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CIIUCOK CKOPOYEHD

API (Application Programming Interface) — npukiagHuii nmporpaMHuit inTepdeiic.
AR (Augmented Reality) — 10TIOBHEHA PEATbHICTbD.

MR (Mixed Reality) — 3milliana peanbHICTh.

SDK (Software Development Kit) — Ha0lp IHCTPYMEHTIB MJisi PO3pOOJICHHS
MIPOTPaMHOT0 3a0€3MEYECHHS.

Ul (User Interface) — inTepdeiic kopucTyBaya.

UX (User Experience) — 1OCBiJl KOpUCTyBaya.

VR (Virtual Reality) — BipTyalibHa peaJIbHICTb.

XR (Extended Reality) — po3uiupeHa peajabHICTb.



BCTYII

Posmmmpena peanbhicts (Extended Reality, XR) € y3arajibHIOBAJIbHUM
TEPMIHOM, IO OXOIUIIOE CYKYIHICTh IMEPCHBHHMX TEXHOJIOT1H, 30KpeMa JONOBHEHA
peanbpHICTh, 3MilllaHa pealbHICTh Ta BipTyadbHa peanbHICTh (puc. 1). Kirouosoro
ocoOnuBicTIO XR € 3a0e3neueHHs IHTEPAKTUBHOI B3a€MOIi KOpHCTyBaya 3
uuGpoBUMHU 00’ €KTaMU B peaJIbHOMY Yacl.

JlonoBHeHa peanbHicTh (Augmented Reality, AR) € iIMepCUBHOIO TEXHOJIOTIELO,
o 3a0e3neuye HakJaJlaHHS MYJIbTUMENINHUX HUPpoBUX 00’€KTIB — 300pa’KeHHS,
3D-mopneni Ta aHiMallii, TEKCT, 3BYK, B1Jie0 — Ha 00’ €KkTHu (i3UYHOTO cepenoBuia. AR-
TEXHOJOTIE poOUTh 1UPPOBI 00’€KTH YACTHHOIO (PI3UYHOTO CEpPEOBUIIA,
CTBOPIOIOYM 1HTEPAKTUBHUM TOCBIJ /1711 KOPUCTYyBaya.

3mimana peanbHIicTh (Mixed Reality, MR) € iMEPCHUBHOIO TEXHOJOTIEO, IO
3a0be3reuye IHTETPYBaHHS MYJIbTUMEMINHUX HUPPOBUX OO’€KTIB Ta B3AEMOJII0 3
o0’ektamu (pizuuHoro cepenoBuina. MR-TexHOJOTIS MOeAHYE HUPPOBI 00’€KTH 3
¢i3uyHUMH  00’€kTaMM Ta 3a0e3nedyye iXHI0O B3a€MOJII0 BIAMOBIIHO IO JIiif
KOpPHCTYyBaua B peajibHOMY 4acl.

Bipryanbna peanvHicth (Virtual Reality, VR) € iMEpCUBHOIO TEXHOJIOTIEIO, 1110
3abe3reuye reHepyBaHHs IHTEPAKTUBHOTO IU(PPOBOTO CepeIOBUIIA, BITOKPEMIEHOTO
Bin (izuuHOro cepenoBuia. VR-TEeXHOJOTISE pPOOUTH KOPUCTyBadya YaCTUHOIO
uu@poBOro cepeoBuila, 3a0€3Meuyloud 1THTEPAKTUBHY B3a€MOJII0 3 IU(DpoBUMU

00’€KTaMM Ta CAaMUM CEPEAOBHILEM Y PEATTLHOMY Yacl.



Po3LwivpeHa
peanibHICTb

Extended
Reality, XR

Po3wwmpeHa peanbHICTb 3
y3aranbHBaAbHUM TEPMIHOM, Lo
OXOMJIHOE CYKYMHICTb IMEPCUBHUX
TeXHONOrIN, 30Kpema AOMOBHEHa
peanbHICTb, 3MIllaHa peanbHICTb Ta
BIpTyaZibHa peasbHICTb.

XR-TexHonorli cnpsAMoBaH! Ha CTBOPEHHS
IHTEPaKTUBHUX  CepesioBULL, Yy  AKUX
BIAOYBAETLCA MNOEAHAHHA @I3MYHOro Ta
unépoBoro cepeaosuLly, abo NOBHa 3aMIHa
d131YHOro cepefoBuLLA LNGPOBUM.

XR-TexHonorii I'PYHTYETbCA Ha
BUKOPUCTaHHI PI3HUX 064YMNCIOBaNIbHUX Ta
CeHCOPHUX NPUCTPOIB, 30KpemMa
CMapTOHIB, MAaHLIETIB, CMapT-OKYAspIB,
WOJIOMIB  3MIWAHOI Ta  BIPTyanbHOI
peanibHOCTI TOLLO. Taki npucTpol
BUKOHYIOTb byHKUT BIJO6paXKeHHS
undpoBoro cepepoBuLLa, 360py
NnoYaTKoBUX BXIAHUX AAHUX KOPUCTYBaua,
a Takox 6e3nepepBHOro OTPUMAaHHSA
3BOPOTHOro 3B'A3KY MIf 4Yac B3aemMojll 3
undpoBuM cepegoBuLLEM. IO TaKNX AaHUX
HanexaTb MONIOXEeHHs KOopucTyBaya B
NPOCTOPI, PYyXV! TFONOBU Ta PYyK, >XECTw,
HanNpPAMOK NOrnsAy, a TakoX CeHCopHI abo
KOHTpONEpHI All.

01

AonoBHeHa peanbHICTb N

- - -
Augmented Reality, AR *°
v
AonosHeHa peanbHICTb —
ue IMepcuBHa TEXHONOorIs,
AKa Haknaaae
MYNbTUMEAINAHI undposi
06'ekTn — 306paxeHHs, 3D-
MOA€NI, aHIMauli, TeKCT, 3ByK %‘
| BIAEO — Ha ¢I13nuHe
cepejoBuLLe, AOMNOBHIOKYM
vioro Ta  3a6esneuyoun
IHTepPaKTNBHY B3aEMOAIIO
Kopuctysaya 3 uudpposummn
o6'ekTamn.

02

3MiaHa Pe€aNnbHICTb

Mixed Realig,, =
0

3Miwana peanbHICTL — Ue &
IMepCMBHA TexXHONOrIA, fAKa

IHTerpye MyNbTUMEAIAHI
undposi 06'ekTI -
306paxeHHs, 3D-mogen:,

aHIMauli, TeKCT, 38yK | BIA€O
— y d13nuHe cepegosuLle Ta
3abesneyye  IHTEPaKTUBHY
B3aEMOAII0 KOpUCTYBaya 3
undposuMn N PI3NUHUMK
ob'ekTaMn B peanbHOMY
vacl.

03

BipTyasibHa peasibHICTb
Virtual Reality(f-\l

ue IMepCcuBHa TEXHONOrIN,
AKa redepye undpose
cepeaosuule -
306paxeHHs, 3D-mogent,
aHIMayli, TeKCT, 38yK | BIAEO
— Ta 3a6e3neuye
IHTePaKTUBHY B3aEMOAIIO
KopuctyBaya 3 06'ekTamm
undpoBoro cepeaosmia B
peansHOMy yacl.
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Puc. 1 — XR-texHoumorii



XR TpyHTY€TbCS Ha TEXHOJIOTISIX BIACTEKEHHS (PI3UYHOTO CEPEeIOBHUILA,
peecTpallli, peHJepuHry Ta B3aemMojii Ha OcHOBI 3D-intepdeiiciB. AnapatHi XR-
MpUCTpPOi Oe3nepepBHO 30UpalOTh Ta MEpeNaloTh JaHi 1100 IOJIOXKEHHS Ta
Opi€HTaIlli KOPUCTYBaua, PyXiB TOJIOBU Ta PYK, KECTHU, MOTJISI/, a TAKOXK BI3yalli3ylOTh
uudpose cepenosuiie. CrerianizoBani mnporpamui ¢pevimBopku (Unity, Unreal
Engine, WebXR Ta inmii) ta iHcTpyMeHTH (ARKit, ARCore, Vuforia, Oculus / Meta
SDK, Windows Mixed Reality, SteamVR SDK, Vive Wave SDK Ta 1H1111) aHaTI3yIOTh
111 1aH1, 00pOOJISIIOTH 1X Ta T€HEPYIOTh MOBEIIHKY U(PPOBUX 00’ €KTIB BIAMOBIIHO JI0
Il KOpUCTyBayda. 3aBISKH LIbOMY JOCSTAa€ThCAd IMEPCUBHUM JOCBiJ, IO 3a0e3neuye
BIIUYTTS MPUCYTHOCTI Ta (Hi3UYHOI B3a€MO/I1i 3 UPPOBUMH 00’ €EKTaAMHU.

XR-TeXHOJIOT11 3HAXOIITh TUPOKE 3aCTOCYBaHHS y c(hepax OCBITH, MEIUIINHH,
MIPOMUCIIOBOTO MOJIEJIIOBAHHS, apXITEKTYPH, PO3Bar Ta KOMIT IOTEPHUX 1rop, /e BOHU
JO3BOJISIIOTh  CTBOPIOBAaTM  HAOYHI, IHTEPAaKTHUBHI Ta IHTYiTUBHO 3pO3yMili
KOPUCTYBAIlbKI CEpelOBHINA. 3aBASKA MOEJHAHHIO amapaTHUX 1 MPOrpaMHUX
KOMMOHEHTIB XR 3a0e3neuye HOBUN pIBEHb B3a€EMOJII JIOJUHM 3 HU(PPOBOIO
iH(opMalli€ro, pO3MUPIOIOYNM MOXKIUMBOCTI TPAAMIIIHHUX CIMOCOOIB Bi3yaui3amii Ta
KepyBaHHS JaHUMH.

Hapuanbauii nociOHuk «XR-3acTOCyHKM» Hajla€ MOKPOKOBI IHCTPYKINT JIst
BUKOHAHHSI YOTHUPHOX JIa0OPAaTOPHUX MPAKTHUKYMIB Ta PO3POOJIEHHS 3aCTOCYHKIB
JIOTIOBHEHO1, 3MIIIAaHO1 Ta BIPTyalbHOI pealbHOCTEN B irpoBOMY pyuiii Unity.

HapuanbHuit  mociOHMK  mpu3HAYeHUM [yl 3700yBadiB  MEPIIOTO
(OakanmaBpChbKOTO) piBHA OCBITH, $KI HABUYAIOTHCA 3a OCBITHBOIO MPOTPaMOI0
«lHKeHepiss MporpaMHOro 3a0e3MeUeHHs] MYJIbTUMEIIMHUX Ta 1H(QOpMaIliiHO-
MOIIYKOBUX CHUCTEeM» cremianbHocTi 121 IHxkeHepiss mporpaMHOro 3a0e3rneueHHs
(bakynbpTeTy nporpaMHux cuctem Ta npukiaaHoi mareMatuku HTYY «KIII im. Irops

CiKOpCBHKOTOY.



JABOPATOPHUM MIPAKTUKYM Nel. IPOEKTYBAHHSI AHIMOBAHOI1
3D-CIUEHM B BLENDER

JlaGopaTtopHuid TMPAKTUKyM MPUCBIYEHUNA MOJEIIOBAaHHIO, AHIMYyBaHHIO Ta
penaepunry uudpoBoro 3D-00’ekta(iB) B cepeloBHIlll po3pobiieHHs Blender nns
BUKOPHUCTAHHS B XR-3aCTOCYHKAX.

B poszgini «Ilopsgoxk BUKOHaHHS» PO3TISHYTHM MpOLlEC CTBOPEHHS Ta

aHiMyBaHHs 3D-00’€kTa B cepeioBUlLll po3pobIieHHs Blender.

3ABJIAHHASA

O6patu TeMy st crtBopeHHst 3D-cuenu. YBara! PesynpTaTé [1aHoro
71a00paTOPHOTO MPAKTUKYMY BUKOPUCTOBYBATHUMYTHCS Y HACTYMHUX MPAKTUKyMaXx.
3a J0MOMOrol 1HCTPYMEHTIB cepelloBUIlla po3polOsieHHs Blender HeEOOX1THO
CTBOPUTH, aHIMYBAaTH Ta BUKOHATU peHAEPUHT 3D-ClieHH.

s ctBopeHHs 3D-clieHu He0OX1THO:

1. CtBoputu 3D-00’€kT(M) B cepenoBuilll po3poOiieHHst Blender. 3D-cuena
000B’SI3KOBO Ma€ MICTUTH HE MeHIIe I'ATu 3D-00’ekTiB. ko 3D-00’€KT MICTUTD
0arato CKJIaJOBUX €JIEeMEHTIB (I1’ATh Ta OUIbIlEe CKIAJOBUX OO0’€KTIB), TO TaKWUi
«CKJIATHUN» 00’ €KT MOXKe OyTH Ha CIIEH1 OJIUH.

2. lonatu Tekctypu 10 3D-00’exta(iB).

3. AnimyBatu 3D-00’ext(u). TpuBasicTh aHiMallli moBuHHa OyTu He MeHIIe 20
CEKYH]I.

3BIT 3 1a00PATOPHOr0O MPAKTUKYMY OBUHEH MICTUTH:

1. TutynbHuit apkyui, ¢GOpMYJIIOBaHHS 3aBJIaHHS, TEKCTOBUU OIKC MPOIECY
CTBOPDEHHS, aHIMyBaHHS Ta peHaAepuHry 3D-clieHH, 30Kpema iHQopmallis 100
BUKOPUCTAHUX 1HCTPYMEHTIB, CKPUHIIOTH MPOMDKHHMX Ta KIIOYOBUX PE3YyJbTaTiB
(.pdf daiin).

2. JlemoHcTpallito pe3yabTarty peHAEpUHTY aHiMoBaHOi 3D-cuenu (.mp4 daiin).

3. ®aiin npoexty B Blender (.blend daiin).



1.1 TEOPETUYHI BIJIOMOCTI

MognentoBanHss 3D-CLIEHH € MPOIECOM CTBOPEHHSI TPUBUMIPHOTO HHU(PPOBOTO
MpEeJCTaBICHHs. OO0 €KTIB 1 CEepeoBHUINA, IO BKIIOYAE (POpMyBaHHS iX Te€OMETPIi,
MarepialiB, TEKCTYp, OCBITIEHHS Ta MPOCTOPOBUX BITHOCHH MIXK €JIE€MEHTAMH CIICHU
3 METOIO MOAANIBIIOTO aHIMYBAaHHS Ta PEHACPUHTY.

AHiMyBaHHs 3D-CIIeHU € MPOIECOM CTBOPEHHS Ta KEPyBaHHS MOCIIJOBHICTIO
3MIH BJIaCTUBOCTEH 00’ €KTIB 1 CEpEIOBUIIA B YacCi.

Penpepunr 3D-clieHM € OpOLIECOM CTBOPEHHS BI3yallbHOTO MPE/ICTaBICHHS
rpapiyHux JaHux y ¢opmi 2D-300paxkeHHs, BiJICONOTOKY abo rTpadiyHOro
iHTepdeiicy KopuCTyBaya Ha OCHOBI 3aCTOCYBAaHHS OOYMCIIOBAIIBHUX aJITOPUTMIB
NpoekTyBaHHS 3D-ClieHM Ha JBOBUMIPHY TIOBEpXHIO (€KpaH, JIH3U TOIIO),
0OpOOJICHHSI OCBITJIEHHS, TEKCTYpyBaHHsS, BUJIAJICHHS HEBUIUMUX IIOBEPXOHb, a
TaKO0X pactepusallii abo TpacyBaHHS MPOMEHIB.

Peanizanisi mpoiieciB MoJieNOBaHHs, aHIMyBaHHSI Ta PEHIAEPUHTY 3ID-ciieH
MO>K€ 3/1MCHIOBATHCS 3a JOIMOMOTrOK IMPOLEIYPHOIO MIAX0AY, IPH SIKOMY BCl €Tamu
BUKOHYIOTHCSI Uepe3 allTOPUTMIYHI OOYUCIIEHHS Ta NporpamHi 0610;110Tekn abo 1rpoBi
pyunii (wanp., OpenGL, DirectX, Vulkan, Unity, Unreal Engine ta iHmi), abo i3
BUKOPHUCTAHHSAM CIEIIali30BAHOI0 MPOrPAMHOTO 3a0€3IMEUeHHs], 110 HaJa€ TOTOBI
IHCTpYMEHTHU IS CTBOPEHHS TeOMETpii, TEeKCTYpyBaHHS, aHIMallil Ta PEHJIEPUHTY
cuienu (Hanp., Blender, Maya, 3ds Max, Cinema 4D Ta ia1111).

Blender € 0€3KOIITOBHUM Ta BIAKPUTUM CEPEJIOBUILEM PO3POOICHHS
TPUBUMIPHOT Tpadiku, sIKe MOIATPUMYE MOBHUU LMKI CTBOpPEHHS ID-ClieHU, Bij
MOJICTIOBaHHSI ¥ TEKCTYpyBaHHS JO aHIMyBaHHS Ta PEHJIEPUHTY 3 BHUKOPUCTAHHSIM
cydyacHux aiaroputmiB. PoOota B Blender moniiieHa Ha Tak 3BaHi poOOYl MPOCTOPH,
cepenl AKUX Layout MpU3HAYECHUM UIsI PO3MIIICHHS Ta MojentoBaHHsA 3D-00’€KTiB,
Modeling — nns MoenOBaHHs MOJITOHANBHOIL CITKH (mesh) 3D-00’ekTiB, Sculpting —
JUTsL MOJIETIIOBAHHS NpUpOAHUX Gopm Ta aBatapiB, UV Editing — nns TeKCTypyBaHHS
3D-00’exTiB, Texture Paint — nisi CTBOPEHHSI TEKCTyp, Shading — 1l CTBOPEHHS
MarepialliB Ta HaJalllTyBaHHs IeiaepiB, Animation — njg CTBOPEHHS aHIMAIIiH,

Rendering — nnsa HanamtyBaHHs peHaepuHry, Compositing — 1uisi TOCTOOPOOIEHHS

9



300pakeHb Ta BIiJeo, Scripting — Ui HAIHMCAHHS NPOrPaMHOIO KOy MOBOIO
nporpamyBaHHs Python, 1m0 po3uupioe pyHkiuii Blender, a Takox Geometry Nodes —
JUTSL IPOLIEIYPHOTO MOJientoBaHHs 3D-00’€KTIB.

[Ipu mnouatkoBoMy 3amycky Blender 3a 3aMOBUYBAaHHSIM 3aBAaHTAXYEThCS
CTaHJapTHA CIleHa, 10 BKJIIOYae 0a30BI 00’€KTH — KyO, Kamepy Ta Kepeso
ocBiTieHHs (puc. 1.1). PoGoumit mpoctip Layout € OCHOBHMM MIPOCTOPOM,
MPU3HAYEHUM JIJISI MOJIENIOBaHHsI 3D-00’€KTIB, B SIKOMY HIATPUMYIOThCS 0a30B1 il 3
00’ €eKTaMu:

1. Jlna BuaiieHHd o0’€KTa y CIIeHI HEOOX1JHO HABECTH Kypcop Ha OO €KT 1
HAaTUCHYTH JIBY KJaimry muii (JIKM).

2. Jlnst 3MIHUM TIOJIOKEHHSI 00’ €KTa BUKOPUCTOBYETHCSI IHCTPYMEHT 1ransform
(puc. 1.1) abo HeoOximHo HaTUCHYTHU knaBimly G (Grab) Ta pyxaTu 00’€KT MUIIEHO.
{06 miaTBepaAUTH Ai10 mepeMmilieHHs, HeoOxiaqHo HaTucHyTu JIKM, o6 ckacyBatu
— npaBy knaimy wmuimi (ITKM) Pyx Moxza oOMEXHTH TO OCSAX, HATUCHYBIIU
kinapimi G+X (ab6o Y, abo Z). Pyx moxxHa OOMEXUTH MO IUIOIIMHI, HATUCHYBIIU
knasi G+Shift+X (abo Y, abo Z).

3. Jlna 3MiHM opieHTAaIli 00’€KTa BUKOPUCTOBYETHCS 1HCTPYMEHT Transform
a00 HeoOxigHO HAaTUCHYTH KiaBimy R (Rotate) ta pyxatu 00’ext muirero. [1[06
MIITBEPIUTH 110 o0epTaHHs, HeoOxiaHo HatucHyTH JIKM, mo6 ckacyBatu — [IKM.
Pyx MoxHa OOMEXUTH MO OCSIX, HATHCHYBIIM KinaBimi R+X (abo Y, abo Z). Pyx
MOXHa OOMEXUTH IO TUIOIIHUHI, HATUCHYBIIU KiaBi R+Shift+X (ado Y, abo Z).

4. Jlns macmtaOyBaHHS 00’€KTa BUKOPHUCTOBYETHCS IHCTPYMEHT Transform
a00 HeoOximHO HaTucHyTU KinaBimy S (Scale) ta pyxatu 00’ekt mwumiero. 11[06
MIITBEPIUTH Jit0 MaciiTabyBaHHs, HeoOxiqHO HaTucHyTH JIKM, mob6 ckacyBatu —
[IKM. Pyx MoxHa OOMEXUTH MO OCSX, HATHCHYBIIU KiaBimi S+X (abo Y, abo Z).
Pyx Mo»kHa 0OMEXUTHU MO IUIOMIMHI, HATUCHYBILU Kiasimn S+Shift+X (abo Y, abo Z2).

5. Ans BupasieHHs 00’€kTa HEOOX1JHO BUAUIMTA 00’€KT Ta HATHCHYTH X Ta

Delete.
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Puc. 1.1 — PoGouwnii mpoctip Layout

3D-00’ektu B Blender € nONTOHAIBHUMH MOJEISMU, TE€OMETPIS SIKUX
(bOopMyeTbCA 3 MHOKMHH TOJIITOHIB, 00’€JHAHUX Yy MOJIrOHaJIbHY CITKY. Taka ciTka
CKJIaJIa€ThCs 3 BEPIIMH, pedep 1 rpaneil. s neperBopeHHs moJiroHiB 3D-00’ekTa
HEOOX1JJHO BBIMTH B PEKUM pearyBaHHs npocropy Layout (puc. 1.2) abo HaTUCHYTH
kinapimy 7ab. B pexxumi penaryBaHHS MO>KHA MEPETBOPIOBATH BEPILIMHM MOJITOHIB,
pebpa Ta rpani. Jlisg 1boro HeEOOXigHO OOpaTH eneMeHT (Hamp., BEpIIMHY) abo
JEeKUJIbKa €JEeMEHTIB (HAaTUCHYTH KiaBilly Shiff) Ta nepeminlyBaTH, oOepTaTH,
MaciTadyBaTH €JIEeMEHTH MOJIITOHIB.

6. InctpymeHnt penaryBanus Extrude (puc. 1.2) npusHadyeHUN JJIs BUTICHEHHS
oOpaHuX €JEMEHTIB MOJIINOHIB BIAMOBIAHO O 3a/JaHOr0 HampsMKy (kiaBima £ B
peXUMI pefaryBaHHs Ipoctopy Layout).

7. lactpymentr penaryBanHs Loop Cut (puc.1.2) mnpusHaueHuil mjs
3aMKHEHOTO pO3pi3aHHsl Y3/0BXK rpaHei 3D-00’e€kTa, 10 AO03BOJSE JETali3yBaTH

MOJIITOHAJIBHY CITKY, KepyBaTH 1i Tonojoriero (knapimi Command+R).

11



8. InctpymenT Knife (knaBima K) npu3HauyeHUU A1 JOBUIBHOTO PO3pI3aHHS
MOJITOHANIBHOI CiTKH 3D-00’€ekTa (puc. 1.2). Jlns 3aBepiiieHHst po3pi3aHHs HEOOX1THO
HAaTUCHYTH KiaBily Enter.

9. lIucrpymentr Poly Build (puc.1.2) npuszHaueHWil sl 1HTEPAKTUBHOIO
CTBOPEHHSI Ta PelaryBaHHs MMOJITOHAJIBHOI CITKH IUIAXOM J0JJaBaHHS HOBUX BEPIIHH

1 TpaHel, a TaK0XX 3MIHU MOJIOKEHHS ICHYIOUUX €JIEMEHTIB.

g
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Puc. 1.2 — Pexxum pegaryBanus podbouoro npoctopy Layout

10. Onmepauiss Subdivide BUKOPUCTOBY€TbCA [UIsl PIBHOMIPHOTO MOALLY
BepiuH, pebep abo TpaHell Ta jAeTamizaiii MNOJITOHAIBHOI CITKU. B pexumi
penaryBaHHsa HEOOXIJIHO BUAUIMTH €JIEMEHT MOJIIrOHaIbHOI CiTKU, HaTUCHYTH [IKM
Ta B KOHTEKCTHOMY MeHI0 oOpatu Subdivide (puc.1.3). Ilapamerpamu omneparii
Subdivide € xinbkicTb po3pi3iB (Number of Cuts), skl I03BOJISIIOTh KEpyBaTu

CTYIIEHEM JieTaji3allii CITKU, CTYIIHb 3JIaJKyBaHHs Ta 1HI (puc. 1.4).

12
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Puc. 1.4 — [TapameTpu onepauii Subdivide




11. na 3rmamkyBaHHs reoMeTpudHux ¢popm 3D-00’€KTa BUKOPHUCTOBYETHCS
IHCTpYMEHT Smooth Vertices (puc. 1.5), aKuii BU3Ha4Ya€ HOBI KOOPJAWHATU BUOpaHUX
BEpUIMH IIJIAXOM iX YCEpEIHEHHs BIAHOCHO CYCIJHIX BEPLIMH MOJITOHAJIBHOI CITKH.
VY pexuMi penaryBaHHs HEOOX1JHO BUILIUTH BeplInHU, HATUCHYTU [IKM-> Smooth

Vertices. Ilapamerpamu iHcTpyMeHTa (puc. 1.6) € cTtyminb 3rnamaxyBanus (Factor) Ta

KUIBKICTh TOBTOPIB 3aCTOCYBaHHs onepailii (Repeat).

eee Pee

eee

Puc. 1.5 — Iuctpyment Smooth Vertices

12. JIns o00’eqHaHHSA BEpPIUMH IMOJITOHAJIBHOI CITKM B OJHY BEPIIUHY
BUKOPHUCTOBYETHCS IHCTpYMEHT Merge (puc. 1.7). Y pexumi penaryBaHHsi HEOOX1HO
BUJILIIUTHU BepIIMHU, HATUCHYTU [IKM- > Merge Vertices (abo knasima M) ta odparu
croci6 00’enHanHs (y LEHTPI, 32 KypcopoM, 3a MEPIIo0 ad0 OCTAaHHBOKO BEPIIUHOIO,
32 BIICTAHHIO MK BEpIIMHAMM).

13. HomaBanust HOBUX 3D-00’€kTiB B Blender-cueHy 3I1MCHIOETBCS 4Yepe3

MeHto Add (puc. 1.8) abo knasimamu Shift + A.
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Puc. 1.7 — Iuctpyment Merge




Puc. 1.8 — lonaBaunst 3D-00’exTiB B Blender-cuieny

B cepenoBumii  Blender 3D-00’ekTH, Kamepu Ta JpKepelia  CBITIA
OpraHi30BYIOThCSl y TaK 3BaHl KoJekilii. KoxxHa KOJIeKIis MOXe MICTUTH OYyIb-Ky
KUIBKICTh OO €KTIB, Kamep, CBITIa Ta JOMOMIKHUX €JIEMEHTIB, a TaKOX 1HIII
KOJIEKL1i, CTBOPIOIOYM 1€papXiuHy CTpyKTypy. Komekuii BUKOPUCTOBYIOTBCS IS
oprasizaiii 00’€KTiB CLIEHU, KEpYyBaHHS iX BUIUMICTIO Ta PEHAEPUHIOM.

B cepenosumi Blender 3D-00’ektn MOXHa 00’ €AHATH B OJIMH 3a JIOIOMOTOIO
onepaiiii Join. B pexxumi 00’ektiB (Object Mode) HEOOX1THO BUIIIUTUA 00’ €KTH ISt
o0’eqnanns Tta obpatu Object—> Join (puc. 1.9) a6o HatucHytu knaBim Ctri+J.
[Ticnst 06’enHaHHST YTBOPIOEThCA €QUHUN 3D-00’€KT 13 CyMapHOIO T'€OMETPI€I0, 110
30epirae TOMOJIOTII0 Ta BIACTUBOCTI MaTepiajiB, aje BTPAYAEThCS HE3AIEKHICTD

OKpPEMHX CKIIaJIOBUX 3D-00’€KTa.
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Puc. 1.9 — Onepariist 06’ennanns 06’ extiB (Join Objects)

14. Jlns 3MiHM TOYKHM CIOCTEPEXKEHHSI CUEHH B Blender BUKOPUCTOBYETHCS
KpyroBe MeEHI0 Hapirauii Viewpoint Pie Menu (puc. 1.10), sike BHUKIMKa€TbCA
HAaTUCKAaHHSIM KiaBilll ~ (TWibAa). Y LbOMY MEHIO MOXKHAa 00paTu HEOoOXiAHUI
HaIPSMOK Ieperisaly CUEeHU. 3a YMOBH NONEPEIHBOI0 BUALIEHHS 00’ €KTa Ta BUOOPY
NyHKTY View Selected Touka cnioctepexeHHs1 y 3D Viewport BUpIBHIOETHCS BIJIHOCHO
BUOpaHOro o0’ekta. Y pa3l BUAUIEHHS OO0’€KTa THUIIY «CBITJIO» MEPErisa] CLEHU
3MIMCHIOETHCSL 3 TO3MINT JPKEpesia OCBITJIEHHS. 3a YMOBH BUOOpPY NYHKTY View

Camera nieperisj] CUEHU 3A1MCHIOETHCS 3 MO3ULIIT aKTUBHOT Kamepu (puc. 1.11).
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Puc. 1.11 — Cnocrepexenns Blender-cuienu 3 no3ulii kKamepu




15. Ans 3miHU pexxuMmy BigoOpakeHHs CLEeHU B Blender BUKOPUCTOBYETHCS
KpyroBe MeHw Bizyamizauii Shading Pie Menu (puc. 1.12), sxe BHUKIUKAETHCS
HaTuckaHHsaM knasim Z. [lyHkr Solid BigoOpaxae 3D-00’exkt 0e3 ypaxyBaHHS
MarepiaiB — CylUIbHUN pexxuM. ITyHkt Wireframe BinoOpaxae 3D-00’€KT y BUTISIL
pebep TMONIroHajdbHOI CITKM — KapkacHud pexum. Ilynkr Material Preview
B110Opaxkae 3D-00’€KT 3 ypaXyBaHHSIM MaTepiajiiB, TEKCTyp Ta 0a30BUX MapaMeTpiB
OCBITIIEHHS — pexuM Marepiany. Ilynkr Rendered BimoOpaxkae 3D-00’e€xT 3
ypaxyBaHHSAM MaTepianiB, TEKCTyp, IapaMeTpiB OCBITJEHHA Ta HaJallTyBaHb

PEHIEPUHTY — PEXKUM PEHIACPHUHTY.

B) r)

Puc. 1.12 — Kpyrose mMeHro Bisyanizaiiii: a) pexuM Solid, 0) pexum Wireframe,

B) pexuM Material Preview, r) pexuM Rendered

Jlist KepyBaHHsI HaJalITYyBaHHAMU 3D-00’€KTiB, CLIEHH, PEHIEPUHTY Ta 1HIIHX
CKJIaJIOBUX Blender-npoekTy BUKOPUCTOBYETHCS pelakTop mapamerpiB (Properties
Editor). OcCHOBHUMM BKJIaJIKAMU PEJAKTOPA € HACTYIIHI:

— napaMeTpu penaepunry (Render Properties);

19



— MapaMeTpu KepyBaHHsI pe3yJbTaTOM PEHACPUHTY y BUTJISA1 300pakeHb abo Bifeo
(Output Properties);

— MapaMeTpu KepyBaHHs mapaMu BigoOpaxeHHs ciienu (View Layer Properties);

— mapameTpu creHu (Scene Properties);

— MmapameTpu riaobansHoro otroueHHs cuenu (World Properties);

— pocTOpOoBi mapameTpu 00’ ekTiB (Object Properties);

— MapaMeTpu 3acCTOCyBaHHs MoaudikaTopiB 10 00’ €kTiB (Modifier Properties);

— MapaMeTpu KepyBaHHs CUCTEMOIO YaCTUHOK (Particle Properties);

— napaMetpu (pizuunux cumynsaiiit (Physics Properties);

— TMapaMeTpu KepyBaHHS OOMEXKEHHSIMU moBediHKH 00’ekTiB (Constraints
Properties);

— nmapaMeTtpu MatepianiB 00’ ekTiB (Material Properties);

— mapaMeTpu TeKCTyp 00’ exTiB (Texture Properties).

1.2 TOPAJOK BUKOHAHHA

OcKUIbKM TPOIEC MOJIEIIOBAaHHS, HAJAIITyBaHHS MaTeplajaiB Ta TEKCTYD,
OCBITJICHHSI, @ TaKOXX aHIMyBaHHSI Ta PEHAEPUHT 3D-00’€KTIB € IHAUBIAYyaJIbHUM 1
TBOPYMM, y IIbOMY PO3JAUII HaBEIECHO 3arajlbHUM MIAXIJ Ta KIOYOBI eTamnu
IIPOEKTYBaHHS aHiMOBaHOi 3D-cuieHu B cepefoBulll Blender 0e3 aeTanbHOTO
BIITBOPEHHS BCIX MOXJIMBUX BapiaHTIB BUKOHAHHS. OCHOBHY yBary 30CepekKeHo Ha
0a30BUX IHCTPYMEHTAaX MOJIEIIOBaHHS, aHIMYBAaHHs, HaJallITyBaHHsS MarepiaiiB Ta

PEHIIEPUHTY.

1.2.1 CrBopennss 3D-aBarapa 3aco0amMM  MOJITOHAJBHOIO  TAa
CKYJBITYPHOT0 MO/IeJIIOBAHHS

3D-aBatap € 1UUPPOBUM TPUBUMIPHUM TpapiyHUM MPEACTaBICHHIM
nepcoHaka (JIFOAUHKM a00 BUTaaHOl 1CTOTH), sIKE CTBOPEHE 3a JOMOMOTOI0 3ac001B
3D-rpadiku Ta BIATBOPIOE 30BHINIHIA BUTIISIA, MIMIKY W pyxu o0’ekta. 3D-aBaTap
BUKOPUCTOBYEThCSA JJIsI Bi3yamizallii KOpUCTyBaua ab0 mepcoHaxka y HUPPOBUX

cepeloBUIIaX, irpax, aHiMailii, XR-3aCTOCyHKaX Ta IHTEPAaKTUBHUX CHUCTEMaX.
20



Jnst  cTtBopeHHss  reomeTpii  3D-aBaTtapa = 3aCTOCOBYIOTBCS — 3aco0u
MOJIITOHAJIBHOTO MOJIETIOBAaHHA HAa OCHOBI €TaIOHHUX 300pakeHb. [lomironanbHe
MozemoBaHHsl 3D-00’ekTiB 'y cepenoBullll Blender mnonsrae y MOETaTHOMY
(dhopmyBaHHI IPOCTOPOBOI TeoMeTpii 3D-Mojie1 Ha OCHOBI ABOBUMIPHHUX BI3yaJIbHUX
OpieEHTHPIB (300pa’ke€Hb), IO 3aCTOCOBYIOTHCS SAK MPOEKI[IHHI IMA0JIOHU ISt
3a0€3Me4YeHHs] KOPEKTHUX MPOIMOPIiid, aHATOMIYHOI JOCTOBIPHOCTI Ta CTPYKTYPHOL
Y3TrOJIPKEHOCT1 ~ MOJITOHAJbHOI  CITKM, fKa Hajaajdll BUKOPUCTOBYETbCA  JUIS
TEeKCTypyBaHHS, aHIMYBaHHS Ta PEHICPUHTY TPUBUMIPHOT CIICHH.

Jlns 3aBaHTaxeHHS 300pa)K€HHsS HEOOX1THO HATUCHYTH Ha MeHio Add (abo
knaBiun Shift + A), obpatu Image-> Reference Ta y BikH1 (haillioBOro mMeHemxepa
oOpatu 300pak€HHsl, Ta MIATBEPAUTH HOTO 3aBAHTAXKEHHS. 3aBaHTAXKEHE
300paxeHHs OyJe J0JaHO 10 CIEHU K HEMOJITOHAIBHUN JOMOMIXKHUNA 00’ €KT
(puc. 1.13.), 3a moTpebu mapameTpu BIAOOPaKEHHS €TAJIOHHOTO 300pa)KEHHS

(mpo30picTh, MOJOKEHHS, MacIITad TOII0) MOXKHA 3MIHUTU y PEAaKTOpi MapaMeTpiB

(Object Data Properties).

Puc. 1.13 — JlonaBaHHs €TaIOHHOTO 300pa)XEHHs ISl MOJEITIOBAHHS

21



Jlns MONIroOHaJIBbHOTO MOJIENIOBAHHS MPOCTOPOBOi TreoMerpii 3D-00’ekTa
3aCTOCOBYETHCS JIeTalli3allisl MOJITOHAIBHOL CITKHU 3a OOMOTO0 onepattii Subdivide

(puc. 1.14).

(<odalpio)

Puc. 1.14 — Pesynbrar onepauii Subdivide

B pexumi penaryBaHHsS 3a JONOMOIOI I1HCTPYMEHTIB MOJITOHAJIbHOTO
MogaentoBaHHss Poly Build, Extrude (xnaBima FE), Knife (xnaBima K), Loop Cut
(xknaBitmi Command+R), nepemimienns (knasima (), obepranHs (kimaBima R) Ta
MacmiTa0yBaHHsl (KjiaBilia S) MOETANHO CTBOPIOIOTHCSA MOJIroHalnbHI 3D-00’€KTH
(puc. 1.15). Jns  3rnajmkyBaHHA — TeOMeTpU4HMX — GopM  3D-00’€KTiB
BUKOPUCTOBYEThCA 1HCTpYMEHT Smooth Vertices, njis 00’€IHaHHS BEPIIMH
MOJIITOHAJIBHOI  CITKM — 1HCTpyMeHT Merge. Jlig CTBOPEHHS CHUMETPUYHOL
reoOMEeTpUYHOi (POpMHU Yy pEnakTopl HapameTpiB BUKOPHCTOBYETHCS MOAHPIKATOP

Mirror. 3D-00’exTu 0ysio 00’€THaHO B €IMHUI 3a JomloMororo onepaitiii Join Objects.
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Puc. 1.15 — [lonironanbHe MoeNOBaHHs 3D-aBarapa

Jns mepconamizamii 1mudpoBoro 3D-aBaTapa MOUUIBHO TaKOX 3aBAHTAXXUTHU
€TaJOHHE 300pakeHHs, SK Bi3yaJbHUU OPIEHTHUP IiJI YaC MOJICTIOBAHHS JeTaliei
00’€eKTa.

Jlnst monentoBaHHs o4eil 3D-aBatapa BUKOPUCTOBYIOTHCS MPHUMITUBH chepu.
[Ipu cTBOpeHHI mNpuUMITHUBIB (Hamp., chepu, LIWIIHApPA) 3aJal0ThCs MOYATKOBI
napaMeTpu, 30KpeMa KIJIbKICTh CETMEHTIB, 110 BU3HAYAIOTh JeTaji3alliio Ta KUIbKICTh
IpaHell MONIrOHAJIbHOI CITKM. SIKIIO NMOYaTKOBI HaJAalITyBaHHS HE OyJu 3MIHEHI,
KUIBKICTh TpaHed MO’KHa 30UIBIIMTH Yy MpPOLECl MOJENIOBaHHS 3a JOIOMOIOIO
iHCTpyMeHTIB Loop Cut, Knife, onepauii Subdivide abo moaudikatopa Subdivision
Surface. Ins 3rnamxyBands GopMu OpuMITHBa HEOOX1THO B pexkuMi 00’ €kTa oOpaTu
NpUMITUB Ta HaTUCHYTU Object- > Shade Smooth a6o nHatucuytu IIKM-> Shade
Smooth (puc. 1.16).

