToro co3maiiTe nanky ¢ Ha3BaHUEM 3KCIIOPTUPYEMOTO 0OBEKTA.
W3 stoit manku Oynetr popMHUpOBaTHCs HAMOJIHEHHUE MOIb30BaTeIbCKON 0a3bl. Ha3BaHue 10KHO
OBITH 00s3aTENPHO HamucaHo JatuHuIed. [ Hameil moxenu cospaiite nmanky Skoda_Yeti u
OTKpoiite ee, cM. puc. 1.14.

3. B okne Select File to Export B none File name 3anaiite ums skcnioptupyemomy aitry
(na natuHUIE 0e3 mpoOenoB). 1o uMs OyneT ycTaHoBIeHO ais Qaiina ¢ nunpopmanmei 00 dKc-
NOPTHPOBAHHBIX 00BbekTax. J[s Hamelr Mmoaenu BBeaute uMs skoda_yeti, cm. puc. 1.14.

4. B nmone Save as type soioepute ¢opmar Ogre Scene (*.SCENE) u HaxmuTe KHOIKY
Save, cm. puc. 1.14.
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Animation Simulate

t Project Folder...
Game Exporter...
Summary Info...
File Properties. ..

Preferences. ..

Exit

Puc. 1.13 DkcniopT oObekTa

3 Select File to Export »
History: |

r IR - L P

Date modified Type

File name: skoda_yeti

Save as type: Ogre Scene (*.5CEME)

Puc. 1.14 Co3nanue manku v BBIOOP THIIA TIPH IKCIIOPTE
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5. Ilocne 3Toro B mpoeKIIMOHHOM OKHE MosiBUTCS okHO Easy Ogre Exporter cm. puc. 1.15.
B paznene Basic configuration B mone Ogre version Beioepure Ogre 1.8. [liis Tekyieit Bepcuu
moxayiss UM Scene nognepxuBatorcs Tonbko Bepcust Ogre 1.8! B mone Material sub dir oto6-
pakaeTcs Ha3BaHHE MAINKH, B KOTOPYIO OyaeT coxpaHeH (hailn Marepuana ¢ TaKUM XK€ Ha3BaHU-
eM, KaK ObLla Ha3BaHa Marka JJisi COXpaHeHHs, U ¢ pacumpenueM .material. B nmone Texture
sub dir yka3piBaeTcs Ha3BaHHE TAIIKU, B KOTOPYIO OyIyT COXpPaHATHCS (pailiibl TEKCTYp 0OBEKTA.
B mone Mesh sub dir ykazano Ha3zBaHue nanku, B KOTOPOH OyIyT pacnoiokeHbl (ailiibl ¢ ume-
HaMU 3KCIIOPTUPYEMBIX OOBEKTOB C paciiupeHreM .mesh.

6. B paznene Materials B mone Pixel lighting (CG) Beioepure All materials (3 lights). Dto
HYXXHO JIJISl y4eTa MaTepHuaIoM BCETrO CBETOBOTO CIIEKTPA.

7. Bce ocTanpHBIC HACTPOMKHM YCTaHOBHUTE, Kak Moka3aHo Ha puc. 1.15 u naxxmute OK.,

8. Ipu ycnemHoM 3kcnopTe ¢aitioB nossutcs okuo Info, cm. puc. 1.16.

Basic configuration

Ogre version Ogre 1.8 -

Resources prefix l:l
Material sub dir ,m :I

re sub dir | bitmap :l
Mesh sub dir | mesh :I
Program sub dir

configuration

¥ Yupa

Meshs

e shared ge

¥ Build edg il shadows)
¥ Build tangent (used for shaders)
Split mirrored
Split rotated
parity in W
Materials
Pixel lighting
Convel
Maximurm text. ze for DDS
Mumber of DDS Mipmaps
Animations
Resample animations with frame step
Misc

¥ Enable logs

Bastien Bourineau

Puc. 1.15 Jlnanorosoe okno Easy Ogre Exporter
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Export done successfully.

