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Beryn

VR 3acTOCyHKM € KOPUCHUMH JJis MPEACTaBICHHS MPOEKTY y OyIb-sKiid
rajgysi, BOHU JONIOMaraioTh 3aHypUTUCS Ta 3A00yTH [OCBiA, M0 HE MOXKHA
OTpUMATH 1HIIMMH 3aco0aMu. Sl HaBeqy MPUKIAAN BHUKOpUCTaHHS VR y aeskux
chepax. BipTyanbHa peasbHICTh Ma€ BEIUYE3HUN TMOTEHIIAl Ta KOPUCHICTh Y
chepi HaBuanHsi. Hanpukian, xomu HEOOXiHO HATPEHYBaTH IEpPCOHAN
MOCTTiZIOBHOMY BUKOHAHHIO OTIepalliii, ajpke OTPUMATH I1i HABUYKH, TPAIIOI0YA 3
peanbHUM OOJaJHAHHAM, THKOJIM MPOCTO HEMAE MOXIJIMBOCTI, SIK OT MpU poOOTI 3
BHCOKOIO HAmpyToro ado 3 00JagHaHHsAM, 10 € B oOMexeHoMy nocTymi. B cdepi
MapKETUHTY PI3HOMAaHITHI OpEeHIu MOXYTh PO3IIMPUTH CBOE OXOIUICHHS Ta
MoMmyJISIpHICTh  cTBOprotoun meBHUM “VR  Experience”. B cdepi menunmnu
BIpTyaJlbHa peajbHICTh € HEe3aMiHHOW, 3aBIsku 3D Bizyamizaiii CTBOPIOIOTHCS
VHIKQJIbHI MpOOJEMHU CKIAAHUX ONEpaliil, fKI MOXXHa 3YCTPITH TUIbKH MNpHU
perenpHOMY IaHyBaHHI. HemonaBuo VR BigirpaB BaKiIHBY poJib Y PO3JIy4EHHI
3’€lHaHNX OJIM3HIOKIB y MACOHCBKIA JAuTsA4id JikapHi B MiHHeamnodicl,
BU3HAUYMBIIKM TOTEHILINHI YCKJIAJHEHHS, 3aBISKUA JETAIBbHIA MoOJenl Tl
onmu3HIokiB, cTBopeHit 3 Y3J[ ta MPT ckauiB [1]. IIpore HalmomyIspHIIION
cdeporo 3actocyBaHHs VR € po3BaxanbHa. BipTyanbHa peanbHICTh JOMOMAarae
KOPUCTYBady OTPUMATH JOCBIA 4epe3 HOoro BIAUYTTS: 3ip, CIyX, JOTHK Ta IHIII.
OTtpumaHi BpaX€HHS BiJ BiJICOIrop, BIPTYalbHUX TYpIB Ta €KCKypCii € Habarato

SACKpPABIIIMMHU Ta 3a11aM’ ITOBYIOThCS HaJIOBIIIE.

AKTyaJIbHICTBh J0CTiIKeHHsl. BpaxoByrouu, 0 BIpTyajibHA PEANbHICTD €
HOBOIO Ta IOCTIHHO PO3BUBAETHCS, 3 SABIAIOTHCS HOBI METOMU JIJISi CTBOPEHHS
3aCTOCYHKIB. BOHM BHPIIIYIOTH JA€sSKI MpPoOOJEeMU 1 HEMOJIKH, HAJalTh HOBI
MOJKJIMBOCTI Ta CIOCOOM BUKOPHUCTAHHS HOBUX TEXHOJOTIH, MPUCKOPIOIOTH
po3poOKky. CTBOPIOIOTBCS 3acOo0M IS MIATPUMKH MYJIbTUILIATHOPMEHHOCTI
JOJIaTKy, 3aJJIsi PO3UIMPEHHS KOJIa KOPUCTYBAdiB Ta 301IbIIEHHS JOCTYIHOCTI.

[IpucTpoi HOBOT0O MOKOJIIHHS MIATPUMYIOTh HOBI TEXHOJIOT],
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taki sk “Hand-tracking” gns Oculus Quest, 1mo HagaroTh OuIbIIe
MO>KJIMBOCTEN Ta MOKPAUIYIOTh CIPUUHATTA, 3py4YHICTb, SKICTh, TOIIO. CaMe ToMy
BUKOPHMCTaHHS HalCydacCHIIIMX METOAIB i po3poOku VR 3acTocyHKy € ayxke

BaXJIMBUM.
O0’exT nocigzKeHHs — mpouec nodynoBu VR 3aCTOCYHKY.

IIpeamer npociigzkeHHT — OCOOIMBOCTI MOOYJOBH, BUKOPUCTOBYIOUM

Cy4acHi1 METO/IH.

Meta — 1oCTiIUTH Ta PO3KPUTH CydacHI METOIU MOOY/I0OBU 3aCTOCYHKY ISt

VR, npoanaini3zyBatu iX KOPUCHICTb.
3aBaaHHA TOCTIIKEeHH :
1) JocnimkeHHs ICHYIOUHMX 3aC001B JjIsl TOOY/I0BU 3aCTOCYHKY.
2) JocnimkeHHss HOBUX TEXHOJOT1M Ta METO/IIB.
3) AHami3 KOpUCHOCTI HOBUX METO/IB.

4) Iloetanue ctBopeHHst VR nogatky.



Po3nain 1. IcHyroui MeToau Ta 3aco0u aiisi CTBOpeHHs VR 3acToCyHKY.

1.1 Pymii ta pi3HUIS MK HUMU.

[Tepm 3a Bce, 106 cTBOpUTH VR 3aCTOCYHOK, HEOOX1THO BUBHAUUTUCS SIKUN
IrpoBU pyIIIA BUKOPUCTOBYBaTH. Ha chOroaHi HalmomyisipHIIIMUMH ITPOBUMU
PYLIISIMU, 10 BUKOPHUCTOBYIOThCS sl po3poOku VR e Unity, Unreal Engine,

Crytek. Posrisinemo sika Mi>k HUMU P13HHUIIS.

Unity — mMae HaliOUIbILy ayJIuTOpIIO, YEPE3 L€ B IHTEPHETI € ayxe OaraTto
iH(pOpMaIlii Ta TOTOBUX PIIIEHB I POo3po0KH B mboMy pyiii. Po3pobka mis VR
HE € BUHSTKOM. 3’SBJISIETHCSL BCe OUIbIIE 1 OlIbIIE PO3POOHUKIB, IO CTBOPIOIOTH
CBOi T'OTOBI1 PIIIEHHS MJi IMIBUAKOI IMIUIEMEHTalli He0oOXiTHOro (yHKIIOHAITY.
Benmnuesnum nonutom kopuctyerbess VRTK. Born HagaroTh MOXKIUBICTh J0JaTH
HaliHeoOX1aHImuK (yHkiioHan st VR Bcboro 3a jekinbka XBWIMH. B 1iboMy
IJIariHl peaji3oBaHi Maibke BCl ICHYIOYl CHOCOOM TEPeMilIeHHS Yy MPOCTopi,
B3a€MO/IIi 3 OTOYEHHSIM Ta HAWTOJIOBHIIIE — MOYJIMBICTh BUKOPHUCTOBYBATH OJHH
MPOEKT JUIsi CTBOpPEeHHs Oinga Ha pizHl VR gesaiicu, 06e3 HEOOXITHOCTI
3aBaHTa)XyBaTH 1HII MariHu. e my»e BaxxnuBo, ajpke I KOKHOTO 3 JICBaiCiB
BUPOOHMKHU CTBOPIOIOTH CBOI MpOrpamHi 3a0e3reyueHHs A1 pO3poOKHU, came yepe3
1€ 3’ SBJISAI0THCS KOH(MIIKTH B 100yA0B1 MysbTUILIAT(GopMeHHOro noaatky. VRTK
Bupilrye 1o mnpobnemy. I[lnarin € Oe3komToBHUM, sk 1 cama Unity are,
BUKOPUCTOBYIOYHM OE3KOIITOBHY BEpCi0, HA TMOYATKOBOMY CKpaHi 3aBXIu Oyie
Unity norotumn. Came dYepe3 MOCTYMHICTh IIbOTO ITPOBOTO PYIIisl Ta BEIUKOI

KUIBKOCTI TIJIariHiB, MOPIT BXopKeHHs uis Unity € HaltMeHIIINM.