Jlnst monentoBaHHs OpiB 3D-aBaTapa BHKOPHUCTOBYIOTHCS NPUMITUBH THILY
HUIiHAP. 3a AOMOMOTOK 1HCTpYMEHTIB Extrude, Knife, Poly Build, nepemilieHHs,
oOepTaHHs Ta MacHITaOyBaHHS MOETATHO CTBOPIOIOTHCS MOJITOHANbHI 3D-00’€KTH
(puc. 1.17).
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Puc. 1.17 — [lonironanbHe Mo/en0OBaHHs OpiB 3D-aBarapa




Jlnst MopenmtoBaHHS Byc 3D-aBaTapa BHUKOPUCTOBYIOTHCS NPHUMITHUBU THILY
HUJIHIP. 3a J0NOMOTOKW 1HCTpYMeHTIB Extrude, Poly Build, nepemiiieHss,
oOepTaHHs Ta MaclITaOyBaHHS MOETATHO CTBOPIOIOTHCS MOJITOHANbHI 3D-00’€KTH

(puc. 1.18).

P P eee

I (<o 4]pre)ot

Puc. 1.18 — [lonironanbHe MoieNIt0BaHHs Byc 3D-aBarapa

Jnst  3rmampkyBaHHS reoMeTpudHoi  ¢opmu  3D-00’€KTa  3aCTOCOBYETHCS
Mmomudikarop Subdivision Surface. B pemaktopl mapameTpiB HE0OXiAHO oOpaTu
BKJIAJIKy MOAM(IKATOpiB Ta HATHUCHYTU Add Modifier- > Generate- > Subdivision
Surface (puc. 1.19).

OcCHOBHUMMH MapaMeTpaMu MOAHM(IKaTOpa € piBEHb PO3OMUTTS MOJITOHAIBHOI
citku (puc. 1.20). Monudikarop Subdivision Surface nomae HOBI BEpIIWHH, IO
NIJBUIIYE JeTali3alilo Ta TIIaAKICTh 3D-00’€kTa, a TakoX YCKIAIHIOE HOro

TOITIOJIOTIIO.
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Puc. 1.20 — [Tapamerpu moaudikaropa Subdivision Surface




Jlist 3MiHM OpMU TOJIIOHANBHOI CITKM 0€3 MpsIMOTO pelaryBaHHs BEpLIMH
3aCTOCOBYIOTHCSA IHCTPYMEHTH CKYJIBNTYpYBaHHA. Y pexkumi Sculpt Mode pobodoro
npoctopy Layout (puc. 1.21) abo y cnemianizoBanomy pobouomy npoctopi Sculpting

JOCTYIIHI 1HCTPYMEHTH IHTEPAaKTUBHOI'O MOJEIIOBAHHS PI3HOMAHITHUX HPHUPOIHUX

dhopm.

ol & i TRk ©
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Puc. 1.21 — [ncTpymenTH CKyJIbNTYpYyBaHHS

MopentoBanHsl 1HIIMX ToJiroHaabHux 3D-00’ekTiB (Hamp., Oopoma Ta
BoJiOCCsl) OyJI0O BMKOHAHO 3a OMMCaHUM Buile migxonoM (puc. 1.22). Ilo-nepiue,
3aCTOCOBYBAJIMCh IHCTPYMEHTH IHOJITOHAJIBHOIO MOJENIOBaHHSA, 30KpeMa Extrude
IUISL BUTSITYBAHHS TOJIITOHIB 1 CTBOPEHHS 00’ eMHUX (opM, Loop Cut nnst 1oJaBaHHA
JOJJaTKOBUX peldep 1 KOHTPOJIIO TONOJIOTii, Knife njsi TOYHOTO PO3pi3aHHS CITKH,
Merge nnsa 06’ ennanus BepiinH Ta Poly Build nis nogaBaHHs HOBUX Ta peJaryBaHHs
HasBHUX €JEMEHTIB CITKU. [{nsg 3MiHM monoxeHHs Ta ¢opMmu 3D-00’€KTiB
3aCTOCOBYBAJIUCh IHCTPYMEHTH MEpeMillleHHs, 0O0epTaHHS Ta MacIITa0yBaHHS, SK1
J03BOJISIIOTHE MOAM(DIKYBAaTH BEPIIMHU, pedpa, rpani abo Bech 3D-00’ext. [lo-apyre,

JUIsT MIiABUINEHHS pIBHSA JeTaii3aiii Ta IUJIaBHOCTI MOBEPXHI 3aCTOCOBYBABCS
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momudikarop Subdivision Surface, sxuii aBTOMaTUYHO JOJA€ HOBI BEPIIMHU Ta
pebpa, po30MBaOYM MOJITOHM Ha JpiOHimI miomuHu. [lo-Tpere, nns mAocsSrHeHHS
NPUPOJHUX, OpPraHidHMX (POpM 1 TOHKUX JeTajel MOBEPXHI BUKOPUCTOBYBAIHCH
IHCTPYMEHTH CKYJbNTypyBaHHs (Sculpt Mode), taki sik Draw, Clay, Inflate, Smooth

ta Grab, Mo N03BOJAIOTH 3MIHIOBAaTU (pOopMy 00’€KTa IHTEPAKTHUBHO 0O€3 IpPSIMOro

peraryBaHHs BEPILIHH Ta 3a0€3M€4yI0Th OUIBII pealiCTUMHUN BUTISAT 3D-00’ €KTIB.

Puc. 1.22 — Pe3ynbrar Moz€tOBaHHS MOJITOHAIBHUX 00’ €KTIB A1 3D-aBaTapa

Jns ctBOpeHHsT Mojeneil onary 3D-aBaTtapa MokHa ab0 MOJEIIOBaTH HOBI
rpadiuHi OpUMITHBH ab0 10 icHyrouux 3D-00’€KTIB 3aCTOCYyBaTH MOAH(PIKATOP
Solidify B penakrtopi mnapametpiB. s peamizamii Ipyroro miAXOAYy CIOYaTKy
HEO0OX1HO oOpaTu BCi rpaHi, siki Oyle mokpuBaTh Mojaenb oasry (puc. 1.23). Hdns
BUOOpY JEKUIBKOX IpaHeil oqHOYacHO y Blender BUKOPUCTOBYEThCS KiaBima Shift —

YTPUMYIOUH ii, MOKHA MOE€JHYBAaTH BUAJICHHS HOBUX IPAHEH 13 BKe BUOpaHUMU.
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Puc. 1.23 — Buainenns rpaneit 3D-00’ekta 1151 1yOIrOBaHHS

HactynauMm HeoOXxinHO AyOsroBaTH BUAUIEHI IpaHi. B pexxumi penaryBaHHS
obpatu Mesh- > Duplicate (abo xnaiuii Shift+D). Jlnd BiIOKpeMIICHHS BUIUICHUX
rpaHeil B okpemuit camoctiitHuit 3D-00’€KT OCTaHHIM HE0OX11HO HaTUCHYTH [IKM->
Separate- > Selection (puc. 1.24).

JIns HamaHHS TOBIIMHU IUIOCKOMY 3D-00’€KTY 3aCTOCOBYETHCS MOJU]IKATOP
Solidify. B penaktopi mapaMeTpiB HeOOXiAHO oOpaTu mHaHedb MOAU(IKATOPIB Ta
HaTUCHYTH Add Modifier- > Generate- > Solidify (puc. 1.25). OctanHIM HEOOX1THO
BU3HAYUTH BEIUYHMHY TOBIIMHY, HAPSAMOK JOJaBaHHS TOBIIWHHU, PIBHOMIPHICTH Ta
1HII1 napametpu (puc. 1.26).

MopemtoBanHs 1HIUX 3D-00’€KTIB (Hamp., IITaHU Ta B3yTTs) OyJI0 BUKOHAHO
3a OMUCAaHUM BUIE TiaxoaoM (puc. 1.27). 3D-06’extu 0ysio 00’e€HAHO B €IMHUI 3a

nonomororo onepatiii Join Objects.
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Puc. 1.24 — BinokpemiieHHs rpaHeil B camocTiiHuil 3D-00’ ekt

& IR0

Puc. 1.25 — lonaBanust monudikatopa Solidify
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Puc. 1.26 — HanamryBanns moaudikaropa Solidify

(O (i<[e <[> bo]ri]

Puc. 1.27 — PesynbraT MoaentoBanHs 3D-aBarapa




1.2.2 HanamryBaHHs MmaTtepiaiaiB 3D-aBarapa

Jnst nonaBaHHs 3D-00’€KTaM BI3yaJbHUX XapaKTEPUCTUK BUKOPUCTOBYETHCS
cuctema MmarepianiB Blender. Y penakropl mapameTpiB HEOOXIAHO OOpaTH MaHeb
napameTpu wmarepianiB (Material Properties) Ta 3a J0NOMOTOW KHONKHA New
ctBoputu (puc. 1.28) Ta HanamTyBaTu napamerpu matepiany (puc. 1.29), 30kpema
KOJIIp, MPO30pICTh, BIAOMBHA 3JaTHICTh Ta TEKCTypH. s 3a0e3neueHHs] KOPEeKTHUX
BI3yaJIbHUX XapakTepuctuk 3D-00’ekTa TMpU CTBOPEHHI Marepialy MOXKHA
BUKOPHCTOBYBATH €TAJIOHHE 300pa)KEHHS Ta 3a JOMOMOIoI0 iHCTpyMeHTa Eyedropper
(«IlineTka») 3agaBaT HEOOX1HI BIATIHKH O€3MOCEpPEaHBO 13 300paKeHHS.

Jnst  cTBOpeHHs Matepialy 31 CKJIQJIHMMHM BJIACTUBOCTAMHU (HAmpHKIa,
IPallEHTOM KOJILOPY) BUKOPHUCTOBYEThCS poOouuit mpocTip Shading Ta pegaktop
By3mB (Shader Editor). PobGouuit mnpoctip Shading TakoX MICTUTh PEAAKTOP
napameTpiB Ta BIKHO neperyisiny. OCHOBHUM yHiBepcalbHUM weiaepoM € Principled
BSDF, sixuii 103BOJIsIE KEPYBATH KOJIbOPOM, OJIMCKOM, METAJIEBICTIO, PO30PICTIO Ta

IHIIUMH (PI3UYHUMU BIACTUBOCTSAMHU MaTepiany (puc. 1.30).

? — .
O (1<[e 4[> vo]vi]

Puc. 1.28 — CtBopeHHs1 HOBOro Matepiany st 3D-00’ekta
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Puc. 1.30 — HanamryBanns matepianiB 3D-00’e€kTiB y pobouomy npocropi Shading




JUist cTBOpeHHs Marepiady 3 KOJIPHHM Tpaji€HTOM, CIOYaTKy HEOOX1IHO

CTBOPUTH HOBHW Marepian miua 3D-o0’ekta (Bosoccs) B peAakToOpl IMapaMeTpiB

(puc. 1.31).

Puc. 1.31 — CtBopeHHs Ta HanalTyBaHHs Marepiany 3D-00’€kTa 3a 10IOMOTOI0

penakropa Shader Editor

HactynHuM HeOOXiZHO 1oAaTH By30J1 KOJIPHOI IIKalIW, HaTUCHYTH Add->
Converter-> Color Ramp (puc.1.32) ta 3’enHatu 3 0a30BUM KOJIbOPOM By3Ja
Principled BSDF. Tlapametrpu By3Jia KOJIPHO1 IIKajdd HEOOXITHO HalalITyBaTH —
J0JIaTh KJIIOYOBI TOYKM (IpH HEOOXIJHOCTI) Ta OOpaTH OCHOBHI KOJIbOPH IS

rpaaieHTHOro nepexony (puc. 1.33).
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Hactynaum HEOOXiTHO CTBOPUTHU Ta 3’€JIHATH BY3JIM KapTorpadyBaHHS Ta
KOOpJIMHAT TEKCTYpH, HATUCHYTH Add-> Vector-> Mapping ta Add->Input->
Texture Coordinate (puc.1.34). Bysmu Texture Coordinate Tta Mapping
BUKOPUCTOBYIOThCA JJI1 KEPYBaHHS CIIOCOOOM HakJIaJaHHS TEKCTYPU Ha IMOBEPXHIO
3D-00’ekTa nuIAXOM BHOOpPY THIy KOOpAMHAT Ta iX TpaHchopmaiii. Texture
Coordinate 3anmae Kepeno KOOpIWHAT, a Mapping 103BOJISE TEPETBOPIOBATH
TEeKCTypy (3MmillyBaTH, o0epTaTth, MacmTaOyBaTH) meped I 3aCTOCYBaHHSAM [0

Marepiany.

T oy )

Texture Coordinate

1 o
I
= &

Puc. 1.34 — HanamtyBanHs By3JiB KapTorpadyBanus (Mapping) Ta KOOpJauHAT

tekctypH (Texture Coordinate)

3a I0MOMOror0 peakTopa mapaMmeTpiB Ta menaepiB y Blender Bu3HaA4atOThCs

(13M4HI Ta Bi3yaslbH1 BIacTHBOCTI BCiX 3D-00’ekTiB (puc. 1.35).
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Puc. 1.35 — Pe3ynbTaT HanamryBaHHsa MaTepianiB 3D-aBarapa

1.2.3 AnimyBaHHs Ta peHaepuHr 3D-aBarapa

AHimyBanHs 3D-aBatapa B Blender 311HCHIOETBCS 3a JONOMOTOK 00’€KTa
Apmarypa (Armature), sIKWA € BHYTPIIIHIM CKEJIETOM MOJENI Ta CKJIAJA€eThCs 3
CUCTEMHU KICTOK (Bones). KicTku ApMatypu IpHUB’sI3yIOThCS 1O MOJIITOHAJIBHOI CITKU
3D-00’ekTa, 110 A03BOJISIE 3a/1aBATU PI3HI PyXU JJIsl KOMIOHEHTIB 3D-00’ekTa. [licns
npuB’si3aHHs 3D-00’e€kTa 1O KICTOK ApMaTrypu CTBOPIOIOTHCSA KIIFOUOBI KaJpu Ha
YacoBii MIKaJl HIJISXOM NEpeMilleHHs, 00epTaHHs Ta MacmTaOdyBaHHs KicTku. Llei
MIOX11 7O aHIMyBaHHs 3a0e3nedye peajlicTUYHy aHiMalio 3D-aBatapiB, NEPCOHAXKIB
a00 1HIIMX MOJENeH CKIaJHOI FTEOMETPUYHOI (POPMHU.

Jlnst nogaBaHHss ApMaTypu HEOOX1THO HATUCHYTU Add-> Armature (puc. 1.36).
Jlns BimoOpakeHHsT apMarypu B pexumax o00’€KTa, pelaryBaHHs Ta 1HIIUX,
HEOOX1JTHO B pEJaKTOP1 IPOCTOPOBUX NapaMeTpiB 00’ €kTa B MyHKT1 Viewport Display

BBIMKHYTU In Front.
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Puc. 1.36 — JlonaBaHHs Ta HaJalITyBaHHS BiI0Opa)xeHHs 00’ ekTa Armature

HactynHuM HEOOXiIHO B peXuMi pearyBaHHs CTBOPUTH Ta pPO3TaIlyBaTH
KICTKH ApmaTypu Ha 3D-aBatapi 3a JIOIOMOrOI IHCTPYMEHTIB Extrude,
nepeMillieHHsi, MaciutaOyBaHHs Ta oOeptanHHsa (puc. 1.37). KinbkicTh, TOUYHICTH
MOJIOXKEHHSI Ta Opi€HTALll KICTOK ApMaTypu BH3HA4YalOTh PIBEHb PEaNICTUYHOCTI
nedopmarii 3D-00’exTa mmijg 9yac aHIMaIlli, aje TaKOX BIUIMBAIOTh HA CKIIAJIHICTh
CLIEHU Ta OOYMCIIIOBAIbHI BUTPATH MiJ Yac ii peHIECPUHTY.

Jnst npuB’sizanHs 3D-00’ekTa 10 KICTOK ApMaTypud HEOOXIHO B pexXUMI
00’€KTa BUILIUTU crioyaTky 3D-00’ekT Ta Apmarypy. Jlai HEoOXiTHO HaTHUCHYTH

Object-> Parent-> With Automatic Weights (puc. 1.38).
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Puc. 1.38 — [IpuB’s3anns 3D-00’€kTa 10 KICTOK ApMartypu
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JIist IHTepaKTUBHOTO HAJAIITYBAHHS CTYNEHs BIUIMBY KICTOK ApMarypu Ha
MOJIITOHANIBHY CITKYy 3D-00’€kTa miJ Yac aHiMaulili HEOOXIJHO BIJKPUTH PEXKHUM
BaroBoro (¢apoysanHs (Weight Paint) Ta 3actocyBaTH nieH3enb Bara (Weight). Bara €
YUCJIOBUM 3HaueHHsIM BiJ 0 10 1, mo BuU3HAYae CTymiHb AedopMalii mij 4ac pyxy
BIJIMOBITHOT KICTKM: CHHIA KOJIIp O3Haya€ BIACYTHICTh BIUIMBY, YEPBOHUN —
MaKCUMaJIbHUI BIUIMB, a MPOMDKHI KOJBOPU (HAmMp., 3€JEHHM, KOBTHI) OKA3yIOTh
yacTKoBy JAedopmarito. Croyarky HEOoOX1JHO BUIUIUTH ApMmatrypy Ta 3D-00’€KT,
oOpaTu pexuM BaroBoro (¢apOyBaHHs, HaJalllTyBaTh NHapaMmeTpu neHsis Weight
(30kpema pajiyc 1 3HaueHHS Weight) Ta BU3HAUYUTH, K1 yacTUHU 3D-00’€kTa Ta 3

SKOI0 THTEHCUBHICTIO PEaryroTh Ha pyX KicTok Apmatypu (puc. 1.39).

(TN

Puc. 1.39 — Pexxum BaroBoro ¢apOyBaHHs 115 HanamTyBanHs 3D-00’ekTa

Amnimarnist 3D-00’ekTa, Ha IKOTO HakjJIaJeHa ApMaTrypa CTBOPIOETHCS NLIIXOM
KEpyBaHHA KICTKAMH, sIKI 1e()OpMYIOTh NPHUB’S3aHI 10 HUX TpaHl MOJIrOHaIbHOI
citku 3D-00’exta. KepyBaHHS KICTKaMU BUKOHYEThCS B pexkuMi Pose Mode. Ha

MOYaTKOBOMY Kajpi 4acoBoi mkanu (7imeline) 3agaeTbcs nepiia Mo3uuis KiCTOK,
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MICS YOO CTBOPIOETHCS KIIOYOBHM KaJap — HeoOxigHo HaTUCHYTH [IKC-> Insert

Keyframe (abo xnasima /) (puc. 1.40).

[ 2 )@ st 1] e 250 )]

Puc. 1.40 — CtBopeHHS KIIFOYOBOTO Ka/ipa Ha yacoBiil mkani (Timeline)

CTBOpEHHs IHIIMX KJIOYOBUX KaApIB CYNPOBOIKYETHCS 3MIHOKO MOJIOKEHHS
Ta oOpieHTalil KICTOK. Blender aBTOMAaTUYHO IHTEPIIONIOE PYX MDK 3aJaHUMHU
KJIIOUOBUMH  KaJpamMH, CTBOPIOIOUM I[UIaBHY adimaunito. HamamrtyBanHa Ta
peaaryBaHHs aHIMalli TaKOK MOKHa BUKOHYBaTH y poOodoMy IpocTopl Animation
(puc. 1.41). Y pobouomy mpocTopi MoeHAHI IHCTpYMEHTH Timeline nis neperisgy u
BIITBOpPEHHS aHIMalii, Dope Sheet nnsi penaryBaHHsl KJIIOYOBHMX KaapiB Ta Graph
Editor nyist TO4HOTO HAJTAIITYBaHHS KPUBHUX 1HTEPHOJIALIL pyXy.

[lepen BUKOHAHHSM pPEHAEPUHTY HEOOXIAHO HAJIAIUTYBaTH IOJIOKEHHS Ta
Opi€HTaIlil0 KaMmepu B peaakTtopi mnapamerpiB (puc. 1.42). [Ins 3MiHU TOYKH
CIIOCTEPEXKEHHS CLUEHU B Blender 3 mo3ullli akKTUBHOI KaMepH HEOOX1IHO HATHUCHYTH

KJIaBily ~ (TWib/a) Ta 00patu myHKT View Camera.
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Puc. 1.41 — CtBopenns animaii qjs 3D-aBarapa y po6odomy npoctopi Animation

Puc. 1.42 — HanamryBaHHs napaMeTpiB 00’ €kTa Kamepa
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HactynHuM HeoOXiHO HalalITyBaTW MapaMeTpH JKepen OCBITIeHHs. Jlns
3MIHU peXUMY BiIOOpaKE€HHS CUEHU B Blender HeoOX1JHO HATUCHYTH KJIaBilly Z Ta
oOpatu mnyHKT Rendered. ]Jlo cleHM NOJA€ThCS NEKIIbKA JKEpesl OCBITICHHS,
30KpeMa Tuny Area, SIKWA BUIIPOMIHIOE CBITJIO 3 NEBHOI IUlomMHU. B pemakropi
napaMeTpiB 3aJal0ThCs MapaMeTpH TMO3UIlli, OpiEHTAllli, KOJIbOPY Ta IHTEHCHUBHOCTI

CBITIIa, pajiyc Ta ¢popma maxepena cpitia (puc. 1.43).

CIKTEIAZCE)

Puc. 1.43 — HanmanrryBauus mapaMeTpiB 00’ €KTa CBITIIO
Yy p P

Jnst peHnepuHry a"imMoBaHOI 3D-ClieHM B peNakTopi mapaMerpiB Render

Properties BUKOPUCTOBYIOTHCS HAJIAIITYBAaHHS:
— Render Engine: Cycles;

Device: GPU Compute.
— Sampling
Render
Noise Threshold: 0.1;
Max Samples: 150;

Denoise: BBIMKHEHO.
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[H111 MTapaMeTpu 3aIMIIAI0THCS 32 3aMOBUYYBAHHSIM.
B pemaktopi  mapametpiB  Qutput  Properties =~ BUKOPUCTOBYIOTHCS
HaJalTyBaHHS:
— Format:
Resolution X: 800 px;
Resolution Y: 800 px;
Frame Rate: 24 fpx.
— Frame Range:
Frame Start: 1;
End: 40;
Step: 1.
[Hm mapameTpu 3anumaroThesi 3a 3aMoBUyBaHHAM. B Output Properties Taxox
BHU3HauvaeTbest opmar ¢ainy ans 30epekeHHS pe3ysibTaTy PEHIIEPUHTY Ta ILIAX
1ioro 30epeKeHHS.
Jns 3amycKy peHJEpUHTY MICAs HajlallTyBaHHsS CIEHHM, KaMepu, CBITJIa Ta

MarepianiB HeoOX1JHO HATUCHYTU Render-> Render Animation.

1.2.4 JlemoHcTpauis podoru

Pesynbprar peHnepuHry aHiMoBaHOi 3D-CIIeHU NpeICTaBlIeHo Ha puc. 1.44.

Puc. 1.44 — ®parmenT animarii 3D-ClieHH: pyX IpaBOi HOT'M MEPCOHAXKA
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KOHTPOJIBHI 3AIITMTAHHSA

1. o Take MomemtoBaHHS 3D-CIICHH 1 K1 HOTO OCHOBHI CKJ1aI0B1?

2. SIxi1 BmacTuBOCTI 3D-00’€KTIB 1 CEpeaOBHUINA 3MIHIOIOTHCS ITiJ] Yac aHIMaIlii?

3. ki eTanu BKJIIOYAE MPOIIEC peHACPUHTY 3D-crieHu?

4. Mo Ttake npouenypHud miaxia A0 peanizamii mpoieciB 3D-rpadiku Ta sKi
MPOTpaMHi IHCTPYMEHTH ISl IIbOI'O BUKOPUCTOBYIOTHCS ?

5. HazBith poOoui mpoctopu B Blender Ta onuiniTh iX NpHU3HAYEHHS Yy Mpoleci
CTBOpEHHS 3D-CIIeH.

6. Jlns yoro mpuszHaueHuit Mmoaudikarop Mirror B Blender ta sikuM 4MHOM BiH
BUKOPHUCTOBYETHCS?

7. Hdns woro mpusHauenuit momudikarop Subdivision Surface B Blender Ta sixum
YUHOM BiH BUKOPUCTOBYETHCS?

8. Jlns yworo mpusHaueHuit moaudikatop Solidify B Blender Ta sikuM 4MHOM BIH
BUKOPHUCTOBYETHCS?

9. Jlns yoro mpu3zHayeHUW 1HCTpyMEHT Extrude B Blender Ta SKMM YMHOM BIH
BUKOPHUCTOBYETHCS?

10. Jlna goro mpusHaueHUU 1HCTpyMeHT Poly Build 1 yuM BiH BiIPI3HSETHCS BiA
IHIIMX IHCTPYMEHTIB peAaryBaHHs MOJITOHAIbHOI CITKU?

11. ¥V domy mnonsirae pi3HUI MK 1HCTpyMeHTamu Loop Cut ta Knife y
MOJIITOHAIBHOMY MOJIeNItOBaHH1 Blender?

12. 'V skux BuUMagkax JIOLUIBHO 3aCTOCOBYBaTH I1HCTPYMEHT Smooth Vertices,
onepatito Subdivide Ta wmonudikatop Subdivision Surface, Bu3HauTe iX
(yHKIIIOHATBHI BIAMIHHOCT1?

13. IlpusnHaueHHs  CKydAbOTypyBaHHiA B  Blender. UYum  BiIpI3HSAETHCS
CKYJBITYPYBAHHS B1J] OJITOHAJILHOT'O MOJIETTFOBAHHS?

14. Jlns yoro mpusHaueHwii o0’exT Apmarypa (Armature) Ta SIKUM YUHOM BiH
BUKOPHUCTOBYETHCS?

15. Ins woro mpusHaueHuil 1HCTpyMeHT Weight y poOoTi 3 ApMaTyporo Ta SIKUM

YHHOM Bl1H BIUIMBAE HA aHIMAIIIO MOIE1?
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16. SIxi OCHOBHI eTamu CTBOPEHHS aHIMallli o0’ekTa B Blender 3a n0omomoroo

KJIFOUYOBHX KaJIpiB?

17. Hdns 4doro BukopuctoByetrbcsi Graph Editor W sxy iHpopmalio MOXHa TaMm
penaryBatu?

18. SIxi Tunu 1HTEpnoNALii keyframe 1ICHYOTh y Blender Ta ik BOHM BIUIMBAIOTh HA
pyx 3D-06’exTa?

19. Jlng yoro BUKOpUCTOBY€eThCA Pose Mode y ckeneTHii aHIMalii?

20. k1 TUIIM CUCTEM YAaCTUHOK ICHYIOTh Y Blender Ta 1 40ro KOKEH THII 3a3BUYAil

BUKOPHUCTOBYETHCS?
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JABOPATOPHUH MPAKTUKYM Ne2. PO3POBJIEHHSI 3ACTOCYHKY
JOHNOBHEHOI PEAJIBHOCTI B I'POBOMY PYUIII UNITY

JlabopaTopHUl NPAKTUKYM HPUCBIYEHUN pO3pOONEHHI0 AR-3aCTOCYHKY B
irpoBomy pyuiii Unity. JIns CTBOpEHHSI JOMOBHEHOI peadbHOCTI Ha OCHOBI [OS-
maTGopMu BUKOPUCTOBYEThCST peliMBopk ARKit, sikuil noctynuuid B Unity depe3
mnarin Apple ARKit XR Plugin. JInsi cCTBOpEHHS TOMOBHEHOI PeaJibHOCTI Ha OCHOBI
Android-nnarpopmu BuxopuctoByetbcsi SDK ARCore, sikuit noctynHuit B Unity
yepe3 mnarii Google ARCore XR Plugin. Jlns peanizanii BIACTEXKEHHS (PI3UYHOTO
cepeZoBUIIA Ta MO3UIIIIOBAHHS MU(POBUX 00’€KTIB Y HHOMY 3aCTOCOBYEThCA Unity-
dbpeiitmBopk AR Foundation.

B poznini «Ilopsigok BUKOHAHHS» PO3TISHYTHM Mporec po3poOJeHHs JIBOX
BUMIIB AR-3aCTOCYHKIB, 30Kpe€Ma Ha OCHOBI pO3Mi3HABaHHA 300paK€HHS Ta

pO3IMi3HAaBaHHS MOBEPXOHb.

3ABJIAHHASA

Po3pobutn AR-3actocyHok B irpoBomy pymuii Unify. Tun J0mNOBHEHOI
peasbHOCTI — MapkepHa abo mpoctopoBa (Ha BHOIp). AR-3aCTOCYHOK NOBUHEH
MicTUTH 3D-00’ekT(1) 3 nmabopaTopHoro nmpaktukymy Nel (00OB’SI3KOBO), a TaKOXK
MyJIbTUMEINHI JaHl — 3D-00’€KTH 3 BIIKPUTHX CTOPOHHIX JDHKEpell, ayio, BiJEo,
TeKcT (3a OaxkanHsM). [{ns po3pobnenoro 3D-06’exTa(iB) MOBUHHA OyTH pealii3oBaHa
aHIMaIlisi, a TAKOK 3aCTOCOBaH1 BIAMIOBIIHI TEKCTYpH Ta MaTepiaiH.

3BIT 3 1a00PATOPHOr0O MPAKTUKYMY OBUHEH MICTUTH:

1. TutynbHuit apkyui, ¢GOpMYJIIOBaHHS 3aBJIaHHS, TEKCTOBUU OIKC MPOIECY
po3poOsieHHsT AR-3aCTOCYHKY, 30KpeMa iHdopMalis 100 BHUKOPUCTAHUX
IHCTPYMEHTIB Ta TEXHOJOTid, (parMeHTH MPOrpaMHOTO KOJYy, CKPUHIIOTH
MPOMIXKHUX Ta KIIFOUOBUX pe3yNbTaTiB (.pdf gaiin).

2. lemoHcTpaitito pobotu AR-3acTOoCYHKY (.mp4 daitn).

3. ApxiB niporpamu (.zip ¢aiin).
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2.1 TEOPETHUYHI BITOMOCTI

JlonoBHeHa peanbHICTh € XR-TexHosorieo, 1o Gopmye riOpuaHe
cepeloBUIIE, Y IKOMY IIU(POB1 00’ €KTH HAKIIAIaIOTHCS HAa 00’ €KTU (P13UYHOTO CBITY
B peaJbHOMY 4aci.

3a cnocoboM HakjagaHHS TUPOBUX OO0’€KTIB Ha (PI3UYHE CEPEIOBUIIE
JIOTIOBHEHY peajbHICTh KIACU(IKYyIOTh Ha YOTUPU OCHOBHI THUIH: MapKepHy (3
BUKOPUCTAHHSAM BI3yaJlbHUX MITOK), TpOCTOpoBY (iHTerpamis 3 (Qi3UUHUM
CepeOBUIIEM), TPOEKIIAHY (B11OOpakeHHsI HA MOBEPXHSIX 00’ €KTIB) Ta JIOKAI[IHHO-
Opi€HTOBaHY (MPUB’S3Ka JO reorpapiyHOTO MOJI0KEHHS KOPUCTYBaua).

Po3po0ieHHs 3aCTOCYHKIB PO3LIMPEHOT PEaTbHOCTI 3A1MCHIOETHCSA 30KpeEMa 3a
nonomororo irpoBux pyuniB (Unity, Unreal Engine, Godot Ta iHIll), Kl HaJalOTh
IHCTpYMEHTH [IJIi CTBOPEHHS TPUBUMIPDHHMX CII€H, OOpOOJIeHHS B3aeMOil
KOpHUCTYBaua Ta iHTerpailii XR-TeXHOJOT1il.

Unity € xpocminaTGOpMHUM ITPOBUM pYIIEM, M0 3a0e3neuye po3poOJIeHHS
XR-3aCTOCYHKIB JJIsl PI3HMX IIAaTGOPM 1 MPUCTPOIB 3 BUKOPUCTAHHSIM €JIHMHOTO
IIPOEKTY Ta CIUIBHOIO IporpamHoro koxy. B Unity BOynOBaHI 1HCTPYMEHTH IS
poOoTu 3 rpadikoro, aHIMALEID Ta B3aEMOJIEID KOPHUCTyBadya y LHUPPOBOMY
cepenoBunli. Unity (QyHKIIOHYE $K I1HTEIpPOBAHE CepeoBUILE, sIKE 00’ €aHye
MPOEKTYBAHHS  CLIEH, MpOrpaMyBaHHs JIOTIKM Ta TecTyBaHHA XR-1OCBiny
KOpHUCTYyBaua.

JIns oTpuMaHHS OCTaHHBOI Bepcii irpoBoro pyuris Unity HEOOX1IHO MEperTH

Ha o¢imiiiuuii cait (https://unity.com/) ta HatucHytH Download. Jlani HEoOX1qHO

3aBaHTAXUTH Ta BCTaHOBUTU Unity Hub (puc. 2.1) BIINOBIAHO 1O IHCTPYKIIHA Ha
expani. Ilicns Biakputta Unity Hub Oyne 3ampOnOHOBAaHO BCTAHOBUTH OCTaHHIO
Bepcito Unity. 3apa3 ue Bepcis Unity 6.3 LTS (6000.3.3.f1). 3a3Buuaii, ocTaHHs

Bepcis Unity Mae 1oAaTKOBI (PYHKIIIT, sIK1 onepeiHs PyHKIIis HE MIATpUMYyBaa.
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https://unity.com/

FXE ERECNORE N -]

?Hub
Installs Q Search Locate

@ Projects
All Official releases Pre-releases
| = Installs ] b
W’ Learn
UNITY 6
Ml Resources
ED Licenses 2 Unity 6.3 LTS (6000.3.3f1) © Manage v

/Applications/Unity/Hub/Editor/6000.3.3f1/Unity.app

Android  i0S  macOS

OTHER VERSIONS

Unity (2022.3.15f1) 4\ Security Alert LTS & Manage v
/Applications/Unity/Hub/Editor/2022.3.15f1/Unity.app
i0OS ' macO0s

{3 Settings

Unity &

Puc. 2.1 — Bepcis Unity 6.3 LTS (6000.3.3.f1)

IcHyroTh BHUMAnKH, KoM HeoOxigHU SDK € HecyMICHHMI 3 HOBOIO BEPCIEIO
Unity. Toai HeoOX1JIHO BCTAaHOBUTHU TonepeaHto Bepcito Unity, ska miarpumye SDK.
Hns usoro B Unity Hub HeoOximHo oOpatu [nstalls ta natucuytu Install Editor
(puc. 2.1). Hani y BikHi Install Unity Editor neoOxiqH0 oOpatu Archive Ta HATUCHYTH
download archive (puc.2.2). Ha BigkpuTiii CTOpiHIII HEOOXigHO oOpaTh Ta

3aBaHTAXXUTH HEOOX1IHY Bepcito Unity (puc. 2.3).
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Install Unity Editor

Official releases Pre-releases Archive

Can't find the version you're looking for? Visit our{download archive Jlfor access to Long-Term Support and patch releases, or join our
beta program [7 releases.

Beta program 7 Cancel

Puc. 2.2 — Bikno Install Unity Editor

os Plans and pricing

ndustry  Resources  Comwmunity  Learning  Support

Unity download archive

Learn more about how Unity 6 releases are supported here.

Unity 6 2023 @ 2021 2020 2019 2018 2017 Unity §

All versions @ Tech Stream

Version Release date Release notes Hub installation Downloads
2022.3.70f1 18 gek. 2025 r. Read See all
Enterprise and Industry only

2022.3.691 19 HoRG. 2025 . Read See all

Enterprise and Industry only

2022.3.62f3 28 oKT. 2025 T. Read See all
2022.3.68f1 23 okT. 2025 T. Read See all

Enterprise and Industry only

2022.3.62f2 30KT. 2025 T. Read See all
Puc. 2.3 — ApxisHi Bepcii Unity

Jns BcranoBienHst Unity HeoOxigHo B Unity Hub natucuytu Install Editor->
Install Ta obpatu mMoxayni, siki OynyTh BUKOPHUCTOBYBATUCH Jisl cTBOpeHHst Unity-

npoekTiB (puc. 2.4). I'oJOBHUM 1HCTPYMEHTOM po3poOieHHs € Visual Studio, nns
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pO3pO0JIEHHST MPOrpaMu Ha OCHOBI Android-nnatrdopmu HEOOXITHO BCTAaHOBUTHU
Monyib Android Build Support, na ocHoBi iOS-tatrdopmu — monyib iOS Build
Support Tta Hatucuytd Continue. (OcTaHHIM HEOOXiIHO TOTOJAWTUCH Ha
3alpONOHOBAaHI YMOBHU Ha €KpaHl Ta HaTUCHYTH [nstall (puc. 2.5). 3aBaHTa)KeHHS Ta

BCTaHOBJIEHHS Unity BUKOHY€ETHCS IPOTITOM IIEBHOTO 4acy.

Install Unity 6.3 LTS (6000.3.4f1) LTS X
Add modules Required: 19.68 GB Available: 102.89 GB
Dev tools Download size Size on disk
Visual Studio Code Installed 546.46 MB
Platforms Download size Size on disk
Android Build Support 1.95GB 6.22 GB
L OpenJDK 106.89 MB 210.08 MB
L Android SDK & NDK Tools 1.43 GB 3.3GB
iOS Build Support 44576 MB 1.27 GB
tvOS Build Support 438.03 MB 1.25GB

Back Continue

Puc. 2.4 — Monymi Unity

Android SDK and NDK License Terms from Google X

Terms and Conditions

This is the Android Software Development Kit License Agreement

1. Introduction

1.1 The Android Software Development Kit (referred to in the License Agreement as the "SDK" and specifically including the Android
system files, packaged APIs, and Google APIs add-ons) is licensed to you subject to the terms of the License Agreement. The License

Agreement forms a legally binding contract between you and Google in relation to your use of the SDK.

1.2 "Android" means the Android software stack for devices, as made available under the Android Open Source Project, which is
located at the following URL: http://source.android.com/, as updated from time to time.

1.3 A "compatible implementation" means any Android device that (i) complies with the Android Compatibility Definition document,
which can be found at the Android compatibility website (http://source.android.com/compatibility) and which may be updated from
time to time; and (ii) successfully passes the Android Compatibility Test Suite (CTS).

| have read and agree with the above terms and conditions

Puc. 2.5 — YmoBu Bukopucranus Unity
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Jns ctBopenHsi HoBoro Unity-npoexkty B Unity Hub HeoOxigHO oOpaTu
Projects Ta natucuyta New Project. Jlani HeoOxiqHO oOpatu Bepcito Unity, mabiioH
npoexty (Hamp., Universal 3D), natu Ha3By Unity-ipoekty Ta HatucHytu Create
project (puc. 2.6). 3aBaHTaxeHHss HOBOro Unity-IpOEKTY BUKOHYETHCS MPOTITOM
MIEBHOTO Yacy.
‘e0e

?Hub )
< New project
& Projects Universal 3D

This template includes the settings and assets you

= Installs need to start creating with the Universal Render

Templates Pipeline (URP).
i’ Learn Select an Editor version, then choose a template to start
a your project. @ Read more
M/ Resources
Editor version *
\ L Unity organization
2 Licenses @ 6000.3.3f1 v
[OksanaShkurat v ]
= Al ® Core & Sample > Project name *
cf] AugmentedRealitywithUnity (>}
2 Search Location *
/Users/Ksusha/Unity Project i
Use Unity Version Control @

{3 Settings Universal 2D Universal 3D

) -+ Create project
o = »

Puc. 2.6 — CtBopenHst HoBoro Unity-nIpoO€EKTyY

Penakrop Unity MiCTUTh JEKUJIbKa OCHOBHMX BIKOH (puc. 2.7) AJis KepyBaHHS
IrpoBUMHU 00’ €KTaMU, MPOEKTYBAHHS CIICHW, HAJIAIITYBAHHS MapaMeTpiB ITPOBUX
00’€KTIB 1 KOHTPOJIb TOMUJIOK M1/l Yac po3po0seHHs 3aCTOCyHKIB. BikHo Hierarchy
MpU3HAYeHe I KepyBaHHs (0JaBaHHsS HOBHUX IrpoBuX 00’ekTiB (Game Object),
nyOJItOBaHHS, BHJAJICHHS, CTBOPEHHS 3B’A3KIB TOILNO) I1€papXi€l0 BCIX ITPOBUX
00’exTiB Unity-nipoekty. BikHO Scene mpuszHaueHe IJisi Bi3yaJbHOTO MPOEKTYBAHHS
IrpoBUX 00’€KTIB (BM3HAYCHHS TO3MIlli, Opi€HTAIlli, MaclTady IrpoBUX OO €KTIB).
BikHo Inspector mpu3zHaueHe AJisl HATAIITYBaHHS MapaMeTPiB IrPOBUX 00’ €KTIB Yepe3
komrnoHeHTH. KoMmnonenTu B Unity € QyHKIIOHATbHUMHU MOIYJISIMH, SIKI TOAAIOTHCS
70 IrpoBUX OO’€KTIB Ta BHM3Ha4yalOTh iX moBeAiHKY. [loBemiHka irpoBoro 00’ekTa

BU3HAYAETHCS JOJAHOK KOMIIOHEHTOI0 ab0 TPYIMOI0 KOMIIOHEHT, SIKi peani3yloTh
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MEXaHi3MU B3a€MOJIii, 0OpOOJEHHS BBEICHHS KOpPUCTyBaua, (pi3UYHI BIIACTHBOCTI,
Bi3yaibHe BigoOpaxkeHHs Ta iHme. BikHo Comnsole npusHaueHe mjis KOHTPOJIIO
MMOMUJIOK, SIKI BUHUKAIOTh I1]1 Yac po3po0sieHHsl Ta BUKOHaHHs Unity-nipoekTy. BikHO
Project npusnauene s 30epirands Bcix pecypciB Unify-ipoeKTy (HAIp., CKPUIITH,
3D-moneni, Marepiaiii, TEKCTypH, ClieHH Toio). BikHo Game mnpuzHaueHe s
B1JI0Opa)K€HHsI MOTOYHOTO BapiaHTy BUKOHAaHHS Unity-IpOEKTY, sike Oyae OauuTu

KOPHUCTYBa4 3aCTOCYHKY.

