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Annomayusa. Opeanuzayus npoyecca obyuenus pabome ¢ ONMUYECKUMU NPUYeramu — 00cC-
Mmamo4Ho mpyooemMKuli npoyecc, BKIYarwull 8 ceds Habop Oelicmsutll, KOmopble MONCHO nepegecmu
8 suUpmMyanvuyio cpedy 6es cuudceHusi kayecmea obyuenus. Takue npoyeccwl, KaK 03HAKOMAEHUE C
meopemuyeckoll unpopmayuel u 6ble30 HA CMPEerKosblll NOAUSOH 0TI NPOGEOEeHUsl CMPenbd 6 Yeusix
MPEHUPOBKU HABLIKA NPUYETUBAHUSL U 0OPAWEHUsL C OPYICUEM, HAUbOoee NOOX00sim OJisl Repedood ux
8 eUpmMyanvhuill pedcum. s pewenus onucamHvlx npodiem Ovlia pazpabomana NpocpPAMMHO-
uHpopmayuonnas cucmema obyuenus pabome ¢ ONMULeCKUMU npuyeiamu. B cmamove paccmompenul
NPOSPAMMHBLE CPEOCMBA, UCROIb30BAHKbIE 01 PEAU3ayUU CUCTIEMbL, d MAKIHCe ONUCAHB 000CHO8A-
Hus 01151 8blbopa 6 kauecmee cpedcmea paspabomku — Unreal Engine 4. Takoce 0an Kpamkuil aHaiu3
NOMEHYUATLHBIX AHAL0208 01 PACCMAPUBAEMOLL CUCTEMbL U NPUBEOCHbL NPUYUHBL UX HENPUSOOHO-
cmu 0151 UCNOB306AHUSL C Yelbl0 peulenust ORUCanuvlx npobnem. Kpome moeo, ¢ cmamve npusedeno
Mamemamuieckoe onucanue paciema mpaekmopuy cHapaoa 6 paspabomantoll cucmeme 00y4eHusl.

Knwuesvie cnosa: onmuueckuii npuyen, mpaeKmopusi CHapsod, GUPMYAIbHbII CUMYISMOP,
cpeda pazpabomxu uep, Unreal Engine

Original Research Paper

Software and information system for training in operation
with an optical scope

Aleksandr A. Rybanov', Danil V. Aysin’

* Volzhskiy Polytechnical Institute, branch of the Volgograd State Technical Univer-
sity, Volzhskiy, Russia

" rybanoffl@yandex.ru
* danilaysin@mail.ru

Abstract. The organization of the process of learning to use optical scopes is a time-
consuming and costly process. It includes a set of actions that can be transferred to a virtual environ-
ment without harming the quality of training. Processes such as learning theoretical information and
visiting shooting range for training the aiming skill and handling weapons are most suitable for trans-
ferring to a virtual environment. To solve the described problems, it is advisable to develop a software
information system for teaching how to work with optical sights. The article discusses software tools
for the implementation of the proposed system, and also describes the reason for choosing Unreal En-
gine 4 as a development tool. A brief analysis of potential analogues for the system under considera-
tion is also given and the reasons for their unsuitability for use in order to solve the described prob-
lems are given. In addition, the article provides a mathematical description of the physical formulas
applicable to calculate the projectile trajectory in the system is being developed.
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BBenenne

CuMynsSTopsl i1 OTpaOOTKM YMEHUW M HaBBIKOB — HjeajbHas oOydaromias UrpoBas
cpena. Bocnpusatue BUpPTyanbHOM MOJENH C BBICOKOH CTEMEHbIO JOCTOBEPHOCTH MO3BOJISET
KauyeCTBEHHO U OBICTPO TOTOBUTH CHEIHAIMCTOB B Pa3NUUYHBIX o0nacTsx [1, 2]. CuMynsTOpHI,
B KOTOPBIX PEAJM30BAHO B3aWMOJICHCTBHE TOJIB30BATENICH ¢ ONTHYECKUMH TPUIENIaMH, B OT-
KPBITOM JOCTYTI€ MPECTABICHBI TOJIBKO B BHJIE KOMITbIOTEPHBIX UTp. Kak mpaBuio, 3Tu KOM-
IBIOTEPHBIE UTPBI OTHOCATCS K JKaHpaM «IIyTep OT MepBoro nwmua» (first-person shooter),
«TakTHuecKul mytep» (factical shooter), «ctenc-skuien» (stealth action) u «xopolieBcKas
outBa» (battle royale). BaxxHO OTMETUTH, YTO CYIIECTBYET HECKOIBKO MOAXOM0OB K peann3a-
MU OAJTMCTUKH CHapsiia B KOMIbIOTEpHBIX Urpax. Haubonee pacnpocTpaHeHHbIE METOABI —
ITO «XUTCKan» (hitscan) n «OaTMCTUKA CHAPSAOBY (projectile ballistics).

