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PE®EPAT

[TosicHrOBaJIbHA 3amucKa 10 KBaidikariiHoi podotu marictpa: 91 c., 3 Tabn.,

52 puc., 2 nox., 17 mxepen.

JIOIIOBHEHA PEAJIBHICTH, PYX TPAHCIIOPTHUX 3ACOBIB,
MOBUIbHUI ITPUCTPIN, UNITY.

OO0’ exT HOCHIIKEHHS — Bi3yasi3allis pyxXy TPaHCIIOPTHUX 3aCO0iB.

[IpeameT nocimikeHHS — OporpaMHe 3a0e3MedeHHs Ui Bizyali3aulli pyxy
TPAHCIIOPTHUX 3aC001B HA MOOLTELHOMY MPHUCTPOI.

Meta poOOTM — CTBOpPEHHS MPOrPaMHOr0 3aCTOCYHKY Ha MOOLIbHUMN
IPUCTPIH, 110 Bi3yali3ye pyX TPAaHCHOPTHHUX 3aCO0IB 3a JIONMIOMOTOI KpHBUX besbe y
JIOTIOBHEHIH peasbHOCTI.

Marepianu, MeToAM Ta TEXHIYHI 3aco0M: CTPYKTypHE Ta 00’ €KTHO-
OpIEHTOBaHE MpOTrpaMyBaHHs, MOBa mporpamyBaHHsi C#, KpociiaTGOpMHUI ITPOBHIA
pyuii Unity.

Pesynpratn. CTBOpEHO MNpPOTpaMHUN 3aCTOCYHOK, KEPOBaHUW MOOUIEHUM
PUCTPOEM, SIKHI Y TOTIOBHEHIM peasbHOCTI Bi3yasi3ye MepeMillieHHs] TPAaHCIIOPTHUX
3ac00IB MO CHElialbHUM MapKepam, [Ki pPO3MI3HAIOThCS KaMepow TOTO Camoro
MOOLUIBHOTO TIPUCTPOIO.

HaykoBa HOBH3HA OTpUMaHUX pe3ybTaTiB. OTpUMAHO MOJANBIINNA PO3BUTOK
aNTOPUTM MOOYA0BU KpUBUX be3be A MpoKIagaHHs ONTUMATBHOI TPAEKTOPIT pyXy
TPAHCTIOPTHOTO 3aC00Y y IOMOBHEHIH PEAIbHOCTI.

[IpakTyHa 3HaYUMICTh pPe3yNbTaTiB. Po3po0seHOo mporpaMHuil TPOIYKT AJis
Bi3yasizarlii mepemimieHHsi 00 €KTIB 3 OJJHOTO MICIS B 1HIIE 32 TPAEKTOPIEID KPHUBOI
be3ne B 00X11 BCTAHOBJIIEHUX MMO3HUIIIHA.

['amy3p BHKOpUCTaHHS — IHTEPAKTUBHE TMPEACTABICHHS TEPEMIIICHHS
BIICHKOBOT TEXHIKM a00 IHIIIMX TPAHCIIOPTHHUX 3aCO0IB Yy JOKJIAIaX MO0 NESIKUX JIii,

Ha YpOKax y IIKOJI Ta Mapax B YHIBEPCUTETAX.



ABSTRACT

Explanatory note to the master's qualification work: 91 pages,

52 figures, 3 tables, 2 appendixes, 17 sources.

AUGMENTED REALITY, THE MOVEMENT OF VEHICLES, MOBILE
PHONE, UNITY.

Object of study is a representing the movement of vehicles.

Subject of study is application for calculating and representing the movement
of vehicles on the mobile device.

The purpose of the work is to create a software application for a mobile
device that visualizes the movement of vehicles in augmented reality.

Materials, methods, and tools: structured and object-oriented programming, ,
mobile device running any operating system, programming languages C#, cross-
platform game engine Unity.

Results. Created a software application controlled by a mobile device, which
in augmented reality visualizes the movement of vehicles on special markers that are
recognized by the camera in this mobile device.

Scientific novelty of the obtained results. The algorithm of construction of
Bezier curves for paving of an optimum trajectory of movement of the vehicle in
addition to a reality is further developed.

Practical significance of the results. Developed a software product to
automate the visualization of the movement of objects from one place to another
along the trajectory by the Bézier curve bypassing the established positions.

The field of use is a interactive presentation of the movement of military
equipment or other vehicles in reports on certain actions, in school lessons and at

universities.
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HEPEJIIK CKOPOYEHDb TA YMOBHMUX IIO3HAK

AR —augmented reality;

IDE - integrated development environment;
SDK  —software development Kit;

VCS  —version control system;

VR — virtual reality;

I13 — IIporpaMHe 3a0e3MeYeHHS;

T3 — TPAHCIIOPTHI 3aCO0H.



BCTYII

Ha croromnimHiii aeHb OyIb-IKWNA KUTTEBHM Mpoliec BiAOYBAEThCS dYepe3
KOMYHIKAI0 Jrofe. Mu CHiIKyeMOCh, >KECTUKYIIOEMO, SKIIO MOTPIOHO IIOCH
NPEICTAaBUTH a00 TMOSICHUTH, MA MOKEMO BUKOHATH CXEMaTH4YHI PHCYHKH, HaJaTH
rpadiuHe 300pakeHHA. Y HOBMHAaX, Ha YpoKaX, 4dacTime ICTopii, TaKOX
BUKOPHCTOBYIOTh BiJICO: JIOTIOBIAb 1HINOI JIOJWHU, MajdbOBaHI a00, 3HOBY X TaKH,
CXeMaTHU4HI aHiMaIlli, apXiBHI 3oMKH 1 1HIIE. [HhoOpMaIlis B TAKOMY BHUTJISII Kpallie
3aCBOIOETHCS Ta 3amaM SATOBYETHCS, aHDK MPOCTO TEKCTOBAa YM TOJ0COBa. TOX, e
JTUTUIOMHHUM TIPOEKT MOKE€ BUKOPHUCTOBYBATHUCH Yy OyAb-sikiii cdepi, e MOTpiOHO
MOKA3aTH MEPEMIIIEHHS SKOTOCh 00’ €KTY 3 OJHIET TOUKH B 1HIIY B 00X1J TPETHOI, a
o6 1e Oyno Ie Mikaimie, - 00’€KT, IO MEPEeMIIIye€ThCs, BIIOOPAKYeEThCS Yy
JIOTIOBHEHI# peanbHOCTI. Hampukinaza, mkomnsipam, 1ie 6 Oyno ToyHo 1mikaBo. I mpu
IIbOMY HE MOTPiIOHO MIOCh MATIOBATH YM MOHTYBaTH. [ B3aeMoii 3 mporpamoro
MOTPIOEH JUIIE MNPUCTPIA 3 KaMeporw Ta MITKH, $KI BIAMNOBIJAIOTh THM, IO
3aIporpaMoBaHi Yy CUCTEMI.

Mera guniomHoi  kBamidikaiiiHoi poOOTH Marictpa €  po3pooOka
IPOrpaMHOTO  3aCTOCYHKY Ha MOOUIBHMH MPUCTpid, M0 Bi3yamidye pyx

TPaHCIOPTHUX 3aC00IB Yy JOMOBHEHIN peabHOCTI.
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1 AHAJII3 IPEJIMETHOI OBJACTI

1.1 TexHouorii BipTYaJbHOI peajbHOCTi

BipryanbHa peanbHiCTh — 1€ Uy/I0Ba MOXKJIMBICTb MHTTEBO MEPEHECTUCS B
1HIIIE cepeoBUIIe, OTPUMATH SCKpaBi BpaXKCHHsI Ta HA0YTH HE3BUYAWHOTO JOCBIiy. |
X04a TEXHOJIOTis BIPTYallbHOI peabHOCTI JIUIIE HENOAaBHO YBIWIIUIA B HAIIIE YKUTTS,
cama BOHA JIaJIeKO HE TaKa HOBa, SIK MOkHa Oyino 6 ouikyBatu [1]. e y 1838 pori,
70 TOSBM MepuuxX KOMI'toTepiB, Yapnp3d VYiTcToyH BUHAHIIOB mnepuii (hopMmu
crepeockomny (puc. 1.1), sSKuii BUKOPHCTOBYBaB MOKJIMBOCTI 3M10HOCTEH MO3KY
MOEHYBAaTU JIBA CIA0KUX Ta PI3HUX 300paK€HHS B OJIHE, 130JII0IOYM 3MIIIaHy
KapTUHKY HaJl KOXXKHUM OKOM, CTBOPIOIOUM TpboXBUMIpHHUH edekT. L{ikaBo, mo Taki
npoayktu sk Google Cardboard, VR Mo0OinbHHX TenepoOHIB BUKOPHUCTOBYIOTH
npuOIU3HO 1AEHTUYHI 3 TaKUM CTEPEOCKOIIOM METOJU NIl CTBOPEHHS I'IMOMHHOTO

CCHCY 300paxKeHsb [2].

Pucynok 1.1 — Crepeockor [2]
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3 PO3BUTKOM TEXHOJIOTIA TMOYadM 3 SIBIATHCA pedl, SKI caMme MeperyBalu
CHOTOJHINIHIM, 3pO3yMUIMM JJisi HAcC, MPUCTPOSIM BIPTyallbHOI peanbHOCTI. Tak,
Harnpukiazg, y 1929 poui Easin JliHk BUHANIIOB nepmiuii cuMynaTop nojboTiB. Bin
OyB MpU3HAYCHUM 7151 6€3MEYHOr0 Ta €(PEKTUBHOTO HAaBUYAHHS IMJIOTIB, 3aB/ISIKA YOMY
HUM ckopucTanucs mnoHaa 500 TuCsSY aMepUKaHChKUX JIBOTYMKIB mia 4vac Jpyroi
CBITOBOI BIiHH, @ TaKOX MIJIOTIB MPAKTUYHO YCIX IHIIUX HAIlH, M0 Oyau 3amydeHi y
BiiiHI. Tpenaxep Jlinka 3MiHIOBaB TaHTaX Ta KPEH Y BIAMNOBiIb Ha 3MiHY MJIOTOM
MO3UIIIA eJeMEeHTIB KepyBaHHA. [lompu BiACYTHICTh TOBHOIIIHHOI Bi3yaJIbHOI
nepcrektuBd, Link Trainer Bce X Taku JAEMOHCTPYBaB II€BHE 3aHYPEHHS Y
BIpTyaJIbHE CEPEIOBHILE Ta JI03BOJISIB JOCATHYTU MEBHUX PE3YJIbTATIB IIBUJIKUM Ta
€KOHOMIYHUM CIIOCOOOM [2].

Ha pucynky 1.2 300pakeHo nepiivii CUMYJISITOP MOJIbOTIB.

[Ticns Toro Oymno mie 6araTto pi3HUX BapiaHTIB, MPHUKJIAAIB, PO3POOOK, aje
MIepIII CIOXKUBYI MPUCTPOT, sIKI CTAJIM CXOXK1 1 BUTJISIOM 1 TEXHOJIOTIEI0 Ha T€, 1110 MU
Ma€EMO ChOTOJIHI, moyanu 3’ BiasaTHcs B 1990-x pokax. ¥ 1994 poui, riranT Bizneoirop
Sega mpexacraBwia rapHiTypy Sega VR mis apkagHux irop, pa3zoM 3 IIOJIOMOM

BIpTYyaJbHOI peaJbHOCTI, CTEPEO HABYIIHMKAMH, 1 TTPOCTUM IHEPLINHUM AATYHMKOM
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JUTA IPUMITHUBHOTO BIICTEKEHHS PyXiB TOJIOBOIO. AJle 1Iel akcecyap Tak 1 3aIHIINUBCS

npotortumiom (puc. 1.3) [2].

Pucynok 1.3 — Sega VR[2]

[le OyB mepiuii BETUKHIA MPUKIAJ OaKaHHS BEIMKUX ITPOBHUX KOMIIAHIN
MpaIoBaTi 3 BIPTYaJIbHOIO PEANIbHICTIO, ajie¢ He ocTaHHii. Hampukian, micis Toro
Nintendo y 1995 poui anoncyBana takuii xe npuctpid Virtual Boy, sikuil Takox
MIPOBAJIMBCS SIK MPOEKT.

Ha croromni HaWBiAOMIIIMMH TaKUMH MpoAykTaMu €, Hampukiaa, Oculus,
Valve, HTC.

Ha pucynky 1.4 306paxeno moisiom 3 koutposiepamu Oculus Quest.

Pucynok 1.4 — Cyuacuuii mosom 3 koHTpoaepamu Oculus Quest [2]
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Cdepu BUKOPUCTaHHS TaKUX MPOIYKTIB JyKe pi3HOMaHITHI. Maemo 6e3miu
Irop pi3HUX >KaHPIB, BIPTyalbHI €KCKYpCii: NMPUMIIICHHS YCTAHOB, 3aMKH, BYJIHIII,
BIITBOPEHHI 1CTOPUYHI JIOKaIlii. Takok TaKuM YMHOM OYyJyIOTh TPEHAXKEPHU: 3HOBY XK
TakW, 10 YIPABIIHHIO JIITaKOM, MPOBEACHHA MEAMYHUX olepalliii, abo TpeHyBaHHS
TEXHOJIOTIYHUM TIpollecaM Ha MianpueMcTBaM. Takuil MiAXiA 3MEHIIye BUTpPATH
KOMIIaHi}, 3HIKYE MOTEHIIMHI PU3MKH BiJl HEBIAd, MOJETIIye HAaBYAHHS JIOJCH y
BIJIMTOBITHIN TaTy31.

Byxe 3apa3 BiATOUYIOTH TEXHOJIOTI, 32 JOMOMOTIOI0 SKHX MOKHA BiJJaleHO
KEepyBaTH CIEUialbHUMHU POOOTaMu, HANpUKIAJ 3HEMIKOJDKEHHS MiH, Aemto. Tomy

IICPCIICKTUBH Ta KOPUCTH 3HAYHA.

1.2 TexHoJ10Tii JONTOBHEHOI pPeaJbHOCTI

Ak 1 y BuUDAAKy 3 BIPTYaJbHOIO pEAJbHICTIO, JIONOBHEHA IOYHHAE
PO3BHUBATHUCh 1€ 33J0BrO /10 ChOTOJHIMHBOrO AHs. [lepmia 3rajgka mpo AONOBHEHY
peanbHICTh cXoauTh 10 1950-x pokiB, koau kiHemaTorpadict MopToH Xelsir 1yman
PO PO3BUTOK KIHO 1 3AJIy4€HOCTI IJIs/1aya 3a paxXyHOK BUKOPHCTAHHS BCIX MOYYTTIB
moaunu. 1y 1968 poui CazepiieHs CTBOPUB NEPIILY TaKy CUCTEMY 3 BUKOPUCTaAHHSIM
OIITUYHOTO MTPO30POTO TUCTLIES 3 TOJIOBHUM KpiruteHHsM [3].

[lepiia cucrema IOMOBHEHOT pealibHOCTI 300pa’keHa Ha pUCYHKY 1.5.

Pucynox 1.5 — Ilepmia cuctema J0MOBHEHOT peaTbHOCTI
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Hactymaum excriepumeHnTatopoM y cepi momoBHEHOI peanbHOCTI ctaB CTiB
Mann, skuii BuHaimoB B 1980 pormi nepmuii AR-mpuctpiif, sikuii Mo)kHa OYJ10
HOCUTH Ha rosioBi. BiH He OyB 3pydHuM, aje JO3BOJISIB HAKJIAJaTH Ha pealibHY
KapTUHKY TEKCT 13 300pa)keHHs, M0 30epirajocss B MOPTaTUBHOMY KOMII IOTEpl
3axX0BaHOMY B MmopTdelti BurpooOyBaua [3].

[lepuri 3amymenHi y BUpoOHUITBO NpUCTpoi AR mpu3Havanucs 30BCiM HE IS
po3Baru. Tak, 3 MOMEHTY BUHAxO/y ii BUKOPUCTOBYBAJIU Yy BIIICBKOBOMY CEKTODi, 1€
BOHA OTpUMasia HaiOuIbll cTpiMKUM po3BUTOK. Super Cockpit npencrasisiB co0oro
MpOAyMaHy CHCTEMY JOMOBHEHOI peanbHOCTI Uil MuToTiB. CreuianbHUil MIOJIOM
BUBOJMB B I0JIE 30py JbOTYMKA TEKCT, 10 MICTHB BCIO HEOOXIAHY JAJSl IIBHIKOIO
NpUIHATTS pilieHb iHPopManio. Hanani 6ynu po3pobiieHi takoxxk AR-iHTepdeiicu
JUIS yIIpaBIIiHHSA oJs0TaMu [3].

HamiBripo3zopuit  aucruieii 3 BHUBEICHOI 1H(OpMaIli€lo 300pakeHO Ha

pucyHky 1.6.

