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HHEPEJIIK YMOBHHUX ITO3HAYEHb

VR (Virtual Reality) — BipTyanbHa peaibHICTh, CTBOPEHHS IITYYHOTO

CepeoBHIIA, SIKE MOBHICTIO 1301b0BaHE Bij ()13UYHOTO CBITY.

AR (Augmented Reality) — monoBHeHa peanbHICTh, TEXHOJIOTIS, IO I0/1a€

1udpoBi 00'€KTH 10 (P13UUHOTO CBITY.

MR (Mixed Reality) — 3Mmimiana peanbHiCTbh, TOEHAHHS BIPTYalbHOI Ta

JIOTIOBHEHO1 PEaIbHOCTI.

XR (Extended Reality) — po3mmpena peaibHICTh, y3araJbHEHUN TEPMIH 15

VR, AR i MR.

ETL (Extract, Transform, Load) — npouec Buiny4eHHs, IEpEeTBOPEHHS 1

3aBaHTA>XKCHHA JaHUX.

1-Rule — amroputMm kiacudikaiii, O BUKOPUCTOBYE OJIHY HaNBaXJIHMBIIIY

3MIHHY.

Naive Bayes — anroput™m knacudikaiii, 1o 0a3yeTbcs Ha WMOBIPHICHIN Teopil

batieca.
Apriori — airopuT™ MOITYKY acOI[laTUBHUX MPAaBWJ Y BETUKUX HAOOpax JaHUX.
K-Means — airoput™ Kjiactepusailii, 1110 TpyIye JAaH1 32 CXO0XKICTIO.

Decision Tree (DT) — meron MalIMHHOTO HaBYaHHS I Kiacu@ikaiii Ta

IMPOTHO3YBAaHHA.



Game Assets — pecypcu irpoBUX TpOEKTiB, 30kpema 3D-mopeni, TeKCTypH,

3BYKH, aHIMaIlii.

LOD (Level of Detail) — piBHi geramizariii 00’€KTiB, 1110 BAKOPUCTOBYIOTHCS JIJIS

onrtuMizaii rpadiku.

Ileiinep — nporpama, sika BUKOHYeTbCsl Ha rpadiyHomy mporecopi (GPU) i
BUKOPHUCTOBYETbCA JUIsI OOpOOKH Bi3yaslbHUX €(eKTIB y KOMITIOTEepHI rpaditi.
OcHoOBHE 3aBAaHHs LIEHAepiB — OOpoOKa TeoMeTpii CLIEHH, KOJIbOPIB, OCBITICHHS,
TEKCTYp Ta IHIIUX IpadiuHUX MapaMeTpiB JIJIsi CTBOPEHHS BI3yalIbHOTO BUTJISITY 00'€KTIB

y peaIbHOMY Yaci.

Session Metrics — MeTpuku B3aeMoOAil KOpHCTyBaudiB 3 rporo: FPS, wac

3aBaHTaXCHHSI, TPUBAJIICTh CECIi.

Hardware Profiles — npodini amapatHoro 3abe3neueHHs, 0 OMUCYIOTh HOTO

TEXHIYHI XapaKTePUCTUKH.

Unreal Engine 5 — cy4yacHuil irpoBuil pyIiil 1s CTBOPEHHSI BUCOKOSIKICHUX

IHTEpaKTUBHUX JIOJIATKIB.
Unity — nonynsipauii pyunii 1jst po3poOku irop 3 miaTpumkoo VR/AR.
OpenXR — BigkpuTuii cTanaapt it cTBopeHHs: XR-noaaTkiB.
WebXR — texnomnoris ais po3pooku VR/AR konTeHTy 11 Opaysepis.

SDK (Software Development Kit) — Habip 1HCTpyMEHTIB IJisi PO3POOKH

IIPOTPAMHOT0 3a0e3TICUCHHS.

OLAP (Online Analytical Processing) — TexHoJ0rii aHasi3y BEJIUKUX OOCATIB

0araToOBUMIPHHUX JAHUX.



Data Mining — nporiec BusiBneHHS MIa0JOHIB Ta 3aKOHOMIPHOCTEH y BEIHKHUX

o0cArax JaHuXx.

KPI (Key Performance Indicators) — ki1t04oBi Moka3HUKH €(PEKTUBHOCTI, 110

BUKOPHCTOBYIOTBCS JIJISl OLIIHKH PE3YJIbTaTIB.

NVIDIA GeForce RTX — niniiika BiicOKapT 13 BUCOKOIO IMPOTYKTUBHICTIO JIJIst

irop i VR/AR.

AMD Radeon RX — cepis BijieokapT, ONTUMI30BaHUX JJIs1 pOOOTH 3 Tpadikoro

Ta IrpamH.
Intel Iris Xe — rpadiunuii mpouecop, iIHTerpoBanuil y nmpouecopu Intel.

FPS (Frames Per Second) — KiJIbKICTh KaJIpiB 32 CEKyHAY, TOKAa3HUK IJIABHOCTI

rpagiku.
Latency — 3aTpuMKa MiX I1SIMU KOPHCTYBaya Ta PEAKII€I0 CUCTEMHU.
Load Time — yac 3aBaHTa)X€HHSI I'POBOTO CEPEIOBUIIIA.
FOV (Field of View) — kyT orsigy B irpax abo VR/AR.
Rendering — mpoiiec ctBopeHHs (hiHATBHOTO 300paskeHHs 3 3D-Mozeni.
Sandbox — irpu 3 BiIKPUTUM CBITOM Ta BUCOKOIO CBOOOJIOI0 iil.
Action RPG — posiboBI IrpH 3 €JIeMEHTaMH IMHAMIYHOTO 0010.
FPS (First-Person Shooter) — mryrepu Bia nepioi ocoowu.
Adventure — MpUTroIHUIILKI ITPU 3 AKIIEHTOM Ha JIOCTIKEHHS Ta CIOXKET.

HMD (Head-Mounted Display) — rapuitypa mis neperisgy VR/AR-korTenTy.



BCTYII

Y cydacHoMy cBiTi TexHOJI0T1i BipTyansHoi (VR) Ta momoBHeHO1 peansHOCTI (AR)
CTPIMKO 3MIHIOIOTH ITIIXOJH JO0 ITPOBOI PO3POOKHU, BIIKPUBAIOYM HOBI TOPHU3OHTH JIJIs
IHTEepaKTUBHOCTI, 3aHYpPEHHS Ta KpeaTUBHOCTI. IrpoBa iHIyCTpis cTajna OAHIEIO 3
HaluHaMiyHIMX cep BukopuctanHs VR/AR, 1mo 103Bossie HE JUIE PO3BaXKATH
KOpPHUCTYyBauiB, aje i 3a0e3medyBaTH YHIKaJIbHI OCBITHI, KOMEPIIIHI Ta COIlaibHI
MoxauBocTl. [Ipote, 13 3poctanHsM MacmitabiB VR/AR-npoekTiB BUHUKAIOTh HOBI
BUKJIMKH, CEpeJl SKUX KIIOYOBY pOJIb BIIITPAIOTH arapaTHI OOMEXEHHS Cy4aCHHX

IIPUCTPOIB.

3aBISKH IIMPOKOMY BHKOPHUCTAHHIO PI3HHUX IUIAT(GOPM — BIJI HACTUIBHHMX
KOMIT FOTEPIB Ta IFPOBUX KOHCOJIEH 10 MOOLIFHUX MPUCTPOIB Ta TAPHITYP BIPTYaJTbHOT
peaJbHOCTI — PO3POOHUKH CTHUKAIOThCS 3 HEOOXIAHICTIO OMTUMI3allli 1rpPOBOTO
cepelnoBuIa sl 3a0e3MeYeHHs] BUCOKOI MPOIYKTUBHOCTI, CTAaOLIBHOCTI Ta SIKOCTI
Bi3yauizaiii. [{le ocobmuBo akTyanbHO A iHTepakTuBHUX VR/AR-gomatkiB, ie KoskHa
3aTpMMKa, HecTadya MNPOAYKTHUBHOCTI 4YM HHU3bKa SKICTh TIpadikd MOXKYThb 3HAYHO

BIUIMHYTH Ha JIOCB1JI KOPUCTYBava.

[ls pobGoTra mpuUCBSIUYEHA JOCHIIKEHHIO, PO3pOOIl Ta BIPOBAIKEHHIO
nporpamMHoro 3abesnedeHHss miaTpuMku VR/AR y irpoBiii po3poOili 3 ypaxyBaHHIM
oOMekeHb amapaTHoro 3abe3nedeHHs. OCHOBHUM 3aBJIaHHSM € PO3pOOKa pillieHb, SIKI
JT03BOJISITH ONTUMI3YBATH ITPOBI IPOAYKTH JIsl PI3HOMaHITHUX M1aT(HOPM, BpaXOBYIOUHU
iX TEXHIYHI XapaKTePUCTUKH, TaKl K MPOAYKTUBHICTh TpadiqHUX MPOIIECOpiB, 00’ €M

OTIEPATUBHOI MaM’sIT1 Ta IMIBUIKICTh 3aBAaHTAXKCHHS.

Oco06nMBy yBary npuaijieHO BUKOPUCTAaHHIO CyYaCHUX TEXHOJIOT1H, BKIIOYAKOUN

anroputmu  kiacudikarii (1-Rule, Naive Bayes), Meroau momryKky acoIliaTUBHUX



npasui, To0ynoBy OLAP-ky6iB, a TakoX 1HCTPYMEHTH 1HTETrpallii Ta aHali3y JaHHX,
taki sk SSIS Tta SSAS. 3aBasku UM TEXHOJOTISIM MOKHA JOCITTH €(PEeKTUBHOTO
yIOpaBIiHHSA ITPOBHMHM peCcypcaMH Ta CTBOPEHHS ONTHUMAIbHUX pIIIEHb IS

3a0e3MeyeHHs MJIaBHOTO FeMMILICI0 HaBITh Ha MmaTdopMax 13 00MEeKEHUMH pecypcaMu

AKTyasabHi npodJjemu. OCHOBHUMH TpoOJIeMaMu, SIKI CTOATh NEpea Po3pOOHUKaMU

VR/AR-irop, €:

e HepiBHOMIPHICTP MNPOAYKTUBHOCTI Ha pI3HUX MPUCTPOSIX dYepe3 amapaTHi

BIIMIHHOCTI.

e Bucoki BUMOTH J0 OOYHMCIIOBAJIBHUX PECYPCIB, IO YCKIAJAHIOE BUKOPHUCTAHHS

VR/AR-nonatkiB Ha MOOUTBHUX MPUCTPOSX Ta CTAPUIUX KOMIT IOTEPaAX.

e BiJCyTHICTh €IMHOI TUIATGOPMHU IJI ONMTHUMI3allli Ta TECTYBaHHS, IO 3MYIIIYE

PO3POOHUKIB aIaNTYBATUCS TT1]T KOKHY OKpeMy IaThopmy.

i mpo6JsieMu BUMararoTh BIPOBAKEHHS IHHOBAIIMHUX PIIIEHB JJIs1 ONITUMI3aIlil
IrpOBUX O0’€KTIB, CTPYKTYpPH JAaHMX, MEXaHI3MIB Bi3yani3alii Ta IpOLECIB Mepeaayi
iHdopmarrii. Hanpukian, ontumizariisi TEKCTYp, 3SMEHIICHHS MOTITOHATBHOCTI MOJIETIEH,
aganTauist piBHIB Aetam3aiii (LOD) mix pi3Hi OpUCTPOi € KIIOYOBUMHU acIleKTaMu

3abe3mneueHHs sikocti VR/AR-cepenosuii.

IlocranoBka 3aBIaHHA A Maricrepcbkoi podoru. CydacHi TEXHOJOTIT
BipTyasibHOi (VR) Ta momoBHeHOI peanbHOCTI (AR) akTHMBHO 1HTErpYIOTHCS B ITPOBY
1HAYCTPIt0, MPOIOHYIOYM KOPUCTYBayaM YHIKaJIbHUM J0CB1Jl 3aHYPEHHS Y BIpTyaJIbHUMA
CBIT Ta B3a€MOJIi1 3 HU(PPOBUMU €JIEMEHTaMU B peanbHOMY IpocTopi. [IpoTe po3BuTOK

IIUX TEXHOJIOT1M CTUKAETHCS 3 HU3KOIO BUKIIMKIB, CEPeJl IKUX HAWMOUIbIT KPUTHYHUM €



ontuMizamist  pob6otn  VR/AR-momatkiB st mpuCTpoiB 13 OOMEXEHUMH

OOYHUCITIOBAILHUMHU PECYPCAMHU.

3rigHo 3 pe3ylbTaTaMu MONepeaHIX TOCIIHKeHb Ta aHalli3y 1CHYIOYUX PIIIEHb ,
3a0e3neyeHHs cTalblIbHOI MPoyKTUBHOCTI VR/AR-101aTKIB B yMOBax pi3HOMAaHITHUX
armapaTHuX IaTdopM MoTpedye KOMILIEKCHOTO miaxody. Lle Bkimouae BIpOBaKEeHHS
aIalITUBHUX METOJIB ONTHUMI3allii, IHCTPYMEHTIB aHaJi3y JAaHUX, a TAKOXX 1HTErparlio

aNTOPUTMIB KJlacu]ikarlii Jyisi aBTOMaTUYHOTO HAJIAIITYBAHHS MTapaMeTpPIB TPH.

Meta podoTu. Po3poOka nmporpamHoro 3abdesneueHHs ajs marpumka VR/AR-

I[O,Z[aTKiB 3 YpaxyBaHHAM allapaTHUX O6M€}KGHB, 10 A03BOJIUTL:

1. 3abe3neynTy ONTUMAIIbHY MPOJYKTUBHICTh HA PI3HUX anapaTHUX MaTdopmax.

2. Posmmputu poctynHictb VR/AR-irop nans KOpUCTyBadiB 13 MPUCTPOSAMH
CepeHhOTO Ta HU3BKOTO KJIacy.

3. ABTOMAaTH3yBaTH IMPOIIECH aHaNli3y Ta ONTHUMI3allii MPOAYKTUBHOCTI IFPOBHUX

CEepPEIOBHIII.

3aBaAaHHA TOCJIIIKEeHHSA

1. Hocminutu irposi pymrii (Unreal Engine, Unity) 3 akiieHTOM Ha iXH1 IHCTpYMEHTH
JUIsL onTUMI3allii rpadiky.

2. Bupuutu SDK  (OpenXR, ARKit, ARCore) ana 3abe3nedyeHHs
KpOCTUIaTOPMHOCTI.

3. BopoBamutu amroputmMu 1-Rule Ta Naive Bayes s imacudikaiii
MPOAYKTUBHOCTI anapaTHOTo 3a0e3meueHHs.

4. Po3po0OWTH METOIM aBTOMATHYHOTO HAIAITYBaHHS PIBHS JaeTamizarii rpadiku
(LOD) 3anexxHo BiJl XapaKTepUCTUK MPUCTPOIO.

5. BuxopuctoByBatn OLAP-TexHosOrii s aHamizy METPUK MPOAYKTUBHOCTI,

takux Sk FPS, yac 3aBaHTa)XeHHS, TPUBAJICTh CECiil.



6. PeanizyBat wmexanismMu 300py, OOpoOKM Ta Bi3yami3amii JaHHX PO
BUKOPHUCTAHHS PECYPCIB Y IrPOBUX CECIfX.

7. CTBOpHUTH CTPYKTYPY CXOBHILA JAaHUX JIJIsI 30€piranHs Ta aHaiizy iHdopMallii npo
amapaTHe 3a0e3MeUeHHs, IrpoBi cecii, MPOIYKTUBHICTb.

8. IlobynyBaTu muatdopmy st JiarHOCTUKHU NpoayKTuBHOCTI VR/AR-n0o1aTKiB Ha
PI3HUX MPUCTPOSIX.

9. 3abe3meunTH aBTOMATH3AIII0 BUSBICHHS Ta YCYHEHHS MPOOJEeM, MOB'SI3aHUX i3

anapaTHUMHU OOMEXEHHSIMHU.
OuikyBaHi pe3yJIbTATH

1. CrBOpeHHs mporpaMHOro 3a0e3neueHHs, AKe J03BOJIUTh onTuMizyBatu VR/AR-
JONATKU JUIsl PI3HUX amnapaTHUX MiatdopMm, 3a0e3nedyroud iXHIO CTaOUIbHY
poboTy.

2. Po3poOka yHiBepcalbHOI CHCTEMH TECTYBaHHS Ta HaJIalITyBaHHS, IO CTaHE
1THCTPYMEHTOM JJI1 PO3POOHUKIB I'POBOTO KOHTEHTY.

3. 3HMWKEHHS BUTpAT Ha po3poOKy Ta miaATpuMKy VR/AR-nmomatkiB 3aBasku

aBTOMAaTH3allli MPOLIECiB ONTUMI3allli Ta aHATI3Y.
HaykoBa HOBHM3HA.

