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Purpose of the work — to investigate and substantiate approaches to modeling
interactive environments in VR games, as well as to implement and experimentally
validate a model of physical user interaction with virtual objects using the standalone
Meta Quest 2 VR headset.
Research methods. General scientific methods: analysis of scientific publications
and technical documentation on virtual reality, analysis of existing approaches to
modeling interactive environments, synthesis of theoretical provisions related to VR
game design. Practical and experimental methods: design of the VR game
architecture, software implementation of the game environment using the Unity
engine, modeling of physical interaction with objects, testing of the VR application
on the Meta Quest 2 VR headset, analysis of the game’s performance and stability.
Results of the work. The fundamentals of virtual reality and the principles of
creating interactive VR games were studied. Hardware and software development
tools for Meta Quest 2 were analyzed. A VR game was designed and implemented
in Unity, and testing confirmed the correctness of the interactive mechanics and the
possibility of using the development as an example of modeling an interactive VR

environment.
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BCTVYII

AKTyaJIbHicTh JgociaimkeHHsi. CydacHU eran po3BUTKY 1HGOpMaIiiHUX
TEXHOJIOT1M XapaKTEepU3YyEThCS AKTHUBHUM BIIPOBAIXKEHHSIM 3aC001B BIpTyallbHOI
peasibHOCT1 y Pi3H1 cdepu TiIBHOCTI JIOANHM, 30KpeMa y chepy po3Bar, OCBITH,
TPEHAXKEPHHUX CHCTEM Ta KOMIT IOTEpHUX irop. BipTyansHa peanbHicTh 3a0e3mneuye
MPUHIIMIIOBO HOBUM PIBEHBb B3a€MOJI1 KOPUCTYyBaya 3 HIUPPOBUM CEPEIOBUILEM 32
paxyHOK e(peKTy MPUCYTHOCTI Ta MOKIIMBOCTI Oe3mocepeHboi Pi3uuHOT B3aEMO/I1i
3 BIpTyaJlbHUMHU 00’ €KTaMH. Y 1IbOMY KOHTEKCTI VR-irpu BHUCTYNaOTh OJHIEIO 3
HaWOUIBII TEXHOJOTIYHO CKJIQJHMX Ta JMHAMIYHO PpO3BUBAHMX KaTeropiu
IPOrpaMHUX MPOJTYKTIB.

Oco6muBoro  3HaueHHs Yy  VR-irpax  HaOyBae  mojaesIlOBaHHS
iHTepAKTHBHOIO cepel0BMIIA, OCKIJIBKU CaM€ IHTEPAKTUBHICTh BU3HAYAE CTYIIIHb
3a]Ty4eHOCTI KOPUCTyBada Ta PEaJiCTHUHICTh 1rpoBoro mpouecy. Ha BiaMiHy Bin
TpaJMIIIHUX KOMIT IOTEepHUX 1rop, VR-irpy moTpeOyroTh TOYHOTO MO€IHAHHS
TPUBUMIPHOT Ipadiku, PI3UIHOrO MOJAEITIOBAHHS Ta 0OPOOKH pyXiB KOPUCTyBaya B
peanbHOMy 4aci. Ile BucyBae MiBHUINIEHI BUMOTH JI0 METOJIB MPOEKTYBAaHHSA 1
peautizailii irpoBOro Cepe0BHILA, a TAKOXK JI0 ONTUMI3alLlli IPOrpaMHUX PILIICHb.

Cepen cywyacaux VR-mmatdopm 3HauHE MOMIMPEHHS OTPUMAIA aBTOHOMHI
VR-monomu, 30kpema Meta Quest 2, siki MO€aHYIOTH y CcOO1 amaparHi 3acoou
BiJIOOpayKeHHS, BIJACTEKEHHsSI PYyXiB Ta OOYMCITIOBaNIbHI pecypcH. BukopucranHs
TaKUX MPUCTPOIB PO3LIUPIOE JOCTYMHICTh VR-TeXHOJOTI, MNpoTe BOJHOYAC
HaKJIaJa€ OOMEXKEHHs Ha TPOIYKTHUBHICTh 1 MOTpeOye PETEeNHbHOTO MIAXO0ay 0
MOJICJIIOBAaHHS IHTEPAKTHUBHOTO cepenoBuia Ta (izuyHoi B3aeMoii 00’€kTiB. Y
3B’SI3Ky 3 IIUM aKTyaJIbHHM € JOCTIPKEHHS MPAKTUYHHUX IMiIXOJIB 0 CTBOPEHHS
VR-irop, angantoBaHuX JI0 MOKJIMBOCTEH aBTOHOMHHX V R-1110710MiB.

[lutaHHSAM  BIpTyaJIbHOi  peambHOCTI, KOMIT'IOTEpHOI Tpadiku  Ta
IHTEPAKTUBHUX CHCTEM MPHUCBAYEHI Mpall TaKUX BITYM3HSAHUX 1 3apyODKHUX
HayKoBIIiB, sk M. B. Koctiok, O. M. Cmipin, B. B. Jlursun, C. JlaBans, J. Jerald,
M. Slater, S. Bryson, A. Steed Ta iHmumx. ¥ ix podoTax po3risaatoTbCs TEOPETHYUHI

3acamu VR, mmTaHHsS imepcii Ta B3aemonii KOpUCTyBada 3 BIPTyalbHUM



cepenoBuilieM. BoaHouac 3HayHa YacTMHA HASBHUX  JIOCHIIPKEHb  Mae
3araJbHOTCOPETUIHHM XapaKTep 1 He TOBHOIO MIPOIO OXOIUIIOE IPAKTUYHI aCTIEKTH
MOJICJIFOBAaHHS IHTEPAKTUBHOTO 1IrpoBOro cepeaoBuina y VR-irpax, po3po0ieHux 3
BUKOPUCTAHHSAM CYyYacCHHUX ITPOBHUX PYIIIiB Ta aBTOHOMHUX VR-IIpUCTpOiB.

HenocraTHiil piBeHb CHCTEMaTH30BAHOTO aHAJI3y METOIB MOJIEIIOBAaHHS
IHTepaKTUBHOIO cepefoBuiia y VR-irpax, a Takox moTpeda y NpaKTUUYHHUX
npuKIagax peanizamii (Gi3udHoi B3aeMoii 3 00’ekTamu y cepemouii Unity mms
VR-monomy Meta Quest 2 3ymoBuiaM BUOIp TEMH MaricTepcbkoi poOOTH:
«Moael0BaHHSI IHTEPAKTUBHOIO cepeaoBuia y VR-irpax i3 3acrocyBaHHsAM
VR-mosiomy Meta Quest 2.

006’exToM nocaigxenHsi € VR-irpu sk mporpamMHi CUCTEMH BipTyalbHOI
PEaNTBHOCTI.

IIpeaMer aocaizkeHHA — METOAM Ta 3aCO0U MOJICITIOBAHHS IHTEPAKTUBHOTO
irpoBoro cepeaosuina y VR-irpax i3 Bukopuctanasam pyurig Unity Ta VR-monomy
Meta Quest 2.

Meta pod0TH — JOCHIAUTH Ta OOTPYHTYBATU MIJAXOAW JO MOJEIIOBAHHS
IHTEpaKTUBHOTO  cepenoBuia y VR-irpax, a Takox peamidyBaTh W
EKCIIEPUMEHTAJILHO TEePEBIPUTH MOJIeTh (PI3MYHOT B3aEMOJIlT KOpHUCTyBayda 3
00’€KTaMU BIPTYaJIbHOTO MPOCTOPY 13 3aCTOCYBaHHSM aBTOHOMHOTO VR-11onomy
Meta Quest 2.

JI71s1 AOCSITHEHHSI TTOCTaBJICHOI METH HEOOX1THO BUPIIIUTH TaKi 3aBJIaHHS:

o IpOaHaNI3yBaTH TEOPETUYHI OCHOBH BIPTYaJIbHOI PEANHOCTI Ta MPUHLHUIN
noOy10BY 1HTepakTUBHUX VR-cepenoBui;

e JIOCHIIUTH amapaTHI Ta MPOrpamMHi 3acO0M CTBOPEHHS 1HTEpaKTMBHUX VR-
3acTtocyHkiBe pyiii Unity;

e PO3POOUTH KOHIIENITyaIbHY MOJIEINIb IHTEPAKTUBHOTO cepesoBuina VR-rpu;

o CIPOEKTYBATH apxiTeKTypy VR-3aCTOCYHKY 3 ypaxyBaHHSAM IHT€PAKTHUBHUX

MEXaHIK;

e peanmidyBaTh MoJeNb (PI3MYHOI B3aeEMOJIi KOpUCTyBaya 3 00’ €KTaMu

BIPTYaJIbHOTO CEpPEIOBUIIIA;
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peanidyBaTH 1HTEPAKTUBHI €JIEMEHTH CEepeOBHINA, 30KpeMa MEXaHIKy
(b13MYHUX KHOIIOK Ta JIOTIKY BIKPUBAHHS JIBEpeEi;

NIPOBECTH TECTyBaHHS PEaTi30BAaHOTO iHTEpakTHUBHOTO VR-cepemoBuima Ha
matdopmi Meta Quest 2 Ta mpoaHamizyBaTu OTpUMaHi pe3yJIbTaTH.

Metoau pociimkenHsi. HaykoBi TOJIOKEHHS MaricTepchbkoi poOoTH

0a3yl0ThCsl HAa BUKOPUCTAHHI CYKYIHOCTI 3arajbHOHAyKOBHX Ta CIHEIlaIbHUX

METO/IiB, 30KpeMa:

aHaJi3y HayKOBUX MyOJiKaiid 1 TeXHIYHOI JOKyMeHTallili 3 TIUTaHb
BIpTyaJbHOI peaabHOCTI Ta VR-irop;

CHUHTE3y TEOPETUYHUX TMOJOXKEHb IIOJI0 MOJIEIIOBAHHS I1HTEPAKTHBHOTO
CEpEeIOBHUILIA;

MOJICJTFOBAHHS ITPOBOT0 CEPEIOBHINA Ta B3aEMO/I1i 00’ €KTiB Y VR;
IPOEKTYBaHHS MPOTrpaMHOi apxiTekTypu VR-rpu;

eKCTepUMeHTalIbHOTO TecTyBaHHA VR-momarky Ha VR-monomi Meta Quest
2;

aHai3y NPOAYKTUBHOCTI Ta CTa0LIILHOCTI pOOOTH IPH.

HaykoBa HOBHM3HA JOCJiIZKEHHS TOJIATAE Y MPAKTUYHOMY OOIPYHTYBaHHI

MIIXOMIB 10 MOJCIIOBAaHHS IHTEPAKTHBHOTO cepemoBuma y VR-irpax mms

aBTOHOMHMX VR-miargopm. Y poOoOTi cucremMaTH3oBaHO METOAW peaizalii

¢bi13nuHOi B3aeMoaii 3 00’€KTaMH Ta 3aMpPONOHOBAHO KOMIUIEKCHE PIIICHHS AJIs

CTBOPEHHS 1HTEPAKTHUBHOI'O irpoBOro cepeaoBuina y pymii Unity 3 ypaxyBaHHSIM

obmexxeHb VR-monomy Meta Quest 2.

I[IpakTyHe 3HAYEeHHs POOOTH TOJATa€ Yy MOXKIMBOCTI BHUKOPHCTaHHS

OTPUMaHUX pe3yJbTaTiB Ta po3poOseHoi VR-rpu sk npukiany peamizamii

1HTEepaKTUBHOTO cepeaoBumia y VR-irpax. Marepianu poboTH MOXYTh OyTH

BUKOPHUCTaHI Y HaBYaJIbHOMY MPOIECI, a TaKOX MpU MOAaNbIIi po3podii VR-

JIOAATKIB 1 1rop Jyisi aBTOHOMHUX VR-TipucTpoiB.
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PO3A1JI 1
TEOPETUYHI OCHOBU MOJAEJIOBAHHSA IHTEPAKTUBHOI'O
CEPEJOBHIIA Y VR-II'PAX
BipryanpbHa peanbHICTh Ha CHOTOAHI € OJHUM 13 HaWOUIbII JUHAMIYHO
PO3BUBAaHUX HAampsMiB 1HPOPMAIIHHUX TEXHOJOTIH, IIO CYTTE€BO BIUIMBAE Ha
MIJXOAW 0 CTBOPEHHS MPOTrpaMHHUX MPOAYKTIB Ta CIOCOOM B3a€EMOJIIi JIFOJUHU 3
mubpoBuM cepenoBuiieM. PoO3BUTOK amapaTHOro 3a0e3nedeHHs, TpadidyHuX
TEXHOJIOTIH Ta 3aco0IB TPUBHMIPHOTO MOJICTIOBAHHS CIPHUSB  IITMPOKOMY
BIPOBaKCHHIO VR-pimieHs y pi3Hi chepu AiSIBHOCTI, 30KpeMa y KOMII I0TE€pHI
1IrpH, OCBITHI IJIaT(HOPMH, CUMYIISLINHHI TPEHAXEPHU Ta BIpTyalibHI CEPEIOBHILA IS

HaB4YaHHS 1 TpeHyBaHHs (puc 1.1).

Cumynauii Ta knacu

Xipypria Ta Tepanid

MpoexTyBaHHA Ta Th

---------------- HepyxomicTe Ta Retail

PoszBaru i ..................... N Irpn Ta Typuam

Puc. 1.1. OcHoBHi ctepu 3actocyBanHst VR Ha 2025p.

OcobmuBe Mmicue cepen VR-nmonatkiB 3aiiMaioTh VR-irpu, OCKIIBKH came

BOHM HaWOUIbII TOBHO JAEMOHCTPYIOTH IOTEHIlaJ BIpTyaJlbHOI PEalbHOCTI SK
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IHTepaKTUBHOIO cepenoBuia. Ha BiaMiHy Bia TpaauiidHux irop, VR-irpu
nepeadavaroTh OE3MOCEPETHIO YIaCTh KOPUCTYBaya y BIPTyaJIbHOMY MPOCTOPI, 1€
KOXKEH pyX TOJIOBU a00 PYK Ma€ BiAMOBIIHUM BIATYK y IIM(PpOBOMY cepenoBuiili. Y
TakoMy QopmaTi KJIIOYOBY pOJb BIAITpaE€ HE JUIIE SKICTh Bi3yaJbHOTO
BiJIOOpaKeHHs, ajie i KOPEKTHE MOJICTIOBaHHS B3aeMOIIi 3 00’ ekTamu, (Hi3UIHUX
BJIACTUBOCTEH cepeIOBUIIA Ta JIOTIKM MOBEIHKU ITPOBUX €JIEMEHTIB.

3pocTaHHS MOMYJSPHOCTI aBTOHOMHUX VR-mpuctpoiB, 3o0xpema VR-
moyioMiB cepii Meta Quest, 3HaYHO PO3MIUPHIO AYJUTOPII0 KOPHUCTYBaAdiB
BIpTyaJbHOI pPEaIbHOCTI. 3a paxyHOK IO€AHAHHS B OJIHOMY IPUCTPOI 3aco0iB
BITOOpa)KEeHHS, BIACTEXKEHHS PYXiB Ta OOYMCIIIOBAIBHUX PECYPCIB, TaKi IIOJIOMHU
3a0e3meuyoTh J0cTyn J0 VR-koHTeHTy 0€3 HeOoOXIJHOCTI BHKOPHUCTaHHS
30BHIIIHIX KOMIT IOTEpiB. BomHOYac aBTOHOMHICTh MOIOHUX MPHUCTPOIB BUCYBA€E
JOJaTKOBI BHUMOTH J0 onTumizamii rpadikv, (I3MYHUX pPO3paxyHKIB Ta
IHTEpaKTUBHUX MexaHiK y VR-irpax.

Opni€ero 3 KIIOYOBHX MpobiieM y po3podii VR-irop € mopesoBaHHsA
iHTEepaAKTHMBHOI0 CepeJoBHINA, Yy MeEXaxX SKOro KOPUCTYBad MOXE IPHUPOIHO
B3a€EMOJISATH 3 00’€KTaMH BIpTyallbHOTO mpocTtopy. IHTepakTuBHicTh ¥ VR-irpax
peani3yeThcsi uepe3 (Gi3MUHy B3a€EMOJIII0, 3aXOIUICHHS Ta MEpPeMIIIeHHsT 00’ €KTIB,
aKTHBAIIIIO €JIEMEHTIB KEPyBaHHS Ta 3MIHY CTaHy IFPOBOI0 CEPEIOBUIIA Y BIIIOBI b
Ha 1ii rpaBig. HeBiAMOBIAHICTS MOBEAIHKUA BIPTyaJdbHUX OO €KTIB OUYIKYyBaHHSIM
KOPUCTYBaya CYTTEBO 3HMWXKYE PIBEHb IMEPCIi Ta HEraTUBHO BIUIMBAE HA IrPOBUM
JIOCBI/I.

Y 3B’3Kky 3 UM OCOOJIMBOI aKTyaJbHOCTI HaOyBa€ JOCIIIKEHHS
TEOPETUYHUX 3acaj] CTBOPEHHS iHTepakTUBHMX VR-cepemoBul, a TakoX aHami3
amapaTHHUX 1 TPOrPaMHUX 3aC001B, III0 BUKOPUCTOBYIOTHCS Y Mpoiieci po3pooku VR-
irop. BaxxnuBuM iHCTpyMeHTOM Y 111K cepi € irpoBuii pymriid Unity, sikuil Hamae
HIMPOKI MOXJIMBOCTI Il CTBOPEHHS TPUBUMIPHUX CIIEH, peanmi3auii (i3u4HOoi
B3aemoii Ta iHTerpamii 3 VR-mnardopmamu. Came BUKOPUCTAHHS TaKUX PYIIIIiB
JIO3BOJIIE TIOEJHATH TEOPETUYHI MIAXOIU 10 MOJEIIOBaHHS I1HTEPAKTUBHOIO

CepeNOBHINA 3 iX MPAKTHYHOIO PeaTi3alli€ro.
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Taxum yuHOM, PO3IJISA] TEOPETUYHUX OCHOB MOJICTIOBAHHS 1HTEPAKTUBHOTO
cepenoBuia y VR-irpax € HEOOX1JHIM €TarioM JIJIsl TIOIaJIBIIIOT0 MPOSKTYBAaHHS Ta
peanizaiii VR-gonarkiB. Y Mexax JaHOTO PO3ILTY PO3TIIAIAI0TECS 0a30B1 MTOHSATTS
BIPTyaJbHOI peaibHOCT1, 0COOIMBOCTI VR-Irop sIK iIHTEpaKTUBHUX CUCTEM, a TAKOXK
arapaTHO-MIPOrpaMHi 3ac00H, 10 3a0e3MeYyI0Th CTBOPEHHS Ta (YHKI[IOHYBaHHS

iHTepakTUBHUX VR-cepenoBuil.

1.1. BipryaabHa peajbHicTh Ta VR-irpu: ocHOBHI NOHATTH i cepu
3aCTOCYBAHHSA

Tepmin «BipTyansHa peanbHicTh» (Virtual Reality, VR) Bnepme OyB
3amnpoIOHOBaHUH B cepeiHl XX CTOJITTS Ta BIATOAl HA0YB IIUPOKOTO PO3BUTKY Y
chepi iHPOpMaIMHUX TEXHOJOTIH 1 po3BaXKaldbHOI 1HAYCTpii. BipTyanbha
peasibHICTh BU3HAYAETHCS K «CHCTEMA, sIKa JI03BOJISIE KOPUCTYBauy B3aEMOISTH 3
KOMII FOTEPHO-3T€HEPOBAHUM TPUBHUMIPHUM CEPEIOBHUIIEM y PEKUMI pPEaTbHOTO
qacy, CTBOPIOIOYH BIAUYTTS NpUCYyTHOCTI» [3; 6]. Inmumu cioamu, VR 3a0e3neuye
IIOBHE 3aHYPEHHS KOPUCTyBaya y IITY4YHO CTBOPEHHUH MNPOCTIp, JI€ BIH MOXKE
BUKOHYBATH Pi3Hi Jii Ta CIIOCTepIraTH iXH1 HACJIIIKH.

B Vkpaini, six 1 y cBiTi, TepMiH «VR» Moku 110 HE Ma€ 4iTKOT HOPMATHBHOI
1HTepHpeTalii y 3aKOHOJJaBYUX aKTaX, MPOTE B HAYKOBIH JIiTepaTypi Ta MPaKTUUHIN
JUSITBHOCTI MOTO TIYMaueHHS € JIOCUTh OJIHO3HauYHMM. HaykoBili Bu3Ha4aroTh VR
K KOMIUIEKC amapaTHUX 1 MpOrpaMHUX 3aco0iB, 110 3a0e3Mevyl0Th 1MITAIliI0
(b13UYHOTO CepeOBUIIA Ta CEHCOPHY B3a€EMO/IIF0 KOPUCTYBaya 3 [IUM CEPEIOBUIIIEM
[17]. OcuHoBHumu kommoHeHTamu VR-cucrem e€: 3D-rpadika, mnporpamse
3a0e3MeueHHs IJis1 BIIOOpa)KEHHSI Ta B3a€EMO/Ili, MPUCTPOI BIJICTEKEHHS PYXIB, a
TaKoX iHTepdercu A 3a0e3nedeHHs] TAKTUILHOTO Ta ayi0 CpuiHATT [8; 9].

OcobnuBe Micue B cywyacHHMX VR-texHomorisx 3aiimaior VR-irpu —
IHTEPaKTUBHI LU(POBI MPOAYKTH, MPU3HAUEHI IS 3aHYPEHHS KOPHUCTyBaya y
BIpTyaJIbHHM CBIT. BOHM TOENHYIOTH €IEMEHTH KOMIT IOTepHOI Tpadiku,
reiimigikanii, CCHCOpPHOi B3a€MO/IIi Ta CIOXKETHOTO HaroBHEHHs [5; 28]. 3rigHo 3

nociimkenusmu J. Jerald ta P. Milgram, VR-irpu MoxHa po3risigaT sik OKpeMy
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MIJKaTEropilo 1rpoBOi 1HAYCTpii, J€ OCHOBHA MeETa TMOJIAra€ y CTBOPEHHI
MaKCHMaJbHO PEATICTUYHOTO Ta IHTEPAKTHMBHOIO CEPEIOBHINA, L0 CTUMYIIIOE
BIIUYTTS MIPUCYTHOCTI Ta 3aHypeHHs [4; 15; 16].

[Tomwmpennss VR-TexHONOTIH y Cy4yaCHOMY CBITI 3HAYHO MPHUCKOPUIOCS
3aBJIAKH MOsiBI MacoBUx VR-mimatdopmM, cepen sikux ocobauBe 3HaueHHA Mae VR-
moyioMm Meta Quest 2. Ileli npucTpiil MOEaHYE aBTOHOMHICTh, BUCOKY PO3AUIBHY
3QTHICTh JUCIUIEIB, MPOCTUI KOHTPOJb PYyXIB Ta MOXIIMBICTb B3aeMoAil 0e3
noaaTkoBux koM totepiB [10; 11]. 3a nanumu kommanii Meta, came Meta Quest 2
BIJIKPUB HOB1 TOPU30HTU JJIsi po3poOHMKIB VR-irop, 103BOJISIIOUM CTBOPIOBATU
IHTEPAaKTUBHI CEPEOBUILA JUISI PI3HUX KAHPIB, BIJ CUMYJISITOPIB 1 MPUTOAHULIBKIX
1rop JI0 OCBITHIX 1 TPEHYBaJbHUX 3aCTOCYHKIB.

HayxoBa crninbHOTa akTUBHO JOCHIJKY€ pi3HI acriekth VR-irop. Tak, A.
Steuer mpononye orniHoBaTH eheKTUBHICTH VR depe3 mapameTpu «IpHCyTHOCTI»
Ta «IMMEPCHBHOCTI», SIKI BHU3HAYalOTh [ICUXOJOTIYHUN pIBEHb 3aHYpPEHHS
KopucTyBaua y BipTyanbHe cepenoBuiie [20]. Hocmimxenns R. Slater ra M. Usoh
MOKa3yI0Th, 1110 YUM BHIIA IHTEPAKTUBHICTh Ta PEATICTUYHICTh CEPEOBUIIA, TUM
CWIBHIIIE TPOSBISAETHCS €(PEKT «IPUCYTHOCTI», L0 € KIIOUYOBUM IMOKA3HUKOM
saxocti VR-gocBiny [2].

B Vkpaini nociimkenas VR Ta VR-irop Takox moctynoBo HaOyBarOTh
pPO3BUTKY. 30KpeMa, AochiKeHHsT VR-TexXHOMOriH 3MIMCHIOIOTHCS MEPEBAXKHO Y
chepi OCBITH, TPEHAKEPHUX CUCTEM Ta CUMYJISLIIN.

Takum ynHOM, BipTyasjbHa pealibHICTh Ta VR-1rpu € iHTErpaiiero anapaTHuX
1 MPOTpaMHUX PIIeHb, IO 3a0€3MeYyI0Th 3aHYpPEHHS KOPUCTyBada y IITYYHO
CTBOpEHE CepeloBUIIE. Y KOHTEKCTI Cy4acHUX TeXHOJIoTi VR-monomu, 30kpemMa
Meta Quest 2, HagarOTh MHPOKI MOMIMBOCTI JUIsi CTBOPEHHS 1HTEPAKTUBHHX
CEPENIOBUII, $IKI 3aCTOCOBYIOTHCS y PO3Ba)kalbHIN, OCBITHIA Ta mpodeciitHii

chepax, a TaKOXK CIYTyIOTh IPEAMETOM aKTUBHOTO HAYKOBOTO JOCIIIIPKEHHS.
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1.1.1. IToHATTA BipTYaJbHOI PeaJbHOCTI TA il KJIIOY0BI XapaKTEePUCTHUKHU

Bipryanena peanshicts (Virtual Reality, VR) — 1ie TexHomoris cTBopeHHs
HITY4YHOTO CEpPEeJOBHUINA, K€ IMITye (PI3MUYHHMI CBIT Ta J03BOJSE KOPHUCTYBAdy
B3aEMO/IISITH 3 HUM Y pekuMi peasibHoTo "acy [1; 17]. OcnoBHa BigMiHHICTh VR Bin
TPaIULIAHUX KOMII IOTEPHUX CUMYJIAIIHM MOJIsATae y BUCOKOMY PiBHI 3aHYpEHHS Ta
IHTEPAaKTUBHOCTI, 1110 CTBOPIOE Y KOPUCTyBaya BIAYYTTS IPUCYTHOCTI («presence»)
y BipTyasibHOMY TipocTopi [3; 40].

KitouoBi xapaktepuctukn VR BH3HA4alOThCA MOEIHAHHAM anapaTHUX Ta
IpPOrpaMHUX KOMIIOHEHTIB, a TaKOX MPHUHIMIIAMU B3a€MOJIi KOpHCTyBada 3
cepenoBHILEM. {0 OCHOBHUX XapaKTEPUCTUK HAJIEKATh:

1. ImepcuBHicTs (Immersion) — 31aTHICTb CHUCTEMH CTBOPIOBATH
BITYYTTS TIOBHOTO 3aHYpPEHHs KOpHCTyBaua y BipTyalbHe cepenoBulle. PiBeHb
IMEPCHUBHOCTI 3aJI€KUTh BiJ AKOCTI rpadiku, MO 30py, 3BYKOBOTO CYIPOBOAY Ta
TaKTWJIBHOTO 3BOPOTHOTO 3B’ S3KY [8; 28].