Unreal — Takox O€3KOIITOBHMI IrpOBHIl pPyIIiil 3 BUHATKOBOIO Ipadikolo.
Sx 1 B Unity icCHYIOTh TOTOBI IUIariHM, ajne ix HabaraTo MeHIle cCTOCOBHO VR B
nopiBHsHHI 3 Unity, ToMy B OUIBIIOCTI BHMAJKIB JOBOJUTHCS pPeasli30BYBATH
¢dbyukiionan camoctiitHo. Yacrime 3a Bce Unreal BUKOPUCTOBYIOTh JIJis CTBOPEHHS

MPOCKTY ISl AeCKTOMHMX VR 1momomiB, TOOTO isi THIX, MO i €THYIOTHCS /10



KOMIT'FOTepa Ta BHUKOPUCTOBYIOTH HOTO TOTY)XHICTh, a HE s aBTOHOMHHX
JI€BAlCIB, 110 HE NOTPEOYIOTh 3’€JHAHHSA 3 KOMII IOTEPOM, aJKE MAalOTh BJIACHY
omeparliiHny cucremy Ta HeoOximHe oOmaaHaHHsA, ToMy 1o Unreal moTpedye
MOTY>KHE 00JlafHaHHs Il oTpuManHs rapHoi rpagiku. B Unreal VR TexHonoris
TaKOXX MOXE BUKOPUCTOBYBATHUCS JUJISi PO3TAIIyBaHHS OKPEMHUX OO’€KTIB B CIICHI,

10 € KOpUCHUM 3aCTOCYHKOM JIJIA HGBGH-ﬂHBaﬁHepiB.

CryEngine — sk 1 momnepeasi pyuuii € 6e3KkoTOBHUM. Mae BUCOKUH MOpIr
BXOJI?)KEHHS HOBHX PO3POOHUKIB Ta Habarato cialduly miATPUMKY CIIUIBHOTH. Tomy
po3pobka mis VR Habararto ckiagHima Ta 3aiiMae OlIbIe yacy sl JTOCATHEHHS
TOTO X PE3yJIbTATy, 10 MOKHA OTPUMATH MPU BUKOPUCTAaHHI KOHKYpeHTiB — Unity
ta Unreal. Ane B mopiBasiHHI 3 Unity, BukopuctoBytoun CryEngine, € MOXIHBICTh
JOCSITTA OUTBIIMX Ta KpalluxX pe3yJbTaTiB, a/pKeé Ha MOI JyMKY, BIH €

MOTYKHIIIUM.

Omxe, Hapasi Unity € Habarato 3py4yHilllUM Ta JETIIUM JUIsl BUKOPUCTaHHS
npu ctBopeHi VR nomarky. [Insi HbOro cTBOpeHO Oubllieé TOTOBUX pIllIEHb Ta
KOPUCHUX IUIariHiB. Ajie Horo KOHKYPEHTH MaroTh CBOi NepeBard Ta MOCTIHHUHN
PO3BUTOK B HampsAMKY VR, Toxx HE0OXiTHO MepeBipsATH Ta MiAOWpaTH HAWMKpAIIHA

BapiaHT JJIs IOCTABJICHOT 3a1a4i.
1.2. TIpomoHoBaHe mporpamMHe 3a0e3NeUeHHS

st xoxkHoro 3 VR pgeBaiiciB ichnye neBHe SDK(software development kit).
Ile € HeoOxigHOIO ©0a30r0 Mg CcTBOpeHHs VR JojnaTky, amke HaTaeThes
MOXXJIUBICTH crinkyBatucs 3 APl meBHOro neBaiicy Ta mepemaBaTH JOJATKY
BXKJIMBI JIaHi, B35TI 3 HOTO AAT4YMKIB. AJie HEOOX1THO PO3YMITH, IO JJI KOKHOTO
SDK MOXJIMBUM € TUIBKM CTBOPEHHS JOJATKy JUIsi KOHKPETHHX IPUCTPOIB.
Hamnpuxknan, nmpu BukopuctanHi Oculus SDK M0OXIMBO CTBOPUTH TIJIBKH JTOAATOK
it Oculus Go, Gear VR, Oculus Rift, Oculus Rift S Ta Oculus Quest.

PosristHemMo 0coOIMBOCTI TTPH BUKOPUCTAHHI ACSIKUX 3 HUX.
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Oculus SDK — HacnpaBzi Mae fekiibka pi3Hux BapianTiB Juist Unity, Unreal,

Native Windows, Native Mobile Ta nepeuenb KOpUCHHX 1HCTPYMEHTIB:
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Oculus ADB Drivers — a1 BCTAaHOBJICHHSI 3’ €HaHHS 3 TPHUCTPOEM,

10 BUKOPUCTOBYE onepaniiiny cucremy Android;

e (Cubemap Viewer — mig mneperiasgy KyOIYHHX TEKCTyp, IO
BUKOPHUCTOBYIOTHCA sIK 360° 300paskeHHs JUIsl IEPeTsiy Ha CTOPIHII
noaatky micius nyosikaiii B Oculus Store;

¢ Oculus Mixed Reality Capture Tools, mo m03BoJiI€ TTEPEHOCHUTH
Baiie 300paXeHHsI y BIpTyaJIbHHM CBIT 3a JIONMOMOTOI0 BeO-Kamepw,
3€JICHOTO €KpaHy Ta MporpamMHOro 3a0e3rmeueHHs sl TPaHC IS,

* OVR Metrics Tool — a1 oTpuMaHHs TaKuX MMOKA3HUKIB, K 4acTOTa

KaJpiB, TEIUIO, HABAaHTAXCHHS Ha ICHTPAJLHUN TpoIEecop Ta

rpadiuauii mporecop.

Takox TpomoHYeThCcs  (YHKIIIOHAT JJIs  BIAJAJICHOTO  YIPaBIIHHS
MPUCTPOEM, IO € JYyKE KOPUCHUM TIPH Po3poOIli HA aBTOHOMHI mpucTpoi. [1[o0
novatu BukopuctoByBatd Oculus SDK B Unity, He0OXiTHO MPOCTO 3aBaHTAKUTHU
BINOBIAHY Bepcito miariny Oculus Integration 3 odiuiiinoro caitity Oculus Ta
IMIIOpTYBaT ii B MPOEKT. B mbhOoMy TUIariHi HAAArOTHCS TOTOBI CIICHU IS
nemMoHcTpauii neBHoro Qyskuionany. Ha Bigminy Bin Unity, B Unreal Bepcii

oiunbie 3a 4.10, miarpumka Oculus SDK Bixke 3ammTa ayig VR npoekTis.