HaykoBa HOBHM3HA pOOOTH MOJSTAE B 1HTErpallii CydacCHUX aJTOPUTMIB aHATI3Y
JAaHUX, aIallTUBHUX METOJIB onTumiszaiii rpadiku ta OLAP-TexHoMOTI ¥ pO3p0oOKYy
nporpamHoro 3a0esneueHHs aisi VR/AR. 3ampomonoBani pimieHHs 3a0e3nedyaTh

cTaOlIbHY MPOAYKTUBHICTh HaBITh Y CKJIAIHUX YMOBaX OOMEXEHUX OOUYHMCIIIOBAIIbLHUX

pecypciB.



1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 BusHayeHHs BIpTyaJbHOI TA JONMOBHEHOI PEAJbHOCTI.

Bipryansna peansHicts (VR) Ta gomoBHeHa peanbHicTh (AR) € TexHomorismu,
10 JOKOPIHHO 3MIHIOIOTh CIOCIO B3a€MOJIIi KOPUCTYBadiB 3 HU(POBUM KOHTEHTOM.
BipTyanpHa peanbHICTh CTBOPIOE 1UIIO31I0 TMOBHOTO 3aHYPEHHS B KOMII FOTEPHO
TEHEPOBaHE CEPEOBUIIE, MMOBHICTIO 130JII0I0YM KOPUCTYBaya BiJ (pi3U4HOTO CBITY. Lle
JOCATAETHCST 3a JOTIOMOTOI0 CIIELIadbHOrO OOJaJHaHHA, TAKoro sK rapHitypu VR,

KOHTPOJIEPU PYyXY Ta TPEKEPH MOJIOKEHHS.

JlonoBHEeHa peanbHICTh, Ha BIAMIHY BiJ VR, Hakimagae nudpoBi o0'ekTH Ha
GIBUYHMIM  CBIT, JIO3BOJISIIOUM KOPUCTYyBadaM B3a€EMOJISATH SK 13 PEaJbHUM
CEpelOBHUIIEM, TaK 1 3 HOro BIpTyaJIbHUM JONOBHEHHSIM. AR BUKOpPHCTOBYE Kamepw,
JUCIUIe, JAaTYUKU Ta aJTOPUTMHU IS IHTErpalii HU(PpPOBUX EJIEMEHTIB y peabHUN

POCTIp.

1.2 Bukopucrannsa VR ta AR y irposiii ingycrpii

IrpoBa iHmycTpis € oxaniero 3 HanOUIBIUX cdep 3actocyBanHs VR/AR. 1li
TEXHOJIOT1i JO3BOJISIIOTH CTBOPIOBATH ITPOBI CIIEHAPIi 3 BUCOKUM PIBHEM 3aHYPEHHS, 110

3HAYHO PO3ILIMPIOE MOXKIIUBOCTI JUIsl KOPUCTYBAYIB.
Cepen nepeBar suxkopuctanusi VR/AR y irpax:

1. lloBHa iHTepakTHBHiCTBL. ['paBll MOXyTh O€3MOCEpPEHbO BIUIMBATH HA

BIpTyaJIbHE CEPEOBUINE, BUKOPUCTOBYIOUH (h13UYHI PyXHU.



2. 3anypeHHns y rpy: VR no3Bossie kopucTtyBauaMm Bi4yTu cebe y LIEHTp1 MO,
HaIpUKIAA, y CepeoBUIaX 00HOBUX 1M, BIAKPUTUX CBITIB a00 (DaHTACTUUHUX

JIOKAIII.

3. InHoBauiiiHi MexaHiku rpu: AR 3abe3reuye BUKOPUCTaHHS peaJbHUX 00’ €KTIB

y I'pl, TAKUX SIK IHTEPAKTUBHI Mally Y1 HABKOJIUIIIHI €JIEMEHTH MPOCTOPY.
HomyasipHi npukIaau

VR-irpu: "Beat Saber", "Half-Life: Alyx" ta "The Walking Dead: Saints &

Sinners".

AR-irpu: "Pokémon Go", "Ingress" Ta "Minecraft Earth".

1.3 Texniuni ckiaagoBi VR/AR i anapaTHi o0MexxeHHs

CrBopennss VR/AR-nofaTkiB BUMarae BUKOPUCTAHHS CKJIAAHOTO amapaTHOro i

pPOrpaMHOTo 3a0e3MeueHHsl, 1110 BKIIYAE:

1. Tapuitypu VR/AR:
1.1.  Oculus Rift, HTC Vive, Sony PlayStation VR nns VR.
1.2.  Microsoft HoloLens, Magic Leap qist AR.

2.  KoHTposepu Ta JaTYUKHU:
2.1.  Pyuni npuctpoi, iK1 BIACTEXYIOTh pyxu pyk (Hanpukiaa, Oculus Touch).
2.2.  Tpekepu st TOYHOTO MO3UITIOHYBAHHS B TIPOCTOPI.

3. IIporpamui niargopmu:

3.1.  Unreal Engine 5 ta Unity ik OCHOBHI py1ii i1 CTBOPEHHSI 1r0p.



4. SDK (Software Development Kit) nns raprityp, taki sk OpenXR, ARKit,
ARCore.

[Tonpu 3Haunuii mporpec, VR/AR cTuKaroThCs 13 CEPHO3ZHUMH TEXHIYHUMU

BUKINKaMH. OCHOBHMMH 3 HHX €:

1. Bucoki BUMOIH 10 NPOXYKTUBHOCTI:

1.1.  [ns 3a0e3neueHHs TUIaBHOTO 300paxeHHs1 moTpioeH crabuibHuil FPS (He

MenIe 90 kKaapiB 3a CeKyH]y) 1 HU3bKHI Yac 3aTpuMKH (MeHiie 20 Mc).

1.2. Bucoxka po3auibHa 3IaTHICTh JUCIUIES Ta JAeTami3allis rpadiku CTBOPIOIOTh

noaaTkoBe HaBaHTakeHHs Ha GPU.
2. O0MekeHHS 00YHCITIOBAJIBLHUX PeCypciB:

1.3.  Mo06inbpHI TpUCTPOi Ta cTapl MOJENI KOMIIIOTEPIB 4YacTO HE 3/aTHI

e(eKTUBHO 00pOOIISITH BEIUKUHN 00CAT TpadiuHUX JTaHUX.

1.4. Hwusbka TPOMYKTUBHICTH MPU3BOJIUTH N0 3aTPUMOK, 3HIKEHHS SIKOCTI

rpadiky Ta HaBITh TUCKOM(OPTY SISl KOPUCTYyBayva.

3. EneprocnoxuBanns: ['apHitypu VR/AR Ta MOOUIBHI TPHUCTPOI MIBUIKO

PO3PSAIKAIOTHCS 1111 YaC POOOTH 3 TAKUMHM JIOJIaTKaMHU.

[Ilo6 3abe3meuntn sxicHy pobdotry VR/AR 'y irpoBux Jonarkax,

BUKOPUCTOBYIOTHCS HACTYIHI CTpATETii ONTUMI3allii:

1. LOD (Level of Detail) — 3umxeHHs piBHA JeTaii3ailii 00'€KTiB Ha BiAAaJICHUX

MUISTHKAX CLEHU.

2. 3MeHIIIEHHSI MOJIrOHAJBLHOCTI Mojejeil — BUKOPUCTaHHS OUIBII MPOCTUX

reoMeTpuYHuX (PopM 0e3 BTpaTH Bi3yaJbHOI SKOCTI.



3. Kommpeciss TekcTyp — CTHCHEHHA TrpaiuHUX pecypciB s 3MEHIICHHS

HaBaHTaxxeuusa Ha GPU.

4. Ilmnamiyna aganramia rpadikm  — aIropuTMM, MO ABTOMATHYHO

H1JIAIITOBYIOTH SIKICTh Tpadiku i 00YMCIIIOBAIbHI MOXKIIUBOCTI IPUCTPOIO.

3actocyBanHg VR/AR y irpoBiit po3po0i1i HaOyBae MOMYJISIPHOCTI, alie 3pocTae i
notpeda y HAyKOBOMY IIAXOMA1 0 BUpIIIEHHs IpobjieM ontumizarii. BpoBamkeHHs
IrOpUTMIB Kiacudikailii, acoIllaTUBHOTO aHali3y Ta MPOrHO3yBaHH, TakuX sk 1-Rule,

Naive Bayes, OLAP-kyOu, 103BoJise€:

1. AHanizyBaTH NPOAYKTUBHICTH 1 BUSBISATH IPOOIEMH B IrPOBUX CECISIX.

2. Tlporno3yBatu BILIMB 3MiH y Tpadiii abo MexaHikax Ha NPOAYKTHBHICTb.
3. CtBoproBaTtu 0araronjatgopMHi pillieHHsI JJIs pi3HUX KJIaciB IPUCTPOIB.

Takum umHOM, mpeameTHa obnactb VR/AR po3pobku motpebye MOCTIHHUX
JOCITIKEHB JJIsI BUPIIIIEHHS BUKIIUKIB, IOB'SI3aHUX 3 alapaTHUMH OOMEKCHHSIMU, 1110

pPOOUTH 1110 TEMY BKpail aKTyallbHOIO JUIsl Cy4acHO1 IrpoBOi 1HAYCTPIi.

1.4 3arajabHi noHATTS PO TexHoJsorili miarpumku VR/AR vy irposii

po3pooui

I'padixa y VR (BipTyasibHiil peanbHOCTI) Ta AR (J0MOBHEHIM peasbHOCTI) BIAIrpae
KJIIOYOBY pPOJb y CTBOPEHHI 3aHYPIOIOYOrO JOCBIAY KOpHCTyBada. BucokoskicHe
300paXkeHHs, 0 BIJIMOBIIA€ peaqbHOCTI a00 CTBOPIOE ii 1IF03110, 3HAYHO IIJIBUIIYE
3a;mydeHHs TpaBiiB 1 epekTuBHICT VR/AR-nonatkis. [Ipore npoektyBanHs rpadiku
st VR/AR 3Ha4HO yCKIAAHIOETHCS Yepe3 BUCOKY 3aJICKHICTD BiJl allapaTHUX PECYPCIB

1 moTpedy B TOTpUMaHHI HU3bKUX 3aTPUMOK.

OcHoBHi oco0smBoOCTI rpadgiku y VR/AR



1. Bucokmii piBeHb AeTajizamii:

© Y VR BaxiIuBO CTBOPIOBATH CEPEIOBUINA 3 MAaKCUMAaJbHOIO
peanictuuHicTIO. KoXXeH eleMeHT — TeKCTypH, CBITJIO, HIeHaepu — Mae
BUTJISIAATH TPUPOJTHO.

o VY AR neramizaliisi 101IOBHEHUX 00’€KTIB Ma€ TapMOHIIOBATH 3 PeaibHUM
CBITOM.

2. Bucoka yacrora kaapis (FPS):

o Jlyist yHUKHEHHS 3ar1aMopodeHHs a0o quckomdopTy kopucTyBadiB VR/AR-
JOJaTKUA MOBUHHI TMpaIloBaT 3 4acToToro KajpiB He meHie 90 FPS. Ile
BUMarae 3HayHoOi onTuMmizaiii rpadgiku Ta e€(heKTUBHOTO BUKOPHUCTaHHS
pecypciB GPU.

3. IIupoxkui Kyt orasay (FOV):

o ¥V VR rpadika moBuHHa OXOIUTIOBATH BECh KYT 30py KOpHCTyBaua,
3azBuuaid  100-120°. Ile cTBOprO€ MNOJATKOBE HABAHTAXKCHHS HAa
O00YHUCITIOBANIbHI PECYPCH.

4. Po3auibHA 30aTHICTH | PEHACPHUHT:

o PozauibHa 3MaTHICTH AuciUies rapHitypu VR Mae OyTd BUCOKORO, 1100
yHUKHYTH edekTy "ciTku" (screen door effect).

o ¥V AR BaxiuBo, mo00 BIpTyaJibHI O0'€KTH BiIOOpakajaucsi 4iTKO Ta 0e3
PO3MUTTS, HE3AJIEIKHO BiJ] YMOB OCBITIICHHSI.

5. Hu3bka 3atpumka (Latency):

O 3arpuMKa MK JisIMU KOPUCTyBada Ta PEAKIIEl0 CUCTEMHU MOBUHHA OyTH
MiHiMasibHOIO (Mente 20 mc). Ile mocsraerbest onTuMizariero rpadiaHux
MIPOIIECIB 1 MPOrPaMHOTO 3a0€3eUeHHS.

6. PeajyiicTu4yHe OCBITJ/ICHHS:

o YV VR BUKOpHUCTOBYIOTBCS JWHAMIYHI JDKEpena CBITIa, IIeiaepu Ta
rJ100aabpHe OCBITIICHHS JJIsSl pealliCTUYHOTO BUTIISIY.

o Y AR oCBITJIIECHHS Mae BpaxoBYBAaTH peajibHI yYMOBH, 1100 BipTyajbHI

00'€eKTH BUTJIS AN IIPUPOTHO.



Metoau ontumizauii rpadiku 1ias VR/AR

1. LOD (Level of Detail):
O BukopucraHHs piBHIB JAeTaji3allli A 3MEHILIEHHS CKJIAIHOCTI MOenei
00'€KTIB, SIK1 3HAXOAATHCA JAJIEKO BiJl KOPUCTyBaya.
2. Kommpecist TekcTyp:
O 3MEHIIICHHS PO3Mipy TEKCTYp 0€3 BTPATH SIKOCTI, 1110 JO3BOJISIE 3MEHIITUTH
Bukopucranua GPU 1 mam'siTi.
3. 3acrocyBaHHs 1IeiigepiB:
O BuKOpUCTaHHS ONTUMI30BaHUX LIEHAEPIB JUIsl PEHACPUHTY PEATICTUYHUX
MatepianiB 6e3 HaAMIPHOTO HaBaHTAXKEHHsI Ha rpad1yHU IpoIecop.
4. ImHamiuyHe MacmITa0yBaHHS PO3AiJIbHOI 3JaTHOCTI:
O 3HMKEHHA PO3AUIbHOI 3aTHOCTI 300pa)K€HHS Yy BHUIAJKaX BHCOKOTO
HaBaHTa)XCHHS HA CUCTEMY.
5. TlonmepeaHiil peHACPUHT:
©0 BukopucTaHHS MONEPENHbO BIIPEHACPEHUX TEKCTYp 1 OO0 €KTIB IS
3MEHIIICHHS HABAaHTAKEHHS HA CUCTEMY ITiJl YaC BUKOHAHHSI.
6. PinbTpaunisa Ta 3171a1KyBaAHHA:
o0 BukopucTanHs anropuTMiB (QuIbTpallii TEKCTYp (HampUKiIa, aHI30TPOITHA
¢binpTpallisl) s TMOKpalleHHs SKOCTI 0e3 3HAaYyHOro BIUIMBY Ha

MPOTyKTUBHICTb.
IIpoexTyBaHHs rpagiku 3 ypaxyBaHHAM allapaTHUX 00MeKeHb

1. Ilnar¢gopmu 3 HU3bKOIO MPOXYKTUBHICTIO:
O 3aCcTOCOBYIOTHCS OUTBII MMPOCTI MOJIEN1, TEKCTYPH Ta IMICHIEePH.
0 OOMEeXyeTbCS KUIBKICTh JIKEpesl CBITIa Ta BUKOPUCTAHHS JTUHAMIYHUX
e(eKTiB.

2. Horyxni niargopmu:



o0 3abe3neuyeTbcsl MaKCUMAJIbHHMM pIBEHb JeTali3amii Ta BUKOPUCTAHHS
peanicTUYHUX (PI3UYHUX MOJIEIICH.
3. KpocmiargopMHIiCTh:
o0 Po3poOHHKHM MarOTh BpaxOBYBAaTH Pi3HI TUIHM MPUCTPOiB (rapHiTYypu VR,
MoO1TbHI  Tenedonu, IIK), cTBoprorouM amanTUBHI MOJENl, SKi

aBTOMAaTUYHO HAJIAIITOBYIOTHCS MiJ] MOTYKHICTh IPUCTPOIO.
IncTpymenTu a5 npoextyBanHs rpagikn VR/AR

1. Unreal Engine 5:
o IligTpumye TexHosorii Nanite 111 aBTOMAaTUYHOTO YHPABIIHHS PIBHAMHU
netamizaiii Ta Lumen asis rino6anbHOr0 OCBITICHHS.
o 3abesmneuye inTerparito 3 VR/AR SDK.
2. Unity:
o Jlerkuii pymriid gy po3pooku VR/AR-nonatkis, mo miaTpuMye MOO1IBHI
1aTGOPMHU.
©0 Mae raydki HajamTyBaHHA rpadiki Ta ONTUMI3AII].
3. Blender:
O [HCTpyMEHT AJisi CTBOPEHHS! BUCOKOSIKICHMX 3D-Mopenel Ta TEKCTYp.
o IligTpumye monepeaHi PEHACPUHT 1 ONITUMI3aIlII0 00'EKTIB.
4. Substance Painter:
© BUKOpPUCTOBYETHCS /JIs1 CTBOPEHHS TEKCTYP 1 MaTepiaiiB, Kl BUTIAIAIOThH

pearictuuno B VR/AR-cepenoBumax.
Pexomenaanii nis npoekryBanus rpagiku y VR/AR

1. JorpuMaHHs 0aJaHCy MK SIKICTIO Ta POAYKTUBHICTIO:
o I'padika mnoBHUHHA OyTM  JIOCTaTHBO  PEANTICTHUYHOIO, ajie  He
NEPEBAHTAXKYBATH CUCTEMY.
2. Onrumizauis 1 WiJbOBOI MIAT(HOPMH:

o IlepenOayeHHs aAanTUBHUX PILIEHB AJI1 pOOOTH Ha Pi3HUX MPUCTPOSIX.