2. Ipucyrnicts (Presence) — mncUXONOTIYHUN ePEeKT CHOPUNHATTA
KOPHCTYBaueM BIpTyaJIbHOTO CEPEIOBHIIA K peasibHOTO. [IpucyTHICTh hOpMy€EThCS
yepe3 CHHXPOHI3aIiio CeHcopHOi iHdopmarii (31p, CIyX, JOTHK) Ta pPeaxiii
KopucTyBaua Ha ofii y VR [2; 54].

3. IntepakTuBHicts (Interactivity) — 37maTHICTH KOpUCTyBaua
BUKOHYBAaTH M1l y BIPTYaJbHOMY CEpEIOBUII, OTPUMYIOUM MHUTTEBUN 3BOPOTHUI
3B’SI30K. |HTEpaKTUBHICTh 3a0€3MEYy€eThCS KOHTpPOJIEpaMH pPyXy, CEHCOPHUMHU
MaHEISIMHM Ta CHCTEMaMHM BIJICTEKEHHS MOJI0KeHHs Tina [29; 53].

4. Cencopna agantuBHicTh (Sensory Adaptation) — MOXIHBICTH
CHUCTEMHU KOPEKTHO pearyBaTH Ha PyXH Ta Jli KOpUCTyBaya, BIITBOPIOIOYU 3MIHU
CepeIOBHUIIIA Y BIIMOBIIb HA OTO TOBEAIHKY. L€ BKiIroYae BiICTEKEHHS MOJTOKEHHS
TOJIOBH, PYK, & TAKO BUKOPUCTAHHS TAKTUIBHUX Ta ayio edekTiB [41].

5. Peanicrmunictey (Fidelity) — piBens peramizaiii rpadidnoro,
3BYKOBOTO Ta (PI3UYHOTO BIATBOPEHHS BIPTYaJbHOTO CBITY, IO BU3HAYAE SIKICThH
BI3yaJIbHOTO Ta CEHCOPHOTO CHPUMHSATTS KOpUCTyBaya. Bucoka peayicTUYHICTb

HiBUIY€E ePEeKT MPUCYTHOCTI Ta 3arajibHy edekTuBHICTh VR-nocBiny [25; 40].
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BaxxnuBo 3a3Haunty, mo VR-cuctemMu MOXyTh OyTH SIK aBTOHOMHHUMH, TaK i
MIIKITIOYCHUMH 0 KOMIT IoTepa abo KoHCoJi. ABTOHOMHI VR-momomu, Taki sik
Meta Quest 2, 3a0e3neuyroTh iHTerpoBaHy rpadiky, CEHCOpU Ta OOUYHCIIOBAILHI
MOTYXHOCTI, IO JO3BOJISIE KOPUCTYBauy B3aEMOJISATH 3 CEpeAoBUIIEM 0e3
30BHImHIX TpuctpoiB [10; 11]. IligkmtodeHi CUCTEMU MOXYTh HaJaBaTH BHIILY
AKICTh Tpadiku Ta CKIQIHINI CHUMYJAIIT 3aBASKM BUKOPUCTAHHIO pECypCiB
30BHILIHIX KOMIT IOTEPIB, IPOTE NOTPEOYIOTH JOAATKOBOTO 001 THAHHS.

Takum 4MHOM, BipTyaJbHAa PEATBbHICTh € KOMIUIEKCHOIO TEXHOJIOTIEI0, IO
MOEHY€E amapaTHi Ta MOporpamMHi 3acoOM JiJii CTBOPEHHS 1HTEPAKTHUBHOIO
cepenoBuiia. OCHOBHI XapakTepucTUku VR — iMepcUBHICTb, NPUCYTHICTb,
IHTEpaKTUBHICTh, CEHCOpHA aJallTUBHICTh Ta PEAJTICTUYHICTh — BH3HAYAIOTh
e(EeKTUBHICTh 3aHYpPEHHS Ta KOPUCTYBAIbKUN NOCBiH, poOisiun VR moTyxHUM

1HCTPYMEHTOM ISl iIrOp, OCBITH Ta NMPO(eCciifHOTO TpEeHyBaHHS.

1.1.2. VR-irpu sIK pi3HOBH/ IHTEPAKTMBHMX IPOrPAMHHX CHCTEM

VR-irpu € cnenu@iyHuM pi3HOBUJIOM IHTEPAKTUBHUX MPOTPAMHHUX CHCTEM,
OCHOBHUM 3aBJAaHHSM SIKUX € CTBOPEHHS IOBHOTO 3aHYPEHHS KOpUCTyBada y
BIpTyaJIbHE CEpeNloBUIE Ta 3abe3nmedeHHs akTUBHOI B3aemonii 3 HuMm [30]. Bin
TPaAMLIHUX KOMII'IOTEpHUX 1rop VR-irpu BIAPI3HAIOTBCS BHUCOKUM pPIBHEM
IMEPCUBHOCTI, TPHUCYTHOCTI Ta CEHCOPHOI I1HTEPAKTUBHOCTI, IO JOCATAETHCS
3aBASKH BUKOPUCTaHHIO VR-II0J0MIB, KOHTPOJEPIB PYXIB Ta CHEIiadbHUX
TPEKIHTOBUX cucTeM [3; 29].

Sx iHTEepakTHMBHI TpoTrpamMHI CHUCTEMH, VR-Irpy MawTh KOMIUIEKCHY
apxiTekTypy [6; 17], mo BKIItOYaE:

1. I'padiununii moxyar — 3abe3nedyye pEHIECPUHT TPUBHUMIPHOTO
CepeZIOBHUIIA 3 BUCOKOI PO3JUIBHOIO 3/IaTHICTIO, PEATICTUYHUM OCBITJIICHHSIM Ta
aHiMarliiero o0’ekTiB. BucokoskicHa rpadika mijBuIly€e IMEPCUBHICTh Ta CTBOPIOE

BpPa)KCHHSI pEAIICTUYHOCTI cepeioBHIna [25].
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2. Moayabs B3aemojii kopucTyBaya — BIJIIIOBIIaE 32 0OPOOKY pyXiB,
Il Ta KOMaHJ KOpUCTyBaua. BKiltouae BIJCTEKEHHS IMOJIOKEHHS T'OJIOBU, PYK Ta
KOHTPOJIEPIB, @ TAKOXK 0OPOOKY KECTIB Ta KOMaH] royiocy [41].

3. JloriyHmii MOayJb TPH — peajizye CleHapii, IpaBuiia Ta arOPUTMHU
MOBEIIHKH 00’ €KTIB y cepenoBuiii. Came 11eii KOMIIOHEHT BU3HAYAE, SIK CEPEIOBUIIIEC
pearye Ha /i1 KOpUCTyBaua Ta K PO3BUBAETHCA ITPOBUA mporiec [6; 17].

4. MopayJb 3ByKY Ta TAKTWIBHUX e(eKTiB — (opmye ayio Ta haptic-
3BOPOTHUM 3B’SI30K, IO CIpusie €DeKTy MPUCYTHOCTI Ta MOKpAILy€e€ CIPUHUHATTA
BipTyajbHOTO cepenonuina [8; 41].

VR-irpu k1acu@ikyroThCs 3a pI3HUMHU KPUTEPISIMU, CEpe AKUX: JKaHP (SKIIH,
MPUTOTHUIIBK], CUMYJISITOPH, OCBITHI IIPOTrpaMu), piBEHb IMEPCUBHOCTI (4aCTKOBA
a0o0 MoBHa 1HTETpallis 3 CCHCOPHUMH CUCTEMaMH ), CIIOCI0 yIipaBiiHHA (KOHTPOJIEPH,
pPYKaBUYKH, TOJIOCOBI KOMaHIu) Ta mmiargopma (aBToHOMHI VR-mosnomu abo
nigktrodeni g0 [1K cuctemn) [5; 28].

BaxxnuBoro oco0uBicTioO VR-1rop € B3aeM03B 30K MIJK IHTEPaKTUBHICTIO Ta
npucyTHicTIO kopucTyBada. JlocmimkenHs R. Slater ta M. Usoh moka3yroTs, 1110
YUM TOYHIIIE CHUCTEMa BIITBOPIOE (H13MUHI B3a€MOJIi Ta CEHCOPHI CUTHAIH, THM
CWJIbHIILIE TPOSBIAETHCA €(PEKT 3aHypeHHS Ta MIABUILYETHCS KOPHUCTYBALbKUMA
nocsif [20].

Meta Quest 2 € onHi€r0 3 HANOUIBIIT TOMUPEHUX TIATHOPM JIJISi CTBOPECHHSI
VR-irop, 3a0e3nedyiound aBTOHOMHY pOOOTy, TOYHE BIJCTEKEHHS pPyXIB 1
MOXJIMBICTh MacIITa0yBaHHSI CKJIAHOCTI cepefoBuiia. L{e qo3Bosie po3poOHUKaM
CTBOPIOBATU 1HTEPAKTUBHI CHUMYJISIII JJiIsi po3Bar, OCBITH Ta MPO¢eciifHOTOo
TpeHyBaHHs [11; 52].

Takum umHOM, VR-irpu € 1HTEpaKTHBHUMHU MPOTPAMHUMH CHCTEMaMH
HOBOTO TIOKOJIIHHS, SIK1 TIOETHYIOTH TpadiKy, 3BYK, JIOTIKY Ta CEHCOPHY B3a€EMOIIO.
IX OCHOBHiI BIAaCTMBOCTI — IMEPCHUBHICTb, HPHUCYTHICTh Ta iHTEPAKTUBHICTH —
BU3HAYAIOTH SIKICTh 3aHYPEHHS KOpPHUCTyBauya Ta e(heKTUBHICTh BUKOpUCTaHHA VR-

TEXHOJIOT1H y pi3HUX cdepax [6].
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1.2. AmnapatHo-nporpamHe 3a0e3ne4eHHs 1js po3pooxku VR-irop

Po3pobka VR-irop moTpedye KOMIUIEKCHOTO TIO€AHAHHS amapaTHUX 1
MPOTPAaMHUX KOMIIOHEHTIB, sIKi 3a0€3MeuyloTh BHCOKHW pIBEHb 3aHYPEHHS,
IHTEPaKTUBHOCTI Ta  PEATICTUYHOCTI  CEpeIOBHUINA. AMapaTHO-MPOTPAMHE
3abesneueHHss (AIlI3) g VR-irop Bu3Hauae MOXIMBOCTI  CTBOPEHHS
IHTEPAKTUBHOTO KOHTEHTY, WOT0 MPOIYyKTHUBHICTh Ta SKICTh KOPHCTYBALIbKOTO
nocBiny [6; 7].

OcHoBHOW ckianoBoro AlII3 € amaparna miardgopma, 1mo BkiIodae VR-
III0JIOMH, CEHCOPH1 KOHTPOJIEPH, CUCTEMU BIJICTEKEHHS PyXiB, BUCOKOIPOIyKTHUBHI
rpadivyfi mporecopu Ta KoMl 10Tepy. BoHa BimoBiae 3a reHepartito 300pakeHHs,
00poOKy pyXiB KOPUCTyBaua Ta 3a0€3MEeUeHHs 3BOPOTHOTO 3B’S3KY Uepe3 ayio Ta
TakTWJIbHI mpuctpoi [8; 11]. Bucoki BuMorm m0 amapaTHOTO 3a0e€3MEUYCHHS
00yMOBJIEH1 HEOOX1/IHICTIO OOPOOKHU BEIMKOTO OOCATY JaHUX Y PEKHUMI PEabHOTO
yacy [45; 46], 1110 KPUTUYHO JJISl MIATPUMKHU €(PEeKTy MPUCYTHOCTI Ta MiHIMI3alli
3aTpuMoK y VR-cepenoBuii.

Jpyrum KJIIOYOBUM KOMIIOHEHTOM € HporpaMHe 3a0e3me4eHHs, 110
Biurovae irposi pymrii, SDK (Software Development Kit), API (Application
Programming Interface), a Takoxx 1HCTpYMEHTH JUIsl MOJEITIOBAHHS, PEHICPUHTY,
¢b13uuHOi cuMynsanii Ta ontumizauii VR-koHTeHTy. Ilporpamue 3abe3nedeHHs
3a0e3mnedye JIOTIKY IrpOBOTO TMporiecy, OOpoOKy B3aeMoOjii KOpPUCTyBada 3
00’€KTaMU Cepe/IOBUINA Ta IHTErPAIlil0 aapaTHUX JIAHUX BiJl TPEKIHTOBUX CUCTEM
[40].

Cyuacni VR-mmnatdopmu, Taki sk Meta Quest 2, moeqaytoTh B co0i 06uiBa
acnektd AII3 — aBTOHOMHICTH amapaTHOI YAaCTHMHM Ta IIMPOKI MpOorpamHi
MOXJIMBOCTI IS PO3POOHMKIB. BHKOpHUCTaHHS TakuX NPUCTPOIB JO3BOJIAE
cTBOproBati VR-irpm, ski He NOTPeOYIOTh MIAKIIOYEHHS JO 30BHIIIHIX
KOMIT I0TEpIB, 30€piratouu Mpu bOMY BUCOKY SIKICTb T'padiku, TOUHE B1ICTEKEHHS
pyXiB 1 epEeKTUBHY B3a€MO/I10 KOPUCTyBaya 3 ceperonuieM [11; 52].

Jns edextuBHOI po3poOku VR-irop BaxIMBO 3a0€3MEYUTH CYMIiCHICTH

anapaTtHoi Ta NPOrpaMHOl YacTWH. BHCOKOMPOMYyKTHMBHI TrpadiyHi KapTh Ta
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LEHTPaJbHI MPOLIECOPHU JO3BOJISIOTH PEHIECPUTH CKJIAJAHI TPUBUMIPHI CLEHU Ta
HiATPUMYBaTH cTabLIbHY 4acToTy KaapiB. SDK ta pymrii, Taki sik Unity abo Unreal
Engine, HagaroTh pO3pOOHMKAM I1HCTPYMEHTU MJis peaizalii (i3uku 00’ €KTIB,
B3a€MO/IIi KOPUCTyBava Ta ONTUMI3aIlii pecypcis [25; 28].

Kpim Ttoro, B po3poOui VR-irop BaxiMBYy poJib BIIITPalOTh CHCTEMH
Bi/ICTe’KEHHI PYXiB Ta KOHTpoJiepu. BOHHM J03BOJSIOTE KOpHCTyBady
3MIACHIOBATH TOYHI MAii Yy BIPTYaJbHOMY CEpPEJOBHILI, a pPO3POOHUKAM —
iHTerpyBaTd Il Jii y JIOriky Trpu. BUKOpUCTaHHS CEHCOPHHMX pPYKaBUYOK,
TPEKIHTOBUX KaMep Ta aKceJIepOMETpPiB IIJBUIINYE DPIBEHb IHTEPAKTUBHOCTI Ta
CTBOPIO€ OUIBII MPUPOAHI clieHapii B3aemonii [11; 41].

BaxnuBuM acmekToM € TakoX IHTerpamisi ayaio Ta TaKTHJIbHOIO
3BOPOTHOIO 3B’A3KY, SKa J03BOJIS€ MIABUIIUTU €(EKT MPUCYTHOCTI KOPUCTYBaya.
[TpocTopoBe ayaio, BiOpalliiiHi CUTHAJIM Ta TaKTHJIbHI €(eKTH GOPMYyIOTh MOBHUN
CEHCOpHUW JOCBiA Ta JONOMAaraloTh KOPHUCTyBady CHOpUAMATH TOAIl Yy
BIpTYaJIbHOMY CEpEOBHILI OUIbII pearticTuyHo [8; 41].

Takum 4YuHOM, amapaTHoO-TiporpamHe 3a0e3neueHHs 11 VR-irop €
KOMIUIEKCHOIO CHCTEMOIO, L0 MOEHY€E BUCOKOMPOAYKTHBHI arapaTHi KOMIIOHEHTH
Ta TporpamHi I1HCTpyMeHTH. BoHO 3a0e3mnedye edeKTHBHY TeHepaliio Ta
B1JIOOpa)KE€HHS BIPTYyaJIbHOTO CEPEJIOBUILA, IHTEPAKTUBHICTh, TOUHE BIJICTEKEHHS
PYXiB KOPHUCTyBadya Ta BUCOKWW pIBEHb 3aHYpPEHHs, 0 poOuTh VR-TexHOmOTrIi
e(EeKTUBHUM 1HCTPYMEHTOM JJI PO3Bar, OCBITU Ta NMpodeciiiHOro TpeHyBaHHS [6;

17].

1.2.1. Anapartni koMmnoHenTu VR-cucrem

AmapaTHi KOMIIOHEHTH € OCHOBOIO (yHKIIOHYBaHHS VR-cucrem,
3a0e3Meuyroun BiITBOPEHHS BIPTYaJIbHOTO CEPEJIOBHINA Ta 1HTEPAKTUBHICTh MIX
KOpUCTyBaueM 1 cepeaoBuiieM. BoHu BkitoudaroTh VR-mooMu, CeHCOpHI
KOHTPOJIEPH, CUCTEMH BIJICTEKEHHS PyXiB, 00UMCIIOBAIIbHI TPUCTPOT Ta JOTIOMIXKHI1

nepudepiitni npuctpoi [7; 8].
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1. VR-mosomu (Head-Mounted Displays, HMD)
VR-1monomM — roJjoBHMI TPUCTPiH, KU BIANOBITAE 3a Bi3yaJibHE Ta YaCTKOBO
ayJio CIpUHHSATTS KopucTyBada. OCHOBHI XapaKTEPUCTUKH IIOJOMIB BKIIOYAIOTh:

. Jucniei 3 BUCOKOIO PO3JIUIBHOIO 3/IaTHICTIO JJISi KOKHOTO OKa, IO
3a0e3neyye peaicTUUHE 300pa)KeHHS Ta MiHIMI3aIilo e(eKTy «eKpaHy JBepeil»
(screen-door effect).

. IHone 30py (Field of View, FOV), sike Bu3Hauae KyT OXOIUIEHHSA
300pakeHHs Ta Oe3MmocepeIHhO BILNTUBAE HA e(DEKT 3aHypPEHHSI.

. Yacrora onoBjienns (Refresh Rate), 110 3a6e3neuye miaBHICTh pyxiB
Ta 3MEHIIIY€ IMOBIPHICTh BUHUKHEHHS HYJJOTH KOPHCTyBaya.

. BOoynoBani jgatuyMku  (TIpOCKONH,  aKCEIEPOMETPH, CEHCOPHU
HAOMMKEHHSI), 10 JO3BOJSIOTH BIICTEXKYBATH TMOJOXKEHHS TOJOBH Ta pPyXd
KopHcTyBaua y npoctopi [17].

2. KonTpoJsiepu TA NPUCTPOI BiJICTe:KEeHHS pyXxiB
CeHCOpHI KOHTpOJIepH 3a0e3MeuyoTh 0e3MOCepeaHIO0 B3aEMOJIII0 KOPUCTyBava 3
o0’extamu 'y VR-cepenoBuii. BoHM BKIIIOYAarOTh KHOIIKH, TPUTEPU, CEHCOPHI
naHel Ta AaTYUKU MOJI0XKeHHS pykK. KoHTponepn MoxxyTh nepenaBatu iHpopMaIio
PO MO3HUIIII0, OPIEHTAIIO Ta PYXH MAaJBIB, 10 T03BOJISIE Peai3yBaTH MPUPOIHY
B3aemomiro [11; 41].

CucreMu TpeKiHTY, y CBOIO Yepry, BIICTEXKYIOTh MOJOXKEHHS T'OJIOBH, PYK, a
1HO/1 1 BChOTO TiJIa KOPUCTYBaya y npoctopi. Bonu OyBaroTh:

. Ontuyni (kamepu, iHGpadepBOHi CeHCOpU) — BU3HAYAIOTH
MOJIOKEHHS 00’ €KTIB 3a J0MIOMOTOI0 MapkepiB abo LED-tpekepis.

. Inepuiitni (IMU, akcesnepomMeTpH, ripoCKONM) — BU3HAYAIOTh PYXH
KOpHCTYBaya y MpocTopi 0e3 30BHILIHIX Kamep.

. Cxaaneni cucremu (inside-out / outside-in) — moeaHy0Th ONTHUYHI
Ta IHEPIIHI METOIU ISl TOUHOTO TPeKiHTY [47; 48]

3. O0uncaroBaNbHI KOMIIOHEHTH
Po3po6ka ta BinTBOpeHHs VR-1rop norpedye 3Ha4HUX 0OUUCIIIOBAILHUX PECYPCIB.

J1o HUX HaJIeXKaTh:
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o IlenTpanbuuii mpouecop (CPU), mo 3abe3nedye oOpoOKy JIOTIKH TpH,
¢b13uKu Ta B3aEMOJIT 00’ €KTIB.

o I'padiunuii npouecop (GPU), skuit Bianosigae 3a penaepunr 3D-cieH y
peaibHOMY Yaci Ta MATPUMKY BUCOKOI YACTOTH KaJpiB.

o OmnepatuBHa nam’satb (RAM) i mBHUAKOTO [IOCTyNy 10 JaHUX Ta
pecypciB cepenouma [3; 17].

4. JonaTrkosi nepudepiiini NnpUcTpoi
J7ist miABUILIEHHS PIBHS 3aHYPEHHS! BUKOPUCTOBYIOTHCS JOJIATKOBI MPUCTPOI:

o TakTuuni pykaBUYKM Ta BiOpamiiiHi ceHcopum I mepenayl BITIYTTS
TOTHUKY.

« IIpoctopoBi ayaiocucreMu 1151 GopMyBaHHS 00’ €MHOTO 3BYKY.

« BiomerpuuHi ceHcopu a5 BiicTexeHHS (H1310J0TTYHOI peakilii KOpucTyBaua
[8; 54].

Cunepris nux anapaTHUX KOMIIOHEHTIB 3a0e3nedye e€(heKT BUCOKOTO PiBHS
3aHYpEHHS, IHTEPAaKTUBHOCTI Ta MpHUCyTHOCcTI y VR-cepenoBumi. Bubip Ta
KOH(irypallis arlapaTHUX KOMIIOHEHTIB BU3HAYa€ MOXKJIMBOCTI CTBOpPEeHHST VR-1rop
3 BUCOKOIO JICTITI3AIlI€I0, TIABHICTIO BiJOOPaKCHHS Ta PEaliCTUIHOI0 B3aEMO/TIEI0

KOpHCTYBaya 3 BIpTyaJIbHUM CBITOM [6; 7].

1.2.2. IlporpamHi iHcTpyMeHTH AJ1s1 po3po0ku VR-irop

[Iporpamue 3a0e3neyeHHs € KIIOYOBUM KOMIIOHEHTOM CTBOpeHHsI VR-irop,
3a0e3Meuyoun JIOTIKY B3a€MOJI1, pEeHJIEPUHT TPUBUMIPHHUX CLIEH, 0OpOOKY JAaHMX
BiJI CEHCOPIB Ta ONTHUMI3aIli0 MPOayKTUBHOCTI. Po3poOka VR-koHTeHTY moTpedye
MO€AHAHHA chemianizoBaHux irpoBux pymniB, SDK, APl Ta gomaTkoBux
IHCTPYMEHTIB JJIsl MOJICIIOBAaHHS, aHiMallii Ta (13M4HOTO CUMYJIIOBaHH [6; 7].

1. Irposi pymrii

IrpoBi pymni (Game Engines) € ocHoBoro st po3podku VR-irop. Bonu
3a0e3meuyroTh IHTerparito rpadiuHoro, (Gpi3MYHOTO Ta ayAio MOAYJIB, a TaKOX

yIOpaBIiHHS cleHapisiMu B3aemo/li. Halimonyngpuimumu pyuismu 1151 VR e:
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. Unity — 3a06e3neuye kpocrat@opMeny po3poOKy, miarpumky VR-
monomiB (Meta Quest 2, HTC Vive, Valve Index), inTerpartiro 3 SDK Tta mmarinamu
JUI BIICTeXKEHHS pyxiB 1 ¢izuku. Unity Hajgae 1HCTPYMEHTH [IJIi CTBOPEHHS
TPUBUMIPHHUX CII€H, aHIMallli 00’ €KTiB, MPOCTOPOBOTO ay/io Ta iHTepakTuBHOTO Ul
[9; 18].

. Unreal Engine — no3Bonsie ctBoproBatd VR-irpu 3 BHCOKOIO
peaNliCTUYHICTIO Tpadiku 3aBASKM PYLIIO PEHAEPUHTY Ha OCHOBI (i3UYHO
kopekTHoro ociTieHHs (PBR) Tta miarpumin Blueprints mist  BizyaiabHOTO
nporpamyBaHHs. Unreal Engine 3a0e3neuye BUCOKY MPOJAYKTHUBHICTh Ta THYUYKICTh
y CTBOPEHHI 1HTepaKkTUBHUX cepeaonuiy [10].

2. SDK 1a API pas VR-uiiargopm

st B3aeMoii 3 anapaTHUMH KOMIIOHEHTaMH VR-monomiB
BUKOPHUCTOBYIOThCs crenianizoBani SDK (Software Development Kit) ta API
(Application Programming Interface). Bonu 103Bos1t0Th 00pO0OIATH 1aH1 TPEKIHTY,
KOHTPOJIEPIB Ta CEHCOPIB, a TAKOXK 3a0€3MeUyIOTh JOCTYII 0 BOY10BaHUX (DYHKIIIN
npuctpoiB [11; 41]. s Meta Quest 2 HalO1IbIIT TOITMPEHUMU €:

. Oculus SDK — mnHagae 1HCTpyMEHTH Uil BIJICTEKEHHS PYXIB,
peHnepuHry ta interpauii 3 VR-pymrismu [41; 42].

. OpenXR — cragmaptauii kpocrmiatdopmuuii API, mo mo3Bossie
po3pobHuKam cTBoproBatH VR-momaTku, cymicHi 3 pizauMu VR-nipuctposimu [12;
43].

3. Incrpymentu 3D-Moae/110BaHHS Ta aHiMaLil

CtBopeHHs KOHTEHTY s VR-irop HemoxiauBe ©0e3 mporpam Ais
TPUBUMIPHOTO MOJIEIIOBaHHS Ta aHimallii. HaiimommpeHiri iHCTpyMEHTH:

. Blender — OeskomroBHa miatrgopma UIT  MOJCIIOBAHHSA,
TEKCTypyBaHHS Ta aHiMallii 3D-00’€KTiB.

. Maya 1a 3ds Max — komepiiiiiHl 1HCTpyMEHTH Il npodeciiiHoro
3D-MonentoBaHHs Ta CTBOPEHHS CKIQTHUX aHiMartiu [13; 14].

4. IncrpymenTH AJ4 (Pi3UYHOI CUMYJISIIL Ta onTUMIi3anil
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Jlns peamizariii peajqicCTUYHOI MOBEIIHKK 00’€KTIB Ta (PI3MKU CEepeloBHINA
BUKOPHUCTOBYIOTHCS (D13MYH1 PYIIIi:

. PhysX — pymriit ¢izuku Big NVIDIA, inTerpoBanuii y Unity Ta Unreal
Engine, 3a0e3nedye Moie0BaHHs rPpaBiTallii, 3ITKHEHb Ta TUHAMIKH 00’ €KTIB [56].