@unitye | @05~ @AssetStorey @ $AIY S Unity Versio.. ¥ S > & 9 Q HEyouty @
= Hierarchy A i ||= Scene omGame i{| © Inspector 8 i
b | (S)Center v @Global vy || 1 1
v § SampleScene . @v ¥ Main Camera Static
| Main Tag MainCamera v Layer Default -
Directional Light
ggmm Voiun: v ) Transform [ B
Position X 0 Y o Zo
Rotation X 0 Yo Zo
Scale ® X1 Y1 Z1
v ™ v Camera o
Render Type Base v
¥ Projection o
Projection Perspective v
Field of View Ax Vertical -
Fleld of View ——— @ 60
Clipping Planes Near 0.3
Far 1000
Physical Camer:
¥ Rendering o
Renderer Default Renderer (PC_Rendev
Post Processing v
Anti-aliasing No Anti-aliasing -
Stop NaNs
Dithering
™ Project B Console Render Shadows
+ v Priority -1
v % Favorites 2l Assats Opaque Texture  Use settings from Render Piv
Q All Materials Depth Texture Use settings from Render Piv
Q All Models - Culling Mask Everything -
- +©C I n in ==
v o Assets & {} ¥ Stack o
W Scenes InputSyste... Readme Scenes Settings Tutorisiinfo
i Settings Cameras
» s Tutorialinfo List is Empty
v @ Packages S
» s Al Navigation 3
» I Burst
» i Collections ¥ Environment o
» s Custom NUnit Background Type Skybox -
» s Input System Volumes
g okt Hicen o Update Mode  Use Pipaline Settings
» s Mathematics
Volume Mask  Default -
> I Mono Cecil e
.Y Loantec et Moly Toaoes. b .o L 3

= 0o

Puc. 2.7 — Bikno penakropa Unity
1) Cnouarky HeoOxiHO oOpatu miaTtdopmy ais kol Oyae po3podiaeHuid AR-

3acTocyHOK. [lns mporo HeoOximHO oOpatu File->Build Profiles. lani HeoOXiaHO

oOpartu mnardopmy Ta HatucHyTu Switch Platform (puc. 2.8).
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@unitys | ©®0S~ @AssetStorev W “#AlY " Unity Versio.. v >l > & 9 Q Hlyouty ©

* @ Build Profiles

Bulld Profiles H

Add Build Profile Player Settings | Asset Import Overrides
% Scene List ios

& macos
= Android™

13 is on by defaut for new projects and based on Unity's Developer Data framework. Learn more Dismiss

Jorm bulkds use the shared scene fst, To change the scene list or other settings independently, create a Buld Profike for this platfoem. Add Build Profile

¥ Scene List

Open Scene List

¥ Platform Settings (i0S)

Welcome 1o Build Profiles. Run in Xcode v.26.2 /ApplicationsXcode.app
Run in Xcode as Release
Add a Build Profile to configure as G
many builds as you need for any :
supported platform. Build profiles Development Build
are stored as assets you can Aut t Profile
share with your team
Add Build Profile L y
Compression Method Default
¥ Diagnostics

Diagnostics Data Disabled (Requires inking to Cloud Project)

» W Mathematics T -
» B Mono Cecil V e Volume Mask  Default >
= B Miltinkavar Contar o Volume Triaoer None (Transfor (o) o

8/C

Puc. 2.8 — Bu6ip minargpopmu AR-3aCTOCYHKY

2) Unity niaTpuMye€e CydacH1 TEXHOJOTii po3po0OsieHHsI AR-3aCTOCYHKIB 4epe3
AR Foundation, XR Plug-in Management Ta 1Huil.

AR Foundation € intepdeticom Unity ayst pobotu 3 pizHuMu SDK 10NMOBHEHOT
peanbHoCTl, 30KpeMa ARKit Ta ARCore. AR Foundation He peanizye AR-pyHkuii
CaMOCTIHO, a 3a0e3mnedye AOCTYIN IO HUX, 30KpeMa BIJACTEKEHHS IOJOXKEHHS Ta
opieHTarlii AR-npuctpoto, Hi3UYHUX TOPU3OHTATBHUX Ta BEPTUKAIBHUX MOBEPXOHBD,
300paxeHb, OO0’€KTIB, BHM3HAYEHHSI OCBITICHHS (DI3UYHOTO CBITY, PO3MIIICHHS
uupoBux 00’€kTIB Ta B3aeMojJis 3 HUMU. OCHOBHMMHU KOMIIOHEHTAMU
AR Foundation € AR Session (kepyBaHHSI >XUTTEBUM LHKIOM AR-gocBiny), AR
Session Origin (cuctema koopauHat AR-cuenu), AR Camera (xamepa st
Bi3yamizanii (¢i3uuHoro cBity), AR Plane Manager (KepyBaHHS BiJICTEKEHHAM
(13UYHUX TOPU3OHTAIBHUX Ta BEPTUKAIbHUX TMOBEpXOHb), AR Tracked Image
Manager (kepyBaHHS BIJICTEXKEHHSIM 300pakeHn), AR Raycast Manager (kepyBaHHs

B3a€MOJII€I0 3 (PI3UYHUMHU TOPU3OHTATLHUMU Ta BEPTUKAIBHUMU MOBEPXHIAMM).
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AR Foundation nouilibHO BUKOPUCTOBYBATH [JISi PO3POOJIEHHS 3aCTOCYHKIB
MapKepHOi Ta MPOCTOPOBOI JOTIOBHEHOT PEaIbHOCTI.

Jns 3aBantaxkeHHst AR Foundation B Unity-ipO€KT cHoYaTKy HEOOXI1THO
obpatu Window-> Package Management-> Package Manager. Jlani HeoOX1gHO
oOpatu peectp mnakeriB Unity-> AR Foundation ta natucuytu Install (puc. 2.9).
BcranoBnenns ta HanamityBaHHs AR Foundation B Unity-ipO€KTI BUKOHYETHCS

MPOTSTOM MEBHOTO Yacy.

[ ) Package Manager
& Package Manager

4+ ~  Sort:Name (asc) v  Filters v

& InProject AR Foundation
© Updates A Navigaion 2 0] i oo s
From Unity Registry by Unity Technologies
% Unity Registry Alembic 244 Documentation | Changelog | Licenses
@ My Assets Analytics 6.2 Fatal

R Built-in Android Logcat 14,
Animation Rigging 1.4 Detais  Version History  Dependencies

& Services Apple ARKit XR ... 6.3)
Apple vision0S ... 3.0f  Technical Name com.unity.xr.arfoundation 1§
AR Foundation 6.3 Minimum Editor Version 6000.0

/ AssetManager 191 ;o Foundation enables you to create multi-platform sugmented reality (AR) apps with Unity. To learn more about AR Foundation, click the Documentation link above.

Authentication 3.
Behavior 101
Build jon 2.0,
Burst 182

CCD Manageme... 3.0,
Character Contr... 14
Cinemachine 3N
Cloud Code 210,
Cloud Diagnosti... 1.0.
Cloud Save 34,
Cloud Services .. 11
Code Coverage 12
Collections 26,
Dedicated Server 2.0

Deployment 17
Device Simulato... 1.0
Economy 35

Last refresh Jan 15, 10:44

Puc. 2.9 — Bcranosnenns AR Foundation B Unity-npOeKT

Hactynaum nHeoOxigHO BcTtaHOBUTH SDK NOMOBHEHOI pealbHOCTI Ha OCHOBI
oOpanoi miargopmu. [ns iOS-mnarpopmu HeoOXiAHO 0OpaTH Ta BCTAHOBUTH IUIAT1H
Apple ARKit XR Plugin (puc. 2.10). lns Android-nnatdhopmu HeoOXiAHO 00paTH Ta
BcTaHoBUTH 1arin Google ARCore XR Plugin (puc. 2.11).
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Puc. 2.10 — Bcranosnenns Apple ARKit XR Plugin B Unity-nipo€eKT

Puc. 2.11 — Bcranosnennss Google ARCore XR Plugin B Unity-ipo€eKT

OcranniM HeoOXimHo HamamTyBaTu SDK momoBHeHOT peanbHOCTI. XR Plug-in

Management € cuctemoro kepyBaHHs XR-mmarinamu (ARKit, ARCore, OpenXR

tomo) B Unity. XR Plug-in Management no3Bojsi€ KepyBaTH MiIKIIOUYCHHIM XR-
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TeXHOJIOTIH B Unify-TIpOEKTI, HAJAIITOBYBATH IMMapaMeTpH IUIATiHIB 4Yepe3 Project
Settings Ta 3amo0iraTy MOMUJIKaM Ha eTarni 30ipku XR-3aCTOCYHKY.

Jna wanamtyBanHsa SDK NONOBHEHOI peaidbHOCTI B Unity-IPOEKTI CIOYATKY

HeoOximHo oOpatu Edit-> Project Settings-> XR Plug-in Management ta obpatu

ARKit (puc. 2.12) a6o ARCore (puc. 2.13) Ha ocHOBI 00paHOi TUIATGOPMHU.

Puc. 2.12 — HanamryBanust ARKit B Unity-npoexT

Puc. 2.13 — HanamtyBauast ARCore B Unity-npoexT




B Unity-npoexti XR Plug-in Management BCTaHOBIIOETHCS aBTOMATUYHO
MicAs BCTAHOBJEHHS Ta HanamTyBaHHS AR Foundation. ]Jns camocTiitHOro
BcTaHoBieHHsI XR Plug-in Management neooxigHo odpatu Edit-> Project Settings->

XR Plugin Management ta natucuytu Install XR Plugin Management (puc. 2.14).

Kl > Project Settings

£ Project Settings

Adesstis Padomence XR Plugin Management
udio

Burst AOT Settings 1 in orcer 10 use the new XR Plugin system you need 1o install the XR Plugin Managemant package. CECKing the Bution beiow wil instal th 1a1est XR Plugin Managemant package and alow you 10 Configure your peoect foe XR
Editor
Graphics il nstall XR Plugin Management |
Input Manager
¥ Input System Package
Settings
Memory Settings
Package Manager
¥ Physics
Settings
Physics 20
Player
Preset Manager
Quality
Scene Template
Secript Execution Order
v Services
Ads Mediation (Level
Diagnostics
In-App Purchasing
Shader Graph
Tags and Layers
TextMesh Pro
Time
Timeline

Ul Tookit
¥ Version Control
Unity Version Control

Puc. 2.14 — Bcranosnenus XR Plug-in Management B Unity-nipO€KT

3) TonoBHuMHU irpoBUMH OO0’€KTaMU JIONMOBHEHOI peanbHOCTI B Unity €
ARSession tTa XR Origin. Ilepen nonaBanHsAM Ta HanamtyBaHHAM ARSession ta XR
Origin, HeOOX1IHO BUIATUTH irpoBuid 00’ ekT Main Camera 3 Unity-ipo€ekTy. Y BiKHI
Hierarchy HeoOX1JHO HATUCHYTH Ha IrpoBHil 00’ ekT Main Camera npaBoiO KHOIKOIO
Muill Ta oopatu Delete.

Jns nonaBaHHsi irpoBoro o0’exkta ARSession y BikH1 Hierarchy HeoOXiJIHO
HAaTUCHYTHU TMPaBOI0 KHOMKOK Muili Ta oOpatu XR-> ARSession. B pe3ynbTaTi B
Unity-nipoext Oyne noaaHo irpoBuid 00’ekT ARSession (puc. 2.15) 3 KOMIIOHEHTOIO
ARSession, ska BIONOBIZA€ 3a KEPYBaHHS KUTTEBUM LUKIOM AR-TOCBIAY HUISIXOM
BBIMKHEHHSI/BUMKHEHHSI JIOMOBHEHOI pPEAJbHOCTI Ha IUILOBOMY MPUCTPOI Ta
KoMrnoHeHTow ARInputManager, sika BIINOBiAA€ 3a BIJACTEKYBAaHHS Ta JIOCTYI [0

¢i3uunoro ceiry. s ogHiei AR-ClieHH HEOOXiTHO BUKOPHUCTOBYBATHU TIIBKU OJIHY
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KOMIIOHEHTY ARSession Ta oaHy KOMIOHEHTY ARInputManager. BukopucTaHHS

JEKUIbKOX KOMIIOHEHT MOK€ MPU3BECTH 10 KOH(IIIKTIB.

@unitys ®05v @AssetStorer @

= Hierarchy
+ v
v &3 SampleScene*

) Directional Light
0 Global Volume

s Project B Console

+-
Q Al Models
Q All Prefabs

v @ Assets
B Scenes
I Settings
» I Tutorialinfo
> I XR
¥ (@ Packages
» B Al Navigation
» Bm Apple ARKIt XR Plugin
» I AR Foundation
> I Burst
» i Collections
» im Custom NUnit
> I Editor Coroutines
» I Input System
» B JotBrains Rider Editor

& ‘#Av  Unity Versio.. ¥ S & 9 Q Hlayowty ©
A i & Scene owGame i O Inspector 8 i
N i3y | ® © Q vl » « B =~ .~ Static v

& || BElcenter v @Global v || 1

Y ) ARsession

" Tag Untagged v Layer Default

-
@ v M\ Transform @i
W Position X 0 Y 0 Zo
Rotation X 0 Yo Zo0
%]
e Scale ® X1 Y1 Z1
o ¥ es v ARSession o= !
& Attempt Update v
Match Frame Rate v
“Match Frame Rate’ does three things
- Blocks each render frame unth the next AR frame is
ready
| | - Sets the target frame rate 1o the session's preferred
*_{ update rate
- Disables VSync
Thase settings are not reverted when the ARSession is
aisabled.
Tracking Mode Position And Rotation -
= v @Al Navigation | ¥ °* 7 ARlnputManager =1
» Surfaces Seript ARInputManage
» Agen
s Add Component
v Obstacles
It xc/@ & X '2 &% @ % Q4 = Show Carve Hull
ai
8 le * | w27
“ Assets > Scenes
E SampleSce...
¥ *
% 20|

Puc. 2.15 — IrpoBuit 00’ext ARSession

Jnst nonaBanHs irpoBoro o0’exkta XR Origin y BikH1 Hierarchy HeoOX1IHO

HAaTUCHYTHU TPaBOI0 KHOMKOI Muili Ta oOpatu XR-> XR Origin (Mobile AR). B

pesynbrari B Unity-ipoekT Oyzae aonaHo irpoBuit o0’ekt XR Origin (puc. 2.16) 3

KOMIIOHEHTO XR Origin, sika BIANOBiJa€ 3a BU3HAYEHHS IO3MIII, OplEHTAIll Ta

MaciTady BiJICTEKYBaHUX (PI3MYHUX MOBEPXOHb Ta TOYOK 00’ €KTIB B ciieH1 Unity.

IrpoBuit 00’ekt XR Origin Mae nodipHii irpoBuii 00’ext Main Camera 3

koMmrnoHeHTot0o AR Camera Manager, sxa BIANOBIJa€ 3a HaJNAlITyBaHHS PI3HUX

napaMeTpiB, 30KpemMa aBTO(POKYC, OI[IHKA OCBITJIICHHS, HAPSIMOK KaMepu Ta PEXUM

pennepunry (puc. 2.17).
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@os~

v § SampleScene®
() AR Session
(D Directional Light
0 Global Volume

[ »(XROrgin |

I Project
vy
Q All Models
Q All Prefabs

B Console

Packages
» I Al Navigation
» B Apple ARKIt XR Plugin
¥ (@ AR Foundation
> I Assets
» I Editor
¥ (@ Runtime
» W ARFoundation
» RSubsystems
B InternalUtils

. e Ctedasian

@os~

v & SampleScene*
) AR Session
) Directional Light
) Global Volume
¥ () XR Origin

Viii imera Offset

s Project B Console

+-
Q Al Models
Q All Prefabs

¥ G Assets
B Scenes
I Settings
» s Tutorialinfo
> I XR
v
» B Al Navigation
» B Apple ARKIt XR Plugin
¥ (@ AR Foundation
> M Assets
» W Editor
¥ (@ Runtime
» I ARFoundation
» B ARSubsystems

@ AssetStore v &

@ Asset Store ¥

A Unity Versio... ¥ o & 9 Q Hyouty @
a i & Scene o Game H O Inspector CR
# || B center v @Giobal v || 1 v 3w | © @ QO %~ » x ¥y ® =v m~ v &~ xrorigin Static ~
7 Tag Untagged ~  Layer Default N
v ). Transform

Position X 0 Y 0

Rotation X0 Yo

Scale ® X1 Y1

¥ ¢ 7 XROrigin DN
Origin Base GameObj <> XR Origin
Camera Floor Offset { &2 Camera Offset

Camera = Main Camera (Camera) [0}
Tracking Origin Mode Not Spacified v
Camera Y Offset 11176

Add Component

4 Assets > Scenes

Samplesce...

-
e
Puc. 2.16 — IrpoBuii 06’ ext XR Origin
.2.16 ~Irp g
B YA Unity Versio... ¥ > N & 9 Q Hlaypoutvy @
4 i = Scene owGame i © Inspector 8 i
B || Goener ~ @coos~ 1 LI o o Yo %~ = ~ Nl +-» N .
List is Empty
¥~
¥ Environment L
Background Type Solid Color v
Background
Volumes
Update Mode ~ Use Pipeline Settings v
Volume Mask  Default v
Volume Trigger None (Trans @
» Output )
v Audio Listener o @ i
¥ <+ ~ AR Camera Manager [ I
Seript ARCameraManage
Auto Focus v
i Image Stabilization f
LAl dou L?.E i " None -
»> Surfaces ight Estimation
Facing Direction World v
Render Mode Any -
¥ *» ~ AR Camera Background [
Use Custom Material

¥ I v Tracked Pose Driver (Input System) @ 3

“ Assets > Scenes v
r Rotation And Position v

Tracking Type
Update Type Update And Before Render
Ignore Tracking St...
Position Input i Action o+ -
SampleSce... 1» centerEyePosition [XR HI
devicePosition [AR Hand

Action o+
| centerEyeRotation [XR H
deviceRotation [AR Hand
Action o

Rotation Input

Tracking State Input  §

¥ ¢ v Universal Additional CameraData ( @ 3+ !

Add Component @

Puc. 2.17 — IrpoBuit 00’ ext Main Camera
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2.2 IOPAJOK BUKOHAHHA

2.2.1 CrBopenHs Ta HAaJamWITYBaHHA Unity-npoexTy

B Unity Hub neobxinHo oOpatu Projects, natucuytu New Project, o6patu
mabnon  mpoekty  Universal 3D, npgatm  Ha3By  OpoekTy  (Hamp.,
AugmentedRealitywithUnity) Ta natucuytu Create project (puc. 2.6).

Hactynaum HeoOximHo o0patu minatdopMmy s sikoi Oyae po3pooneHuit 4R-
3aCTOCYHOK (puc. 2.8), BcTaHOBUTH Ta HanamtyBatu AR Foundation (puc. 2.9), SDK
nonoBHEHOi peanbHOCT (puc. 2.10-2.11) ta XR Plug-in Management (puc. 2.12-
2.13). TlosicHeHHS Ta MOKPOKOBI I1HCTPYKIII JIJs I[bOTO €Tamy HaBEJAEHO Y

nonepeaHpoMy po3aimi 2.1.

1) HanamryBanHs 4 R-3acTocyHKY Ha OCHOBI1 iOS-1maThopmMH.
Jnst HanmamTyBaHHS AR-3aCTOCYHKY CIOYaTKy HeoOxigHo oOpatu Edit->
Project Settings->Player. Jlani HeoOXiqHO HanamTyBaTtu napamerpu Unity-nipOeKTy

BIAMOBIAHO n0 Taomui 2.1.

Tabmuns 2.1. [lapamerpu HanamrtyBaHHs Unify-IpOEKTY ISl PO3POOJICHHS

AR-3acTocyHKy Ha ocHOBI1 iOS-naTdopmu

HazsBa 3HaueHHS
napameTpa
Company [Tone nmpusHaueHe AJis 3a3HAYCHHST pO3pOOHUKA A R-3aCTOCYHKY Ta
Name BUKOPUCTOBYEThCA MiAg dYac (opMyBaHHS 11eHTU(IKATOPIB 1

napaMeTpiB 30ipku Unity-TIpOEKTY.
Heo06xigHo BBecTH Ha3By, Hanp., MylmmersiveCompany.

He PECKOMCHAYETHCA BUKOPHUCTOBYBATH 3HAa4YCHHA 3a

3aMOBUYYBaHHSIM.
Bundle [Tone npusHauene s ineHTUPIKaLIl 4 R-3aCTOCYHKY.
Identifier HeoOxigHO BBECTM 3HAYE€HHS  BIAMOBIAHO J0  IIa0JOHY

com.CompanyName.ProductName.
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Hanp., com.MylImmersiveCompany.AugmentedRealitywithUnity.

Camera [lone mnpusHaueHe najg 3a3HAYEHHS MNPUYUHU BUKOPUCTAHHS
Usage Kamepu AR-3aCTOCYHKOM, fiKa BiJoOpa)kaeTbCsi KOPUCTYyBaudy IIij
Description | 4ac 3anuTy A03BOJIy Ha JIOCTYII 10 KaMepu A R-IpUCTPOIO.

HeoOxigHo BBecTH 3HaueHHs, Hamnp., Augmented Reality requires

the camera.

Active Input | llone npuszHadyeHe sl BU3HAYCHHS CUCTEMHU BBEAEHHS B Unity-
Handing MIPOEKTI 711 00pOOJIeHHs N1l KopucTyBaya A R-3aCTOCYHKY (IOTHK,
MHUIlIa, KJaBiaTypa, KoHTposepu). HeoOxigHO 00patv 3HAYEHHS
Both (oOunBi cucteMu BBEJIEHHS OJTHOYACHO).

[Ticnst 3MiHM 11bOTO NTapameTpa, Unity motpelye nepe3amycky.

Requires [Tone nmpusHauene AJist 3a3Ha4€HHS 000B’A3KOBO1 MIATPUMKHN ARKit
ARKit Ha MPUCTPOL.
support Heo0xiqH0 akTUBYBaTH MapaMeTp.

2) HanamryBanHs 4 R-3aCcTOCyHKY Ha OCHOB1 Android-nnatdopmu.
Jnst HamamTyBaHHS AR-3aCTOCYHKY CIOYaTKy HeoOxigHo oOpatu Edit->
Project Settings->Player. Jlani HeoOXiqHO HanamTyBaTtu napamerpu Unity-nipoeKTy

BIAMOBIAHO n0 Taomui 2.2.

Tabmuns 2.2. [lapamerpu HanamtyBaHHA Unify-IpOEKTY ISl PO3POOJICHHS

AR-3acTOoCyHKY Ha OCHOBI1 Android-nnatdopmu

HazsBa 3HaueHHS
napaMmerpa
Company [Tone mictuth iHGOpMaIIO TPO po3poOHUKA AR-3aCTOCYHKY Ta
Name 3aCTOCOBY€EThCS TPU (HOPMYBaHHI CHUCTEMHUX 1€HTU(]IKATOPIB 1

napaMeTpiB 30ipku Unity-TIpOEKTY.

Heo06xigHo BBecTH Ha3By, Hanp., MylmmersiveCompany.

Graphics [Tone mpusHaueHe s BU3HA4YeHHs 1HTepdeiicy, uepes akuii AR-
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API 3aCTOCYHOK  B3aeMojiie 3  rpadiuHuM  MOPOLECOPOM IS
BimoOpaxkeHHs rpadiku. MokHa BU3HAuWTU JAekiibka Graphics
API Ta ix nopsAI0OK 3acToCcyBaHHs Jisi Unity-IpOEKTY.

HeoOxinno ob6patu Vulkan nepmmmm Graphics API, OpenGLES3 —

TIPYTHM.
Package [Tone npusHauene s ineHTUPIKaLIl 4 R-3aCTOCYHKY.
Name HeoOxigHO BBECTHM 3HAYE€HHS  BIAMOBIAHO J0  IIa0JOHY

com.CompanyName.ProductName.

Hanp., com.MylImmersiveCompany.AugmentedRealitywithUnity.

Minimum [Tone mpu3HaueHe s BU3HAYEHHS MIHIMAJIBbHOTO piBHS Android
API Level API, HeoOX1JHOTO AJisi BCTAHOBJIEHHSI Ta poOOTU AR-3aCTOCYHKY.
Miunimaneuuil piBeHb Android API oOupaeTbesi BIANOBIAHO [0
BUMoOr Google ARCore. HenpaBuibHO BCTAaHOBJIEHUI PIBEHb MOXE
CIIPUYMHUTH MOMUJIIKH 301pKH ab0 3aycKy.

HeoO6xigno obpartu 3uauenns Android 7.1 ‘Nougat’(API level 25)

a0o BuIIIE.
Scripting [lone npusHaueHe Uisi BU3HAYEHHS MEXaHI3My KOMIIUIALIT Ta
Backend BUKOHAHHS C#-KOJy 3aCTOCYHKY Ha LUJIbOBIHM MIaTdopMi.

Heo6xigno o6patu IL2CPP.

Active Input | llone npuszHaueHe Iyisi BU3HAYCHHS CUCTEMHU BBeIEHHS B Unity-
Handing MPOEKTI, sika 3a0e3neuye OOpOOJEHHSI JIOTUKIB, HATHUCKaHb 1
po0OO0TH 3 KOHTpOJIepaMH B A R-3aCTOCYHKY.

Heo06xigHo oOpaTtu 3HaueHHs Both.

Target [lone mpu3HaueHe A1 BUSHAUYECHHS NMPOLIECOPHUX APXITEKTYP, IS
Architectures | AKUX BUKOHY€TbCS 301pKa A R-3aCTOCYHKY.

Heo0xinHo oopatu ARM64.

3) OctanHiM HEOOXIJIHO HAJAIITyBaTH peHAEpUHT AR-cuieHu (11 HeoOXiAHO
s mabnony npoekry Unity — Universal 3D). J1ns uporo HeoOxigHo oOpatu Edit->

Project Settings-> Graphics. Jlns napamerpa Default Render Pipeline oOpatu
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3HaueHHs1 Mobile RPAsset (puc.2.18) ta miarBepautu BuOip. B Tewi Assets s

Unity-npoexty oOpatu Settings-> Mobile Renderer, natucuyta Add Renderer

Feature Ta o0patu AR Background Renderer Feature (puc. 2.19).

© Project Settings

Adaptive Performance
Audio

Burst AOT Settings
Editor

Set the Default Render Pipeline Asset that Unity uses when don't have assigned Render Pipeline Asset in the active Quality Level.

Graphics

Set Default Render Pipeline Asset

Project Settings

© Mobile_RPAsset (Universal Render Pipeline Asset)

¥ Input System Package
Settings

Shader Build Settings

Memory Settings ¥ Keyword Declaration Overrides e o Select Render Pipeline Asset
Package Manager Keyword set al / )
¥ Physics - —l ® 727
Settings List is empty Assets o
Physics 20
Player *Applying Shader Bulld Settings changes will trigger shader re-
Prasat Managet Pplying 95 changes will trigg: in :
Quality Ay
Scene Template
Seript Order s_h‘d" |
v Services paaee fove Moo | T | pcavase =
Ads Medlation (Level Fog Modes A
:’"Agm:::‘“w ) Instancing Variants -
In-App Pur 5ing " P
Shader Graph Batch Renderer Group Variants L
Tags and Layers
TextMesh Pro Shader Loading )
Time Log Shader Compilation
Timeline
Ul Toolkit Culling Settings
¥ Version Control Camera-Relative Culling
Unity Version Control Lights
Visual Scripting Shadows
¥ XR Plug-in Managemen
Apple ARKit Shader Settings
Project Validation | \s00 Mobile_RPAsset
XR Simutation Universal Render Pipeline Asset k
» Always Included Shaders o Assets/Settings/Mobile_RPAsset.asset
Renderer Light Probe Selection 0
» Preload Shaders
Preload Shaders After Showing First Scene
1| Currently tracked: 16 shaders 18 total variants
Save to asset...  Clear
Puc. 2.18 — Bubip xoHbirypaiiii peHaepuHr-kouseepa 4 R-ClieHu
@unitys ®0Sv @AssetStorey @ #AIY S Unity Versio.. ¥ »lh & 9 Q Hlyouty ©
= Hierarchy 3 i ®=Scene omGame © Inspector a:
ey & || Bcenter v @clobai v || 1 i | & © Q %~ » x Mobile_Renderer (Universal Renderer Dat: @ i
v ) SampleScene H o Open
() Main Camera pes
) Directional Light
) Global Volume Filtering
Prepass Layer Mas Everything .
Opaque Layer Mas Everything -
Transparent Layer Everything -
Rendering
Rendering Path  Forward v
Depth Priming N Disabled .
Depth Texture Mot After Opaques -
Dopth Attachment Default -
Depth Texture Forr Default v
Shadows
Transparent Receh
Post-processing
Enabled 4
== v @ Al Navigation
@ Data & PostProcessData (Post Proc ©
Overrides
Stencil
Compatibility
Intermediate Texty Auto v
M Project B Console a
+ - D le * 27 Renderer Features
Q All Models “ Assets > Settings ¥ ~ AR Background Renderer Feature (AR Bacl
Q AN Prefabs f Name ARBackgroundRendererFeature
¥ (@ Assets A t
®| oo ore ® &

» I Tutorialinfo
> xR

¥ (@ Packages

» I Al Navigation

Defauttvolu_

Mobile_Ren..

» Bm Apple ARKIt XR Plugin

» s AR Foundation

» I Burst

» i Collections

» s Custom NUnit

> I Editor Coroutines
» Bu Input System

jetBrains Rider Editor

v © Assets/Settings/Mobile_Renderer.asset

| Add Renderer Feature ]

Asset Labels
o
o AssetBundle None v None ~
* RO

Puc. 2.19 — HanamtyBanus AR-poHY Ha OCHOB1 300pa’keHHS 3 KAMEPU MPUCTPOIO
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2.2.2 IMnopTyBaHHs Ta HAJAIITYBaHHA AR-00’€KTIiB

Cnouatky HeoOXiTHO jJoaatu irpoBuil 00’ekT ARSession (puc. 2.15).
[TosicHeHHsI Ta MOKPOKOBI IHCTPYKUIi JJI LbOIO €Taly HABEIEHO Y MOINEpPEIHbOMY
po3aim 2.1. IrpoBuit 00’ext Main Camera HeoOX1AHO BUIANUTH 3 Unity-TIPOEKTY.
Hactynuum HeoOxigHO nojatu irpoBuii 00’ ekt XR Origin (puc. 2.16). IlosicuenHs ta
MOKPOKOB1 1HCTPYKIIii JI IbOTO €Tany HaBeJIEeHO y MonepeaHboMy po3auti 2.1.

3D-00’exT(1) 3 1abopatopHOro npakTukymy Nel HEOOX1THO BUKOPUCTATH ISt
pO3pOOJEHHS CIIEHM JOIMOBHEHOi peanbHOCTI. Jlma 1uporo B Blender-mpoexTi
HeoOx1mHO oOpatu File-> Export ta oOpatu ¢opmar 30epiraHHs 3D-00’exTa,
30kpema .fbx. OcTaHHIM HEOOX1HO BUOpaTH Katayor 30epiranHs, JaTu Ha3By (dailny
Ta HAaTUCHYTU Export FBX.

Jns imnoptyBaHHst ¢QaiiniB B Unify-ipoexT, 30KkpeMa 3D-00’€KTiB HEOOX1THO
oOpatu Assets-> Import New Asset.... Jlami HeoOximHO o0patu dailn, sKuit
HEOOX1IHO IMIOPTYBaTH Ta HAaTUCHYTU [mport. B pe3ynbTaTi B Teui Assets Unity-
npoexty Oyne nomano npedad (puc. 2.20). Ilpedad (Prefab) B Unity € mabioHoM

IrpoBoOro 00’ €KTa, sIKUit 30epirae Horo CTpyKTypy, KOMIIOHEHTH Ta HaJlalllTyBaHHS.

@unitys ®0S~ @AssetStorey B #AIY  Unity Versio.. ¥ i » & 9 Q HLayouty @

= Hierarchy 4 i #®Scene owGame i O Inspector 8 i

+v & || B)center v @Global v || 1 ¥ 5 | & © Q %~ » X ¥y ® =v Mv v . Blender_model Import Settings .
! Open

Model  Rig = Animation Vu.ﬂm-

Material Creation Mo import via MaterialDescriptiov
Location Use Embedded Materials  +

extures Extra xture {
Materials 1
Materials are embedded insice the imported asset, )
¢ Material assignments Can be remapped below
Remapped Materials
» On Demand Remap
Leather black
brow
dreds
leather_white.001
pupil
shirt
skin
white

¥ Asset PostProce:

Universal.

Universal.

M Project [ Console
+v
¥ % Favorites

Q Al Materials

Q All Models

Q Al Prefabs

ing.Universal.Th

Universal

ing.Universal face

ing.Universal

YYYVYTYVYY

Universal.

v @ Assets
> s Scenes
I Settings
» s Tutorialinfo
> xR
v
» B Al Navigation
» B Apple ARKIt XR Plugin Mpecab
» I AR Foundation
» I Burst
» s Collections o

::S:‘ﬂ,,m,,'fm v @ Assets/blender_model.fbx ° AssetBundle  None v None ~
RO

blender_model

Puc. 2.20 — ImnopryBanHs aHiMoBaHoOro 3D-00’ekTa
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Jlnst HanamtyBaHHs iMOopToBaHoro 3D-00’ekta 3 BOyJOBaHUMH MaTteplajgaMu
HEOOX1HO y BiKHI Inspector HatucHytu Extract Materials... -> New Folder, natu
Ha3By Tell, Hamp., Materials Ta Hatucuytu Create, a notim Choose (puc.2.21).
BoOynoBani Matepianu po3MIllyOThCsl B okpeMiid Teni (Materials) Ta npu3Ha4alOThCs
JUIsl BIAMOBIAHMX YacTuH 3D-00’ekta. BuiyueHi marepianu npu HEOOXITHOCTI
MO’KHa penarysatu B Unity.

Jlns cTBOpeHHs HOBHX MarepianiB B Unity HeOOXigHO Yy BiKHI Assets
HAaTUCHYTH MPaBOIO0 KHOMKOI Mullli Ta obpatu Create-> Material (puc. 2.22). Hamni
HEOOX1HO JJaTW Ha3By Marepially Ta BUZHAUUTH napameTpu Surface Option, Surface
Inputs, Detail Inputs, Advanced Options.

['pyna mnapametrpiB Surface Options BU3HA4YalOTh CHOCIO BIJOOpPaKEHHS
nmoBepxHi 00’ekta B AR-creHi Ta i1 B3aemofito 31 cBiTIOM 1 ¢oHoM. [lapametp
Workflow Mode Bu3zHauae cnoci®d 3aJaHHsS BJIACTUBOCTEM MaTepialdy TOBEPXHI
o0’ekTa Ta XapakTep BiIOWBaHHS CBITHA BiJ mnoBepxHi. [lapamerp Surface Type
BH3HA4Ya€e TUIl MaTepiainy MOBEpXHi (Hempo3opa/mpo3opa). i mpo3opux marepialib
MOBEpPXHI HaANAINTOBYEThCA Tmapamerp Blend Mode, saxuii Bu3Hauae Crocio
3mimtyBaHHs 3 (¢oHoMm. [lapamerp Render Face BU3Haya€ CTOPOHHM TIOJIITOHIB
MOBEPXOHb OO0 €KTa [JIsi BiJIOOpakeHHs (30BHIIIHS/BHYTPIIIHSI/OOUIBI CTOPOHU).
[Tapametp Alpha Clipping BU3Ha4Ya€e 3aCTOCYBaHHSI MEXaHI3MY BHJIAJICHHS IIKCEIIB
MOBEpXHI 00’€KTa 3 HM3bKUM 3HAUYEHHSIM MPO30pOCTi (3HAUECHHS aybda-KaHaly).
[TapameTtp Receive Shadows Bu3Ha4ae 3aCTOCYBaHHS MEXaH13My B110OpakKeHHS TiHEH

BiJI IHIIIKX OO’ €KTIB Yy CIICHI.
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@unitys ®0S~ @AssetStorey @ #AIY  Unity Versio.. ¥ i

Q ELayouty @

= Hierarchy A i & Scene owGame i O Inspector a3 i
e # || B)center v @Giobal v || 1 ¥ i | © @ QO %~ » x ¥y ® =v m~ v . Blender_model Import Settings =1
v § SampleScene® i
) AR Session Open
» () XR Origin —
£ Directional Light Model | Rig | Animation | Materials:
() Global Volume

Matarial Creation Mo Import via MaterialDescription v
Location Use Embedded Materials -

1 Msterisi assigremants can be remapped bekow

Remapped Materials
» On Demand Remap
Leather black O Leather black
brow Q brow <
dreds Q dreds ©
leather_white.001 | Q leather_white.001 ©
pupil Q pupll ©
shirt Q shirt ©
=v@A Navigation skin Q skin [o
» Surfaces white Q white

» Asset PostProcessors

M Project [ Console
+v oo e *
¥ % Favorites 2] Assets

Q All Materials #

Q All Models
Q Al Prefabs .
¥ @ Assets i
blender_.. Materisls

s Materials
I Scenes
I Settings
»> i Tutorialinfo
> I XR
¥ @ Packages
» B Al Navigation
» Bs Apple ARKit XR Plugin
» I AR Foundation
» Wm Burst o

o ~ @ Assets/blender_model.fbx @ AssetBundie  None + None v

blender_model

| =
Py .
Puc. 2.21 — HanamryBanus 3D-00’ekta 3 BOyJJOBaHUMH MaTepiagaMu
@unitye | @05~ @AssetStorey T “#Alv S Unity Versio.. ¥ SR & 9 Q @Elyonty @
= Hierarchy a8 i i Scene owGame i O Inspector 3 i
ks & || B center v §BGlovalv || 1 v 5w | © © Q #~| » x y ® =v mv v a Universal Render Pipeline/Lit (Materic @ 3 § [*
v & SampleScene i p— . — -
) AR Session N Shader Universal Render Pijv  Edit...
» () XR Origin
0 Directionai Light I
) Global Volume Workflow Mode Metalic v
Surface Type Opaque v
Render Face Front v
Alpha Clipping
Receive Shadows v
¥ Surface Inputs
©Base Map Vd
oMetaliic Map @
Smoothness @ 0.5
Source Metalic Aipha v
©Normal Map
©Height Map
©0cclusion Map
Emission
Tiing X 1 Y
Offset X 0 Y 0
¥ Detail Inputs L
OMask
M Project [ Console E] ©Base Map
o+ P nle * 27 - ©Normal Map .
¥ % Favorites iing 1 Y1
“ Assets > Materials
Q Al Materials 6 Offset X 0 Y 0
Q All Models
Q All Prafabs. o —
Universal Render Pipeline/Lit
¥ (aw Assets |
Materials Q brow Quareds  Qeather.. Qleatner... Q st Q skin Q whre
s Scenes @
i Settings
» I Tutorialinfo
> B XR
¥ @ Packages
» B Al Navigation
» I Apple ARKit XR Plugin
» I AR Foundation
- s 4

Puc. 2.22 — CtBOpenHst HOBoro matepiany nis 3D-00’ekra B Unity
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['pyna mnapametrpiB Surface Inputs BU3HAYalOTh MapaMeTpu Mareplany
noBepxHi 00’ekra. [lapamerp Base Map (abo Albedo) Bu3HAYae TEKCTypy Ta KOJIIp
noBepxHi. [lapamerp Metallic Map Bu3Hauyae BIIOUTTS CBITJIA BiJl MOBEPXHI (SIKILIO
BOHa MeTtaieBa/ HeMmertaneBa). llapametrp Smoothness Bu3Ha4ae CTYMiHb
3raajpKyBaHHs noBepxHi. [lapamerp Normal Map Bu3Hayae TEKCTYpy JJisl ONTUYHOTO
penbedy Ha moBepxHi 6e3 3MiHU reomeTpii 00’ exTa. [lapameTtp Height Map Bu3Hauae
TEKCTYpy MJIE ONTUYHOTO pelbedy Ha TMOBEpPXHI 31 3MIHAMU TEeOMETpii 00’€KTa.
[Tapametrp Occlusion Map Bu3Hadae o0jacTi MOBEepxHI 00’€kTa, A€ CBITJIO
TIOTJIMHAEThCSA 200 He BIIOUBaeThCs (TemHI obnacTi moBepxHi). [lapamerp Emission
BH3HA4ya€ BIACTUBICTh MOBEPXHI BUIIPOMIHIOBAaTH CBITIO. [lapamerp Tiling Bu3Hauyae
MOBTOPIOBAHICTh TEKCTYPH MO OcsX, nmapamerp Offset — 3CyB TEKCTYpH.