SteamVR SDK — Hajae MOXXITUBICTh CTBOPEHHS 3aCTOCYHKY ISl IPUCTPOIB,
0 TPAIOI0Th BUKOPUCTOBYIOUM Mporpamue 3adesmeuenHs SteamVR : Oculus
Rift, Valve Index, HTC Vive ta Lenovo Mixed Reality. B nonatok n0 crBopeHux
3ac001B JJ11 NEPEMIIIEHHS Ta B3aEMO/II 3 OTOYEHHSIM ISl BIPTYJIBHOI PEAIbHOCTI,
cydyacHuit miarin SteamVR s Unity ta Unreal mae roroBumu 31 mMoneni pyk,
00po0JII0€ BBEACHHS 3 KOHTPOJIEPIB, 3MIHIOE Ta aHIMY€ CTBOpEHY pyKy. st 11boro
BUKOPHCTOBYEThCS 1HBEPCHA KIHEMAaTHKa J0 KOKHOTO TaibIls 31 MOJET PYyKH,

BIJIMOB1THO IO BAaIlIOTO 1HIYTY.

PSVR dev kit — 1106 orpumaTu A0CTyN y BAKOPUCTAHHI I[OTO MPOrPAMHOIO

3a0e3Me4eHHs, HEOOX1/IHO CTaTH 3apEECTPOBAHUM PO3POOHUKOM.
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Ane ICHYIOTh CTBOpPEHI MpOrpaMHI 3a0e3MeyeHHs, MO0 KOHTPOIIOITh
B3a€MOJIII0 3 KO)KkHUM SDK Ta 103BOJISIOTH CTBOPIOBATH MYJIbTHILIAT(OPMEHHUI
nonatok.  HaiGinemoro — momyJssipHICTIO  kopuctyroThes  OpenVR, 1o
BukopucroByetrbcsi B Unreal Engine 1 Unity, Ta VRTK, crBopenuil Tinbku ams

Bukopucrtanus B Unity.

OpenVR — nporpamawuii intepdeiic (API), mo mo3Boise B3aemMomisTH 3
JUCIUIESIMU BIPTYaJIbHOI peanbHOCTI, HE MokIagaouuch Ha SDK KOHKpeTHOro
nocradajgbHuKa. J[0 HbOro cTabUIBHO OAA€THCS MIATPUMKA HOBHUX NPHUCTPOIB Ta
TexHoJorih. Pymiii MoxyTe BukopuctoByBatd OpenVR mng  oTrpumaHHA
MOJIOKEHHSI Ta opieHTaulli OyAb-skux TrapHiTyp VR Ta 3actocoByBatu iX [0
ocHoBHOI kamepu. [Totim Unity Hagcumae 300paxenns kamepu Ha OpenVR. Bin
BUKOHY€E JIesIKI omepariii Haj 300pa)keHHsSM, a IMOTIM BiJoOpa)kae HOro Ha
peanbHOMY €KpaHi rapHiTypu. lle n03Bojsie pymrisiM mOpaifoBaTH 3 OUIBIIICTIO

rapHityp VR 3 kopoOku, 6€3 He0OX1JHOCTI BCTAHOBJICHHS CTOPOHHIX 010J110TEK.

VRTK — e 6e3komroBHuit 1wiarin juisi Unity, SIKHMl TpONOHY€E KOJEKIIIIO
pileHs A po3poOKU BIpTyaldbHOI peajabHOCTI, HacaMmIepe ] CIpsIMOBaHUM Ha Te,
mo0 po3poOHHMKaM OyJI0 TMPOCTINIE Ta UIBUIIIE CTBOPIOBATH 3aCTOCYHOK Ta
nonaBatu 0azoBuit GpynkiioHan. Ak i OpenVR, npaitoe BUKOPUCTOBYIOUHN 1ICHYIOU1
SDK pi3Hux nocradansHukiB. [Ipote VRTK npononye pimenHs 10 npooiem, o
yacTo BUHUKaIM mpu modyaosi VR 3acrocynky. IlpucyTHi pi3Hi MeTOomu Asis
NEPEMIIICHHS] y TPOCTOpPl Taki SIK TEJENopT, MEePEeMIlIEHHS KOHTpoiepoM ado
MepeTackyBaHHS OTOYEHHS BIJHOCHO ce0e, B3aeMOJli 3 OTOYEHHSM Ta BCE
HeoOxigHe s cumyisiiii VR nHampsmy 3 Unity, 6e3 HEoOXiAHOCTI CTBOPEHHS

301pKu Ha MIPUCTPiH, To1Io [3].
1.3. Mixed Reality.

MR (Mixed Reality - 3mimana peanbHICTb) 00’€HY€ pealbHHI CBIT Ta
udpoBl eIeMEeHTH. Y 3MilllaHii PEealIbHOCTI BU B3aeMoOJieTe 3 (I3MUYHUM Ta

BIPTyaJIbHUMHM  TIpEAMETaMH, OToueHHAMH. MR  BHKOpHCTOBY€E TEXHOJIOTIT



12

KOMIT FOTEpHOT'O 30py Ta CKaHyBaHHs, CTBOPIOE “‘point cloud” Mozens oToueHHs Ta
00poOnse 1i. [y BUKOPUCTaHHS 3MILIAHOI PEANbHOCTI IPUCTPIA 00OB’I3KOBO Mae
KaMepH Ha 30BHIIIHIN CTOPOHI, HANpUKIaa, y HOBUX npuctpoiB Big Oculus, Rift S
ta Quest. B crapux BepciiX BHUKOPHUCTOBYBAJIMCS CIELIaJbHI JaTYUKH, IO
BipcTexxyroTh Tpynu IK-cBiTmomioniB. Came 3aBOsikuM KaMmepaMm Ta JaTdhKaM
MOXIUBO pyxatucsi y 6 DoF. AnbrepHatuBoro € 3 DoF, 1o BBakaerbcs
3actapiiuM. DoF (degrees of freedom — cTyminb cBOOOIM) — TEpMIH IS PyXy
HAaBKOJIO OCi a00 B3J0BXK OCI. Y peabHOMY CBIiTI BCl 00’ €KTH pyXaloThCs came y 6
pizHux HampsMmkiB, T00To 6 DoF. CtocoBHo VR, DoF BukopucroByeThcs ams
OMKHCY OCEW, BIJIHOCHO SKUX BIACTEKYETbCA NEpeMillleHHs. BiacTe:xeHHs
MOXOJUTh BiJl MOXKJIMBOCTI KOHTPOJIOBaTH 3MiHY KyTa a0o BIJICTaHI Ha OCSX 3a
JorioMororo anapatHux 3aco0iB. 3 DoF o3Hauae BifCTEXKEHHS TIIBKH Opi€HTAIll].
Ile o3Hauae, 110 BIICTIAKOBYIOTHCA 3 OC1, HABKOJIO SIKUX 00’ €KT MOXke oOepTaTHcCs.
BukopucToBy€eThCSl Yy cTapux aBTOHOMHUX TapHiTypax, sik Oculus Go, Gear VR,
Pico Goblin 1 Ta moBuit Goblin 2. Ili mpucTpoi 3maTHI BiACIIIKOBYBAaTH 3MiHU
KyTiB TIpu oOepTaHHi, aje He 3JaTHI BIJICTIAKOBYBAaTH MEPEMIIIEHHS Y MPOCTOPI.
[HKOMM 1LOTO JOCTaTHBO, amke Oarato VR momaTkiB Ha MOOUIBHI MPUCTPOT
nepeadavyaroTh CHUJIIHHS Ha MICII Ta OTPUMAaHHS JOCBIY, MOJIOHOTO N0 131 Ha
ripkax. 6 DoF mo3Bojsie BiJICHIIKOBYBaTH SIK 1 OpIEHTAIlI0 TApHITYPU Tak 1 ii
nonokeHHs. IlepemilieHHs BIACHIAKOBYeThCa y Bcl 3 oci. [apHiTypu, 110
BUKOPUCTOBYIOTh 6 DoF 103BOJISAIOTH KOpHCTYBaueBi MepecyBaTUCA, XOJUTHU