. Havok Physics — komepuiiiauii  ¢i3UUHUNA — pymnid — as
BHCOKOSIKICHOTO MOJIEJTFOBaHHS PyXy Ta B3aeMozii 00’ekTiB y VR [57].

S. IncTpymenTn aJis ayaio Ta inTepakrusaoro Ul

[IpocTopoBe ay/1i0 Ta KOPUCTYBALbKUI IHTEPENC € BAXKIIMBUMHU €JIEMEHTAMU
VR-irop:

. FMOD ta Wwise — IHCTpyMEHTH IJisi CTBOPEHHS MPOCTOPOBOTO
3BYKY Ta IHTE€PAaKTUBHOI My3UKH [58].

. VR Interaction Framework ta VRTK — nabopu iHCTpyMeHTIB AJist
IHTEPAaKTUBHOTO YIPaBIiHHSA 00’ €KTaMH, )KECTAMH Ta KOHTPOJIEpaMH.

TakumM 4YWHOM, TIpOorpaMHi I1HCTPYMEHTH [Jisi po3pobku  VR-irop
3a0e3Mevuyl0Th KOMIUIEKCHE CEpEeOBHILE /ISl CTBOPEHHS 1HTepakTUBHUX 3D-clieH,
00pOOKM JTaHUX BiJI CEHCOPIB Ta KOHTPOJIEPIB, a TAKOXK 1HTErpalii rpadiku, 3ByKy
ta ¢i3ukn. [loegnanns pymriiB, SDK, APl ta momatkoBux mporpamMHHX 3aco0iB
JI03BOJIsI€ CTBOpIOBATH VR-Irpu BUCOKOT SIKOCTI, K1 €)EKTUBHO BUKOPUCTOBYIOTH

MOXJIMBOCTI Cy4acCHUX anapaTHUX I1aThopM.

1.2.3. VR-mosiom Meta Quest 2: apxiTeKTypa Ta TEXHiYHI MOKJIMBOCTI

Meta Quest 2 € ogHi€r0 3 HaOUIBII NOMIMPEHUX aBTOHOMHUX VR-matdopm,
sKa TIOEHY€ anapaTHi Ta MPOrpaMHi KOMIIOHEHTH AJIi CTBOPEHHS BUCOKOSKICHOTO
VR-nocBiny. Illomom po3pobiiennii kommaniero Meta (panime Oculus) i
OpU3HAUYECHUN JUIsi BUKOPUCTAHHS K y PO3BAKAJIbHHX, TaK 1 B OCBITHIX Ta
npodeciitnux 3acTocynkax [51].

1. ApxirekTypa anaparHoi YaCTHHHU

Meta Quest 2 Mae iHTEerpoBaHy anaparHy miaTdopmy, 0 BKIFOYAE TUACIIIET,

MIPOLIECOPH, TaTYMKH Ta aKyMYJISITOPHY CUCTEMY:



24

. Jucnnei: OLED-nmaneni 3 po3aineHoto 31aTHICTIO 1832%1920 mikcerniB
Ha OKO, 10 3a0e3mnedye YiTKe Ta KOHTpacTHe 300paxkenHs. [lome 30py ckiamae
npu6au3Ho 90°-100°, mo cnpusie epexty 3anypeHHs. YacToTa OHOBJICHHS €KpaHy
Moske mocsiratel 120 ', o 3MeHmTye BimayTTsl pO3MHUTOCTI PYXiB.

. IIpouecop Ta rpadiunmii yum: Qualcomm Snapdragon XR2 3
BOynoBanuM GPU 3abe3mneuye 06poOKky ckimaanoi 3D-rpadiku Ta BukoHaHnHs VR-
JOJIaTKIB Yy peaIbHOMY 4aci 0e3 MiAKIIOYEHHS 10 30BHINTHROTO KoM toTepa. 1lei
YUI MATPUMYE Oarato3ajadyHiCTb Ta BUCOKMM piBeHb onTumizamii s VR-
CEPEIOBHIIL.

. JMatumku: xombOiHamiss IMU (akcenmepomerp, TipOCKOII), CEHCOpIB
HaOJIMKEHHS Ta Kamep ISl BIJCTEKEHHS pPyXiB KOpHUCTyBadya Yy IMPOCTOPI.
BOynoBana cucrema inside-out tracking no3Bossie BIICTEXYyBaTH MOJIOKECHHS
KOPHUCTYBay4a Ta KOHTPOJIEPIB O€3 BUKOPUCTAHHS 30BHIITHIX 0a30BHX CTaHIIIH.

. AKYyMYJISITOP: JIiTIEBO-I0HHA OaTapes 3a0e3neuye aBTOHOMHY pOOOTY
[I0JI0Ma MPOTATOM 2—3 TOAWH IPHU IHTEHCUBHOMY BHUKOPHCTaHHI, 3 MOXJIUBICTIO
nigzapsaku yepes USB-C.

2. KoHTpoJiepu Ta CHCTEMH B3a€EMOil

Meta Quest 2 koMIuIekTy€eThesl 6e3apoToBUMEU KoHTposiepamu Oculus Touch,
10 3a0€e3MeYyHOTh:

. TOYHE BIJICTEKEHHS MOJIOKEHHS Ta opieHTauii pyk y 3D-npocTopi;

. HasBHICTh KHOIIOK, TPUTEpIB Ta CEHCOPHUX MaHENeW IJis peasizarii
PI3HUX CIIeHapiiB B3aEMO/III;

. BiOpauiiftHuii 3BopoTHMI 3B’s130K (haptics) mist miaBHUILEHHS e(eKTy
MPUCYTHOCTI.

Cucrema BIACTEXEHHS MIATPUMYE TOBHY I1HTerpauiro 3 VR-irpoBumu
pyIIisiMU, 3a0e3Meuyoyd MPUPOAHI Ta TOUHI PyXH KOPUCTyBaya y CEpPEIOBUIII.
JeranpHiiie apxiTekTypy 1mojomy Meta Quest 2 onucano y [59].

3. IIporpaMHi MOKJIHMBOCTI Ta iHTerpamis

Meta Quest 2 miaTpumye poOOTy 3 OCHOBHMUMH VR-pymiisiMu, TaKuMu sIK

Unity Ta Unreal Engine, a Takox cymicHa 3 SDK Oculus Ta crangaptom OpenXR
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[49; 50]. Lle no3Bossie po3poOHUKAM CTBOPIOBATH KpoctuiatrgopmeHri VR-nonaTku
Ta aJanTyBaTH ITPOBUN KOHTEHT IMIiJI aBTOHOMHI ILIOJOMH 0€3 J0JaTKOBOTO
KOMII’FOTEPHOTO 00JIaJHaHHS.

KitrouoBi mporpamHi MOXJIUBOCTI BKITIOYAIOTh:

. OIATPUMKY  BUCOKOSKICHOTO  3D-rpadiyHOro  peHaepuHry Ta

IPOCTOPOBOIO ayi0;

. 00p0oOKy JaHUX TPEKIHTY Y peaTbHOMY Yaci Jyist 3a0e3MeUYeHHS TIaBHOT
B3a€EMOJII;
. IHTErpaIil0 CUCTEM 3axXHCTy Ta ONTUMI3allli MPOJYKTHUBHOCTI s

ctabumbHOTO (PyHKITIOHYBaHHS VR-10MaTKIB.

4. IlepeBaru Meta Quest 2

. aBTOHOMHICTh pOOOTH Ta MPOCTOTAa BUKOPUCTAHHS O€3 JOJAaTKOBOTO
0013 THAHHS;
. BHUCOKHUI PIBEHb IMEPCUBHOCTI 3aB/ISIKU BUCOKIN PO3/I1IbHIN 3/1aTHOCTI

JUCIIES Ta TOYHOMY TPEKIHTY;

. HiATPUMKA LIMPOKOro CcHekTpy VR-momartkiB, BKIIOYaruu irpw,
OCBITHI CUMYJISILIIT Ta Tpo(deciiiHl TPeHAKEPH;

. 1HTErparis 3 IporpaMHUMH IHCTPYMEHTAaMU JJIsl IIBUIKOI pO3pOOKH Ta
TecTyBaHHsl VR-koHTeHTY [44; 52].

Taxum ynHOM, Meta Quest 2 € TOTYHOIO Ta YHIBEPCAIBHOIO MIaTHOPMOIO
s po3poOku VR-irop, sika MmoeaHye aBTOHOMHY anapaTHy apXiTeKTypy, TOYHI
CHUCTEMHM BIJICTEKEHHS PYXiB, BACOKOSKICHUM rpadiyHUNA Ta ayJ1i0 BIATBOPIOBAY, a
TaKO)X IIMPOKUN  CHEKTp MPOrpaMHUX  IHCTPYMEHTIB Il  CTBOPEHHSA
IHTEpaKTUBHOTO KOHTEHTY. Ll raTdopma 3abe3neuye BUCOKY SIKICTh 3aHYPEHHS Ta
JI03BOJIsIE€ PO3POOHUKAM peaji3oByBaTH CKJIa/IHI CLIEHapil B3a€EMO/I1 Y BIpTyallbHOMY

CEPEIOBHIIII.
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1.3. IIpuHUMOM MOJEJIOBAHHA IHTEPAKTHUBHOIO cepenoBumia y VR-
irpax

MopentoBaHHsl 1HTEPaKTUBHOIO cepefoBuina y VR-irpax € KIHO4OBUM
eTarnoM po3poOKH, IO BU3HAUYAE PIBEHb 3aHYPEHHS KOPUCTYBauya, €(PEKTUBHICTH
B3a€EMO/IIT Ta PEATICTUYHICTh BIpTyaabHOTO CBITY. OCHOBHOIO METOIO € CTBOPEHHS
CEpe/IOBHUINIA, B IKOMY KOPUCTYBay MOKE€ BIJILHO MEPEMIIyBATUCS, B3AEMOISATH 3
00’€KTaMU Ta BITUyBaTH MPUCYTHICTb, III0 MAKCUMAJIbHO HAOJIMKEHA 10 peajbHOro
nocsiny [18; 19].

1. IIpuHUMI iIMEPCUBHOCTI Ta MPUCYTHOCTI

Edekt iMepcuBHOCTI BHU3HAYAE€THbCA THUM, HACKUIBKM KOPUCTYBau BiJIUyBae
cebe YacTMHOIO BipTyaJdbHOro CBiTY. IlpucyTHicTh 3abe3neuyeTbes Yepes
NOE€HAHHS BHCOKOSKICHOI Tpagikd, TOYHOTO TPEKIHTy pYXiB KOpHUCTyBaua,
IPOCTOPOBOIO ayJli0 Ta TAKTHJILHOTO 3BOPOTHOTO 3B’s3Ky. YUM TOUHIIIE cucTeMa
BIJITBOPIOE (p13MUHI B3aEMO/III TA CEHCOPHI CUTHAJIM, TUM CUJIBHIIIE MPOSBISETHCA
edekt 3anypenns [18; 21].

2. IlpyuHUOMN iIHTEPAKTUBHOCTI

InTepakTHBHICTD 3a0€3MeUy€e MOXKIMBICTh AKTUBHOI B3a€MO/I11 KOPHCTYBaya 3
00’ extamu cepenoBuina. OCHOBHI aCTIEKTH ITHTEPAKTUBHOCTI BKIIIOUAIOTh:

. 00’e€KTH, 10 pearyloTh Ha [li KOpUCTyBaya (HATHCKaHHS,
TepPEeMIIICHHS, TT1HOM, KHJIOK);

. agantuBHy nopeaiHky NPC (HeirpoBux mepcoHaxiB) Ta CEpeIOBHUIIA;

. CIICHapIi MOJIii, 1110 3MIHIOKOTHCS 3aJIEKHO B A1l KOpucTyBaua [22].

3. Ilpunnun peagicTu4HOCTI Qi3UKHU Ta NOBEAIHKHN 00’ €KTIB

Peanictuuna ¢izuka 3abe3reuye MNpUPOAHY TMOBEIIHKY OO0 €KTIB, iX
31ITKHEHHsI, TPaBITAIlI0 Ta TUHAMIKY pyxy. s Iboro BUKOPUCTOBYIOThCS (Di3HUHI
pyuii (PhysX, Havok), mo 103BOJI0TH MOJENIOBATH B3a€EMOII0 OO €KTIB 3
ypaxyBaHHSIM MacH, CWJIM, TepTA Ta iHImUX (i3WYHUX MapaMmeTpiB. Peamictuuna
¢bi3uKa MABUIIYE TPaBAONOMIOHICTh CEPEIOBHINA Ta CIPHUSE OILIBII MPUPOTHIN
B3a€MO/Ii1 KopucTyBaua [22; 24].

4. IlpuHnun MacmTaboBaHOCTI Ta onTUMI3aIil
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VR-cepenoBuiiie MOBUHHO 3a0€311€9yBaTH BUCOKY MTPOAYKTHBHICTh Ha Pi3HUX
anmapatHux KoH(pirypamisx. OnTuwmizaimiss BKIOYAE€ 3MEHIICHHS  KIJTBKOCTI
noironis, Bukopuctands LOD-moneneit (Level of Detail), epextuBHe ynpapmiHHs
TEKCTypaMu Ta peHAepuHroM. MacmTaboBaHICTh JO3BOJISIE PO3POOHUKAM
agantyBaTd VR-koHTeHT mij aBToHOMHI mojomu, [1K Tta iHmi mmardgopmu 6e3
BTpATHU SIKOCTI 3aHypeHHS [6; 26].

S. IIpyHIUN KOTHITUBHOI 3pY4YHOCTi TA ePrOHOMIKH

IaTepdetic kopuctyBaua y VR-irpax mNOBHHEH OyTH 3pO3yMUIUM Ta

IpUPOAHUM. BaxXTMBUMU aclIEeKTaMH €:

. postamryBanHs enemeHTiB Ul y mosi 30py KopucTyBaya;
. IHTYITHBHI KECTH JJIsl B3aEMOJIIT 3 00’ €KTaMU;
. BIJICYTHICTh TMEpPEBaHTAXECHHs 1H(OpPMAIII€I0, 10 MOXXE BUKIUKATH

KOTHITUBHY BTOMY [28].

6. IlpyHUOMI aTaNTUBHOCTI TAa CHEHAPHOT0 MO/IEJIIOBAHHS

JUist  TABUINEHHS  IHTEPAKTHMBHOCTI Ta JAWUHAMIYHOCTI  CEpeOBHUIIA
3aCTOCOBYIOTHCS aJalTHBHI aJrOPUTMH, sIKI 3MiHIOIOTH MOBeIIHKY NPC, 00’€kTiB
Ta OCBITJICHHS 3aJIS)KHO BiJl A1il KopucTyBaua. Lle 103BoJIsiE CTBOPIOBATH YHIKAJIbHI
CIIeHapii JJi1 KOXKHOIO CEaHCY Ta MiABUILY€E PEaliCTUYHICTh B3aEMO/II.

7. IlpuHOMN 0AraToCEeHCOPHOI iHTerpamii

EdextuBne monemoBanHs VR-cepenoBuina mnepemdadac CHHXPOHI3AIIIIO

PI3HUX CEHCOPHUX KaHAJIIB:

. Bi3yasnbHOTO (Tpadika, CBITIO, TiH1);

. ayJliaibHOTO (TIPOCTOPOBE ay/1i0, 3BYKOBI €PEKTH);

. TaKTUJILHOTO (BiOpairis, haptics);

. pyXoBOTO  (BIACTEKEHHS  TIOJIOXKEHHS  TOJOBH  Ta  PYK).

baratocencopna iHTerpamis 3a0esnedye THOOKUI e(eKT 3aHypeHHs Ta
peanicTuuHICTh cripuiHarTs [18; 31; 32].

Takum YmHOM, MOJENIOBAHHS 1HTEPAKTUBHOTO cepemoBumia y VR-irpax
IPYHTYETbCS Ha TMPUHLIMMNAX IMEPCUBHOCTI, I1HTEPAKTUBHOCTI, pPeajliCTUYHOCTI

¢i13uku, ontumizaiii Ta 6aratoceHCOpHOi iHTerpaiii. JloTpumMaHHs IUX NPUHIUITIB
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JI03BOJIsIE CTBOPIOBATH VR-101aTKM BUCOKOTO PiBHS 3aHYPEHHS, 110 3a0€3MeUyI0Th
e(peKTUBHY B3a€MO/I1}0 KOPUCTYBaya 3 BIpTyaJIbHUM CBITOM, @ TAKOX BIANOBIJAIOThH

Cy4aCHUM BUMOTaM SIK JI0 pO3Bar, Tak 1 10 OCBITHIX Ta NMPOGeCIitHUX CUMYJISIIIH.

1.3.1. InTepakTHBHICTH Ta (pi3MYHA B3a€MOJis Y BipTyaJbHOMY IIPOCTOPI

SIk  3a3HaA4alOTh JIOCHIIHUKH, «OJHUM 13 HaWBaXKJIUBIIIMX AacCICKTIB
BIPTYaJIbHOI PEabHOCTI € IHTEPAKTUBHICTD, SIKa BU3HAYa€ 37aTHICTh KOPUCTyBaya
AKTHUBHO B3a€EMOJIIATH 3 00’ €KTaMU 1 CEPEAOBHUIIEM Y IUPPOBOMY ITPOCTOPI» — 11€
JIO3BOJIIE HE JIMIIE CIIOCTepIraTd, a ¥l Oe3Mmocepe/lHbO BIUIMBATH Ha BIPTYaJIbHE
CEpEeIOBHUIIE Ta OTPUMYBATH 3BOPOTHHH 3B’ 30K Y peanbHOMY daci [18; 21; 33].

[aTepakTuBHICTh Y VR-irpax € ckiagHuM NCUXO(I3UYHUM IMPOIECOM, IO
BKJIIOYAE B3aEMOJII0 KOpUCMY8a4a — anaApamuuii HAPUCMpIil — NpospamHe
cepedosuuje. Came 11 B3aeMoJlig 3a0e3rleuye akTUBHY y4acThb KOpPHUCTyBaua B
CUMYJIbOBAHOMY CBIT1, CTBOPIOIOYH €(EKT MPUCYTHOCTI Ta KOHTPOJIIO HAJl MOISIMU
y BIpTyaJbHOMY NpOCTOpi. |HTEepakTUBHICTH peani3yeThesl K uepe3 Bi3yalbHi U
aymianbHl peakiii Ha [Aii KOpUCTyBaya, Tak 1 4epe3 (i3uyHy B3aEMOJIIO 13
BIpTyaJIbHUMH OO0 ’€KTaMU 3a JIONIOMOTOI0 KOHTPOJIEPIB, TPEKIHTY PyXiB Ta
TEXHOJIOT1M TaKTHJIBHOTO 3BOPOTHOTO 3B 513Ky (haptics). [22; 34]

@izuyHa B3a€MOJisi — 1€ 3/aTHICTh KOPHCTyBaya HE JIMINE CIpPUAMATH
BIpTyaJIbHE CEpeNOBUINE, a W (PI3MYHO B3AEMOMISATH 3 HUM 4Yepe3 PyXu Tiia,
MaHIMyJSiiT pykaMd ab0 1HIIMMH BBIIHUMM TPUCTPOSIMU. 3aBISKH TPEKIHTOBUM
CHUCTEeMaM TIOJIOKEHHSI TOJIOBH, PYK Ta Tila BU3HAYAETHCA Yy TPUBHMIPHOMY
IPOCTOPI, IO JO3BOJISE BIATBOPIOBATU IPUPOAHI PyXU KOPUCTYyBaua y BIpTyalbHUAN
koHTeKcT. CyuyacHi VR-cuctemMu miaATpUMYIOTh SIK mMpaouyitiii KOHmpoiepu, Tak 1
JIaH1 11010 IPOCTOPOBOTO MO3UITIFOBaHHS, BKiIFo9aroun hand-tracking (BimcrexeHHs
pyk 0e3 KOHTpoJiepiB) uisi OUIbII TPUPOJHUX SKECTIB, MO MIJABUILYE SKICTh
CHPUIHSATTS Ta piBEHb NPUCYTHOCTI. [35; 36]

®iznuna B3aeMoisi y VR Takox MOB’si3aHa 3 KOHIICTIIIEID CEHCOMOTOPHOT
1HTerpauii: 11i KopucTyBaya (pyXu Tula, )KECTH) MEPETBOPIOIOTHCS HA 3MIHU Y

BIpTyaJIbHOMY CE€PEIOBHIIII, a PEAKIlii cepe0BHUIIA (3MiHA MO3UITIT 00’ €KTIB, 3ByKOBI
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edeKTH, TaKTUJIbHUNA 3BOPOTHHM 3B’S30K) MOBEPTAIOTHCA JIO KOPUCTYBaua,
CTBOPIOIOUM IUKIIYHUA KOHTYp B3aeMoaii. Takuii CEHCOMOTOPHHI 3B’S30K
nigcuimoe ehexkt embodiment (BTUICHHS), KOJIM KOPUCTYyBayd BIUYYyBa€ CBOE TiJIO
BIPTYaJbHO MPEACTaBICHUM Ta i€ Y B3aeMOJIl 3 00’ €KTaMU Ha OCHOBI peajbHUX
pyxiB. [19; 21; 37]

KirouoBMMHM KOMIIOHEHTAMU 1HTEPAKTUBHOCTI Ta (i3udHOI B3aeMo/ii y VR-
irpax €:

. BBinHi mpucTpoi — KOHTpOJIEpU, pyKaBUUKH, CEHCOPU TPEKIHTY, 1110
3a0€3Meuy0Th TOUHE BiJIOOpaXKEHHS PYXIB KOPUCTYBaya y BIpTyaIbHOMY IPOCTOPI.

. BisyaabHuii Ta ayaianbHuil 3BOPOTHMI 3B’SI30K — peajiCTHYHI
3MIHHU y CIIEHI, SIK1 BIATIOBIAIOTH A1sIM KOpHUCTyBaya.

. @i3uyHi BJIACTHBOCTI 00’€KTIB — MOJEII MOBEIIHKH, IO IMITYIOTh
¢bi3uuH1 3aKkoHM (TpaBiTallis, 3ITKHEHHA, 1HEpIs), 3a0€3MeUyloud MNPUPOAHY
B3a€EMO/III0 3 BIPTyaJIbHUMH 00’ €KTaMHU.

. Haptics i TakTuJIbHUI 3BOPOTHMII 3B’SI30K — Tepenaya BIUYTTIiB
JOTUKY Ta OMNOpYy, 10 POOUTH B3aEMOJII0 OLIBIN HAOIMKEHOI 0 PealbHOrOo
CIIPUUHATTS.

JleTanpHBIIIE OMUCAHO Y JKepenax [23; 24; 34]

[HTEepakTUBHICTH 1 (I3UYHA B3aEMOJIISA BIAITPalOTh KIOYOBY pPOJIb Yy
NIABUIICHHI 3aHYpeHHs Ta npucymHocmi: akTUBHA B3aemois 3 VR-cepenoBuiem
He JuIie 301IbInye eeKTUBHICTh KOPUCTYBAIIBKOTO JOCBIY, a M CIIPUSE KPaIloMy
HaBYaHHIO, IPUUHATTIO PIILIEHb Ta EMOI[IHHOMY 3JIy4EHHIO Y BIpTYaJIbHI CIIeHapii.
Takuit OGaraToBUMIpHHUN MiAXiT IO B3aEMOJI € OJHUM 13 (yHIaMEHTaJIbHUX
MIPUHIIAITIB MOJICIIOBaHHS IHTEpakTUBHUX VR-cepenoBuil, 1o 3abesneuye iXHIO

e(eKTUBHICTD SIK Y PO3BAXKAIBbHUX, TaK 1y MpodeciiiHuX 3acTOCYBaHHAX [27; 38]

1.3.2. Oco0,1MBOCTI MPOEKTYBAHHS IrpOBHUX ClEeH Ta 00°ekTiB Yy VR
[TpoexTyBaHHS irpoBUX ClieH Ta 00’ €kTiB y VR-irpax Mae 3HauH1 BiIMIHHOCTI
BiA TpamuiiiiHoro 2D um 3D-reiimauzaitHy depe3 HEOOXiAHICTH 3a0e3medeHHs

MOBHOTO 3aHypPEHHS KOPUCTyBaua, BHCOKOI IHTEPAKTMBHOCTI Ta BIAMOBITHOCTI



30

Gb13uyHUM 3aKOoHaM y BipTyajdbHOMY IpocTopi [18; 39]. Sk 3a3nauae A. Slater,
«e(eKT MPUCYTHOCTI Y BIPTyaTbHOMY CEPEIOBHIII 3aJICKUTh HE JIUIIE BiJl IKOCTI
rpadiku, a i BiJ MPaBUIBHOTO MPOEKTYBAHHS 00’ €KTIB Ta B3aeMOJI1 3 HUMH [21]»

[TpoextyBanus VR-crien nepenbavyae BpaxyBaHHS TAKUX OCHOBHUX aCIICKTIB:

. MacwmrabyBaHHs Ta nponopuii 00’€KTiB, 1110 3a0e3neuye NpaBUIbHE
BIIUYTTSI IPOCTOPY;

. OnTumizanmis MOJIrOHAJIBHOI CTPYKTYPH Ta TeKCTYyp, Ui
MIITPUMKHU CTa01ILHOTO (PperMpenTy;

. Po3ramyBanHsi  iHTEPAKTMBHHMX  00’€KTiB, 110  J03BOJISIE
KOPHCTYBauy JIETKO B3a€MOJIIATU 0e3 TUCKOMDOPTY;

. di3znyHa KOPEKTHICTHh MOBEAIHKM 00’€KTiB, 100 peakiis Ha i
KOpHCTyBava BUIJIsIIajia MPUPOIHOIO;

. CuenapHa KOMNO3MUIifAA Ta HaBiramis, 1o 3a0e3nedye JOTIYHUIM
MOPSAO0K TOJIH 1 3py4HICTb nepemitieHHs y VR-cepenopuii [26;].