2992 v

Pucynox 1.6 — HaniBripo3opuii qucruieit 3 BUBEIEHOIO 1H(popMaIliero

AR crana noctynoBo HaOyBaTH MOMYJISIPHOCTI, MPOHUKAIOYM B HOB1 chepH

KUTTA. Hanpuknan, 3’ aBUJIKMCS HEPII IMPH 3 3aCTOCYBAHHSIM JIOIIOBHEHOI PeaIbHOCTI
2
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1 cyMDKHUX TexHojorid. Ilim wyac 3amWcy CHOPTMBHUX MAaT4iB CTald
BUKOPUCTOBYBATH 00JIaTHAHHS, SKE JICMOHCTPYE TPAEKTOPIiI0 pyxy M’sua [3].

TepMiH «JIOMOBHEHA PEAIBHICTH», WMOBIPHO, OyB 3alpONOHOBAHMIA
nociigaukamu kopropaiii Boeing Tomom Kogemnom (Tom Caudell) y 1990 pomi. |
TPaKTYBaJIM 1i SIK pe3yJbTaT BBEACHHS Y IOJIe CIPUUHATTSA OyAb-SKUHA CEHCOPHMX
JaHUX 3 METOI0 JIOMIOBHEHHS MaHMX MPO OTOYEHHS 1 TOJINIICHHS CIHPUUHSATTA
iHpopMmartii [4].

IcHye KiIbKa 1HIIMX BU3HAYEHb JIOMOBHEHOT PeaIbHOCTI. 30KpeMa, TOCIHITHUK
Ponanbn Azyma (Ronald Azuma) y 1997 pori Bu3Ha4uB ii sIk cCUCTEMY, sSIKa:

—  3MIIIYE BIpTyajbHE 1 peasibHE;

—  B3aEMO/II€ y pealbHOMY Yaci;

—  mpauoe 3 3D.

Texnonoris AR 3pyuna 1 gocutb OararoyHKIIOHajdbHA. 3 ii JIONOMOTOIO
MOXXHAa WIBHUJKO TMepenaBatu 1H(opmallio, JAEeMOHCTPYBaTH pOOOTY MEXaHI3MiB,
BJIAIITOBYBATU KpEaTHBHI Mep(OpMaHCH 1 CTBOPIOBATH OPUTIHAJIbHI OHJIAWH-ITPH.
[Ile omna BaxkiuBa (PyHKIIIS JOMOBHEHOI pealibHOCTI — 30epexeHHs OromkeTy. AR
J03BOJISIE €KOHOMHUTH Ha PI3HUX pecypcax, MOYMHAIOUM 3 Tamnepy 1 3aKiH4ylouu
KaapaMu. MeauuuHa, BiiiICbKOBAa MPOMUCIIOBICTh, PITEI 1 IrpoBa 1HAYCTPISA: y BCIX
ux cepax B IOMOBHEHOI peabHOCTI Maca nepesar [3]. Hanpukan, neski KommnaHii
BUTOTOBJICHHS OJSTYy, HOCHUMHUX aKcecyapiB, MeOJiB BUKOPUCTOBYBAIU IO
TEXHOJIOT1I0 HAJal4h CBOIM KJII€EHTaM 3aCTOCYHOK Ha MOOUIbHHMH TenedoH, 3a
JIOTIOMOT'O0 SIKOTO BOHHM MOTJIM TIPUMIPATH Ha c001 peul abo po3TamioByBatu madw,
Kpiciia TOILO Y CBOIX MPHUMIIIEHHSIX 3a JOMOMOTOK CBOI0 MOOUIBHOrO TenedoHy Ta

HasIBHOI KaMepu B HbOMY, BiJIOBIIHO.
1.2.1 Orasig npucTPoOIiB J0NMOBHEHOI PeasIbHICTh
Ax 3ragyBanocs padinie, AaHa TEXHOJIOTISI BUKOPHCTOBYETHCS Ha PI3HUX

CUCTEMaxX, NPUCTPOSX, A pi3HUX UIed. [lo mpucTposM MOXXHA BUIUIUTH TpH

3arajgbHI1 TPyNu: MOOUTBHI PUCTPOI, CTaIllOHAPHI MPUCTPOI Ta CIelialibHI 3aCO0u.
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Jlo MOOIIBHMX MPUCTPOIB BITHOCATH IUIAHIIETH, CMAapT(OHH, OKYISPH
JIOTIOBHEHOI PEaIbHOCTI, JIIH3U JOTIOBHEHOI PEabHOCTI.

Ha mnmanmern 1 cmapTdhoHH Mae OyTH BCTAHOBJICHO CIIeIliali3oBaHE
MpOoTrpaMHe 3a0€3MEUCHHS.

Oxynsipy JIOMIOBHEHO1 PEeaNibHOCTI — 11€ OKPEMHUU MOBHOLIHHUM TPUCTPIH,
po3po0ieHuit  Oe3mocepenubo st podotm 3 AR. Bonu BMilOTh mpo€eKTyBaTH
rojorpamMu Ta 1HGOpPMAII0 Yy peaJbHUN MPOCTIp, aje HEe MPUB’SI3YIOThCA 10 IX
b13uyHuX 00’€kTiB. DAKTUYHO, 1I€ MPOCTO €KpaH Iepes ounma. HaiOinmbin Bigomi
okymsipu Google Glass, Vuzix Blade, Epson Moverio, Sony SmartEyeglass. Ille €
Taki okyisipu, sik Microsoft HoloLens, Magic Leap One u Meta 2, ane 1e Bxke
OKYJISIPH 3MIIIAHOT peaIbHOCTI, TOOTO BOHH JI03BOJISIIOTH MPALIOBATH 3 BIPTyaJIbHUMU
00’eKTamMu, IPUB’ I3aHUMHU JIO peabHOro CBIiTY [4].

JIiH3u nas JONOBHEHOI PeajbHOCTI MOKHM WIE€ JIMIIAIOThCS TEXHOJOTIERO
MaiOyTHHOr0. PO3pOOHMKHM MparHyTh MEPETBOPUTH JIIH3M y MPO30pUN €KpaH, 10
MICTUTh CUCTEMY YIIPABIIIHHSA, MIHIATIOPHY KaMmepy, aHTEHY, CBITJIOAIONM Ta 1HIII
OITOEJIEKTPOHHI KOMIIOHEHTH. 30KpeMa, KOMIaHis Samsung BxKe Iojana MaTeHT Ha
«pPO3YMH1» KOHTAKTHI JIIH3U, pOOOTH Yy LIbOMY HampsIMKy Bezae 1 kommadiss Google.
AuJte Ha pUHOK MOIIOHI TPUCTPOT BUIIYTH He paHiiie, Hix 5-10 pokis [4].

CraiioHapHUMHU TPUCTPOSIMU MOXYTh OyTH TeNIEeBI30p, €KpaH KOMII I0Tepa,
irpoBuii komm’torep tumny Kinect. Ha ekpan TeneBi3opa BUBOAUTHCS BXKE JOIOBHEHE
300paskeHHs! (0cOOJIMBO YacTo 11e OyBae il Yac TPAHCIAIIT PyTOONTBHUX 1 XOKEHHUX
MaTyiB), NPUKIA] AJi1 KoMl toTepa — Kaptu Google B pexxumi «Satellitey, konu Ha
CYNyTHUKOBHI 3HIMOK HAaKJIaJalOThCS Ha3BU BYJIWIBb 1 BHU3HA4YHI Mici. IHOMmI
BUKOPUCTOBYIOTHCSI MUPOKOGOPMATI €KpaHHU, a TaKOXK MPOEKIIIiHI CUCTEMH, 3/1aTHI
HaKJIaJaTi 300paKeHHS HE JIMIIE Ha CKPaHU, ajie i Ha OyIb-sKi moBepxHi [4].

Jlo crmemiaabHUX 3ac00iB BIHOCATH, HAINPHUKIAM, CIEIiali30BaHl ITOJIOMHU
BIMChKOBUX MUIOTIB. Ha CKJIO 110JI0Ma BHBOAWTHCA HEOOXiJHA MUIOTY Ba)KJIMBa
iH(dopMarlis 1 BIH MOKe CIpUUMATH ii, HE TIEPEBOJIAYN OIS HA MaHelb IPUIIaIiB,

THUM CaMHUM €KOHOMJISTYM JTIOPOTOIIHHI CeKyH/IU. baraTo 3 mogiOHUX CUCTEM J103BOJISIE



17

3MIACHIOBATH BKa3aHHS LIl IIJISXOM MOBOPOTY TOJIOBU YH PYyXOM OYHHX SOIyK
nijgoTa.

Ha 3axucHOMy CKJIi «pO3yMHOTO IIIOJIOMa» MOXe OYyTH BijoOpakeHa
MIBUAKICTh MOTOLIMKITY, MapIIpyT, TEKCTOBI MOBIAOMJICHHS 1 6araTo iHImoro. CXoxy
TEXHOJIOT1I0 BUKOPUCTOBYIOTH 1 Il BigoOpaxkeHHs iHdopMalii Ha J000BOMY CKIIi

aBTOMOOLIS [4].

1.2.2 Buau 1010BHEHOI peajibHOCTI

JlomoBHEHa peasibHICTh OyBae€ YOTHPHOX THIIIB: Ha OCHOBI Mapkepi, 0e3
MapKkepiB, Ha OCHOBI MpoekIlii Ta AR Ha ocHOBI HaknagaHHs. J[aBaiiTe po3riasiHEMO 1X
10 OJJHOMY B JI€TaJISIX.

VY BUMaJIKy MapKEpHOTO TUITY, MapKEP € OCOOJIMBUM Bi3yaJIbHUM 00'€KTOM, SIK
cnenlagbHui 3HaK abo mock iHme. Kamepa BHUKOPHUCTOBYIOTHCS AJIA 1HILIFOBAHHS
3D-tudpposux animariii. Cucrema Oyae OOYMCITIOBATH OPIEHTAII0 Ta MO3MUIIIIO
npUCTporo, 100 edekTuBHO mo3uiioHyBaTH BMIcT [5]. [lpukimagom Moxe OyTH,
3raJlaHvii BHUILlE, 3aCTOCYHOK Il PO3MIIIEHHS MeOJiB, SKUM 300pakeHO Ha

pucysky 1.7.

(@ Measure and Texture

Pucynok 1.7 — 3acTocyHOK Ha MOOUTEHHI MPUCTPIiA JJIs1 pO3TallyBaHHs MeOIiB [5]
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JloroBHEeHa peajbHICTh 0€3 MapKepiB BUKOPHUCTOBYETHCS B Mporpamax Jis
noJiiif, 6i3Hecy Ta HaBiraiii, HampUKIaa, TEXHOJOTiS BUKOPUCTOBYE 1HGOpPMAIIiIO HA
OCHOBI MICLE€3HAaXO/KEHHS JUIsl BA3HAUEHHS TOT0, SIKUI BMICT KOPUCTYBau OTPUMYE
abo 3HaxoauTh y TeBHIW obOmacti. Bin moxe BuxopuctoByBatu GPS, xommacu,
TIPOCKOIM Ta AaKCEeIepOMETPH, SK 1€ MOXXHAa BHKOPHUCTOBYBAaTH Ha MOOUIBHUX
tenedonax [5]. [Ipukinagom € momyisgpHa, HE Tak AaBHO, MoOUThEHA Tpa — Pokemon

Go (puc. 1.8).

Pucynox 1.8 — Pokemon Go

JIP Ha OCHOBI MPOEKTY BUKOPUCTOBYE CHHTETUYHE CBITJIO, IO MPOEKTYETHCS
Ha (I3UYHI MOBEPXHI, 1100 BUSABUTH B3aEMOJIII0 KOPHUCTYBadya 3 MOBEpXHsSIMU. BiH
BUKOPHUCTOBYETHCS Ha TOJOrpaMax, TakuX sIK Y "30psHUX BiHAX' Ta 1HIIMX HAyKOBO-

(dantacTuyHuX QiapMmax (puc. 1.9).
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Pucynox 1.9 — Ilpoekiiist meua B AR-TapHITYpi Ha OCHOBI POEKTY

VY BUMNAJIKy HaKJIQJaHHS OPUTIHAJIBLHUN MIPEIMET 3aMIHIOETbCS 301JIbIICHHSAM,
MOBHICTIO 200 yacTkoBO. HaBeneHuii Hibkue MPUKIIA] 03BOJSIE KOPUCTyBadyam
PO3MIIITyBaTH BipTyasbHI MIPEAMETH MEOITIB HAJl 300pakKeHHSIM KIMHATH 31 IITKAJIOI0 B

3actocyHky IKEA Catalog (puc. 1.10).

Pucynox 1.10 — [Ipukinan 1onoBHEHOT peaqbHOCTI HA OCHOBI HAKJIAaHHS
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1.3 MeToau JIOTiCTHKHM TPAHCIIOPTHHX 32c00iB

TpancnopTHa JOriCTHKAa — II€ CHCTeMa IO Oprasi3alii JOCTaBKH, a came
MepeMileHHsT OyIb-IKHUX MaTepialbHUX MPEAMETIB a00 PEUYOBHH 3 OHIET TOYKH B
IHIITY 32 ONTUMaJIbHUM MapuipyToM. OJUH 13 OCHOBOMOJOXHHUX HAIPSIMKIB HayKd
IpO YOpaBliHHA 1HQOpPMAIIHUMH 1 MaTepialbHUMU IMOTOKAMH Yy TPOIECi pyxXy
ToBapiB. ONTHUMAIFHUM BBa)KA€THCS TOM MapLIPYT, O SIKOMY MOXJIMBO JOCTaBHTU
JOTICTUYHUN 00 ’€KT B HaWKopoTill TepMiHu (abo mependayeHi TEpPMIHH) 3
MiHIMaJIbHUMH BUTpaTaMH, a TAKOXX 3 MiHIMAJIbHOIO IIKOJOI0 JUIsl 00’ €KTa JOCTABKH.

[TpenMeToM BUBUEHHSI TPAHCHOPTHOI JIOTICTUKH €: MUTaHHS, 10 CTOCYIOThCS
TPAHCIIOPTY SK JAHKU JIOTICTUYHOI CHCTEMH, I1H()OpPMALIMHOrO Ta TpPaHCHOPTHO-
eKCIEeIMLIMHOr0 3a0e3MeYeHHs JOTICTUKH, METOIB PO3B’sA3aHHS TPAHCIOPTHUX Ta
PO3MOJUIBHUX 337ady, BHOOPY MEpEeBI3HMKAa BaHTaka 1 MOCTAYaJIbHUKA, a TaKOX
MI>KHAPO/IHI JIOTICTHYHI iHTeTpaliiHi nporecu [6].

Byab-sikuii BU JOTICTUKH MMOBUHEH SIBJIIATH COOOI0 CYKYIHICTh alrOPUTMIB 1
TEXHOJIOT1i, 10 JI03BOJISIIOTH peai3yBaTh B €KOHOMIIll JorictTuyHuil miaxia. CyTb
peanizauii JIOTICTUYHOI KOHUEMUII TMojsrae B po3poOJEHHI Ta BIPOBAIKEHHI
JIOTICTUYHUX CUCTEM YIPABIIHHS MaTepiaIbHUMHM 1 BIAMOBIIHUMH 1HPOPMALIHHUMHU
MOTOKaMH, KOTP1 IPYHTYIOThCS Ha JIOTICTUYHHUX MPUHIUIIAX 1 METOJAX.

Bucoka e(exTUBHICT BHUKOPUCTAHHS METOJIB 1 MoJejeld B JIOTICTHII
JOCSKHA, SIKIIO Oyze 3a0e3MmeueH0 BUKOHAHHS HU3KH YMOB Cepejl AKHUX:

— CHCTEMHMI MiAX1J A0 BUPILIEHHS AaHOI MPOOJIEeMU;

— HayKOBa OOTPYHTOBAHICTh CAMUX METO/IIB 1 MOJIEJICH;

—  aJIeKBATHICTh MOJICJII PeaTbHIN CUCTEMI;

— 00'eKTUBHMI 00JIIK B3a€EMO3B'I3KY MiICUCTEM;

— Y3TOJKCHHSI MaTepiaJIbHUX, TPAHCHOPTHUX, 1HMOPMAIIHHUX Ta 1HIIUX
noTokiB [7].

OnTuMizaliss pyxy TpaHCHOpPTy y OyAb-IKOMY MICTI 13 PO3BUHYTOIO
1HOPACTPYKTYPOIO 3ATMIIAETHCS OJHIEIO 13 TOJOBHHX YpOaHICTUYHUX MpoOjeM, a

JUist 1l BUpIIIEHHS Bce OLIbllle 3HAYEHHS BIAITPAlOTh METOAM MaTeMaTHYHOIO
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MOJIETIIOBaHHSA. MaTteMaTu4Hi MOJeNl, 110 3aCTOCOBYIOTHCSI CHOTOJHI ISl OTHCY Ta
aHaji3y pyXy TPaHCIOPTHUX TIOTOKIB IO TPAHCIOPTHIA Mepexi MicTa JOBOJI
pPI3HOMaHITHI, OJHAaK BOHM HEPIIAKO BHOCATh Yy MPOLEC MOJACIIOBAHHS psij
HETOYHOCTEW mpuHIUIoBOro xapakrepy [8], [9].

