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Modern robotics is transitioning to virtual environments like Unreal Engine
5 to reduce costs and enhance testing safety for autonomous systems. This study
examines the integration of UES with ROS and technologies like Lumen and
Nanite to create high-fidelity simulations for robot training. The use of
Procedural Content Generation and domain randomization helps bridge the
"reality gap" by providing diverse and realistic synthetic datasets. Ultimately,
combining UES5’s visual realism with physics engines like MuJoCo offers a
powerful framework for advancing navigation and SLAM algorithms.

CydacHa poOOTOTEXHIKA aKTUBHO MEPEXOAUTH B TPAAMIINHUX (DI3UUHUX
BUINPOOYBaHb /10 BUKOPUCTAHHA BIPTyaJIbHUX MOJITOHIB. Takuil miaxia NoscHIO-
€THCSI BUCOKOIO BApTICTIO OOJaAHAHHS, CKJIAIHICTIO OpraHi3allii eKCIepUMEHTIB
1 HEOE3IMEeKOI0 TECTYBaHHS aBTOHOMHHUX CHCTEM Y pealbHOMY cepenoBuilli. Bu-
KOpUCTaHHS (OTOpPEATICTUYHUX ITpOBUX pyIiiiB, 30kpema Unreal Engine 5, y
noenHanHi 3 Robot Operating System (ROS) Ta MeTogamu mITY4HOTO 1HTEIEKTY
dbopmye ehekTUBHE cepeOBHIIIE /Il PO3POOKH, TECTYBAaHHS Ta HAaBYaHHS POOO-
TU30BaHUX CHUCTEM.

MopnentoBaHHsl Il aBTOHOMHHUX pPOOOTIB Y (PI3UYHOMY CEpEeNOBUII Mae
HU3KY OOMEXEHb: BUCOKY BapTICTh 3aC00IB Ta amapaTypu, CKJIaJHICTh IOBTO-
peHHs excrniepuMeHTiB. CUMYJISLINHI cepeoBUIla JO3BOJSIOTH 3HAYHO PO3IIHU-
PUTH MOXJIMBOCTI TECTYBaHHS, CTBOPIOIOYHM Pi3HI CUTYyalli, BKJIFOUAOUH PiJKic-
Hi a00 HeOe3MmeuHi YMOBH.

BipryanbHi cepenoBuiia 3a0e3ne4ylOTh MOXJIMBICTh HaBYaHHS MoJeel
MITYYHOTO IHTENEKTY SK Ha BENMHMKIA KIIBKOCTI JaHMUX TakK 1 HA Malii, 10 Ja€e
MO>KJIMBICTh MOJCJIIOBAHHS NpPHU Takux ymoBax. [IpoTe oCHOBHOIO MpOOIIEMOIO
3QJIMIIIAETHCS TaK 3BaHMM reality gap — BIIMIHHICTh MiX 1/1€aJli30BaHOI0 CUMY-
JSILIEI0 Ta peaJbHUM CBITOM, sIKa MOXKE 3HIKYBAaTH €(PEKTHUBHICTh MOJIENIEH T
qac nepeHeceHHs Ha (i3UYH1 CHCTEMH.

AHaT3youn pi3Hi mIaTGopMu sl MOACIIOBaHHS B 1[I poOOTI MU 3yTH-
Huuck Ha Unreal Engine 5.

KirouoBumu Texnonorisimu pymrisi € Lumen ta Nanite. Lumen 3a0e3neuye
TUHAMIYHE TII00abHE OCBITJICHHS Ta KOPEKTHY B3a€EMOJIIIO CBITJIA 3 00’ €KTaMu
B peXUMI peanbHOTO Yacy. lle mo3Bossie MoaemoBaTy pi3Hi YMOBH OCBITJICHHS,
110 BaXJIUBO JJIsl TECTYBAHHS aITOPUTMIB KOMIT IOTEPHOTO 30Dy .

Nanite peanizye cucTeMy BipTyasli30BaHOT MIKpOIOJITOHAIBHOI T€OMETPIi,
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sKa JJa€ 3MOT'Y BUKOPUCTOBYBATH CKJafgH1 3D-Mozeni 0e3 BTpaTH MPOyKTUBHO-
CT1. 3aBIIKH IIbOMY MOXXHA CTBOPIOBATH BHCOKOJETATI30BaH1 cepeoBuIIa, Ha-
NPUKIIAJ CKiIaau abo MpUpoaHi JaHAImadTH, K1 HEOOXiaH1 JJIsI HAaBYaHHSI CHC-
TeM TMepIeHITi.