B meTone «xuTckan» peructpanus nomnajgaHus IPOUCXOIUT C IPUMEHEHUEM TEXHUKU
«Opocanue xyuei» (ray casting). inest TeXHUKH «OpocaHue JTy4ei» — 3TO TeHepanus JIyda u3
TOUYKH BBICTpEJIa 110 HAIPABIICHUIO MOJIOKEHHSI BUPTYAIbHOTO CTPEIKOBOTO OPYKHUS J10 TIepe-
ceueHusl ¢ 0OBEKTOM U mocienyromeil o0paboTkoii neiictBus. B maHHOM MeTone opyxkue
CTpETSieT «Iy4aMmu», KOTOpble He 00saatoT 0aNTMCTUKOM, HE MOABEPKEHBI BHEIIHUM (U3H-
4eCKUM (PaKTOpaMm U JIETAT CTPOTO IO MPSMOU JINHUH.

B merone «bannucTuka cHapsI0B» Ka)KIbld BBIMYIIEHHBIA CHapsi paccMaTpuBaeTcCs
KaK OTJENbHbIN 00beKT, uMeroIuii Habop napameTpoB. C mapameTpamu 3TOro 0ObEKTa MOXK-
HO B3aUMO/JICHCTBOBATb, YTOOBI 33]1aTh PU3NYECKU KOPPEKTHYIO MOJIEINb MTOBEACHUS CHapsIIa.

Jyist TOrO 9TOOBI ONTHYECKHIA TPHUIIEeT HEC B cebe OONBIINyI0 3HAYMMOCTh, YeM TIPOCTO
npuoOOp ISl YBEIMUEHUS H300paKeHUs, HEOOXO0IUMO, YTOOBI B 00y4JaroIieil urpe ObuT peasu-
30BaH METOJ «OalIMCTUKA CHApAZAOB». DTOT MeToJ| OoJjiee pecypco3aTpaTHbI Kak MO OTHO-
HICHUIO K anmnapaTHbIM BO3MOXHOCTSIM, TaK M MO OTHOUICHHIO K 3HAHUSAM IMPOTPAMMHCTA,
peanu3yomero JaHHbli GyHKIIMOHAI.

Ha nanHbIif MOMEHT Ha pbIHKE MPOTPaMMHOTO 00ECIIEUeHUs UMEETCs O0IbIIOe KOIH-
4eCTBO Cpej pa3pabOTKH, MPUTOJHBIX JUTS CO3aHHUs O0YUaIOUUX UTP KAHPA «CUMYISTOPBI.
Snapo urpoBoro MpUIIOKEHUST («UTPOBOM ABHKOK») — 3TO 0a30BOE MPOTpaMMHOE oOecreye-
HHE KOMIIBIOTEpHOU UTphl. B 0011eM ciydyae TEpMUH «UTPOBOM JBHKOK» HMPUMEHSETCS IS
TOTO MPOrPaMMHOr0 OOecreueHusi, KOTOPOe MPUTOAHO JUIsl TOBTOPHOTO HCIHOJB30BaHUS U
paciIupeHusi, 1 TeM CaMbIM MOXKET OBITh PACCMOTPEHO KaK OCHOBA Ui Pa3pabOOTKU MHOKe-
CTBa Pa3IMYHBIX 00ydJaronmx urp 6e3 cymiecTBeHHbIX u3MeHeHui [3]. UrpoBoii ucrnonn3yer-
Csl KaK MEeXaHWdeckass ocHOBa oOyuaromieid urpbl. OH 3HAaYMTEIBHO YIPOLIACT Pa3paboTKy,
3a4acTyI0 CIIOCOOCTBYET MYJIbTUILIAT(OPMEHHOCTH, a TIIaBHOE, 00ECTICUMBALET pa3paboTInKa
HEOOXOIMMBIMU TEXHOJIOTUAMU JJIS CO37aHUsl 00yYaroIiel Urpbl )KaHpa «CUMYJIISTOPB [4].

