Elatioua s i e o e ST ot R Yl p e Y ki

B R LR L R e

|__|,-|_|_u_|.1_'1l.llru:_l_l::'l},'r-.'i}_l_u_l_ﬂ ITHETITY T ROMIM KTEPHNX IaYK Ti LHCORMALL B N Tex o

| TRERREE TR AT R T N AT VY, R Ay AaRTery s e

Kadieapn KOMI IOTEPHUNR HAY K

(LS R Rl (e ARt 0], L sl sse

[losicHIOBAIBLHA 3aNKUCKA

00 AHITIOMHOT paboTH

nepiunii (bakanaspebkHil)

1|.'|I'E-I'.‘_:I|I- EHILLA L DCHITH ]

Ha Temy: “Pospobrenns anivayii nepconaycis Ona VR-izop i3 enxopuemanisioa Blender ma

Linity”

Bukonata: crymentka 4 wypey rpynn _ KEH-4

CclieHiafbLHOCTI 122 “Komn ioTepHl Hayku'

(Tundip 4 A THE HAMPRMY [TLATOT0BKN; CEURARRGTTI
Canca K. T1.

(et p R TR

KepiBHUK Cingesuy O, B.

(SIpEanILIE Ta HiTiam)

KepiBHHK Jymanceruit O. 1.

{Npidemile Ta NI

PenenseHr Cropowyk O, J1.

(EHpTiBNULE Ta (LRAn )

JIeBiB — 2025



Elauomasanidi 'Iiti_lI'.‘hlli_"!_l_l_“” Yiugepenier Yepainn

LT B Y s B ey Rl b e b sy |

PEAE KoM WTepins. uayk o indopmamiingx rexionorii
Rapeapa ROMIL I0TePHEN HAVK

: ] i " 3 S . ad - L
Crewaasmete 122 “Kowmn orepii naviai®

Latomebsgn & avi e |

JATBEP/KY IO
Japinyeayu wadeapun KH
_/‘ﬁ'} bopeuska 1.b.
DT _rep e 202 5Fory
3ABJAAHHS
HA THIUIOMHY POBOTY CTYJIEHTY
= Canca fOria Hempiana

Lpdamae, iM%, 110 BRTL e

I. Tema poboru: “Inghopmaniiing MEXHOAO2IA PO3POOIEHHA aiiMayll Hepeonaycia
Qi VR-Ieop i3 suxopucmanusiy Blender ma Unity

KePIBHUK poboru: Cinxeeuy O, B. crapuiti_guraaday radedpu konniomepix
Hayk, PhD, ysvancexut O. 1, dotenm radhedpu Konn TOMEPHI HaVIiK, i o -a1

{ MREEA LS, 8. ng fl-ﬂ'l‘hﬁi:-rl.ll II:I-I‘;-'E'ii'r'-H“ LEREEIHE WY EHE IEEHHE )

3UTBEPIAEH! HAKA30M BHILOTO HABYANLHOIO zaknagy sizg 137 nueronana 2024 pogw
No(C-882

2. TepMiH nmonanus ety aentom podorn 10 uepsus 2025 poky.

3. BuxigHi paHi go poboru: MoBa nporpamysanna CH: cepefopiile ana 3D-
vofemtosantg Blender: pywiit 1is crsopenns koM ioTepHux irop Unity.

4. 3MicT MOACHIOBANBLHOI 3aMHCcKy (Aepenix nuTans, AKi NoTPiGH POIpObNTH);
1) Cman npobaemnol obracmi; 2) Indopmaniiine ma MameMamuyne 3a6esneue 15

3) Hipocpantie ma miexnivHe 3a0e3neyenna.

5. Ilepenik rpaiuHoro Marepiajy (3 TOMHHM 3a3HauyeHHAM 0608 A3KOBIX KpPeCieH )
cmaniucmuyni diazpavu 018 ananizy VR-inoyempii; UML-diaepasa npockmy; Biaoxk-cxesma

aleopumMy é3aemodii epaeys 31 36pocio. demoncmpanis modenwsanna 3D-nepconaica.

imephetic pospoiNeHo20 RPEEKMY;
6. [ata Bugaul 3apnanss 18 nuctonmana 2024 poky.




KAJMETLLAPLLE

1 TLIAL

Lo mieo Hm g

1
Flpusirka I|

| N
.  Haawa ¢ranin anmaosiol poabori
[ »n | erinin poGorm
II I I| Brmvienns HEOOX LN TexHonorif | l'
I|I I| Ta NLITOTORKA pecypein, 18.11.2024-10.01.2025 BUKoHAHD \
II POILHPEHE Ta ACETIR \
|- P
J| 2 Po. ipoGka 3D-moaeni nepconaa y l
15.01.2025-21.02.2025 Bukonano I
Blender |I
i | IMnopr cobopenux monenei. S |
| | TR L 23.02.2025-10.03.2025 |  Buxowano |
|| ,| CTBOPEHHA ITPOBOID PIBHA ||
I| 4 | Hporpamysanus arroputmis ta . |
| | . 15.03.2025-20.04.2025 Bukouano |
| I| MEXAHIZMIB TIepecy BaHN4, CIpiistn |
[ |
[ 3 { TeetyBanus npockry 21.04.2025-25.04 2025 Buxorano |I
6 ' QpopMIeHHS HOICHIOBATEHOL : |
27.04.2025-13.05.2025 Bukonano J

FAINCKH

KepieHuk poboTn

KepiBHnK puﬁmn /,

r Sl
/4"‘-:

Canca HO 11,
Cinkerny OB

HNymancexui O 1.




AHOTANISA
bakamaBpchka JAMIUIOMHA poOOTa CKIATAEThCSA 3 78 CTOPIHOK, 3 sAkuX 40 CTOpiHOK
OCHOBHOTO TEKCTY, III0 BKJo4Yae 29 pucyHkKiB, 2 Tabnuii, 13 mkepen ta 3 A0AaTKiB, SKi

pO3MilIeHO Ha 28 CTOpiHKaX.

Y po0oTi po3mIIHYTO MPOIEC CTBOPEHHS MpOoTOTUIy VR-TpU 3 IHTEpaKTUBHUMHU
MEPCOHAKaMH 3 BUKOPUCTAHHSIM CydacHHX 1HCTpyMeHTIB 3D-mopemtoBanHs Blender ta
irpoBoro pyiist Unity.

3HayHy yBary npuaijeHo mooymoBi iHGopMaIiifHo1 Ta KOHIIENTYaIbHOT MOJIEIIEH
B3a€MO/Iii KOpPUCTYBava 3 BipTyaJIbHUM CEPEIOBUIIIEM, CTBOPEHHIO aHiMOBaHOTO 3D
NepcoHaka, Ta IHTerpalii o0’ ekTiB y cepeaopuiie po3pooku Unity. PeanizoBano 6a3oBi
MEXaHIKU TIepCOoHaXa — pyX, 3aX0IJIEHHs 00’ €KTIB, CTpiIb0a Ta peakiiis BipryaasHux NPC
Ha Ji1i 3 00Ky rpaBlis.

BaxnuBUM KOMIIOHEHTOM POOOTH CTaJIO 3a0€3MEeUeHHs B3aEMO/IIT 3 KOHTpOJIepaMu

BIPTyaJIbHOI peaibHOCTI Ta 0230BOT MOBEIIHKU MEPCOHAKIB.

VY pesynbprari BUKOHAHOT poOOTH cTBOpeHO (pyHKIIOHaNbHUM VR-nipotoTun rpu, mo
MOXX€ BHUKOPHUCTOBYBaTHCh SIK HaBUallbHa YW JEMOHCTpaliiiHa tuiargopma st

03HaloMJICHHS 3 0OCHOBamMHu VR-po3po0kwu.

KirouoBi cioBa: BipTyaibHa pealibHICTh, pUTiHT, aHiMallist, XR Interaction Toolkit,

CH#.
ABSTRACT

The bachelor's thesis consists of 74 pages, including 40 pages of main text, which
contains 29 figures, 2 tables, 13 references, and 3 appendices presented on 28 pages. The
work explores the process of developing a VR game prototype with interactive characters
using modern 3D modeling tools such as Blender and the Unity game engine. Particular
attention is paid to building both informational and conceptual models of user interaction
within a virtual environment, designing an animated 3D character, and integrating assets
into the Unity development environment. Core character mechanics were implemented,
including movement, object grabbing, shooting, and non-player characters (NPCs)

reacting to player actions.

An important aspect of the project was enabling interaction with virtual reality
controllers and implementing the basic behavioral logic of the characters. As a result, a



functional VR game prototype was developed, which may serve as an educational or
demonstrational platform for learning the fundamentals of VR development. Keywords:
virtual reality, Unity, Blender, rigging, animation, XR Interaction Toolkit, C#.
TEXHIYHE 3ABJIAHHS

Merta nurioMHoi poboTH moJisirae y po3po0iil GyHKIIOHaIBHOTO poToTUity VR-rpu
(MiHI-ITyTEpa) 3 IHTEPAKTUBHUMHU TIEPCOHAKaMHU, IO JO3BOJUTH IMPOJAEMOHCTPYBATH
KOMIUIEKCHE BUKOPUCTAaHHS 1HCTpYMeHTIB 3D-Mo/iemtoBaHHs, aHiMaIlli Ta Cy4aCHOTO PYIIIist
po3poOku irop Unity, it CTBOPEHHS BIPTyaJdbHOT'O CEpEeAOBHUINA 3 0A30BOI0 B3aEMOJIIEI0
KOpHCTYyBaua.

OcHoOBHI 3aBaHHs I peatizaiii GyHKIIOHATLHOCTI MPOEKTY:

* CtBopenns 3D-mozeni nepconaxa 3a gornomororo Blender.

* 3acTOCYBaTH METOJIM CKEJIETHOI aHIMallii 1J11 0)KUBJICHHS MIEPCOHAXKIB 1 CTBOPECHHS

0a30BUX PyXiB.

* IMmnopT mMozeneit Ta animariiit y Unity 3 HaJlalTyBaHHSIM MaTepiaiB i

CepellOBHUIIA.

* [urerpyBaru niarpumky VR (3a monomororo XR Interaction Toolkit abo OpenXR),
BKJTFOUAOYH:

O CHCTEMY YNpaBIliHHS pyXoM (TiepecyBaHHs, 0OepTaHHS),

O peaJizailiio B3aeEMOJii 3 00’ ekTamu (BUOIp, MiHATTS, aKTHBAILis), O 3aIyCK

aHIMallid epcoHaXiB y BIANOBIAb Ha /1l KOpUCTyBaya. * Peanizanis cueHapiis

B3a€MOJII1 TpaBIls 3 MEpcOHakamMu abo 00’ ekramu rpu. OUiKyBaHi pe3yIbTaTH:

* [Ipororun VR-rpu 3 iHTEpaKTUBHUMU NIEPCOHAKAMH.

« [HTerpaitist Ta TecTyBaHHs rpu y cepenonuiii Unity.

« JlemoHcTpalis mpakTUYHUX HaBU4YOK podotu 3 Blender, Unity, VR
IHCTPYMEHTapi€EM Ta OCHOBAMHU IeiMIN3aliHY.

BukopucTaHi TeXHOJIOT1T Ta IHCTPYMEHTH:

* Blender — 111 cTBOpEeHHSI MOJIEII BOPOKOTO MEPCOHAXKA Ta MOro aHiMaiiii. *

Unity — GararoruiaropMHuUil pyIii Ajis CTBOPEHHS 1r0Op.

* XR Interaction Toolkit — ans inTerpanii VR-dyHKIii.
« C# — moBa miporpaMmyBaHHs JJIsl peajizallii iIrpoBoi JIOTIKH.
3MICT
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HEPEJIIK CKOPOYEHbDb, TEPMIHIB TA YMOBHHUX INIO3HAYEHbD 1. VR
(Virtual Reality) — BipTyanbHa peanbHICTh. TEXHOJOTIS, 1110 CTBOPIOE L0310 MIPUCYTHOCTI
KOPHUCTYyBa4a B KOMIT FOTEPHO 3MOJICIIhbOBAHOMY TPHUBUMIPHOMY CEPEIOBHIIII MIISIXOM

BUKOPUCTAHHS CIICIaIbHUX MIPUCTPOIB (I110JIOMIB, KOHTPOJIEPIB, JATUUKIB PyXy TOIIIO).

2. AR (Augmented Reality) — nomoBHeHa peasbHICTh. TEXHOIOTIS, MO TOETHYE
peanbHui CBIT 13 BIPTyaJbHUMHU O0'€KTaMM, 5Kl BIIOOPaXKatOThCS Y peaIbHOMY Hacl uepes

KaMepy MpUCTPOIO.



3. Purinr (Rigging) — nporiec cTBopeHHs ckenety jyuist 3D-mozeni 3 MeToro aHiMaitii,
SKUM BKJIOYAa€ MOOyAOBY KICTOK (armature), BCTAHOBJIGHHSA 3B’A3KIB MDK HHMH Ta
IPUB’ 3Ky J10 T€OMETPii MOEIIL.

4. TuBepcua kinematuka (IK, Inverse Kinematics) — meTton animarii, npu sikomy
PO3pPaxXOBYETHCS TIOJIOKEHHS CYIIOOIB y CKEJIeTI MOJEI I HOCATHEHHS 3aJIaHOi MO3UIIiT
KIHI[IBKY (HAIIPUKJIAJ, pO3TAIllyBaHHS PYKH Ha 00’ €KT1).

5. OpenXR — BIIKpUTHUH CTaHAPT JJIs1 pO3POOKH JOJATKIB JOTIOBHEHOI Ta
BIPTYaJIbHO1 PEIbHOCTI, SKUH 3a0e3neuye kpocruiargopmeny miarpuMky VR/AR
npuUcTpoiB uepe3 enuHui API.

6. ARCore — murarpopma Google myist CTBOpEHHSI AOAATKIB JOMIOBHEHOI PEAIbHOCTI
Ha npuctpoax 3 Android, sika 3a0e3neuye BU3HAYEHHS MPOCTOPY, BIACTEHKEHHS PYXIB 1

PO3MILIEHHS BIpTyaJIbHUX 00’ €KTIB Y (DI3UYHOMY CEPEIOBHILII.

7. ARKit — mardopma Apple nist po3podku AR-gonatkiB Ha npuctposix 3 108, sika
HaJla€ 3acO0M JIJIsl BIICTEKEHHS PYXY, pO3Mi3HABAHHS TUIONINH Ta iHTerpatii 3D 00’ €KTiB y

peaJbHHM CBIT.

