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PED®EPAT

[TosicHroBanibHa 3anucka: 96 crop., 34 puc., 4 nonatka, 24 mxeped.

O6’ext pocmimkenHs: B3aemonis 3 Artificial Reality (AR) y koHTekcTi
ITPOBOTO JOJIATKY.

[IpeameT mocmimKeHHs: METOIU Ta MPUHITUIIN B3a€MO/Iii KopucTyBaya 3 AR-
CepeIOBUIIEM B IrPOBOMY J0JIATKY.

Meta marictepchKoi poOOTH: TIABUIIEHHS €PEKTUBHOCTI BUKOpUCTaHHS AR-
TEXHOJIOT1H B IrPOBUX JI0/IaTKaX.

MeTonu nOCHIKEeHHS: aHali3 ICHyr0UnX AR-TeXHOJIOT1i Ta IrpOBHUX 10AATKIB,
nicuxo(i31010Ti14HI BUMIPIOBAHHS PEaKIiliii KOpUCTYyBayiB Ha B3aeMoito 3 AR-irpamu,
po3po0Ka anropuTMIB B3a€MOIII Ta iX IMIIJIEMEHTALlI Y BUTJIAII IPOTOTHUITY TPH.

HoBu3Ha oTpuMaHHMX pe3yJbTaTiB MOJATaTUME B JOCIHIJKEHI Ta NOPIBHHSIHI
MeToiB B3aeMoii 3 Artificial Reality, 1110 103BOJIUTH IMIUIEMEHTYBATH iX B I'POBHIA
JOJIATOK Ta HAJlaTh KOPUCTyBauyaM OUIbII IMEPCUBHI BIAYYTTS BiA I'pH, pOOIsUM ii
OLTBII 3aXOILTIOIYOIO.

[IpakTyHa MIHHICTH PE3YyJbTATIB JOCTIHKCHHS TMOJSTaTUME B CTBOPEHHI
BUCOKOSIKICHUX AR-irop, fki 34aTHI HE JIMIIE PO3Ba)KaTH KOPHUCTYyBauiB, a W
BUKOPHCTOBYBATHCS Yy PI3HUX Tally3siX, TaKUX SIK OCBITa, MeauiMHa Ta Oi3Hec. Lle
JI03BOJIUTH BIOCKOHATIUTH MIPOIECH HABYaHHS, TOKPALTUTH PE3yJIbTaTH JIKyBaHHS 3a
JIOTIOMOTOI0 BipTyasibHOI pealutiTaliii, a TaKoXK 3a0e3MeYnuTh HOBI MOMIJIMBOCTI IS
peKiiaMo/IaBIliB Ta Oi3Hecy y cdepi B3aeMOIi 3 KIIEHTaMH 4epe3 1HHOBaliiHi AR-
TEXHOJIOTTI.

OO6macte 3actocyBaHHs. Po3poOjieHe mporpamMHe 3a0e3MMEeUeHHS MOXKE
3aCTOCOBYBATHUCS IS aHANi3y B3aeMOjii KopucTyBada 3 cepenoBuiieM AR Ta ms
OIlIHKY BUKOPHUCAHHS ONTUMAJIBHUX TE€XHOJIOT1M.

3HadyeHHs poOOTH Ta BHUCHOBKU. Po3poliieHe mporpamHe 3abe3nedeHHs
no3BoJisie B3aemoisatu 3 Artificial Reality Ta ananizyBatu nmoBeiHKy KOprCTyBaya i

qacC Oboro.



[IporHo3um 1100 PO3BUTKY JOCHIIKEHb. JlOCHIDKEHHS Ta 1HTErpais
J0JIATKOBUX CIOCOOIB Ta MPUHLMITIB B3aeMozii 3 AR.
Crnucok xmodoBux ciiB: Artificial Reality, irpoBwuii 7o1aTOK, irpOBUil IBUTYH,

kopuctyBau, Unity, Vuforia.



ABSTRACT

Explanatory note: 96 pages, 34 figures, 4 appendices, 24 sources.

The object of research: interaction with Artificial Reality (AR) within the
context of a gaming application.

The subject of research:methods and principles of user interaction with the AR
environment in a gaming application..

The purpose of the master's work: enhancing the efficiency of utilizing AR
technologies in gaming applications.

Research methods: analysis of existing AR technologies and gaming
applications, psychophysiological measurements of user reactions to interactions with
AR games, development of interaction algorithms, and their implementation in the
form of a game prototype.

The novelty of the obtained results will involve the exploration and comparison
of interaction methods with Artificial Reality, enabling their implementation in the
gaming application to provide users with a more immersive gaming experience,
making it more captivating.

The practical value of the results lies in the creation of high-quality AR games
capable of not only entertaining users but also being applied in various fields such as
education, medicine, and business. This will refine the learning processes, enhance
treatment outcomes through virtual rehabilitation, and introduce new opportunities for
advertisers and businesses in customer interaction through innovative AR
technologies.

Field of application.The developed software can be utilized to analyze user
interaction within the AR environment and assess the utilization of optimal
technologies.

Value of work and conclusions. The developed software enables interaction with
Artificial Reality and allows the analysis of user behavior during this interaction.

Forecasts regarding the development of research. Further research will involve
exploring and integrating additional methods and principles of interaction with AR.

Keyword list: Artificial Reality, gaming application, game engine, user, Unity,
Vuforia.



INEPEJIIK YMOBHHUX IIO3HAYEHD

AR — CyKymHICTh TEXHOJIOT1H, SIKa JO3BOJISIE 00'€IHYBATH PEANbHUAMN CBIT 1
BIpTyaJbHUM CBIT, JOJIAI0YH IO PeabHOT KapTUHH ab0 BijIeO JOAATKOBI BIPTyallbH1
00'exTH;

Unity — 6araToriaropMOBH iIHCTPYMEHT JIJIst PO3pOOKH Bijgeoirop i
3aCTOCYHKIB,

Vuforia — 11e KOMITJIEKT po3pOOKH ITPOrPaMHOTO 3a0€3eUeHHS JOIMOBHEHOT
peanpHOCTI (SDK) 17151 MOOITEHUX TPUCTPOIB, SIKUIA TO3BOJISIE CTBOPIOBATH JIOJATKU
JIOTIOBHEHOI PeaIbHOCTI;

APK — ¢opmat apxiBHUX BUKOHYBaHHUX (paiiiB-riporpam mis Android,

[13 — mporpamue 3a6e3neueHHs.


https://uk.wikipedia.org/wiki/Відеогра
https://uk.wikipedia.org/wiki/Застосунок
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BCTYII

JlonoBHeHa peanbHICTh (AR) € OTHUM 13 MPOBIJHUX Ta MIBUIKO3POCTAOYUX
iMepcuBHUX nocBiAiB XXI cTomtrsa. AR BHUKIMKalla PEBOMIOLIIO B Pi3HUX cdepax,
BKJIIOYAIO4YM chepr OXOPOHHU 3J0POB'S 1 MEIULMHHU, HABYAHHS Ta OCBITY, TYPHU3M,
JTU3aiiH, BUPOOHUIITBO Ta 1HIII CXOXI1 raixy3i, IPUAHSITTS SKUX MPUCKOPHIO PO3BUTOK
AR Ham3BHUaiiHUM 4YMHOM. TE€XHOJOT1I BIACTE)XXEHHS € OyiBenbHUMH Ookamu AR 1
CTBOPIOIOTH TOYKY BIJUIIKY JUISI pyXy Ta CTBOPIOIOTH CEPEIOBUILE, € BIPTYaJbHI Ta
peanbHi 00'eKTH BigOOpakaroThCs pa3oM. [l MOCSTHEHHsI peajbHOTO JOCBIAY 3
PO3UIMPEHUMH 00'€KTaMU MPOTOHYETHCS KIJIbKA TEXHOJIOT1H BIJCTEKEHHS.

JIoTOBHEHA peaibHICTh Ha/la€ KOPUCTyBayaM KOMOIHOBAHHMM BUJ, HAKJIAJal0uu
KOMIT'FOTEpPHO-TE€HEPOBAHUH BIPTYalbHUN KOHTEHT, TAKHUM 5K 3BYK, rpadika, TEeKCT abo
BiJIcO, Ha 00'ekTH peasbHOro cBiTty. OCHOBHI KOMIIOHEHTHM Tnipouecy B AR -
BIJICTeKEHHSI TIOJOXKEHHS HJisi PO3MIMIEHHS BIPTYadbHUX OO'€KTIB y pealbHOMY
CEpeNIOBHUIIIl Ta BIOOpa)KEHHS BIPTYaJbHOTO KOHTEHTY KopucTyBaueBi. [Iporec
BiJIcTe:)KeHHSI B AR moJssirae B ciilyBaHHI 3a BU3HAYEHUM IIA0JIOHOM Yy pEeaIbHOMY
CBITI 3a JIOTIOMOTOI0 KOMIT'IOT€pa YU MOOUIBHOTO MPUCTPOIO JIS MPABHIBHOTO
PO3MIIIEHHSI BIPTyaJbHUX O0'€KTIB y peajbHOMY CBITi. TexHosorii BiI0OpakeHHs
BUKOPUCTOBYIOTHCS JUIsl BiOOpaKeHHS BIPTYaJIbHOTO KOHTEHTY TMepell OdYnMa
rsiaqa.

O06’ext nocnimkens: B3aemonis 3 Artificial Reality (AR) y KOHTEKCT1 irpoBOro
JO0JATKY.

[IpenMeT AoCiKEHHS: METOAM Ta MPUHIIMIA B3aeMOJIii KopucTyBada 3 AR-
CEpEOBUIIEM B IrPOBOMY J0JIATKY.

Mera marictepchkoi poOOTH: TABUIICHHS €(PEeKTUBHOCTI BUKOpUCTaHHS AR-
TEXHOJIOT1H B IrPOBUX JI0JIaTKaX.

Metoau nocnimkeHHs: aHami3 icHyrounx AR-TexHoJorii Ta irpoBUX J1I0JaTKIB,
ncuxo(i31010T14H1 BUMIPIOBAHHS PEaKIliii KOpUCTYyBayiB Ha B3aeMoito 3 AR-irpamu,

po3po0Ka anropuTMIB B3a€MOJIT Ta iX IMIJIEMEHTALlIS Y BUTJISLII POTOTHUITY TPH.
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HaykoBa HOBHM3Ha OTpUMaHUX pE3yJbTATIB MOJATAaTUME B JOCTIDKEHI Ta
NMOpiBHSIHHI MeTOA1B B3aeMo/1ii 3 Artificial Reality, 1110 103BOIUTE IMILNIEMEHTYBATH X
B IFCPOBHUI JOJATOK Ta HAJaTH KOPHCTyBayaM OLIbII IMEPCUBHI BIAYYTTS BIJ IpH,
poOIIsTuM 11 OUIBIIT 3aXOTUTFOIOUOIO.

[IpakTuyHe 3HAYEHHS pE3yJbTATIB JOCIIKEHHS MOJsAraTUME B CTBOPEHHI
BUCOKOsIKICHUX AR-irop, ski 37aTHI HE JHIlIe pPO3BaKaTH KOPHUCTYBadiB, a W
BUKOPUCTOBYBATHUCS y PI3HUX Taiy3siX, TaKMX K OCBiTa, MeaulnHa Ta OizHec. Lle
JI03BOJIUTH BIOCKOHAJIUTH MPOIECH HABYAHHS, OKPALUTH PE3yJIbTaTH JTIKyBaHHS 3a
JOTIOMOTOI0 BIpTyalbHOI peadimiTallii, a TakoX 3a0€3MeUYnTh HOB1 MOKJIHUBOCTI JUIS
pexiiaMoaBIliB Ta 6i3Hecy y cdepi B3aeMoll 3 KIl€HTaMU 4epe3 iHHoBariiHi AR-
TEXHOJIOTTII.

Crpykrypa Ta obcsar nurioMHoi pobotu: KBamidikariiina po6oTa CKIagaeThCs
3 TPHOX PO3/LNIIB Ta BUCHOBKIB. MicTuth 93 CTOpiHKM TEKCTY, 34 pUCyHKa, 24

BUKOPHUCTAHUX IPKEPCIIa Ta 4 JOOAaTKH.
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PO3JILI 1.
AHAJII3 IPEJMETHOI OBJIACTI I TOCTAHOBKA 3AJTAYT

1.1. 3arajabHuii onuc NpeaMeTHOI 00J1acTi Ta Ti MOTOYHMIA CTaH

3 pO3BUTKOM TEXHOJIOTIH JOMOBHEHOI PEalIbHOCTI MailOyTHE OO0ILsA€ 3aHYPUTH
HAC Yy CBIT, JIe MEXa MK PEaJIbHICTIO Ta BIPTYaJbHICTIO CTaHE III¢ TOHIIOK 1 MEHII
nomiTHOwO. CyvacHi monii B icTopii po3BuTky AR mnuine BiIKpUBAIOTh HUISX [0
HEHMOBIPDHUX TNEPCHEKTUB, ajle MaHOyTHE MOXE€ MPUXOBYBaTH HEWMOBIpHI
MO>KJIMBOCTI, TIPO SIK1 ChOTO/IHI BOXKKO YSIBUTH.

[oans Texnonorii AR 3a3Hat0Th HIBUIKOIO PO3BUTKY, 1 1€ BIJIKpUBA€E Oe3iiy
HOBUX TOpu30HTIB. HeB1oOB31 MoO)kHa OyJe OYIKYyBaTH BHMXOAY Ha PUHOK OUIBII
JIOCKOHAJIO1 amaparypu, sika OyJie He JIMIle KOMIIaKTHINIOW, ajieé ¥ HaA3BUYalHO
MOTY>KHOIO, IHTETPYIOUMCh HETIOMITHO B HaIlle TIOBCAKACHHE KUTTA. Bil qoManHbporo
OTOYEHHS JI0 POOOYOTO MPOCTOPY Ta HABITh ByIWYHUX JaHamadrie, AR moxe craru
HEOT'€EMHOI0  YaCTHHOI  HAIIOr0  CEpPEeJOBHINA, OOOTAllylOYd  pPeaabHICTh
HEHMOBIPHUMHU MOKJIMBOCTSIMH, SIK1 11I€ HE B1IOMI.

MaiibytHe AR BUTIISIIa€ 3aXOIIMBO Ta BpaXkaroue, 1 0011s€ BHECTH Kap IMHAIBH1
3MIHU B T€, K MU CIIpUKAMaeMO CBIT. Bij irop Ta po3Bar 10 OCBITH Ta BUPOOHMIITBA -
MOXJIMBOCTI 3actocyBaHHS AR 3nmatorbes OesmexxHumu. OnHak, MepHl HK MU
Bimamocs (paHTa3isiM Mpo MaWOyTHE, BaXJIMBO MPUTIISHYTHUCS JI0 MHHYJIOTO Ta
NOTOYHOT'O €Taly PO3BUTKY LI€1 TEXHOJOTI.

Posrasgaroun MuHym HOCATHEHHS Ta MOTOYHI TEHACHIIT, MH MOXKEMO KpaIle
3po3yMiTH, sIKHM 4uHOM AR nilluia 10 CBOTO CydacHOTO CTaHy. BUBYEHHS IMX
BEKTOPIB PO3BUTKY JO3BOJISIE Kpalle OI[IHUTU Ta Mepea0ayuTd MEepPCHEeKTUBU i€l
TEXHOJIOT1i B MaiOyTHbOMY. BaxkiiuBo po3ymiTu, siki (hakTOpu Ta TMOJIl BH3HAYWIH
cydacHud Burisg AR, 1 Sk 1l BIUIMBM MOXYThb BH3HA4aTH ii MaiOyTHe. Tinbku
OCSISHUM MUHYJIUM, MU 3MOEMO MMOBHICTIO OI[IHUTH Ta BIAAATH ce0e 3aXOIUII0I0UYUM

NEePCTIEeKTUBAM, K1 IpruHece AR y CBITI 3aBTpaITHBOTO JIHS.
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Puc 1.1 Ilpuknan BUKOpUCTAaHHS JIOMMOBHEHOI peabHOCTI BAOMA

Y 1968 poui amepukaHChbKUN BUeHM 1 mioHep iHTepHeTy IBan CazeprneHn
BUHAXOJUTh TApPHITYpy s TOJOBU sK BIKHO 0 BipryasnbHoro cBity.[1] Ilpote
TOAIIIHI TEXHOJIOTIi poOWIM HOro BHUHAXIJ HEMNPAKTUYHUM JJISI I[IUPOKOTO
BUKOPHUCTAHHS.

CazeprneHioBa rapHiTypa B3arajii Moxe OyTH BU3HAHA MIOHEPCHKOIO, OCKITBKU
BOHA BIJIKpUJIA NUISIX 1O MAllOYTHBOT'O PO3BUTKY BIPTYaJbHOI pEaIbHOCTI. Y TOM yac,
KOJIM TEXHIYHI OOMEXEHHS 3HaYHO YTPYIHIOBAIM MOXJIMBOCTI MIPUCTPOIO, caM (hakKT
CTBOPEHHS 1J7Iei TapHITYpU [JIsi TOJIOBH TOBOPUB MPO BEIUKY BHUHAXIJJIUBICTh
CazeprieHa Ta oro Bipy B MOTEHITIAN BIpTyaIbHOI TEXHOJIOTII.

Texnonoriynuit nanamadpt 1968 poky He OyB rOTOBHUM [IJisi TTOBHOIIIHHOTO
BIIPOBA/PKCHHSI BIPTYyalbHOI PEAJbHOCTI B MOBCIKIAEHHE XUTTA. OOuncCIOBaIbHA
MOTYXHICTh KOMM'IOTEPIB TOro 4acy Oyna oOMexeHOoro, a po3poOka rpadiku Ta
iHTepdeiciB 3HaxoaMIacs B paHH1 ctaaii. Taki 00CTaBUHM YCKIaHIOBAIN CTBOPEHHS

MNOBHOLIHHOTO Ta €()eKTUBHOTO MPHUCTPOIO ISl BIPTyaJIbHOT peaibHOCTI.
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HesBaxatoun Ha TexHiuHI TpyaHour, npuctpii CasepieHna BHUSBUBCS
BOXJIMBUM KPOKOM JIJII PO3BUTKY BIpTyajbHOI peanbHOCTI. Moro rapHitypa crana

BiJIOMUM TIOYATKOM JIJIS1 TIOJIAJIBIIHMX JOCIIIKEHb Ta IHHOBAIlIH B I[bOMY HAMPSIMKY

N -
-

ol \ Vool
- .‘) )

»

Puc 1.2 "Meu [lamokna" - mepmra AR rapuitypa

VY 1975 poui amepukaHChKMI KOMIT'IOTEpHUI XyIokHUK Maiipon Kprorep
po3poOuB nepiwii iHTepdeiic "BipTyanbHoi peanbHOCTI" Y hopmi "Videoplace", sikwmit
J03BOJISIB KOPUCTYBAauyaM MaHIIyJIFOBATH Ta B3a€MOJIISITH 3 BIpTyaJIbHUMHU 00'€KTaMH B

pearbHOMY Yaci.
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"Videoplace" craB mepmmuM KpOKOM y HAmpsIMKy CTBOPEHHS IMMEPCHBHHUX
BIPTyaJIbHUX CEPEIOBHUIL, JI€ KOPUCTYyBayul MOTJM HE JIMIIE CIHOCTEepIiraTd 3a
BIPTyaJIbHUMH O0'€KTaMH, aje i B3a€MOJISTH 3 HUMH, BIJUYBAIOUYH BIIACHY AKTUBHY
ydacTb y LboMy IM(ppoBoMy CBITI. Kprorep BUKOpHUCTOBYBaB JaTUYUKH DPyXy Ta
BiJICOKaMepu JJId peami3alli 1HTEpaKTUBHOCTI, IO CTBOPIOBAJO BpaXEHHS
MOBHOI[IHHOTO B3a€MOIi1 3 BIpTyaJIbHUM MPOCTOPOM.

Horo po3po6ka BU3HAUNIA HOBHIi €Tall y PO3BUTKY BipTyallbHOI pealbHOCTI, e
apTUCTUYHA KPEATHUBHICTh MOETHYBAJlacs 3 MEPEAOBUMU TEXHIYHUMHU 3100yTKaMHU.
"Videoplace" gaio momToBX /st MOAANBITUX TOCHTIKEHb Ta €KCIIEPUMEHTIB B rajy3i
BIipTYanbHOI TeXHOJOTii. loro BHECOK MiJKpeciyB, IO BipTyalbHa PEalbHICTh He
0OMEKYETBCS JIMILIE 1HKEHEPHUMH ACIEKTaMH, aJleé TAKOXK CTAa€ CLIEHO ISl IPOSBY

MOKJIMBOCTEH JTHOJICHKO1 (haHTa3ii.

BT G-J&lry
€ —_']‘ Sewnsind Grd
I : |
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|
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A Diaixd
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Tarh ¢
o 2 Computer Cante—
Pori viow
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e e A \¢Comare

Puc 1.3 Cxema po6otu "Videoplace"

VY 1980 pomi nocminHUK y ramy3i oduucioBasibHOi ¢dotorpadii CtiB Manu

MIPEICTaBUB CBITOBI HOCUMI 0O0UYMCITIOBAIIbHI PUCTPOI.
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Puc 1.4 CriB ManH Ta oro nepeHoCHUI KOMIT IOTEP

Toni, 3BiCHO, 1€ HE ICHYBaJIM TEPMiHU "BipTyalibHA PEAsIbHICTD" UM "TONTOBHEHA
peanbHicTh". TepmiH "BipTyanbHa peanbHicTh" OyB Buraganuii Jxaponom Jleitnepom
y 1989 pori, a ¢pasy "nmonoBHeHa peanbHicTh" Brepie BxuB Tomac Kogemnn 3 Boeing
y 1990 pori.

HatiimoBipHime, mepmia IiHCHO TMpaIioyda CHCTeMa JTOMOBHEHOT pealbHOCTI
Oyna pospobnena Jlyicom Pozenbeprom y 1992 pomi B JlaGoparopii mociiiKeHb
Apmctponra Tlositpstaux cun CIIA. s cucrema HasuBanacs "Virtual Fixtures" i
Oyna HaI3BUYANHO CKIAQAHOK POOOTOTEXHIYHOK CHCTEMOIO, CTBOPEHOI IS
KOMIIEHCallli BiJICYTHOCTI MOTY>KHOCTI BUCOKOIIBUIKICHOI 00poOku 3D-rpadiku Ha
novyatky 90-x pokiB. Bona g03Boisiia mokasyBaTH BaxJIUBY 1H(MOpMaILi0 HaL

POOOYMM CEPEIOBUIIICM IS ITiABUIIICHHS TPOAYKTUBHOCTI JIFOIUHH. [2]
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Louis Rosenberg, 1992
(developing early AR)

Puc 1.5 Jlyic Pozen6epr B cuctemi "Virtual Fixtures"

B 1997 Ponansa A3zyma chopmyBaB BuzHaueHHs1 AR-texHouorii[3] six Taky, mo
MOBUHHA BIJIMIOBIIATH TPbOM OCHOBHUM BUMOTaM:
— 00'enHyBaTH BIpTyaJlbHUMN Ta pealbHUN KOHTCHT;
— OyTH IHTEPAKTUBHOIO B pEabHOMY 4Yaci;

— MAaTH PEECTPAIIII0 B TPUBUMIPHOMY MPOCTOPI.
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real object virtual augmented
3d object reality

Puc 1.6 CknanoBi ayryMeHTOBaHO1 peaJIbHOCTI

JIoTOBHEHA peabHICTh MPOUIILIA BpaXKar0UHil IIIAX B1J CKPOMHUX MPOTOTHITIB
10 Ha3BUYANHO TOMIMPEHOT TEXHOIOTI], KO BOHA € CHOTOAHI. [i BIIMB Ha pi3Hi
ramy3i CyCHmiJIbCTBa HAA3BUYANHO 3HAUYNIMH, a 3acTocyBaHHS AR mpomoBxkyrTh
PO3IINUPIOBATHUCS, TIEPEHOCSYM HAC B HOBUH €Tall TEXHOJOTTYHOTO PO3BHUTKY.