00630p cpea pazpadoTKn KOMIbIOTEPHBIX 00y4aIOIIUX UTP

B pabote [5] npuBenen pedTuHr, cocTaBieHHbI komnanuend G2, o pe3ynbraTam Ko-
TOPOro HambOoJjee MOMyJSIPHBIMM MHCTPYMEHTaMU JJIsi co3faHus urp ssisiorcs: Unity, Un-
real Engine, CryEngine.

CpaBuutenbubiii ananus Unity, Unreal Engine n CryEngine npuBeneH B Tabmure 1.

Cpena pazpabotku Unreal Engine 4 noctynHa Ha yCIOBHO-OECIUIATHON OCHOBE, UMeE-
eT 6a3y CTaHJapTHBIX AIEMEHTOB I OBICTPOTO CO3/IaHUSI CUMYJIATOPOB Ui OTPaOOTKH yMe-
HU 1 HaBbIKOB [6]. Cpena paspabotku Unity uMeeT KpaiiHe OrpaHHYEHHBIH BCTPOCHHBIN
(GyHKIIMOHAJ, TPEIITOIaraloIui MOKYIKY TOTOBBIX 00beKTOB B Unity Asset Store [7] mu6o ux
CaMOCTOSITENIbHYIO U JUIMTENbHYIO pa3paboTky. Cpena pa3pabotku CryEngine, B OTIMYUE OT
Unity n Unreal Engine 4, obecrieueHa HEOOJIBIITUM KOJIWYECTBOM TEXHUYECKOW JTOKYMEHTa-
UM 1 00y4Yarollero Marepuania U, Kak CIeJICTBHE, BBICOKUM BXOJTHBIM IIOPOTOM U MaJlOUHUC-
JIEHHBIM COO0IIeCTBOM pa3paboTuukoB [8]. Unity u CryEngine 3HaunTEIHHO YCTYIAIOT Cpe/ie
pa3pabotku Unreal Engine 4.
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Tabmuma 1
CpaBHeHue cpes pa3paboTKH KOMITBIOTEPHBIX U
Table 1. Comparison of game development environments
Kputepuu Unity CryEngine Unreal Engine 4

TexHomOTHS pearn3alu PhysX Soft Body PhysX
(U3NYIEeCKNX 3aKOHOB
peanbsHOro MUpa B CHMY-
nsarope (physics engine)
ClieHapHBINA S3BIK CH#, JavaScript Lua Script C++, Blueprint
[Topor BXxoxaeHus Huzkuit Bricokuii Cpennuit
Hemocratku OrpannueHuslii | — HeGompImoe KomuaecTBo Jlitst pa3paboTKu

Ha0Op TOTOBBIX | JOKYMEHTALUH 10 paboTe; MPUIOKEHHS HEOO-

MHCTPYMEHTOB | — OrpaHnYeHNe U CIIOKHOCTH | XOJUM MOIIHBIH

pu pa3paboTKe CETEBBIX UTP | KOMIIBIOTEP

0630p HI'POBLIX CUMYJIATOPOB ¢ OITUYECCKUMHU NP ECTIAaMU

Jns mporpaMMHO-UH(GOPMALIMOHHOM CUCTEMbl O00y4eHHusi paboTe C ONTUYECKHMHU
NpUIeIaMy HanOoJIbIllee 3HAUCHHE UMEIOT pealn3alliil CISAYIOMUX (PYHKIIMOHAIBHBIX BO3-
MOYKHOCTEH: peanu3anusi MEeXaHu3Ma BBOJAA TFOPU3OHTAIBHBIX W BEPTHKAIBHBIX TOIMPABOK;
peanu3anys BIUSHUS, aTMOC(EPHBIX YCIOBHI Ha TPACKTOPHUIO IMOJIETa CHAPSIIA; BO3MOXKHO-
CTH OJIMHOYHOTO PEXHUMA; JACTaTU3alMs ONITHYECKOTO MPHIIETa.