HABKOJIO 00’ €KTIB, pO3MJISAAATH iX i pI3HUMH KyTaMH.
1.4. Hogi Texnosorii B MR

3aBasku 3MmimaHid peanbHOCTI, ¥ VR 3’gBuimcs Taki TEXHOJOTIi, SK
npocynyTta Guardian cucrema uisi BiOOpa)KEHHS BHU3HAUCHUX PEATBHUX MEXK
irpoBoi 30HU. Koim kopucTyBau HaOMMKAETHCS O Kpar MEXi, HamiBIpo3opa
CITKa BIJIOOpaXKA€ThCS y JOJIATKY, a SIKIIO KOPUCTYyBau BUIiie 32 MEXI I[I€i CITKH,
TO KaMmMepu, WI0 3HAXOIATHCA Ha 30BHINIHIN CTOPOHI TapHITypH, MOYHYTH

nepenaBaTi 300pakKeHHs 3 peaybHOro CBITY. IrpoBI MeX1 CTBOPIOIOTHCS SIK point-
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cloud nmanHi, Ta, 3aBISKM LIbOMY, MOXJIMBUM € PO3MI3HABAHHS CTapUX ITPOBUX
MeX, 1100 KOPUCTYyBadeBl HE JOBOJIWIOCS MPU KOKHOMY 3aIyCKy CTaBUTH HOBHIA

Guardian.

Takoxk, HEIoJaBHO CTaJ0 MOXJIMBO BHKOpucTtoByBath Hand-tracking y
BIpTyalIbHIM peanbHOCTI. Ll TexHomoris po30JIOKOBYe HOBI MEXaHIKM s
PO3POOHUKIB Ta TBOPINB y BIpTyalbHIN peaqbHOCTI. Aje Hapasi IO TEXHOJOTIIO
MOXJIMBO BUKOpPUCTOBYBaTH TUIbKU Ha Oculus Quest. BigcTexxeHHs pyk 103BOJIsIE
KOpUCTyBauaM OyTH OUIbII BUPA3HUMHU, OTPUMYBATH OUIbII MIMOOKUNA COLIaTbHUN
JIOCBIJ] Ta 3aHYPEHHS Yy BIPTYaJbHY peajbHICTh. TakoX, Il TEXHOJIOTIs 3MEHIIUTh
nopir BXOomkeHHs y VR s mrofeid, sSKkuM HEKOMGOpPTHO TpaIoBaTu 3
koHTpoJsepamu. llle kpare, Mo pyku 3aBXIu MpU Bac, HE MOTPIOHO MOCTIIHO
TPpUMaTH KOHTPOJIEPH, TEPEBIPSATH YU BOHU 3apSPKCHHI a0o0 3’€AHYyBaTH iX 3

rapHiTyporo[8].

Ta OCKIIBKM I TEXHOJIOTiS 3HAXOAUThCA y pO3poOIl, Hporpamu, IIo
BUKOPUCTOBYIOTh 110 (PYHKI[I}O, Hapas3l HE NPUUMAIOTHCA ISl HAJACHIAHHA Y
Oculus mapker. Hapaszi Hand-Tracking MoXJIMBO BHUKOPHUCTOBYBATH TIJIbKH Ha
Oculus Quest Ta Windows Mixed Reality rapuitypax HoloLens 1, 2. Hlono
po3pobku mis Windows Mixed Reality mnst Unity, icaye SDK, mo Ha3uBaeThcs
Mixed Reality ToolKit (MRTK). Bin 3a cBoim npusHaueHHsM cxoxuil Ha VRTK,
Ma€ peani3oBaHMMH (YHKILIOHAT Ta 1HTEpQEiHCH, M0 YacTO BUKOPUCTOBYETHCS
Uit BUKIUKY cucteMHux (yHkui. 3apngku MRTK moxnauBo crBoproBatu UWP
(Universal Windows Platform) npoekt Ta 3aBaHTa)xyBaTu [dOJAaTOK Ha cam

PUCTPIH.
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Poznin 2. [ToeranmHe cTBopeHHs MPOEKTy Ha pi3HI VR aesaiicu 3
MOSICHEHHSIM.

2.1. CrBopenns npoekty Ha Unity 3 Bukopuctanusim VRTK.

[Tepmr 3a Bce, HE0OX11HO cTBOpUTH MpoekT B Unity. [Ipu cTBOpeHHI HOBOTO
MPOEKTY € MOXJIMBICTh 00patu madnoH (Puc. 1), BiH 3MiHIOE HaJalITyBaHHS Ha

OCHOBI 3araJIbHUX HaWKpalux MpakTHK.

o
“

=}
=}

= o

Puc. 1

[[Tabm0HN MPUCKOPIOIOTH MPOLIEC MIATOTOBKH MPOEKTY Ta BUKOPUCTOBYIOThH
JesKl BaXJIMBI IUIAriHW, 1[0 HE BKIIOYEHI Y TOYAaTKOBUM TIPOCKT 3a

3aMOBUYYBaHHSM. [CHYIOTb Taki 11a0JI0HHU:

o 2D — HamamToBy€ MPOEKT M1l po3poOku 2D-nonatky, cTBOpIoe
KaMepy 3 opTorpadiuHOI0 MPOEKIN€l0, HAJAIITOBYE OCBITIEHHS Ta J0JA€

IUIarid 1ys poOOTH 3i cripaiTamu’.

' TIpocri 2D 06’ekTH, M0 MaroTh rpadiune 306paxkenns. Unity BUKOPHCTOBYE iX 3a 3aMOBYYBaHHSM, 3HAXOITIACH Y
2D pexumi.
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o 3D — mpoeKT 3a 3aMOBYYBAHHSIM, HE JIOJAIOThCS TUIAriHU Ta HE
3MIHIOIOTHCS HAJIAIITYBaHHSI.

o 3D With Extras — HamamTyBaHHA 3a 3aMOBYYBAHHSM,
BUKOPUCTOBYIOTECS ~ BOyZOBaHa (PYHKIis MOCT-OOPOOKM®, TakoX B
IIOYATKOBMH MPOEKT J0JaHO HAa0ip acceTiB’ 3 1eMOHCTPALiHIM KOHTEHTOM.

. High Definition Render Pipeline — HanamTyBaHHs mapameTpiB
MPOEKTY MJisi OTPUMaHHS MAaKCHMAaJbHOI SKOCTI 300paxkeHHs. Bxirouae
miarinn  Shader  Graph, s 3py4HOro  CTBOpPEHHSI — ILIEW[EPiB,
BUKOPUCTOBYIOUM BI3yaJIbHUW pEJaKTOp BY3/IiB, Ta BOYJIOBaHy IIOCT-
00poOky. Ileit mabmoH OuIbIlle BUKOPUCTOBYIOTH JJISI CTBOPEHHS
3aCTOCYHKY Ha KOMIT FOTEPH, aJIKE MOTPeOy€e BUCOKUX CUCTEMHUX BUMOT.

o Universal Render Pipeline — HamamtyBaHHS TPOEKTY, KOJIU
HAWTOJIOBHIIIMM € TPOAYyKTUBHICTH, IMATPUMKA BciMa IiaTGopMaMu Ta
JEerKicTh Kactomizamii rpadiku. Bxmtowae mmarinm Shader Graph, Ta
BukopuctoBye Universal Render Pipeline, mo mo3Boisie cTBOproBaTH

ONTUMI30BaHy rpadiky Ha IIUPOKOMY Jiana3zoHi miaThopM.

s VR Haiikpamum BapiaHToM € octaHHid mabnoH — Universal Render
Pipeline, amxe mnorpibHa mniaTpuMka Oaratbox miatdopm, sk Android Ta
PlayStation. Takox, udepe3 Te, mo s koMmdoptHoro VR  gocBigy HeoOXigHO
orpumaru 60-90 fps*, my’ke BaKIMBOIO € ONTHMIi3allis, OTKE OOMPAEMO OCTAHHIN

BapiaHT.