Puc. 1.16 Iuamorosoe okuo Info

1.8.1.3. Tunu4Hble Npo6neMbl 3KCNopTa U UX UCNpaBrieHue

B pesynbraTe skcmopra HEKOTOpBIE (Daliabl MOTYT OBITH AKCHOPTUPOBAHBI HEKOPPEKTHO.

PaCCMOTpI/IM HCECKOJBKO THITOBBIX HpO6JI€M 1 IIOKa>XXEM, KaK UX IMPCOAO0JICTh.

ITpu skcropTe 00BEKTOB HE BCET/IA SKCIIOPTHPYIOTCS (hailibl TeKCTyp. B TakoM cirydae
UX HEOOXOIUMO BPYUYHYIO NMEPEHOCHTh M3 MCXOHOM Manku ¢ 00bEKTOM B MAIKY, MPe -
Ha3HAYCHHYIO JUUIs XpPaHEHUs SKCIIOPTUPOBAHHbBIX (aiioB. B HameM nmpumepe ¢ MOJIENbIO
Skoda Yeti He 6bUT SKCTTIOPTHPOBAH (a1 TEKCTYphl. 3aliINTe B HCXOIHYIO TANKy U CKO-
nupyite daiin diffuse_white.jpg B manky Skoda_Yeti, cm. n. 1.8.2.1. "Cozdanue ZIP-
apxusa", ctp. 1-24.

B OonbIIMHCTBE ClydaeB HEOOXOAMMO CKOPPEKTHPOBAaTh (haili ¢ pacHIMpeHUEM
*.material. Otkpoiite daiin skoda_yeti.material B mro6om TekcToBOM pemakTope. B Te-
kymieir Bepcun moxyinss UM Scene HeKoTopble ImapaMeTpbl MaTepPHAIOB HE TOIIEPIKHU-
Barotcs. J{iist koppekTHoro otoopaxenus oosekta B8 UM Simulation HyxHO ycTaHOBUTH
B HOJIb TIEpPBBIC TPH YKCiIa s mojieii ambient, specular u emissive mis Bcex marepua-
noB—0001, cm. puc. 1.17

material "Material 32" material "Material 32"
{ { o
technique Material 32 technigque technique Material 32 technique
{ { -
pass Material 32 standard pass Material 32 stancdard
{ {
ambient 1 1 1 1 ambienc 0 0 0 1
diffuse 1 1 1 1 diffus= 1 1 1 1
specular 0 0 0 0 253.5 specular O 0 O 1 2E.5
emissive 0 0 0 1 emissive O 0 0O 1
vertex program ref vsLightGENO vertex program ref vsLightGENO

{ {

fragment_program ref fpLightGEFDIFFO fragment_program ref fpLightGENDIFFO
{ {

texture unit Material 32 Diffuse#®0 texturs unit Material 32 Diffuse#0
{ {
texture diffuse white.jpg

|texture diffuse white.jpg|
tex cooxrd set 0 tex coord set C
cclour_op modulate

colour op modulate

Puc. 1.17 Onucanue cBOWCTB MaTeprajIoB
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e FEme omHON pacmpoCTpaHEHHON NpPOOJIEMON MPH SKCIOPTE SBISETCS HECOBIAJACHUE
Ha3BaHUS WIM PaCIIMPEHUs] TEKCTYpHOro (haiina u ero onucanus B Qaiine marepuana. B
HameMm cinydae Tekctypa diffuse_white.jpg Obuta sxciopTupoBaHa KOppeKTHO, cM. Puc.
1.17.

e Unorna tpebyercs caenatb 0OBEKT MPO3pavyHbIM. /i 3TOro B mOCIEe ONUCAHUS MaTepu-
aJIoB HY)KHO J00aBUTh JBE CTPOKH, oTMeueHHbIe Ha puc. 1.18. [locnennee (ueTBepToe)
gucio B nose diffuse orBevaer 3a nmpo3padHocts 00bekTa. [Ipo3padyHOCTh yCTaHABIIMBA-
etcs B uHTEepBatie ot 0 10 1, e 0 COOTBETCTBYET MOJTHOCTHIO MPO3PaYHOMY MaTepUally,
a 1 — IOJTHOCTHIO HEITPO3PAYHOMY .