TpancnopTHy Mepexy MiCTa MOKHA IHTEpHpPETYBATH SIK CYKYNHICTb
TPAHCTIOPTHUX 3B’S3KiB, IO SKUX 3IIACHIOIOTHCA TMACAXUPChKI a00 BaHTaXHI
nepese3eHHs. CliiJ 3ayBa)KUTH, 1[0 TPAHCIIOPTHA MEpexka, OyIb-SIKOro MICTa HIKOJIH
HE BIJNOBIAE JOPOXKHIA Mepexi. 3alle)KHO BiA TadapuTIB 1 MacH BaHTaXYy,
napaMeTpiB BUKOPUCTOBYBAHUX TPAaHCIOPTHUX 3ac001B, TPAHCIIOPTHA Mepexa Oye
TUIBKHM TUM YH 1HIIUM (pparmMeHToM J10poskHbOT Mepexi [10], [11].

MaremMaTuyHUIl ONMUC TPAaHCHMOPTHUX IMOTOKIB 1 MOB’SA3aHUX 13 HUMH SIBUIL,
JABHO MPUBEPTAE yBary HAYyKOBI(IB, MPOTE 1 HA CbOTOJHI HE ICHY€E YHIBEPCAIBHOIO
MaTeMaTUYHOTO MIIXO0Y J0 a€KBaTHOTO MOJIEJIIOBAHHSI CKJIaJTHUX MTPOLIECIB.

binbmicTh BIAOMHUX MOJENIEH TUHAMIKK TPAHCIOPTHUX MOTOKIB MOXKYTh OyTH
YMOBHO PO3/IIJIEHI HAa TP TPYIIU:

— MaKpOCKOIIYHI;

— MIKPOCKOIIIYHI;

— ME30CKOMI4HI MOJEIII.

MakpocCKOIIYH1 MOJEJI ONMUCYIOTh PyX TPAHCIIOPTHUX 3aCO0IB B YCEPETHEHHUX
MOKA3HUKAX 1 TepPMiHAX, TaKUX SIK HIIJIBHICTh, CEPEAHS IIBUAKICTh, IHTEHCUBHICTD
TPAHCTIOPTHOTO MOTOKY Ta 1H. [12].

MiKpocKOmiyHl MOJENl - y SKUX JACTATbHO MOJIETIOEThCA PYX KOMKHOTO
TPAHCIIOPTHOTO 3aco0y 3a JOMOMOIO0 3BUYAMHUX JU(EepeHIiaIbHUX PIBHSAHbD.
Taxuit miaxiag 103BOJIIE TEOPETUYHO JOCSTTH TOYHIIIOTO OMUCY PYXY TPAHCIOPTY Y
MOPIBHSHHI 13 MaKpPOCKOMIYHUM MOJICJIOBAHHIM, TPOTe Yy paszl MPaKTUYHOTO
3aCTOCYBAaHHS LeM MiAX1J BUMAarae BiJ HAyKOBIIIB BEJIMYE3HUX 3aTpaT 4acy Ta
oOuucIoBaIbHUX pecypciB. OcobiiMBe Miclie Yy Tpymi MIKpO- Mojened 3aiMaroTh
MOJIEJl TUNY «KJITKOBHX aBTOMATIBY», 110 OTPUMAIH MIUPOKUI PO3BUTOK OCTAaHHIMU

pokaMu. Y HUX TPUUHATANA HAA3BUYAWHO CIPOIIEHUN MUCKPETHHM y dYaci Ta
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MPOCTOP1 OMHUC PYXy TPAHCIOPTHUX 3aC001B, 32 PAXyHOK YOTO JOCSTAETHCS BHUCOKA
oOuncIoBalibHAa €PEKTUBHICTh MOJIeNICH TaHoro BUay [13].

Me3ockomniuyHi MOJeNll € TPOMIXKHOIO JIAaHKOIO MDK JIBOMa IOMEpeIHIMU
MOJIETIIMU. Y HHX TOTIK ONHUCY€ETHCS MIUIBHICTIO PO3IMOALTY aBTOMOOUTIB y MPOCTOPI
koopauHaT 1 mBuAKocTerd T3. JluHamika 3MiH HIIJIBHOCTI ONMUCYETHCS KIHETUYHUMHU
PIBHSIHHSIMHU, $IKI TPYHTYIOTbCS Ha YCEPEAHEHOMY OIMCl B3a€EMOJIi OKpEMHUX
aBTOMOOLUNIB. BaknuBe TeopeTHyHe 3HAUEHHS ME30CKOMIYHMX MOJEJICH Mojsrae B
TOMY, IO Ha iX OCHOBI MOJKHA, y 3aJIJaHOMy YaCOBOMY IHTEpBaJli, 3aCTOCOBYBATH

MakpockoriuHi moaeni [12].

1.4 BUCHOBOK /10 po3ijy

Y upoMy po3auii Oyjno PpO3TJISHYTO ICTOPII0 PO3BUTKY JOTMOBHEHOI Ta
BIPTyaJIbHOI PEaNbHOCTI, Taly31 3aCTOCYBAHHS Ta CTaH PO3BUTKY Ha ChOroJHI. bynu
MIPOAHAJII30BaHl OUIBII JETalbHO TEXHOJOrl MIPHUCTPOI Ta BUAU JOMOBHEHOI
peanbHicTh. KpiM TOro, O0yi0 BUKOHAHO aHali3 TPAHCIOPTHOI JOTICTUKH, a came

MOJIe1 JMHAMIKH TPAHCIIOPTHUX 3aC001B.
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2 MATEPIAJIU TA METO/IN
2.1 Kpugi be3be

Brnepme kpuBi Oynu TpeacTaBieHI MUPOKid myomimi B 1962  pomi
dbpany3pkuM 1HxKeHepoM Il'epom besbe, sgkuii, po3poOMBIIM HE3AIEKHO BIJ 1€
Kacrenne, BUKOpUCTOBYBAB iX 711 KOMI'IOTEPHOTO MPOEKTYBAHHS aBTOMOOLITBHUX
kKy30BiB. Kpui Oynu HasBani iMm'sm besbe, a im'sim ne Kacrenpe Ha3BaHO
pO3pO0JIeHUII HUM pPEKYpPCUBHUM CIOCIO BHU3HAYEHHS KPUBUX — aJTOPUTM J€
Kacrenne [14].

Kpusa be3pe — ocHoBa BekTOpHOI Irpadiku. 3acTocyBaHHs KpuBOi be3be €
JIOCUTh UIIUPOKUM: CIOCIO YIpaBIiHHA PyXoM, 3aci0 CTBOPEHHsI aHIMaIliiHUX
PUCYHKIB, METOJI OMHUCY XYAOXKHIX MIPUPTIB, CIIOCIO mepenayl BUAUICHUX 00’ €KTIB,
IHTepaKTUBHHIA IHCTPYMEHT n3aiiHy (OpMHU pi3HOMaHITHUX 00’ ekTiB [14].

Ha nmouarky kpuBa npoxouia yepe3 BCl 3a/1aHl TOYKH, TOOTO T1 MeToau Oyin
METOJJaMU IHTEPIOJAlii. AJle BOHM 4YacTO MalTh Psii HEIOMIKIB, TOMY be3be
pPO3pOOUB THIINI MeTO/ 300pa’keHHs KpuBOi. B HOBOMY METOIi KprBa BU3HAYAETHCS
BEpIIMHAMU 0araToKyTHUKA, sIKUW 3a7a€e popMy KpuBoi. KpuBiii HanexXuTh nepiia ta
OCTaHHsI BEPIIMHA, B TOW Yac sIK 1HII BEPIIMHU XapaKTEPU3YIOTh MOXIJIHI, TTOPSIOK
ta BUa KpuBoi (puc. 2.1) [15]. TTopsaok TOUOK MacuBy Ma€ Ba)kKJIMBE 3HAYCHHS, Tak

SIK HOTO 3M1HA MOBHICTIO 3MIHUTh BUTJIST] KPUBOI.

Pucynox 2.1 — Kpusa be3ne mo Toukam jamaHoi JiHii
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[IpencraBumo 3amucany ¢popmyny kpusoi besne (2.1) — (2.3).

B = > b, (DRt <[01], 2.1)
b, () =(Mt'@-o"" | (2.2)

" N!
O =Fm=i (23)

7€ N —CTEMiHb MOJIIHOMA, KU XapaKTepU3yeThCs n+1 BepIMHaMu;
| — OPSAKOBUI HOMED BEPIIIHHU;
{ —uyac;
Pi — BepiuHu.
dopmyna (2.2) — ue OasucHi QyHKIii KpuBoi be3be, Ha3BaHI TaKOX

nomHoMamu bepHirelina.

2.2 Bubip irpoBoro pyuuis

Jlnst monoBHEHOT ab0 BIPTyalIbHOI PEaIbHOCTI MOXHA BUKOPHUCTOBYBATH SIK
IIPOCTO MOKJIMBOCTI MOB MIPOTpamMyBaHHsI CKOMIIIJILOBAHI B 3aCTOCYHOK, TaK 1 IrpOBi
pyui. byno oOpaHo irpoBuii pyurii, Tak SK JUIs Bi3yadi3alii pyXy TpaHCIOPTHHUX
3ac001B 1rpOBi1 pyIIIii MarOTh MEXaHI3MH, 3 IKUMH JOCUTH IIPOCTO 11€ BCE 3pOOHUTH.

IrpoBuii pyuiiii — e apo ycix Cy4yaCHHUX Irop, B IKOMY € 0araTo METOJIB JIJIst
B3a€EMOJIl 3 00’€KTaMu TpH, 3amporpamoBaHa ¢i3uKa, HAMPUKIIAJ, TpaBiTallisl, SAKY
MOKHA 3MIHIOBATH MIiJl CBOI IIUIi, PEHIEPIHT KaapiB, TOTOBI BOYJOBaHI CKPUITH Ta
iHme. TakoX BOHM JO3BOJISIIOTH KPOCILIAT(OPMEHHICTh, TOOTO HE MOTPIOHO MiA
KOXXK€H HOBUW TMPHUCTpi, abo omepalliifHy CHUCTEMY OKPEMO CTBOPIOBAaTH CBIU
3aCTOCYHOK, JIOCTaTHhO OJMH pa3 po3poOUTH 1 MOOYyIyBaTU TOTOBE PIIICHHS ITiJl
ol tiardopmu. Haiiimomimi ceoroaHi irposi pymrii: Unity, Unreal Engine 4,

GameMaker, Godot, AppGameKit, CryEngine ta ixmi. Bci BoHM pi3Hi 1 KOXEH
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3MOXE 3HaWTH CBOI TMepeBardn B Oyab-skoMmy pymii amas cebe. Hampuknan
GameMaker, He BHMMarae BiJl KOpHUCTyBauya HaBUKIB IPOTPAMyBaHHS, aje SKIIO
MOTPiOHO, TO MOXKHA 1 TPOrpaMyBaTH CKPHUIITH ITij cebe.

Unreal Engine Big Epic Games. OpurinanbHa Bepcist Oyna BumymieHa B 1998
poui, a yepe3 21 pik BOHa BCE W€ NPOAOBKYE BUKOPUCTOBYBATHCS JI BEIMKOI
KUIBKOCTI irop mopoky. HaiiBinomimmmu irpamu, ctBopeHuM pazom 3 Unreal Engine,
e cepis Gears of War, cepist Mass Effect, cepis Bioshock, cepis Batman: Arkham ta
iHm  [16]. Sk GaumMo, YacTO BHUKOPUCTOBYETHCA y CKIQJIHMX, BEIHUKHUX
koM toTepHux irpax. B Unreal BOynoBaHo MpakTUYHO BCeE, IO MOXKE 3HAT0OUTHCS,
BKJItoyaroun 3D-monentoBanHs Ta poOoTy 3 daHamapToM. BUKopuCTOBYETHCS MOBa
nporpamyBanHs C++. Llel irpoBuit pyiniid 1OCUTh CKJIQIHUHN, TOMY JIJIsl HOBA4YKiB BIH
HE Jylle MiAXOANTb, aJle € BEJIHKa KUIbKICTh 1H(popMallii, GopyMiB, BII€O-KYpCIB, SIKI
JOTIOMOKYTb OCBOITH KOTO.

Unity — Halikpame 3 ICHYIOUMX CEpPEIOBHUINEC PO3POOKH TPOCTHUX
KOMIT'FOTEPHHX 1TOp, AK€ JI03BOJIIE BaM POOUTH TPUBHUMIpPHI Ta ABOBUMIPHI Irpy IJIs
Oynap-skoi miardopmu [17]. Yacto oOuparoTh 1ieH pyiii jisi CTBOPSHHS MOOUTBHUX
irop. MoBa nporpaMmyBaHHs, 10 BUKOPUCTOBY€EThCS — CH#.

GameMaker. Ha Bigminy Bif OinbmIoCTi iHIIKX irpoBux pyirii, GameMaker:
Studio HaOyB OUIBLI MIMPOKOTO MOLIMPEHHS, OCKUIBKM ISl MOr0 BUKOPUCTAHHSA HE
MOTPi0HI 3HAHHS 3 MporpamyBaHHs. HaTomiCTh KOpUCTYyBadl MOXKYTh KOPHCTYBATHUCS
IIUM PYIIIEM, IK KOHCTPYKTOPOM, CTBOPIOIOYH Irpu HaOaraTo MpocCTilie Ta MIBU/IIIIE,
HIK KOJIYBaTH PIIHMMH MOBaMH. 3p03yMiJI0, IO TAKUM YUHOM MOKHA CTBOPIOBATH
JUIIE MPOCTI 1 HeBeNMUKi irpu. JlocTymHa MOKJIMBICTH MUCATH 1 CBOI CKPUNTH Ha
BJacHIi MoBI mporpamyBaHHa Game Maker Language, sikuili CMHTaKCHCOM JEIIO
cxoxuii Ha BioMi Pascal abo C++, asne € cripoiieHHUM.

[H1m pymii po3risgaty He OyneMo, Tak K iX, JIHCHO, BEIMKA KUIBKICTD 1 JJIs
BUPIIIICHHS TTOCTaBJIEHO1 3a/1a4i 0yyio o6pano Unity.

[IpuBeneMo KOpOTKe MOPIBHAHHS pyIIiiB y Tabmui 2.1,
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Tabmung 2.1 — Orasg irpoBUX pyIIiiB

[rpoBuii pymriii Unreal Engine Unity GameMaker
PiBens cxiaguocti | 5/5 3/5 1/5
JlocTymHICTh Bumarae miamucku | € Oe3koIToBHA | JKIIO HE
Bepcis EKCIOpPTYBaTU Ha

maTopMmu,
O€3KOUITOBHA

Kpocmnardopmuicts | Tak Tak Tak

Jlerka Bitaaka | Tak Tak Hi

3aCTOCYHKY

[HCTpyMEHTapiit 5/5 4/5 2/5

[Ile pa3 3a3HauuMo, 110 3 onucanoro, GameMaker opieHTOBaHUM OlIbIIIE HA
HOBAYKIB. 3 IUM PYIII€EM MOXHA CIIOYAaTKy HAaBUUTUCS CTBOPIOBATH ITPH, 1 BXKE MOTIM
BUYUTHUCS ITPOrPAMYBATH.

B pesynbraTi anamizy Oyno oOpanHo Unity, Tak Sk BIH HaJa€ HaMm YcCi
HEOOX1HI 1HCTPYMEHTH J/JIi PO3B’S3aHHS IMOCTABJICHOTO 3aBJAaHHS 1 Ma€ BEJIUKY
KUIBKICTh 1H(OpMalii mo poOOTI 3 HUM, A0 TOTO K € JIETHIUM JIsl PO3YMIHHS, SKILO

HIKOJIM HE TPALIOBAB 3 MOJI0HUMHU TEXHOJOTISIMHU.

2.3 OrJisig MOBH NPOrpaMyBaHHs

Tak sik pymriem oopanu Unity, MmoBa, 3 saxoto Oyaemo mpaioBatu gam, — C#.
Ile o0'exTHO-OpieHTOBaHa, C-m0/1I0HA MOBa MpOrpaMyBaHHs 3 OE3MEUYHOIO CHCTEMOIO
tumizarii s wiargopmu NET, To6T0 Mae ctpory cratnuny Tumizaiiito. Hanexurs
kopropatii Microsoft 1 € Hacnigaukom MoBu CH++. Cunrakcuc C# 6nusbkuii 1o C++
1 Java. IlepeitnsiBmin 6araTto BiJ CBOIX IMOMEPEIHUKIB, CIUPAIOYUCh HA TMPAKTUKY
iXHPOTO BUKOPUCTAHHS, BUKJIIOYAE JESKI MOJENI, IO 3apeKOMEHIyBalu cebe SK
npoOiemMaTH4Hi Mpu po3poOlll MPOrpaMHUX CHUCTEM, Harpukiaj, MoBa C#, Ha

BinmiHy Big C++, He mepenbadac MHOXHHHE YCIAJKyBaHHS KIJAaciB, MPOTE
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nependadae MHOXHUHHE  ycmaakyBaHHs — 1HTepdeliciB. Takoxk, BBaKaeTbCs
KOHKypeHoM MoBi Java. Ili nBI MOBH JyXe CXOXi, Takox dyepe3 Te, mo C# 1
CTBOPIOBABCS KOMIIAaHI€O JIJIsl TOTO, 00 MaTH BJIACHUI IHCTPYMEHT TakuH, sk Java.