[Ticnsa 3aBanTtaxkeHHs: Ta iMmnopty VRTK (B mpoekTi BUKOPUCTOBYIO BEPCIIO
3.3.0) Ta Bcix HeoOxigumx SDK, mnorpibHo momaru mnpedad’ 06’ckTy
“IVRTK SDK Manager]”, came BiH 3a0e3neuye KOHGITypario MiATPUMyBaHUX
SDK Ta kepye cmnuckoM HamamTyBaHb Juisi koxxHoro SDK. Pasom 3 ycima
mMoxknuBuMHu  SDK, 3’SBIsi€eThCS  MOMXKIMBICTD BUKOPUCTOBYBATH CUMYJISITOD

BIpTyaJbHOI peanbHOCTi. BiH J03BOJSE 3amycKaTd MPOEKT Yy CaMOMYy pPeIaKTopi,

? Hamae MOXIMBiCTh Haknagatu GiabTpu Ta ePEeKTH 10 KaMEPH.

* Habip mogmereid, ayio, 306paxenns abo Oynb-skux daiinis, mo migrpumye Unity

* Frames per second — KiJIbKiCTh KaJpiB B CEKYHIY

> EK3eMIUISAp TIEBHOTO 00’ €KTy, 3MiHH SKOTO 3aCTOCOBYIOTBCS JI0 BCIX iHIIMX €K3EMILISAPIB
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0e3 HeoOX1THOCTI 301pKU MPOEKTY, 1110 € y»e KOPUCHUM Ta 30epirae 6araro yacy,
0COOJIMBO MPHU BEJMKUX MPOEKTAX, 30ipKa AKUX MOXKE 3aiiMaTy OLIblie JBAALSTH

XBUJIUH.

Jnst mepeminenHs kopuctyBada y mpoctopi B VRTK peanizoBani Taki

MCTOOMU:

o Basic Teleport — Tenenopraiis KOpHUCTyBaya, BKa3ylOuyu
KIHIIEBE TMOJOXKEHHS 3aBASKH BKAa31BHUKY. BkaziBHUK MoOxe OyTH MPSIMOIO
niHier0 abo KpuBoi0 be3be. Takoxk moAaeThCs MIIABHE 3aTEMHEHHS €KpaHy
P MEePEMILLEHHI.

o Height Adjust Teleport — mepemiieHHs KOpUCTyBaya Ha pi3Hi
PiBHI IO y-OCi.

o Dash Teleport — miaBHO mepemiliae KOpUCTyBaua y BKazaHe
MOJIO’KEHHSI, BUKOPUCTOBYIOUH BKa31BHHUK.

o [lepemimeHHs: KHONMKaMHM — TMEPEMINIEHHS MO X Ta Y OCl,
BUKOPHUCTOBYIOUH JIPKOMCTUK 200 Taumnaj Ha KOHTPOJIEpI.

o Drag World — mnepemilieHHs 3aBOsSKH [EpPETACKYBAHHIO

OTOYEHHS BITHOCHO ceOe.

[[lo6 BuKOpHUCTATH KOXXEH 3 IMX BapiaHTIB, JOCTAaTHHO TUIBKH JOJATH
BIJIMOBIIHI €K3eMIUISIpH 110 cieHH. OCKIUIbKA TepeMINIEHHsT y BIpTyalabHIN
peanbHOCTI HaMaraeTbCcsi OOypUTH BECTUOYIISIPHUN amapar, 1€ BUKJIMKAE €PeKT
3aramopoueHHsa. OTxe HailkpamuMm BapiaHToM € Basic Teleport, sikuif y MOMEHT

3MIHH ITOJIOKEHHS Ta OTOYEHHS 3aTEMHHTD CKpaH.

VRTK mnepenbauae, 1o po3poOHHKAM 1HKOJIM 3pYy4YHO I€PEBU3HAYUTHU
ICHYIOUy pealli3alliio JIjsi CTBOPEHHS MEBHOTO (PyHKIIOHAIY, TOXK BCl KJIacH, IO

BUKOPUCTOBYIOTHCA Y €K3EMIUISIPax, € BIpTyaTbHUMHU.

Hanpuknan nns toro, mo6 BIACTIAKOBYBAaTH O0’€KT 3 SIKUM B3a€EMOJIIEMO,

HeoOXimHO mnepeBu3HauuTH icHyrouudd kiac VRTK InteractGrab, nonatu
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OTOJIOIIEHHS noaii  OnObjectGrabbed  Ta  mnepeBu3HauUTH METOJ

PerformGrabAttempt, 1151 BUKJIMKY CTBOPEHOT MOI1.

public class Custom VRTK InteractGrab : VRTK InteractGrab

{
public event Action<GameObject> OnObjectGrabbed;

override protected void PerformGrabAttempt(GameObject obyj)

{
base.PerformGrabAttempt(obj);

OnObjectGrabbed?.Invoke(obj);

b
b

TakuM 4YMHOM MOXHA BHUKOPMCTOBYBAaTH Kiacu Ta ek3emiursipy VRTK ms

peanizailii Oyab-sIKUX 3a/1a4.
2.2.  CrBopeHHs aBaTapy KopucTtysaya. [K.

Jlis nomatky BIpTyalbHOI pPEaNbHOCTI JOy>K€ BAXKIMBUM € MaKCHMAaJlbHE
3aHypeHHs1 KopucTyBada. 11[o0 mocarHyTH BIOY4yTTS MPUCYTHOCTI y BIPTYalbHIN
peaNbHOCTI, BAKIIMBY POJIb I'Pa€ BUKOPUCTAHHS MOJIENEHN pyK 3aMiCTh KOHTPOJIEPIB
Ta CTBOPEHHS KOPEKTHOI aHiMailii B3aemojii 3 00’€KTamMu 3aBJSIKU I1HBEPCHIN

KIHEMATHIII.

IK (inverse kinematics, iHBepcHa KiHEMaTHKa) — MaTEMaTUYHUN MpoILeC
OOYHMCIIEHHS 3MIHHUX MapaMeTpiB THYYKUX OO’ €KTIB JJIA JTOCATHEHHS HEOOXITHOT
no3umtii  [4]. [lmpoko BUKOPHUCTOBYETHCS Yy KOMIT'IOTEpHIN aHiMamii Ta
pOOOTOTEXHIIIl, HATPUKIIA] JJII KIHEMAaTUYHOTO JIAHI[I0Ta, KIHEMaTUYHO1 mapu abo
aHiMalli CKeJleTy MepcoHaxa y rpl. 3aBJIaHHSIM IHBEPCHOI KIHEMATHUKU € MOLIYK
NeBHOro Habopy KoH(pirypamii 34jieHyBaHb, IO 3a0€3MEeUYUTh MaKCHMAaJIbHO
M’SIKMH, TOYHUW Ta MIBUJIKUK pyX 10 3aJaHOi MO3uIlii. BUKOpUCTOBYeThCS st
BH3HAYCHHs KyTIB 3’€JHaHb Ta iX IIOJIOKCHh B MOJCHI, MIJIIXOM MiHIMI3alli

3Ba)XEHOI MOXHOKHU KBajipaTa, MaTeMaTu4Ha Gopmya GpopmyntoeTbes Tak [S]:



18

2 T

i
. exp subject | pexp subject

Z w; | 2; & Z w; | 0, 0,

=1 =1

Puc. 2
Jle n 1 m — KUIbKICTh MapKepiB 1 KyTiB 3’ €IHAHHS, BIATOBIIHO.