3. TecTyBaHHS HA Pi3HUX MPUCTPOSX:
o0 3ale3nedeHHs CTaOUIbHOI MPOJYKTUBHOCTI Ta SKOCTI Ha  BCIX

HiATPUMYBAHHX IUIaTHOpMax.

[IpoexryBanus rpadiku mis VR/AR € cxmamgaum, OGaraTorpaHHUM IIPOIIECOM, SIKUI
noTpedye BpaxyBaHHS SK TEXHIYHMX OOMEXEHb, TakK 1 BUMOT J10 sikocTi. EdexTruBHa
ontuMizaiist Tpadiku J03BOJSE CTBOpioBaTH 3aHyprotoul VR/AR-monmatku, ki
NPAIOIOTh TUIABHO HABITh Ha MPUCTPOSX 13 OOMEKCHUMH pecypcamu, 3a0e3meuyrodn

KOpPHUCTYBavaM 3aXOIUTIOI0UNNA 1 KOM(POPTHUHN JTOCBII.

1.5 BukopucTraHHs TeKCTyp, Mojaesiel Ta meigepiB y VR/AR

Texctypu, Mmojeni Ta IEHAEpU € OCHOBHUMHU KOMIIOHEHTaMU Bi3yaJlbHOTO
IPEICTABIICHHS BIpTyalbHUX 1 JOMIOBHEHHUX PEAIbHOCTEN. [X MpaBHiIbHE MPOEKTYBaHHS
Ta ONTHMI3alisl BIAITPAlOTh BHPIMIATIBHY pOJIb y 3a0€3MEUYeHHl SKOCTI Tpadiku,

pPeaTiCTUYHOCTI cepeoBuIa Ta MpoayKTuBHOCTI VR/AR-nonaTkis.

l. Tekcrypu:
o BusHauaroTe BUrisia noBepxHi 3D-00’e€kTiB (HampuUKIad, KOJip, AeTal,
Matepiaim).
o 3abe3neuyroTh peaaiCTUUHUM BUTTISA 0€3 MOTpeOu 10JaBaHHs 10JaTKOBUX
r€OMETPUYHUX JIeTaeH 10 MOJIETi.
2. 3D-mopeni:
o  OnucyrTh TeOMETPir0 00’ €KTIB, 3 AKUMHU KOpUCTyBad B3aemojiie y VR/AR.
O SIKicTh MOJIETIl BIUTUBAE HA PEATIICTUYHICT 1 TJIABHICTh POOOTH IOAATKY.
3. lleiaepu:
o BiamoBigaroTh 32 00YMCIICHHS OCBITJIICHHS, BIAOUTTS, IPO30POCTI Ta 1HIITNX
BI3yaJIbHUX €(EKTIB.

O 3abe3neuyroTh Bi3yallbHYy B3a€EMOJIII0 TEKCTYP 1 FEOMETPIi.



Oco0.1uBoOCTI BUKOpHCTaHHSA TeKCTYp Y VR/AR

l. Tunu Tekcryp:
o Diffuse Map: Bignosigae 3a 6a30Buii KOJIip MOBEPXHI.
o Normal Map: CtBoproe u1t03it0 00’ eMy 0€3 J0/1aBaHHS TIOJIITOHIB.
o Specular/Metallic Map: Bu3znauae B1acTUBOCTI BIJOUTTSI CBITJA.
o Ambient Occlusion (AOQ) Map: Imitye TiHi, SIKi yTBOPIOIOTHCA B KyTax 1
CTUKAaX TTOBEPXOHb.
o Roughness Map: KoHTpor0€ IIOPCTKICTh MOBEPXHI.
2. OnTumizauis TeKCTyp:
o Po3mip Tekeryp: BukopucraHHs TEKCTYp BUCOKOI PO3AUIBHOI 3/1aTHOCTI
Mosxe nepeBantaxxutu GPU. Jlns VR/AR pexoMeHay€eTbes 3aCTOCOBYBaTH
KoMIIpecito TekcTyp (Hanpuknan, popmatu ASTC a6o DXT).
o KombinoBani Tekctypu: BukopuctanHs TEKCTyp, 10 00’ €IHYIOTh KUIbKa
BJIACTUBOCTEN y o1uH (paitn (Hanpukiaa, Roughness + AO + Metallic).
o Minmanu: 3MeHIIeH] KOMii TEeKCTypH, SKI BHUKOPUCTOBYIOTHCS ISt
onTumizauii rpadiku npu BigoOpaxkeHH1 00’ €KTIB Ha BEJIMKIN BIJICTaHI.
3. Buxopucranns PBR (Physically-Based Rendering):
o PBR 3a0e3neuye peaicTUUHICTh TEKCTYp 3a PaxyHOK IMiTaIlii Gpi3udHux
BJIACTUBOCTEN MarepiajiB, TaKWX SK METaJleBICTh, MPO30PICTh 1

HIOPCTKICTb.
Oco0siuBocTi BUKOpHcTaHHA Mogeseid Y VR/AR

1. Tunm moaese:

o High-poly Moaei: BukopucToByrOThCS I PEHACPUHTY BHCOKOSKICHUX
300pakeHb, aje piaKo 3acTocoBylOThCs Yy VR/AR wuyepe3 Bucoky
OOYHUCTIOBAJIbHY CKJIAJHICTb.

o Low-poly moaeui: BianoBigaroTs 3a 3MeHIeHHs HaBaHTaxxeHHs Ha GPU,

BUKOPUCTOBYIOYM MEHITY KUJIbKICTh MOJIITOHIB.



2. Onrumizaunis reoMeTpii Moesei:
o LOD (Level of Detail):
m 3aCTOCOBYETHCA JJIsi aBTOMATHYHOTO 3MEHIIEHHS PIBHS JeTai3alii
MOJIeJI1 3aJI€KHO BiJI BiJICTaHi 10 00'eKTa.
o0 BuaaJjieHHs1 HeBUIMMHX IOBEPXOHb:
m [loBepxHi, ikl HE Bi10OpakalOThCs B Ka/Ipi, MOBUHHI OYTH BUAAJICH]
JUISL 3SMEHILICHHS! HAaBaHTA)KEHHS HA CUCTEMY.
o IlepepoOka CKJIAJHUX €JIEMEHTIB:
m /lpiOHi getani MOKHa 3aMIHUTH TEKCTypamMH a00 HOpMaj-ManaMu
JIIs EKOHOMIT O0UYHCITIOBAILHUX PECYPCIB.
3. lunamivHi 00’eKkTH:
o Y VR/AR mojieni yacTo 3MIHIOIOTHCS 3aJI€KHO B1J] B3aEMO/I1i KOPUCTYBaya,

TOMY IOTPiOHA T0JJaTKOBA OMTUMI3AIlIS JIJIs TJIABHOTO PEHICPUHTY.
Oco0sauBocTi BUKOpucTanHsa meigepiB y VR/AR

l. Tunu weigepis:
o Vertex Shader: Bukonye o0uncieHHs no3uiiii BepiuH y 3D-npocTopi.
o Fragment Shader: Po3paxoBye kouip 1 BIaCTUBOCTI MIKCEJIIB.
o Geometry Shader: /lomae abo 3MiHIOE T€OMETPIIO 00’ EKTIB y peaIbHOMY
yaci.
o Post-Processing Shaders: J[logatote edextu (rmubuHa Ppi3KOCTI,
BIJIOJIMICKHU, PO3MUTTS pyXY) MICIS pEHIESPUHTY KaJpy.
2. leiinepu s peasictrudnocti VR/AR:
o Ieiaepu AJs1 TMHAMIYHOTO OCBITJI€HHA:
m Po3paxoByloTh 3MiHY OCBITJICHHS 3aJIEKHO BiJl TIOJIOKEHHSI JHKEpeT
CBITJIA.
o Illeiixepu MpPo30pPOCTi:
m BukopucroByrorhcss  mia  BiioOpakeHHsT — mpo3opux  abo

HaIBIPO30PHUX 00’ €KTIB.



o Pedpaxuiiini meiaepu:

m IMiTyIOTh e(heKTH 3aJIOMIICHHS CBITJIa Yepe3 MPo30pi MOBEPXHI.
3. Onrumizaunis mengepis:

o CnpoieHHsI 00YHCJIeHb!

m BuxopucTtaHHsS MeHIIE MaTeMaTHYHUX oOmepalii y (QpparMeHTHUX
meniepax.

O YcyHeHHsI HeOTPIOHUX edeKTIB:

m BigkmrodeHHs mieinepiB, K1 HE BIUIMBAIOTh Ha SKICTh BI3yaJIbHOTO

MIPECTaBIICHHSI, HAIPUKJIIA, 111 00'€KTIB HA BEJIUKINA B1JACTaHI.
Poab Texcryp, MoaeseH i meiaepis y VR/AR

Texctypm, w™momeni Ta MmEHAEpH € OCHOBHHUMH KOMIIOHEHTAMH Bi3yaJbHOTO
TIpe/ICTaBIEHHS BipTyalbHUX 1 IOMOBHEHUX PeaTbHOCTEH. IX mpaBuIbHE MPOEKTyBaHHSA
Ta ONTHUMI3allisl BIAITPAlOTh BHPIMIATIBHY pPOJIb y 3a0e3MeueHHl SKOCTI TIpadiku,

pPEaNiCTUYHOCTI CepeloBUIla Ta MPOAYKTUBHOCTI VR/AR-nonatkis.

1. Tekcrypu:
o0 BwusHauaroTh BUMIA MoBepxHI 3D-00’€kTIB (HampuKiIaa, KoJip, AeTall,
Matepiaim).
0 3abe3neuyroTh peaaiCTUUHUN BUTJISAI O0€3 MoTpeOu 10jaBaHHs 10JaTKOBUX
FEOMETPUYHUX JCTAICH 10 MOJENI.
2. 3D-moaei:
o0  OnucyrTh TeOMETPir0 00’ €KTIB, 3 IKUMHU KOprCTyBad B3aemoie y VR/AR.
O SIKiCTh MOJIEJII BIUIMBAE HA PEATICTUYHICTD 1 TUIABHICTh pOOOTH JI0JATKY.
3. Ieiigepu:
o BiamnoBigaroTk 32 00YUCICHHS OCBITJICHHS, BIAOUTTS, IPO30POCTI Ta 1HIITNX
BI3yaJIbHUX €(EKTIB.

0 3abe3neuyroTh Bi3yallbHY B3aEMO/III0 TEKCTYpP 1 TEOMETPIi.

Buxkiaukn npu BUKOPUCTAHHI TEKCTYP, MojeJeil i meiigepiB y VR/AR



1. AnmapatHi o0Me:KeHHH:
o Oobmexena notyxHictb GPU Ha MOOUTBHUX IPUCTPOSIX 1 rapHiTypax VR.
2. TIpobseMu MPOAYKTUBHOCTI:
o Hanro cknaani Mojaeni a0 TEKCTypU MOXKYTh CIPHUMHUTH 3HIDKEeHHS FPS
1 30LJIBIIICHHS 3aTPHUMOK.
3. I'apmonist Misk rpadikoro Ta NPOAYKTHBHICTIO:
o BaximBo jgocsartTd  OajaHCy MDK ~ PEATICTUYHICTIO  BI3yaJbHOI'O

MPE/ICTABIICHHS Ta 0OUUCITIOBAIBHUMH PECYPCAMH.
IHcTpyMeHTH 1)1t pOOOTH 3 TEKCTYPaMU, MO/IeJIIMHU Ta IIeiiiepaMu

1. Substance Painter:
O BHKOpHUCTOBYETHCS 711 CTBOPEHHS TEKCTYP 13 3acTocyBaHHsAM PBR.
2. Blender/Maya:
o InctpymenTH A ctBopeHHs: 3D-Mo/eneit 1 onTuMizaliii reoMeTpii.
3. Unreal Engine 5/Unity:
o Martote BOyAOBaHI mIeWaepu Ta 3acoOu st poOOTH 3 TEKCTypamHu Ta
MOJICIISIMH.
4. Shader Graph (Unity):

O [HTYITUBHHI IHCTPYMEHT JJII CTBOPEHHS Ta HAJIArOXKEHHS MIEHIEePIB.

[IpaBunbHE BUKOPHUCTaHHS TEKCTyp, Mojeneil 1 meinepiB y VR/AR e kputuuno
BOKJIMBUM JIJIS CTBOPCHHS PEATICTUYHUX 1 TPOIYKTUBHUX J0AaTKIB. ONTHMI3AIls [UX
KOMITOHEHTIB JTO3BOJIsIE 3a0€3MEeUUTH BUCOKY SKICTh rpadikv HaBITh HA MPUCTPOSX 13
0OMEKEHUMHU pecypcaMu. BUKOpHUCTaHHS Cy4yaCHUX 1THCTPYMEHTIB 1 TEXHOJOTIH, TAaKUX
sk LOD, xommpecis Tekctyp 1 PBR, 1o3Bomsie qocartu MakcumanbHOI €(peKTUBHOCTI Y

VR/AR-nonarkax.



1.6 AHaJi3 iCHylO4HX pillleHb TA iX HeJ0JIiKIiB

CydacHa 1HAYCTpis IrpOBOi pO3pOOKH MPOMOHYE HU3KY MOTYXHUX 1THCTPYMEHTIB
s ctBopeHHs VR/AR-pomatkiB. Lli pimenHs BKiI0O4aroTh irpoBi pymii, SDK
(Software Development Kit), a takox miarpopmu nans aHamizy Ta ONTUMI3aLii

MPOTYKTUBHOCTI.

Irposi pymii

IrpoBuit pymriii (aHria. game engine) — 1€ mporpamHa mmiatdopma, sika
3a0e3nedye po3poOHUKIB THCTpPYMEHTAMHU Ta (PYHKI[ISIMU J1J11 CTBOPEHHSI KOMITFOTEPHHUX
irop. BoHa BUKOHye OUIBIIICTh TEXHIYHHUX 3aBJaHb, OB SA3aHUX 3 Bi3yall3all€lo,
¢b13uKO0I0, aHIMAIII€10, 3BYKOM 1 JIOTIKOIO TPH, I03BOJISIFOUN PO3POOHUKAM 30CEPEAUTUCS

Ha CTBOPEHHI KOHTEHTY Ta MEXaHIK IPH.

Unreal Engine 5. Onun 13 HaiinomysipHIiMX pymriiB ajs ctBopeHHss VR/AR-

JTOJATKIB.
OcHoBHI nepeBaru:
1. THcTpyMeHTH JJ1s1 CTBOPEHHS (POTOpEaicCTUYHOI rpadiku.
2. Texnomoris Nanite 11 aBTOMaTHYHOTO 3MEHIIICHHS piBHA aeTam3aiii (LOD).
3. Tlomna interpariis 3 VR/AR SDK, takumu sik OpenXR.

Unity. Jlerkuili y BUKOpPUCTaHHI PyWIid 13 IIMPOKOK MIATPUMKOIO IIATHOPM.

IIpomonye:
1. biomoreku nis podotu 3 ARKit, ARCore Ta OpenXR.

2. BOynoBaHi IHCTpYMEHTH JiJIsl onTUMI3alii rpadiku Ta Pi3uk.



SDK nuis1 po3pooxu VR/AR

. OpenXR: Bigkputuit crannapt, sikuil 3a0e3neuye cymicHictb VR/AR-noaaTkis

13 pI3HUMU TapHITYpPaMH.

. ARKit (Apple) Ta ARCore (Google): SDK mis po3pobku AR-monatkiB Ha

MoOipHUX TaTdopmax 10S Tta Android.

. SteamVR SDK: Inctpyment ans po3poOku VR-nomatkis mig rapuitypu HTC

Vive, Valve Index Tomio.
IncTpymenTu st aHaMi3y Ta onTUMI3amil

. SSIS (SQL Server Integration Services): BukopuctoByeThcsi aiisi iHTErpartii

JaHUX PO MPOAYKTUBHICTH VR/AR-n0oaaTKIB.

. SSAS (SQL Server Analysis Services): Jlo3Bomnse ctBoproBatt OLAP-kyOu st

0araToOBUMIPHOTO aHai3y MPOAYKTUBHOCTI.