OnuH 13 OYEBUIAHUX NPOSABIB YCIHINIHOTO BIpoBaKeHHS AR - BipTyanbHi
BITPMHU Ta Bi3yali3aTopu B I1HTEpHET-Mara3uHax. KopucTyBaul Temep MOXKYTb
BUIMIPOOOBYBAaTH BHPOOM UM TEPETsSAaTH TOBApH MEpe] MOKYNKOI0, OTPUMYIOUU
BiIMiHHE CIIOKMBYE BPAKEHHS Ta MOKPAIIYIOYH SKICTh OHJNaWH-IOMNiHTY. Lle muime
OJIVH 13 MPUKJIAJIIB TOTO, IK AR 3MiHIOE CIIOCIO, SIKUM MU CIIPUITMAEMO Ta B3aEMOIEMO
3 BIpTyaJbHUM CBITOM.

3acrocyBaHHs AR TakoX BHUSBHIOCS HAI3BUYAHO KOPHCHUM Y MEIUYHIN
cthepi. Texnomorii, Taki sk AccuVein, 703BOJISIOTh MEIMIHUM ITpaIliBHUKAM IIBHJIKO
Ta TOYHO JIOKaNi3yBaTH BEHU MAlll€EHTa, L0 MOJIErIIye MPOBEACHHS MPOLELyp Ta
3MEHIILy€ CTpec AJis nanieHTiB. Taki iHHOBaLIi CIPUSAIOTH MOKPAIIEHHIO €()eKTUBHOCTI
MEAMYHUX MOCIYT Ta PATYBAaHHIO Yacy.

3pOCTaHHSAM MOKJIMBOCTEH JOMOBHEHOI pPEAJIbHOCTI BIJIKPUBAIOTHCS HOBI
NEPCHEKTUBH, SIKI IEPEBEPILYIOTh OUIKYBaHHS MOHEPIB i€l TeXHOJIOT11. Bia ocBiTH Ta

TpEeHyBaHb JI0 po3Bar Ta BUpoOHUIITBa, AR 1HTErpy€eThCs B Hallle TTOBCSKICHHE )KHUTTS,
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MEPETBOPIOIOYM HOTO Ta HA/NAI04YM HaM MOXJIMBICTH Oa4UTH CBIT HaBKOJO cebe 3

abCOJIIOTHO HOBOI MEPCIEKTUBH.

Wearable AR,
: Mobile Or=liacdng, Web based
First AR Computer Vision based AR
c . based AR J [— Tracking, | i
Xperience Systems AR Toolkit Libraries,
gl workedon || Handheld A5 Systes
System Dispiay AR over Mobilel
Technelogies Collaborative AR‘
Head Mounted Applications AR Industr
PP
Display of AR Reshaped
Used Specifically X-rays, ARCore Google
in Aeroplane Face-to-face Collaboration, AR Toolkit for i0S
Cockpits Image Guided Surgery, Google Glass
Health Applications AR for Tourism

Collaborative AR

Puc 1.7 Etanu po3sutky AR TexHOJOTI1

1.2. Orasa npuHIUMIB Ta TexHoJoriil B3aemogii 3 Artificial Reality

TexHomoTii BiICTE)KEHHS TPAIOTh BAXKIUBY POJIb Y BIPOBAKCHH] PO3MIMPEHOT
peasbHOCTI, 3a0e3Meuyroyr KOPUCTyBauyaM MOJKJIMBICTh B3a€MOJIi 3 BIpTyalbHHUM
CEepEeJOBUIIIEM Ta OTOYYHYMM CBITOM. IMIUIeMEeHTaIlsi KOHKPETHUX TEXHOJIOT1H
BIJICTEKEHHS 3aJIEKUTh BiJ pi3HUX (PAKTOPIB, TAKUX SIK TUIl CEPEIOBUIIA, BUJ JAHUX,
SIK1 HEO0OX1THO BIICTEKYBaTH, Ta (JiHAHCOBI MOYKJIMBOCTI.

OnHi€0 3 KIIOYOBHUX BJIACTUBOCTEM TEXHOJIOTIM BIJCTEKEHHS € 1X 3IaTHICTH
3a0e3nedyBaTd BIOUYTTA pyXy BIpTyaJdbHOro oo0'ekta abo KOpHUCTyBada Yy
po3IIMpeHoMy cepefoBuii. lle poOuUTh MOXKJIMBUM TMEpPEMINICHHS BIPTYaJlbHOI
PEAbHOCTI Ta PO3IMIUPEHOTO CEPEIOBHUINA, CTBOPIOIOYHM BpPaXEHHS MPUCYTHOCTI Ta
IMMepcii.

BaxnuBuMm acnexktoM € TpaBWIBHUN BHOIp 1 BCTAaHOBJICHHS CHUCTEMU
BijicTexeHHs. Lle Moxe BKIouaTH B cebe BUKOPUCTAHHS JATYMKIB PYyXy, Kamep,
Ja3epiB UM IHIIUX TEXHOJIOT1H JUIsl TOYHOIO BU3HAYEHHS IMOJI0KEHHS Ta pyXiB 00'€KTIB

Yy KOopucTyBauiB. HalOub epekTUBHUM BUOIP TEXHOJIOTIT 3a7I€KUTh B1Jl KOHTEKCTY
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BUKOPHMCTAHHS, TAKOTO SK BIPTyaJbHI IrpH, HABUAHHS, MEIUIIMHCHKI JIOJATKH YH
IIPOMHUCIIOBI 3aCTOCYBAHHS.

Posrnsan Ta MOPIBHSIHHS OCHOBHUX THIIIB TEXHOJOTIA BIJICTEKEHHS, iXHIX
NIPU3HAYCHB, IIEPEBAr Ta HEAOJIKIB € BAKJIUBUM €TaIllOM B PO3yMIHHI, SIK1 CaM€ aCIIEKTH
Oyau BpaxoBaHI NpH IMIUIEMEHTAllll KOHKPETHHX TEXHOJOTIM Yy KOHKPETHHX
po3poOkax. Takuii aHami3 momomarae oOpaTH ONTUMAJbHI PIIICHHS, BPaXOBYHOUH

KOHerTHi HOTp€6I/I Ta 0OMEKEHHS KOKHOT'O BHUITAIKY BUKOPHUCTAHHA.

. Marke: ]
’T/Iarker—less T based

Computer Fiducial

Sensor-based Vision-based Markers Tag-based
| [ ] - [ — |
— Magnetic e e e Direct Indirect
based
— Acoustic —‘Edge—based —!VisuaISLAM - RFID
— Inertial = L sfm | Barcode
based
“—  Hybrid J' Optical
Depth
Imaging

Puc 1.8 Kareropusariisi TeXHOJIOT1H BIICTS)KECHHS

TexHoJIoriss MarHiTHOTO BIJICTEKEHHS: 111 TEXHOJIOTIS BKIIIOYA€E B ceOe JHKepero
BIJICTeXKEHHSI Ta JiBA CCHCOPHW: OJMH JUIS TOJOBHM Ta IHIIWK i pyku. JDxeperno
BIJICTEKEHHS CTBOPIOE €JIEKTPOMArHiTHE M0JIe, B IKOMY po3TaiioBaHi ceHcopu. [loTim
KOMITIOTEpP PO3PaxOBY€E OPIEHTAIlIIO Ta TOJOXKEHHS CEHCOPIB Ha OCHOBI 3aTyXaHHS
curHaiy y noii. lle Hajmae MOXIUBICTH MOBHOTO Jiana3oHy pyxiB y 360 rpanaycis,
TOOTO JT03BOJISIE HAM JIMBUTHUCS Ta PyXaTHUCS Y BCIX TPhOX OCSIX opAuHAT.[4]

OnHi€ero 3 OCHOBHUX MPOOJIEM MarHiTHOTO BIJICTEKEHHS € 00OMEXEHUH J1arma3oH

posmizHaBaHHsA. Opi€HTaIlll0 Ta TMOJIOXKEHHS MOXHA BU3HAYMTH, HAJAIITOBYIOUYHU
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npuiiMad BITHOCHO croctepirada. OmHAaK po3AiUIbHA 3/IaTHICTH MAarHiTHOTO TIOJIS
3MEHIIYEThCS 3 YETBEPTOIO CTYICHIO B1JICTaH1, @ CHJIa MATHITHOTO TOJISI 3MEHIIIY€ThCSI
3 KyOoom Biactani. ToMmy MarHiTHi BiACTEKyBadl MalOTb OOMEXEHHH poOouuii 00'eM.
Kpim Toro, marniTHi BiICTe)XYyBadl YyTJIHUBI O OTOUYIOUHUX CEPEOBUINA MArHITHUX
MIOJIIB 1 TUITY BUKOPUCTAHOT'O MarHiTHOTrO Marepiaiy, a TaK0X CXHJIbHI JO BIIXHJICHb
BUMIPIOBaHHS.

He3Baxatouu Ha 111 0OMEXEHHsI, MarHiTHA TEXHOJIOTISl BIJCTEKEHHS aKTUBHO
BUKOPHCTOBYETHCA B PI3HUX Taly3sX, BKIIOYAIOYM OOCIIyTOBYBaHHS, MEIUIIMHY Ta
BUpOOHMIITBO. Y cdepi 0OCTyroByBaHHS BOHAa MOXE 3a0e€3MMeuyBaTH TOYHE
BIJICTEKEHHS pyXiB KOPHCTYBaua, a B MEJUIIMHI BUKOPUCTOBYETHCS JUIsl HABITallll Ta
B3a€MO/I1i 3 BIPTyaJbHUMU 00'€KTaMU MiJ Yyac XipypriyHux BTpy4yaHb. Y BUPOOHUUTBI
I TEXHOJIOTIS MOYKE TMOJIMIIIUTH TOYHICTh Ta €(EeKTUBHICTh POOOTH ONEPaTOPIB I

yac BUKOHAHHS 3aBJaHb y BIpTyaJlbHOMY CE€PEIOBHILIL.

“~e-_ . Sensor 2
',\Q__'A:,Z\‘

Magnetic
Source

Puc 1.9 Cxema poOOTH MarHiTHOTO CTE€KEHHS

Biacre:xxeHHs 3a  JOMOMOIOI0  1HEPIIMHUX  CEHCOPIB:  MAarHiTOMETPH,
aKceJIepOMETpU Ta TIPOCKOIU € MPUKIAJaMU 1HEPLUIMHUX BHUMIPIOBaJIbHUX OJIOKIB
(IBB), siki BUKOPUCTOBYIOTHCS B IHEPIIIHHOMY BIJICTEKCHHI JIJIs1 OI[IHKH IIBUJIKOCTI Ta
opieHTaIli  BIJACTeXKyBaHOro  oO'ekra. IHepuiiiHa  cucTeMa  BIJCTEKEHHS
BUKOPHUCTOBYETHCA JUISI BU3HAUYCHHS TPhOX POTALIWHUX CTYNEHIB CBOOOAM BiIHOCHO
rpasitamii. KpiMm Toro, Mo)Ha BH3HAYUTH TMEpIOJ Yacy OHOBJICHHS TpPEKEpPIiB Ta

IHEpLiiiHy  IIBUAKICTh 32  3MIHOK  IOJIOXKEHHS TpeKepa.
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[TepeBaru iHEpIIMHOTO B1ICTEKEHHS: BOHO HE TOTPEOy€E MPSMOTO BUIUMOCTI Ta
HE Ma€ 0OMeXeHb JalTbHOCTi. BOHO HE CXHITbHE /IO ONTUYHUX, aKyCTHYHUX, MAaTHITHUX
Ta €JIEKTPOMArHiTHUX JpKepen mepemikoa. Kpim Toro, BOHO Mae HE3HAUHHM dYac
3aTPUMKH 1 MOKe OyTH 00po0OIeHE TaK MIBUAKO, SIK 1€ MOTP1OHO.

Henomniku iHepiiiHOro BIACTEKEHHS: BOHO CXUJIbHE 10 Jipeiidy opieHTalli Ta
MOJIO’KEHHS 3 YaCOM, OCHOBHHI BIVIUB Ma€ Ha BUMIPIOBAHHS MTOJIOKEHHSL. [ 5]

peiidp Moxke BUHUKHYTH 4Yepe3 HAKOMUYECHHS MOMUJIOK BHUMIPIOBaHb, IO
NPU3BOJUTH O HETOYHOCTEH y BU3HAYEHHI MOJOKEHHS 00'ekTa B mpoctopi. s
KOMITIEHcallii 1bOTO e(eKTy, 1HEPIliHI CHUCTEMH MOXYTh BHUKOPHUCTOBYBATH I1HIII
TEXHOJIOT1i BIJICTEKEHHA a00 METOAM KOPEeKUii JaHUX JUIsl MOKpAaIIeHHS TOYHOCTI

pe3yNbTaTiB.

Ycynepeu iuM 0OMEKEHHSIM, 1HEPLIMHE BIICTEKEHHS 3/IUIIAETHCS BaKIIUBUM
1HCTPYMEHTOM B 0aratbox 3aCTOCYHKaX, TAKHUX SIK BIpTyajbHa PEaJbHICTD,
aepPOKOCMIYHA 1HTyCTpisl, CIIOPT, Ta 1HIII, JIe TOYHICTh Ta MBUAKICTh PEaKIlii MalOTh
BEJIMKE 3HAUYCHHS

Bi3iiiHe BiaCTE)KEHHS BU3HAYAETHCS IK METOJ BIJICTESIKEHHS, 1[0 BCTAHOBIIIOE
MIOJIOXKEHHS KaMepH 3a JOTIOMOT0I0 ONITUYHUX ceHcopiB. Llew miaxia crae Bce OLIBII
NOMYJISIPHUM Yy c(pepi pO3LIMPEHOT PeaIbHOCTI, 3aB/ISIKM TTOKPAIIeHIH
00YHNCITIOBANTbHIN MTOTY>KHOCTI CIIOKUBYMX MPHUCTPOIB Ta 3arajibHii MOMUPEHOCTI
MOOUTBHUX TIPHUCTPOIB, TAKUX SK IJIAHIIETH Ta CMApTHOHH, 5K pOOIATH iX
JOCTYIHIIIMMU ISl BOPOBAJKEHHS TexHoJor1id AR.

OcHoBHa mepeBara BI3IHOTO BIJCTEKEHHS TMOJSITa€ y 3JaTHOCTI TOYHO
BU3HAYATH TIOJIOKEHHST KaMepH Ta BiJICTeXKYBaTH pyX 00'€KTiB y peasibHOMY Haci. Lle
BAXJIMBO JUIsl CTBOPEHHS 1MMEPCHUBHOro AR-10CBily, OCKUIBKM CHCTEMa MOXKE
pearyBati Ha pyXd KOpUCTyBaya a00 oTouyroumx 00'ekTiB. KpiM TOro, po3BUTOK
ONTUYHUX CEHCOPIB Ta aJITOPUTMIB OOpPOOKH 300pakeHb JO3BOJISIE TMOKPAIIUTH

TOYHICTH Ta CTAOUILHICTH BI31IMHOTO BIACTEKEHHS.

OCHOBHMMM HEIOJIKOMAaMM BI3IHHOTO BIJCTEKEHHSI € 3HHXEHA YITKICTh

BIZICTEXKEHHSA U1 OJIM3bKHX OO'€KTIB 1 3aJIeKHICTh Bl OOMEXEHL TEXHIYHUX
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XapaKTEPUCTHUK MPUCTPOIO KOPUCTYBAYA, TAKUX SIK SKICTh KaMepu Ta 00UMCITIOBAIbHA
HNOTYXHICTb.

BiacrexxeHHsS TPUBUMIPHOT CTPYKTYPH: IS BU3HAYCHHS TPUBUMIPHUX TOYOK Y
CIICHI MOXXYTh BUKOPHUCTOBYBATHCS Pi3HI THIHU ceHcOopiB. HalbuIbI momuypeHuMu €
CTPYKTypOBaHE CBITJIO a00 MPHHIHUIT Yacy moiboTy.[6] L{i TexHoIOrii mpaloTh Ha
NPUHITUII aHaMI3y TIUOWHHU. Y 1bOMY BUNAAKY TTUOMHHA 1HGOpMAIIisS PO peabHe

OTOYCHH: BUTATAECTHCA 3a JOIIOMOI'OXO pOSMiTKI/I Ta Bi,IICTG)KGHHSI.

e

Cameras

3D Structure

Puc 1.10 Cxema po0GOTH BiACTEKEHHSI TPUBUMIPHOI CTPYKTYPH

Po3BUTOK KOMEPITIHUX CEHCOPIB 3/JaTHUX JI0 BUKOHAHHS BUMIPIOBAHb TJTMOMHU
JTO3BOJISIE JIETTIIE 1 JOCTYMHIIIE BIIPOBAKEHHSI TEXHOJIOT1M BIJICTEKEHHS TPUBUMIPHOT
CTPYKTYPH B CY9aCHHX CHCTEMax PO3IIMPEHOI peanbHOCTI. Lle 103BoIsie CTBOprOBaTH
OlnIbII peanicTuyHi Ta TouHl AR-10CBIN A1 KOpUCTYBaiB.

[ndpauepBoHe BiACTEKEHHS: 00'€KTH, SIKI BUIPOMIHIOIOTH a00 BiJIOMBAIOTh
CBITJIO, € OAHUMH 3 HAWPAHINIUX METOJIB BIJCTE)KEHHS, SIKI BUKOPUCTOBYIOTHCS B
TEXHOJIOTIAIX PO3IIMPEHOI peanbHOCTi. IX BHMCOKA ACKPaBICTh MHOPIBHAHO 3
HAaBKOJIMIIHIM  CEpelOBHUINEM poOuTh e ayxe mnpoctuM.[7] CamocTiiiHO
BUIPOMIHIOIOY] MIIIEHI TakKoXX Oynau OaiayKi 0 HaBKOJMIIHBOTO CEPEJIOBHIIA,
HaIpUKJIaJ, TiHI @00 MoraHoro ocBiTiaeHHs. Kpim Toro, 111 MilieHi MOXyTh OyTH abo

3aKpiIUICH] Ha BIACTEXKYBaHOMY OO'€KTI Ta Kamepi 330BHI O00'€kTa 1 BijoMi SIK
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"30BHIMHIN morsia". AGo 1me Moxke OyTu "BHYTpIIHIM mOrIsia", 30BHINIHIA Y
CEpellOBHUILIl 3 KaMepow, MPUKPIIUIEHOK 10 MiuleHl. BHyTpimHs koHQIryparis,
MOPIBHSHO 13 30BHINIHBOIK CHUCTEMOIO, MA€ OUTBITY PO3AUIbHY 3[aTHICTh Ta BHUIILY
TOYHICTh KyTOBOi1 opieHTaIlli. BHyTpimHs KoH}Iryparlis BUKOPHUCTOBYETHCS IIPHU
po3po0Ill  KUIBKOX CHUCTEM, 3a3BU4Yall 3 1H(QpauyepBOHUMH  CBITJIOIOAAMH,

PO3MIIIIEHUMH Ha CTEJ, Ta TAPHITYPOIO 3 KAMEPOIO, 10 TUBUTHCS 330BHI.

&
‘ P
H-J-r

IR source,+” . s

Q- 'F"
L_{"‘“\__ Sensor

Puc 1.11 Cxema po6oTH iHPpauepBOHOTO BIICTEKEHHS

BincrexxeHHs Ha OCHOBI MOJIENi: paHillie BIICTEKEHHS TPUBUMIPHOI MOJENi
00'eKTa 3a3BUYall CTBOPIOBAIOCS BPYUHY. Y L1i cUCTEMI, 111 BUIYUYEHHS CTPYKTYPHOI
iH(MOpMaIlii 3 ClIeHH BUKOPUCTOBYBAIUCS KparoBi PLIBTPH, K1 pO3MTi3HABATIN KOHTYPH
00'exTiB.[8] st Bu3HaueHHs no3ullii 00'eKTiB MOpiBHIOBajIacs 1iHpopMallis Mpo Kpai
Ta TeOMETPUYHI TpuMiITUBH. Llel miaxia 103BOJISIB JOCITTH CTAOUIBHOTO BiJICTEKEHHS
00'eKTIB HaBITh Y BIAKPUTHX CEPEIOBHINAX, € MOKE OyTH 3HAaYyHA PI3HOMAHITHICTh
00'eKTIB Ta QOHIB.

OnHak, 13 3pOCTaHHSIM CKJIQJHOCTI CLIEH Ta BUMOT JO TOYHOCTI BIJICTEKEHHSI,
3'IBUJIaCsl HEOOX1AHICTh PO3POOKH OLIBII BAOCKOHAJICHUX AJTOPUTMIB CTEKEHHS Ta
OUIbII CKJIAQTHUX Mojenell 00'exkTiB. BUKOpHUCTaHHS TEXHOJOTIM MAaIIUHHOIO

HABYaHHS, KOMIT'FOTEPHOTO 30pY Ta TIMOOKOTO HaBYAHHS JI03BOJISIE aBTOMATU3yBaTU
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IpoIleC CTBOPEHHS Ta BUKOPUCTAHHS TPUBUMIPHUX MOENeH sl €PEeKTUBHOTO
BIJICTE)KEHHS 00'€KTIB Y peajbHOMY 4Yaci.

[TomiOGHMIt miaXia JO3BOSIE TOCATTH CTAOUIBHOTO BIACTEXKECHHS 00’ €KTIB HABITh
y BIAKPUTHUX cepenoBHIIax. MiHycaMd € HEOOXIHICTh PO3POOKH aJrOpUTMIB
CTEXEHHSI Ta MoJieJiel 00’ €KTIB.

GPS-BigcTekeHHs: 11 TEXHOJIOTIS BIJHOCHUTBCS JIO TIO3UINIOHYBaHHS 3a
nonomororo  texHojyorii  GPS  (rmobGanmbHa cucTeMa  TMO3MINIOHYBaHHS), IO
BUKOPUCTOBYE CYIMYTHHUKOBI CHTHAJIM JUIsl BH3HAYCHHS TOYHOI mo3uIlii 00'ekTa Ha
MOBEPXHI 3eMITi.

