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HEPEJIIK YMOBHHUX ITO3HAYEHD

VAUt - Ha3zBa po3p0o0IIOBAHOTO MPOTPAMHOTO 3a0€3MCUCHHS

VR — BipryansHa peanbHicTs (Virtual Reality)

JSON — JavaScript Object Notation

FPS — kanpiB 3a cekynay (Frames Per Second)

UML — enuna moBa mozemoanns (Unified Modeling Language)

WMR — Windows Mixed Reality

APl — mporpamunii inTepdeiic momatkis (Application Programming Interface)

SDK — koMIuIeKT 3aco0iB po3poOku mporpamHoro 3abesneueHHs (Software
Development Kit)

Unity — aBuryH, 1o cnpoiiye po3poOKy MPOEKTIB B IKHX BUKOPUCTOBYETHCS
2D a60 3D rpadika

XRIT — Gi6mioreka aiisi 3B’sI3yBaHHS YIpaBiIiHHSA (DI3UYHUX KOHTPOJIEPIB 3
Unity (XR Interaction Toolkit)

OpenXR — BiAKpUTHI CTaHAAPT AJIS PO3UIMPEHOT Ta BipTyalbHOI peasbHOCTI
(OpenXR)

GPU — rpadiunnii nmpouecop (Graphics Processing Unit)

Ul — kopucryBanbkwii intepdetic (User Interface)

UX — kopucryBanpkuii qocsin (User Experience)



BCTVYII

AKTYaJIbHICTh 3aBJIaHHA

VY cyugacHomy cBiTi VR cTae aenani OuIbII MOMYJIIPHAM IHCTPYMEHTOM HE JIUIIE
B PO3BaXKaJbHIN 1HIYCTPIi, a ¥ y cdepi OCBITH, METUIIUHH, apXITEKTYPH, TU3alHYy Ta
mucrenTBa. OIHUM 13 MEPCHEKTUBHUX HampsMiB 3acTtocyBaHHd VR € uudpona
TBOPUICTh, 30KpeMa 3D-mamioBaHHS y BipTyaidbHOMY Tmpoctopi. Ha BigmiHy Bix
TPaAULIIMHUX METOAIB CTBOPEHHS TPHUBUMIPHOi rpadikv 3a JOMOMOIOI MHINI Ta
knaBiaTypu, VR 103BoJisie XyOXKHUKY MPAIIOBAaTH B TPUBUMIPHOMY CEPEIOBUIII 3
BUKOPHCTAaHHSAM TMPUPOAHUX JKECTIB 1 pyXiB, IO pPOOUTH MpOIEC I1HTYITUBHO
3pO3YMUIMM 1 3HAYHO OJMKYHMM 10 PEaIbHOI0 MAJTFOBAHHS.

[Morpu HasBHICTH ACSIKHX BIJIOMHX MPOIYKTIB HA pUHKY, Takux sk Tilt Brush,
Gravity Sketch un Adobe Medium, 3HayHa 4YacTHHA 3 HUX Ma€ OOMEKCHHS —
3aKpUTUN BUXIIHUNA KOJ, oOMexxeHud (yHKIIOHAJ, abo X OpieHTalil0 JUIIEe Ha
KOHKpeTHI mpucTpoi Ta minatdopmu. Kpim Toro, 3 po3BUTKOM amapaTHOTo
3a0€3MEUEHHsS]  BIJIKPUBAIOTHCS  HOBI  MOJKJIMBOCTI  JUIsl  CTBOPEHHSI  OUIBII
ONTHMI30BaHUX, TOCTYITHUX 1 THYYKHUX PIIICHb.

Po3pobka BracHoro mnporpamHoro 3abesmnedeHHs st 3D-mamoBanHs y VR
JO3BOJISIE HE JIMILIE TMOMNIMOUTH PO3YMIHHS MPUHUUIIB NOOYAOBH 1HTEp(EICIB
BIPTYaJIbHOI PEabHOCTI, ajieé 1 CTBOPUTH 1HHOBAIIMHUI 1HCTPYMEHT, 110 BIAMOBIIa€
Cy4aCHHUM BUMOT'aM KpeaTUBHUX 1HAYCTpii. Taka cuctema Moxe OyTH aJanToBaHa il
MOTpeOr KOHKPETHOTO KOPUCTYBada Ta JOTIOBHEHA HOBUMH (DYHKITISIMH.

Otxe, po3podka VR-gonarky mist 3D-manroBaHHS € aKTyaJbHUM 3aBIaHHSM,
SIKE TIOE€THY € IH)KEHEPHY, XYA0XKHIO Ta TOCIITHUIBKY CKIIaI0B1 i CIIPHUsIE MOAATBIIOMY

PO3BUTKY IHTEPAKTUBHUX IU(PPOBUX CEPEITOBHUIII.



Meta po3poOku

MeToro 1aHO1 IUMIIOMHOI POOOTH € CTBOPEHHS IPOrPAMHOI0 3a0€3MeUeHHS ISl
3D-manmoBaHHSL y CEepeZIOBUINI BIPTyaJIbHOI peajbHOCTI, SIKEe 3a0e3neuye 3pydHHi,
IHTYITUBHO 3pO3yMITU Ta (PYHKIIOHATBHO THYYKUN IHCTPYMEHT JJI XyJAO0KHBOI Ta
JU3aitHEPCHKOI T1SUTbHOCTI.

OcHOBHA yBara MNPUIUISETHCS peaizallii MOXKIUBOCTEH MPOCTOPOBOTO
MaJIOBAHHS B PEXUMI PEeaIbHOrO 4acy, ONTHMi3allii B3a€MOJIi 3 KOPUCTyBayeM 3a
nomomoror VR-koHTposepis.

JlocsiTHEHHSI TOCTaBIICHOT METH Tiepen0avae:;

® aHani3 icHyl4HX pimeHs y chepi 3D-mamoBanus y VR;

® po3poOKy apxitekTypu VR-momatky Ha ocHOBI cydacHoro pyiris Unity;

® pecaiizaiil0 OCHOBHOrO (DYHKIIIOHATYy JJii CTBOPCHHS, peJaryBaHHs Ta
30epekeHHs TPUBUMIPHUX MaJIOHKIB,

® CTBOPCHHS IHTYiTMUBHOro iHTepdeilicy g B3aemMoii KopucTyBaya 3
BIPTYyaJIbHUM CEPEOBUILEM;

® TCCTYBaHHS JOJATKy 3 YpaxyBaHHSM 3PY4YHOCTi, CTaOUTHPHOCTI Ta SKOCTI

Bi3yasizaiiii.

TakuM 4YMHOM, KIHLIEBUM pe3yJbTaTOM po3poOku € mporotun VR-gomatky,
SKUW MOKE BUKOPUCTOBYBATUCH SIK CAMOCTIMHHMI 1HCTPYMEHT JJisi TBOPUOCTI abo sK

OCHOBaA AJId I104aJIbIIIOI0 BAOCKOHAJICHHA.

MeToau Ta TEXHOJIOTIl

st peamizariii nporpamHoro 3abesnedeHHs 3D-manmtoBaHHA y BipTyanbHiH
peasbHOCTI B paMKax J1aHOi poOOTH Oys0 BUKOPHCTaHO HU3KY CYyYaCHHX METOIIB 1
TEXHOJIOT1H, 110 3a0e3MedyroTh ePEeKTUBHY PO3POOKY, 3PYUHICTH KOPUCTYBaHHS Ta
BHCOKY TIPOJyKTUBHICTh CUCTEMH.

1. MeToaonorist po3poOKu:
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O0'extHO-opieHTOBaHe mporpamyBanHs (OOIl) — sk OCHOBHMH MiAXiA [0
noOy/IOBM TPOrpaMHOI  apXiTEKTypH, IO JO3BOJSE pealizyBaTH MOAYJbHICTS,
MMOBTOPHE BUKOPUCTAHHS KOJIy Ta 3pY4YHY MAcCIITa0OBaHICTh;

ITepatuBHa MOJIETBH PO3POOKH — 3 MMOETATHUM BIIPOBA/IKEHHSM 1 TECTYBAaHHSIM
(GyHKITIOHATY, 10 JTO3BOJHIIO MOCTYMOBO YJAOCKOHAIIOBATH 3aCTOCYHOK BiJMOBIIHO
710 TIOCTaBJICHUX 3aBJaHb.

2. TexHOoJor1i MporpaMyBaHHS:

Unity 3D (Bepcis 2017 abo Butie) — KpocruiarOpMOBUI PYIIIii A1 pO3pOOKH
iHTepakTuBHUX 3D-10matkiB 3 miaTpuMkow VR,

C# — moBa mporpamyBaHHS JUIsl CTBOPEHHSI JIOTiKK B3aemoii B Unity;

XRIT — Halip iHCTpyMEHTIB A1 po3poOku VR-iHTepdeliciB 3 BAKOPUCTAHHIM
KOHTPOJIEPIB BIPTYyaJIbHOI PEaIbHOCTI;

3. [acTpyMeHTH JUTsi MOJICTIOBAHHSI Ta TECTYBAHHS .

VR-rapuaitypa WMR — BukopurcTana ik OCHOBHa IiaTdopma Jjisl TeCTyBaHHS
Ta B3a€EMOIII 3 JOTATKOM,

4. Metoau oOpoOKH BBEJICHHS Ta PEHICPUHTY:

Bukopucranus Line Renderer abo Mesh Generation miis cTBopeHHsT 00’ €MHHIX
JHIA MaJIOBaHHS B PeaIbHOMY 4aci;

Takum ynHOM, 0OpaHi METOM Ta TEXHOJOTII JO3BOJISIOThH 3a0€3IEUNTH SKICHY
peamizauito QyHkmioHany VR-gonaTky, THYYKICTh PO3IIMPEHHS 1 MIATPUMKY

Cy4JacHHUX amapaTHHUX 3acO0iB.



Anpooanis
Tesu - Ilporpamue 3a0e3medeHHs a1 3D MamoBaHHS y  BipTyasbHIM
peasbHOCTI.

"TeopeTnuHl Ta TPHUKIAAHI ACMEKTH PO3POOKHM KOMIT IOTEPHUX CHUCTEM .

HaykoBo-npakTnyHa KOH(pEpeHIlis CTYJICHTIB 1 aCIlipaHTiB.

Crpykrypa 3anucku
KinbkicTts cTopinok - 101
KinbKicTh BUKOpUCTAHUX JIKEpeT - 8

Kinekictes mongarkis - 9

Kopotkwuii onuc po3ainis:
1 Beryn
Busnauae akryanbHICTh TeMH, (OpPMYJIO€ METy 1 3aBJaHHS JOCIIIKEHHS,

onucye 00’€KT 1 MpeAMET poOOTH Ta OUYIKYBaH1 pe3yJIbTaTH.

2 Orasp icHyoumx pimenb y chepi VR-manwoBanns
Amnanizye nomynsipai iHctpymentu (Tilt Brush, Medium tomio), mopiBHio€e ix
¢byHKIioHaTBHI MOKIUBOCTI i UX-migxoau, o0rpynToBye BuOip miardopmu Unity i

XRIT.

3 IIpoekTyBaHHS apXiTEKTYPH CUCTEMH
Onucye MOAYJIbHY CTPYKTYPY MOJATKy, HaBeAeHO pizHi UML-miarpamu amis

KITFOUOBUX CIICHAPIiB B3a€MO/I11, PO3MOILIT BIAMOBIAAIBHOCTENH MK KOMITOHEHTaMHU.

4 AaropurtMizailisi Ta IpOrpaMyBaHHS POrPaMHUX MOIYJIIiB
Heranizye peanizaiito:
° OO0pobOka BBOMIB — MEPETBOPEHHS CUTHAIIB KOHTPOJEPIB Y KOMaHIU

MaJIFOBaHHI.
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° 3D-mozen KOHTpOJEpiB — CTBOPEHHS BIPTyalbHOI pernpe3eHTallii
IIPUCTPOIB KOPUCTYBAYa.

° [aTepdeiic — Menus 1 maHeni HalamTyBaHb 3 raycast-kepyBaHHSIM.

° BizyanpHi migka3ku — miACBIYyBaHHS Ta rpadivyHi MiAKa3KH IS
MOJIETHIEHHS POOOTH.

° Inctpymentn — moxmyii Brush, Eraser i Selector i3 mapamerpusariiero
KPHUBHX.

° 360epexennss manux — JSON-cepiamizamist BrushStroke-o6’exriB i
MEXaHI13M aBTO30epeKEHHS.

° Peanizaris B Unity — iHTerparis ycix KOMIIOHEHTIB y cepenoBuiie Unity

13 ontuMizaricro mia VR.

5 TecTyBaHHS CUCTEMH
Onucye METOAMKY IHTETPAIifHOrO TECTyBaHHS, NPOLEAYPY BIAKPUTOTO
TECTYBaHHS 3 KOpPUCTyBadaMu, pe3yiabTaTd mnpoayktuBHocTi (FPS, crifikicTs) i

BIIITOBITHICTh TEXHIYHAM BAMOTAM.

6 BucHoBku
VY3aranpHIOE BHKOHAHI 3aBJaHHS, OIIHIOE JOCATHEHHS METH poOOTH,
nigKpecitoe epeKTUBHICTL 00paHOT apXITEKTypH Ta TEXHOJOTIH, Ja€ peKoMeHaIli

11010 MTOJANBIIOTO BUKOPUCTAHHS T4 PO3BUTKY IIPOTOTHILY.

7 CIUCOK BUKOPHMCTAHUX JIZKepeJt
[lepenixk HOpMaTUBHHUX JOKYMEHTIB, HAYKOBHUX CTaTeH, O(IMiitHUX MOCIOHUKIB 1

€JICKTPOHHUX PECYPCiB, K1 OyJIM BUKOPHUCTaH1 ITPH HAIMCAHHI Ta peanizailii IpoeKTYy.

8 lomaTku
MicTaTh TNOBHUU BHUXIJHUM KOJ, CXEMYy YIpPaBIIHHA ISl KOHTPOJEPIB 1

README d¢aiin 3 onucom nporpaMu Jyist KIHIIEBOTO KOPUCTyBayva.
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1 CUCTEMHUM AHAJII3 TPEAMETHOI OBJIACTI

1.1 Onuc npeamMeTHOI 00J1acTi

[IpeameTHa 007acTh 11i€i POOOTH OXOIUTIOE TIEPETHH JBOX CYYaCHHX Taly3eil:
BIpTyaJIbHOI peajbHOCTI Ta TpUBUMIpHOI Tpadiku, 30kpemMa — 3D-mantoBaHHS B
IHTEPaKTUBHOMY CEPEIOBHUIIII.

3D-mantoBaHHS — II€ TPOIEC CTBOPEHHS TPUBUMIPHUX BI3yalbHUX 00’ €KTIB,
K1 MOKYTh MaTH 00’eM, (popMy Ta MOJIOKEHHS Y mpocTopl. TpaauiiiiHo IS LBOTO
BHKOPHUCTOBYIOThCS mpodeciitai mporpamu moaemoanus (Blender, Autodesk Maya,
ZBrush Toimo), 1o nepeadayaroTh BUKOPUCTAHHS MHIII, KJIaBiaTypu abo rpadiaHoro
manmera. i IHCTpyMeHTH X04 1 MOTYXH1, OJJHAK BUMAararoTh CKJIaJHOTO HaBYAHHS
Ta HE 3aBX]U 3a0€3MeUyI0Th IPUPOIHY B3aEMOJIIIO 3 IIPOCTOPOM.

BipTyanpHa peanpHICTh — I1€ TEXHOJOTiS 3aHypeHHS KOPHUCTyBada y IITy4HE
TPUBUMIpPHE CEpPEIOBHINE 3 MOBHUM e(ekToM mpUCyTHOCTI. Y VR-KOHTEHTI
KOPHUCTYBaud Ma€ MOJXJIMBICTh B3aEMOJMIATH 3 OO0 €KTaMU Ta CEpPEIOBHUIIEM 3a
JIOTIOMOTOI0 KECTIB, PyXiB FOJIOBU 1 KOHTpoJepiB. Y Bunmaaky 3D-mamoanns VR nae
3MOry '"MaJroBaTH B MOBITPi", CTBOPIOIOYN 00'€KTH THTYITUBHO — TaK K XyJIO0XKHUK
MaJIIO€ Y MIPOCTOP1 MEH3JIEM YU PYKOIO.

OCHOBHI XapaKTEPUCTUKHU MIPEAMETHOT 00JI1aCT1:

e [IpocropoBa opieHTalis. XyJOXKHUK MOXE BUIBHO TIEPEMIIIYBATUCH Y

BIPTYyaJIbHOMY CEpeIOBUIII1, 3MIHIOBATH PAKYPCH 1 HAIIPSIMKH MaJIFOBaHHS;

e [HTepakTHBHICTH. KoXXHa JTist KoprcTyBava (HaTHCKaHHS KHOIIKH, PYX) MUTTEBO

BUKJIMKAE BIAMOBIHY PEaKII0 BIPTYaJbHOT'O CEPEIOBHUIIA;

e ['HyukicTh 1HTEep(eiicy. [ToTpiOeH creniaabHO aAanTOBAHUN KOPUCTYBALbKUI
iHTepdeiic, skuii Oyne 3pydHuM B ymoBax VR,
e KpeatuHa cipsiMmoBaHicTh. CHcTeMa Opi€HTOBaHA Ha IU3alHEPIB, XYA0KHUKIB

Ta €HTY31aCTiB HIU(PPOBOI TBOPUOCTI.
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Takum YHOM, TIpeIMETHA 001aCTh BKIIIOYAE B c€O€ HE TUTHLKHM TEXHIYHI aCTICKTH
CTBOPCHHSI BIPTYaJIbHOTO CEPEAOBWINA, a W MHUTAHHS B3a€EMOJIi 3 KOPHCTYBaueM,
eproHomiky, UX-am3aiiH, TpOXyKTUBHICTH Tpadikd, MIATPUMKY TPOCTOPOBOTO

BBEJICHHS Ta 30€PEKEHHS PE3yJIbTaTiB TBOPUOCTI.

1.2 AnaJjii3 BUMOT 10 NPOrPAMHOI CUCTEMHU

[IpoexTyBaHHS porpaMHOTO 3a0e3nedeHHs Ayia 3D-ManroBaHHs y BIpTyallbHIM
peasbHOCTI TOTpeOye peTeNbHOr0 aHali3y (YHKIIOHAIBHUX Ta HE(YHKIIOHATBLHUX
BuMor. Ile 103BoJIsi€ BUBHAUMTHU KJIFOUYOBI 11111, SIKI MIOBUHHA PEali30BYBATH CUCTEMA,

a TaKO>XK BCTAHOBUTH TEXHIYH1 0OMEXKEHHSI 1 YMOBHU €KCILTyaTaIlii.