. Pix (Performance Investigator for Xbox): IncTpymenT mis aHamizy

MPOYKTUBHOCTI Tpapiku y 10JaTKaX.

CuiIbHI CTOPOHH iCHYHOUMX pPillleHb

. YHiBepcasibHicTh:  BUIBIIICTE  Cy4acHUX  IHCTPYMEHTIB  MIATPUMYIOTH

KpocriaTropMHy po3poOKy.

. Bucokmii piBenb iHTerpamii: Pymni, taki sik Unreal Engine 5 Ta Unity,

iaTerpytoth SDK mns VR/AR, 1o 3na4HO criporirye po3poOkKy.

. HigTpumka noty:kHoi rpadikm: CyyacHi TexHousorii, Taki sik Nanite Ta Lumen

B Unreal Engine 5, 103B0JIII0Th CTBOPIOBATH BUCOKOSKICHI TpadiuHi CLEHU.



HenoJiiku icHyr04HX pileHn

Bucoki anapaTHi BUMOTH:

1.1.

1.2.

1.3.

['padiuni pymrii BUMararoTh MOTYKHOTO OOJaHaHHS, 0COOIMBO 111 VR-

JTOJATKIB.

Hagith 3 onTumizamiero Nanite Ta LOD, mpomyKTUBHICTh 3aIUIIAETHCS

po0JIeMOI0 JIJIsI MOOUTBHHX MPUCTPOIB.

Mob6inbai VR/AR-nipuctpoi, Taki sik raphitypa Oculus Quest, mMaroTh
OOMEXEHI pecypcH, II0 YCKIAAHIOE BHUKOPUCTAHHS BHUCOKOSKICHOI

rpagiku.

OOmeskeHI IHCTPYMEHTH ONTUMI3amNil:

2.1.

2.2.

[cHyroui pillleHHS HE 3aBXJIU BPaxOBYIOTh PI3HUII0O B amapaTHOMY

3a0€e3M1e4YeHH] KOPUCTYBaYiB.

ABTOMAaTUYHI aNTOPUTMU onTuMizamii, Taki sk LOD, MoxyTh He
BpPaxoOBYBaTH crelu(diKy KOXKHOI CLUEHH, 10 1HOA1 MPU3BOJUTH 10 BTPATH

neTajeu.

BincyTHicTh YHiBepCaJabHOIO CTAHAAPTY:

3.1.

3.2.

Pi3n1 miiardopmu, nanpukian, ARKit ta ARCore, MatoTh CBOi yHIKalIbHI

0OMEXXEHHS, 1[0 YCKJIQJHIOE KPOCIUIaT(POPMHY PO3POOKY.

[Napuitypu VR (Oculus, HTC Vive, PlayStation VR) BUKOpUCTOBYIOTh
pizai SDK, 1o 3Mymnrye po3poOHUKIB aanTyBaTHUCS 1O KOXKHOI

1aTGOPMHU.

Bucoki BUTpaTu Ha po3pooKy:

4.1.

Onrtumizaris st VR/AR BuMarae 3HaqHOT0 4acy i pecypcisb.



4.2.  Po3poOHWKH YacTO CTHKAIOTHCS 3 MPOOJIEMOIO TECTyBaHHS JOJATKIB Ha

IIMPOKOMY CHEKTP1 IPUCTPOIB.
5.  IIpo0JjieMu NPpOXYKTHBHOCTI:

5.1.  VR-momatku 3 BHCOKO dactoToro kamapiB (90+ FPS) Bumaraiots

HAI3BUYANHO €PEKTUBHOTO 00p0OIeHHS TpadiKu.

5.2. AR-mogaTku MOXYTh CTHKaTHUCS 3 MpoOJeMaMu BIJICTEKEHHA Ta

HakJIaJaHHs [UPPoBUX 00’ €KTIB Y peaJbHOMY Yaci.
KputuyHi BUKJINKH

1. Bucoka 3aTpumka:

1.1. Bucoxka 3aTpuMKa MiX JTiIMU KOPHCTyBaua Ta PEaKIi€l0 CUCTEMU MOXKE

BUKJIMKATU AUCKOM(OPT 1 HaBITh XBOPOOY BIPTYaJIbHOI PEAIbHOCTI.
1.2.  OcobnuBo akTyaiapHO A1t MOOUTBHIX VR/AR-nonaTkis.
2. OnTuMmizanisi TEKCTYp i MojeJIeil:

2.1.  BiapmICTh Cy4acCHMX PYIIiB BAMAratoTh MOMEPEAHBOI MIATOTOBKH TEKCTYP

1 MozieJIelt U1 3MeHIeHHs HaBanTaxeHHst Ha GPU.

2.2.  KommpoMicu MIXK SKICTIO Ipadikd Ta MNPOAYKTHBHICTIO 3aJUIIAIOTHCA

CKJIAJTHUMH JIJI peatizartii.
3. TecryBaHHsSI NIPOAYKTUBHOCTI:

3.1. Hemae crangapTHoro cepeaonuina st ouiHku VR/AR-nonaTkiB Ha pi3HUX

anapaTHHUX IaTdopMax.



AHaJIi3 ICHYIOUHX PIIIeHb JIEMOHCTPYE 3HaUHUM mporpec y miarpumiil VR/AR,
alle TaKOX BHABISE CEPHO3HI MpoOIeMH, MOB’s3aHiI 3 amapaTHUMH OOMEXKEHHSIMHU,
ontuMizaiiero Tta KpocmiaatrgopmuicTio. i HEZOMIKM CTBOPIOIOTH MOXKIJIMBOCTI IS
BJIOCKOHAJICHHSI CHUCTeM MIATPUMKH VR/AR nuisixom BOpoOBaKEHHS aHATITHYHUX

M1JIX0/11B, HOBUX aJITOPUTMIB ONTHUMI3alliil Ta YHIBEpCATbHUX TIATGOPM IS TECTYBaHHS



2 MOJAEJIIOBAHHSA CUCTEMHA

MopentoBanHs € QPyHIaMEHTaIbHUM 1HCTPYMEHTOM CHCTEMHOTO aHali3y, sSIKUi
BUKOPHUCTOBYETHCSA JJIs TOCHIKEHHS, TPOEKTYBAHHS Ta ONTUMI3allii CKJIQIHUX CUCTEM.
Bono no3Bosisie mpenacTaBUTH (DYHKIIOHYBAHHS pealbHUX TIpoleciB y dopMi
abCTpPaKTHOI MOJIEN, sIKa BIOOpakae CTPYKTYpY, IOBEAIHKY Ta B3a€EMOJI1i KOMIIOHEHTIB

CHCTCMU.

Y KOHTEKCT1 po3p0oOKHU TPOrpaMHOTo 3a0e3MeueHHs sl MATPUMKH BIPTYalbHOT
(VR) Ta nomoBHeHoi peanbHOCTI (AR), MopjentoBaHHS CIyrye OCHOBOIO IS
IUIaHYBaHHS, aHAJ3y Ta CTBOPEHHS €(PEKTUBHUX PIIICHb, aJaITOBAHUX 0 OOMEKEHb

anapaTHOTo 3a0€3MeUeHHs.

2.1 AHaJji3 MeTo0JI0Tii CHCTEMHOT0 aHaai3y st VR/AR

OcHOBHI LTI MOIETIOBAHHSA

1. Bisyaaizauisi cucreMu:

o MopentoBaHHs 3a0e3neuye rpadivyHe MpeACTaBICHHS CKIAIHOI CUCTEMH,

10 MOJIETHIY€E PO3YMIHHS 1i CTPYKTYPH Ta KOMIIOHEHTIB.

o Hanpuknaa, UML-giarpaMu  BUKOPUCTOBYIOTBCS — JJI  Bi3yamizarlii

B3aeMoI1i Mk kKomrnoHeHTamMmu VR/AR-nonartkis.
2. IIporHo3yBaHHS NMOBEiHKH:

o Mogeni 703BOJISIIOTH OIIIHIOBATH, SIK CHCTeMa Oyje TpaIfoBaTh B Pi3HUX

YMOBAX.



o Y VR/AR-cucremax 1ie Moke BKIIFOUaTH TECTYBaHHS MPOAYKTUBHOCTI Ha

PI3HUX amapaTHUX IuIaTgopmax.

3. Onrumizauist mpouecis:
© BwuzHaueHHS cIabKUX MICIIh Y CUCTEMI Ta MOIIYK IUISIXIB iX YCYHECHHS.

o VY pa3i VR/AR e moxe Oytu onTumizaliis rpadiyHUX KOMIIOHEHTIB a0o

3MEHIIICHHS 3aTPUMKHU (JITATEHTHOCTI).
4. Ananranif mig anapaTtHi 00MeKeHHS

O 3a JOMOMOroI0 MOJENied MO)KHa CTBOPIOBATH aIalTUBHI aJIrOPUTMHU, SKI
HaJAIITOBYIOTh IMapaMeTpu CUCTEMH B PEaJbHOMY Yaci 3aJIeKHO Bij

XapaKTEPUCTHUK MTPUCTPOIO.

Tunu MmoaeII0BaHHSA
1. O0’exTHO-OpieHTOBaHE MoAeaOBaHHA (OOM):

O 3acHOBaHE Ha KOHIIEMIII1 00’ €KTIB, AKi MatOTh BIACTUBOCTI (aTpuOyTH) Ta

MOBEJIIHKY (METOJIH ).

O BHKOpUCTOBYETHCS AJi1 PO3POOKH MPOrPaMHOI0 3a0€3MEUYEHHS IUIIXOM

BU3HAYEHHS 00’ €KTIB, IX B3a€MOIi Ta 3aJIEKHOCTEH.
2. DyHKIIOHAJbHE MOJICJIIOBAHHS:
o 3ocepemkeHe Ha ONKC] MOTOKIB IaHUX 1 BUKOHAHHI (DYHKI[IH CUCTEMU.

oV VR/AR-nonaTkax (GyHKIIOHaTIbHE MOJIEJTFOBAHHS MOXKeE

BUKOPUCTOBYBATHUCS IS aHAITI3y 0OpOOKU IrpaiyHUX JaHUX.

3. MoaeaoBaHHA JaAHUX:



o Bxmioyae cTBOpeHHs Mojese nqaHux, Takux sk ER-nmiarpamu abo cxemu

0a3 JaHux.

o Ile 0co6iMBO BaXKITUBO JyIst 30€piraHHs METPUK MPOAYKTHUBHOCTI ITPOBHUX

ceciit (FPS, yac 3aBantaxkenns, sukopucranug GPU Ttoio).
4. JluHamMiuHe MO/1eJIIOBAHHA:

o JlocmimKye 3MiHY CTaHIB CHCTEMH Y Yaci.

o Y VR/AR 1ie mosxe OyTH BUKOPUCTAHO JJI aHAIT13y B3a€MO/Iii KOpUCTyBada

3 BIPTYaJIbHUM CEPEIOBUILIEM.
MeTtoaoJiorii MoaeII0BAHHS
Jist po3poOku VR/AR-cucteM BUKOPHUCTOBYIOTHCS P13HI METOJI0JIOTT, 30KpeMa:

1. UML (Unified Modeling Language):

o Ile yHiBepcalbHa MOBa MOJICIIOBAHHS, IO JIO3BOJIIE CTBOPIOBATH

JiarpaMmi, [Ki BiIoOpaxaroTh CTPYKTYPY Ta TUHAMIKY CHCTEMH.

o VYV VR/AR-nmomarkax UML BHKOpHUCTOBYETHCS IJIsi MOOYIOBU Jiarpam

MPENEIEHTIB, KJIACiB, MOCIIIOBHOCTEH, pO3rOpTaHHS TOIIIO.
2. MetonoJioris Agile:

o 3abe3nedye THYYKICTh 1TEpaATUBHOI PO3POOKH, 110 JO3BOJSE adanTyBaTH

MOJIEJ1 3aJIE’KHO BiJl BUMOT MPOEKTY.

3. bararopiBHeBe MO/J€eJIIOBAHHS:

O 3acTOCOBY€TbCS I ONHWCY CHUCTEMH Ha PI3HHX pIBHIX abcTpakinii
(manpukan, GpizuyHUN piBEHHb MPHUCTPOIO, JTOTIYHUN PIBEHBb MTPOTPAMHOTO

3a0e3MeUYCHHS).



IHCTpYyMEHTH /151 MO/IeTIOBAHHSA
J171s cTBOpEHHS MOJieIe BUKOPUCTOBYIOTHCA Pi3HI IHCTPYMEHTH:

1. Po3poOka nporpaMHoOro 3ade3ne4eHHs:

o Unreal Engine 5 ta Unity 103B0Js110Th MOJIeTIOBaTH MOBeAIiHKY VR/AR-

CepeIOBHULL.
2. A”ajgiTu4Hi uargopmu:

o Microsoft SQL Server s cTBopeHHs Mojienielt 0a3 JaHUX Ta aHATI3y

METPUK MPOTYKTUBHOCTI.
o SSAS (SQL Server Analysis Services) mist mo6ynosu OLAP-ky0iB.
3. I'pagiuni pexakropu UML:

o Enterprise Architect a6o Visual Paradigm pans crBopenns UML-

Jiarpam.
MopemoBanus 1 onrumizanii VR/AR-cucrem
VY kontekcti VR/AR-101aTKIB MOIC/IIOBaHHS 3a0€3MEYYE:

1. Apanraniro rpadiku:
o Bukopucranns mopneneid piBHsa aeram3zanii (LOD) mgns aBTrOMaTHmaHOL
onTuMmizauii rpaiku.
2. YnpasJ/iiHHSI JAHUMM:
o CrtBopeHHss wMonened mus 30epiraHHs Ta OOpOOKM JaHUX TIPO
MPOIYKTUBHICTh I'POBUX CECIH.
3. TecTyBaHHA NPOAYKTHBHOCTI:
o MopentoBaHHS ClIeHApiiB B3aeMoii kopucTyBada 3 VR/AR nis mepeBipku

CTabUIBHOCTI Ta SIKOCTI POOOTH CUCTEMH.



IlepeBaru Moae/IIOBAHHS

e 3HWKeHHsI pu3HUKiB: Jl03BOJIsi€ BUSBHUTH IOTEHIIIMHI MPOOJIeMH IIle Ha eTari
POEKTYBaHHSI.

o IlokpamenHs komyHikauii: Moseni 3a0e3meuyoTh Bi3yallbHE MPEACTaBICHHS,
110 TOJIETTIIY€ PO3YMIHHS CUCTEMH BCiMa Y4aCHUKaMHU IIPOEKTY.

o EdexkrTuBHicTb po3poOKu: 3aBISKU MONEPEAHBO CTBOPEHHM  MOJEISM

SMCHINYETHCA 9aC HA IIPOCKTYBAHHA Ta TCCTYBAHHA.
2.2 3arauasbHi Bizomocti npo moaeoBaHHst VR/AR cucrem

VR/AR cucreMu € CKIaTHUMH TEXHOJIOTTYHUMHU PIIICHHIMH, K1 BKIIIOYAIOTh y cebe
1HTepakTuBHI 3D-cepenoBuia, MOOYIOBaHI 3 BHKOPUCTAHHSAM CIIELIAII30BAHOTO
IPOrpaMHOro Ta amapaTHOro 3a0e3neyeHHs. OCHOBHOIO METOI TaKUX CHUCTEM €
CTBOPEHHSI BACOKOT'O PI1BHS 3aHypEeHHS KOopucTyBauiB (y BUnajaky VR) abo HaknagaHHs
BIpTyaJIbHHX 00'€KTIB Ha peanbHe cepenouile (y Bunaaky AR). MoaemtoBanus VR/AR
CUCTEM € KIIFOUOBUM €TarioM po3poOKHU, SKUM 3a0e3nedye ONTHMI3allii0 apXIiTeKTYypH,

MPOLIECIB 1 B3aEMOJIIH.
ini moxesroBannsa VR/AR cucrem

1. Bizyauizauis apxiTeKkTypu:
O 3abe3MeueHHs] CTPYKTYPHOTO MPEACTABICHHSI CUCTEMH, 11 KOMIIOHEHTIB Ta
3B’SI3KIB M1’K HUMU.
o VYV VR/AR-cucremax 1e BKJIIOYa€ MOJENIOBaHHS 00poOku Tpadikwy,
(b13MYHMUX TIPOIIECIB Ta IHTEPAKIIIi.
2. AHani3 NpOAYKTHUBHOCTI:
O0 BuBYeHHs, K CUCTeMa pearye Ha pi3Hi anapaTHi miaThopMu, BU3HAUSHHS
BY3bKHX MICIb Y TPOAYKTUBHOCTI.
o Hanpuxknaa, ananiz FPS (kaapiB 3a cexyHay) abo dacy 3aBaHTaXEHHS y

VR-nonarkax.