B pesynbrare paccMOTpeHUS CYIIECTBYIONIUX HA JAHHBI MOMEHT UTPOBBIX CHMYJIS-
TOPOB, MPEIOIAraOIIUX HCIIOIb30BaHUE BUPTYAIBHOTO OPYXKHS C ONTHYECKUM IPULIEIIOM,
ObuTH BBIOpaHbI cieayrwotme: Sniper Elite 4 (sniperelitegames.com), PlayerUnknown’s Bat-
tlegrounds (global.battlegrounds.pubg.com), Escape from Tarkov (escapefromtarkov.com).
JlaHHBIE UTPOBBIC CUMYJISITOPHI B OOJBINICH CTENICHH OPUEHTHPOBaHBI Ha (opMuUpoBaHUE Oa-
30BBIX HABBIKOB U YMEHUI pabOThI C ONTUYECKUM IPULIEIIOM.

B Tabnwuie 2 npuBeneH CpaBHUTEIBHBIA aHAIN3 (QYHKIIMOHAIBHBIX BO3MOXHOCTEH CH-
MYJIITOPOB U CTENEHb KauecTBa UX peanu3anuu no mxaine ot 0 1o 7 (rae 0 — kauecTBO HEY10B-
JIETBOPHUTENBHO, 7 — MPEENIbHO TOCTIKUMBIN ypOBEHb Ka4ecTBA HA COBPEMEHHOM 3Tarie).

Ta0muma 2

CpaBHeHUE CUMYJIATOPOB Il 00yUYeHHs paboTe C ONTUYECKUMHU IpULIeIaMU

Table 2. Comparison of simulators for training to operate with optical sights

Kpurepun Sniper | PlayerUnknown’s | Escape from
Elite 4 Battlegrounds Tarkov

Cpena pa3paboTKu Asura Unreal Engine 4 Unity
Peanuzaiiisg Mmexannu3mMa BBOJIa BEPTUKAJIBHBIX MTOMPABOK 5 4 7
Peanuzanysi MexaHu3Ma rOpU30HTAIbHBIX IONIPABOK 2 0 2
Peanuzanmst BIusHUS aTMOC(EPHBIX YCIOBUH Ha Tpa- 3 0 5
SKTOPHIO N0JIeTa CHapsaa

B03MOXHOCTH OIMHOYHOTO pPEKHUMA 6 2 0
JleTanu3zamysi ONTHYECKOTO MpHIlena 4 3 6

[IpencraBnennsle B Tabmuie 2 pe3ysbTaThl CBHICTEIBCTBYIOT O TOM, YTO PacCcMOT-
PEHHBIE BBIIIE UTPOBBIE CUMYJISITOPHI B KaHPE «IIyTEep» C pealu3alueil peajbHOro rnoseje-
HUS OPYXHS HEJOCTaTOYHO ITOJHO OTBEYAIOT BCEM TPEOOBAHUSAM, MPEIBSBIAEMBIM K IPO-
rpaMMHO-MH()OPMALIMOHHON cUCTeME 00ydYeHHUsI paboTe ¢ ONTUYECKUMU MPULIETIaMH.

Onucanmne CTPYKTYPbI nporpaMMﬂo-an)opMauuormoizi CHUCTEMDBI

[IporpammHo-uH(poOpMaIOHHAs cucTeMa oOyueHHst paboTe ¢ ONTHYECKUMH TpHIle-
JIaMU TIPEJICTABISIET COOOM MPUITIOKEHHE, TTO3BOJISIONIEE BRIOUPATh OJTHO yueOHOe 3a1aHue (13
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Habopa MpeUI0KEHHBIX), KOTOPOE MPEACTABIAET CUMYIIALUI0 3D-crieHsl ¢ onpeneneHHbIMU
MOTOTHBIMH yCIIOBUSIMU cTpenbObl. [TocpeacTBoM B3auMopaeiicTBus ¢ 3Toi 3D-clieHoi# moiib-
30BaTeNb JOJIKEH BBIIIOJHUTH MOCTaBICHHYIO 3a/1a4y (TOpa3uTh 3aJaHHYIO0 MUIIICHb).