1.2.1 ®yuknioHajabHi BUMoru. Buznadeni HacTynHi (QyHKIIIOHAJIbHI BUMOTH
710 TIpOrpamu:
e MamoBanus y 3D-npoctopi
KopucrtyBau mMmoBHHEH MaTh MOXIJIMBICTH CTBOPIOBAaTH TPUBHMIPHI KpPHBI,
BUKOpUCTOBYIOUM VR-KOHTpoJsepH.
e Hagiraiiis y BIpTyaJlbHOMY CEpEIOBUIIII
[Tporpama moBUHHA JO3BOJIATH NIEPEMIIIIEHHS Ta OTJISIA 3 PI3HUX PaKypCiB.
® [HCTpymMEHTH MaTFOBaHHS
HeoOxigHo peainizyBaTi 0a30Bi IHCTPYMEHTH: IMEH3€b(CTBOPECHHS KPHUBHX 3
napaMeTpaMH. KOJIbOPY, TOBIIMHM JIiHil, (OpMHU TOINO), TryMKa(BUIAICHHS
HaMaJIbOBAaHUX KPUBHX), CEICKTOP(3MiHA TapaMeTpiB HAMATLOBAHUX KPUBHUX).
e 30epeKeHHS Pe3ysIbTaTiB
Cucrema TMOBMHHA MIATPUMYBATH 30€peKEHHS CTBOpeHHX 3D-MaloHKIB y
daii.

e 3aBaHTa)XCHHS CIICH
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MoXnHBICTh BIIKpUBATH paHilie 30epekeHl poOOTH Ui peaaryBaHHS abo
TePETIIsTY .
e [urepdeiic
InTepdeiic kopuctyBaua mae OyTu amantoBaHuM a0 VR, 3 miaTpuMKorO
KOHTPOJIEPIB 1 IPOCTOPOBUX MEHIO.
e CywmicHicTb 13 VR-nipuctposmu

[TinTprmKa rapHiTypH BipTyanbHO1 peanbHocTi WMR.

1.2.2 Hedyunkuionaibni BuMoru. BusHaueHi HacTymHi He(dyHKIIOHAJIbHI
BHMOTH JI0 TIPOTPAMH:
e [IpoayKTHUBHICTH
CucTemMa NOBHHHA MPAITIOBATH 3 BUCOKOIO 4acTOTOI0 KaapiB (He Mente 40 FPS),
100 3a0e3neunTy TiaBHICTh 1 KoMpopT y VR.
e HamiiiHicTh 1 cTaOUILHICTD
JloaTok He TOBMHEH aBapiiftHO 3aBEPITyBATUCH IPU 3BUYATHOMY BUKOPUCTaHH1
a00 Mpu MOMMJIKaX BBEJICHHS KOPUCTYyBaya.
® MOXIUBICTh PO3LIUPEHHS
ApxiTekTypa Mae mepeadavaTy J0JdaBaHHS HOBUX (DYHKIIIH 6€3 HeoOXiTHOCTI
NEePenrcyBaTH BXXe peati3oBaHy YaCTUHY CUCTEMHU.
e [O3abumiti
IaTepdeiic moBuHeH OyTH 3pO3yMUIMM HaBITh NIl KOPUCTYBadiB 03 JIOCBIITY

poGoTu 3 mpodeciitHumMu rpadiuHUMH TPOTPAMaAMHU.

1.2.3 O0MexeHHS.

HeoOxigHicTh HassBHOCTI cyMicHOT VR-rapHITYpHU Ta KOHTPOJIEPIB.

PexomenoBana KoHbirypariis koM’ otrepa: npoiecop e Hrmxue Intel Core i5,
He meHme 8 ['b onepatuBHOi mam’siti, Bigeokapta 3 miarpumkoro VR (NVIDIA GTX

1060 / AMD RX 580 a6o Buiie).
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1.3 Moae/iroBaHHsI MPpeAMETHOI 00J1acTi

Jlnst moOy10BM MPOrpaMHOro 3a0€3MEeUEHHsI BAXKIMBO CPOPMYBATU YSIBICHHS
PO OCHOBHI MOHSATTS MpeaMeTHOo1 obmacTi. Lle mo3Borsie kparie 3po3yMiTH 3a7a4y.

OCHOBHI MOHSATTS MIPEAMETHOI 00J1aCTi

o XyJIOXKHUK — JIIOJIMHA, sIKa Ma€ HaOlp 1HCTpyMEHTIB ans mamtoBaHHs y 3D
IPOCTOPI.

e CiieHa — MPOCTIP, Y IKOMY BiJIOYBa€ThCSI MaTIOBaHHS.

e [HcTpymeHT MamoBaHHs(TIEH3eIb) — 00'€KT, KU 103BOJsie ManmoBatu B 3D
IPOCTOPI.

e O0’ekT ManOBaHHA(MaJIbOBaHA KPUBA) — PE3yJIbTAT BUKOPUCTAHHS TECH3IIS
XYTO)KHHKOM.

® [HCTpYMEHT BUAUICHHS(CEIEKTOP) — O0'€KT, KM TO3BOJISE BUIUISTA KPUBY
Ta 3MIHIOBATH TE SIK BOHA BUTJIS/IAE.

e [HCcTpyMeHT BuaaaeHHs(I'yMKa) — 00'€KT, IKHii T03BOJISIE CTUPATH HaMallbOBaHi

KpUBI.

1.3.1 Bu3nayennsi npeneaentiB. Ha erami mopenmtoBaHHA (yHKIIOHATBHOI
MOBEIIHKK CHCTEMH OyJI0 IMOOYyIOBaHO aiarpamy mpeneacHTiB(puc. 1), ska omucye
B3a€EMOJIiI0 JTIOMUHK(AaKTOpa) 3 MpeaMeTHow obmacTio. Llg miarpama mo3Bossie
BI3yaJIbHO MPEACTaBUTH [I1i sIKI MOKE€ BUKOHYBATH aKTOp, & TAKOK BU3HAYUTHU POJIL
aKTOPIB, SIKI BAKOHYIOTb IT1 Mii.

JliarpaMa mpereseHTiB B JaHOMY BHIIAJIKY, TIOKa3ye sIK1 A1l MOXE€ BUKOHYBaTH
XYJIO)KHHK, B IpeIMETHIN o0macti 3D MantoBaHHS y BipTyalbHIN peaqTbHOCTI.

OCHOBHI IIpeIeICHTH, 3a3Ha4YeHI Ha Jllarpami:

e Bulip 1HCTpyMEHTa — XYJOKHUK OOMpaE MEH3€elb, TYMKY a00 CeleKTop s

MaJIFOBaHHS, BUIAJIICHHA Y1 PC€AaryBaHHA HaMAaJIbOBAHUX KPHUBHUX.
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3MiHa TapaMmeTpiB 1HCTPYMEHTIB —  MOXJIMBICTH 3MIHIOBaTH TapameTpu
iHcTpy™MenTiB(po3mip, koiip, ¢opma). [TapameTpu 3anmexars Bijg BHOpPaHOTO
IHCTPYMEHTA.

MantoBaHHsT KpUBOI — OCHOBHA Jis, MijJ 4ac SIKOi CTBOPIOETHCS KpHUBa 3a
TPAEKTOPIEIO PYXy PYKHU XyA0KHHKA.

BunanenHs kpuBoi — IHCTPYMEHT I'YMKH JI03BOJISIE CTEPTU KPUBI.
Buninenns/penaryBants KpUBOi — XyJIOKHUK BUIUISE KPUBY VIS MTOATBIITIX
3MiH TIOJIOKEHHS, 0oOepTaHHs, MacimTady abo iHmmMX mapameTpiB (Koip,
TOBILKHA, TOIIIO).

30epiraTu/BiTHOBIIOBATH HaMajdbOBaHE — 30CPEKEHHS Ta BiJHOBJICHHS
CTBOPEHHUX MAJIOHKIB.

[lepemitieHHs — MOXKIIUBICTh XYAOKHUKY MEPEMILTYBATUCS Y IPOCTOPI.
CtBopenHs doTorpadiii MATFOHKIB — JJIS TOAATTBIIIOTO BUKOPUCTAHHSI B IKOCTI

pedepeHcis.
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[MporpamHe 3abeaneyeHHsa ansa 3D
MarnBaHHSA Yy BipTyalbHi peanbHOCTI

Mepemiwyearmcs BnbupaTtu iHCTpyMeHT,

3miHoBaTH
napameTpu
iHCTPYMEHTIB

Manwsat 3D
neHanem

I\

XyOoxHuK 3MiHIOBaTY

napameTpu
HaManboBaHoro

Crtupatu
HamaneoBaHe Ta
gojaHe

36epiratu/
BiAHOBMNIOBaTU
HamarboBaHe

CreopioBaTtu
doTorpadii

Puc.1 - Jliarpama nperieieHTIB

[{s miarpama € OCHOBOI JUIsi MOOYIOBM MOJAIBIIMX JiarpaM akTUBHOCTI,

[IOCJIITIOBHOCTI TOIIIO.

1.3.2 AbcTpakuii. Y Mexax MOIETIOBAaHHS MPEIMETHOI 00JacTi HACTYITHUM
KPOKOM TIIiCJISI BU3HAYCHHS TMPEIEACHTIB € BUIUICHHS aOCTpakiii — KIOYOBUX
MOHSATH, 110 ICHYIOTh Y MeXaxX NpeaMeTHoi o0iacTi. st iboro moOy10BaHo Alarpamy
abcrpakiiii(puc. 2), sika Bi3yaJIbHO JIEMOHCTPYE OCHOBHI 00'€KTH, IXHI BIIACTUBOCTI Ta

T SIK1 BOHM MIOBUHHI BUKOHYBATH.



1.3.2.1 Xyno:xxuuk. Mae Taki BIaCTHBOCTI, SIK:
[TomokeHHs y MPOCTOPi Ta TOBOPOT TOJIOBU
[TonoxeHHs1 y mpoCTOp1 Ta TOBOPOT 000X PYK
[HCTpyMeHTH Ta X HajamToBaHi mapameTpu(po3mip, KOJIip TOIIO)
Ta Mae BUKOHYBaTH HACTYIHI Jii:
[TepeminryBaTucs

OOupatu IHCTPYMEHTH Ta iX HaJAIITyBaHHS
CTBOpIOBaTH KpHBI

Penarysatu cTBOpeHi KpuBi

Bunansatu cTBOpeHi KpuBi
30epiraTu/BiTHOBIIIOBATH PE3YJIBTAT CBOET ITparli

PoGutu ortorpadii cTBOpeHNX MATIOHKIB

1.3.2.1 ManboBaHna kpuBa. Mae Taki BIaCTUBOCTI, SIK:
dopma

[Tomoxenns

IToBoport

Pozmip

Komip

Touku 3a SKMMH KpHBa MaTIOETCS

Ta Mae BUKOHYBATH HACTYIHI Jii:

CrBOpUTH KPUBY

3MIHUTH TTapaMETPH KPUBOT

Bunmanutu xpuBy

16



ABcTpakuin: XyaoXHUK

Banusi BnacTmeocTi:
MonoxeHHA y NpocTopi Ta
MOBOPOT rONoBK
MNonoxeHHA y NpocTopi Ta
nosBopoT 06ox pyk
IHCTpYMEHTHK Ta TX
HanalToBaHi
napameTpu(po3amip, Kkonip)

AbcTpakuis: ManboBaHa
KpuBa

MNepemiwyBaTtuca

Obupat IHCTPYMEHTHK Ta TX
HanawTyBaHHSA
CTBOprOBaTH KPUBI
PepnaryeaTu CTBOpPEHI KpUBI
BuaoansaTtu cTBOpeHi KpuBi
36epiratu/BigHoBNOBATH
peaynbetaT cBoel npadi
PobuTtin chotorpadpii
CTBOPEHUX MarloHKIB

Baxnuei BnacTMBOCTI:
dopma

MNonoxeHHs

Moeoport

Poamip

Konip

TouKkKM 3a AKUMUW KpUBa
ManeTcs

CTtBOpioBaTU KPUBY
3MiHoBaTK
napameTpu Kpueol
BuaoansaTtu kpusey

Puc. 2 - A6cTpaxiii
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[Ipu3zHauenHst wiei giarpaMu — c@opMyBaTH aOCTpakIii g MNPEeAMETHOL

00JacTi, 7S MOAANBIIOT0 BUKOPUCTAHHS HA €Tarl MPOEKTYBAHHS CUCTEMHU

1.3.3 diarpama akTuBHOCTI. [[ilarpama akTHBHOCTI B1100Opa)kae MOCIiIOBHICTh

AKTUBHOCT] MOJIEJIFOE€ MOCIIAOBHICTh BUKOHAHHS [TUX 1.

N Ta pilIeHb SIKI pOOUTh XYJ0KHUK 1] YaC MaJIFOBaHHS, BiJ MOYaTKy 10 KiHig. Ha

BIIMiHY B1JI IPEIACHTIB Ta abCTpaKIlii, siki (POKYCYIOThCS TUIBKH Ha JisIX, JiarpaMa

[TocnmigoBHICTH JiH, 300paskeHa Ha JiarpaMi akTuBHOCTI(puc. 3), TOKa3ye, 110

MICJIS MOYATKy POOOTH HAJT MATFOHKOM XYI0KHUK MOKE OJTHOYACHO MEPEMIIIYBATHUCH,
oOupaTu pi3HI IHCTPYMEHTH 1 BUKOPUCTOBYBATH iX, poOuTH QoTtorpadii cBoix

MaJIIOHKIB Ta 30€epiraTi pe3yibTaTu AJIs MPOJAOBKEHHS MAIIOBaHHS B MallOyTHHOMY .

Jpyra dactuna giarpamu(puc. 4), OUIbII IeTaTbHO MOKA3ye K caMe XYI0KHHUK

BUKOPHCTOBY€E IHCTPYMEHTH, a came, Py BUOOP1 OJHOTO 3 HUX:

[len3enb — 17151 HHOTO XYJ0KHUK OOMpae KoJip Ta GopMy, 1 MAITIOE B TIOBITPI.

CenexkTop — BULISE€ HAMAJIBOBaH1 KPUBI 1 MOXKE X 3MIHIOBATH.

['ymKa — cTHpae HaManbOBaH1 KPHBI.



Mpouec pobotun

MepemillieHHs y
npocropi

Bwbip 1a
BUKOPWUCTaHHSA
o .

4

36epiraHHs/
33BaHTaMEHHA
MantoHKiB

CTBOpEHHs1
choTorpadpiit

MaroHKiB

3aBeplumnti

poGory

MNponos:xysaTn
npauBaT

Puc. 3 - [lepmra yactuHa aiarpaMu akTUBHOCTI

BubpaHs

(Fwwa BCTAHOBIIOETHCH 5K NOTOSHAR Y
4

IHCTRyMEHT

Crupanms kpueol

MpoaomseHHs

Imina
BHKODHCTAHHR
Imrpyueuw/k CTEmeRTY

ES::’E:;M v LR :::F:::
IHCTPYMEHT )
=/\\‘
A
Bulpano
cenexTap

‘GENEKTOD BCTAHORMIDETLCR AK NOTOYHKA
HCTRYMEHT

Bubip 12 sMKOpUCTaHHA
IHCTpYMEHTIB

< Brginetnn kpueoi >17

( 3MIHA NAPAMETRIR KPHRGT )

Mpanct#EHHs
BAKOPUCTaHHA

165'-1% BETAHORMIOETBCH 9K nmcHrMD
’\\-

THCTRYMEHT

L4
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Iaitia l
IHCTPYMENTY IHcTpyMatTy

e

SmiHa
frapameTpis

(

Bubip kaneopy
NEHINR ) @mo Popkn neu@

Manosansn
HKpMBT
o ¥ NpocTOpl CTEORICETECA KpMAS 33
’\ OO NEHINg
TIPOORKENHS
I BUKCpUCTaHHA
IHGTRYMEHTY

3mika
IHCTRYMEHTY

Puc. 4 - Jlpyra yactuHa giarpaMu akTUBHOCTI
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1.3.4 Jliarpama mocaigoBHocTi. JliarpamMa MOCHIOBHOCTI MOJEIIIOE YaCOBY
MOCIOBHICTh BUKOHAHHSI MEBHUX [Ii B OUIBII JETalbHOMY MacIiTabl y paMkax
MEBHOTO CIICHapir0. Y KOHTEKCTI mpeaMmeTHoi oOmacti mis 3D-mamioBaHHS BOHA
JT03BOJISIE€ B1IOOPA3UTH, SIK caMe BiJI0yBA€ThCsl BUKOHAHHS Ti€1 UM 1HIION Jii.
Ha mnpencrasneniit giarpami(puc. 5) 300pakeHa oOjHa 3 TOJIOBHUX MiH —
MaJIFOBaHHS KPUBOL.
[TocnigoBHICTh MM B IIbOMY CII€Hapli HACTYIHA, XYIOXKHHUK Oepe TeH3elb,
BHOWpAE I HHOTO PO3MIP Ta KOJIp, MOYNHAE MamtoBaTu. [1iciis 9oro, MoKy Xy 0KHUK
MaJjIroe, KpuBa 3’SBISETHCS TaM Jie¢ MPOXOJWTh IMEH3elb. B pe3ynbTaTi XyT0KHUK

OTPUMY€ HAMAJIbOBAHY KpPUBY.

MMNeH3ens
XyYLOOKHUK

1

1

1

1

1

- 3 1
BubBpaHui iHCTpYMEHT nemsenb' |

BuBpaHi HanalwTyBaHHA NeH3ns
-
CrBOpIOETLCA KpUBa
BignosigHo Ao Kpusa
HanawTyBaHb
Mo4aTo ManioBaHHA KpusoTl neHansA ’
< —> L1
Burnag kpuBoi
npoﬂogmyg OHOBIMHOETHCA
ManoBaTu
3aBepLUeHO ManBaHHA KpHBY
KpuBOI

1 i

Puc. 5 - MantoBaHHsI KpUBO1 300paK€He y BUIJISA1 AlarpaMu MOCIIITIOBHOCTI
[{s miarpama 3aBepiirye JIOTTYHHUM JAHITIOT MOJICIIOBAHHS MTPEAMETHOI 00J1acTi,
JEMOHCTPYIOUHM, SK aOcTpakuii (QYHKIIOHYIOTh y JAMHAMIYHOMY KOHTEKCTI, a

MIPEIEACHTH PeaTi3yIoThCs Yepe3 B3a€MOIIT MUX a0CTPAKITIH.
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1.4 Orasn ingopManiifHUX JKepesi Ta iCHYIOYHX pillleHb

Po3pobka mporpamuoro 3abesmeuenHs ans 3D-manroBanHsS y BipTyanbHIN

peanbHOCTI MOTpeOye aHalli3y BKE HasIBHUX PIMIEHb, @ TAKOXK BUBYCHHS TEOPETUIHUX

Ta MPAKTUYHUX JKEpes, 10 CTocyloThes VR-TexHonorii, TpuBuMipHOi rpadiku ta

UI/UX-nu3aiiHy y BipTyaJIbHOMY CEepEIOBHIIL.

1.4.1 Orasa jgiTepaTypHUX Ta HAYKOBHX JKepes. Y Tpolieci MiATOTOBKU

OyJI0 omparkbOBaHO HAYKOB1 MyOJIiKaIlii, CTaTTi Ta MAPYYHUKH 3 TAKUX HAIIPSMKIB!

OcnoBu odynoBu VR-cepenoBuin Ta BUKOpucTaHHs TexHoorii OpenXR;
[Mpunnunu crBopenns 3D-rpadiku, B TOMy YHCITI — TpacyBaHHS MPOMEHIB,
no0y/10Ba MEIIIB,;

[aTrepdeiicu y BipryansHiit peabHOCTI, UX-m1atepru B3aemoii y 3D-nipocTtopi
(mocmimxenns kommanii Unity, Meta, Valve).