['pyna napametpiB Detail Inputs BU3HA4YaOTh NapaMeTpyu MaTepialy OBEpPXHi
00’ekTa, 10 HakiagarTbes Ha Surface Inputs. Tlapamerp Mask Bu3Hauae obnacti
MOBEpXHI 00’€KTa, J€ 3aCTOCOBYIOThCA JpiOH1 nertani Base Map (rpyna Detail
Inputs). Tlapametrp Base Map BuU3HAYae TEKCTypy MApiOHUX JAeTaieu, ska
HakJanaeTbcsi Ha Base Map (abo Albedo). Ilapametrp Normal Map Bu3Haudae
TEKCTypy ApiOHMX JeTajed Mg JOJATKOBOIO ONTHYHOTO pelbedy, SKUH
HakJIafaeThesi Ha ocHOBHUM Normal Map (rpyna Surface Inputs). Ilapametpu Tiling
Ta Offset BU3BHA4YaIOTh MOBTOPIOBAHICTH Ta 3CYB TEKCTYPH APIOHUX JeTajei Mo ocsX.

ImMnoptyBanHa TekcTypu 3D-00’e€kTa sl HaAJAlITYBaHHS CTBOPEHOTO
Marepianty B Unity (puc. 2.23) BUKOHY€TbCS 3a MPUHIMIIOM IMIOPTYBaHHSA Oyb-
aKoro iHmoro Qainy B Unity-ipoekT, 30KkpeMa HEoOX1THO oOpaTu Assets-> Import
New Asset.... Jlani HeoOximHO oOpatu daiin, skuil HEOOX1THO IMIOPTYBAaTH Ta
HaTUCHYTHU Import.

Hactynaum HeoOXiiHO po3MICTUTH iMIOpTOBaHUMN 3D-00’€kT Ha Unity-ClieHy,
30kpema rmneperarnytd (aitn 3D-o0’exkta y BikHO Hierarchy. Jlami HEOOX1THO
BWIYYUTH IrpoBUil 00’ekT 3 mpedaly s HamamryBaHHa B Unity. Jlns uboro
HAaTUCHYTHU TMPABOI0 KHOMKOK MUl Ha 3D-00’ekt y BikHiI Hierarchy ta oGpatu

Prefab-> Unpack Completely (2.24). Jlna HamamTyBaHHS IrpOBOro 00’€KTa
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HEOOXITHO BHU3HAUYUTH MOTO TMO3UINI0, OpPIEHTAII0 Ta MacimTad 3a JOMOMOIOI0

KOMNOHEHTH Transform y BikH1 Inspector (2.24).

@uniye ©0s~ @AssetSorev B $AIY S Unty Versio.. v ol & 9 Q HElyou~y @
= Hierarchy a i &Scene omGame i O Inspector a3
a zhd & || [E)center v @oiobal v || 1 &~ | » x T-shirt (Material) L
¥ P SampleScene ]
AR Shader Universal Render Py Edit..
» &) XR Origin -
) Directional Light Surface Options
) Global Volume Workfiow Mode Metalic v
Surface Type Opague =
Render Face Front =
Alpha Cipping

Receive Shadows v

¥ Surface Inputs

[l oBase Map T

OMetalic Map ——@—————— 029
Smoothness @ 0
Source Metallic Alpha M

©Normal Map
©OHeight Map
©0cchusion Map

Emission

Tiing
Offset X 0 Y 0

¥ Detail Inputs °
OMask
©Base Map

O Normal Map

“mProect | B Console
+v
¥ % Favontes
- Asset: Mater
Q All Materiais il —
Q All Models
Q Al Prefabs

¥ @ Assets
i Materlals
i Scenes
i Settings
» W Tutorialinfo
» xR
¥ & Packages
» W Al Navigation
» B Apple ARKit XR Plugin
» B AR Foundation
> WBust v Q Assets/Materials/t-shirt mat ——@—  AssetBundle  None v None ~

¥ RO

Puc. 2.23 — HanamrtyBanHst HOBOro Marepiany aist 3D-00’exta B Unity

@unitys ®0Sv @AssetStorey W $AIY  Unity Versio.. ¥ i & 9 Q Elwyontvy ©
= Hierarchy a8 i ®EScene ooGame i O Inspector at
& || [©)center v @ciobalv || 1 Static v
i [t Tag Untsgged ~  Layer Default v
Transform DR
X 0391 |¥ -05 |Z 1627

X0 Y 180 zZo

QX 05 Y 05 Z 05

Add Component

) moustache.1
) moustache._2
) pants.
) pupil.1
D pupil2
D pupilpart.)
) pupil_part.2
) pupil_part.3
D pupil_part.4
€D shirt

) sneakers

B Project Console ai

+- Py e * | =27

¥ % Favorites
Al Materials.
Q All Models
Q4 All Prefabs.

v Assets
W Materlals
I Scenes.
= Settings
» W Tutorialinfo
> W XR
¥ @ Packages
» B Al Navigation
» B Apple ARKit XR Plugin
» s AR Foundation
» B Burst
» I Collections

- B Cuietam Nt Inis

Puc. 2.24 — Bunyuenns 3 nipedaly irpoBoro o0’ €kTa Ta HajallITyBaHHS KOMIOHEHTH

Transform
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Jlns 3acTOCYyBaHHSI CTBOPEHUX MAaTepialliB 0 IFPOBOTO 00’€KTa HEOOXITHO
nepeTaruyTu (aitn marepiany Ha caMm 00’€KT abo iloro yactuny y BikHi Hierarchy,
abo Oe3mocepeaHb0 Yy BikHI cueHd (puc.2.25). Ilpu HeoOXiTHOCTI CTBOpEHI

Marepiajiy MOTPiOHO 3aCTOCYBATH /10 KOXKHOI YACTUHU 00’ €KTa OKPEMO.

@unitys  ©®0S~ @AssetStorey & #AlY  Unity Versio.. ¥ i > & 9 Q Hlayoutr ©

= Hierarchy 3 i = Scene owGame i O Inspector CR

ey @ || B)center v @ciobal v || 1 ¥ 5 . t-shirt (Material) 0!
Y © Samplasoane’ : Shader Universal Render Piyv  Edit.. = «
¥ Surface Options

) AR Session
» () XR Origin
Workflow Mode Metalic
Surface Type Opaque v,

£ Directional Light
() Global Volume

¥ () person

> g::r:;uu Render Face Front

@ brow.1 Alpha Cipping
% brow. —i Receive Shadows v
dreds._]

D dreds_2
P dreds.3

¥ Surface Inputs
[loasemap NN
OMetallic Map ——@——————— 0.29
Smoothness @—————————— 0
Source Metalic Aipha
©Normal Map
OHeight Map
90cclusion Map
Emission
Tiling X1 Y1
Offset X0

) moustache_1
() moustache_2
D pants

2 pupil1

@ pupil.2

) pupll_part1
D pupil_part 2
@ pupil_part.3

¥ Detail Inputs [
OMask
©Base Map
‘©Normal Map

s Project (B Console H
+v s e e * | w27
¥ % Favorites “ Assets >
-S|
Q All Models
Q All Prefabs

s Settings
» s Tutorialinfo
> I XR
v
» B Al Navigation
» s Apple ARKit XR Plugin
» I AR Foundation
» W Burst
» ia Collections
» Ba Cuetam Niinit

v Q Assets/Materials/t-shirt mat o AssetBundle  None v None ~
% 20|

Puc. 2.25 — 3acTocyBaHHS CTBOPEHOTO MaTepiaidy JI0 irpoBoro o0’ eKkTa

OcrtanHiM HeoOXinHO aHiMyBaTH 3D-00’€kT. AHIMaIil0 3 J1a0OpPaTOPHOTO
npakTukymy Nel HeoOXiJHO BHKOpUCTATH MJIA PO3POOJIEHHS CLEHH JOMOBHEHOI
peanbHOCTI. {15 nboro ¢aiin aHiMaiiHoro Ky HeoOX1JHO CKOIiIoBaTH 3 npedady
(Ctrl+C) Ta BcTaBuTH SIK OKpeMuil gaiin y Texy Assets (Ctrl+V) nng HanamTyBaHHS
B Unity.

Jlnst HanamTyBaHHA aHiManii B Unify crio4aTky HEOOX1AHO JOJATH 0 IrpOBOTO
00’ekTa KOMIIOHEHTY Animator (puc. 2.26). [{ns uporo y BikH1 [nspector HaTUCHYTH
Add Component ta o0patu Animation-> Animator.

Hacrynauum neoOximHo ctBoputu daitn Animator Controller. JIns 1uboro
HEOOXITHO y BIKHI Assets HATHCHYTHM IpPaBOK KHONKOK Muili, oOpatu Create->

Animation-> Animator Controller Ta natm Ha3By cTBOopeHOMY (aiiiny. CTBopeHuit
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¢aiin HeoOximHO BuOpatu s napamerpa Controller komnoHeHTu Animator 3D-

00’exTa (puc. 2.27).

@u..nye @OSv @AssetStorey B Al Y Uniity Versio... ¥ SRS & © Q Hlyowty ©
= Hierarchy a i & Scene o Game i @ Inspector ai
g || ) center v+ @ Giobal v || 1 ¥ v Il ® © Q %~|l » x 1 SIS S ~ person Static v
v @ SampleScene* i — .
£ AR Session = Tag Untagged v Layer Default v
» ) XR Origin v =
2 Directional Light ¥ v M Transform [
Global Volume Position X 0391 ¥ -05 Z 1627
B > @person X Rotation X0 Y180 Zo0
) - Scale & X05 Y05 205
. ¥ >+ v Animator e
& Controller None Animator ¢
Avatar None
Appiy Root Motion
Animate Physics
Update Mode Normal =
Culing Mode Always Animate -
Cip Count: 0

Curves Pos: O Quat: 0 Euler: O Scale: 0 Muscles: 0
1 | Generic: 0 PPar: O
*_{ Curves Count: 0 Censtant: O (0.0%) Dense: 0 (0.0%)

Stream: 0 (0.0%)
=vQA
» Surfaces [ A Add Component
» Agents
¥ Obstacles
It e @ & e % Q%" Show Carve Hull
s Project B Console
L g n e *
¥ % Favorites “ Assets
Q All Materials
Q All Models
i ARGkl
¥ (@@ Assets {}
I Materials @ tlender._... Dance Materials Readme Scenes Settings Tutoriaiinfo xR
I Scenes
i Settings v
» W Tutoriainfo
> R
¥ @ Packages Daiin aHimMauinHoro kniny
» Bm Al Navigation
» B Appie ARKit XR Plugin
» I AR Foundation
» i Burst
» i Collections —
= B Crictom Ni it \/ -
RO
Puc. 2.26 — CTBOpeHHsI KOMIIOHEHTH Animator
@unitye ©®0Sv @AssetStore & C#Alv  Unity Versio.. v > & 9 Q Hlyoutvy @
1 Hierarchy 31 WScene omGame i @ Inspector ai
+ - @ || ©1center v @Giobal v || 1 > 5w | ® © QO H~ |l » x ¥y ® =v m~ - @ “liperson Statlc ~
v @ SampleScene® i &
D AR Session Tag Untagged v Layer Default v
» D XR Origin =
£ Directional Light v ) Transform o
) Global Volume Position X 0391 ¥ -05 | Z 1827
[ »Dperson Rotation X 0 Y180 Z0
Scale & X05 Y05 Zos
¥ + v Animator o @
Controller
Avatar
Apply Root Motion
Animate Physics
Update Mode Normal -
Culing Mode Always Animate -
Clip Count: 0

Curves Pos: 0 Guat: 0 Euer: O Scake: 0 Musches: 0

| | Generic: 0 PPer: 0

*_{ Curves Count: 0 Censtant: 0 (0.0%) Dense: 0 (0.0%)
Stroam: 0 (0.0%)

Add Component

I Project B Console

+v

¥ % Favorites “ Assets
Q All Materials
Q All Models
Q All Prefabs

¥l Assets.
W Materials
i Scenes
i Settings v
» I Tutorialinfo
> I XR
v @ Packages
» Bm Al Navigation
» s Apple ARKit XR Plugin
» s AR Foundation
» i Burst
» I Collections.
= Bu Cuetem Ninie

RO
Puc. 2.27 — HanamtyBaHHs KOMIIOHEHTH Animator
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OcTtanHIM HEOOX1AHO BIAKPUTHU BIKHO Animator, 30kpema obOpatu Window->
Animation-> Animator Ta BIAKpUTU (HaTUCHYTHU nBiui) (aitn Animator Controller
(puc. 2.28). ®aiin(u) aHIMaIIHHOTO KTy HEOOX1JTHO MEPETATHYTHU Y BIKHO Animator,
HaJalmTyBaTh 3a jomnomororo ¢yHKuii Make Transition Ta 1HIIUX HapameTpu

(IBUIKICTH BIITBOPEHHSI, TOBTOPIOBAHICTH TOIIIO).

@unitys ®0Sv @AssetStorey & #AIY  Unity Versio.. ¥

& 9 Q Hayouv @
= Hierarchy A ! #Scene omGame > Animator a i| O Inspector 8 i
+v =« &) Layers Parameters | Ease Layer Auto Live Link i Datice [ R
v § SampleScenc® i + T
) AR Session d
» () XR Origin ~ Base Layer Motion
£ Directional Light o “ Dance ®
) Global Volume Speed 1
» () person Multiplier ~  Parameter
Motion Time Parameter
Cycle Offset 0 Parameter
Mirror Parameter
Foot IK
Write Defaults v
Transitions Solo Mute
List is Empty
Add Behaviour
parson_animation controler
M Project [ Console at
+- & » e * | @27
¥ % Favorites
Q All Materials
Q All Models
Q All Prefabs
¥ @ Assets
i Materiais
i Scenes
s Settings
» s Tutorialinfo
> I XR
¥ (@ Packages
» s Al Navigation
» Bm Apple ARKit XR Plugin
» s AR Foundation Asset Labels
» s Burst

: : e Mb::h" v T Assets/person_animation.controller e o

Puc. 2.28 — HanamryBanss animanii 3D-00’ekTa y BikH1 Animator

Jlns nanamroBanoro 3D-00’exkta Oyae cTBopeHo npedad Ha boMy eTarii, 11100

BUKOPUCTOBYBAaTH HOro y JOCBIAI MPOCTOPOBOI JOMOBHEHOI pPeajbHOCTI (pO3.id
2.2.4).

2.2.3 IIpoekTyBaHHS MapKePHOI 10NOBHEHOI PeajlbHOCTI

Y upomy po3auil po3rISAAETbCS MNPOEKTYBAHHS MAPKEPHOI JOMOBHEHOI
PEaTbHOCTI, 110 IPYHTYETHCS HA TEXHOJIOTIT po3Mi3HaBaHHs 300paxeHHs (Mapkepa) y
(I3MYHOMY CEpelOBUIl Ta NOAATBLUIOMY HaKJIaJaHHI HUPPOBOro 00’€KTa Ha

300pakeHHs (Mapkep). HamamryBanHs 3D-00’€KTa pO3IIISIIAE€THCS Y TONEPEIHBOMY
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posaumi  2.2.2. Jna 3D-o0’exkta peani3yeTbCs 3BYKOBUW CYNpOBIA TMiJ dYac
BIATBOPEHHS aHIMaIIii.

Jlns peanizaiiii 3ByKOBOIO CyHpoOBOJy HEOOXigHO myist 3D-00’€kTa CTBOPUTH
CKpUNIT-KOMIIOHEHTY. Crnodatky Yy BIKHI [nspector HEOOXiAHO HaTHUCHYTU Add
Component-> New script, Ha3Batu (aitn Ta HatucHytu Create and Add. Y

cTBOpeHOMY (aiisii HeoOX1AHO HaMUCcaTH porpaMHuil Koj (MmoBa CH):

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

// Ha 06'ekTi, OO fIKOro pgopa€etbCA CKpunt, 000B’'A3KOBO € KoMMoHeHTa AudioSource. fAkwo Hi,
Unity aBTOMaTM4HO popacTb MOro Mpu gopaBaHHi ckpunTa
[RequireComponent (typeof (AudioSource))]

public class EventSound : MonoBehaviour

{

// 3MiHHa pgns 36epexeHHsi KoMnoHeHTa AudioSource o06'ekTa
AudioSource mySource;

// Aypioknin, fKMW MOXHa npu3HaunTu y BikHi Inspector
public AudioClip myClip;

void Start()
{
// OTpuMyemo KomnoHeHT AudioSource 3 06'ekTta i 36epiraemo B mySourse
mySourse = GetComponent<AudioSource>();

// MeTopn, AKUA MOXHa BUKIMKATM 4Yepe3 KHOMKW, Tpurepu, ckpuntu abo aHiMayinHi nopgii
public void VoidEventSound()
{
// BioTBopwe aynioknin oguH pa3, He 3YNUHAIYM iHWi 3BYKM
mySourse.PlayOneShot (myClip);

Hactynaum HeoOXiHO IMIIOpPTYBaTU ayaio (aiin, skuil Oy/ie BiATBOPIOBATHUCH
M1 Yac aHiMallii Ta 104aTH ioro 10 KoMnoHeHT Event Sound ta Audio Source y BikHi
Inspector (puc. 2.29).

OcrtanHiM HeoOXigHO cTBOpUTU TOouku FEvent (puc.2.30), sxi OyayTh
peanizoByBaTtu Meton FEventSound Ta BIATBOpIOBaTH 3BYK TiJ yac aHiMaiii 3D-
o6’ekta. Jlms mporo HeoOximHO oOpatu Window-> Animation-> Animation, Ha

Timeline ctBopuTH TOUKH Event Ta oOpatu cTBopeHuit meton (puc. 2.30).
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@unitys ®0S~ @AssetStorey @ #AIY  Unity Versio.. ¥ = - Q @yt ©

= Hierarchy a i & Scene o Game > Animator H O Inspector CR
+ ' 1 3 &
tat -
v & SampleScene* : ®' v person Static v
) AR Session Tag Untagged v Layer Default .
» () XR Origin
) Directional Light v ) Transform ]
) Global Volume Position X 0391 ¥ -05 'Z 1627 &
[ > @ person Rotation X 0 Y 180 20
Scale 8 X 05 Y 05 Z 05
¥ » v Animator TERD
Controller % person_animation
Avatar
Apply Root Motion
Animate Physics
Update Mode Normal v !
Culling Mode Always Animate v 3
Ciip Count: 1
Curves Pos: 66 Quat: 66 Euler: O Scale: 66 Muscles: 0
| | Generic: 0 PPIr: O
* | Curves Count: 660 Constant: 461 (69.8%) Dense: O
(Q.0%) Stroarm: 199 (30.2%)
|
¥ # v EventSound (Script) e
Seript t
’wy Cip audio ]
¥ & v Audio Source LI
I Project © Animation B Console 3 1 4WAudio Generator audio
+v P e e 27 Output None (Audio Mixer Gri
v % Favorites 2] Assets Mute
Q All Materials 8 Bypass Effects
Q All Models Bypass Listener Effec
o= tmh Qe e
v @ Assets : l-. {} Play On Awake
s Materials " sudo EventSound Materials  personani.. Readme Scenes. Settings Loop
I Scenes
I Settings. b Priority
> linf
< :!‘:""’ o Volume
¥ @ Packages Pitch
» Im Al Navigation
» Bm Apple ARKit XR Plugin Stereo Pan
» B AR Foundation g
» B Burst Spatial Blend P - 0
el - . Reverb Zone Mix

A Creating missing AudioSource component for EventSound in person.

Puc. 2.29 — HanamryBaHHs 3ByKOBOI'O CynpoBOaY Jisi 3D-00’€kTa

@unitye | @05~ @AssetStoey & $AIY  Unity Versio.. ¥ B > & 9 Q @yt ©
= Hierarchy 4 i #®Scene owGame > Animator i O Inspector 8 i
+v & || B)center v @Giobal v | 1 v i3 | ® @ Q %~ » x y® =v m~ - Animation Event ® 1
v & SampleScene i
) AR Session
» &) XR Origin Function: EventSound/Methods/VoidEv-
() Directional Light
) Global Volume
» () person
™ Projoct B Console at
Preview @ M4 4 > M
Dance v <
» A Armature : Position <o < |
» A Armature : Rotation < o |
» A Armature : Scale Touxa Event o o
® O 00 000 00 O 0000 000 O 0000 0O
< <
[onaeanHs HOBOI ToukM Event o °
@ 00 0O KD AENO O O UDEID O O OO OAD O O WD QWO O O O
< <
< <
@ 00 O OO KD MO O O CADMA O O WO WO O O WD VIO O OO O
“ < <
Dopeshect | Curves |« s — T
RO

Puc. 2.30 — CtBOpeHHs TO4OK Event
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JInst pOEKTYBaHHSI MapKEpHOI JOMOBHEHOI pealibHOCTI y BIKHI Inspector st
irpoBoro 00’ekta XR Origin cnioyatky HeoOXiTHO Aoaatu KomrnoHeHty AR Tracked
Image Manager. HacTynmHUM HEOOXiIHO CTBOPUTU O1010TeKy [JIsi 30epiraHHA
MapkepiB. J{Jig 1boro y BikHI Assets HEOOX1AHO HATUCHYTH MPABOI0 KHOMKOK MUIIII,
obpatu Create-> XR-> Reference Image Library ta natm Ha3By Oi0mioremi. Jlami
HEOOX1IHO IMIIOPTYBAaTU 300pak€HHsI MapKepy JIOMOBHEHOI peanbHOCTI (puc. 2.31),

noaatu 10 010;110TeKH Ta HamamTyBatu (puc. 2.32).

Puc.

@unitys  ©®0S~ @AssetStorey & C#AlY  Unity Versio.. ¥ B » e 9 Q Elywwv ©

= Hierarchy 3 i ®#Scene owGame > Animator i © Inspector 8 i
ey & || E)center v @Giobal v || 1 ¥ 5 | © © Q %~ % A ¥y ® =v mv ~ |(@@| Marker Library (XR Reference Image Lit @ 3* i
i A

v & SampleScene* — Open

) AR Session
» () XR Origin

Name Marker-based AR
Specify Size v

() Directional Light
re Size (pixet X

) Global Volume
» () person
exture Size 224
Physical Size (metX 10 Y 141461
Keep Texture at Runt(~]

Add Image

M Project  © Animation [ Console at

+ v

¥ % Favorites
Q Al Materials
Q All Models
Q All Prefabs

¥ @@ Assets
I Materials
Ba Scenes
I Settings
» s Tutorialinfo
> I XR
v
» I Al Navigation
» B Apple ARKit XR Plugin AssotLabels
» Ia AR Foundation
» B Burst (s ]
» iu Collections

» Ba Cuetam Nilnit

AssetBundle  None v None v
% 20|

 *= Assets/MarkerLibrary.asset s
Puc. 2.32 — HanamtyBanHs 610J110TeKH MapKepiB
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OcraHHIM HEOOXITHO HaJAIITyBaTH MapaMeTpu KoMmnoHeHTH AR Tracked
Image Manager y BikH1 Inspector, 30kpemMa HEOOX1THO JoAaTH 010710TEKY MapKepiB,
cTBOpuTH Ta noaatu npedad 3D-o0’ekta (puc.2.33). Ilicna ctBopenHs mnpedady,

irpoBuil 00’ €KT HEOOX1THO BUNIANIUTHU 3 BikHA Hierarchy.

@unitys ®0Sv @AssetStorey @ #AIY  Unity Versio.. ¥ = v & 9 Q Hyou~v @
= Hierarchy a i & Scene o Game > Animator i O Inspector a8 i
+v & || E)center v @ciobal v || 1 ¥ i | ® © Q %~ » « yi® =v mv ¥ &~ xrorgin Static v
v ) SampleScene* i = L
AR Session == Tag Untagged v Layer Default
& v M\ Transform
) Global Volume Position X 0 Yo
Rotation X 0 Y 0
Scale ® X1 Y Z1
¥ # v XROrigin (N
Script XR
Origin Base GameObj <2 XR Origin @
Camera Floor Offset { &2 Camera Offset o}
Camera = Main Camera (Camera) @
Tracking Origin Mode Not Specified v
Camera Y Offset 11176
¥ “* v AR Tracked Image Manager o
Changed
List is empty
[+ -
| Aerialized Library <+ MarkerLibrary (XR Reference ©
Max Number Of M... 0
Ly Tracked Image Pre... @ person (marker-based ARl ©
M Project  © Animation 8 Console Add Component
+v
¥ % Favorites Bl Assets
Q All Materials
Q All Models
Q All Prefabs _—‘
=
¥ @@ Assets
s Materials Sedo @ blender_.. Dance
Ba Scenes
s Settings
» i Tutorialinfo
> I XR
¥ @ Packages
» s Al Navigation Settings Tutorlaiinfo XR

» s Apple ARKit XR Plugin
» s AR Foundation
» I Burst
» i Collections >
B Cuetam Ni Init
% 20|

Puc. 2.33 — HanamtyBanus komnoneHTH AR Tracked Image Manager

VY pexumi Play Mode TecTyBaHHSI MapKepHOi JOMOBHEHOT peasibHOCTI B Unity
3MIACHIOETBCS 32 gomoMmororo XR  Simulation (puc. 2.34). XR Simulation €
iHCTpyMeHTOM Unify nna TecTyBaHHA XR-CLieH y penakTopl 0e3 BHUKOPUCTaHHS
peanbHOTO XR-ipuctporo. Jlist miakmoueHHs XR Simulation neo0xigHo oopatu Edit-

> Project Settings-> XR Plug-in Management ta HatucHyTH Ha XR Simulation.
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6)

Puc. 2.34 — XR Simulation: a) BusBneHHs 300pakeHHs; 0) BUSIBICHHS TOBEPXOHb




XR Simulation imiTye cKaHyBaHHS (PI3UYHOTO CEpPEOBUILA Ta CTBOPIOE
BipTyasbHI MOBEPXHI Jisl po3MminieHHs XR-00’ekTiB (nmapamerpu Environment Scan),
CTBOPIOE Bi3yallbHI MiJKAa3KU MPO BUABJIECHI MOBepxHi (mapametpu Plane Discovery)
npu BUKOpUCTaHHI B Unity-ipoekTi KoMnoHeHTH AR Plane Manager. Takox XR
Simulation 1MiTye po3mi3HaBaHHS 300paxeHHs (nmapametrpu Tracked Image
Discovery) nns MapKepHOi JOTMOBHEHOI peajibHOCTI MpH BUKOpUcTaHHI B Unity-
NpoeKTI KOMIIOHEHTH AR Tracked Image Manager. llapamerpu Environment Probe
Discovery BIONOBiIalOTh 3a 1MITallll0 BUSBICHHS 1HGOpPMAIL TPO OCBITICHHS
HaBKOJMIIHBOTO CEpPEOBUILA [ BHU3HAYCHHS OCBITIECHHS XR-00’€KTIB TIpuU
BUKOpUCTaHHI B Unity-nipoekti komnoHeHTU AR Environment Probe Manager.
[Tapametrpu Anchor Discovery B XR Simulation iMITylOTh CTBOPEHHSI Ta BUSBJICHHS
axopiB ans ¢ikcanii XR-00’€kTiB y (I3UYHOMY CEpPEIOBUILI NMPU BUKOPUCTAHHI B
Unity-npoexti komrnoHeHTH AR Anchor Manager. llapametrpu Bounding Box
Discovery IMITyIOTb BHU3HAU€HHS OOMEXYBaJIbHMX oOjacTed ans HuppoBUX ado
(b13uyHuX 00’ €KTIB JJIs1 KOPEKTHOI B3aeMO/1ii XR-00’€KTIB 3 (PI3UUHUM CEPETOBUIIIEM.

Jns  3aBepuieHHsST po3poOJIEHHS  3aCTOCYHKY  MapKepHOI  JOMOBHEHOT
peaIbHOCTI, HAa I[bOMY e€Talll HEeOOXigHO meperTu mo po3aiury 2.2.5 30upaHHs Ta

po3roptaHHs AR-3aCTOCYHKY.

2.2.4 IIpo€ekTyBaHHS NPOCTOPOBOI JONOBHEHOI PeabHOCTI

Y 1upomy po3auIl pO3TASIAETHCS MPOEKTYBAHHS MPOCTOPOBOI JOMOBHEHOT
pEaTbHOCTI, IO TPYHTYETHCS HA TEXHOJIOTIl pO3IMi3HABAHHS TOPU30HTAIBHUX Ta
BEPTUKAJIBHUX TMOBEPXOHb Yy (DI3UUHOMY CEpPEIOBHUILI Ta MOAAJBIIOMY PO3MIIIEHHI
rdpoBoro 00’ e€KkTa Ha UX MOBEPXHSAX IUISIXOM JIOTUKY KOpPHUCTyBada o ekpany AR-
npuctpoto. HanamryBanus 3D-00’€kTa po3riasgaeTbes y po3ai 2.2.2.

Crnouatky 10 irpoBoro 06’ekta XR Origin HEOOX1AHO 10AaTH KOMIIOHEHTY AR
Plane Manager nns BIACTEXKEHHS TOPU3OHTAIBHUX Ta BEPTUKAIBHUX IMOBEPXOHb.
s uporo y BikHI Inspector HeoOximHO oOpatu Add Component-> XR-> AR
Foundation-> AR Plane Manager (puc.2.35). Ins mnapamerpa Detection Mode

HEeOoOXiiHO oOpatu 3HaueHHs Everything, 1mo00 BIACTEXKYBAaTH OJIHOYACHO
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FOpU3OHTANIBHI Ta BepTHKadbHI moBepxHi. Jlam HeoOximHo y BikHI Hierarchy
HAaTUCHYTH NPaBOI0 KHOMKOKW Mumii ta obpatu XR-> AR Default Plane. ns
CTBOPEHOTO IrPOBOro 00’€KTa HEOOXiHO CTBOpUTU Tmpedad, oOpaTu CTBOpPEHUI
npedad qis napamerpa Plane Prefab xomnoneHTu AR Plane Manager Ta BuganuTu
irpoBuii 00’exT 3 BikHa Hierarchy (puc.2.35). HactynHum HEOOXiJHO I0JaTH
koMrnoHeHTy AR Raycast Manager nns peainizaiii B3aemojii kopucTyBadya 3 AR-
JOCBIZIOM TIIISXOM BU3HAYEHHSI TOYOK TEPETUHY MK Raycast-poMeHeM (JIOTHK

KOpPHUCTYBaua Mo €KpaHy) Ta MOBEPXHAMH (13UUHOr0 cepeaoBuiia (puc. 2.35).

@unitys | Signin @ AssetStorey & “#Alv S Unity Versio.. ¥ >l & 9 Qq Hlyoutvy @

= Hierarchy a i & Scene owGame » Animator i O Inspector a3 i
+v & || E)center v @ciobal v || 1 v i3 | © @ QO %~ » x ¥i® =v uv t¥ &+ xmorgin sutic v

» & SampleScene
v & SpaceScene
) Directional Light
) AR Session
» () XR Origin

" Tag Untagged v Layer Default
v A\ Transform o=
Position X 04084 Y 2.0950°Z 1.2634.

Rotation X 0 Y 0 Zo
Scale ® X1 1 Z 1

¥ ¢ v XROrigin [

=N

Nta

Scrip XF
Origin Base GameObj <> XR Origin ®
Camera Floor Offset & Camera Offset ®
Camera = Main Camera (Camera) @
Tracking Origin Mode Not Specified

Camera Y Offset 11176

“* v AR Plane Manager e
ARPlaneMa

_ Trackables Changed (ARTT:
List is empty

fllna Prefab © AR Default Plane )
ection Mode Everything

v @ Assets h.

Matecisls @ peeson (. personani...

W Materials Add Component

M Project @ Animation [ Console : ycastM
.oy 128 3RS 7 Changed 9
¥ % Favorites Lists empty
Q ANl Materials .
Q All Models s
Qarrtes @ oo m P o N e
ii - {}
' a 5 -bos..  Markertibr... Readme
a Scenes
I Settings v
» s Tutorialinfo
> xR
¥ @ Packages
» B Al Navigation
» B Apple ARKit XR Plugin
» I AR Foundation
» s Burst
» i Collections >
B Cuetam Nl it

RO

Puc. 2.35 — HanamryBannst komnoneHt AR Plane Manager ta AR Raycast Manager

HactynHuM HEoOX1gHO J0oAaTH CHCTEMY oOmHCy Ta oOpoOJeHHs MIii
KopuctyBaua Input Actions st peanizailii B3aeMoJli KopuctyBada 3 AR-T0CBIJIOM.
BignosigHo 1o i€l mpoekTyBaHHS AR-3aCTOCYHKY, KOPUCTYBa4 MOXKE MepeMiliaTi
Ta PO3TAIIOBYBATH aHIMOBaHUN 3D-00’e€kT y ¢izuuHoMy cepenoBuuli. CrnodaTky
HEOOXITHO y BIKHI Assets HATHCHYTHM IpPaBOK KHONKOK Muili, oOpatu Create->
Input Actions Ta ngaTtu Ha3By cTBOpeHOMY aiiny, Hamp., TouchControls. Jlam

HEO0OX1AHO BiAKpUTH cTBOpeHui ¢ain TouchControls, CTBOPUTH Ta Ha3BaATH TPYIy
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nit (Action Maps), wanp., control, nito (Actions) Hamp., touch Ta HalamTyBaTH

napaMmeTpu o0pobnenus aii (puc. 2.36).

Puc. 2.36 — JlonaBaHHs Ta HaJIAIITYBaHHS cucTeMu Input Actions

Jlani cTBOpeHy [it0 JOTUKY HEOOXiIHO HanmamrtyBaTu (Binding) Ta BUZHAYUTH
KOHKPETHHH €JeMEHT BBEIEHHS (Hamp., KHOMKA, >XECT, IOTHUK, KOHTPOJEP).
BiamoBinHo 10 ifei mpoekTyBaHHs, HEOOX1aAHO 0Opatu Pointer-> Press (puc. 2.37) Ta
HaTUCHYTH Save Asset.

Jlam HEoOXimHO Ha OCHOBI (haitmy cuctemu Input Actions y BikHI Inspector

3renepyBaTu C#ckpunt (puc. 2.38).
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TouchControls (Input Actions Editor)

TouchControls (Input Actions Edi...
No Control Schemes ¥  All Devices «

Auto-Save

Action Maps + Actions +  Binding Properties
control \/ touch + | ¥ Binding
| £ Press [Pointer] | [Path Press [Pointer] T — ||T
» Show Derived Bindings
¥ Interactions +
No interactions have been added
¥ Processors +
No processors have been added
Puc. 2.37 — Bu3sHaueHHS €JIEMEHTIB BBEICHHS
@unitys | Signin @ AssetStore v B “#Alv S Unity Versio.. ¥ >l & 9 Q Hlyotvy @
= Hierarchy a i & Scene o Game > Animator O Inspector 8 i
+> & || B)center v @Global v || 1 - @ Touch Controls (Input Action Asset) Impor +* 3
% » & SampleScene i {} o
v @ SpaceScene pen
) Directional Light
» g::g:::" Edit Asset

M Project @ Animation
+v
¥ % Favorites

Q All Materials

Q All Models

Q All Prefabs.

¥ @ Assets
i Materials
s Scenes
i Settings
» s Tutorialinfo
> I XR
v
» Bm Al Navigation
» s Apple ARKit XR Plugin
» s AR Foundation
» Bm Burst
> I Collections
» B Cuictom Niinit

These actions are not assigned as the Project-wide input
Actions for the Input System.

Assign as the Project-wide Input Actions

C# Class File
Cw Class Name
C# Class Namespace

» Asset PostProcessors

Imported Object

X8 @

B Console

* Assets

& AR Dot
Reades
Asset Labels
o
v s Assets/TouchControts.inputactions ——@—  AssetBundle  None v None ~
% 2 O|

Puc. 2.38 — I'enepyBanusa C#-CKpUNT sl CUCTEMHU [nput Actions
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OcTtaHHIM HEOOX1JTHO CTBOPUTHU CKPUINIT-KOMIIOHEHTY Ji irpoBoro o0’ ekta XR
Origin. Y BikH1 Inspector HeoOXxinHO HAaTUCHYTH Add Component-> New script,
Ha3Batu (Qaiin ta HatucHytH Create and Add. Y ctBOpeHomy (hailii HEOOXITHO

HanucaTu nporpamuuit koa (mosa C#):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.XR.ARSubsystems;
using UnityEngine.InputSystem;

// TapaHTye, wo Ha 06'ekTi € ARRaycastManager, skuid noTpibeH gna Bu3HauveHHs AR-nnowwuH
[RequireComponent (typeof (ARRaycastManager))]

public class PlaceOnPlaneNewInputSystem : MonoBehaviour
{
[SerializeField]

[Tooltip("Instantiates this prefab on a plane at the touch location.")]

// Mpedab, skun bype po3MiwyBaTucb Ha AR-cueHi
GameObject placedPrefab;

// TlocunaHHA Ha CTBOpEHWW y cueHi 06'ekT
GameObject spawnedObject;

// Knac pns obpobku touch-BBepeHHs y (New Input System)
TouchControls controls;

// NepeBipsd€e, 4M KOpPUCTYyBa4y TOPKAETbCHA eKpaHa
bool isPressed;

// 3abe3nevyye nowyk Ta igeHTudikauil AR-noBepxoHb Yy ¢i3mMyHOMY cepepfoBumwi
ARRaycastManager aRRaycastManager;

// Cnucok pe3ynbTaTiB nonapaHHa Raycast-npoMeHs Ha AR-MOBEpPXHI0
static List<ARRaycastHit> hits = new List<ARRaycastHit>();

private void Awake()

{

// OTpuMmyemo KoMmnoHeHT ARRaycastManager 3 06'ekTa
aRRaycastManager = GetComponent<ARRaycastManager>();

// IHiyianizayif KepyBaHHS OOTUKaMU
controls = new TouchControls();

// Topis no4vaTKy AOTWKY
controls.control.touch.performed += _ => isPressed = true;

// MNopis 3aBepuweHHs OOTUKY
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controls.control.touch.canceled += _ => isPressed = false;

void Update()

{
// TepeBipka HBOTWKY, SKWO HEMAa€E aKTUBHOrO AOTWUKY — KOL HE BUKOHYETLCS
if (Pointer.current == null || isPressed == false)
return;

// OTpuMMaHHA MNo3uuil JOTUKY
var touchPosition = Pointer.current.position.ReadValue();

// BM3HA4Ya€, 4M TOPKAETLCA KOPUCTYyBay 3HahaeHoi AR-MoBepxHi
if (aRRaycastManager.Raycast(touchPosition, hits,
TrackableType.PlaneWithinPolygon))
{

var hitPose = hits[0].pose;

// SIKwo 06'€EKT We He CTBOPEHMM — CTBOPWEMO MOrO
if (spawnedObject == null)
{
spawnedObject = Instantiate(placedPrefab, hitPose.position,
hitPose.rotation);
¥
else
{
// SKwo 06'€eKT B¥e CTBOPEHUN — MepeMillyeMo Moro
spawnedObject.transform.position = hitPose.position;
spawnedObject.transform.rotation = hitPose.rotation;

// 064nCneMoO HanpsMOK [O Kamepwu

Vector3 lookPos = Camera.main.transform.position —
spawnedObject.transform.position;

lookPos.y = 0;

// ToBepTaeMo 00'€eKT [0 Kamepw

spawnedObject.transform.rotation = Quaternion.LookRotation(lookPos);

// YBiMKHeHHs touch-kepyBaHHA
private void OnEnable()
{

controls.control.Enable();

// BUMKHeHHsi touch-kepyBaHH$
private void OnDisable()
{

controls.control.Disable();
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JInsi CTBOPEHOI CKPUINT-KOMIOHEHTH HEOOXITHO noaaTu mnpedad 3 posaury

2.2.2 (puc. 2.39).