Xi™P — MMO3HIIIS €KCTIEPUMEHTATBFHOTO MapKepa, KIHIEBa MO3HUIIIs.

X% — [IOJIOKEHHS CUMYJISLIHOT MOJIEIi.

0" Ta 0;""°' - 3HaueHHs j-rO KyTa 3’¢IHAHHS JUIS €KCIIEPMMEHTAILHOI Ta

CUMYJIAIIMHOT MOJIeNI1, BIAMOBIAHO.

Wi Ta Wj — 3HAQ4€HHs Baru, 10 JalOTh MOXJIMBICTh 3MIHIOBATH MO3UIIIL
MapKepiB 1 KyTH CYyrjio0iB mo pi3HOMYy. BruimBaiTh Ha Te€, HACKUIBKU CIIIJT

3aJ0BOJILHUTH BIIITOBIIHICTE A0 KIHIIEBOI MO3UIII.

VY Unity, 100 HanamrTyBaTH i1HBEPCHY KIHEMATHKY JJIS MIEPCOHAXKY, € TOTOBI

¢yHKuIi y KOMIIOHEHTa Animator:

SetIKPositionWeight ta SetIKRotationWeight, st BcTaHOBIEHHS Baru il
iHBepcHOi kiHeMaTuku. L[ib iHBepCHOI KiHEMATHUKHU — II€ KIHIIEBE TOJIOKEHHS Ta

O6epTaHHH KOHKPCTHOI'O 3,€IIHaHHH.

SetIKPosition 1 SetIKRotation — BCTaHOBJIOIOTH MO3ULIIIO Ta KYT 0OOE€pTaHHS

111 IHBEPCHOT KIHEMATHUKH.

bodyPosition Ta bodyRotation — monoxxensst 1 oOepTaHHS EHTPY Tijla MacH

y CBITOBOMY MPOCTOPI.

Takoxx B Unity MOXIMBO BHUKOPUCTOBYBaTHM TI'OTOBl HaJjallITyBaHHS
IHBEPCHOT KIHEMaTHKW ISl CKeleTy rymaHoiga. HeoOXiaHO TUIbKM MHEepelTu y
HaJalnTyBaHHS MoJeNi, B po3aul Rig, Ta BCTaHOBUTH THUII aHIMaIlli SK

Humanoid(Puc. 3).



Rig Animation Materials

Animation Type Humanoid

Avatar Definition Create From This Model

-

Configure...

Standard (4 Bones)

Puc. 3

[le cTBOpUTH aBaTapa il MOJEIl Ta CHpoOye CaMOCTIHO BHUCTaBUTHU

HaJalllTyBaHHS 1HBEPCHOI KIHEMATUKH, BIAMOBIIHO J0 CKEJIETYy TyMaHOi/la.

Hactynaum kpokoMm moTpiOHO A0aTH KOMIIOHEHT Animator Ta 10 HBOTO
Animator Controller 31 cTBopeHOI0 aHiMarliero. HeBaxiMBO ska came aHiMallis

CTBOpPEHA, BOHA NOTpi0Ha 1100 aHiMaTop BUKIMKaB OnAnimatorlK koxeH dpeiim.

Tenep MoOXHa CTBOPUTH KOMIIOHEHT [UJIsi BHUKJIMKY (DYHKIIH 1HBEpCHOI
KIHEMaTHKHU.

CTBOpeHUI KOMIIOHEHT HEOOXIAHO JO0JaTH 10 MOJell 3 KOMIOHEHTOM
Animator, Ta Harucatu peainizaris metoxy OnAnimatorlK, mo Oyae oHoBIIOBaTH
MO3MINI YacTHH TUIAa BIZHOCHO 3amaHuX Iiger. OCKUIBKH 000B’SI3KOBO, IIIOO
CTBOPEHHII KOMIIOHEHT 3HaXOJMUBCS HAa OJHOMY 00’€KTI 3 KOMIIOHEHTOM Animator,
MoxkeMo gonatu RequireComponent Ter. BiH mepeBipse€ HasBHICTb BKa3aHOTO
KOMIIOHEHTa, Ta TP BIACYTHOCTI, aBTOMAaTUYHOTO Horo jojaae. Jjisi BipTyaabHOI

pEeaNbHOCTI K I[J11 BA3HAYAEMO MOJI0KEHHS KOHTPOJIEPIB Ta TAPHITYPH.

private void OnAnimatorlK()

{

/*IlepeBipka pomgaHa, mEO OyJa MOXIIMBICTh BUMKHYTH 1HBEPCHY
KiHEMaTUKy*/

if (ikActive)
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{

/* k1o BU3HAYEHA LUIb JUIS JIIBOT PYKH, TO BUKIIMKAEMO BCTAHOBJIEHHS
Baru, Ta MMo3uIli 1. */
if (leftHandTarget != null)
{
animator.SetIKPositionWeight(Avatar[KGoal.LeftHand, 1);
animator.SetIKRotationWeight(AvatarIKGoal.LeftHand, 1);
animator.SetIKPosition(AvatarIKGoal.LeftHand,
leftHandTarget.position);
animator.SetIKRotation(AvatarIK Goal. LeftHand,
leftHandTarget.rotation);

}

if (rightHandTarget != null)
{
animator.SetIKPositionWeight(AvatarIK Goal.RightHand, 1);
animator.SetIKRotationWeight(Avatar[KGoal.RightHand, 1);
animator.SetIKPosition(AvatarIKGoal.RightHand,
rightHandTarget.position);
animator.SetIKRotation(AvatarIK Goal.RightHand,

rightHandTarget.rotation);

b
}

/* B 1HIIIOMY BHUMaAKy BCTAaHOBIIFOEMO Baru mo3uilii Ta ooepranus sk 0 */
else
{
animator.SetIKPositionWeight(AvatarIKGoal.LeftHand, 0);
animator.SetIKRotationWeight(AvatarIK Goal.LeftHand, 0);
animator.SetIKPositionWeight(Avatar[K Goal.RightHand, 0);
animator.SetIKRotationWeight(AvatarIK Goal.RightHand, 0);
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OTXe, MOXKHO JTOCHTD JIETKO AOCATHYTH e(pekTy mpucyTHocTi y VR 3aBmsku

BUKOPHUCTAHHIO 1HBEPCUBHOT KIHEMATHKH.

2.3. Hand-tracking.

HeoOximHo po3ymiTH, IO TEXHOJOTIS BIACTEKYBaHHS PYK HE TPETCHIYE
MOBHICTIO 3aMIHUTH KOHTpoJiepu. OcoOnuBo B irpax ad0 TBOPYMX 3aCTOCYHKaX,
K1 BUMararoTb BHUCOKOI TOYHOCTi, 00 METO]i BBEJCHHS 3aBJSKHU BIJICTCKYBAHHIO
PYK € HETOYHHMM, B MOPIBHAHHI 3 KOHTposiepaMu. Hapa3zi po3mi3HAIOThCS TIIBKU
KECTU TPUTUCKAHHS, BIATUCKAHHS Ta MPUTUCKAHHS 1 yTpuMaHHS. MOXIMBO
IHTErpyBaTl pPyKH IS B3aEMOJINA, SIK KK, TPOKPYTKa, TIEpeTATyBaHHS,
MOBEpPHEHHSI Ta BUXiJ y cucteMHe MeHio (Puc. 4). OyHKIisS BIACTEXKEHHS PYyK
J03BOJISIE  TIEPEKJIFOYATHCS Ha YIPaBISHHA KOHTpOJepaMu ©Oe3 HEeOOXiTHOCTI
Buxoay 3 goxarky. [ns B3aemonii 3 Ul enemeHTamMu BHKOPUCTOBYIOUH PYKH,
MO3UIIISL PYKH KEepy€e KypCOpOM-BKa3iBHHKOM, SIKUM Bele ce0e sK 3BUYAHUMN

Kypcop KoHTpoJepa [9].