3. Apanranisi mix anapaTHi 00MeKeHHsI:
o Po3poOka aganTUBHUX MEXaHI3MIB, fKI aBTOMATHUYHO HaJaIlITOBYIOThH
piBeHb JeTanizallii Ta rpadiku 3ajeXHO BiJ] MOTY>KHOCTI IPUCTPOIO.
4. OnTuMizanis B3a€MOJil 3 KOPUCTYBa4eM:
o IlpoekTyBaHHsI CIieHapliB, SKI MIHIMI3YIOTh 3aTPUMKY (JaTEHTHICTH) 1

3a0€31eUyI0Th MIABHUN TeUMILICH.
Karouosi komnmonentu VR/AR cucrem

1. I'padiynmii pyuuii:
O BuKOpHUCTOBY€ThCS JIE CTBOPEHHS Ta PEHACPUHTY BIPTYaIbHOTO
CepelOBULIA.
o Ilpukmanu: Unreal Engine 5, Unity.
o 3abesneuye (Qynkuii g8 podotn 3 3D-00'ekTamu, TEKCTypamH,
OCBITJICHHSIM Ta (PI3UKOIO.
2. O0poOka BBeCHHA:
o Koutponepu, TpekepH pyxy, CCHCOpHI ekpanu, rapHitypu VR/AR.
o 3abe3neuyroTh 301p JaHUX MPO PyXH, MO3HULIII KOpUCTyBaya Ta Jii.
3. PeHjepuHr:
o Tlpornec rerepaiiii BisyaabHUX 300pakeHb Y pealbHOMY Yaci.
O BHKOpUCTOBYIOThCA anroputmu ontumizamii, Taki sk LOD (Level of
Detail) ta meitnepu.
4. CucreMa B3aEMOIIi:
o 3abesneuye IHTYITUBHO 3pO3yMily B3aeMojit0 KopuctyBaua 3 VR/AR
CepeIOBUILIEM, HATIPUKIIA, 3@ JOTIOMOTOI0 JKECTIB 200 rOJIOCOBUX KOMaHI.
5. ba3a naHmx i anajiTHKA:
o Jlani mpo irpoBi cecii, IPOyKTUBHICTb, allapaTHl PeCypcCH.

O BukopHUCTOBYIOTHCS JIJIS aHAJI3Y Ta ONTUMI3aLlli.

MetopoJorii mogeaoBanHss VR/AR cucrem



1. O0'exTHO-OpicHTOBaHE MoenwBaHHs (OOM):
o ba3yeTbcs Ha BUKOPUCTaHHI 00'€KTIB, AKI OMUCYIOTh KOMIIOHEHTH VR/AR
CUCTEMH.
o Hanpuknan, oO'ektm MOXyTh Bkiodyatn B cedbe "KopucryBau",
"Bipryanbpauit 06'ext", "[HTEpakTHBHE cepenoBuUIie'.
2. DyHKIiOHAJIbHE MO/IEJIOBAHHS:
o Onucye MOTOKM JaHUX 1 (YHKIUII CHCTEMHU, HAMPUKIAI, TMOTOKUA MIXK
00pOOKOI0 BBEJICHHS Ta PEHIEPUHTOM.
3. UML (Unified Modeling Language):
o Bxkmrouae moOymoBy JiarpaM KiaciB, MPELENCHTIB, IOCIIJOBHOCTEH 1
pO3ropTaHHs JUIsl AETAIBHOTO OMUCY KOMIIOHEHTIB 1 B3a€EMOJIIH.
4. bararomapoBe MOJC/JTIOBAHHS:
O 3acTOCOBY€TbCS ISl BIJOOpaKEHHS B3a€MO3B'S3KIB MK (DI3UUYHUMHU
(amapaTHUMH) Ta JIOTIYHUMH (TpOrpaMHUMH) KoMmoHeHTamu VR/AR

CUCTEMH.
IIpouec mogeawBanus VR/AR cucrem

1. Anaxi3 BUMOT:
o BwusHauenHs nuboBoi ardopmu, tuiry nogatky (VR abo AR), ciienapiis
BUKOPUCTaHHS Ta 0OMEKEHb.
o Hanmpuknaa, po3poOka Tpu 3 mATpUMKOW VR s HacTUTbHUX
KOMIT'FOTEPIB 1 MOOIITLHUX MPUCTPOIB.
2. CTBOpEHHSI KOHUENTYAJIbHOI MOJEJII:
O 3arajgpbHUM OMHUC CTPYKTYPH CUCTEMH, 11 KOMIIOHEHTIB Ta iX (yHKITIH.
o Bxirouae kiaouoBi 00'€kTH, Hampukiaa, rapHitypa VR, kopucrysad,

BIpTYyaJIbHI 00'€KTH.

3. Po3po0Oka aerajJsbHUX MOJeJICH:



o UML-niarpamu, GyHKITIOHATBHI MOJIETl, MOJIET TaHUX.
o Hampuknaa, mnoOymoBa jgiarpaMM KjiaciB Il OMHCY  B3aeMOJIi
KOMITOHEHTIB.
4. ITepaTHBHE TECTYBaHHSI MOJIeJIei:
o [lepeBipka Mojeeii 3a TOMTOMOT O POTOTHIIIB.
O AHami3, Ik CUCTeMa pearye Ha 3MiHM KOH(ITyparlii, HalpyuKiIa/l, 3SHIKSHHS

PIBHS IIPOTYKTUBHOCTI.
TexHoJioriuHi iHCTpyMeHTH 17151 MoAea0BaHHsA VR/AR cucrem

1. I'padiuni pyuuii:
o Unreal Engine 5 — 3a6e3meuye 1HCTpYMEHTH J1J1si CTBOPEHHS BUCOKOSKICHOT
rpadiku Ta iTerpamnii 3 VR/AR SDK.
o Unity — momynasipHUid 1HCTPYMEHT JJisi pO3poOKu OaratoriaropMHUX
VR/AR nonmatkis.
2. AnauaituyHi miargopmu:
o SQL Server Analysis Services (SSAS) nmns anamizy MeETpUK
MPOTYKTUBHOCTI.
o Microsoft Power BI qys Bizyanizaiii JaHUX MPO B3a€EMO/III0 KOPUCTYBava
3 VR/AR cepenoBuriem.
3. Po3poOHMIBKI cepeloBHILA:
o Blender Ta Maya ninst ctBopeHHst 3D-00’€xTiB.

o Visual Studio ams po3poOKu MporpaMHOro KOy.
IlepeBaru moaenwBanHs VR/AR cucrem

1. OnTumizauis npoueciB po3pooKu:
o EdexkTuBHE BUKOPUCTAaHHS amapaTHUX PECYPCIB 3aBISKH JETAILHOMY
aHamizy.
2. Bizyajizauisi CKJIaJHUX CHCTEM:

o Mopeni 3a0e31neuytoTh 3p03yMiJie IPEICTABICHHS CTPYKTYpPH CUCTEMHU.



3. IIporHo3yBaHHsI MPOAYKTUBHOCTI:

O MOXIHMBICTh OIIIHUTA BIUIMB 3MIH Yy CHCTeMI J0 1iX peaizaiii.

2.3 Orasj iHCTPpYMEHTIB Uisl peaJiizanii 3aBaanb Data Mining

Data Mining (iHTeleKTyaJIbHMM aHami3 JaHUX) — 1€ MPOIEC BUSIBICHHS
MPUXOBAHUX 3aKOHOMIPHOCTEH, 3B’SI3KIB Ta TPEHMAIB Yy BEIMKHUX OOcsArax gaHuX. Y
koHTeKcTi VR/AR cucrem, Data Mining € KpUTUYHO Ba)JIMBUM [UIsl aHaJI3y
MPOYKTUBHOCTI, TOBEAIHKA KOPUCTYBaviB Ta ontumiszailii pecypci. Lli iHCTpymMeHTH
JI03BOJISIIOTh CTBOPIOBATH TPOTHO3HM, PO3POOISATH PEKOMEHJAllli Ta TMOKpallyBaTh

3arajbHUM JOCB1J KOPUCTYBAYiB.
Kurouosi 3asananns Data Mining y VR/AR

1. AHaJi3 NpoAYKTUBHOCTI:
0 BusHaueHHs npoOJeMHUX 30H, Hampukian, 3HWkeHHs FPS ab6o
30UTbLIEHHS Yacy 3aBaHTaKEHHS.
2. IlporHo3yBaHHA:
o Tlepenbadyennst motped y pecypcax /uist 3a0e3MedeHHs CTa0lIbHOT PoOOTH
VR/AR-nonartkis.
3. Onrumizauis:
o BusBmenns MetoniB 3HWKeHHS BukopuctanHs ~GPU/CPU  mus
MOKPAIICHHS MPOTYKTHBHOCTI.

4. Kunacudikaniss KOpucTyBaviB:



o I'pynyBaHHs 3a mapaMeTpaMH B3aeMOJii (HAMpUKIAA, TUI MPUCTPOIO,

YKaHp TPH, TPUBATICTh CEAHCY).

Honmyasipui incrpymenTn aJs Data Mining

1. Microsoft SQL Server Analysis Services (SSAS)

SSAS € onHUM 13 HAUMOTYXXHIIIUX THCTPYMEHTIB JJIsl aHAJI3y JaHUX, IO JTO3BOJISIE

ctBopioBat OLAP-kyOu Ta peanizoByBaTu 6araTOBUMIpHMIA aHATI3.

o MoXKJIMBOCTI:
o [linTpuMka 6araTOBUMIPHOIO aHAIII3Y JTaHUX.
o CrBopeHHs ckiIagHux Mmojeneil Data Mining s NporHo3yBaHHS Ta
Kkiacudikarii.
e 3acrocyBanHs Yy VR/AR:
o Amnami3 FPS ta iHmmx MeTpuk npoayKTUBHOCTI.

o [lobymoBa Mojened s TmiepeqOaYeHHsT 3aBaHTAXKEHHSI amapaTHUX

pecypciB.
2. Microsoft SQL Server Integration Services (SSIS)
SSIS — ne mnardopma nns iHTErpanii, Tpancdopmariii Ta 3aBantaxxennsa qanux (ETL).

o MoXKJMBOCTI:
o ABTomaTu3ailisi 300py Ta MiITOTOBKH JTAHUX 13 PI3HUX JHKEpeT.
o Tpanchopmania faHux y noTpiOHUN hopmaT sl aHATI3Y.
e 3acrocyBanHs y VR/AR:
O 30upaHHs AaHUX 13 KIIEHTCHKUX MPUCTPOIB Ta IFPOBUX CEPBEPIB.

o @®opMyBaHHS €MHOI CTPYKTYpPHU JAHUX JIJISl aHATI3Y.

3. Microsoft Excel



Excel yacto BUKOPHUCTOBYETHCS SIK TOCTYHMHHUM 1HCTPYMEHT AJI IIBUIKOTO aHaJi3y

TaHUX.

e Mo:KINBOCTI:

o IloOynoBa rpadikis, giarpam i CTATUCTHYHUX MOJEIICH.

o Ilipkmrouenus 1o OLAP-ky6iB s aHanizy 0araToBUMIpHUX JTaHHUX.
e 3acrocyBanHs y VR/AR:

o [lIBuakuii aHATI3 TAaHUX TIPO KOPHUCTYBAIIbKI Cecii.

o IloOGymoBa MporHo3iB HA OCHOBI YaCOBUX PSIIIB.
4. Python (0i0sioTrexu Scikit-learn, Pandas, NumPy)

Python € rHydkuM 1HCTpYMEHTOM AJi1 pOOOTH 3 JaHUMH, 3aBIIIKH CBOIM 0i0Ji0TeKaM

JJIA aHaJIi3y Ta MAallIMHHOI'O HABYaHHAI.

o MOoXJIHUBOCTI:
o Knacrepusariis, knacudikailis Ta perpeciiHuii aHamis.
o [loOynoBa aJiropuTMiB JIJIsi OOPOOKH BEIUKHUX OOCSTIB TAHUX.
e 3acrocyBanHs y VR/AR:
O BusiBIeHHS  3aJIEKHOCTEM  MDK  amapaTHUMU  pecypcaMud  Ta
POYKTUBHICTIO.
o Po3poOka anroput™miB Kiaacudikalii Jyisi HATAITyBaHHS PIBHS JIeTajizaiii

rpagiku.
5.R
R — 11e noTyXHUI IHCTPYMEHT JJIsl CTATUCTUYHOTO aHali3y Ta Bizyalli3alli JaHuX.

o MOo*KJIHUBOCTI:
o Posmupeni Mojieni MporHo3yBaHHs Ta CTATUCTHYHUN aHaJIi3.
o [HTepakTHBHI rpadiky Uil Bizyani3alii.

e 3acrocyBanHs y VR/AR:



o Bizyaunizarlisi JaHUX PO MPOTYKTUBHICTh ITPOBHUX CECIil.

O AHaJi3 BIUIMBY PI3HUX MapaMeTpiB Ha TPUBAIICTh IrPOBOTO MPOLIECY.
6. RapidMiner

RapidMiner — e mmargopma g1t Data Mining, sika miaTpUMYy€e ITUPOKUM CIIEKTp 3aja4,

TaKuX SK Kiacu@ikalis, KjJacTepusallis, perpecis Ta acoriaTUBHUN aHai3.

o Mo:KIMBOCTI:
o IaryiTuBHMI 1HTEpDEC 7151 pOOOTH 3 BEIUKUMU 00CITaMU JTAaHUX.
o IligTpumka inTerparii 3 Python i R.
e 3acrocyBanHs Yy VR/AR:
o IloOynoBa mopeneit knacudikarii aia nepeadadenns FPS 3amexno Bif
anapaTHUX OOMEXKEHb.

O AHani3 NoBeAIHKHA KOPUCTYBaviB MiJ yac B3aemonii 3 VR/AR-nonarkamu.

Aaropurmu Data Mining, 3actocoByBaHni 1y VR/AR

1. 1-Rule:
o Ilpoctuii anroputm ajs kiacuikaili Ha OCHOBI OJIHIET 3MIHHOI.
o ¥V VR/AR BuKOpHCTOBYEThCS sl Kiacu@ikalli MpUCTPOiB 3a pIBHEM
MPOTyKTUBHOCTI.
2. Naive Bayes:
o0 CraTUCTUYHUN aNTOPUTM IJisi Tepeq0adyeHHs] PEe3yJNbTaTiB Ha OCHOBI
MONePEAHIX JTaHUX.
O BUKOpUCTOBYETHCS AJIs OLIIHKKA MMOBIPHOCTI TOCSTHEHHS 3a1anoro FPS Ha
NEeBHOMY OOJIaIHaHHI.
3. Kuaacrepu3auis (K-Means):
o Po3moain NpUCTPOiB 1 KOPHUCTYBaylB Ha TPYNU 3aJlI€KHO BII IX

XapaKTEPUCTHK.



4. AcouiaTuBHuil aHaJji3 (Apriori):
O BusBIeHHS  3aKOHOMIpPHOCTEM MK  MapamMeTpaMd  arapaTHOIo

3a0e3MeyeH sl Ta MPOAYKTHUBHICTIO.



3 PO3POBKA CUCTEMHA

3.1 Jdiarpama npeueaeHTiB.

Hiarpama npenenentiB (Use Case Diagram) € ogHUM 13 KITIOUOBUX IHCTPYMEHTIB
UML nns MOAENIOBaHHSA B3a€EMOJIIi MK KOpPHCTyBauaMH (aKTOpaMH) Ta CHUCTEMOIO.
Bona nemoHcTpye, siki Aii (IIpereieHTH) MOXKYTh BUKOHYBATH aKTOPU Ta SK Il Jii

OB’ A3aHl1 13 CUCTEMOIO.

Nporpamke sabesneuenks NiATPUNIN
BipTyanuHoi Ta AonosteHol peanbocTi B irpoeii
po3poBui s ypaxyBarHamM anapTrux ofmereHs

— oy
—«(ﬁe erMA7 rPOBOTO Nporpecy
%__,——**f__— S Gkl g MOHITOPMHT MPOAYKTHEHOCT ﬁj
HaniTas aasmx

x_\_\\

KopucTysad \\__\_
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@

V
Pesepexe KoNinBaHHs JaHMK

--ﬁ\\
'® /MPABNIHHA KOPHCTYBALIKHMMN CECIAMY
1
=

ApminicTparop

36ip cTatmeT FPH

Creopenns 3giTis

OCHOBHI eJIeMeHTH JAiarpaMu NpeueaeHTiB:

1. IlpeuneaeHTH AJ1s rpaBIs:
o 3amyck VR/AR poaatky: ['paBens iHiIiami3ye 101aTOK.
o IHTepakmisi 3 BipTyaJbHUM cepeaoBuIeM: [paBeIb BUKOPHCTOBYE

KOHTPOJIEPH JIJIST B3AEMO/TII.



o HagamryBanHss mnapamerpiB rpadiku: JlogaTok aBTOMaTUYHO
HaJIAIITOBYE SIKICTh TEKCTYP Ta PIBEHb JeTalIi3allii.
2. IlpeneneHTH 1Jisi pO3POOHUKA:
O AHaJi3 MeTPUK NMPOAYKTHUBHOCTI: Po3pobHUK oTpumye nmaHi mpo FPS,
qac 3aBaHTa)KeHHs, BUkopucrtanus GPU.
O© BHeceHHs 3MiH 10 HAJAIITYBaHb: PO3pOOHUK ONTHMI3y€e TapaMeTpH IJis
MIPUCTPOIB 13 P13HOIO MPOAYKTHUBHICTIO.
3. IlpeueaeHTH I XMAPHOIO cepBepa:
o 30epiranHsi gaHMx ceciii: MeTpuku IrpoBUX ceciid 30epiraroTbes s
aHayizy.

o T'enepanis 3BiTiB: CepBep popMye 3BITH 151 pO3POOHHKIB.
3.2 O0’€KTHO-OPIEHTOBAHA apPXITEKTypa CUCTEMH

[IpencraBnena cxema naeMOHCTpye apxiTtektypy VR/AR cucremu, sxa
CKJIQ/Ia€ThCSl 3 TPbOX KIIOYOBHX KOMIIOHEHTIB: KIIIEHTCHKOTO [JOJATKy, IPOBOTO
cepBepa Ta cepBepa 6a3 nanux. s apxiTekrypa BigoOpakae B3a€EMO/I110 MI>K OCHOBHUMU

CIICMCHTaMHM CUCTCMH Ta ITIOTOKH JaHUX MK HUMH.