8. Intepaktopu — enementu B cucteMi XR (Extended Reality), siki 103BONISIFOTH
KOPUCTYBauy B3a€MOMISTH 3 BIpTyaJIbHUMH 00'€KTaMH, 30KpeMa 3a JOIOMOT0K0

KOHTpoJiepiB a00 pyK (HanpuKiaj, HATUCKAHHS, 3aX0IJICHHS, HABEJACHHS).

9. IHTEepaKkTHBHU — €JIEMEHTH BIPTyaJIbHOTO CEPEIOBUIIIA, 3 IKUMHU MOXKE BiIOyBaTHCh
B3a€MO/IIS; 1€ MOXKYTh OyTH 00'€KTH, IEpCOHAXKI, IHTep(hEHCHI KOMIIOHEHTH, SIK1 pearyroTh

Ha i1 KOpUCTyBaya.

8
10. Jlokomorisi — ciociO nepemilleHHs KOPUCTyBada y BIpTyalbHOMY CEpPEOBHILI,

o BKIOYae (Pi3UyHy XOay, MEpPEeMINICHHS HKOWCTHUKOM, TEJIETOopTaIliio, NepecyBaHHS

COCHH TOIIO.

11. LINQ (Language Integrated Query) — iHTerpoBaHa y MoBy nporpamyBaHHs C#
TEXHOJIOTIsl 3allUTiB JI0 KOJIEKIIA JaHuUX (MacuBiB, CIUCKIB, 0a3 JaHuWX), 10 3abe3neuye

3pYYHUI CUHTAKCHUC JJIs TIOIIYKY, COPTYBAaHHS Ta (iIbTpalii.

BCTYII



AKTYyaJIbHICTL TeMH J0CJTiIKeHHsI. Y Cy4yacHOMY CBITI BipTyaJibHa peajbHICTh
(VR) cTpiMKO pO3BHBA€THCS Ta CTA€ BAXKJIMBOI CKJIAJOBOK IHJIYCTpIi pO3Bar, OCBITH,
MeauIMHM Ta 1HIUX chep. OcobnuBy nomynsapHicTb VR 3100y71a y rainy3i KOMIT FOTEPHUX
irop, Jie JI03BOJISIE CTBOPIOBATH MOBHOIIIHHUN €(eKT MPUCYTHOCTI, 3a0€3Meuyr0un HOBUI
pIBEHb 3aHypeHHs Ta B3aeMojli 3 1nudpoBuM cepemoBuiiieM. VR-irpu BiAKpUBaIOTH IS
KOPUCTYBadiB YHIKaJIbHUU JOCBiJ, KA HEMOXJIMBO OTpUMaTH y 3BUYaHHX 2D- abo
HaBiTh 3D-irpax, Hajaruu 3MOry HE IIPOCTO CIIOCTEpIraTd 3a IrTPOBUM CBITOM, a

0e3mocepeIHp0 OyTH MOTr0 YacTUHOIO.

3 po3BuTKOM VR-TexHOIOTI# 3pocTae 1 monut Ha (axiBIliB, 3JaTHUX CTBOPIOBATH
aKicHUI VR-KOHTEHT. Y 11bOMY KOHTEKCTI BaXKJIMBE 3HAYCHHSI MAIOTh Cy4acHl IHCTPYMEHTH
po3podku, 30kpema Unity — OMH 13 HAUMIOMYISIPHIIINX PYIIiiB A1 CTBOpeHHs VR
JOJIATKIB, IO MATPUMYE MIHPOKI MOXIIMBOCTI IJis iHTerparii VR-o0magnanHs Ta podoTH 3
a"imarisimu. He Menm BaxxnuBuM € 1 Blender — 6e3komToBHUMN, TOTYKHUN IHCTPYMEHT
Ui cTBOpeHHs 3D-Mozeneit Ta aHiMaliid, SKUii IIMPOKO BUKOPUCTOBYETHCS SIK

1HANBIAYaTbHUMH PO3POOHUKAMU, TaK 1 BEIMKUMH CTYHIsIMH.

Po3pobka VR-irop i3 BuxopuctanusiMm Blender ta Unity nae 3Mory He e
omnaHyBaTy 0a30B1 MPUHIIUITM MOJICTIOBAHHS, aHIMAIIll Ta TporpaMyBaHHs, a i Ha MPAKTHII
peanizyBaTd TOBHOI[IHHUN I1HTepaKTUBHUN MpoekT. Came Tomy ctBOopeHHs VR-rpu 3
IHTEpaKTUBHUMH TIEPCOHAKAMHU € aKTyaJIbHUM 3aBIaHHSIM, SIKE MOEIHYE B COOl TBOPUICTH,

TEXHIYHI HABUYKH Ta PO3YMIHHS Cy4aCHUX BUMOT JI0 irpOBOi 1IHIYCTPIi.

O0’ekT nociaKeHHs1 — ipoiiec po3podku VR-monaTky 3 iHTEpakKTUBHUM ITPOBUM
CEPEIOBHIIIEM.

IIpeamer aoc/aiIzKeHHS — TEXHOJIOT1I MO/IENIIOBaHHS, aHIMAIlIi Ta MPOTrpaMyBaHHs,
SIK1 BUKOPUCTOBYIOThCA ITpU cTBOpeHH1 VR-irop Ha ocHoB1 Blender 1 Unity. Mera po6oTu
— cTBOpeHHsI VR-MiHinIyTepa Jijisi AEMOHCTpallii OCHOBHHUX MPUHITUIIIB PO3POOKH
VR-irop, Bxirouaroun ctBopeHHs 3D-mopenei, ix adimarito, imnopt y VR cepenoBuie, a

TaKOX peaiizaiiro 6a30B01 B3aEMOJIT 3 TPABIIEM.
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3aBaanHs — npototun VR-rpu 3 IHTEpaKTUBHUMHU NEPCOHAXKAMHU, BUKOPUCTOBYIOUU



cyvacHi IHcTpyMeHTH 3D-MozentoBanHs Ta pywii po3pooku irop Unity; ctBopenns 3D
MoJIeJl BOpoxKoro nepconaxy y Blender, nonaBanns animanii ta ix interpauisa y Unity.
IIpakTH4He 3HAYEHHS — MPAKTUYHE 3HAYEHHS JUTUIOMHOT pOOOTHU MOJISITae B

po3poOl1i  HaB4yasibHOro VR-mporoTumy, 10 JAEMOHCTPYE TOBHHMM IIMKJI CTBOPEHHS
IHTepaKTUBHOTO JOJATKy: BiJ] MOJCIIOBAHHS Ta aHIMaIlli A0 peaiizaiii KOpHUCTYyBalbKOi
B3a€EMOJII1 y BIPTyaJIbHOMY cepeoBUIlll. BiH Moxke ciayryBatu 0a30r0 IS MOAANBIIOTO

BJIOCKOHAJICHHS Ta CTBOPEHHS OUIBII ckiagHoi VR-rpu 3 po3mupenum QyHKI[IOHAIOM.

11
PO3JILJI 1. CTAH IPOBJIEMHOI OBJIACTI

1.1. Anaji3 crany ingycrpii VR-irop.



IrpoBa inaycTpis, monpu i BaroMy MONyJsSpHICTh Y CY4aCHOMY CBIT1, Ma€ TIIHMOOKI
ICTOpUYHI 3acajiy, SIKl CATaloTh IIE MepIINX IrpoBUX cuMyismid 1950-x pokis. 3 miauHOM

yacy BOHa TpaHchopMyBajacsi 3 EKCIEPUMEHTAIIbHUX NPOEKTIB y BaroMuil CErMEHT
KYJBTYPHOI 1HYCTpii, TICHO MOB’SI3aHUM 13 KIHOIHYCTpIi€l0, TeIeOauYeHHIM Ta 1HIYCTPIEIO
po3Bar 3arasioM. CyyacHUN CTaH PUHKY XapaKTE€pPU3YETbCS BEJIIMKOIO PI3HOMAHITHICTIO
YKaHPIB Ta IrpOBUX MIIAT(OPM, a TAKOXK CTPIMKUM 3pPOCTaHHSAM LUQPPOBOI AUCTPUOYLIi Ta

MOOUIBHOTO TEUMIHTY.

[TocTynoBO 3MIHIOETHCS 1 caMe MPU3HAYEHHS ITOp — OKPIM PO3BaXKaJbHOT (YHKIIIT,
BOHHM BCE 4YacCTillle BUKOPUCTOBYIOTHCS SK 3aci0 HaBYaHHs, TpeHyBaHHS U mpodeciitHoi
HiArOTOBKU. Y I[bOMY KOHTEKCTI OCOOJIMBE Miclle 3aiiMalOTh OCBITHI Ta CEpPHO3HI IrpH, sIK1
CHOPUSIOTh PO3BHUTKY Mi3HABAJIbHUX HABUYOK, KPUTUYHOTO MHCIEHHS Ta IHTEPAKTUBHOTO
nocBigy. BipryanbHa peanbHICTh SK IHCTPYMEHT MOAIOHUX pIIICHb BIJKPUBA€E HOBI
TOPU30HTHU JUIsl 3aCTOCYBaHHS 1r0p y HaBYAJIIbHOMY MPOIIEC], TPEHAXKEpaxX 1 CUMYIISIIHHUX

CHUCTCMaAX.

Steam VR Game Releases by Year

Puc.1.1. Bunyck VR-icop na nnamghopmi Steam 3 2008-2025 pp. [1]

[cropuuni nani, mo 300paxkeHi Ha TpadiKy AEMOHCTPYIOTh 3HAYHUN MpOTpec
peanizamii Ta Bunmycky VR-irop Ha mmardopmi Steam. 3okpema, y 2017 porti odiritino
Oyno BunymeHno 1 034 rpu, mo moB’s3aHe 31 3HAYHUM 00csiroM iHBecTHIIH y chepy VR
texHonori. Jna mpuxnany, kommanis Unity Engine 3amyunna 6mm3pko 400 MinbiioHIB

JI071apiB MPArHy4d BJOCKOHAJIUTH CBOI Iuiatdopmu po3podku VR ta AR [2, mepekinazn].
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Taka piHaHCcOBa MiATPUMKA CIIPHsIa CTBOPEHHIO OUTBII JOCKOHAIUX 1HCTPYMEHTIB

PO3POOKH, IO TO3BOJMIIO PO3POOHUKAM €(EKTUBHIIIE CTBOPIOBATH AKICHUN VR-KOHTEHT.

HesBaxaroun Ha Bech “technological boom”, sikuii ctaBcst mpotsirom 2016-2019 pp., o6csr



BUIycKy VR-irop 3aznaB Baromoro cragy. ¥ iHaycTpii Opakye BuzHayHUX VR-irop (sxi
uie MmoxHa Ha3Baru “killer app”), siki MOIJIM © CTUMYIIIOBATH MacoOBE MPUUHSTTS
TEXHOJIOT1H Ta 3a]Ty4aTH LUPOKY ayaUTopito. Takoxk BapTO 3a3HAYUTH MPO BapTICTh VR

O6HaILHaHHSI, SAKC HC JIMIIC € IO0POIruM, aJic u HOTp€6y€ IIOTYJKHC allapaTHC 3a0e3IeUYCHHS.
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Puc.1.2. Bapmicms VR obnaonanns 2016-2023 pp. [3]
[IpoTarom nux poKiB pUHOK MOJAIIMBCS YMOBHO Ha:

* [Ipemiym-cerment (HTC Vive Pro, Valve Index, HoloLens) — nouyarkoBi LiHu

$1000+.

* Macoguii cerment (Oculus Quest, Rift, PSVR) — cTaGinbHe 3HMKEHHS 10

~$300-$500.

Buxoasiun 3 pHHKOBUX IIiH, MOXHAa 3pOOWMTH BHCHOBOK, IO OUIBIIICTH
CEepPEeHbOCTATUCTUYHUX KOPUCTYBadiB HE MOXYTh JIO3BOJUTH COO1 MPUIA0ATH TEXHIKY 3a
Takl KOIITH, 1 JIOCHTh YacTO, OKpPIM CaMOi TapHITYpH, KOPHUCTYBaul 4YacTO ITOBUHHI
1HBECTYBaTH B MOTYXHUN KOMIT'tOTEp 200 IrpOBY KOHCOJIb, 110 JI0/1a€ BUTPATH A0 3arajibHO1

BapTOCTI BOJIOIHHS VR-cucteMoro.

['oBOpsiuM Mpo cydacHHil cTaH pedeid, momnpu Henomiku VR-cucreM y iX BapToCTi Ta
HE HAJTO aKTyaJbHHUX Irop, I cdepa BCe OAHO KOPUCTYETHCS YMMAIUM TOMUTOM CEpen

[IAHYBaJbHUKIB KOMIT FOTEPHUX 1TOP.

Po3Mip puHKY BipTyanbHOI pealibHOCTI y cdepi irop 3a3HaB CTPIMKOTO 3pOCTAHHS B
ocTtaHH1 poku. OUiKyeTbCsl, 0 BiH 30UIbIIUTECSA 3 19,24 minbsipaa qonapis CILIA y 2024
13
porri 110 24,51 minesapaa nonapi y 2025 porri, I€MOHCTPYIOUU CEPEAHBOPIYHUN TEMIT
3poctanns (CAGR) na piBHi 27,4% [4]. Takuii cTpIMKUN PO3BUTOK OB’ SI3aHUIM 31

3pOCTaHHSIM IHTEPECY KOPUCTYBaYiB /10 IMEPCUBHUX TEXHOJOT1H, AKTUBHUM PO3LIUPEHHIM



IPOBIAHUX ITPOBHUX IUIAT(POPM, MOKPALIEHHSAM SKOCTI KOHTEHTY Ta IFPOBUX MPOAYKTIB, a

TAaKOX YIOCKOHAJICHHAM allapaTHOI'oO 3a0e31eUeHHS.