Takox Oyn0 BpaxoBaHO TEXHIYHY JOKYMEHTAIIO:

Unity Documentation;

XR Interaction Toolkit Manual,

OpenXR API Reference;

Pexomenpmarii 3 po3pobku VR-gomatkis Big Microsoft, Meta, SteamVR.

1.4.2 Anani3 icHyrounx pimens. Ha cydyacHOMy pUHKY € KUTbKa MOIMYJISIPHUX

VR-nonatkis, 1o peanidytoTs GpyHKiioHan 3D-MantoBaHHS:

Tilt Brush (po3po6ka Google, miznime — Bigkputuii nmpoekt Open Brush):

A03BOJIsIE CTBOPHOBATHU HpOCTOpOBi Ma3KH, 3aCTOCOBYBATHU aHIMOBaHI e(i)eKTI/I,

nepemimarucs y npoctopi. OCHOBHUN HEAOJIIK — OOMEXeHa MIATpUMKa (opmary

EKCIIOPTY Ta JesiKa CKIIATHICTh 1HTepdency 1 HOBAYKIB.
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Quill (Bim Meta): opieHTOBaHMII Ha XyI0KHHKIB-aHiMaTopiB. IlizTpumye

CTBOPCHHSI CKJIaJHUX CIICH 3 KIIOYOBUMH Kajapamu. Bucoka skicTh, ane morpelye
BEJIMKOTO 00CSTY pecypcCiB 1 TNIMOOKOTO BUBYCHHSI.

Gravity Sketch: BUKOPHUCTOBYETBCS Ui KOHIICNT-AM3AiHY, MPOMHUCIOBOTO

npoektyBaHHs Ta UX-monentoBanss. IlinTpumye MoJenroBaHHS 3a JOMOMOTIOIO

IIPUMITHBIB, aJleé MEHIII aJIalITOBAHUH 11T BUIPHE XY/I0KHE MaTIOBaHHSI.

Ta0mumg 1.1
[TopiBHSHHS BK€ ICHYIOUUX JOJATKIB
Hasga [Tnarpopmu | OcHOBHA Oco06aHMBOCTI
(GYHKITIOHATBHICTD
Tilt Brush / SteamVR, Binsne mamoBanas | Edextn, oOMexeHmi
Open Brush Quest 3D-mazkamu EKCTIOPT
Quill by Meta | Oculus AmniMaris B VR Bucoxkuii mopir Bxoay
Gravity Sketch | SteamVR, ITpomuciose 3D- Texuiunuii pokyc, MeHIIIE
Quest MOJIEJTFOBAHHS XYJIOXKHIX (DYHKITIH

1.5 IlocTanoBKa 3aBAaHHSA

MerToro 1aHOi AUMIIOMHOT POOOTH € PO3poOKa MPOrpaMHOro 3abe3neueHHs, 110
JI03BOJIsIE KOPUCTYBaueBl BUKOHYBaTH 3D-MamioBaHHA y BIpTyalbHOMY CEpEIOBHIII 3
BUKOpUCTaHHsAM VR-raphiTypu. s mporo HeoOXiTHO peani3yBaTH CHCTEMY, sKa
3a0€3Me4nTh 1HTYITUBHO 3pO3yMUIMHM 1HTEep(deiic, BUCOKUN pIBEHb IHTEPAKTHUBHOCTI,
THYYKHA BHOIp IHCTPYMEHTIB MaJIOBAHHS Ta MOXJIMBICTh 30€pEKEHHS Pe3yJIbTaTIB.

OcHoBHI 3aj1aui, sSIKi HEOOX1THO BUPIIIUTH B MEKax MPOEKTY:

e [IpoananizyBatu npeagMeTHy 001acTh, BUAUIATH KIIFOUOBI MOHATTS Ta MPOLIECH,
noB’s13ani 3 3D-mamoBanusam y VR.
e Po3poOuTH TEXHIYHE 3aBAaHHS Ta apXITEKTypy HPOrpaMHOi CUCTEMH, IO

OXOIUIIOE OCHOBHI (DYHKIIIOHAJIbHI MOJAYJI, 30KpeMa. MOIyJb 0O0poOKH

BBEJICHHS KOpHUCTyBaua uepe3 VR-koHTposepu, iHTepdeiic KopucTyBaua,
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MOJyJb  30epeKCHHs/3aBaHTaXCHHsS  JIaHUX,  CHCTEMa  YIpPaBJIiHHSA
IHCTpYMEHTaMH MaJTFOBaHHSI.
e [ligroryBatu BizyanbHi UML-giarpamu, sKi OMUCYIOTH CTPYKTYpPY CHUCTEMH,
B3a€EMOJIIIO KJIaciB, OCHOBHI CII€Hapii BUKOPUCTAHHSI, TOIIO.
e PecaiizyBaru nporpamue 3a0e3rnedeHHs y cepeaopuiti Unity i3 3acTocyBaHHIM
OpenXR, 3a6e3neunsiu cymicHicTs 3 WMR.
e [IpoBecTu TECTyBaHHS CHUCTEMH Ta OLIHUTH ii 3pYYHICTh Yy peabHOMY
CEPEIOBUIIT.
OuikyBaHUl pe3ynabTaT
Pe3ynpTaToM BUKOHAHHS MTOCTABJICHOTO 3aBJaHHS Ma€ CTaTH (PYHKITIOHATBHHMA
VR-nomatok, mo 103BOJIsSIE€ KOPUCTyBayaM CTBOPIOBaTH 3D-MallfOHKH B peaibHOMY
gacli y BIPTyalbHOMY TPOCTOPI 3 BHUKOPUCTAHHSIM 1HTYITUBHO 3pO3yMLIUX
IHCTPYMEHTIB MaJIOBaHHS, a TaKOX Meperiisiiartu, peaaryBaTd Ta 30epiratu

pPe3YyIbTAaTH CBOET TBOPUOCTI.
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2 MPOEKTYBAHHS IHOOPMAIIMHOI'O TA

IHPOI'PAMHOI'O 3ABE3IIEYEHHA

2.1 Jloriuna moaenb ganux y Buriasiii ER-giarpamn

Y mporeci po3poOku TporpamMHoro 3abe3nedeHHS i 3D-manioBaHHS Y
BIpTyaJIbHIM pEaTbHOCTI OyJIO CTBOPEHO JIOTIYHY MOJIeNh JMaHuX y Burisal ER-
niarpamu(puc. 7), sika BijjoOpaxka€ OCHOBHI CyTHOCTI CHCTEMH, iX aTpHOyTH Ta 3B’ SI3KH
MDK HUMHU. MOJIenbh OXOIUTIOE BCi KIIFOUOBI KOMITOHEHTH, HEOOXITHI JIJIsl YIIPaBIIiHHS
30epeKEHUMHU CIICHAMH, 1HCTPYMEHTaMH, KPUBUMH MAJlIOBaHHS Ta B3a€EMOJIIEIO
KopuctyBaua 3 VR-cepenoBuiiem.

OCHOBHI CyTHOCTI Ta 3B’ SI3KH:

e SaveFile — 30epekeHHs clieH KOPHCTyBada 3 Ha3BOIO, JaHUMH KPUBHUX, MiCIIEM
pO3TaITyBaHHS Ta 1aTOIO;

e ObjectHandler — mocepeanuk Mix 30eperkeHUM (aitjoM 1 00’€KTaMH Ha CIICHI;

e DrawnCurve — ejeMeHT, CTBOPEHUH KOpPHUCTyBauyeM 3a JOIOMOIOIO

IHCTpYMEHTY MalltoBaHHsS. Mae mapaMeTpu KpuBOl Taki sk (opma(ska ¥ae 3

o0’exTa primitive), mo3uilis, MOBOPOT, KOJIp Ta TOYKH 3a SKHMH KpHBa

MAaJTIOEThCS;

e 2D _Primitive — 6a3oBuii mpumitus (popma, IOBOPOT, po3Mip);
e VRController — xorTposep, 3a JOMOMOTOO SIKOT'0 3IHCHIOETHCS MaTIOBAHHS;
e VRHelmet — VR-mosom kopucTyBaya, M0 BIiJIIOBiAa€ 3a MPOCTOPOBY

OpI€EHTAIIIIO;

e DrawerEntity — y3aranpHeHuit 00’ €KT, 10 BiJIMOBIAA€ 3a Jii KOPHUCTYBAya,;
e Brush, Selector, Eraser — cnieriarizoBasi TAITN THCTPYMEHTIB,

e |nstrument — iHCTpYMEHT MaJltOBaHHS, TIOB’ sI3aHUMN 13 KOHTPOJIEPOM.



DrawerEntity

C_Drawer

VRHelmet

C_WVRHelmet
C_Drawer (FK)

Paosition

VRController

C_VRController
C_Drawer (FK)

Paosition
Ratation
CurrentActivelnst

rument

C_ObjectHandler (FK) )
L
| 2
SaveFile
C_SaveFile ObjectHandler
MName ~— — @ C_ObjectHandler
CurvesData 1 -
Location C_SaveFile (FK)
Date

DrawnCurve

C_Curve

C_ObjectHandler (FK)

C_Primitive (FK)
Paosition
Raotation

Color

Paoints

2D_Primitive

C_Primitive

Form
Rotation
Size

Puc. 7 - ER-niarpama

KomenTap no aiarpamu:

Paosition
Rotation

Instrument

C_Instrument
C_VRController (FK)
C_Drawer (FK)

3
LType_Instrument

Instrument Type_Instrument

Brush

C_Instrument (FK)
C_VRController (FK})
C_Drawer (FK)

Form
Rotation
Size
Color

Selector

C_Instrument (FK)
C_VRController (FK}
C_Drawer (FK)

z

Eraser
C_Instrument (FK)

C_VRController (FK)

C_Drawer (FK)
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| Size

3B’s3ku THIy 1, 2, 3 BKa3ylOTh Ha KiJIbKICTh €K3eMIUIAPIB (OJUH O OTHOTIO,

OJIMH JI0 0araThOX TOIIO);

Bci iHCTpyMeHTH HachigyloThes Bif 6azoBoro Tumy Instrument, mo peanizye

oJTiIMOP(HY B3aEMOIIIO 3 PI3HUMH TUIIAMHU IHCTPYMEHTIB,

Bes ctpykTypa miaTpumye MOBHY TpacyBaHHA Bija 30epexeHoro gaiiny a0

KOYKHOT'O CTBOPEHOTr0 00’ €KTa.
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2.2 Jliarpama kJjaciB Ta koonepamii

JIsi AeTambHOTO CTPYKTYpYBaHHS KOMITOHEHTIB MPOTPAMHOTO 3a0e3medcHHS
O0yno crBopeno UML-nmiarpamu kiaciB Ta xoormnepaiiidi. Bonn BigoOpakaroTh JOTIKY
noOy/10BU 00'€KTIB, iX aTpuOyTH, METOAM, a TaKOXX B3a€MO3B’SI3KM Ta CIIEHApIi

BUKOpHUCTaHHA cucteMu y VR-cepenoBuil.

2.2.1 iarpama kaaciB. UML-niarpama kiaciB(puc. 8) 1eMOHCTPY€E CTPYKTYpy
HACTYITHUX 00 €KTIB:

Krnac XymoXHUK arperye cuctemy 30epeeHHs, KOHTPOJIEPH Ta II0JIOM,

Krnac KonTponep BKiIt0Ya€e CMMCOK IHCTPYMEHTIB, a TAKOK METOAM MAaHIMYJISIIii
3 IHCTPYMEHTaMH ¥ MOJIOKCHHSIM;

Kiac IIlosoM mo3uiito Ta HOBOPOT, @ TAKOK METOIU MEPEMIIIICHHS;

Cucrtema 30epeKeHHST Ma€ METOIU s 30epeKeHHs/3aBaHTaKEHHS CICHH Ta
30epexxkeHHs dororpadii;

Iacrpymentn  (Ilenzens, Cenektop, ['ymMka) peani3yloTh CTaHTapTHUH
iHTepdeiic, ajie MarOTh BIACHI yHIKAJIBHI TIOJI,

[IpumiTuB Ta ManboBaHa KpuUBa MOJETIOIOTh 00’€KTH, II0 CTBOPIOIOTHCS Y
BIpTyaJIbHOMY TIPOCTOpi. MallboBaHa KpHBa Ma€ MPUMITHUB Ta MICTUThH CBi HaOip
napamMeTpiB.

Kommno3wuriiti 38’ s13ku (has-a) Bka3yroTh Ha BOJIOIHHS 00’ €KTaMH: HAITPUKIIA/,

¢birypa Mae KpuBy, a KOHTPOJIEp — 1HCTPYMEHTH.



= Cucrema soepexes

+ 30eperti oD'eKTH Ha CUeHi
(List=KpuBa=)

+ 33BaHTAXNTH 0D'EKTH HA
cueHy i3 haiany(string)

+ 3Beperti doTorpadito()

1 = [Wonom
- Monokennn: float[3]
1
PREOpuCTRRYS - MosopoT: float[3]
BUKOpUCTOBYE + MNepeMiCTUTH(NONOKEHHSA)
+ MoBEpPHYTH(NOBOPOT)
1 1
E XyDOHHWE = MpvMiTHE
- Wonom: Wonom - ©opma: Mesh

- KoHTponepwu: List<KoHTpon

1

EWKOPUCTORYE

1.2

= KoHTponep

- MonoxeHHs: float[3]
- MosopoT: float[3]
- IHCTpYMeHTH: List<IHcTpymenTt>  |1..2

- MoeopoT: float]3]
- Po3mip: Color

+ OTpuMaTtk dopmy()
+ CTpUMaTH NOBOPOT()
+ OTpuMaTH Konip()

Mae

cTBOpHE/BMGINAE
sMminoe/Buaganae

1.

1
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= ManboBaHa Kpuea

- Monao#eHHA: float[3]
- MosopoT: float[3]

- @opma: MNpUMITHBE

- Konip: Color

- Toukw: List=float[3]=

- OGpaHui IHCTpymeHT: int

+ BuKopMCTaTH()
+ 3MIHUTH NapameTpH()

Puc. 8 - Jliarpama kmaciB

+ CTBOPUTH(NONOKEHHS, NOBOPOT,
hopmMa, Komip, TOYKM)

+ [Jopath TouRy Kpupoi(float[3])

+ BUKNUK MEHID ANA 3MiHK NapaMeTpis()
+ Buaanutu()

+ MepeMICTHTH(NONOKEHHS) 1 mae
+ [NoBepHYTH(NOBOPOT)
+ 3MIHUTH IHCTpYyMeHT(int) 3
= IHCTPYMEHT
1
= Tymka I + BUKOPHUCTATH()
€ BUA0M + 3MiHUTK napameTpu()
- Posmip: float[3] 1

€ BUOOM

E CenekTop

- Poamip: float[3]

+ Bukopuctatu()
+ 3MIHMTH napameTpu()

€ BUOOM

E MeH3ens

- MosopoT: float[3]
- Poamip: float[3]

- Komip: Color

- ®opma: Mesh

+ Bukopuctatu()
+ 3MIHUTH napameTpu()

[{s miarpama HaOYHO MOKa3ye, IK KOMIIOHEHTH CHUCTEMHM OB’ si3aH1 M1k COOOI0

OIATOK.

Ha PiBHI 00'€KTHO-OPIEHTOBAHOI MOJIENI, IO 103BOJsiE edeKTUBHO peanizyBatu VR-
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2.2.2 Jliarpama koomnepauniii. Iloginserscs Ha 3 4YacTUHM, KOXKHA 3 SIKHX

MOJIEJTFOE BIAIIOBIIHI B3a€MO3B’ I3KH MK KOMIIOHEHTAMH.

2.2.2.1 Koonepauisa VR-rapuitrypa. Y nupomy (pparMeHTi OnucaHo CIiBIpaIlo
MK KOpUCTyBaueM cucTeMH (XyI0XKHHKOM), IIOJIOMOM Ta KoHTposepamu(puc. 9).
Bxkazani 0OCHOBHI IapamMeTpH:
o [llomoM: mae aTpuOyTH TOJIOXKEHHS Ta TOBOPOTY B MPOCTOpi; 3abe3medye
byHKIII1 IepeMillieHHs Ta 00epTaHHS,
e KoHTponep: mpaifoe 3 IHCTpyMEHTaMH, BIJICTE)XYy€ KOOpDAHMHATH, 3a0e3nedye
MaHIIyJISIII0 IHCTPYMEHTaMHU,
e XyJIOXKHUK: arperye IojoM 1 KOHTPOJIEpU SIK €IMHY TOYKY BXOJY B3a€MO/IIi
kopucTyBauda 3 VR, a Takok BAKOPHCTOBYE CUCTEMY 30€pEKEHHS.
e Cucrema 30epeKeHHs: J03BOJIsIE 30epiratu/3aBaHTa)kyBaTH CIICHY, a TaKOX
30epiratu gororpadii.
3B’s3ku THMY 1.2 MEMOHCTPYIOTH, IO KOPHUCTYBau MpAIlO€ IOHAWMEHIIE 3

OJHHUM 1 MAaKCHMMYM 3 JIBOMAa KOHTPOJICPAMH.



Koonepauia VR rapHiTypa

= Cuctema 30epeseHHs

KoHTponep

+ 36eperti 00'EKTH Ha
cueHi(List<Kpuea=)

+ 3aBaHTAKUTH 0D'EKTH HA
CUeHY iz dainy(string)

+ 36eperTi (oTorpadit()

- MonoxexHa: float[3]

- MoeopoTt: float[3]

- IHCTpYMeHTH: List<IHCTpyMeHT:
- OGpaHni IHCTpyMeHT: int

+ MepemicTUTH(NONOMEHHA)
+ MNOBEpPHYTH({NOBODOT)

T 1 + 3MIHWTH IHCTpYMeHT(int)

I 1.2

I

I

I

|

| =

| Llonom

L 1 !

- MonoxenHa: float[3]

XYAOKHUEK - MosopoT: float[3]

- Wonom: Wonom
- KoHTponepu: List<kKoHTpon

+ MepemicTUTH(NONOMEHHA)
+ MoBEpHYTH{NOBOPOT)

Puc. 9 - Kooneparist VR-rapuitypa
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2.2.2.2 Koonepamniss 00’extn. TyT mnpeacrtaBieHa Jorika CTBOPEHHS Ta
pelnaryBaHHs IPUMITHBIB 1 KpUBUX Yy BipTyanbHOMY Tipoctopi(puc. 10):

[TpumiTuB: mae napameTpu GOpMH, TOBOPOTY Ta po3Mipy. 3abe3nedye MeTOAH
CTBOpEHHS 1 pefaryBaHHs.

ManbsoBaHa KpuBa: Mae 0a30BUM MPUMITHB, 1 Ma€ HaOIp TOYOK 3a SIKUMH
MaIIOEThCSA — II0 A03BOJISIE CTBOPIOBATH CKJIA/IHI KOHTYPH.

KoHntponep: B3aemoii€ 3 KpUBUMH, CTBOPIOE a00 3MIHIOE iX.

[{s yacTuHa MOJENI MOKA3ye, SIK Y pe3yiabTari Aiil KOPUCTyBaya CTBOPIOIOTHCS

CKJIAJIOB1 CIIEHU.