[TpuBenemo NOPIBHSIbHY TAaOIUINIO 2.2 NEIKUX XapaKTePUCTHUK IIUX MOB.

Tabmuns 2.2 — [opiBusuusa C# ta Java

Moga C# Java
Crpora tumizariis + +
30ipHUK Mycopa + +
OnuHoYHE HAcCTiAyBaHHS | + +
Heneratu + -
[Tomimopdizm 3a |- +
3aMOBYYBaHHSM

i 1B1 MOBH Jy’ke CXO0Xi, ajie Java OUIbII OpiEHTOBaHA Ha CEPBEPHY POOOTY, 1,
0 TOro K, MU mpamoeMo 3 pymieMm Unity, TOMy 3YyNHHSIEMOCh Ha MOBI

nporpamyBaHHs C#.

2.4 Orasija cepenoBHII PO3POOKH

Jns HamucaHHsT KOy iCHye 0arato peJakTopiB Ta CEpPElIOBHIN PO3POOKHU.
Hesiki 3 HUX OE3KOIITOBHI, JIeAKi HA OCHOBI MIAMHCKKA abo pa3oBoi Kymiemi. Ha
CHOTOIHIIIHINA pEJaKTOpPH B CEpEelOBUINl BIAPI3HAIOThCA HasBHICTIO B IDE
KOMIUIATOpa abo iHTeprperaTopa. I[HIN QyHKIII, Takli SK cHUCTeMa KepyBaHHS
BepCisiMU, cXxema iepapxii kiaciB, rpadiunuii iHTEpdeiic KopuctyBada, BOy0BaH1 sIK
B PEIAKTOPH, TaK 1 B CepeloBUINAa po3poOKU. | Bce K Taku, KOXKHUN 3 HUX Ma€ CBOI
nepesaru abo 1HAMBIAyalIbHY 3pYUYHICTh IJIs1 KOPUCTYyBaya.

PosrnsiHeMo 11Ba cepefioBHIlia pO3pOOKU Ta TEKCTOBUI peAaKkTOp sl poOoTH

3 C#, a TakoX, 3 IKUMH 3pY4YHO NpaloBaT 1 B kKoHTekcTi Unity.
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Visual Studio Code — 3acib6 st CTBOpeHHS, peAaryBaHHs Ta 3HEBA DKCHHS
Cy4acHMX Be03aCTOCYHKIB 1 Tporpam Jyisi XMapHHUX CHCTEM. PO3MOBCIOIKYETHCS
0e3KoTOBHO 1 JgoctynHui y Bepcisx s miaatdpopm Windows, Linux 1 OS X
(puc. 2.2). IlinTpuMye BeNWKy KiIBKICTh MOB MpPOTpamMyBaHHS, IO, 3TiAHO 3
BIJIMOBIAHUM CHHTAKCHCOM, IiJCBIYy€ KOMaHW, MPOMOHYE BaplaHTH 1 Tak jaii.
Bxmrodae B cebe Takoxxk 3py4dHHil 1HTepdeiic mo poOOTI 3 KOHTPOJEM Bepciid
(puc. 2.3), B IKOMy BIKHO JITUTHCS HA JBI YaCTUHU: B JBiM BimOOpa’keHa cTapa
BepcCis, B MpaBid — HOBa, 1, NMPU YOMY, Tl MICIS, IO BIIPIZHAIOTHCA BHIICHI
YEpBOHMM Ta 3CJICHUM KOJIhOPOM, BIAMOBigHO. KpiM TOrO, T03BOJISIE 3PYYHO
BUPIIITYBaTH KOH(IIKTA BEpCid, sIKI BUHHUKAIOTH TOJi, KOJH JIBl TIJIKU CHUCTEMHU
KOHTPOJIIO BEPCiii 3 pI3HUMHU 3MIHAMU B OJHOMY 1 ToMmy K (aitni abo 00’€kTi,
HamararoTbest 00’eqHaTu. Came KOH(IIIKT BUHUKA€E 4Yepe3 Te, 0 aBTOMATUYHO

CUCTEMA HE 3Hae€, SIKy caMe 3MIHY MIPUIHATH Y Pe3yibTar.

Python

Githern — Git wup

tw Cheate-react-app In the browser

ocal ttpi//lecalrost 3099
Cn Your Network: hitp .2 008

prstr O Q@UAC Indi Calts SpuesZ UTFH IF viSow @ 8

Pucynox 2.2 — Bikno pemaktopy Visual Studio Code
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Pucynox 2.3 — Ilpukiian niacBiguyBaHHs 3MiH Y (aidii

Microsoft Visual Studio — mnpoaykr ¢dipmu Maiikpocodt, cepenoBuiie
pO3poOKK TporpaMHOro 3abe3nedeHHs. Hamae 3Mory po3poOisiTH SIK KOHCOJIbHI
mporpamMu, Tak 1 mporpaMmu 3 rpagidyHuUM iHTepdeiicoM, BKIIOYHO 3 MiATPUMKOIO
texHoisorii Windows Forms, a Takox BeOcaliTh, B€03aCTOCYHKH, BEOCIYX OU SIK y
pIIHOMY, TaKk 1 B KEpOBAaHOMY KoOJlax JUIsl BCIX IIaTGOpM, MO0 MIATPUMYIOTHCS
Microsoft Windows, Windows Mobile, Windows Phone, Windows CE, .NET
Framework, .NET Compact Framework Tta Microsoft Silverlight (puc. 2.4).

Visual Studio € nocuth QyHKIIIOHATIEHUM CEPEIOBUIIIEM, MA€ 0314 TOPSTIHX
KJIaBilll, Ta > MIACBITKAa KOAY, IHCTpyMEHTH 1 Take iHme. Cepeln HEIOMIKIB
BHOKPEMJIIO Ty * pOoOOTY 13 cucTeMaMH KOHTpOJItO Bepciid. He ycim BoHa 3pydHa,
xoua 1 € rpadiunmii iHTepdeiic nmns 1i€i poOOTH, aje YacTo MPOrpaMicTh
3BEPTAIOTHCA /IO IHIMUX 3aCTOCYHKIB Ui Takoro muTaHHs. Hampukian, 3ramaHuii

suiie Visual Studio Code.
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Pucynok 2.4 — BikHo cepenoBuiia po3pooku Visual Studio

Rider Bix JetBrains — cepepoBuiie po3poOku mina Unity. Hagae motyxHy
MIATPUMKY, 30KpEMa: MIBUAKI BUIPABIICHHS, J1i i IEPEBIPKA KOHTEKCTY, 3aBEPILICHHS
KOJly Ta MiJICBIUyBaHHS CHUHTaKcucy y (pailiax meijiepiB, HaJaroKeHHs CKpPUIITIB,
3amycK Ta HajaroJpkeHHs TecTiB Unity, mpodumoBanHs irop Unity, OHOBIJIEHHA
pecypciB Ta Oarato iHmoro (puc. 2.5). Mae Oarato 3py4yHMX (QYHKINH, sKi

BIJIPI3HSIOTH HOTO BiJ] KOHKYPEHTIB, HAPUKIIAJI, Ta X podoTa 3 VCS.

| B AcmeCorp Web [CA\Ussréummam\Deyktop AcmeCorpiAcmeCon Web| - \AcmeCom WebiStartupcs - setBomrs lider - (W] X

1 Candigues

Pucynox 2.5 — Bikao cepenoBuiia po3pooku Rider
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[TpuBenemMo KOpOTKy TabMUITIO 2.3 TIO UM TPHOM MPOIYKTaM.

Ta6muis 2.3 — [TopiBHSIHHS IHCTPYMEHTApir0 PO3pOOKHU

[HCTpyMEHTapiit Microsoft Visual | Visual Studio Code Rider
Studio

[TincBiuyBaHHS + + +
KOJly

ABTOIOIOBHEHHsT | + + +
["opstui knaBimm + + +
Kommnisstop + - +
PoGota 3 VCS - + +
Unit-tectu + - n
Pobora 3 Oaszamu | + - +
TaHUX

[Tnarinu + + ¥

3BUYaliHO, TPEACTABICHO HE BCl MOXJIMBOCTI IUX I1HCTPYMEHTApi€B, alie
Oarato B YoMy BOHHU CX0Xi, ocobmuBo Microsoft Visual Studio 3 Rider. Ilpo6iema
OCTAaHHBOT'O JIMIIE B TOMY, IO BiH MOTpedye MIAMUCKH y po3mipi 15 nmomnapiB Ha
MICSIIb.

byno oOpano cepenoBuiiie po3poOku Microsoft Visual Studio, Tak sik BiH
HaJla€ HaM yci HeoOX1/1H1 (yHKIIT 1, JO TOTO K, MU PO3POOTIOEMO HE KOMEPIIHHUIMA
IPOJYKT, TOMY HEMa€e CeHCy mpaitoBatu 3 Rider, xoua BiH 1 611k 3pyuHuii. Visual

Code 6inbIe 6 migidmIoB A0 po3poOKU caiTiB ab0 poboTH 3 Arduino.

2.5 BUCHOBOK 10 po3aiity

VY oMy po3auTi TpoaHaaIu30BaHO alropuT™ beswe. Byso posrisiHyTo 1rpoBi

pyuni Ha npukiani Unreal Engine, Unity, GameMaker, BUKOHaHO MOpIBHSHHS 1

oOrpyHTyBaHO BUOIip irpoBoro pymrist Unity. Bukonano mopiBHSHHA Ta BUOiIp MOBH
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nporpaMmyBaHHs. Takox, pO3MNISIHYIM Taki cepeAoBHIa po3poOku sk Microsoft
Visual Studio Ta Rider i1 tekcroBuit pemaktop Visual Code, 3 sikuMu MOKHa

npairoBat B Unity, 1, BianoBiaHo, oorpyHTyBano Bubip Microfost Visual Studio.
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3 PO3POBKA ITPOI'PAMHOI'O PILIEHHSA

Heo0xiaHO po3pobuTH 3aCTOCYHOK JTOMOBHEHO! PEealbHOCTI 3a JOMOMOTOI0
irpoBoro pymriss Unity. 3 1poro BUIUIMBae, 10 1HTEpQeiicoM BHCTyIae Kamepa
TenedoHy Ta 00’€KTH, IO Bi3yami3yroTbcs. [ momermieHHs peami3ailii B MPOEKTI
BUKOPHUCTOBYIOThCS 610m0Teka Vuforia.

Vuforia — me mrardopma JOMOBHEHOI pPealbHOCTI Ta 1HCTPYMEHTapIii
pO3poOHMKa TpOrpamMHOro 3abe3meueHHsl AJii MOOUIBHUX TMPHUCTPOIB, po3poliieHa
koMmmadiero Qualcomm. Vuforia BUKOPHCTOBYE TEXHOJIOTIT KOMI'IOTEPHOTO 30Dy, a
TaKOX BIJCTEKEHHS IJIOCKUX 300pakeHb Ta MPOCTUX 00'€MHHUX peabHUX 00'€KTIB Yy

peanbHOMY Yaci.

3.1 CTpyKTypa NporpaMmHoro npoaykKry

CrnoyaTky NpHUBEAEMO CTPYKTYpHY CXE€MY pPO3POOIIOBAHOIO MPOAYKTY

(puc. 3.1).

CepeaoBulLe 3aCTOCYHKY AONOBHEHOT PEANLHOCTI

BusHaveHi
MapKepu

. Aaui 2 kamepu 2 i
I Vuforia SDK 4—{ _3D-mogen, Ak
NPUCTPOIO BI3yaniayemo y pyci

Y

Mogynb OCHOBHOI
NOTIKA

v
IHTEpeic
KopucTyeava

Pucynox 3.1 — CtpykTypHa cxema po3po0JIeHOT0 3aCTOCYHKY TOTTOBHEHOT

peagbHOCTI
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[IpoexT MicTuTh pi3Hi (aitim, HEoOXimHI misg poboTH. Benmmky KimbKiCTh
reHepye Unity, geski HeoOXimHi st 30ipku mpoekTy Ha mmiatdopmu. Tak,
HalpuKIaa, s Toro, 100 moOyayBaTd mpoekT s Android, moTpiGHO
HaJlAITyBaTh Taki (aiinm, sk MainManifest Ta GradleTemplate.

s Toro, mo6 MaTH y MPOEKTI 00’ €MHI 00’ €KTH, X MOTPIOHO TAaKOXK JIOJATH.
Unity migTpumye Taki popmat:

- fbx;

—  dae;

—  dxf;

—  obj.

Mu BukopuctoByeMo fbx. Tomy Hamr 00’€KT, [0 BI3yalli3ye€ThCAd Ma€ Ha3BY

TOOLP.fbx (puc. 3.2).

TR - 30 Viewe

Flie Edit Yook View Hep fﬁ- 30 beeary

Pucynok 3.2 — 3D-mojienp Haloro 00’ exkTy

Skmo gomatu o0 HBOTO MaTepiaaud Ta KOHBEPTYBAaTHU B O0’€KT, 3 SIKUM
HerocepenHbo mpamoe  Unity, OTpUMaeMO Takuid BUIJISA, SK TIOKa3aHO Ha

pUCYHKY 3.3.
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Pucynok 3.3 — O6’ext B Unity

OcHOBHa cIieHa, Ky OauuTh KOPUCTYBad y pe3yJbTaTi, Ma€ PO3IMIHUPEHHS
unity.

[ adinu, o HaAc MIKaBISATh, — PO3POOJIEHI BIIACHOPYY CKPUITH 13
po3mmpeHHsM .cs. Haitronosnimn 3 Hux no temi — ue Controller, sikuil mpartoe 3
HamuM 00’ extoM, Ta BezierPath, sxuii po3paxoBye TpaekTopito pyxy.

Controller.cs Mae Taki BaxxJIUB1 (QyHKITIT:

- IsCanMove, mo mnepeBips€e 4u BCi JlaHi € HEOOXITHI JJisi MOOYI0BU
KPHUBOI Ta PyXy 00’ €KTY;

- Move, sika caMe 3MIHIOE aKTyaJbHY MO3UIII0 00’ €KTY;

- Rotate, mo noBeprae Hami 00’€kT y 61K pyxy;

- SetSpeed — 3aga€ MIBUAKICTD PyXY.

3.2 IllpoexTyBaHHs iHTepdeiicy

[lepen mouatkoM podOoTu 3 vuforia MOTPIOHO 3apeecTpyBaTUCh Ha CaMTI,
oOpatu TN poOOTH 3 HEIO: 3BUYANMHMI ab0 KyMUTH TPEMiyMm, SKUU PO3UIUPHUTH
MOJKITUBOCTI Ta BUAAIUTH BOASHHUM 3HAK 3 PO3POOIIOBAHOTO 3aCTOCYHKY, 1 OTpUMATH

TINEH310HUH KITF0Y 711 poOOTH 3 1i€ro 0i0aioTekoro (puc. 3.4).
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vuforia

Please copy the license key below into your app

BRSO ROINTRNIABBIINBINEINBIIINTIIIB IR IABEIIAI B FANBEIAIIBIIINIIIIB AN ERAIAB By
L T T T
LA A AL L AL A AL A L AL LA L L L Ll L Al L A Al Al A A L L AL L A L L L AL A L L A AL L AL L L A L L A A L LA L L Ll Ll Ll

LR L L L L L L A e R L P L L P L e e L S R L L e L R L e L L L L S L L S L L L P

Plan Type: Basic

Status: Active

Created: Sep 29, 2021 00:37

License UUID: 39fe33940e9641459¢7 14bbced7chOrS
Permissions:

* Agvanced Camera

e txtemal Camera

o Model Targets

o Watermark

Pucynok 3.4 — Orpumanns ninensii Vuforia

OTpumaHuil K04 JOJAaEMO B TMPOEKT uepe3 iHcmekTop Unity y o0’exTa

koHirypatopa Vuforia (puc. 3.5).