Pinch to Select. Look at your raised palm and pinch to return
Pinch and Drag to Scroll to System Menu

Puc. 4
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Oculus Takox omyOJIKyBaJIW PEKOMEHJAlli Ta HaWKpalll MPakTUKH IO
po3po011i ynpaBiiHHS pykamu B nogatky [10]. Bouu Bkazanu, 110 ICHYIOTH Pl

nepesar Bukopuctanus Hand-Tracking TexHosorii:

o VYropaBiiHHS pykaMud € JIOCTYHMM, 00 He moTpedye
J0JJTaTKOBOTO 00JIaJHAHHSL.

° Ha BigmiHy Big IHIIUX TPHUCTPOIB BBEICHHS, YIPaBIIHHS
pyKaMu aBTOMaTUYHO BMUKAETHCA, K TUIBKU OJIATHYTH TapHITYpPY.

o binpmmii edekT mpUCYyTHOCTI Ta COLIAIBHOI MPUCYTHOCTI, 1€ €
MO>KJINBHM BUKOPHUCTAHHS PEAIbHUX PYK Ta KECTIB.

o He moTpiOHO HIWOTO TpUMaTH B pyKaX, i BOHU MOXXYTh BUIBHO

B3a€EMOJIATH 3 00’ €EKTaMHU.

Anle TakoX € JesIKl yCKJIaJHEeHHs. BcCl O4iKylOTh, IO PYKH y BipTyaibHIi
peanbHOCTI OyAyTh MpaIlOBaTH TaK caMoO SIK 1 B peajlbHOMY XHUTTI, ajle Le
HEpeaJbHO 3 KIIbKOX NpuuuH. [lo-mepiue, yepe3 TeXHIUHI OOMEXEHHS Kamepu
3aB/SIKA SIKAM BIACTEXKYIOTHCSI PYKH Ta T€, IO PYKH MOXKYTb IEPEKPUBATHUCS
IHIIMMU  00’€KTamMu 3 pealibHOro cBiTy. I[lo-mpyre, 00’€kTH y BipTyalbHil
pEaNbHOCTI, 3 SKUMHU B3a€EMOJI€ KOPUCTYBay, HE HAJAIOTh HIAKOI TaKTHJIBHOI
BIJIMOBI/II, MO SKWUX 3BUKJIM MPU B3aeMOAIl 3 pealbHUMHU 00’ektamu. [lo-Tpere,
BHUOIp KECTIB ISl TIEBHOI 1ii 6€3 BUMAAKOBOTO CHPAIIOBAHHS, MOXE OYTH HyXkKe

BaKKHUM, OCKUIBKU PYKH (JOPMYIOTh Pi3HI O3 HABITH IPH 3BUYANHIN PO3MOBI.

Jns Toro, moO YBIMKHYTH TEXHOJOTIIO BIICTEXKEHHS PYK, HEOOX1JTHO

noaatu no3Bosin y AndroidManifest.

<uses-permission

android:name="com.oculus.permission. HAND TRACKING" />
<uses-feature android:name="oculus.software.handtracking"
android:required="false" />



23

OkpiM 11bOTO, KOPUCTYBa4 OOOB'SI3KOBO MOBHUHEH YBIMKHYTH BiJICTEKCHHS
pyk Ha cBoeMy Oculus Quest B po3aun €KCliepuMEHTadbHUX TexHojorid. Ha
ceorogHi VRTK ne pgomanmu miarpumky Hand-Tracking TexHosorii, Tox
JIOBEJIEThCS 3BepTaTucs Ta mpamtoBatu HamnpsaMmy 3 Oculus SDK. Ilepmr 3a Bce
MOTPiOHO J0JaTH 0 SAKOPIB JiBOi Ta mpaBoi pyku npedad OVRHandPrefab. To6To

iepapxis cerary TSt Oculus Oyne BUTJISIIATH TaK:

Puc. 5

[Ticns 1bOTO BXXKE€ MOXJIMBO IMOYaTH BUKOPUCTOBYBATH PYKH SIK METOJ
BBCJICHHSI.
€ MOXJIMBICTh 3MIHMTH 30BHIIIHINA BUIJIA PYKH, aje s UbOro 00OB’S3KOBO
MOTPIOHI MoOjeNl pPyK 3 TOBHUM CKEJIETOM. TaKoXX MOJXKJIWBO YBIMKHYTH
KoJlaliepu, mo6 (i3uuHO B3a€EMOJISATH 3 00’€KTaMHU OTOYEHHsI, a00 Xk JliCTaBaTH
BiIpIIbTPOBAHY TMO3HUIIIO Kypcopa BKaziBHUKA. [IpocTi mojaTku, 1m0 BUMAararoTh

JIUIIE B3a€MOJIIT KJIallaHHS, MOXKYTh OOpOOJIFOBATH IMO3MIlII0 BKa31BHHUKA BiJl PYK,
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AK MPOCTOr0 BKa3iBHOro mMetoay. [Ipu npoMy sxkect HaTUCKY OyZe BUKOHYBAaTH Jii

KITIKY.

Jlns Toro, mo6 y Oyap-saKuii MOMEHT JA0JIaTOK MIT IIEPEBIPUTH BUSBJICHHS Ta
BiAcTeKEHHST pykK, y KommoHeHTa OVRHand e Bmactusicts isTracked, mio
J03BOJISIE TIEPEBIPUTH YW BUJIHO PYKM Ha JaHUM MOMEHT 1 UM HE BIJKIIOYEHO iX
BiJICTeXKEHHSI TapHITyporo. Takoxxk Hamaerbes BinactuBicTh HandConfidence, sika
BKa3ye piBE€Hb BIEBHEHOCTI y BIJACTEXEHHS pyK. lle Mae BUKOpuCTOBYBaTuCs y
JI0JIaTKy, 100 KOHTPOJIOBATH BiJI0OpakeHHs pyk. Hampukian cxoBaTu mojelni
PYK TIpM HHM3bKOMY PIBHI BIEBHEHOCTI, MI00 TMO030yTHCS HEKOPEKTHOTO

Bij0OpaxkeHHs no3uuii pyk. [Ipuknan BUKOpUCTaHHS :

var hand = GetComponent<OVRHand>();

if(hand.HandConfidence == TrackingConfidence.High)
gameObject.SetActive(true);

else

gameObject.SetActive(false);

[I[o6 BWSIBUTH YW BHUKOHYETHCS >KECT HATHCKY BKa3iBHHM MaJlbllEeM Ta
MEepeBIpUTH  CHIIy HATUCKy, IicHyroTh Mmetonu GetFingerlsPinching() Ta
GetFingerPinchStrength() BimmoBigno. s nmMx MeTomiB HEOOXIHO BKa3yBaTH
KOHCTaHTy Najibls, AKy HEOOX1JHO nepeBipUTH. ICHYIOTh Taki KoHCcTaHTU: Thumb,