= Koonepauia o6'eKTH

MpPUMITHE

- @opma: Mesh
- MosopoT: float[3]
- Poamip: Color

+ OTpumaTh opmy() <
+ OTpUMATH NOBOPOT()
+ OTpUMATH Konip()

1.7

MankoBaHa Kp1ea

1+ |- MonoxedHA: float[3]

— — — — — __>|-Noeopoart: float[3]
- ®opmMa: MpUMITHE
| - Konip: Color
-2 - Touku: List=float[3]=>
= KoHTponep

+ CTBOPUTH({NONO#EHHA, NOBOPOT,
dpopmMa, Konip, TOYKH)

+ [ofati Todky kpueoi(float[3])

+ BUKNWK MEHKD ONA 3MIHW NapamMeTpis()
+ BUoanuTu()

- Mono#eHHA: float[3]

- MoeopoT: float[3]

- IHCTpYMEHTH: List<IHCTpPyMEHT:
- O6paHmil IHCTPYMeHT: int

+ MNepemicCTUTH(NON0#EHHA)
+ [NoBEpPHYTU(NOBOPOT)
+ 3MIHMTH IHCTPYMeHT(int)

Puc. 10 - Koonepaiiist 06’ ekt
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2.2.2.3 Koonepauia iHncTpymenTH. Posrisgmaerbcst CTpykTypa KiaciB
THCTPYMEHTIB, SIKi BUKOPUCTOBYIOTHCS JIJIsl CTBOPEHHsI 00 penaryBaHHs 00’ eKTiB(pHuc.
11):
Inctpyment (6a3oBuii Kiac): MICTHTh 3araibHi Metoau Buxopucraru() Ta
3mianty napamerpu(). HacminyBaHHs:
e CenekTop — Mpalroe 3 mapaMeTpaMu KpUBHUX;
e [lenszenp — Mae aTpuOyTH TIOBOPOTY, po3Mipy, Kombopy. Jlo3Bosse mamtoBaTu
KpHBI,
e ['yMKa - JO3BOJIsIE€ BUAAIATH HaMaJIbOBaH1 KPHUBI.
Kontponep: mae 3 iIHCTpyMEHTH, TIO OTHOMY €K3EMILIAPY KOXKHOTO.
[le#i ¢parMeHT AEMOHCTPYE THYYKICTH CHUCTEMH IIOJO JOJaBaHHS HOBHX

IHCTPYMEHTIB Yepe3 HaciyBaHHs 0a30BOTO KJacy.

Koonepauis iHcTpymeHTH

KoHTponep

- NonoxeHHs: float[3]

- MNoeoport: float[3]

- [HCTpyMeHTH: List<IHCTpyMeHT:
- OBpaHuin iIHCTpYMeHT: int

+ MepemicTUTU(NONOXKEHHS) P
+ MoBepHYTU(NOBOPOT)
+ 3MIHUTK IHCTPYMeHT(int)

3

IHCTpyMEHT

Mymka + BukopucTaTu() ! MeH3enb
+ 3MiHUTKM napameTpu()

- Poawmip: float[3] 1 1 - MNoeopoT: float[3]
1 | - Poamip: float[3]

+ Bukopuctatu() - Konip: Color

+ 3MiHWMTK NapameTpu() - ®opma: Mesh

1 + Bukopucratu()

= Cenektop + 3MiHUTM napameTpu()

- Poawmip: float[3]

+ BukopucTati()
+ 3MiHUTK NapameTpu()

Puc. 11 - Koomnepaiiist iHCTpyMEHTH
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2.3 Jliarpama naxeTiB

Jlns 3a0e3neyeHHs MOAYJIbHOCTI, MaciTabOBaHOCTI Ta 3pO3yMiJIOi CTPYKTYpH

MPOEKTY OYyJIO CIPOEKTOBAHO Jiarpamy makeriB(puc. 12), ska BimoOpaxae OCHOBHI

JIOT1YH1 KOMITOHEHTH CUCTEMH Ta iXHI1 B3a€EMO3B’ SI3KH.

2.3.1 I1akeTn.

Drawer — OCHOBHHMH MaKeT, II[0 MICTATH TOJIOBHI €JIEMEHTH B3aEMOIIT

KopucrtyBaua 3 VR-1o1aTkoM:

[IlonoM — BIANOBIIA€ 3a MOJOKEHHS Ta OPIEHTALIII0 KOPUCTYBAYa,;
KoHnTponepu — kepyroTs BUOOPOM Ta BUKOPUCTAHHSIM 1IHCTPYMEHTIB,;
XyAOKHUK — LEHTPAIbHUI KJac, 0 KOOPAMHYE B3a€EMOJII0 KOpUCTyBaya 3
MIPOTPaMoI0.

Instruments — makeT IHCTPYMEHTIB IS B3aEMOIIT 3 00'eKTaMu. MICTUTB KJIacH:
[lensenb — peanizye pyHKIIOHAT CTBOPEHHS KPUBHX;

CenexkTop — 103BOJISIE pelaryBaT 00 €KTH;

['ymMKa — 1HCTpYMEHT 151 3HUILEHHS 00'€KTIB;

[HCTpyMEHT — 0a30BuUii KJ1ac Uil BCIX IHCTPYMEHTIB.

Objects data — maker, 110 MICTUTh CTPYKTYPH JaHUX OO'€KTIB, sKi

CTBOPIOIOTHCS Y CEPEIOBHILIL

[TpumiTHB — OCHOBHHMIA 00’ €KT 13 mapameTpamu (ITO3ullist, KOJip, popma);
ManbsoBaHa JiHIS — HACIIAy€ MPUMITHB, IO MPEACTABIISIE KPUBY, CTBOPEHY
IHCTPYMEHTOM MaJTIOBaHHS.

Save system — maxker, 110 30epirae 1aHi 00’ €KTiB:

Cuctema 306epexeHHS — Ma€e PYHKIIT 11 30epeKeHHS JJaHUX;
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2.3.2 3B’A3KH MiK IaKeTaMHU.

Drawer <<import>> Instruments — makeT Drawer iMmmoptye iHCTpyMEHTH, 11100
BUKOPHCTOBYBATH X JIJIsi CTBOPEHHsI a00 penaryBaHHs 00’ €KTIB.

Drawer <<access>> Objects data — maker Drawer 3BepraeThcsi 10 JaHUX
00’€KTIB ISl 3UMTYBaHHS a00 MoauiKallii iXHIX BJACTUBOCTEH Mmija yac B3aeMOJIi 3
KOPHUCTYBaueM.

Drawer <<access>> Save system — mnaker Drawer 3BepTaerbcsi 10 CUCTEMHU
30epeKeHHs AJIsl BUKIMKY HEOOX1THUX (PYHKIIIH.

Save system <<access>> Objects data — maker Save System 3BepraeThcst 10
JaHuX 00’ €KTIB ISl iX 30epeKeHHS .

I{s miarpama JIeMOHCTpy€e MOIYIBHUN Miaxid a0 mooymoBu VR-momarky, 1o
J03BOJISIE ~ JIETKO  pO3IIMpPIOBATH  (YHKLIOHAN, MIATPUMYBATH  PO3JAUICHHS

BIJINIOBIJIAJILHOCTI Ta IOBTOPHO BUKOPHUCTOBYBAaTH KOMIIOHEHTH CUCTEMHU.

Drawer Save system
— Cuctema
LLonom KoHTponepw — >
sbepemeHHA
<<ACCESS>>
|
XYOOMHWK |
|
<<aACCess>>
| \ |
N
| . |
<<import== <<ACCESS>> v
A
Instruments | N Objects data
Y
BuoaneHHs BuoineHua MNpumiTKe
ManeoBaHa
ManwBaHHA IHCTpYMEHT nivis

Puc. 12 - Jliarpama makeriB
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2.4 Jliarpama KOMIIOHEHTIB

Ha pmiarpami kommnoneHTiB(puc. 13) 300paeHO OCHOBHY CTPYKTYpY
nporpamHoro 3aOesneueHHss VArt.exe — 3actocyHky s VR-mamroBanHS.
LlenTpanbHuil KOMIOHEHT B3a€MOJI€ 3 JEKiIbKOMA MiJCHCTEMaMH, 110 BUKOHYIOTbH

KOHKpeTHI GyHKIIT. HKde mogano ommMc KOKHOTO 3 KOMIIOHEHTIB Ta 1X 3B’ A3KIB.
y

2.4.1 KoMnoHeHTH.
VArt.exe — OCHOBHUI BUKOHYBaHUM (hailyl mporpamu, sIKMM 1HKAIICYJIIO€ 1HII
KOMITOHEHTH, BKJITIOUAIOUX MEHEKEPH, IHCTPYMEHTH Ta 30€peKEHHS.
KommnonenTtu Bcepenuni VArt.exe:
e ToolManager — MeHepkep, SKUH Kepye aKTHBHUMHU IHCTPYMCHTaMH IS
MaJIOBaHHS.
e Tool (abstract) — ab6crpakTHHit iHTEp(hEHC IHCTPYMEHTY .
e Brush — Biamosinae 3a MamtoBaHHS KPUBHX Ta iX MapaMETPU PO MaJTFOBaHHI.
e [Eraser — Bujaisie KpHBi.
e Selector — Bunissie Ta 103BOJISE 3MIHIOBATH MTApaMETPU KPUBHX.
e SaveManager — BigmoBimanbHUN 3a 30epekeHHs nmaHux. Ilpamoe 3
SaveFile.json — daiin, 10 sKOro 30€pirar0ThHCsA 00’ €KTH Ha CIIEHI.
e BrushStrokeManager — wMeHemkep Ma3KiB, SAKHHA Iepeaae AaHi IS

30€epeKEeHHS.

2.4.2 3B’A3KH MisK KOMIIOHEHTAMH.
ToolManager BukopucToBye abOctpaktHuii Tool, a Toif, y cBoo uepry,
peainizyethcs sik Brush, Eraser, Selector.
SaveManager mae BiTHOIIIEHHS J1O:
e SaveFile.json

e BrushStrokeManager



ToolManager

i ===

BrushStrokeManager

A

SaveManager

VArt.exe

Tool (abstract)

Selector

Brush

Eraser

i ===} ==

SaveFile.json

Puc. 13 - Jliarpama KOMIIOHEHTIB
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3 PO3POBKA IHOOPMALIMHOI'O TA TIPOT'PAMHOI'O

SABE3IIEYEHHAA

3.1 Cucrema ynpasJinas ingopmaiiiinoro 6a3o10

VY po3pobnenomy VR-nonarky VArt indopmariitna 6aza gopmyeTbes 3 JaHUX,

o0 30epiraroTh JaHi BCiX 00’ekTiB Ha cieHi. OCHOBHUM KOMIIOHEHTOM CHCTEMH

ympasiiHHs iHpopMalliiHow 6azoro € SaveManager, sikuii 3abe3neuye 30epekeHHs Ta

3aBaAHTAKCHHA CTaHY CCaHCY MAJIFOBAHHS.

3.1.1 Crpykrypa indopmaniiinoi 6a3u. [npopmarriiina 6a3a npencrapieHa y

dbopmati JSON-paitnis. [le o6ymorneHo Takumu nepeBaramu popmary JSON:

e Jlerka ynTabeNbHICTh 1 IPOCTOTA CTPYKTYPYBaHHS;

e [linTpyuMka BKiIaAeHUX 00’ €KTIB, IO JIO3BOJISIE 3pYYHO 30epiraTu JaHi,

e (CyMICHICTb 3 OUIBIIICTIO MOB MPOTpaMyBaHHs Ta MIATHOPM.

VY cTpykTypi 30epexeHoro ¢aiury (SaveFile.json) 36epiratoTbes TaHi MacHBY

KpPUBHX, a caMme IX:

[To3umis
[ToBopor
®dopma
Komip

HaGip Touox
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3.1.2 Onepauii naja ingopmaniiinoro 6a3zoro. [lependayeni HacTymHI ornepari:
e (CTBOpEHHS HOBOI CLIEHH — 1HILIAII3Y€E€ThCS HOBU 00’ €KT 1H(pOopMaLiitHOT 0a3u;
e 30epeKeHHS CIICHH — 3JIIMCHIOETHCS cepiamizaiis moToyHoro crany B JSON-
daiin;
® 3aBaHTaXEHHS CLEHHM — Jeceplamizamis (ailily y BHYTpIIIHI CTPYKTYpH
nporpamy,
e Pe3epBHE KOIMIIOBaHHS — MEPIOANYHE CTBOPEHHS KOMiM y BUMAJIKYy KPUTHUHHUX

MOMMJIOK ab0 MaliHb MPOrPaMHu.

3.2 Bubip IHCTpyMeHTapil0 il CTBOPEHHSI NPHUKJIAIHOIO

NMPOrPaMHOro 3a0e3ne4eHHs

Po3pobka VR-nogatky ajis TpUBUMIPHOTO MajltOBaHHSI MOTPEOYy€e peTesbHOrO
Mia00py 1HCTPYMEHTAPIIO, IKUM 3a0€3M€YUTh BUCOKY MPOAYKTHUBHICTh, CYMICHICTD 3
VR-nipuctposiMu  Ta THyYKicTh Yy Bidyamzamii 3D-cuen. Hwuxde HaBeaeHo
OoOTpyHTYBaHHSI BHOOpPY OCHOBHHUX 3aC001B, BUKOPHUCTAHHMX Yy TMPOILIECI CTBOPEHHS

MPOrPaMHOrO MPOAYKTY.

3.2.1 Engine: Unity. OcHoBHOW0O Mm1aTGOpMOI0 IS peasizallii mporpaMHOro
3abe3neycHHs oopano Unity, mo € moTykHuM cepeaoBuiieM po3pooku 2D ta 3D
3aCTOCYHKIB, 30KpeMa JIJIsl BIpTyaJbHOI Ta JOMOBHEHOI PEalbHOCTI.

[Tepesaru Unity:

e BoOynosana miarpumka VR-nipuctpois uepe3 XRIT;
e [loryxHa cucrema penaepunry (URP, HDRP);

e Benuka crisibHOTa Ta noctyn g0 Asset Store;

e ['Hyuka poboTa 3 3D-00'ekTaMu Ta CrieHaMU;

e 3pydHa cucTeMa Mojii, aHimMaIliii Ta oOpoOKH BBOY.
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Unity Takoxx mgo3Boisisie iHTerpyBaTH CH-CKpUIITH, SIKi peali3yloTh JIOTIKY

IHCTPYMEHTIB, MAJIFOBaHHS, B3aEMO/III 3 KOpUCTyBayeM Ta 00poOKH iHpopMallii.

3.2.2 MoBa nporpamyBanns. C#. Unity npairoe Ha ocHOBI MoBu C#, sika €
Cy4acHOI0, 00'€KTHO-OPIEHTOBAaHOI) MOBOK 3 IMHPOKHUMH MOMXJIUBOCTSIMH IS
MOJTYJIbHOTO TIPOEKTYBAHHSI.

[TepeBaru C#:

e YiTka cTpyKTypa KJIaciB 1 THIIIB,
e [Iuterpauis 3 Unity API;
e [loTyxHi 3aco0M HaJIaroHKCHHS,

e [linTpuMka 1mabJIOHIB, JAEJIeTaTiB Ta MOii.

3.2.3 bioaiorekn Ta SDK. OO6Gpani 0i0niorexku, 3a0e3neyars 3py4HHI
THCTPYMEHTApI T HATMCAHHS MPOTPaMHOT0 KOAY Ta (PYHKITIOHYBaHHS BIAMOBITHUX
MOYJIIB.

XRIT — odimiitna 6i6mioTeka s MATPUMKH B3aeMo/ili B XR-cepenoBuiax
(BKJIFOUHO 3 KOHTPOJIEPAMH, KECTAMHU, B3aEMOJII€I0 3 00’ €KTaMH).

Mixed Reality Toolkit (MRTK) — Ha0ip KOMIOHEHTIB JUIsl MOKpAIICHOT
inTerparnii 3 WMR.

Json.NET (Newtonsoft.Json) — 6i6ioTeka s cepiaiizaliii Ta Aecepiamizarii

JAHMX, [0 BUKOPUCTOBYEThCS s 30epexkeHHs iHGopmariiaoi 0azu (popmat JSON).

3.2.4 Penakropu. 3aBIKM HACTYITHUM PEIAKTOPaM 3a0€3MeUy€eThCS CTBOPCHHS
HEOOX1THUX KOMIIOHEHTIB MPOTPaAMHU.
Visual Studio 2022 — ocHoBHe cepenoBuile po3poOku 3 miaTpuMKow Unity-

iHTeTparlii, 3py4HuM peaakropoM koxay, IntelliSense ta 3acobamu HamaropKeHHS.
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Blender — BUKOPHCTOBY€ETHCS /1J1s1 CTBOPEHHs Ta peaaryBaHus 3D-mMomenei, ski

HOTIM IMITOPTYIOTKCS J10 criean Unity.

3.2.5 HiavoBa muargopma. OCHOBHOI IJIEOBOIO IIATGOPMOIO 00paHO
Windows 10/11 3 VR-miarpumkoro uepe3 WMR. Ile oO0yMoBIIEHO HasBHICTIO

BIJIMOBIAHOTO 00JIaTHAHHS JJISI TECTYBAHHS Ta IIUPOKOIO MIATPUMKOIO JApaBepiB.

3.3 AaropurMizaiisi Ta NPOrpaMyBaHHA NPOTrPAMHUX MOYJIiB

Becs xom, mo Oyne MmMpoaeMOHCTPUPOBAHO B I[bOMY PO3JAUT, JOCTYIHUH Yy

nonaTtoky b.

3.3.1 O6pobxa BBOAIB. Y cepelOBUIIl BipTyaJbHOI pEaJbHOCTI BBEJCHHS 3
00Ky KOpHCTyBaua € OCHOBOIO Oy/Ib-5IKOT B3a€MO/Iii 3 MPOrpaMoro. Y JaHOMY JI0AATKY
00poOKa BBOIB peanizoBana uepe3 interpariro WMR ta XRIT B Unity. Lle no3soise
B TIOBHIA Mipl BHKOPHCTOBYBAaTH MOXJIMBOCTI VR-KOHTpOJIEpIB, BKIIOUYAIOYU
MO3UIIAHE BIJICTEKEHHS, HATUCKAHHS KHOMOK, poOOTYy 3 aHAJOTOBUMH TPHUTEPAMH,

,Z[)KOI\/'ICTI/IKS.MI/I Ta TadliaaoM.

3.3.1.1 OcHOBHi THIIM BBEJCHHA.

Koxen kaap mporpama OHOBIIIOE TOJIOKEHHS KOHTPOJEPIB y MPOCTOPI, IO
J03BOJISIE TOYHO BHM3HAYaTH, J€ cCaMe KOPHUCTyBau TpPUMA€E pYyKy, KyId BOHa
crpsiMoBaHa, 1 sIK BoHa oOeptaeThcsa. lle 0coOMMBO BaXJIMBO sl KOPEKTHOL
Bi3yali3allii IHCTPYMEHTIB MaJIOBAaHHSI, sIKI MPUB’A3YIOTHCS J0 MO3UIIT KOHTPOJEpA.
L1 TexHos0Tis € B UNity 3a 3aMoBUyBaHHSM 1 pearizoBana 3a gonomoror XRIT.