Ha crorognimuiii nenp Tounicth GPS-cuctem moxe csratu 10 3 MeTpiB, ajue
3aBJSIKA TMPOTPECYy B CYNMYTHUKOBUX TEXHOJOTISIX 1 PI3HUX PO3POOKAX, MOKIIMBE
nokpaieHHs 1iei TouHocti. OJUH 13 BaplaHTIB TMOKPAIEHHS - 116 BUKOPHUCTAHHS
peanbHOro KineMatuyHoro metony (RTS), skuit 6a3yerbest Ha HeCcy4iil XBUJII CUTHAITY
GPS. Moro ocHoBHa repeBara IoJjsirae B ToMy, 10 BiH MOJKE ITIIBUIITUTH TOYHICTD J0
pIBHSI CaHTHMETpPIB, 10 POOUTH KWOTrO OCOOJMBO KOPHUCHUM y BHUMIpPAX BEIHMKOI
TOYHOCTI.

GPS-BiacTexxeHHs IIUPOKO BUKOPUCTOBYETHCS B PIZHUX 00JIACTSIX, BKIIOYAIOYN
BIHCHKOBI 3aCTOCYBaHHsI, iIrpoBY iHAYCTpito[9] Ta momaTku isi IPOBEACHHS EKCKYPCiid
y IOMOBHEHIN peanbHOCTI. OHAK, Yepe3 0OMEeXEeHY TOYHICTh BiJICTEKCHHS TO3HIIII,
HOT0 BUKOPUCTOBYIOTH Y T1IOpUIHUX CUCTEMAaX BIJCTEKEHHs a00 B TUX BHUIAJKAX, /€
BAXJIMBA HE camMa TOYHA PEECTpallisl MO3UIii, ajie 3arajibHe MOJIOKEHHS O00'€KTIB y

IPOCTOPI.
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Puc 1.12 Cxema po6otu GPS-BiacTexxeHHs

I'iOpuaHEe BIACTEXKEHHS € IepeIOBUM HANPSIMKOM B PO3pOOIl CHCTEM
MO3UIIOHYBaHHS, MPU3HAYCHHUX JIJIS JTOCATHEHHS BU3HAYCHUX IIUICH, SKI BKIIOYAIOThH
B ceOe TMOKpameHHs TOYHOCTi, YCYHCHHS BaJ, 110 BUHUKAIOTh Y BUKOPUCTAHHI
OKpEeMHX CHCTEM, a TaKOX HaJaHHS OUIBIIOI CBOOOMM pyXy Ta OTJSLy s
KopuctyBauiB. OJHUM 13 MPUKIAAIB TIOPUIAHOTO BiJACTEKEHHs € moeaHanHs GPS i
BI31HOTO BIJCTEXKEHHS, IO J03BOJISIE KOMIICHCYBATH HETOYHOCTI MO3HIIIOHYBAaHHSI,
xapaktepHi aist GPS.

['onoBHOIO mepeBaroro riOPUIHOTO MIJIXOAY € MOXJIHUBICTh 3HM)KEHHS BILTUBY
cmabKoCTe OKpEeMHX TEXHOJIOT1H Ta MOKPAIIEHHS TOYHOCTI BUSHAYEHHS TTOJI0KCHHS.
Hampuknan, tam, ne GPS mMoxe OyTu Bpa3iuBHM 10 NEPEIIKol a00 MaTh OOMEKEHY
TOYHICTb, BI31MHE BIJCTEXKEHHS MOXKE 3a0€3MEUUTH JI0JATKOBY 1H(OpMAIlito s
yTOYHEHHS Miclls po3tamyBanHs 00'exTiB[10]. Takuii miaxia 0cOOTUBO KOPUCHHH Y
CUTYyaIlisX, JIe BAXKJIMBA BEJIMKA TOYHICTh IMO3HMIIITHOTO BU3HAYCHHS.

3BicHO, TIOpUAHE BIICTEKEHHS TAKOX Mae CBOi BUKIMKA. Hampukian, motpeba
B IHTerpallii Ta CHHXPOHI3aIii JAEKIJIbKOX TEXHOJIOTIA B OJHINA CHUCTEMI MOXE OyTH
TpyaomicTkoro. OIHaK, HE 3BaKar04M Ha 11 TPYAHOUI1, T1OpUIHI CUCTEMU BIACTEKEHHSI
BXKE€ CHOT'O/IHI BUKOPUCTOBYIOTHCS B PI3HHX Tally35X, HAJIAI0YH KOPUCTyBaYaM HaJliiH1

Ta TOYHI1 JaH1 PO MOJI0KEHHS B peaJIbHOMY Yacl.
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Fiducial Tracking, abo BigcTexeHHs ¢igyirianiB, BA3HAYAETHCS BUKOPUCTAHHIM
HITYYHUX OPIEHTHUPIB, BIIOMUX SIK (pimyuianu, siki BOYIOBYIOTbCS B CEPEIOBUILE IS
MOKpAIlEHHsSI MPOIECYy BIACTEXKEHHA Ta peectpauii 00'exTiB. CKIAIHICTD
BUKOPHUCTaHHA (P1AyIIianiB 3aJICKHUTh BiJl KOHKPETHOT TEXHOJIOT1T Ta 3aCTOCYBaHHS.

VY pannix cuctemax ¢igyuialid MOXYTh OyTH peani3oBaHl y BUIJISIl apKyIIiB
nanepy abo HEBENMKHX KOJhOPOBMX CBITJIOMIOMIB. IX BHABIEHHS BinOyBanocs 3a
JIOTIOMOTOI0  BIJIMOBITHOCTI KOJBOPIB a00 IHIIMX XapaKTEPHUCTHK, 1 I (igyIiaiu
J0JIaBAJIACH JI0 OTOYYIOUOI'0 cepeoBHIIA. KO cucTeMI B1IOMI MO3ULIT (iayIlialiB,
Ta X JIOCTAaTHBO JIJIsl BUSBIICHHS HA CIICH1, MOYXHA BU3HAYUTHU TOJIOKEHHS Kamepu ado
HIIIOTO CIIoCcTepiraya.

BaxnBoro XapakTepucTUKOw (iayIiadbHOTO BIJACTEXKEHHS € MOXJIUBICTh
JUHAMIYHOTO PO3MIMPEHHS POOOYOro MpoCTOpy. 3HAKOYM IMO3UII0 OJAHOTO abo
KUIBbKOX (imyiianiB, MOXXHa J0AaBaTh HOBI (iayliaid, PO3MIMPIOIOYA 00JIACTh
BIJICTOKCHHS. 3  PO3BUTKOM Ili€i  KOHIGMINI BHHHKAIW OLIBII  CKJIAJIHI

(GYHKIIOHATBHOCTI, TaKl sIK 0araTopsiAKOBE pO3Mi3HABAHHS (iAyIialiB Ha BEITUKHX

BIJICTaHIX.
\
Camera
E:j --------- @ P g ‘_:;_3%' QI
‘ — - - 3
' = »
@ 4" »
arks ? = h“ @ Fiducial
/ Marker ralicat

Puc 1.13 Cxema po6otu pigymiiiHOTO BiACTEKEHHS

JIns BU3HAYCHHS TOYHOTO TIOJIOKEHHS CIIOCTepiraya 3a JomoMorow ¢iayIiaiis,

HEOOX1THO MaTu 1H(POPMALIiI0 PO MIHIMYM YOTUPHU TOYKHU 3 BIJOMOIO no3uiieto. Le
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MO>KE BKJIIOUATH B ce0e Mmo3HaueHHs a00 po3MilneHHs ¢iayiianiB, siKi B)Ke BU3HAYCHI

B ripoctopi.[11]

1.3. Ilpomuec BiacrexenHnsi 06’ekty B AR

Ska 6 TexHOJIOTis BIJACTEKEHHS HEe Oyna oOpaHa B OCHOBY CHCTEMH JIOJIaHOI
peaTbHOCTI OCHOBHI eTanu ii poOOTH 3aBXKIU 1IEHTUYHI 1 MOXKYTh OyTH 3BEIEHI 10
MYHKTIB, IO OMUCAH1 HUXKYE.

Bussnenns o6'extiB. [TouatkoBuii eTam BiACTeXEHHS 00'€KTiB, Ha sitkomy AR-
CHUCTEeMa AaKTUBHO pO3MI3HA€ Ta JIOKali3ye NPEeIMETH IHTEpeCY B peallbHOMY
cepelloBUIIll KopucTyBauya. lle Moke OyTH [JOCSATHYTO pI3HUMH METOJIaMH, B
3aNeKHOCTI BiJi TEXHOJOTIi, BUKOPUCTOBYBaHOI B cucTeMi. Hampukian, e Moxe
BKJIIOYaTH B ceO€ BHUKOPUCTaHHS BI3IWHOTO BIJICTEKEHHS, CEHCOPIB pYXY,
iH(pauepBoHOTO BijcTex)eHHs a00 GPS.[12]

PosniznaBanns 00'exTiB. [licis BusBneHHs 00'exTiB AR-cucTeMa rmopiBHIoE ix 3
0a3010 aHWX B1IOMHUX O0'€KTIB JJisi IXHBOT'O PO3Mi3HABAHHS Ta KaTeropu3arii. J{ms
OTO BUKOPHCTOBYIOTHCSI TEXHIKM PO3MI3HABAHHS OO'€KTIB, TaKl K MOPIBHSAHHS
300pakeHb, BUTSATYBAaHHS O3HAK ab0 HaBuaHHs MamuH. Llei eran qo3Bossie cucremi
1meHTu(iKyBaTH peajibHi O00'€KTHM Ta B3aEMOJISATH 3 HHUMH, TMOB'S3YHOYM iX 3

BIpTyasbHOIO iH(OpMartiero.[13]

bottle: 53%

Fpers on: 65%

Puc 1.14 [puxnan po3nizHaBaHHs 00’ €KTa
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BigcrexxeHHs 00'€ekTIB Ta BU3HAYEHHS IIOJIOKEHHS. IAIK TLIBKHM 00'€KTH
posnizHaHi, AR-crucTreMa Hajlae MOXJIMBICTD B1ICTE€KYBATH iXH1 PyXU Ta BA3HAYAE IXHE
MOJIOKeHHs (MO3MINII0 Ta Opi€HTalio) B pealbHoMy daci. Lle mocsraetbcs 3a
JOTIOMOT'OI0 TMOCTIMHOTO aHalli3y JaHUX BiJ PI3HUX JATYMKIB, TaKUX SIK KaMepw,
TIPOCKOINM, Ta aKCeJIECpPOMETPH, IO JI03BOJISIE OHOBIIOBATH 1H(POPMAIIO PO
MOJIOKEHHSI Ta OPIEHTAII0 BIPTYalbHOTO KOHTEHTY MO0  BIJCTEKYBaHHUX

00'exTiB.[14]

Puc 1.15 Ilpuknan Bu3BHaYEHHS TOJIOKEHHS JIFOUHU

[TpuB’si3ka BipTyanbHOTO KOHTEHTY. [1icist TOro sk 00'€KTH BiICTEKYIOTHCS Ta
iXHS MO3UIIS OLIHIOEThCS, AR-cucTema npus'sa3ye BIpTyalbHU KOHTEHT J10 (P13UMYHUX
o0'exTiB. lle mependadae BUPIBHIOBAHHS BIPTyaJIbHUX €JIEMEHTIB 3 BiJICTEKYBAHUMU
o0'ekTaMu B pPEaJbHOMY Yacl Tak, 100 BOHM 3/1aBAJUCS YAaCTUHOIO PEaJIbHOIO
OTOYEHHS Ta B3a€EMOJISUIM 3 HUM 0e3 mpooisieM. [0 BipTyaJlbHOrO KOHTEHTY MOKHA
Bioyatu 3D-mopneni, dotorpadii, Bigeo Ta iHIm UU@POBI MaTepiaid, SIKi

MOKPAIIYIOTh BPAXKCHHSI KOPUCTYBa4a BiJl HABKOJIMIITHKOTO cepenoBuiia.[15]
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Puc 1.16 Ilpuknan npus’s3ku 00’ €KTa

Po6ora 3 okiro3iero. Okito3is1, a00 BMiHHS CUCTEMH MPALIOBATH 3 IEPEKPUTTIM
00'€KTIB, € BaXIMBOIO CcKiIagoBolo AR-texmomorii. AR-cucrema mnoBHHHA
3a0€3MEeUNUTH BIPTyaIbHUN KOHTEHT TaKUM YHMHOM, 1100 BPaxOBYBAaTH OKIIO31I0 MiXK
pealbHUMHM Ta BIPTyaJlbHUMH 00'ekTamu. Hampukian, Koiaum BIpTyaldbHUN OO0'€KT
pO3TaIIOBaHMI 32 peaIbHUM 00'€KTOM, CUCTeMa Ma€ 3a0e3MeUnTH, 10 BIpTyaIbHHMA
00'ekT Oyne BiAOOpaKEHO SIK MEPEKPUTUN OIUKYIUM 00'€KTOM, CTBOPIOKOYH OUIBII

pEeaNiCTHYHUN Ta 3aXOTUTIOIOYUH JOCBI BUKOPHUCTAHHS crucTeMu[16]
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Puc 1.17 TlopiBHsiHHS KaJipy 0€3 Ta 3 OKIIIO31€10

1.4 BUCHOBKH 3 epLIOTo PoO3aiily
B nepmomy po3nisii MHOIO OYyJIO pO3TJISIHYTa 1CTOPist Ta MOTOYHUHN CTaH cepu
Artificial Reality, ii ocHOBHI XapaKTepHUCTHKH Ta BHMOTH. TakoX MHOIO OyiH
IIPOaHaJi30BaHl ICHYIOUl TEXHOJOTli Ta MpuHIMNU B3aemonli 3 AR, omucani ix
nepeBarn Ta Henomiku. g mopanbmoi pobotu OyayTh BHKOPHUCTOBYBATHCH
GbixyniiHUN Ta BI31HHI MAXOIU SK TakKi, 0 € HAHOIIBII JOCTYITHUMHU Ta 3pYYHUMH
JUTSI CyMICHOTO BUKOPUCTAHHS, aJ[’KEe caMe 3aBJSKH [IbOMY TaHJIEMY 5 3MOXKY OTpUMAaTH

HaAOUTBII ONTUMANIBHUN PE3yIbTaT B paMKax MOTOYHOI KBami(ikaiiHoi poOoTH.
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PO3JILI 2.
OINUC METO/IIB BUPILIIIEHHS 3AIAUI

2.1. Onuc maTemMaTHYHUX MeTOAiB B cuctemax Augmented Reality

Cucremu nomoBHeHOi peaidbHOCTI (AR) BUKOPHUCTOBYIOTH pI3HOMAaHITHI
MaTeMaTU9HI METOJM JUIS JIOCATHCHHS TOYHOCTI Ta €(EKTUBHOCTI y BHSBIICHHI,
BIJICTE)KCHHI1 Ta B3a€MOJ11 00'€KTIB Y peaabHOMY Yaci. Och JesKi 3 HUX:

I'eomerpuuni Meroau: BxiouyaroTh TeOMETpUYHI OOYMCIEHHS 1A
BU3HAYEHHS BiJACTaHI, KyTa Ta TMo3uIli o00'ekTiB y mnpocropi. Ili meTomm
BUKOPHUCTOBYIOTHCSA /JI1 BU3HAUEHHS BIJICTaHI MK KaMEPOIO Ta 00'€KTOM, a TAKOXK JJIs
PO3paxXyHKy IXHbOI Opi€HTALII].

Komn'torepuuii 3ip: BukopucroBye anroputmMu oOpoOKH 300pa’keHb Ta
KOMIT'FOTEPHOI'0 30pY ISl BUSABJICHHS Ta PO3II3HABAHHA 00'€KTIB y peailbHOMY 4aci.
[le Bkmouae B cebe METOAM BUTATYBAaHHS O3HAK, CITIBCTABICHHS 300pa)Ke€Hb Ta
BU3HAYCHHS KOHTYPiB. OJJHUM 3 TaKMX METOJIB € TPUAHTYJISALIIS.

Tpuanrynduis - e npolec BU3BHaUYE€HHA TOUKH B 3D-npocTopi Ta ii mpoekiii Ha
3a/ani 300pakeHHs. 3D-MoenoBaHHS 3 BiJICO - 11€ TPOLIEC, /1€ 1aHl OTPUMYIOTHCS 3
B1JI€O, MMICJISI YOro Il JaHl MEepPEeTBOPIOIOTHCS B XMapy TOUYOK, SIKE MOAUISETHCS Ha
perionu mepen mpoekiieto. [TocaimoBHICTh 300pakeHb 00'€KTa - 1€ cepist MPOESKIIiit
NMOBEPXHI 11boro 00'ekta B 2D-mpoctip. KoxHe 300pakeHHs 3aJIeKUTh Bl KaMEpH,
pPO3TAIIOBAHOI B TI TOYLI OISy, K4, B CBOIO YEpry, 3aJ€XHUTh BiJ BIAMNOBIAHOI
MaTpuIli Tpoekiii kamepu.[17]

Meron  TpuaHTyJnsUli  MOXHA ~— omMcaTM Yy TepMmiHax  (QyHKIi
x ~ 7(y},¥5, C1, Cs) , ne yl'yl’ i y2'y2’ - 1e OgHOpIiAHI KOOPAUHATH BUSBIECHHX
To4ok Ha 300paxkenHi, a C1C1 1 C2C2 - ne marpuni kamepu. x (3D-Touka) - 1e
OJTHOpIHE MpeAcTaBieHHs oTpuMaHoi 3D-Touku. 3Hak ~ mo3HayYae, mo QyHKIIS TT
MOBUHHA JIMIIIE BUPOOISATH BEKTOP, SIKUM JTOPIBHIOE X 3 TOYHICTIO 10 MHOXEHHS Ha
HEHYJBOBHI CKaJsip, OCKUIBKM B JaHOMY BHIIAJIKy BHUKOPHUCTOBYIOTHCS OJHOPIiMIHI

BEKTOPH.
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®inbTp Kaamana: BukopuctoByeTbcst Il MOKpAIEHHS TOYHOCTI
BIJICTE€KEHHS 00'€KTIB, 0COOIUBO MPHU POOOTI 3 JTAHUMHU CEHCOPIB, AKI MAIOTh IIYM YU
HEMEepIoAuYHl BIAXWICHHs. Matoun wmozenb cucremu, (uibtp Kanmana wmoxe
nependavyaTH, SKUM OyJle CTaH CUCTEMH y HACTYTHUI MOMEHT yacy. Came 11e J03BOJIsIE
GUIBTPY HACTUIBKM €(EeKTHUBHO BUJAJIATH IIYM Ta OLIHIOBATH MapamMeTpH, SIKI He
criocTepiraroTbes (He BUMIPIOIOTECS) Oe3mocepeano.[18]

Oinprp KanMana nakiagae oOMexeHHsT Ha BUKOPUCTOBYBaHI MOJIEJi: BOHU
NOBUHHI OyTH TUCKPETHUMH MOJENSIMHU Y POCTOpi cTaHiB. KpiM TOro, BOHM NMOBHUHHI
OyTtu niHiitHEMH. [{t0 MOmeNns MOXKHA 3pyYHO MPEACTABUTH Y BUTIISAII PI3HUIIEBOTO
MaTPUYHOTO PIBHSIHHSA: ) = Fry_; + Buy + wy

MeToau BipTyanabHoi peajbHOCTi: AR MOXe BUKOPHUCTOBYBAaTH MaTeMaTUYH1
MOJICNI IS CTBOPEHHS BIPTyaJbHHUX OO'€KTIB y pealbHOMY dYaci, BKIouaruu 3D-
MOJEIi, TEKCTYPH, OCBITIICHHS Ta PEHJIEPIHT.

Metoan riuMOMHHOrO HaBYaHHA: BUKOPHUCTOBYIOTH TIMOWHHI HEHpPOHHI
MEpexi Ui aHami3dy TJIMOWHU CIIEHHW Ta BHU3HAYCHHS pO3TallyBaHHS OO'€KTIB Y
TPUBUMIPHOMY MPOCTOPI.

Jyist BUSIBJIEHHST 00'€KTIB MIMPOKO BUKOPUCTOBYETHCS TUI TTMOOKOT HEHPOHHOT
Mepexi, 10 Ha3MBA€ThCS 3ropTkoBOI0 HepoHHO Mepexero (CNN). CNN - 1e
BiJIOMUH aJTOPUTM TJIMOOKOTO HABUAHHS, SIKUH BUKOPHUCTOBYE aITOPUTM 3BOPOTHOTO
MOIIUPEHHSI TTOMWJIOK Y HEHpOMEpexi 3 KOJEKIIE€H HEHpPOHIB, BIOPSIKOBAHUX Y
lepapxiyHMX I1apax. BoHa TakoX Mae TUNOBI XapaKTEPUCTUKH HEHPOHHHUX MEPEK,
Taki sIK KUIbKa 3B'SI3aHUX MK c000i0 mpuxoBaHux mapiB. CNN s BUSBIICHHS
00'€KTIB HAaBYAETHhCS HA BEIMKUX MO3HAYCHUX Ha0Opax MTaHUX Ta apXiTeKTypax
HelpoMepexki, sIKi BUBYAIOTh XapaKTEPUCTUKH O€3MOCEpEeHhO 3 JaHUX 0e3 SIBHOT
imkeHepii o3Hak.[19]

I1i MmaTeMaTH4YH1 METOAM 1 IX KOMOIHAIlIT JOITOMAararTh CUCTEMaM JOITIOBHECHOT
pEaIbHOCTI CTBOPIOBATH PEATICTUYHI Ta IMEPCHBHI B3a€EMOJINHI BpPaXEHHS IS

KOPHUCTYBaviB.
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2.2.  Onuc BUKOPHCTAHOI APXiTEeKTYPH Ta IA0JI0HIB MPOEKTYBAHHS
B sikocTi ocHOBU AJisi pOo3pOOJIEHOTO irpOBOr0 JOAATKY OyJiO B3SITO 1rpOBUI
aeuryr Unity. Cam IBUTYH BHKOPHUCTOBYE 1 IIJIITOBXYE CBOiX KOPUCTYBadiB [0
IMIUIEMEHTAIlli apXiTeKTypHu Ha ocHOBI koMmoHeHTiB (Component-based architecture).
APpXITEKTypa Ha OCHOBI KOMIIOHEHTIB ()OKYCY€TbCSI Ha pO3KIaJaHH] TU3ailHy
Ha OKpeMi (QyHKITIOHAIIbHI 200 JIOT1YHI KOMIIOHEHTH, SIK1 TIPEICTABIISIOTH COOO0 YITKO
BU3HA4YeHI 1HTepdeicu 3B'I3Ky 13 METOoJaMM, MOJISIMU Ta BJIACTUBOCTAMH. BoHa
3a0e3reuye BUIUNA pIBEHb a0CTpaKIlii 1 po3OuBae mpodiieMy Ha miANpoOIeMHU, KOKHA

3 SIKHX ITOB'SI3aHa 3 YaCTMHAMU KOMIIOHEHTIB.

LoyaltyProgram

(L ILoyaltyPragram

Haoliday
IHolidayRes Reservation HotelRes CreditCardBilling
O— Session D— —@—
{l\ IHotelRes 1Billing
ICarRe
|rRes
CarRes &irRes

Puc 2.1 Ilpukinan cucteMu Ha OCHOBI KOMIIOHEHTIB

OCHOBHOIO METOI0 apXITeKTYpd HA OCHOBI KOMIIOHEHTIB € 3a0e3NedYeHHS
MO’KJIMBOCTI TIOBTOPHOI'O BHUKOPUCTAHHS KOMIIOHEHTIB. KOMIIOHEHT 1HKaIICyIto€
(YHKLUIOHANBHICT, Ta TMOBEAIHKY €JIeMEHTa NporpaMHOro 3a0e3leyeHHs B

NEPEBUKOPUCTAHUN Ta aBTOHOMHUU OiHapHHM OJ0K. KOMIMOHEHTHO-OPIEHTOBAHMIA
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JIU3aifH POTPaMHOTO 3a0e3MeUYeHHs] Mae OaraTto mepeBar MopiBHIHO 3 TPATUIIHHUMHA

00'€KTHO-OPIEHTOBAaHUMH MM1AX0JaMHU, TAKUMU SIK:

® 3MeHIIEHHS Yacy BBEJICHHS Ha PHUHOK Ta BUTpPAT Ha PO3pPOOKY 3a paxyHOK
MOBTOPHOTO BUKOPUCTAHHS ICHYIOUMX KOMIIOHEHTIB.