I[06aBI>TC CICOAYIOIIUEC CBOMCTBA MaTC€pHralioB JJIA I[O6aBJ'IeHI/ISI MMpO3pPAavYHOCTH:
scene_blend alpha_blend
depth_write off

material "Material 31 20000001"
i
technigne Material 31 technigune
i
pass Material 31 standard
{
ambient 0 0 0 1
diffuse 0.533333 0.533333 0.533333 0.3
specular O O 0O 1 O
emissive D D D 1
scene blend alpha blend
depth write off

Puc. 1.18 Jlo6aBneHue mpo3padHOCTH 0OBEKTY

e Jlus daiina ¢ pacummpenueM *.material HeodOxonuma eme onHa o0s3aTenbHas Koppekius. B
(aiine B mose texture HeoOXOAMMO yKa3bIBaTh MOJIHBIA MYTh K UCIIOJIB3YEMOM TEKCTYpE C
NPUMEHEHUEM TIPSIMOTO CJIEIIA, HAYMHASI C TIOCIIEAYIOMIEro KaTauora mocie CO3anHoro Zip-
apxuBa. [[ns Hamero mpumepa sl MaTepuaia ¢ HazBanmem Material__32 20000001 B
CTPOKE UTCHHUS TEKCTYpHI Niepest ee Ha3BaHueM 100aBbTe Skoda_Yeti/, cm. puc. 1.19.
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material "Material 32 20000001

i
technigne Material 32 technigme

{

pass Material 32 standard

{
ambient O 0 O 1

diffuse 1 1 1 1
specular 0 0 0 1 25.5
emiz=zive 00 0 1

texture_pnit Haterial__;E_Diffuse#U

{
texture| Skoda Yetif/diffuse white 20000001.Jjpg
tex coord set O
colour op modolate

Puc. 1.19 Onucanue nosHOro myTu K TEKCType

3ameuanne OOparuTe BHUMaHUE Ha TO, 4TO B (ailnax ¢ pacmmpenuem *.material umena uc-
HOJIb3YeMBIX MaTepHaOB HE JOJDKHBI TOBTOPSATHCS C UMEHAMH JaHHOTO H ApY-
X 00bEKTOB, HHAUE 3TO NMpHUBeeT K omuodke. To ecTh, HA3BaHUE MaTepuaa,
Harpumep, Material__32_20000001, 6osnbiiie HUTIE HCTIOIB30BATHCS HE MOXKET.
Taxk sxe camu aiinsl ¢ pacmmpenueM *.material 10mKHBI HOCHTh Pa3IHYHbIC
UMEHa.

1.8.2. Co3aaHue nonb3oBaTenbCKoOM 6a3bl 0OBHLEKTOB

basa nonp3oBarenbckux 00beKkTOB cocTouT n3 XML-gaiiaa ¢ onrcanueM CTpyKTypsl 0a3bl
u ZIP-apxuBa c naHHbiMH. ZIP-apXuB copepxHUT skcnopTupyemble (aiinel, a XML-daiin —
JIaHHBIE 00 IKCIIOPTHPYEMOM 00BeKTe. PaccMOTpuM co3fianre KakI0To U3 ATUX (aniios.

3ameuanue J[ns1 Bamiero ymo0cTBa MpeaBapUTENbHO MOATOTOBICHHBIC ZIP- 1 XML-daiins
naxonsarcs B karajgore [{UM Data}\Scene data\Samples\User objects].

1.8.2.1. Co3paHue ZIP-apxuBa

1. Co3naiite nmanky ¢ HazBanuem SampleUserBase. Mims manku J0KHO OBITh Ha JAaTHHUIIE
0e3 mpobenoB.

2. [Tocse storo B manke SampleUserBase cosnpaiite manky Skoda_Yeti_Sample. Dra nanka
OyJIeT CITYXUTh JUIsl XpaHEHHUS SKCTIOPTUPOBAHHBIX (halJIOB pacCMAaTPUBAEMON MOJIEIIH.