Y mporpawmi 3aisiHI OCHOBHI KHOIIKM KOHTPOJIEPIB, BKIIOYAIOUH:
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tpurep (Trigger) — aas MaltoBaHHs, BUIAJICHHS a00 BHIIJICHHS 00’ €KTIB;

rpun-kHonka (Grip) — JOmOMiKHA KHOINKA JUIS TEPEMUKAHHS PEKUMY
BBEJICHHS,

meHio (Menu) — ais BiZKpUTTS/3aKPUTTS TOJIOBHOTO MEHIO;
JDKOMCTUK/Taummay — 1S TEpeMIlIeHHs B MPOCTOpi a0o0 3MiHM TEBHUX

HaJIAIITyBaHb IHCTPYMEHTIB.

3.3.1.2 ApxiTtektypa 00po0oku. KoxkxeH KOHTpoOJIep y CHUCTEMI MaE€ OKpPEeMHUU

O0OpOOHMK TOIH, MO peaizoBaHui K KoMroHeHT Unity Ha BianoBigHOMY 00'€KTi 1

MICTHTB JIOTIKY, IIIO BiJITOBiA€ 3a:

B1JICTC)KEHHS HATHUCKAHb,

BUKJIMK METO/IB BIAMOBIAHMX i (IIOYAaTOK MAaIIOBaHHS, BHMKJIHMK MEHIO,
BUIEHHS 00’ €KTa TOIIO);

NEPEMHUKAaHHS PEXKUMIB IHCTPYMEHTIB.

[loxii BBemeHHsT o0OpoOIsIFOTBC y MeTomax  InteractionSourcePressed,

InteractionSourceUpdated ta InteractionSourceReleased(puc. 14), ne nepeBipseThes

CTaH KOKHOI KHOMKHU Ha KOXXHOMY KOHTpoJepi. O0poOHUK 1ux nmoaiil BOy10BaHH B

XRIT, 3aBasgku 4oMmy MOTPIOHO peasi3yBaTH TIABKH ii, SKI BiJOYBarOThCS TMpU

axtuBarii nogi(puc. 15). [Ipu BUSBICHHI BiIIOBITHUX MMOJ1il BUKITUKAIOTHCS (QYHKIIIT.

Hanpuknan:

e Tpurep HaTUCHYTO — MNoYaTN MantoBaHHA KPUBOI.

e [1XONCTKK 3MiLLEeHO — NepeMilleHHa Moaerni KopucTtyBaya B NpoCTopi.

e MeHio HAaTUCHYTO — MEepPEeKITI4YNTA BUAUMICTb rOJIOBHOIO MEHIO.

[lepeBaru peasnizoBaHOI CUCTEMHU:

['Hy4KICTb: JIOTIKY KOXHOI KHONKH MOXHA JIETKO 3MIHIOBaTH ab0 ajganTyBaTH

171 HOB1 IHCTPYMEHTH.

MoaybHICTB: OKpeM1 CKPUIITH BIJMIOBIIaI0Th 32 KOHKPETHI BUJIM B3aEMOII1, IO

CIIPOIIlY€ TECTYBAHHS Ta HAIAroJ[KEHHS.



i InteractionSourcePressed(InteractionSourcePressedEventArgs obj)

InteractionSourceUpdated(InteractionSourceReleasedEventArgs obj)

InteractionSourceReleased(InteractionSourceRele dEventArgs obj)

Puc. 14 - Ctpyktypa yHKiil 00poOHUKA MO

else if (obj.state.source.handedness == InteractionSourceHandedness.Right
&& obj.pressType == InteractionSourcePressType.Touchpad
&5 gripPressed)

Vector2 touchpadPosition = obj.state.touchpadPosition;
if (touchpadPosition.magnitude > @8.5f)

{
ToolType selected = currentTool.Type;

if (touchpadPosition.y > 8.5f)
selected = ToolType.Brush;

else if (touchpadPosition.x < -8.5f)
selected = ToolType.Eraser;

else if (touchpadPosition.x > 8.5f)
selected = ToolType.Selector;

if (selected != currentTool.Type)
SetTool(selected);

Puc. 15 - Peamizamis o0poOku moxiii B InteractionSourcePressed mist 3Minu

THCTPYMEHTY

3.3.2 3D moneai koutposepiB. s 3a0e3neueHHs] MaKCUMaIbHOI 3PYYHOCTI
B3a€MO/IIi Ta BI3yalbHOI ieHTU(DIKAII KOHTPOJEPIB y BIPTyaIbHOMY CEpEIOBHIII
Oyno BukopucTtano peanmictuddi 3D-moxeni(puc. 16), siKi MOBHICTIO BiAMOBIIAIOTH
30BHILIIHBOMY BUTJISAAY cripaBxHiX VR-kouTponepis WMR.

Mogemi Oys0 B3saT0 3 odimiiHoi cTopinku Microsoft 3 po3pooku VR-nomatkis
Ha 6a3i HoloLens i WMR, ne HasiBHI TOTOBI pecypcH, 10 BKIIFOYAIOTh!

e 3D-mopeni iBOTO Ta MPaBOTO KOHTPOJIEPA,
® TEKCTYpH,
® aHiMaIlll HATUCKaHHSI KHOIOK,

® KoJieco BUOOPY KOJIBOPY Ta MOTO aHIMAIIis.



41
Mogem Oyio immoproBaHo y cepemoBuine Unity, micis doro BoHH Oyin
3B’s13aHi 3 (izmuHuMHU TipucTposimu yepe3 XR Rig. Y pesynbrari:
e 3D-mojenb KOHTpOJIepa aBTOMaTUYHO CIIAYE 3a pyXaMU PYKH KOPUCTyBaya,
® BCI HATMCKaHHS KHOIMOK aHIMOBAHO — HAMPUKIAJ, IPU HATHUCKAHHI HA TPUTEP
BIH BIPTYyaJbHO 'BTMHAETHCA
® KOHTPOJIEPH BUKOPHUCTOBYIOTHCSI TaKOX SK 0a30Ba TOYKa JUISl MPUB’SI3KU

IHCTPYMEHTIB MaJIIOBaHHA Ta IHTEP(ENCHUX EIEMEHTIB.

RN I —— W]

Puc. 16 - 3D mMozeni koHTpoJiepiB

3.3.3 Inrepdeiic. [aTepdeiic kopuctyBaua y VR-gomatky mis 3D-manroBaHHS
BUKOHY€ pOJb LEHTPAJbHOI CHCTEMH HaBIraimii Ta HalallTyBaHb, fKa JO3BOJIE
KepyBaTU OCHOBHUMU (PYHKIISIMH IPOrpaMu 0€3 BUXOY 3 BIPTYaJIbHOTO CEPEAOBHIIIA.
OcHoBHaA MeTa IpH CTBOPEHHI 1HTEepdEiCy — 3a0e3MeUeHHs IHTYITUBHOTO KEPYBaHHS,
SIK€ HE B1JBOJIIKAE BiJ TBOPUYOIO MPOIIECY.

IaTepdeiic yMOBHO MOJIJIEHO HA ABA OCHOBHUX KOMIIOHEHTH:

e ['0j0BHE MEHIO

e MiHi-MeHIO MapaMeTpiB
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3.3.3.1 TonoBHe meHnw. I'ogoBae wmenio(puc. 17) 3’sBisgeTbcs Imepen
KOpUCTYBaueM TIpU 3amyCKy JoJaTKy a0o0 Tmicis HaTUCKaHHS BiAMOBIIHOT
kHonKH(nonaTok A). Moro peani3oBano y BUIIIs M1aBaoyoi maneni, sika GikcyeTbes
y IPOCTOP1 TIepe] KOPUCTyBaYeM 1 MICTUTh OCHOBHI OITIIII:
e CTBOPUTH HOBY CLEHY
e 30eperTu CleHy
® 3aBaHTAXXUTH CLEHY

e Buiitu 3 1ogaTky

CTBOPWUTKU HOBY CLIEHY

3b6epertv cueHy

3aBaHTaKWUTK CLEHY

Puc. 17 - Burisii roToBHOTO MEHIO
B3aemopmiss 3 MEHIO 3/iHCHIOETBCS 3a JIOTIOMOTO MpoMmeHs (raycast), skuii
BUXOJHUTHh 3 KOHTposepa. KHOmkKM MaroTh Bi3yaJdbHUM BIATYK NHpU HaBEACHHI Ta

HaTHCKaHHI (3MiHa KOJIBOPY, aHIMAILis).

3.3.3.2 Mini-mMento. Mini-meHio(puc. 18) aKTHUBYeThCS HATUCKAHHSIM Ha
BIJIMOBIIHY KHOMNKY(H0MaTOK A), Ta 3’SBIISEThCSA Mepea KopHucTyBadueM. lle MeHro

BUKOPUCTOBYETHCS JIJISI 3MIHU TTApaMETPIB:
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® iHCTpyMEHTIB (IapaMeTpH 3ajIe)KaTh BiJl BHOPAHOTO IHCTPYMEHTA);

® 00'eKTIB Ha CIIEHI.

HanawrtyBaHHA neH3nsa

dopma

Poawmip

Mosopor X

MNoeopot Y

MNoeopor Z

AuHamivHWiA poamip

Konip

Puc. 18 - Buriisag MiHI-MEHIO

OCHOBHI1 0COOIMBOCTI:
e Hanisnpo3opuii poH nanenen, o6 He MepeKpUBaTH MPOCTIP
e 30aylaHcOBaHe pO3TAlllyBaHHS €JIEMEHTIB IS JIETKOi JOCTYITHOCTI

Take kOMIOHYBaHHsI 1HTEp(EICy 103BOJIsIE KOPUCTYBauy HIBUIKO 3MIHIOBATH

rapamMeTpH Ta BUKOHYBATH Jii 0€3 NOoTpeOH 3HIMATH rapHITypy a00 NepeMHUKaTUCS Ha

30BHIIIHIN 1HTEpDETiC.
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3.3.4 Bizyanbni minkasku. JlJis MiIBUILEHHS 3pYYHOCTI BHKOPHUCTAHHS
nonatky y VR-cepenoBuii Oyjio peani3oBaHO CHCTEMY Bi3yalbHUX IIIJIKA30K Ha
KOHTpoOJIepax, sKa J03BOJISIE KOPUCTYBA4€Bl IIBHJKO OPIEHTYBATUCA B JOCTYIHHUX
(YHKITISX Ta KHOMKAX KepyBaHHS O0e3 MoTpeOu 3amam’ ITOBYBaTH BCl Jii.

CucreMa miKa30K aKTUBYETHCS aBTOMATHYHO, KOJHM KOPHCTYBad MEBHUI Yac
(1-2 cexynam) ¢ikcye morisa Ha KoHTposiep. Lle peamizoBaHo 3a JIOIOMOTOO
BIJICTC)KCHHSI HanpsMKy norsaay (gaze tracking). SIKimo KyT Mik BEKTOPOM IOTJISAY
Ta KOHTPOJIEPOM MEHILIUH 3a MEeBHE 3HAUYEHHS MPOTATOM OOPaHOTO IHTEpBAly 4Yacy,
MIKA3KU 3’ ABIISTIOTHCS.

[Ticns akTuBamii Ha BiIpTyadbHOMY 300pa)kK€HHI KOHTpoJiepa 3 SBISIOTHCS
Heenuki Ul-mitku(puc. 19), mo BiamoBinarwTh (i3MYHUM KHOMKaM. Bijgs KOXKHOT
KHOIIKM BKa3aHo ii mito (Hanpukiaaa: MamroBaty, ['ymka, MeHto).

MiTku MaroTh po30puit PoH, 320KPYTIICHI Kpai Ta IETKO YNTAIOTHCS Ha PI3HOMY

¢doni. BoHu 3HMKaIOTH IPU BIJIBEICHHI TOTJISATY.

Puc. 19 - Bursin Bi3yaJlbHHX ITiIKa30K

B 3anexHocti Bij BHOpPaHOTO IHCTpYMEHTY (II€H3eNb, CENEKTOp, T'yMKa) abo
HATHUCKaHHI KHOIKU JJISl 3MiHM peXuUMy BBOIY(ZOAaTOK A), 3MICT MiJIKa30K MOXeE
3MIHIOBAaTUCh. Hampukiaj, SKI0 aKTHBOBAHO IHCTPYMEHT MeH3enb(muB. puc. 19),
KHOIIKM OyAyTh MaTH HiANMCU TUIY MamoBaty, 3MiHa KOJIbOPY, TOML K JAJIs TYMKHU

— Bupanurtu, 3Mi"a po3mipy.
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IIs cucreMa 3HA4YHO 3HIXKYE MOPIT BXOJKEHHS JUIsi HOBUX KOPHUCTYBAuiB,
JI0TIOMArae Kpaiie OpleHTyBaTHUCS B iHTepdeiici il mpUIIBUALLYE POOOTY 31 CKIIaJHUMU

¢byHKIisAIMHU, 0cOOIMBO M Yac nepiux ceancis y VR.

3.3.5 IncTpymentu. Y VR-gonatky peanizoBaHo KiJibka 0a30BUX IHCTPYMEHTIB
s 3D-manroBaHHS, 110 T03BOJISIFOTH CTBOPIOBATH, pearyBaTH i BUAAISTH Xy I0KHIN
KOHTEHT y TPUBUMIpHOMY MpocTopi. KokeH 1HCTpyMEHT Ma€ BIIaCHY MOBEAIHKY,
YHIKaJIbHI ITapaMeTPH Ta BIJAMOBIIHI METOIU B3a€MO/IIT 3 00'€eKTaMHU.

[Tenzens (Brush). OcHoBHMIA IHCTPYMEHT IS CTBOPEHHsS KpuBHX. KpuBa 1ie
CKJIQIHUI 00’ €KT, IKUI CKJIAJIa€ThCs 3 HAOOPY MPUMITHBIB, IO JI03BOJISIE POOUTH JIiHIT
oyab-sxoi hpopmu(puc. 20). ITix yac HaTUCKAHHS KHOIIKK HA KOHTPOJIEPi BiI0YBa€THCS
peECTpallisi MONOXKEHHSI KHUCTI y MPOCTOPi, CTBOPIOIOYM TOCIIIOBHICTh TOYOK, SKi
dopmytots kpuBy(puc. 23). [lapamerpu KpuBOI HACTIAYIOTHCS BiJ HaJalITyBaHb

TICH3JIA.

Puc. 20 - Burnsa HamanboBaHOT KpUBOi
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I'ymka (Eraser). Caoyxuth 1isi BUAaJICHHsS KpuBuX. [Ipallfoe 3a MPUHIMIIOM

MEPEeBIpKM Ha MEPEeTHH i3 cheporo JTOBKOJIA KiHUMKa iHCTpyMeHTy(puc. 21). ko
KpHBA 3HAXOJIUTHCS B 30HI JIii, BOHA BUIAISETHCS.

er Settings")]
eraseRadius = 8.1f;
sform eraseOrigin;

nid TryErase()
~[] hits = Physics.OverlapSphere(eraseOrigin.position, eraseRadius);

foreach (Collider hit in hits)
if (hit.CompareTag("BrushStroke®))
Destroy(hit.gameObject);

yid TriggerPressed()

TryErase();

id TouchPadPressed(Vector2 input)

if (input.magnitude > 8.5f)
{
if (input.y > B.5f)
eraseRadius += 8.85f;
else if (input.y < -8.5f)
eraseRadius -= 0.05f;

¥

else if (in
MiniMe

Puc. 21 - Peanizarisi BuganeHHs KpUBO1

Bumginenns (Selector). Jlae 3mory BuHOpaTH KpUBY Ui TOAAJIBIIOTO
penaryBanHs. PeaslizoBaHa 3a TUM K€ MPUHIIMIIOM, 1110 1 BUJAJICHHS, TIIBKU 3aMICTh
BHUJIAJICHHS BIJKPUBA€ MEHIO, B SKOMY MOKHA MIHATH TapameTpu KpuBux. [licis
BUUICHHS MOYKHA [TEPEMIIAaTH KPUBY, 3MIHIOBATH 11 BJIACTHBOCTI a00 BuaauT(puc.

22). Bunineni 00’ €KTH MiACBIYYIOTBCS ISl 3pYYHOCTI.
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| TrySelect()
[1 hits = OverlapSphere(selectOrigin.position, selectRadius);
hit in hits)

strokes . Add(hit . GetComponent

renderers . Add(Chit . GetComponent<
}
if (hits.Length

Mini pen(hits);

| TriggerPressed()

TrySelect():

d TeuchPad(}

renderers — i
input.magnitude !

touchPadTimer += e.deltaTime;

if (touchPadTimer >= holdDuration)
{
ut.y, input.

hue = (angle / ( .FI) + 1f) % 1f;

B L
saturation amp@1(input.magnitude);

value = 1f;

render in renderers)
= null)
render.material.color = Color.HSVToRGB(hue, saturation, value);

touchPadTimer = 8;

| TouchPadPressed(V

if (strokes — rull
if (input.magnitude >

O stroke in strokes)
(input.y > 8.5f)
stroke.radius += @
else if (input.y < -
stroke.radius
else if (input.
stroke. fo: P GetNextPrimitiveType(stroke.form);
e if (input.
stroke.form GetPreviousPrimitiveType(stroke. form);

(input.magnitude
.Open(thi

touchPadTimer = 8;

Puc. 22 - Peanizaiiisi BUUJICHHS Ta 3MIHU TTapaMeTpiB KPUBOi

Bubip 1HCTpyMeHTy 3AIMCHIOETHCA 4Yepe3 HATUCKaHHS Ha TEBHY 30HY
Taurnaay(m1oaaTok A).
Kpusi B cuctemi npecrasiieHi sik 00'ektu tuiry BrushStroke, siki MicTsThb:
® MacHB TOYOK
® Koiip
® TOBIIUHY
® yHIKIbHUH 171eHTU(IKATOP

® (dopmy



ihlic veid UpdateMesh()
if (points.Count < 2) return;

t ringCount = points.Count:
vertsPerRing = radialSegments
vertices
> triangles =

i < ringCount; i++)

center = points[i]:
forward;
¢ ringCount — 1)
forward = points[i + 1] — points[il;
else
forward = points[i] — points[i - 11;

up = Vector3.up;
Cross(formard, up).sqrMagnitude < 8.881f)
3.forward;

Cross(forward, up).normalized # radius;
ht, forward).normalized * radius;

B: j < vertsPerRing; j++)

t angle = (2 = £.PI = j) f vertsPerRing;
offset Cos(angle) * right + Mathf.Sin(angle) * up;
s.Add{center + offset);

i=8; 1< ringCount — 1; i+t)
8; j < vertsPerRing; j++)

curran i * vertsPerRing + j;
t next = (i + 1) #* vertsPerRing + j;
t currentNext = i % vertsPerRing + (j + 1 vertsPerRing;
t nextMext = (i + 1) * vertsPerRing + (j + 1) % vertsPerRing;

triangles.Add(current];
triangles.Add(next);
triangles.Add(currentNext);

triangles.Add(currentNext);
triangles. Add(next];
triangles. Add(nextNext) ;

Clear(]);
SetVertices(vertices):
SetTriangles(triangles, 8);
RecalculateNormals():
RecalculateBounds(]);

" collider = GetComponent<p
(collider — null)
collider = gameDbject.AddComponent<M:

collider.convex = t1
collider. sharedMesh
collider.sharedMesh

Puc. 23 - Peamni3aliis cTBOpEHHS! KPUBOi 3 TOYOK Y IIPOCTOPI
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VYci omepanii (nonaBaHHS, penaryBaHHsS, BUAAJICHHS) 3IIHCHIOIOTHCS Yepes3

BOyIOBaHMA MeHemkep o00’ektiB Unity, mo 3abe3nedye 3pydHUN JOCTYH IO
CTPYKTYPH JTaHUX.

