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AHHOTALIUA

B cratbe paccmarpuBaercs padora co cranmaprom OpenXR B cpeae pa3paboTku
urp s pasmgHelX  miatdopm  Unity. OpenXR  sBisercss OecIulaTHBIM |
MTO3BOJIAET PEAJM30BATh JOCTYIl K yCTPOWCTBAM BHUPTYAJIBHOW WM JOIOJHEHHOU
peansHOocTH uepe3 APl. B crartbe ommcan mporiecc yCTaHOBKH M TOJKIIFOUECHHUS
OpenXR k mpoekTy, a Tak)Ke HCIIOIb30BAHUE €TI0 OCHOBHBIX (DYHKIIHH.
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Abstract

This article discusses working with the OpenXR standard in the Unity game
development environment for various platforms. OpenXR is free and allows to
implement access to virtual and augmented reality devices through API. This
article describes how to install and connect OpenXR to the project and how to use
its main functions.
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1. BBenenue
1.1 AKTyaibHOCTH

TexHoJIOTHU BUPTYAJIbHOM PEATHHOCTH C Ka)IbIM MECSIEM pPa3BUBAIOTCS
BCE ObicTpee M cTraHoBATCS nyuuie. Co34at0TCs HOBbIE TapHUTYPhl BUPTYaIbHOU
peaIbHOCTH, YIYYIIA€TCsl MPOrpaMMHOE oOecleueHrue s YK€ CO3JIaHHBIX
ycTpocTB. HecMOTpss Ha HEIOCTYMHOCTh TapHUTYPHI PSAIOBOMY MOKYHATENIO,
TEXHOJIOTUU HE CTOSIT HA MECTE — BCE Yallle MOKHO YBUJIETh HOBOCTU O BHEJIPEHUU
TOW WJIX UHOM CUCTEMBI B YCTPOKWCTBA BUPTYAIbHOU PEAIBHOCTH.

Bmecte ¢ pa3BuUTHEM TEXHOJIOTMM, pa3BUBAIOTCS TaKXKE M CPEACTBa
pa3paboTKu TpUIOKEHHH W urp is nuieMoB VR. OgHUM M3 TakuX CpeJCTB
pa3pabOTKH ABJISIETCS TPOTrpaMMHOe oOecTieueHre sl pa3pabOTKU UTP HA pa3HbIe
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wiatgopmer Unity. Jlannoe [10 uHTErpripoBaHO ¢ MOCIEIHEH BepcUei cTaHaapTa
noctymna K margopmam u yerporicteam VR u AR — OpenXR.

OpenXR sBisieTCss HOBOM U y3KOHAIlpaBJICHHOW TexHosorued B |IT,
U3yYCHUE U PUMEHEHHE JTaHHOTO CTaHIapTa SBJSICTCS aKTyalbHBIM B Pa3pabOTKe
VR-0pHeHTHPOBAHHBIX TPHIIOKEHU B HACTOSIIEE BPEMHI.

1.2 O0630p uccjaenoBaHui

M.P. AoOnseB, ®.P. AmeroB u WM.III. MeBmoTr omnucald OCHOBHEIE
BO3MOXKHOCTH U TIOPSAOK Pa3pabOTKH MPOTPAMMHOIO MPOAYKTa MOCPEICTBOM
UHTETPUPOBAaHHOW cpenabl pa3paboTku Unity ¢ HCHOIB30BaHUEM TEXHOJIOTUHU
BUPTYAJIbHOM peasibHOCTH [1].

C.E. Ceprees, E.A. CyxoBa, C.1I. MakcumoB u A.H. CenatopoB B cBoeit
CTaThb€ PAaCCMOTPENIA OCHOBHBIE ACHEKTHl Pa3pabOTKU WIPHI C HCHOJIb30BAHHEM
TEXHOJIOTUI BUPTyaIbHOU peanbHoCcTH [2]. B paGoTe aBTOpHI onucaiu OCHOBHbBIE
9TaIbl pa3paboTku urp, npuMenss Blender u Unity.

J.4. bypueBa, E.A. Mennenee, N.JI. Xouun, K.O. Jlokyyaes u P.B.
[TetpoB paccMoTpenu OCOOEHHOCTH MpPH B3aUMOJEHUCTBUU HEHPOTEXHOJIOTUH U
BUPTyaJbHOM peanbHOCTH [3]. B crarbe paccMaTpuBarOTCS MPUMEPHI HA OCHOBE
Unity u Unreal Engine 4.

E.JI. Tomammna u JI.A. ApceHTbeB oOmucaau Mpolecc pa3paboTKu UTP B
Unity ¢ npuMeHeHHEeM TEXHOJOTHI BHPTYyalbHOH peanbHOocTH [4]. B crathe
PacCMOTPEHBI OCHOBHBIE 3TANbl U OCOOEHHOCTH Pa3padOTKH.