Pucynok 3.5 — Kondirypatop B iHcniekTopi Vuforia

Jlst po6oTH 3 00’ ektamu Unity Hazae Tpu OCHOBHI BiKHA: i€papXis, CIieHa Ta

BUIIIE3raaHUM 1HCTIEKTOP.
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V BiKkHI i€epapxii MU CTBOPIOEMO 00’ €KTH, SIK1 MOXKYTb MaTH Oy/b-SKUl PiBEHb
BKJIaZeHOCTI (prc. 3.6). BkiameHi 00’€KTH MarOTh 3aJICKHICTD Bijl CBOIX «0aThKIBY 1,
HaIPUKIIAJ, IEPEeMIITyI0Yr OCHOBHUI HOTO JIOYipHI TaKOXK 3MIHIOIOTH CBOI IJ100aJIbHI
KOOpJMHATH, aje He 3MIHIOITh JoKaibHi. JloKanpHI KOOpAMHATH — 1€ 1 € Ti

KOOpJIWHATH, SIK1 PO3PaXOBYIOTHCA I10 BiI[HOIIIGHHIO a0 0aThKIBCHKOTO CIICMCHTY.

i= Hierarchy

+ -

€ 3-InstantimageTargets*

N ta

Pucynox 3.6 — lepapxis 06’ €kTiB

Ha crieni Mu MOkeMO TaKOK MaHIMYJISTOPOM «MHIIAY) PO3MIIIATH 00’ €KTH 1
HAOYHO 0auuTH BUXIIHMM pe3yibTaT. [Ipu yomy, € Garato pexxumiB BiTOOpaKEHHS:
MJI0CK1 200 00’ €MHI, Y JTOKaJbHUX KOOpAUHATAX a00 y TJI00aIbHUX 1 TaKe 1HIIE.

Y IHCHEeKTOpI MH HaJAIITOBYEMO KOXHHUI eJIeMEHT. 3MIHIOEMO HOTO
XapaKTepUCTUKH, Taki sIK TIOJOXKEHHS, MacmTad, MoBOpoT, Ta iHmIe. [omaemo
HEoOX1/1HI KOMIIOHEHTH, K1 MOXYTh OyTH K cTaHAapTHI BiactuBocTi 3 Unity abo 3

IHIITMX BCTAHOBJICHUX O10JIOTEK M0 MPOEKTY, TaK 1 BIACHI HAMHUCaHI CKPHUITH

(puc. 3.7).



38

0 Inspector
‘:“~-
;\:L/]' v ImageTarget_1
Tag Untagge
1

v Transform

Position

B v Image Target Behaviour (Script)
From Image
|

Image

Advanced

B -~ Default Trackable Event Handler (Script) ®

Consider targel as visible (I it

On Target Found ()

Runtime Only » Controller.ChangeFoundFrom

Bcon

Eventis) when targetis lost

On Targel Lost ()

Pucynok 3.7 — YacTuHa KOMIIOHEHTIB LIJIEBOTO 300paKEHHS JJIsl pO3Ii3HABAHHS

Ax Bxke 3ragysBainiocs, iHTep(deiicoM € kamepa MPUCTPOIO Ta Bizyasli30BaHi
00’ektu. ToMmy po3poOka iHTepdelcy 3aKIHYYEThCS TUM, [0 MU JOJAJIA Ha CIEHY
IIJIeBI 300pakeHHS JJIA PO3Ii3HaBaHHA, IO CIYTYIOTh HaM B SIKOCTI TOYOK, SIKi

HeoOX1aH1 AJ1st ToOyA0BU KpUBOi be3be.

Jnst Toro mo0 MM B pe3yJbTaTi ONpocTo mMobaumyin Oa)kaHi 00’€KTU MO
MapKkepy, MOTpiOHO BCTAHOBUTH HOTO, SIK JOUIPHIN IO I[OTO MapKepy, sIKk MU OauyuiIu

Ha PUCYHKY 3.3 y iepapXxii Ta Ha pUCYHKY 3.2 Ha CIIEHI.
3.3 Po3po0dka soriku

Jlnst kepyBaHHST 00’ €KTaMH CTBOPUMO BJacHUI cKpunT 3 Ha3Boro Controller.

€ nexinpka crocoOiB, sIK1 JO3BOJISTh ONEpyBaTU 00’eKkTaMu Ha ciieHi. OauH 13 — 11e
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cepiaizyBaTH iX BH3HAYEHHS B KOJI, K pe3yJapTaT — MOJIA MiJ BU3HAYEHI 00’ €KTU

BiI0OpakaTUMYThCS B 1HCIIEKTOPI ckpumnta (puc. 3.8, puc. 3.9).

Ed v Controller (Script)
Targets
Size 4
Element O AlmageTarget_1 (Transform)

Element 1 AlmageTarget 2 (Transform)

2
Element 2 A lImageTarget_3 (Transform)

Element 3 AlmageTarget_4 (Transform)
Obj A TOOLP ForrestCamo (Transform) ®
Speed Modifier 0.5

Add Component

Pucynok 3.9 — CepianizoBaHi 1oJjsi B IHCIEKTOP1

OCHOBHMIT aJITOPUTM MPOTPAMH TIPAIIOE TaK, SK MPEIACTABICHO Y OJIOK-CXeMi
(puc. 3.10).
AnroputM pobotu kpuBoi be3ne po3pobisiemo 3rigHO (Qopmyn, mo Oynu

MpeACTaBieHl y napyromy posaui. [IpuBeneMo OJOK-CXeMH IIHOTO aJTOPUTMY

(puc. 3.11 — puc. 3.13).



C= >

Posnunasammns yclx
Maprepe

@bf

[ += deltaTime:

¥

=T

Pucynox 3.10 — OcHOBHUIA aNTOPUTM

(T 2= tactonany: | |

]
[ | 1‘2=T&ct-1rla.l[n-l-1].'| ]

[| pl = power(t,)) |]

[ | p2=powertr-tntyi | |

ol =117 (12*13);
o =¥+ eml v pl v p2 T afi+1);
yi = yi+eml~pl ~ p2 i),
L]
e SnEREE:

MoveTolRound(xD, Round(ydl,
LineTofRownd(xt), Round(yt);
® =¥
Wik =yl
t=1+dt

SHSEEEREEEE

Pucynok 3.11 — bnok-cxema anroputmy besbe
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Aﬂ@ium
l l
[ f = factorial(n-1):

v

[ res = n*f

res=1;

Bueig res

KiHeuk

S S
-

Pucynox 3.12 — ®ynkuis factorial 3 0CHOBHOTO anropuTMy

[ Movarok l

v

[ tes=0 | |Lres = exp(b*ina)) |

|. )
Y

Pucynox 3.13 — @yHKIIisI power 3 OCHOBHOTO aJITOPUTMY

[IpeacraBnennit anroputm rmpaiioe B KopyTuHi. Lle Taka ¢yHkuis, o
npaloe Ha4eOTO MapajeabHO HIIMM MpOLEAypaM, He 3yHNHMHSAIOYM iHIIY JIOTIKy. IX
3py4HO  BHUKOPHCTOBYBAaTH, KOJIM TMOTPIOHO TMpaioBaTH 3  aHIMAaIlisIMH,
MEepEeMIIICHHSIMU, TOIIO. AJie CIiJi pO3YMITH, IO BiAOYBA€ThCS BOHA B TOMY XK
MOTOIIl, MO0 1 ycA mporpama, SIKImo He Oyio peanizoBaHo iHII motoku. [Ipocto

KOPYTHHA BUKOHYETHCS MDK IHITUMHU TPOIIECaMM, HAJAIOYU M MPIOPUTET CTUIBKH,
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CKUJIbKM BH3HAUMB mporpamicT. Hampuknaa, MokHa 3aaatd, mo0 BOHa uekalia
BITHOBJIGHHSI KaJlpy, MOJKHa 3aJlaTH OYIKyBaHHS B CEKyHJaX, a00 BH3HAYUTH
crieliaJibHy YMOBHM BUKOHAHHS a00 OUlKyBaHHS (DyHKIIII.

B Hamomy BUTagKy BUKOPUCTOBYETHCA ABa THMH. CIIOYaTKy MU YE€KA€EMO JI0
THX TP, TTIOKU CHCTEMa He po3Mmi3Hae yci Mapkepu (puc. 3.14). I nani, Ha BIATBOpEHHS

NEPEMIIICHHS, MH YeKa€MO OJIHE BiJJHOBJICHHS Kajpy ekpany (puc. 3.15).

yield return new WaitUntil{() =»> isCanBuildCurve == false);

Pucynok 3.14 — OuikyBaHHS KOPYTHHH 110 YMOBI

yield return new WaitForEndOfFrame();

Pucynok 3.15 — OuikyBaHHSI KOPYTHUHU BIJIHOBJIEHHS OJTHOTO KaJIpy

[Ipu po3poOui 3aCTOCYHKY MM JOTPUMYBAIMCS MMAPATUIMH 00’ €KTHO-
OpIEHTOBAHOTO NporpamyBaHHs, Tak K ycs Unity moOynoBaHa Ha 00’€KTax 3
PI3HMMU BJIACTUBOCTSIMU Ta MeTOAaMU. HEMOXIIMBO He JOTPUMATUCh MIPUHIIMIIIB Li€1

MapajurMy y irpOBUX PYIIisX MPALIOI0YN BUKJIIOYHO 13 00’ €KTaMU 1IbOTO PYIIis.

3.4 BUCHOBOK /10 po3/ity

B nanomy poszmini omucaHo mporiec po3poOKH TpadiuHMX Ta JIOTTYHHX
KOMIIOHEHTIB 3aCTOCYHKY. P03p00sieHO OJ0K-CXeMHU OCHOBHOIO aJTOPUTMY Ta
anroput™My (yHKIIH KepyBaTH 00’€KTamMH y pyiii, 1Mo HEOOXiAHO pO3pOoOUTH B

Unity.
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4 EKCIVIYATALIA TA EKCHEPUMEHTAJIBHE JOCJIIKEHHSA
IHPOI'PAMHA

4.1 Ilpu3HayeHHs il YMOBH 3aCTOCYBAHHSA MPOrpaMu

[Iporpama mnpu3HayeHa IS Bizyamiizalli pyxy TPaHCHOPTHUX 3aco0IB Yy
JOTIOBHEHIN  peanbHOCTI. g  JompaifoBaHHs  pPO3pOOJICHOr0  MPOTPamMHOTO
MPOAYKTY, HEOOXITHO MAaTH TaKy MIHIMaJIbHY amnapaTHy Miatgopmy: mepcoHaIbHUMA
KOMIT'IOTEp1 3 TaKTOBOIO YacTOTOIO Mikpormpouecopa He meHiie 2 [T ta 06’emom
onepaTuBHOI mam’sTTi He MeHue 4 ['6. Ha mepconanpHOMYy KoMIT't0TE€pl MOBHHHA
Oytu BcTaHoBiieHa omepaniiHa cucrema Windows 10 3 migrpumkoro NET
Framework 4.0. [Ins ¢byHKIIOHYBaHHS 1IOTO MPOIYKTY HEOOX1THO MaTH OyIb-sSKHii
MIPUCTPIi, 110 Ma€ KaMepy Ta MOMJIMBICTh BCTAHOBJIFOBAHHSI CTOPOHHIX 3aCTOCYHKIB,
a TaKkoX TMOBUHHI OyTH MIATOTOBJICHI CHEIlalbHI T'padidHi MapKepu, IO SKUM

OpIEHTYETHCS CUCTEMA.

4.2 ITouaTkoBi Ta BUXiAHI HaHi

[TouarkoBumMu ab0 BXIJHMUMHU JaHUMH € came TpadiuHi Mapkepu, Kl
HEOOX1AH1 cucTeMi JJig poOOTH B3arali.

BuxigHuMu € Bisyanizaiis pyxy 1o noOyaoBaHii KpUBIH.

4.3 3BepTa”Hs 10 NPOrpaMu

Jnsa  pocTymy A0 HOporpaMHOro  3a0e3ledyeHHs MOTPIOHO  3amyCTUTH
BCTAHOBJICHUH 3a3/I€JIETITh 3aCTOCYHOK, PO3MICTUTU (PI3UYHI KAPTOUKU-MAPKEPH TaK,
AK MM XxoueMo OyayBatu KpuBy. Ilicias mux aiii Mu mobaunMo pesyibTar poOoTH

3aCTOCYHKY.



4.4 Po6oTa 3 3aCTOCYHKOM

44

st nemoHcTpalii poOOTH 3aCTOCYHKY MPOBEAEMO JlarpaMmy MOCTiA0BHOCTI

(puc. 4.1).

1

[ IHILaLR Py

¥

JapepleHHA

{ OB'exTiE

Pucynok 4.1 — Jliarpama mociiIoBHOCTI poOOT 3aCTOCYHKY
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Jlyst Toro, 11100 BiITBOPUTH II€H 3aCTOCYHOK HaM MOTPiOHO:

—  ckadaru Ta BcraHoBuTH Unity;

—  BIJKPHUTH B HbOMY 1€ TIPOEKT;

—  moOynayBaTH pillIeHHS Wi 00paHy oONEpaliiiHy CHCTEMY, NMPU YOMY
nam’ATaT, Mo SKI0 MU Oaxaemo moOymayBatu Horo mig 10S, To MU MaeMo Iie
poouTH BUKIIOYHO Ha macOS;

—  BCTaHOBWTHU BUXIIHMU (haill Ha OaskaHUN TPUCTPI;

—  MOiATOTYBaTH Ta PO3TAIlyBaTH BIJIOBIIHI MapKepH;

—  HaBEeCTH KaMmepy MPHUCTPOIO Tak, H00 y obnacti ii 6aueHHs Oylo BHIHO
yci 4 Mapkepu;

—  TEpEeKOHATHUCS, 10 BCE MPAIIIOE.

Komum yci 1l OyHKTM BHKOHaHI, MU MOXEMO OauuTH TaKy IMOBEIIHKY
(puc. 4.2 — puc. 4.4) npu OFHOMY pO3MOJIOKEHI MapkepiB, Ta iHmIy (puc. 4.5,

puc. 4.6) npu 1HIIOMY.

v

Q, ASTROMAUT

FISSURE

Pucynok 4.2 — [TouatkoBa no3utisi 00’ €xTy



FISSURE

- w8

@ @ i Gl & O E

Pucynok 4.5 — O0’ekT y pyci IpH 1HILIOMY PO3IMOJIOKEH] MapKePiB
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Pucynok 4.6 — O0’€eKT Ha OCTaHHIM MO3UIIIT

Sk 621“IHMO, 00’ €XT 3aBXIU IIPOXOAUTDb 4CPC3 IICPINY Ta OCTAHHIO TOYKY, aJIC

HE TOPKAIOYUCh IPOMIKHUX, a JIUIIE 3MIHIOE TPAEKTOPIIO.

4.5 Onuc MeTOAMKY MPOBEAeHHSI TeCTYBAHHA

[Tpu TecTyBanHi Oy BUKOHAHI Taki Jii:

—  3MIHIOBQJIA MapKepHI 300paKeHHS;

—  3MIHIOBQJIM MO3HUIII1 MapKepiB;

—  TEpPEeBIPSIIN CUCTEMY 3 HEAOCTATHIM OCBIIICHHSIM;

—  JIMBHWIKCS Ha pOOOTY ajJropuTMy, SIKIIO HE YCI MapKepH 3HaXOASTHCS B
30HI KaMepH.

[IpuBenemMo nexinbpKa MpUKIaAiB pOOOTH.

Ha pucynky 4.7 cucrema Haue OayuTh MapKepH, aje MPOLEHT KOPEKTHOI

poOOTH TOCUTH HU3KHUH, Yepe3 Te, III0 MAPKEPH AYkKE CXO0XkK1 MK COOO0I0.
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Pucynox 4.7 — Iloni6H1 MapkepH, siKi BaKKO PO3II3HAIOTHCS

Ha pucynky 4.8 6auumo, 1110 B3araji Hi4oro He BiJI0yBaeThCsA, TaK sIK CUCTEMa

«HE 0aUUThY BU3ZHAYCHUX MapKEPiB.

Pucynox 4.8 — BiacyTHICTh MapKepiB

Ha pucynky 4.9 cucrema po3smizHaiga OAUH Mapkep, BijoOpasuia o0 €KT 1
OuTbIlIe HIYOTO HE POOUTH, TaK SIK HE MAa€ KIIOUYOBUX TOUYOK, 3a SKUMHU IMOTPIOHO

OynyBsatu kpuBy besbe.
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Pucynok 4.9 — OnuH po3ni3HaHH MapKep

B pesynbrari TECTyBaHHS MPUNUIUIM BUCHOBKY, IO JJIsi TOTO, 1100 cHCTeMa
mpaioBajia OuIbIll KOPEKTHO, MOTPIOHO, 1100 MapKepH CHIBbHO BIAPI3HSIUCH OJIUH
BiJi oxHOro. MokemMo crocTepiraTd ix 3aMiHy BiJ YaCTUHH, JI€ MU OyayBaiu
iHTepdeiic, 10 Toro, Mo 6aYUMO B IONIEPETHBOMY PO3ILTI.

Bia 3MiHM no3uliiil 00’ €KT KOPEKTHO 3MIHIOE CBOIO TPAEKTOPIIO.