® [[ifBUILIEHHS HAAIMHOCTI 3a PaxXyHOK BHUKOPUCTAHHS ICHYIOUMX KOMIIOHEHTIB Yy
MOBTOPHUX MIPOEKTAX.
[Ilo Take kommoHeHT? KoMIIOHEHT - 1€ MOJIYJbHUM, TEPEHOCHUH,
3aMIHIOBAHMM Ta TIOBTOPHO BHUKOPUCTOBYBAaHUN Hallp YITKO BHU3HAYEHOI
(GYHKIIOHATBHOCTI, SKUH I1HKAICYJIOE CBOIO peaji3ailifd Ta BHKOPUCTOBYE i SK
1HTEpQEeiic BUIIOTO PIBHSL.
KoMmnoHeHT - 1ie nporpamMHuii 00'€KT, MpU3HAYECHUM JJIsl B3A€EMO/IIT 3 1HIIIUMHU
KOMIIOHCHTaMH, SKUH  1HKAmCyJloe TeBHY  (QYHKIIOHAIBHICT YW  HAOIp
dbyukiionanpHocTe. Bin Mae 4iTko Bu3HaueHUWM iHTepdelc 1 BIANOBIAAE
PEKOMEHIOBAaHOMY TIOBEJIHIN, SKa CIUJIbHA [JI1 BCIX KOMIIOHEHTIB Yy MekKax
apXITEKTypH.
[IporpamHuii KOMIIOHEHT MOK€ OyTH BU3HAUEHUI K OJAMHUII KOMIIO3MIIIT 13
KOHTPAKTHO BU3HAUYCHUM 1HTEp(]eicoM Ta SBHUMH 3aJIKHOCTSIMU BiJl KOHTEKCTY. Lle
O3Hayae, 0 MPOTpaMHUI KOMITOHEHT MOKe OyTH HE3aJIeKHO PO3TOPHYTHH 1 miamsrae
KOMITO3HIII1 TPETIMUA CTOPOHAMHU.
XapakTepuCTUKH KOMIIOHEHTIB:
® [loBTOpHE BUKOPUCTAHHS - KOMITOHEHTH 3a3BHYal MPOEKTYIOTHCS JJISI TOBTOPHOTO
BUKOPUCTAHHA B PI3HUX CHUTyallisx Ta pi3HUX mporpamax. OmHak geski
KOMITOHEHTH MOXKYTh OyTH TIpU3HAYEHI 1)1 KOHKPETHOI 3a/1a4i.

® 3aMIHIOBAHICTh - KOMIIOHEHTH MOXYTh OyTH BIJIBHO 3aMIIICH] IHIIUMU CXOXKUMU
KOMITOHEHTaMHU.

® He 3anexarb BiJJ KOHTEKCTY - KOMIIOHEHTH MpU3HAYEHI JJIE poOOTHU B PI3HUX
cepeoBHUIIaX 1 KOHTEKCTaxX.

® Po3muproBaHICTh - KOMIOHEHT MOKe OYTH PO3IIUPEHUH 32 TOTIOMOTOI0 ICHYIOUUX

KOMITOHEHTIB /ISl HaJIaHHS HOBO1 (DYHKI[IOHAJIBHOCTI.
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® [ukamcynsiis - KOMIIOHEHT BigoOpaxkae iHTepdeicu, SKi JT03BOJIAIOThH
KOPUCTYBauy BUKOPUCTOBYBATH HOro (PyHKIIOHAIBHICTh, 1 HE PO3KpUBAE JIeTaNei
BHYTPIIIHIX [TPOLIECIB, BHYTPIIIHIX 3MIHHUX Y CTaHY.

® He3ane)xHICTh - KOMIIOHEHTH IPOEKTYIOTHCS 3 MIHIMAJIbHUMHM 3aJ1€KHOCTSIMU Bl

IHIIUX KOMIIOHEHTIB.

Component 2

Extension
_ Point 1
Component 1 Extension |
Point 1 — [ Extension
Component 3 Paint 1

Puc 2.2 Cxema B3aeMo/111 KOMIIOHEHTIB

Jam 0yayTh onrcani mabJoHU TPOEKTYBAHHS, 110 OyJIM BUKOPUCTaH1 MPOTITroM
PO3POOKH MPOCKTY, iX TUTFOCH Ta MIHYCH.

ladaon «Cnocrepirau» (Observer) - 1e 1ma0JOH MPOEKTYBaHHS, AKUN
BUpILIY€E MPOOJIEeMy 0araropazoBOro CIOBILIEHHS MPO 3MIHM CTaHy OJHOro 00'eKTa.
Hamnpukmnan, konu 06’ €KT TOBapy MIAMKUCYEThCS Ha 00’ €KT TaMaHIls, 00 3HATH KOJIH
rpoiieit Oye 1ocTaTHhO st MOKynKu.[20]
[lepeBaru:
® J[03BOJISIE JIETKO MiAMUCYBATHUCh Ta BIAMUCYBATUCH BIJl CIIOBIIICHB 32 MOTPEOH
® Hema npsmoi 3a1eKHOCTI MDKITIIMUCHUKAMU Ta B1JICHJIAI0YUM KJIACOM.

® (Ciiye MPUHIINITY BiIKPUTOCTI/3aKPUTOCTI

Henomiku:
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® [loTpiOHO ynpaBiIATH MIAMUCHUKAMH CYy0'€KTa, SKIII0O BOHU MOBUHHI BUWTH 3 TPU
a00 OyTH BHUJIAJICHI.

® V uyycTiii peamizauli HEMae MOXKJIMBOCTI KEpyBaTWU MOPSAKOM CIHOBILIECHHS

T IACHUKIB.
Pubiisher interface»
- subscribers: Subscriber(] O—> Subscriber
foreach (s in subscribers) - mainState + update(context)
s.update(this) + subscribe(s: Subscriber) A
+ unsubscribe(s: Subscriber) i
mainState = newState -- nutifySubscribers{] Concreta -
notifySubscribers() + mainBusinessLogic() Subscribers
T P ]
s = new ConcreteSubscriber() |
publisher.subscribe(s) + update(context)

L~ l
Client

Puc 2.3 Cxema B3aemozii koMnoHeHTiB madnona “Crocrepirau”

Ilabaon «Crpareris» (Strategy) - 1e abJIOH NPOEKTYBaHHS, SIKUH BUPILIYE
npoOJjieMy 3aMiHM TOBEIIHKHM KJIacy B 3aJieKHOCTI B BXUIHMX JIaHMX a00 THITY
kiienTa. Hampukian, koM TpOKIIaJaHHS MapiipyTy Ha HaBIiratopi 3aJeKHTh Bij

HasIBHOCTI Ta THITY BAIIOTO TPAHCIOPTHOTO 3ac00y.[21]
IlepeBaru:

® 3amMiHa aJTOPUTMY NMPOTPAMU Ha JIbOTY
[307110€ KO 1 TAaHH1 AJITOPUTMIB BiJ] IHIITUX KJIACIB

Critye IpUHITUITY BIIKPUTOCT1/3aKPUTOCTI
Henomiku:

® [loTpiOHO MaTH KOHKPETHI KpUTepii BUOOPY cTpaTerii.
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® [Ipu po3BUTKY A0JaTKa MOTPiOHA MOCTIHHA MIATPUMKA KOy, BUILICHHS
3arajibHUX METO/IIB Y 0a30BUH KJIaC Ta BUHOC YACTUHHUX METOIB Y KJIac, SKUU iX

BUKOPUCTOBYE. CTPYKTypa YCIAAKyBaHHS MOXKE PO3POCTATHUCS.

duckt [t «interface»
- routeStrategy o> RouteStrategy
+ buildRoute(A, B) + buildRoute(A, B)

P

route = routeStrategy.buildRoute(A, B) :' """"" i' """"" H
II L
Road i | PublicTransport
Strategy i Strategy
i
Walking
Strategy

Puc 2.4 Cxema B3aemo/1ii KOMITIOHEHTIB 11adsioHa “Crpareris”

la6a0n «Ilyn o6'exrtiB» (Object pool) - 11e mopo KyBalbHMI 111a0JI0H
POEKTYBaHHS, SKUM 103BOJISIE MOBTOPHO BHKOPUCTOBYBAaTH OO'€KTH 3aMICTh TOTO,
100 MOCTIMHO TX CTBOpIOBATH Ta BUAAIATH. BiH Mae ABi omeparlii - B3sITH 00'€KT 13
myJia Ta TOBEPHYTH HOTO Ha3ajl. SIKIIO 3amuT Ha B3ATTS 00'€KTa 3 MyJia HeMa€e 00'€KTIB
NOTpiIOHOTO  TUMy, BOHH CTBOPIOIOTHCS. Omeparfis TMOBEpHEHHS B My
BUKOPUCTOBYETHCSI 3aMICTh BHAaNeHHs 00'ekTiB. OO0'€KTM CKUAAIOTh CBIA CTaH,
BUMHUKAIOTHCSI Ta TIOBEPTAIOTHCS Ha3aj y myJ.[22]

[Ma6non "I[lynm 06'ekTiB" MIHUPOKO BUKOPUCTOBYETHCA B Irpax, HalMCaHUX Ha

Unity, 3 TaKux NpUYHUH:

— Koskna onepatiisi cTBOpeHHs 3a A0MOMOToro Instantiate crioxuBae 6araTto pecypcis;

— 30ipHuk cMitta B Unity Mae nuile oJHE MOKOJIHHSA, 1 KOXKHA orepanis 301pKu

CMITTA MPU3BOANTH OO 3HUXKCHHA HpOI[YKTI/IBHOCTi.

IlepeBaru:



— 3HayHa €KOHOMisl OOUNCITIOBAILHUX PECYPCIB ISl CTBOPEHHS 00’ €KTY.

— 3MeEHIYy€E KUIbKICTh BUKJIMKIB 30Mpaya CMITTS.

Henomiku:

— be3 pyuHoro ounieHHs 00'ekTu OyAyTh 1 Hajami 30epiratucs y BAMKHEHOMY CTaHi,

HaBITh SKIIO BOHH BXKe HE MOTPiOHI.

— Ilpu noBepHEeHHI B IyJ1 MOTPIOHO CKUAATH BC1 JaH1 PO MonepeaHii ctaH 00'ekTa,

100 3po0UTH HOTO MPUAATHUM JIJIsl TOBTOPHOTO BUKOPUCTAHHS.

— Skmo o0'ekT MicTUTh KOHOIICHIIHY iHPOpMAIliI0, TO MPU MOBEPHEHHI B Iy

NOTPIOHO 11 OYUCTUTH, 1HAKIIE 1I€ MOXKE MIPU3BECTU JI0 PU3UKY BUTOKY JIAHUX.

> -
€ 1. instantiate instances
> OBJEC
POOL
@ 3. return
instance
AN
2a.,request — ‘,‘\1_:
' instance ﬁ bl
4
2b.,obtain

O instance
\
LY

/

pal | CONSUMER | B9

.

Instance 1

Instance 2

Instance 3

Instance n

I....lll (

Puc 2.5 Cxema B3aemo/ii komnoHeHTiB 1mabdjgona “ITyn 00'ekTiB”

3araibHa cxema JI0JaTKy HaBejeHa Ha pUCYHKY 2.6. Pi3Hi migcuctemu 0yiio

pPO3MOJIIEHO MO KOJIbOpax, JeTaji iX 3B’S3KIB

[IpencraBiieHHSIM OMKMCAHWX BUINE MIA0JOHIB MPOEKTYBAHHS € HACTYIIHI €JIEMEHTU

OIMMCaHO B KOMCHTapiIX.
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irpoBoro noxatky: EventsObserver (Crnocrepirau), ObjectsPooler (ITyn o0'extiB),

ARObjectHandler (ctpareris).

AR Camera TrackingManager uses various sources
’ to make ARCamera image clear and
ackiaMazcE understandable for AR system to recognize

objects as separate entitys

AR Camera tracks surroundings

in order to locate target objects
DataCollector collects data about user actions
and object recognition

Once suitable object detected

an event is fired to notify
the observer

Events observer get notified about key events EventsObsarver O;)setr\éert n(;llr(l,esbll‘s'subscrlbers
that happen on ARScene : aboutgetected object InGameManager controls different systems that are not

directly involved in process of tracking
or visualizing AR objects

VisualizationManager requests info about the object
from the database to check if it is target object

VisualizationManager

If database contains the object, manager
sends it to handler for further actions

ARObjectHandler
Depending on the object’s nature handler

picks strategy and executes it If pooler doesn’t have required resource right now.

RecourcesManager it can be ordered from RecourcesManager

HandlingSirategies

Pooler returns requiired AR effects or objects
that can be used to amplify experience of AR(3d

ObjectPooler
models, visual effects, animations, efc)

Using selected strategy target object can be
properly rendered on ARScene as long as it's visible ARScene

Puc 2.6 3aranbHa cxema 101aTKy

2.3. Onuc BUKOPUCTAHUX TEXHOJIOTiH Ta MOB MPOrpaMyBaHHS

Unity - e BitoMe iHTErpoBaHe CEpeOBHUIIE U PO3POOKH BiICOIrop Ta iHIIMX
1HTepaKkTUBHUX noAaTkiB. Lls mnatdopma O6yna crBopena Unity Technologies 1 ctana
OJIHIEI0 3 HAWMOMYJSIPHIMUX y Tamy3i reiMueBy (po3poOku Bimeoirop). Unity
BUKOPHUCTOBYETHCS SIK JIJII CTBOPEHHS 1r0p, TaK 1 A1 PO3POOKHU 1HITUX IHTEPAKTUBHUX
3aCTOCYHKIB, TaKUX K BIPTYalibHI TPEHAXKEPU, MYJIbTUMEIIMHI 10AATKH, CUMYJIATOPH

Ta iHme. Moro Benmukuil (QyHKIIOHANT Ta MPOCTOTa BUKOPUCTAHHS POOIATH OTrO
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HOIYJISIPHAM BHOOPOM cepell po3poOHUKiB ychoro cBity. [22] Och meski KiIr04oBi

xapaktepuctuku Unity:

® Unity 103B0JIsI€ pO3pOOHUKAM CTBOPIOBATH JOJIATKH JIJIsl PI3HUX IJIAT(HOPM, TaKUX
axk Windows, macOS, 10S, Android, Xbox, PlayStation i 6araro iHIux.

® Unity Mae HaA3BUYAWHO TOTYXXHUW BI3yalbHUN pENaKTOp, SKUW 03BOJISE
CTBOPIOBaTH IrpoBi 00'ekTH, JaHamadTH, aHiMaIlii Ta IHIII KOMIIOHCHTH 3a
JIOTIOMOTOI0 TIepeTATYBaHHsA Ta BiamyckaHHs. lle moinermrye po3poOky s
HOBAYKIB 1 JJOCBITYEHUX PO3POOHHUKIB.

® Unity Mae Benuky 6107110TeKy aceTiB, TAKUX SIK TOTOB1 3D-Mozemni, TeKCTypH, 3ByKH
1 6araTo iHIIOTO, 0 POOUTH MPOIIEC PO3POOKH IIBUIIIE Ta JIETIIIE.

® Unity Mae BeJIMKY Ta aKTUBHY CHUIBHOTY PO3POOHUKIB, SIKI AONOMAararoTh OJUH
OJIHOMY BUIIIyBaTH MpoOJIeMH, Ta Hajgae Oe3mid OE3KOIMTOBHUX PECypCiB s
BUBYCHHS.

® Unity MOXHa pO3IIMPIOBATH 3a JOMOMOIOK) IUIATIHIB, SKI HAAAlOTh J0JIaTKOBI
MO>KJIMBOCTI Ta (DyHKIIII.

® Unity miaTpuMye po3poOKy A0JIaTKiB JUIsl pO3IIUPEHOI Ta BIpTyaJIbHOI peaibHOCTI,

110 poOUTh Horo nomyJsipHuM B raity3i AR/VR po3podku.

Visual Studio 2019 - e inTerpoBasne cepenonuiiie po3podku (IDE) Big Microsoft
JUTSI IPOTpaMyBaHHS Ha pi3HUX MoBax, Takux sk C#, C++, Visual Basic, F#, Python, i
Ooarato 1HmmX. lle mNOTYy)XHHI 1HCTPYMEHT, TpPU3HAYEHUW [UII PO3POOKHU
PI3HOMAHITHUX 3aCTOCYHKIB, BKJIIOYAalOYM BeO-I0JIaTKH, HACTUIbHI MPOrpamH,
MOO1UTBHI ogatku Ta irpu. Visual Studio 2019 € monmynspHUM 1HCTPYMEHTOM Cepen
PO3pOOHUKIB 3aBIISIKH CBOIM IOTY>KHHM MOXKJIMBOCTSIM, 3pyYHOMY iHTep(deicy Ta

MIITPUMII BEIMKOI KITBKOCTI MOB MpOrpamMyBaHHs 1 iaThopm.

OcHogHi xapakTtepuctuku Visual Studio 2019 Bkit04atOTh:
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® Visual Studio 2019 miarpumye psia MOB mporpaMmyBanHs, 30kpema C#, C++, Visual
Basic, F#, Python, JavaScript, i Oarato inmmx. Ile mo3BoJsisie po3poOHHKaM
BUOMpATH MOBY, sIKa HallKpalie BiIOBIa€ IXHIM OTpedam.

® Visual Studio mae moTyXH1 1HCTPYMEHTH BIJJIaJIKH, BKIIOYAIOUM MOXKIIUBICTh
BIJICT€KEHHS 3MiH 3MIHHHUX, [IEPEBIPKY KPOK 3a KPOKOM, BIJCTEKEHHS BUKIIMKIB
(GyHKIIIH, IHTETPAIIiIo 3 CHCTEeMaMH KOHTPOJIIO BEPCii Ta 1HIIII.

® Visual Studio 2019 mae BOynoBaHi IHCTpYMEHTH ISl pO3pOOKH BEO-10/1aTKIB, TaKi
ak penakrop HTML, CSS 1 JavaScript, miarpumka ASP.NET, 1 MoXIuMBOCTI
MM IKJIFOYEHHS 10 0a3 JaHuX.

® Visual Studio miarpumye po3poOky MOOUTBHUX A0AaTKIB /i iatgopm Android
Ta 10S 3a 101OMOroro IHCTPYMEHTIB Xamarin.

® Visual Studio iHTerpyeThcst 3 piI3HUMH XMapHUMU ciayk0amu Microsoft, Takumu
K Azure, 1O T03BOJIIE PO3POOHMKAM JIETKO MiIKIIOYaTH CBOi 3aCTOCYHKH JI0
XMapHHX TOCIYT.

® Visual Studio 2019 miatpumye po3poOKy 1rop 3a JOMOMOIOI PI3HUX
IHCTpYMEHTIB, BKItoyatoun Unity Ta Unreal Engine.

® Visual Studio Bkitouae B cebe pi3HI IHCTPYMEHTH ISl aHaJi3y SKOCTI KOIY,

BUSIBJICHHS] TOMHJIOK Ta OMTHMI3allii MPOAYKTUBHOCTI MPOTPaM.

GitHub - e Be6-maTdopma i 30epiraHHs Ta CiJIbHOT pOOOTH HaJl IPOSKTaMHU
IpOrpaMHOro 3a0e3MedYeHHs 3a JIOTOMOTO0 CHCTeMH KepyBaHHs Bepcismu Git. Git
JI03BOJISIE BIZICHIIKOBYBATH 3MIHHM B KOJIi, 30€piratu icTOpito BepcCiil, a TaAKOX JIETKO
o0'eqHyBaTH pi3HI Bepcii Koy B eauHuil npoekt. GitHub Hagae 3pyunwuii inTepderic
1t Bukopuctanusa Git Ta 104a€ psii JOJATKOBUX MOXKIMBOCTEH /IS CIIJIBHOI po0oTH
Hajg npoektamu. GitHub e momynsipHuM 1HCTpyMEHTOM AJis pO3pOOHMKIB, KOMAaH/]I
IPOrpamiCTIiB Ta BEJIMKUX BIAKPUTHX MPOEKTIB, OCKUIBKM BIH JO3BOJISE JETKO
CHIBIpAIIOBATH HaJ MPOTPAaMHUM 3a0€3Me4YeHHSIM, BIJICTIIKOBYBaTH 3MIHH Ta
30epiraTd BIAKPUTUN KOJ. BiH TakoX CiIy>KUTh 0a3010 sl BEIMKOI CHUIBHOTH

PO3pOOHUKIB, siIKa 0OrOBOPIOE HOB1 TEXHOJIOTIT Ta PO3BUBAE BIAKPUTI IPOEKTH.

OcHoBH1 MoxJMBOCTI Ta pyHKuii GitHub Bkito4aroTs:
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® [Ipoektu Ha GitHub 30epiraroTbcst y perno3uTopisx.
Peno3urtopiii - ne cXoBHUILE AJis BalIOro MPOEKTY, 11 30epiratoThest (aiiam, TeKH
Ta 1CTOPIsI BEPCIi.

® Po3p0oOHMKHM MOXKYTh CTBOPIOBATH BiaranykeHHs (branches) y peno3utopisx s
BIJIOKpEMJIEHOT pPOOOTH Haj (QYHKIIAMH ab0 PO3BUTKY MPOEKTY, a MOTIM
o0'eTHYBaTH 1X Ha3aJ y TOJIO0BHUH Ko (main branch).

® 3MiHU 3 BiATATyKEHb MOXKHA 00'eHATH (Merge) 3 TOJIOBHUM KOJIOM JIJIs iHTerpartii
HOBUX (PYHKU1{ YU BUIIPABJICHb.