Cepeep Gas nanux

S

<l Cxosnwe
En Oarmx

il

KMIEHTCHINI JECKTON-33CTOCYHOK Irposwii cepsep

i Moayne oSpoGim irposmx cec@
InTepdeiic kopucTyBaua g

Mogyne obpobm sanuTie @

Moayne oGpobru VR/AR {l Moayne 38'r3xy @

1. KilieHTCbKHI 1€CKTON-32CTOCYHOK



KnienTchkuii 10AaTOK € OCHOBHUM 1HTepdeiicoM A B3aeMOIl KOpUCTyBada i3

cucTeMo10. Mloro oCHOBHI KOMIIOHECHTH:

1. InTepgeiic kopucryBaya:

O

O

3abe3neuye B3aemoIito kopructyBada 3 VR/AR momatkom.

MicTuTh IHCTPYMEHTH ISl HaBiraiii B CepeJOBHUIIl, BUKOHAHHS i Ta
HaJIAIITYBaHHS [TapaMeTpiB.

OOpo0Ouisie BBEeNEHHS JaHUX BiJl MPUCTPOIB, TaKuUX SK rapuirypa VR,

KOHTpoJiepr a00 CEHCOPHI EKpaHHU.

2. Moayas 00pooku VR/AR:

©)

O

Bianosiznae 3a peHACpUHT BIPTYyaJIbHOTO 200 TOMIOBHEHOTO CEPEIOBUIIIA.
OnTtumizye rpadiuHy CKJIAIOBY 3aJ€KHO BiJ] amapaTHUX XapaKTEPUCTHUK
IPUCTPOIO.

BukoHnye iHTEpakTHBHY OOpOOKY JaHUX y peajbHOMY dYaci, HampUKIIa/l,
BIJICTEKEHHSI pyXiB KOPUCTyBaua Ta aJanTalilo  BIPTyaJbHOTO

CepeIOBHIIA.

Leit monynb nepenae naxi npo npoayktusHicTh (FPS, Bukopucranns GPU touo) o

IrpoBOTO cepBepa T MOJATBIIOTO aHAaTi3Y.

2. IrpoBuii cepBep

IrpoBuii cepBep € LEHTPATBHOIO YACTUHOK CUCTEMH, sKa BIJAIMOBIIAE 32 OOPOOKY

ITPOBHUX ceciii, 0OOMIH JaHUMH MK KJIIEHTOM Ta 0a3010 JIaHHWX, a TaAKOX 3a0e3TNeUeHHS

cTabiIpHO1 po6oTH cuctemMu. OCHOBHI KOMIIOHEHTH CepBepa:

1. Moayab 00po0KHU IrPOBHX CeCili:

O

30upae maHi MPO TMPOAYKTHBHICTH 1 B3aEMOJiI0 KOPUCTyBada 3
BIpTyaJbHUM CEPEJIOBUIIIEM.
Bianoginae 3a ynpaBiiHHS ceaHCaMU T'PH, BKIIOUAaK0YU 00pOOKY B3aeMO/Iii

M1 KOPUCTYBaueM Ta BIpTyaJIbHUMHU 00'€KTaMHU.



©0 BukoHye QyHKIIIT MOHITOPUHTY Ta JIarHOCTHKH, BUSIBJISIOUM MPOOIEMU
IPOJYKTHUBHOCTI.
2. Moayab 00po0KH 3aNMTiB:
o 3abe3mneuye B3aEMO/III0 MIXK KIIIEHTCHKUM JJOJTATKOM 1 cepBEpOM 0a3 TaHUX.
©0 BukoHye 3amuTH Ha OTpUMaHHS a00 OHOBJICHHS JAaHUX, HANPUKIAL,
METPUK MPOTYKTUBHOCTI a00 MapameTpiB Ipu.
3. Moayab 3B’SI3KY:
o Binmosinae 3a nepegady JaHUX MK KITI€EHTCHKUM 3aCTOCYHKOM, CEPBEPOM
0a3 JaHUX Ta IHIIMMU KOMIIOHEHTaMU CUCTEMHU.
o0 3abesneuye CTaOUIBHICTP MEPEKEBOTO MIAKIIOYCHHS IS MiHIMIi3alii

3aTPUMOK 1 BTpaT AaHUX.
3. CepBep 6a3 nanmnx

CepBep 0a3 1aHKMX € CXOBHINEM I Beiel iHPopMmartiii, HeoOxiaHoi Ayt podotu VR/AR

cucrteMu. OCHOBHI KOMITOHEHTH:

1. ba3a nanux (BJI):
O MicTuTh AaHi MPO KOPHUCTYBayiB, MPUCTPOi, ITPOBI cecli, MapameTpu
rpadiku Ta MpOyKTUBHOCTI.
o 3abe3nedye MIBUIKUN TOCTYI JO KIIOYOBUX IMapaMeTpiB Jisi 0OpoOKH
3aMMTIB BiJ CEPBEPA.
2. CxoBHIIE TaHHUX:
o BukopucroByeTbcsi 751 30€pEKEHHS ICTOPUUYHMX JAHUX, HANPUKIAJ,
CTaTUCTHKH ITPOBUX CECii 200 JaHUX MPO MPOAYKTUBHICTb.
o IligTpumye OaratoBuMipHui aHami3 3a gomoMoror OLAP-ky6iB, 1o
JO3BOJISIE  pO3pOOHMKAM 1 aaMiHICTpaTOpaM OTPUMYBATH TJIMOOKY

aHAMITUKY MPOAYKTUBHOCTI CUCTEMH.

B3aemonist Mi’k KOMIIOHEHTAMH



1. KI1€HTChKUM 3aCTOCYHOK — IrDOBHM CepBED:
o Ilepemae maHi TPO TOTOYHY ITPOBY CECiI0, BKIIOUYAIOYM TapaMeTpH
rpadiku, metpuku npoaykTuBHocTi (FPS, Bukopucranns GPU) ta inum
JaHi.
o OTpumye 3BOPOTHHUH 3B'SI30K Y BUTJISAII OHOBJICHUX HAJAIITyBaHb rpadiku
a00 JTaHMX 71 BUBEACHHS B iHTEpdeici KopucTyBaya.
2. IrpoBuH cepBep — CepBep 6a3 JaHUX:
O BukoHye 3amuTH Ha OTPUMAaHHS JTaHUX, TAKUX SK ICTOPUYHI METPUKU
MPOYKTUBHOCTI 200 1H(opMallisi PO MPUCTPOI KOPUCTYBaya.
o 30epirae pe3yabTaTu IrPOBUX CECIH JIJIs MOAATBIIOTO aHaTi3Y.

3. CepBep 6a3 pmaHuX — IrpoBuM cepBep — KIl1eHTCBKUH

3aCTOCYHOK.:
o Jlani, orpuMmani 3 0a3u, NEpeAaloTbCs uepe3 IrPOBUN cepBep 0

KJIIEHTCHKOTO 3aCTOCYHKY JUIsl Bi3yauni3alii a00 onTuMi3allli.
IlepeBaru onucaHoi TOMOJIOriI

1. MoayabHicTh:
o KOMMOHEHTH cHUCTeMH MOXYTb OYTH pPO3pOOJIeHI, TPOTECTOBaHI Ta
OHOBJICH1 OKPEMO.
2. MacmradoBaHICThb:
o JlomaBaHHa HOBHX (QYHKIIH ab0o o0poOka OULIBIIOrO O00CSTY JaHUX
MO>KJIMB1 0€3 3HaYHO1 1epedy1I0BU apXITEKTYpH.
3. EdexTuBHiCTH 00pO0KHU JaHMX:
o YiTke pO3MEXKyBaHHS MK KIIEHTCHKOIO, CEPBEPHOIO Ta 0a30BOIO

YacTUHAMU 3a0e3Mevye MBUJIKICTh 1 CTaOUTbHICTh pOOOTH CUCTEMU.

[IpencraBnena Tomomoris VR/AR cuctemu 3abesneuye eheKTUBHY B3aEMOJIIIO
MDK KOMIOHEHTaMH, ONTHUMI3ye OOpOOKYy IrpOBHUX JaHUX 1 JO3BOJISIE aJanTyBaTH

rpadiky Ta TpOJYKTUBHICTb IiJl alapaTHI PECYpCH KOPHUCTYyBaya. 3aBASKH MOJYJIbHIM



apXITEeKTypl CHCTEMa 3aJUIIA€ThCS MAacIITaOOBAHOIO Ta THYYKOIO MJis

YAOCKOHAJICHD.

3.3 ba3a nanux

HardwareProfiles
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Ta6mum DeveloperProfiles

ManOyTHIX

[{s Tabmuug 30epirae KiIO4YOBY 1HPOpPMALIO MPO PO3pOOHUKIB irop. BoHa no3Bossie

LEHTpali3yBaTH BCl J1aHi, OB’ s3aH1 3 KOMIaHIIMU-PO3POOHUKAMHU, K1 CTBOPIOIOTH 200

iATPUMYIOTH irpH. Lle ocHOBa /15t TOOYA0BH 3B’ SI3K1B MIXK ITpaMu Ta IXHIMHU TBOPISIMHU.

Tabnuist BUKOPHUCTOBYETHCS IS OpraHizaiii Ta BimoOpaxkeHHs iHbOpMaIli Tpo



KOMITaHii, mo0 3a0e3MeunTH JETKUH JOCTYI J0 JaHWX, HEOOXITHUX I aHalli3y a0o

CIIIBIpAIli.

Taomuws Users

[{s Tabnuist MICTUTH BCIO HEOOXI1IHY 1H(OpMAIliI0 MpO KOPUCTYBadiB cucTeMu. BoHa
CIIy’)KUThb JJIS OpraHizamii JaHUX, SKi O3BOJISIIOTH 1JEHTH(IKYBaTH KOPHCTYBadiB,
3a0e3mnedyBaTu iX JOCTYM O CUCTEMH, a TaKOXK 30epiraTv 1CTOPi0 IXHbOT AKTUBHOCTI.
[{s iHpopMalliss BUKOPUCTOBYETHCS JUIsl 3a0€3MEUEHHS IEPCOHATI30BAHOTO JOCBIIY
KOPHUCTYyBaya, aHali3y MOBEIIHKM KOPUCTYBadiB y CHUCTEMI Ta MIATPUMaHHS Oe3NeKu

IXHIX JaHUX.

Taomug HardwareProfiles

Tabnuusg € KIIOYOBUM €JIEMEHTOM i 30epiraHHs iHopMalii Mpo amapaTHe
3a0e3MeUeHHs], 0 BUKOPUCTOBYETHCS B irpax. BoHa no3Bossie cucteMi aganTyBaTUCS
JI0 PI3BHOMAaHITHUX TPHUCTPOIB, Ha SKHUX 3aIllyCKalThcsa irpu. Jlani 1iei Tabmuin
BUKOPUCTOBYIOTHCS JUISl aHaji3y MPOAYKTHUBHOCTI irop, TECTyBaHHS ONTHUMI3alli Ta

3a0€3MeUeHHs] CYMICHOCTI 3 PI3HMMH anapaTHUMU KOHDIryparismu.

Taonuisg Games

[{s Tabmumsa 3abesneuye 30epiranHs AeTanbHOI 1HGOpMaIii Tpo BCl Irpu, SKi
BIIOOpakaloThCsl B cCUCTeMi. BOoHa € BaXIuMBHM elleMEHTOM 0a3u JaHUX, OCKUIBKU
00’eqnye 1HpoOpMaIllito mpo pPo3poOHUKIB, TPABIlB, CeCli Ta amaparHi crienudikari.

BoHa BUKOpHCTOBYETHCS JIsi aHAI3Y ITPOBOTO PUHKY, MIATPUMKH 010110TEKH irop, a



Taomuisg GamePerformanceMetrics

Tabmuns 30epirae BaXJIMBY CTaTUCTHUHY 1H(OpPMAIIiIO MPO MPOAYKTHUBHICTH irop Ha
pi3HUX KOH(}Irypalisx amnapaTHoro 3a0esneueHHs. BoHa € iHCTpymMeHTOM i 300Dy,
aHaJizy Ta BIJOOPaKECHHS TEXHIYHMX METPUK, TaKUX SK YacToTa KaJapiB, dYac
3aBaHTaXeHHS a00 moMuiky. L1 maHi romomararoTh po3poOHHMKaM MOKPAITyBaTH SIKICTh

irop Ta 3a0e3neuyBaTH MIaBHUI redMIuIe 111 KOpUCTyBayiB.

Taomug UserGameSessions

Tabnuis BiACTEXYE cecii KOpUCTYBaYiB, Mij Yac SIKUX BOHU B3a€MOJIIIOTH 13 CHCTEMOIO.
BoHa n03BoJisie aHai3yBaTH MOBEIIHKY TIpaBLiB, TPUBAIICTh IXHbOI AKTUBHOCTI,
BukopuctanHa VR a6o AR, a Tako OLIHIOBATH HOMYJISIPHICTH 1rop. L1 1aH1 BaxiuBi
JUIST MapKeTHUHTY, aHalli3y 3ajJydye€HOCTI KOPUCTYBadiB 1 BIOCKOHAJIICHHS I1TPOBOTO

JIOCBIJTY.

Taomuig GameAssets

[{s Tabnuns 30epirae BCi aKTHUBHU, SIKI BUKOPHUCTOBYIOTHCS Y CTBOpPEHHI irop. BoHna
JOTIOMarae opraHizyBaTu JiaHl PO PeCypcH, Taki sIK MOEINI, TEKCTYpH abo 3BYKH, 00
MOJICTIIUTHA KEPYBaHHS KOHTEHTOM Tpu. TabJHIls € BaXKITUBOIO JJIsl ONITUMI3aIlil aKTUBIB

1 3a0€e3MeYeHHsI IXHbOI JJOCTYITHOCTI /711 PO3pOOHUKIB 200 TPaBIIiB.

Tabmuis BugReports



Tabmuns ciyXuth A7 30epiraHHs 3BITIB MPO MOMMIIKH, SKi BUSABISIOTHCS B MPOIIECI
TECTyBaHHs YHM BUKOPUCTaHHA irop. Bona nomomarae BiacTeXyBaTu mpoOieMu,
aHaNli3yBaTH iX, MPIOPUTU3YBATH BUIIPABJICHHS Ta MIATPUMYBATH 3arajibHy SIKICTb
npoaykry. Ls indopmarrist BaxkimBa 1u1si po3pOOHUKIB, SIK1 MIPAILIOIOTH HaJ CTa0IBHICTIO

Ta BJOCKOHAJICHHAM iFOp.

3.4 CTpyKTypa CXOBHIIA JAHUX

CxoBuimie nanux st maTpuMkd VR/AR cuctem € BaXIMBUM KOMIIOHEHTOM
1H(DpacTpykTypH, sika 3abesneuye 30epiraHHsi, OOpOOKYy Ta YINpaBIiHHS JaHUMH,
HEOOXITHUMU 11711 PYHKIIOHYBAHHS JOJATKIB BIPTYaJIbHOI Ta JTOMOBHEHOI PEAIbHOCTI.
BoHa citykuTh LIEHTpaTbHUM PEIO3UTOPIEM, 1110 MICTUTH 1HGOPMAIIiIO PO ITPOBI Cecli,
anapatHi npo@ull, METPUKUA MPOIYKTUBHOCTI, ITPOBl aKTHWBH, Ta OaraTo IHILIOTO.
OnTumizoBaHa CTpyKTypa ©0a3u JaHMX J03BOJIAE€ 3a0e3MeuuTu e(PEeKTUBHICTD,

IIBUJIKICTh TA THYUYKICTh CHCTEMH, HABITh y BUIaJIKaX OOMEKEHUX arapaTHUX PECYpPCiB.