[Ipy He yciX JOCTYmHUX MapKepiB y Kamepl alropuT™M MPOAOBKYE
MpaIfloBaTH, ajie Yepe3 0OMEKEHICTh KaMepU Ta OPIEHTYBAHHS CUCTEMH Ha MOJIO0KEHS
MPUCTPOIO0, MU HE MAEMO MOKJIMBOCTI OAUUTH i€ TaM PyXa€ThCA Halll 00’ €KT.

OTsxe MO’KHa 1€ MPALFOBAaTH Ta yIOCKOHAIIOBATH POOOTY YCI€1 CUCTEMH.
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4.6 BUCHOBOK /10 po3ainy

B manomMy po3mimi po3rNSHYTO TNPU3HAYCHHS Ta YMOBH 3aCTOCYBaHHS
nporpamu. Po3pobiiena miarpama MOCHIIOBHOCTI poOOT 3acTOCyHKY. Ta HaBemeHO
MOCTIAOBHICTD JIii, sIKI TOTPIOHO 3pOOUTH, 1100 BIATBOPHUTH POOOTY 3 PO3POOJICHUM
3acTocyHkoM. KpiM Toro, HaBeAeHO TMPUKIAL TECTyBaHHSI PO3POOIECHOTO

MIPOTPaMHOTO 3a0€3MeUCHHS.



o1

BUCHOBKHA

VY X0/l BUKOHAHHS JUIIJIOMHOT KBaTi(piKaIiiHOi poOOTH MaricTpa mpoBeaeHO
JeTalbHe O3HAaWOMIICHHS 13 MPEAMETHOI0 001acTio. J{OCTiKEeHHST MPOBOAMIOCS Ha
OCHOBI  CHCTEMHO-(DYHKIIIOHAJIbHOTO, JAMHAMIYHOTO0, KOMIUIEKCHOTO HAayKOBHX
MiIXOIIB, 32 JIOMMOMOTO0 HAYKOBUX METOJIIB: aHAJI3Y 1 CHHTE3Y, IHAYKIII 1 AeIyKIIii,
MOJICITFOBAHHS, 1CTOPUKO-JIOTIYHOTO METOTY, METO/IB CTATUCTUYHOTO aHaIi3y.

B nepmomy po3aini 6ys10 po3risHyTO JOTMOBHEHY Ta BIPTyalbHY PEaIbHOCTI,
iX KOpOTKY ICTOpII0O 1 B@XKIUBICTh. Tak0oX TOPKHYJIUCS TMUTAHHS JIOTICTUKH
TpaHcnopTiB. byno chopmynboBaHO OCHOBHI  (PYHKIIOHQJIbHI BUMOTH  JO
PO3pO0IIOBAHOI ITPOTpaMH.

B npyromy posaini OyB NpoOBENEHUM aHaii3 Ta OOIpyHTYBaHHS BHOOpY
cepeloBUIlla PO3pOOKH, ITPOBOrO PYIIis, MOBU NPOrpaMyBaHHS, ISl PO3POOKU
3aCTOCYHKY 1 ONUC caMe alroputMy noOyaoBu KpuBux bespe. B sikocTi MoBH
po3poOku mporpamu Oyino oopano C#. [l cTBOpEeHHS MPOrpaMHOro 3a0e3MeUeHHS
BUKOPUCTOBYBAJIOCH cepenoBuiie po3podku Microsoft Visual Studio. IrpoBum
pyumieM Oyno oOpaHo Unity. /[Ins [10ONOBHEHOI peanbHOCTI KOPUCTYBAIUCS
610miotekoro Vuforia.

B tperbomy poznuii Oysio pO3MJSHYTI OCHOBHI PIIICHHS MO0 peaiizaiii
KOMIIOHEHTIB CHCTeMHU. byno peanizoBaHO OCHOBHI (QyHKIIi 1 poboTH 3
JIOTIOBHEHOIO PEATBHICTIO.

Ak pesynbrar, OyJ0 pO3pOo0JEHO MPOrpaMHUN  3aCTOCYHOK  SKUHU
peatizoByBaB ycCl MMOCTaBJICHI 3a/1ayi Ta CIUCOK (DYHKIIIOHATILHUX BUMOT. TecTyBaHHS
JIOBEJIO MPale3aTHICTh MPOrpaMu Ta CTaOUIBHICTH Y POoOOTI, ajie i moKazayio ciadKi
MICIII CUCTeMH. B mo1aIbIioMy 3aCTOCYHOK MOJKIMBO TTOKpAIyBaTH, TOAaBaTH HOBI

¢byHKITIT Ta MOKJIMBOCTI.
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Controller : MonoBehaviour

{

// mapkepu
[SerializeField]
Transform[] targets;

// Hat1 00'€KT, 10 MEPEMINLY€EThCS
[SerializeField]
Transform obj;

/MIBUAKICTH IEPEMIILICHHS

[SerializeField]
private float speed;

// KIIBKICTh PO3II3HAHUX MapKepiB. [[J1s mepeBipKy 4i MOKEMO MU MOOy1yBaTu

KpUBY
private List<string> foundTargets = new List<string>();

private bool allowBuild;
private float time;

private bool isCanBuildCurve

{
get

{

return foundTargets.Count == 4;

¥
¥

void Start()
{

time = Of;
allowBuild = true;

¥

public void FoundTarget(string name)
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{

If ('foundTargets.Contains(name))
foundTargets.Add(name);
¥

public void LostTarget(string name)

{

foundTargets.Remove(name);

¥

I[Enumerator Move()

{

allowBuild = false;

var p0 = targets[0].position;
var pl = targets[1].position;
var p2 = targets[2].position;
var p3 = targets[3].position;

yield return new WaitUntil(() => isCanBuildCurve == false);
while (time < 1)

{

time += Time.deltaTime * speed,;

var pos = Mathf.Pow(1 - time, 3) * p0 + 3 * Mathf.Pow(1 - time, 2) * time *
pl+ 3* (1 -time) * Mathf.Pow(time, 2) * p2 + Mathf.Pow(time, 3) * p3;

obj.forward = pos - obj.position;

obj.position = pos;

yield return new WaitForEndOfFrame();
¥

time = Of;

allowBuild = true;

while (true)

{
yield return new WaitForEndOfFrame();

float step = Time.deltaTime; // calculate distance to move

¥
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}
void Update()

{
if (allowBuild)

{
StartCoroutine(Move());
}
}
}

public static class MathUTtility {

static PosRotScale LockTransformToSpace (Transform t, PathSpace space) {
var original = new PosRotScale (t);
if (space == PathSpace.xy) {
t.eulerAngles = new Vector3 (0, 0, t.eulerAngles.z);
t.position = new Vector3 (t.position.x, t.position.y, 0);
} else if (space == PathSpace.xz) {
t.eulerAngles = new Vector3 (0, t.eulerAngles.y, 0);
t.position = new Vector3 (t.position.x, 0, t.position.z);

}

//float maxScale = Mathf.Max (t.localScale.x * t.parent.localScale.x,
t.localScale.y * t.parent.localScale.y, t.localScale.z * t.parent.localScale.z);
float maxScale = Mathf.Max (t.lossyScale.x, t.lossyScale.y, t.lossyScale.z);

t.localScale = Vector3.one * maxScale;

return original;

¥

public static bool LineSegmentsintersect (Vector2 al, Vector2 a2, Vector2 b1,
Vector2 b2) {
floatd = (b2.x - b1.x) * (al.y - a2.y) - (al.x - a2.x) * (b2.y - bl.y);
if (d==0)
return false;
floatt = ((bl.y - b2.y) * (al.x - b1.x) + (b2.x - b1.x) * (al.y - bl.y)) / d;
floatu = ((al.y - a2.y) * (al.x - bl.x) + (a2.x - al.x) * (al.y - bl.y)) / d;

returnt>=0&&t<=1&& u>=0&&u<=1;
}

public static bool Lineslntersect (Vector2 al, Vector2 a2, Vector2 a3, Vector2

ad) {
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return (al.x - a2.x) * (a3.y - ad.y) - (al.y - a2.y) * (a3.x - a4.x) '=0;
}

public static Vector2 PointOfLineLinelntersection (Vector2 al, Vector2 a2,
Vector2 a3, Vector2 a4) {
floatd = (al.x - a2.x) * (a3.y - ad.y) - (al.y - a2.y) * (a3.x - a4.x);
if (d==0){
Debug.LogError ("Lines are parallel, please check that this is not the case
before calling line intersection method");
return Vector2.zero;
}else {
floatn = (al.x - a3.x) * (a3.y - a4.y) - (al.y - a3.y) * (a3.x - a4.x);
floatt=n/d,
return al + (a2 - al) * t;
by
¥

public static Vector2 ClosestPointOnLineSegment (Vector2 p, Vector2 a,
Vector2 b) {
Vector2aB =b - a;
Vector2 aP =p - &;
float sqrLenAB = aB.sqrMagnitude;

if (sqrLenAB == 0)
return a;

float t = Mathf.Clamp01 (Vector2.Dot (aP, aB) / sqrLenAB);
returna+aB * t;

¥

public static Vector3 ClosestPointOnLineSegment (Vector3 p, Vector3 a,
Vector3 b) {
Vector3aB =b - a;
Vector3 aP =p - a;
float sqrLenAB = aB.sqrMagnitude;

if (sqrLenAB == 0)
return a;

float t = Mathf.ClampO01 (Vector3.Dot (aP, aB) / sqrLenAB);,
returna+aB * t;

¥

public static int SideOfLine (Vector2 a, Vector2 b, Vector2 c) {
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return (int) Mathf.Sign ((c.x - a.x) * (-b.y + a.y) + (c.y - a.y) * (b.x - a.x));
}

/1] returns the smallest angle between ABC. Never greater than 180
public static float MinAngle (Vector3 a, Vector3 b, Vector3 ¢) {
return Vector3.Angle ((a - b), (c - b));

¥

public static bool PointinTriangle (Vector2 a, Vector2 b, Vector2 c, Vector2 p) {
float area = 0.5f * (-b.y *cx+ay* (-bx+cx)+ax*(b.y-cy)+bx*

C.y);

floats=1/(2*area) * (ay*cx-ax*cy+(cy-ay)*px+(ax-cx)*
P.y);

floatt=1/(2*area) * (ax*b.y-ay*bx+(ay-by)*px+(bx-ax)*
P.y);

returns >=0&&t>=0 && (s +t) <=1;
¥

public static bool PointsAreClockwise (Vector2[] points) {
float signedArea = 0;
for (int1=0; i < points.Length; i++) {
int nextindex = (i + 1) % points.Length;
signedArea += (points[nextindex].x - points[i].x) * (points[nextindex].y +
points[i].y);
by

return signedArea >= 0;

¥

class PosRotScale {
public readonly Vector3 position;
public readonly Quaternion rotation;
public readonly Vector3 scale;

public PosRotScale (Transform t) {
this.position = t.position;
this.rotation = t.rotation;
this.scale = t.localScale;

}

public void SetTransform (Transform t) {
t.position = position;
t.rotation = rotation;
t.localScale = scale;
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}
¥

h
public static class CubicBezierUtility {

I/l Returns point at time 't' (between 0 and 1) along bezier curve defined by 4
points (anchor_1, control_1, control_2, anchor_2)
public static Vector3 EvaluateCurve (Vector3[] points, float t) {
return EvaluateCurve (points[0], points[1], points[2], points[3], t);

¥

[/l Returns point at time 't' (between 0 and 1) along bezier curve defined by 4
points (anchor_1, control_1, control 2, anchor_2)
public static Vector3 EvaluateCurve (Vector3 al, Vector3 cl1, Vector3 c2,
Vector3 a2, float t) {
t = Mathf.ClampO01 (t);
return(1-)*(1-t)*(1-t)*al+3*(L-t)*(L-t)*t*cl+3*(1-t)*t
Ft*c2+t*t*t*az;

¥

/Il Returns a vector tangent to the point at time 't'

/Il This is the vector tangent to the curve at that point

public static Vector3 EvaluateCurveDerivative (Vector3[] points, float t) {
return EvaluateCurveDerivative (points[0], points[1], points[2], points[3], t);

¥

/I Calculates the derivative of the curve at time 't'
/Il This is the vector tangent to the curve at that point
public static Vector3 EvaluateCurveDerivative (Vector3 al, Vector3 c1, Vector3
c2, Vector3 a2, float t) {
t = Mathf.ClampO01 (t);
return3*(1-t)*(L-t)*(cl-al)+6*(Q-t)*t*(c2-cl)+3*t*t* (a2
- C2);
}

/] Returns the second derivative of the curve at time 't'
public static Vector3 EvaluateCurveSecondDerivative (Vector3[] points, float t)

{
return EvaluateCurveSecondDerivative (points[0], points[1], points[2],
points[3], t);
¥

/l/Returns the second derivative of the curve at time 't'
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public static Vector3 EvaluateCurveSecondDerivative (Vector3 al, Vector3 cl,
Vector3 c2, Vector3 a2, float t) {
t = Mathf.Clamp01 (t);
return6* (1-t)*(c2-2*cl+al)+6*t*(a2-2*c2+cl);
¥

/] Calculates the normal vector (vector perpendicular to the curve) at specified
time
public static Vector3 Normal (Vector3[] points, float t) {
return Normal (points[0], points[1], points[2], points[3], t);

¥

/I Calculates the normal vector (vector perpendicular to the curve) at specified
time
public static Vector3 Normal (Vector3 al, Vector3 c1, Vector3 c2, Vector3 a2,
float t) {
Vector3 tangent = EvaluateCurveDerivative (al, cl1, c2, a2, t);
Vector3 nextTangent = EvaluateCurveSecondDerivative (al, c1, c2, a2, t);
Vector3 ¢ = Vector3.Cross (nextTangent, tangent);
return Vector3.Cross (c, tangent).normalized,;

¥

public static Bounds CalculateSegmentBounds (Vector3 p0, Vector3 pl,
Vector3 p2, Vector3 p3) {
MinMax3D minMax = new MinMax3D ();
minMax.AddValue (p0);
minMax.AddValue (p3);

List<float> extremePointTimes = ExtremePointTimes (p0,p1,p2,p3);
foreach (float t in extremePointTimes) {

minMax.AddValue (CubicBezierUtility.EvaluateCurve (pO0, p1, p2, p3, t));
¥

return new Bounds ((minMax.Min + minMax.Max) / 2, minMax.Max -
minMax.Min);

¥

/Il Splits curve into two curves at time t. Returns 2 arrays of 4 points.
public static Vector3[][] SplitCurve (Vector3[] points, float t) {
Vector3 al = Vector3.Lerp (points[0], points[1], t);
Vector3 a2 = Vector3.Lerp (points[1], points[2], t);
Vector3 a3 = Vector3.Lerp (points[2], points[3], t);
Vector3 bl = Vector3.Lerp (al, a2, t);
Vector3 b2 = Vector3.Lerp (a2, a3, t);
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Vector3 pointOnCurve = Vector3.Lerp (b1, b2, t);

return new Vector3[][] {
new Vector3[] { points[0], al, b1, pointOnCurve },
new Vector3[] { pointOnCurve, b2, a3, points[3] }
b

¥

/I Crude, but fast estimation of curve length.
public static float EstimateCurvelLength (Vector3 p0, Vector3 p1, Vector3 p2,
Vector3 p3) {
float controlNetLength = (p0 - p1).magnitude + (pl - p2).magnitude + (p2 -
p3).magnitude;
float estimatedCurvelLength = (p0 - p3).magnitude + controlNetLength / 2f;
return estimatedCurvelLength;

¥

I/l Times of stationary points on curve (points where derivative is zero on any
axis)
public static List<float> ExtremePointTimes (Vector3 p0, Vector3 p1, Vector3
p2, Vector3 p3) {
/I coefficients of derivative function
Vector3a=3*(-p0 + 3 * pl -3 *p2 + p3);
Vector3b=6* (p0 -2 * pl + p2);
Vector3 ¢ =3* (pl - p0);

List<float> times = new List<float> ();
times.AddRange (StationaryPointTimes (a.x, b.x, ¢.x));
times.AddRange (StationaryPointTimes (a.y, b.y, c.y));
times.AddRange (StationaryPointTimes (a.z, b.z, ¢.2));
return times;

¥

/l Finds times of stationary points on curve defined by ax"2 + bx + c.
I/l Only times between 0 and 1 are considered as Bezier only uses values in that
range
static IEnumerable<float> StationaryPointTimes (float a, float b, float c) {
List<float> times = new List<float> ();

// from quadratic equation: y = [-b +- sqrt(b"2 - 4ac)]/2a
if(@a!'=0){
float discriminant=b*b -4 *a * c;
if (discriminant >=0) {
float s = Mathf.Sqrt (discriminant);
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floatt1 = (-b +5s) /(2 * a);

if (11 >=0&&tl<=1){
times.Add (t1);

}

if (discriminant '=0) {
floatt2=(-b-s)/ (2 * a);

ift2>=0&&t2<=1){
times.Add (t2);
by
}
}
¥

return times;