® GitHub no3Bossie koprcTyBauaM CTBOPIOBATH Issues aiis BiICTEKEHHS MpodieM, a
takok Pull Requests ans npononyBaHHs 3MiH B OCHOBHHMI koa. lle crmpoirye
00roBOpeHHs Ta 0OrOBOPEHHSA 3MiH B KO/ IIEpe]l iX BKIFOUEHHSM Y IIPOEKT.

® BOyjoBaHl aBTOMAaTH30BaHI 3aco0W IS TeCTyBaHHs, 30upaHHs iH(OpMaIli Ta
po3ropTaHHs koAy npsmMo Ha miatdopmi GitHub.

® MOXUIIMBICTh PO3MIIIEHHS! CTATUYHUX BEO-CAMTIB OE3KOIITOBHO 3a JTIOMIOMOTOIO
GitHub.

® Po03poOHUKK MOXYTh CHIJIBHO MPALIOBATH HaJ MPOEKTAMU Ta KEPYBAaTH PIBHIMHU
JOCTyIy, IO3BOJISIIOYM ab0 OOMEXyHoud TMpaBa IHIIUX KOPHUCTYBadiB [0

PENO3UTOPIiB.

Vuforia - e muardopma posmizHaBaHHS 00pa3iB Ta PO3MIUPEHOI PEATLHOCTI
(AR), sixa 103BOJIsIE PO3POOHUKAM CTBOPIOBATH IHTEPAKTUBHI JOJIATKH TSI MOOUTBHIX
NpUCTPOIB Ta iHIKX AR-cymicHux mpuctpoi. Po3pobiena kommaniero PTC, Vuforia
3a0e3neuye MOXIJIMBICTh PO3MI3HABAHHS 00'€KTIB B peajbHOMY 4Yacl Ta HAJIEKHY iX
IHTErpaIio 3 BIPTYyaJbHUM KOHTEHTOM, IO BiTOOpaKa€ThCS Ha E€KpaHi MPHUCTPOIO
KopucTyBada. Vuforia 3HAXOAUTh MIMPOKE 3aCTOCYBAaHHS Y BIAKpUTHX TpoekTax AR,
irpax, goJaTKax JJjid MapKETUHTY Ta HaBYaHHI, JIe B3aeMOJIs 3 Pi3UYHUMU 00'eKTaMu

B PEATLHOMY 4Yaci € KIIOYOBOIO (DYHKILIETO.

OCHOBHI XapaKTEpPUCTUKHU Ta MOKIUBOCTI Vuforia:
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Vuforia moxe posmizHaBatu oOpasu, mapkepu, QR-kogu Ta 3D 00'ektn y
peanbHOMy 4aci. lle mo3Bosisie qonaBatv BIPTyaldbHUW KOHTEHT 1O (PI3MUHUX
00'eKTiB 200 MMOBEPXOHb.

Po3po0OHHKH MOXYTh CTBOPIOBATH CIHEIlialibHI Mapkepu ab0 BH3HA4aTH 00J1acTi,
AK1 MOKYTh OyTH BUKOPUCTaHI1 AJIs1 PO3Mi3HABaHHs Ta B3aeMOii 3 AR-KOHTEHTOM.
Vuforia Hamae miuaridy Ta 1HCTPYMEHTH IS 1HTETpallii 3 MOMyJISIPHUM JIBUTYHOM
rpu Unity. Ile no3Bomsie po3pobHHMKaM cTBOproBatd AR-momatku juist pi3HUX
matgopmM, Bkimrovaroun 10S, Android, Ta HoloLens.

[TnaTdopma MOKe BIJICTEKYBATH PyXU KOPUCTYyBaua Ta PO3Mi3HABATH KECTH, IO
J03BOJISIE B3a€MOISTH 3 AR-clieHaMu 3a 101TOMOT 00 KECTIB Ta PYXiB.

Vuforia miaTpumye po3mmMpeHy peanbHICTh Ha Benukux Bijacransax(Extended
Range AR), 1m0 103BOJIsi€ B3a€EMOMISITH 3 BEIUKUMH 00'€KTaMU Ta CIIEHAMH Ha
3HAYHIN BIJICTaH1 BiJl IPUCTPOIO.

Vuforia Moke po3mi3HaBaTH Ta  aHANI3yBaTH penbedHI  OCOOIHBOCTI
noBepxHi(Smart Terrain), 1m0 103BOJSIE CTBOPIOBATH I1HTEPAKTHUBHI CIIEHU B
peanbHOMY Yaci.

Vuforia Moxke ctBoproBaTu oOnacTi Bu3HaueHHs(Area Targets), 1m0 J03BOJISIE
pO3Mi3HAaBaTH Ta B3a€MOJIATH 3 BEIUKUMH MPOCTOPOBUMHU 30HAMH, TAaKHUMH SK

KIMHATH YU JaHmadTu.

Adobe Photoshop - 1ie Bizomuii rpadigauii pegakTop, po3po0JieHu KOMITaHi€0

Adobe Inc. lls mporpama mo3BoJisie penaryBaTH Ta MAaHIMMYJIIOBAaTH PacTPOBUMH

300pKEHHAMHM 3 BPaXXKal4oOl THYUYKICTIO Ta (yHKUIOHaNbHICTIO. Photoshop €

CTaHAApTOM y Tamy3i rpadiuroro amszainy, ¢otorpadii Ta Bi3yaJbHUX MHCTEIITB.

Adobe Photoshop noctynnuii sik yactuHa miarixknoi nignucku Adobe Creative Cloud

Ta BKJIIOYae B cebe Oe3midy KOPUCHUX IHCTPYMEHTIB Il KpEeaTuBHOI poOOTH 3

300pakeHHSIMH Ta TpadiKoro.

OcnoBHi (ynkuii Ta moxxiuBocTi Adobe Photoshop BkitouaroTs:
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® Photoshop 103BoJsIE KOPUTYBATH KOJIBOPH, SICKPABICTh, KOHTPACT, HACUYCHICTH,
PO3MUTTS, TaMy Ta 1HII HapaMmeTpu 300pakeHHs. Pi3HOMaHITHI 1HCTPYMEHTH
JO03BOJISIIOTh  BUAANSATH HeOakaHI €IEMEHTH, BUIPABIATH JedeKkTn Ta
3aCTOCOBYBATH Pi3HI €(EKTH.

® Photoshop mo3Bosise cTBOproBaTH rpadidHi eJIeMEHTH I BeO-caiTiB, LIocTpariii,
OaHepu, JIOTOTUIH, TUTAKATH Ta iHII1 Tpadidni mpoekTu. Bin Mae iHCTpyMEHTH IJis
MaJIOBaHHSI, pelaryBaHHsA 300pa)kKeHb, TEKCTYPUHIY Ta IHIII MOXJIMBOCTI JJis
CTBOPEHHS rpalYyHUX MHUCTELTB.

® Photoshop € momynsapHuM iHCTpYMEHTOM s 00poOku doTorpadiii. Bin mae
GyHKLIT peTylryBaHHs, peKOHCTPYKIIii, 3MIHU pO3MIpY, 3MEHILIEHHS IIyMY, poOOTH
3 RAW-@aitnamu Ta 1HI1111 3200 AJIs MOMIMNILIEHHS SIKOCT1 poTorpadiii.

® Photoshop BUKOpPHCTOBY€ KOHIIEHIIIIO INApiB, IO JO3BOJISIE peAaryBaTH pi3HI
eJIeMEHTH 300pakeHHsI HE3aJIeKHO OJMH BiJ 0JHOTO. Macku 1miapiB JO3BOJISIOTH
TOYHO BU3HAYMTH, K1 YACTUHH 300pakKeHHS BITOOpax)aroThCs, a K - Hi.

® Photoshop m03BosisIe BCTaBIATH Ta pefaryBaTh TEKCT Ha 300pakeHHi. Bin mae
PI3HOMaHITHI 1HCTPYMEHTHU Il BUOOPY IPUPTIB, KOJbOPIB, PO3MIPIB Ta 1HIIUX
napameTpiB TEKCTY.

® Photoshop nerko iHTerpyerscs 3 iHmLKUMU Tpoaykramu Adobe, Takumu sik Adobe
[llustrator Ta Adobe InDesign, mo m103BoJIsi€E CIPOCTUTH POOOTY 3 TpadigHUMH

MIPOEKTAMHU.

Xcode - me iHTerpoBaHe cepenoBuie po3pobku (IDE) mist mporpam Ha
mnatdopmax Apple, Ttakux sk 10S, macOS, watchOS ta tvOS. lle odimiiinuii
THCTPYMEHT ISl PO3POOKH MTPOTPaMHOTO 3a0e3MeUYeHHs Il IPUCTPOIB, BUPOOICHUX

KoMIIaHiero Apple.
Ochb JIesKi KIIFOYOB1 PUCH Ta MOXKIMBOCTI Xcode:

® Xcode miaTpumye psg MOB NporpamyBaHHs, Takux sk Swift, Objective-C Ta
AppleScript. Swift € cydacHOIO MOBOIO TMPOTpamMyBaHHSA, CHEIIAIBHO

PO3pO0IEHOIO JI7Is1 PO3pOOKH TIporpam st wiatgopm Apple.
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® 3a nonomoror Xcode BU MOXKETe CTBOpIOBaTH noaarku s iPhone, iPad, Mac Ta
iHmmx npuctpoiB Apple. Intepdeiic Xcode no3Bosisie BaM BiICTEXKYBaTH Pi3HI
MIPUCTPOI Ta eMYJIITOPH ISl TECTYBAHHS TOJATKIB.

® |Interface Builder € incTpymenToM I Bi3yaJdbHOrO CTBOPCHHS iHTepdericy
KOpUCTYBaua Iisi J0jaTKiB. Moro inTerpamis 3 Xcode m03BoMs€ po3poOHUKAM
JIETKO CTBOPIOBATH Ta HAJIAIIITOBYBATH €JICMEHTH 1HTEp(EHCY.

® Xcode Hamae pO3MIMPEH] MOMIMBOCTI I Me0arriHry Koay Ta mpodiIroBaHHS
nonatkiB. Po3poOHMKM MOXYTh BUKOPUCTOBYBATH 1HCTPYMEHTH, TakKli SK
Instruments 1t aHanizy NPOAYKTUBHOCTI Ta BUSIBJICHHS TIPOOJIEM.

® Xcode iHTerpoBaHMil 3 CHUCTEMaMM YTPAaBIIHHA BepcisiMu, Takumu sk Git, 1o
copourye poOOTy B KOMaH Il Ta BEIEHHS BEPCIid CBOrO KOy .

® Po3p0OHMKH MOXYTh PO3IIMPIOBATH (PYHKIIIOHAIBHICTE Xcode 3a JOMOMOroro
PI3HMX IUIariHiB Ta PO3LIUPEHb.

® 3 Xcode Bu MOXeTe po3pOOIIATH JOJATKH, K1 MPAIIOI0TH HA PI3HUX MPUCTPOSIX Ta
mwiatdopmax Apple, BUKOPUCTOBYIOUHN CIIIBHUMN KO/,

® Xcode Mae BOy10BaHI IHCTPYMEHTH JIJIsl aBTOMATU30BAHOT'O TECTYBAaHHS JO/IaTKIB,

110 JT03BOJISIE pO3POOHUKAM CTBOPIOBATH CTAOUIBbHI Ta HAJIHHI IPOTPaMHU.

C# (BumoBnsieThcsi sik  "Ci-mapn") - 1€ 00'€KTHO-OpI€EHTOBaHA MOBa
nporpaMmyBaHHs, po3pobiieHa koMiaHiero Microsoft. BoHa € o/iHi€0 3 OCHOBHUX MOB
U1t po3poOku mporpam 1 wiargopmu Microsoft NET. C# € onHiero 3 momysspHUX
MOB TMpOTpaMyBaHHS Y CBITI, OCOOJMBO cepea PO3POOHMKIB, SIKI MPAIIOIOTH Y
cepenosuii Microsoft. Ii 3pyunnii cunTakcuc, 06'€KTHO-OPIEHTOBaHI MOXKIIMBOCTI Ta
Oe3neka poOMATH i1 BaXJIMBUM 1HCTPYMEHTOM JUISi CTBOPEHHS PI3HOMAaHITHHX

3aCTOCYHKIB.[23]
Ochb Aesiki KIIFOYOB1 aCTIEKTH Ta XapaKTEPUCTUKU MOBHU MporpamyBaHHs C#:

® C# cnankoBuid Big MoBu C 1 C++, ajme mMae CHpoileHui Ta OLIbIl Oe3neyHuit
cMHTakcuc. BoHa Hagae BeNUKy KUIbKICTh BOYJOBaHMX THWIIIB JaHUX Ta

KOHCTPYKIII MOBH IS 3pYyYHOTO MPOTpaMyBaHHS.
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C# - 1ie moBHICTIO 00'€KTHO-OpIEHTOBaHAa MOBa MporpamyBaHHs. Bci enemMenTu B
C# € o0'extamu, 110 CIIPHUSE BIAHOBJICHHIO O0'€KTHO-OPIEHTOBAHUX KOHIIEIIIIIH,
TaKHUX SIK CHaJKyBaHHS, IHKANCYJIAL1S 1 TOTIMOP(I3M.

C# aBTOMAaTHYHO Kepye Mam'siTTIO, BUKOPUCTOBYIOUU CHUCTEMYy CMITTs (garbage
collection), 1110 3MeHIIIy€ pU3UK BUTOKY IIaM'ATi Ta MOJIETIIY€E TPOrpaMyBaHHS.

C# minTpumye 6arato QyHKIIiH 3 010110TEK, IO CIPOILYIOTH PO3POOKY MpOrpam,
TaKuXx K poboTa 3 6a3amMu gaHUX, podoTa 3 rpadikoro, MEPEKEBI ONeparlii Ta 1HIIIe.
C# mae BOymoBaHi 3aco0u A epeBipkHu OE3MEKH, TaKi K YIpaBIiHHSA THIAMH,
10 pOOJISITH KOJI MEHII Bpa3JIMBUM JI0 aTak tumy '"buffer overflow".

Xoua C# pospobnena s miardpopmu Windows, ICHYIOTh IHCTPYMEHTH, TakKi SIK
Mono Ta .NET Core, ski [103BOJISAIOTh BHKOpUCTOByBatM C# Ha 1HIIMX
iargopmax, Braroyaroud Linux Ta macOS.

C# iaTerpyerbes 3 IHIMME TexHosorissMu Microsoft, Takumu sik Windows Forms,
WPF (Windows Presentation Foundation) Ta ASP.NET my1st po3po0ku JeCKTOTHUX
Ta Be0-3aCTOCYHKIB.

MoBa TNOCTIHHO PO3BUBAETHCS, 3'SBISIOTHCS HOBI (YHKIII Ta MIATPUMKA IS
Cy4YaCHUX TEXHOJIOT1H, TaKuX sIK 00poOKa mapajielbHUX MPOIIECiB, aCHHXPOHHI

oneparii, LINQ (Language Integrated Query) ta 6araro inmoro.
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Structured Error
Handling

Automatic Garbage
Collection

Oraganized Class
4 Library

5 Neat Features

6 Supercharged IDE

7 Automatic Components

Puc 2.7 IlepeBaru moBu nporpamyBanHs C#

Windows 11 - 1ie omepariifina cuctema, po3podsieHa Kopropaiiiero Microsoft,
ska € HactynHukoM Windows 10. Ilepen Buxogom Windows 11 Microsoft 3asBuna,
1[0 11 OHOBJICHHS IPUHECE HOBHIA JIN3aiiH, TOMIMIIICHY MPOYKTUBHICTD Ta PsiJi HOBUX

dbynxkuiin. Ock neski karodoni aciektd Windows 11:

® Windows 11 mpencraBiisie OHOBJIEHUW JU3aiH 3 TOKpAIICHUMH €JIeMEHTaMu
KepyBaHHA Ta 3MiHeHUMM MeHio "llyck". J{uzaitn otpumaB Ha3By "Sun Valley" 1
BKJIFOYA€ B ce0€ OKPYTJIl KyTH BIKOH, HOBUH MPUET, TOKPAIICH] IKOHKH Ta 1HIII
€CTETUYHI 3MIHHU.

® Mento "[lyck" cranmo IHEeHTpanbHUM €JIIEMEHTOM 3aBISKH IICHTPATI30BAaHOMY

pO3TalllyBaHHIO TMIKTOrpaM Ta MOKpallleHOMY TMouyky. Tackbap Temnep
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PO3TAILIOBAaHUI MO LEHTPY 3a 3aMOBUYBAHHIM, aje MoOKe OyTH MNepeMillleHui
Ha3aJ] 10 JIIBOTO Kparo JAJIsl TUX, XTO 3BUK JI0 TAKOT'O PO3TAILITyBaHHS.

Windows 11 Bkirodyae HOBHIl BIIKETHHI MaHENb, sika Hajaae iH(GOPMALIIO MPO
HOBHHH, ITOT'0/Ty, KaJICH/Iap Ta 1HIIII KOPUCHI JaHi.

Marazua Windows oTpuMaB Teperyisaj Ta MOJIMIICHHs, 10 BKIIOYA€E HOBHMA
iHTEepdeiic KoprCcTyBaua Ta MOKPAIICHY HaBITaIliio.

Windows 11 orpumaB miarpuMky a1t Android-momatkiB, IO JTIO3BOJIUTH
KOpPHCTYBa4aM 3aIlyCKaTH 1X Ha CBOIX KOMII'IOTEpax.

Windows 11 orpumaB miarpumky DirectX 12 Ultimate, mo mMoske MOMINIIATH
rpadiyHi MOXJIMBOCTI JIJIsl TeMMEpIB Ta TBOPILIB KOHTEHTY.

Windows 11 mae mokpamene BiaTBopeHHss HDR-kontenty, Dolby Atmos Ta
Dolby Vision.

3MiHEHO poOOTYy BIpTyalbHUX CTOJIIB Ta MOKPAIIEHO MYJIbTUTACKIHT.
Bumoru no anapatHoro 3a0e3neyeHHS:

[Tporecop 3 TakTOBOIO YacTOTOXO MiHIMYM 1 I'T'HI, siKMii Ma€e moHalMeHIIe aBa
spa.

Miunimym 4 T'b onepatuBHOT mam’sTi.

MinimyMm 64 I'b Miclist y CXOBHILII.

Cucremna npommska UEFI 3 minrpumkoro 6e3medHoro 3aBaHTaKeHHS.

Bineoanantep, cymicuuii 3 DirectX 12 abo HOBIIIOIO BEPCI€O 3 ApailBEpoM

WDDM 2.0.

Android Studio - e inTerpoBane cepenonuiie po3podku (IDE), ctBopene

crietiayibHO Ji71s1 po3poOHuKiB Android-gonatkiB. Po3pobneno kommaniero Google,

Android Studio Hagae NOTYKHI IHCTPYMEHTH Ta PECYPCH JIJIsl CTBOPEHHS SIKICHUX

MOOUTbHUX AoaaTKiB ais miaTdopmu Android. Android Studio - e ctangapthe

cepenoBuIIe po3poOku s OutbiocTi Android-po3poOHUKIB 1 HAJA€ TTOTYKHI

IHCTPYMEHTH JIJIs1 pO3pOOKH BUCOKOSIKICHUX Ta IHHOBaLITHUX MOOUIBHUX JI0JATKIB

utst atopmu Android.
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Ocp nmeski knro4oBi acnekty Ta Gynkuii Android Studio:

® Android Studio Mae 3pyyHudl Ta KOPHCTYBallbKHM-OPIEHTOBAHMM 1HTEpdEic
KopucTyBaua. BoHa Mae 1HTENEKTyaJbHUM KOJOBUH pemakTop 3 (QYHKIIEO
aBTOJIONTOBHEHHS Ta MOXJIMBOCTSIMHU peaKkTOPHHTY KOay. PemakTop Takox Hamae
MO>KJIMBOCTI TIEPETJIsA Y pi3HUX (haiiiiiB, BKIOUYAIOUYH MAKETH, PECYypCH, MaHi(pecTn
Ta IHIIII.

® Android Studio wmae BOymoBani emynaropu Android, sKi 103BOJISIOTH
PO3pOOHMKAM TIepEBIPSITH CBOI JOJATKU Ha pi3HUX Bepcisx Android Ta Ha pi3HUX
TUNAx NOpUCTPOiB. Takok € MOXKIUBICTh MIJKIIOYEHHS peainbHux Android-
MPUCTPOIB VISl TECTYBAHHS JIOJATKIB.

® Android Studio cipusie ierkocTi peanizalii Ta Jiokamizailii 10/1aTkiB. Po3poOHuKu
MOXXYTh JIETKO JIOJaBaTH HOBI €KpaHU, MAKeTH Ta (DYHKIIIOHAJIBHICTH JI0 CBOIX
JIONATKIB.

® Android Studio OHOBIIOETHCS 3 KOXXHUM BHITYyCKOM HOBOI Bepcii Android, mio
J03BOJISIE PO3POOHUKAM BUKOPUCTOBYBATH HaifHOBImI MoxxiuBocTi Ta API, ski
Hazaae maatdopma Android.

® MoXIUBICTh CTBOpeHHs rpadivHux iHTEepdeiiciB 3a momomororo drag-and-drop
1HCTpyMeHTIB. TakoX MOXHa JIETKO KepyBaTH pecypcamu, BKIIOUYAIOUU
300paKE€HHS, MAKETH, KOJIbOPH, PSAIKU Ta 1HIII.

® Android Studio iHTerpy€eThCs 3 IHITUMU KOPUCHUMH IHCTPYMEHTAMH, TAKUMH K
CUCTEMHU KepyBaHHS BepcisiMu (Hampukiaz, Git), M0 Mojermrye CHiBIpaIio Ta
PO3pOOKY y KOMaH/II.

® Android Studio onTumizoBaHa mJis MIBUAKOI poOOTH Ta 3a0e3MeueHHsT BHUCOKOI

MPOJTYKTUBHOCTI ITi/T 4ac pO3pOOKHU JOAATKIB.

Blender - me moTyxHuii Ta OE3KOIITOBHHI(3 BIAKPUTHM BHXITHHM KOJIOM)
rpadiunuii  maketr ani  MozemoBaHHs 3D-rpadiku, aHiManii, peHAEPHUHTY,
KOMITO3UTHUHTY, PelaryBaHHS BIJ€O Ta 1HIIMX 3a7ad, MOB'S3aHUX 3 Bi3yali3alli€lo.
OcHoBHa ocobsuBicTh Blender nossirae B ToMy, 1110 BiH € HOBHICTIO O€3KOIITOBHUM Ta

PO3MOBCIOIKY€EThCS 111 BUtbHOMO JdineH3iero GNU General Public License.
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OcnoBHI pucu Ta MoxuBocTi Blender:

Blender nagae mmpoki MOKIMBOCTI 17151 cTBOpeHHsT 3D-Mozeneii. Bin miarpumye
pi13H1 METOIU MOJICJIFOBAHHSI, TaK1 sIK MOJITOHAIbHE, CYOAUBI31HHE, Ta METa0OIIYHE
MO/ICJTFOBAHHS.