US AR & VR Users, 2015-2027
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Puc.1.3. Ilpoenosyeanns akmusnux kopucmysauie AR&VR mexnonoeiu y CLIA, 2019-
2027 pp. (v man. ocio) [5]

VY nopaneuiii nepcrneKkTUBl PUHOK BIPTYalbHOI PEalbHOCTI B ITPOBIM 1HIYCTPIi Mae
BCI MEPEIYMOBH JJIsi CYyTTEBOTO 3POCTaHHS — MPOTHO3Y€ETHCS, 110 Horo odcAr csrue 73,24
Mmutbspaa nonapis CILIA o 2029 poky, 31 3pocTaHHAM Ha cepelHbopiuHoMy piBHI 31,5%
[4]. 31 301IBIICHHSIM YaCTKU PUHKY, MPOTHO3YETHCS 1 301IbIIICHHS aKTUBHUX KOPHUCTYBaYiB.
3okpema, y 2027 porl IUIAaHOBUH TMOKa3HUK AaKTUBHMX KOpHUCTyBauiB csararume 106,9
MiH.0ci0 maiss AR- ta 78,5 miuH.oci®6 s VR-texnosorii BigmoBigHo. IIpornozoBane
3pOCTaHHSI PUHKY IOB’A3Y€TbCS 3 AKTUBHUM PO3BUTKOM XMapHHUX IrpOBUX IUIaTdOpM,
3pOCTaHHSAM TOMYJSAPHOCTI COLlaIbHUX Ta 0araroKOpUCTyBallbKUX (popMaTiB, a TaKOX 13
TEXHIYHUM YJOCKOHAJICHHSAM KOHTPOJIEpIB 1 MpUCTPOiB BBeAeHHS. Cepell OCHOBHMX
TEHJICHIIIH MOXKHA BUAUIMTH VR-Irpu, oOpieHTOBaH1 Ha CIOXKETHY CKJIaJIOBY, (hITHEC-A0aTKH
y BIpTyaJbHId peajbHOCTI, AaKTUBHY Y4YacTh KOPHCTYBauiB y CTBOPEHHI KOHTEHTY Ta
Monu(piKalii, BIPOBAIKEHHS TEXHOJOTIM TAKTHUJIBHOTO 3BOPOTHOTO 3B’SI3KY, a TaKOX

PO3BUTOK CTPUMIHTOBHX IJIaT(OPM 1 CEpBICIB 3a MIAMUCKOK 111 VR-pOoayKTiB.
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1.2. Orisg anagiorie VR-myrepis.
Cepen HalOUIBII MOMYJISIPHUX IIyTEPiB-aHAIOTIB BAPTO BIA3HAYUTH TaKl irpu sik “Hot

Dogs, Horseshoes & Hand Grenades” (H3VR) ta “HARD BULLET”. “Hot Dogs,

Horseshoes & Hand Grenades” — nie cumynsarop ctpiias6u y VR cepenoBuii, 1o



0a3yeThCs Ha BUCOKIM AeTamizallii Ta pi3M4HO TOUHOK B3aeMOi€ro 31 30poeto. ['pa
MPOIIOHYE MOHAJ AECATOK PI3HUX PEKUMIB JJI MPAKTUKHU CTPLIbOU, EKCIIEPUMEHTIB 13

BEJIMKOIO KIJIbKICTIO BU/IIB BOTHENAILHOI 30p0i, BUOYXIBKH Ta MIIICHEH.

Puc.1.4. I'evimnneti epu “Hot Dogs, Horseshoes & Hand Grenades” [Ogiyitinuti catim epu
y Steam]

KirouoBO10 0COONMBICTIO € MAaKCUMAIbHO pealicTUYHA MEXaHiKa repe3apsKaHHs,
JIe KO’KHA OIMHHMII 30poi moTpedye 1HAMBIAYAIbHOrO Mmiaxody. [ paBiio nmoTpiOHO BpyUHY
BCTaBJIATU Mara3uHW, HATUCKATH 3aTBOPH, BUTATYBAaTH MAaTPOHHU TOUIO — yCE L€ CIpUsIE
MIMOOKOMY 3aHypeHHIO, aje Moxe OyTH CKIaJHUM Il HOBA4yKiB, SKi BIEpIIe

KOpUCTYI0ThCA VR TEXHIKOIO.

“HARD BULLET” — e aunamiuynuii VR-1ryTep 3 BUCOKUM PiIBHEM >KOPCTOKOCTI Ta
HACHJILCTBA, OPIEHTOBAHMM HA JIOCBIIUEHUX T'PABIIIB, K1 IITYKAIOTh EKCTPEMaJbHI BIIUYTTS
y BIPTyaJqbHOMY CepeloBHUII. [pa He Mae CIOKETy, OJHAK JI03BOJISIE TPABII0 BUIBHO

EKCIIEPUMEHTYBATH 3 (P13UKOIO TiJIa, 00’ €KTaMH OTOYEHHS Ta BETUKOIO KUTBKICTIO 30pOi.

Puc.1.4. I'evimnneii epu “HARD BULLET ” [O¢iyitinuii catim epu y Steam] 15

OcoOnuBicTio 1i€l TpU € i1 HaaAMIpHA >XOPCTOKICTh Ta OpyTalbHICTh, OCKUIBKH
rpaBellb MOXKE KHJAaTh BOPOTIB, IITOBXATH iX HA IIMIH, BUKOPHCTOBYBATH IOBKOJIMIIHI
OpeaMeTH fAK IMIPOBI30BaHY 30pOr0, IO CYHNPOBOIKYETHCS BEIHKOIO KUIBKICTIO
Bi3yallbHHX €(EeKTIB TMOIIKO[KeHb. Yepe3 CKIAAHICTh TeHUMIUICI0 Ta HaaMIipHY

KOPCTOKICTb, Tpa HE HAJTO MIIXOIUTH 711 HOBAUKiB, @ TUM Iade JJIs1 MOJIOIIIOI ayTuTOPii.



Puc.1.5. Inmepghetic pospobnenoco npoekmy “Low Poly Strike”

Ha BigmiHy BIJ ODISIHYTHX aHAJIOTIB, MHPOEKT, IO OyB PO3pOOJICHUH y Mexax
JUTIIOMHO1T poOOTH, Ma€ OUIBIII O3HAHOMYMNA XapaKTep Ta MPU3HAYCHUH ISl TOYATKIBIB Y
VR (3okpema miteit/mimniTkiB). OCHOBHa MeTa IpU — JIaTU 3MOTY KOPHCTYBady MOCTYIIOBO
3BUKHYTH /10 0a30BHX €JIEMEHTIB YIPaBIIIHHA, TaKUX K PYX, 3aXOILIIOBAHHS E€JIEMEHTIB,
B3aEMOJIISI 3 00 €KTaMH CepeoBHUIla Ta MexaHika CcTpuibOu. I'pa He MICTUTH CIIeH
HAJMIPHOT OPCTOKOCTI W (hOKyCyeThCsl Ha O€3MEUHOMY HaBYAJIbHOMY AOCBiAl. Takum
YUHOM, 3alpONOHOBAHUN TPOTOTUI MOXKE CIYTyBaTH MIAIPYHTSAM I TOAAQIBIIOTO
BuBYeHHs VR 11yTepiB 1 po3BUTKY HABHUOK B3a€MO/IIT Y BIPTYaJIbHOMY CEPEIOBHIIII.

1.3. Peagizanisi pyHKIioOHATY NPOrPaMHOIO NMPOAYKTY.

Jlns peasizaliii mporpaMHOTo NPOAYKTY HEOOX1IHO BUKOHATH HU3KY €TarliB, KOXKEH 3
SKUX Ma€ KOHKPETHI TeXHI4HI Ta (QYyHKIIOHAJIbHI 3aBaaHHsA. OCHOBHI HampsIMKU
OXOIUTIOI0TH 3D MOjIeNIIOBaHHS BOPOXKUX MEPCOHAXKIB, aHIMaIlil, pO3pOOKy IrpoBOi JIOTIKH,

HajamTyBaHHa VR-B3aemMojii kopucTyBaua 3 CepeOBUIIEM, TECTYBaHHSI MIPOEKTY.

OCHOBHI eTaru po3poOKU MPOEKTY:

1. Po3pobka xonyenyii VR-epu.
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a. BusHaueHHs 1IILOBOT ayIUTOPIi => AITH Ta MOYATKIBIIi,

b. Bubip ctunictuku rpu => low poly (HU3bKO TOJTITOHAIBHUN ), IPOCTE
cepenoBulle 06e3 eTani30BaHoi rpadiku;
c. Po3po6xka BUTIISATy BOPOXKOTO TIEPCOHAXKA => HU3BKO MOJITOHATBHUHN, 0€3

BUPAXKEHUX O3HAK arpecii, y CTUIJI1 pUuliaps;

2. Cmeopenns 3D 6opoocozo nepconasica y Blender:



a. MojenoBaHHs IepcoHa)ka => CTBOPEHHS MOJIeJIl, CKYJIBIITHHT, JIeTaTi3aIlis;
JI0JIaBaHHs MaTepialiB;
b. JlonaBaHHs cKelleTy epcoHa)xa Ta Jo/laBaHHs aHiMallli TOTOBHOCTI 70 0010;
c. ExcopryBanns moneni y .fbx ¢opmari y Unity;
3. Ilobyoosa VR-cepedosuwa:
a. IMmopt acceTiB Ta Mozenei;
b. Po3minieHHst 00’ €KTIB Ta CTBOPEHHSI 6a30BOTO PIBHS;
c. JlonaBanns colliders, ¢i3uku 17151 00’ €KTIB Ta BCTAHOBIICHHS MaTepialiB;

4. Peanizauyis mexanik 63aemooii 3 VR:

a. [lipkmrouenns XR-mnariniB (XR Interaction Toolkit, OpenXR);

b. HanamryBaHHs cucTeM mepeMilieHHs, 3aX0IUIEHHS 00’ €KTIB, CTPLIbOH;

5. Ilpoepamyeanns nociku epu mogoro C#:

a. Peanizalist anroputmMy 3aXoIuieHHs 00’ €KTIB;
b. Peanizartist Ioriku cTpiibou;
c. CTBOpeHHS aJITOPUTMY JIs CIIpAlfOBaHHS aHIMaIliii;
6. Tecmysanuns ma onmumizayis nNPOMOMUNY:
a. [lepeBipka pobotu mporpamu 3a gonomororo XR Device Simulator;

b. OnTuMizariist afTOPUTMIB Ta aHAJI3 yIPABIIHHS;

1.4. BucHoBku 10 po3ainy 1.

Y nmanomy po3aiun Oyiao mpoaHadi30BaHO CydacHHUM cTaH Tany3i VR-irop, 1o
0a3yeTbcsl HA ICTOPUYHUX ACTEKTax, CTATUCTHYHMUX JAHUX Ta MPOTHO3YBAHHIO MalOyTHIX
pe3ynbpTariB po3BUTKY I1i€i cepu. basyrounch Ha 1npoMy aHami3i, OyJ0 OOIPYHTOBAHO

JOIUIBHICTH CTBOPEHHSI VR-TIPOEKTY Ta ommcaHo eTanu HOoro peaiszariii.
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PO3/11 2. IHOOPMAIIAHE TA MATEMATUYHE 3ABE3NEUYEHHSA

2.1. BuaijieHHs1 KJIIDYOBUX KOMIIOHEHTIB irpoOBOi CIIeHH.

VY 11poMy miIpo3ALIIi OMHUCYIOTHCS OCHOBHI KOMITOHEHTH BIpTyalbHOTO CEpPEIOBHUIIIA, 3
SKUMH B33a€MOJII€ KOPUCTyBad y Mexkax peamizoBaHoro VR-pomarky. Lli xommoneHTH
BIJITPalOTh BAXXJIMBY POJb Yy MOOYAOBI JIOTIKH TPH, a TAKOXK € OCHOBOIO IS TOAABIIOTO

KOHIICTITYaJIbHOTO Ta 1H(GOPMAIIHHOTO MOICITIOBAHHS.

Tabnuys 2.1. OcHosHi 06 ekmu npoexmy



00’exT Jii

I'paseys Jlie y VR cepenosuiii yepe3

KOHTPOJIEpU Ta TAPHITYPY

Bopooici nepconaoci Pearyrots Ha aii 3 00Ky rpaBIis

(cTpinbba, ynap MeueMm)

006 ’ekmu cyenu MimieHi,  SIUKKA, MaHEKEHH, 10
pearyroTh Ha Jii TpaBms (3ITKHEHHS,

OHOBJICHHSI CLIEHU TIPH JIii TPUTEPIB)

Haexonuwne cepedosuuye [IpocTip, y Mexax sSKoro

peaizyeThCs irpoBa JIoTiKa

OCHOBHI Jiii KOpUCTYBaua peani3yroThcs yepe3 (PI3uYHy aKTHUBHICTh Y MEXaX 1rPOBOi

CIIEHU Ta B3a€EMO/III0 3 00’ €KTaMH 3a JOMOMOror VR-KOHTpoJiepiB:

+ ®i3uyHe NepeMILEHHs TPaBlisl Yy MEXax IrPOBOr0 MPOCTOPY — 3IINCHIOETHCS 3a
JIOTIOMOTOI0  KOHTpoJsiepiB. ['paBerlb MoXke mepecyBaTHCs, MOBEPTATUCA Ta OOXOIUTH

NEPEIIKO/IH.

* 3axoruieHHs1 00’€KTIB — peaii3yeThCs 3a JOMOMOIOI0 KHOMOK Ha KOHTpOJepax.
['paBers Mae MOXKIIUBICTD MifIAMAaTH 30pOIO/IIUT, MEPEMIIIATH IX Ta MIHSATH MOJIOKCHHS B
pyKax.

+ Peamizamis cTpiibOM — MeXaHI3M CTPUIBOM peali3yeTbcsl 4Yepe3 HATUCKAHHS
TpurepiB Ha VR-KOHTposiepax, IO J03BOJIS€ TPaBIEBl 3MIMCHIOBATH TOCTPLIN Y

BIPTYaJIbHOMY CEpPEIOBHIIII.
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2.2. Po3po0ka 3D moneJti Bopoxkoro nepconaxxa y Blender.

Ha erami Bi3yanpbHOro HamOBHEHHS ITPOBOTO CEPEAOBUIINA, BAXKIMBOIO CKIIAJOBOIO €
CTBOPEHHS SAKICHOT TPUBUMIPHOI MOJIETI MIEPCOHAXKA, 3 KOO Oy/e B3a€EMOJISTH TpaBellb. Y
MeXax JaHOTO MPOeEKTy Oyino oOpaHo cepenouine MmojentoBanHs Blender. V upomy

H1po3UT1 OyIyTh POJAEMOHCTPOBAHI OCHOBHI KPOKH IPU PO3POOIIl TEPCOHAKA.