& 9D Q Hlyouty @

@unitys  Signin @ AssetStorey & “#Alv S Unity Versio.. ¥ >l o
= Hierarchy a i & Scene owGame » Animator i O Inspector a1
15 & || E)center v @ciobal v || 1 ® 5 | & @ Q -l » x MR =~ &~ LS @) (lxrorgin static v
» @ SampleScene i -
&) SpaceScene* ; . Tag Untagged v Layer Default
Directional Light

8 e v Transform o
[ » @ XROrigin Position X 0.4084 ¥ 2.0950°Z 1.2634.

Rotation X 0 Y o Zo

Scale ® X1 1 Z1
¥ ¢ ~ XR Origin o 1!
Script XR S
Origin Base GameObj <> XR Origin (0]

Camera Floor Offset { ©> Camera Offset
Camera ® Main Camera (Camera) @
Tracking Origin Mode Not Specified v
Camera Y Offset 11176
';;'«];DMMMW oR® i
Script ARP!

PlaneManag

Changed 95

Plane Prefab @ AR Default Plane

Detection Mode Everything
¥ @s v ARRaycast Manager @i
ai Script ARRaycastMa 0
*| w27 T Changed el i o
List is empty [

M Project  © Animation B Console

+v
¥ % Favorites
Q ANl Materials
Q All Models
Q Al Prefabs

¥ @ Assets
s Materials
s Scenes
s Settings
»> s Tutorialinfo
> I XR
¥ @ Packages
» s Al Navigation

28 R4
.-. # Raycast Prefab N: (Game Object )
. ¥ ¢ v Place On Plane New Input System (Sc @ +* :
. = Script PlaceOnPlaneNewInputSyst
Placed Prefab @ person (space-based AR) ©
» B Apple ARKit XR Plugin

/ Add Component
» I AR Foundation

> i Burst
» i Collections —
20|

» Ba Cuetam Nilnit

EveenSound  Marker-bas..

il # il

TouchContr..  TowchContr..  Tutoriainéo

A # 8 oo
[

Puc. 2.38 — HanmamTyBaHHS CKpUNIT-KOMIIOHEHTH

2.2.5 30upanHs Ta po3ropraHHs AR-3acTOCyHKY

1) 36upanus ta posropranHsi AR-3aCTOCYHKY Ha OCHOBI1 iOS-1aTdopMu.

Jnst 30upanHs AR-3acTocyHKY HeoOxigHO oOpatu File-> Build And Run,
CTBOPUTH Ta Ha3BaTH TeKy, Ae Oynae 30epiratuch 30ipka, Hamp., iOS Build Ta

HatucHytu Choose (puc. 2.39). 30upanns AR-3aCTOCYHKY BUKOHYETHCSI MPOTATOM

MIEBHOTI'O Yacy.
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Build i0S

Q Search

O) ents
=9 Shared <> M v & v MWiOos Buid
@ ARImageTracking
A\ Applications i ARKitProject
) Desktor & ARUnitProject B Assets
e arun [: AugmentedRealitywithUnity l
B o & Domino [ = ios_suia
oo - W Library
S @ ImmersiveProject W Logs
B m i Marker-basedApp i Packages
] GDaXEHUR & Menu W ProjectSettings
& My project Wl Temp
B3 student Studies My project (1) i UserSettings
B Movie Wl Project
B ProjectAR

For MatLab

Puc. 2.39 — 30upannsa AR-3aCTOCYHKY

Jns posropraHHs AR-3acTOCyHKY Ha OcCHOB1 [OS-muatdhopMmu  CrioyaTKy

aBTOMAaTUYHO BigKpuetrhesi (aitn Unity-iPhone.xcodeproj B cepenoBuilli Xcode

(puc. 2.40). Mani HeoOXiIHO aKTUBYBaTH QyHKIiO Automatically manage signing->

Enable Automatic ta nogatu npodins po3podbHuka (puc. 2.40), Ko po3poOiaeHHs

3acTOCyHKIB mia i0S-mnatdopmu BIAOYBAa€eThCs BIIEpIIE, SKIIO HE BIEpUIE —

HEOOX1THO 00paTH B>Ke CTBOPEHUM po(disib po3poOHUKa.

= | 3 Unity-iPhone @ unity-iPhone ) 77 Any IOS Davice (armE4) Indexing | Processing files ()
Genrnase son Unity-Phone
Lo ' Unity-iPhone ] General JERUERENSTSIINNE Roscurce Tags  Info  Bulld Settings  Bulld Phases  Bulld Rules
v @ Classos
> @ PluginBase PROJECT D Reiesse  ReleaseForProfiing  ReleaseForRunning  Debug
> J
.U Unity-iPhone Signing
> @@ Unity
h CrashReporter Automatically manage signing
TARGETS

M CrashReporter

h PLCrashReporter

Toam o Add Account
h Prefix & Unity-iPhone Tests
h Preprocessor UnityFramework com. ompany. A ty ]
h Quaterniond M GameAssembly 08
I RaCosE e Provisighing Profile Xcode Managed Profile

h UndefinePlatforms
h UnityAppContro...ering+visionOS
M UnityAppContro...ering+vision0S

Signing Certificate Apple Development

Status @ Signing for "Unity-iPhone” requires &
h UnityAppController+Rendering ﬂ‘."m‘??m m'v“ t
M UnityAppController+Rendering

h UnityAppContro...r+Unityinterface

M’ UnityAppContro...r+Unityinterface Camera O
h UnityAppController

N7 UnkyAppControler Camera  ,,gmented Reality requires the camera
h UnityTrampolineConfigure

h Vvector3

iPhone_Sensors

' iPhone_Sensors

' main

=

> @ Frameworks
v @ 112CppOutputProject
> @ Source
v @ Ubraries
> @ com.unity.inputsystem
> @@ com.unity.xr.arkit
€' 12CppOptions
C" Registerfeatures

I DanistarCantiirnn

- D) Filter

Puc. 2.40 — Cepenosuiiie Xcode

Identity and Type

Name Unity-iPhone

Loeation

Full Path JUsers/KsushajUnity Project]
AugmentedReaktywithUnity/
0S_Build/Unity-
Phone xcodeproj

°

Project Document

Project Format  Xcode 3.2

Organization
Class Prefix

Encoding

Text Settings

Indent Using  Spaces

Widths

Minimize Project References

4 v

Indent

o o

4
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Hactynaum HeoOxigHO CTBOpUTH Mpodulb po3poOHUKA (SKIIO PO3POOJICHHS
3acTocyHKIB miist iOS-matdopmu BiaOyBaeThecs Bepie). s Mporo B cepeaoBUII
Xcode natucnytn Add Account... (puc. 2.40), oopatu Apple Accounts (puc. 2.41) Ta
HaTuCHYTH Add Apple Account.... Jlami HeoOXigHO cTBOpUTH Tpodiab abdo

aBTOPU3YBATUCh B Apple Account Ta HanamryBatu iOS-nipuctpiit (puc. 2.41).

£l @ Apple Accounts [ ] Apple Accounts
& General .' Sign-in to an Apple Account @ .' Sign-in to an Apple Account
@ Apple Accounts J @
# Inteliigence Add Apple Account... + “SSaple Account
&= Behaviors =] Sign in to your Apple Account.
Don’t have an Apple Account? You can create one for free.
@ Navigation @
Eme N
£ Notifications o
& Themes &
@ Editing o] Cancel
@& Shortcuts =
@ Source Control =
£ Components 8
& Locations a8
{3} General

@ Apple Accounts

=4 Intelligence

Personal Team

S Behaviors .
= I - -l com

Navigation ! ; 0 :
m On Device Testing 1 Provisioned Device

Notifications

Themas Download Manual Profiles Manage Certificates...

QY o

Editing

Shortcuts

Source Control

Components

D ®

Locations

B)
Puc. 2.41 — CtBopenHns npoduiro po3poOHUKa: a) noaaBanus Apple Account,

0) aBTopu3zalis B Apple Account; B) NiAKIIOYEHHS Ta HANAMITYBaHHs {OS-IPUCTPOIO
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CtBopenuii mpodins po3podbHuKa (puc. 2.42) HEOOXiTHO

(puc. 2.44).

@& General

4 Intelligence
& Behaviors

@ Navigation

L Notifications
£ Themes

@ Editing

& Shortcuts

& Source Control
€ Components

& Locations

< Oksana Shkurat

Oksana Shkurat
I o o
Teams

[ Personsi Team

Sign Out. Add Apple Account,

& © Apple Accounts

@ General Oksana Shkurat

-
@ Apple Accounts
4 Intelligence
B Behaviors
© Navigation
£\ Notifications
£ Themes
@ Editing
@ Shortcuts
@ Source Control
& Components

8 Locations

obpatu B Xcode

Add Apple Account,

Puc. 2.42 — CtBopenuit mpodisib po3poOHUKA

OcraHHIM HEO0X1AHO HaMamTyBaTH (OS-IPUCTPiH, HA IKOMY OyJie pO3TOPHYTO

Jlist

KOMIT FOTEpa

AR-3aCTOCYHOK. IIbOTO  HEOOX1AHO  MIAKIIOYMTH  OS-TIpUCTpi 10

MePCOHATBHOTO ta ob6patu [lapamempu (Hanawmyseanus)->

Ilpueamuicms i be3nexa-> Pedcum po3pobOHuKa, BBIMKHYTU Peowxcum pos3poouuxa.
[Tepe3aBanTakenHst iOS-IPUCTPOIO BUKOHYETHCS MPOTATOM MTEBHOTO 4acy.

Jlanl HeoOXIHO MIATBEPAUTH HAMIWHICTh po3poOHuKa. s mporo Ha iOS-
HeoOx1mHO obpatu [llapamempu-> 3aeanvui-> VPN i

MPpUCTPOT Kepy8aHHsi

npucmpoem, HATHCHYTH Jlogipsmu po3poOHUKY Ta Jlo36oiumu TporpaMam
BIIKPUBATHUCH Ta OTPUMYBATH JOCTYI J10 AaHUX [OS-nipuctporo (puc. 2.43).
I g il com

Hapauua posipn . <

< I @ g mail.com
| —
Josipary « I o comy - ; 5
A
Npgfpamu Bip po3pobHmka «Apple
VE'DPme"'ih@gma"vCDm — — Bupoanutu nporpamu
(FB~ e :
[loaeonuTu nporpamu sig
€ < icom»? o
o3 POMEA B Ll ‘ Mporpamu Big po3pobHUKa «Apple

Ho Development:

(-

g AugmentedRealitywithUnity

@gmail.com

B3aLLOM TPHUMYyBaTH AOCTY

AugmentedRealitywithUnity

g Test_with_New_Unity
a Test_with_New_Unity o= = o

Puc. 2.43 — I[linTBepKeHHS HAA1MHOCTI pO3pOOHHUKA
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B cepenosuii Xcode HeoOX11HO HATUCHYTH KHOIIKY BIATBOPEHHS Ta BUKOHATH
po3roptanHsi AR-3acTOCyHKY Ha pizuuHoMy iOS-ipuctpoi (puc. 2.44).

ece = B[}] B vivprone  @uionn « @
©cenaasoe o/ B Unity-Phone & a» o ®

G e T Identity and Type
& Unity-iPhone i General [E R Lol Resource Tags info  Build Settings  Bukd Phases  Buikd Rules
v @ Classes =e Unity-iPhone
> § ainBase Release  ReleaseForProfiling  ReleaseForRunning  Debug
@ PluginBase PROJECT [ i} Lo
> @@ Ul
x £ Unity-iPhone Signing
> @ Unity
h CrashReporter Automatically manage signing
TARGETS

N CrashReporter

h PLCrashReporter (- U ]

- = . Team  Oksana Shkurat (Personal Team) s
h Prefix Unity-iPhone Tests

P UnityFrameowork Bundle Identifier  com. MylmmersiveCompany. AugmentedRealitywit

h Quaterniona M GameAssembly 108

h RedefinePlatforms Provisioning Profile Xcode Managed Profile © Class Profix

h UndefinePlatforms Encoding  Minimize Project References

Signing Certificate Apple Development: ([N &9mail.com (

h UnityAppContro...ering+visionOS T
> tings

NT UnityAppContro...ering+visionOS

h UnityAppController+Rendering Camera O Indent Using  Spaces ¢
. - ~

M UnityAppController+Rendering d 4 3 4 3

b
h UnityAppContro...r+Unityinterface Camera  agmented Reality requires the camera

M UnityAppContro...r+Unityinterface
h UnityAppController
N UnityAppController
h UnityTrampolineConfigure
h Vector3
h iPhone_Sensors
N iPhone_Sensors
M’ main
> @@ Frameworks
v [ 112CppOutputProject
> @ Source
v @ Libraries

+ Filt
=

Puc. 2.44 — Posropranus 4AR-3acTocyHky Ha (izuuHomMy iOS-ipucTpoi

Posropranns AR-3aCTOCYHKY BHKOHYEThCA MPOTArOoM IeBHoro uacy. Ilicis
3aBEPUICHHS PO3rOpTaHHA AR-3aCTOCYHOK BCTAHOBIIOETHCS Ta 3aIlyCKA€TbCA Ha

MiIKII0YeHOMY [OS-TTPUCTPOI.

2) 30upanHs Ta po3ropTaHHs AR-3aCTOCYHKY Ha OCHOBI Android-nnatdopmu.

Jns manamryBaHHs Android-nipuctpoto HeoOxiqHo obpatu Harawmyseanms->
Ilpo nnanwem Ta HaTUCHYTH JAEKUIbKa pa3iB Ha Bepcia cucmemu (puc.2.45). B
pe3ynbTari  3’SBUTHCS  3alMUT Ha  pO30JOKYyBaHHS  Android-npuctporo  Ta

MOB1OMJIEHHSI, 110 BH € PO3POOHUKOM.
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HanawTtyBaHHA lMpo nnaHweTt

. EkpaH Ta AcKpaBicTb Ha3sea npuctpoto

3ByK MNam'aTb

lMepcoxanizauis Bepcis cucremu

[aHi 06n11yyn Ta ekpaH 6N10KyBaHHA Bepcis Android

Mporpamu

OHoBneHHs cuctemu 6esnekn Android
bBarapes

[AeTtanbHa iHpopMauifl Ta XapaKTepUCTUKK

Ml AxayHT Xiaomi

Pe3epBHe KONilOBaHHA Ta BiAHOBNEHHA
@ [oaaTkosi HanawTyBaHHs

NigTpumka

KoHdiaeHuinHicT -
Dl PeXxuM BigknageHHn

MicuyesHaxoaKeHHs
CKuAaHHA HanawTyBaHb

3BOPOTHIW 3B'A30K
Ceprudikauin

Puc. 2.45 — Po36nokyBanHst Android-npuctporo

Hactynaum nHeoOxigHo o6patu Hanawmysanmnsn-> J[o0amrogi HanauimyeaHHsi-

> [lapamempu po3pobHuKa Ta BBIMKHYTU Peotxcum po3pobruxka (puc. 2.46).

12:04 C6,17 Ciy @ -+

HanawTtyBaHHA &« MapameTpu po3pobHuKa

. ExpaH Ta ackpasicTb PeXuM po3pobHuka

3
e 3BiT Npo NOMUNKY

MepcoHanisauis
P = 06pOo6HMK 3BITIB NPO NOMUNKN

[Oani 06nuyyn Ta ekpaH 6N0KyBaHHA Maponb pes. konii Ha MK

Mporpamu
He BUMUKaTH eKpaH

Barapes
MponyckaTtu ekpaH 6N0KyBaHHA

| AxayHT Xiaomi

YBiMKHYTH XXypHan cTeky Bluetooth
DopaTkoBi HanawWTyBaHHA M

XypHan Bluetooth HCI
KoHdigeHuinHicTb

MicLesHaxoaKeHHs ®inbTpyBaHHA XypHany nepexonneHHs AaHux iHTepdeiicy Bluetooth

3BOpPOTHIN 3B'A30K

Puc. 2.46 — BBIMKHEHHSI peXxuUMy po3poOHUKa Ha Android-ipuctpoi




OcTtaHHIM HEOOX1IHO BBIMKHYTH HajmamTyBaHHs Hanazooxcenns USB
(puc. 2.47). Ins nesakux Android-nipucTpoiB Jisi BCTAHOBJIEHHSI MPOrPaM TaKOXK
HEOOX1JHO BBIMKHYTH Bcmanosumu 3a donomozoro USB.

HanawTyBaHHA MapameTpu po3pobHuKa

[NaHi 06n114un Ta ekpaH 610KyBaHHA
HanaropyxeHHs USB
3axucT KOHOIAeHUINHOCTI —

Mporpamn CkacyeaTtu AoCTyn Ao HanarogxeHHs USB

HanaropgxeHns yepes Wi-Fi
Barapesn A

Ludpose 6narononyyus i 6aTbKiBCbKMi BeTanosuTH 3a fonomoroto USB

KOHTpONb

) AxayHT Xiaomi BCTaHOBMTH, BUKOpUCTOBYIOUM USB

Google USB-Hanarog)KeHHa (HanawTyBaHHA 6e3neku)

Hopatkosi HanawTyBaHHs BUMKHYTH Yac ouiKyBaHHs asTopusauii ADB

KoHdigeHuinicTs

. YBIMKHYTH OLliHKY aTpubyuii nepernagis
MicyesHaxoa)XeHHA

- BubpaTi JOAATOK ANA HAaNarofXeHHs
3BOPOTHIN 3B'A30K

Puc. 2.47 — HanamtyBanHs mapameTpiB po3poOoHukKa Ha Android-ipuctpoi

Jns 30upanHHs Ta po3ropTtaHHsi AR-3acTOCYHKY HeoOxigHO oOpatu File->
Build Profiles. Jlani HeoOX1qHO TIAKIIOUUTH Android-npucTpiii 10 MepCOHATBLHOTO
KOMIT'I0Tepa Ta HaTUCHYTH Refresh (puc. 2.48). [licns BukoHauus, Android-npuctpiit
B1100pa3uThCsl y COUCKY MPUCTPOiB (puc. 2.49) Ta HeoOXinHO HaTUCHYTH Build And

Run.
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Puc. 2.48 — [linkmtoueHHs Android-npuctporo 1uis 30upaHHs Ta po3ropTaHHsI AR-

3aCTOCYHKY

Puc. 2.49 — 36upanns ta po3ropTaHHs AR-3aCTOCYHKY Ha (hizuaHOMYy Android-

IIPUCTPOL
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OcrtanHIM HEOOX1JTHO JaTu Ha3BYy .apk (ailly, CTBOPUTH Ta HA3BaTU TEKY, J€

Oyne 30epiratucs .apk daitn (puc. 2.50) Ta Hatucuytu Create, noTiM Save.

[ea]

New Folder

Puc. 2.50 — 36epiranns .apk paitny ARwithUnity B Teui Builds

30upaHHsl Ta po3ropTaHHs AR-3aCTOCYHKY BUKOHYETHCS MPOTITOM MEBHOTO
yacy. Ilicns 3aBepuieHHs po3ropTaHHs AR-3aCTOCYHOK BCTAHOBIIIOETHCS Ta

3alyCKaeThbCs Ha MigKI0OUeHoMy Android-npuctpoi (puc. 2.51).

BcraHoBuTH, BUKOopucTOoBytoun USB

?

ARwithUnity

BcTaHoBUTH BigmoeuTu (5)

Puc. 2.51 — 3anuT Ha BcTaHOBIEHHA A R-3aCTOCYHKY

2.2.6 lemoncTpanisi po6oTtu AR-3aCTOCYHKIB

PesynbraT poboTH AR-3aCTOCYHKY Ha OCHOBI pPO3IMi3HABaHHS 300pa’KeHHS
IpeacTaBlIeHo Ha puc. 2.52. Pe3ynprar pobotu AR-3aCTOCYHKY Ha OCHOBI
pO3MI3HABaHHS TOPU3OHTAJBHUX Ta BEPTHKAIbHUX I[OBEPXOHb MPEJICTABIECHO Ha

puc. 2.53.
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Puc. 2.52 — [lpuknan po6otu AR-3aCTOCYHKY MApKEpPHOI JOIOBHEHOI PEaIbHOCTI
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Puc. 2.53 — I[Ipukinan pod6otu 4R-3aCTOCYHKY TPOCTOPOBOI JOMOBHEHOI PEalbHOCTI
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KOHTPOJIBHI 3AIITMTAHHSA

1. Jdnst woro BuxkopuctoByethest XR Plug-in Management B Unity-nipoekTax?

2. SIxi Kpoku HEOOX1JHO BUKOHATH, 1100 BUKOpUCTOBYBaTU XR Plug-in Management
B Unity-npoekTi?

3. Sxi XR-nnarinu MOXHa MIIKIIOUYATH B Unity-ipoekT 3a ponomororo XR Plug-in
Management?

4. 1ns yoro BUKopuctoByeThess XR Simulation B Unity-ipoextax?

5. Ski kpoku HEOOX1IHO BUKOHATH, 11100 BUKOpUCTOBYBatu XR Simulation B Unity-
MPOEKTI?

6. lllo take AR Foundation B Unity-nipo€xTi?

7. ki TUIIU JOMOBHEHO1 peanbHOCTI miaTpuMye AR Foundation?

8. Homy ARKit Ta ARCore € Kit040BUMH TexHoONOrIsAMU 1uist AR Foundation?

9. Onuwitek cTpykTypy Unity-IpOEKTY NIl CTBOPEHHSI TOIOBHEHOT PEaIbHOCTI.

10. Sxe mpuzHaueHHs irpoBoro o0’ ekta AR Session?

11. OnumiThk CTPYKTYpy Ta MpU3HAUYEeHHS 1IrpoBoro o0’ ekta XR Origin.

12. Slke nmpusHaueHHST KOMITIOHEHTH AR Session?

13. Slke nmpusHaueHHst KOMITIOHEHTH AR Session Origin?

14. SIke npusHaueHHss koMnoHeHTH AR Camera’

15. Slke npuzHaueHHs1 koMrnoueHTH AR Tracked Image Manager Ta K peani3yroThCs
il pyHKIii?

16. Slke npuzHaueHHs KOMIOHEHTH AR Plane Manager Tta gk peami3yroTbes ii
byHKIi?

17. Slke nmpu3zHaueHHd KOMIIOHEHTH AR Raycast Manager ta K peani3yroTbes ii
byHKIi?

18. Slxe mpusHaueHHs cuctemu Input Actions B Unity nas onucy ta oOpoOJIeHHS iif
KOpHUCTyBaua? SIKUM 4MHOM peamni3yroTbes ii (yHKILIT 1y1si 0OpoOJIeHHST BBEICHHS 3
PI3HUX NPUCTPOIB (CEHCOPHUM €KpaH, KilaBiaTypa, KOHTPOJIEpH)?

19. Incrpymentu Unity nisg poOoTH 3 3D-00’€kTaMu Ta MaTepiajlaMu.
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20. Axi iHcTpymMeHTH Unity 3acTOCOBYIOThCS ISl aHiMmalli irpoBux o0’ekTiB? Ski
KOMIIOHEHTH Ta CHUCTEMH BUKOPUCTOBYIOTHCS [Jii CTBOPEHHS, pelaryBaHHS 1

KEepyBaHHS aHIMALISIMU y TIPOEKTI?
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JABOPATOPHUU MPAKTUKYM Ne3. PO3POBJIEHHS 3ACTOCYHKY
3MIIIAHOI PEAJIBHOCTI B I'TPOBOMY PYIIIIL UNITY

JlabopaTopHuUil NPaKTUKYM HPUCBSYEHUN po3po0JeHHI0 MR-3aCTOCYHKY B
irpoBoMy pyuii Unity. JIns CTBOpEHHS 3MIIIAHOI peanbHOCTI Ha OCHOBI [OS-
maTGopMu BUKOPUCTOBYEThCST peliMBopk ARKit, sikuil noctynuuid B Unity depe3
mnarin Apple ARKit XR Plugin. JInsi cCTBOpEHHS TOMOBHEHOI PeaJibHOCTI Ha OCHOBI
Android-nnarpopmu BuxopuctoByetbcsi SDK ARCore, sxuii noctynHuii B Unity
yepe3 mnarin Google ARCore XR Plugin. [Ins peanizauii B3aemojii 3 nudpoBumMu
00’ekTamu 3actocoByethest Unity-ppeitmBopk AR Foundation.

B pozaini «Ilopsinok BUKOHAHHS» PO3MNISIHYTUHN TMpoliec po3poOieHHs MR-
3aCTOCYHKY Ha OCHOB1 (peiimBopky AR Founation 3 peanizaili€elo OKJIO31i Ta
B3aeMofii 3 1ubpoBuM  3D-00’ekToM  (pO3MILIEHHS, 3CyB, OOepTaHHS,

MaCHITa6YBaHH5[) 34 JOITIOMOT'OX0 CCHCOPHOI'O BBEACHHA KOpUCTYyBayda.

3ABJAHHSA

Po3pobutn MR-3acToCyHOK B irpoBoMy pyuiii Unity. MR-3acTOCYHOK TOBUHEH
MicTUTH 3D-00’ekT(1) 3 nabopaTtopHoro nmpaktukymy Nel (00OB’SI3KOBO), a TaKOXK
MyJIbTUMEINHI gaHl — 3D-00’€KTH 3 BIAKPUTHX CTOPOHHIX JDKEpell, ayiaio, BIJEO,
TeKcT (3a OaxxanHsM). s po3pobaenoro 3D-06’exTa(iB) MOBUHHA OyTH peasizoBaHa
aHIMaIllis, a TaK0X 3aCTOCOBaHI BIAMOBIAHI TEKCTypu Ta wmatepianu. B MR-
3aCTOCYHKY MOBHHHA OyTU peanizoBaHa B3a€MO/Iisl KOPUCTyBaya (PO3MIILEHHS, 3CYB,
oOepraHHs, mMacimITabyBaHHS) 3 po3poOneHuM 3D-00’ektom(amu). MR-3aCTOCYHOK
MMOBUHEH MICTUTH ITPOBE BIKHO 3 IHCTPYKIIIEIO 11010 TPaBUII B3a€MO/I1i 3 TU(PpOBUMU
00’ €KTaMH.

3BIT 3 1a0OPATOPHOTO MPAKTUKYMY MOBUHEH MICTUTH:

1. TutynbHuit apkyui, ¢GOpMYJIIOBaHHS 3aBJIaHHS, TEKCTOBUU OIKC MPOIECY
po3pobsieHHs: MR-3acTOCYHKYy, 30kpema iH(dopMalis 100 BUKOPUCTAHUX
IHCTpYMEHTIB Ta TEXHOJOTiM, (parMeHTH MpoOrpaMHOrO KOy, CKPUHIIOTH
MPOMIXKHUX Ta KJIIIOUOBUX pe3yNbTaTiB (.pdf gpaiin).

2. lemoHncTpaiiito pobotu MR-3acTocyHKy (.mp4 daiin).
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3. ApxiB nporpamu (.zip ¢aiin).

3.1 TEOPETHUYHI BITIOMOCTI

3MilIaHa peagbHICTh € XR-TEXHOJOTIEI0, 10 CTBOPIOE TOpUIHE CEepPEeIOBHIIIE,
B IKOMY HU(POB1 00’ €KTU IHTETPYIOTHCS Ta B3a€EMOIIOTH 3 (PI3MYHUMU 00’ €KTaMU B
pEeXKUMI pealbHOIO Yacy.

B3aemoniero Mixk QiznuHuMu Ta HUGPoBUMH 00’ €KTaMu B MR-cucTeMax MOXKe
OyTH 3MiHA MOJOXKEHHS, opieHTalli abo macmTady HUMPOBUX OO0’ €KTIB HUITXOM
BBEJCHHSA KOpHUCTyBaua. B3aemoji€l0 Takok Moxke OyTH 3MiHa [apaMeTpiB
peHJepuHry IUGPOBUX O0O0’€KTIB BIAMOBIAHO JO 3MIHM OCBITIEHHS (HI3UYHOTO
CepelioBUIIA B PEXUMI peanbHOro yacy. HallOinbin peanicTUYHOI B3a€EMOJIEID €
OKJII031, KOJU UUPPOBI OO0 €KTHM YACTKOBO a00 TOBHICTIO MEPEKPUBAIOTHCS
(G13MYHMMM Ta HaBINAKW B PEXHUMI peanbHOro wyacy. s peamizamii Okiro3ii y
CUCTeMaxX [JIOMOBHEHOI Ta 3MIIIAHOI PEaJbHOCTI 3aCTOCOBYIOTHCS ~ METOAU
BIICTEXKEHHSI TIOJIOKEHHSI Ta opleHTanii pizuunux 00’ekTiB. Ha OCHOBI oTpuMaHuX
JAHUX TEHEPYEThCS KapTa (PI3MUHOrO CepeOBUINA, IO T03BOJISIE BU3HAYATH B3a€EMHE
MEePEeKPUTTS MK IUDPOBUMHU Ta GI3UYHUMHU 00’ €KTaMHU, 110 3a0e3Medy€e IHTEeTpalliio
¢ pOBOTO cepeoBUINA B (DI3UIHE CEPEIOBHIIIC.

3MilIaHa peajbHICTh IPYHTYETHCA Ha TEXHOJIOTISIX BIACTEKEHHS PYyXiB PYK
(hand tracking), nornsany (gaze tracking) abo xoutpoiuepis (MR control tracking) nins
peanizallii B3aeMojii nu(ppoBoro cepefoBuia 3 GpizuuHUM cepefoBuiieM. B Unity
JUTS peasti3aliii pi3HUX BHUJIIB B3aeMOJ11 BUKOPUCTOBY€EThCS XR Interaction Toolkit.

XR Interaction Toolkit € omHUM 13 KJIIOYOBUX MPUKIAJAHUM MPOTPAMHUM
inTepdeiicom (API) B Unity niist po3po0aeHHs B3a€EMO/IIT KOPUCTYBaua y JIONIOBHEHIH,
3MilIaHId Ta BIPTYaJbHIN peanbHOCTAX, SIKMM Hajae YHi(pIKOBaHY, MOJYJbHY Ta
PO3ILIMPIOBAHY apXITEKTYpy HJii poOOTH 3 BBEJICHHSIM KOPHCTyBaya Ha OCHOBI
BIICTEXXEHHSI pyK, morisiay Ta XR-xkoutposepiB. XR Interaction Toolkit abcTparye
anapaTHO-3aJIe’KH1 MEXaHI3MH BBEJEHHS, 110 JO3BOJISE PEalli30BYBAaTH YHIBEPCAIbHI

cuieHapii  B3aemomii g pizHUX  XR-mpuctpoiB. XR  Interaction Toolkit
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BUKOPUCTOBYETHCS JJII CTBOPEHHS CTaHJAPTHUX MEXaHIK B3a€EMOJii, 30KpeMa
3aXOIJICHHSI, HATUCKAHHS, 00epTaHHs, IEPEMILIECHHS, TeJIeTOPTAaIlii.

Jns 3aBantaxkenust XR Interaction Toolkit B Unity-npo€eKkT HEOOX1AHO oOpaTu
Window-> Package Management-> Package Manager. Jlani HeoOXigHO 00patu

peectp naketiB Unity-> XR Interaction Toolkit Ta natucnytu Install (puc. 3.1).

r. ® Package Manager |

& Package Manager

4 ~ | Sort:Name (asc) v  Filters v

S InProject XR Interaction Toolkit
© Updates vwvrrmny e 3.3 - December 23,2025
Toolchain Wind... 104 From egistry by Unity Technologles

B Unity Registry | 1ooichain wing... 1.0) 0°¢
giMyAssety Tutorial Authorl... 1.5

on C“ar;(-\ogl Licenses

EDABUAL Tutorial Framew... 5.0
Details  Version History  Dependencies
i uGUI 2.0
Ul Tast Framew— 108 I el Ko com.unity.xr.interaction.toolkit ©
Unity Denoising 104 psinimum Editor Version 20213

Unity OpenXRA... 11]

Unity OpenXR M. 2.4, A high-| , . system for creating VR and AR experiences. It provides a framework that makes 3D and Ul interactions available from Unity input events. The core of this
“ =] system Is a set of base Interactor and Interactable components, and an Interaction Manager that ties these two types of components together. It also contains components that you can use for
Unity Physics 1.4 locomotion and drawing visuals.

Unity Profiling .. 1.0/
Unity Transport 26.
Unity Version C... 2.1,
Universal Rende... 17.)
User Reporting  2.0.1
Visual Effect Gr... 17,
Visual Scripting 19.
Visual Stugio E... 2.0
Vivox 16.9.
Web Stripping T.. 1.2,
WebGL Publisher 4.2
XR Composition... 2.3,
XR Hands 17

| XRinteractionT.. 3.3
XR Plugin Mana... 45,

Last refresh Jan 23, 12:06'

Puc. 3.1 — BcranoBnennst XR Interaction Toolkit B Unity-npoexT

XR Interaction Toolkit Hagae TaKeTH TOTOBHX aCETIB, SKI MPUCKOPIOIOTH
po3pobsienHst MR-cuenu, 3o0kpema Starter Assets njis KOHTpoJiepiB 1 pyk, XR
Interaction Simulator nns TecTyBaHHS B3aeMoli B Unity-peaaktopi 0e3 pearbHHUX
pucTpoiB (puc. 3.2).

Starter Assets B XR Interaction Toolkit € TonOBHUM HaOOpPOM peCypCiB, SIKUI
MictuTh nipedadu XR Origin, 11BOro Ta MPaBOTrO KOHTPOJIEPIB 3 MPSIMHUM KEPyBaHHS
Ta KepyBaHHAM Ray-nipoMmensi, a Takox XRI Default Input Actions nnsi kepyBaHHs
KOHTpOJIEpAMU Ta pyKaMu. 3aBJSKH I[IUM 1HCTPYMEHTaM MO>KHA OJ[pa3y CTBOPIOBaTH
XR-cueHu, A€ KOpUCTyBad MOXKE 3axXOIUIIOBATH, TNepeMiliati, obOepTratu Ta
MacmtadyBatu o0’extu. Jlns TectyBaHHs 0e3 XR-mosioma Unity-cueHy MOXXHA
nonatu npedad XR Interaction Simulator, Skl CUMYIIIO€ KOHTPOJIEPH, JTI03BOJISIIOUN
MpaIlOBaTU 3 pyXxaMu Tuity grab, pinch Tta select npsimo B Unity-penaktopi (puc. 3.3).
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& Package Manager
+-|mmm-|m-|curlm[

& InProject ‘o searcnunty fegsys XR Interaction Toolkit
© Updates Tookchain MacO.. 331 23,2025
mmmnmw
@ My Assets H Locate | Manage +
& Buittin Tutorial Authori...
Tutorial Framew... 5.0. Detalls Version History  Dependencies I I
& Services weul 20,
U1 Test Framew... Starter Assets 8.96 M8 Import
Unity Denoising Assets to streamiine setup of behaviors, including a default set of input actions and presets for use with XR Interaction Tookit behaviors that use the Input System. Also contains a
scene.
A A Dependencies:
Unity OpenXR p s
Unity OpenXR M... 2.4,
Unity Physics 14  Hands Demo 3018
Unity Profiing C... 104  Demo scene and other assets for h with the XR Toolkit.
Unity Transport « XR Hands
 Shader Graph
Unity VersionC... 2 3
Universal Rende... 17.
User 201 Assets 303 M8
Visual Effect Gr. 170  Assets to streamline setup when buliding for Mobile AR or Mixed Reality with the XR interaction Toolkit. This includes prefabs and a demo scene to get you started.
Visual Scripting 194 | AR Foundation
Visual Studio ...  2.0., * Starter Assets sample
Vivox 18.9.
) 114 M8
Wob Stpphg T Assets related to the input for XR and hands.
‘WebGL Publisher  4.2.
234 1.04 M8 Import
XR Hands (wm-mwcmmummmmmwmmumm “classic™ version of the simulator that existed before the XR |
Simulator sample was introduced and lacks many of the newer
el L. Limport
Last refresh Jan 27, 1643 | virtual o toxt 2 world Ul This interactable can in the 's e

Puc. 3.2 — ImnoptyBanns acetiB XR Interaction Toolkit

¥ XROrigin (XRRig)

Puc. 3.3 — Unity-cuena 3 XR Interaction Simulator: cuMymsiilisi KOHTPOJIEPIB 1 3aXBaT

00’€KTIB
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B XR Interaction Toolkit ocHoBHUM IirpoBuM 00’ekToM € XR Rig, sikuit
MpEJCTaBIIsg€ KOpUCTyBaua y XR-cepelloBUIlll Ta MICTUTh JOYIpHI 1rpoB1 00’ €KTH —
XR-xamepy Ta koHtpoiaepu. XR Controller — 1ie irpoBuil 00’€KT, 110 BIANOBIIAE 32
¢b13uunuil XR-npuctpiii kKopuctyBaua (JiBUi a00 mpaBuil KOHTPOJED, JiBa abo mpasa
pyKa) Ta HEOOXIHUMN JIJIsl 3UMTYBaHHS KOPUCTYBAI[LKOTO BBEJCHHSA Ta Mepeaady Horo
1HTEepaKTOpaM IMpHU peanizallii B3aeMo/ii 3 udpoBumMu 3D-00’ekTamu.

Bci B3aemonii B XR Interaction Toolkit Oynyt0TbCsl Ha IOHATTSIX 1HTEPAKTOPIB
(Interactors) Ta iHTEpaKTUBHUX 00’ €kTax (Interactables).

[HTEepakTOpu € KOMIOHeHTaMu XR-CIIEHH, SIK1 JOJAIOTHCS IO ITPOBUX 00’ €KTIB
(manpukinan, XR Controller) Ta iHIIIIOIOTh B3a€EMOJIIIO 3 IHTEPAKTUBHUMU 00’ €KTaMHU.
XR Interaction Toolkit miaTpumye pi3HI TUNU 1HTEepakTopiB. Direct Interactor
BUKOPUCTOBYEThCA JUIsl peanizauii B3aemonii 3 1udpoBumu 3D-00’ekTamu
0e3nocepeIHbO, TOOTO KOPUCTYBau (Di3UYHO «TOPKAETHCS» HUppoBOro 3D-00’ekTa
a00 TITHOCUTHh HOTO PYKOI/KOHTpoJepoM. Ray Interactor BUKOPUCTOBYETHCS MJISI
peamizaiii B3aemoii 3 nudpoBUMHU 00’ €KTaMu (HE TUIBKH 3 3D-00’€KTamu, aje i 3
Ul-eneMeHTaMm) Ha BIJICTaH1 3a JIONIOMOI'OI0 BIpTYyaJIbHOTO MPOMEHSI, SKUU J03BOJISIE
HaBOJIUTH, BUOMpATU Ta aKTUBYBATHU IHTEPAKTUBHI HUPPOBI 00’€KTH O€3 MPSIMOro
KOHTaKTy. Gaze Interactor BHUKOPUCTOBYEThCA [JIsi peaiizailii B3aeMoOJli 3
uudposumu  06’ektamu (Ul-enemeHTamMu) Ha OCHOBI BiJCTEKEHHS HaMPIMKY
MOTJISINY KOpPUCTyBaua, 0€3 BUKOPHUCTaHHS KOHTPOJEPIB abo MPSMOro KOHTAaKTY.
Socket Interactor BUKOPUCTOBYEThCS JJIA peaiizallii aBTOMaTUYHOTO PO3TallyBaHHS
1HTepakTUBHUX IudpoBux 3ID-00’ekTiB y (dikcoBani wmicusa. Poke Interactor
BUKOPUCTOBYEThCS IJisl peanizaiii B3aemojii 3 HUGPOBUMH 00’ €KTaMU MIISAXOM
($13uyHOTO NOTUKY a00 HATUCKAaHHS, HAPUKIIA A KHOMOoK Ta Ul-eneMeHTiB y XR-
cepenoBulli. Near-Far Interactor nmoenHye ONU3bKYy Ta NHUCTAHIIWHY B3a€EMOJIIIO,
aBTOMATHYHO MEPEMUKAIOYUCHh MIXK MPSIMUM JIOTUKOM 1 B3a€EMOJIIE€I0 32 JOMOMOTOIO
MPOMEHS 3aJIEXKHO BiJ] BiJIcTaHi 10 3D-00’€eKTa.