'HardwareDim

1. Tadoauui Bumipis (Dimensions):

o GameDim:
m Iloma: GamelD, Title, Genre, ReleaseDate, DeveloperID.
m Onucye arpuOyTH Irop, BKIIOYAIOYH KaHP Ta pO3pOOHHKA.

o TimeDim:
m [lons: TimelD, Year, Month, Day.
m BukopucToBY€eThCS AJI BIICTEKEHHS Yacy IrPOBUX CECIH.

o HardwareDim:
m Ilonsa: HardwarelD, DeviceType, Manufacturer, Model, CPU, GPU,

RAM, Storage.

m MictuTh naHi PO amapaTHi XapaKTEPUCTUKH MPHUCTPOIB, IO

BUKOPHUCTOBYIOThCS Jis 3anmycky VR/AR-nonatkis.



2. Taboauusa paxris (Facts):
o SessionFact:
m Iloms: TimelD, GamelD, HardwarelD, Duration,
VRlInteractionTime, ARlInteractionTime, AverageFPS,
MaxLoadTime, MinResponseTime.
m 30epirae iHdopmallito mpo irpoBi cecii, BKIIOYAIOYN TPUBATICTH,
B3aemoiito 3 VR/AR, npoaykrusHicTs (FPS), Ta yac 3aBaHTaxeHHS.
3. JlopaTkoBi TA0/IHUIII:
o BugReports:
m MicTuTh 3BITH NMPO MOMUJIKH, BKIIIOYAIOUM JETall MOMHUJIOK Ta iX
CTaTyc.
o GameAssets:

m Ornucye akTUBH 1rop, Taki SK TEKCTYpH, MOJIEI, Ta 1HIII PECYpCH.
Jloriuna cTpykrypa 0a3u JaHuX

baza manux opranizoBaHa 3a IPHUHIIMIIAME PENAIiHOT Mojeni. BoHa BKiIto4yae 3B'I3Ku

MDK TaOJIUIAMHU BUMIipiB Ta Tabnuiero gaktiB. Hanpukian:

e Jlone GamelD y SessionFact nos'szane 3 GameDim, 0 103BoJII€ OTPUMYBaTH
aTpuOyTH TPU I KOXKHOT Cecii.
e [lone HardwarelD 3abe3neuye mgocTyn [I0 JaHUX amnapaTHOTO Mpodiiro

IIPUCTPOIO.
Oco0,1uBOCTI CTPYKTYpH

1. IlinTpumka 60araroBumipnoro anaJizy (OLAP):
o Tabmu1ii opraHizoBaHi TAKMM YHHOM, 1100 MIATPUMYBATH IIBUIKUI aHAITI3
JAHUX 3a PpI3HUMU BHUMIpaMHU: 4Yac, amapaTHl XapaKTepUCTHUKH,

MPOJIYKTUBHICTH TPH.



o Hanpuknan, cepeaniit FPS moxe ananizyBaTHCs 3al€XHO BiJl pOKY, THITY
IPUCTPOIO a0 KAHPY TPHU.

2. InTerpauis 3 aHAJITHYHUMHU CepBicaMu:

o baza manux iTerpyerhcs 3 SQL Server Analysis Services (SSAS) s
nodynosu OLAP-ky6iB, mo 3a0esneuye eheKTUBHY OOpPOOKY BEIMKUX
0OCSTIB IaHUX Yy peajJbHOMY Yaci.

3. OnTumizanisi IPOAYKTHUBHOCTI:

o BukopucranHs 1HJEKCIB Ha KiaodoBux mnoyigx (GamelD, HardwarelD,

TimelD) no3Bosisie MBUIKO OTPUMYBATH MOTPiOHI JIaHI.

o Kommpecis JaHUX JUIsl 3HUKEHHSI BUKOPUCTAHHS MaM'sITi.
Buxopucranns 0a3u 1anux y VR/AR

1. MoOHITOpHHT iIrpoBHUX ceciii:
o 301p maHMUX Mpo Yac B3aeMojii kopuctyBaui 3 VR/AR.
o Amnaniz npoxgyktuBHocTi (FPS, wac 3aBaHTakeHHs) Uil PI3HHUX THIIIB
IIPUCTPOIB.
2. AHaJji3 anapatHux npoguiis:
O BusiBIeHHS 3aJeXHOCTEH MIK alapaTHUMH XapaKTepPUCTUKAMHU Ta
npoaykTuBHICTIO VR/AR-nonartkis.
o @opMyBaHHA pEKOMEHJaUld [y onTtumizauii rpadiku Ha pi3HUX
MPUCTPOSIX.
3. YupapJ/iiHHS pecypcaMu:
O AHaJi3 IrpOBUX aKTUBIB ISl ONTUMI3AIlT iX BUKOPUCTaHHS.
0 BusHaueHHS pecypciB, SIKI CTBOPIOIOTH HAWOIIbINE HABAaHTAXXCHHS Ha

CUCTEMY.

Crpykrypa cxoBuila nanux st o0poOku VR/AR eneMeHTiB 3a0e3nedye THYUKICTb,
MacTaboBaHICTh 1 €DEKTUBHICTh CUCTEMU. BUKOpUCTaHHS 6araTOBUMIPHOTO MIXOY,

NIATPUMKA aHAJTITUYHUX CEPBICIB 1 IHTErpaiis 3 cy4acCHUMHU 1HCTpymeHTamu Data



Mining 103BOJSAI0TH 3a0e3neunT cTabinpHy poboty VR/AR-nomatkis, ontumizariiro

MPOYKTUBHOCTI Ta MOKPAIIEHHS] KOPUCTYBALIBKOTO JIOCBITY.



4 PE3YJIBTATHU JOCJIIKEHHSA

4.1 Pe3yibTaTH aHAJIi3y aKTUBHOCTI I'PABLIB

JlaHi mipeacTaBlieH] y BUTJISAIAI TAONMIN, IIO BiIOOpaka€ KIIbKICTh aKTHBHUX
irpoBuUX ceciif 3a MmicsausiMu. Lli pe3ynpTaTt oTpMaHi B pe3ysibTati poOOTH Mporpamu,
sKa aHali3ye€ AaKTHUBHICTh KOPHCTYBadyiB Ha OCHOBI IXHBOI B3a€MOAIl 3 IrPOBOIO

CHCTEMOIO TIPOTATOM POKY.

3BIT NPO MNIKM aKTUBHOCTI IPaBLUIB 3a MICSALAMM
3a 2023

Month Active
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[Iporpama aBTOMaTHMYHO 30Mpasia JaHl NPO KUIBKICTh Ceciil rpaBLiIB, AKl OyiIu
3aiKCOBaHI IMOMICSIUHO, 1 cpopMyBaa 3BIT PO MIKU AKTUBHOCTI. TaOIUIIsI MICTUTB JIBI

KJIFOYOB1 KaTeropii:

1. Micsub (Month): YucioBuii i1eHTU(DIKATOP KOKHOTO MICSIISA, IO T03BOJISE
IIBUIKO BiJOOpA3UTH MEPio] aKTUBHOCTI.
2. AxrtuBHi cecii (Active Sessions): KiibKicTh IrpoBHX C€Ciil, 3apEECTPOBAHUX Y

CHUCTEMI IPOTATOM KOXKHOT'O MICSIIS.

JleTanbHU aHAMI3 aKTUBHOCTI:

1. Ilepioau BHCOKOI AKTUBHOCTI:
o Haii6inpmia akTuBHICTH 3apikcoBana y O6epesni (200 akTUBHUX ceciif), 110
MOX€ CBIIYUTH TMPO:
m Bumyck oHoBieHHs 200 HOBOT Bepcii rpu.

m [IpoBeneHHS CE30HHMX MO UM aKITiH.



o Cepnenb (190 ceciit) mokasye npyruii HAMBUIIUN MK aKTUBHOCTI, 110
MOe OYTH MOB'SI3aHO 3 JIITHIMU KaHIKYyJIaMH, KOJIM TPaBIll MalOTh O1JIbIIE
BUTBHOTO Yacy.
2. Ilepiogu HU3BLKOI AKTUBHOCTI:
o Jlroruii (70 ceciif) A€MOHCTPY€E HAMMEHIITY KIJIbKICTh aKTUBHOCTEH, 1110
MO>ke OyTH MOB'sI3aHO 3:
m MeHI1010 3aTy4YEeHICTIO MiCIIs 3MMOBHUX CBSIT.
m BijcyTHicTIO HOBUX OHOBJICHh 200 3HAYHUX ITPOBUX TOJIH.
o Yepaens (80 ceciil) Takok MOKa3ye HU3bKUN PIBEHb, MOKIIMBO, YEPE3
CE30HHI1 BIJIIMTYCTKU a0o0 1HIII (PaKTOpH.
3. Cra0iJibHA aKTUBHICTh:
o V¥ xoBtHI (130 ceciit), kBiTHi (120 ceciit) Ta munH1 (110 ceciif)
CIIOCTEPITAETHCS CEPEJIHINA PIBEHb aKTUBHOCTI, SIKUW HE TIEPEBUIILYE MIKOBI

3HAYEHHS, aJi€ 3aIMIIAE€ThCA 3HAUYLUM I MIITPUMaHHs 0a3u IrpaBIiB.

4.2 3BiT IPpOAYKTUBHOCTI KOHIrypauin cucrem

Januii 3BIT BioOpa)kae pe3ynbTaTH aHali3y NPOAYKTUBHOCTI PIZHHMX arapaTHUX
KoH(irypamiii, 3acHoBaHoro Ha cepeanbomy FPS (Frames Per Second) Ta
MakcuManbHOMY 4Yacy 3aBaHTaxeHHs (Max Load Time). [lani 3rpynoBaHi 3a THamMu

MPUCTPOIB 1 dKAaHPAMHU 1rOp.



3BIT NPO NPOAYKTUBHICTb anaparHol
KOH}Irypauli 3a 2023

Device Type Genre Average Max Load
FPS Time
Desktop Action RPG 55100000 17.50
First-Person 58,100000 16.70
Shooter
Sports 58,250000 19,20
Gaming First-Person 55700000 18.30
Console Shooter
Laptop Action- 57.200000 15.20
Adventure
Sandbox 48,550000 14,30

B ~verage FPS [ Max Load Time
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Desktop Gamirg Cors... Laptop
CrTpykrypa 1aHux:

1. Device Type: Tum npuctpoto, Ha SKOMY TecTyBaslacsi IpoAyKTuBHicTh (Desktop,

Gaming Console, Laptop).

2. Genre: XXanp rpu, sika BUKOpucTOBYBajiacs jis TectyBaHHs (Action RPG, First-

Person Shooter, Sports, Action-Adventure, Sandbox).



3. Average FPS: CepenHs KUIBKICTh KaJpiB 3a CEKyHIy, IO XapaKTepusye

MJIaBHICTH Tpadiku.

4. Max Load Time: MakcumanbHU 4Yac 3aBaHTaXXE€HHsI Tpu (y CEKyHAax), IO

BU3HAYAE MBUKICTD 3aIyCKy YU MEPEXOy MIXK PIBHIMH.
JleTaJbHUH aHAJII3 NPOAYKTHUBHOCTI:

1. Desktop:

o Hatsumuii FPS mist xkanpy First-Person Shooter (58,1), 1o cBiguuTh npo

XOpOIILy ONTUMI3aLII0 I[bOT0 KaHpy A HacTibHuX [1K.

o Jlma oxaupy Sports cepemniii FPS takoxx Bucokuit (58,25), ane
MaKCUMAaJIbHUI 4ac 3aBaHTakeHHs (19,2 cexyHau) € HaWBUIIUM Cepell

xaupiB aiia Desktop.

o JKamp Action RPG mae tpoxu Hmxumii FPS (55,1) i maiOumemmii yac
3aBaHTakeHHs (17,5), 110 BKa3ye Ha CKIAIHICTh 1 pECYpPCOMICTKICTD I[LOTO

XKaHPY.
2. Gaming Console:

o s xanpy First-Person Shooter cepeamniit FPS cranoButs 55,7, mio €
omu3bkuM 10 Desktop, ogHak MakcHMMalbHUI Yac 3aBaHTaXEHHS TPOXU
Bummii (18,3 cexynau), mo Moxke OyTH TOB'SA3aHO 3 OCOOJMBOCTSIMHU

orTuMizarii mijg KOHCOTI.
3. Laptop:

o JYKanp Action-Adventure reMoHCTpy€e XOpOIITy MPOTYKTUBHICTS i3 CEPEeIHIM
FPS 57,2 1 uwacom 3aBanTaxkeHHs 15,2 ceKyHau, 10 € HaWKpaIiuMm

MOKA3HUKOM CEePeJl YCIX KaHPiB.



o Jus xanpy SandboX mpoayKTHBHICTh HalHMKYA cepel yCiX KOHpIryparii

(48,55 FPS), ane uac 3aBanTaxeHHs (14,3 cekyHu) € HAUKOPOTILIHUM.

[HCaiiTu 3 aHamizy:

1. BruiuB anapatHoi niiatrgopmu:

o Desktop 3a0e3neuye HaWBHIY MPOAYKTUBHICTH Y >KaHpax 13 BHCOKOIO

inTeHcuBHicTIO Tpadiku (First-Person Shooter).

o Gaming Console Tpoxu BiJICTae 3a 4acOM 3aBAHTAKEHHs, aJie TIOKA3ye

ctabuibanii FPS, 1110 ¢B1IYUTH PO ONTUMI3AIIIIO 1] KOHCOJI.

o Laptop € KOMIpPOMICHHM BapiaHTOM, JIEMOHCTPYIOUH  HIXKYY
NPOAYKTUBHICTh JJIs pecypcomicTkux skaHpiB (Sandbox), ame moOpe

iIXOJMUTH JUII MEHII BUMOTIMBHX kaHpiB (Action-Adventure).
2. /Kanposgi 0c00,1MBOCTI:

o JKaupu First-Person Shooter i Sports mokasyioTh HadBumuii FPS, 1o

CBIIYUTH NP0 AOOPY ONTUMI3ALIIO [IUX JKaHPIB.

o Sandbox BUSBHBCS HAMOUIBII PECYPCOMICTKHM JKaHPOM, 3HWKYIOUYH FPS,

0COOJIMBO HAa HOYTOYKax.
3. Yac 3aBaHTAKCHHA:

o Yac 3aBanTakeHHS € KpuTHYHUM Uit Desktop y sxanpax Sports i Action

RPG.

o HalikopoTmmii vac 3aBaHTaXEHHs CrHOCTepiraeTtbes s Sandbox Ha
Laptop (14,3 cekyHIu), MOXJIUBO Yepe3 CHPOIIeHHS rpadiku Yu 1HIIAX

KOMIIOHEHTIB.



Pexomenmari:

1. Onrumizauis nias Laptop:

o0 BapTo mokpamuTi MpOAYKTUBHICTH Ui kaHpy Sandbox Ha HOyTOykKax

NUISIXOM 3HKEHHS TpadiqHuX BUMOT 200 ONTHUMI3allii KoY.
2. Po0ora 3 yacoM 3aBAHTAKECHHS:

o 3HU3MTH 4Yac 3aBaHTaxeHHS 1 Desktop y sxanpax Sports i Action RPG

[UILXOM ONTHUMI3aIll MEXaHIK 3aBaHTAXKCHHS.
3. ®oKycC Ha KaHpaXx:

o BukopucroByBatu kanpu First-Person Shooter ta Sports mms

JEMOHCTpallli BUCOKOI MpoAyKTHUBHOCTI Ha Desktop.

o Jlnsa Laptop akueHTyBaTH yBary Ha xanpi Action-Adventure, sikuii mokasye

30aJaHCOBaH1 pe3yJIbTaTH.

4.3 3BiT mpo TpuBaJjgicTs B3aemogii 3 AR/VR

[e#t 3BIT UTIOCTpYE 3arajibHy TPHUBAIICTH B3aEMOJIi KOPUCTYBAUiB 13 TEXHOJOTISIMU
BipTyasibHOi (VR) Ta gonoBHeHoi (AR) peasibHOCTI nipoTsiroM MicsuiB 2023 poky. aHi
JTO3BOJISIIOTH OIIIHUTH TEHJCHI[T BUKOPUCTAHHS X TEXHOJOTIH Y KOHTEKCTI IrpOBOTO

JIOCBIJTY.



3BIT nemMoHCTpye, mo VR Mae 3HauHy mepeBary Haa AR y 3araipHiil TpUBasIOCTI
B3a€MO/Iii, OIHAK OOWIBI TEXHOJIOTIi 3aIMIIAIOTHCA BAKIMBHUMU JJISl PO3LIMPEHHS
irpoBoro jaocBigy. OTpumaHi AaHi MOXYTb OyTH BUKOPHCTaHI ISl CTPATEriuHOTO
IUTAHYBaHHSI PO3POOKU Ta BUITYCKY KOHTEHTY, 1[0 BPaxoOBY€ 3MiHY IHTEPECY TI'paBIIiB

MPOTATOM POKY.