3. Cromupyiite B co3mannyio manky SampleUserBase\Skoda_Yeti_Sample daiinsr ¢ pac-
mmpenreM *.mesh, *.material u daitnsr TexcTyp 3 manku skoda_yeti. J{ias Hamero mpumMepa
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HeoOxoaumo ckomupoBaTh ¢aiter front_left. mesh, skoda_yeti.material u diffuse_white.jpg,
cm. puc. 1.20.
4. llnsa ynobcrea nepeumenyiite daiin front_left.mesh B skoda_yeti.mesh.

I [+ = | Skoda_Yeti_Sample — O »
m nagHan MogenwTeca Ewng 9
uN » Skoda_Yeti_Sample v O Mowck: Skoda_Yeti_Sample 2
nn a flata usMeHeEHNA Tun Pazmep

3+ BeicTpeiit goctyn
& diffuse_white,jpg 07.07.2013 19:48 ®aiin "JPG 393 Kb

[ 3ror kemnerotep Mj front_left.mesh 15:47 ®aiin "MESH 1246 Kb
& Cems _| skoda_yeti. material 16.01.2020 15:47 Dain "MATERIAL 2 Kb

Puc. 1.20. Co3nanue nanku mjis Xpanenus ¢aiiaos 3D-o0bekTa

5. [locne ycrpaneHus ommOOK C omucaHueM Matepuana(o), omucaHHbix B 1. 1.8.1.3.
"Tunuunvie npobremvr sxkcnopma u ux ucnpaegienue", crp. 1-21, 3aapxuBupyiTe manky Sam-
pleUserBase m060ii mporpaMmoii, mpeaHa3HaYeHHOM U1 YIAKOBKU (DaijioB B eUHBIN (aiii-
apxuB. B Hamiewm cityuae 3aapxuBHpoBaHHbI (aitn Oyaer umeTh ums SampleUserBase.zip.

BasxHo! Nms apxuBa 0053aTeIbHO JODKHO OBITH HAIMMCAHO JIATHHHIIEH 1 0€3 IPOOeITOB.
Pacmmpenue daiina 00s3aTeIbHO T0IKHO ObITH *.ZIP. [Ipu apXxuBHpOBaHHH pe-
KOMEH/IyeTCsl YCTaHaBJIMBAaTh MAaKCUMAaJIbHO BO3MOXHBIN YPOBEHD CXKATHS JaH-

HBIX.

6. [lepeMecTuTe apXuB B CTaHAaPTHYIO MAINKY IOJIb30BATENbCKOM 0a3bl {/Jannvie Y M}\Scene
data\User object, cm. puc. 1.21.

| A = | User objects —
u bj | et
m [naeHas Mogenntbca Bug, e
v <€ » Scenedata > Userobjects » w ounck: User objects
« u 8 5 d U bj @ Il U bj yel
SV [ata nameHeHua Tun Pazmep
7 BricTpeiii goctyn . e - - 1
g SampleScenescene 17.01.2020 17:57 aiin "SCENE 2KB
5 rot komneroTep MJ SamplelserBasexml 17.01.2020 18:51 ®aiin "XML 2 Kb
[E SamplelUserBase.zi zip Archive 12 666 Kb
=¥ Cems p p p
=] versions.tt 13.11.2019 16:05 TekcToBbIi 4OKyM. . 0 KB

