BUKOPUGTARHA AR B IHTEPAKTUBHUX
bATATOKOPUCTYBALIbKWX PO3BAXAJIbHUX
NOJATKAX

BukonaB: OJuiinHuK Makcum BagunmoBu4
KepiBHUK: K.Q.-M.H., fo1eHT, HaripHa Asiia
MuKoJialBHa



Mera pobotu

CTBOpeHHS 6araTOKOPHUCTYBAILbKOT0 MOOIJILHOTO irpOBOro A0AATKY 3 IONIOBHEHOO
peaJIbHICTIO /I AeMOHCTpal|il MOXXJIUBOCTI BUKOPUCTAHHA JOMOBHEHOI peaJibHOCTI
B 6araTOKOPHUCTYBaAlLlbKUX MOOIJIbHUX irPOBUX A0AAaTKAX

3aBjaHHA poboTy

1. Orssja Ta aHasIi3 TEXHOJIOTIN JJOIOBHEHOI peaJIbHOCTI HAa Cy4aCHUX MOOIJIbHUX
niaTpopMax

AHauti3 irpoBux pyiuiiB 3 NiATPUMKOI TEXHOJIOTIH AOMOBHEHOI peaJIbHOCTI
AHaJuti3 6eKeH/I-CepBic pillleHb JJIS IrPOBUX AOAATKIB

[lobygoBa 6araToKOPHCTYBAIbKOIO0 MOOIJILHOTO irPOBOTO I0JATKY 3
JIOTIOBHEHOO peasIbHICTIO

AN



AKTYanbHicTL poboTy

® 64.6% HaceJieHHS 3eMJIi BUKOPUCTOBYIOTbh CMapTGOHU pa3oM 3 IOCTYIIOM [I0

Mepexi
® PHHOK MOOIJIbHUX irop OLiHIOETHCA B 93.1638 mMinbsapAiB goJapis CIIA

e JlonmoBHeHa peaJibHICTh MA€ LIMPOKHUH CIIEKTP 3aCTOCYBAHHSA
(ocBiTa, MeauIIMHA, MAPKETUHT, apXiTeKTypa Ta AW3alH, IPOMHUCJIOBICTb, Ta

irpu) : : " »
° ﬂgHOBHEHa peaJIbHICTb € OJHI€I0 3 HAKOIJIbII MEPCIEKTUBHUX TEXHOJIOTIN Y
rajiy3i MoOiJIbHUX irpOBUX JOJATKIiB



JlonoBHEHa peanbHicTb




TexHonorii 40N0BHEHOI peanbHOCT

Ontnuni okynsapu AR MapkepHa TexHonoris AR 3D npocTopose KapTorpadyBaHHS




JlonoBHEHA peanbHiCTb Ta MODINbHI NpUCTpOI

ARKit - i0S ARCore - Android




3acobu peanizauii

UNREAL

ENGINE



[IpoToTin baraToKopUCTYBALILKOrO irpoBOro A0AaTKY
3 BUKOpUCTaHHAM AR



CKaHyBaHHSA ropu30HTaNbHOI
MIOLLMHM T OLLIHKA
OCBIT/IGHOCTI e




BcraHoBieHHS irpoBoro
CTONY

10



[owyk cynepHuka

Play  Move Table

11



[loyatok rpu

Wait for opponent

12
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IrpoBa MexaHika

14



BucHoBKM

s

ByJio nmpoaHas1i30BaHO TEXHOJIOTII JONTOBHEHOI peaJibHOCTI Ha Cy4aCHUX MOOIJIBHUX
maTdopmax.
[IpoaHasiizoBaHO irposBi pyluuii, 0 MAaOTh HNiATPUMKY JOMNOBHEHOI peaJbHOCTI.
Po3ryisiHyTO icHYIO4i 6eKeH/-CEPBIiCHI pillleHH /i1 6araToOKOPUCTYBALbKUX irop.
Po3po06JieHO MPOTOTHUN 6AaraTOKOPHUCTYBALLKOTO irpOBOr0 JA0AATKY 3 BAKOPUCTAHHAM
JIOIIOBHEHO1 peaJIbHOCTI:

1. IlpoAeMOHCTPOBAaHO BUKOPUCTAHHA 3HAXOAKEHHS IJIOLIWH Ta OLIHKU OCBIT/JI€HHA.

2. BukopucTtaHO 6eKeH/-CepBiCHE pillleHHs /i1 6araTOKOPUCTYBalbKOI IPH.
[logapblIMMU NepCreKTUBaMU PO3BUTKY E:

1. InTerpanis TexHOJIOTiM po3Mi3HaBaHHA PYK, /I OKPAIlleHHs B3aEMO/II 3 rpoIo.

2. BukopucTaHHSI TEXHOJIOTIN po3Mi3HaBaHHS JIMLA JJIS1 BiloOpa*keHHsI eMOILik HA aBaTapi

CyIIPpOTUBHHUKA.

15



Jlakyio 3a yBary!
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