Middle, Ring, Pinky, mist koxxnoi pyku. [Ipukinaa BUKOpUCTaHHS :

var hand = GetComponent<OVRHand>();

bool isIndexFingerPinching =
hand.GetFingerIsPinching(HandFinger.Index);

float ringFingerPinchStrength =
hand.GetFingerPinchStrength(HandFinger.Ring);
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A 11 mepeBIpKA BIEBHEHOCTI y BIJICTEXKYBaHHI KOHKPETHOIO MaJIbLid,
BukopuctoByeTbcsi  GetFingerConfidence(), mo Takox mnpuiiMae KOHCTAHTY

ImaJbIIsa. HpI/IKJ'IaI[ BHUKOPHUCTAaHHA:

var hand = GetComponent<OVRHand>();
TrackingConfidence confidence =

hand.GetFingerConfidence(HandFinger.Index);

[Ilogo BKa3iBHMKA, MOKHAa BHUKOpUCTOBYBaTH MeTol PointerPose() mis
KOXKHOI pyku, Ta Bukiukatu IsPointerPoseValid() nns mepeBipku 4u mpaBuiIbHA

HOSI/ILIiH BKa31BHHKA. HpI/IKHaI[ BHUKOPUCTAHHA:

var hand = GetComponent<OVRHand>();
if(hand.IsPointerPoseValid) {

Ray ray = new Ray(transform.position, hand.PointerPose.position);
RaycastHit hit;

//CTBOpEHHS MPOMEHS BiJl KOHTpOJIEpa 10 MO3MII1i BKa31BHUKA
if(Physics.Raycast(ray, out hit, maxDistance)){

//Peamnizalis B3aeMoiii 3 00’ €KTOM Ha KU BKa3ye JIy4

2.4. OnrTuMizalis 3aCTOCYHKY.

Ockimbkn VR BHKOpUCTOBYE OUIbIIE pecypciB HIXK 3BHYAlHI 3aCTOCYHKH
JUIsL peHJEepy Ha JiBa JICIUIEi, ONTUMI3Allisl BIIICPa€ BaXXJIMUBY pOJIb Y PO3POOILI.

OmHuM 3 METOAIB onTUMI3aLil € 3amiKaHHs CBITIIA.

3amikannsa cBitia (Light Baking) — mponec oOpaxyBanns iHgopMaiiii mpo

OCBITJICHHS JIJIsI CTATUYHMX CIIEH Ta CBITIa[6]. CTaTHYHE CBITJIO MOXJIMBO 3pOOUTH
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realtime, TOOTO TakMM caMUM SIK 1 AMHAMIYHE, MOTO BIUIMB HAa BCE HAaBKOJO Oyje
o0paxoByBaTH KOK€H Kajap. AOO * MOMEpPEAHbO 3aleKTH CBITJIIO HA caMy CIICHY,
10, O4YEeBUAHO, OyJe BUKOPUCTOBYBAaTH MEHILE pecypciB. 3amikaHHs CBITIA —
HaWMOMIMPEHIIWNA TAX1 JUIs TOCATHEHHS TI00adbHOI UTFOMIHAINT B irpax Ta 31
3actocyHkax. [Ipu 3amikaHHi OepyTbcsl TEKCTYpH BCiX 00’€KTIB HABKOJIO CBITIA,
pyl1Iiii o0paxoBye BIUIMB Ha Il TEKCTYpH Ta 30epirae mro iHGopMallio y TeKCTypi,
mo Ha3uBaeTbcsa cBiTIoBa kapra (lightmap). Kpim BigHOCHO  HU3BKOI
00YHMCITIOBATILHOT BAPTOCTI, 3aMMKaHHS CBITJIa POOUTH MOXKIIMBUM JIOCSTTH Kol
AKOCT1 OCBITJIEHHS, aJ’K€ HEMae HEOOX1AHOCTI 3HUKYBATH TaKl HAJIAIUITYBaHHS, SIK
KUIBKICTh BIJOMBAaHb CBITJA Ta HAKJIAJaHHS NEBHUX (PUIBTPIB, 00 MICIS 3aMMiKaHHSA

BOHH HC 6y,HYTB BIIMBAaTH HA IOJIOBHUM mponcec.

Takox, 0OJJHUM 13 crOCcO0IB ONTUMI3AIIT € BUKOPUCTAHHS PIBHS JIeTaji3alli.
barato TpUKYyTHMKIB Ta BEpPIIMH MOJEIl y MOJl 30py OyIyThb HENOMITHI HJis
KopucTyBaua. Ha Benwkiid BiACTaHI A0 TOYKH OTJISAAY iX MPOEKINS Ha eKpaH
ICTOTHO MEHIIIa HIK pO3JAUIbHA 3JaTHICTh MIKCeNs auciuies. Tox HeMmae
HEOOXIJTHOCTI HABAaHTAXXyBaTU CHUCTEMY OOpaxyBaHHSAM TPUKYTHHKIB, IO HE
NMOMITHI KopuctyBaueBi[7]. [ns BupimeHHs i€l mpoOjJeMu BHKOPUCTOBYIOTHCS
piBai geramizamii (Level of detail). LOD nepenbayae 3MeHIEHHS KUTBKOCTI
TPUKYTHHKIB IT0 Mipi BiJTQJICHHS BiJl TOYKH OISy a00 32 TaKMMHU TOKa3HUKAMH,
K BaXJIMBICTb OO0 €KTYy, IMIBHJAKICTHh BIAHOCHO TOYKH OTJISTY, TOIIO. 3HMKEHA
Bi3yaJlbHa SIKICTb MOJIEJl HEMOMITHAa Yepe3 HEBEJIMKUU BIUIMB HAa 30BHILIHIN
BUTJISIT TIpeIMETa TPHU BianeHi abo mBUIKOMY TepemimieHHi. PiBHI geramizariii
3aCTOCOBYIOTBCA HE TIUIBKM JUJIi TEOMETpli, a TakoX JJs KOHTPOJIOBaHHS
CKJIQJHOCTI MIKCEJIsl B HI€iiepax Ta 3aCTOCOBYIOThCA JO TEKCTYp, aje IiJi Ha3BOIO
mipmapping, IO BUKOPHUCTOBYE KOIi TEKCTypH aje 3 PIZHOK PO3AUIHHOIO

3IATHICTIO.
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BucHoBkH
OTxe, OCKUTBKU cepa BIpTyalIbHOI peanbHOCTI 3HAXOAUTHCS Y MOCTIHHOMY
PO3BUTKY, BIAMOBIIHO IIBUJAKO 3 SIBISIOTHCS HOBI METOJIU JJISI CTBOPEHHS
3aCTOCYHKIB BIPTyallbHOI pEaJbHOCTI, IO BUPIMIYIOTH MNPOOIEMH 1 MOMUIKH
MUHYJUX MeToAiB abo 3aco0iB. Takok BOHM Habarato po3IMIMPIOIOTH Ta
MOTJMOJIIOIOTE JOCBIJ BIpTyalbHOI PEANbHOCTI, IO 3a]y4a€ HOBUX KOPUCTYBAUiB.
ToMy € ceHC BUKOPUCTOBYBATH HaAKTyaJIbHIIII PO3POOKH.

VY X011 TEXHIYHOI CTOPOHHU KYPCOBOT pOOOTH OYJI0 pO3pOOICHO MPOSKT s
JIEMOHCTpaIlli MOXJIUBOCTI CTBOPEHHsSI MyJbTHUIUIaTGopMeHHOro VR momatky.
Takox Bukopucrano taki texnosorii, sk Hand-Tracking Ta Inverse Kinematics
JUTsE OLITBIIIOTO 3aHYPEHHS KOPUCTyBaya.
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