Puc. 1.21 Coaepsxanue manku {/Jannvie YM}\Scene data\User object

3ameuanme  Kaxplil apxuB 1oykeH ObITh MeHbIe 2 ['6. Ecnu Bamm o0beKTH BMECTE NpU-
BOJIAT K TOMY, UTO pa3Mep apxuBa npesbimaet 2 ['0, pazbeiite 00bEeKTHI Ha He-
CKOJIbKO apXuBOB. Pa3mep oTnenbHbIx HeynakoBaHHbIX MESH-daiinos takxe He
nospkeH npesbimath 2 I'6. 3arpyska otnensueix MESH-daiinos 6ombme 2 I'0 B
HEYIIaKOBAaHHOM BHJIE€ HE ITOICPKUBACTCA.
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1.8.2.2. Co3paHue XML-canna

B Texymeii Bepcuu monyns UM Scene XML-¢aiin HeoOXoauMo co3aBaTh BPYYHYIO C TTO-
MOIIBI0 TEKCTOBOTO penaktopa. XML-daiin conepxut unpopmanuio o 3D-monensx, HeoOXo-
TUMYIO Ui OTOOpakeHus: 0OBEKTOB Ha cieHe. [l Hamiero mpuMepa C 3KCIOPTOM MOJEITH
Skoda Yeti nazoBém stoT daitn SampleUserBase.xml. Huwxe Ha nmpuMepe HEKOTOPBIX MOJIEINEH
paccMoTpuM Y376l (haiiina u ux aTpudyThl, cM. puc. 1.22.

e [naBHeIM atpubyrom y3ina Base sensercs FileName. Dtor atpulyr comepx ur ums

Z|P-apxuBa, B KOTOPOM COJIEPKATCSI OMHICHIBAEMbIE OOBEKTHI.

e OOBEeKTHI B apxXUBE MOTYT OBITh pa3OHMTHI HA TPYIIbI, HaripuMep "Kommedocu", "/lepe-
6b5" 1 T.1. J{ns1 aToro ucnonwsizyercs yzen Group. Atpudyt ID y3ma Group 3agaer ywuc-
JIOBOE 3HAUEHHE IPYIIbI, OTBEYAIOLIEE 3a TPYINIIMPOBKY OOBEKTOB B CIIUCKAX PEAAKTOPA.
PexomeHayeTcst yka3plBaTh YHUKAIbHOE 3HA4YECHUE JUISL Kaxao0ro (aiina mojab3oBaTesb-
ckoit 6a3pl HaunHasg ¢ 20000000. Name — npousBonbHOe uMa y3na Group. ms He Tpe-
OyeT YHUKaJIbHOCTH.

Kaxnpiii mocnenyronmii y3en <Object> comepxut onucanue 3arpy3ku 100aBiIsieMoOro o0b-
€KTa, BKJItoYas B ce0sl HauaJIbHBIM CIBUT U MOBOPOT, a Takke Maciitad 3D-o0bexTa u Marepuan
JUI JaHHOTO 00BbEeKTa. PaccMOTpUM CTPYKTYpy 3TOro y3ia.

e Atpubyr Name — npou3BosibHOE UMs, JODKHO ObITh YHUKAJIBHBIM JUIsl KQXKJIOTO OIHUCHI-

BaeMOro 00beKTa.

e Atpubyt Description npeaHazHaueH Ui KpaTKOrO OMUCaHMs 00bEKTa.

e  Atpubyt ID — yHUKaJIBHBIA HIEHTU(UKATOPOB OMKUCHIBAEMOr0o 00beKTa. PexomMeHayeTcs
Kax bl ocnenytonwii ID yBenmuuBaTh Ha €AMHUYKY OT mpensiaymero. Haunnares Hy-
Mmeparuio HyxHo oT ID+1, koTopslii onuceiBaetcs B y3ie <Group>. Hampumep, ecim 1D
rpymmbel paBeH 20000000, to ID mepBoro ommchiBaeMOro OOBEKTa JOIDKEH OBITH
20000001. O6parute BHUMaHUE, uyTo |ID 00BEKTa JMODKEH OBITH YHUKAIBHBIM JIJIS BCEX
CTaHJApPTHBIX U IMOJIb30BaTeNbCKuX 0a3 3D 00bekToB. CrangapTHble 00beKThHl uMeroT 1D
menbie 20000000. Takum oOpa3oMm, ycranapnuBaiite |D ams 00BEKTOB MOJIB30BATEIb-
ckoif 6a3w1 3D 00BexTOB HaunHas ¢ 20000000.