Ha nouarkoBoMy eTarii MojietoBaHHs Oy710 BUKOHAHO TTOOY10BY 06a30B0i ciTkM (mesh) ass
MaiOyTHHOTO OJATY MepCcoHaXka. Ik OCHOBa BUKOPUCTOBYBAJIaCh TOTOBA MOJIEIIb

JIFO/ICHKOTO T1J1a, J10 SIKOi IJIAHYBAaJIOCs AOAATH €JIEMEHTHU OJIATY BPYUHY.

Puc.2.1. Cmeopenns cimku 011 MOOento8ants 0052y NePCoOHAN CA [BUKOHAHO agmopom]

Etanu BukoHaHHS:

* ¥V pexxumi peaaryBanns (Edit Mode) Oyno BuaiIeHO OJITOHM B 00J1acTi Ty 1yOa Ta

PYK, SIKi CITyTyBaTUMYTh (DOPMOIO 711 MaltOyTHROT OpOHI.

* Bujineny reoMeTpiro CKomiiioBaHO Ta BiiokpemiieHo B HOBuM 00’ ekt (P — Selection),
1110 JTO3BOJIFJIO MPAIIOBATH 3 €JIEMEHTOM SIK 13 He3aJIe)KHOI0 JacTrHOto. Lel miaxin nae
3MOTY 30eperTH TOUHE MPUJISTaHHS OJIATY JI0 Tijla MOJIENli, HE CTBOPIOIOYN HOTO

3 HyJISI.

[Ticns ¢opmyBanHs 0a30BOi CITKM IS OAATY OyJIO 3MIMCHEHO pemaryBaHHS Ta
3aKPUTTS] TEOMETPUYHUX MPOMDKKIB MDK TIJIOM IEpCOHaka Ta ManOyTHIM omsrom. Lle
BXJIMBO SK JUIsl 3a0€3MEYEeHHS BI3yaJIbHOI ITUTICHOCTI MOZENi, Tak 1 Il YHUKHEHHS
Bi3yaJbHUX apTe(akTiB MmiJ1 Yac aHIMaIrli.
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HactynHni 300pakeHHs HAOUHO JIEMOHCTPYIOTh JIOT1KY MTOOY/I0BH:



Puc.2.2. Budinenns wacmunu mina nepcounasica 0jisi CmeopenHsl 0052y [8UKOHAHO
asmopom/
J514 3’ e AHAHHS BIAKPUTHUX YAaCTUH CITKU BUKOPUCTOBYBasiach koManzaa Extrude (E) y
pexxuMi penaryBaHHs. BoHa 103BoHIa CTBOPIOBATH HOBI MOJIITOHU HUISIXOM BUTSTYBaHHS

Kpa.l.B abo ITOBCPXOHb, 110 336631’16‘-1}’6 IJIABHE 3JIMTTA 3 IHITUMU YaCTUHAMM MOI[GJ'Ii.

Puc.2.3. 3akpumms ceomempuynux npomincKie Ha Mooeni 3a 00NOMO2010 KOMAHOU

Extrude [euxonano aemopom]

Takuii MeTox onTumizye poOOTY 31 CKIHHIHTOM Ta PHUIIHIOM, OCKUIBKH TOIOJIOTisS
30epirae MpaBWIBHUK PO3IMOALI TIOJNITOHIB Ta J03BOJISIE €()EKTHBHO KOHTPOJIIOBATH

nedopMalriro B moJaablInX eTanax aHiMarri.
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Puc.2.4.
bazose mooenrosanns nepconasica y Blender 3 euxopucmanuam moougixamopa Mirror
[euxonano asmopom]

JIiist onTuMizariii mporecy MOIeToBaHHS CUMETPUIHOTO TepcoHaka y Blender Oymo
BUKOpHUCTaHO Monudikatop Mirror, 1Mo A03BOJISE aBTOMATUYHO JyOJIIOBATH T'€OMETPIIO

00’€KTa BIIHOCHO OfHI€T a00 KUIBKOX KOOPAMHATHUX OCEH.

Ha pucynky 2.4 300pakeH0 0a30By CTajil0 MOJEIIOBAHHS BOPOXKOTO MEpPCOHAXKA 3
aKTHBOBAaHUM MoaudikaropoM Mirror misg ocer X, Y Ta Z, IO A03BOJSE JIOCATTH
a0CcomoTHOT cuMeTpil mig yac ¢opMyBaHHA (HOPM OASTY, KIHIIIBOK Ta TOJOBH. Y TpaBii
naHesl BJIACTUBOCTEH BHJIHO, IO MOAMQIKATOP 3aCTOCOBYETHCS 70 00'ekTa upper clothes,
mo QopmMye BEpXHIO YAaCTHHY Tila TMepcoHaxka. [[ins KopekTHoi poOOoTH Oyrno Takox
yBiMkHeHO TapameTp Clipping, sikmii 3amobirae HaKJIaJICHHIO BEPIIMH MO OCI CUMETPIi,

3a0e3neuyoyn aKypaTHUH 37TMB IEHTPATbHOT TeOMETIi.

[Ticns 3aBepiieHHs: 6a30BOTO MOAETIOBAHHS HACTYITHUM €TallOM € CTBOPEHHS
CKeJEeTy NepPCOHa)Ka (PUTIHTY), IO JT03BOJISIE aHIMYBATH MOro pyxu y cepeaosuiii Blender

a6o mijg yac ekcopty A0 Unity.
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Puc.2.5. Jlooasanus ecymanoionozo ckenemy Human Meta-Rig 0o moodeni nepconasica

[suxonano asmopom]

Ha nanomy etami no Mozeni mepcoHaxka B cepenoBuili Blender Oymno pomano
apMatypy (CKeneT) 13 3acTOCyBaHHSM cTaHAapTHoro madnony “Human (Meta-Rig)”, mo
MICTUTh HaOlp OCHOBHMX KICTOK JIJIs TYMaHOiIHOi Mojei. sl ibOro BUKOPUCTOBYBAJIACh

KOMaH/a:

Add — Armature — Human (Meta-Rig).

[Ticns momaBaHHS ckeneTy Oy/lo BHUKOHAHO MOro MaciitaOyBaHHs (KoMaHna S) JUist
NPUBEACHHS [0 TMPOMOPINA TMEepPCOHaka, a TaKOK TMO3WIIOHYBAaHHS B MPOCTOpI 3a
nomoMororo iHCTpyMeHTIB G (mepemimenns) ta R (oOGepramss), mo0 apmarypa

BIJINIOBI1ajIa PO3TAITYBAHHIO YaCTHH TiJIa MOJEI.

Puc.2.6. Macwmabysanns ma nosuyiony8anHs KiCMmok cKejiemy 8i0On08ioHo 00 4acmuH

mina nepconaxca [8UKoHano agmopom|
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Jlns 3a0e3neueHHs] CUMETPIi MPU CTBOPEHHI CKEJIETYy BUKOPHUCTOBYBAJIACH (DYHKIIIS



Armature — Symmetrize, 10 N03BOJISIE aBTOMAaTUYHO BIJA3EPKAJIUTH KICTKH 3 OJIHIET
MOJIOBUHU Tina Ha 1Hmly. lle 3HA4HO NPUIIBHUJIIYE MPOLEC, BUKIIOUYAIOUUA TOTPEOy Yy

py4HOMY TyOIIOBaHHI Ta PO3MIILLEHHI €IEMEHTIB.

Puc.2.7. Cxenem nepconasica y Blender [suxonano asmopom]
[lepm Hi>K pO3MIOYNHATH CTBOPEHHS KICTOK, HEOOX1AHO MEPEKOHATUCS, IO MOJAEIIb €

TEXHIYHO TOTOBOIO JIO PUTIHTY:

1. IlepeBipka HOpMaeil: HOpMalli BU3HAYAIOTh HAMPSMOK MOBEPXHI M KPUTHUUHI JIJIsT
KOpPEKTHOI aHIMaIli. ¥ pasi iX HempaBHIbHOI Opi€HTallli, 00’ €KTH MOXYTh 1e(pOopMyBaTHChH

mig gac pyxy. 3a nonomororo komanau Shift+N BinOyBaeTbcsi aBTOMaTHYHE TIepepaxyBaHHs

HOPMAJIE.
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Puc.
2.8. Ilepepaxynox Hopmaneii mooeni y Blender [suxonano aeémopom] 2. BusBneHns
nojBiitHOI reomeTpii (Double Geometry): 11e BU3Haua€e HasBHICTh

HaKJIQJICHUX TIOJITOHIB MOXKE CIPUYMHUTH apTedakTH MiJ Yac aHIMarlii. 3a JOMOMOTOI0
komanau M — Merge by Distance 3aiiicHIOeTbCS 00'€THAHHST BEPIITNH, 10 HAKIIAAIOTHCS,

Ta OYUIIAETHCS CITKA.

Jlani micist CTBOPEHHS KICTOK 1X MOTPIOHO po3TanryBatu BcepeauHi moaeni. Ilicus
CTBOpPEHHSI CKelleTy OO0 €KT (MOIenb IepcoHa)xa) OO0’ €AHYEThCS 3 apMarypor dYepes

0aThKIBCHKUH 3B’S30K 3a jgomomororw komauau Ctrl + P => With Automatic Weights. 1le
CTBOPIOE 3B’S30K MIXK BEpIIMHAMHM MOJACII Ta BIAMOBIIHUMM KICTKaMH, IO J03BOJISE

KICTKaM BILJIMBATH Ha JieopMaIlito TiJia i yac aHiMarlii.
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Puc. 2.9. llepconasic 3 akmugosanum pueom y pexcumi Pose Mode y Blender [euxonano

asmopom/

[licns nomaBaHHSA CKENETy, JOMAETHCS PUTIHT, SKHM TMOJNSITaE y HalamTyBaHHI
KOHTPOJIEPIB KICTOK, iX i€papxii Ta oOMexeHb (constraints), 1o 3a0e3MeuyrOTh 3pydHE
KEepyBaHHS M03aMU Ta pyXaMd IMepcoHa)xa. PWTIHT [03BONsiE HE JWIIe OOepTaTH 4u
MepeMilyBaTd OKpeMi KICTKM BpYy4YHY, a M 3acCTOCOBYBaTH JO HHUX CKJIAJHIII
TpaHcdopmariii — HapuKJIIaJl, aBTOMaTUYHE 3THHAHHS CYTI00iB, OOMEXKECHHS KyTa

MOBOPOTY a00 3B’A3yBaHHS PyXy PYK 1 HaIbIIB 3 JOIOMOTor0 1HBepcHOI KiHeMaTukH (1K).

Puc.2.10. Penoep comosoi modeni nepconadica [eukonano aemopom] Y pexumi
Pose Mode 3niiicHIOETBCS TIepeBipKa MPABWILHOCTI MPUB’A3KU Ta PEAKIIT MOJIENI Ha

MaHIMyJISIIT 31 CKEJIETOM.
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Puc.2.11. Bixno animayii' y Blender [suxonano asmopom]

3aBsSKM TOBHOIIHHOMY PUTY CTBOPIOETHCS OCHOBA JJISI MOJAJIBIIOT aHIMAIllT — 5K Y

Blender, Tak 1 micas ekciopty g0 Unity.

2.3. Ilo0ynoBa indgopmaiiiiHoi cucTeMHu.
Indopmartiitna Mmozesib — MoJienb 00'e€kTa, MpeACTaBlIeHa y BUINISAL iHGopMallii, 1o

300paky€e iICTOTHI JJIsl JAHOTO PO3IVISYy MapaMeTpu Ta 3MIHHI BEJIMYMHU 00'€KTa, 3B'SI3KU
MIDK HHMH, BXOJM 1 BUXOAU O0'€KTa 1 JO3BOJISIE NIIJISXOM I10J1a4l HA MOJEIb BXIJHHX

BEJIMYMH MOJIEIIOBATH MOKJIMBI CTaHU 00'eKTa. [6]

Bona ommcye kimo4oBi 00’€KTH, TIOMIi Ta B3a€EMO3B’SI3KH, 10 BUHUKAIOTH I 9ac
irpoBoi cecii. B 0oCHOBI Moneni — NPUYMHHO-HACHIJIKOBI i KOpPHCTyBada Ta peaKiii
CHUCTEMU Ha HUX.

[Tomana Hrk4Ye OIOK-CXeMa UTIOCTPYE TUIIOBUM CIieHapii Mii kopuctyBada y VR-rpi
“Low Poly Strike”. Bona BimoOpakae MOCIIIOBHICTh €TalliB, MOYMHAKOYM 3 MOMEHTY

3alyCKy T'pHU, 3aBEPIIVIOYU B3aEMOICIO0 3 BOPOXKUM 00’ €KTOM, IO CYHPOBOIKYETHCS
YCKY ) y ) y y

aHIMaIli€ro “‘cMepTi” mepcoHaxa.
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Puc.2.12. Bnok-cxema aneopummy 63aemooii epasys 3i 30po€ro [euxkonano aemopom]

[TosicHEeHHS TOJIOBHUX €TalliB aJITOPUTMY:

3. HaruckanHs Tpurepa — HaTUCKa€e Ha TPUTEp KOHTPOJIEPA, IO IMITYE 110
CITyCKOBOTO Tauka. [le BxigHa momis, sika 1HiIII0€ MoIaJIbITy IIPOTpaMHy 00pPOOKY.
4.
Buxnuk merona FireBullet() — meron FireBullet() aktuByeThes, cTBOpIOIOYM 00'€KT Kyl B

3amaniil mo3ulii (spawnPoint). el mpoiiec Takox 3a/1a€ MBUAKICTD KyIIi Ta 11 HAPSAM.

Puc.2.13. Jlemoncmpayia eucmpiny 3 nicmonema. [8uxonano asmopom]
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5. CrBopenns kymi (Bullet) — y creni 3’sBisieThcss HOBUH 00’€KT 3 KOMIIOHEHTOM



Rigidbody 1 Collider, mo imitye ¢i3uuny wmonenb Kymi. OO’€KT pyXaeThbcsi BHEpeEn

BIJIMOBITHO /10 BEKTOPA HAMPSIMKY 30poi.

Puc.2.14. Buenso miweni 0o nocmpiny [suxonano asmopom]

6. 3ITKHEHHSI 3 BOPOKUM 00’ €KTOM — KyJIsl BIy4Ya€e y MillieHb — 00’ ekt TargetDummy.
VY pesynbrari komi3ii Bukiankaetscs Metosr OnCollisionEnter(), o 06po6iisie monanpiry

JIOTIKY.