Blender Mae moTyxHI 1HCTpyMEHTH Uil CTBOpPEHHs aHiMmaiiid. Bu wmoxere
CTBOPIOBATH CKJIaJIHI aHIMaIlil JJisi 00'€KTiB, MEPCOHAXIB, YaCTUHOK, Ta Oarato
1HIIIOTO.

BOynoBani nBurynu penaepunry, Taki sik Cycles Ta Eevee, 103BONSIOTH
CTBOPIOBATH Bpakaroyl Bi3yajibH1 €(DEeKTH Ta POTOpeaiCTUYHI 300pasKEeHHS.
Blender Hamae iHCTpyMeHTH I pelaryBaHHs Ta KOMOIHYBaHHSI pI3HUX
€JIEMEHTIB, a TAKOX JJIs1 J0JJaBaHHS CIIELIaIbHUX €EKTIB Ta KOPEKLIi 300pakeHb.
[HCTpyMEHTH  CKyJBOTYBaHHS  JO3BOJISIIOTH  XYJOKHHKaM  CTBOPIOBATH
neraiaizoBadi 3D-monmen.

Blender miaTpuMye cTBOpEHHSI Pi3HOMAHITHUX CHELIaNbHUX €(EKTIB, TaKUX SK
CUMYJIAIIS YaCTUHOK, PiJMH, TUMY, OTHIO Ta 1HIITUX.

Blender mae yHikanbHy iHTEpdEHCHY CUCTEMY, SIKa MOXKE 3aTHCS CKIIATHOO IS
HOBAYKIB, aJI€ € MOTY>KHOIO Ta €(PEKTUBHOIO JJIsl TOCBITYEHUX KOPUCTYBaYiB.
3acHOBaHMII HA  BIAKPUTOMY BHXiIHOMY Kozi, Blender migTpumye
PO3IIMPIOBAHICTh Yepe3 IUIariHu Ta JOJATKH, 10 J03BOJISIE PO3IIMPIOBATH HOTO

(GyHKIIOHAI.

Substance Painter - me mnporpamHe 3a0e3meueHHsI IS TEKCTYpPyBaHHS Ta

penaepunry 3D-moxenel, sike BupoOisieTbes kommnaniero Allegorithmic, sika 3apa3s €

yacTuHOIO Adobe. Lle noTyHui IHCTPYMEHT ISl XY105KHHKIB, SIKI IPALIOIOTh Y cepi

BI3yaJIbHOTO MHCTEITBA, TeMMAW3aiiHy, Bimeo Ta aHimallii. Ock JesKi KJIH0YOBi

xapakTepuctuku Substance Painter:

Substance Painter mnpairoe BIANMOBIAHO 10 NPHUHIUIIB (HI3UYHO 3aCHOBAHOTO
PEHIEPUHTY, WO JO03BOJISIE CTBOPIOBATH PEATICTUYHI MaTepiaad 3 TOYHUMHU

(b13MYHUMU BIACTUBOCTSIMH.
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® Bin npononye 3pyuHuii intepdeiic 1y podoTH 3 TEKCTypaMH B pealbHOMY Yaci.
Bu MoxeTe HAaHOCUTHU TEKCTYpU 3 PI3HMX MarepialiB 1 1apiB, KOPUCTYIOUHCH
PI3HUMHU MEH3ISIMU Ta IHCTPYMEHTaMHU.

® Substance Painter BUKOPHUCTOBY€ KOHIEMIII0 Smart-mapiB, IO J03BOJISE
30epiraTé mapaMeTpu MaTepialiB y mapax s MOJajbIIOro peJaryBaHHS Ta
JIETKO1 3MIHH TEKCTYP.

® Bu MoxeTe CTBOPIOBAaTH TEKCTYPHI KapTH IS PI3HUX IIUIEH, TaKUX SIK KOJIp,
HOpMaJIl, BUCOTA, IpyOICTh 1 1HIIL. Substance Painter aBTOMaTH4HO TeHEpy€e KapTH
11 PBR-pennepunry.

® Substance Painter Moxe B3aeMOAIATH 3 I1HIMIMMHU mnporpamMamu st 3D-
MojemoBaHHs, TakuMHu K Autodesk Maya, Blender, Unity, Unreal Engine Tormo.
Bu moxete BxUBaTH 3MiHH, 3po0ieHi B Substance Painter, B peasibHOMY 4Yaci.

® [Iporpama g03BoJII€ CTBOPIOBATH PI13HI TUIIM IIAPIB, TAK1 SIK KOJIBOPOBI, IITMOMHHI,
BHUCOTHI, penbedHi TOIIO, IS TOCATHEHHS PI3HOMAHITHOCTI Ta JeTai3allii.

® [linTpumka BizyanbHOro edekrty mnepeocBiTieHHs (Real-Time IBL) nosBomsie

NepEerJisiIaTi 3MiHU B OCBITJICHHI B peaJIbHOMY Yaci.

RizomUV - 1nie mporpamue 3a0e3nedeHHs s posropTanHs UV-kapT, ske
BUKOPUCTOBYETHCS Y BI3yaJIbHOMY MHCTENTBI, TeWMIIM3aiiHi, aHIMaIii Ta I1HIIMX
rajny3sax, MoB's3aHux 13 crtBopeHHsM 3D-mopeneit. OcHoBHHEl (okyc RizomUV
noyiirae B €(PEeKTUBHOMY Ta MIBUJIKOMY TpoIleci CTBOpeHHs 1 pemaryBaHHs UV-
pO3ropTaHb, 110 € BaXKJIUBUM €TaroM MpU CTBOPEHHI TeKcTyp i 3D-mozeneii. Ock

JesIK1 KITF0YOB1 XapakTepucTuku RizomUV:

® RizomUYV nHanae iHCTpyMEHTH JUIS IIBUAKOTO Ta €PEKTUBHOTO po3ropTanHs UV-
Kapt s cknagaux 3D-monpeneit. KopucTyBadi MOXYTh B3a€EMOIISATH 3 00'€KTaMH

ta ixHiMu UV-po3ropTaHHsIMU B peaIbHOMY 4aci.
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® RizomUV Moxe npaitoBaT 3 pisHUME GopMatamu GailiiB ajis oOMiHYy JaHUMHU
MDK IHIIMMU TIporpamMamu ajist 3D-moietoBaHHs.

® [Iporpama HaMara€eTbCsi MaKCHMI3yBaTH BHKOPHUCTAHHS TEKCTYPHOTO MPOCTOPY,
JO3BOJISIFOYM  ONTHUMI3yBaTH pPO3MIlIeHHS eneMeHTiB Ha UV-kapti s
ONITHMAJIBHOTO BUKOPHUCTAHHS TEKCTYP.

® RizomUV no3Bossie penaryBatu Ta BUnpaBisiTd UV-po3ropTaHHs B peaTbHOMY
gaci, o0 BUMPABUTH Oyb-sAKi MPOOJIEMH, SKI MOXXYTh BUHHUKHYTH B MpOIECi
cTtBopeHHs 3D-Mozeni.

® [Iporpama moxxe eheKTHBHO 0OpOOIIATH BEIMKI MOJIEII Ta BEJIUKI 00'eMU aHUX,
110 poOUTH ii MPUAATHOO 17151 TPO(PeCciitHOro BUKOPUCTAHHS.

® RizomUV moxe npauroBatu 3 UDIM-po3ropranssm, iK€ 103BOJIsI€E CTBOPIOBATH
TEKCTYpH 7151 00'€KTIB, III0 OXOIUTIOIOTH JIeK1IbKa KapTax (Taiaax), a Takox i3 4D-
KOHTEKCTaMH, 1110 JI03BOJISIE TPAIFOBATH 3 YaCOBUMH acniekTamu UV -po3ropTaHHsi.

® RizomUV Moxe B3aeMOAIATH 3 PI3HUMU Iporpamamu s 3D-MoaenoBaHHS Ta
TEKCTYpYyBaHHS, 100 CIPOCTUTH OOMIH TaHUMH Ta BUKOpucTanHs UV-po3ropranb

B IHIIIMX KOHTEKCTAX.

Marmoset Toolbag 4 - me mnporpamHe 3a0e3ledyeHHs IS Bidyamiszamii Ta
penaepunry 3D-clieH, sike mpuU3HAvYeHEe 11 BUKOPUCTAHHS B 1HAYCTPIl BIATBOPEHHS
irop, rpadiyHOoro au3aiHy, apxXiTeKTypu Ta IHIIUX o0JacTeil, 1€ BaXIUBUU
BUCOKOSIKICHUHM Bi3yasibHUM KOHTEHT. Och JAedKi KII04oBl ocobmuBocTi Marmoset

Toolbag 4:

® Marmoset Toolbag mpomnoHye peHAEpUHT y pealbHOMY daci, IO JI03BOJISIE
KOPUCTYBa4aM MHTTEBO OayUTH 3MIHM y CBOIX MpOEKTax 0e3 HeoOXI1THOCTI
OUIKYBaHHS Ha 3aBEPIICHHS BETUKUX PEHICPUHTOBUX 3aBJaHb.

® JIporpama miaATpUMYy€ BIATBOPEHHS PI3HMX THUITIB MaTepialliB, BKIIOYAIOUYN
MeTaJieBl, JepeBO, WIKIpY, CKJIO Ta iHII. {e 103Bosisie CTBOPIOBATH peasliCTUYHI

Bi3yautizallii 3 pi3SHOMaHITHUMH TOBEPXHSIMHU.
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® [urepdeiic Marmoset Toolbag mpusHadeHWil Isi 3py4HOCTI KOpPHCTyBada Ta
BKJIFOYA€ IHCTPYMEHTH ISl JIETKOTO JOCTYITy 10 OCHOBHUX (DYHKIIIH, TaKUX 5K
OCBITJICHHSI, MaTepiaik Ta TEKCTYPH.

® [Iporpama migTpuMye pi3Hi TEXHIKU OCBITIeHHs, Taki sk Global [llumination (GI),
Image-Based Lighting (IBL) ta inmi. Ile mo3Bosisie cTBOproBaTH JWHAMIYHE Ta
peaNiCTHYHE OCBITIICHHS CIIEH.

® Marmoset Toolbag n03BossI€ CTBOpIOBATH aHIMaIlli Ta B3a€MOJIiI0 3 00'€KTaMU y
peanbHOMY 4aci. Lle tonomarae B CTBOpEHH1 AMHAMIYHUX Ta TPUBAOIMBUX CLIEH.

® [Iporpama 3a0e3nedyye BUCOKOSIKICHUM PEHIEPUHT, LIO0 JO3BOJIAE OTPUMATH
300paKeHHSI BUCOKOI pO3JILIILHOCTI 3 IETANII30BAaHUMU TEKCTypaMH Ta eheKTaMu.

® Marmoset Toolbag miaTpumye BuBeAeHHS 300pakeHb Ta BIAEO y pi3HI (hopmaTy,
IO CIPOIIyEe OOMIH pe3yJibTaTaMH Ta IHTETPaIliio 3 IHIIUMH IPOrpaMaMH.

® [Iporpama miaTpumye BipTyalnbHy peanbHicTh (VR), mo poOute ii
BUKOPUCTOBYBAHOIO JIJISl MIPOEKTIB, MOB'S3aHUX 13 BIPTYaJbHOIO PEATBHHICTIO Ta

IrPOBOIO PO3POOKOIO.

2.4. BHCHOBKH 3 IPyroro po3aiiy

B nanomy po3aini Oyiau mpoaHanizoBaHi METOIH, 10 CTOSITh 32 pOOOTOI0 CUCTEM
JOTIOBHEHOI peanbHOCTI. Oco0IUBY yBary Ciiji IPUAUIUTA METOJIaM KOMIT FOTEPHOTO
30py Ta rauOuHHOrO HaBuaHHsA. CamMe BOHM B KOMOIHAIlli 3 1HIIMMH METOJaMU
J03BOJISIIOTH 3a0€3MEUYUTH PEATBHICTh J0JAHOTO MPOCTOPY HA PIBHI, MO0 HEIIOAABHO
OyB MPOCTO HEMOKIUBUNA. TakoK OyJI pO3MIISIHYTI ApXITEKTYPHH 1X1/1 Ta M1a0JI0HU
IPOEKTYBAHHsS, WIIO0 OyJIM BHUKOPHMCTAaHI IIJ Yac pO3pOOKH JAHOTO MPOEKTY.
Buxopucranni nmns po3poOKHM J0MAaTKy TEXHOJIOTi OynM omucaHi JeTaibHO, 3

ypaxyBaHHSIM KITFOUYOBUX OCOOJUBOCTEH.
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PO3JILI 3.
PO3POBKA TA AHAJII3 TIPOTPAMHOT O 3ABE3NEYEHHS

3.1 O0rpyHTYBaHHSI BAKOPUCTAHMX TEXHOJIOTiH

[lepen mouyaTkoM po30POKH IFPOBOrO AOAATKY CiHifg Oyjo oOpaTu irpoBUi
JIBUTYH Ta miuaTdopMmy sl TOAAaHOiI peanbHOCTi. B SKOCTI ABUTYHa MHOKO OyiH
po3risHyTi HacTymHi ommii: UnrealEngine, Unity, Godot. Ins AR mrardhopmu Oyiiu
po3risaHyTi Taki Bapiantu: Pikkard, Vuforia, Kudan ta Maxst. 3pemroro s 3ymMHHUBCS
Ha TaHgemi Unity Ta Vuforia 3 mpuuus, mo OyxyTh OnucaHi HIDKYE.

Unity ta Vuforia — me Mikc ABOX MOTYKHHX I1HCTPYMEHTIB, SKi pa3om
YTBOPIOIOTH 17I€aIbHUI alIbIHC ISl PO3POOKM 3aXOIUTIOIYMX 1M0p, CHOBHEHUX
normoBHeHol peanbHOCcTi (AR). Unity, BH3HAHA CBOEIO BEIMYE3HOKO CIIIJIBHOTOIO
pPO3pOOHUKIB Ta THYYKICTIO, BOJIOJAIE BCiMa HEOOXIAHUMHU 1HCTPYMEHTaMHU st
CTBOPEHHs BPAXKAIOUMX irPOBUX BHUPIIIEHb. li MyJbTHUMIATGOPMEHICTh 03BOINSAE
jerko mepeiiMatu irpoBuiit BuTBip 3 10S Ha Android i HaBmaku, IO PO3IIUPIOE
NOTEHIIITHY ayAUTOPIIO TOAATKY.

AR Foundation BOynoBana B Unity, cmpomrye po3poOky mist pisHux AR-
wiatdopm, 3abe3neuyroun eaunanii kon aias ARKit ta ARCore. IIBuakicTh po3poOku
HNIATPUMYETHCA IHTYITUBHO 3pO3yMUIMM 1HTEpQeEiicoM, T03BOJISIOYM PO3POOHUKAM
IIBUIKO MPOTOTHUITYBATH Ta BIPOBAKYBATH 171€1.

VY cBoro uepry, Vuforia, sik mardopma st po3MKUPEHOT peaabHOCTI, BHOCUTD
CBii yHIKQJbHUNA BHECOK Yy PpO3Mi3HABaHHS 00'€KTiB. 3AAaTHICTh pO3Mi3HABATU
300pakeHHsl, TeKCT, Mapkepu Ta 3D 00'eKTH B pealbHOMY 4acl BiIKpUBaE OE3MEKHI
MOXJIMBOCTI JJi1 CTBOpeHHs 3axommorounx AR-cuenapiiB. Lg HagiiiHiCTb
po3mizHaBaHHs poouTs Vuforia izeanbaum maptaepom st Unity, TOMTOBHIOIOUH HOTO
MO>KJIUBOCTI.

Takuii KOMOIHOBAaHUHM MiAX1J TO3BOJSE PO3POOHMKAM HE TUIBKH CTBOPIOBATH
ITpU 3 BpaXaro4yor rpadikoro Ta IHTEPAKTHBHICTIO, A€ TAaKOX BHKOPUCTOBYBATH

MNOTYXHOCT1 JIOMOBHEHOI PpPEAbHOCTI Il TOro, MO0 3aHypUTH TIPaBIIB Y
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3aXOIUTIOIOYUH BIpTyadbHUM CBIT. | Hy4KiCTh, IBUIKICTH PO3POOKH Ta BUCOKA SIKICTh
po3mi3zHaBaHHs 00'exTiB poOisaTe Unity Ta Vuforia HemepeBepiieHUM IyeToOM IS

PO3pOOHUKIB, sIKi Oa)Kal0Th BTITUTH CBOI 17e1 y cBIT AR-irop.

Vuforia Engine

Objects Environments
°°°8 I .‘I r_1 1 '_O—I [ e B
& D 0w R e L <

Vuforia Fusion

SLAM ~ VISLAM Platform Enablers
Simultaneous Localization & Mapping Visualinertial SLAM Platform AR Technology

__—

Android Windows
ARCore

Puc 3.1 Cxemaruune 300pakeHHst MoxkrBocTed Vuforia

3.2 TexHiuHi BUMOTI'M ISl 3a1YCKY A0AATKY

[lepmr HiX BCTAaHOBUTH JOJATOK HA Ball MPUCTPI BapTO MEPEBIPUTH YU
BIJIMOBIJIA€ BIH MIHIMAJbHUM CUCTEMHUM BuUMoOram. [l pi3HUX 11aTdopM BOHU €
HACTYITHUMU:
Android:

Onepariitna cuctema: Android 8.0 aGo OinbIie HOBa.

[Tporecop: Quad-core abo HOBiIIHiA.

OneparuBHa nam'site: Minimym 2 I'b RAM.

Kamepa: 3aans kamepa 3 HIATpUMKOIO (OKYCyBaHHS Ta 3a0e3MeyeHHSIM

BHCOKOI SIKOCT1 300paKeHHS.

Binsue micre: 100Mo6+
10S:



S7

Omneparriitaa cuctema: 10S 15 abo Gible HOBA.

[Iporecop: A9 x64 abo HOBIIIHIA.

OneparuBHa nam'ste: Minimym 2 I'b RAM.

Kamepa: 3aans kamepa 3 MIATPUMKOIO (OKYCyBaHHS Ta 3a0€3MEYEHHSIM
BUCOKOI SIKOCT1 300paXkeHHS.

Bineue micue: 100M0+

3.3 BcTaHOBJIeHHS irPOBOro 104aTKY HA MPUCTPii

Android:

HeoOxigHo 3aBaHTaxuTH Ta 3amyctuTH .apK ¢ain. [lami 3’SBUTbCS BIKHO
BCTAHOBJICHHSl JIOJIaTKIB, AMBITbCS puc. 3.2. (mepen MHUM MOXKE 3HAA0OUTHUCS
JI03BOJIUTH BCTAHOBJICHHS MPOTPaM 3 HeBioMux [pkepen). [licins BcraHoBineHHs .apk
daiiny 10JaTOK 3alyCKaeThCsl 3a JOIMOMOTrOI0 1KOHKM Ha TOJIOBHOMY €KpaHi abo 3i

CITMCKY JIOJIaTKIB.

YcTaHOBUTHU Lien foaaTtok? Vlomy He
NOTPIGHI cneuianbHi 4O3BON.

CKACYBATU YCTAHOBUTH

Puc 3.2 Expan BcTaHOBJICHHS OAATKY
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10S:

VY Bumaaxky npuctpoiB kommanii Apple enuHuil nuisxoMm, KpiM OTpUMaHHS 3
MarasuHy J0JaTKiB, € BHKOpUCTaHHs mporpamu TestFlight mis BcraHoBICHHS
TECTOBHX JOJATKiB. J[JIs1 IBOTO CIi 3aBaHTAXUTH MPOrpaMy 3 MarasuHy i OTpUMAaTH
3ampoIIeHHS Ha TECTYBaHHS IOAATKy. B pe3ynbTari BU mobadynTe BiKHO SIK Ha
Puc. 3.3. Ha nupomy >k eKkpaHi MOXHa BCTAaHOBUTH MOMEPEIHI Bepcii mporpamu abo

HaJICTIaTH PO3POOHUKAM CB1M 3BOPOTHIH 3B’SI30K.

Version 5.22 (1009)
Expires in 90 days

What to Test

App Details
Notifications

Previous Builds

Puc. 3.3 Expan BcranoBiieHHs 1onatky B TestFlight

3.4 Onuc inTepdeiicy kopucTyBada
[Ticast BCTaHOBJICHHS 1 BIIKPUTTSI irpOBOTO MOJATKy MEPIIUM EKPAHOM, IO

0auuTh KOPUCTYBa4 € TOJOBHE MEHIO. MeEHI0 Hajlae MOXJIMBOCTI 3allyCTUTH
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Ipy, IEPEUTH B PEKUM CKaHYy, BIAKPUTU €KpaH HaJalllTyBaHb, IEPEITISIHYTH KOJIEKII10
BIJIKDUTUX KapTOK a00 BUUTH 3 I'pU, TUBITbCA puc. 3.4 - puc. 3.8.
[Ticnst 3aBepuieHHsT TpU KOpUCTyBady Oyae MOKa3aHO €KpaH KIHIS TpU 3

pe3yabTaramu naprii, TUBITbCS puc. 3.9

Puc. 3.4 ExpaH rojioBHOro MEHIO



Puc. 3.5 IrpoBuii expan
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Scan your cards to add
them to the deck

Puc. 3.6 Expan ckaHyBaHHS
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Effects

B Mute

Puc. 3.7 ExpaH HanmamuTyBaHb
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3.5 Onuc Ta aHaJdi3 BUXiTHUX JaHUX

B nmpomeci BHUKOpHUCTaHHS IFPOBOTO JOJATKy 30UparOThCS JaHi  JyIst
MIOTAJTBIIIOTO aHAITI3Y 3a HACTYITHUMH HAPSIMAMHU:
—  CKUIbKHM pa3iB OyJi0 3ammyIieHo TOW YM IHIIUN eKpaH;
— CKUIbKM 4acCy KOPUCTYBay MPOBIB HA KO)KHOMY €KpaHi;
— IIBUIKICTH PO3Ii3HaBaHHA 00’ €KTY Ta BIAMAaJbOBKA JIOAaHOT peaIbHOCTI HABKOJIO

HEOTO;

— sIKa KapTKa 1 CKUIbKHU pa3iB OyJia BUKOPHUCTAHA B I'Pi;
— pe3yJabTaT 3aBepIIeHHS MapTii.

3i0pani gaHl cepiadi3yloThbCsid B TEKCTOBHM nokymeHT dopmaty JSON
(JavaScript Object Notation), o 306epiraeTbcst Ha MPUCTPOT 1 TOTIM MOXKE Oy TH 3pYIHO
nepeBeneHuii B Tabiumo Microsoft Excel mist momaneioro anamisy.

Ha puc. 3.10 MoxxHa mOGAYUTH pe3yJbTaTH TECTOBOTO 3aIIyCKYy MPOTPaAMHU.