e Atpubyr Type ykas3pIBaeT THUI J100aBJIIEMOT0 00beKTa B OOJIBIIMHCTBE CIy4aeB OH Oy-
net pasen otMesh. Tlpu onucanuu MOLIOKKY aTpudyT TYpe ycTaHaBIMBAeTCs B 3HAYeE-
Hue otUnderlay. B atom ciywae uist onucanust Mmarepuaia ucnoib3yercs tun SmtMate-
rial,cM. HIKe.

e V3en MeshFileName xpanut HazBanue ¢aiina ¢ paciumpenuem *.mesh. B Tekyieit Bep-
CHH, KaK M JUIS TEKCTYp, HEOOXOIMMO YKa3bIBaTh MOJHBIH MyTh K Mesh-dairy ¢ nprme-
HEHHEM MPSMOro Cjella, HaYMHas C MOCIEIYIOIIero Karajora mocie CO3JaHHOTo Zip-
apxuBa, cM. puc. 1.22.

V3net Position u Rotation onuckiBalOT HaYadbHbIH CABUT M TOBOPOT 00BEKTA B CUCTEME KO-
opauHar cuensl. [Ipu sxcriopte o0bekta 3 Autodesk 3ds Max co3maérest daiin ¢ pacumpeHuem
*.scene. B Hem coneprkatcs MOJIOKEHUE U OpUEHTalMsl 00BEKTa, BhIpaKeHHAsl Yepe3 KBaTepHHU-
OH, KOTOPbIE MO>KHO MCTIOJIB30BaTh I onrcanus oobekta B XML—daiine. Eciu He xBaTaet yr-
J1a TIOBOPOTA MO OJAHOM U3 OCeH, TO T0OABBTE €TO.
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VY3en Material conepxut arpuOyt Type, KOTOpPbIil yKa3bIBaeT Ha CIIOCOO HAJIOXKCHUS MaTe-

puana Ha 00BEeKT. B 3aBHCHMOCTH OT crioco0a HaJIOKEHHUS! TEKCTYpbl Ha OOBEKT TYPE MOKET

ObITH oncan 3 crocobamu, cM. puc. 1.22:

smtSubMaterial — ucronb3yercs B ciiydae, €Ciid 00bEKT COCTOUT U3 HECKOIBKUX 00BEK-
TOB M HCIIOJIb3YETCSl HECKOJIBKO MaTepraioB. OmucaHue 3TUX MaTepUalioB HAXOJIUTCS B
daitne ¢ pacmmpenuem *.material. Kaxapiii matepuan HE0OXOAMMO OINKCHIBATH B
noaysne ¢ umenem SubMaterial. B arpubyre Name y3na SubMaterial ykassiBaetcs
Ha3BaHue Matepuaiia. ATpuOyt Index ysma SubMaterial — unaekc, KoTopsiii yka3bIBaeT,
KaKOMYy U3 OAb00OBEKTOB Ha3HAYACTCS MaTEepUall.

smtMaterial — ucronb3yercs B citydae, Korjaa Ha OOBEKT HAKJIabIBACTCS OJUH MaTepH-
ain. B atom ciryqae HeoOxoaumo B atpubyre Name ykaszaTh uMs MaTepuaia u3 ¢aina ¢
pacumpenreM *.material.

smtBitmap — ucnone3yercst B ciaydae, Korja Ha OOBEKT HAKJIAbIBACTCS TEKCTypa WM
TEKCTypHas Kaprta 0e3 MCIOJIb30BaHUs MaTepuaia. B aToM ciyyae He0OXOAUMO B aTpu-
oyre TextureFileName ykasath nmosHoe uMs (aiiia TeKCTYpPhI C €ro pacIIupEHHEM.