JlJis HAaOYHOCTI MOPIBHSIEMO KITFOYOBI OCOOJMBOCTI MPOEKTYBAaHHS IMPOBUX
00’exTiB y VR 3 Tpaguiiitaum 3D-au3aitHOM y TaOJIuIIi:

Tabnuys 1.1
IopiBHsIIbHSA Ta0JMUsA 0c00IMBOCTEl NMPOeKTYBaHHA 00’€KkTiB Y VR Ta

Tpaauuinaux 3D-irpax

ITapameTp Tpaguuivinuii 3D-au3aiin VR-au3aiin
Macmrab OpieHTOBaHMI Ha €KpaH OpieHTOBaHMI Ha peaibHE
00’€KTIB MOHITOpPa; MacITad 4acTo BIIUYTTS MIPOCTOPY; TOYHI

YMOBHHIA MPOMOPITii KPUTHIHO BaXKITUBI

InTepakTuBHICTE | OOMEKeHa B3aeMO/Iisg uepe3 | Bucoka iHTepakTUBHICTh

MHUIIY Ta KJIaBiaTypy yepe3 KOHTPOJIEPH, TPEKIHT
pyxiB Ta hand-tracking
OnTumizaris OnTumizanis rpadiku amis O00B’s13K0Ba BHCOKA
3pY4YHOTO PEHAEPUHTY Ha OTITUMI3AIIIS ITIS T ATPUMKHA
[TK/xoncomsx crabuteHOoro FPS'y VR
(3a3Buyait >90)
®i3znyHa di3uka Moxe OyTu Peanictuuna ¢izuka 00’ €kTiB
HOBEJIHKA YMOBHOIO, 4aCTO U1 IPAaBUIIBHOTO BiAYYTTS

CTHJII30BaHa B3a€EMO/IiT Ta 3aHYPECHHS
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ITapamertp Tpaguuiiinuii 3D-qu3aiin VR-au3aiin
Hasgiramis [TepemimieHHs yepes [Ipuponna HaBiraiis
KJIaBiaTypy abo KOHTpOJIEp KOPHUCTYBa4a y TPUBUMIPHOMY
IPOCTOPI 3 ypaxyBaHHAM
obMmexxeHbr VR

CeHncopHuit BincyTHiit abo oomexxenuit | TakTunpHul, ayaiaibHul Ta
3BOPOTHHUM BI3yaJIbHUI 3BOPOTHHIA
3B’ SI30K 3B’ 130K IS I1ABUILIEHHS
IPUCYTHOCTI
Komno3uiis OpieHTOBaHa Ha TJIOCKUH OpieHToBaHa Ha Oul
CLEHU €KpaH Ta KOMIO3MUIIiHI KOPHUCTYyBaua, HOTo MoJIe 30py
npaBuia KaMepu Ta MEPCHEKTUBY y MPOCTOP1

Jlxepeno: y3aranbHeHO 3a [18; 26; 39; 41]. Sk Mu 6aunmo, NPOEKTYBaHHSA
00’exTiB y VR-irpax 3Ha4uHoO Bipi3HA€ThCA BiA TpaguiiitHoro 3D-auzaitny. ¥ VR
KPUTHUYHO BOXXJIMBUMHU € PEaJICTUYHI MPOMOPIIiT 00’ €KTIB, BUCOKA IHTEPAKTUBHICTh
Ta TOYHE BIITBOPEHHS (PI3UYHOI MOBEIIHKHU, TOJI AK y Tpaaumiitaux 3D-irpax mi
napaMeTpy 4aCTO YMOBHI 1 Opi€EHTOBaHI1 Ha ekpaH MoHiTopa. Takox y VR oco6iuBa
yBara MPHIIISEThCS CEHCOPHOMY 3BOPOTHOMY 3B’SI3Ky Ta TPUPOIHIN Hairartii
KOpHCTyBaya, 110 3abe3neuye e(eKT MPUCYTHOCTI Ta KOM(OpPTHE 3aHYpEHHS Y
BipTyanbHe cepemoBuiie. [IpoektyBanHs VR-ciieH Takox — mepembadae
BUKOPWCTAHHS MPUHIIUAITY «IEHTP YBArd KOPUCTYBa4ay», KOJIH BAXIJIHUBI 00’ €KTH
Ta KIIOYOBI €JEMEHTH pO3TAlIOBYIOTHCS Y 30HI MPSMOTO CHOCTEPEKECHHS
KopucTyBauda. J[oaTKoBO HEOOXiJHO BpaxoByBaTh oOMexkeHHs VR-miardopmu,
TaKi sIK JAIbHICTh TPEKIHTY KOHTPOJIEPIB, MII0IIA (PI3UYHOT0 MPOCTOPY KOPUCTYBaUa
Ta MOTEHIIHI TpobsieMu 3 MOpCchKor XBopoOoto (VR sickness) [55].

Takum ywmHOM, MpOEKTyBaHHS 00’€kTiB 1 cmeH y VR-irpax motpelye
IHTETPOBAHOIO MIJIXOJY, SAKUH TO€AHye (I3UUHY MPaBIONOIIOHICTb, BHCOKY
1HTEPaKTUBHICTh, ONTUMI3AIliI0 MPOAYKTUBHOCTI Ta €proHOMIYHY HaBiraiit. Jluire
KOMIUIEKCHE BpPaxyBaHHS LIMX aCIEKTIB JI03BOJsiE CTBOproBaTH VR-momatku, mio
3a0e3MmeuyroTh TIHOOKE 3aHYpeHHS KOPUCTyBaua Ta MPHPOIHY B3AEMOII0 3

BIPTyaJIbHUM CEPEIOBUIIIEM.
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BucnoBku 10 po3aiay 1

Y mepumiomy po3auIl  AUIJIOMHOT poOOTH OyJl0 pPO3IJISHYTO KIIFOYOBI
TEOPETUYHI Ta TEXHIYH1 aCIIEKTH CTBOPEHHS 1HTepakTUBHUX VR-cepenonuir ta VR-
irop. [IpoBenenuit anasni3 103BOIHUB CHPOPMYITIOBATH HACTYITHI BUCHOBKHU:

1. IlonsaTrTs BipTyanbHoi peanabHocTi Ta VR-irop. Bipryansha
peaNbHICTh BHU3HAYAETHCS SK TEXHOJOTISI CTBOPEHHsS 1110311 MPUCYTHOCTI
KOpPHUCTyBaya Yy MITYYHO 3MOJEIbOBAHOMY TPHUBUMIPHOMY CEpPEIOBHILI, IO
HIATPUMY€E THTEPAKTUBHY B3a€MOJIII0 Ta CEHCOMOTOPHUI 3BOPOTHUI 3B’s130K. VR-
I'pU € PI3HOBUIOM 1HTEPAKTUBHUX MPOTPAMHUX CUCTEM, SIKi TOEAHYIOTh Bi3yasbHI,
ayaianbHi Ta (Pi3U4HI KOMIIOHEHTH JIJIsl CTBOPEHHSI BUCOKOTO PIBHS 3aHYPEHHS Ta
aKTUBHOI y4acTl KOpUCTyBaya.

2. AmnapatHo-nporpamue 3a0e3neuennst 1 VR. Jlia ctBopenns VR-
irop HeoOXiAHI fK MOTYyXH1 amapaTHi KoMroHeHTH (VR-11omomu, KOHTpoJepw,
CUCTEMHU TPEKIHTY, KOMII' IOTEpHE OOJIaJIHaHHS), TaK 1 MPOrpaMHi 1HCTPYMEHTH
(mBwxku Unity ta Unreal Engine, SDK nmns VR, cucremn ¢izuunoro
MojentoBanHs). OcobnuBa yBara npuauisierbcsi VR-monomy Meta Quest 2, saxuii
3a0e3neyye aBTOHOMHY pOOOTY, BHCOKY pO3JUIbHY 3AaTHICTh, TPEKIHT PyXiB
KopHcTyBada Ta miaTpuMky hand-tracking.

3. IlpuHuunmu  MOAEJIOBAHHS  IHTEPAKTHBHOIO  Cepel0BMIIA.
MopnemtoBanusi VR-cepenoBuina IpyHTYEThCS HAa TPHUHIUNAX IHTEPAKTUBHOCTI,
¢b13M4HOI B3aeMOli Ta peanizalii NpuUCyTHOCTI. [HTepakTuBHICTE Y VR BKItOUae
UKIIIYHAN 3B’ 30K «KOPUCTYBAud — CEPEIOBUIIEY, JIe Jii KOPUCTYBaya BILTUBAIOThH
Ha BIPTyaJibHI 00’€KTH, a CUCTeMa HaJa€ 3BOPOTHHUM CEHCOPHHH, Bi3yaJbHHUI Ta
ayJliallbHUN BIJITYK.

4. IIpoexkTryBanHs cueH i 00’ekTiB y VR. IIpoektyBanns VR-cuen Tta
00’€KTIB Ma€ BpaxOByBaTH MacIITad, mporopiii, ¢pi3uyHy MOBEAIHKY OO0’ €KTIB,
onTtumizauilo rpadiky, JIOTIKY HaBiramii Ta po3TallyBaHHS 1HTEPAKTUBHHUX
eJeMEHTIB. SIK ToKa3aHo y MOpIBHSUIBHIN Tabnuil, VR-au3aiiH BiAPI3HAETHCS Bijl
TpaguiiiiHoro 3D-nu3aliHy MiIBUIIEHOO THTEPAKTUBHICTIO, TPUPOIHICTIO PYXIB Ta

MIITPUMKOIO CEHCOPHOTO 3BOPOTHOTO 3B’SI3KY, IO 3a0e3nedye eeKT MPUCyTHOCTI.
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3. BucHoBok 3arajibHOro xapakrtepy. Po3ymiHHg anmapaTHuUX Ta
OpOrpaMHUX KOMIOHEHTIB VR, mNpuHIUNIB MOAENIOBaHHS I1HTEPAKTUBHOIO
CepeloBUIIIa Ta OCOOIMBOCTEH MPOEKTYBaHHS IrPOBUX CLEH € (PYHIAMEHTOM JUIs
epexTuBHOT po3poOKku VR-irop. VYci po3risHyTI acmneKkTH B3a€MOIOB’sI3aHi:
IpaBWIbHUN BUOIp 00J1aAHAHHS, ONITUMI3AIlisl IPOTPAMHOTO CEepeIoBHUIIa Ta JOrika
B3a€MO/Ii1 KOPUCTYyBauya BU3HAYAIOTh SIKICTh 3aHYPEHHS, IPOAYKTUBHICTh CUCTEMU
Ta piBEeHb IHTEPAKTUBHOCTI, 10 € KIFOYOBUMH MOKa3HUKAMH YCIIITHOCTI Cy4YaCHUX
VR-nonarkis.

Takum 4rHOM, NMEPUINNA PO31J CTBOPIOE TEOPETUUHY Ta METOI0JIOTIUHY 0azy
JUTSL TIOAANBIIIOTO JOCTIPKEHHS Ta MPAKTUYHOI peami3allli iHTepakTuBHOTO VR-

cepenoBuia y VR-irpax i3 Bukopuctanssm 1mojioma Meta Quest 2.
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PO31JI 2
IMPOEKTYBAHHS TA PEAJIIBALISA VR-I'PU 3 IHTEPAKTUBHUM
CEPEJOBHUIIEM

VY nonepeaHboMy po3iii OyJio pO3TIISIHYTO TEOPETUYHI OCHOBU BIPTYyaIbHOI
peasibHOCT1, 0c00IUBOCTI VR-Irop sk iIHTEpaKTUBHUX IPOrPaMHUX CUCTEM, a TAKOX
amapaTHO-IIpOrpaMHi 3aco0M, IO 3aCTOCOBYIOThCS sl CTBOpeHHST VR-monatkis.
OTprMaH1 TEOPETHYHI MOJIOKEHHS € MIATPYHTAM IS MpakTU4yHOi peamizaiii VR-
I'pU 3 IHTEPAKTUBHUM CEPEJOBUIIIEM, OPIEHTOBAHOI HA BUKOPUCTAHHS aBTOHOMHOI'O
VR-monomy Meta Quest 2.

Jlauuii po3Ai MPUCBIYCHUN Mpoliecy MPOEKTYBaHHs Ta peamizanii VR-rpu
KaHPYy escape room, y SKii OCHOBHUM akKIEHT 3poOJjieHO Ha (i3uuHiil B3aeMoIii
KOpUCTyBaya 3  O0’€KTaMu  BipTyalbHOro  cepefoBumia.  OcoONHBICTIO
PO3pOOIIIOBAHOT TPH € TIOEHAHHS MaCIITAOHOTO IrPOBOT'O IPOCTOPY 3 MOXKIIUBICTIO
MaHIMyJIAIil BETUKUMU 00’€KTaMU, IO 3YMOBJICHO ITPOBOIO KOHIICTIIEID Ta
0e3nocepelHbO BIUIMBAE Ha apXITEKTypy MPOEKTY M MIAXOAM 10 MOJETIOBAHHS
CepelIoBHUIIIA.

VY Mexax po3aiuly po3risAaroThes erand (OpMyBaHHS IMPOBOI KOHIIETLIT,
BU3HAYCHHS (YHKIIOHATHHUX BHMOT Ta MPOEKTYBaHHA apXiTtektypu VR-rpu y
cepepouni  Unity. Okpemy yBary mpUIIJIEHO OpraHizaiii irpoBUX CIIEH,
MOJICIIIOBAHHIO  BIPTYaJIbHUX  MPUMINIEHh Ta  HAIAMTYBaHHIO  (QI3UYHHUX
BJIACTUBOCTEN OO0’€KTIB, $fKI 3a0€3MeUyl0Th MOMXKIUBICTh iX 3aXOIUICHHS,
MEepEeMIIeHHS Ta BAKOPUCTAHHSI Y TIPOIIECi MPOXOKEHHS TPH.

Peanizamiss VR-Tpu 3miiCHIOETBCS 3 ypaxyBaHHSAM TEXHIYHUX OOMEXEHb
aBTOHOMHOro VR-monmomy Meta Quest 2, mo BUMarae ONTUMaJIbHOIO
BUKOPUCTAHHA OOYMCIIOBAJIbHUX PECYpPCiB Ta KOPEKTHOTO HaJAlITyBaHHS
bBuuHMX 1 TpadiuHMx mapamerpiB. Y mporeci po3poOKM ocoOiMBa yBara
NPUIISETHCS 3a0e3MeYeHHI0 CTabIbHOT POOOTH JOAATKY, MPUPOHOI B3a€EMOJIIT
KOPHUCTYyBaya 3 BIpTyaJbHUM CEPEJIOBHINEM Ta 30€pEKEHHIO BIIUYTTS iMepCii.

Takum 4MHOM, Y APYrOMY PO3IiIl 3A1MCHIOETHCS MEPEXi]] Bl TEOPETUYHOTO

aHami3y N0 TMpakTH4HOI peamizamii  VR-rpw, ska BHUCTymae NPHUKIAIOM



35

MO/ICJIIOBAHHS IHTEPAKTUBHOTO cepenoBuina y VR-irpax. PesynbraTu, oTprMani Ha
bOMY €Talll, € OCHOBOIO JIJIsl IMOJAJIBIIOr0 aHaji3y 1HTEPaKTHMBHHX MEXaHIK Ta

TeCTyBaHHs po3pobieHoro VR-gonatky

2.1. TlocraHoBKa 3aa4i Ta KOHUEMNIisI MOJEJTIOBAHHSA IHTEPAKTHUBHOI0

VR-cepenosuina

Y Mexax MaricTepcbkoi poOOTH OCHOBHOIO METOKO € JOCTIDKCHHS Ta
IpaKTUYHA peajizallis IpoLecy MOIEIOBAHHS IHTEPaKTUBHOTO cepenoBuiiay VR-
irpax i3 BUKOpUCTaHHSAM aBTOHOMHOTO VR-monomy Meta Quest 2. Po3po6iena VR-
rpa He pO3TIIAJAETHCS SIK CAMOCTINHHIM KOMEPLIHHUN TPOTYKT, @ BUKOPHUCTOBYETHCS
K eKCIIepHMEHTAJIbHE CepeloBHIIe, Y SIKOMY PEali3yIOThCs Ta MEPEBIPAIOTHCA
OPUHLUIM 1HTEPAKTUBHOCTI, (PI3MYHOI B3a€MOJIi Ta MPOCTOPOBOI OpraHizarii
BIpPTYyaJIbHOTO CBITY.

[TocTaHoBKa 3aa4i MOJIATA€ y CTBOPEHHI TAKOTO BIPTYaJIbHOT'O CEPEIOBUIIIA,
7ie irpoBHii mpouec GopMyeTbes Oe3MocepeIHbO Yepe3 B3aEMOII0 KOPUCTyBaya 3
00’eKTaMHu MPOCTOPY, a HE Yepe3 3a3/alierijib BU3HaueH1 ClieHapii abo abCTpaKTHI
iHTepdeiicu. OCHOBHUM aKIIEHT poOUThCA HAa (I3UYHO OOIPYHTOBAHINM B3aeMOIii,
o 0a3yeThCs HAa peaTbHUX pyXax KOPUCTyBada, 3aXOIUJICHHI MPEIMETIB, 3MiHI 1X
IIOJIO’KEHHS T4 BUKOPUCTAHHI BIIACTUBOCTEN CEPENOBUIIIA ISl JOCATHEHHSI ITPOBUX
LJIEH.

Konuenuisi iHTEpAKTUBHOIO cepea0BHINA

Jlnst mocmiIKeHHS TIPOIIeCy MOJICIIIOBaHHS IHTepakTUBHOTO VR-cepenoBuiia
Oyno pospobsieno kouneniiio rpu Little Strongman, sixa no3BoJisie 30cepenuTu
yBary caMe Ha B3a€MOJii KOpHCTyBada 3 TPOCTOpoM. IrpoBe cepemoBuiie
NPEJICTABICHO Yy BUIJIS/I 3aMKHEHOTO OYJIMHKY, IO CKJIAJA€ThCA 3 IMOCIHIIOBHO
3’€JHAHUX KIMHAT, KOKHA 3 SIKUX € OKPEMOIO IHTEPAKTHUBHOIO CIICHOIO 3 BJIACHUM

Ha0OpOM 00’ €KTIB Ta YMOB B3a€MO/III.
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Ki1ro4oBO10 0COOIMBICTIO CEpeloBHIA € 3MiHa MacimTady mepcoHaxa
BITHOCHO HAaBKOJHUIIIHIX 00’€KTiB. ['paBelp kepye MepCcoHakeM 3HAYHO MEHIIOTO

pPO3MIpY, HIK CTaHJIAPTHI €JIEMEHTH 1HTEP €PY, L0 JT03BOJISIE:

. H1AKPECIUTH MPOCTOPOBY CTPYKTYPY CLIEHHU;
. 3MIHUTU COPUAHATTS 3HAHOMHX 00’ €KTIB;
. CTBOPHUTU YMOBH, 32 SIKHX B3a€MOJIil 3 CEPEOBUIIEM CTa€ OCHOBHUM

MEXaH13MOM ITPOBOTO MPOIIECY.

Takuii maxia gae 3MOry JOCHIAUTH, SK MacmTad, mponopuii Ta Qizuyuni
BJIACTUBOCTI 00’€KTIiB BIUIMBAIOTh HA 3PYYHICTh, IHTYITUBHICTh 1 €(DEKTUBHICTD
B3aemoii y VR.

MoaeaoBanHs Qi3MYHOI B3a€EMOIl 3 00’ €KTaMU

[uTepakTuBHE cepenoBulle Tpu MOOyAOBaHE HAa NpUHUUII (iZHYHON
B3a€MOJIii KOpUCTYBauya 3 00’€KTaMM BipTyaJabHOro HPOCTOPY. YcCi KIHOYOBI
€JIEMEHTHU CepeOBUIIa — IMPEIMETH 1HTEep €pY, KHOIKH, ABEPl — MaroTh (Hi3UyHI
BJIACTUBOCTI, 1110 MiAMOPAIKOBYIOTHCS 3aKOHAM T'paBiTallii, 3ITKHEHb Ta 1HEPIIi.

KopuctyBau, BukopuctoBytoun VR-koHTposepu Meta Quest 2, Moxe:

. 3aXOILUTIOBATU 00’ €KTH PI13HOI MacH Ta po3MIipy;

. nepeMilryBaTH iX y MpocTopi;

. CKJIaJIaTH MPEIMETH OJIMH Ha OJIUH;

. BUKOPHCTOBYBATH 00’ €KTH SIK OTIOPY 200 1HCTPYMEHT IS TOCSITHEHHS

IHTEPAKTUBHUX €JIEMEHTIB CIIEHHU.

TakuMm 9HOM, JIOTiKa MIPOXOKEHHS TPU (HOPMYETHCSI O€3MOCepPEIHBO Yepes
CepeoBHUIIe, a HE Yepe3 TEKCTOBI MiAKa3Ku a0o TpaAuIliitHi irpoBi iHTepdeiicu. Le
JIO3BOJISIE HA TIPAKTHIIl peali3yBaTu MPUHIUN «environment-driven gameplayy, ae
caMe CepeIOBHUIIE BUCTYIIA€ OCHOBHUM HOCIEM ITPOBHUX MEXaHIK.

IHTepaKkTUBHI eJleMeHTH SIK YaCTHHA Cepel0BUINA

Oco0MBYy poOJb y MOJIENIIOBaHHI 1HTEPAKTHUBHOI'O CEPEIOBUINA BiAIParOTh
¢i3uYHi KHONKM Ta JABepi, SKi HE € aOCTPaKTHUMH TPUTE€paMH, a IHTETpOBaHI y

MPOCTIP 5K MMOBHOILIIHHI 00’ €KTHU. AKTHBALIISI TAKUX €JIEMEHTIB MOKJIMBA JIUIIIE Yepe3
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G13UYHUN BIUIMB — HATHCKAaHHS, JOCSATHEHHsS a00 BUKOPHUCTAHHS MPEIMETIB
CepeIOBHIIIA.

Ile no3Bousie:

. JOCTIANTH MOBEAIHKY KopHcTyBada y VR-nipocTopi;
. OLIIHUTHU 1HTYITUBHICTh PO3TAIlyBaHHS IHTEPAKTUBHUX 00’ €KTIB;
. nepeBipuTH  ePEeKTUBHICTh  (I3UYHUX  MEXaHIK Yy  KOHTEKCTI

aBTOHOMHOTO VR-1omomy.

O0MexeHHSI Ta YMOBH peaJizamii cepeaoBHINA

[TpoexTyBaHHS 1HTEPAKTUBHOTO CEPEOBHINA 3IHCHIOETHCS 3 ypaXyBaHHAM
anapaTHux oomexxenb Meta Quest 2, 30kpeMa aBTOHOMHOTO PEXUMY POOOTH,
00MexeHOT 00UYHCITIOBAIBLHOT MOTY>KHOCTI Ta HEOOX1THOCTI MATPUMKU CTa01IbHOT
4acTOTH KajpiB. BipTyansHuil mpocTip aganToBaHUil 10 0OMEXKEHOTO (i3MIHOTO
IPOCTOPY KOPUCTYBaAYa, 0 I03BOJISIE€ YHUKHYTH TUCKOM(OPTY Ta 3MEHIIIUTU PU3UK
BuHUKHEHHs VR-sickness.

Oxpema yBara npuiIs€ThCS:

. CTab1ILHOCTI TPEKIHTY PYXiB PYK;
. TOYHOCTI 3aXOINIEHHS 00’ €KTIB;
. onTuMizaiii pi3MYHUX PO3PaXyHKIB y peaJbHOMY Yaci.

2.2. CTpyKTypHa MoJeJib iHTEPAKTUBHOIO cepenoBuina VR-rpu

[arepaktuBHEe cepemoBuile y VR-rpi € CKIagHOI  CHCTEMOIO
B3a€MOIIOB’SI3aHIUX KOMITOHEHTIB, SIKi 3a0€3MeUyI0Th aKTHBHY Y4acTh KOPUCTyBada
y BIPTyaJbHOMY MpOCTOpi, (PI3WYHY B3AEMOJII0 3 00’€KTaMHU Ta OTPUMAHHA
3BOPOTHOIO 3B’S3Ky B PEXHMMI peajbHOro yacy. Ha BiaMiHy BiJl TpaaulliiHHX
IrpoBUX cepeaoBul], y VR KopucTyBad He JMIle CHOCTEpIrae 3a MOIISMHU, a
BUCTYIA€ 0€3M0CepeIHIM eIEMEHTOM CUCTEMHU, BIUIMBAIOYM Ha CTaH BIPTYaJbHOTO
CBITY 4Yepe3 BJIACHI PyXH Ta Jii.

VY Mexax AaHoi marictepcbkoi poOOTH 1HTEpaKkTUBHE ceperoBuile VR-rpu
PO3TIIAIAETECA K CTPYKTYPHA MOJAeNb, IO CKIAAAETbCA 3 HU3KH JIOTIYHUX

nigcucTeM, 00’ €qHAHUX Yy €IUHUN IUKI B3a€EMOJII «KOPUCTYyBad — CHCTEMa —
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CEPEIOBUIIE — 3BOPOTHUM 3B’ SI30K».

OCHOBHI KOMIIOHEHTH IHTEPAKTHUBHOI'O CepeI0BHIIA:

1) Kopucrysau

KopHCTyBad € [eHTPaIbHIM eIeMEHTOM iHTepaKTHBHOTO cepenoBHIna. Foro
Gb13uuH1 pyxH, ®KECTH PyK Ta Aii 3 KoHTposepamu (GOpMyIOTh BXiaH1 qaHi 1yist VR-
cuctemu. Ha ibomy piBHI BiIOYBA€ThCS IPUMHSTTS PIllI€HB, IPOCTOPOBE MUCIICHHS
Ta 1HIIIAIs B3aEMO/Ii1 3 00’ €KTaMH BIpTYaJIbHOTO CBITY.

2)  VR-mogom Meta Quest 2

VR-1110/10M BUKOHYE pOJIb amapaTHOTo I1HTepdeiicy MK KOPHUCTyBaueM Ta

BIpTyaJbHUM cepepoBullieM. Bin 3abe3neuye:

. B1I00pakeHHs TPUBUMIPHOTO 300paKEHHS;
. BIJICTEXKEHHS TTOJIOKEHHS TOJIOBH;
. nepeaady CeHCOPHUX JTAaHUX y MPOTPaMHy YaCTUHY TPH.

Meta Quest 2 mo3Boisie peayli3yBaTH aBTOHOMHY MOJIENb 1HTEPAaKTHBHOTO
cepenoBuIna 6€3 MiIKITI0YEHHS 10 30BHIITHROTO KOMIT I0Tepa.

3)  VR-koHTpoJepu

KonTponepu BiAMOBiNalOTH 3a BIACTEXKEHHS PyXiB PyK Ta IHILIALIIO MdIA
KOPUCTYBa4a, TaKWX SK 3aXOIUICHHS, NEPEMIIICHHS, HATHCKAaHHS KHOIOK 1
B3a€MO/Iis 3 00’ ekTamu. JlaH1 3 KOHTPOJIEPIB MEPEIAIOTHCS 10 CUCTEMH B3aEMOIIT Y
pealbHOMY dYaci.

4) CucreMa KepyBaHHSI Ta 00pOOKH MOXi

Ileit KOMMIOHEHT BIAMNOBIZAE 3a IHTEPOpETaIlil0 i KOpPUCTyBaua Ta
MEePEeTBOPEHHS iX y JjoriyHi momii. CucreMa mofiil BU3HAYae€, sKa Ais Mae OyTu
BUKOHAHAa Yy BIJIMOBIIb HA pyX a00 HATHCKaHHS, Ta Tepeaae BIAMOBIIHI KOMaHIU
IHIIIAM M1JCUCTEMAM.

5) Irposa cuena

IrpoBa ciieHa € MPOCTOPOBOIO OCHOBOIO IHTEPAKTUBHOTO cepenoBHina. Bona
BKJIFOYA€E TEOMETPII0 MPUMIIICHb, 30HU B3a€MO/I1i, TOYKM HABITAIlil Ta PO3MIIIIEHHS
iHTepakTUBHUX 00’ekTiB. CIlleHa HE € CTaTMYHOK — BOHA pearye Ha il

KOpHCTyBaya Ta 3MIHIOE CBIH CTaH y MpPOLEC] TPH.
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6) IHTepakTHBHI 00’€KTH

J1o iHTepaKTUBHUX 00’ €KTIB HAJIEKATh IPEIMETH, 3 AKUMH KOPUCTYBAU MOXKE
G13UYHO B3a€EMOJISATU: KHOIKH, JIBEPl1, pyXoMmi 00’€KTH, €JIEMEHTH CEpEeIOBHUIIIA.
Koxen o0’ext Mae Habip (Pi3MYHUX Ta JOTIYHHUX BIACTUBOCTEH, 110 BU3HAUYAIOTH
fioro nmoBeAiHKy y VR-npocTopi.