Cucrema IHCTpYMEHTIB MO0y A0BaHa TakK, 00 OyTH IHTYITUBHO 3PO3yMUIOIO Ta

THYYKOIO JUIsl KOPUCTYBaya, HE3aJIekKHO BiJ ioro nocsiny y VR. Bona no3Bouisie nerko

MOEHYBAaTH  TBOPYICTh 13  TEXHOJOTIYHUMH  MOXJIMBOCTSIMU  CEPEIOBHIIA,

BIJIKPUBAIOYH IIUPOKUN MPOCTIP AJIA XyI0KHBOTO CAMOBUPAKEHHS.

3.3.6 30epe:xxennss nanmx. 30epexkeHHa nanux y VR-momatky € BaxiamBuUM
€Ta’moM, IO J1a€ 3MOTy KOPHUCTYyBayeBi 30€perTd CBOIO POOOTY Uil MOJATBIIOTO
Nneperyisily 4u peaaryBaHHs. Y po3poOJeHOMYy TporpaMHOMY 3a0e3leueHHi
peamizoBano (GyHKI 30€peKeHHs Ta 3aBaHTAXKCHHS JaHWX CIEHW J0 30BHIMIHIX

daiimnis.

3.3.6.1 ®opmar 30epexkenns. J[nsa 30epexeHHss Oyso 0OpaHO TEKCTOBUU
dopmat JSON(puc. 24), sxuii 3a0e3neuye:
® TIPOCTOTY peani3allli Ta YUTaHHS,
® TIATPUMKY CTPYKTYpPOBAHHMX 00'€KTIB;
® MOXXJIMBICTB JIETKOI cepiarizalii Ta aecepiamizamii y Unity.
CTpyKTypa 0HOT0 30epexeHOro 00'ekra (KpuBOi) BKIKOYAE BCI MapaMETPH, 110

OyJu onucaHi B NONEPEAHbOMY MyHKTI.
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[#]-[1]- |__|_'|—L_I;]

“points”™;:

position”:

rotation”: {
-0.87727360725402832,
©.6569219827651978,
0.247654214501386093,

8./8/919359260/71533

\
_

f_9727599 v P69 E I 1867 =
0.5816771984108342,
©.5816771984100342,

1.0

Puc. 24 - Ctpykrypa JSON-daiiny

3.3.6.2 Peanizamis 30epexennsi. [Iporec 30epekeHHS BHKOHYETHCS 4Yepes
GyHKIiI0 MeHeKepa 30epekeHHsI(prc. 25), IKUH OTpUMYE JTOCTYI 0 BCiX 00'€KTIB
tuny BrushStroke, cepianizye ix y JSON-psiiok Ta 3anucye y dhai.

BukopucroByerbest kimac System.lO.StreamWriter mist crBopenHs (daiiny, a

cepianizalis BinOyBaeTbes yepes 6i0moTexy Newtonsoft.Json.
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id SaveAll()

* allStrokes = G ect.FindGameObjectsWithTag("BrushStroke");
var saveFile = new SaveFile();

foreach (var obj in allStrokes)
i

* stroke = obj.GetComponent<VR hStroke>();
if (stroke != null)

saveFile.strokes.Add(stroke.ToData());

g json = JsonUtility.ToJson(saveFile, true);
2 _WriteAllText(savePath, json);

+ savePath);

Puc. 25 - Peanizamis 30epexxenns nanux B JSON-daitn

3.3.6.3 Peanizanis 3aBanTa:keHusi. [Ipu 3aBaHTa)keHH1 CLIeHH 30€peXeHHI
JSON-aiin 3uuryerbes(puc. 26), necepiaiizyeTbes, i HA OCHOBI OTPUMAHUX JTaHUX
JUHAMIYHO CTBOPIOIOTHCS BimoBiaH1 3D-KpuBi y mpocTopi.

KpuBi 1o1aroThest 10 CIICHU B TiM caMiii MO3HIII1, 3 BIATOBITHUMHU MTapaMeTPaMH.

3aBaHTa)XCHHS BIIOYBAETHCS 32 BUKIIMKOM KOPHUCTYyBaya 4epe3 MEHIO.



id LoadAll(G: :ct strokePrefab)

if (!File.Exists(savePath))

{
Debug.LogWarning("Save file not found");
return;

ile.ReadAllText(savePath);
saveFile JsonlUtility.FromJson<SaveFile>(json);

foreach (var data in saveFile.strokes)

ect obj = Instantiate(strokePrefab);

"BrushStroke";
obj.transform.position = data.position;
obj.transform.rotation = data.rotation;

obj.transform.localScale = data.scale;

stroke = obj.GetComponent<VRBrushStroke>();
if (stroke != null)

{

stroke.SetPoints(data.points);

stroke.UpdateMesh();
obj.GetComponent<MeshRenderer>().material.color = data.color;

}

Debug.Log("Loaded from: " + savePath);

Puc. 26 - Peamizaiis 3aBantaxeHs ganux i3 JSON-daitny

3.3.7 Peaxizamism B Unity. Yci nporpamui Mojyii, omucaHi BHIe, Oyin

00’eTHaHI Ta peaizoBaHi B cepemonuiii Unity.
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3.3.7.1 IIpoektHa cTpykTypa. I[IpoekT Oys0 oOpraHi3oBaHO 3a TaKUMU
OCHOBHUMH KOMIIOHEHTaMH, 110 BOyoBaHi B Unity:

Scripts — mporpaMHa Jiorika iHCTPYMEHTIB, B3a€MO/Iii, 30€peKeHHS TOIIIO.

Prefabs — rorosi 00’ extu (KpuBi, KOHTPOJIEPH, MiAKA3KH), IKI MOKHA TOBTOPHO
BUKOPHCTOBYBATH.

Scenes — roJioBHa ClieHa MaJIFOBAHHSA.

Materials & Models — 3D-mozeni KOHTpoOsepiB, MaTepiaan JUiss KPUBUX Ta

MM IKA30K.

3.3.7.2 Hinkmouenna XR Ta koHTpoJepiB. Sk nomepenaro Oysio ckazaHo,
3UMTYBaHHS BBeACHb OyJio peanizoBaHo 3a goromMoror XRIT. Ile BinOyBaeTbes 3a
J01OMOror 00poOku noxiil. Ilpu HaTthckaHH1 Ha OyJpb SIKYy KHOIIKY BHKJIMKA€THCS
nofisi(puc. 27), 1m0 akTHBYy€ NEBHY (YHKIO. 3HOBY X Takd, (DYHKI[IOHAT BXKE

Haganui XRIT.

Puc. 27 - EnemeHT, 1110 BiAmoBiae 3a 00poOKy

3.3.7.3 KoMmnoHyBaHHsl cHeHHM. [0JOBHa CIICHA MICTUTh TaKl KIIOYOBI
00’extu(puc. 28):

e XR Origin — ckpunT, mo yHpaBis€ TOJOKECHHSM KOHTPOJUIEPIB Ta iX
napaMeTpamH ;

e ToolManager — roioBHUi1 CKPHIIT, 1110 YIIPABIISE IHCTPYMEHTAMHU Ta 00’ €KTaMH
Ha CIICHI;

e Brush, Eraser, Selector — ckpuntu aas yHOpaBliHHA —BiJIOBIIHHMHU
IHCTPYMEHTaMH;

e MainMenu — cKpHUNT roJ0BHOTO MEHIO;
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e MiniMenu — ckpunt g MiHi MeHIO napamerpiB. Ilpairoe mms 006ox
KOHTPOJIEPIB,;
e HintManager — cucrema BimoOpaskeHHS IiKa30K HA KOHTPOJIepax;
e SaveManager — okpema CyTHICTb JUIsl poOOTH 3 (paitmamu.

V¢l 11l KOMIIOHEHTH B3a€EMOJIIOTh MK COOOI0 uepe3 MmyOIiuHI METOAM.

Puc. 28 - ®inanbHa CTPyKTypa IPOEKTY B FOHITI
VYci BuiieHa3BaHi 00’ €KTH MalOTh CBOI CKPUIITH, 3aBASKH SIKUM (PYHKIIIOHYIOTb.
[Hmi o0’ekTH sKi MOXHa To0auuTH Ha 300pakeHHi(muB. puc. 29) HamaHi

cepenosuiiieM Unity 3a 3aMOBYyBaHHSM 1 HE OyJIM OKpEMO peasTi3oBaHi.

3.3.7.4 Intepdeiic. [aTepdetic peamizoBano uepes Canvas y pexumi World
Space, o0 BiH Mir OyTu npukpimicHui g0 cuenu(puc. 29). B okpemux Bumaakax
Bukopuctano XR Ul Interaction, mo0 3a0e3neynTH HATUCKAHHS KHOMOK MEHIO

J1a3epoM KOHTpOJIEpa.
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Puc. 29 - EnemMenT MeHIO B MEHEIKeEPi

3.3.7.5 binna i 3amyck.

Unity no3Bouisie crBoproBatu 30ipku st Windows x86_64 3 miarpumkoro UWP
(Universal Windows Platform) a6o cranmaptHoi neckromnHoi Bepceii. i TecTyBaHHS
3aCTOCYHKY BUKOPUCTOBYBAaBCS pexuM Play 3 miAKIIOYEHOI TapHITYpoOlo, o

JT03BOJISIIO IIBUIKO MTEPEBIpITH BCl PyHKINIT 6€3 TOBHOTO OLITY.
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4 PEKOMEHJIALII OO BITIPOBAJI’KEHHSI TA

EKCILTYATAIII CUCTEMH

4.1 TectyBaHHSI CHCTEMH

4.1.1 Bu3HayeHHs1 KOpUCTyBaviB. /(15 owiHKKM €()EKTUBHOCTI Ta 3pY4YHOCTI
CTBOPEHOTO IIPUKIIAJIHOIO MPOrpaMHOTo 3abe3meueHHs OyiIo MPOBEICHO aHaji3
MOTEHIIMHUX  KaTeropii kopuctyBauiB. Ha oOCHOBI 1pOro aHamizy Oy
chopMylIbOBaHI OCHOBHI IPyIU KOPUCTYBadiB, iX MOTPeOH, OUIKyBaHHs Ta ClEHapil

BUKOPUCTAHHS MPOTPaAMH.

4.1.1.1 Mpodeciiini 1u3aiinepu Ta Xya0xxkHUKHU. L[5 Kateropis KopucTyBayiB
BKJIIOUa€ crieniaiicTiB y cgepi 3D-rpadiku, KoHIIENT-apTy Ta MPOTOTHITYBaHHS. BoHn
MaroTh JOCBiJ poOOTH 3 TakuMH nporpamam#, sk Blender, ZBrush, Maya Tta Bxe
3HAMOMI 3 TEXHOJIOTISIMU BIPTyaJIbHOI PEAbHOCTI.
OcHOBHI 1111
e CTBOpeHHs KOHIENT-apTiB Ta 3D-Mozenet A moaanbiioi 00poOKH.

e [lIBunke cTBopeHHs npoToTumiB y VR-cepenoBumii.

OuikyBaHHS:
e [IpocroTa Ta MIBUIKICTH MAJTIOBAHHS.
e MoxiuBicTh 30€pekeHHs MojJeded [Uisi MOAANBIIOro Meperisity Ta

penaryBaHHS.

41.1.2 CryaeHTHn TBOpYHX cneunianabHocTeid. Jlo miei rpynm HamexaTh

KOPHUCTYBaHl, sIKi HABYAIOTHCA B XYyIOKHIX IIIKOJIaX, YHIBEPCUTETAaX Ta IHIIHMX 3aKJIaax



57
OCBITH, IIOB’Si3aHUX 3 AWU3aHHOM, MUCTEUTBOM Ta 3D-monenroBaHHsAM. [XHI 3HaHHS

MOKYTb BapIIOBaTUCS BiJl 0230BOT0 JJO CEPEAHBOrO PiBHS.

OCHOBHI 11!
e OcBoenHst ocHOB 3D-MamtoBaHHs y BIpTyaJbHOMY CEPETOBHIIIL.
e BukoHaHHs HaBUaJIbHUX a00 €KCIIEPUMEHTAIbHUX 3aB/IaHb.

e 3acrocyBaHHA VR sk IHCTpYMEHTY JUIsl BUBYEHHSI HOBUX METO/IIB pOOOTH.

OuikyBaHHS:
® [HTYITUBHO 3pO3yMLINI 1HTEPPEIiC.
e BisyanbHi miIKa3Ky Ta TONIOMOra B poOOTi 3 IHCTPYMEHTaMHU.

e [IpocroTa y BCTaHOBJIEHHI Ta 3aIlyCKy IIPOrPAMH.

4.1.1.3 Jlwoouteni ta enrysiactu VR-mucrenrBa. lle kopuctyBaui, ski
3aiiMaroTbest  VR-TBOpuicTIo Ha amaropcbkoMy piBHI. BOHM BHKOpPHCTOBYIOTH

IporpaMHe 3a0e3MeUeHHS MTePEBAKHO K X001 a00 1HCTPYMEHT JIJIs1 CAMOBHPAKCHHS.

OcHOBHI 111
e Po3sBara Ta TBOpui ekcriepuMeHTH Y VR.
e (CrtBopenHs mpoctux 3D-MaoHKIB Ta Bizyasizalliii.

e [lokpamenns ocooucTux HaBu4oK y VR.

OudikyBaHHS:
e 3pyd4HHMIl Ta JOCTYIHUMN 1HTEpEiC.
e MOXIUBICTh CAMOCTIMHOTO BCTAHOBJICHHSI Ta BUKOPUCTAaHHS 03 moTpedu y

npodecifHMX 3HAHHSIX.
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Ta0numg 4.1

Kpurepiit [Tpodecionanu Crynentu JlroGutemi
PiBenb Bucoxkui [TouarkoBuii — bazoBuii
M1TOTOBKH CepeHiii
OcnoBHa meta | Konuenr-apr, HaBuanns, Po3sBara, x001

MIPOTOTHII EKCTICPUMEHTH
OuikyBanns | lIIBuaKicTs, IIpocTtora, 3py4HICTb,

byHKITIOHAT 1 IKa3K1 JTOCTYITHICTh
[actpymentn | [loryxuuii [1K, VR | Cepenniii I1K, VR | Jomammiii [1K, VR

Takum duHOM, pPO3pOOJICHE TpOorpaMHe 3a0e3reueHHs: OyJIo OpiEHTOBAaHE Ha
MOKPUTTA NOTpeO yCiX 3a3HAYEHUX KaTeropi kopuctyBauiB. Ilin yac TecTyBaHHS
BpPaxOBYBAJIUCA MOKJIMBI BApIaHTU BUKOPHUCTAHHS, PIBEHb MIATOTOBKU Ta O4IKYBaHHS

1010 POOOTH TTPOTPAMH.

4.1.2 TecTyBaHHS OKPeMHUX YacTHH mporpamu. Jjist 3abe3reueHHs HaliiHOT
Ta CTa0UIbHOI POOOTH HPOrpamMHOro 3a0e3medyeHHs OyJ0 MPOBENECHO MOJYJIbHE
TECTYBAaHHS OCHOBHMX (DYHKLIOHAJIbHHUX KOMIIOHEHTIB. lle 103BoMMIO BUSBUTH Ta
YCYHYTH TOTEHIIMHI TOMHUJKM Ha pPaHHIX eramax po3poOku. Humkde HaBeaeHO

KOpOTKI/Iﬁ OIMMC MMPOTCCTOBAHNX YaCTUH CUCTCMHU.

4.1.2.1 O6pobka BBoaiB 3 VR-KkoHTpOJepiB. byno nmepeBipeHo CTabiIbHICTD
poO3Mi3HaBaHHs HaTHCKaHb KHOIIOK Ta PYyXiB, IO HAAXOMIATh 3 KOHTposepiB. Cucrema

KOPEKTHO 1HTEPIPETYE BCl OCHOBHI JI1i: BUOIp IHCTPYMEHTIB, MAJTIOBAHHS TOLIO.

4.1.2.2 Tutepdeiic incrpymenTiB. [lepeBipsitace poOoTa maHesni IHCTPYMEHTIB

y VR-nipocTopi, 30kpemMa; KOpEKTHE BiJOOpaKeHHs TaHeled MEeHI0, po0oTa KHOIOK
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MEHIO, aKTHBaIllsl BIAMOHIAHUX TOMAIN MPU B3aeMOJIi 3 MEHIO. A TaKOXX KOPEKTHE
B1JIOOpaKeHHS MiAKa30K. TecTyBaHHS MOKa3aJo KOPEKTHY 3MIHY CTaHy iHTepdeicy

3QJIKHO BiJ 0OpaHOTO IHCTPYMEHTA Ta aKTUBAIIIIO BIMTOBITHUX ITOIH.

4.1.2.3 Cucrema 30epexkeHHsi MPoekTy. byno mporecTtoBaHO 30€peKeHHA 1
3aBaHTaXEHHS CTBOpeHHX 3D-mantoHKiB y ¢aioBy cucremy. Mopeni KOPEKTHO
30epiraroThCs y BUTIISIL JIOKATBHUX (PailniB, SIKi MOTIM MOYKHA IIOBTOPHO 3aBAHTAKUTH

JUISL peJlaryBaHHsI Ta MEPerisy.

4.1.2.4 Bizyaaizauia y VR. Oxpemo nepeBipeHO SKICTh BiioOpaxxeHHs 3D-
MamioHKiB 'y VR-mpoctopi. OmuiHioBanacs IUIaBHICTh TMEPEMIIICHHS BIPTyalbHOI
KaMepH, KOPEKTHICTh B1OOpaKeHHS 00’€KTIB IPH BEJIMKIA KIJTBKOCTI €JIEMEHTIB Ha

CIIEHI.

4.1.3 Binkpute TectyBaHHs. Ha 3aBepmanpbHOMY eTami po3poOku OyJio
IPOBEJCHO BIAKPUTE TECTYBAaHHS CHCTEMH 3a yYacTIO TPhOX KOPUCTYBauiB: aBTOpa
IPOEKTY Ta JABOX HE3AJIEKHUX TECTYBAJIbHUKIB. MeTOI0 TeCTyBaHHS OyJIO MEepeBipUTH
CTaOUTBHICTh POOOTH, 3PYYHICTh BUKOPWCTAHHS, a TAaKOX 3arajbHE BPAKCHHS BiJl

B3aeMoii 3 VR-momgatkom.