Kaxxnoe ydeOHOe 3amaHue MpeAcTaBiisieT COO0W BHPTYalbHBIM YPOBEHB, peaTn30BaH-
HBII B BUJIE TPEXMEPHOU CIEHBI ¢ HA0OPOM MHTEPaKTUBHBIX 00BbeKTOB. [lonb3oBaremnto npe-
JIOCTAaBJISIETCS BO3MOKHOCTh YIIPABIICHHS MEPCOHAKEM HA YPOBHE, OTOKIECTBIECHHBIM C Ca-
MUM MOJIb30BaTeNieM. TpexmMepHOe OKPYKEHUE BUPTYaJbHOTO YPOBHS MPU3BAHO CUMYJIHPO-
BaTh YCJIOBHUS PEAJbHOIO CTPEJIKOBOrO MoJIMroHa. Ilepen monap3oBareneM CTaBUTCS 3aaada —
MOpa3uTh MUIIEHb. B 3aBUCHMOCTH OT BBIOPAHHOI'O 3aJaHUSI MEHSIOTCS YCIOBUS CTPEIbOBI:
JMAIbHOCTh O MUIICHHU M BHEUIHHE aTMoc(epHbie (akTopbl. Mcxoas U3 3TUX MapaMeTpoB,
II0JIB30BATENb JTOJKEH MPABWIIBHO 33/1aTh HACTPOUKH IIPULIENA.

OCHOBHBIMHU pazfielaMH TPOrpPaMMHO-UH(DOPMALIMOHHONW CHCTEMBI SBISIOTCS MEHIO
BBIOOpa ypOBHS M BUPTYyalbHbIM ypoBeHb. Ha pucynke 1 mpeacraBieHa CTpykTypa Mpo-
rpaMMHO-UH(OPMAIIMOHHON cucTeMbl. Haxoasce B MeHIO BbIOOpa ypOBHS, MOJIb30BATENb
UMEET BO3MOXKHOCTh BBIOpATh HEOOXOIMMBIH YPOBEHBb M3 TPEICTABICHHOTO HAOOpa, OTBe-
Yaroniero TpeboBaHUSIM O0YUaloIIEro Mmpolecca, HO TakKe MOJIb30BATEeNb MOXKET CaMOCTOS-
TEJIBHO 33J1aTh MapaMeTPhl MHAMBUAYAJIBHOTO YPOBHS JUIsl OTPAOOTKHM yMEHUW U HABBIKOB
MPULIETUBAHUS B MHTEPECYIOIUX aTMOC(HEPHBIX YCIOBUSX.

MMasHoe MeHO

BupTyaneHeIA
YPOBEHB

MeHwo BbIBOpa
YPOBHA

OByYaLwMii
marepuan
— ¢

HacTpoiika
MHAMEMAYANEHOTO!
ypOBHR Onucaxue

EELERTE]

—

AHANK3
pesyneTaTtos

Puc. 1. Ctpykrypa nmporpaMMHO-HH()OPMAITMOHHON CUCTEMBI

Fig. 1. Structure of the software-information system

JIOCTOMHCTBOM  MpPEUIOKEHHOI0  MojAXxoJa K pa3paloTke  MpOrpaMMHO-
UH(POPMALMOHHON CHCTEMBI, OCHAIIICHHON BUPTYaJbHBIM YPOBHEM C CUMYJISIIUEH CTPEIBOBI,
SBJISIETCA HU3Kas TPY03aTPaTHOCTh ee MpuMeHeHus. OqHako npoOieMoil JaHHOTo Moaxoja
ABJIIETCS TPYAHOCTb BO B3aUMOJICHCTBUU C KOMIIBIOTEPOM JJIsi ONPEIECIICHHBIX KaTeropui
Jro/ie, B YaCTHOCTH JIIOJIEH cTapliero Bo3pacra.