7)  DisuuHu# pymrii

@izuyHuil pyiiid 3abe3nedye KOPEKTHY CUMYJIALII0 (I3MYHUX 3aKOHIB:
rpaBiTaiii, 3iTKHEHb, 1HepIHii Ta Macu o00’ekTiB. Came BiH BIJNOBIAAE 3a
MPaBIONOAIOHICTh B3a€MO/I1i KOPUCTYBaya 3 €JIEMEHTaMH CEPEIOBUIIIA.

8) Cucrema 3BOPOTHOIO 3B’A3KY

3BOPOTHUH 3B’ SI30K peali3yeThCS YEPE3:

. Bi3yaJIbHI 3MIHU CIICHHU;
. 3BYKOBI e(heKTH;
. TaKTUJIbHI CUTHAJIA KOHTPOJIEPIB.

Bin no3Bosie KOpHCTyBayy MHUTTEBO BIAUYTH pe3yJbTaT CBOIX i, IO
MIJCUITIOE €PEKT MPUCYTHOCTI.
ukJ B3aeMo/ii B iHTEPAKTUBHOMY cepeloBHIIi
Bzaemognis y VR-cepenoBuii Mae HukiIiqHuiA XapakTep:
KopucrtyBau BukoHye aito (pyX, *KeCT, HATUCKAHHS ).
VR-1mmom0Mm 1 KoHTposiepu GiKCYIOTh IO AifO0.
Cuctema KkepyBaHHs 00p00JIsi€ TOITO.

Di3u4HUHN PYIIA Ta JOT1Ka IPU 3MIHIOIOTh CTaH 00’ €KTIB 1 CIICHHU.

A S A

KopucryBau oTpumye 3BOpOTHHI 3B’ 130K 1 KOPUTYE CBOT JIii.
JInsi HAaoO4YHOTO TMpENACTaBJICHHS IIi€l CTPyKTypu Oyna 1oOyJioBaHa

y3arajgbHeHa CTPYKTypHa MOJIeb iHTepakTuBHOTO VR-cepenosutia (puc 2.2).
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KopucTysay

— 1 ™

VR-wonom Meta Quest 2 \/R-KkOHTponepu

N e

CucTeMa 34MTyBaHHS pPyXiB

|

Cuncrema nogiin Ta kepyBaHHA

N

IrpoBa cueHa IHTEpaKTMBHI 06'eKTI

DizndHui pywin

\ -

BisyansHui / aygio / haptic
3BOPOTHUI 3B'A30K

Puc. 2.2. CtpykTypHa MOJIeNIb IHTEPAKTHUBHOTO cepenoBuiia VR-rpu

2.3. MopaenrBaHHs B3a€MO/il KOPUCTYBa4a 3 00’€KTaMH cepel0BHIIA

Ha BigMmiHy BiA TpajMLIHHUX ITPOBUX CUCTEM, Y BIPTYalbHIN peasbHOCTI
KOPHCTYBau B3aEMOJII€ 3 00’ ekTaMu O€3MocepeIHbO uepe3 BiIacHi (Pi3udHi pyXH, 110
noTpeOdy€e TOYHOTO BiIOOPaKEHHS UX A1l Y U(PpoBOMY CepeOBHIIIL.

VY Mexax naHoi poOOTH B3a€MOJIisl KOPUCTYBada 3 00’ €KTaMU PO3IISIAAETHCS
HE K OKpeMa MeXaHiKa, a K MpOoIeC NMepeTBOpPeHHs (I3MYHUX Al y JIOT1UHI Ta
(1314H1 3MIHU CTaHy BIPTYaJbHOIO CEPEIOBUIIA.

InTepakTuBHa B3aemoniss y VR-cepenoBuinl peanizyeTbcsi 'y BHIIISIL
nocitoBHOTO 1Ky (Puc 2.3), sskuii BKIItOUa€e Taki eTamnu:

1. ®Di3uyHAa il KOPUCTYyBavya

KopuctyBad BUKOHY€E pealibHy AiI0: pyXa€ PyKOIO, HAXUIISETHCS, CTUCKAE

KOHTpoJiep a00 TOPKAETHCS BIPTYaJbHOTO 00’ €KTA.
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2. 34YnUTyBaHHSA Ta TPEKIHT PyXy

VR-monom Meta Quest 2 Ta koHTpoJiepH (IKCYIOTh IOJI0KEHHS T'OJIOBH 1 pyK
y TPUBUMIPHOMY MPOCTOPI 3a JOTIOMOTOI0 CEHCOPIB Ta Kamep inside-out tracking.

3. InTepnperanis aii cMCTEMOI0 KepyBaHHS

OTpumaHni J1aHi IEPEAAIOTHCSA 0 CUCTEMHU KEPYBaHHS, /1€ BU3HAYAETHCS THII
B3a€MO/Ii1: 3aXOIUICHHs, IEPEMIIIEHHs, HATUCKAHHS, aKTUBAIlisl 400 31TKHEHHS.

4. ®izuuna 00podka B3aeEMoOAil

Di3uyHUN pymIid oO0YMCIIOE HACHIIKK i 3 ypaxXyBaHHSAM Macu 00 €KTa,
rpaBiTallii, KOJi31i Ta 0OMEXKEHb PyXYy.

5. 3MiHa cTaHy 00’€KkTa 200 cepeOBHUIIA

OG’€eKT 3MIHIOE CBIM CTaH (MEPEMIITY€EThCS, AKTUBY€ETHCS, BIAKPUBAE JOCTYII
JI0 1HIIIOT 30HM), 110 BIUTMBAE HA 3araJIbHUM CTaH IrPOBOI CIICHHU.

6. 3BOpOTHMI 3B’A30K AJIs1 KOPUCTYyBa4ya

KopuctyBau otpumye BizyaabHUM, ayAladbHUNA a00 TaKTUILHUN BIATYK, IKUH
HIATBEP/HKYE YCHIIIHICTh 800 HEMOXKJIMBICTh BUKOHAHHS JIii.

[MKII9HICTh IIHOTO MPOIIECY J03BOJISIE KOPUCTYBauy IMOCTIMHO KOPUTYBATH
cBoOi 11i, popMytouH Ge3nepepBHY IHTEPAKTUBHY B3a€EMO/IIIO 3 CEPEIOBUILIEM.

Onnieto 3 6a30Bux hopm dizuyHoi B3aemoii y VR-cepenoBuiili € 3axornieHHs
Ta mepeMinieHHs: 00’ ekTiB. JIjisi Iboro 00’ €KTH CepeOBHINA HAMUISIOTHCS TAaKUMHU
BJIACTUBOCTSIMU:

. (G13UYHUM KOJIai1epoM sl BU3HAYEHHS 31TKHEHb;

. rnapaMeTpaMH MacH Ta I'paBiTallii;

. JIOTIKOK OOMEXEHHS OCTYMHOCTI (00’€KT MOXHa a00 HE MO’KHA
3aXOIUTH).

[Ticns akTHBaIli 3aX0OrIeHHS 00’ €KT TUMYACOBO MIAMOPSAKOBYETHCS pyXam
KOHTpoJIepa, ajie 3aMIIa€Tbcs YacTHHOIO0 (I3MYHOI CHCTEMH, IO 3arnodirae
MOPYUIEHHIO MTPOCTOPOBOI JIOTIKHU CIICHHU.

[HmmM TUOM B3aeMoOii € HATUCKAaHHS (DI3UYHUX EJIEMEHTIB, TaKUX SK
KHOIKU a00 Baxesi. Y 1IbOMY BHUITQJIKy B3a€EMOJISI MOJICIIOETHCS HE YEPEe3 JIOTTUHY

MOJIi10, a uepes3 (Hi3udyHe 3MIMEeHHs 00’ €KTa y IPOCTOPI.
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AKTHUBAaIlis BIIOYBAETHCS JUIIE TOJ1, KOJIM 00’ €KT JI0CATAE 3aJ]aHOTO TTOPOTY
NEpeMIlEHHs, M0 IMITYy€ pealbHy MeXaHIuHy Aif0o. Takuil Mmiaxia MiJBUILY€E
pEeaNiCTUYHICTh B3aEMO/Ii1 Ta 3MYIITy€ KOPHCTYBaya BUKOHYBAaTH TOYHI PyXH.

BaxmBOIO CK1aJ0BOO MOJIETIOBAHHS B3a€EMOJIIT € BBEACHHSI OOMEKEHD, SIKI
3aro0IraloTh HEJOTTYHUM a00 HEpealiCTUYHHM [isiM KopucTyBauda. Jlo Takux
00MEKEeHb HAJIEKATh:

o HEIOCSKHICTH 00’ €KTIB 0€3 BUKOPUCTAHHS TOMOMDKHUX MIPEIMETIB;
e 3AJICKHICTh PE3YyJIbTATY B3a€EMO/I11 BiJl MOJIOKEHHS 00’ €KTa y TIPOCTOPI;
e BIUIMB IpaBiTallii Ta MacH Ha MOKJIUBICTb MEPEMIIICHHS.

3aBAsKM 1IbOMY I1HTEpAaKTHBHE CEPEIOBHINE IepecTtae OyTu Habopom

CIICHApHUX TpUTepiB 1 HAOyBa€ BJIACTUBOCTEH ITUIICHOT (PI3MYHO OOTPYHTOBAHOI

CHCTCMMU.

DisnyHa fis KopUcTyBada

v_J A

TpekiHr pyxy
rONOBM Ta PyK

v

IHTepnpeTavia ait
CUCTEMOI KepyBaHHA

v

Disnyna obGpobka

3ITKHBHb i Cnn

L,

3mMiHa cTany
of'exTa

—

3BOPOTHUIA 3B'A30K

BiayansHuia / aynio / haptic

Puc 2.3. Cxema B3aemoii kopucTyBada 3 00’ekToM y VR-cepenosuiii

2.4. IIpoexkTyBaHHS irpOBHX CleH SIK iHTEPAKTUBHHUX NPOCTOPiB
VY VR-irpax irpoBa clieHa nepectae BUKOHYBaTH POJIb TACUBHOI JIeKopallii Ta
NIEPETBOPIOETHCS HA AKTHBHE IHTepaKTHBHE cepeloBHINE, 3 SKUM KOPHCTYyBad

MOCTIHHO B3aemMojie. Y Mexax JaHOl MaricTepchbkoi poOOTH 1rpoBa CIieHa
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PO3TIISIAAETHCS K HUIICHA cucTeMa 00’€KTIB, MPOCTOPOBUX 30H Ta MPaBHJI
B3a€MO/il, 1110 (GOpMYIOTh KOPUCTYBAIbKUI JOCBI] Y BIpTYaJbHIN peaibHOCTI.

[IpoekTyBaHHS IHTEPAKTUBHOTO CEpEAOBHINA Mepeadadyac He JTUIIE BizyaabHe
opOpMIICHHA CILIEHH, a U JIOTiYHy OpraHi3amil0 NnpocTOpPy, BHU3HAYEHHS
JIOCTYITHOCT1 00’ €KTIB Ta CLIEHAPIiB 1X BUKOPUCTAHHS KOPUCTYBAUEM.

IrpoBi cuenn VR-rpu Little Strongman mnoOyjgoBaHi 3a HNPUHIMIIOM
NPOCTOPOBOI0 30HYBaHHSl, JI€ KOXXHE TPUMIIIEHHS BHUKOHYE OKpeMy
GYHKIIIOHAIBHY POJb Y 3arajibHid CTPYKTYypl I1HTEPAKTHUBHOIO CEpPEIOBUIIA.
KiMHatu Oy IMHKY HE € 13071bOBAaHUMH JICKOPAIliIMH, a TIOB’s13aH1 MK CO0010 uepes
CUCTEMY YMOBHOTO JIOCTYITY, IO aKTUBYETHCS 1IIMH KOPUCTyBaya.

KoskHa 30Ha clieHUM MICTUTB:

. IHTEpaKTUBHI 00’ €KTU (KHOMKH, pyXOMIi NPEAMETH, OTIOPH);
. CTaTU4HI1 OOMEeXeHHs (CTIHU, IBEPi, CTEM);
. JIOTiKYy MEPeXOy A0 HACTYIHOI 30HHU.

Takuit migxin m03Bosisie (HOpMyBaTH MOCHITOBHY MOAeIb AOCHTiI:KEeHHS
MPOCTOPY, JI€ KOPUCTYBAad TOCTYNOBO OCBOIOE CEPENOBHINE HUIIXOM (Di3udHOT
B3a€MO/I1 3 I0r0 eJIeMEeHTaMHU.

Po3MilieHHs 1HTEpaKTUBHUX 00’ €KTIB Y CILIEHI 3A1MCHIOETHCS 3 ypaxyBaHHIM
epronomikn  VR-cepemoBuia Ta  (DI3MYHUX  MOXJIHMBOCTEH  KOpPHCTyBaua.
OCHOBHMMH MPHUHIIUIIAMH €:

e pO3TalllyBaHHS KIIOUYOBUX OO’€KTIB y 30HI MPUPOJHOTO TIONS 30Dy

KOpHCTYBaya,

e YHHUKHEHHS HaJMIPHOI IIUIbHOCTI IHTEPAKTUBHUX €JIEMEHTIB;
e CTBOPEHHS HEOOXIJTHOCTI BHUKOPHUCTAHHS JIOMIOMDKHHMX TIPEAMETIB s

JOCATHEHHS METH.

30KkpeMa, KHOIKM aKTHUBAllii ABepel HaBMHUCHO PO3MIILIYIOTHCS 1032 30HOIO
OpsIMOi  JTOCSDKHOCTI, IO 3MYIIye KOPHUCTyBadya aHali3yBaTH MPOCTIp Ta
BUKOPHCTOBYBAaTH MpPEIMETH CEPElOBHUINA SIK IHCTPYMEHTH B3aeMofii. Takum
YHHOM, IHTEPaKTHBHICTh 3aKJIaJicHa HE B OKPEMHH CIIEHapii, a B TPOCTOPOBY

CTPYKTYpPY CLICHH.
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Oco6nuBicTiO MpoekTyBaHHA ciieH y VR-rpi Little Strongman € 3meHIeHuit
MaciiTad irpoBOTO IMEpCOHa)xa, IO Oe3NOoCepeqHbO BIUIMBAE HA CHPUUHATTA
npocTopy. O0’ekTH, SIKI Y peaIbHOMY JKHUTTI € He3HauHuMH, Y VR-cepenoBuiiii
NEPETBOPIOIOTHCA HAa BEIUKOTa0apUTHI €JIeMEHTH, 0 (OPMYIOTh CKJIaJHI
IPOCTOPOBI 3a4aul.

Hagirariis kopuctyBaya y clieHi 6a3yeTbes Ha:

. ¢b13nuHOMY TIEpEeMIIEHH] Y MeXaX JOCTYIHOI 30HH;
. BUKOPHUCTaHHI 00’ €KTIB SIK CXOJAMHOK a00 O1op;
. Bi3yaJIbHUX OPIEHTHPAX y MPOCTOP1 CIICHHU.

Takuit miaxig A03BOJSE MIHIMIZYyBaTH BHUKOPHCTAHHSA INTYYHUX CIIOCOOIB
HepecyBaHHs Ta 3MEHIIUTH PU3UK BUHUKHEHHS TUCKOM(OpPTY, moB’s13aHoro 3 VR
sickness.

Y KoHTEKCTI AaHOi POOOTH IrpoBa CIIEHA PO3TISAAETHCS SK MOJIEIh

IHTEPAKTUBHOI'O CEPEIOBHIIA, Y SKIH:

. KOPHCTYBa4 € aKTUBHUM €JIEMEHTOM CHUCTEMU;
. 00’€eKTH pearyrTh Ha (Hi3udHI i,
. IPOCTIp BU3HAYA€E MOKJIMBI CIIEHApii B3a€MO/II.

JUJIs HaOYHOTO MPEICTaBICHHS CTPYKTYpH IHTEPAKTHUBHOTO CEpPEAOBHILA Y
VR-rpi Little Strongman Oyno nmoOyJ0oBaHO CXEMAaTUYHY MOJIEIb ITPOBOI1 CLICHU
(pucynok 2.4). Jlana cxema BigoOpa)ka€ OCHOBHI KOMIIOHEHTH IHTEPAKTHBHOI'O

cepeIoBHIIa Ta JOTIKY 1X B3a€MO/I1i y TIPOIIEC] IFPOBOTO CIIEHAPIIO.

IHTepakTmeHi 06'ekT  —peakuis—»| CraH cueHn | [paswna Bzaemogii

T

izuyHa gis obmexeHHs / goctyn

KopucTyBad < IHTepakTnBHa 30Ha

Puc 2.4. CxematnuHe npeicTaBICHHS ITPOBOT CIIEHU SIK IHTEPAKTUBHOTO

CepeIOBHIIA
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Ha pucynky 2.4 xopucTyBay po3risgaeThCs K aKTUBHUHN €JIEMEHT CUCTEMH,
KU 37a1icHIOE (Pi3uuHl 11 y BipTyanbHOMY mpoctopi. Lli nii crnpsimoBani Ha
1HTEepaKTUBHI 00’ €KTH CII€HH, 1110, Y CBOIO YEPTY, BUKJIMKAIOTh 3MiHY CTaHYy IFPOBOTO
cepeloBHINA. 3MiHAa CTaHy CHEHH MIANOPSIKOBYEThCS 3aJaHUM IpaBUIIaM
B3a€MOJIi, SKI BH3HAYAIOTh JOCTYNHICTh 30H, MOXIIMBICTh MEPEXOAY MIXK
NPUMIIICHHSMH Ta TOJANBIINNA PO3BUTOK IrPOBOTO MPOLIECY.

Takum unHOM, CXE€Ma UTIOCTPY€E MUKIIYHUNA XapaKTep B3a€EMOIT «KOPUCTyBad
— 00’€KT — cepeloBHILE», JIe KOXKHA [l KOPUCTyBaya MPHU3BOIUTH A0 PEaKilii
CepelioBUIIlA, a OHOBJIEHWA CTaH CIEHU BIUIMBA€ HA TOAAJbIII MOMIIUBOCTI
B3aeMozii. Came Taka MOJIEIb JIEKUTh B OCHOBI IIPOEKTYBAHHSI IHTEPaKTUBHUX VR-

CIICH y JaH1i poOOTi.

2.5. Bisyaaizauia MojgeJii iHTEpAKTHBHOTO CepeI0BHUINA

JUist  miaTBEpDKEHHS  MPAKTUYHOI — peanizamii  po3poOiieHoi  Mojeni
1HTepakTUBHOTO cepenoBuma y VR-rpi Little Strongman Oyno BUKOHAHO ii
Bi3yanizailito 0e3nocepeHb0 y cepefoBulll po3podku Unity. MeToro aaHOro
OIAPO3JUTY € JEMOHCTpallisi BIAMOBIAHOCTI MDK KOHIENTYaJlbHOIO MOJIEIITIO
B3a€MO/IIi KOPHCTYBaua 3 BIpTyaIbHUM CEPEAOBHINEM Ta ii ()aKTUUHUM BTIJICHHSIM
y BUTJISAJII IFPOBOI CLIEHHU.

Po3po6iiena Mosienb iIHTEPaKTUBHOTO CEPEIOBUIIA IPYHTYEThCS HA B3a€MO/IIT
TPHOX KIIFOUYOBUX KOMIIOHEHTIB: KOPUCTYBaya, IHTEPAKTUBHUX 00’ €KTIB Ta MPABUII
(GyHKILIOHYBaHHA CUEHHU. Y TMpolieci peanizaiii KOKE€H 3 IUX KOMIIOHEHTIB OyJio
MPEICTABIICHO KOHKPETHUMH eJIeMeHTaMu irpoBoi ciienn Unity, 1mo 3abe3nedye
BIITBOPEHHS TTIOBHOTO IIUKJTY B3aemoii y VR-mipocTopi.

Ha pucynky 2.5 HaBeneHo mNpukiaj peaiizaiii MOJEN IHTePaKTHUBHOTO
cepenosuina y cepenonuii Unity. ClieHa MICTUTh IHTEpaKTUBHI 00’ €KTH, TOCTYITHI
JUTst P13MYHOT B3a€EMO/I11, @ TAKOXK €JIEMEHTH, 1110 BU3HAYAIOTh JIOTIKY MEPEX0y MIX

CTaHaMHU CCPCAOBHIIA.
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Puc. 2.5. Peanizariist Moaeni iHTepakTUBHOTO cepenoBuina y Unity

KopucrtyBau y naniit Mojeni npeacrapieHuii VR-kamepoto Ta KOHTpoJiepaMu
Meta Quest 2, sAki 3a0e3MeUyrOTh BIJCTEKEHHSI IMOJIOKEHHS TOJIOBH Ta PYK Y
TpuBUMIpHOMY TIpocTopi. Lle m03BoIIsIe KOpHUCTYBauy G€3MOCcepeHRO B3AEMOIIATH
3 00’€KTaMM CIEHM IIUISIXOM 3aXOIUICHHS, TNEPEMIIIEHHs Ta MaHIMyJIsii
npeaMeTaMH, IO BIAMOBIAa€ KOHIEMIl (i3MYHOT B3a€EMOIi, OMHCAHINA ¥y
nonepeaHIX Mmiapo3aiiax.

[nTepakTHBHI 00’ €KTH CIIEHU peaTizoBaHi y BUTJISAII TPUBUMIPHUX MO/Ieel 3
IPUKPIIIIEHUMH KOMIIOHEHTaMU KOJIaijiepiB Ta (Ppi3ndyHUX BiacTuBocTei. Koxken
Takui 00’ €KT pearye Ha Jiii KOpuCTyBaua BIJIIOBIIHO /10 3aJJaHUX MPABUJI B3a€MO/I1i:
MOXe OyTH MIHATHA, TEepeMilleHnid ab0 BUKOPUCTAHWM IS JTOCATHEHHS
(GYHKIIIOHATBHUX €JIEMEHTIB CLIEHHU, 30KpeMa (PI3UYHUX KHOIOK aKTHBALIii.

[IpaBuia (yHKIIOHYBaHHS CEpEIOBUINA peali30BaHl Yepes3 JIOTIKY irpOBHUX
CKPHUINTIB, fKI BH3HAYalOTh 3MiHY CTaHy CLIEHM 3aJIeKHO BIJ NI KOpUCTyBaya.
Hanpukinaz, aktuBallisi KHONKKA MPU3BOAWTH A0 BIJKPUBAHHS JBEpEH 1 MEpexoay
CLEHU Y HOBUH CTaH, 1[0 HA0YHO JEMOHCTPY€E NPUUMHHO-HACIIKOBUM 3B’ 130K MIXK
(h13UYHOIO JII€I0 Ta PEAKIIIEI0 CEPEOBUIIIA.

TakuM 4YHMHOM, KOXXEH €JIEMEHT KOHLENTYyalbHOI MOJEIl Mae MpsMe
BiJIOOpaYKEHHS y peaizailii ClieHH:

. KopuCTyBad - VR-kamepa ta kouTposaepu Meta Quest 2;
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. 1HTEepaKTUBHI 00’ €KTH - HizuuHi 3D-Moemi 3 Koaiaepamu;
. IpaBHJia B3a€EMO/III - MPOrpaMHa JIOT1Ka CLICHU;
. 3MiHa CTaHy CEepPEeIOBHIIA - BIIKPUTTS JOCTYIY 1O HOBUX 30H.

Bizyamizartis mMomeni iHTepakTuBHOTO cepenoBuiia y Unity miaTBepmKye
KOPEKTHICTh OOpaHOro MiXOQy A0 MPOEKTYBaHHA VR-Tpu Ta NEeMOHCTpYe, IO
IHTEpaKTUBHE CEPENOBUIIC € aKTHUBHUM €JIEMEHTOM IrPOBOTO  TPOIIECY.
CepenoBuliie He JuIle BioOpaXkae Aii KOpUCTyBaya, a i JUHAMIYHO 3MIHIOETHCS Y
BIIMOBIZIb HA HHUX, 3a0€3Meuyloud BHUCOKHUH PIBEHb 3aHYpEHHS Ta JIOT14HY

MOCJIIJOBHICTh ITPOBOTO CIIEHAPIIO.
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BucHoBkM 10 po3ainay 2

Y napyromy pos3miiai MaricTepchkoi poOoTH OyJi0 BHKOHAHO TPAKTUYHE
JOCIIIJIKEHHS MTPOLIECY MOJIEIIOBaHHS IHTEPAKTUBHOTO cepenoBuila y VR-irpax Ha
npuknaai po3pooku VR-rpu Little Strongman 3 Buxkopuctanusm VR-monomy Meta
Quest 2. OCHOBHY yBary 30CepeIK€HO HE Ha CTBOPEHHI IrpOBOTO MPOAYKTY SIK
Takoro, a Ha (opMyBaHHI Ta peaizaiii MoOJell B3aeMOJIi KOpPUCTyBaya 3
BIPTYaJIbHUM CEpPEAOBUILEM.

Y mporeci po6oTH cPOpMyJILOBAHO ITOCTAHOBKY 3ajadl Ta BU3HAYECHO
KoHIenil0 VR-rpu, B sKil 1HTEpaKTHBHE CEPEIOBUINE BUCTYIIAE IEHTPATIbLHUM
€JIEMEHTOM IrpOBOTO mpoiiecy. byno o6rpyHTOBaHO BHOIp JKaHPY €scape room siK
TAaKoro, IO HaWKpamie MiAXOAUTh I JOCHIPKeHHS (I3MYHOI B3a€EMOJIT,
IIPOCTOPOBOTO MUCJICHHSI Ta MaHIMYJSIIii 00’ €KTaMu y BipTyaJbHOMY MPOCTOPI.
3actocyBaHHS ~ 3MIHEHOTO MacmTaly MepcoHa)xka  JO3BOJWJIO  CTBOPHUTHU
HECTaHJapTHI yMOBHM B3a€EMOJIi Ta MIJKPECIUTH 3HAYYILIICTh (PI3UUHUX 1A
KopuctyBaua y VR-cepeaoBuii.

Y po3aun AeTaibHO PO3IVITHYTO MPOIEC MPOEKTYBAaHHS 1HTEPAKTHUBHOIO
CEpeIOBUINA, SIKUM BKJIIOYA€ BU3HAYCHHS POJIEH KOpHUCTyBaya, 1HTEPAKTHUBHHUX
00’ekTiB Ta mpaBuil (GyHKIIOHyBaHHS cueHH. [loOynoBaHO JOriUYHY MOJEINb
CepeIoBUIIIA, 1110 ONUCYE MPUUUMHHO-HACIIIKOBI 3B’ SI3KU M1XK JIISIMU KOPUCTyBaya Ta
peaxiisiMi BIPTYyaJIbHOTO MPOCTOPY, 30KpeMa 3MiHY CTaHIB CepeOBHIIA BHACIIIOK
Gb13ugHOT B3aEMOIIT 3 00’ EKTaMH.

Ocob6nuBy yBary mnpuaiieHo peamizamii ¢i3uyHoi B3aemoxii y VR, mio
OXOIUTIOE MEXaHIKU 3aXOIUJICHHS, MEPEMIIIEHHsS Ta BHKOPUCTAHHS 00’ €KTIB SIK
€JIEMEHTIB 1rpoBOi JOT1KH. [IpoeMoHCTpOBaHO, M0 IHTEpaKTUBHICTh y VR-irpax €
pe3ynabTaTOM y3roJKEHOT poboTH amapatHux 3aco0iB (VR-1o0M 1 KOHTpoIiepn),
nporpamMHoi JOTiKK Ta (I3UYHHX Mojaened o0’ektTiB. Takwil miaxin 3abe3medye
dbopMyBaHHS CEHCOMOTOPHOTO KOHTYPY B3a€EMOJIl, SIKUM € OCHOBOK €(eKTy
IPUCYTHOCTI y BIPTyaJIbHOMY CEPEIOBHIIIL.