4.1.3.1 YmoBH TecTyBaHHsl. TecTyBaHHS MPOBOJUIIOCH Y pEaIbHUX YMOBAax,
KOXXEH YYaCHUK IPALfOBAaB 31 CBOEI TapHITYpPOr Ta Komm rorepoM. KopucryBaui
orpuManu (iHaibHY 30ipKy mporpamu, a TakoX KopoTkuii ¢aiin README 3
IHCTPYKIII€}0 TIOAO BCTAaHOBIICHHS Ta BHUKopuctaHHsA(momatok B). YKomen 3
TECTYBaJIbHUKIB, OKpPIM aBTOpa, HE MaB JIOCBIIy pOOOTH 3 IHUM MPOTPAMHUM

3a0€3IeUeHHSIM paHilIe.
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KoxHOMY TecTyBaJIbHUKY OYJI0 3alpOIIOHOBAHO BUKOHATH HACTYIIHI Jii:
® CaMOCTIIfHO BCTAaHOBHTH MPOTPaMy;
® o0paTH IHCTPYMEHTH ISl MAJIFOBAaHHS Ta CTBOPUTH TIpocTy 3D-kommo3uiriio;
® CKOpHUCTaTHCh (PyHKIII€I0 30€peKEHHS Ta MEPETIIsay CTBOPEHOTO MATOHKA,;

® OLIHUTH 1HTEep(Peiic, 3pyUHICTh BUKOPUCTAHHS Ta CTAOUIBHICTh IPOTPAMH.

VYci TecTyBanbHUKY BUKOPUCTOBYBaIM VR-rapHITYpH 3 KOHTPOJEpAMH, a caMe

WMR.

4.1.3.2 Pe3yabTaTu TecTyBaHHs. Pe3ynbratu mokasaid, M0 BCi KOPUCTYBadi
3MOTJIM MPONTH MOBHHH ClieHapii 6e3 cepio3HuX TpyaHouliB. [Iporpama cTabiibHO
MpaloBajia Ha BCIX T€CTOBUX KOHPirypaiisx. OCHOBHI J1i — BHUOIp 1HCTPYMEHTIB,
CTBOPEHHsSI 00’€KTIB, 30€pEKECHHS Ta 3aBAHTAXKECHHS CIEHHM — BUKOHYBAJIUCSA

KOPEKTHO.
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[lepmmii TecTyBaJIbHUK BIJA3HAYMB IHTYIiTUBHICTH 1HTEpdeEHCcy, a TaKox
3pYYHICTb BHUKOPHCTAHHS 0a30BUX IHCTPYMEHTIB JJisi IIBUAKOTO CTBOPEHHS
xonrentis. Moro 3D-mamonok(puc. 30) 6yB rorosumii MeHIm Hix 3a 10 xBumuH, 6e3

MOTPeOU 3BEPTATHUCH 0 TOKYMEHTAI].

Puc. 30 - CkpiHILIOT CLIEHU MEePUIOro TeCTYBalbHUKA
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Hpyruit TecryBanbHuK(prc. 31) MiAKPECIMB MPOCTOTY Y BUKOPUCTAHHI IS
HOBAYKiB. BiH Tako) CKOPUCTaBCS Bi3yaTbHUMHU ITiJIKa3KaMH, [0 3HAYHO MTOJIETIINIIO0
IpoIec 3HAMOMCTBAa 3 IHCTpPYMEHTaMH. 30€pe)KCHHS Ta 3aBaHTAKEHHS CIICHU

npoiinuio 6e3 nomuiok, VR-nepermns npairoBas miaBHoO.

Puc. 31 - CkpiHIIOT CLIEHU APYTOTO TECTyBAIbHUKA
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ABTOp CHCTEMHU TIPOBIB CEpil0 CTPEC-TECTiB, JOAABIIM JI0 CLEHU BEIIUKY
KUTbKicTh  00’ekTiB(prc. 32). 3o00paxkeHa creHa Oyma npoxayompoBana 100
pasiB(Hakiaganacs ojHa Ha ojaHy). [Iporpama 30epirana CTaOUIBHICTH HAaBITH Y
HAaBaHTAXXEHOMY CTaH1, HISKMX 3aBHUCaHb HE Oyyio momideHo. CydacHi KOMIT IOTEPH
JOCTaTHBO TOTYXHI, 00 0OpOOUTH HaBITH MUIbHOHH 00’€kTiB. Tomy mpobiemu
MOXYTbh 3 SIBUTHCS TUIBKH Yy BUMAJIKY, SKIIO KOPHCTYyBad OyAe 3aBXKIH MalOBaTH

TUIbKW Ha OJHIHN CLIEHI, 1110 MaJi0 BIPOT1IHO.
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Puc. 32 - CkpiHIIOT CIIeHU Ta KIJTLKOCTI KaJIpiB B CEKYHIy IPOTpaMH aBTopa

Konnux datanbHUX TOMIIOK a00 aBapiifHOro 3aBEPIICHHS] POOOTH MPOrpamMu
3adhikcoBaHO He Oys0. YC1 CTBOPEHI 00’ €KTH YCIIIIHO 30epIirajiucs Ta BIAKPUBAIUCS

moBTOpHO. [Iporpama mpaiftoBana miaBHO y BCiX TeCTyBaJbHUKIB.

4.1.3.3 XapakTepucTHKH KOMII'IOTepiB TeCTyBaJbLHUKIB. PesynbraTn
MOKa3ajy, 10 BCl KOPUCTYBadl 3MOTJM MPOWTU MOBHUN ClieHapid 6e3 ceplo3HuX

TpyaHoutiB. [Iporpama cTtabimpHO TpalioBalia Ha BCIX TECTOBUX KOH(DIryparisx.
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OcHoBHI fii — BUOIp I1HCTPYMEHTIB, CTBOpPEHHSI 00 ’€KTiB, 30€peKEHHA Ta

3aBaHTAKCHHA CHCHU — BHUKOHYBAJIMCA KOPCKTHO.

Tabnuig 4.2
[TopiBHSIHHS XapaKTEpUCTUK KOMII FOTEPIB

Ne | KopucrtyBau oC IIpouecop Bineokapra RAM

1 |wesamexumii | Windows 11 | Ryzen 5 9600 NVIDIA RTX 32Tb
TECTyBaJIbHUK 4070

2 |mesanexuuit | Windows 11 | Intel Core i5 NVIDIA RTX 16 I'b
TECTYBAJIbHUK 7600 1060

3 | ABtop Windows 10 | Ryzen 5 3600 AMD RX 5600 XT |32Tb

4.2 BUMOTH /10 allapaTHOr0 Ta MPOrpaMHOro 3a0e3nmevYeHHsI

Jlna 3abesnedenHst crabuibHOl pobotn VR-3actocynky s 3D-mamioBaHHA

KOPUCTYyBauy HEOOX1IHO MaTH BiJNIOBIIHE almapaTHe Ta MporpamMHe 3a0e3eueHHs.

1. MiHiMaabH1 BUMOTH JI0 alapaTHOIro 3a0e3MneYeHHs
[Tpomecop: Intel Core i5-5500 / AMD Ryzen 5 1600;
Bineokapra: NVIDIA RTX 1060 / AMD RX 580
Onmneparriiina nam’ste. 8 GB;

ITocTiitna mam’ate: 5 GB;

VR rapnitypa: Windows Mixed Reality mosnom Ta koHTpOIIepH;
USB: USB 3.0 nopt st VR monoma;

Display: HDMI 1.4;

Bluethooth: Bepcis 4.1.

2. Bumoru n0 nporpamMHoro 3a0e3neueHHs
Onepaniiina cucrema: Windows 10 a6o 11 (64-bit);
[Tnardopma 3anycky: Windows Mixed Reality Portal;

GPU npaiisepu: pekomenaoBani octanai NVIDIA / AMD npaiiBepu Bijeokapr.
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3abe3nedeHHs BIAMOBIIHOCTI amapaTHUX Ta MPOTPAMHUX BUMOT € KPUTUYHO
BAXJIMBUM i1 KOpekTHoi pobOotu VR-3acrocynky. HasaBhicTe cymicHoi VR-
TapHITYpH Ta CyYacHOTo TpadidHOro ajganTepa T03BOJISE TapaHTYBAaTH ILJIAaBHE
B1JIOOpaXEHHS CIIEH, CTaOUIbHY pPOOOTY 1HCTPYMEHTIB MAaJIFOBaHHS Ta KOMGOPTHY

B3a€EMO/III0 KOPUCTYBaya 3 TPUBUMIPHUM MTPOCTOPOM.

4.3 Ckaaja iHCTAJSIIHOTO MAKeTy

[HCcTansAumiHMN TakeT mnporpamMHoro 3abe3nedeHHs s 3D-mamoBaHHSA y
BIPTYaJIbHIM peasbHOCTI NMPU3HAYEHUH I 3a0€3MeUYEHHsl IIBUAKOTO Ta 3PYyYHOIO
posroptanHs VR-mogaTky Ha KOMIT'IOTEpl KIHIIEBOTO KOPUCTyBada. Y TAKeT
BKJIFOUEHO BCl HEOOXIJHI KOMIOHEHTH JUJIsi 3aIllyCKy MporpamMu 0e3 J0JaTKOBHX
HaJIaIlTyBaHb.

OCHOBHI KOMITOHEHTH 1HCTAJISAIIHHOTO TTaKeTY:

1. BukonyBanuii Qaiin nporpamu

e VArt.exe — ocHoBHui (aiin 3amycky VR-nomarkys;
e CrtBopenuii 3a gomomororo Unity, 3i0panmii y ¢dopmari Standalone Build

(Windows x86_64).

2. [Tamnka 3 616110TEKaMH

e /VArt _Data/ — ciyx008i gani Unity (pecypcu, ciieHu, meiaepn);
e /Plugins/ — 3oBuimmi DLL (rampukiax, XR SDK, OpenXR migrpumka);
e /MonoBleedingEdge/ — 6i0miotexkn .NET cepenoBuiiia, HeoOXiaHi st poOOTH

CKPHIITIB.

3. Koudirypariitai daiinu

e config.json — 30eperkeHHs HalaAIITyBaHb KOpHUCTyBada (BUOpaHi IHCTPYMEHTH,

KOJIIp, OCTAHHS CIICHA).

4. ®aiinu pecypciB

e /Assets/BrushPresets/ — 30epeskeHi mapameTpu MEH3IB Ta IHCTPYMEHTIB,;

e /Textures/ — rekctypu a0 eeKTH Ma3KiB.
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5. daiinu 30epeKeHHS
/Saves/ — mamka, ¢ aBTOMAaTUYHO 30€pIiratoThCsi pe3ysIbTaTH MATIOBAHHS Y
dopmari .json.
6. [HcTanAmiitHui CKpUNT
setup.exe (3renepoBanuii uepe3 Inno Setup / NSIS / Unity Build Installer);
7. ®aiin qoKyMeHTarii
README.txt — kopoTkuif MOCiOHUK KOPUCTYBAya;
[HCTpyKIIis 31 BCTAaHOBIEHHS, 3aMyCKy, MIATPUMYBAaHUX TapHITYp Ta KJIaBilll

KEepyBaHHSI.
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BUCHOBKH

VY pe3ynbTaTi BUKOHAHHS AUIJIOMHOT pOOOTH OYyJI0 CTBOPEHO (HYyHKIIOHATBHUN
nporotun VR-gomarky VArt mis 3D-MamoBaHHS y BipTyadbHOMY TPOCTOPI, SIKHMA
peanizye Bechb 3asBieHUN y Berymi (yHkiioHan. Ilim gac pobotu Oyinu BUKOHaHI
HACTYITHI €Talu. aHalli3 ICHYIYHMX PIIICHb, IIPOEKTYBAHHS apXiTEKTYpH, PO3POOKY
1HTEpQEicy Ta OCHOBHUX MOJYJIIB, KOMIIEKCHE TECTYBAaHHS.

OCHOBH1 BUKOHAHI 3aBJJaHHS Ta JOCATHYTI pe3yJIbTaTH:

1 AHani3 icHyI04YHX pilleHb i BUOIP TEXHOJIOTIiH

e IlIposeneno ormsan nmonyasipaux VR-momarkiB mist 3D-mamosanns (Tilt Brush,

Medium Tomo).

e OoOrpynroBano BuOip Unity ta XRIT sk ocHOBH IpOEKTy, 10 3a0€3CUUIIO

THYYKICTh y poOoTi 3 korTpoaepamu Windows Mixed Reality.

2 IIpoexTyBaHHS apXiTEKTYPH CUCTEMH

e Po3po06ieH0 MOAYJIbHY apXITEKTYpy 13 YITKHM PO3JICHHSAM Ha KOMIIOHEHTH:
00poOKa BBOJIIB, PEHACPUHI KPUBUX, IHTEPPEHCHI €IEMEHTH Ta 30€pEKECHHS

JaHUX.

e CtBopeHo UML-giarpamu kjaciB 1 MOCHIAOBHOCTEH [JIsi BCIX KJIOUOBUX

CIIEHApPiiB BUKOPUCTAHHHI.

3 Peasizamisi iHCTPyMeHTIB MaIlOBaHHS

e Mogayani Brush, Eraser Ta Selector 3a6e3neuyroTs MamtoBaHHs 00’ €MHHX KPHBHX

13 TUHAMIYHMUMH HaJaITYBaHHSAMH MapamMeTpiB (KOJip, TOBIIMHA) 1 BUIATICHHS

Ta pelaryBaHHs B)KE CTBOPCHHX €JICMEHTIB y PEKHUMI PEabHOTO Yacy.

e BrnpoBa/)KeHO CHUCTEMY TeHepaiii KpWBUX Ui TJIAaBHOTO BITOOpakKeHHS 3
ontumizariero ma VR.

4 TaryituBauii VR-inTepeiic

e Po3pobneno romoBHe Mmenro y World Space i3 raycast-kepyBaHHAM Ta

KOHTEKCTHI MiHI-TIaHe1 JjIsl HaJaIllTyBaHHS MapaMeTPiB IHCTPYMEHTIB.

e JlomaHo cuctemy BI3yaJIbHUX IMIJAKA30K 1 MiJCBIYyBaHHSI aKTUBHUX €JIEMEHTIB,

110 3HUXKYE TIOPIT BXOIKCHHS HOBAUKiB.

5 30epe:keHHsI Ta Bi/THOBJIEHHSI CEAHCIB MAJTIOBAHHS
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e PcamizoBano JSON-cepiamzamito o00’ektiB  BrushStroke Tta wexanizm
aBTO30€PEIKCHHS.

e 3a0e3MeucHO pe3epBHE KOIMIIOBAaHHS Ta BIJIHOBIICHHS IaHUX 13 JIOKAJIbHOTO
CXOBHIIIA, 1110 TapaHTy€e Oe3nepepBHICTh pOOOYOro MPOIIECY.

6 TectyBaHHs Ta Bepudikauis

e MoynbHE TECTYBaHHS KOKHOTO KOMITOHEHTA.

e [HTerpalliiiie TECTyBaHHS OCHOBHHUX CIicHapiiB (CTBOpEHHS, peIaryBaHHI,
30epekeHHs/3aBaHTaKECHH).

e Bingkpure TecTyBaHHS 3a yd4acTi TphOX KopucTyBaudiB 13 pizHumMu IIK:
miATBEpHKeHO cTabinmpHy poboTy moHan 40 FPS mpu HaBaHTa)XeHHI BEIHMKOIO
KUTBKICTIO 00’ €KTiB, 0e3 apTedakTiB Ta IMaIiHb.

Bci nmocrasieni 3a/1aui BUKOHAHI B TIOBHOMY 00CsI31: Bijl aHAIITUYHOI YaCTUHH
710 Pe3yNbTATIB €KCILTyaTallHOro TecTyBaHHA. Po3po0iaeHuii nporpaMHuil MpoOayKT
JIEMOHCTPYE OOpaHy apXiTeKTypy Ta TEXHOJIOTil, SK e(EeKTHBHI Ta JOCTaTHHO
POIYKTUBHI JIJISl IOJIJIBIIOL €BOJIIOLIT MPOAYKTY.

Takum ynHOM, po0OOTa MiATBEpAUIA JOLUIBHICTS BUKOpucTanHs Unity Ta XRIT
s ctBopeHHss VR-monatkiB y cdepi 3D-manroBaHHs, a TakoXK Hajajga TOTOBHM

0a30BHil QyHKITIOHAN JJIs MOJAIBIIOI IHTErpallii HOBUX MOXJIUBOCTEH.
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JIOJIATOK A

VYrpasiiHHS 32 JOTIOMOTOI0 KOHTpOJIepa

Tpurep - axkTHBy€ OCHOBHY Jif0 BHOpPaHOTO iHCTpyMeHTa(MalOBaHHS,
BUJIUICHHS, BUIAJICHHS)

['put - BUKOPUCTOBYETHCS B KOMOIHAIIIT 3 IHITUMU KHOTIKAMHU

MeHIo - BiIKpHBa€e/3aKpUBa€E TOJIOBHE MECHIO

JIKOWCTHUK - MepeMILLIEHHs y BIpTyallbHOMY nipoctopi. [Ipy HaTuckaHH1 poOUTh
3HIMOK €KpaHy

Taunaxg - npu HATHCKAHHI B UEHTPI BUKIMKAE MEHIO IHCTpyMeHTa(mis
CEJIEKTOpPA BiJIKpHUBa€e/3aKprBa€e apaMeTPH BUIUICHUX 00’ €KTiB). [HIII i pi3HATHCS B
3JIEKHOCTI BiJ 00paHOT0 1HCTPYMEHTA!

e [lenzens. [Ipu AoTHKY MO BCiil mOBepxHIi, yepe3 1 ceKyHy KOHTaKTy 3MIHIOE
KOJTip Ha 0OpaHuii 3a TOMMOMOT0K0 Kojieca Kobopy. [Ipu HaTHCKaHHI BBEpX/BHU3
3MiHIO€ po3Mip Oiibine/MenIie. [Ipu HaTHCKaHHI BIIiBO/BIIPaBO 3MIiHIOE (opMy.

e Cenexrop. [Ipu goTuky mo Bciii moBepxHi, yepe3 1 ceKyHIy KOHTAKTY 3MIHIOE
KOJIp BUAUICHOTO 00’€KTYy Ha OOpaHHil 3a TOMOMOIOI Kojeca Koibopy. [lpu
HATHUCKaHHI BBEPX/BHU3 3MIHIOE PO3MIp BUAUICHOTO 00’€KTa OlIbIIe/MEHIIIe.
[Tpu HaTHUCKaHHI BIiBO/BIIPaBO 3MiHIOE POPMY BHIIJICHOTO 00’ €KTA.

e ['ymka. [Ipu HaTHCKaHHI BBEPX/BHU3 3MIHIOE pO3MIp Chepr BUIATICHHS.