¥

b
public static class VertexPathUTtility

{
public static PathSplitData SplitBezierPathByAngleError(BezierPath
bezierPath, float maxAngleError, float minVertexDst, float accuracy)

{
PathSplitData splitData = new PathSplitData();

splitData.vertices.Add(bezierPath[0]);

splitData.tangents.Add(CubicBezierUtility.EvaluateCurveDerivative(bezierPath.GetP
ointsinSegment(0), 0).normalized);
splitData.cumulativeLength.Add(0);
splitData.anchorVertexMap.Add(0);
splitData.minMax.AddValue(bezierPath[0]);

Vector3 prevPointOnPath = bezierPath[0];
Vector3 lastAddedPoint = bezierPath[0];

float currentPathLength = 0;
float dstSinceLastVertex = 0;

Il Go through all segments and split up into vertices
for (int segmentindex = 0; segmentindex < bezierPath.NumSegments;
segmentindex++)

{

Vector3[] segmentPoints = bezierPath.GetPointsInSegment(segmentindex);
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float estimatedSegmentLength =
CubicBezierUtility.EstimateCurvelLength(segmentPoints[0], segmentPoints[1],
segmentPoints[2], segmentPoints[3]);

int divisions = Mathf.CeilTolnt(estimatedSegmentLength * accuracy);

float increment = 1f / divisions;

for (float t = increment; t <= 1; t += increment)

{
bool isLastPointOnPath = (t + increment > 1 && segmentindex ==
bezierPath.NumSegments - 1);
iIf (isLastPointOnPath)

Vector3 pointOnPath =
CubicBezierUtility.EvaluateCurve(segmentPoints, t);

Vector3 nextPointOnPath =
CubicBezierUtility.EvaluateCurve(segmentPoints, t + increment);

/l angle at current point on path

float localAngle = 180 - MathUtility.MinAngle(prevPointOnPath,
pointOnPath, nextPointOnPath);

Il angle between the last added vertex, the current point on the path, and
the next point on the path

float angleFromPrevVertex = 180 -
MathUTtility.MinAngle(lastAddedPoint, pointOnPath, nextPointOnPath);

float angleError = Mathf.Max(localAngle, angleFromPrevVertex);

if ((angleError > maxAngleError && dstSincelLastVertex >=
minVertexDst) || isLastPointOnPath)

{

currentPathLength += (lastAddedPoint - pointOnPath).magnitude;
splitData.cumulativeLength.Add(currentPathLength);
splitData.vertices.Add(pointOnPath);

splitData.tangents.Add(CubicBezierUtility.EvaluateCurveDerivative(segmentPoints,
t).normalized);
splitData.minMax.AddValue(pointOnPath);
dstSinceLastVertex = 0;
lastAddedPoint = pointOnPath;
¥

else
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{
dstSinceLastVertex += (pointOnPath - prevPointOnPath).magnitude;

¥
prevPointOnPath = pointOnPath;

¥
splitData.anchorVertexMap.Add(splitData.vertices.Count - 1);

}

return splitData;

}

public static PathSplitData SplitBezierPathEvenly(BezierPath
bezierPath, float spacing, float accuracy)

{
PathSplitData splitData = new PathSplitData();

splitData.vertices.Add(bezierPath[0]);

splitData.tangents.Add(CubicBezierUtility.EvaluateCurveDerivative(bezierPath.GetP
ointsinSegment(0), 0).normalized);
splitData.cumulativeLength.Add(0);
splitData.anchorVertexMap.Add(0);
splitData.minMax.AddValue(bezierPath[0]);

Vector3 prevPointOnPath = bezierPath[0];
Vector3 lastAddedPoint = bezierPath[0];

float currentPathLength = 0;
float dstSinceLastVertex = 0;

I/ Go through all segments and split up into vertices
for (int segmentindex = 0; segmentindex < bezierPath.NumSegments;
segmentindex++)
{
Vector3[] segmentPoints = bezierPath.GetPointsinSegment(segmentindex);
float estimatedSegmentLength =
CubicBezierUtility.EstimateCurvelLength(segmentPoints[0], segmentPoints[1],
segmentPoints[2], segmentPoints[3]);
int divisions = Mathf.CeilTolnt(estimatedSegmentLength * accuracy);
float increment = 1f / divisions;

for (float t = increment; t <= 1; t += increment)

{
bool isLastPointOnPath = (t + increment > 1 && segmentindex ==
bezierPath.NumSegments - 1);
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If (isLastPointOnPath)
{
t=1;

¥

Vector3 pointOnPath =
CubicBezierUtility.EvaluateCurve(segmentPoints, t);

dstSinceLastVertex += (pointOnPath -

prevPointOnPath).magnitude;

/I If vertices are now too far apart, go back by amount
we overshot by
If (dstSinceLastVertex > spacing) {
float overshootDst = dstSincelLastVertex -
spacing;
pointOnPath += (prevPointOnPath-
pointOnPath).normalized * overshootDst;
t-=increment;
}

If (dstSinceLastVertex >= spacing || isLastPointOnPath)

{
currentPathLength += (lastAddedPoint - pointOnPath).magnitude;
splitData.cumulativeLength.Add(currentPathLength);
splitData.vertices.Add(pointOnPath);

splitData.tangents.Add(CubicBezierUtility.EvaluateCurveDerivative(segmentPoints,
t).normalized);
splitData.minMax.AddValue(pointOnPath);
dstSinceLastVertex = 0;
lastAddedPoint = pointOnPath;

¥
prevPointOnPath = pointOnPath;

¥
splitData.anchorVertexMap.Add(splitData.vertices.Count - 1);

}

return splitData;

public class PathSplitData {
public List<Vector3> vertices = new List<Vector3>();
public List<Vector3> tangents = new List<Vector3>();
public List<float> cumulativeLength = new List<float>();
public List<int> anchorVertexMap = new List<int>();



public MinMax3D minMax = new MinMax3D();

}
h
public class MovementEffectHandler : EffectHandler

{

public MovementHandler MovementHandler { get; set; }

public override float CurrentTime {
get => base.CurrentTime;
set {
base.CurrentTime = value;
MovementHandler.SetCurrentPositionByPercent(CurrentTime / (EndTime -
StartTime));
}

}
//public MovementData Data { get; set; }

public Coroutine coroutine;
public override void Remove()
{
StopCoroutine(coroutine);
Destroy(gameObiject);
}

public override void Play(bool instantPlay)
{
coroutine = instantPlay==true? StartCoroutine(InstantPlay()) :
StartCoroutine(PlayByTime());

k
public override void Stop()

{

StopCoroutine(coroutine);

¥

public override void Hide()

{
MovementHandler.EnableMovementShapeObject(false);
MovementHandler.EnableSatellite(false);

¥

public override void Show()

{
MovementHandler.EnableMovementShapeObject(true);
MovementHandler.EnableSatellite(true);

k
k

public class MovementEffectsManager : MonoBehaviour

67
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[SerializeField]
private ModelsCollection satelliteModelsCollections;

[SerializeField]

private GameObject centerPoint;
[SerializeField]

private GameObject orbitPrefab;
[SerializeField]

private GameObject parabolaPrefab;
[SerializeField]

private GameObject curvePrefab;
[SerializeField]

private GameObject pointPrefab;

[SerializeField]
private Vector3 satteliteScale = new Vector3(0.09f, 0.09f, 0.09f);

private void CreateSatelliteObject(ModelSourceData modelSourceData,
Action<GameObject> OnCreateGO)
{

switch (modelSourceData. Type)
{
case ModelSource.File:
ObjectsLoaderManager.Instance.LoadObject(modelSourceData.Value,
null, delegate (AssetLoaderContext context)

{
var goFromFile = context.RootGameObject;
goFromFile.transform.localScale = satteliteScale;
OnCreateGO?.Invoke(goFromFile);

}, null, null);

break;

case ModelSource.Preset:
var prefab =

satelliteModelsCollections.GetValueBuyKey(modelSourceData.Value);
if (prefab == null)
{

presets");
by
var goFromPreset = Instantiate(prefab, VVector3.zero, Quaternion.identity);
goFromPreset.transform.localScale = satteliteScale;
OnCreateGO?.Invoke(goFromPreset);
break;

throw new Exception($"There is no model {modelSourceData.Value} in
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default:
break:
}

¥

private T CreateMovementShape<T,K>(float startTime,float endTime,GameObject
prefab, Transform parent, GameObject satellite, K data) where
T:MovementHandler<K> where K : MovementData
{
var movementGo = Instantiate(prefab, Vector3.zero, Quaternion.identity,
parent);
var controller = movementGo.GetComponent<T>();
controller.Set(startTime,endTime, data, satellite);
return controller;
}
private void EditMovementShape<T, K>(T handler, float startTime, float
endTime, GameObject satellite, K data) where T : MovementHandler<K> where K :
MovementData

{

handler.Set(startTime,endTime, data, satellite);
}
public void Create(float startTime,float endTime,MovementEffectData
movementEffect, Action<MovementEffectHandler> OnMovementEffectCreated)
{
var handlerGo = new GameObject("Movement Effect Handler");
handlerGo.transform.parent = centerPoint.transform;

handlerGo.transform.localPosition = VVector3.zero;
var movementEffectHandler =
handlerGo.AddComponent<MovementEffectHandler>();

CreateSatelliteObject(movementEffect. MovingObject.ModelSource, (satellite)
=> {

MovementHandler movementHandler;
switch (movementEffect.ShapeMovementData)
{
case BoomerangMovementData boomerang:
movementHandler=CreateMovementShape<ParabolicTrajectory,
BoomerangMovementData>(startTime,endTime,
parabolaPrefab,handlerGo.transform,satellite,
(BoomerangMovementData)movementEffect.ShapeMovementData);
break;
case CelestialMovementData celestial:
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movementHandler = CreateMovementShape<CelestialOrbit,
CelestialMovementData>(startTime, endTime, orbitPrefab, handlerGo.transform,
satellite, (CelestialMovementData)movementEffect.ShapeMovementData);
break;
case PathMovementData path:
movementHandler = CreateMovementShape<Curve,
PathMovementData>(startTime, endTime, curvePrefab, handlerGo.transform,
satellite, (PathMovementData)movementEffect.ShapeMovementData);
break;
case PointMovementData point:
movementHandler = CreateMovementShape<PointMovement,
PointMovementData>(startTime, endTime, pointPrefab, handlerGo.transform,
satellite, (PointMovementData)movementEffect.ShapeMovementData);
break;
default:
// Do something else...
movementHandler = null;
break;
¥
handlerGo.layer = centerPoint.layer;
foreach (var child in handlerGo.GetComponentsinChildren<Transform>())

{

child.gameObject.layer = centerPoint.layer;

}

movementEffectHandler.MovementHandler = movementHandler:

movementEffectHandler.MovementHandler.ChangeSateliteColor(movementEffect.M
ovingObject.Color);

handlerGo.transform.localScale = Vector3.one;

movementEffectHandler.MovementHandler.EnableMovementShapeObject(false);
movementEffectHandler.MovementHandler.EnableSatellite(false);

OnMovementEffectCreated?.Invoke(movementEffectHandler);
b
b

public void Edit(float startTime,float endTime, MovementEffectHandler
movementEffectHandler, MovementEffectData movementEffect, Action
OnMovementEffectEdited)

{
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/[CreateSatelliteObject(movementEffect.MovingObject.ModelSource, (satellite)
=>

1{

1)

switch (movementEffect.ShapeMovementData)

{

case BoomerangMovementData boomerang:

EditMovementShape((ParabolicTrajectory)movementEffectHandler.MovementHandl
er, startTime, endTime, movementEffectHandler. MovementHandler.Satellite,
(BoomerangMovementData)movementEffect.ShapeMovementData);
break;
case CelestialMovementData celestial:

EditMovementShape((CelestialOrbit)movementEffectHandler.MovementHandler,
startTime, endTime, movementEffectHandler.MovementHandler.Satellite,
(CelestialMovementData)movementEffect. ShapeMovementData);
break;
case PathMovementData path:
EditMovementShape((Curve)movementEffectHandler.MovementHandler,
startTime, endTime, movementEffectHandler. MovementHandler.Satellite,
(PathMovementData)movementEffect. ShapeMovementData);
break;
case PointMovementData point:

EditMovementShape((PointMovement)movementEffectHandler.MovementHandler,
startTime, endTime, movementEffectHandler. MovementHandler.Satellite,
(PointMovementData)movementEffect.ShapeMovementData);
break;
default:
// Do something else...
break;

¥

movementEffectHandler.MovementHandler.ChangeSateliteColor(movementEffect.M
ovingObject.Color);
OnMovementEffectEdited?.Invoke();

¥
¥

public abstract class MovementHandler : MonoBehaviour

{
private const float Pi2=Mathf.P1*2;

public float StartTime { get; set; }
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public float EndTime { get; set; }
public int NumPoints { get {
if ((Length * 360 / Pi2) > (TimeLength / 5 * 360))
{
return (int) TimeLength / 5 * 360;

}

else

{
return (int)(Length * 360 / Pi2);
b

1}
public abstract float Length { get; }

public float TimeLength { get { return EndTime - StartTime; } }
public GameObiject Satellite { get; set; }

public void EnableMovementShapeObject(bool enable)

{
gameObject.SetActive(enable);

¥

public void EnableSatellite(bool enable)

{
If (Satellite '= null)

{
Satellite.SetActive(enable);
}
}

public void RemoveSatellite()

{
Destroy(Satellite);

¥
public void ChangeSateliteColor(Color32? color)

{
if (Satellite == null||color==null)
return;
var colorChangers = Satellite. GetComponentsinChildren<ColorChanger>();
if (colorChangers.Length == 0)
{
colorChangers = new ColorChanger[1];
colorChangers[0] = Satellite. AddComponent<MaterialsColorChanger>();
}

foreach (var colorChanger in colorChangers)

{

colorChanger.SetColor(color.Value);



¥
¥

public abstract Vector3[] GetPoints();
public abstract void SetCurrentPositionByPercent(float percent);
¥

public abstract class MovementHandler<T> : MovementHandler where T :
MovementData

{
public void Set(float startTime, float endTime, T data, GameObject satellite)

{

StartTime = startTime;

EndTime = endTime;

Set(data, satellite);
}
protected virtual void Set(T data, GameObject satellite)
{

Satellite = satellite;
satellite.transform.parent = transform;
satellite.transform.localPosition = VVector3.zero;

k
¥

public class MovementDataConverter : JsonConverter

{
public override bool CanConvert(Type objectType)

{
k

return objectType.BaseType == typeof(MovementData);

public override object ReadJson(JsonReader reader, Type objectType, object
existingValue, JsonSerializer serializer)

{

if (reader.TokenType == JsonToken.Null) return null;

JObject jsonObject = JObject.Load(reader);
switch (jsonObject. ToObject<MovementData>(). Type)
{
case MovementType.Boomerang:
return jsonObject. ToObject<BoomerangMovementData>();
case MovementType.Celestial:
return jsonObject. ToObject<CelestialMovementData>();
case MovementType.Path:
return jsonObject. ToObject<PathMovementData>();
case MovementType.Point:

73
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return jsonObject. ToObject<PointMovementData>();
default:
throw new Exception(""No such movement type");
by

¥

public override void WriteJson(JsonWriter writer, object value, JsonSerializer
serializer)
{
throw new NotImplementedException();
}
}

public class CelestialRotation : MonoBehaviour, 1Simulation {
const double Deg2Rad = Math.P1/180.0;

#region Fields
/linput fields
[SerializeField] float _rightAscension = 0.0f; //[deg]
public float rightAscension {
get {return _rightAscension;}
set {
_rightAscension = value;
axis = Kepler.ComputeAxis(_rightAscension, _declination);

}

[SerializeField] float _declination = 0.0f; //[deg]
public float declination {
get {return _declination;}
set {
_declination = value;
axis = Kepler.ComputeAxis(_rightAscension, _declination);

}

//control fields
public bool simulate = true;

public float meanAngle = 0.0f; //[deg]

/ltime fields
[SerializeField] double _period = 10.0; //[s]
public double period {

get {return _period;}



set {
_period = value;
rate = Kepler.ComputeRate(_period, -Math.P1, Math.PI);

}

public double timeScale = 1.0;

public double startEpoch = 0.0; //[s]
#endregion

#region Properties

/[static properties

public Quaternion axis {get; private set;}
public double rate {get; private set;} //[rad/s]

//[dynamic properties

public double angle {get; private set;} //[rad]
public Quaternion rotation {get; private set;}
#endregion

#region Messages

void Reset() {
_rightAscension = 0.0f;
_declination = 0.0f;

simulate = true;
meanAngle = 0.0f;

_period = 10.0;
timeScale = 1.0;
startEpoch = 0.0;

}

void Start() {
ResetSimulation();

}

void OnEnable() {
ComputeStaticProperties();
ComputeDynamicProperties(angle);
transform.localRotation = rotation;