A.A. Kolesnikov, P.M. Kikin u S.V. Seredovich B cBoeii cTatbe mpencranim
pPEKOMEHJAIMU M0 METOoJlaM 0O0pabOTKM JAHHBIX C KCIOJb30BAHUEM Pa3IMYHBIX
QNTOPUTMOB  CIVIAKMBAaHWA W yMEHbIIEHUs IwymMoB [S5]. g pemenus
MOCTaBJICHHOW 3agaur u paszpadotku [IO0 ¢ nommepk kol Teono3UuIMOHHON
JIOTIOJTHEHHOM pealibHOCTH Hcmoib3oBayics Unity.

1.3 lleab ucciaenoBaHus
Ilens — peanu3oBaTh MEXaHUKY YIPaBIEHUS KOHTPOJJIEpAMH B HTPOBOM
NPOCTPAHCTBE JJIsl MTPhI, pazpadoranHoi B Unity.

2. MarepuaJjibl U METOAbI

Jlns  peanuzaiuu  MOCTABJICHHOM  3aauM  OyJeT  UCIIOJIb30BaThCs
IporpaMMHOE OOecreueHUe I pa3paOdO0TKH KOMITBIOTepHBIX urp UNity u s3pik
nporpammupoBanus C#.

3. Pe3yabTaThl M 00CYKACHUA

OpenXR He NOAKIIOYEH K MPOEKTY H3HAYAIbHO, MO3TOMY €ro HYKHO
yctaHoBUTh. Chenatb 3TO MOXHO B HACTPOMKAaxX IPOEKTa, COOTBETCTBYIOILAS
BKJIaJIKa TIpe/icTaBlieHa B camoM Hu3y crucka (puc. 1). APl Oyner ycranosnen
aBTOMATUYECKU U HET HEOOXOJMMOCTH CKaUMBaTh €T0 CO CTOPOHHUX MCTOYHUKOB.
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£ Project Settings

XR Plugin Management

Instal agement

VX
XR Plugin Management

Pucynok 1. Paznen miaruaa XR B HacTpoiikax Unity

[locne ycTaHOBKM IIaruHa, HEOOXoauMo BbIOpaTh Iuiatrgopmbel VR, mis
KOTOPBIX pa3padaThIBacTcs MPOeKT. Ha BHIOODP IUIsl MePCOHANBHBIX KOMITBIOTEPOB
IIPEACTABIICHO 4 KaTErOpHH:

1. Magic Leap Zero Iteration — obecnieunBaeT moaAaepkKy ycTporcts Magic
Leap;

2. Oculus — oOecnieunBaeT TOMJIEPKKY YCTPOKMCTB, pa3paObOTaHHBIX
koMmmanueii Oculus;

3. Windows Mixed Reality — o6ecrieunBaet noaaepxky padoThl yCTPOHCTB,
paboTaromue Ha ardpopme Windows Mixed Reality (HTC VIVE, Acer Windows
Mixed Reality Headset, HP Reverb G2 u npyrue);

4. Unity Mock HMD - oOecrnieunBaeT SMYJSIUI0 pabOThl TapHUTYPHI
BUPTYAJILHOW PEaTbHOCTH JUII BO3MOYKHOCTH peallu3allii pa3padOTKU MPOCKTOB
0€3 UCIO0JIb30BaHUs TAPHUTYPBI.

JIJ1st IPOEKTOB TpeIaraeTcsi TP OMIIHH:

1. ARCore — APl pmns pa3paboTku mTpOrpaMMHOTO OOECIEYEHHUs C
PUMEHEHHEM TEXHOJIOTHH JOTOIHeHHOM peanbHOCTH (AR — augmented reality);
2. Oculus;

3. Unity Mock HMD.

3 Project Settings

XR Plug-in Management

a-in Manaagement . . - . ; . . =
Infarmation about configuration, tracking and migration can be found below.

Pucynok 2. Hactpoiiku OpenXR B mpoekte Unity



[Toctymat. 2023. Nel ISSN 2414-4487

[Tocne no6asnenus muaruHa XR, B KOpPHEBOM KaTallore MPOEKTa MOSIBISIETCS
nupektopuss XR, B KOTOpo# XxpaHsTcst (aiyibl KOHUTYpalluy IUIaruHa, a Takke
3arpy34MKy T€X MOJyJIel, KOTOpbIe ObLIM BRIOpAHbI B HACTPOIKAX.