[Ipu 3arucHyromy I'pumi - HaTUCKaHHA Ha Taynajg OyIyTh 3MIHIOBATH
IHCTPYMEHT.
e JliBo - rymka
e [IpaBo - cenexrop

e Hus - neusein
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JIOJIATOK B

Kox ckpurTiB, 1110 BUKOPUCTOBYIOTHCS B IpOTrpami
ToolManager.cs

public class ToolManager : MonoBehaviour
{

public Tool[] tools;

private Tool currentTool;

public GameObject handMenuCanvas;

private bool gripPressedLeft = false;

private bool gripPressedRight = false;

public void SetTool(ToolType type)

{
foreach (Tool tool in tools)
{
If (tool. Type == type)
{
if (currentTool !'= null) currentTool.Deactivate();
currentTool = tool,
currentTool.Activate();
Debug.Log("Switched to: " + type);
break;
¥
¥
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void Start()

{
SetTool(ToolType.Brush);

private void InteractionSourcePressed(InteractionSourcePressedEventArgs obj)
{
If (obj.pressType == InteractionSourcePressType.Menu)
MenuManager.menuVisible = IMenuManager.menuVisible;

If (MenuManager.menuVisible) return;

iIf  (obj.state.source.handedness == InteractionSourceHandedness.Right &&
obj.pressType == InteractionSourcePressType.Select)

currentTool. TriggerPressed();
else if (obj.state.source.handedness == InteractionSourceHandedness.Right &&
obj.pressType == InteractionSourcePressType.Grasp)

gripPressedRight = true;
else if (obj.state.source.handedness == InteractionSourceHandedness.Right &&
obj.state.touchpadTouched && !gripPressedRight)

currentTool. TouchPad(obj.state.touchpadPosition);
else if (obj.state.source.handedness == InteractionSourceHandedness.Right &&
obj.pressType == InteractionSourcePressType.Touchpad && gripPressedRight)

{
Vector2 touchpadPosition = obj.state.touchpadPosition;
If (touchpadPosition.magnitude > 0.5f)

{
ToolType selected = currentTool. Type;

if (touchpadPosition.y > 0.5f)
selected = ToolType.Brush;



}

else if (touchpadPosition.x < -0.5f)
selected = ToolType.Eraser;
else if (touchpadPosition.x > 0.5f)

selected = ToolType.Selector;

if (selected != currentTool. Type)
SetTool(selected);

else if (obj.state.source.handedness == InteractionSourceHandedness.Right

obj.pressType == InteractionSourcePressType.Touchpad)

currentTool. TouchPadPressed(obj.state.touchpadPosition);

if  (obj.state.source.handedness == InteractionSourceHandedness.Left

obj.pressType == InteractionSourcePressType.Select)

else

currentTool. TriggerPressed();

if (obj.state.source.handedness == InteractionSourceHandedness.Left

obj.pressType == InteractionSourcePressType.Grasp)

else

else

gripPressedLeft = true;

if (obj.state.source.handedness == InteractionSourceHandedness.Left
obj.state.touchpadTouched && !gripPressedLeft)

currentTool. TouchPad(obj.state.touchpadPosition);

If (obj.state.source.handedness == InteractionSourceHandedness.Left

obj.pressType == InteractionSourcePressType.Touchpad && gripPressedLeft)

{

Vector2 touchpadPosition = obj.state.touchpadPosition;

iIf (touchpadPosition.magnitude > 0.5f)

{

ToolType selected = currentTool. Type;
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if (touchpadPosition.y > 0.5f)
selected = ToolType.Brush;
else if (touchpadPosition.x < -0.5f)
selected = ToolType.Eraser;
else if (touchpadPosition.x > 0.5f)
selected = ToolType.Selector;

if (selected != currentTool. Type)
SetTool(selected);

}

else if (obj.state.source.handedness == InteractionSourceHandedness.Left &&
obj.pressType == InteractionSourcePressType.Touchpad)

currentTool. TouchPadPressed(obj.state.touchpadPosition);

private void InteractionSourceUpdated(InteractionSourceReleasedEventArgs obj)

{

iIf  (obj.state.source.handedness == InteractionSourceHandedness.Right &&
obj.state.touchpadTouched)

currentTool. TouchPad(obj.state.touchpadPosition);

private void InteractionSourceReleased(InteractionSourceReleasedEventArgs obj)

{
if  (obj.state.source.handedness == InteractionSourceHandedness.Right &&
obj.pressType == InteractionSourcePressType.Select)
currentTool. TriggerReleased();
else if (obj.state.source.handedness == InteractionSourceHandedness.Right &&

obj.pressType == InteractionSourcePressType.Grasp)
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gripPressedRight = false;

iIf  (obj.state.source.handedness == InteractionSourceHandedness.Left &&
obj.pressType == InteractionSourcePressType.Select)

currentTool. TriggerReleased();
else if (obj.state.source.handedness == InteractionSourceHandedness.Left &&
obj.pressType == InteractionSourcePressType.Grasp)

gripPressedLeft = false;

Tool.cs

public abstract class Tool : MonoBehaviour

{
public abstract ToolType Type { get; }

public virtual void Activate()

{
gameObject.SetActive(true);

public virtual void Deactivate()

{
gameObject.SetActive(false);

public virtual void TriggerPressed() { }

public virtual void TriggerReleased() { }

public virtual void TouchPad(Vector2 input) { }

public virtual void TouchPadPressed(Vector2 input) { }



Eraser.cs

public class Eraser : Tool

{

public override ToolType Type

{
get { return ToolType.Eraser; }

[Header("'Eraser Settings™)]
public float eraseRadius = 0.1f;

public Transform eraseOrigin;

private bool isErasing = false;

private void TryErase()

{

Collider[] hits = Physics.OverlapSphere(eraseOrigin.position, eraseRadius);

foreach (Collider hit in hits)
if (hit. CompareTag("BrushStroke"))
Destroy(hit.gameObject);

public override void TriggerPressed()

{
TryErase();
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public override void TouchPadPressed(Vector2 input)
{
If (input.magnitude > 0.5f)
{
if (input.y > 0.5f)
eraseRadius += 0.05f;
else if (input.y < -0.5f)
eraseRadius -= 0.05f;
}
else if (input.magnitude <= 0.5f)
MiniMenuManager.Open(this);

Selector.cs

public class Selector : Tool

{
public override ToolType Type

{
get { return ToolType.Selector; }

List<VVRBrushStroke> strokes = new List<VRBrushStroke>();

List<Renderer> renderers = new List<Renderer>();

public float selectRadius = 0.1f;

public Transform selectOrigin;

private float touchPadTimer = Of;



private float holdDuration = 1f;

private void TrySelect()
{

Collider[] hits = Physics.OverlapSphere(selectOrigin.position, selectRadius);

foreach (Collider hit in hits)

{
strokes.Add(hit.GetComponent<VRBrushStroke>());

renderers.Add(hit. GetComponent<Renderer>());

if (hits.Length > 0)
MiniMenuManager.Open(hits);
}

public override void TriggerPressed()

{
TrySelect();

public override void TouchPad(Vector2 input)

{

If (renderers == null) return;
If (input.magnitude !=0)
{

touchPadTimer += Time.deltaTime;

If (touchPadTimer >= holdDuration)

{
float angle = Mathf.Atan2(input.y, input.x);
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float hue = (angle / (2 * Mathf.PI) + 1f) % 1f;
float saturation = Mathf.ClampO1(input.magnitude);

float value = 1f;

foreach (Renderer render in renderers)
if (render !'= null)

render.material.color = Color.HSVToRGB(hue, saturation, value);

}

else
touchPadTimer = 0;
}

public override void TouchPadPressed(Vector2 input)
{
If (strokes == null) return;
If (input.magnitude > 0.5f)
{
foreach (VRBrushStroke stroke in strokes)
if (input.y > 0.5f)
stroke.radius += 0.05f;
else if (input.y < -0.5f)
stroke.radius -= 0.05f;
else if (input.x > 0.5f)
stroke.form = PrimitiveShape.GetNextPrimitive Type(stroke.form);
else if (input.x < -0.5f)
stroke.form = PrimitiveShape.GetPreviousPrimitiveType(stroke.form);
¥
else if (input.magnitude <= 0.5f)
MiniMenuManager.Open(this);



touchPadTimer = 0;

Brush.cs

public class Brush : Tool

{
public override ToolType Type

{
get { return ToolType.Brush; }

[Header("Brush Settings™)]

public PrimitiveType form;

[Tooltip(*"Size (diameter) of the brush stroke™)]
public float size = 0.05f;

[Tooltip(“Color of the brush stroke™)]

public Color color = Color.white;

public GameObject strokePrefab;

public Transform controllerTransform;

private VRBrushStroke currentStroke;

private bool isDrawing = false;

private float touchPadTimer = Of;

private float holdDuration = 1f;



public override void TriggerPressed()

{
if (YisDrawing)
{
StartStroke();
iIsDrawing = true;
¥
}
public override void TriggerReleased()
{
if (isDrawing)
{
currentStroke = null;
isDrawing = false;
¥
¥

public override void TouchPad(Vector2 input)

{
If (input.magnitude !'=0)

{

touchPadTimer += Time.deltaTime;

if (touchPadTimer >= holdDuration)
{
float angle = Mathf.Atan2(input.y, input.x);
float hue = (angle / (2 * Mathf.PI) + 1f) % 1f;
float saturation = Mathf.ClampOZ1(input.magnitude);

float value = 1f;
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color = Color.HSVToRGB(hue, saturation, value);

}

else
touchPadTimer = 0;
}

public override void TouchPadPressed(Vector2 input)
{
If (input.magnitude > 0.5f)
{
if (input.y > 0.5f)
size += 0.05f;
else if (input.y < -0.5f)
size -= 0.05f;
else if (input.x > 0.5f)
form = PrimitiveShape.GetNextPrimitiveType(form);
else if (input.x < -0.5f)
form = PrimitiveShape.GetPreviousPrimitiveType(form);
¥
else if (input.magnitude <= 0.5f)
MiniMenuManager.Open(this);

touchPadTimer = 0;

private void StartStroke()

{
GameObject strokeObj

Quaternion.identity);

Instantiate(strokePrefab, Vector3.zero,
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currentStroke = strokeObj.GetComponent<VVRBrushStroke>();
currentStroke.form = form;
currentStroke.radius = size;
strokeODbj.transform.position = controllerTransform.position;
strokeObj.transform.rotation = controllerTransform.rotation;
strokeObj.tag = "BrushStroke™;

Renderer rend = strokeObj.GetComponent<Renderer>();
if (rend = null)

rend.material.color = color;

private void Update()

{
if (isDrawing && currentStroke != null)

currentStroke.AddPoint(controllerTransform.position);

public override void Deactivate()

{

base.Deactivate();

currentStroke = null;

VRBrushStroke.cs
[RequireComponent(typeof(MeshFilter), typeof(MeshRenderer))]

public class VRBrushStroke : MonoBehaviour

{
public float radius = 0.01f;
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public int radialSegments = 6;

public PrimitiveType form;

private List<Vector3> points = new List<Vector3>();

private Mesh mesh;

private void Awake()
{
mesh = new Mesh();

GetComponent<MeshFilter>().mesh = mesh;

public void AddPoint(Vector3 position)
{
iIf (points.Count == 0 || Vector3.Distance(points[points.Count - 1], position) >
0.01f)
{
points.Add(transform.InverseTransformPoint(position));
UpdateMesh();

public void UpdateMesh()
{

if (points.Count < 2) return;

int ringCount = points.Count;
int vertsPerRing = radialSegments;
List<Vector3> vertices = new List<Vector3>();

List<int> triangles = new List<int>();



for (int i =0; i <ringCount; i++)
{
Vector3 center = pointsJi];
Vector3 forward;
if (i <ringCount - 1)
forward = points[i + 1] - points[i];
else

forward = points[i] - points[i - 1];

Vector3 up = Vector3.up;

If (Vector3.Cross(forward, up).sqrMagnitude < 0.001f)
up = Vector3.forward,;

Vector3 right = Vector3.Cross(forward, up).normalized;

up = Vector3.Cross(right, forward).normalized,;

List<Vector3> section = PrimitiveShape.GenerateSection(form,
radius, right, up);
foreach (var offset in section)

{

vertices.Add(center + offset);

for (inti = 0; i < ringCount - 1; i++)
{
for (intj = 0; j < vertsPerRing; j++)
{

int current = i * vertsPerRing + j;
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int next = (i + 1) * vertsPerRing + j;
int currentNext = i * vertsPerRing + (j + 1) % vertsPerRing;

int nextNext = (i + 1) * vertsPerRing + (j + 1) % vertsPerRing;

triangles.Add(current);
triangles.Add(next);
triangles.Add(currentNext);

triangles.Add(currentNext);
triangles.Add(next);
triangles.Add(nextNext);

mesh.Clear();
mesh.SetVertices(vertices);
mesh.SetTriangles(triangles, 0);
mesh.RecalculateNormals();

mesh.RecalculateBounds();

MeshCollider collider = GetComponent<MeshCollider>();
if (collider == null)

collider = gameObject. AddComponent<MeshCollider>();
collider.convex = true;

collider.sharedMesh = null;

collider.sharedMesh = mesh;

public BrushStrokeData ToData()
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var data = new BrushStrokeData();
data.points = new List<Vector3>(points);
data.position = transform.position;
data.rotation = transform.rotation;
data.scale = transform.localScale;

data.color = GetComponent<MeshRenderer>().material.color; return data;

public void SetPoints(List<Vector3> newPoints)

{

points = new List<Vector3>(newPoints);

Primitive.cs
public enum PrimitiveType
{

Circle,

Square,

Triangle,

Star

public static class PrimitiveShape

{

public static List<Vector3> GenerateSection(PrimitiveType type, int segments, float

radius, Vector3 right, Vector3 up)
{



List<Vector3> section = new List<Vector3>();

switch (type)
{
case PrimitiveType.Circle:
for (int 1 =0; i <segments; i++)
{
float angle = 2 * Mathf.Pl * i / segments;
Vector3 offset = Mathf.Cos(angle) * right + Mathf.Sin(angle) * up;
section.Add(offset.normalized * radius);

}

break;

case PrimitiveType.Square:
for (int1=0; i <segments; i++)
{
float t = (float)i / segments;
float x = Of, y = Of;
if (t <0.25f)
{
X = Mathf.Lerp(-1, 1, t / 0.25f);
y=-1;
}
else if (t < 0.5f)
{
x=1;
y = Mathf.Lerp(-1, 1, (t - 0.25f) / 0.25f);

¥
else if (t <0.75f)

{



x = Mathf.Lerp(1, -1, (t - 0.5f) / 0.25f);
y=1,
b
else
{
x=-1;
y = Mathf.Lerp(1, -1, (t - 0.75f) / 0.25f);
b

section.Add((x * right + y * up).normalized * radius);

}

break:

case PrimitiveType.Triangle:

for (int 1 =0; i <segments; i++)

{
float t = (float)i / segments;
float angle = 2 * Mathf.P1 * t;
float adjusted = Mathf.Floor(t * 3) / 3;
angle = 2 * Mathf.PI * adjusted;
Vector3 offset = Mathf.Cos(angle) * right + Mathf.Sin(angle) * up;
section.Add(offset.normalized * radius);

}

break;

case PrimitiveType.Star:
for (int1=0; i <segments; i++)
{
float angle = 2 * Mathf.PIl * i / segments;
float r = (1 % 2 == 0) ? radius : radius * 0.5f;
Vector3 offset = Mathf.Cos(angle) * right + Mathf.Sin(angle) * up;
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section.Add(offset.normalized * r);

}

break:

return section;

by
public static PrimitiveType GetNextPrimitiveType(PrimitiveType current)

{
PrimitiveType[] types = (PrimitiveType[])Enum.GetValues(typeof(PrimitiveType));
int index = Array.IndexOf(types, current);
index = (index + 1) % types.Length;
return types[index];

}

public static PrimitiveType GetPreviousPrimitiveType(PrimitiveType current)

{
PrimitiveType[] types = (PrimitiveType[])Enum.GetValues(typeof(PrimitiveType));
int index = Array.IndexOf(types, current);
index = (index - 1 + types.Length) % types.Length;

return types[index];

ToolType.cs
public enum ToolType
{

Brush,

Eraser,

Selector
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MenuManager.cs

public class MenuManager : MonoBehaviour

{

public static GameObject menuCanvas;

public static bool menuVisible = false;

private void Update()
{

menuCanvas.transform.position = Camera.main.transform.position +
Camera.main.transform.forward * 1.5f;

menuCanvas.SetActive(menuVisible);

SaveManager.cs

public class SaveManager : MonoBehaviour

{

private string savePath;

private void Awake()

{

savePath = Application.persistentDataPath + "/drawing.json";

public void SaveAll()

{
var allStrokes = GameObject.FindGameObjectsWithTag("'BrushStroke");



var saveFile = new SaveFile();

foreach (var obj in allStrokes)
{
var stroke = obj.GetComponent<VVRBrushStroke>();
if (stroke !=null)
saveFile.strokes.Add(stroke. ToData());

string json = JsonUtility. ToJson(saveFile, true);
File.WriteAllText(savePath, json);
Debug.Log("Saved to: " + savePath);

public void LoadAll(GameObject strokePrefab)

{
if ("File.Exists(savePath))

{
Debug.LogWarning("Save file not found");

return;

string json = File.ReadAllText(savePath);

var saveFile = JsonUtility.FromJson<SaveFile>(json);

foreach (var data in saveFile.strokes)

{
GameObject obj = Instantiate(strokePrefab);

obj.tag = "BrushStroke";



obj.transform.position = data.position;
obj.transform.rotation = data.rotation;

obj.transform.localScale = data.scale;

var stroke = obj.GetComponent<VVRBrushStroke>();
it (stroke !'=null)
{
stroke.SetPoints(data.points);
stroke.UpdateMesh();

obj.GetComponent<MeshRenderer>().material.color = data.color;

Debug.Log("Loaded from: " + savePath);

SaveFile.cs
[Serializable]
public class SaveFile

{

public List<BrushStrokeData> strokes = new List<BrushStrokeData>();
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JTOJIATOK B

Tekcr 3anucku README, mo nogaerbest 1o nporpamu
VAt — ue mnporpamHe 3a0e3NnedeHHs g TPUBHMIPHOTO MaJlIOBAaHHS Y
CEepeJOBUIIll BIpTyallbHOI peaibHOCTI, pO3pOOJICHUN y pamMKaxX JUIUIOMHOI pOOOTH.
[Iporpama m03BOJSIE KOPHCTYBaueBl MaiiOBaTH OO ’€MHI KpHUBI 3a JOMOMOTOIO
koutposiepiB Windows Mixed Reality, 3mintoBatu ix mapamerpu (Koip, TOBIIUHY),
30epiraT pe3yabpTaT 1 B3aeMOJ1ATH 3 1HTepdeiicoM y VR-cepenoBuii.
OcHoBHI1 (QyHKIIIT:
e MamoBanHsa 3D-KpuBHX y BIpTyajabHOMY MIPOCTOP1
e [HcTpymenTH: nier3ens (Brush), rymka (Eraser), cenexrop (Selector)
e [uTyiTUBHMI iHTEepdeiic KopucTyBaya 3 raycast-HaBiraiiero
e BisyayibHi MiIKa3K1 AJis1 3py4YHOr0 KEPYBAHHS
e 30epeKeHHS 1 3aBaHTAKECHHA MPOEKTIB y hopmarti JSON

e Ilinrpumka Windows Mixed Reality rapuityp

Bumoru 1o cucremu:
e Windows 10/11
e [‘apuitypa WMR
e [linkiroueHi KOHTPOJIEPH PYXY

e GPU 3 miarpumkoro VR

VYcTaHOBKa 1 3aIyCK:
® 3aBaHTaXUTH YCTaHOBHUK.
e BcraHoBUTH IIpOrpamy CiiJytouu BKa3iBKaM B YCTAHOBHUKY.
e VYBiMkHyTH rapHitypy WMR Ta nepexkoHaTucs, 110 BOHA M1JKIOYEHA.

e 3anyctutu ¢aitn VArt.exe.

daiiu TpoeKTIB 30€piraroThCsi aBTOMATUYHO Y MAIIll 3 TPOrpamoro.

IV Art/Saves/[your_save files]