3BIT npo Tpusasnictb AR/VR B3aemouli B
Irpax 3a Micausamm 3a 2023

Month Total Total
VRInteractio ARInteractio
n Time n Time
1
30 146
2
12 6
3
35 18
4
20 10
Total VRInteraction Time —— Total ARInteraction Time
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CrpykTypa AaHuX:



1. Month: Homep Micsiis, 1o mpeacTaBisie KaJeHIApPHUHA MePioa POKY.

2. Total VR Interaction Time: 3aranpHa KUIbKICTh Yacy (y TOJUHAX),
poBeeHoro TpaBIsaMu y VR cepenosuii.

3. Total AR Interaction Time: 3aranpHa KUIBKICTh Yacy (y roguHax),

BUTPAYCHOI0 TPaBISIMU Ha B3aeMO/Ii10 3 AR cepenoBuiiem.

4.4 3BitT npo Bukopucranusa AR/VR B3aemoii B irpax 3a ;kaHpamu

[le# 3BIT LTFOCTPYE PO3MOILT Yacy B3a€MO/Iii KOPUCTYBAUiB 13 BIpTyaJIbHOIO
(VR) Ta nonoBHeHoto (AR) peasibHICTIO B ITpax 3ajie’kHO Bij KaHpy. BiH nae 3mory
3pO3yMITH, SIK1 )KaHPH 1rOp MarOTh HaWOUIBIIMI NONUT Ha 1HTerpamniro VR/AR

TEXHOJIOT1H.

3BIT Npo BnkopuctaHHa AR/VR B3aemoali B
Irpax 3a XaHpamu

Genre Total Total
VRInteractio ARInteractio
n Time n Time
Action RPG 99 49
Action- 78 38
Adventure
First-Person 73 36
Shooter
Sandbox 63 32

Sports 114 57




B Total VEInteraction Time [ Total ARInteraction Time

Acticn-Adventure Sandbox
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Action RPG First-Person Shooter Sports

CtpykTypa gaHuX:

1. Genre: Xanp rpu (Action RPG, Action-Adventure, First-Person Shooter,
Sandbox, Sports).

2. Total VR Interaction Time: 3aransHa TpuBainicts B3aemoii y VR (y
rOJMHAX).

3. Total AR Interaction Time: 3aranpaa TpuBainicts B3aemoii y AR (y

roJIMHax).
JleTanbpHui aHai3 3a KaHPAMH:

1. Sports:
o VR Interaction Time: 114 rogun — HAOUTBIITUI TOKA3HUK CEPEJT YCIiX
YKaHPIB.
o AR Interaction Time: 57 roauH — TakoX JIIIUPYE CEPE KAHPIB.
o AwnaJji3: XKanp Sports Bi3Ha4a€THCS BUCOKOIO 3aTyUEHICTIO
KOPHUCTYBauiB, IMOBIPHO, yepe3 3aHyproBasibHU 1ocBia VR (Hanpukiaz,
IMiTallisl CHIOPTUBHUX TOIIN) Ta IHTEPaKTUBHI MO¥JIMBOCTI AR.
2. Action RPG:
o VR Interaction Time: 99 roaun — Apyruii 3a TOMYISPHICTIO XKaHP IS

VR.



o AR Interaction Time: 49 ronus — 3HaYHU TTOKA3HUK, 110 CBITIUTH TIPO
BHCOKY QJIalITUBHICTH KaHPY /10 000X TEXHOJIOTIH.
o Amnaui3s: Xanp Action RPG nobpe migxoauTs Il IIITHO0KOTO 3aHypEHHS
Ta IHTEPAaKTUBHOTO yIpaBiiHHS B AR.
3. Action-Adventure:
o VR Interaction Time: 78 ronun — cepenHiil piBeHb BUKOpUcTaHHS VR.
o AR Interaction Time: 38 roguH — BiJIHOCHO MEHIIIa aKTUBHICTh y
MOPIBHSHHI 3 1HIIIMUMHU KaHPaMHU.
o AmnaJis: Lleit xxanp nemoHcTpye MeHIry norpedy B AR, xoua VR
BUKOPUCTOBYETHCS JIJIs CTBOPEHHS aTMOC(EPHOCTI.
4. First-Person Shooter:
o VR Interaction Time: 73 rogunu — nmoxiOHuit piBeHb 10 Action-
Adventure.
o AR Interaction Time: 36 rouH — TakOX cepeHIN PIBEHb.
o Amnadgis: Xanp FPS menmie BukopuctoBye AR, OCKIJIBKM OCHOBHA yBara
npuauigerbess VR g peanicTH4HOro 60MoBOro JOCBIAY.
5. Sandbox:
o VR Interaction Time: 63 roguHu — HaAWHIWKYNH ITOKA3HHUK CEePeJ] yCiX
YKaHPIB.
o AR Interaction Time: 32 roguHu — TaKOK HAMMEHIIUH.
o AmnaJi3: Xanp Sandbox menmr inTerpoBanuii 3 VR/AR uepe3 BinibHY
CTPYKTYPY T€HMILICIO, IKa HE MOTPeOy€e BUCOKOT TEXHOIOTTIHOT

ajarrrari.
TenpeH1il Ta IHCAUTH:

1. IonmyasipHicTh skaHpy Sports:
o Jlimep cepen xaHpiB 3a yacoM B3aemosii y VR 1 AR, mo Bkasye Ha
BHCOKHUI PiBEHb IHTEPAKTHUBHOCTI Ta BIATIOBITHICTh IIUX TEXHOJIOTIH

noTpedam xaHpy.



2. Action RPG T1a VR:
o lleit >xaHp € Apyrum 3a nomyssipHicTio y VR, 1110 Bka3ye Ha moTpely y
rIIMOOKOMY 3aHYPEHHI B CIOKETHI ITPH.
3. Hu3bka inTerpamis B Sandbox:
o Iloka3HMKH B3a€MO/IiT HAMMEHIII1, III0 MOXE CBITYUTH MPO CKIIAIHICTh

3actocyBaHHA VR/AR y HecTpykTypoBaHOMY redMILiei.

Pexomennarni:

1. Posmmpennst VR/AR y Sports:
o IIpomoBxyBaTu IHBECTYBATH B IHTETPALliIO IUX TEXHOJOTIN y xaHp SPOrts
yepe3 BUCOKY 3aTYUYEHICTh KOPUCTYBAYiB.
2. IlinTrpumka Action RPG:
o Bmnposamxysatu HOBI VR/AR dynkuii ais sxanpy Action RPG,
3BaKar04M Ha MOro CTaO1IbHY MOMYJISIPHICTD.
3. Anpanrauis aiasa Sandbox:
o 3Haiitu criocobu iHTerpamii VR/AR, siki BianoBiganu 6 rHyYKid TpUpoi

reiimruiero Sandbox



BUCHOBKHA

Y mpomeci BUKOHAHHS AUIUIOMHOI poOOTH Oylo po3poOJeHO MporpaMHe
3a0e3MeyeHH s, Ke T03BOJIIE€ aHaNi3yBaTH €()EKTUBHICTh BUKOPUCTAHHS BIPTyalbHOI
(VR) ta nonoBHeHoi peanbHOCTI (AR) B IrpoBUX MPOEKTAX 3 ypaxyBaHHSAM allapaTHUX
oOMexkeHb. [Iporpama 30upae aHi mpo IPOAYKTUBHICTH ITOp Ha PI3HUX IIaTPopMax,
TPUBAJICTh B3aeMOo11 kopucTyBadiB 3 VR/AR cepenoBuiiiamu, a Takok CE30HHI TPEHIU
aKTUBHOCTI TpaBmiB. lleil 1HCTpyYMEHT Hagae pPO3POOHMKAM MOXKIMBICTH IJIHOIIE
PO3YMITH BIUIMB ariapaTHUX 0OMEXEHb Ha IFPOBUM JOCBII, IO IO3BOJISE ONTUMI3yBaTH

ITpH JJIs1 KpaIioi CyMICHOCTI 3 PI3HUMHU MIPUCTPOSMH.

AHaJli3 3reHEepOBaHUX MPOrpamMol0 3BITIB TOKas3aB, 0 IuiaTdhopmMaMu 3
HalKpaluMu MOKa3HUKaMHU MPOJYKTUBHOCTI € HacTulbHI Komm'torepu (Desktop), sxi
3a0e3neuyroTh HaiiBumui cepeaniit FPS Tta craGinpHicTh rpadiku, 0coOIMBO IS
peCypCcoMICTKHUX kaHpiB, Takux sk First-Person Shooter Ta Action RPG. Hoyt0Oyku,
HABIIAKH, JIEMOHCTPYIOTh 3HIKEHHSI MPOAYKTHUBHOCTI B Irpax i3 BUCOKUMH BUMOTaMU
1o rpadiky, HaNpuKiIaa, y >kaHpi Sandbox, 10 BKa3dye Ha HEOOXIAHICTH MOJATBIIOL
onTuMizaiiii. IrpoBi koHCOJI1 3a0€31e4yI0Th cTabuIbHY po0oTy VR/AR dyHKII1H, ane yac
3aBaHTAXCHHS Ha IHMX MPHUCTPOSX MOKE OYTH BHIIMM TOPIBHSHO 3 I1HIIUMHU

aTopMami, 110 NoTpedye yBaru 3 00Ky po3poOHHKIB.

KanpoBuii anamiz 3acBiqumB, 1o >xaHpu Sports Ta Action RPG wmaroTh
HalOUIbITy momysapHICT cepen VR/AR iwrterpamiit. ns irop »xaupy Sports
XapakTepHa HailOiIbIIa TpUBaIicTh B3aemoii 3 VR/AR, 1m0 CBIIUUTH MPO iX BUCOKY
IHTEPaKTUBHICTh 1 BIAMOBIIHICTH OYiKyBaHHSIM KopucTyBauiB. Kanp Action RPG
MOKa3aB JAPYTUi 3a MOMYJIAPHICTIO pe3yabTaT 1 VR, 1o mijgkpecatoe Horo moTeHmian
s BukopuctanHs 'y VR/AR pospo6ui. Bognouac sxanp Sandbox aemoHcTpye

HAaWHWXKY1 MOKa3HUKN BUKOpUCTaHHS VR/AR TexHomoriii, 1mo Moxe OyTH 3yMOBJICHO



0COOJMBOCTSIMH ITPOBOTO IM3aifHY Ta MEHILIOIO IHTETPAII€I0 WX TEXHOJIOT1H Y BUIbHY

CTPYKTYPY T'e€HMILICIO.

Ce3oHHUI aHaNi3 MOKa3aB, IO aKTUBHICTh KOopUCTyBauyiB y VR/AR irpax mae
BUpDaXEHI KOJNUBAaHHS TMpOTArOM poky. HalBuili MOKa3HUKM  aKTUBHOCTI
CIIOCTEPITaIMCS Y C14H1 Ta Oepe3Hi, 110 MOXKe OYTH IOB'sI3aHO 31 CBITKOBUMH IE€p10aMu
Ta BUITYCKOM OHOBJIEHb 200 HOBUX irop. HaltHmkua akTUBHICTB 3a(hiKCOBaHA Yy JTIOTOMY,
10 CBITYMTH MPO CE30HHI cnagaHHs iHTepecy. L1 1ani MOXyTh OyTH BUKOPHUCTAHI JIJIst
IUTAHYBaHHS BUITYCKY IMPOBOT0 KOHTEHTY a00 MPOBEACHHSI MAPKETUHIOBUX KaMIaHiil y

nepioar MaKCUMAaJbHOI 3aI[IKaBJICHOCTI I'PABIIIB.

OxpeMoi yBaru 3aciiyroBye aHami3 B3aemojli KopuctyBauiB 13 VR/AR
TEXHOJIOTISIMU 3aJIeKHO BIJ >kaHpy rpu. HaiiBuma tpuBanicte VR/AR B3aemonii
3aiKkCOBaHA y CIIOPTUBHUX Irpax, IO MIATBEP/KY€E 3aTpeOyBaHICTh IIUX TEXHOJIOTIN
JUIsl CTBOPEHHS 3aHYpIOBAJILHOTO JOCBiny. Action-Adventure ta First-Person Shooter
MaroTh CEpeHIN PIBEHb B3a€MO/I11, BOAHOYAC JUIs skaHpy Sandbox BUABIEHO HaWHMKY1

MOKA3HUKH, 110 BKa3ye Ha HeoOX1aHIcTh aganTailii VR/AR s 1iboro tumy reiMInieo.

[Iporpama Takox A03BOJIA€ 1A€HTU(IKYBATH KIIFOUOBI OOMEXEHHS arapaTHOro
3a0e3MeueHHs], AKl BIUIMBAIOTh Ha 1rpoBuil noceia. Hanpuxnaa, st HOyTOyKiB
HAWKPUTUYHIIIUMU € OOMEXEHHS MOTYXHOCTI rpadiyHOrO MpoIecopa, M0 3HAYHO
BIIMBA€ Ha NpPOAYKTUBHICTH Yy VR/AR cepepoBumax. [[ias koHcCoJied OCHOBHOMO
POOJIEMOIO € Yac 3aBaHTAXKEHHS, OCOOJIMBO Y CKIIAHUX TpadiyHO HACUYCHHX Irpax.
Jns mactimpHuX [IK, Xoua BOHM W JEMOHCTPYIOTH HAWBUIINY MPOJYKTHBHICTS,

3aJIMIIAETHCS MTUTAHHS ONTHUMI3allii 1711 MEHII MOTY>KHUX KOH(Irypariii.

Po3pobnena mporpama € BaXJIMBUM I1HCTPYMEHTOM JUIsi PO3POOHUKIB 1
aHaMTHKIB, 5Kl mpauoTh 3 VR/AR TexHosorisimu. Bona He nuie 3a0e3mneuye
MOHITOPUHT TMPOJAYKTUBHOCTI, a W HaJae JaHi, 00 JOMOMAaralmTh MNpHMaTH

OOTpYHTOBaHI PIIIEHHS MIOJI0 aJanTailii irop a0 pi3Hux miaropm. [HTerparis Takux



IHCTPYMEHTIB y pO3pOOHUIILKUI MPOIIEC T03BOJISIE HE JIUIIE MiABUIIUTH SIKICTh 1TOp, aje

1 Kpallle po3yMITH MOTPEOH ayaAuTOpPIii.

BaxnuBuM pesyiapTaToM poOOTH CTajao PO3yMiHHS HEOOXITHOCTI amamTarii
VR/AR TexHomorii 10 0COOMMBOCTEH >KaHpPy Tpu Ta amapaTHoi miatdopmu. Lle
HiATBEP/UKYETHCS SIK JAaHUMH TIPO TPHUBAIICTh B3a€EMOil, TaK 1 IOKa3HUKaAMH
MPOIYKTUBHOCTI. Hampukiazn, >kaHpu 3 BHCOKOIO rpadidyHOIO CKIAAHICTIO, TakKi SK
Action RPG, marots 3HauHO O11b1IMH mormuT Ha VR, Toni sik AR Oiiblie maxoauTh It

)KaHpiB 3 iHTepaKTI/IBHI/IMI/I CJIICMCHTaMH, TAKHUMU SIK SpOI’tS.

OtpumaHi  pe3ynbTaTH  JAEMOHCTPYIOTh  IOTEHLIad JUisl  [OJAJIbUIOro
BJIOCKOHAJICHHs mporpaMu. Harmpukiaj, MoxXiIuBe po3mupeHHs GyHKIIOHATBHOCTI 3a
paxyHOK JOJaBaHHS IPOTHO3YBaHHSA NPOJYKTUBHOCTI Ha HOBUX IaTdopmax ado
1HTerpaii 3 cCUCTeMaMH PeajJbHOIo Yacy JJisi MOHITOpUHTY pobotu irop. Kpim toro,
nporpama Moxe OyTH aJanToBaHa JJIs aHAI3y 1HIIUX TEXHOJOTiH, Takux sk Mixed

Reality (MR), mo noeanye enementa VR 1 AR.

3arajoM BHUKOHaHa poOOTa J03BOJIMJIA CTBOPUTH MPOTPAMHE 3a0€3MECUEHHS, SIKe
nonomarae e(peKTUBHO BUPIIIYBATH 3aBAaHHA aHami3y Ta ontuMizalii VR/AR irpoBux
NPOEKTIB. Pe3ynbTaTd MOXYTh OYyTHM BHUKOPUCTaHI K pO3pOOHHMKAMHU 1rop, Tak 1
aHATITHKAMU I TIOKPAIEHHS 1TPOBOTO JOCBiNY, IMiJIBUIIEHHS MPOIYKTUBHOCTI Ta
3aJI0BOJIEHHSI TOTped KopucTyBauiB. Lle mMiAKpecioe Ba)xJIMBICTh BpaxyBaHHS
amapaTHUX OOMEXeHb Ta I1HAMBIAYaTbHUX OCOOJUBOCTEH MKaHPY MpHU Ppo3pooiri

CydacHUX irop i3 miarpumkoo VR ta AR.
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