75
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void Update() {
If (simulate) UpdateSimulation();
¥

void OnValidate() {
Start();
OnEnable();
}

#endregion

#region Computation
I/l <summary>Computes static properties for rotational axis and
speed</summary>
public void ComputeStaticProperties() {
axis = Kepler.ComputeAxis(_rightAscension, _declination);
rate = Kepler.ComputeRate(_period, -Math.P1, Math.PI);

}

/Il <summary>Compute dynamic properties that change over the
angle</summary>
/Il <param name="M">The angle to evaluate properties at</param>
public void ComputeDynamicProperties(double angle) {
rotation = Kepler.ComputeRotation(axis, angle/Deg2Rad);
b

#endregion

#region Simulation
public void StartSimulation() {simulate = true;}
public void StopSimulation() {simulate = false;}

public void ResetSimulation() {
angle = Kepler.WrapAngle(meanAngle*Deg2Rad + startEpoch *
rate, 0, 2*Math.PI);

}

public void UpdateSimulation() {
angle = Kepler.WrapAngle(angle + Time.deltaTime * rate *
timeScale, 0, 2*Math.PI);
ComputeDynamicProperties(angle);
transform.localRotation = rotation;

}

#endregion

¥
[RequireComponent(typeof(MeshFilter), typeof(MeshRenderer))]
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public class CelestialRings : MonoBehaviour {

segments);

[SerializeField] float innerRadius = 1f;
[SerializeField] float outerRadius = 1.5f;
[Range(3,50), SerializeField] int segments = 10;

void Reset() {
innerRadius = 1f;
outerRadius = 1.5f;
segments = 10;

}

void OnValidate() {
If (innerRadius < 0) innerRadius = Of;
if (outerRadius < 0) outerRadius = Of;
Generate();

}

public void Generate() {
MeshFilter filter = GetComponent<MeshFilter>();
Destroylmmediate(filter.sharedMesh);
filter.sharedMesh = GenerateRingMesh(innerRadius, outerRadius,

}

public static Mesh GenerateRingMesh(float ri, float ro, int segments) {
If (segments <= 0)
throw new

System.ArgumentOutOfRangeException(*Number of segments cannot be less than or

equal to 0");

Mesh mesh = new Mesh();
mesh.name = "Ring Mesh";

Vector3[] vertices = new Vector3[segments*4];
Vector2[] uvs = new Vector2[segments*4];
int[] triangles = new int[segments*6];

* X F % X %



o\

A Y

*  N+3------ n+2

*

* n=ro<i > uv(1,0)
*ntl=ro<i+l -> uv(11)
*n+2=ri<i ->  uv(0,0)
*n+3=ri<i+l -> uv(0,1)
*/

for (int i =0; i < segments; i++) {
float angle = i*2f*Mathf.Pl/segments;
float angle2 = (i+1)*2f*Mathf.P1/segments;

vertices[4*i+0] = new Vector3(ro*Mathf.Cos(angle), Of,
ro*Mathf.Sin(angle));

vertices[4*i+1] = new Vector3(ro*Mathf.Cos(angle2), Of,
ro*Mathf.Sin(angle2));

vertices[4*i+2] = new Vector3(ri*Mathf.Cos(angle), Of,
ri*Mathf.Sin(angle));

vertices[4*i+3] = new Vector3(ri*Mathf.Cos(angle2), Of,
ri*Mathf.Sin(angle2));

uvs[4*i+0] = new Vector2(1f,0f);
uvs[4*i+1] = new Vector2(1f,1f);
uvs[4*i+2] = new Vector2(0f,0f);
uvs[4*i+3] = new Vector3(0f,1f);

Itri 1
triangles[6*i+0] = 4*i+2;
triangles[6*i+1] = 4*i+1;
triangles[6*i+2] = 4*i+0;
/tri 2
triangles[6*i+3] = 4*i+1;
triangles[6*i+4] = 4*i+2;
triangles[6*i+5] = 4*i+3;
by

mesh.vertices = vertices;
mesh.uv = uvs;
mesh.triangles = triangles;

mesh.RecalculateNormals();
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mesh.RecalculateBounds();

return mesh;
by
by
public static class Kepler {

static int maxIterations = 200;
static double tolerance = 0.0001;

#region Computation
/Il <summary>Wraps an angle value between lower and
upper.</summary>
/Il <returns>Wrapped angle</returns>
I/l <param name="angle">Angle</param>
I/l <param name="lower">Lower</param>
/Il <param name="upper">Upper</param>
public static double WrapAngle(double angle, double lower, double
upper) {
if (angle > lower && angle < upper)
return angle;
else if (angle < lower)
return upper - (lower - angle) % (upper - lower);
else
return lower + (angle - lower) % (upper - lower);

}

/Il <summary>Wraps an angle value between lower and
upper.</summary>
Il <returns>Wrapped angle</returns>
/Il <param name="angle">Angle</param>
/Il <param name="lower">Lower</param>
/Il <param name="upper">Upper</param>
public static float WrapAngle(float angle, float lower, float upper) {
if (angle > lower && angle < upper)
return angle;
else if (angle < lower)
return upper - (lower - angle) % (upper - lower);
else
return lower + (angle - lower) % (upper - lower);

}

/Il <summary>Compute the rotation defining the orbital plane coordinate
system</summary>
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I/l <param name="0">longitude of the ascending node
[degrees]</param>

/Il <param name="w">argument of the periapsis [degrees]</param>

/Il <param name="i">inclination [degrees]</param>

/Il <returns>Orbital Plane Orientation</returns>

public static Quaternion ComputeOrientation(float o, float w, float i) {

return Quaternion.Euler(i, -w, 0f)*Quaternion.Euler(0f, -o, 0f);
by

/Il <summary>Compute the semi-latus rectum of the conic
section</summary>
/Il <param name="a">periapsis [m]</param>
/Il <param name="e">eccentricity [1]</param>
/Il <returns>Semi-Latus Rectum [m]</returns>
public static double ComputeSemiLatusRectum(double p, double e) {
if(e==0.0){ /circular
return p;
}elseif (e==1.0){ /Iparabolic
return p*2.0;
} else if (e < 1.0) {//elliptical
return p*(1.0-e*e)/(1.0-e);
}else { /Ihyperbolic
return p*(e*e-1.0)/(e-1.0);
}

}

/Il <summary>
/[l Computes the semi major axis of the conic section
/Il </[summary>
/Il <param name="p">periapsis [m]</param>
/Il <param name="e">eccentricity [1]</param>
/] <returns>Semi-major axis [m]</returns>
public static double ComputeSemiMajorAxis(double p, double e) {
if(e==0.0){ /[circular
return p;
}elseif (e==1.0){ /Iparabolic
return double.Positivelnfinity;
} else if (e < 1.0) {//elliptical
return p/(1-e);
}else { /Ihyperbolic
return -p/(e-1);
¥
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I/l <summary>Compute the rate of orbit</summary>

/Il <param name="T">Period [seconds/orbit]</param>

/Il <param name="from">From Angle [rad]</param>

/Il <param name="to">To Angle [rad]</param>

/Il <returns>Rate [rad/second]</returns>

public static double ComputeRate(double T, double from, double to) {

If (T==0){
Debug.LogWarning("Period cannot be 0");
return O;

}

return Math.Abs((from-to)/T);
}

/Il <summary>Compute the eccentric anomaly of the conic
section</summary>

/Il <param name="M">anomaly [rad]</param>

/Il <param name="e">eccentricity [1]</param>

/Il <returns>Eccentric Anomaly [rad]</returns>

public static double ComputeEccentricAnomaly(double M, double e) {

if (e <0.0)
throw new ArgumentOutOfRangeException(“eccentricity”,

"cannot be negative");

if(e==0.0){ /[circular
return M;

}elseif (e==1.0) { /Iparabolic
return NewtonParabolic(M, e);

} else if (e < 1.0) {//elliptical
return NewtonElliptical(M, e);

} else { //Ihyperbolic
return NewtonHyperbolic(M, e);

¥

¥

/Il <summary>Compute the true anomaly of the conic section.
/Il This is the actual angle between the periapsis and the position of
/Il the orbital body.
/Il </[summary>
/Il <param name="E">eccentric anomaly [rad]</param>
/Il <param name="e">eccentricity [1]</param>
/Il <returns>True Anomaly [rad]</returns>
public static double ComputeTrueAnomaly(double E, double e) {
if (e <0.0)
throw new ArgumentOutOfRangeException(*eccentricity”,
"cannot be negative™);
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if(e==0.0){ /circular
return E;
}elseif (e==1.0){ /Iparabolic
return 2.0*Math.Atan(E);
} else if (e < 1.0) {//elliptical
return 2.0*Math.Atan2(Math.Sqrt(1.0+e)*Math.Sin(E/2.0),
Math.Sqrt(1.0-e)*Math.Cos(E/2.0));
} else { IIhyperbolic
return 2.0*Math.Atan2(Math.Sqrt(e+1.0)*Math.Sinh(E/2.0),
Math.Sqrt(e-1.0)*Math.Cosh(E/2.0));

¥
k

/Il <summary>Compute the radius at the given anomaly</summary>

/Il <param name="1">semi latus rectum [m]</param>

/Il <param name="e">eccentricity [1]</param>

/Il <param name="v">true anomaly [rad]</param>

/1l <returns>Radius</returns>

public static double ComputeRadius(double I, double e, double v) {
return 1/(1.0 + e*Math.Cos(v));

by

/Il <summary>Compute the position of the body within the orbital
plane</summary>
I/l <param name="r">radius [m]</param>
I/l <param name="v">true anomaly [rad]</param>
/Il <returns>Postion Vector</returns>
public static Vector3 ComputePosition(double r, double v) {
return new Vector3((float)(r*Math.Cos(v)),
of,
(float)(r*Math.Sin(v)));

}

I/l <summary>Compute the velocity of the body within the orbital
plane</summary>

/Il <param name="a">semi-major axis [m]</param>

/Il <param name="r">radius [m]</param>

/Il <param name="n">rate [rad/second]</param>

/Il <param name="E">eccentric anomaly [rad]</param>

/Il <param name="e">eccentricity [1]</param>

/I <returns>Velocity Vector</returns>

// TODO: support hyperbolic and parabolic orbits
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public static Vector3 ComputeVelocity(double a, double r, double n,
double E, double v, double e) {
if(e==0.0){ /circular velocity
Vector3 vel = new Vector3((float)(-Math.Sin(E)),
Of,
(float)(Math.Cos(E)));
return (float)(a * n) * vel;

}elseif (e==1.0){ /Iparabolic velocity
Vector3 vel = new Vector3((float)(-
Math.Sin(v)/(Math.Cos(v)+1)),
of,
1f);
return (float)Math.Sgrt(n*n*a*a*a*(2/r)) * vel.normalized;

} else if (e < 1.0) {//elliptical velocity
Vector3 vel = new Vector3((float)(-Math.Sin(E)),
of,
(float)(Math.Sqgrt(1-e*e)*Math.Cos(E)));
return (float)((a*a*n)/r) * vel;

}else { /Ihyperbolic velocity
Vector3 vel = new Vector3((float)(-Math.Sinh(E)),
0,
(float)(Math.Sqrt(e*e-1)*Math.Cosh(E)));
return (float)((a*a*n)/r) * vel;
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HauioHOALHMIA YHIBERCHTET (3anopiltka MoAiTexHikay
Kadheapa nporpamHnx 3acobis
BunyckHa pobota marictpa

PO3POBKA TTPOI'PAMHOI'O BACTOCYHKY PO3PAXVYHKY TA
[IPEJCTABJIEHHS PYXY TPAHCIIOPTHHUX 3ACObIB Y

BE3LE

Buxonss:
cr. rp, KHT-110m B.1O. CrictennHix

KepiBHBK IpoekTy:
KL, AOT[eHT O.M. I'manxona

Pucynox b.1 — Cnaiin Nel

OB'eXT AOCAIAXKEHHS — BI2YQAIZQUIY PYXY TRAHCNOPRTHUX 3acobig.

MMpeAMeT AOCAIAXKEHHS — NPOrpaMmHe 3abesneyeHHs AAS Bizyaaizaul pyxy
TPAHCNOPTHMX 3acobis HO MODIABHOMY NPUCTROI,

Merta pobom — CTBOPEHHS NPOrRPAMHOIO-3ACTOCYHKY HQ MOBIAbHMIA
NPUCTPIN, LLIO BI3YTQAIZYE PYX TRAHCMNOPTHUX 3aCOBIB Y AONOBHEHIH
PEeaAbHOCTI.

3aBAGHHS:
NPOAHTAIZYBATH BIPTYAABHY TG AOTIOBHEHY PETABHICTD;
- NPOAQHOARYRATH IrROBI PYLUIT;

- pO3pChMTH 3ACTOCYHOK ACTIOBHEHO! PECABHOCTI AAR BI3yQAIZALLl pyxy
TRPAHCTOPTHWX 3acobis.

Pucynok b.2 — Crnaiig Ne2




AHOAI3 MPEAMETHOI OOAQCTI

» BipTyQAbHQ PEAAbLHICTb;
» AOMNOBHEHA PEAALHICT;
» CYMNpPOBIAHI NPUCTPOI;

» TUMKU AOMNOBHEHO! PEAABHOCTI.

Pucynok b.3 — Cnaiig Ne3

BipTyOQAbBHO TQ AOMOBHEHAO
PDEAAbHICTb

» TpeHaxep AIHKO; » Hanisnposopuii gucruieit
3 BUBEJICHOO 1HpopMalliero

| 2 quacui IOJIOMH 3 S
Ha BIKHI JIITaka,

koHTpoJepamu (Oculus
Quest) » Pokemon Go

Pucynok b.4 — Crnaiig Ne4
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IrpoBi pyLUIl

Irposnis pywsii Unreal Engine Unity

Pisens cxaaaHocTl 515 1/5

AOCTYNHICT BAMGIrae MANKCKM > DeIKowmosHa AKLLO
BESPCR EKCNOPTYEOTH

MACITCROPMM,

GeakownoeHo

Kpocnnardpopmen

IHCTYpyMmenTapii

Pucynok b.5 — Crnaiig Ne5

CepeAoBULLIO PO3POOKU

Microsolt Visual Studio Visual Studio Code

MACBNYBOHHA KOAY

ABTOAONORHBHHA

Fopadl kacsiuse

KomniasTop

FPotora s VCS

Unit-recTw

PoGora 3 Gazomu
ACHHX

Maaring

Pucynoxk b.6 — Cnaiin Ne6
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CTpYKTYPQA MNPOrPAMHOro NPOAYKTY 7

CepefoBuLLE 3aCTOCYHKY AOMNOBHEHO! peanbHoCT

BuaHavyeH|
MapKepu
Y
Kamepa AaHI S kamepy 3D-mopgeni, K

el Vuforia SDK
NPUCTPO BISyaniayemo y pycei

Y

Mogyns 0CHOBHOI
Norikn

Y

IHTepdheiic
KOpUCTYBAYA

Pucynok b.7 — Cnaiig Ne7

OCHOBHMM AATOPUTM PODOTH

Mosanox

Y

Pozniasasanma yeix
Mapkepis
\
e O

v

[ 1
L J

1 += deltaTime

=3

Pucynoxk b.8 — Cnaiin Ne8
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BAOK-CXeMM BUKOPUCTAHUX COYHKLLIN

me. = exp(trinfa))

T
/ 2o res /

1

PyrKuis factorial DyHKLIR power

PyHKUIg Bezier

Pucynok b.9 — Cnaiig Ne9

Alarpama nocCAIAOBHOCTI

Pucynoxk b.10 — Craiig NelO
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Pe3yAbTaT pOOOTHN NpOorpamm 11

Pucynok b.12 — Cnaiig Nol2
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BMCHOBKM
3a pe3yALTATAMM BUNYCKHOT poboTH marictpa:
» NPOAHAAIZOBAHO BIPTYAALHY TA AOMNOBHEHY PEAALHOCTI;

» NPOAHAAIZOBAHO IrPOBI PYLLUIl;

» po3p0BAEHO 3ACTOCYHOK AOTIOBHEHO! PEAALHOCTI AAS BI3YQAIZQLLT
PYXy TRAQHCMNOPTHMX 3ACOBiB.

HaykoBa HOBUM3HA OTPUMAHKX PE3YALTATIE. OTPUMAHO NOAQABLLLIMMA
PO3BUTOK QATOPUTMY NOBYAOBM KpMBUX Be3'€ AAR NPOKATQACHHA
ONTUMAABHOT TRAEKTOPII PYXY TRAHCNOPTHOIO 3acoby y AONOBHEHIN
PEeaAbHOCTI.

MNpaxkTuyHa 3HaYMMIC T pesyasTartis. PoO3pobaeHO nNporpamumi
MPOAYKT AAR Bi3yQAiZaLil nepemilLieHHs 06'eKTiB 3 OAHOIO MICLS B iHLLIE
3Q TPAEKTOPIED KpHrBol bes'e B 0BXiA BCTAHOBAEHMX MO3ULLIA.

Pucynok b.13 — Cnaiig Nel3