OpenXR mnommMo wuHTerpamuu ¢ Unity Takke MOpeaocTaBiseT IakeT
pa3paboTKH, B KOTOPBIN BXOJAT CKPUIITHI Il peaau3aiuu 0a30BOro pyHKIMOHAIA
B3aMMOJICUCTBUS ¢ OOBEKTaMH B BHUPTYaJIbHOW pealibHOCTH. Ero Takske Hy»KHO
MpPEeIBAPUTENILHO YCTAHOBUTH — CJENATh 3TO MOXKHO B MEHE/IKepe IMaKeToB (puc.
3). Ilaker pa3paboTku Takxke OeCIUIaTHBIA M SBISETCS YacTbio (YHKIMOHANA
Unity, KoTOpHIii TpH CO3IaHUH MTPOEKTA HE TIOKITFOYCH.

[Tocne ycTraHOBKHM B KOPHEBOM KaTajore npoekra nosigisiercs namnka XRI, B
KOTOPOH XpaHATCS HACTPOWKH MAaKeTa MHCTPYMEHTOB pa3pabOTKH.

XR Interaction Toolkit

1 2.1.1 - Augus

Author

Unity Technoloc
Registry Unity
Published

August 12,

Las lan 2 & Install

Pucynoxk 3. [Taket H”HCTpYMEHTOB pa3pabOTKu B MEeHeKepe makeToB Unity

OpenXR Interaction Toolkit mpemiaraet pa3paboT4nKy HAOOpP CKPUIITOB ISt
peasmzanuu 0a30BOr0 (DyHKIMOHAIA JUIS PEeaTU3allii B3aUMOJICHCTBHUS UTPOKA C
OKpY)KEHHEM B BUPTYaJIbHOU PeagbHOCTH.

JInsg WHUIMATU3alid WIPOKa B BHUPTYaJbHOM IPOCTPAHCTBE BBIJACICH
OTICNIBHBI 00beKT B co3manHoOu kateropum «XR» — XR Origin (cMm. puc. 4).
[IpencraBnsier coboli 00BEKT, K KOTOPOMY TMOJIKJIIOYEHA Kamepa, U300pakeHUe
KOTOPO# BBIBOIMTCS Ha 3KpaH. BruirouaeT B cedst oauu ckpunt — XR Origin.
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Add Component

Pucynox 4. [Tapametpsl 006bekTa XR Origin

B mapamerpax CKpunTa MOXKHO W3MEHHUTH CMEIICHHE Kamephbl 1o ocu Y, a
TaK)Ke 3aJaTh Jpyrol oOBeKT kiacca Camera (mas moOaBieHUS BHU3yalbHBIX
9 EKTOB U MICHIEPOB, U MOJIHOTO KOHTPOJIS HaZ 00bekTOM). CKPUNT MEHATh HE
pexomenayeTcs, kak u mapametp “Origin Base GameObject”. UtoOsl peann3oBaTh
TIOBOPOT KaMephl 3a TOJIOBOH, TocTaTogHO Tosibko XR Origin (cm. puc. 5).

Pucynok 5. [IpoBepka paborocrocooHocTH XR B TECTOBOM pexUME

JloOaBiieHHEe KOHTPOJUIEPOB B MPOEKT TaKKe aBTOMATH3WPOBAHO:
JOCTaTOYHO J00aBHTh Ha CICHY JIF00OH 00BeKT, mpuBsa3ath ero k XR Origin u
sagate ckpunt XR Controller (Device-based). [laHHBIiI CKPUNT COOCPKUT
OOJBITIOE KOJTMYECTBO MapaMeTpoB (CM. puc. 6), HO Ha JaHHBIM MOMEHT HanboJee
BakHBII — Controller Node.
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Taxxke ecTb CKpUIIT KOHTPOJUIEPA, KOTOPBIM OCHOBAH HA IEUCTBUAX UIPOKA
(Action-based). B uéMm mnpemiokeHO OOJbIIEe MMapaMETPOB JUIS HACTPOMKH
yIpaBJICHUS KOHTPOJUIEPAMH.

ﬁ v MR Controller (Device-based)

Tracking
Update And Before Render

Base Pose Provider)

Pucynoxk 6. [Tapamerpsl ckpunta XR Controller

JlanHbIi TapaMeTp HEOOXOAUM JJIsl ONPEEICHUS MOJ0KEHHUSI KOHTPOIJLIEpa
OTHOCHUTENBHO IUIEMA BUPTYaJbHOU peanbHOCTH. KOHTpOIIEp MOKHO NpHUBA3ATh
K pykKaMm, riazam M TpekepaM. OcTajgbHbIE NapaMeTpbl HYXKHBI Uil HACTPOWKHU
YIPaBJIEHUSI UTPOBBIM IIEPCOHAXKEM B IIPOCTPAHCTBE.

Pucynox 7. [IpoBepka paboToCcmocoOOHOCTH KOHTPOJIJIEPOB B TECTOBOM PEKHUME
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Kak moxHo 3ameTuth — XR no3BossieT peanuzoBarb MHOroe B VR mpoekre
0e3  TpUMEHEHHUs  S3BIKOB  MPOTPAMMHPOBAHHS  (KOHKPETHO  SI3bIKa
nporpammupoBanus C#). Peann3oBarh nepenBrKEHHE UTPOKA B TPOCTPAHCTBE
TaKkKe MOKHO 0€3 HallMCaHMs CKPUIITOB — BCE yKe ecTh B OmOnmnorekax OpenXR.