Ha BupTyansHOM ypoBHE IOJb30BaTENb NOIy4aeT HaOOp HEOOXOAMMOM TeopeTnde-
cKoi nH(popMaiyy, QyHKIMOHATIBEHBIE BO3MOYKHOCTH 110 NEPEMEILEHUIO B TPEXMEPHOH CIIeHE
Y HCIIOJIb30BAHUIO CTPEJIKOBOI'O OPYXHUSl, OCHALIEHHOI'O ONTHYECKUM MPULIETIOM. TpaeKTopus
CHapsJa B MPOrpaMMHO-MH(MOPMALMOHHON CHCTEME PacCUUTHIBAECTCS MO (PU3MUECKUM 3aKO-
HaM, CUMYJIUpPYs pealbHyl0 cTpenb0y. /l0CTOBEPHOCTh MOITY4aeMOro OIbITa, €r0 COOTHECE-
HHE C ACUCTBUSAMM, BBIIOJIHIEMbBIMH NPU PeabHOI CTpenbOe, sBISETCs BaXKHBIM TPeOOBaHU-
€M, KOTOPOMY CHUCTEMA JI0JIKHA COOTBETCTBOBATb.

OnbIT UCIOJIB30BAHUS MPOTrPAMMHO-UH(POPMALIMOHHOM cucTeMbl 00ydeHus paboTe ¢
ONTUYECKUMU MPHULEIAMH MOKHO COOTHECTHU C OINBITOM, IOJIYyYaE€MbIM B KOMIIBIOTEPHBIX
Urpax B JKaHpE «IIyTep», B KOTOPBIX MOJIb30BATENb TAaKKe 00pallaeTcsi ¢ OTHECTPEIbHBIM
OpYKHEM.

MartemaTtudeckoe odecnevyeHne NPpOrpaMMHO-MH(POPMAITMOHHON CHCTEMBI

OcHoBHO 3aaueli alropuTMa pacuera OaJUIMCTUKH SIBIISIETCSI IOCTPOEHUE TPAEKTO-
puu cHapsiga OT CTBOJIa OPYXUs J0 KOHEYHOH Touku nomaaaHusi. CpeacTBamu, MpeAcTaB-
nennubiMu B Unreal Engine 4, HEBO3MOXKHO CO3/1aTh HEMPEPHIBHYIO KPUBYIO JIMHUIO TPAEKTO-
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puu nojueta mynu. Pemenuem 31oil nmpoOaeMsbl SBISETCA MOCTPOSHHE UTOTOBOM TPAEKTOPHUH
U3 OTIENBHBIX O0Tpe3koB. CyMMapHO HA0Op OTPE3KOB IMO3BOJUT CO3AATh JIOMAHYIO JHHHUIO,
MPUOIMKEHHYIO K HETIPEPHIBHON KPUBOW JIMHUM TPACKTOPHH CHapsaa, HaOIr0gaeMou B pe-
aJIbHOM JKU3HM.

Tpaektopusi cHapsina OyAeT CTPOUTHCS MOCIEAOBATEIbHBIMU BbI30BaMH (DYHKLIHU
pacueTa KOHEUHOIO TOJIOKEHUS CHApsA/Ia 3a €IMHUYHBIN O0Tpe30K BpemeHu. [Ipu kaxaom mo-
BTOPHOM BBI30BE (DYHKIIMS IMOJIy4aeT HOBBIE BXOJHBIE MMapaMeTphl, BKIIIOUAIOIME HOBOE TO-
JIO’)KEHHME CHapsJa B MPOCTPAHCTBE U M3MEHEHHE yIJia HAKJIOHA HANpPAaBJICHUS CHApAJla OTHO-
CUTEIBHO TOPU30HTAIBHOM MIIOCKOCTH.

3a OCHOBY sl BBIYMCIICHUS 3HAUEHUH HOBOM KOOpAWHATHI CHAapsJa Ha ocu X OyJner
MCIIOJIB30BaThCA (POopMyIia pacyueTa ABUKEHHUS Tena, OPOIIEHHOTO MO YIJIOM K TOPU30HTY C
HEKOTOPOH BBICOTHI:

x=v,-cos(a)-t, (1)