Puc.2.15. Jlemoncmpayisn eucmpiny no miweni [suxonano asmopom] 28



Puc.2.16. Animayia “cmepmi” miwieni nicis nocmpiny [euxkonano aeémopom] 7.
AHiIMalis cMepTi — y BIIIOBIIb Ha 31ITKHEHHS aKTUBYEThCS aHIMalliiiauii Tpurep Death,
10 3MiHI0€e ctad NPC: BMHKA€eThCs BIIITOBIAHA aHIMAIIIS, ITICJIS YOTO 00’ €KT

JACAKTHUBYETHCA.

2.4. IloOyn0oBa KOHLENTYAJIbHOI MOJEJIi.

Jlns Bizyamizanii apxitektypu VR-rpu noOynosano UML-giarpamy kiacis, sika
BiI0Opakae JIOT14H1 B3a€EMO3B’ I3KH MK OCHOBHMMH KOMIIOHEHTAMH CUCTEMH. Y Jiiarpami

npeAcTaBiieHl YoTUpH ocHOBHI kiacu: HandsAnimation, Fire, TargetDummy ta

EnemyCharacterTrigger, 1110 B3a€EMO/Ii}0Th BIJITIOBIIHO JIO CIIEHAPIiB IrPOBOTO MPOIIECY.

Puc.2.17. Ingpopmayitina mooenv npoekmy [euxonano agmopom]
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Kinac HandsAnimation BiamoBijae 3a BiIOOpaXeHHS PyXiB PYKH KOpPHUCTyBada y

BIPTYaJIbHOMY CepeAoBHILI. BiH 3uMTye 3HAUE€HHS CTUCKaHHS TpuUrepa Ta pydyku (grip) 3

VR-konTposiepiB 3a gonomororw cucremu InputActionReference 1 nepenae ix B aHimarop



PYKH:

= .action.ReadValue< >();
.SetFloat( s );
Ieit kmac omocepeKkOBaHO BILIMBAE HA JIOTIKY CTPUIbOU, OCKIIBKH il 3

KOHTPOJIEPOM MOXKYTh BUKOPHCTOBYBATHUCH JIJIA 1HIIIAMIT TToaii mocTpiny B kiaci Fire. Knac
Fire peanizye mexanizm ctpuibbu. Moro meton FireBullet() cTBoproe exzemIuisip Kyiii
(bullet) y 3aganiii nmo3uiii (spawnPoint) 1 Hagae 1 TOYaTKOBY MIBUIKICTh:

FireBullet()

= Instantiate( , .position, .rotation);
.GetComponent< >().velocity = forward ;
Destroy( , 5f);

}
Kyns, sika crBoproetbesi, mae Collider ta Rigidbody, 3aBasiku yomy BOHa MoOXe

31IITOBXYBaTUCh 3 00’e€kTaMu, 30kpema — 3 TargetDummy. ¥ UML-giarpami BkazaHO
3B’s130K “1..1 go 1..*” mix Fire Ta TargetDummy, 1110 Bi1oOpakae MOKIUBICTb YPaKEHHS
KUIBKOX IUIEH.

Kitac TargetDummy BifnoBijiae 3a MOBEAIHKY MIIIICHEH, K1 TpaBeIlb MOXKE YPa3UTH.

Meton OnCollisionEnter() akTuBye aHimaliro “cMepti”’ a00 3HUKHEHHS MPU BIyYEHHI

KyJIi:
OnCollisionEnter( )
{
if( .gameObject.CompareTag( )l .gameObject.CompareTag( ) {
.SetTrigger( );
GetComponent< >().enabled = false;

}
}
Kpim miporo, kitac mae meton ActivateDummyy(),

ActivateDummyy()

.SetTrigger( );

110 3aIycKae aHiMalliio aktuBamii niii. Lleit MeTon BUKOPUCTOBY€ETHCS TPUTEPOM Y

knaci EnemyCharacterTrigger.

Kirac EnemyCharacterTrigger peainizye MexaHi3M aKTUBAIIil i1 Py BXO1 TPaBIIs

y BU3HAUYCHY 30HY (TpHUTED).

30

OnTriggerEnter( )

{
if( .gameObject.CompareTag( )2

foreach( in X
.GetComponent< >().ActivateDummy();



Bin 30epirae macuB 00’ekTiB (targetEnemy), m0 sSIkux mpu BXOAi TPaBIlsl BUKIIUKAE
meton  Activate(Dummy(). VYV ~ UML-miarpami  3B’s30k  “1.*  mo 1..17 wMix
EnemyCharacterTrigger Ta TargetDummy Bka3ye Ha MOXIMBICTH AaKTHUBAIlli OApazy

kitbkox NPC omHUM Tpurepom.

2.5. BucHoBkH 10 po3iiy 2.

Po3ain 2 oxomuiroe yci KIIFOYOBI acClEKTH MIATOTOBKH JJIE CTBOPEHHS BIPTYyaJbHOTO
3D nmepconaxka no inTerpaiiii B irpoBe VR-cepenosuie. Takoxk Ha OCHOBI aHami3y 00’ €KTIB
cucteMu Oyno 3maiiicHeHO MOOyIoBy 1H(OpPMAIIHHOT MOEN, fKa BiTOOpa)kae JOTIKY
B3a€EMOJIIi TpaBlisl 3 BIpTyallbHUM cepeaoBuineM, a Takok UML-miarpamy kiacis, 1o
dbopMaltizye CTpyKTypy 3aCTOCOBAHUX CKPHUNTIB 1 00’ €KTHO-OPIEHTOBAHY apXITEKTyPy

IIPOEKTY.
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PO3A1JI 3. IPOT'PAMHE TA TEXHIYHE 3ABE3INEYEHHSA

3.1. O Ta OOrpYHTYBaHHSI BUOOPY iHCTpYMeHTAapilo.
V¥ npoueci po3podku VR-rpu O0yi0 BUKOPUCTAHO HACTYIIHI IPOTrPaMHI 3aCO0U:

1. Blender — 11 NOBHICTIO IHTETPOBAHUI KOMIUIEKT CTBOpEeHHS 3D, KUl mporoHye



IIMPOKUH J11ara30H OCHOBHMX 3ac001B, BKJIIOYAI0YM MOjIe/IIOBaHHs — modeling,
penaepuHr — rendering, aHiMalis Ta OCHaLEHHs — animation & rigging, peJaryBaHHs
Bizieo — video editing, egextu Bineo — VFX, koMmonyBaHHs — compositing,
TEKCTYpYyBaHHs — texturing Ta 6araro TUIIB cUMYJALii — simulations [7]. 3aBasiku
NOTY>KHOMY Ha0Opy IHCTPYMEHTIB Ta aKTHUBHI! CIIJIBHOTI KOPUCTYBayiB, HOro Oyio
00paHo JJ1s1 CTBOPEHHSI Ta pUITIHry 3D-Mo/eneil nepcoHaxa.

Sk Oyno momepenHb0 PO3MISIHYTO, PUTTIHT € BAaXJIMBUM €JIEMEHTOM IpPH pO3poOIl
3D moneneii, amke 3abe3leuye THYYKICTh Ta XIOMaHI3allil0 Mojeied i MOAabIIoro

MO3UIIIOHYBaHHS 200 aHIMyBaHHS.

Purrinr (rigging) — 11€ mpolec CTBOPEHHS CKEJIETHOI CTPYKTYpH (apmatypu) it 3D
MOJIENI, IO JO3BOJISIE AaHIMYBATH 11, 3SMIHIOIOUH TTOJIOKEHHS Ta 00epTaHHs KiCTOK. OCHOGHI

enemenmu pueeiney. [8]

+ Apmarypu (armatures): MalOTh 3MOTY CTBOPIOBaTH CKeJeT g 00'€kTa, IIo
no3Bosisie  neopmyBaru  ciTky (mesh) 1 cTBOproBaTM THYYKI CynioOuM — 3a3BHuai

BUKOPHUCTOBYIOTHCS ISl aHIMAITlT TEPCOHAXKIB.

« OOmexenHs (constraints): JO3BOJIAIOTH KOHTPOJIOBATH PyXH, pooOIsym ix
JIOTIYHMMHU Ta peanicTHIHUMU. Hanmpukian, MoxkHa 0OMEXUTH 00epTaHHS Cyriio0a JIUIIe B
MIEBHOMY JI1aI1a30Hi.

* Monudikaropu 06’exta (object modifiers): mist cknagHoi nedopmartii CITKM MOXKHA
3aCTOCOBYBAaTH cHeliaidbHi MOAU(IKaTOpH, SAKI JOMOMAararOTh TOYHO HaJallTyBaTH
MOBEJIIHKY 00’ €KTa MpHU pyci.

* KimtouoBi popmu (shape keys): 1aroTh 3MOry CTBOpIOBAaTH aJlbTepHATUBHI (hOpMU
CITKM (HaIllpUKJIaJ, MIMIKy 00I144sl) Ta IUIAaBHO MEPEMHUKATHC MK HUMU. * [[paiiBepu
(drivers): aBTOMaTHU3YIOTh KepyBaHHsI mapameTpaMu. Hanpukiasa, oJJuH KOHTPOJIEp MOXKE
3MIHIOBATH OJIpa3y KiJbKa BIACTUBOCTEN, a00 MapaMeTpu MOKYTh 3MIHIOBATUCS 3aJIEKHO
B1J] 1HIIINX 3MIH.
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IIpoyec pueeiney 6 Blender exntouac:

 CTBOpeHHs apMarypu: qojaBaHHs KicTok (bones) Bcepeauny 3D-moment ais

BU3HAYEHHS 11 pyXOMHUX YaCTHUH.

* [To3uirioHyBaHHS KICTOK: PO3MIIIIEHHS KICTOK BIJIITOBIIHO JIO aHATOMI1 MOJIEII1,



HaIpUKIIA, JJIsl IEPCOHAXa — B3JI0BXK XpeOTa, pyK Ta Hirl.

* 3B's13yBaHHs KICTOK 3 MOJICJUTIO (CKIHHIHT): TPU3HAYCHHS BEPIIIMH MOJCII JI0

BIJIMOBITHUX KiCTOK, III0O0 BOHU PYXaJIHCS Pa30M.

* HanamryBanust oOMexeHb (constraints): BU3HAYEHHsI PaBUJ pyXy KICTOK AJis
peaiCTUYHOI aHiMaIlil, HampuKIiIaa, 0OMeKEeHHS KyTiB 00epTaHHs cyr1o0iB. * CTBOpECHHS
KOHTPOJIEPIB: 10/IaBaHHs CHEIiaTbHUX 00'€KTIB JUISI CIIPOILEHHS KEPyBaHHS CKIaJHUMU
pyXxamM# MOJETI.

Puc.3.1. Jlemoncmpayis pueeiney mooeni y Blender ons 3acmocysanusa y VR [euxonano
asmopom/
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Puc.3.2. Jlemoncmpayis oooasarns oceii 0o mooeni y Blender ons no6yoosu
NO3UYIOHYBAHHS NEPCOHAMNCA [BUKOHAHO A8MOpPOoM]

Dyuxyii pueeiney 6 Blender:

* luBepcHa kinematuka (IK): 1o3Bossie KepyBaTH JIAHIIOKKAMU KICTOK, 3a/1aI04U
MOJIO’KEHHS KIHIEBOI KICTKH, @ IPOMIXH1 KICTKA aBTOMATUYHO OOYMCITIOIOTH CBOI MO3UIIII. *
OOmexxeHHs (constraints): HaJlalOTh MOXKJIMBICTh BCTAHOBIIIOBATH TIpaBUIIa JIJISl PYXY
KICTOK, TaKi Ik 0OMeXeHHs oOepTaHHsI, epeMileHHs abo MaciiTadyBanHs. * KoHTpoiepu
(custom shapes): cTBOpEHHSI KOPUCTYBAILKUX (OPM JIJIsI KICTOK, 1[0 CIIPOIIY€E TIPOIIEC
aHIMaIlii, HaJadu 3py4yHi iHTepdericu JUisl KEpyBaHHA. * ABTOMAaTUYHE 3Ba)KYBaHHSI
(automatic weights): dhyHKIIIS, IO ABTOMAaTHYHO PO3MOIUISIE BIUITMB KiICTOK HAa BEPITUHU
MOJIEIi, CIIPOIIYIoUH Tporiec cKinHiHTy. OTxe, purtiar y Blender € kmto4oBuM etanom y
IpoLIeCl CTBOPEHHS aHiMallii, 110 J03BOJIsSI€ HajaBaTu 3D-MoensiM pealiicTUYHI PyXH Ta
B3a€MOJI1i. 3aB/ISIKM OTY>KHUM 1HCTpyMeHTaMm, Blender Hafae rHyuKicTh Ta €EKTUBHICTD
y CTBOPEHHI CKJIaJHUX aHIMaIiiHuX cucteM. OnaHyBaHHS ITUX THCTPYMEHTIB BIJIKPUBAE
IIMPOKI MOKIIMBOCTI JIJIsL peajtizallii TBOpUMX 3ayMiB Ta 3a0e31euy€e BUCOKY SKICTh

agiMari.
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2. Unity — ne monmymsipauii 6aratoriarGopMoBUl PyLIil At PO3POOKHU 1rop, KU

niaTpumye cTBopeHHs VR-momarkiB. Moro Buxopwcrtano mis iHTerpamii 3D-momenei,
HAJAIITYBaHHA CIEH Ta peanizamii irpoBoi Joriku. Unity 3abe3meuye THYYKICTH Ta
IMIMPOKUHN CTEKTp 1HCTpyMeHTIB st VR-po3pobku. s podoru 3 VR y Unity motpi6HO

BCTAHOBHTH JI0/1aTKOBI Tutarinu Taki sk XR Plugin Management Ta XR Interaction Toolkit.