[aTepakTuBHUMH 00’ €kTamMu € 00’ ekt XR-CLIEHH, 3 IKUMU KOPUCTYBau MOXKE
B3a€EMOJIISATU. IHTEpaKTHUBHI 00’ €KTU MalOTh Pi3HI CTAaHU B3a€MO/Iii, HATP., HABEICHHS

npoMeHs Ha o00’€KT, BHOIp, 3aXOIJIEHHS Ta BIAMYCKaHHS, IO 1HIIIIOIOTHCS
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iHTepakTopamu, a XR Interaction Manager kepye BCi€l0 CUCTEMOI B XR-clieHi,
30KpeMa KOOPJIUHYE, SIKUM IHTEPAKTOP B3AEMOJIE 3 IKUM IHTEPAKTUBHUM 00’ €KTOM 1
BUKJIMKae mpaBwibHI momii. Hampukman, xkommonenta XR Grab Interactable nns
IrpoBOT0 00’€KTa J103BOJIsIE BUOUMpPATH, 3aXOIUTIOBATH, EPEMIIIYBATH Ta BIAIYCKAaTH
e irpouit 00’ext. Kommnonenta XR Simple Interactable nns irpoBoro 00’€kTa
JI03BOJIsSIE BUOMPATH 200 aKTUBYBATHU ITPOBUN 00’ €KT, 0€3 3aXOIUICHHS i BIMyCKaHHS
(Hamp., KHONKH IrPOBOTO BIKHA).

OpeitmBopk AR Foundation ne 3abe3nieuye MOBHOrO HAaOOpY (QyHKIIN AJist
pPO3pOOJIEHHST 3MIIIaHOI PEANbHOCTI, MNpPOTE€ € O0a30BUM I1HCTPYMEHTOM JjIs i
peamizarii. [ns 3mimanoi peanbHOcTi AR Foundation 3abe3neuye BiICTEXEHHS
MOJIOKEHHSI Ta oOpieHTallii MR-TpUCTPOI0 B MPOCTOPi, BUSIBICHHS IOBEPXOHbD,
BU3HAYEHHSI TOYOK TMEPETHUHY MK fouch-BBEAEHHSM KOPUCTyBaua Ta MOBEPXHIMU
(G13UYHOTO cepe/loBUIla HA OCHOBI Raycast-pOMEHIB, OKIIO31l0 Ta aHami3
OCBITJICHHSI JIJIs BI3yaJbHOI Y3rOXKEHOCT] peasibHUX 1 TU(PPOBUX 00’ €KTIB.

VY HactynHoMmy po3auii 3.2 po3risiHyTa MOKPOKOBA IHCTPYKINS peanizaiii
B3a€MO/Iii (pO3MIIlIEHHS, 3CYB, 0O€pTaHHs, MaCIITa0yBaHHs) 3 HUPPOBUM 00’ EKTOM Y
(G13UYHOMY CepellOBUIIl [IJIsi TMPOEKTYBAaHHS 3MIMIAHOI PEATbHOCTI HA OCHOBI
bperimBopky AR Foundation, BuOip AKOTO 3ajiekaB BiJl JTIOCTYIMHOTO amapaTHOro

3a0e3neueHdsa uia MR.

3.2 TIOPAJOK BUKOHAHHAA

3.2.1 CrBopeHnHs Ta HAaJamITYyBaHHA Unity-npoexTy

B Unity Hub neobxinHo oOpatu Projects, natucuytu New Project, oOpatu
ma6soH npoekty Universal 3D, natu Ha3By NpoekTy (Hanp., MixedRealitywithUnity)
ta HatucHyTH Create project (puc. 2.6).

Hactynaum HeoOxigHO oOpaTtu minatdopMy uis sikoi Oyae po3pobiienuit MR-
3aCTOCYHOK (puc. 2.8), BcTaHOBUTH Ta HanamtyBatu AR Foundation (puc. 2.9), SDK
nonoBHEHOi peanbHOCT (puc. 2.10-2.11) ta XR Plug-in Management (puc. 2.12-

2.13). [losicHeHHs Ta MOKPOKOBI 1IHCTPYKIIi U1l LIbOT'O €TaIy HaBeAeHO y po3auti 2.1.
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OcraHHIM HEOOXiqHO HanamTyBaTu Unify-IPOEKT BIAMOBIIHO J10 IaTGopMu

posroptanHs. Onuc pOro eramy HaBeleHo y po3aim 2.2.1.

3.2.2 ImnopryBaHHs Ta HAJAIITYBaHHA MR-00’€KTiB

B Unity-npoekT crioyaTky He0OX1JIHO 10JaTu irpoBi 00’ ekt ARSession Ta XR
Origin, irpoBuii 00’exT Main Camera HeoOxinHo Buaaiutu (puc. 3.3). Onuc 1uporo
eTaIry Ta MopsIIOK oro BUKOHAHHS HaBeJEHO B po3aiii 2.1.

JIns CTBOpEHHS CIIEHW 3MIIIAHOI PealbHOCTI HEOOX1AHO BUKOpuUCTaTH 3D-
00’ekT(n) maboparopHoro mnpakTukymy Nel. Ekcnopr 3D-o0’ekta B Blender
HEOOX1HO 3M1MCHUTH uepe3 MeHio File->Export 3 BubopoM dopmary .fbx, micis
4oro HeoOX1IHO BUOpaTH KaTajor 30epexeHHs], Ha3BaTu (aiia Ta HaTUCHYTU Export
FBX.

Hacrynuum HeoOxigHo iMmopTyBatu dain 3D-00’e€kTa Ta HalallTyBaTH
Marepiall, TeKCTypy Ta aHiMailito. [losCHEHHs Ta MOKPOKOBI 1HCTPYKIII AJIS 1IbOTO
eTanmy HaBeleHO y po3aun 2.2.2. OctaHHIM HeoOXigHO cTBopuTH Tmpedad 3

HanamToBaHoro 3D-00’e€kTa, a caM IrpoBUi 00’ €KT BUANIUTH 3 BikHA Hierarchy.

3.2.3 IIpoexTyBaHHH 3MilIaHOI peajabHOCTi HA 0CHOBI AR Foundation

VY 1mpoMy pO3aiIl pO3TIANAETHCS MPOEKTYBAHHS 3MINIAHOI PEaIbHOCTI, IO
IPYHTYETbCSI Ha TEXHOJOTIi BIJCTEKEHHS TOPU3OHTAIBHUX Ta BEPTUKAIBHUX
MOBEPXOHb Yy (PI3UUHOMY CEPEeAOBUI, PO3MIIIEHHI IU(PPOBOro 00’€KTa Ha IHUX
MOBEPXHAX Ta B3aeMOJIi 3 HUGPOBUMH 00’€KTaMH (PO3MIILICHHS, 3CYB, 00€pTaHHS,
MaciITa0yBaHHS) NUISTXOM KECTIB fouch-BBEJICHHS] KOPUCTYBaya, a TAKOXK TEXHOJOT1T
YacTKOBOT0 a00 MOBHOI0 MepekpuBaHHs HuppoBoro 3D-00’ekTa pi3HUMHU 00’ €KTaMU
(b13uyHOTO cepeoBuIla (OKITI0315).

JInst mpO€KTYBaHHS 3MIIIAHOI PEATbHOCTI BUKOPUCTOBYETHCS (DperMBOPK AR
Foundation Tta SDK 10NOBHEHOI pealbHOCTI BIANOBIAHO 10 TMJaTGOpMU
posroptanHsi. AR Foundation 3a0e3neduye B3aemMoAito IUdpoBUX 0O €KTIB 13
(I3UYHUM  CEPENOBHUINEM IUISIXOM  BIJICTEKEHHS IOBEPXOHb, IPOCTOPOBOTO

HOSI/IHiOHYBaHHﬂ Ta BHKOPHUCTAHHA RayCClS[-HpOMCHiB A BH3HAYCHHA TOYOK
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NEePEeTUHY MK fouch-BBEIEHHSIM KOpPHUCTyBaya Ta [OBEPXHAMU (HI3UYHOTO
cepenoBumia. OOpoOseHHs  fouch-BBENEHHs KOpUCTyBaya peaji3yeTbCsi 32
JIOTIOMOTOI0  BIAMOBIAHUX CKpUnTiB. AR Foundation 3abe3neuye OKIIO31I0, aje
MATPUMKA OKJII0311 € OOMEXEHOI Ta 3alieKHTh Bl amapaTHUX MOKJIMBOCTEH
MPUCTPOIO Ta MiIaTGOpMU, 30KpeMa BOHA JIOCTynmHAa Ha mpuctposix 3 LiDAR-
ceHcopamu (Hanpukinan, iPad Pro ta iPhone cepiii Pro) abo Ha okpeMux Android-
MPUCTPOSX, 110 MiATpUMYy0Th ARCore Depth API.

Cnouatky a0 irpoBoro 06’exta XR Origin He0OX1IHO 10JaTh KOMIIOHEHTY AR
Plane Manager, nns napametpa Detection Mode oOpatu 3uauenust Everything. Y
BikH1 Hierarchy nonatu irpoBuii 00’ext AR Default Plane, ctBoputu itoro npedad ta
nonatu cTBopeHuil mpedad nns napamerpa Plane Prefab kxommnonentu AR Plane
Manager. IrpoBuit 00’exT AR Default Plane HeoOxigHo BUAanuTH y BikHi Hierarchy
(puc. 3.4). Onuc upOro eramy Ta NOpsSJ0K HOro BUKOHAHHS HABEIEHO B po3auii 2.2.4.

Hactynaum HeoOxigHO noaatu komnoHeHTy AR Raycast Manager 10 irpoBOTo
0o0’ekta XR Origin ta noaatu npedad 3D-00’exta s mapametrpa Raycast Prefab
(puc. 3.4).

Hactynaum HEoOXiHO CTBOPUTH Ta A0JAaTH 10 irpoBoro ob’ekra XR Origin
ckpunt-koMnoHeHTy AR Place Object nnisi BU3HAUY€HHS TOYOK IMEPETUHY Raycast-
MIPOMEHIB 3 BIJICTEKYBAHUMU (PI3MUHUMU MMOBEPXHIMH, & TAKOXX PO3MIIIECHHS Ta 3CYB
3D-00’ekTa y 3HalIeH1i TOYIll, KEpYBaHHS 3aTPUMKOIO M1k JOTHKaMHu (puc. 3.4).

[Iporpamuuii koa ckpunt-komnoHeHTu AR Place Object (moBa C#):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.XR.ARSubsystems;

public class ARPlaceObject : MonoBehaviour
{

// 3MiHHa raycastManager — ue komnoHeHTa AR Foundation, ska BukopucTtoBye Raycast-
NPOMEH1 ONd BU3HAYEHHA TOYOK MepeTuHy y ¢i3uyHoMy cepepoBuwi

[SerializeField] private ARRaycastManager raycastManager;

bool isPlacing = false;

// [opaemo 3MiHHYy pns 36epexeHHsi 06’'ekTa
private GameObject placedObject;
// flkwo ARRaycastManager He npu3HayeHuin, Hiyoro He BipgbyBa€eTbCA
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void Update()
{

if (!'raycastManager) return;

// BipcTexeHHs [OTWMKY Ha TenepoHi abo kniky muwetw B Unity Editor, akwo 3apa3 o6'ekT
we He po3MiwyeTbcs (!isPlacing)
if ((Input.touchCount > 0 && Input.GetTouch(@).phase == TouchPhase.Began ||
Input.GetMouseButtonDown(0)) && 'isPlacing)

isPlacing = true;
Vector2 touchPos = (Input.touchCount > 0) ? Input.GetTouch(Q).position :
(Vector2)Input.mousePosition;

PlaceOrMoveObject(touchPos);

void PlaceOrMoveObject(Vector2 touchPosition)

{

// Bu3Hauyae Raycast-npoMeHi Ta iIX TOYKM MepeTuHy 3 NOBEPXHAMM (Ii3MYHOrO cepepoBuwa
var rayHits = new List<ARRaycastHit>();
raycastManager.Raycast(touchPosition, rayHits, TrackableType.AllTypes);

// SKWO To4yka MepeTuHy 3HanaeHa, OTPUMYWTbLCS OAH1 MOSIOXEeHHs Ta opieHTauyii, B Touui
nepeTuHy CTBOpETLCS npedabd raycastManager.raycastPrefab, skun 3apmaHo B ARRaycastManager
y BikH1 Inspector

if (rayHits.Count > 0)
{
Vector3 hitPosePosition = rayHits[0].pose.position;
Quaternion hitPoseRotation = rayHits[0].pose.rotation;
if (placedObject == null)
{
// fkwo 06’'€KTa We HeMae — CTBOPWEMO MOro
placedObject = Instantiate(raycastManager.raycastPrefab,
hitPosePosition, hitPoseRotation);
b
else
{
// Slkwo 06'€EKT BXe € — MPOCTO MepeMiuyemMo Moro
placedObject.transform.position = hitPosePosition;
placedObject.transform.rotation = hitPoseRotation;

// Nicna 0.25 cekyHOM 3aTpUMKU MOXHa 3HOBY CTaBUTKU 06'€eKT
StartCoroutine(SetIsPlacingToFalseWithDelay());

¥
IEnumerator SetIsPlacingToFalseWithDelay()
{
yield return new WaitForSeconds(0.25f);
isPlacing = false;
¥
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Jns mapametpa Raycast Manager ckpunt-komnoHeHTd AR Place Object

He0oOX1aHO oAaTu irpoBuit 00’ ekt XR Origin (puc. 3.4).

@unitys ®05v @AssetStorey B #AlY "SUnity VCS v ] & 9 Q Hlyouv @
= Hierarchy a i & Scene o Game > Animator i O Inspector a8 i
+ & || E)center v @ciobal v || 1 . iS5~ |l © @ QO vl » X 1 KL S (D, ~ XROrigin (Mobike AR) static ~
v & SampleScene* i
() Directional Light Tag Untagged v Layer Default
) Global Volume e
&) AR Session v M\ Transform L B
@ XR Origin (Mobile AR) Position X 0 Y 0 zZo
i Rotation X 0 Y 0 Zo
v Scale ® X1 Y1
¥ # v XROrigin (N
Script
Origin Base GameObj &2 XR Origin (Mobile AR) @
Camera Floor Offset { &2 Camera Offset ®©
Camera = AR Camera (Camera) @
Tracking Origin Mode Device
Camera Y Offset 0
¥ = v ARPlane Manager e =
ot ARPlaneMa
Changed (AR
List is empty
o
Plane Prefab @ AR Default Plane (o]
Detection Mode Everything
¥ ** ~ AR Raycast Manager ®= !
M Project  © Animation B Console a3l Script ARRaycastM
+v s » e * 27 Changed
Q All Prefabs “ Assets List is empty
¥ o Assets |+ -
s Materiais # Raycast Prefab ® prefab_for MR @
s Scenes =
B Settings ¥ ¢ 7 ARPlace Object (Script) @ » |
I Tree_Textures Script ARPlaceObiect
» s Tutorlalinfo 2
¥R le AR) (AR Ri ©
> I XR Raycast Manager XR Origin (Mobile AR) (AR

> I XRI
v @ Packages Add Component

» B Al Navigation
» W Apple ARKit XR Plugin o

» I AR Foundation
» m Burst
» I Collections
i Cu_slom Nl.mls - s 2
% 20|

Puc. 3.4 — HanamryBanHs irpoBoro 00’ekra XR Origin

Jlns peanizariii okr03ii He0O0XiAHO 10 irpoBoro o0’ ekta AR Camera (no4ipHii
irpoBuit 00’ ekt XR Origin) nogatu koMnoneHty AR Occlusion Manager. Criouatky
HeoOxigHo oOpatu Add Component-> XR-> AR Foundation-> AR Occlusion
Manager Ta HamamTyBaTH TapaMeTpH KOMIIOHEHTH, 30KpeMa SIKiCThb TeHEepyBaHHS
TeKCcTypu TnuOunu (izuyHoro cepenosuina (Environment Depth Mode),
BUKOPUCTaHHA (DUIbTpalii [Js 3MEHIIECHHS IIyMy Ta OUIBII IJIaJAKOl OKIIO311
(Temporal Smoothing), 3acToCyBaHHSI OKJIIO311 JJIsi (I3UYHUX OO €KTIB CKJIATHOT
reoMeTpuuHoi Gopmu — mofed Ta il sAkicte (Human Segmentation Depth Mode,
Human Segmentation Stencil Mode), npiopuTeT OKIIO31i, 30KkpemMa g (PI3UIHUX
00’ekTiB abo moaeit (puc. 3.5). Takoxk HEOOXITHO HaJAITyBaTU MapamMeTpu
koMrioHeHTH AR Camera Manager, sixa HOJAETHCS aBTOMATHYHO JI0 ITPOBOTO
00’exta AR Camera (puc. 3.5).
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@unitys ®05v @AssetStorey B #AlY “SUnity VCS v o » & 9D Q Hlyouw~r @
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rm Cu:uom NUnIS - ———

= Hierarchy a i = Scene owGame > Animator i O Inspector a1
+v (s # || B center v @clobal v || 1 i | © @ QO vl » x . S I
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) Global Volume » Output L
.g;ﬁ;’;ﬂmmm v Audio Listener o2
v () Camera Offset ¥ = ~ AR Camera Manager ®*i
- Scrt T
Auto Focus v
Image Stabilization
Light Estimation Everything -
Facing Direction World v
Render Mode Any -
¥ %= v AR Camera Background o i
Use Custom Material
¥ “I* v Tracked Pose Driver (Input System) @ *
Script TrackedPoseDriver
Tracking Type Rotation And Position v
Update Type Update And Before Render ~
Ignore Tracking St...
Position Input HIF" " T
t,c,mvsnmm DR HI
devicePosition [AR Hand
Rotation Input | Action [ T8
—_— centerEyeRotation [XR H
M Project  © Animation B Console a i l’ deviceRotation [AR Hand
i b B e * | %27 Tracking Statenput | Action S+ - |
Q Al Prefabs “ Assots || trackingState DXR HMOD) |
¥ @ Assets = - h ¥ ¢ v Universal Additional Camera Data ( @ +* :
# A # ol & i Bn -
B Sconos : La {} v <=~ AROcclusion Manager °=:
: f:e“eTTg:muru ARPlsceOti... @ blender_.. dance putSyste..  InputSyste..  Materisls  personani. @ prefab.f... Readme Scenes Settings Environment Depth
» I Tutorlalinfo Environment Dept! Medium -
> xR Temporal Smoothit
= EBhbhbk ==
. D-Al igation Human Segmentat Medium -
: - wumn XR Plugin B L] L] Human Segmentat Best >
» B AR Foundation Occlusion Preference Profer Environment Occlusiors
» i Burst
» I Collections
v
©}

Puc. 3.5 — HanamyBanus irpoBoro 00’ekra AR Camera

OcrtanHIM HEOOXIAHO peanizyBaTu B3aemMoAito 3 HUGpoBUM 3D-00’€KTOM
(3cyB, oOepTaHHs, MaclITaOyBaHHs) IUISIXOM JKECTIB fouch-BBEJIEHHS KOPHUCTyBaya.
JI71st 1bOTO HEOOX1THO CTBOPUTH CKPUMT-KOMIIOHEHTY g nipedaldy 3D-00’exTa Ta y
cTBOpeHOMY (aiiii HeoOX1AHO HamucaTu MporpaMHuil kKoJ (MmoBa C#):

using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.XR.ARSubsystems;
using System.Collections.Generic;

// CkpunT pgnsa MaHinynauii o6'ektoM y MR: nepemiweHHsi, obepTaHHs Ta MacwTabyBaHHS
public class ARObjectManipulator : MonoBehaviour
{
// KomnoHeHT gns AR Raycast (mowyk NoBepXoHb)
private ARRaycastManager raycastManager;
// Kamepa AR, sika BunpoMiHiwe Raycast-npoMiHb
private Camera arCamera;

// MNo4yaTkKoBa BifCTaHb MiX nanbusMM Ons MacwTabyBaHHSA
private float initialDistance;

// MNoyaTkoBu MacwTab o06'ekTa pns MacwtabyBaHHS
private Vector3 initialScale;

void Start()
{
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//

//

//

//

//

//

//

//

//

//

3HaxoguMmo ARRaycastManager Ha cueHi

raycastManager = FindObjectOfType<ARRaycastManager>();

bepeMo ocHoBHY kaMepy AR
arCamera = Camera.main;

void Update()
{
AKWo oaMH JOTUK — nepeMiwyemo 06'ekT
if (Input.touchCount == 1)
{
MoveObject(Input.GetTouch(0));
¥
fAkwo gBa poTukM — obepTaemMo Ta MacwTabyemo 06'ekT
else if (Input.touchCount == 2)
{
RotateAndScale();

Peanizauia nepemiweHHs 06'ekTa
void MoveObject(Touch touch)
{
PyxaeMocb TiNnbKWM AKWO AOTUK PYXa€ETbCH
if (touch.phase != TouchPhase.Moved) return;

CTBOpPIEMO MPOMiHb Bif KaMepu 4Yepe3 TOYKY OOTUKY Ha eKpaHi
Ray ray = arCamera.ScreenPointToRay(touch.position);

lepeBipsieMO, 4M MPOMiHb MOTpanuB Ha 06'ekT
if (Physics.Raycast(ray, out RaycastHit hit))
{
if (hit.transform == transform)
{

CtBopioemMo cnucok gns 36epiraHHa pe3ynbtatiB AR Raycast

List<ARRaycastHit> hits = new List<ARRaycastHit>();

BukoHyemo AR Raycast mo moBepxHi
raycastManager.Raycast(touch.position, hits,

TrackableType.PlaneWithinPolygon);

//

//

AKWo 3HaWWIM noBepxHWw — nepeMiwaeMo 06'ekT Tyau
if (hits.Count > 0)
{

transform.position = hits[0].pose.position;

Peanizauisa obepTaHHa Ta MacwTabyBaHH$
void RotateAndScale()
{
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Touch t0
Touch t1

Input.GetTouch(0);
Input.GetTouch(1);

// ToTo4YHa BifgcCcTaHb MiX nanbusamu
float currentDistance = Vector2.Distance(t@.position, tl.position);

if (tl.phase == TouchPhase.Began)
{

anaM'ATOBYEMO MOYaTKOBY BifgcTaHb Ta MacwTab 06'ekTa

// 3 ! 6 06"
initialDistance = currentDistance;
initialScale = transform.localScale;

}

else

{

// BupaxoByeMo koediuieHT MacwTtabyBaHHSA
float scaleFactor = currentDistance / initialDistance;

// 3aCTOCOBYEMO HOBWUW MacwTab
transform.localScale = initialScale * scaleFactor;

// BEKTOp MiX manbusMu y nonepefHboMy Kampi
Vector2 prevDir = (t@.position — t@.deltaPosition) - (tl.position -
tl.deltaPosition);

// BekTop Mix nanbufAMM Yy MOTOYHOMY Kappi
Vector2 currDir = t@.position - tl.position;

// 064yncmoeMo KyT Mix nonepefHiM i NOTOYHMM MOJSIOKEHHAM ManbLiB
float angle = Vector2.SignedAngle(prevDir, currDir);

// MHOXHMK pgns 36inbleHHs wBMAKOCTi obepTaHHA
float rotationMultiplier = 5.0f;

// 0b6epTaemo 06'€KT MO TPbOX OCHAX OQHOYACHO
transform.Rotate(Vector3.up, angle *x rotationMultiplier, Space.World);
transform.Rotate(Vector3.right, angle * rotationMultiplier, Space.World);
transform.Rotate(Vector3.forward, angle *x rotationMultiplier, Space.World);

Cxpunt ARObjectManipulator peainizye 6a30By B3a€MOJI110 KOpUCTyBaya 3 3D-
00’€KTOM y cepeIOBHIII 3MIIIAaHOI peaabHOCTI. Bin 3a0e3neuye 3a 1onomMororo touch-
BBEJICHHS PO3MIIIEHHSI U(PPOBOTrO 00’€KTa HA BUSABICHIN (I3UUYHIN MMOBEPXHI, 3CYB,
oOepranHs Ta macmTaOyBaHHS 00’€KTa B TPUBUMIPHOMY mpocTopi. Po3mimieHHs
uudpoBoro 00’ekTa BIIOYBA€ETHCS 3a JOMOMOTOIO fap-NOTUKY KopucTtyBauda. Komum

KOPUCTYBau TOPKAEThCSA €KpaHa, Ha BUSBIEHIM MOBEPXHI po3MillyeTbesi 3D-00’€KT,
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nonepeaHid 00’€KT MepPeMIlly€eThCsl HA HOBY MO3HILIO, SIKIIO BIH YK€ ICHY€E. 3CYB
uudpoBoro 00’ekTa BIOOYBAETHCS 3a JOMOMOTOI0 drag-NOTUKY KOpPHUCTyBaya.
OOGepranusa uudpoBoro 06’ekTa BIAOYBAETHCS 3a JOMOMOTOIO (Wist-IOTUKY IO BCIX
TPHOX OCSAX OJHOYacHO. MacmrTabyBaHHs HUPPOBOro 00’ekTa BiAOyBaeThCs 3a

JIOTIOMOT OO pinch-nOTUKY.

3.2.4 Po3po0JieHHs irpoBOro BikHa

st po3poOieHHsT IrpOBOTO BiKHA 3 METOIO OMNUCY fouch-BBEIEHHS s
B3aeMoii 3 udppoBuM 3D-00’€KTOM HEOOXITHO CTBOPUTH irpoBuit 06’ekT Canvas B
Unity-nipoexti. Crioyatky HEOOXITHO HATUCHYTH MNPaBOI0 KHOMKOK MHIII y BIKHI
Hierarchy ta o6patu Ul(Canvas)-> Canvas, irpoBuii 00’ekT EventSystem
CTBOPUTHCA aBTOMAaTH4HO. OCHOBHUMHM MapamMeTrpamu irpoBoro o0’ekta Canvas €
PEXUM PEHAEPUHTY, PO3TAllyBaHHS Ta po3Mipu (puc. 3.6), siki BU3HAYAIOTh CIOCIO

BiI0OpakeHHs Ta Mo3uiionyBanHs Ul-enemeHTiB y XR-ClIeHi.

@unitys ®05v @AssetStorey B #AlY  UnityVCS ¥ ] & 9 Q Hlyou~v @
= Hierarchy a i = Scene owGame » Animator i O Inspector 8 i

+>v & || B)center v @Global v || 1 v i | & © Q %~ » # y® =v mv v
v & SampleScene i
) Directional Light
) Global Volume

v Canvas Static ~
” Yag Untagged v Layer UI

£ AR Session ¥ i1 Rect Transform @i
» () XR Origin (Mobile AR) Pos X Pos Y Pos Z
0 0 0
EventSystem Width Height
0.5 0.5 i R
» Anchors
Pivot X 05 Y 0.5
Rotation X 0 Y 0 zZo
Scale ® X1 v Z1
v W v Canvas 0 = i
Render Mode World Space
Event Camera ® AR Camera (Camera) (0]
Sorting Layer Default
Order in Layer 0
Additional Shader Ch TexCoord1, Normal, Tangent v
Vertex Color Always |~
v [ v Canvas Scaler [ 2]
Ul Scale Mode W ]
= » @ Al Navigation |  Dynamic Pixels Per U 1
M Project @ Animation B Console at Reference Pixels Per 100
AN * | ®27 v /Ouphlcnwcnuv o i
Q Al Prefabs “ Assets sraphick
R Ignom Reversed G... v
:‘m'" :‘ # 0 Blocking Objects  None
W Materials - :’ |_. } Blocking Mask Everything
s Scenes

M Settings _Recovery  ARObjectM.. ARPlaceObj.. @ blender. .. dance InputSyste...  InputSyste... Materials. person.ank.. @ peefab.f...
» I TextMesh Pro

i Tree_Toxtures
EE aaEEBEhEN
» I XR
s :--' xml Scenes Settings  TextMesh P... Tutcelalinto xR XRS

» I Al Navigation

» B Apple ARKIt XR Plugin
» I AR Foundation

» M Burst - °

Add Component

% R0O|

Puc. 3.6 — HanamryBanHs irpoBoro 06’ekra Canvas
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Hactynaum He0OXiIHO CTBOPUTHU JOUYIpHINA 1rpoBuil 00’€KT [mage s
KOH(]irypyBaHHsi (oHy irpoBoro MeHwo. Y BikHI Hierarchy HaTUCHYTH MPaBOIO

KkHomKkoro muti Ta oopatu Ul(Canvas)-> Image (puc. 3.7).

@unitys ®0Sv @AssetStorey B #AlY  UnityVCS v o » & 9 Qq Hlyoutvy @
= Hierarchy a i & Scene owGame » Animator i O Inspector a1
+v & || Ecenter v @Giobal v || 1 ¥ i3 | & @ QO ®~l| » x y® =v mv ¥ @ mage Static ~
v & SampleScene i 2 -
() Directional Light e Tag Untagged ¥ Layer Ul
B ARSeon T et Trnatorm B
» () XR Origin (Mobile AR) center Pos X Pos Y PosZ
v () Canvas 0 0 0
o Y - § d] Width  Height
G2 EvenEysten & 05 05 i R
» Anchors
Pivot X 05 Y 05
Rotation X 0 Yo Zo
Scale ® X1 1 Z1
v@® Canvas Renderer o i

Cull Transparent Mes

v 4 < Image CEIE
Source Image None (Sprite) ®
Color
Material
Raycast Target v

» Raycast Padding
Maskable v

D Default Ul Material (Material) L3
> had t v =

M Project @ Animation B Console ai
Sy s 2 0e * | =27
Q All Prefabs * Assets Add Component

¥ l Assots
= m ##
W Materiais

s Scenes
i Settings _Recovery  ARODjectM.. ARPlaceObi.. G blender..

» I TextMesh Pro

I Tree_Toxtures
» i Tutorialinfo

> I XR

» I XRi

¥ (e Packages
» B Al Navigation

TextMesh P Tree Texter..  Tutorialindo XR XRi

» Bm Apple ARKt XR Plugin
» s AR Foundation ITTRICCY
> _- Eurjl . ~ — s Slease LAY

20|

Puc. 3.7 — HanamryBaHnHs irpoBoro o6’exra Image

Hactynaum HeOOXiAHO CTBOPUTH JOYIpHI IFPOBI 00’€kTU TUMy Button, npu
HAaTUCKaHHI Ha siki B pexumi Play Mode BUKOHYIOTbCS PI3HI MOJIi, 30Kpema
BiloOpaxkeHHs 1HQpopMaIlli mpo mpaswia B3aemojii 3 muppoBuM 3D-00’€KTOM Ta
3aKpUTTS. 1rpoBoro BikHA. IrpoBi 00’exkTH TUNy Bufton MICTUTUMYTh TEKCTOBI
MIJIMACH, TOMY CIOYaTKy HEOOX1JHO BCTAHOBUTU Ta HANAIITYBAaTH 1HCTPYMEHT s
KOH(ITYpyBaHHS TEKCTY.

Jis 3aBaHTaxkeHHss B Unity 1HCTpyMeHTa KOH(iryparii TEKCTy HEOOXI1JHO
obpatu Window-> Package Management-> Asset Store Ta HamucaTH MOUTYKOBUI

3anuT, Hanp., TextMesh Pro (puc. 3.8).
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? AssetStore Text to TextMesh Pro

3D 2D Add-Ons Audio Al Web3 Essentials Templates Tools VFX Sale

"Text to TextMesh Pro" in All Categories

CATEGORIES

Price v | Sal v | | Rating v || Unity Version v Relevance 26
Tools (7€
20 (10) Results 1-96 of 100 for Text to TextMesh Pro
Templates (10 v,
< TEXTMESH PRO
3001 Skyb.?.x_ﬁ! x E

Generate Skynokes = cFF F

& World Meshes Tagk o TedtileshPro

Skybox Al Generator by Blockade Text to TextMesh Pro Upgrade Tool TextMesh Pro Effect

Labs (Subscription)

* kol {7y 2.6 (28 sk ok 4.8 (2 *kkkodr 45 (17

Free Free $15.00

Puc. 3.8 — Inctpymentu koHdirypariii Tekcty nist Unity-npoeKTiB

Hactynaum HeoOXiIHO 00paTu IHCTPYMEHT KOH(Irypaiii TeKCTy Ta BIAKPUTHU
B Unity-cepenoBuui (puc. 3.9), natucuytu Download, a notiMm HatucHyTtH Import

JUTSL IMIIOPTYBAHHSI IHCTpYMeHTa 70 notoyHoro Unity-npoekty (puc. 3.10).

? AssetStore

30 20 Add-Ons

o8 Text to TextMesh Pro Upgrade Tool

& vosikua *hkhk (20 @

FREE

@© 104 views in the past week

e B

License agreement tandard Unity Asset Store EULA

License type

File size 31.0KB
Latest version 118
Latest release date Dec 16, 2024

Text to TextMeshPro
Support Visit site
@

Puc. 3.9 — Inctpyment a5t koHirypyBanHs Tekcty 1ext to TextMesh Pro Upgrade
Tool
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D l Q ILayﬂs vllwom -l

a1
Package ‘Text to TextMesh Pro Upgrade Tool'
{  View in Package Manager

= Hierarchy

v @ SampleScene* ]
» @ Player >

|
£ Point Light T
| » @ SpaceShip
# | » @ SpaceObjectt Package Manager TFext to TextMesh Pro Upgrade Toc
S Ol 2.
| : gcm:snecu & Package Manager i A B.
& Panelinfo + ~ | Packaoes: Mv Assets v Sort: Name (asc) »  Filters v Clear Filters § Jools/Utilives
) Buttoninfo J Import Unity Package -
@ EventSystem p 2xt to TextMesh Pro Up...  import  Re-Download 8o aiasc main free. (&
1 8+ December 16, 2024 fuwant! i
] r Text to TextMesh Pro Upgrade Tool ek T
v Win Asset store | s :
| Al None Mview  Releases  Imag N upgrade the Text, InputField,
= BMesh objects in your projects
v v WPlugins R0 variants. It also upgrades the
¥ v mTextToTMP {23 >ported Unity Versions  2019.4.26 or higher Hext variables in those scripts
v v WmEditor o . Fariables. Then, it reconnects
70 o eEs [ ‘koge Size  Size: 31 KB (Number of fies: 10) B Uporaded components (e.g. i
v ¥ ComponentUpgrade.cs L3 ‘chased Date March 02, 2025 is referencing an upgraded Text %
v # ReferenceCollection.cs [ New |
1| # ScriptUpgrade.cs b ‘oductory price.. Not! It will always remain Free. Grab it whenever you 1 Version
v TextToTMP Editor.asmdel 23
v % TextToTMPWindow.cs [ Now |
v # Utiities.cs [ New |
¥ < MOther 23 out
v & TMPnputFieldOnSubmiteventcs el T T u
= v README txt l n s asset ps you upgrade the Text, InputField, Dropdown an
M Project B Console @ Animation ~ 3 TextToTMP Runtime.asmdef [ tMesh objects in your projects to their TextMesh Pro variants. It also
4+ Jrades the scripts 50 that e.g. Text variables in those scripts become
- P_Text variables. Then, it reconnects the references to the upgraded
¥ @@ Scenes - 3
;.; 3D_Objects st Sosnes nponents (e.g. if a public variable was referencing an upgraded Text
- Obiect] nponent, it will now reference the corresponding TextMeshProUGUI
hiec nponent).
i Object2
i SpaceShip @
B Animations Mures
I Prefabs 30.Objects  Animaticns Prefabs
M Scripts hoose which assets/Scenes to upgrade: upgrade parts of your project, a
v @ XR v gle plugin or your whole project
i Loaders 1 =
Settings
v P:DW Cancel Wl
» s Code Coverage
» Ba Custom NUnit I
» I Editor Coroutines
» s Google Cardboard XR Plug
» Bu Input System
> I JetBrains Rider Editor
» I Profile Analyzer - *

Puc. 3.10 — ImnopryBauus Text to TextMesh Pro Upgrade Tool B Unity-npo€ekT

Ko 1HCTPYMEHT KOH(ITypyBaHHSI TEKCTY BHUKOPHUCTOBYBABCS paHIIEe B
Unity-npoextax, HeoOxigHo obpatu Window-> Package Management-> Package
Manager- > Packages: My Assets, oOpaTu BIANOBIAHUN 1HCTPYMEHT Ta HATUCHYTHU
Import. B pesynvrarti Text to TextMesh Pro Upgrade Tool 6ynie BCTaHOBJIEHO.

OcraHHIM HeOOX1AHO HpuitHATU OHOBIEHHS Text to TextMesh Pro Upgrade
Tool, sximo OyayTh 3amporoHOBaHi abo y BIkHI Project obpatu Packages->
TextMeshPro-> Package Resources ta imnopryBatu IMP Essentials ta TMP
Examples & Extras B Unity-TIpO€KT.

Jnst nonaBanHs irpoBoro o0’ekta tumy Button y BikH1 Hierarchy HeoO0X11HO
HAaTUCHYTHU NpaBo0 KHOMKOI0 muiil ta oopatu Ul(Canvas)-> Button-TextMeshPro.
OcHOBHUMHU mapameTpaMu IrpoBoro 00’ekta Butfton € pexuM po3TalllyBaHHS,
PO3MipH, KOJIp Ta CTUJIb, TOAIl Ta TEKCTOBUM JOUIPHIM IrpOBUM 00’ €KT AJIS MIJMUCY
(puc. 3.11). OcHOBHUMHU MapamMeTpaMu TEKCTOBOIO 00’€KTa € caM TEKCTOBUM BMICT,

mpudT, po3Mip, KOJIp TOILIO.
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% 20|

Puc. 3.11 — HanamryBanss irpoBoro o0’exra Button

HeoOxigHo cTBOpuUTH JABa 1rpoBi 00’€KTH Tumy Button: oauH s
BiioOpakeHHs iHpOpMaIlii, a IPYTUNA — ISl 3aKPUTTS IFPOBOTO BIKHA.