rae x — cMemenue mo ocu Ox; vy — HadajabHasi CKOPOCTh MyJIH; @ — YToJl; ¢ — BpeMs IoJieTa.
Bramciaenne 3HaUYeHUs HOBOM KOOPAWHATBI HA OCH Zz TAaKKC MPOUCXOAWUT HAa OCHOBC
(opMyIIbI pacueTa JBH)KCHUS TeJla, OPOIICHHOTO MO YIJIOM K TOPU30HTY C HEKOTOPOH BBICOTHIL:
gt
z=hy+v,-sin(a)-t - , 2)
2
rae z — cmemenue no ocu Oz (BbICOTA); Ao — BBICOTA; Vo — HadallbHasl CKOPOCTh IyJIH; d —
yroi; g— yCKOpeHHEe CBOOOIHOIO MaJIeHusl; ¢ — BpeMsl MoJIeTa.
Jst pacuera cmenienue o ocu Oy HCHONb3yeTcs cienyromas GopMya:

y="2, 3)

c

rae y — cmemlenue no ocu Oy (B CTOPOHY); S — NaTbHOCTh 10 ocu Ox; Vv — CKOPOCTh BETPa;
¢ — KOHCTaHTa ISl XapaKTePUCTUK KOHKPETHOT'O CHAPSA.

Habop npezncraBiaeHHbIX (OpMYIT MO3BOJSIET CHOPMHUPOBATH AITOPUTM JUISL pacyera
€IMHUYHOTO CMEIICHUS CHAps/ia TI0 BCEM KOOPAMHATAM.

Ha ocHOBe MareMaTH4ecKOro OMMCaHHs TMPOIECCa BBHIYUCICHHUS TPACKTOPUU CHapsa
(1)~(3) peanmuzoBana mporieaypa, aHATU3UPYIOIIAs MapaMeTphbl BBICTPENa MOIh30BaTENS U BbI-
Jlatolias peKOMEHJAIMK T0JIb30BATEI0 IO BBHIIOJHEHUIO MPUIEIUBAHUS (C BBICTABICHHEM
OLICHKH 32 BBITIOJTHEHHE 33/IaHust). BXoMHBIE TapaMeTphl BBICTpENa, 3aIJaHHBIE CUCTBUSMH TI0JTh-
30BaTels, COMOCTABIISIOTCS C 3apaHee ONpeIeICHHBIMU 3TAJIOHHBIMU NAapaMeTpaMHU 3aJaHusL.

IIporpamMmmuas peanu3zanus

CrtpykTypa mporpaMmmMHO-UHGOPMAIIMOHHON CUCTeMbl OOydeHHus paboTe C OmnTude-
CKUMH TIPHIIETIaMH TIPEJICTaBIICHa Ha PUCYHKE 2.

Monynb pacueTa OAUTUCTUKHU CHApsi/ia BBIMOHSIET TOCTPOSHUE TPACKTOPUU CHApPSA,
OCHOBBIBAsICh Ha BXOJIHBIX MTapaMeTpax BHICTpENia, a TAK)KE YUUTHIBAs BHEITHHE aTMOC(EPHBIC
(bakTOphl, HCKAXKAIOIINE TPACKTOPHUIO MoJieTa. B OCHOBE pacyeTOB HCIONB3YIOTCS (HOPMYIIBI
(D-3).

Monynp aHanu3a 0ayUTMCTUKK MIPEeIHA3HAYEH JJIs y4eTa BCeX MapaMeTpoB BHICTpeEa,
Ha OCHOBE KOTOPBIX MPOHM3BOJUTCS OLICHUBAHUE TEXHUKH TPUICITUBAHUS, BBIBOJAUTCS OTKIIO-
HEHUE Pe3yJbTAaTOB BRICTPENA OT UJICATHHOTO PE3ysIbTara, a TAKKE COOOIIAIOTCS PEKOMEH 1A~
VM 110 BBITIOJTHEHUIO TPUIICTUBAHHS.

OOmass nuarpaMMa COCTOSIHHIA, JEMOHCTPUPYIOIIAs MEpPEXOoibl MPOTrpaMMHO-
UH(POPMAIIMOHHON CUCTEMBI MEXITy €€ KOMIIOHCHTaMH, IPEJICTaBJIeHa Ha PUCYHKE 3.

