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Annotatsioon

Kaesol ev bakal aulneasa enudeli® loormiecj@ sele realiseerinme

Blenderisja Unreal Enginet prillide Oculus Rifti abi] mis kuvadvirtuaalreaalsus Mudel

onl oodud vakohtaésaenamael t Tlionn 8de rk@pgnely 2J24$8 ahl al
mitmest majast viiei | a ¢ h dsketesgppdneetmajagst teedst | astemdtnguv?al |
erinevdest t 2 @walgustuspostibst | i ikidésu Bussfpeatsest, piirdeaedadegha
muudesterinevdestv 2 | testabjektidest

Kol mem»»t meli se modell eeonimmde & e e@mriotgud minb s k B
loetletud reaalsed objektid. Puygdmuiu on allalaaditudinternetis, a g a ol slemasa d
stardikomplektis Unreal Engine 4, dai arerdati ja toetat Epic Games abil. Unreal

Engine 4abil imporditi modelleeritud objektid ja paigutati kaardil vastavalt nende reaalsele

asukohale. Samuti seadistati materjaliddgustuse ja maastiku parameetrid.

Tekstuurid loodi rastergraafika redaktoris GNU Image Manipulation Program »2i
GIMP 2. Tekstuuricbntehtud objektide erinevate katete piltidest.

Projeki realiseerimineon ¢ sna ¢hed ek a sne entexalt dtirjutatud Kante
di p !l i@ mimisugusedkirjeldavad erinevaid projekti osasid.K2 e s adli epM omi t © ©
koosnebm2 ngumoot or i st Unr eal Engine 4, mudel it

juhtmete lisamisest, mudelite materjalide seadistamisest, valgugtuseststilest

L»put©°©® on kirjutatud 2@nlee k7 lep degt2 joknist.g, si s al



Abstract

The purpose of this bachelor work was to create a small part of the city using Blender and
Unreal Engine 4 with a help of VirtualeRity headset Oculus RifiTo be more specific,

there was created a model of a small part of Lasnamae district, located near the Tondiraba
Ice Hall which includes ice hall itself, some houses: 5 and 9 stories high apartment blocks,
roads, playground, variousad lights, traffic signs, bus stops, fences, barriers and other

small objects.

All the objects listed above were modeled using 3d modeling software called Blender.
There were free trees and grass models used for the pnpeblushes were taken frohet
originally presented Starter Content of the Unreal Engine 4, developed and supported by
Epic Games. All the modeled objects were imported to the Unreal Engine 4 and placed
across the map according to their real location. Also, the parameters of malighding

and landscape has been configured.

Textures were created in the raster graphics editor GNU Image Manipulator Program 2 or

simply GIMP 2. Textures were made using photos of various objects surfaces.

The project is too complex to be done alose,there were two bachelor works made,
describing various parts of the projethis part of thesis is about the Unreal Engine 4
game engine, specifically about models importing, adding foliage, cables, collision, about
model 6s mat er i dstapeconfigurmmght i ng and | an

The thesis is in Russian and conteé#@gpages of text7 chapters42figures.
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