Puc.3.3. Bixno Package Manager y Unity ona ecmanosenennsi XR Plugin Management
ma XR Interaction Toolkit [euxonano asmopom]

['oBopsiumM npo ansTepHATUBHI IFPOBI py1ii, BapTo 3ragaru npo Unreal Engine. Unreal
Engine — e moty»uuii pyuriii ayist crBopenHs 3D-rpadiky Ta iHTEpaKTUBHOTO KOHTEHTY,
po3pobnenuii kommnaniero Epic Games y 1998 portii Ta 3 4acoM cTaB OHHUM 13 IPOBITHUX
IHCTPYMEHTIB JJI1 pO3pPOOKH BIJICOIr0Op, BIpTyallbHOI PEabHOCTI, a TAKOX 3aCTOCOBYETHCS

B KiHO, Tele0aYeHH1, apXITEKTypl Ta aBTOMOOUIbHIN MPOMHUCIOBOCTI.
VY Tabnuii 3HU3y HaBECHO MOPIBHIbHY XapaKTEPUCTUKY 000X PYIIiiB IS
po3poOku VR-IIPOEKTIB.
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Tabnuys 3.1. Iopisnanvna xapakmepucmuxa Unity ma Unreal Engine npu

po3pooyi VR-npoexkmis

dakTop Unity Unreal Engine




Llopiz 6xo0y

Huspkuii — 11€aj16HO

MIXOAUTE JJIs II0YaTKIBI[IB

Bucokuit — Bumarae

IICBHUX 3HAHb

Cxkpunmyeanns

(nocika npoepamu)

Moga C# (mpocTima

JIJ1s1 BABYCHHS)

C++ y noegHaHHi 3
Blueprints —
Bi3yasbHe
IpOrpaMyBaHHS

(cxmamHiIIe Jyisi BUBYCHHS)

Linvosi niamgopmu

Kpocmnarpopmenna

MiITPUMKA, BKIIFOUHO

Kpocmnarpopmenna,

aJie CKJIaaHIIa

3 WebXR 1 Android OIITUMI3AL T
(Meta Quest) MoOuTEHI VR
Mepesicesi VR-0ocegiou [Tonynsipua y VR O6mexeHi
Chat, Population One, MYJIBTHILICEPH]

XOpola iHTerparis

Photon/Netcode

pIIICHHS, MEHIIIa

cinutbHOTa y VR

Mapkemnaetic ma

PO3UUPEHHS

Benuxuii Asset Store,
Oararo
OE3KOIITOBHUX

1HCTPYMEHTIB

Boynosani
IHCTPYMEHTH SKICHI,

aJICc MCHIII

pizHomanitHi B Marketplace

Hanawmysannsa VR

(XR Toolkit)

IIpoctnii nocryn
gyepe3 Unity XR
Interaction

Toolkit

B ckimagae
MJIKJTFOYCHHS Yepes

OpenXR a6o SteamVR

OTxe, 11t PO3POOKH TUIIIIOMHOTO TPOEKTY Oya0 0OpaHo irpoBuit pyuiit Unity, skuit
€ OUIbIIl a/IalTOBAaHUM JI0 HEBEJIMKUX Ta HECKJIQJHUX MPOEKTIB. BiH € OUIbII HOUUIBHUM,

OCKIUJIbKH:

» Jlo3BoJIsiE MIBUIKE MMPOTUITYBAHHS 00’ €KTIB CLICHH.



* Kpamie ontuMizoBaHui 111 HEBEJIUKUX CIICH.
* Mae npocrtimmuii incTpyMenTapii Juis inTerpanii VR (XR Toolkit). « Hagae

HIMPOKUN TOCTYN A0 0araTb0X IHCTPYMEHTIB, 1[0 MOJIETIIYE PO3POOKY.
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30kpema, 10 Takux 1HCTpyMeHTiB HaslexkaTh XR Plugin Management Ta XR

Interaction Toolkit.

XR Plugin Management — e naker Unity, pu3Hau€HUI ISl CIIPOIICHHS MPOIIECY
kepyBaHHs XR-marinamu y mnpoekti. Bin 3a0esneuye eauHui  iHTepdeic s
HaJlalTyBaHHS Ta iHimamizamii pisHux XR-mposaiinepiB, Takux sik OpenXR, ARCore,
ARKit ta iHmumx. [1]

OcHogni ¢hynkyii:

« [Himiamizalisi Ta KepyBaHHS IUIariHAMHU: aBTOMAaTU3ye IPOIIEC 3aBaHTAXKCHHS Ta

HajamTyBaHHs XR-IU1aridiB mij] 4ac 3amycKy 3aCTOCYHKY.

* VH1(pikoBaH1 HAJIAIITYBAaHHS: HaJla€ IEHTpali30BaHe Miclie B Project Settings mist

kepyBaHHs XR-marinamu aJis pi3HUX [1aTHOPM.

* [TigTprMKa KUTHKOX TJIaT(GOPM: TO3BOJISIE HAJIAIIITOBYBATH Ta BUKOPUCTOBYBATH
pizHi XR-mipoBaiinepu 11 pi3HUX MUTBOBUX TUIAT(GOPM Y MEKaX OJHOTO MPOEKTY.
Ilepesacu suxopucmanms.:

* Cripo1iieHHsI MPOoIIeCy pO3pOOKHU: 3MEHIIYE CKIAAHICTh 1HTErpaiii Ta
HajamTyBaHHS XR-TutarifiB, 103BOJISIOYN PO3POOHUKAM 30CEPEIUTHUCS HA CTBOPEHHI
KOHTEHTY.

* ['HYUYKICTh: MOKJIUBICTb JIETKO MEepEeKIItoYaTrcs Mix pisHuMU XR npoBaiinepamu
Ta mwiargopmaMu 0e3 3HAYHUX 3MIH Y KOJI.

* CTaOUIBHICTB Ta CYMICHICTB: 3a0€3Meuy€e y3roKeHICTh MK BEpCISIMHU IUJIariHiB Ta
Unity, 3MeHIIyI0ur pU3UK KOH(IIKTIB Ta TOMHUJIOK.

XR Plugin Management mpaitoe Ha piBHI HaJAIITYBaHb MPOEKTY, 3a0€3MEUyIOUH
OoCHOBY i1 poOoTtu iHmuX XR-kommoneHTiB, Takux sk XR Interaction Toolkit. Bin

rapaHTye, 10 HEeOOXI1JIHI TUIariHu MpaBUJILHO 1HIIIAII30BaHl Ta TOTOBI 10 BUKOPUCTAHHS B

3aCTOCYHKY.

ITaker XR Interaction Toolkit — 11e BUCOKOpiBHEBA CUCTEMa B3a€MO/I11, 1110 6a3y€eThCs



Ha KOMIIOHEHTax 1 mpu3HadeHa it cTBOpeHHs VR- ta AR-nonarkiB. Bona 3abe3mneuye
bpelMBOpK, KWW J03BOJISIE peai3oByBaTh B3aemojito 3 3D-o00'ekramu Ta eleMeHTaMU

1HTEpQEeiicy KoprCcTyBaya 3a J0MOMOroro noii BeeeHHs B Unity. OCHOBY cucTeMU
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CTaHOBJIATH 0a30Bi KOMIOHEHTH Interactor 1 Interactable, siki 00’ €1HYIOTHCS 3a JOTTOMOTOKO

Interaction Manager. Kpim 115010, makeT BKJIIOYA€ €JIEMEHTHU JJIsl peati3allili mepemMieHHs
KOPHUCTyBayda Ta BI3yaJIbHOTO CynpoBoay B3aemoii. [10]

XR Interaction Toolkit MicTUTh HaOlp KOMITIOHEHTIB, K1 MATPUMYIOTh TaKi 3aBIaHHS
B3aemoii: [10]

* Kpocmnardopmenne BBenenns 3 XR-kontponepis: Meta Quest

(Oculus), OpenXR, Windows Mixed Reality Ta inri.

* ba3oBa B3aeMois 3 00'eKTaMu: HaBeICHHS, BUOIp 1 3aXOIJICHHS. *

TakTunbHUI 3BOPOTHUH 3B’ 30K yepe3 XR-KOHTpOJIepH.

* BisyanpHuUi 3BOpPOTHHI 3B’ 30K (BiATIHKH, JIiHIT), III0 BKa3yIOTh HA MOXKJIUBY a00

aKTUBHY B3a€EMOIIIO.

* bazora B3aemonis 3 Ul-enemenTamu (canvas) 3a 10moMoror0 XR-koHTposepis. *
Yrunita aisg B3aemonii 3 XR Origin — VR-kameporo, sika kepye craiioHapHUM a0bo

room-scale VR-ngocBigom.
OcHosHi pynKyii:

* [HTepakTOpH Ta IHTEPAKTUBHU: MOJIEII B3aEMO/I1i, € IHTEPAKTOPH (HAPUKIIA],
KOHTPOJIEPH) 1HIIIIOIOTh B3aEMO/II0, a IHTEPAKTUBH (00'€EKTHU CIIEHH) BIMOBIAIOTH HA HET.

* [Tigtpumxka 3D ta Ul-B3aemofii: 103BOIsIE KOPUCTYBaYaM B3aEMOJIISTH SIK 3
TPUBUMIPHUMH 00'€KTaMH, TaK 1 3 €JIEeMEHTaMU KOPUCTYBAIILKOTO 1HTEpPEiicy. *
Jlokomolisi: MICTUTh KOMIIOHEHTH JIJISl peaii3alli nepeMilleHHs KOpUCTyBadya B MPOCTOPI,

BKJIIOYAIOYH TEJICTIOPTAIIIO Ta [JIaBHUN PYX.

* ['Hyuka cuctema mofiii: Hajae MOIT AJIsl PI3HUX CTaHIB B3a€EMOJIT (HAPHUKIA/,

HaBE/ICHHS, BUOIP), 10 JO3BOJISIE JIETKO HAJAIITOBYBATH MIOBEIIHKY 00'€KTIB.
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Puc.3.4. Jlemoncmpayisa inmepgpeticy XR Interaction Toolkit npu dooasanni VR

06 ’exmis y Unity [euxonano asmopom]

Otxe, XR Interaction Toolkit BukopucToBye 1HPpPaCTpPyKTypy, HajmamroBaHy XR
Plugin Management, ans goctynmy ao ¢yakmioHanbHOocTi XR-mpuctpoiB. Bin mpaittoe
noBepx Oa3zoBux XR-cucreM, Hajarouum BHCOKOPIBHEBI aOCTpakiiii i B3aeMOii Ta

CIIPOIIYIOYH MPOIIEC CTBOPECHHS IHTEPAKTUBHUX CIICMEHTIB.

He menm BaxnmmBuM enemenToM y Unity € cuctema aniMaiiii. Unity Mae po3BUHEHY
Ta CKJIAJHYy CHUCTEMY aHiMmaIllli, BiIOMy TakoX IiJ Ha3Boro Mecanim. BoHa € moryxHuUM

THCTPYMEHTOM JIJIs1 pO3POOHHUKIB 1rop, KWW JTO3BOJISIE CTBOPIOBATH JUHAMIUHI, pealiCTUYH]
aHIMaIlii Jyis MepCoHaXxiB, 00’€kTiB Ta cepeaoBuil y rpi. Cucrtema animarii Unity nae
3MOTY BAUXHYTH JKUTTS B I'POBHX IMEPCOHAXKIB Ta 00 €KTH, aHIMYIOYM IXHI pyxH, Hii Ta
Bi3yasibH1 epextu. [11]

[i mupoki MOKIIMBOCTI OXOITIOIOTH K 6a30B€ CTBOPEHHS Ta KePyBaHHsS aHiMalli€lo,
TaKk 1 CKJAgHIII MpOIecH — Takl sSK 3MmimyBaHHS aHiMmauiid (blending), MackyBaHHS

(masking) Ta iHBepcHa kinemaruka (inverse kinematics). [11]

Kniouosi komnonenmu cucmemu animayiv Unity:



 Animation Clips (aHiMamiitHi KJinn) — e (aiiim, sKi 3a7al0Th 3MiHY BIIACTUBOCTEH
00’€KkTa y 4Yaci — HaNpUKIAJ, MOJIOKEHHS, 00epTaHHs 4u mMacmTad. AHIMAIINHI KIiNu
MO’KHA IMITOPTYBaTH 3 30BHiIHIX nporpam (Blender, Maya) abo ctBoputu 6e3mocepeiHno

B Unity depe3 BikHO Animation. [11]
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+ Animator Controller (koHTponep aHimaIlii) — 11 aKTUB, SIKUW OPraHi3OBY€ KJIINHU y

BUTVISII MAIllMHU CTaHIB, BU3HAYAIOUM, SK aHIMAIlii MepexomsTh onHa B oaHy. [lepexomm
MOXYTh 3aITyCKaTHCS 4epe3 MmapaMeTpHu — HaIpHKIaJ, BXiJ KOpucTyBada abo mofii B Tpi.
KonTponep Mae BizyanbHuil iHTepdEic 11 ynpaBmiHHA aHiMallisMu. [11]

Puc.3.5. Jlemoncmpayis eikna Animation Controller [suxonano asmopom] « Blend
Trees (nepeBa 3MilTyBaHHs ) — JO3BOJISIOTH TUIABHO 3MIIIYBATH JICKIJIbKa aHIMAaIIli Ha
OCHOBI IMapaMeTpiB (HANPUKIaa, MBUAKICTh — MK X0/Ib0OIO 1 6irom).

Animation Layers (aHimarliifti mapu) — Jar0Th 3MOT'y OJJHOYACHO BIITBOPIOBATH KijIbKa
aHIMaIllil Ha pI3HUX YaCTUHAX Tia (HAIpPUKIIAJ, IEPCOHAX OLKUTH 1 CTpusi€). * Inverse
Kinematics (iHBepcHa KiHeMaTHKa) — 3a0€31e4y€e PeaiCTUIHE MMOJOKCHHS KIHITIBOK
[IISIXOM aBTOMAaTUYHOTO PO3PaxXyHKY CyII00iB JIJIsl TOCATHEHHS 331aHOT TOUKHU

(HampuKIaJl, TOCTAHOBKA HOT'M HA IMIOBEPXHIO).