Ha BupTyanbHOM ypoBHE UMEETCsI MOAYJb pacueTa TPAeKTOPUHU CHApsAa U MOJIYIb
aHaJM3a pe3yJbTaTa.
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Fig. 2. Structure of the software-information system
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Fig. 3. General state diagram of the software-information system

Jlnarpamma COCTOSIHUM, ONMCHIBAIOLIasl MPOLIECCHl HAa BHUPTYaJbHOM YPOBHE, NpeEa-
CTaBJIEeHA HAa PUCYHKeE 4.

st pa3paboTKK CUCTEMBI UCIOJb30BaHa cpena paszpabotku Unreal Engine 4. Ilpu-
MEHEHHUE JAHHOTO MPOrpaMMHOI0 00eCledeHMs TO3BOJIMIIO HCIOJIb30BaTh Pl TOTOBBIX pe-
IIEHUH JUIs peau3ali OCHOBHOIO (DyHKIIMOHAJIA TPEXMEPHOTO MPHIIOKEHHSI U COCPENIOTO-
YUTBHCA HA CO3JaHMM MOAYJIEH, HEMOCPEACTBEHHO CBS3aHHBIX C 3aJladyaMU, IOCTaBJICHHBIMU
nepea CUCTEMOM.

Ha pucyHke 5 mpencraBiieHbl pe3yJbTaThl IIPOMEKYTOYHOIO aHAIM3a BBICTpENa Ha
TPEHUPOBOYHOM YPOBHE, BBIIIOJIHEHHOTO NI0JIb30BaTeneM Ha quctanuuu 500 MeTpoB 10 1eny,
IIPY YCTAHOBJICHHBIX 3HAYEHUSAX MaXOBHKAa BEPTHKAJIbHBIX IOMPABOK — «5», MaXOBUKA I'OpH-
30HTaJIbHBIX NTONPABOK — «O».

64



ISSN 2410-3225 E:xexkBapTajIbHbIii peleH3upyeMblii, pepepupyeMblii Hay4Hblii :kypHaa «BectHuk AI'Y». Boin. 2 (301) 2022

MNepemelleHue

do / nameHeHune
nepemeLleHue Lo LI NPOROMANTE

[pocmoTp
TeopeTUYECKon
WHOpMaLuK

Mony4yexune MonyyeHwe

Beog nonpaBok
3afaHuA pesynsTata

TIPOAOITHMTEM, BBO[, NONpaBok MPOAOIKUTE— ;
do / nameHexwue do / BbiBOA
napameTpoB npuuena pe3ynbTatos
npuLenMBaHue ,———————————— >
PhLy MpULen1BaH1e 1 NPOACIANTE

BbicTpen
do / OTKpbITHE

\MHTepdpeiica npuuena )

3anyck
BUPTYANSHOMO
ypoBHA
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Fig. 4. Virtual level state diagram
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Puc. 5. IlpomexyTO4HBIN aHaNNU3 pe3ysbTaTa BEICTPENa HA TPEHUPOBOYHOM YpPOBHE

Fig. 5. Intermediate analysis of the shot result at the training level
3akiiroueHune

[IpennoxxeHHOE B CTaThe MaTEMaTHYECKOE OMHCAHHME pacdyeTa TPACKTOPUHU CHapsa

(1)—(3), xoTopoe OpUEHTUPOBAHO JJIsl UCIOIb30BaHHsI HA BUPTYaJIbHOM YPOBHE IPOrpaMM-
HO-WH(OPMAMOHHON CHUCTEMBI O0y4YeHHsI paboTe C ONTUYECKUMH MpPHIIETaAMH, TaKxkKe d(]-
(EeKTUBHO M JUIs peaju3aliy MPOoLecCOB aHAIN3a U BbIJa4l PEKOMEHJAINI o0yyatomemycs
Ha OCHOBE OLIEHKM HCIIOJIb30BAHHBIX UM MapaMeTpoB mnpuuenuBanus. [lopuuonnas nogava
yueOHOW MH(OpManMK, HaJU4YUe BO3MOXHOCTH HACTPONKM MHIUBUAYAIbHBIX HapaMeTpoB
BUPTYaJIbHOTO YPOBHS, JeTallbHAs peau3aliysl mpolecca NpUIeTUBaHu U pacdeTa Oayin-
CTHKHU CIIOCOOCTBYIOT CHHKEHMIO TPYJOEMKOCTH Ipoliecca 00yueHus: paboTe ¢ ONTHYECKH-
MU IpULETAMHU.
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