<2xml wersion="1.0" encoding="utf-8"?2=
<Base FileName="SampleUserBase.zip">
<Group ID="2000000" Name="User Group"=>
<Object Name="skoda yeti" Description="Skoda Yeti" ID="2000001" Type="otMesh">

<MeshFileName Value="Skoda Yeti/skoda yeti_ 2000001.mesh"/=>
<Position X="0" ¥Y="0" Z="0.83"/=>

<Rotation X="0" ¥Y="0.707" Z="0.707" W="0"/=>

<Scale Value="0.027"/>

<Material Type="smtSubMaterial">

<SubMaterial Name="Material 32 2000001" Index="0"/
<SubMaterial Name="Material 31 2000001" Index="1"/
</Material>
</0Object>

<Object Name="Maple" Description="Maple" ID="2000002" Type="otMesh"=>

<MeshFileName Value="Maple/maple 2000002.mesh"/>

<Position X="0" ¥="0" Z="0"/=

<Rotation X="0.707106781186547" Y="0" Z="0" W="0.707106781186548" />
<Scale Value="0.4"/>

<Material Type="smtMaterial" Name="maple_ 1 2000002"/=

</0Object>
<Object Name="Bus_Stop_ Sign" Description="Bus Stop Sign" ID="2000003" Type="otMesh":>

<MeshFileName Value="Bus_Stop Sign/Bus_Stop Sign_ 2000003 .mesh"/=>

0" Y="-0.215" Z="2"/>

<Rotation ¥="1" ¥="0" Z="0" W="0"/=>

<Scale Value="17"/>

<Material Type="smtBitmap" TextureFileName="Bus_Stop Sign/Bus_Stop_ Sign_2000003.png"/>

<Position X

/Cbject>

<0Object Name="Grass" Description="CGrass" ID="2000004" Type="otUnderlay">

<Material Type="smtMaterial" Name="Grass_2000004"/>

</Object>
</Group>

</Base>

Puc. 1.22. Ctpyxrypa XML-(aiina

1.8.2.3. CBa3b ZIP-apxuBoB n XML-dannos

3/1ech pacCMOTPUM HECKOJIBKO 3aMEYaHuil 1Mo OOILIei CTPYKType JaHHBIX U MOPSJIKE UX 3a-

rpy3ku. [Ipu crapre UM Simulation ckanupyer Bce XML-daiiner B kartamore {Jannwvle
YM}\Scene data\User object u 3arpyxkaet B okpyxenune Ogre3D Bce monmenu u3 ZIP-apxuBos,
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yka3aHHBIX B arpuOyte <Base/Filename> npockanupoBanubix XML-gaiinos, cm. puc. 1.22. B
onHoM XML-daiine Moxer ObITh TOJNIBKO OUH y3en <Base>. Takum obpazom, kaxapiii XML-
¢aiin onuceiBaeT coxepkumoe Toibko oxHoro ZIP-apxua. Umena XML-¢aiinoB moryTt oriu-
yatbcsd OT UMEH ZIP-apXMBOB, KOTOpbIE OHM ONMCHIBAIOT. BMecTe ¢ TeM [y MpOCTOTHI MOA-
JEP’KKU TI0JIb30BATENIbCKON 0a3bl 00OBEKTOB pEKOMEHAYETCS, 4YTOObI KaxkaoMmy ZIP-apxuBy coot-
BETCTBOBA OTHOMMEHHBI XML-aiin.

OO6parute BHUMaHue, 4TO B OKpyxeHue Ogre3D 3arpyxkatorcst Tonbko te ZIP-apxuBel, Ha
KOTOpbIe ecTh ccbuika u3 XML-¢aiina. Ecnu B Bamem katanore ects ZIP-apxuB, Ha KOTOPBIN He
ccputaercst HU oguH XML-(aiin, To manHbIe U3 Takoro apxuBa He 3arpyxaroTcs 1 3D 00beKThI
U3 Hero He OyIyT AOCTYIHBI JJISl HCIIOJIb30BaHMS B CIICHAX.
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1.9. 3arpy3ka cueH B UM Simulation

Bcest pabora co cuienamu cocpenorouena B mporpamme UM Simulation. [{ns mro6oii moaenu
BBl MOKETE BBIOPATH JIFOOYIO CYIIECTBYIOIIYIO CIICHY WIH pa3paboTaTh HOBYIO.