Is result
MainMenu 3.0
Time spent in MainMenu 21.7
Settings 3.0
Time spent in Settings 16.606
Collection 1.0
Time spent in Collection 0.830
ScanCards 1.0
Drone recognized in 0.638
Astronaut recognized in 0.001
Oxygenrecognized in "0.008
Time spent in ScanCards 0.986
Game 1.0

Puc. 3.10 Pe3ynbraTu 3anycky nporpamu
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Ax BugHO HalOUIBIIe Yacy OyJio MPOBEACHO HA €KpaHi TOJOBHOTO MEHIO,
OCKIJIbKHM BOHO € 3B’ 3yI0YMM MIXK 1HIIUMH €KpaHaMU, B TOM JK€ 4ac MEHIIIE 3a BCE Yacy
OyJI0 BUTPAYE€HO Ha €KpaHl KOJIEKI1i, OCKUIbKM Ha NMOYaTKy BUKOPUCTAHHS BIH LIE €
JOCUTB IIyCTUM.

Pe3ynbTaTu BiJICTEXKEHHS KapTOK TEX € JOCUTh LIKaBUMH. Tak HailOuiblIe
yacy MIINUIO Ha TEPITy KapTKy, 0 MOB’SI3aH0 3 HEOOXITHICTIO 1HIIIai3aIlii CUCTeMH
Ta (poxkycy kamepu. Pemra xaprok Oyna posmi3HaHa 3HAYHO IIBMJIIE, 3aBISKU
H1JrOTOBAHOCTI KOPHCTYBaya 1 CHCTEMH TO MOAAJIBIIOTO CKaHyBaHHsS. Takoxx Ha
MIBUKICTh PO3MI3HABAHHS MOXKYTh BIUIMBAaTH Taki (aKTOpH SK SKICTh KaMmepu
IPUCTPOIO, 10 BHUKOPHUCTOBYETHCS, OCBITIEHHS, CKJIAIHICTh 00 €KTy, LI0 3apa3s
IPOXOJIUTH IPOLIEC PO3IMI3HABAHHS Ta MOBEIIHKA KOPUCTyBaya (TpsiCKa KaMepH 4 pyX

YCKIIAIHATh (POKYC KaMepH 1 po3Ii3HaBaHHS 00’ €KTY).
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BUCHOBKH

VY pesynabrari BUKOHAHHA KBamidikaiiiHoi poboTu Oyso po3polieHe
nporpaMHe 3a0e3nedeHHs, 0 SBJsE€ COO0I0 MYJIbTUILIAT(MOPMEHHI ITPOBUI JOIATOK
3 BUKOPUCTaHHSM JIOMIOBHEHOI pEambHOCTI IS 3aCTOCYBaHHS Ha MOOUTHHUX
wiargopmax mia pisauM OC, 310paHO Ta IPOaHATI30BAHO PE3YyJIbTAaTH BUKOPUCTAHHS
nporpaMu. 3 JOCTIJHUILIBKOT CTOPOHU POOOTH OyJI0 MPOBEACHO JAOCIIIKEHHS 3aC001B
Ta IPUHIKITIB B3aeMo/Iii 3 AR, oliHeHo iX mepeBaru Ta HeI0JI1KH Ta 00paHO HAHO1IbIIT
NPUAATHI 111 BUKOPUCTAHHS B MOOUIBHUX ITPOBUX J0JATKAX, 10 Ma€ MOTEHIAN s
BUKOPUCTAHHS IHIIUMHA PO3POOHHMKAMHU 3a/Jis 3MEHIICHHS CTPOKIB Ta BHUTpPAT Ha

PO3pOOKY BIACHUX MTPOCKTIB.
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JTONATOK A
JIICTHHT TIPOTPAMU

AIPlayer.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class AIPlayer : MonoBehaviour
{
[SerializeField]
private PlayableCard PlayableCardPrefab;
[SerializeField]
private int scoreDiffToEndRound;
private Player enemy;

public void SetUp(Player humanPlayer)
{
enemy = humanPlayer;

}

public void ProcessTurn ()
{
StartCoroutine (TurnRoutine ()) ;

}

private IEnumerator TurnRoutine ()

{

yield return new WaitForSeconds (0.5f);

if (GameManager.Instance.CurrentPlayer.CardsInHand.Count > 0
&& Mathf.Abs (GameManager.Instance.CurrentPlayer.Score - enemy.Score) <
scoreDiffToEndRound)
{
PlayCard() ;
}
else

{
EndRound () ;

}

private void EndRound ()
{
GameManager. Instance.EndRound () ;

}

private void PlayCard()
{
int index = Random.Range (0, GameManager.Instance.CurrentPlayer.CardsInHand.Count -
1);
PlayableCard playableCard = Instantiate (PlayableCardPrefab, transform);
playableCard. SetUp (GameManager.Instance.CurrentPlayer.CardsInHand[index],
Vector3.zero);
playableCard.PlayCard() ;

}

AudioManager.cs

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Audio;

public enum Sounds
{
Button,
Slider,
CloseWindow,
OpenWindow,
SpawnCard,
Buff,
Debuff,
Restore,



}

Destroy,
Victory,
GameOver,
EndRound

public enum Music

{

}

MenuMusic,
GameMusic

[Serializable]
public class SoundItem

{

}

public Sounds Sound;
public AudioClip AudioClip;

[Serializable]
public class MusicItem

{

}

public Music Music;
public AudioClip AudioClip;

public class AudioManager : MonoBehaviour

{

public static AudioManager Instance;

public bool IsMuted => isMuted;

public string MusicKey = "MusicVolume";
public string EffectsKey = "EffectsVolume";
[SerializeField]

private AudioMixer audioMixer;
[SerializeField]

private AudioSource musicSource;
[SerializeField]

private AudioSource soundsSource;
[SerializeField]

private List<SoundItem> soundsList;
[SerializeField]

private List<MusicItem> musicList;
private bool isMuted;

private void Start()
{
Createlnstance () ;
SetUp () ;

private void CreateInstance()
{
Instance = this;
DontDestroyOnLoad (this) ;
}

private void SetUp()

{
audioMixer.SetFloat (MusicKey, DataManager.Instance.SavedData.MusicVolume) ;
audioMixer.SetFloat (EffectsKey, DataManager.Instance.SavedData.SoundVolume) ;
isMuted = DataManager.Instance.SavedData.IsMuted;
CheckIfMuted() ;

}

public void SetVolume (string key, float value)

{
float adjustedvalue = Mathf.LoglO (value) * 20;
audioMixer.SetFloat (key, adjustedValue);
DataManager.Instance.SaveAudioVolume (key, value);

}

public void SetMute (bool isMuted)
{
this.isMuted = isMuted;
DataManager.Instance.SaveMutedStatus (isMuted) ;
CheckIfMuted() ;

72



private void CheckIfMuted()
{
if (isMuted)
{
audioMixer.SetFloat (MusicKey, -80);
audioMixer.SetFloat (EffectsKey, -80);
}
else

{

audioMixer.SetFloat (MusicKey, DataManager.Instance.SavedData.MusicVolume) ;
audioMixer.SetFloat (EffectsKey, DataManager.Instance.SavedData.SoundVolume) ;

public void PlaySound (Sounds sound)
{

soundsSource.PlayOneShot (GetSound (sound)) ;
}

public void PlayMusic (Music music)

{
musicSource.clip = GetMusic (music) ;
musicSource.Play();

}

private AudioClip GetSound(Sounds sound)
{
return soundsList.Find((value) => value.Sound == sound) .AudioClip;

}

private AudioClip GetMusic (Music music)

{

return musicList.Find((value) => value.Music == music) .AudioClip;

BaseCards.cs

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.UI;

public class BaseCard : MonoBehaviour

{

[SerializeField]

protected Transform characterContainer;
[SerializeField]

protected TextMeshProUGUI nameText;
[SerializeField]

protected TextMeshProUGUI strengthText;
[SerializeField]

protected TextMeshProUGUI descText;
[SerializeField]

protected Image rowlImage;
[SerializeField]

protected Sprite firstRowSprite;
[SerializeField]

protected Sprite secondRowSprite;
protected CardInfo cardInfo;

protected virtual void SetTexts ()

{
nameText.text = cardInfo.Type.ToString();
strengthText.text = cardInfo.Strength.ToString();
descText.text = cardInfo.Description;

}

protected void InitCharacter ()

{

Transform character = Instantiate (cardInfo.CharacterPrefab,
characterContainer) .transform;
character.localPosition = cardInfo.CharacterPosition;

}

protected void SetFightingRowSprite ()
{
rowlImage.sprite = cardInfo.FightingRow == FightingRow.First?
firstRowSprite : secondRowSprite;
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CardForScan.cs

using System;

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

public class CardForScan : BaseCard
{
[SerializeField]
private CardType type;
[SerializeField]
private DefaultObserverEventHandler eventHandler;

private bool isInited;

private void Start()

{
eventHandler.OnTargetFound.AddListener (TargetFound) ;
eventHandler.OnTargetLost.AddListener (TargetLost) ;

}

private void TargetLost ()
{
}

private void TargetFound ()
{
if (isInited)
{
return;

}

StatisticsManager.Instance.TrackEvent (TrackedEventType.ObjectRecognized,
type.ToString()) ;
AudioManager.Instance.PlaySound (Sounds.SpawnCard) ;
cardInfo = CardsManager.Instance.CardInfos.Find((value) => value.Type == type);
if (cardInfo != null)
{
isInited = true;
SetTexts () ;
InitCharacter();
SetFightingRowSprite () ;

DataManager.Instance.SaveCardIfNeeded (type) ;

CardsHolder.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class CardsHolder : MonoBehaviour
{
[SerializeField]
private float border;
[SerializeField]
private Vector2 minMaxStep;
[SerializeField]
private Vector3 cardSelectedPosition;
[SerializeField]
private PlayableCard cardPrefab;
[SerializeField]
private Transform cardsParent;

public void AddCard(CardInfo cardInfo)
{

PlayableCard spawnedCard = Instantiate (cardPrefab, cardsParent);
spawnedCard.SetUp (cardInfo, cardSelectedPosition);
SetUpCards () ;

}

public void SetUpCards ()
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float currentStep = (border * 2) / transform.childCount;

currentStep = Mathf.Clamp (currentStep,

Vector3 posiiton;
Transform child;

minMaxStep.x,

for (int i = 0; 1 < transform.childCount; i++)

{
child = transform.GetChild(1i);
posiiton = child.localPosition;

posiiton.x = -border + i * currentStep;

child.localPosition = posiiton;

CardsManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Vuforia;

using UnityEngine.UI;

[System.Serializable]

public class CardInfo

{
public CardType Type;
public FightingRow FightingRow;
public string Description;
public int Strength;
public CardPower CardPower;
[Space]
public Sprite imageSprite;
public GameObject CharacterPrefab;
public Vector3 CharacterPosition;

}

public enum CardType
{
Astronaut,
Drone,
Oxygen,
ElfWarrior,
ElfArcher,
ElfAssassin,
ElfPriest,
ElfQueen,

HumanKnight,
HumanArcher,
HumanMage,
HumanPaladin,
HumanSoldier,

OrcChieftan,
OrcArcher,
OrcGrunt,
OrcShaman,
OrcWarrior,

UndeadAssassin,
UndeadArcher,
UndeadKing,
UndeadMage,
UndeadWarrior

}

public enum FightingRow
{

First,

Second

}

public enum CardPower
{
None,
Buff,
Debuff,
Restoration,
DestroyCard

minMaxStep.y);
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}

public class CardsManager : MonoBehaviour

{

public static CardsManager Instance;

public List<CardInfo> CardInfos = new List<CardInfo>();
public List<CardInfo> UnlockedCards = new List<CardInfo>();

private void Awake ()

{

Createlnstance ()

private void Start()
{

CollectUnlockedCards () ;
}

public void CollectUnlockedCards ()
{
foreach (var cardType in DataManager.Instance.SavedData.SavedCardTypes)
{
UnlockedCards.Add (CardInfos.Find ((value) => value.Type == cardType));

}

private void CreatelInstance ()
{
Instance = this;
DontDestroyOnLoad (this) ;

}

CloseButton.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class CloseButton : MonoBehaviour
{

[SerializeField]

private Scenes currentScene;

void Start ()

{
GetComponent<Button> () .onClick.AddListener (Close) ;

private void Close()

{
AudioManager.Instance.PlaySound (Sounds.CloseWindow) ;
SceneManager.LoadScene ( (int) Scenes.MainMenu) ;
StatisticsManager.Instance.TrackEvent (TrackedEventType.TimeSpentInScene,

currentScene.ToString()) ;
}
}

CollectionCard.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class CollectionCard : BaseCard
{

[SerializeField]

private Image cardImage;

public void SetUp(CardInfo info)
{
cardInfo = info;
cardImage.sprite = info.imageSprite;
SetTexts () ;
SetFightingRowSprite () ;
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CollectionsWindow.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class CollectionsWindow : MonoBehaviour
{
[SerializeField]
private Transform cardsContainer;
[SerializeField]
private CollectionCard cardPrefab;

void Start ()

{
CardInfo cardInfo = null;

foreach (var type in DataManager.Instance.SavedData.SavedCardTypes)

{

cardInfo CardsManager.Instance.CardInfos.Find((value) => value.Type == type);
if (cardInfo != null)
{

Instantiate (cardPrefab, cardsContainer).SetUp(cardInfo);

DataManager.cs

using System.Collections;

using System.Collections.Generic;
using System.IO;

using UnityEngine;

[System.Serializable]
public class SavedData
{
public List<CardType> SavedCardTypes;
public float MusicVolume;
public float SoundVolume;
public bool IsMuted;
public List<EventData> SavedEvents;

public class DataManager : MonoBehaviour

{
public static DataManager Instance;
public SavedData SavedData;

private string savePath;

private void Awake ()

{
Createlnstance ()
savePath = Application.persistentDataPath + "/Save.txt";
LoadSave () ;

}

private void CreatelInstance ()
{
Instance = this;
DontDestroyOnLoad (this) ;
}

private void LoadSave ()

{
string loadedData = string.Empty;

StreamReader reader = new StreamReader (savePath);
loadedData = reader.ReadToEnd() ;
reader.Close () ;

if (!string.IsNullOrEmpty (loadedData) && !string.IsNullOrWhiteSpace (loadedData))
{
JsonUtility.FromJsonOverwrite (loadedData, SavedData);

}

public void SaveAudioVolume (string key, float value)

{



if (key == AudioManager.Instance.MusicKey)
{
SavedData.MusicVolume = value;
}
else
{
SavedData.SoundVolume = value;
}
Save () ;

}

public void SaveMutedStatus (bool isMuted)
{

SavedData.IsMuted = isMuted;

Save () ;

}

public void SaveEvents (List<EventData> eventDatas)
{

SavedData.SavedEvents = eventDatas;

Save () ;

}

private void Save ()

{

string saveString = JsonUtility.ToJson (SavedData);

StreamWriter writer = new StreamWriter (savePath, false);
writer.WriteLine (saveString);
writer.Close();

}

public void SaveCardIfNeeded (CardType type)
{
if (!SavedData.SavedCardTypes.Contains (type))
{
SavedData.SavedCardTypes.Add (type) ;
Save () ;

EffectsManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class EffectManager : MonoBehaviour

{

public static EffectManager Instance;

[SerializeField]
private EffectPooler effectPooler;

private void Awake ()
{

Instance = this;

}

public void SpawnEffect (EffectType effectType, Transform container)

{

ParticleSystem particleSystem = effectPooler.GetEffect (effectType);

SetUpParticleTransform(particleSystem.transform, container);
particleSystem.gameObject.SetActive (true) ;
particleSystem.Play () ;

}

private void SetUpParticleTransform(Transform particleTransform,
{
particleTransform.parent = container;
particleTransform.localPosition = Vector3.zero;
particleTransform.localScale = Vector3.one;

}

public void ReturnToPool (GameObject returningObject)
{
effectPooler.ReturnToPool (returningObject) ;

}

Transform container)
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EffectObject.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class EffectObject : MonoBehaviour

{

}

[SerializeField]
private float lifeTime;

private void OnEnable ()
{

StartCoroutine (LifeRoutine());
}

private IEnumerator LifeRoutine ()

{
yield return new WaitForSeconds (lifeTime) ;
EffectManager.Instance.ReturnToPool (gameObject) ;

EffectPooler.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

public enum EffectType

{

}

Spawn,
Buff,
Debuff,
Restore,
Destroy

[Serializable]
public class Effect

{

}

public EffectType EffectType;
public ParticleSystem particlePrefab;

public List<ParticleSystem> spawnedParticles = new List<ParticleSystem>();

public class EffectPooler : MonoBehaviour

{

[SerializeField]

private int startAmount;
[SerializeField]

private Transform effectsContainer;
[SerializeField]

private List<Effect> effects;

private void Start()
{
PrepareParticles();

}

private void PrepareParticles()
{
foreach (var effect in effects)
{
for (int i = 0; i < startAmount; i++)
{

SpawnNewParticle (effect);

}

private ParticleSystem SpawnNewParticle (Effect effect)

{
ParticleSystem particle = Instantiate(effect.particlePrefab,
effect.spawnedParticles.Add (particle);
particle.gameObject.SetActive (false);
return particle;

}

public ParticleSystem GetEffect (EffectType type)
{

effectsContainer);

79



Effect selectedEffect = effects.Find((value) => value.EffectType == type);
ParticleSystem particle = null;

if (selectedEffect != null)
{ particle = selectedEffect.spawnedParticles.Find((value) =>
value.gameObject.activeSelf == false);
if (particle == null)
{ particle = SpawnNewParticle (selectedEffect);

return particle;

}

public void ReturnToPool (GameObject returningObject)

{
returningObject.SetActive (false);
returningObject.transform.parent = effectsContainer;

GameManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

[System.Serializable]
public class Player
{
[HideInInspector]
public bool IsInited;

public bool IsHuman;

public int Score;

public int Victories;

public List<GameRow> GameRows;

public List<CardInfo> CardsInHand = new List<CardInfo>();
public List<CardInfo> CardsInDeck = new List<CardInfo>();

public class GameManager : MonoBehaviour
{
public static GameManager Instance;
public CardsHolder CardsHolder;
public List<Player> players;
[HideInInspector]
public Player CurrentPlayer;

[SerializeField]
private int deckSize;
[SerializeField]
private int handSize;

[SerializeField]

private DefaultObserverEventHandler eventHandler;
[SerializeField]

private AIPlayer aiPlayer;

[SerializeField]

private GameUIManager ulManager;

private int turn = -1;

private void Start()

{
Instance = this;
AudioManager.Instance.PlayMusic (Music.GameMusic) ;
uIManager.ButtonPressed.AddListener (OnEndRoundButtonPressed) ;
eventHandler.OnTargetFound.AddListener (StartGame) ;

#if UNITY EDITOR
StartGame () ;
// ulIManager.ShowEndScreen (true) ;
#endif
}

private void OnDestroy ()

{
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uIManager.ButtonPressed.Removelistener (OnEndRoundButtonPressed) ;
eventHandler.OnTargetFound.RemoveListener (StartGame) ;

}

private void OnEndRoundButtonPressed ()
{
if (CurrentPlayer.IsHuman)

{
EndRound () ;

}
}

private void StartGame ()

{
aiPlayer.SetUp (players.Find((value) => value.IsHuman));
NextTurn () ;

}

public void EndRound()
{

AudioManager.Instance.PlaySound (Sounds.EndRound) ;

int currentScore = 0;
Player winner = null;

foreach (var player in players)

{

if (player.Score > currentScore)

winner = player;
currentScore = player.Score;

}
winner.Victories++;

if (winner.Victories >= 2)
{

uIManager.ShowEndScreen (winner.IsHuman) ;

}

else

{

NextTurn () ;
}
}

private void NextTurn ()

{
SetCurrentPlayer () ;
AddCardsToCurrentPlayer () ;

if (!CurrentPlayer.IsHuman)

{

aiPlayer.ProcessTurn() ;
}

private void SetCurrentPlayer ()

{
if (turn < players.Count - 1)
{

turn++;

}

else

{

turn = 0;

CurrentPlayer = players[turn];

}

private void AddCardsToCurrentPlayer ()
{

if (!CurrentPlayer.IsInited)

{

if (CardsManager.Instance.UnlockedCards.Count == 0)

{

CardsManager.Instance.CollectUnlockedCards () ;
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for (int i = 0; i < deckSize; i++)
{
int randl = UnityEngine.Random.Range (0,
CardsManager.Instance.CardInfos.Count) ;
CurrentPlayer.CardsInDeck.Add (CardsManager.Instance.CardInfos[randl]);

// int rand = UnityEngine.Random.Range (0,
CardsManager.Instance.UnlockedCards.Count) ;
// CurrentPlayer.CardsInDeck.Add (CardsManager.Instance.UnlockedCards[rand]) ;
}

CurrentPlayer.IsInited = true;
for (int i = 0; 1 < handSize; i++)
{
AddCardToHand (CurrentPlayer.CardsInDeck[0]) ;

}

else

{
if (CurrentPlayer.CardsInDeck.Count == 0)

{

return;

}

AddCardToHand (CurrentPlayer.CardsInDeck([0]) ;

}

public void AddCardToHand (CardInfo cardInfo)
{
if (CurrentPlayer.IsHuman)

{
CardsHolder.AddCard (cardInfo) ;

CurrentPlayer.CardsInHand.Add (cardInfo) ;
CurrentPlayer.CardsInDeck.Remove (cardInfo) ;

}

public void RemoveCardFromHand (CardInfo cardInfo)

{

CurrentPlayer.CardsInHand.Remove (cardInfo) ;

public void PlaceCardInARow (PlayableCard playableCard)
{
if (CurrentPlayer.IsHuman)
{
StatisticsManager.Instance.TrackEvent (TrackedEventType.CardPlayed,
playableCard.CardInfo.Type.ToString()) ;
}
RemoveCardFromHand (playableCard.CardInfo) ;
CurrentPlayer.GameRows.Find ((value) => value.FightingRow ==
playableCard.CardInfo.FightingRow) .PlaceCard(playableCard) ;
NextTurn () ;

}

public void ApplyHostileEffect (Player attacker, FightingRow fightingRow, CardPower

cardPower)
{
Player target = players.Find((value) => value != attacker);
GameRow row = target.GameRows.Find((value) => value.FightingRow == fightingRow) ;
if (cardPower == CardPower.DestroyCard)

{
row.DestroyCard() ;

else

{
row.SetEffectToAllCards (CardState.Debuffed) ;

}
public void UpdateScore (Player player, int amount)
{
player.Score += amount;
uIManager.SetScoreText (player.IsHuman, player.Score);
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GameRow.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class GameRow : MonoBehaviour
{
public FightingRow FightingRow;
[SerializeField]
private Transform content;
[SerializeField]
private List<PlayableCard> cards = new List<PlayableCard>();

public void PlaceCard(PlayableCard card)
{
MoveToCardRow (card.transform) ;
ApplyPower (card) ;
cards.Add (card) ;
}

private void MoveToCardRow (Transform cardTransform)