Takoxx Oyso0 371HCHEHO Bi3yalli3alilo po3po0JIeHOI MOJIell IHTEPAaKTUBHOTO

cepenoBuiia y cepenoBumii Unity, 1m0 TIATBEPIKYE BIAMOBIIHICTh MIXK
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KOHIIENITYaIbHOI CXEMOIO Ta i MPAaKTUYHUM BTIJICHHSIM y BUTJISAJII ITPOBOI CIICHH.
[IpencraBiena peanizailisi HAOYHO JEMOHCTPYE, SIK aOCTpaKTHA MOJIETb B3a€MOIIi
TpaHC(POPMYETHCSI Y KOHKPETHI €JIEMEHTH CIICHU, MpaBujia MOBEAIHKH 00’ €KTIB 1
creHapii B3aeMOJI11 KOPUCTyBaya 3 BIPTyaJIbHUM CEPEOBHILIEM.

VY  pe3ynpTaTi BHUKOHAaHHS JPYroro po3Auly JOBEIEHO, WI0 MpOIec
MOJICTIOBaHHSI 1HTEPAKTUBHOTO cepenoBuia y VR-irpax € OGaraTopiBHEBUM 1
BKJIIOYA€ KOHIIENTyallbHE MPOEKTYBAaHHSA, (hOpMai3aliio B3aeMOJIi Ta MPaKTUUIHY
peanizaiio y VR-pymiii. OtpumaHi pe3yiabTaTu CTBOPIOIOTh METO0JIOTTYHY OCHOBY
JUISL TIOZAJIBIIIOT peatizaliii Ta aHali3y €(heKTUBHOCTI IHTEPAKTUBHOIO CEPEJIOBHIIA,

10 OyJie pO3TIIIHYTO Y HACTYITHOMY PO3JILII MariCTepCchKOi poOOTH.



50

PO311J1 3
PEAJIIBAILISI TA TECTYBAHHSA IHTEPAKTUBHUX MEXAHIK VR-
I'PH

Y TpethOoMy pO3AUTI MaricTepchKoi POOOTH PO3TISAAETHCS TMPAKTUIHA
peaiizailisi 1HTEpaKTUBHMX MexXaHIK VR-rpu Ta pe3ynbTaTH iX TECTyBaHHS Ha
nuboBiM mnatgopmi Meta Quest 2. Jlanuii po3ail € JOTIYHUM TPOJAOBKEHHSIM
eTamny MPOEKTyBaHHS Ta CIPSMOBAHUN HAa OMUC MPOTPAMHOI peanizailii OCHOBHUX
€JIEMEHTIB B3a€MOJIl KOpPHUCTyBauya 3 IIPOBUM CEpPEJOBHUIIEM Yy IMEPCHUBHIN
BIpTyaJibHIN peaIbHOCTI.

OcHoBHa yBara 30cepe/»KeHa Ha peainiszallii KepyBaHHs KopucTyBaueM y VR-
Cepe/oBUII, opraHizamii ¢Gi3udHOT B3aeMOJIi 3 00’€KTaMH Ta BIPOBAKEHHI
0a30BHX IHTEPAKTUBHUX MEXaHIK, 5Kl Oe3mocepeHb0 (OPMYIOTh ITPOBUI MPOIIEC.
Peanizanis 3a3Ha4eHNX MEXaHIK 31HCHIOBajacs 3 BUKopucTaHHsAM pyurist Unity Ta
CTaHJapTHUX 3acO01B MIATPUMKH VR, alanToBaHuX 10 0COOIMBOCTENH aBTOHOMHOTO
VR-monoma Meta Quest 2.

Y wMexax po3aiuly JAeTalbHO omucaHo poboty 3 VR-koHTposiepamu,
MEXaHI3MH 3aXOIUICHHS Ta MEpEeMIIEHHS 00’ €KTIB, a TAKOXK peaizaliio (pi3udHuX
KHOTIOK 1 JIOT1KM BIIKPUBAHHS JIBEpeH K KIFOUOBUX €JIEMEHTIB MPOXOHKCHHS TPH.
OOpaHi pillleHHs CIIPsIMOBaH1 Ha 3a0e3MeYeHHs IHTYiTUBHOI B3a€EMO/I1i KOpUCTyBaya
3 IrPOBUM CBITOM Ta MIATPUMAaHHS CTa017IbHOT POOOTH (h13MYHOT CUMYJISIIIT B yMOBaX
00MeKeHNX 00UYUCITIOBATILHUX pecypciB aBTOHOMHOI VR-1muardopmu.

Okpemy 4aCTUHY PO3/1Iy MPUCBSIYEHO TECTyBaHHIO VR-rpu 6e3nocepeHbo
Ha mpuctpoi Meta Quest 2. IlpoBemeno mepeBipKy mpare3JaTHOCTI OCHOBHHX
MEXaHIK, OI[IHEHO CTaOUIBHICTh POOOTHM  JOAaTKy Ta  IPOAHATI30BaHO
MPOIYKTUBHICTh TPU B YMOBAxX peayibHOro BUKOpucCTaHHSA. OTprUMaHi pe3ysibTaTu
JIO3BOJISIOTH 3POOMTH BHCHOBKHM IMOAO JOIUIBHOCTI 3aCTOCOBAHHUX TEXHIYHHX
pillIeHb Ta iX BIAMOBIIHOCTI BUMOTaM 10 VR-1rop 3 iHTEpaKTUBHUM CEPEIOBUILIEM.

Takum yuHOM, y TPETHOMY PO3MiIl 3AIMCHEHO MPAKTHYHE MiATBEPIKCHHS

MOKJIMBOCTI peaiizalii I1HTEpaKTUBHUX MexaHlk VR-rpu 3 BUKOpPUCTaHHSIM
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CTaHAApTHUX 1HCTpYMEHTIB pyuuis Unity Ta anapatHux MoxkjimBocteir VR-monoma

Meta Quest 2.

3.1. Peanizanis kepyBaHHs kopuctyBauem y VR-cepenoBuui

KepyBanns kopuctyBauem y VR-cepenoBuiili peaii3oBaHO 3 BAKOPUCTAHHIM
nakety XR Interaction Toolkit, skuii 3abe3neuye craHgapTHUN HaOIp
KOMIOHEHTIB 117151 po6otu 3 VR-nipuctposimu y pymiii Unity. Jlanuit migxin 103BoJIsie
MOEHATH TOTOBI IHCTPYMEHTH JJIsI BIJICTE)KCHHS PYXiB KOPHUCTyBayda 3 BJIACHUMU
CKpUNTaMH, 110 PO3MIMPIOIOTh 0a30BUM (DYHKIIIOHAT KEpPyBaHHS BIJIMOBIIHO 0
IrpOBOi KOHLIETILI].

OcHoBoto kepyBaHHs € 00’ekT XR Origin, sikuii BiIMOBIJIA€ 32 MPOCTOPOBY
IpUB’ 3Ky TpaBls 10 cuieHd. Jlo Horo ckiaay BXOIATh KaMmepa, 10 MpPeCTaBIIsie

VR-monom, Ta 00’€KTH pyK, SKI CHHXPOHI3yI0ThCs 3 VR-KkoHTposepamu (puc. 3.1).

Puc. 3.1. IlpencraBnenHs aBatapa rpasisi y VR-cepenouii

Hns peamizaiii mepeMilieHHs Ta OOMEXEHHS KOJi31ii BUKOPHUCTOBYETHCS
komnoHeHT Character Controller (puc 3.2.), 1110 103BOJISIE KEPYBATH PyXOM I'PaBIIs

0e3 NpsAMOro BUKOPUCTAHHS (13UUHUX CHJL.
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+ XR Origin

.‘l' Direct Interactor + XR Input Modality Manager

Assistance

Jump Button . XRI RightHand Locomotion/Jump (Input . @
Ju ight

Gravity Value

Puc 3.2. Iepapxis 06’ekta XR Origin y cepenoBuii Unity

Jlns HaBiramii y BipTyaJdbHOMY TPOCTOPi BHKOPHUCTOBYETHCS KOMITOHEHT
Dynamic Move Provider, sxuii Bxoauts 10 ckiagy XR Interaction Toolkit Ta
npaitoe y 38’5311 3 Locomotion System. Bin 3a0e3neuye niaBHEe nepeMillleHHS
TpaBlsd y HANpsAMKY, 33JaHOMYy DKOHCTHKOM VR-KOHTpoisiepa, 3 ypaxyBaHHSM
Opl€eHTAII] KaMepH.

Takwuit crioci6 mepemilieHHs 103BOJISIE:

. alanTyBaTH IPy A0 OOMEXKEHOro (Hi3HUHOTO MPOCTOPY KOPUCTYBAUa;
. 3MEHILIUTH P13Ki 3MIHU MOJIOKEHHS KaMEpH;
. 3a0e3meunTH cTadblIpHy poOOTY Ha aBTOHOMHOMY TIpucTpoi Meta Quest

1)  Peauizaniss MmexaHiku cTpudKka

Ockinpku cTanaapTHi koMnoHeHTH XR Interaction Toolkit He nepeabayaroTs
MEXaHIKy CTpUOKa, y MPOEKTI peasli30BaHO BIACHUM CKpUNT Jump, SIKUi pO3IIHPIOE
MOYKJIMBOCTI TiepeMilieHHsl rpaBis. CKpUNT BUKOPUCTOBYE CUCTEMY BBEICHHSA
Input System Unity ta komnonent Character Controller.

@®parMeHT MporpaMHOro Koay MEXaHIKu CTpUOKa HABEJIEHO HIDKYE:
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using UnityEngine;
using UnityEngine.InputSystem,;

public class Jump : MonoBehaviour

{

[SerializeField] private InputActionReference jumpButton;
[SerializeField] private float jumpHeight = 2.0f;
[SerializeField] private float gravityValue = -9.81f;

private CharacterController _characterController;

private Vector3 playerVelocity;

private void Awake() => _characterController =

GetComponent<CharacterController>();

private void OnEnable() => jumpButton.action.performed += Jumping;

private void OnDisable() => jumpButton.action.performed -= Jumping;

private void Jumping(InputAction.CallbackContext obj)
{

if (!_characterController.isGrounded) return;

_playerVelocity.y += Mathf.Sqrt(jumpHeight * -3.0f * gravityValue);

private void Update()

{
if (_characterController.isGrounded && playerVelocity.y < 0)

{
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_playerVelocity.y = 0f;

_playerVelocity.y += gravityValue * Time.deltaTime;
_characterController.Move(_playerVelocity * Time.deltaTime);

Y 1npeactaBieHOMY CKPHUIITI peali3oBaHO 0a30BYy JIOTIKY CTpuOKa 3
ypaxyBaHHSM T'paBiTallii Ta CTaHy KOHTAKTy TPaBIIs 3 TOBEPXHEIO.
. InputActionReference jumpButton — nocunanHs Ha J1if0 BBEACHHS,

npuB’si3aHy 10 KHONKU VR-koHTposiepa Meta Quest 2.

. jumpHeight — mnapameTrp, 10 BU3HAYa€ MAKCUMaJbHY BHCOTY
cTpuOKa.
. gravityValue — 3HaueHHs rpaBiTallli, iK€ BUKOPUCTOBYETHCS IS

iMiTarli nagiHas.

. CharacterController — koMmoHeHT, 0 3a0e3nevuye NepeMileHHs
rpaBis Ta 00pOOKY KOJIi31i.

. Meton Jumping() — BukoHye nepeBipky crany isGrounded i iHirito€e
BEPTHUKAIBHUN IMITYJIbC.

. Meton Update() — BiAmnoBigae 3a 3acTOCyBaHHS TIpaBiTarlii Ta
MIepEMIIIICHHS TPaBIs y IPOCTOPI.

Takuii miaxig A03BOJIAE IHTETPYBATH MeXaHIKy cTpuOka y VR-cepenosuiie
0e3 BUKOPHUCTAHHS TIOBHOIIIHHOT (PI3MYHOI CUMYJSINT i1 TMEpCOHaXa, IO
MO3UTHUBHO BIJIMBAE HA TIPOYKTUBHICTH T'PH.

Apanrauisi KepyBaHHsi 10 ocodsmBocreit VR

PeanizoBana cuctemMa KepyBaHHS IMO€IHYE CTaHAApPTHI KOMIIOHEHTH XR
Interaction Toolkit 3 B1acHUMU IPOrpaMHUMU PILICHHSIMH, 10 JO3BOJISE:

. 3a0€3MeUnTH 1HTYITUBHE KEPYBaHHS,

. 30eperTu cTablIbHICTD (PI3UYHOT CUMYJIALIT;
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. ajantyBaTh pyx TpaBus jao crneuudiku VR-cepepoBuina ta irpoBoi
KOHIIEII.

Takum uywmHOM, y miagpo3aum 3.1 peani3oBaHO KOMIUIEKCHY CHCTEMY
KepyBaHHs KopucTyBaueM y VR-cepemoswuii, sika 0azyetbcsi Ha XR Interaction
Toolkit Ta TOMOBHIOETHCSI aBTOPCHKUMU cKpuritaMu. [IpeacraBiennii nporpaMHuii
KOJI MIATBEP/KYE MPAKTUUYHY peali3allil0 MEXaHIK MEepeMillleHHs Ta MoXe OyTu
BUKOPUCTAHUN SIK TPHUKJIaA MOOYJOBH CUCTEMH KepyBaHHS y VR-irpax mms

matdopmu Meta Quest 2.

3.2. Peaqizanis ¢ism4aHoi B3aemoaii 3 00’ekramu y VR-cepenoBumi

Y Mexax mpoekTy (¢i3uYHa B3aEMOJIS peali3oBaHa 3 BUKOPUCTAHHSIM
crangaptHoi (i3muHoi cuctemu pymisg Unity y MNOe€IHaHHI 3 aBTOPCHKUMHU
CKpHUNTaMHU, 110 3a0e3MeUyIOTh 3aXOIUJICHHS, YTPUMaHH Ta MepeMIlIeHHs 00’ €KTIB
y VR-nipocropi.
Ha BigMminy Bij moBHicTio roToBux MexaHik XR Interaction Toolkit, y mpoekti
BUKOPHUCTAHO BJIACHY peaTi3allito 3aXOIUICHHS MPEIMETIB, 110 JT03BOJIMIO TOYHIIIE
KOHTPOJIIOBATH MOBEIHKY 00’€KTIB Ta aJanTyBaTH ii 40 0OMeXeHb aBTOHOMHOIO
VR-monoma Meta Quest 2.

1) 3araabna cxema Qi3U4HOI B3a€EMOJIl

di3uyHa B3aEMOJis 3 00’ €KTaMH y Tpil 6a3y€eThCsl HA TAKMX MPUHLIUTIAX:

. B3a€EMO/Iis 1HIIIIIOETHCSI aKTUBHOIO JIIEI0 KOPUCTYBAya,

. 3axOIJICHHS MOYKJIMBE JIMIIE Y MeXaX 30HU JOCSHKHOCTI PYKH;

. mig 4Yac yTpuMaHHS oO0’ekTa (i3uyHAa CHUMYJSIIS YacTKOBO
BUMUKAETHCS;

. miciasl BIAMYCKaHHS 00 €KT TOBHICTIO TMOBEPTAETHCS IiJ KOHTPOIb

¢b13uyHOI cucTeMu.

Cxema (¢13u4HOi B3a€MO/Iii MOKa3aHa Ha MaJtOHKY 3.3.
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/-b 30Ha TpUrepa g
pyka 3aXOMMEHHA [

nepemilienHs ——p| signyckaHHs

Pucynoxk 3.3. Cxema ¢i13udHO1 B3aeMOi1 TpaBIls 3 00’ ekTamu y VR-

CepeIoBHIIT

2)  Peauaizanmisi MexaHiKM 3aX0MNJIEHHS 00’ €KTIB

Jlnst  peamizarfii 3aXOIUICHHS TPEAMETIB BHKOPHUCTOBYETHCS aBTOPCHKHIA
ckpunt VRGrab, skuii nigkmtodaeTbes 10 BipTyanbHoi pyku rpaBus (Jlictunr 3.1).
CKpHuIIT BIJIMOBIIa€ 32 BU3HAYCHHSI 00’ €KTIB y 30H1 B3a€MO/I1i, 00pOOKY HAaTUCKAHHS
KHOIIKH 3aXOIICHHS Ta KOPEKTHE MO3UIIOHYBaHHS MTPEAMETa BITHOCHO PYKH.

@®parmMeHT NporpaMHOTo KOy MEXaHIKH 3aXOIUICHHS HABEJCHO HUKYE:

Jlictunr 3.1. MexaHika 3aXOIJICHHS MTPEIMETIB

using UnityEngine;

using UnityEngine.XR;

public class VRGrab : MonoBehaviour
{
public XRNode controllerNode;
public string pickupTag = "Pickup";

public Transform grabPoint;

private InputDevice device;
private GameObject objectinHand;
private Collider objectInTrigger;

private Vector3 localPosOffset;

private Quaternion localRotOffset;
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void Start()

{
device = InputDevices.GetDeviceAtXRNode(controllerNode);
b
void Update()
{
if (device.TryGetFeatureValue(CommonUsages.gripButton, out bool
gripPressed))
{
if (gripPressed && objectinHand == null && objectInTrigger !=null)
{
GrabObject(objectinTrigger.gameObject);
b
else if (!gripPressed && objectinHand != null)
{
ReleaseObject();
b
b

if (objectinHand != null)

{
UpdateHeldObjectPose();

Omnuc KJIYOBUX €JIEMEHTIB MEXAHIKHA 3aXOIIJICHHS

. XRNode controllerNode — Busnauae, 10 skoro VR-koHTponepa

(JiBOoTO 200 MPABOTO) MPUB’sA3aHA B3AEMOJIIS.
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. pickupTag — Ter, 10 BUKOPUCTOBYETHCS ISl MAPKYBaHHS 00’ €KTIB,
K1 MOXKYTb OyTH 3aXOILIEHI.
. grabPoint — omnopHa TOYKa, BIJTHOCHO SIKOi OOYHCIIOETHCS

MIOJIOKEHHS TIPEIMETa B PYIII.

. InputDevice device — 00’ekT, 1m0 3a0e3meuye n0CTyn A0 cTaHy VR-
KOHTpOJIEPA.

. objectInTrigger — 00’exT, 10 IepeOyBa€e y 30H1 JOCSIKHOCTI PYKH.

. objectinHand — o00’exT, KMl y MOTOYHUA MOMEHT yTPUMYETHCS
rpaBLEM.

3axomIeHHsl aKTUBYETHCSI TIPU HATUCKAaHHI KHOIKM XBaTy (grip), 3a yMOBH,

10 Y 30H1 B3a€MO/Iii MPUCYTHIHN AOMYCTUMHIN 00’ €KT.

3) PDikcauis 00’exTa y pyui
[Ticns 3axorieHHsT 00’€KTa BUKOHYETHCS BUMKHEHHS (PI3MYHOI CHUMYJIAIIIL
JUTsL 3amo0IraHHS HEKOHTPOJIHOBAHUM KOJMBAHHSAM Ta KOHQIIKTaM 3 (i3UKOIO
cuenu (JIictunr 3.2). Jlnsg nuporo Rigidbody 00’ ekTa nepeBouThCs y KIHEMaTUUHUN
PEXUM, a J1isg rpaBiTallii TAMYacOBO BUMHUKAETHCSI:
Jlictunr 3.2. @ikcatig 00’ €KTIB y pylLIi rpaiis
private void GrabObject(GameObject obj)
{
objectInHand = obyj;
Rigidbody rb = obj.GetComponent<Rigidbody>();

if (rb 1= null)
{

rb.isKinematic = true;

rb.useGravity = false;

Transform reference = grabPoint != null ? grabPoint : transform;
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localPosOffset =
reference.InverseTransformPoint(obj.transform.position);
localRotOffset = Quaternion.Inverse(reference.rotation) *

obj.transform.rotation;

b

BukopucranHs JIoOKaabHUX 3CYBIB MO3HUIIIT Ta 00€pTaHHS 103BOJIsIE 30epiraTtu
NPUPOJIHE TOJOXKEHHS TMpeaMeTa y pyli HE3aJeKHO Bil MOro MOYaTKOBOI

Opi€HTAIllli, K TTOKa3aHO Ha pUCYHKY 3.7.

Puc. 3.7. [lo3unionyBanHs 00’ €KTa BITHOCHO TOYKH 3aXOIUIeHHA y VR-py1ii.

4) IlinTpuMka no3uuii yTpuMyBaHoOro 00’€KTa

[Tin yac yrpumaHHS 00’€KTa MOro IOJIOKEHHS Ta OpIEHTAIlls IMOCTIHHO
OHOBJIIOIOTHCSA BIJIMOBIAHO A0 pyxiB pyku kopuctyBada (Jlictunr 3.3). ILle
3a0e3neuye Bi3yalbHy CTa0LIBbHICTh Ta CTBOPIOE BIAUYTTS (PI3UYHOTO KOHTPOJIIO HaJl
IPEIMETOM.

Jlictunr 3.3. OHOBNIEHHS OpI€HTALI] Ta MOJ0KEHHS PEAMETIB y Pyl

private void UpdateHeldObjectPose()
{
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Transform reference = grabPoint != null ? grabPoint : transform,;

objectinHand.transform.position =
reference. TransformPoint(localPosOffset);

objectInHand.transform.rotation = reference.rotation * localRotOffset;

5) BianyckaHHsi 00’€KTa TA MOBEPHEHHS 10 (Pi3UYHOI CUMYJISALII

[Ticnst BiamycKaHHS KHONKHM 3aXOIUICHHS (i3M4HA CUMYJIAIIS 171 00’ €KTa
noBHICTIO BiAHOBIIOETHC (Jlictunr 3.4). Ile no3Bosisie mpeaMeTy B3aeMOIISTH 3
OTOUYCHHSM 3T1IHO 3 3aKOHaMH (Di3UKH, 30KpeMa IMajaT Mij Ji€ro rpasiTailii adbo
CTHKATHUCS 3 IHIIMMH 00’ ekTamu cuieHu. Le peanizoBaHo y HacTynmHOMY (pparmMeHTti
KOJY:

Jlictunr 3.4. MeTon BiAnmycKaHHs 00’ €KTa

private void ReleaseObject()

{
Rigidbody rb = objectinHand.GetComponent<Rigidbody>();

if (rb 1= null)

{

rb.isKinematic = false;

rb.useGravity = true;

objectinHand = null;

6) BusiBiieHHs1 00’€KTIB y 30Hi B3aeMOil
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JInst BU3HAUEHHS MO>KJIMBOCTI 3aXOIUICHHS BHUKOPUCTOBYETHCS TPUTEPHUIA
KOJIaiiep, 3aKpilieHui Ha BIpTyasibHiM pymi. Bxin ta Buxim 06’ekra 3 1i€i 30HU
00po06st0THCS BiANoBiAHUMHU noaiaMu (Jlictunr 3.5):

Jlictunr 3.5. MeTo/1 BUsIBIEHHS 00’ €KTIB Y 30H1 B3a€MOJIX1 KOHTPOJLIEPIB

private void OnTriggerEnter(Collider other)

{

if (other.CompareTag(pickupTag))
objectInTrigger = other;

private void OnTriggerExit(Collider other)
{
if (objectInTrigger == other)
objectInTrigger = null;

Ile#t miaxim J03BOJISIE MIHIMI3yBaTH KUIBKICTh TEPEBIPOK Y CIEHI Ta
3a0e3rneyye cTabUIbHY pOOOTY MEXaHIKH 3aXOIUICHHS.

Takum ynHOM OYJI0 peasi3oBaHO aBTOPCHKY CUCTEMY (Pi3MUHOI B3a€MO/III 3
o0’extamu y VR-cepenoBuii, sika noeanye ctanaapTHy gizuky Unity 3 mojieBumM
M1IX0I0M JI0 3aXOIUIEHHS peaMeTiB. PeanizoBana MexaHika 3a0e3neuye cTadlIbHY,
nepeadadyBaHy Ta iHTYITUBHY B3a€MO/IIF0 KOPUCTYBaya 3 IPOBUM CEPEIOBUIIEM 1
CTBOPIOE OCHOBY JUIsl peaji3ailii 1HTepaKTUBHHX MEXaHIK, 30KpemMa (Hi3UIHHX
KHOTIOK Ta JIOTiKM BIJKPUBAHHS JBEpEH, IO PO3TISAAIOTHCS y HACTYITHOMY

T IPO3ILIL.

3.3. Peajizanisi iHTepaKTUBHUX MEXaHIK
VY Mexax JaHOro TPOEKTY IHTEPAKTUBHICTh peaiizoBaHa uepe3 (i3udHi
€JIEMEHTU CepEeOBHUIIA, 3 SIKUMHU TPaBEllb MOXKE B3aEMOJISATUH 0€3 BUKOPHUCTAHHS

a0cTpakTHHX 1HTepdeiciB. OCHOBHUM aKIEHT 3pOo0JeHO Ha MexaHimi (i3mIHHUX
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KHOTIOK Ta JIOTII BIJIKPUBAHHS JBEpeH, 1o 0e3mocepeHb0 MOB’S3aHO 3 ITPOBOIO
METOI0 — TOCJIIJOBHUM BIAKPUBAHHIM JIOCTYITY 1O HOBUX MPUMIIICHb.
Ha BigMiHy Bia KJIaCHYHUX ITPOBHX KHOTIOK, PEali30BaHUX uepe3 HaTUCKaHHS
BipTyanbHux Ul-enemMeHTiB, y AaHOMY MPOEKTI 3aCTOCOBAHO MiAX1J (PI3UYHOT
B3a€MO/II1, IpU IKOMY KHOIIKa pearye Ha peajbHe IepeMillieHHs 00’ €KTa B IPOCTOp1
M1JT €0 PYKH TpaBIsl 00 1HIIMX MPEIMETIB.

1) 3arajbHa JIoTiKa iIHTepaAaKTHBHOI B3a€MO/IIL

Peaizariist iHTepakTUBHUX MEXaHIK y TPl 0a3y€eThbCs HA MOMIEBINA apXiTEKTypl

Ta CKJIIaOa€ThCA 3 TAKMX OCHOBHHX eTaIiB:

l. (b13MYHUN KOHTAKT IpaBIisl 3 IHTEPAKTUBHUM €JIEMEHTOM;
2 3MiHa MOJIOKEHHS a00 CTaHy 00’ €KTa;

3. dikcartiss JOCSITHEHHS TOPOTOBOTO 3HAYEHHS B3aEMO/IIT;
4 BUKJIMK TIOJ1i1, IO 1HII[IIO€ 3MiHY CTaHy 1HIIIOTO 00’ €KTa;
5 BUKOHAHHS aHIMallii abo JIOTIKY peakIlii cepeoBHUIIa.