JInst TecTyBaHHS HaBIralliiHUX aJTOPUTMIB BaXKJIMBO CTBOPIOBATH peaic-
tuyHi cepenosuiia. Unreal Engine Hamae Habip iHCTpyMeHTIB it (OpMYBaHHS
penbedy, Takux gk Sculpt, Smooth Ta Flatten, siki 103BOJIAIOTH MOJIENIOBATH Pi-
3H1 TUIIHA ITOBEPXOHb.

PeanictuunicTh cepenoBuiia 3a0e3neuyeTbesi OaraTolmapoBUMHU MaTepia-
Jamu, Jie TeKCTYpHU IPYHTY, TpaBu a00 KaMEHIO 3MIIITYIOThCS 3aJI€KHO B1J] BHCO-
TH Ta KyTa moBepxHi. /{1 MojentoBaHHs OCBITIEHHS 3acTocoBytoThcsi HDRI-
KapTH, 110 MICTATH 1HQOPMALIIO PO OCBITIEHHA 3 yCiX HAIpPSIMKIB 1 JO3BOJS-
I0Th CTBOPIOBATH MPUPOJIHI BIAOIUCKH Ta TIHI.

JI71s1 CTBOpEHHS BEJIMKUX CBITIB BUKOPUCTOBYEThCS TexHouoris Procedural
Content Generation (PCG). Bona 103BoJ1si€e aBTOMaTUYHO PO3MILTYBATH 00’ €KTU
B CEpEeJOBHII BIAMOBIAHO A0 3adaHuxX mnpaswi. Hampuxnaa, cucrema PCG
Biome Core Moxke reHepyBaTv MpUpOIH1 010MH, 1€ POCIMHHICTb 1 KAMIHHS PO3-
TaIlIOBYIOTHCS BIAMIOBIHO /10 YMOB penbedy.

[IponienypHa renepairisi 3a6e3reyuye: aBTOMAaTUYHE CTBOPEHHS BEIHKUX CE-
PEIOBHII, BUCOKY BaplaTUBHICTH CIIEH; ONTHUMAaJbHE BUKOPHUCTAHHS PECypcCiB
CUCTEMH.

Opnum 13 cydacHux pimens iHTerpanii Unreal Engine 3 ROS2 e mnarin
rclUE. Bin peanizye kiientceky 010miotreky ROS 6esnocepennso B Unreal
Engine, mo 3abe3nedye npsMuil 0OMIH JaHUMHU MK CUMYJISIIEIO Ta MpOrpam-
HUM CTEKOM poOoTa.

VY rakiit apxitektypi: By3mu ROS peami3yroThCs sIK KOMIIOHEHTH aKTOPIB;
CEHCOpHI JaH1 3 cuMyJIsIii mepemaarothes 10 ROS; komanau kepyBanss Bijg ROS
3aCTOCOBYIOTBHCSA J10 BIPTyaabHOI MOJIEN1 poOoTa.

Cumynsiis MOKe TeHepyBaTH JaHl 3 PI3HHX CEHCOpPIB, 30KpeMa Kamep,
LiDAR rta rmubunnux cencopis. Lle 103Bossie TecTyBaTH aIropuTMH MEPIEHIIii
Ta HaBiraiii 63 BUKOPUCTAHHS PEAIbHOTO O0JIaTHAHHS.

TouHicTh (I3UMYHOTO MOJIETIOBAHHS € KPUTUYHO BaXKJIMBOIO JJI1 poOOTOTE-
xHiuHMX cucteM. Unreal Engine BukopuctoBye ¢izuunuii pymriii Chaos, sikuii
n00pe MAXOAUTH JUIS 1HTEPAKTUBHHUX CHUMYJIAIIHN, ajie HEe 3aBXIU 3a0e3rnedye
HEOOX1HY TOYHICTb JIJIsI CKJIaJHOI TUHAMIKH POOOTIB.