3. Visual Studio Code (VS Code) — 1ie nerkuii, ane BOAHOYAC MOTYKHUM PETAKTOP
KOJTy, SIKUW IIUPOKO BUKOPUCTOBYETHCA i HanucanHusa C#H-ckpunTiB y cepeponuii Unity.
3aBAsKM TIATPUMIN YHUCIEHHUX posmupeHb, Takux sk C# for Visual Studio Code
(Omnisharp), IntelliCode ta Debugger for Unity, VS Code 3a06e3neuye aBTOO0MOBHEHHS

KOJTy, 3pyuHe HanaromkenHs (debugging) Ta mincBiTky cuntakcucy. Horo
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TicHa iHTerpauis 3 Unity H03BOJISIE HIBUJKO MEPEXOJUTH BIJ pelaryBaHHS CKPHUIITIB JO

TecTyBaHHA Tpoekty. Jlms pobGotm Ta imterpamii 3 Unity, moTpiOHO BCTaHOBHTH
posmupenns Unity.
Puc.3.6. Bixkno poswupenus Unity y VS Code [6uxonano asmopom]
4. MoBa nporpamyBanusi C# — 11e 00'€KTHO-OpIEHTOBaHa MOBa MPOrPAMYBaHHS,
cTBOpeHa KomraHiero Microsoft mnst po3poOku 3acrocyHkiB Ha miardopmi .NET. Bona

HaJa€ po3pOOHHKAM JOCTyN A0 IIUpOKoro Habopy 6i0miorek 1 iHcTpymeHTiB .NET, mio



JI03BOJISIE CTBOPEHHS PI3HOMAHITHUX 3aCTOCYHKIB, BKJIFOUAIOUM JIECKTOIHI, B€O, MOOUIbHI
Ta IrpoBi nporpamu. [12]
Kopotko kaxyuu, C# — 1e cydyacHa, THyuka Ta €(eKTMBHA MOBa MPOrpamMyBaHHS,

sKa CcTalla He3aMIHHUM IHCTPYMEHTOM y c(epi po3poOKu mporpaMHOro 3a0e3rneyeHHs Ha
wiardopmi NET.

Ilepesacu C#:

 O0'exTHO-OpleHTOBaHE mporpamyBaHHs: C# 13 caMoro noyarky OyB CTBOPEHMIl 3a
npuHIMnaMu 00'ekTHO-opieHTOBaHOro mporpamyBanHs (OOII). Ileit miaxin nependauvae
Opraizaififo JaHuX y BUIISAAI OO'€KTIB, 110 JO3BOJIAE JIETIIEC PO3AUIATH IMporpamy Ha
YACTHHM, SIK1 3pyYHO PO3POOSIATH Ta MIATpUMYBaTH. [13]

* [IpocTa kprBa HaBYaHHS: 116 MOBa BUCOKOT'O PiBHSI 3 JIETKOIO KPUBOIO HAaBYAHHS,

10 pOOUTS ii IOCTYITHOIO JJIS MPOTPAMICTIB 3 OYIb-SIKMM PIBHEM MiATOTOBKH. [12]

41
* Kpocmunargopmenicts: 3aBasiku .NET Core ta .NET 5/6, C# no3Bosisie CTBOpIOBaTH

3aCTOCYHKH, L0 MPALIOIOTh HA PI3HUX OINEpalliHUX cUcTeMax, Takux sk Windows,
macOS ta Linux. /o HUX BXOJATh:
» KOHCOJIbHI 3aCTOCYHKH
» HactinbHi 3actocynku (Windows Forms, WPF)
» Cryx6m Windows
» BeGcepaicu Ta Bed3actocyHku (ASP.NET Core, Blazor)
» HaruBHi geckromnHi Ta MoOUTbHI 3acTocyHku (.NET MAUI)
» 3actocyHku Ha 6a3i I (ML, Microsoft.Extensions.Al)
» Po3noftizieHi Ta XMapHi 3aCTOCYHKH (Azure)
» bazosani Ha B/] 3actocynku (Entity Framework)
* [rpu (Unity, Godot)
» JoT-3actocynku (.NET NanoFramework, Wildernesslabs)
» baratopa3oBo BUKOPUCTOBYBaH1 010J110TEKH
+ Illupoke 3actocyBanHs: C# BHUKOPUCTOBYETHCA JUIsI PO3POOKH PI3HUX THIIIB
3aCTOCYHKIB, BKJIFOUAIOUW Irpu 3 BUKOpHCTaHHsAM pyirist Unity, BeOcepBicM Ta MOOUTHHI

JIOJaTKH.

* IlpoayktuBHicTh: C# 3a0e3mneuye BUCOKY MPOAYKTHBHICTH 3aBISKH IOTYKHUM



IHCTpYMEHTaM po3poOku, TakuM sk IntelliSense (aBTogOMOBHEHHS KOAY) Ta pO3LIMPEHE
debugging. Ile 3HayHO TMoOJIETIIIye HAMUCAHHS Ta TECTYBaHHS KOIY, 3MEHIIYE KUIbKICTh
NOMUJIOK 1 MpUCKOproe po3poOKy. Kpim Toro, cydacHi cepeoBuiiia po3poOku, sik-ot Visual
Studio, HajmawTH IHTErpaiil0 3 CUCTEMaMU KOHTPOJIO BEpCii, IIa0JIOHAaMH IMPOEKTIB 1
BI3yaJIbHUMU Ju3aiiHepaMu 1HTepdeiciB, 1o Iie Oulbllne MiaBUIllye €(PEKTUBHICTD
nporpamicra. [12]

Qyuxyii C#:

« Jleneraru Ta mojii: MeXaHi3Mu, 110 JO3BOJISIIOTH peali30BYyBaTH MaTEPHU
IIPOEKTYBAHHS, TaKl SIK CIIOCTEpIray, Ta CTBOPIOBATH THYYKI CUCTEMH OOpOOKHU MOJIH. *
LINQ (Language Integrated Query): iHTerpoBaHuii y MOBY 3aci0 JIsl 3alUTIB O KOJEKIIIH,

0a3 nanux Ta XML, 110 cripoiye oOpoOKy JaHUX.
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* ACHHXpOHHE MPOTrpaMyBaHHS: MIATPUMKA ACHHXPOHHUX METO/IIB Yepe3 KITFUOB1

CJIOBa async Ta await J103BOJIsIE CTBOPIOBATH BUCOKOIIPOAYKTHUBHI 3aCTOCYHKH. *
Po3mmproBanbHi METOAM: MOXKIIMBICTD JOAABaTh HOBI METO/IU JI0 ICHYIOUMX THUIIIB 0€3

HEOOX1IHOCTI 3MIHIOBATH 1XHIN BUXIIHUN KOI.

Otxe, C# — 11e MOTYXHa, cydyacHa Ta 0araTopyHKIIIOHaJIbHa MOBA MPOTrpaMyBaHHs,
siKa 3a0e3medye rHy4KiCTh, BACOKY MPOAYKTUBHICTD 1 HIMPOKY MIATPUMKY ITHCTPYMEHTIB Ta
wiargopm. 3aBISKU CBOIM TiepeBaraMm, TaKUM SIK OO'€KTHO-OpPIEHTOBAHICTh, MPOCTOTA Y
BHUBYEHH1, KPOCIIIATQPOPMEHICTD 1 MOTYKH1 MOKIUBOCTI PO3POOKH.

3.2. Onuc amaparHux 3aco0iB.

Jlnst po3poOku mpoekTy Oyiio Bukopuctano Apple MacBook Pro M4. TexuiuHi
XapaKTePUCTUKHU:

1. Ipouecop (CPU): 14-anepuuit uun Apple M4 Pro, mo cknagaerbca 3 10
IPOAYKTUBHUX Ta 4 eHeproe(eKTUBHUX sJIep, 3a0e3Meuy0ur BUCOKY TMPOIYKTUBHICTD AJIs
BUMOTJIUBUX 3aBJIaHb.

2. OneparuBHa nam'stb (RAM): 24 I'b yHidikoBaHOT TaM'ATi.

3. I'padiunmit nponecop (GPU): 20-anepuuit GPU, interpoBanuii y unn M4 Pro.

4. HakonmuyBau: SSD 512 GB.

s xoHbirypaiis 3a6e3neunina kompoptHy podoty 3 Blender Ta Unity, a Takox



edexkTuBHE TecTyBaHHs VR-noxarky.

3.3. Bumoru 10 nporpamMHoro 3ade3rne4eHHs.

* Blender: Bepcis 2.8 abo HoOBiIIa;

* Unity: Bepcist 2021.3 LTS a6o HoBi1Ia;

* Visual Studio Code: ocranns crabiibHa Bepcis;

+ XR Plugin Management ta XR Interaction Toolkit: mis miarpumku VR

¢dynkuioHanbHOCTI B Unity.

3.4. Onmc po3p00.1eHOro NPOrpaMHoOro 3ade3nev4eHHs.

3.4.1. OcHoBHuI1 pyHKIIOHAT IPH.

Po3pobnene nporpamue 3a0e3neyeHHs € mpoToTunoM VR-MiHilTyTepa, CTBOPEHUM 3
METOI0 JIEMOHCTpalli 0a30BUX NPHUHIMUIIB MOOYIOBH 1HTEpakTUBHOrO VR-cepenosuiia.
JlomgaTok peanizye KIIOYOBI MEXaHIKU, XapakTepHi Juist VR-irop, mo podbuts #oro iHHUM
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AK JJI IPAKTUYHOTO O3HAHOMJIEHHS 3 IHCTPYMEHTaMH pO3pOOKH, TaK 1 sIK 0a3zy JJis
MOJIATBIINX ITPOBUX a00 HaBUANBHUX VR-MPOEKTIB.

30kpema, OCHOBHUM (PYHKITIOHAI BKITFOUYAE:

+ IlepemimeHHs rpaBisl MO KapTi: peaji30BaHO IJIaBHE NEPECyBaHHS TpaBls 3a
JOTIOMOTor0 KOHTpoJiepiB VR-monmoma Ta mnportecroBaHo 3a gomomoroto XR Device

Simulator.

- Bsaemomis 3 oO0'ekramu: peanizoBaHa MOXIIHMBICTE MiAOOPY TMPEIMETIB,
BUKOpHUCTaHHS 30pOi, aKTHBAILlll IrPOBUX MEXaHI3MIB (HAMpUKIIAJl, KHOIMOK), IO J03BOJISE

IPaBI0 B3aEMOJIISATU 3 BIPTyaJIbHUM CBITOM MPUPOITHUM CIIOCOOOM.

* MexaHika cTpIIb0u: peani3oBaHO MEXaHIKY CTPLILOU Ta y/apiB 3 pI3HUX BUAIB
30poi 3 BiAMIOBITHOIO aHIMAIII€I0 Ta JIKB1IAII€I0 BOPOTIB.

* Boporu: cTBOpeHO NMpOCTHi IITYYHUI IHTENEKT AJI BOPOTiB, SIK1 pearyroTh Ha Jii
TpaBIls Ta TIPH JIKBIAAIIT MOXKYTh BIIPOJIKYBATHUCH.

3.4.2. 3aBnanHs, 10 peaJii3ye rpa.

- HaBuanns ocHoBam VR-B3aemopii: rpa € HaBUaJbHUM TMPUKIAIOM, Y SKOMY
MPOJEMOHCTPOBAHO OCHOBHI MEXaHIKH, THUMOBI i1 VR-I01aTKIB — Taki K MepecyBaHHs,

3aXOIUICHHS 00’ €KTIB, HATHMCKAHHS KHOTOK, CTpiiabOa Tomto. s mrodeH, mo paHiiie He

Oynu motuuHi 10 VR-irop 1e mMoxe cratd HOBUM, IMPOCTUM, Ta I[IKABUM JIOCBIAOM, IIIO



JOTIOMO’KE Kpallle po310paTuck, sk mnpautoe B3aemosis 3 XR-cucremamu B Unity.

« JlocmiKeHHs! CepeOBUILA: PIBEHb CTBOPEHO TAKUM YMHOM, 100 KOPUCTYBAY MIT
BUJIbHO TIEPECYBaTHCh, O3HAMOMIIIOIOUHCH 3 ITPOBUM MPOCTOPOM. J[01aHO MPOCTI €IEMEHTH

JUIS IMITalii TUPY Ta HABKOJHUIIHBOTO CEPEAOBHIIA.

[TincymoBytoun, ¢dopmamizanis (yHKIIOHATBHUX Ta TEXHIYHUX BHUMOI Ha
MIOYAaTKOBOMY €Talll MPOoeKTyBaHHS VR-10AaTKy € BaXXJIMBOIO MEPETyMOBOIO OO YCIIIIHOT
peamizanii BIAMOBIAHO JO TMOCTaBIECHUX IJIeH. 3aBIOsSKU I[bOMY 3a0e3Me4y€eThCs
CTPYKTYpOBaHE  pPO3YMIHHA TPOLIECY CTBOPEHHS  IHTEPAKTUBHOTO  BIPTYaJIbHOTO
Cepe/loBHINa, IO BKJIIOYAE €Tanmy MOJCJIOBAaHHs, aHiMallli, MporpaMHOi IHTerpamii Ta
HaJIAIITyBaHHS CUCTEMU B3aeMo/Iii. Pe3ynbsraroM € mporpaMHuid MPOAYKT, SIKHl MOXKe OyTH
BUKOPHUCTAHUN HE JIMIIE 3 HABYAIBHOK METOI0, ajie M sIK OCHOBa ISl PO3IIUPECHHS

GbyHKITIOHATY YM BOPOBAKEHHS y Oubi ckiafaHi VR-npoexTu.
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3.5. BucHoBKH 10 po3aiiay 3.

VY pozaini 3 Oyno oOrpyHTOBaHO BHOIp 1HCTPYMEHTIB NPOrPAMHOI Ta TEXHIYHOI
peamizanii  VR-mpoekTy, 1m0 0a3yeTbCcsi Ha BHUKOPUCTaHHI Cy4YaCHHUX TEXHOJIOT1H
MOJIETIIOBaHHS, pO3pOOKH IrpOoBUX CLIEH Ta nporpamyBaHHs. [lig yac peanizailii MpoeKTy
OyJI0 3aCTOCOBAHO KOMIUIEKCHI 3aco0u po3poOku Taki sik Blender, Unity Ta MoBa

nporpamyBaHHs C#.

Jnst  3a0e3nedyeHHs  (DPYHKIIOHAJIBHOI MIATPUMKH 1HCTPYMEHTIB  BIPTyalbHOL
peaIbHOCTI Ta CHPOIIEHHS peanisailii MexaHiK B3a€MOJIi B IrpOBOMY CEpelOBHII, Oyio

Bukopuctano miarind XR Plugin Management ta XR Interaction Toolkit.

Cepenosuiiiem po3po0ku 0yno oopano Visual Studio Code sk rHyuke Ta

iHTCFpOBaHe CCPCAOBUILC JJIA HAIArOJKCHHA Ta pCAaryBaHHs KOOY.