—— | HaTMCKaHHA KHOMKN [

DianHNA KOHTaKT UnityEvent —

DoorController |—| BigKkpuBaHHA aBepei

Pucynok 3.8 3aranpHa cxema peanizaii IHTepaKTUBHOI MEXaHIKH «KHOIKA —

TBEPI»

2) Peanizanis ¢pizuuHoi KHOIKK

di3uyHa KHOIMKA peajgi3oBaHa 3a JOMOMOIOK aBTOPCHKOIO CKPHUIITa
PhysicalButton (JIictunr 3.6), akuii aHaIi3ye JOKaJIbHE 3MILIEHHS 00’ €KTa KHONKU
B3OBXK oxAHi€l oci. Takuil miaXig [O03BOJIAE MAOCATTH BIYYTTS PpPeaIbHOroO
HAaTUCKaHHs 0€3 BUKOPUCTAHHS CKJIATHUX (I3UYHUX 3’€qHaHb a00 JT0JAaTKOBHUX
0OMeXEHb.

Jlictunr 3.6. ®parmMeHdT Koy peanizarii podoTu Pi3UYHUX KHOTIOK

using UnityEngine;

using UnityEngine.Events;



public class PhysicalButton : MonoBehaviour

{
public UnityEvent OnButtonPressed;

public float pressThreshold = 0.015f;

private Vector3 startPos;

private bool isPressed = false;

void Start()

{
startPos = transform.localPosition,;
h
void Update()
{

float displacement = startPos.z - transform.localPosition.z;

if (lisPressed && displacement > pressThreshold)
{

1sPressed = true;

OnButtonPressed?.Invoke();

if (isPressed && displacement < pressThreshold * 0.5f)
{

1sPressed = false;

63
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OCHOBHI €JIEMEHTH peati3aliii:

. UnityEvent OnButtonPressed — rojiieBuii MexaHi3m, IKHil 103BOJISIE
IpU3HAYaTH PEaKIil0 Ha HATHCKaHHS KHOIMKH 0€3 >KOPCTKOro 3B’s3yBaHHA 31
CKPHUIITaMHU.

. pressThreshold — nmoporose 3HaueHHs epeMillleHHs], sIKE BU3HAYAE
MOMEHT aKTHBAIlil KHOTIKH.

. startPos — moyaTtkoBe JIOKaJbHE MMOJIOKESHHSI KHOTIKH, BiJIHOCHO SIKOTO
00YHUCITIOETHCA 3MIILICHHS.

. isPressed — mpamopens craHy, o 3amobirae 6araTopazoBOMy
CIIPAIFOBaHHIO MOJIi1.

Buxopuctanus rictepe3ucy (3MEHIIEHE TOPOTOBE 3HAUEHHS NIpU
BIJITyCKaHHI1) J03BOJISIE YHUKHYTH 0araTopa3oBOro CIpallOBaHHs MO/1i BHACTIIOK
HE3HAYHMX KOJMBaHb KHOMKHA. Bu3HaYeHHsI MOMEHTY HATUCKaHHS (Di3M9IHOT KHOIIKH

3a JIOKaJHbHUM 3MIIICHHSIM OMUCaHOo y cxemi 3.9.
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MouaTkoBe NCNOXEHH:A KHOMKN
startPos

'

KHorka B3aeMogie 3 pykow
abo oB'exTom

!

3MiHa nokansHoT noauuit
KHOMKK
localPosition.z

!

QOBYUCIEHHS 3MILLEHHS:

displacement = startPos.z -
KHoMKa 3anuiuaeTben CkupaHHa cTaHy localPosition.z
Y HATUCHYTOMY CTaHi isPressed = false l
Hi Tak

displacement >

?
KHonka nosepraeTbes pressThreshold?

A0 NOYaTKOBOrO NONOKEHHA?

T Tax Hi
Buknvk noai Dikcaulis HaTucKaHHs OuikyBaHHA noaansLwor
OnButtonPressed.Invoke() ¢ isPressed = true Baaemogii

Puc. 3.9. Cxema Bu3Ha4eHHs] MOMEHTY HATUCKaHHS (13MUHOI KHOTIKH 3a

JJOKaJIbHUM 3MiH_ICHH}IM

3) Peautizanisi 1oriky BiAKpUBaHHS JABepei

Jlnsa peamizariii peakiii cepeloBUIlla HA HATUCKAHHSA KHOMKH BHUKOPHCTAHO
ckpunt DoorController (Jlicrunr 3.7), sikuii BiAMOBiAAa€ 3a MJIaBHE BIAKPUBAHHS
JIBEpEH IIJISIXOM THTEPIOJIAIIT 00epTaHHS.
Jlictunr 3.7. @parmMeHT Koy pearizaiii podoTu aBepei

using UnityEngine;

public class DoorController : MonoBehaviour

{
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public float openAngle = -40f;
public float speed = 2f;

private Quaternion closedRot;
private Quaternion openRot;

private bool isOpening = false;

void Start()
{
closedRot = transform.rotation;
openRot = Quaternion.Euler(transform.eulerAngles + new Vector3(0,
openAngle, 0));
b

public void OpenDoor()
{
Debug.Log("BUTTON PRESSED — OpenDoor()");

1sOpening = true;

void Update()
{
if (isOpening)
{
transform.rotation = Quaternion.Lerp(
transform.rotation,
openRot,

Time.deltaTime * speed

);
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OCHOBHI KOMITOHEHTH peati3arlii:

« closedRot / openRot — kBaTepHIOHH, 1110 BU3HAYAIOTH 3aKPUTE Ta BiIKPUTE
TIOJIOYKEHHS IBEPEH.

o openAngle — KyT MOBOPOTY ABEpEil HABKOJIO BEPTUKAIBHOI OCI.

o Quaternion.Lerp — 3a0e3neuye miaBHUM Mepexij MK CTaHaAMU 03 pi3KuX
PYXiB.

« isOpening — joriuHUi Ipanopelp, 0 aKTUBYE MPOLIEC BIAKPUBAHHS.
Takuit miaxXig 03BOJISE YHUKHYTH BHUKOPUCTAHHS CKJIAIHOI (Hi3UYHOT

CUMYJISIIIIT ISl IBEpeH, M0 € BAXJIMBUM 3 OTJIATY Ha OOMEKEHI OOYMCITIOBAIbHI

pecypcu aBToHOMHOro VR-nipuctporo Meta Quest 2.

4) B3aeMo03B’S130K KHOINIKM Ta JABepei

3B’S30K MIXK KHOIIKOKO Ta JBepuma peainizopaHo uepe3 UnityEvent (puc
3.11), 110 703BOJISIE HAAIITOBYBATH JIOTIKY B3a€MO/Ii1 0€3 3MIH IPOTPAMHOTO KO .
[Tomiss OnButtonPressed xnHomku npuB’szyerscss 10 Meroay OpenDoor()

BIJIMOBIHOTO 00’ €KTa ABepel Oe3nocepenbo B iHcmekTopi Unity.

~ Physical Button (Script)

On Button Pres

Runtime Only * DoorController.OpenDoor
Interior_Doaor (D @&

Puc. 3.11. HanamryBanust UnityEvent a1 3B’ 513Ky KHONKH Ta JABEpEH y

cepenonui Unity
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Takum YuHOM Hamu OyJI0 peagi3oBaHO I1HTEPAKTHUBHI MEXaHIKH, IO
0a3yroTbcst Ha (i3MYHIA B3aeMOJIi KOpPHCTyBaya 3 ITPOBUM CEPEIOBHUIIEM.
Buxopucrtanss (i3u4HUX KHOIIOK Y MO€AHAHHI 3 TIOJ[I€EBUM KEPYBaHHSM JI03BOJISIE
CTBOPIOBATHU JIOT1YHI 3B’SI3KM MK 00’ €KTaMU CIIEHH, 3a0e3Meuy0ur MOCIiI0BHAN
Ta I1HTYiTUBHO 3po3yMiuiuil irpoBuil mpomec. PeamizoBanuii miaxig e
MacIiITabOBaHUM 1 JO3BOJIAE JIETKO PO3MIMPIOBATH KUIBKICTh 1HTEPAKTUBHHMX

€JIEMEHTIB y HACTYIHUX PIBHSX I'PH.

3.4. TecryBannss VR-rpu Ha miargopmi Meta Quest 2
TectryBanusi VR-rpu € 060B’I3K0BUM €TanioM po3pOO0KHU, OCKITIBKU JT03BOJISE
NEePEBIPUTH KOPEKTHICTh peati3allii IHTepaKTUBHUX MEXaHIK, CTa0lIbHICTh POOOTH
IPOrpaMHOTO 3a0e3MEeUYeHHs Ta BIAMNOBIAHICT, TPU amapaTHUM OOMEKEHHSIM
Ib0BO1 TUIaTopmu. Y KoHTekcTi VR-1o1aTkiB TecTyBaHHSI HaOyBae 0COOIMBOIO
3HAUEHHS 4Yepe3 MOEIHAHHS BHUCOKHX BUMOT JI0 MPOIYKTHBHOCTI, YyTIUBOCTI JO
3aTPUMOK Ta HE0OX1THOCTI 3a0e3medueHHs KOM(DOPTHOTO KOPUCTYBAIIBKOTO TOCBITY.
Y wMexax pgaHoi Marictepchkoi pobotu TectyBaHHsS VR-rpu  Little
Strongman npoBoauiocs Oe3nocepeaHbO0 Ha aBTOHOMHOMY VR-monomi Meta
Quest 2, sxuii € 1UUTLOBOIO MIaTGopMor0 po3poOku. Takui MmMiaxiz J03BOTHB
OILIIHUTHU POOOTY IPH B peajbHUX YMOBaX €KCIUTyarallii, 3 ypaxyBaHHAIM OOMEKEHb
MOOITBHOTO ~amapaTHOro 3a0e3MeyeHHsl, OCOOJMBOCTEH BIJCTEKEHHS pyXIB
KOpHUCTyBaua Ta crietuudiku B3aemo/ii 3 VR-koHTposiepamu.
[Ipornec TecTyBaHHSI OXOILUIIOBAB KiJIbKa KJIFOUOBUX ACTIEKTIB:
e TIEPEBIPKY TMpaIe3aTHOCTI OCHOBHUX ITPOBUX MEXaHIK (TIEpEeMIIIeHHS,
CTpUOKH, 3aXOIUICHHS Ta MaHIMyJIALisS 00’ €KTaMu);
e aHaNI3 KOPEKTHOCTI (i3muHOT B3aEMOAIi 3 IrpOBUMU 00 €KTaMH Ta
eJIEMEHTaMU CEpPEOBUIIA;
e OIIHKY CTa0lILHOCTI POOOTH I'PH MiJ] YaCc TPUBAIMX ITPOBUX CECIH;
e aHaM3 MpoayKTUBHOCTI VR-momaTKy, 30kpemMa 4aCTOTH KaJpiB, IJIABHOCTI

B1JIOOpa)KEHHS CLIEHU Ta HABAHTAXKEHHS HA arapaTHl PecypcHu.
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OcobnmBa yBara MNpUAUIIIACS TECTYBAaHHIO IHTEPAKTHBHUX MEXaHIK,
NOB’s13aHUX 13 (PI3MYHUMHU KHOIKaMHU Ta JIOTIKOIO BIJIKPMBAHHS JIBEPEHl, OCKUIBKU
caMme IIi €JeMEHTH BHU3HAYaloTh MPOTPeC I'PaBld Ta 3aBEpIICHHS iIrPOBUX PIBHIB.
Takox BpaxoByBaJHCsl 0COOJMBOCTI MacIITaOyBaHHS CBITY Ta COPUMHATTA (Pi3UKU
00’exTiB KOpHucTyBaueM y VR-cepenoBuii.

Jl71s1 TecTyBaHHSI BUKOPUCTOBYBAJIKCS CTaHIapTHI 3acobu po3pooHuka Unity,
BOY10BaH1 IHCTPYMEHTH NPOQITIOBAHHS, a TAKOXK 0€3M0CepeIHE CIIOCTEPEKEHHS 32
NOBEIIHKOIO TpH MiJ 4Yac 3amycky Ha Meta Quest 2. Pe3ynbpratu TecTyBaHHA
GbikcyBavcs Yy BUIJIAJII ONMKCIB CLIEHAPIiB, TAOJMIb PE3YJIbTATIB Ta CKPIHIIOTIB 13
cepenoBuma Unity 1 VR-mpuctporo, mo A03BOMIO CUCTEMATU3YBAaTH BUSBIICHI
0COOJIMBOCTI Ta 3pOOUTH OOIPYHTOBaH1 BUCHOBKH.

OTtpuMaHi pe3yiabTaTy TECTyBaHHS CTAIH MIATPYHTSIM AJIs OLIHKH TOTOBHOCTI
VR-rpu no nemoHcTpamii Ha 3axXUCTI MaricTepchbkoi poOOTH Ta BU3HAYCHHS

HaIpPSMKIB OJAIBIIOTO BAOCKOHAJIECHHS MPOEKTY.

3.4.1. IlepeBipka npaue3gaTHOCTI Ta CTA0IILHOCTI I'PH

[lepeBipka npane3gaTHocTi Ta crabiabHOcTi VR-rpu Little Strongman Oyina
CIpsIMOBaHAa Ha BUSIBJICHHS IOMUJIOK Yy POOOTI OCHOBHMX ITPOBHUX MEXaHIK,
NepeBIpKYy KOPEKTHOCTI B3a€MO/IIi KOpPHCTyBaua 3 BIPTyaJbHUM CEPEIOBUIIEM Ta
OIIHKY CTa01ILHOCTI JOJATKY I/ Yac TPUBAJIOTO BUKOPUCTAHHS HA aBTOHOMHOMY
VR-monomi Meta Quest 2.

TectyBaHHS TPOBOAMUIIOCS HUIAXOM IMOCIHIJOBHOTO BUKOHAHHS BHU3HAYEHHUX
ITPOBUX CIIEHAPIiB y MIATOTOBICHUX PIBHAX (AUTSIYa KIMHATA Ta MPOXiAHA 30HA), 3
BUKOpPUCTaHHAM cTaHaapTHux VR-kontponepiB Meta Quest 2. OcobiuBa yBara
NPUIIAIAcS TEPeBIpIll MeXaHiK, SKi Oe3MocepeHhO BIUIMBAIOTh Ha IrPOBUH
IPOLEC Ta MPOrpec IpaBLs.

OcHOBHI cleHapii TeCTYBaHHS

VY Mexax mepeBipKu Mmpare3aTHOCTI Tpy OyJiM peani3oBaHl Ta MPOTECTOBAHI
TaKi CIeHapii:

e 3amycK Tpu Ta iHimiamizams VR-cepenoBuma;
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KOPEKTHE MO3UII0HYBaHHS TPaBIs y BIpTyaIbHOMY IIPOCTOPI;
MEPEMIIIICHHS Ta OpiE€HTAIliSI KOPUCTYBayda 3a 10moMoro VR-koHTposepis;
BUKOHAHHS CTPUOKIB Y MEKaxX JOCTYITHOI IrpPOBOI ILJIOIIII;

3aXOIUICHHS, yTPUMAaHHA Ta MepeMilieHHs (i3uIHIX 00’ €KTIB;

B3a€MO/Is 3 GI3UYHUMH KHOIIKaMH;

BIJIKpUBaHHS JABEpeH IMiCJIs aKTUBAIlli KHOTIOK;

NEPEX0 I MK IrPOBUMHU 30HAMU;

3aBEpIIEHHS ITPOBOTO PiBHS.

IlepeBipka KOPEKTHOCTI iIHTEPAKTHBHHMX MEXaHIK

[Tix yac TecTyBaHHS MIATBEPXKEHO, 110 BC1 KJIFOUOB1 IHTEPAKTUBHI MEXaHIKH

IPALIOIOTh BIAMOBIIHO /10 3aKJIa/I€HOI JIOTIKH:

3aXOIJICHHS! OO’€KTIB 3MIACHIOETHCA 3a JIONOMOIOI0 KHOIKH CTHCKaHHS
KOHTpOJIepa Ta € IHTYITUBHO 3pO3YMIJIMM JJIsl KOPUCTYBaua,;

yTPUMaHHS MPEAMETIB y pyll BiaOyBaeTbcs CTaOLIbHO O€3 3MilieHb a0o
BTPATH MO3UI[IOHYBaHHS;

miciast BIAMYCKaHHS TNPEAMETH KOPEKTHO MOBEPTAlOThCA 10  (i3MYHOI
CUMYJISILIT 3 YBIMKHEHOIO T'PaBITaIlI€IO;

(b13UYH1 KHOMIKU pearyrTh Ha MeXaHIdYHe HAaTUCKaHHS 00’ €KTaMHu a00 PyKOIO
rpaBIIs;

Jorika BiJKpUBaHHS ABEpEU AKTUBYETHCS BHUKIIOYHO TICIS KOPEKTHOTO
CTIPAIfOBaHHS KHOTIKH.

TakuM YMHOM, IHTEPaKTUBHI €JIEMEHTH TpH 3a0e3NeuyloTh JIOTTYHUN Ta

MOCTIJOBHUM ITPOBUH TpoIec 6€3 KPUTHIYHUX TTOMHIIOK.

Cra0isibHicTh po00oTH IPH

Jls oriHku ctabuibHOCTI VR-10/1aTKy TPOBOAMIIMCS ITPOBI CECli TPUBATICTIO

Bix 10 mo 25 xBunuH 6e3 nepesarnycky rpu. [1ig gac TectyBaHHS:

He O0yJ0 3adiKCOBAHO aBapiHUX 3aBEPILCHb J10JIATKY;

HE BUHHUKAJIO BTPATHU BIJICTEXKEHHS KOHTPOJIEPIB;
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e HE CIIOCTEpIrajgocs 3aBHCaHb a00 KPUTUYHUX 3aTPUMOK y BIAMOBIII Ha Jii
KOPHUCTYBaua,
e IrpoBUM cTaH 30epiraB KOPEKTHICTh TICs Oararopa3oBHX B3a€EMOJIN 3
00’ exTamu.
OxpeMo miepeBipsuIacs MOBEIHKA TPU y BUMAJKAaX 1HTEHCUBHOI B3aEMOJIII 3
BEJIUKOI KUIBKICTIO OO’€KTIB, IO MIATBEPAWIO CTaOlIbHY po0OoTYy (i3udHOi
cucTemMu 0e3 BTpaTH KEPOBAHOCTI.

3a pe3yJbTaTaMu TECTYyBaHHs 0YyJI0 po3p00JE€HO HACTYIIHY TaOIUIIO:

Tabmuus 3.1
PesynbTaTu nepeipku mpane3aatHocTi VR-rpu
OuikyBaHui DakTUIHN I
Ne | [lepeBiproBaHuii eJieMeHT
pe3yJbTaTt pe3yJbTaTt
KopexkTthe 3aBaHTa)XeHO  0e3
1 | 3amyck rpu
3aBaHTAXEHHS CLICHU MOMMJIOK
2 | IlepemileHHs rpaBIlst [InaBHE KepyBaHHS [Ipamroe KOPEKTHO
Peakuis Ha HaTtuckaHHs | BUukoHyeThCs
3 | Ctpubok
KHOTTKH KOPEKTHO
' [Tpenmer dikcyeTbes y '
4 | 3axoIuleHHs IPEIMETIB . [Tpamtoe cTabinbHO
pym1
5 | BiamyckaHnHs mpenMeTiB BinnoBnenns ¢izuku KopektHo
6 | ®i3uyHa KHOMKA Peakriis Ha Hatuckanas | CripanboBye
7 | BinkpuBaHHs IBepeit [InaBHE BIIKpUBAHHS PeasizoBano

PesynpTatu mepeBipkM Mpaile3gaTHOCTI Ta CTAOUIBHOCTI CBIAYaTh IMPO
KOPEKTHY peaizailito OCHOBHUX irpoBux MexaHik VR-rpu Little Strongman. ['pa
cTabutpHO mpaitoe Ha miaatdopmi Meta Quest 2, 3abesneuye HafdiiiHy (Qi3udHy
B3a€MOJII0 3 O0’€KTaMM Ta HE MICTUTh KPUTUYHHX IOMWIOK, fKI MOTiu O

MEePENIKO/IKATH IFPOBOMY MpOlieCcy ad0 IeMOHCTpAIlii TPOEKTY.
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3.4.2. Anaui3 npoayktuBHocTi VR-g1opaTky

Amnaini3 npoayktuBHocTi VR-rpu Little Strongman npoBoauBcs 3 METOIO
OLIIHKK  BIAMOBITHOCTI  PO3POOJIEHOTO0 JONATKy amapaTHUM  OOMEKEHHSIM
aBToHOMHOTO VR-1mojomy Meta Quest 2, a Tako>k BU3HaYEHHS P1BHSA TJIABHOCTI Ta
KOM(OPTHOCTI irpOBOT0 MPOIECY sl KOPUCTyBaya.

Ockinbku VR-701aTKKM BUCYBAlOTh MiJBHUILIEHI BUMOTH /10 CTaOUIBHOCTI
4acTOTH KaJpiB Ta 3aTPUMKH  BIIOOpaKEHHsS, 3a0€3MEUCHHS  HaJIeKHOI
MPOJYKTUBHOCTI € KPUTUYHO BAXIJIUBUM (DAKTOPOM ISl YHUKHEHHS JUCKOMDOPTY,
ne3opieHTarii Ta VR-aynoTu.

HinboBI MOKa3HUKM MPOAYKTUBHOCTI 4151 Meta Quest 2

Jins mnarpopmu Meta Quest 2 peKOMEHJOBAHUMHU € TaKi OpPIEHTOBHI

MOKa3HUKHU:
. 4acToTa OHOBJICHHS 300paxkeHHs: 72 FPS (cTaHmapTHUN pexUM);
. cTabUTbHUH Yac Kaapy 0e3 pi3KuX MiKiB;
. MIHIMaJIbHI 3aTPUMKH TpH 00poO11i BBeIeHHS 3 VR-KOHTPOIEPiB;
. BIJICYTHICTh PI3KUX MPOCIIaHb MNPOAYKTUBHOCTI MiJ 4Yac aKTHUBHOI

¢b13uuHOT B3aEMOJII.

JloTprMaHHs 3a3HaYE€HUX MapaMeTpiB J03BOJIsIE€ 3a0€3MeYUTH KOMMOPTHUI
nocBi B3aeMosii 3 VR-cepenoBuiiem.

MeToauka ONiHKYM MPOAYKTUBHOCTI

Oui"ka npoayKTUBHOCTI VR-rpu 3a1iicHIOBaIACS B peaJIbHUX YMOBax poOOTH

noJaTKy 0e3 BUKOPUCTaHHs eMyJsiii. J[1s anamizy BUKOpUCTOBYBAIUCS:

. BOyZI0BaH1 IHCTpyMeHTH npodintoBanHs Unity;
. MOHITOPHHT YaCTOTH KaJIpiB MiJ YaC BUKOHAHHSI IrPOBUX CIICHAPIiB;
. CIIOCTEPEKEHHSI 3a MOBEAIHKOIO JOJAaTKy MiJ Yac 1HTEHCHUBHOI

B3aeMO/Ii 3 00’ €KTaMu;
. TpUBaJIi irpoBi cecii Ha aBBTOHOMHOMY TTPUCTPOI.
TecTtyBaHHS TPOBOAWIIOCS Ha TIATOTOBICHUX PIBHAX 13 HAHOUIBIION

KUTBKICTIO aKTUBHHUX (P13MUHUX 00’ €KTIB Ta IHTEPAKTUBHHUX €JIEMEHTIB.
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Pe3yabTaTH BUMipIOBaHHS MPOAYKTHBHOCTI
VY mporueci TectyBaHHS OyJI0 BCTAHOBIIEHO, 110 VR-nomatox neMoHCTpye
cTablJIbHY IPOAYKTUBHICTh Y MEKaX IUJIbOBUX MOKa3HUKIB 1uiatdopmu. (JleranbHo
omnucaHo B Tabmuili 3.4).
Tabmuus 3.4

OcCHOBHI TOKa3HUKHU MPOYKTUBHOCTI VR-rpu

ITapameTtp 3HayeHHA

Cepenns yacToTa KaJpiB 83 FPS

MinimanbsHa yacToTa KajpiB | 62—68 FPS

Yac kanpy CralinpHuit

3aTpUMKa BBEJICHHS He BiguyBaeThcs

Aapiitai npociganus FPS | He 3adikcoBano

He3nauHi KOpOTKOYACHI KOJMBAHHS YaCTOTH KaJIPIB CIIOCTEPITaINCS MiJ] 4ac
OJIHOYACHOI B3a€MOJIIi 3 JeKiIbKkoMa (Pi3MUHUMU 00’ €KTaMH, IPOTE€ BOHU HE MaJld
KPUTUYHOTO BIUTMBY Ha 3arajibHE CIIPUIHSATTS TPU.

BnumB ¢iznuHoi cuMyJIilii Ha NPOAYKTHBHICTH

OCKUIBKH ITPOBHH MPOIEC 3HAYHOIO MIPOO 0a3y€eThCs Ha (h13MUHIN B3aEMO/I1T,
0ocoOyiMBy yBary OyJjo MNpUIUIEHO HaBaHTaXeHHIO ¢izuuHoro pymris Unity. ¥V
Mpolieci TECTYBaHHS BCTAHOBJICHO, 1110:

. BUKOPUCTAHHS CTaHJAPTHUX I[apaMeTpiB Macu Ta rpaBiTalii He
CTBOPIOE HAIMIPHOTO HABAHTAXKCHHS,

. oOMexeHa KUIBKICTh OJHOYacHO akTuBHMX Rigidbody crpuse
cTabUIBHIN pOOOTI (H13UKY;

. BIICYTHICTh CKJIQJHUX KONI3IMHUX (OpM TMO3UTUBHO BILJIUBAE Ha
MPOYKTUBHICTb.

3aragoM @Qi3uyHa cucTeMa TpH € 30aJaHCOBAaHOIO Ta BIJANOBIAAE

MOXJIMBOCTSM aBTOHOMHO1 VR-1matdopmu.
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OnTumizaniiHi pilmeHHs, 3aCTOCOBAHI y MPOEKTI
Jlis nocarHeHHs CTaOlIbHOI MPOIYKTUBHOCTI B IpOLECi Po3poOKu Oyiu

3aCTOCOBaHI TaKl MIIXOIH:

. BUKOPHUCTAHHS ONTHUMI30BaHUX 3D-mojenel 13 MOMIpHOIO KUIBKICTIO
TTOJIITOHIB;

. MIHIMI3aIlis KIJTbKOCT1 OJTHOYACHO aKTUBHUX (D13UYHUX 00’ €KTIB;

. BIJICYTHICTb CKJIQJTHUX TTOCTIPOIIECHHTOBUX €(EKTiB;

. NpoCTli  aHIMalii  BIAKpWBaHHS  JBepedl  0e3  BUKOPHCTaHHS

PECYPCOEMHUX CHUCTEM;
. opieHTalliss Ha (I3UYHY B3aEMOJII0 3aMICTh CKJIQJHUX CKPHIITOBHX

00YHCIIEHD.