{
cardTransform.parent = content;
cardTransform.localScale = Vector3.one;
cardTransform.localPosition = Vector3.zero;
cardTransform.localRotation = Quaternion.identity;

}

public void ApplyPower (PlayableCard card)
{
switch (card.CardInfo.CardPower)
{
case CardPower.Buff:
SetEffectToAllCards (CardState.Buffed) ;
break;
case CardPower.Debuff:
GameManager.Instance.ApplyHostileEffect (card.Owner, FightingRow,
card.CardInfo.CardPower) ;
break;
case CardPower.Restoration:
SetEffectToAllCards (CardState.Normal) ;
break;
case CardPower.DestroyCard:
GameManager.Instance.ApplyHostileEffect (card.Owner, FightingRow,
card.CardInfo.CardPower) ;
break;

}

public void SetEffectToAllCards (CardState state)
{
foreach (var card in cards)

{
card.ApplyEffect (state);

}

public void DestroyCard()
{ PlayableCard selectedCard = null;
foreach (var card in cards)
{ if (selectedCard == null || card.CurrentStrength < selectedCard.CurrentStrength)
{ selectedCard = card;

}

if (selectedCard)

{
selectedCard.DestroyCard() ;

GameUIManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using TMPro;



using UnityEngine;
using UnityEngine.Events;
using UnityEngine.UI;

public class GameUIManager : MonoBehaviour
{

[HideInInspector]

public UnityEvent ButtonPressed;

[SerializeField]

private VictoryScreen victoryScreen;
[SerializeField]

private Button endRoundButton;
[SerializeField]

private TextMeshProUGUI playerScore;
[SerializeField]

private TextMeshProUGUI enemyScore;

void Start ()

{
endRoundButton.onClick.AddListener (EndRound) ;
SetScoreText (true, 0);
SetScoreText (false, 0);

}

private void EndRound ()
{
ButtonPressed.Invoke () ;

}

public void SetScoreText (bool isHuman, int score)
{
if (isHuman)
{
playerScore.text = "Player: " + score;
}
else
{
enemyScore.text = "Enemy: " + score;
}
}

public void ShowEndScreen (bool isVictory)

{

victoryScreen.Show (isVictory) ;

Loader.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Loader : MonoBehaviour
{
void Start()
{
SceneManager.LoadScene ( (int) Scenes.MainMenu) ;

}

ManagersHolder.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class ManagersHolder : MonoBehaviour
{
private void Awake ()

{
DontDestroyOnLoad (this) ;

MenuManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

84



using UnityEngine.SceneManagement;
using UnityEngine.UI;

public enum Scenes

{
Preloader,
MainMenu,
Game,
ScanCards,
Settings,
Collection

}

public class MenuManager : MonoBehaviour
{
[SerializeField]
private Button playButton;
[SerializeField]
private Button scanCardsButton;
[SerializeField]
private Button setttinsButton;
[SerializeField]
private Button collectionButton;
[SerializeField]
private Button exitButton;

void Start ()

{
StatisticsManager.Instance.TrackEvent (TrackedEventType.SceneEntered,

Scenes.MainMenu.ToString()) ;

AudioManager.Instance.PlayMusic (Music.MenuMusic) ;
playButton.onClick.AddListener (Play) ;
scanCardsButton.onClick.AddListener (ScanCards) ;
setttinsButton.onClick.AddListener (Settings);
collectionButton.onClick.AddListener (Collection);
exitButton.onClick.AddListener (Exit) ;

}

private void Play ()
{
LoadScene (Scenes.Game) ;

}

private void ScanCards ()

{

LoadScene (Scenes.ScanCards) ;

private void Settings()
{
LoadScene (Scenes.Settings, LoadSceneMode.Additive);

}

private void Collection()
{
LoadScene (Scenes.Collection, LoadSceneMode.Additive);

}

private void Exit ()
{
StatisticsManager.Instance.TrackEvent (TrackedEventType.TimeSpentInScene,
Scenes.MainMenu.ToString()) ;
AudioManager.Instance.PlaySound (Sounds.CloseWindow) ;
Application.Quit();
}

private void LoadScene (Scenes scene, LoadSceneMode sceneMode = LoadSceneMode.Single)
{
StatisticsManager.Instance.TrackEvent (TrackedEventType.TimeSpentInScene,
Scenes.MainMenu.ToString()) ;
StatisticsManager.Instance.TrackEvent (TrackedEventType.SceneEntered,
scene.ToString());
AudioManager.Instance.PlaySound (Sounds.Button) ;
SceneManager.LoadScene ( (int) scene, sceneMode) ;

}

PlayableCard.cs
using System.Collections;
using System.Collections.Generic;



using UnityEngine;
using UnityEngine.EventSystems;
using UnityEngine.UI;

public enum CardState
{

Normal,

Buffed,

Debuffed
}

public class PlayableCard : BaseCard, IPointerDownHandler
{

public CardInfo CardInfo => cardInfo;

public CardState CardState => cardState;

public Player Owner => owner;

[HideInInspector]

public int CurrentStrength;

[SerializeField]

private GameObject actionButtons;
[SerializeField]

private Button confirmButton;
[SerializeField]

private Button cancelButton;
[SerializeField]

private Image image;
[SerializeField]

private Transform effectContainer;

private Player owner;

private CardState cardState;
private Vector3 normalPosition;
private Vector3 selectedPosition;
private bool isPlayed;

private bool isSelected;

private void Start ()

{
confirmButton.onClick.AddListener (PlayCard) ;
cancelButton.onClick.AddListener (Cancel) ;

}

public void OnPointerDown (PointerEventData eventData)

{

if (!isPlayed && !isSelected && GameManager.Instance.CurrentPlayer

{
AudioManager.Instance.PlaySound (Sounds.Button) ;
Select () ;

private void Select()

{
isSelected = true;
actionButtons.SetActive (true);
normalPosition = transform.localPosition;
transform.localPosition = selectedPosition;

public void SetUp(CardInfo info, Vector3 selectedPos)
{

selectedPosition = selectedPos;
cardInfo = info;

CurrentStrength = cardInfo.Strength;
image.sprite = cardInfo.imageSprite;
SetTexts () ;

SetFightingRowSprite () ;
}

protected override void SetTexts ()

{
nameText.text = cardInfo.Type.ToString();
strengthText.text = CurrentStrength.ToString();
descText.text = cardInfo.Description;

}

public void PlayCard()
{

actionButtons.SetActive (false);

. IsHuman)
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owner = GameManager.Instance.CurrentPlayer;

isSelected = true;
isPlayed = true;
PutOnField() ;

}

public void ApplyEffect (CardState state)
{

if (cardState != state)

{

cardState = state;

switch (state)

{
case CardState.Buffed:

AudioManager.Instance.PlaySound (Sounds.Buff) ;

EffectManager.Instance.SpawnEffect (EffectType.Buff,

UpdateStrength (1) ;
break;
case CardState.Debuffed:

AudioManager.Instance.PlaySound (Sounds.Debuff) ;

EffectManager.Instance.SpawnEffect (EffectType.Debuff,

UpdateStrength(-1);
break;
case CardState.Normal:

AudioManager.Instance.PlaySound (Sounds.Restore) ;

EffectManager.Instance.SpawnEffect (EffectType.Restore,

UpdateStrength (cardInfo.Strength - CurrentStrength);

break;

}

private void UpdateStrength (int amount)
{

CurrentStrength += amount;

GameManager.Instance.UpdateScore (owner,

amount) ;

strengthText.text = CurrentStrength.ToString();

public void DestroyCard ()
{

AudioManager.Instance.PlaySound (Sounds.Destroy) ;
EffectManager.Instance.SpawnEffect (EffectType.Destroy, effectContainer);

GameManager.Instance.UpdateScore (owner,

Destroy (gameObject, 4f) ;

private void Cancel ()

{
isSelected = false;
actionButtons.SetActive (false);

-CurrentStrength) ;

transform.localPosition = normalPosition;
AudioManager.Instance.PlaySound (Sounds.CloseWindow) ;

private void PutOnField ()
{

GameManager.Instance.PlaceCardInARow (this) ;

GameManager.Instance.UpdateScore (owner,

InitCharacter();

CurrentStrength) ;

EffectManager.Instance.SpawnEffect (EffectType.Spawn, effectContainer);
AudioManager.Instance.PlaySound (Sounds.SpawnCard) ;

}

SettingsWindow.cs

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class SettingsWindow : MonoBehaviour
{
[SerializeField]
private Slider musicSlider;
[SerializeField]
private Slider effectsSlider;
[SerializeField]
private Toggle muteToggle;
[SerializeField]

effectContainer);
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private Button exitButton;

public void Start()

{
AudioManager.Instance.PlaySound (Sounds.OpenWindow) ;
exitButton.onClick.AddListener (CloseWindow) ;
GetSettings () ;
AddListeners () ;

}

private void CloseWindow ()
{
StatisticsManager.Instance.TrackEvent (TrackedEventType.TimeSpentInScene,
Scenes.Settings.ToString());
AudioManager.Instance.PlaySound (Sounds.CloseWindow) ;
SceneManager.UnloadSceneAsync (gameObject.scene) ;

}

private void GetSettings ()

{
musicSlider.value = DataManager.Instance.SavedData.MusicVolume;
effectsSlider.value = DataManager.Instance.SavedData.SoundVolume;
muteToggle.isOn = AudioManager.Instance.IsMuted;

}

private void AddListeners ()

{
musicSlider.onValueChanged.AddListener (delegate { MusicVolumeChanged(); });
effectsSlider.onValueChanged.AddListener (delegate { EffectsVolumeChanged(); 1});
muteToggle.onValueChanged.AddListener (Mute) ;

}

private void MusicVolumeChanged ()

{
AudioManager.Instance.SetVolume (AudioManager.Instance.MusicKey, musicSlider.value);
AudioManager.Instance.PlaySound (Sounds.Slider) ;

}

private void EffectsVolumeChanged ()
{
AudioManager.Instance.SetVolume (AudioManager.Instance.EffectsKey,
effectsSlider.value);
AudioManager.Instance.PlaySound (Sounds.Slider) ;

}

private void Mute (bool isMute)

{
AudioManager.Instance.SetMute (isMute) ;

}

StatisticsManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

[System.Serializable]
public class EventData
{
public string Id;
public double result;

public EventData (string id, double data)
{

Id = id;

result = data;

}

public enum TrackedEventType
{
SceneEntered,
TimeSpentInScene,
ObjectRecognized,
CardPlayed,
GameEnd



public class StatisticsManager : MonoBehaviour
{

public static StatisticsManager Instance;

public string VictoryKey = "Victory";
public string DefeatKey = "Defeat";
private List<EventData> eventDatas = new List<EventData>();

private DateTime sceneEnteredTime;
private DateTime lastRecognitionTime;

void Awake ()
{

CreatelInstance () ;
}

private void Start()
{

eventDatas = DataManager.Instance.SavedData.SavedEvents;
}

private void CreateInstance()
{
Instance = this;
DontDestroyOnLoad (this) ;
}

public void TrackEvent (TrackedEventType type, string content)
{
switch (type)
{
case TrackedEventType.SceneEntered:
TrackSceneEntered (content) ;
break;
case TrackedEventType.TimeSpentInScene:
TrackTimeSpentInScene (content) ;
break;
case TrackedEventType.ObjectRecognized:
TrackRecognitionTime (content) ;
break;
case TrackedEventType.CardPlayed:
TrackCardPlayed (content) ;
break;
case TrackedEventType.GameEnd:
TrackGameEndEvent (content) ;
break;

DataManager.Instance.SaveEvents (eventDatas) ;
}

private void TrackSceneEntered(string sceneName)
{
GetEventData (sceneName) .result++;
sceneEnteredTime = DateTime.Now;

private void TrackTimeSpentInScene (string sceneName)
{
GetEventData ("Time spent in " + sceneName).result +=
GetTotalSeconds (sceneEnteredTime) ;
}

private double GetTotalSeconds (DateTime start)
{

return (DateTime.Now - start).TotalSeconds;
}

private void TrackRecognitionTime (string objectName)
{
double result = GetTotalSeconds (lastRecognitionTime) ;
EventData eventData = GetEventData (objectName + "recognized in
if (eventData.result == || eventData.result > result)
{
eventData.result = result;

}

TrackLastRecognitionTime () ;
}

public void TrackLastRecognitionTime ()
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lastRecognitionTime = DateTime.Now;

}

private void TrackCardPlayed(string cardId)

{

GetEventData (cardId + " played") .result++;

}

private void TrackGameEndEvent (string endGameResult)

{

EventData victories = GetEventData ("victories");
EventData defeats = GetEventData ("defeats");

if (endGameResult == VictoryKey)

{

victories.result++;

}

else

{

defeats.result++;
}

GetEventData ("WinRatio") .result

}

= victories.result / defeats.result;

private EventData GetEventData (string eventId)

{

EventData eventData = eventDatas.Find((value) => value.Id == eventId);

if (eventData == null)

{

eventData = new EventData (eventId, 0);

eventDatas.Add (eventData) ;

return eventData;

VictoryScreen.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class VictoryScreen

{

[SerializeField]

private Button retryButton;
[SerializeField]

private Button menuButton;
[SerializeField]

private Text headerText;
[SerializeField]

private Text mainText;

private void Start ()
{

MonoBehaviour

retryButton.onClick.AddListener (Retry) ;
menuButton.onClick.AddListener (LoadMenu) ;

private void Retry ()

{

AudioManager.Instance.PlaySound (Sounds.Button) ;
SceneManager.LoadScene ( (int) Scenes.Game) ;

}

private void LoadMenu ()

{

StatisticsManager.Instance.TrackEvent (TrackedEventType.TimeSpentInScene,

Scenes.Game.ToString());

AudioManager.Instance.PlaySound (Sounds.Button) ;
SceneManager.LoadScene ( (int) Scenes.MainMenu) ;

}

public void Show (bool isVictory)
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if (!isVictory)
{
StatisticsManager.Instance.TrackEvent (TrackedEventType.GameEnd,
StatisticsManager.Instance.DefeatKey) ;
AudioManager.Instance.PlaySound (Sounds.GameOver) ;
headerText.text = "Defeat";
mainText.text = "Game Over!";
}
else
{
StatisticsManager.Instance.TrackEvent (TrackedEventType.GameEnd,
StatisticsManager.Instance.VictoryKey) ;
AudioManager.Instance.PlaySound (Sounds.Victory) ;

}

gameObject.SetActive (true) ;
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Jonaroxk b

HAIIIOHAJIBHUM TEXHIYHUHA YHIBEPCUTET
«IHINTPOBCBKA INOJITEXHIKA»

dakyJabTeT iHPOpMaALITHUX TEXHOJIOTIN
Kadeapa nporpamuoro 3ade3neuyeHHsi KOMII'IOTEPHUX CHCTEM

BIAT'YK

HaykoBoro kepiBauka Ilpuxomuenko C. JI., nouenra, kapeapu [13KC

(mpi3BHu1e, iM’4, 10 OATHKOBI, HAYKOBHIA CTYITiHb, BYCHE 3BaHHS, 110CA/1a, Miclie pOOOTH)

Ha kBajigikaniiiny pooory
CTyZCHTA Tpicka AHTOHa €BreHoBUYa

(npi3Bu1ue, iM’4, 110 OATHKOBI)

kypcy Il rpynu 122m-22-2
crieniasibHOCT1 122 KoM roTepH1 HayKu

Ha teMy JlociipkeHHS crioco0iB Ta MpUHIKITIB B3aemoii 3 Artificial Reality Ha

MIPUKJIAJIl IrPOBOTO JOAATKY

AKTyanbHICTh TEMU AKTYaJIbHICTh TEMH OOYMOBJIEHA CTPIMKUM PO3BUTKOM

TexHoJoT1i B ramy3i Artificial Reality (AR) Tazpocratounm inTepecom 10

ITPOBUX JI0JIaTKIB, SKIBUKOPUCTOBYIOTH AR.

Mera n1ocniUKeHp  mifgBMIIEHHS €(PEKTUBHOCTI BUKOpUCTaHHS AR TeXHOIOTIH

B IFPOBUX J0JIaTKaXx.

KopoTka xapakrepuctuka po3aiTiB poooTa Y mepiiomMy po3iii MpoBeaeHO
aHaJji3 mpeaIMeTHOI 00J1acTi, ¢ JOCIIKYETHCS IMMOTEHITan BUKoprucTanas AR B

IrpoBiii IHIYCTpii. Y Apyromy po3iii po3riIIHYyTO METOJU Ta TEXHOJIOT1, SIK1

MOXKYTh OyTH BUKOPHCTaHI JIJIsl ONITUMI3allii B3aeMoii rpasiis 3 AR-irpoBum

nonatkoM. Tpetiit po3/ii onucye po3poOieHui IrpOBUiA TOIATOK,

10 BUKOPUCTOBYE JI0JaHy PEabHICTh Ta aHAIII3Y€E€ThCS pe3yJIbTaTH HOro poooTH.

[Ipaktuune 3HauenHs podotu Ilomsrae B BjockoHasieHi Bukopuctanas AR

TEXHOJIOT1H B IPOBUX TOAATKAX MIJISTXOM BUIUICHHS HAWOIIBII MTAXOISIIAX IS
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KOHKPETHUX I[IJIel B yMOBaX 0OMEKEHOTO Yacy Ta OI0KETY pO3pOOKH.

3ayBakeHHA Ta HeoJikK  HasiBHI IeBHI He0JIKK B 0hopMIIeH1 poOOTH,

gacTuHa 1HpOopMaIlii po3KpuTa HEAOCTATHHO

BucHoBku Ta omiaka KBamigikariiiina po6oTa 3aciiyroBye€ OIIHKU «100pe»,

BUKOHABEI[b 3aCIyTOBY€E HA MPUCBOEHHS BIJIMOBIIHOT KBaTi(PiKallii.

HayxoBuit
KEpIBHUK [Tpuxomuenko Cepriii [ImurpoBud, mpodecop, kad. [I3KC

(mpizBume, iM’s1, T0 OaTHKOBI, MOCaa, Micie poOOTH)

« 13 »  rpymas 2022 p.

(migmnuc)
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lomatok B

PELNEH3IA

Ha kBajidikauiiiny poodorty

CTyJICHTA Tpicka AnToHa €BreHoBuYa
(mpi3BuIIe, iM’s1, 1O OATHKOBI)

kypcy Il rpynu 122m-22-2
Kadeapu mporpaMHoro 3a0e3rneyeHHs: KOMIT IOTEPHUX CUCTEM
cnemianbHocTi 122 KoM toTepHi HayKu

Tema poboru JlocaimkeHHs cioco0iB Ta NpUHITUIIB B3aemoii 3 Artificial Reality

Ha MPHUKIIAJIl ITPOBOTO JOAATKY

Ctucna xapakTepucThKa po3aimB poootu Ilepmmit po3ain Hagae iHGOpMAIlIIO PO

peaMeTHY 00J1acTh Ta 11 HOTOYHUM cTaH. B apyromy po3aii T0CHipKeHo Ta

OMKCAHO ICHYIOUI HA JaHU MOMEHT ClocOOU Ta MPUHIIMIHN B3aEMOJIII 3

JIOTIOBHEHOIO pealibHICTIO. TpeTidt po3ia MiCTUTh 1HGOPMAITII0 IPO PO3pOOIICHE

mporpamMHe 3a0e3nedueHHs, Horo GhyHKIIOHAT Ta MPOAHAII30BAHO PE3YIbTaTH POOOTH.

[Tpono3uiiii, BHECEHI CTYJICHTOM, PIBEHb iX HAYKOBOT'O OOIPYHTYBaHHS

Jlana po6oTa, HanucaHa 3riJJHO CTaHJaPTiB, BUKOPUCTOBYIOUYH KOPPEKTHY

TEPMiHOJIOT110. BUCHOBKM 3 p0OOTH € aJIeKBATHUMH, BUBEJICHUMU 3 JTOCI1IKEHHS

[IPOBEJICHOTO NPOTArOM 11 HATMCAHHSA

[IpakTruHe 3HaYeHHS POOOTH  TOJISITAE B JOCIDKEHI Ta aHAI31 HASBHUX CIIOCOOIB 5

Ta MPUHIMIIB B3aeMOJIii 3 AR, 110 103BOIMTH BUKOPHUCTATH 1110 1HGOPMAITIFO IS

OUIBII MIBUIKOTO Ta 3pYYHOTO CTBOPEHHS MPOIPaMHOI0 3a0€3MEUYEeHHS 3

BUKOPUCTAHHSAM JIOJIAHOI PEATHbHOCTI.

Sxictb odopmileHHs poOOTH  poOOTAa BUKOHAHA Y BIANOBIIHOCTI IO BUMOT

odopMieHHS KBaTihiKaIIHHUX POOIT MariCTEPChKOTO PIBHS 1 BIAMOBIIA€ MOCTaBIEHIN
3ajayi.

Henoniku B po6oTi y poOOTI HEAOCTATHHO PO3KPUTI TIMOMHHI IPUHIUIIH, 1110

BIJIMOBIAIOTH 3a CIOCI0 poOOTH KOKHOI KOHKpeTHOI TexHosorii AR.

3aranpHUil BUCHOBOK  OTPUMAaHI PE3YJIbTATH € 3aKIHYEHOK HAYKOBO-JIOCJIIIHOIO

poOOTOIO 1 MaIOTh MPAKTUYHY IIHHICTB, 110 MIATBEPKYE 37aTHICTh Tpicka AHTOHA

€BreHoBrYa JI0 CAMOCTIMHOTO BEJACHHSI HAYKOBOT pOOOTH Ta BMiHHS 3 TPOCKTYBAHHS

Ta PO3poOKHU mporpamHoro 3adesneyeHHs. KpamdikaiitHa po6oTta 3aciyroBye
orinku "moope", a Tpicko A. €. — IpHUCBOEHHS BIMOBIIHOT KBaTi(iKaIlii.

(MiArOTOBJIEHICTH CTY/ICHTA JJO CAMOCTIHHOT POOOTH SIK ClienianicTa)




Orminka maricrepcbkoi pobotu "mo6pe"
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Penenszenr

(mpi3Buie, iM’s1, 10 OATHKOBI, HAYKOBHH CTYIiHb, BUCHE 3BaHHs, 10CA/a, Miciie poOOTH)

« _» 20 p.

(migmnuc)
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JTOJIATOK T

MNEPEJIK JJOKYMEHTIB HA OITUYHOMY HOCII

Im’s1 ¢aiisa

\ Onuc

[TosicHIOBaJIbHI JIOKYMEHTHU

KBamidikamiitna pobota
Tpicko.docx

[TosicHroBasIbHA 3amucka 10 KBamidikaliiHOI
po6otu. Jlokyment Word.

KBamdikamiitna poOota | [losicHioBanbHa 3ammcka pobotu B (popmati

Tpicko.pdf PDF

[Iporpama

Program.zip ApxiB.  MictuTh  KOaW ~ TIporpaMH 1
OTKOMIIJIbOBaHY MPOTpamy

[IpesenTartis

[TpesenTarist Tpicko.pptx

| [IpesenTaiist kBasiikaiiiHoi poOOTH