Jns  Toro, dYTOOBI peamu30BaTh TEPEMEIICHHE UIPOKa B HIPOBOM
IIPOCTPAHCTBE, HY)KHO JI00ABHThH JOIMOJHUTEIIbHBIC CKpUnThl B 00bekT XR Origin:
Input Action Manager, Locomotion System u Continuous Move Provider. Taxxke
HeoOxonumo nobasutk Character Controller.

B Input Action Manager ecth ToJIbkO 1 TapaMeTp Ui HACTPOMKH: cxema
KJIABHIII, KOTOPBIC MCTOJB3YIOTCS ISl B3aUMOJCHCTBHUS C UTPOBBIM OKPY)KCHHUEM
(B TOM 4YHCIIe TEpeMElIeHne HrpoKa B MPOCTpaHCTBE). J[aHHYIO cXeMy MOKHO
3a7aTh CaMOMY, JTH0O0 HCIOIb30BaTh YKE TOTOBYIO.

B Locomotion System 3amaércst Taxoke onun napamerp — XR Origin. B Hero
noMeniaeTcs 0OBEKT, KOTOpBIM MpeAcTaBisieT coOO0NM HUrpoka B BUPTYalbHOM
IPOCTPAHCTBE.

Continuous Move Provider siisieTcsi caMbIM Ba)KHBIM 3BEHOM B HACTPOWKE
nepeMenIeHus epcoHaka. B 3TOM KOMIIOHEHTE 3a/1al0TCsl KOHTPOJUIEPHI, padoTa
CUCTEMBI TIEPEJBIKEHHUS, CKOPOCTh TMEPEIBIKEHUS U JIpyrue mapameTphl,
BIIUSIIOIINE HA TO, KaKoe OyeT MepeIBU’KEHNUE Y UTPOKA B UTPOBOM ITPOCTPAHCTBE.

v Continuous Move Provider (Device-based) @ 3t

Jrigin (Locomotio

Mone (Tran
Primary 2D Axis

Element O

Element 1

Pucynok 8. [Tapamerpsl kommonenta Continuous Move Provider

Komnonentr Character Controller neoO6xoauMm s HacTpOWKH 00BEKTa
KOJUTU3UHU, KOTOPBINA MPUBSA3aH K UTPOKy. HyXeH maHHbII 00BEKT AJi TOTr0, 4TOObI
UTPOK HE MOT MPOXOAUTH CKBO3b UIPOBBIE OOBEKTHI. SIBIsETCS 00s3aTEIbHBIM
KOMITOHEHTOM IIpU peaju3alid MEXaHUKHA NEPEMEIIECHHS MTEPCOHAKa B UTPOBOM
IPOCTPAHCTBE B MPOCKTAX, KOTOpBIE pa3pabareiBatotcs B Unity.
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Pucynok 9. TectupoBaHue niepeMeIieHusI UTPOKa B UTPOBOM MPOCTPAHCTBE
(M3MEHEHHUE MOJIOKEHUSI MOXKHO OTCJIETUTH IO KOOpANHATaM 00BhEKTa B
IPOCTPAHCTBE)

Takum 00pa3om, MONMYYWIIOCH caenaTb 0a30BbIA (PYHKIMOHAN ISl MIPHI,
pazpabarbiBaeMOM JIsl CUCTEM BUPTYaIbHOUM peanbHOCTH. B mpoekTe peann3oBaHO
NepeMEIICHHE IO UTPOBOMY IOJIIO, & TaKXe 0a30BO€ YIpaBIECHUE KOHTPOILIEpaAMHU
Y KaMepou UTpoKa.

OpenXR mpeaynaraeT MHOTO BO3MOXKHOCTEW HJsi pa3pabOTKu WP C
npuMeHeHneM TtexHojorud VR, 4yto moarBepikaaer oOmMpHBIN (YHKIUMOHAT U
Ha0Op MHCTPYMEHTOB /151 pa3pabotku B Unity.

B namnoit cratbe Obu1  pacecmorpeH OpenXR  u  ero  6a3oBbIit
WHCTPYMEHTApUi 171 pa3paboTku urp u npuiokenuit B VR. Omwucan mporecc
YCTAaHOBKA HEOOXOJMMBIX IUIATMHOB [JIs1 pa3pabOTKH M TMPOIECC BHEAPEHUS
0a30BOr0 (pyHKIIMOHANIA JUIsI B3aUMOJCHCTBUS C OKPY)XCHHEM B BUPTYaJIbHOU
PEaNBHOCTH.
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