Jlnsi miABMINEHHS TOYHOCTI YacTO 3acTOCOBYeThCcs moenHanHs Unreal
Engine 3 ¢izuunum pymiem MuJoCo, sxuii criemiaaizyeTbCsi Ha MOJICIIOBaHHI
0araToJTaHKOBUX MEXaHIYHUX CUCTeM. Takuil MiAXiJl TO3BOJISE MOETHATH peali-
ctuuny Bizyanmizanito Unreal Engine 13 BUCOKOTOUHMMH (H13MUHUMHU OOUYHUCIICH-
HSIMH.

OnHi€0 3 KIIOUYOBUX MEpeBar CUMYJISLIT € MOXKIUBICTh CTBOPEHHS BEJIH-
KNX HAaOOPIB CUHTETHUYHUX JIAHUX JIJI HABYAHHS aJTOPUTMIB IMITYYHOTO 1HTEJIE-
kTy. Unreal Engine Moxe aBTOMaTU4HO T€HEPYBATHU:
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- RGB-300paxxenHs,

- KapTH IJIUOUHU,

- CeMaHTHYHI MAacKH,

- xmapu Touok LiDAR.

CucreMu aBTOMAaTHYHOTO 300pYy JAaHUX MTO3BOJISIIOTH CTBOPIOBATH BEIWKI
JaTaceTu 3 1/1eabHOI0 PO3MITKOIO, 1110 3HAYHO NMPHUCKOPIOE HaBYAHHSA MOAeei
KOMIT FOTEPHOTO 30Dy .

KpiM Toro, cumyssiiisi € epeKTUBHUM IHCTPYMEHTOM JJIsl TECTYBaHHS aj-
roputMmiB SLAM (omgHOouacHOi jiokami3zailii Ta kaprorpadysanus). HasBHICT
TOYHMX JIAHUX TPO TMOJOKEHHS poOOTa JI03BOJIIE 00’ €KTUBHO OIIHIOBATH TOY-
HICTb aJTOPUTMIB.

['010BHOIO TIPOOIEMOI0 BUKOPUCTAHHS CUMYJIAIIN € TIepeHECEHHS Pe3yIib-
TaTIB y peajbHUil CBIT. BUALIAIOTH 1B OCHOBHUX THUIIH PO3PUBY MIK CUMYJISILII-
€10 Ta PEAJIbHICTIO:

- Appearance Gap — BIIMIHHOCTI y Bi3yaJIbHUX XapaKTepUCTUKAX;

- Dynamics Gap — BIIMIHHOCTI y (P13UYHUX BIACTUBOCTSX CUCTEMHU.

OnHuM 13 HaWOUIBII €(PEeKTUBHUX METOJIB IMOJOJaHHS IILOTO PO3PHUBY €
domain randomization. Ili1 yac HaBYaHHS MapaMeTpu CEPEAOBHILA BUIAAKOBO
3MIHIOIOTBCS: OCBITJICHHS, TEKCTYPH, BJIACTMBOCTI Kamep, Maca 00’€KTiB abo
koedimienTn tepti. Lle 3mymye HelpoHHI Mepeki HaBYATHCS Ha 1HBApiaHTHUX
03HaKax 00’ €KTiB, 1110 MiABUILYE iIXHIO CTIMKICTh JIO 3MiH YMOB.

Buxopucranns Unreal Engine 5 y npu mojentoBanHs poOOTiB BIAKPUBAE
HOB1 MOXJIMBOCTI JUIsl PO3POOKM aBTOHOMHHX CHUCTEM, TOOTO 3 KOXKHUM JTHEM
ctae Outbin akTyasibHUM. [loegHaHHs hoTOpeaniCTUUHOI Bi3yanizarllii, (pi3u4Ho-
ro MOJENoBaHHA Ta 1HTerpaiii 3 ROS no3Bossie cTBOprOBaTH BUCOKOTOYHI CH-
MYJIAIIAHI cepeqoBUIa I HaBYaHHS Ta TeCTyBaHHS poOotiB. [IpomemypHa
TeHepaIris cepeoBHIN 3a0e3nedye MacmTabOBaHICTh 1 PI3HOMAHITHICTh TECTO-
BUX cueHapiiB. [arerpamnis 3 ROS no3Bosnsie TecTyBaTH MOBHUN IUKI POOOTH
ABTOHOMHUX CHCTEM.
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