B Unity nng ctBopeHHs moOJii HEOOX1AHO CTBOPUTH MYCTUM ITPOBUN 00'€KT,
11100 BiH BUCTYMAaB K KOHTEUHEP MJIs1 CKPUNTIB, MOB’sI3aHUX 3 KHOMKOO. |15 iboro y
BiKH1 Hierarchy HeoOXI1THO HATHCHYTH IpPaBOK KHONKOI MuIIl Ta oOpatu Create
Empty ta nazsaru, nanp., UlHandler (puc. 3.12). HactynHum HEOOX1JHO CTBOPUTHU
CKpUINT-KOMIIOHEHTY i irpoBoro 00’ekta UlHandler Tta y ctBOpeHOMY (ailmi

HEO0OX1HO HamucaTu nmporpaMuuii koj (moa C#H):

using UnityEngine;
using TMPro;

// Knac pna obpobku nopin, noB’'si3aHMX 3 KHomkamu UI

public class WindowEvents : MonoBehaviour

{

// TlocunaHHsA Ha TeKCTOBWUW KoMnoHeHT TextMeshPro, y skoMmy 6yne BipobpaxaTtucs iHpopmauis
public TMP_Text text;

// NocunaHHa Ha irpoBui 06’ekT BikHa (Canvas), ske HeobxipHo BimkpuBaTM abo 3akpuBaTu
public GameObject window;
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// Mertopn, AKUA BUKITMKAETLCSA npu HAaTUCKaHH1 KHOMKWM Ta BCTAHOB/IOE TEKCT 3 iHCprKLI,iﬂMVI ona

KopucTyBaya
public void ClickButton()
{
text.text =

"Tap touch — to place the object.\n" +
"Drag touch — to move (translate) the object.\n" +
"Twist touch — to rotate the object.\n" +
"Pinch touch — to scale the object.";

}

// MeTop OnNA 3aKpUTTSH 1rpoBOro BiKHa WASAXOM BUMKHEHHS BiAMOBifgHOro irposoro o6'ekTa
public void CloseWindow()

{

window.SetActive(false);

HactynHuM KpokoM HEOOXIJHO CTBOPUTH AOYIpHIN 1rpoBHil 00’eKkT Text, 3a
JOTIOMOTOI0 SIKOTO B1JOOpakaTUMEThCS 1H(POpMallisl MOJ0 B3aeMOJIi 3 HUPPOBUM
3D-06’extoM. [ns nporo y BikHi Hierarchy He0OX1THO HATUCHYTH MPABOIO KHOIKOIO
mumi ta obparu Ul(Canvas)-> Text- TextMeshPro. OCHOBHMMHM NapamMeTpaMH

irpoBoro o0’ekta Text € TEKCTOBUM BMICT, IPUPT, po3mip, Koip Touro (puc. 3.12).
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Puc. 3.12 — HanamryBanss irpoBoro o0’exra Text
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HactymauM HEOOXiHO HalAmMTyBaTH MapaMeTPH  CKPUNT-KOMIIOHEHTH
Window Events irpoBoro o0’ ekta UlIHandler, 30kpema goaaTu irpoBi 00’ ekTu Text Ta

Canvas (puc. 3.13).
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Puc. 3.13 — HanamryBanss irpoBoro o0’exra UlIHandler

OcTaHHIM HEOOXIIHO HaNallITyBaTW MOAIl A IrpOBUX 00’€KTiB Button. Y
BikH1 Hierarchy HeoOX11HO BUOpaTH BIAMOBIIHUI ITPOBUI 00’ €KT Button, micas 4oro
y BiKkHI Inspector nns komnoHeHTu Button nonatu nonito OnClick(), nepetsarnyTu
irpoBuit 00’exkt UlHandler 31 ckpuntom 0OpoOKHM mOJii Ta 0OpaTH BiAMOBIIHUIMA
nyomiunuii Mmetoy (Hanpukinan, WindowEvents-> ClickButton() abo WindowEvents->

CloseWindow()), 1m0 3a0e3meunuTh KOPEKTHY B3a€EMOJII0 KHOMKH 3 KOPUCTyBaueM

(puc. 3.14 ta 3.15).
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* Al "CUnity VCS v

a i = Scene omGame > Animator

enter v @ Global v || 1

© Animation

i Settings

» s TextMesh Pro
Tree_Textures

» I Tutorialinfo

> I XR

> i XRI

v

» B Al Navigation

» e Apple ARKIt XR Plugin

» I AR Foundation

» I Burst -

B Console

“ Assets

CENE)Y I VE

_Recovery  ARObjectM.. ARPlaceObi.. G blender....

TextMesh P...

Tree_Texter._.

ln+#nn

Tutordlindo  WindowEve...

1 Im l---'SP}

dance  InputSyste..  InputSyste..  Materils  person.ani..

® prefab.f...

& 9O Q @Layouty @
© Inspector ai
Scale ® X 1 Z1 -
v@ Canvas Renderer L
Cull Transparent Mes
v [ v Image o @ i
Source Image [ UiSprite
Color
Material None (Material
Raycast Target v
» Raycast Padding
Maskable v
Image Type Skced v
Fill Center v
Pixels Per Unit Mul 1
v @ - Button e
Interactable v
Transition Color Tint v
Target Graphic EButton (1) (Image) 0]
Normal Color >
Highlighted Color rd
Pressed Color o
Selected Color d
Disabled Color s
Color Multiplier @ 1
Fade Duration 01
Navigation Automatic -
Visualize
©On Click ()
= Runtime Or~ | WindowEvents.CickButton  ~
+ UlHandle @

D Default Ul Material (Material) o
. Shader UWDefault v Edit.| = ~
Add Component

* Button (1) ~ i
% R O|
& 9 Q Hyoutvy @
© Inspector 8 i
Scale ® X1 1 Z1 &
¥ & CanvasRenderer L
Cut Transparent Mes ~
v [l v Image ® 2
Source Image ¥ UtSprite ®
Color d
Material None (Material @
Raycast Target v
» Raycast Padding
Maskable v
Image Type Shiced v
Fill Center v
Pixels Per Unit Mul 1
¥ @ - Button LI
Interactable v
Transition Color Tint v
Target Graphic 3 Button (2) (Image) @
Normal Color o
Highlighted Color 7d
Pressed Color ”
Selected Color o
Disabled Color L
Color Multiplier @ 1

. Fade Duration 01
27

Navigation Automatic v
Visualize
©On Click ()
= Runtime Or~ | WindowEvents.CloseWindow
+ UlHandlk ©
Default Ul Material (Material) o
> Shader UWDefault v | Edit.. | E v
Add Component
v
s 2 Button (2) ~ i
% R 0O|

Puc. 3.15 — HanamtyBanss irpoBoro o0’ekra Button(2)
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3.2.5 30upanns Ta po3roprtanias MR-3acTOCYHKY

[Iponec 30upanHsi Ta posropraHHs MR-3acTOCYHKY B cepenoBuili Unity €
OJIHAaKOBHMM B MOPIBHAHHI 3 MPOLECOM 30MpaHHs Ta po3ropTaHHs AR-3aCTOCYHKY IS
Apple ARKit XR Plugin ta Google ARCore XR Plugin. Buxopuctanas (ppeiMBOpKY
AR Foundation ta XR Interaction Toolkit API 3a6e3nieuye yHi(pikOBaHUN MIAX1J A0
po3poOieHHss XR-TOCBIIB HE3alEKHO BIJ LUIb0BOI miardopmu. IlosicHeHHs Ta

MOKPOKOBI 1IHCTPYKIIi AJI LIbOTO €TaIy HaBEAEHO y po3auil 2.2.5.

3.2.6 lemoncTpanisa podotu MR-3aCTOCYHKY

Pe3ynbTaT poOoTH MR-3aCTOCYHKY IIpeACTaBIE€HO Ha puc. 3.16.
v/ | ——

Tap touch — to place the object.
Drag touch — to move (translate) the
object.

ITwist touch — to rotate the object.
{Pinch touch — to scale the object.
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Puc. 3.16 — [Ipukian pobotu MR-3acTocyHKa
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KOHTPOJIBHI 3AIITMTAHHSA

1. Sxi ocHoBHi Unity-GpeiMBOPKH BUKOPUCTOBYIOTHCA ISl pealii3allii B3aeMo/lii B
MR-3aCTOCYHKaX 1 Ky pOJIb BOHU BUKOHYIOTh?

2. dxi tunm B3aemonii 3 HUPPOBUMHU O00’€KTaMM MOXHa peanizyBatu B MR-
cepenoBuIli 3a gonomorow ¢peMmBopky AR Foundation ta XR Interaction Toolkit
API?

3. ¥V YoMy mnonsira€e BIAMIHHICTh MIDK peali3alli€l0 B3aeMOJIl 4Yepe3 CEHCOpPHE
BBeieHHs Ta uepe3 XR Interaction Toolkit?

4. Sxi xkomnoneHtH AR Foundation BUKOPUCTOBYIOThCS Mg peanizamii MR-
cepenoBuia’?

5. Sk xomnionentu ARRaycastManager ta ARPlaneManager BUKOPUCTOBYIOTHCS JJISI
peaiizaiiii B3aeMo/iii 3 nudpoBuUMHU 00’ ekTaMu B MR-cepeaoBuIi?

6. Sxe npusHaueHHs KoMnoHeHTH AR Occlusion Manager ta siK peanizyroTbes ii
byHKIi?

7. lousarts intepakrop (Interactor) B XR Interaction Toolkit Ta saxy QyHKIiIO BiH
BUKOHY€ B XR-CIIeHi?

8. SIki TUMH 1HTEPaAKTOPIB MATPUMYIOThCS B XR Interaction Toolkit?

9. Sxe npusnHauenus Direct Interactor B XR Interaction Toolkit 1 sax BiH
BUKOPHUCTOBYETHCS JIs1 B3aEMOJIIL 3 00’ €eKkTaMu?

10. Sxe npusnauenus Ray Interactor B XR Interaction Toolkit 1 sk BiH
BUKOPHUCTOBYETHCS JIs1 B3aEMOJIIT 3 00’ eKkTaMu?

11. Yum Binpizuserses Left/Right Controller Bin Interactor B XR Interaction Toolkit
Ta SIKY POJIb KOXEH 3 HUX BUKOHYE Yy B3a€MO/III 3 00’ ekTaMu?

12. SIki OCHOBHI THUNH IHTEPAKTUBHUX 00’ €KTIB MIATPUMYIOThCS B XR Interaction
Toolkit?

13. SAxe npusHaueHHs komMnoHeHTH XR Grab Interactable Ta sx peamizyroTbes ii
byHKIi?

14. Sx iaTepakTOp 3a0e3meuyye B3a€EMOJII0 3 IHTEPAKTUBHUMH O0’€KTamMu B XR
Interaction Toolkit?

15. SIxe npusnauenusa XR Interaction Manager B XR Interaction Toolkit?
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16. Sxi moxii B3aemoii o6podnsie XR Interaction Manager?

17. Sxi ocnoBHi UX/UI incTpyMeHTH noctynHi B Unity?

18. g yoro BukopuctoByerbes cucrema Canvas B Unity?

19. SIxa ponb irpoBoro 06’exta Event System y B3aemonii 3 Ul B Unity?

20. Sk peamnizyBaTd B3a€EMOJIII0 KOPUCTyBaya 3 KHOIMKAaMHU irpoBoro MeHto B Unity-

MPOEKTI?
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JABOPATOPHUU MPAKTUKYM Ned4. PO3POBJIEHHS 3ACTOCYHKY
BIPTYAJIbBHOI PEAJIBHOCTI B I'POBOMY PYIIII UNITY

JlabopaTtopHuid TPaKTUKyM MPUCBAYECHUN pO3pOOJeHHI0O MOOUIBHOTO VR-
3aCTOCYHKY B irpoBomy pyiuii Unity. JIns cTBOpeHHSI BIPTyaJlibHOI peajbHOCTI Ha
ocHOBI iOS- Ta Android-nnargopm BukopuctoByetbest Google Cardboard SDK.

B poznini  «llopsiok BUKOHAHHS» PO3TIASHYTUM MpOIEC PO3pPOOJICHHS
MOOUIBHOTO VR-3acTocyHKy Ha OCHOBI Google Cardboard SDK 3 peanizaui€ero
BIJICTEXKCHHSI MOJIOKEHHSI Ta OpI€HTAallll TOJIOBU KOPHUCTYBaya, a TaKOXK B3a€MOJIII 3a

JIOTIOMOT 010 gaze-based MexaHi3My (BU3HAUEHHS HAMPSIMKY TOTJISY ).

3ABJIAHHSA

Po3pobutu VR-3acTocyHOK B irpoBoMy pyuiii Unity. VR-3aCTOCYHOK MOBHHEH
MicTUTH 3D-00’ekT(1) 3 nabopaTopHoro nmpakTukymy Nel (00OB’SI3KOBO), a TaKOXK
MyJIbTUMEINHI gaHl — 3D-00’€KTH 3 BIAKPUTHX CTOPOHHIX JHKEpell, ayiio, BIJEO,
TeKcT (3a OaxxanHsM). 11s po3pobaenoro 3D-06’exta(iB) NOBUHHA OyTH peasizoBaHa
aHIMaIllis, a TaKOX 3aCTOCOBaHI BIAMOBIAHI TEKCTypu Ta Marepianu. Y VR-
3aCTOCYHKY IOBHHHA OyTH peanizoBaHa B3a€MOJisl KOpUCTyBaya 3 po3podseHum 3D-
o0’ektoM(amu). VR-3aCTOCYHOK TOBMHEH MICTUTH HU(GPOBE  CEPEIOBUIIEC
(po3pobreHe abo 3aBaHTAXKEHE 3 BIAKPUTHX CTOPOHHIX JKEPEN) Ta irpoBe BIKHO 3
IHCTPYKIII€EI0 WI0J0 TMpaBWJI B3aeMoali 3 HUGpOBUMH OO0 ’€KTamMu  Ta/abo
CepeOBUIIIEM.

3BIT 3 7a00PATOPHOr0 MPAKTUKYMY IOBUHEH MICTUTH:

1. TurynpHUN apkyr, GOpMYTIOBaHHS 3aBIAaHHS, TEKCTOBHMA OIHC TPOIECY
po3pobsieHHst  VR-3acTOCyHKYy, 30KpeMa iHdopMalis 100 BUKOPUCTAHUX
IHCTpYMEHTIB Ta TEXHOJOTiM, (parMeHTH NporpaMHOTO KOy, CKPUHIIOTH
MPOMIXKHUX Ta KIIFOUOBUX pe3yNbTaTiB (.pdf gaiin).

2. lemoHctpaitito pobotu VR-3acTocyHky (.mp4 daitn).

3. ApxiB nporpamu (.zip ¢aiin).
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4.1. TEOPETHYHI BITOMOCTI

BipryanbHa peanbHiCTh € XR-TEXHOJOTi€l0, 110 CTBOPIOE HHU(PPOBE
cepeloBulle, B SKOMY OO’€KTH, TMOJIi Ta peakiii Ha Mol KOMII IOTEpPHO-
TE€HEPYIOTHCS B PEXKUMI PEATbHOTO Yacy.

[Himiatopom moxii y cucTemi BIpTyaldbHOI pEaTbHOCTI € BBEICHHS
KOpPUCTYBaua, 1[0 peai3ylThCsl Yepe3 TEXHOJOTIl BIACTEKEHHs pyxiB pyk (hand
tracking), nornsny (gaze tracking) abo kontponepiB (VR control tracking). B Unity
JUIS peami3aiii pi3HMX MeEXaHIK B3a€EMOJIi — 3aXOIUIEHHsS OO0’ €KTIB, HAaTHUCKaHHS
KHOMOK, OOepTaHHs, MEpPEMIIICHHS Ta TeJIenopTalil0 — BUKOPUCTOBYETbCS XR
Interaction Toolkit, intepdeiic (API) anst peanizaiii B3aeMoAll KOpuUcTyBaya B XR-
cepepoBunli. B po3nimi 3.1 BuknajgeHI OCHOBHI TEOPETUYHI BIOMOCTI mpo XR
Interaction Toolkit. ®yHKIIT BIpTyaJibHOI peaJibHOCTI peanizoBaHi B miaTdhopmo-
sanexkunx SDK — PICO SDK (ans VR-tipuctpoiB PICO), SteamVR SDK (nna VR-
npuctpoiB HTC Vive, Valve Index ta inmmx), Vive Wave SDK (nns aBtoHoOMHUX VR-
npuctpoiB HTC Vive). BincTexeHHs MOJMOXKEHHS Ta Opi€eHTalli KOpHUCTyBaya
(KOHTpOJIEpiB, TOJIOBH, PYK, @ B OKpeMHUX VR-NPUCTPOSX — Ouei), CTEPEOCKOMIUYHUM
PEHIIEPUHT, BIATBOPEHHS MPOCTOPOBOTO 3BYKY, MiATpUMKAa XR-KOHTpPOJIEPIB
(3unTyBaHHS HATUCKaHb KHOMOK, JUKOMCTUKIB, TEHEPYBaHHS BIOPOBIATYKY) HAJIEKATh
JI0 OCHOBHUX (PYHKIIIMl CUCTEM BIPTYaJIbHOI peaibHOCTI.

OpenXR € BiaKpuTUM KpocimaThopMeHnum API-cTaHaapToM ISt po3po0iaeHHs
3aCTOCYHKIB po3IHpeHoi peanbHocTi (VR, MR, AR) Ta 3abe3rneuye BiJICTEKCHHS
MOJIO)KEHHST Ta opieHTanii XR-pUCTpPOiB Ta KOPUCTyBaya, CTEPEOCKOMIYHUIN
penaepuHr Ta iHmI 0a3oBl ¢GyHKUii XR. OpenXR NiATPUMYETHCS CYyYaCHUMH
irpoBumu  pyuisimu  (Unity, Unreal Engine, Godot), a TakoX MOXe
BUKOPUCTOBYBAaTUCh B HATUBHUX cepelloBUIlaxX po3podneHHs (Microsoft Visual
Studio, Android Studio, Xcode) uyepe3 OpenXR SDK 13 3acToCyBaHHSIM MOB
nporpamyBaHHsi C/C++. OpenXR n03BOJIsi€ CTBOPIOBATH 3aCTOCYHKH i pi3HUX XR-
MIPUCTPOIB HE3aIEXKHO BiJ IIaTHOPMU Ta BUPOOHUKA.

B Unity OpenXR nintpumyetbes uepe3 mnarin OpenXR Plug-in, axuii

3abe3rneuye B3aeMofito pyuris 3 XR-tipuctposimu. [ns 3aBanTtaxkeHHs OpenXR B

123



Unity-nipoekt cmodatky HeoOximHO oOpatu Window-> Package Management->
Package Manager. Jlani HeoOxigHO oOpaTu peectp nakeriB Unity-> OpenXR Plugin
ta HaTUCHyTH [Install (puc.4.1). [ns mipkmrodeHHs tiariny B Unity-IpoexT
HeoOximHo oOpatu Edit- > Project Settings- > XR Plug-in Management Tta obpatu

OpenXR nns nnatdopmu (puc. 4.2), mist sikoi 6yae po3pobiiennii V'R-3aCTOCYHOK.

Puc. 4.1 — 3aBantaxxenns ta BcranoBieHHs OpenXR Plugin B Unity-ipoekT

Puc. 4.2 — Iligknrouenns miariny OpenXR Plugin B Unity-ipo€exT
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Google Cardboard SDK € Bigkputum kpocmiargpopmeHuM SDK MOOLIbHOI
BIpTyaJdbHOI peaJbHOCTI Ta 3a0e3neuyye BIJICTEKEHHS TOJOBU KOPHUCTYyBaya,
CTEPEOCKOIIIYHUN PEHJEPUHT, a TaKOX B3aEMOJMII0 Yepe3 CEHCOpHE BBEICHHS
(HaTUCKaHHS HA €KpaH) Ta MEXaHI3M gaze-based (HaBellEHHs TOTJSAY HA 00 €KTH y
cueHi 0Oe3 HaruckanHsi). HatuBne po3pobnenns 3 Google Cardboard SDK
nependavyae cTBOpeHHs VR-3actocyHkiB nisi mnatdopm  Android (Java/Kotlin,
Android Studio) ta iOS (Objective-C/Swift, Xcode) 13 BuxkopuctaHHsIM 010J110TEK
Google Cardboard SDK.

B Unity Cardboard SDK nintpumyethes yepes miarin Google Cardboard XR
Plugin for Unity, skuii 3a0e3nedye BIJCTEXKEHHsS pPyXy TOJIOBH KOpPUCTyBaua,
CTEpPEOCKOMIYHUN peHAepUHT VR-kamepu Ta OOpOOIEHHS BBOJY KOpUCTyBauda MIJis
MOOUThHUX VR-3acTocyHKiB Ha matdopmax iOS ta Android. Insg 3aBaHTaXeHHS
Google Cardboard SDK B Unity-npo€eKT crnoyatky HeoOxigHo obpatu Window->
Package Management-> Package Manager. ]Jlami HeoOximHo oOpatu +- > Add

package from git URL (puc. 4.3), BBecTH htips://github.com/googlevr/cardboard-xr-

plugin.git Ta HatucHyTM Add. [Jlami BinOyBaTUMETbCS 3aBaHTaXEHHS Ta

BctaHoBieHHs1 Google Cardboard SDK (puc. 4.4).
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Puc. 4.3 — JlonaBanus 0101i0TeK, makeTiB, SDK 6e3nocepeiHpo 3 peno3utopito Git
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https://github.com/googlevr/cardboard-xr-plugin.git
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Universal Rende... 17..
Universal Rende. 174
Visual Scripting 1.9,
Visual Stugio E.. 2.0
XR Core Utilities 2.5,
XR Legacy Input... 2.1
Last refresh Feb 16, 23:42

Puc. 4.4 — 3aBanTaxenHns ta BctaHoBleHHsI Google Cardboard SDK B Unity-npoexT

B mnarini Google Cardboard XR Plugin for Unity BOynoBaHi 11a0JOHH,
3okpeMa Hello Cardboard — me nemoHcTpaiiiiHa clieHa IS O3HAWMOMIICHHS 3
0azoBumu VR-pynkuisimu, Ta VRMode — 1ie mabiioH ais po3poOieHHs BiacHuX VR-
CEepeloBUI, W0 MIATPUMYIOTh BIACTEXKEHHS (TFOJIOBM Ta TMOMISAAY) Ta
cTepeopeHiepunr. J{is 3aBaHTakeHHs 1a0JoHIB, B Package Manager HeoOX1aHO
oOpatu BikHO Samples Ta HaTUCHYTH Import (puc. 4.5).

JUis migkimroueHHs miariny B Unity-ipoekT HeoOXiHO oOpatu Edit- > Project
Settings- > XR Plug-in Management ta o0patu Cardboard XR Plugin nns
mnatdopmu (puc. 4.6), 1 sgxoi 0yne po3podsieHuit V'R-3aCTOCYHOK.

VR-mabnonu 30epiratotbcst B Assets/Samples/Google Cardboard XR Plugin
for Unity/<version>/Hello Cardboard/Scenes (puc. 4.7).
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Puc. 4.5 — 3aBanraxxenns maodnoHiB mwiariny Google Cardboard XR Plugin for Unity

Puc. 4.6 — Iligxmiouenns wiariny Cardboard XR Plugin B Unity-ipoexT
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Puc. 4.7 — lllabnouni VR-cepenosuiia Google Cardboard

Slkiio Ha bOMY eTari neperTu 10 30upaHHs Ta Po3ropTaHHs VR-3aCTOCYHKY,
TO BIpTyaJbHE cepenoBulle OyAe BiATBOPIOBATHCH BIANOBIAHO 10 HIAO0JOHHUX
HaJalTyBaHb: MpU BUOOp1 (HaBeaeHHI mnorisny) 3D-o0’ekta VR-cueHu, ioro
TEKCTypa 3MIHIOEThCS, MIPU B3a€MO/IIi (HATUCKaHHS Ha eKpaH) — 3D-00’€KT 3HUKAE Ta
y VR-cueHi posmimyetbcss HoBUM 3D-00’ekt. lleli mnpounec BigOyBaeTbcs
Oe3nepepBHO.

HanamryBannss ~ Unity-ipoexty st peanizamii ~ VR-3aCTOCYHKY 3
BuKopucTanuaMm Google Cardboard SDK nnsa iOS- ta Android-nnatrgopm B po3aiii
4.2.1. ns 30upanns VR-3acTocyHKy HeoOxigHO oOpatu File-> Build Profiles Ta
HatucHyTH Open Scene List-> Add Open Scenes. [lani HeoOxigHo oOpatu Samples/
Google Cardboard XR Plugin for Unity/<version>/Hello Cardboard/Scenes/VrMode
Ta HaTUCHYTH Build. Jlani BukoHatu 11i st po3ropTaHHs VR-3aCTOCYHKY, SKI
onucati B po3nuti 4.2.4. JlemoHcTpaiiis podotu VR-3acTocyHKy B po3aiii 4.2.5.

Google Cardboard SDK wue peanidye caMOCTIMHO (YHKIIIO BiJITBOPEHHS

MPOCTOPOBOTO 3BYKY B VR-3acTocyHnkax. Tomy ajist peainizaliii IpoCcTOPOBOTO 3BYKY B
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VR-3actocyHkax Ha ocHOBI Google Cardboard SDK HEOO0XiIHO BHKOPHCTOBYBATH

30BHINIHI SDK.

TexHos10Tisi IPOCTOPOBOrO 3BYKY

VY peanbHOMYy (QI3UYHOMY CcepeoBUIlll OyAb-sKi 3BYKHM € MPOCTOPOBUMU
3ByKamH. J>Kepeno 3BYKY XapaKTepHU3yeEThCA TMOJOXKEHHSIM Y CEpeAOBUII,
aMIUTITYJ0OI0, YacTOTOI0, HAmpsIMKOM  PO3MOBCIOJIKEHHSI  3BYKOBHX  XBUJIb.
CepenoBuille pPO3MOBCIOJI)KEHHSI 3BYKOBHX XBHIIb XapPaKTEPUZYETHCS PO3MIPOM,
HasIBHICTIO, KIIBKICTIO Ta po3MipaMHu (PI3UYHUX TEpeliKoja, Marepiajamu (Hamp.,
KOHIIEpTHUH 3ajl, KiMHaTa Toiio). [IpuiiMau 3BYKOBHX XBUJIb XapaKTEpU3YEThCS
po3TalryBaHHsIM. J’KepeioM HpocTOpOBOrO 3BYKY B XR-3aCTOCYHKY € LHU(POBHIA
BIpTyanbHUM 00’ €KT, SIKUM IMITYy€ TPOCTOPOBUI 3BYK, CEPEIOBUIINE PO3MTOBCIOIKEHHS
— 1udpoBuil 00’€KT, mpuiiMay 3BYKOBUX XBWIb — KOpPUCTyBaul XR-3aCTOCYHKY.
[IpocTopoBuii 3Byk B Oyab-sSkux XR-3aCTOCYHKax € IITYYHHM 3BYKOM,
pPEaNiCTUYHICTh SKOTO CTBOPIOEThCSI HAa OCHOBI 3aCTOCYBaHHS TEXHOJIOTIH
MEePETBOPEHHS 3BYKY.

TexHoOr1i MepeTBOPEHHs 3BYKY BPaxOBYIOTh PI3HMINIO B 4acl, KOJU 3BYKOBa
XBUJISL HAJAXOJUTH JI0 MPABOrO Ta JIBOTO ByXa KOPUCTYBaua, 110 JO3BOJISE€ BUSHAUUTHU
TOPU3OHTAIBHE TOJIOKEHHS JIKEpeia HU3bKOYaCTOTHOrO 3BYKY. Ll pi3HuIs B vaci
Oyzie TUM OUIbIIA, YUM JaJll JIBOPYY UM MPABOPYY PO3TAIIOBAHE JIKEPEIO 3BYKY BiJ
KOopucTyBaua. JInsi  BU3HAUEHHS  TOPU3OHTAIBHOTO  TOJOXKEHHS  JiKepena
BHCOKOYACTOTHOTO 3BYKY BpaxOBYIOThCS BIJIMIHHOCTI B PO3MOJUII TYYHOCTI Ta
YacTOTH 3BYKOBOI XBHJII MK IPaBUM 1 JIIBUM BYXaMH, II0 BUKJIMKAHI aKyCTHYHOIO
TIHHIO TOJIOBH KOpPUCTyBaua. /(7 BU3HAUEHHS BEPTUKAJIBLHOIO MOJIOKEHHS JIKepena
BpPaxOBYETHCSA YaCTOTa 3BYKOBOI XBWJI, 1110 BiIOMBAETHCS BiJ BHYTPIIIHbOI CTOPOHU
30BHIIIHBOIO ByXa KOPHCTyBaua.

TexHonorii mepeTBOPEHHS 3BYKY TaKOXX BpPaxXOBYIOTh HaIpaBIICHICTh Ta
B1IOUTTS 3BYKOBOi XBuii. [Ipy po3moOBCIOKEHHI 3BYKOBOI XBHWJIl BiJIOyBa€TbCs il
B1IOUTTS BiJl YCIX MOBEPXOHb HABKOJIMUIIIHHOTO CEPEIOBUIIA Ta CTBOPIOETHCS CKIIAHA

CUCTEMA, IO BKJIIOYAE TMPSIMHUA 3BYK, paHHI BIIOUTTS 3BYKOBOI XBWII Ta

129



peBepOepaitito. [Ipsmuii 3Byk po3nOBCIOIKYEThCS BIJ JKEpea 10 kKopuctyBaua. [Ipu
30UIBLIEHH] BIACTaHI MK JDKEPEJIOM 3BYKY Ta KOpPUCTYyBadeM BiJOYBAa€ThCs
3MEHILEHHs eHeprii 3ByKy. ToMy 3BYyKH, Kl pO3TallOBaHl Aajll BiJi KOPUCTyBauda
MalTh MEHINY TYYHICTb, HI)K 3BYKH, SIKI po3TamioBadi Onwxkue. Ilepmn BigOuTi
3BYKOB1 XBUWJI, SIKI JOCSTAalOTh KOPUCTyBaya BioMi SIK paHH1 BiaOutTs. Panni
BIIOUTTSI 3BYKOBOI XBWJII BU3HAUAIOTh MapaMeTPU CEPEIOBUINA PO3MOBCIOKEHHS
3BYKOBOi XBWJ, Hamp., po3Mmipu, ¢GopMmy. 3 dYacoM IMIUIbHICTh BIJOUTTA Ta
OJTHOYACHOI'0 TOIVIMHAHHS 3BYKOBHX XBWJIb 30UIBIIYEThCA Ta BiAOyBaeThCs
peBepOepartiss. PeBepOepariis BH3HAYAETHCS KIUIBKICTIO, IIIJIBHICTIO, TOHOM Ta
TPUBAIICTIO PO3MOBCIOJIKEHHA 3BYKOBHX XBWJIb. PeBepOeparissi 3BYKOBOi XBHII
BU3HAYA€ IMapaMeTpU CEpEeJOBUIA PO3MOBCIOJKEHHS 3BYKOBOI XBWII, Harp.,
Martepialid, KUTbKICTh Ta HMIUIHHICTh MEPEIIKO/I.

TexHo0r1i MepeTBOPEeHHs 3BYKY BpPaxOBYIOTh OKIIIO310 3BYKOBOi XBuil. [lpu
PO3MOBCIOJKEHHI 3BYKOBOI XBWJII BI1JOyBaeTbcsl ii OJOKyBaHHS OO0 €KTaMH, SKi
pPO3TAIIOBYIOThCS HA WUIIXYy BIJI JOKEpela 10 KOpHUCTyBaya. BHCOKOYacTOTHI
KOMITOHEHTH 3BYKOB1 XBHJII OJIOKYIOThCS OUIbIIIE, HI)K HU3bKOYACTOTHI.

B  Resonance Audio SDK peani3oBaHi TEXHOJOTil TIEPETBOPEHHS Ta
BIITBOPEHHS MTPOCTOPOBOTO 3BYKY i Web-tnatrdopmu, MmooinbHuX miatdopm (i0S,
Android), onepauiitnux cucrem Windows, MacOS, Linux ta iH. Resonance Audio
SDK Takox miATPUMYEThCS IrpoBUMH py1risiMu, sk Unity Ta Unreal Engine.

Jns  BukopuctanHsi Resonance Audio SDK B Unity-Ipo€KTl CHOYATKY
HEOOX1AHO 3aBaHTaXUTH (aln  ResonanceAudioForUnity *.unitypackage 3a

MOCHJIAHHSIM: https.//github.com/resonance-audio/resonance-audio-unity-

sdk/releases. Jlani B cepenosuiii Unity HeoOX1HO 0Opatu Assets- > Import Package-
> Custom Package Ta 00patu 3aBanTa)xxeHuil paia. Y aiaJoroBoMy BikHI oOpaTu BCi
(aiinu ta HatucHyTH Import (puc. 4.8). OcTaHHIM HEOOX1THO NPUIHSATA OHOBJICHHS

Resonance Audio API, sxmo 0y1yTh 3alIpOIIOHOBAHI.
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Puc. 4.8 — ImnoptyBanus Resonance Audio B Unity-npoexT

Hactynmaum HeoOxigHo HamamrtyBaTtu Resonance Audio. B Unity-mpoexTi
HeoOximHo oOpatu Edit- > Project Settings- > Audio Ta nns napamertpiB Spatializer

Plugin ta Ambisonic Decoder Plugin obpatu Resonance Audio (puc. 4.9).

5
;

Puc. 4.9 — HanamryBanus Resonance Audio B Unity-nipoeKTi
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JleMOHCTpaIllifH1 CIIeHHM BUKOPUCTAHHS MOXIMBOCTeW Resonance Audio nis
BIITBOPEHHSI TPOCTOPOBOTO 3BYKY 3HAXOASIThCA B Assets- > ResonanceAudio- >
Demos- > Scenes.

JIst BIITBOPEHHSI MPOCTOPOBOTO 3BYKY Resonance Audio peanizye HACTyIHI
KOMNIOHEHTH B Unity:

— ResonanceAudioSource: po3muproe QyHKIT KOMIOHEHTH Audio Source 1UISIXOM
peanizallii mapaMeTpiB CIOPsIMOBAHOCTI, OKJIIO31l Ta SIKOCTI PEHJIEPUHTY 3BYKY. [lms
irpoBoro o0’e€kTa HEOOX1JIHO BHU3HAYaTH OOUJBI KOMIOHEHTH, Audio Source Ta
ResonanceAudioSource.

— ResonanceAudioListener: po3mupioe QPyHKIIii KOMIIOHEHTH Audio Listener NUISIXOM
peanizallii mapameTpiB I100aIbHOrO MOCUJIEHHS Ta MAacKHM OKIIIO31i JKepena 3BYKY.
Jlnst irpoBoro 00’ ekTa HEOOX1THO BU3HAYATH OOUABI KOMIOHEHTH, Audio Listener Ta
ResonanceAudioListener.

— ResonanceAudioRoom: peainizye mnapamMeTpu BIATBOPEHHS 3BYKY B MPOCTOPI
BIIMOBIAHO JI0 33JaHUX HAJNANITYBaHb (MaTepiajiB MPOCTOPY), a TAKOXK MapameTpu
B1IOMBHOT 3JaTHOCTI Ta peBepOepailii. BiaTBopeHHs 3BYKY BIiOYBA€ThCA, KON
00’€KT 3 KOMIOHEHTOI Audio Listener 3HAXOIUTHCS BCEPEIMHI BKa3aHUX MEXK
POCTOpY.

— ResonanceAudioReverbProbe: peaii3ye napameTpu peBepoepailii 3ByKy.

4.2 IOPAJOK BUKOHAHHA

4.2.1 CrBopeHHs Ta HaJamWITYyBaHHA Unity-npoexTy

B Unity Hub neobxinHo oOpatu Projects, natucuytu New Project, oOpatu
mabnon  mpoekty  Universal 3D, pgatm  Ha3By  OpoekTy  (Hamp.,
VirtualRealitywithUnity) Ta natucuytu Create project (puc. 2.6).

Hactynaum HeoOximHo oOpatu miatdopMy st sikoi Oyae po3poOneHuit VR-
3aCTOCYHOK (puc. 2.8), BcTaHOBUTH Ta HanamrtyBatu Google Cardboard SDK.
[TosicHeHHS Ta MOKPOKOB1 THCTPYKIIii JJI LILOTO €TaNy HaBelIeHO y po3aim 4.1.

OcraHHIM HEOOXiqHO HanamTyBaTu Unify-IPOEKT BIAMOBIIHO J10 IaTGopMu

posropranHs. CrioyaTky HeoOxiqHO oOpatu Edit-> Project Settings-> Player. Jlami
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HEO0OX1IHO HajamTyBaTu napamerpu Unity-nipoexTy BianoBiaHo a0 Tabmnumi 4.1 abo

Tabonuwi 4.2.

Tabmuns 4.1. [lapamerpu HanamtyBaHHs Unify-IpOEKTY ISl pO3POOJICHHS

VR-3actocyHky Ha ocHOB1 Google Cardboard SDK nns iOS-nnatdopmu

HazsBa 3Ha4YEeHHSA
napameTpa
Company [lone npusHaueHe aJig BKa3aHHs po3poOHMKA VR-3aCTOCYHKY Ta
Name BUKOPUCTOBYEThCA MiAg dYac (opMyBaHHS 11eHTU(IKATOPIB 1
napaMeTpiB 30ipku Unity-TIpOEKTY.
Heo06xigHo BBecTH Ha3By, Hanp., MylmmersiveCompany.
PexoMeHTy€eThCS 3MIHUTH IOYATKOBI 3HAYEHHS MMapaMeTpa.
Default [lone nmpusHavueHe [Uisl BUSHAUYECHHs OpieHTalli VR-3aCTOCYHKY Ha
Orientation | ekpaHi (TOpU30HTajJbHE, BEpPTUKAIbHE ab0  aBTOMOBOPOT).
Heob6xigno o6patu Landscape Left abo Landscape Right.
Bundle [Tone npu3Hauene uis ineHTUPIKALI] V'R-3aCTOCYHKY.
Identifier B momi aBTOMAaTWMYHO BCTAaHOBUTBHCS 3HAYEHHS BIJIMOBIIHO [0
mabnony com.CompanyName. ProductName.
Hanp., com.MylImmersiveCompany.AugmentedRealitywithUnity.
Camera [Tone mpu3HaueHe Jyisl BKa3aHHSA NPUYMHU BUKOPUCTAHHS KaMepu
Usage VR-IpUCTpPOI0 3aCTOCYHKOM, SIKa BIJIOOPaXXKAEThCS KOPUCTYBAUy
Description | i yac 3anuTy Ha J03BUI BUKOPUCTaHHS KaMepH.

HeoOxinHo BBecTu 3HadeHHs, Hanp., Cardboard SDK requires
camera permission to read the QR code (required to get the

encoded device parameters).
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Tabmuns 4.2. [lapamerpu HanamtyBaHHA Unify-IpOEKTY ISl PO3POOJICHHS

VR-3actocyHKy Ha ocHOB1 Google Cardboard SDK nnsa Android-nnatrdopmu

Hazga 3HaYeHHS
napamMmeTpa
Company [Tone mpu3zHayeHe NJsi BKa3aHHS po3poOHHMKA JR-3aCTOCYHKY Ta
Name BUKOPUCTOBYEThCA MiAg dYac (opMyBaHHS 11eHTU(IKATOPIB 1
napaMeTpiB 30ipku Unity-TIpOEKTY.
Heo06xigHo BBecTH Ha3By, Hanp., MylmmersiveCompany.
Optimized [lone mpu3zHaueHe A1 3aCTOCYBaHHSA MeXaHi3My 3a0e3MedeHHs
Frame PIBHOMIPHOI CHHXpOHi3allil KaJapiB, W0 MiABUIIY€E IUIABHICTh
Pacing Bi3yasi3ariii.
3HSTU MO3HAYKY 33 HASIBHOCTI.
Default [Tone mpuzHaueHe sl BU3HAYEHHS PEXUMY BioOpakeHHs VR-
Orientation |3aCTOCYHKY 3aJIe)KHO BIJ Opl€HTalli €KpaHa NPUCTPOID —
TOPU30OHTAIBLHUMN, BEPTUKATBHUN a00 3 aBTOIIOBOPOTOM.
Heob6xigno o6patu Landscape Left abo Landscape Right.
Graphics [Tone mpusHaueHe s BU3HA4YeHHs 1HTepdeiicy, uepes akuii AR-
API 3aCTOCYHOK  B3aeMojiie 3  rpadiuHUM  MOPOLECOPOM IS
BigoOpakeHHs rpadiku.
O6patu rpadiunuit  API, 3o0kpema Vulkan, OpenGLES?2,
OpenGLES3 abo 0ynb-sika iX KoMOiHaIlis.
PexomennoBano: Bunanutu Vulkan ta oopatu OpenGLES3.
Skmo obpano Vulkan sik rpadiunuit API, y Vulkan Settings 3usTH1
Apply display rotation during rendering, y Texture compression
format obpatu ETC2 (nns Bepcii Unity 2021.2 abo Buiie).
Minimum [Tone mpu3HaueHe s BU3HAYEHHS MIHIMAJIBHOTO piBHS Android
API Level API, HeoOX1THOTO 71l BCTAHOBJIEHHS Ta poO00TU VR-3aCTOCYHKY.
HeoOxinHo obpatu 3uHaueHHs1 Android 8.0 'Oreo’ (API level 26)
abo BHIIE.
Target API | llone npuszHaueHe AJisl BU3HaUeHHs piBHSA Android API nnst sskoro
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Level ONTHMI30BaHUN V'R-3aCTOCYHOK.

O6patu API level 33 abGo BuiIE.

Target [Tone mpu3HaueHe sl BU3HAYECHHS MPOIECOPHUX apXITEKTYyp, AT
Architectures | AKUX BUKOHY€TbCS 301pKa V'R-3aCTOCYHKY.

PexomengoBano oopatu ARMv?7.

Internet [Tone mpusHaueHe sl BCTAHOBJICHHS TO3BOJY IMiIKJIIOYATHCH 10
Access Mepexi VR-3aCTOCYHKY.

OOpatu Require.
Build [TocTaBUTH O3HAUKY.