Kak 0bu10 cKa3aHO BbIIIE, CCHIIKA HA MOCIEAHION 3arpy>KEHHYIO B MOJIEJb CIIEHY COXpaHsi-
ercs B KoH(purypauuoHnHoM aiine momenu *.icf B crpykrype "with environment”, mone
"scenefilename". Tlpu 3arpy3ke Mojenu MOMCK yKa3aHHOTO B KOH(Urypanuu Qaiiaa CIeHBI
*.SCENe BBIMIOJHSETCS CHaYala 1o NpsSMOMY ITyTH, TOTOM B KaTaJlore MOJIENIU U 3aTeM yKe B Ka-
tanore {/lannvie YM}\Scene data\Scenes. YuuteiBaiite 3Ty 0COOCHHOCTH PabOTHI MPOTrPAMMBbI
IpY KOMMMPOBAHUH BAIIMX MOJIENICH U IEpEeHOCe X C KOMIBIOTEpa Ha KOMITBIOTED.

Macrep 3arpy3ku cuieH, cMm. puc. 1.23, nocrynen B mporpamme UM Simulation yepe3 myHkT
meHio Unerpymentsl | Cuensl. J{s 3arpy3ku (aiina crieHbl BRIOEpUTE HYXHBIN (aiii B mose
IIyTs K ¢aiiny akTUBHON CUEHbI WIH, €CIIM HYXXHAs CIIEHA €CTh B CIIMCKE, BHIOEPUTE MYHKT
KOHTEKCTHOro MeHI0 CaesiaTh cleHy akTUBHOM. Vcnionb3yiite kHONKY BBITpy3uTh aKTHBHYI0
CleHYy, YTOOBl YyIalIUTh SJIEMEHTHl aKTUBHOW CIIEHBI M3 aHMMAIIMOHHOTO OKHa. Vcmombsyiite
KHOTIKY OOHOBHUTB ClIeHY, YTOOBI 3aHOBO 3arpy3UTh aKTHBHYIO CIICHY, €CIIM BbI M3MECHWIH €€
BPYYHYIO HJTU C IOMOIIBIO PEJAKTOPA CICH.
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object_552
object_552_1
ohject_552_2
object_555
object_555_1
object_555_2
object_555_4
object_555_3
object_20
object_20_1
underlayl_as_1
underlay1_as_200
underlay1_as_201
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demo Building pack Cuena: City scene

demo Bushes s
demo Cars CAenaTe CUEHY aKTMBHOH
demo Industrial bulding
dema Industrial bulding
demo Road pack 1
demo Road pack 2
demo Road pack 3
demo Road sign pack

demo SceneCenter
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Road pack
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Sample scene thatillus...

demo SkyBox 01
dema SkyBox 02
demo SkyBox 03
dema SkyBox 04
demo SkyBox 05
demo SkyBox 06
dema SkyBox 07
demo SkyBox 08
demo SkyBox 09

Yokohama skybox
Cloudy noon skybox
Desert skybox
Desert skybox 2
Stormy skybox

Early morning skybox
Meadow skybaox

Ice river skybox
Marning skybox

C:WUsers\Public\Docu. ..
C:WUsers\Public\Docu. ..
Ci\Users\PubliciDocu. ..
C:WUsers\Public\Docu. ..
Ci\Users'\PubliciDocu. ..
C:WUsers\Public\Docu. ..
C:WUsers\Public\Docu. ..
Ci\Users\Public\Docu. ..
C:WUsers\Public\Docu. ..

underlay1_as_202
underlayl_as_203
underlayl_as_204
underlay1l_as_205
underlay1_as_206
underlay1_as_207
underlay1l_as_205
underlayl_as_209
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