[TpoBenenHmit anai3 MpOAYKTUBHOCTI MOKa3as, mo VR-rpa Little Strongman
BIIMOBIZIa€ TEeXHIYHUM BuMoram 1argopmu Meta Quest 2 Ta 3abes3mneuye
cTabuTpHUM 1 KoMGOPTHUH IrpoBUi Mpo1iec. Peai3oBaHi IHTEpaKTUBHI MEXaHIKHU Ta
Gbi3uyHa CUMYJIALIS HE TPU3BOISITE 10 KPUTUYHUX MPOCIJIaHb MPOyKTUBHOCTI, 110

CBITUUTH PO KOPEKTHO OOpaHi apXiTeKTypHI Ta ONTUMI3AIliiH] pIIICHHS.
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BucnoBku 10 po3ainy 3

Y TperpoMy poO3aiLIl Marictepcbkoi poOOTH OyJ0 PO3IJSHYTO MPOILIEC
peamizaili Ta TeCTyBaHHs 1HTepakTUBHMX MexaHiK VR-rpu Little Strongman,
po3pobineHoi ans aBToHOMHOTO VR-monomy Meta Quest 2 i3 BUKOpPHCTaHHSIM
pyuriss Unity. OCHOBHY yBary 30cepeke€HO Ha MpaKTUYHIN peani3alii KepyBaHHS
KopucTyBaueM, (Hi3UYHOT B3aEMOJIII 3 00’€KTaMM Ta MEPEBIPIll Mpare3aaTHoCTI 1
npoAyKTUBHOCTI VR-g01aTKY.

VY Mexax po3ally peani3oBaHO CUCTEMY KEpyBaHHs KopuctyBaueM y VR-
cepesioBuIl, 1Mo mnoennye ctangapTHi komroHeHTH XR Interaction Toolkit i3
BJIACHUMH NPOTPAMHUMH MOJYJISIMU. 3a0e3MeueHO KOPEKTHE IMO3UI[IOHYBAaHHS
IpaBlsd y BIPTYaJlbHOMY MPOCTOpPl, pEai30BaHO TMEPEMIIEHHS, OpPIEHTAII0 Ta
MeXaHIKy cTpuOKa, ajanToBaHy 10 ocoOiuBocteil VR-kepyBanHsa. Bukopucranus
KOMOIHOBAHOTO MIAXOAY JIO3BOJMJIO JOCSIITH I1HTYiITUBHOTO Ta CTa0UIBHOTO
KepyBaHHA 0€3 MOPYUIECHHS BIIUYTTS 3aHYpPEHHS.

Peanizanis ¢i3uunoi B3aemojli 3 00’€KTaMu IPyHTyBajlacsi Ha MPUHIUIIAX
OpsIMOi  MaHIMyJIAIIi, o0 € KiIodoBUMHU it VR-irop. Po3poGienuit MexaHizm
3aXOIUICHHS Ta MEepEeMIIeHHs MPeAMETIB 3a0e3neuye cTablIbHy (ikcallito 00’ €KTiB
y pyKax TpaBisi, KOPEKTHE BIAHOBICHHS (I3UYHUX BIACTUBOCTEH MMICIIA
BIJIMNYCKAHHS Ta MOKJIMBICTb BUKOPHUCTAHHS NPEIMETIB SK 1HCTPYMEHTIB Jisi
Mo/I0JNaHHs 1rpoBUX nepemkona. Lle mo3Bommiio peanizyBaTH IrpoBUE TpoIiec,
3aCHOBAaHMM Ha (PI3UYHIN JIOTILI Ta IPOCTOPOBOMY MHCIICHHI.

VY mexax peanizauii IHTEpAaKTUBHUX MEXaHIK OyJo0 poO3poO0JEHO cucTteMy
GIBUYHUX KHOTMIOK Ta JIOTIKY BIJKPWBAaHHS JBepeH, ska 0a3yeTbcs Ha aHai3l
peanbHOro nepeMilieHHs 00’ €KTiB y mpoctopi. Takuii miaxia 3a0e3neuye npupoIHy
B3a€EMOJIII0 3 ITPOBUM CEPEIOBUINEM Ta BUKIIOYAE BUKOPHUCTAHHS YMOBHHUX a00
a0CTpaKTHUX CIIOCOO1IB aKTUBAIIIT ITPOBUX MO, 110 TO3UTUBHO BIUIMBAE HA PIBEHb
3aHYpEHHS KOpPHCTyBaya.

[TpoBenene TectyBands VR-rpu Ha tutardgopmi Meta Quest 2 migTBepansio
npare3 aTHICTh 1 CTaOUIBHICTh YCIX KIIOYOBHMX ITPOBUX MeEXaHIiK. Y mporeci

eKCIUTyaTallii He OyJ0 BUSBJICHO KPUTHYHUX MOMMJIOK, aBapiiHUX 3aBEpIICHb a00
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300iB y poOOTI CHCTEMH KepyBaHHS Ta B3aeMojii 3 00’ektamu. JlomaTkoBo
IPOBEJCHUI aHai3 MPOIyKTUBHOCTI 3aCBIIYMB BIAMOBITHICTH po3pobiienoro VR-
JOJIaTKy amapaTHUM OOMEXEHHSM aBTOHOMHOTO VR-monomy, 30epexeHHs
cTaO1IbHOT YaCTOTH KaJpiB Ta BICYTHICTh CYTTEBUX MPOCIIaHb TPOAYKTHUBHOCTI.
OTxe, pe3ynbTaTu TPETHOTIO PO3ALTY HIATBEPKYIOTh €PEKTUBHICTH 0OpaHUX
apXITEeKTypHUX Ta MIPOTrpaMHMX DPillleHb IJis1 peatizailii 1HTepakTUBHOTO VR-
cepenoBumia. Po3poOnena cuctema KkepyBaHHs, (i3MYHOI B3aeMoAil Ta
IHTepaKTUBHUX MeXaHIK 3abe3leuye HUIICHUN ITpOBUU MpoleC Ta MOXKe OyTu
BUKOPHCTAHA SIK MPAKTUIHUN MPUKJIIA] MOJICTIOBAHHS IHTEPAKTUBHOTO CEPEIOBHINA

y VR-irpax na miargopmi Meta Quest 2.
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BUCHOBKHA

VY Mexax Marictepcbkoi poboTH OyJ0 poO3B’s3aHO aKTyalbHY HayKOBO-
NPaKTUUHY 3a]ady, [0 MOJSArae y MOJCIIOBaHHI IHTEPAKTUBHOTO CEPEIOBHINA Y
VR-irpax 13 3actocyBanHsM VR-monomy Meta Quest 2. AKTyalbHICTbH
JOCITIDKCHHST 3yMOBJICHA CTPIMKHUM  PO3BUTKOM TEXHOJOTIH  BIPTyaJIbHOL
pEaNhbHOCTI Ta 3POCTalOUOI0 MOTPEOOI0 Y CTBOPEHHI 1IHTepaKTHBHUX VR-moaaTkisB,
3MaTHUX 3a0€3MEeYUTH BHUCOKUH pIBEHb 3aHYPEHHS, MPUPOJHY B3aEMOJIIO
KOpPHCTYBaua 3 BIpTyaJIbHUM ITPOCTOPOM Ta CTab1IbHY pOOOTY Ha aBTOHOMHUX VR-
mwiatopmax.

Y nepmiomy po3aiuni poboTH OyiO AOCHIIKEHO TEOPETUYHI OCHOBU
BIpTyaJbHOI peanbHOCTI Ta VR-irop sk pi3HOBUAY IHTEPAKTHUBHUX MPOTPaAMHHX
cucTteM. PO3risiHyTO KIIFOUOBI MOHATTS Ta XapaKTepUCTUKU VR, BU3HAUE€HO OCHOBHI
chepu 3actocyBaHHsi VR-1rop, a Tako mpoaHali3oBaHO Pojib (Pi3UYHOI B3a€MO/IIT
Ta 1HTEPAKTUBHOCTI y (OpMyBaHHI BIIUYTTS MPHUCYTHOCTI KOPUCTyBaya Yy
BipTyajqbHOMYy cepenoBuilli. OKkpeMy yBary MNpUJILJICHO arnapaTHO-NPOTPaMHOMY
3a0e3neyeHHio A po3poOku VR-monaTkiB, 30kpeMa apXiTeKTypl Ta TEXHIYHUM
MOXIMBOCTAM VR-monomy Meta Quest 2. Y3aranbHEHHSI TEOPETHUHUX MOJIOKEHD
J03BOJINIIO C(hOpMYBaTH KOHIIEITYaIbHY OCHOBY JJISl TIOJANBIIOTO MPOEKTYBAHHS
iHTepakTuBHOTO VR-CcepenoBuia.

Hpyruii po3nin Oyjao MpPUCBSIYEHO NMPOEKTYBAaHHIO Ta peanizamii VR-rpu 3
IHTEPAKTUBHHUM CEPEIOBUIIEM. Y MeXaxX pO3aLTy cPOopMyIbOBaHO (yHKIIOHATIBHI
Ta He(PYHKIIOHAJIbHI BUMOTH 10 VR-rpm, BHU3HAY€HO OCHOBHI IIiJIl ITPOBOTO
MpolLIeCy Ta KOHLEILIIO MPOEKTY. byno cipoexkroBano apxitektypy VR-rpu y pyuii
Unity 3 ypaxyBaHHSIM oOMexeHb aBTOHOMHOI VR-mmardpopmu Meta Quest 2.
3anpornoHOBaHO  CTPYKTYpy MPOrPaMHOIO MPOEKTY, BU3HAYEHO KJIIOYOBI
MIJICHCTEMU TPU Ta PO3POOJICHO apXITEKTYpy B3aemoii 00’ e€kTiB. OcoOJUBY yBary
OPUAUICHO  ONTUMI3AIMHUM  PINICHHSIM, 10  3a0e3MedyloTh  CTaOUIbHY
MPOAYKTUBHICTh 1 KOPEKTHY GI3UYHY CUMYJIAII0. Y Mpoleci MOJSTIOBaHHS

ITPOBOTO CEPENIOBHUIIA PEeai30BaHO BIPTyalbHI TPUMIIICHHS, ITPOBI CIICHH Ta
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¢i3uyHl 00’€KTH 3 HAJIANITOBAHUMHU MapamMeTpaMy B3aeMolii, 10 (OpPMYIOTh
imicHe iHTepakTuBHE VR-cepenonutie.

Y TpeThoMy pO3IUI 3MIMCHEHO peai3allilo Ta TeCTYBaHHS 1HTEPAKTUBHHUX
mexaHik VR-rpu. PeamizoBaHo cuctemy KepyBaHHS KopucTyBadeM Yy VR-
cepenoBuIli 3 BUKOopucTaHHSAM 1HCTpyMeHTiB XR Interaction Toolkit Ta BmacHux
MPOTPaMHUX MOJYJIB, IO 3a0€3MeUyI0Th MEPEMIIICHHS, OpPIEHTAIlI0 Ta CTPUOOK
rpaBus. Po3poOiieno MexaHi3Mu (i3uyHOi B3aeMOAil 3 00’€KTaMH, BKJIIOYAIOUU
3aXOIUICHHS, TEPEeMIIIeHHsI Ta BUKOPUCTAHHS IPEIMETIB y IrPOBOMY MPOIIECi.
Takoxx peandizoBaHO IHTEPAKTHUBHI MeXaHIKM (I3MYHUX KHOMOK 1 JIOTIKY
BIIKpUBAHHS JIBEpel, 3aCHOBAHI Ha pealbHOMY (PI3UYHOMY BIUIUBI y BIpTyaJbHOMY
npoctopi. IlpoBenene TtectyBanHss VR-rpm Ha miargopmi Meta Quest 2
HIATBEPIMIO KOPEKTHICTh peajizalii IrpOBUX MEXaHIK, CTaOUIBHICTH poOOTH
J0JIaTKy Ta BIJIMOBIAHICTh HOTO MPOAYKTUBHOCTI allapaTHUM BUMOTaM MPUCTPOIO.

Y pesynbTaTi JOCHIIKEHHS OyJi0 CIPOEKTOBAHO, pEalli30BaHO Ta
IPOTECTOBAHO MOBHOLIHHY VR-rpy 3 1HTEpakTUBHUM CEpElOBUIIEM, SKa
JIEMOHCTPY€E TIPAKTHUYHI MOXJIMBOCTI MOJICIIOBaHHS (DI3UYHOI B3aeEMOJI Y
BIpTyasnbHIll peanbHOCTI. Po3pobnenuit VR-momatok 3a0esneuye 1HTYITHBHY
B3a€MOJIII0 KOPUCTyBaua 3 00’€KTamH, cTabuIbHy poOOTy Ha aBTOHOMHOMY VR-
II0JIOM1 Ta BUCOKUHM PIBEHb 3aHYPEHHS Y BIPTyaJbHUN IPOCTIP.

[IpakTyHa IIHHICTP OTPUMAHUX pE3YJIbTATIB TOJSATAE B TOMY, IO
3aMpONOHOBAHI apXITEKTYpHI Ta MPOTrPaMHI PIIIEHHS MOXYTh OyTH BUKOPUCTaHI
npu po3poOui iHmuX VR-irop 1 VR-popgaTkiB s aBTOHOMHHMX IIaT(OPM.
Martepianun pobOTH Ta peanizoBaHl MEXaHIKM MOXYTh OYTHM 3aCTOCOBaHI Yy
HaBYaJbHOMY IMpOIIeCl MiJ Yac BUBYEHHS TEXHOJOTIH BIPTyaJIbHOI PEalbHOCTI,
PO3pOOKH Irop Ta IHTEPAKTUBHUX CEPEIOBHIII.

Takum 4MHOM, TOCTaBJI€HAa METa MariCTepchKOi poOOTH MOCSITHYTA, a BCi
BHU3HAYEHI 3aBJIaHHS YCIIIIHO BUKOHaHI. OTpuMaHi pe3yibTaTH MiATBEPIXKYIOTh
nouupHicTs BukopuctanHs pymrist Unity ta VR-monomy Meta Quest 2 s
MOJICJIIOBAHHSI 1HTEPAaKTUBHOIO cepefoBuia y VR-irpax Ta BiIAKpHUBaIOThH

MEPCIICKTUBU IJIA MOAAJIBIIOIO PO3BUTKY HOI[i6HI/IX IporpaMHuXx CUCTCM.
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JIOJIATKH

HomaTok A. Buxigumii Ko 101aTKyY
using UnityEngine;

using UnityEngine.Events;
public class PhysicalButton : MonoBehaviour
{

public UnityEvent OnButtonPressed;

public float pressThreshold = 0.015f;

private Vector3 startPos;

private bool isPressed = false;

void Start()

{
startPos = transform.localPosition;
H
void Update()
{

float displacement = startPos.z - transform.localPosition.z;

if (lisPressed && displacement > pressThreshold)
{

isPressed = true;

OnButtonPressed?.Invoke();

if (isPressed && displacement < pressThreshold * 0.5f)
{

isPressed = false;
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using UnityEngine;

using UnityEngine.XR;

public class VRGrab : MonoBehaviour
{
public XRNode controllerNode;
public string pickupTag = "Pickup";

public Transform grabPoint;

private InputDevice device;
private GameObject objectinHand,;
private Collider objectInTrigger;
private Vector3 localPosOffset;

private Quaternion localRotOffset;

void Start()

{
device = InputDevices.GetDeviceAtXRNode(controllerNode);
}
void Update()
{
if (device. TryGetFeatureValue(CommonUsages.gripButton, out bool gripPressed))
{
if (gripPressed && objectinHand == null && objectInTrigger != null)
{
GrabObject(objectInTrigger.gameObject);
H
else if (!gripPressed && objectInHand != null)
{
ReleaseObject();
H
}

if (objectInHand != null)
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UpdateHeldObjectPose();

private void GrabObject(GameObject obj)
{
objectInHand = obj;
Rigidbody rb = obj.GetComponent<Rigidbody>();

if (rb != null)
{
rb.isKinematic = true;

rb.useGravity = false;

}

Transform reference = grabPoint !=null ? grabPoint : transform;

localPosOffset = reference.InverseTransformPoint(obj.transform.position);
localRotOffset = Quaternion.Inverse(reference.rotation) * obj.transform.rotation;
if (obj. TryGetComponent<Shelfltem>(out Shelfltem shelfltem))

shelfltem.OnPickedUp();

private void ReleaseObject()

{
Rigidbody rb = objectinHand.GetComponent<Rigidbody>();

if (rb !=null)
{

rb.isKinematic = false;

tb.useGravity = true;

objectInHand = null;
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private void UpdateHeldObjectPose()
{

Transform reference = grabPoint != null ? grabPoint : transform;

objectInHand.transform.position = reference. TransformPoint(localPosOffset);

objectInHand.transform.rotation = reference.rotation * localRotOffset;

private void OnTriggerEnter(Collider other)

{
if (other.CompareTag(pickupTag))

objectInTrigger = other;

private void OnTriggerExit(Collider other)

{
if (objectInTrigger == other)

objectInTrigger = null;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.InputSystem;

public class Jump : MonoBehaviour

{

[SerializeField] private InputActionReference jumpButton;
[SerializeField] private float jumpHeight = 2.0f;

[SerializeField] private float gravityValue = -9.81f;

private CharacterController _characterController;

private Vector3 playerVelocity;

private void Awake() => characterController = GetComponent<CharacterController>();
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private void OnEnable() => jumpButton.action.performed += Jumping;

private void OnDisable() => jumpButton.action.performed -= Jumping;

private void Jumping(InputAction.CallbackContext obj)
{
if (!_characterController.isGrounded) return;
_playerVelocity.y += Mathf.Sqrt(jumpHeight * -3.0f * gravityValue);
}
private void Update()
{

if (_characterController.isGrounded && playerVelocity.y < 0)

{
_playerVelocity.y = 0f;

_playerVelocity.y += gravityValue * Time.deltaTime;

_characterController.Move(_playerVelocity * Time.deltaTime);

using Unity. XR.CoreUltils;
using UnityEngine.Assertions;

using UnityEngine.XR.Interaction.Toolkit;

namespace UnityEngine.XR.Interaction.Toolkit.Samples.StarterAssets

{

public class DynamicMoveProvider : ActionBasedContinuousMoveProvider
{

private float originalMoveSpeed = 2.0f;

private float modifiedMoveSpeed = 35.0f;

private bool areControllersMoving = false;

private Vector3 lastLeftControllerPosition;

private Vector3 lastRightControllerPosition;
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public AudioSource footstepAudioSource;

public enum MovementDirection

{

HeadRelative,

HandRelative,

[Space, Header("Movement Direction")]
[SerializeField]

[Tooltip("Directs the XR Origin's movement when using the head-relative mode. If not set, will automatically
find and use the XR Origin Camera.")]

Transform m HeadTransform;

public Transform headTransform

{

get =>m_HeadTransform;

set =>m_HeadTransform = value;

[SerializeField]
[Tooltip("Directs the XR Origin's movement when using the hand-relative mode with the left hand.")]

Transform m_LeftControllerTransform;

public Transform leftControllerTransform

{

get =>m_LeftControllerTransform;

set =>m_LeftControllerTransform = value;

[SerializeField]
[Tooltip("Directs the XR Origin's movement when using the hand-relative mode with the right hand.")]

Transform m_RightControllerTransform;

public Transform rightControllerTransform

{
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get =>m_RightControllerTransform;

set =>m_RightControllerTransform = value;

[SerializeField]

[Tooltip("Whether to use the specified head transform or left controller transform to direct the XR Origin's
movement for the left hand.")]

MovementDirection m_LeftHandMovementDirection;

public MovementDirection leftHandMovementDirection
{
get =>m_LeftHandMovementDirection;

set =>m_LeftHandMovementDirection = value;

[SerializeField]

[Tooltip("Whether to use the specified head transform or right controller transform to direct the XR Origin's
movement for the right hand.")]

MovementDirection m_RightHandMovementDirection;

public MovementDirection rightHandMovementDirection

{

get =>m_RightHandMovementDirection;

set =>m_RightHandMovementDirection = value;

[SerializeField]
[Tooltip("Deadzone value for Y-axis movement of the controllers.")]

float m_Deadzone = 0.05f;

public float deadzone

{
get =>m_Deadzone;

set =>m_Deadzone = value;
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Transform m CombinedTransform;
Pose m_LeftMovementPose = Pose.identity;

Pose m_RightMovementPose = Pose.identity;

protected override void Awake()

{
base.Awake();
footstepAudioSource = GetComponent<AudioSource>();
originalMoveSpeed = moveSpeed;

m_CombinedTransform = new GameObject("[Dynamic Move Provider] Combined Forward
Source").transform;

m_CombinedTransform.SetParent(transform, false);
m_CombinedTransform.localPosition = Vector3.zero;
m_CombinedTransform.localRotation = Quaternion.identity;
forwardSource = m_CombinedTransform;
lastLeftControllerPosition = leftControllerTransform.position;

lastRightControllerPosition = rightControllerTransform.position;

private bool isObstacleDetected = false;

private void OnTriggerEnter(Collider other)
{

// TlepeBipka, un 00'ekT Mae Ter "obstacle"

if (other.CompareTag("obstacle"))
{

isObstacleDetected = true;

moveSpeed = 0.0f;

protected override Vector3 ComputeDesiredMove(Vector2 input)

{

if (input == Vector2.zero)

{
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areControllersMoving = false;

return Vector3.zero;

H
if (input != Vector2.zero && footstepAudioSource = null && !footstepAudioSource.isPlaying)
{
footstepAudioSource.Play();
b
if (input == Vector2.zero && footstepAudioSource != null && footstepAudioSource.isPlaying)
{
footstepAudioSource.Stop();
H

var currentLeftControllerPosition = leftControllerTransform.position;

var currentRightControllerPosition = rightControllerTransform.position;

if (lareControllersMoving &&
Mathf. Abs(currentLeftControllerPosition.y - lastLeftControllerPosition.y) >= m_Deadzone &&
Mathf. Abs(currentRightControllerPosition.y - lastRightControllerPosition.y) >=m_Deadzone &&
Mathf.Sign(currentLeftControllerPosition.y - lastLeftControllerPosition.y) !=

Mathf.Sign(currentRightControllerPosition.y - lastRightControllerPosition.y))

{

areControllersMoving = true;
H
else if (areControllersMoving)
{

areControllersMoving = false;
}

lastLeftControllerPosition = currentLeftControllerPosition;
lastRightControllerPosition = currentRightControllerPosition;

if (lareControllersMoving)

{

moveSpeed = Mathf.Lerp(moveSpeed, originalMoveSpeed, Time.deltaTime);
H
else
{

moveSpeed = Mathf.Lerp(moveSpeed, modifiedMoveSpeed, Time.deltaTime);
H

if (m_HeadTransform == null)
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var xrOrigin = system.xrOrigin;

if (xrOrigin != null)

{
var xrCamera = xrOrigin.Camera;
if (xrCamera != null)

m_HeadTransform = xrCamera.transform;

}

switch (m_LeftHandMovementDirection)
{
case MovementDirection.HeadRelative:
if (m_HeadTransform != null)
m_LeftMovementPose = m_HeadTransform.GetWorldPose();

break;

case MovementDirection.HandRelative:
if (m_LeftControllerTransform != null)
m_LeftMovementPose = m_LeftControllerTransform.GetWorldPose();

break;

default:

Assert.IsTrue(false, $"Unhandled
{nameof(MovementDirection)}={m_LeftHandMovementDirection}");

break;
H

switch (m_RightHandMovementDirection)
{
case MovementDirection.HeadRelative:
if (m_HeadTransform != null)
m_RightMovementPose = m_HeadTransform.GetWorldPose();

break;

case MovementDirection.HandRelative:
if (m_RightControllerTransform != null)

m_RightMovementPose = m_RightControllerTransform.GetWorldPose();
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break;

default:

Assert.IsTrue(false, $"Unhandled
{nameof(MovementDirection)}={m_RightHandMovementDirection}");

break;

var move = base.ComputeDesiredMove(input);
if (footstepAudioSource != null)

{
footstepAudioSource.pitch = Mathf.Lerp(1f, 15f, moveSpeed / modifiedMoveSpeed);

H

var leftHandValue = leftHandMoveAction.action?.ReadValue<Vector2>() ?? Vector2.zero;
var rightHandValue = rightHandMoveAction.action?.ReadValue<Vector2>() ?? Vector2.zero;
var totalSqrMagnitude = leftHandValue.sqrMagnitude + rightHandValue.sqrMagnitude;

var leftHandBlend = 0.5f;

if (totalSqrMagnitude > Mathf.Epsilon)

leftHandBlend = leftHand Value.sqrMagnitude / totalSqrMagnitude;

var combinedPosition = Vector3.Lerp(m_RightMovementPose.position, m_LeftMovementPose.position,
leftHandBlend);

var combinedRotation = Quaternion.Slerp(m_RightMovementPose.rotation, m_LeftMovementPose.rotation,
leftHandBlend);

m_CombinedTransform.SetPositionAndRotation(combinedPosition, combinedRotation);

return base.ComputeDesiredMove(input);

using UnityEngine;

public class DoorController : MonoBehaviour

{
public float openAngle = -40f;

public float speed = 2f;



private Quaternion closedRot;
private Quaternion openRot;

private bool isOpening = false;

void Start()
{
closedRot = transform.rotation;

openRot = Quaternion.Euler(transform.eulerAngles + new Vector3(0, openAngle, 0));

public void OpenDoor()
{
Debug.Log("BUTTON PRESSED — OpenDoor()");

isOpening = true;

void Update()

{
if (isOpening)
{

transform.rotation = Quaternion.Lerp(transform.rotation, openRot, Time.deltaTime * speed);

}

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

using UnityEngine.InputSystem;

public class CameraReset : MonoBehaviour
{

public Transform head;

public Transform origin;

public Transform target;
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public InputActionProperty recenterButton;

public void Recenter()

{
Vector3 offset = head.position - origin.position;
offset.y =0;

origin.position = target.position - offset;

Vector3 targetForward = target.forward;
targetForward.y = 0;
Vector3 cameraForward = head.forward;

cameraForward.y = 0;

float angle = Vector3.SignedAngle(cameraForward, targetForward, Vector3.up);

origin.Rotate Around(head.position, Vector3.up, angle);

void Update()
{

if(recenterButton.action.WasPressed ThisFrame())

{

Recenter();

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

using UnityEngine.UI;

public class PlayerController : MonoBehaviour

{

private CharacterController controller;

private CapsuleCollider col;
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//private Score score;

private Vector3 dir;

[SerializeField] private float jumpForce;
[SerializeField] public int coins;

[SerializeField] private GameObject losePanel;
[SerializeField] private GameObject SscoreText;
[SerializeField] public Text coinsText;

//[SerializeField] private Score scoreScript;

void Start()

{
controller = GetComponent<CharacterController>();
col = GetComponent<CapsuleCollider>();
/Iscore = SscoreText.GetComponent<Score>();
//score.scoreMultiplier = 1;
Time.timeScale = 1;
coins = PlayerPrefs.GetInt("coins");

coinsText.text = "coins: " + coins.ToString();

private void Update()

private void OnControllerColliderHit(ControllerColliderHit hit)
{

if (hit.gameObject.tag == "obstacle")
{

//losePanel.SetActive(true);
//int lastRunScore = int.Parse(scoreScript.scoreText.text. ToString());
//PlayerPrefs.Setlnt("lastRunScore", lastRunScore);

Time.timeScale = 0;
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public void OnTriggerEnter(Collider other)
{

if (other.gameObject.tag == "Coin")

{

coins++;
PlayerPrefs.SetInt("coins", coins);
coinsText.text = "coins: " + coins.ToString();

Destroy(other.gameObject);

if (other.gameObject.tag == "BonusStar")

{

StartCoroutine(StarBonus());

Destroy(other.gameObject);

private [IEnumerator StarBonus()

{

//score.scoreMultiplier = 2;

yield return new WaitForSeconds(5);

//score.scoreMultiplier = 1;

}
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