VY daitmi Assets/Plugins/Android/mainTemplate.gradle nonatu:

Custom

Main Gradle implementation 'androidx.appcompat:appcompat:1.6.1"

implementation 'com.google.android.gms:play-services-

Template vision:20.1.3"
implementation 'com.google.android.material:material:1.6.1"
implementation 'com.google.protobuf:protobuf-javalite:3.19.4"
Custom ITocTaBUTH O3HAUKY.
Gradle vy baiini  Assets/Plugins/Android/gradleTemplate.properties
Properties JIOJIaTH:
Template

android.enableJetifier=true

android.useAndroidX=true

Application | Ilone BuzHauae Android-knac, 3 SKOTO MOYMHAETHCS BUKOHAHHS
Entry Point | VR-3aCTOCYHKY.

OO6patu Activity ta npubpatu GameActivity (ans Bepcii Unity
2023.1 abo Buie).

4.2.2 IMIopTyBaHHs Ta HAJAIITYBaHHA VR-00’€kTiB

s imnoptyBaHHst 3D-00’€KTiB HEOOX1AHO oOpatu Assets- > Import New
Asset... Ta 3aBaHTOXUTH (pailinu B TeKy Assets. Jlani HeOOX1AHO BUIIYYUTH MaTepiain
st 3D-00’ekTiB Ta 30epertd iX B HOBIM okpeMiil Teui, Hamp., Materials. [ani

HEOOX1JJHO CTBOPUTH HOBI a00 HaNAIITyBaTH MapaMeTpH ICHYIOUHMX MaTepialiB s
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3D-00’€KTiB, IMIIOPTYBAaTU TEKCTypH ToIO. [IOKpOKOBI I1HCTPYKIIi LBOTO €Tamy
HaBeJieH1 B po3aiii 2.2.2

OcTaHHIM HEOOX1AHO PO3MICTUTH 3D-00’€KTH y VR-CLEHI Ta HajallTyBaTd
ocBiTineHHs (puc. 4.10). Hns mudpoBoro VR-cepengoBuiia HEOOXITHO 3aCTOCYBATH
nekuibka jkepen ocBimieHHs (puc. 4.10). ¥V Bikui Hierarchy natucaytun [TIKM->
Light- > Directional Light, po3MICTUTH 00 €KTH, BU3HAYUTH I1HTEHCHUBHICTb
OCBITJICHHS, KOJIp Ta 1HII TapaMeTpH.

BignoBigHo 10 BUMOT J1abOpaTOPHOTO MPakTUKyMy, 3D-MOJeiIb cepeloBUIlA
BIpTyaJbHOI peAIbHOCTI MOXHa pO3po0uTU B Blender abo 3aBaHTaXXUTH 3 BIAKPUTUX

JoKepe, 30KpeMa Sketchfab (https://sketchfab.com/feed), CGTrader

(https://www.cgtrader.com/) Ta iHIIII.

4.2.3 IIpoexTyBaHHS BIpTYaJbHOI peajJbHOCTI

[IpoexTyBaHHsl BIpTyaibHOI pealbHOCTI Ha OcHOBI Google Cardboard SDK
MOYMHAETHCA 3 HaJallTyBaHHsA irpoBoro 00’ekta Player. IrpoBuit 00’ext Player
BiloOpaxkae BIpTyaJbHE CEpPEIOBHUIIE Ta pearye Ha pyxw Ta il KOpPUCTyBaya
(mpencrarisie kKopuctyBada VR-3acTOCYHKY B IudpoBoMy cBiTi). [ns momaBaHHS
irpoBoro o0’exkta Player B Unity-clieHy, Clio4aTKy HEOOXiIHO cTBOpUTU mpedad B
Teui Assets. JlJisi IbOoro HEOOXIAHO BIAKPUTU MAONOHHY cueny Samples/ Google
Cardboard XR Plugin for Unity/<version>/Hello Cardboard/Scenes/VrMode Ta
pO3MICTUTH IrpoBUd 00’€eKT Player B Teui Assets. Jlami HeooximHo Bigkputu Unity-
clueHy, o0patu Assets- > Scenes- > SampleScene, po3MICTUTH Ha CIEHI CTBOPEHUI
npedad, Bunanutu irpoBuid 00’ekt Main Camera. JIns irpoBoro o0’exta Player y

BikHI1 Inspector noctaButu Ter MainCamera (puc. 4.10).
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Puc. 4.10 — Po3ramryBanus 3D-00’€kTiB VR-clieHr

1) BingnoBigHO [0 i€1 BipTyaJdbHOI peabHOCTI, 110 PO3POOIIOETHCS B LILOMY
NpUKIaAl, KOPUCTYBad 3aCTOCYHKY MOXE IepeMillyBaTUCh 10 VR-cleHi,
BU3HAUYUBIIKM HAMpPSMOK PyXy HAaXWJIOM ToJOBH Ta 3adikcyBaBuiu mnorisg. VR-
CIICHOIO € KOCMIYHUN Kopadensb (1o irpoBoro o6’ekta Spaceship HEOOX1aHO T0oAaTH
koMmnoHeHTy Mesh Colider nist BU3HaY€HHS IPOCTOPY MEPEMIIIICHHS).

st pyxy kopuctyBada B OKyysipax Google Cardboard y BipTyanbHOMY
CEpEeNOBUII, CIOYAaTKy HEOOXIIHO CTBOPUTH CKPHUMNT-KOMIIOHEHTY JJis IrpOBOrO

00’exTa Player Ta'y cTBOpeHOMY (aiisii HamucaTu nmporpaMunii ko (Moa C#):

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

// Ckpunt ong pyxy kKopuctysada y VR 3a HanpsfMKOM, KyOou «OUBUTbLCHA» KaMepa
public class VRLookWalk : MonoBehaviour

{

// TocunaHHs Ha Transform VR-kamepu, Ky OyoeMo BMKOPUCTOBYBaTM O BU3HAUYEHHS HaMNpPsSMKY
pyxy
public Transform vrCamera;

// KyT Haxuny ronoBu, nicns SIKOro KOpUCTyBay MOYMHAE pyXaTWUCb BNepen
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public float toggleAngle = 30.0f;

// WBMAKiCTb pyXy KopucTyBaua
public float speed = 3.0f;

// 3MiHHa, Wo BKa3ye, 4u noTpibHo pyxaTucb Bnepep
public bool moveForward;

// KomnoHeHTa CharacterController, ska kepye pyxoM o6'’ekta Player
private CharacterController cc;

void Start()
{
// 0TpuMaHHA KoMmnoHeHTu Character Controller 3 o06'ekTa
cc = GetComponent<CharacterController>();

void Update()
{
// NepeBipka KyTa Haxuny VR-kamepu no oci X Ona 3aCTOCYBaHHS pyxy
// SKwo ronoBa KOpuCTyBada HaxuneHa BHM3 Ha KyT 6inbwe toggleAngle, ane MeHwe 90
rpagycie, BipbyBa€eTbCsA pyx Bnepepq
if (vrCamera.eulerAngles.x >= toggleAngle && vrCamera.eulerAngles.x < 90.0f)

{

moveForward = true;
¥
else
{

moveForward = false;
¥

// 3acToCyBaHHsf BeKTopa pyxy [0 06'ekTa, ONf AKOro AOQAaHWIA CKpUnT
if (moveForward)

{

// TransformDirection nepeTBOPKWE NOKanbHUA BEKTOP BNepen y CBiTOB1 KoopaMHaTw
Vector3 forward = vrCamera.TransformDirection(Vector3.forward);

// BukopuctosyeMo SimpleMove pnsa pyxy CharacterController
// SimpleMove aBTOMaTU4YHO BpaxOBYE rpaBiTtauii
cc.SimpleMove(forward * speed);

HactynHuM HeoOX1AHO HanalmITyBaTU CKPUNT-KOMIOHEHTY VRLookWalk,
30KpeMa AojaTu irpoBuil 00’ext Main Camera, BCTAHOBUTH KyT HaxWily TOJIOBH
KopucTtyBada (VR-kamepu), npH SKOMY BIIOYBaTUMETHCA PyX Yy BIPTyaJbHOMY

CepeaOoBUIII, MBUIKICTh PyXy Ta oOpaTu PyHKIiI0 pyxy Ha3an (puc. 4.11).
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Puc. 4.11 — HanamryBanss ckpunt-komnonent VRLookWalk

Hactynaum HeoOxigHO Aojnatu Ta HajamTyBaTu komnoHeHTy Character
Controller. Y BikH1 Inspector neoOxigHo HaTtucHytu Add Component-> Physics->
Character Controller. Jlami HeOOX1IHO BHU3HAUYUTH pO3TALIyBaHHS LEHTPY
KOHTppoJiepa, BUCOTY Ta paiaiyc (puc. 4.12). Bucora xonTposnepa mae OyTu BABIYl
OUIbIIO 32 Y-KOOpAMHATY WOro ULEHTPYy, MNpPHU IbOMY KOHTpOJIEp MOBHUHEH
3QJIMIIIATHCS YITKO B MeXax Hu@poBoro mpoctopy (irpoBoro o0’exta Spaceship).
IrpoBuit 06’exT Player Takox HEOOXIJHO PO3TAIyBATH YITKO B MeXax LUPPOBOTO
POCTOPY.

OcTaHHIM HEOOXITHO IOJATH Ta HAJIAIITYBAaTH KOMIOHEHTY Rigidbody. Y BikHi
Inspector wneobxigHo HatucHytd Add Component-> Physics-> Rigidbody. Y
napaMeTpax KOMIIOHEHTH YBIMKHITH BUKOPUCTAHHSI TpaBiTallli Ta 3aMOpPOXKYBaHHS

MOJIOKEHHS irpoBoro o0’ekra Player o oci Y.
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Puc. 4.12 — HanamryBanus komnoueHt Character Controller ta Rigidbody

ko Ha UbOMY €Tamni NeperTH 10 30MpaHHs Ta pO3rOpTaHHS 3aCTOCYHKY, TO
VR-cueHa Oyne BIATBOPIOBATUCH BIANMOBIAHO 10 IMOTOYHUX HajmamTyBaHb Unity-
npoexTy. Y VR-3aCTOCYHKY KOPHUCTYyBau 3MOXKE PyXaTUCh MO CIEHI (3MiHIOBaTH
MOJIOKEHHSI Ta OPIEHTAIlI0), BU3HAYMBIIM HAMpSIM PYXy MOBOPOTOM TOJIOBH Ta

3a¢1KCyBaBIIIH MOTJISI.

2) BianoBigHO A0 A€l BIpTyallbHOI peaIbHOCTI, IO PO3POOTIOETHCS B IILOMY
MPUKJIaAl, KOPUCTYBAd 3aCTOCYHKY MOKE B3a€MOJISATU 3 VR-cepenoBHILEM, a came 3
IrPOBUM BIKHOM, HAOJM3UBIIKCH JI0 ITPOBOTO BiKHA Ta 3a(iKCyBaBIIU MOTJS] Ha
€JIEMEHTI KepyBaHH (KHOTMII1).

st cTBOpeHHs irpoBoro BikHa B Unity-pO€KTi, CHOYaTKy HEOOX1AHO
CTBOPUTHU Ta HajamTyBaTu IrpoBuil 00’ekt Canvas. Y BikHiI Hierarchy HeoOX1gHO
HatucHyTu [IKM-> Ul (Canvas)-> Canvas Ta BU3BHAUUTH MapaMeTPU IrPOBOTO BIKHA
— po3TalllyBaHHs, MaclITad, PeXKUM PEHIAEPUHTY, KaMepy JJisl KepyBaHHS B3a€MOJIEIO

Ta ia1Ie (puc. 4.13).
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Puc. 4.13 — HanamryBanss irpoBoro o0’exra Canvas

Hactynuum HeoOxiHO cTBOpUTH iHTepdeiic irpoBoro BikHa. CrnoyaTky
HEOOX1THO CTBOPUTH IrpoBUM 00’€KkT Panel, sik podipHiii 00 ekt Canvas. Y BikHI
Hierarchy neo6xigno natucuytu [IKM-> Ul (Canvas)-> Panel, na3Batu 00’€KT,
Hanp., Panellnfo, Ta BU3HAUUTH TapaMeTpu OO €KTa — IMOJOKEHHS, OpPIEHTAIIIIO,
MaciTad, hoHOBE 300pakKeHHs, KoJIp, MaTepial Ta iHme (puc. 4.14).

Hactynaum HE0OXiIHO CTBOPUTH IrpoBUMl 00’ €KT Button, ik AOYipHIA 00’ €KT
Canvas. Y BikHi Hierarchy neo0xigHo Hatucuytu [IKM-> Ul (Canvas)-> Button,
Ha3BaTu 00 €KT, Hamp., ButtonInfo, Ta BU3HaUUTH mapaMeTpu o0’ekta (puc. 4.15).
IrpoBuii 00’ekt ButtonInfo € aKTUBHMM €JIEMEHTOM ITPOBOrO BIKHA — KHOIIKOIO.
IrpoBomy o00’exty Buttonlnfo HeoOXigHO path Ha3By. s 1mbOro HEOOXITHO
HaJalTyBaTU AOYIpHIA irpoBuil 00’ekT Text (TMP) — BU3HAUUTH TOJOKEHHS,
opieHTaIlito, Macimrad, mpudT, po3Mip, KOJIp Ta iHIIE. SKIIO 1HCTPYMEHT MIJis
KoHpirypaiii Tekcty (TextMeshPro) paniiie OyB 3aBaHTaXEHUN, TO JOCTATHLO OyJe

imnopryBatu TMP Essential Resources Ta TMP Examples & Extras B Unity-TIpO€KT.
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B iHmoMmy BuNaaKy, HOKPOKOBa IHCTPYKLIS 3aBAHTAKEHHS Ta HaJallTyBaHHS

mariny TextMeshPro naBeneHa B po3aui 3.2.4.
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Puc. 4.15 — HanamryBanns irpoBoro o0’exta Buttonlnfo
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Hactynaum HeoOXiAHO CTBOPUTH IrpoBUN 00’€KT Image, s’k nOYipHIA 00’ €KT
Panellnfo. Y BikH1 Hierarchy neo0xigno Hatucuytu [IKM-> UI (Canvas)-> Image,
Ha3BaTu O0’€KT, Hamp., Info, Ta BU3HAUUTH mapameTpu 00’ekta (puc. 4.16). dns
irpoBoro 06’exta Info HE0OOX1IHO CTBOPUTH A0UipHii 00’ ekT Text. Y BikHi Hierarchy
HeoOxiaHo HaTucHyTH [IKM-> Ul (Canvas)-> Text- TextMeshPro, Ha3BaTu 00’€KT,
Hamnp., TextInformation, Ta BHW3HAUUTH MapaMeTpu — TEKCT, MPUPT, po3Mip,
MOJOKEHHST Ta opieHTamis, wMacmrtad (puc.4.17). BignmoBimHO 10 3aBaaHHA
7a00OpaTOpHOTO  MPaKTUKyMy, IrpoBuil 00’ekt TextInformation BigoOpaxae

IHCTPYKIII€EI0 MI0J0 TMpaBWJI B3aeMofli 3 HUGpOBUMH OO0 ’€KTamMu  Ta/abo

CEPEIOBUILIEM.
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Puc. 4.16 — HanamryBanss irpoBoro o0’exra /nfo
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Puc. 4.17 — HanamryBanss irpoBoro o0’exra TextInformation

Jnst BimoOpaXeHHsS, a TaKOX IMPUXOBYBAHHS Ha IrPOBOMY BIKHI TEKCTOBOI
IHCTPYKIIIl MPU HAaBEACHHI MOTJIAY KOPUCTYyBaya Ha BIAMOBIIHY KHOIKY, HEOOX1IHO
: , : " ,
st irpoBoro 00’ekta Info (irpoBuil 00’e€KT TUNy [mage) CTBOPUTU CKPUIIT-

KOMMOHEHTY (MoBa C#):

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class ShowHideInfo : MonoBehaviour

{
public GameObject InfoObject;

// TNpuBaTHa 3MiHHa Ons 36epexeHHA NMOTOYHOro CTaHy 06'ekTa
// false — 06'ekT npuxoBaHuii, true — nokasaHuu

private bool Show = false;

void Start()
{

void Update()
{
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// MeTon pns nepeMukaHHs cTaHy o06'ekTa (BipobpasuTtu/npuxoBaTu)
// BUKIMKAETbLCS NPU HATUCKaHH1 KHOMKWM irpoBoro BikHa
public void ShowAndHideInfo()

{
// TNepeBipsiemo, uu 06'€eKT 3apa3 MPUXOBaHWUM
if (!Show)
{

// AkTMBYyeMO 06'€ekT (pobumo Horo BUOUMUM)
InfoObject.SetActive(true);

// BcTaHoBnweEMo cTaH "Bi3syanisysaTu"
Show = true;
I

else

{

// SAkwo 06'ekT yxe Bi3lyanisoBaHui — [eaKTUBYEMO WOro
InfoObject.SetActive(false);

// BcTaHOBNWEMO cTaH Ha "‘mpuxoBatu"
Show = false;

OcTaHHIM HEOOXIJHO HANAIITyBaTU CKPUNT-KOMIOHEHTY ShowHidelnfo nns
irpoBoro o0’ekrta Info (puc. 4.18).

Hactynuum HeoOxigHO AJist irpoBoro 00’ekrta Buttonlnfo CTBOPUTH CKpUMT-
KOMIIOHEHTY, II00 KOPUCTYyBau MaB 3MOTY B3a€EMOJISITH 3 IrpoBUM BikHOM. Komu
KOpUCTYBau HAOJMM3UTHCS MO ITPOBOTO BiKHA Ta 3adikCye MOMISA[ Ha KHOMIN
KEpyBaHHS MPOTSITOM BHU3HAYEHOIO 4Yacy (3a 3aMOBUEHHSIM 2 CEKYyHAHM) — B I'POBOMY
BiKHI B1100pa3uThcs TekcToBa iHpopmatis. [Ipu moBropHOMYy (PiKCyBaHHI MOTIISAIY
Ha KHOMIIl — TeKCToBa iH(opMailisi 3HUKHE 3 IrpoBoro BikHa. Komm xopucrtyBau
(dbokycyBaTUMe MO HAa KHOMI[l TUIBKM OJWH pa3, TO TeKcToBa iH(opmailis B
IrpoBOMY BiKHI Oyze Bi3yanizyBaTuCh NpoTsiroMm Bciei VR-cecii. [Ipotsarom VR-cecii

KOPUCTYBau TaK0 MOK€ ITHOPYBATH ITPOBE BIKHO Ta HE B3AEMOJISITU 3 HUM.
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Puc. 4.18 — HanamryBanus komnoneHnTn ShowHidelnfo

VY BikHI [nspector cnodatky HeoOXimHO HaTUCHYTH Add Component- >New
script Ta HazBatu (¢aiin, Hanp. Gazelnteraction, natucuytu Create and Add. Y

cTBOpeHOMY (aiini HeoOxigHO Hanucatu ko (MoBa C#):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;

public class GazeInteraction : MonoBehaviour

{

// Yac (B cekyHOax), NPOTAroM sKOro KOPUCTyBay MOBWHEH OMBUTMCA Ha 00'€KT, wWob
crpauioBana noais
public float gazeTime = 2f;

// NiunnbHUK Yacy, SIKUN HAKOMWUYYETLCH, MOKM KOPUCTYBa4y AMBUTLCS Ha 00'eKT
private float timer;

// CTaH, 4YM KOpUCTyBay OMBUTbCSH Ha 06'eKkT
private bool gazedAt;

void Start()
{

146



void Update()
{

// SIKWo KOpWUCTyBay AMBUTHLCH Ha 00'e€KT
if (gazedAt)
{

// HakonmuMuyyemo 4yac, WO MNpOMWOB
timer += Time.deltaTime;

// SIKwo KopucTyBay AMBMBCSA [OCTAaTHbO (gazeTime)
if (timer >= gazeTime)
{
// Buknukaemo nopiw "HatuckaHHa" (PointerDown) 4yepe3 Event System
// Ue no3Bonsie 06'ekTy pearyBaTu sIK Ha HaTUCKaHHA, ane yepe3 nornsag
ExecuteEvents.Execute(gameObject, new
PointerEventData(EventSystem.current), ExecuteEvents.pointerDownHandler);

// CKkupaemMo TaiMep Ans MOBTOPHOro Bipniky
timer = 0f;

// MeTol BMKIIMKAETHLCA, KONMM KOPUCTYBA4 MOYMHAE OMBUTUCA HA 00'EKT
public void PointerEnter()
{
gazedAt = true;
Debug.Log("PointerEnter");

// MeTol BWKIMKAETHCA, KOMU KOPWUCTyBay BimBoauTb nornsg Bifg o6'ekTa
public void PointerExit()
{
gazedAt = false;
Debug.Log("PointerExit");

// MeTop BMKIMKAETbLCH MpU CnpauboBYBaHHi '"HaTucKaHHA"
public void PointerDown()

{

Debug.Log("PointerDown");

OcTanHIM HEOOXITHO TOJATH Ta HANAIMITYBAaTH KOMIIOHEHTY Event Trigger nis
irpoBoro 00’exta Buttonlnfo. Ciouatky y BikHi Inspector HeoO0X1aAHO HATUCHYTU Add

Component- > Event Trigger. Jlani HeoOX1IHO IoAaTH MOAIl Ta HAAIITYBATH 1X. JlJs
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nonaBaHHs nojii Enter neooxigHo HaTUCHYTH Add New Event Type- > PointerEnter -
> +. Jlna napametrpa Object HeoOxigHO oOpatu ButtonInfo, nis napametpa Function

obpatu Gazelnteraction- > PointerEnter () (puc. 4.19).

@unitys ®0Sv @AssetStorey B CeAlY "TUnity VCS v i & 9 Q Hlayouty @
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v VY VvV Vv
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Q All Materials Gazelnteraction
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— # $ . @ 5 . . . Ll | e
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W Materials @Human  InputSyste... Readme Resources ShowHidel.. Cancellnvoke (string)
() Resources
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= - et N
i Settings
> I Toxtiosn Pro
» Wa Tutorialinfo defautt  Qoetautt.  TextMeshP.  Tutorialefo  VRLookWalk PointerExit ()
> I XR
v & Packages SendMessage (string)
» B Al Navigation SendMessageUpwards (string)
» I Burst .
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Puc. 4.19 — HanamryBanus noaii Enter

s nonaBanHst moxii Exit HeoOxigHO HatuCHYTH Add New Event Type- >
PointerExit- > +. Jlna mnapamerpa Object HeoOximHO oOpatu Buttonlnfo, nns
napametpa Function oopatu Gazelnteraction- > PointerExit ().

s nonaBanust noAii Down HeoOxigHO HAatUCHYTH Add New Event Type- >
PointerDown- > +. Jlna mapametpa Object nHeoOxiqHo obpatu Info, 1jis mapaMmerpa
Function obpatu ShowHidelnfo- > ShowAndHidelnfo () (puc. 4.20).

OcraHHIM HEOOX1IHO BHUMKHYTU IrpoBuid 00’ekT [Info (puc.4.21) Tta
HajamTyBaTu irpoBuil 00’ekT Player (puc.4.22) nns Bizyanizamli B3aemMomil
KopucTyBaua 3 00’exktamu VR-3actocyHky. Paaiyc irpoBoro o0’ekta Player Oyne
30UIBIIIYBATUCH MPU MEPEMIIIICHH], TOBOPOTI Ta (POKYCYBaHHI MOTJIAAY KOPUCTYBaya,

110 OyJie CBIIYMTH PO MOKJIMBICTh B3a€EMOJIT 3 €J1eMeHTaMu V'R-3aCTOCYHKY.
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Puc. 4.21

— HanamtyBanns irpoBoro o0’ekra Info nepen 30upanusam Unity-ipoeKTy
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Puc. 4.22 — HanamryBanss irpoBoro o0’exta Player nepen 30upanusm Unity-

IIPOEKTY

3) BinnoBigHO [0 i€ BipTyaldbHOI pEeaIbHOCTI, IO PO3POOTIOETHCS B IILOMY
NpUKIaal, Koiau uuppoBuil 3D-00’€KT pPyXaeTbcsl y BIPTYaJbHOMY CEPEIOBUIII
BIITBOPIOETHCS MPOCTOPOBUI 3BYK.

Jns  aHimyBaHHS 3D-00’ekTa HEOOXIIHO CTBOpUTH ab0O IMIOPTYBaTU
aniMariiui kmnu (Animation Clips), sSiki BUBHA4YaIOTh pyXHu 00’€KTa a00 3MIHH MOTO
BJIACTUBOCTEN y uyaci. [l CTBOpEHHS aHIMAI[IHHOIO KMy BUKOPUCTOBYETHCS
iHcTpyMeHT Timeline B Unity. 1lokpokoBa I1HCTPYKIliSI CTBOPEHHS aHIMAIIHOTO
Ky Ta aHIMyBaHHS camoro 3D-o0’exkta HaBeneHa y posaim 2.2.2. Ili kminu
JOIAI0THCS 10 KOMIIOHEHTH Animator, MO OPUKPIILIIOETHCS 10 3D-00’€kTa y BIKHI
Inspector, micist YOro MOYKHA HaJIAIUITYBaTH CTAHM aHIMAIM Ta IEPEXOAN MK HUMU
B Animator Controller.

JIns IMIOpTYBaHHSI aHIMAILIHOTO KIIIMY MOXHAa CKOPUCTAaTUCh MIIATHOPMOIO

Mixamo (https://www.mixamo.com/#/). Mixamo € OHIaWH-TIIATPOPMOIO JIsI

animyBaHHs1 3D-nepcoHaxiB (puc. 4.23). Mixamo MICTUTh BelUKy 010mi0TeKy 3D-
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https://www.mixamo.com/#/

00’€KTIB (MMEpCOHAXIB) Ta OTOBUX aHIMalii. [lapameTpamMu HamamTyBaHHS aHIMaLli
€ MIBUAKICTb, TPUBAIICTh, IHTEHCUBHICTh PyXiB. Mixamo miarpumye ekcrnopt 3D-
Mozeneld y gopmarax FBX abo OBJ nis BUKOpPUCTaHHS B IrpoBHUX pyuwuisx Unity,
Unreal Engine Ta iHIIUX TU1aTopmax.

Mixamo niatpumye imnopt 3D-moxene (popmatu FBX, OBJ) ta cTBOpIOE
CKEJIETHY aHIMAllll0 IUIAXOM AaBTOMAaTH30BAaHOTO BU3HAYEHHS IMO3MIII KIFOYOBHUX

TOYOK Mozeni (puc. 4.24).

mixamo

Q FIND ANIMATIONS

* *

‘Shoved Reaction With Spin Defeated Caposira

ok

*

Taunt Old Man idle Skting Laughing

WEF

Puc. 4.23 — [Inarpopma Mixamo

AUTO-RIGGER x

Place markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

Skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option for more information.

Need help

BACK @ use Symmetry  Skeleton LOD| standard Skeleton (65) m

Puc. 4.24 — CTBOpeHHS CKeJIeTHOI aHIMaIlil 3a IonoMoror miathopmu Mixamo
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JlxepenoM MpOCTOPOBOrO 3BYKY € HU(POBI BIpTyasibHI 00’ ekTH. BignmoBigHo
70 PI3HUX MepeMillleHb, HAOIMKEeHb MUPPOBUX OO’ €KTIB 0 TOUKU CIOCTEPEKEHHS
3MIHIOIOTBCSI TIapaMeTpu 3BYKOBOI XBWJIl, HAamp., 1HTEHCUBHICTh, HAIPaBIICHICTh
TOMIO.

Jlns peanizaiii mpoCcTOPOBOro 3BYKY B VR-3aCTOCYHKY, CIIOYaTKy HEOOX1IHO
3aBaHTAXKUTH Ta HanamtyBatu Resonance Audio SDK. TlokpokoBa 1HCTPYKIIis
HaBejieHa y po3auii 4.1.

Hactynaum HeoOxigHO imMmopTyBaTu .mp3 ¢aiin, 30kpema odpatu Assets- >
Import New Asset... Ta nonatu KomnoHeHty Audio Source y BikHi Inspector nns 3D-
o0’exta (Hamp., Human). Jlami HeoOXimHO oOpaTH IMMIOpPTOBaHUM .mp3 dan 1
napametrpa Audio Generator, nna mapamerpa Qutput BCcTaHOBUTH Master
(ResonanceAudioMixer), yBIMKHYTH iapaMmeTpu Spatialize ta Spatialize Post Effects,
it napametrpa Spatial Blend BctanoButu 1(3D) Ta HanamTyBaTH 1HII apaMeTpu 3a

HeoOx1aHOCTI (puc. 4.25).
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Puc. 4.25 — HanamryBanus koMmnoHeHTH Audio Source
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Hactynaum  HeoOxigHO  Joxath  KOMIOHEHTY  ResonanceAudioSource
(puc. 4.26) nys HaTaMTYBaHHS PO3IIMPEHHUX MMAPAMETPIB MPOCTOPOBOIO 3BYKY.

Resonance Audio SDK peainidye TexHOJIOTii OOpOOJEHHS Ta BIATBOPEHHS
MPOCTOPOBOIO 3BYKY Ha OCHOBI 3aJJaHUX MapaMeTpiB HMU(GPOBOTO CEpPEIOBHUINA, SKI
peamizoBani B Unity B KoMmmoHeHTI ResonanceAudioRoom. Ilapamerpamu
HajalTyBaHH ResonanceAudioRoom € wmaTepiaii TOBEpXOHb CEpEIOBUIIA,
BiIOMBHA 3/1aTHICTh, MOAU(DIKATOPU peBepOepallii Ta po3Mip cEpeaOBHUIIIA.

Jlns 1miecTu MOBEpPXOHBb HMGPOBOro cepenoBHINa (JiBa, IpaBa, MEpPEaHs Ta
3aHS CTIHHW, MIJJIOra, CTENsl) MOXKHA MPU3HAYUTH aKyCTU4YHI Marepianu. Takumu
aKyCTUYHUMH MaTepiajlaMH Il KOMIOHEHTH ResonanceAudioRoom € uyuctuii abo
nodapOboBanuii 6eToHHUN OJI0K, yrcTa a00 modapOoBaHa 11eriia, MoJipoOBaHU OETOH
a00 MJIMTKA, aKyCTHYHA IJIUTKA JUJISl CTENI, JIIHOJIEYM Ha OETOHHIN MiI031, MapKeT Ha
OeTOHHIN M1/1031, TOHKE a00 TOBCTE CKJIO, CKJIOBOJIOKOHHUH YTEIIIOBa4, TOHKa a0o
rpy0ba 1mITykarypka, (aHepHa TmaHelb, Ba)XKa 3aBica, IIMAKILOBaHA IOBEPXHS,
JepeB'sHa cTesst abo MaHellb, MOBEPXHS 3 BOAM abo0 JhOAY, MPO30pUN Marepiad,
TpaBa, MapMmyp, MeTasl. KoxkeH akyCTUYHUN MaTepian BU3HAYA€E CTYIIHb MOTJIMHAHHS,
BIIOUTTS 3BYKOBHX XBWJb PI3HUX 4yacTOT. Hamp., maTepian Bakka 3aBica MOTJIMHAE
OUTBIIICT, BUCOKHUX 4YAaCTOT 3BYKOBOi XBHJIl, 110 MPU3BOAUTH 10 BIITBOPEHHS
«CyX0ro» 3ByKy B LM(pPOBOMY CEpEIOBMILI, a, HAIp., MaTepiai MoJIpoBaHUN OETOH
a00 TUIMTKA B1IOWMBAIOTh OUIBIIICTh 3BYKOBHMX XBHJIb Ha PI3HHUX YacTOTax, MO
MPU3BOAUTH J0 BIATBOPEHHS €XO0 B CEPEAOBUIIII.

[Tapametp BiIOMBHA 3aTHICTH KOMIIOHEHTH ResonanceAudioRoom Bu3Hauae
CWIy BI1IOMBAaHHS 3BYKOBOI XBWJl y LU(GPOBOMY CEpPEAOBHILI, THUM CaMHUM
BH3Ha4Yaw4u po3mip, ¢opmy cepenoBuina. [Ipu 3MeHIlIEHHI 3HAYEHHS THapamerpa
B1IOyBAa€ThCSL BIATBOPEHHS 3BYKIB, IO MOKHAa MOPIBHATH 31 3ByKaMuU B TICHO

3aMKHYTOMY HEBEJIIMKOMY MPUMIIIEHHI.
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Puc. 4.26 — HanamryBanHst KOMIOHEHTH ResonanceAudioSource

[TapameTpamu HanamTyBaHHs peBepOepallli € Ty4HICTh BIITBOPEHHS 3BYKOBHUX
e(eKTIB y cepeloBUIIll, IHTEHCUBHICTh Ta TPUBAJIICTh. IHTEHCUBHICTh peBepOeparlii
BH3HAUa€ KUIbKICTb HHU3BKMX a00 BHCOKHUX YacTOT y peBepOepallii 1nudpoBoro
CepeloBUINA, SIKI XapaKTEePU3YIOThCS PI3HOIO MIBUJKICTIO 3racaHHsa. Lleit mapametp
BH3HAaua€, HACKUILKY HAallOBHEHE cepenouine. Hamp., npu 3MeHIIeHHI iHTEHCUBHOCTI
peBepOepallii BiIOyBaeThCS  BIATBOPEHHS 3BYKIB, IO MOXHA TMOPIBHATH 3
MIPUMIIIIEHHSAM, HAallOBHEHHM OaraTbMa IMpeaMeTaMH a0o JIFOAbMH. 32 3aMOBUYCHHSIM
TPUBANIICTh peBepOepallii BCTAHOBIIOETHCS HA OCHOBI MarepialliB MOBEPXOHb Ta
pO3MipiB cepefoBuIa, siki Oynu oOpani mig koMnoHeHTU ResonanceAudioRoom.
HanamtyBanHs TpuBaJIOCTI peBepOeparlii 103BoJisie 30UIBIIUTH a00 3MEHIIUTH
JIOBXKHUHY peBepOeparrii.

[Tapametp po3mip cepenoBuilla KOMIOHEHTH ResonanceAudioRoom BU3Haudae
MEXK1, MPU TEPETUHAHHI SIKUX BIJI0YBA€ThCSI BMUKAaHHS a00 BUMKHEHHS HAJIallITyBaHb

IPOCTOPOBOTO 3BYKY.
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3D-00’ext Spaceship € mpocTOpoM, /i€ BIATBOPIOIOTHCS MPOCTOPOBI 3BYKH.
Hns o0’ekta Spaceship y BikHI Inspector HEOOXITHO JOJATH KOMIIOHEHTY
ResonanceAudioRoom. Y BIKHI CUEHU 3 SBIIA€TbCS JKOBTUH KyO, SIKUU IOKa3zye
MOYaTKOB1 MEXI1 MPOCTOPY, 110 HEOOXIJHO HAJAMITYBaTH 3a JOMOMOTOI0 Mapamerpa
Size. HacTynHuM HE0OX1IHO BU3HAYUTHU aKyCTUUYHI MaTepiajid MOBEPXOHb, BIIOUBHY
3aTHICTH Ta MapaMeTpu peBepoOepairii mudpoBoro cepenopuia (puc. 4.27).

Otrxe, npu pyxax 3D-o0’exta (Human) Ta camoro kopuctyBaya B VR-

3aCTOCYHKY OyJyTh BIITBOPIOBATUCH IPOCTOPOBI 3BYKH.
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Puc. 4.27 — HanamryBanHs: KOMIOHEHTH ResonanceAudioRoom

4.2.4 30upanns Ta posropranus VR-3acTocyHky

[Iponiec 30upanHHss Ta po3ropTaHHs VR-3acTocyHKy Ha ocHOBI Google
Cardboard SDK B cepenoBuiii Unify € OJHAaKOBUM B IMOPIBHSHHI 3 MPOILECOM
30upaHHs Ta po3ropTaHHsa AR- ta MR-3actocyHkiB. [IoKpOKOBI IHCTPYKIIIi OMMCaHI B

po3aim 2.2.5.
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4.2.5 JlemoncTpanis podortu VR-3aCcTOCYHKIB

Ha puc. 4.28 npexacrasnene mabnonne VR-cepenosuiie Google Cardboard.
KopuctyBau Moxe 3miiicHIOBaTH oOepTaibHiI pyxu 3 3 DoF, obupatu (HaBOAUTH
MOTJISIT) Ta B3aEMOAIATU (3aTpuMyBaTu norisn) 3 3D-06’exktamu. Pe3ynbpTaT podoTu
po3pobaeHoro VR-3acTOCYHKY mpeacTaBieHo Ha puc. 4.29. KopuctyBau Moxke
3niCHIOBATH O0epTaibHI Ta TNOCTynalbHI pyxu 3 6 DoF, oOupatu (HaBOAUTH

MOTJISIT) Ta B3AEMOJIATH (3aTpUMYBATHU MOMIISA) 3 3D-00’€kTamu.

Puc. 4.28 — [Ipuknan podbotu VR-3aCTOCYHKY Ha OCHOBI IIA0JIOHHOTO CEPEIOBUIIA

Google Cardboard SDK
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Puc. 4.29 — IIpuknan po6otu po3podiieHoro V'R-3aCTOCYHKY




KOHTPOJIBHI 3AIITMTAHHSA

1. SAxe npusnauennst XR Interaction Toolkit y VR-3acTocyHkax?

2. SIki MexaHIKU B3a€MO/IIi MOKHA peani3yBaT B V'R-3aCTOCYHKax 3a 101oMororw XR
Interaction Toolkit?

3. dxi SDK Hanexatb 10 maTdhopMo-3aJexHUX 3ac001B peanizaii VR-PpyHKiii?

4. Y yomy nosisirae BigMiHHICTh Mk XR Interaction Toolkit Ta VR SDK?

5. ¥ yomy nonsrae BiaMiHHICTh Mik OpenXR Ta miargpopmo-3anexxuumu VR SDK?

6. Axki 6a30B1 VR-pyHnkiii 3a6e3neuye OpenXR?

7. SAxi Tunu XR-3aCTOCYHKIB MOXHa PO3pO0JIATH 3 BUKOpUCTAaHHAM OpenXR?

8. SIx OpenXR BUKOPUCTOBYETHCS B HATUBHUX CEPEJAOBUIIAX PO3POOICHHS?

9. Sxi xpoku HEOOXIIHO BUKOHATH, 100 BuUkopuctoByBatu OpenXR B Unity-
MPOEKTI?

10. Sxi VR-nnarinu MoHa TIAKIIOYUTH B Unity-IpoeKT 3a 1onoMorow XR Plug-in
Management?

11. Axi ocHoBHI QyHKuIi 3a0e3neuye Google Cardboard SDK y moOinbHUX VR-
3aCTOCYHKax?

12. Sk peanizyerbes B3aemois kopuctyBaua 'y Google Cardboard SDK?

13. 3 axkuMu cepenoBUILIAMH PO3POOJICHHS Ta IIaTopMaMu MOKHA 1HTETPYyBaTH
Google Cardboard SDK nns ctBopeHHsI MOOUTBbHUX VR-nogaTkiB?

14. Sxi kpoku HEOOX1THO BUKOHATH, 1100 BUKopuctoByBaTu Google Cardboard SDK
B Unity-npoekTi?

15. k1 VR-pyukuii nintpumyoTs mwadnonu Hello Cardboard ta VRMode?

16. Sk1 TMIM BIACTEXKEHHS MIATPUMYIOThCS Y VRMode-ma6iioH1?

17. Sxi nnargopmu nmiarpumye Resonance Audio SDK nns peainizaliii mpoCcTOpPOBOro
3BYKYy?

18. Ski kpoku HEOOXiHO BUKOHATH, 1100 BUKOPUCTOBYBaTH Resonance Audio SDK B
Unity-npoexTi?

19. Sxe npusHaueHHs KOMIIOHEHTU ResonanceAudioSource y ckiani Resonance
Audio SDK Ta sKiI J0JAaTKOBI NapaMeTpH 3BYKYy BOHAa peaji3y€e MOpIBHAHO 31

CTaHJapTHOIO KoMnoHeHToto Unity Audio Source?
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20. Ske npu3HaueHHS KOMIIOHEHTH ResonanceAudioRoom y cknanai Resonance Audio
SDK? ¥V 4oMy nojsirae BIAMIHHICTD MK KOMIOHEHTaMu ResonanceAudioRoom Tta

ResonanceAudioReverbProbe mono peanizaiiii peBepoepailii 3ByKy?
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ARKit Documentation. URL : https://developer.apple.com/documentation/arkit/.
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