Buxopucrtani B [WIJIOMHOMY IMIPO€KTI TEXHIYHE Ta MporpamMHe 3a0e3leueHHs
BIJIMIOBI/IAa€ IUIAM Ta 3aBIAaHHSAM PO3POOKH MPOEKTY Ta 3a0€3MEUNIO CTBOPEHHS IPOTOTHUITY
VR-rpu 3 6a30BUMHU B3a€EMO/ISIMH.
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BUCHOBKHA

VY xomi po3poOKM IUIIIOMHOTO TPOEKTY Oyino po3pobieHo mpototun VR-rpu 3
IHTEPaKTUBHUMH MIEPCOHAXKAMHU, 1110 peajizye OCHOBHI MPUHIIUIIU B3a€MO/I1i KOPUCTyBa4a y

BIPTyaJIbHOMY CEpEIOBHUIII.



VY xomi peanizallii OyJl0 BUKOHAHO BCl KJIFOYOBI €TalM >KUTTEBOTO ITUKITY CTBOPECHHS
VR-nporpamu — Big moOy0BH JOTIKH B3a€MO/I1i, MOJICIIFOBAHHS Ta PUTIHTY MEPCOHAXA JI0
1HTerpailii aHiManii, peamizamii ctpuibou, peakiii NPC Ha moxii Ta TecTyBaHHS CIIEHU B
CEpEeIOBHUIII BIpTyaJIbHOI PEaIbHOCTI.

VY paMkax npoekTy OyJiu BUKOHAHI HACTYIIHI KJIFOYOB1 3aBIaHHS:

* CtBOpeHo 3D-moenb nepcoHa)xa Ta BUKOHAHO PUITIHT 1 aHIMALIiio 33 JJOIIOMOT'0I0

Blender.

« HanamroBano VR-cepenosuiie y Unity Ta peanizoBaHo 6a3oBuit (GyHKIIIOHAT TpH,
BKJIIOYAIOYH TIEPEMIILICHHS, CTPLILOY, B3aEMOJIIIO 3 00’ €KTaMH Ta BOpOoramH. * IHTerpoBaHo
texHosorii XR Plugin Management Ta XR Interaction Toolkit ayist 3a6e3neueHHs
miaTpuMKu VR-KOHTpOIIepiB Ta CUMYIISIIIT B3aEMO/I1. * PO3po0iieHO CTPYKTYpy CIIEHH,
IMITOPTOBAHO aCCETH, HATAIMITOBAHO MEXaHIKM TeHMILICIO Ta MPOTECTOBAHO JIOTIKY TP 3a
nonomororo XR Device Simulator. « HanaromkeHno cepenosutiie po3pooku Ha 60a3i Unity Ta

Visual Studio Code, 3aiiicHeHO HarMcaHHs CKPUIITIB MOBOIO C#.

* [IpoBeneHO TecTyBaHHS MPOEKTY Ta ONTUMI3ALI0 pOOOTH NPOTOTHILY. Pe3ynbsratom
BUKOHAHOI pOOOTH CTaB HaBuaidbHUI VR-mporoTum, 1110 Moxke OyTH BUKOPUCTAHUH 5K
OCHOBA JIS MOJIAJIII0T PO3pOOKH MOBHOIIHHOI VR-rpu abo 11t teMoHCTpalli MpUHIIMITIB
oOy0BH B3a€EMOIIT Y BIpTyaJIbHOMY CepeoBHIIi. Po3po0ieHnii MPOEKT Ma€ MPAKTUIHY
IIHHICTH 1 MOKe OyTH 3aCTOCOBAaHUH Y HAaBYAJIbHOMY MPOIIEC], @ TAKOXK AJII CTBOPEHHS

BJIACHUX ITPOBUX UM CUMYJAMIHHNX VR-1omarTkis.
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JTOJATKHA

Jlopatoxk A
IIpoyec cmeopernns soposicoco nepconadica y Blender

CtBopeHnHs (aiiny enemy_character.blend



Option+G (Alt+G) mist meHTpyBaHHS MepcoHaxka BigHOCHO 3D-Kypcopy.

CTBOpeHHH CITKHM JJI1 J0JaBaHHA OJATY IMCPCOHAXKA.

50
Po6ota 3 “ciTkor0” 15 ofsTy (BEpXHIiH OfsT).

3a gonomororo xkoMmaHa Shift+D komiroemo BualiIeHuit ciaoi. Ta 3a 1OIIOMOror
KoMaHu P BijokpeMitoeMo 00J1acTh BUJIUICHHS Ta POOUMO MOTO SIK OKpEeMUI
CJIOH.



Hanmaemo 06’emy 3a qonomororo MacmradyBanas Option+S+Shift.

CTBOpEHHS PYKaBiB:

3akpuTTA pyKaBiB 3a gornomMororw F+I (insert)
52

51



Jlai 3MiHa TOJIOKEHHS 00’ €KTa 3a JormoMororo koMmauau G+7Z. CTBOpeHHs

JOJATKOBHX TpaHuilb koMaH0r0 Command+B (Ctrl+B).

Hamaemo 06’emy 3a mormomororo komauau S (Scale).

53



3aranpHUN BUIIIA] IEPCOHAXKA TTICIIS 3MiH.
54

3aKkpuUBaEMO MPOMIDKKH MIK TLJIOM Ta OJSITOM MEPCOHAXka. 3a 10MOMOI0I0 KOMaH/IH
E (Extrude).

55
CrtBOopeHHs nacka (peMiHb):

OOupaeMo 30HY, 3 sKOi Oyle CTBOPEHO pEMiHb 3a JOIOMOTOK KOMaHIU
Option+Shift+LMB. [ani Shift+D nans komiroBaHHS BUIUICHHS Ta KoMaaHa P s
BIJIOKpPEMJICHHS €JIEMEHTY BiJl OCHOBHOI (Dirypu.

Hamni 3a gonomoroto komanu Option+E (Extrude) obupaemo “Extrude Among Normals™.



I'oToBHit peMiHb.
CTBOpEHHS! HUKHBOTO OAATY (IITaHW) + B3YTTS:

Buninsemo HeoOXi1HY TOBEPXHIO.

57
Jlasti BiIOKpEMITIOEMO IIITaHU BiJl OCHOBHOI MOJIEIIi 3a JOTIOMOTO0 KoMaH iU P.

Ta 3a nonomororo macmradbyBanus S (Scale), nepeminennst 06’ ekrtiB G,
CTBOPIOEMO IIITAHH JIOBUIHHOT (hOpPMHU.

CTBOpIO€MO B3YTT: 3a TaKUM XK IIPUHIHAIIOM.

56



58

Shift+D, P BimokpemiitoeMo ciioii Bii 0CHOBHOTO 00’ €KTa.
Macmtabyemo 3a goromororo komanju S (Scale) Ta 3aKkpruBaEMO MOPOIKH1
mici komauaoro F. Jlami 3a momomororo komaran Command+R cTBoproeMo

IPaHMII Ha B3YTTI1 IJIs1 MOJAJIBIIOT0 MOAU(IKYBAHHS B3yTTs EPCOHAXKA.

59

CrBOpeHHs BosocCCs:
OG6upaeMo 30HY U1 TOJATBIIIOTO MOIeNIFOBaHHS Bostoccs. Shift+D, P mis

B1JIOKpEMJICHHS BOJIOCCSI B1J] OCHOBHOTO 00’ €KTa.



60

Hami 3a nonomororo komann E (Extrude), S (Scale), popmyemo Bomoccs
nepcoHaxa.
Option+E -> “Extrude faces along normals”™

Jlomaemo 06’em Ta ipopooIIsieMo GopmMy sl BOJIOCCH.

61

JlonaBaHHs CKENETy MEPCOHAXKA:
[Tepen TuM sk J01aBaTH CKENET J0 MEPCOHAXKa, MOTPIOHO MEPEBIPUTH HOPMAJT,

a0u 3HaTh Yu 00’ €KT IMAXOIUTH I [IHOTO.

62



Komanna Shift+N nis po3paxyHKy HOpMaIei.

OcCKi7bKH BC1 HOpMaJIi BUXOJSATh Ha 30BHI, 3HAYUTH BCE rapas/i.
Hami nepeBipka Ha double geometry -> Komanga M
Bce BnopsiikoBaHo.

JlomaeMo JIHOJCBKUM CKETIET:

63



3a noromororo macitadyBaHHs S (Scale) miaBoAMMO CKeeT J0 rieuei
MIEPCOHAXKA.

3MiHCHIOEMO pe TTO3UIIIOHYBaHHS PYK TIEPCOHAXa 3T1THO CKeNeTy. 3a
nornomoror komanau R (Rotate).

65

Jloganuii CkeJeT NPUNacoByeMO A0 TLIa EPCOHaXa Ta CHMETPUYHO TyOII0€EMO
JIBY CTOPOHY MOJIENi. 3a JOMOMOTror0 KoMaHau Armature -> Symmetrize.

64



JlomaBaHHs oce 11 moOyayBaHHS MMO3M TIEPCOHAXKA.

CtBOpEHHS Meya.

JlomaemomMarepiaTuTaBCTaHOBIIOEMOITO3YTIEPCOHAXKA
Pennep mopeni.

66
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69
Honaroxk b

LHpomixcni emanu cmeopenns VR-npoexmy

Menemxep ¢aiiniB npoekty B Unity.
Immopr pyk:

CTBOpeHHs aHIMAIlll CTUCKaHHS PyK Ta 3aXOIUICHHS 00’ €KTIB

Oyno ctBopeHo okpemuii Animator Controller, y sikomy aHiMallii KepyroTbCs yepes

3minH1 Ty Float. ¥ BikHi Animator Oyino ctBopeHo nBa napametpu: * Grip (Float) —



BIJIITOB1A€ 32 CTUCKAHHS KHUCTI,

* Trigger (Float) — BinoBinae 3a HAaTUCKAHHS BKa31BHOTO MaJIbLIS.

70

CTBOpEHHS CKpHIITA:
V BikHi aHiMalii cTBOproemo ABi 3MmiHHI Float, sixi 36epiratumyTs 3Hauenns g Grip

ta Trigger.

J11st 1aBHOT 3M1HU M1 PI3HUMH MOJIOKEHHSAMU PYKH (B BIAKPUTOL 10 MOBHICTIO

CTUCHYTOI) Oyno Bukopucrano Blend Tree.

71
Enement 1 — 6a3oBa aHimallisi pyku y CriokiiHoMy cTaH1 (pyka

BIJIKpHUTA).



EnemenT 2 — yacTkoBe CTUCKaHHS (aHIMAIIis IIMIIIIB): BETUKHUH MMaIellb TOPKAETHCS

BKAa31BHOTIO.

EnemeHT 3 — moBHe 3aXOIUICHHS (CTUCKaHHS KyJlaka).
Blend Tree n03BoJ1si€ TI71aBHO 1HTEPIOIIOBATH MK IIUMHU CTaHAMM 3aJI€3KHO Bij

3HadueHHa Grip 1 Trigger, siki 3MiHIOIOTBCS B Aiana3oHi Big 0 o 1.

T'oToBuii BapiaHT aHIMAIIIH.
72
Pesynprar pobotu:



Peanizaris
nepeminieHHs rpasis y VR-cieni (XR Origin) JonaBanns
koMmroHeHTa Locomotion System.

HanamryBanus 6e3nepepsHoro nepeminieHHs (Continuous Move
Provider).

OO0paHo NiBUN KOHTPOJIEP VISl IEPECYBaHHS.

73



HanamryBanns
obepranns (Continuous Turn Provider a6o Snap Turn Provider)

74
Honaanus konaiaepis 10 XR Origin.

[[o6 3abe3neunTtr (Pi3MUHy B3a€EMOJIII0 3 HABKOJIHUIITHIM CEPEIOBHIIEM, 10 00’ €KTa
XR Origin neo6xinno nonatu komnoneHt Character Controller abo Capsule Collider, sikuii
BU3HAYA€ 3ITKHEHHS MK T1JIOM TpaBLf Ta IHIIMMH 00’ €kTaMu ciieHu. CTBOpeHe
CEpENOBHINE TSI TPH.
75
Joparox B

IIpoepamnuti koo

HandsAnimation.cs



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

public class HandsAnimation : MonoBehaviour

{

Il Reading values from controllers

[SerializeField] private InputActionReference gripReference;
[SerializeField] private InputActionReference triggerReference;
[SerializeField] private Animator handAnimator;

Il Update is called once per frame
void Update()
{

float gripValue = gripReference.action.ReadValue<float>();
handAnimator.SetFloat("Grip", gripValue);

float triggerValue = triggerReference.action.ReadValue<float>();
handAnimator.SetFloat("Trigger", triggerValue);
}
}
Fire.cs

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

public class Fire : MonoBehaviour

[SerializeField] private GameObiject bullet;
[SerializeField] private Transform spawnPoint;

[SerializeField] private float bulletSpeed = 10f;

public void FireBullet()
{

GameObject spawnedBullet = Instantiate(bullet, spawnPoint.position, spawnPoint.rotation);
spawnedBullet.GetComponent<Rigidbody>().velocity = spawnPoint.forward * bulletSpeed;
Destroy(spawnedBullet, 5f);

}

}
TargetDummy.cs

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

public class TargetDummy : MonoBehaviour

{

[SerializeField] private Animator dummyAnimator;
private void OnCollisionEnter(Collision other)

{
if(other.gameObject.CompareTag("Weapon") || other.gameObject.CompareTag("Bullet")) {



dummyAnimator.SetTrigger("Death");
GetComponent<BoxCollider>().enabled = false;
}

}

public void ActivateDummy()
{

dummyAnimator.SetTrigger("Activate");

}
}

EnemyCharacterTrigger.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class EnemyCharacterTrigger : MonoBehaviour

{
[SerializeField] private GameObject[] targetEnemy;

private void OnTriggerEnter(Collider other)
{
if(other.gameObject.CompareTag("Player")){
foreach(GameObject enemies in targetEnemy){
enemies.GetComponent<TargetDummy>().ActivateDummy();
}
}
}
}

FixedXRGrablnteractable.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.XR.Interaction.Toolkit;

public class FixedXRGrablnteractable : XRGrablnteractable
{

[SerializeField] private Transform leftHandAttachTransform;
[SerializeField] private Transform rightHandAttachTransform;

protected override void OnSelectEntered(SelectEnterEventArgs args)

{
if(args.interactableObject.transform.CompareTag("LeftHand")){

attachTransform = leftHandAttachTransform;

}
if(args.interactableObject.transform.CompareTag("RightHand")){

attachTransform = rightHandAttachTransform; }

base.OnSelectEntered(args);

}
}



