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PEDEPAT

[TosicHIOBaNIbHA 3amucKa J0 JUIJIOMHOI KBamidikaiiiHoi podoTu OakanaBpa:

101 c., 27 puc., 3 Tadn., 3 goxa., 18 mxepen.

BIPTYAJIbHA PEAJIBHICTD, IMEPCUBHUN HOCBI,
IHTEPAKTUBHE HABUYAHH#, MEXAHIK, ®IBMYHA CUMVJIALILA, OPEN XR

OO0’€eKT TOCHIIKEHHA — Mpolec po3poOKH MPOrpaMHHUX 3ac00iB BIPTyaldbHOI
peaIbHOCTI.

[Ipenmer mocnimxeHHs — IporpaMHi 3acodu peanizamii VR-cepenoBuia ais
HaBYaHHSI, TPEHYBAaHHS Ta Bizyasizallii mpoiiecy po30opy Ta 30upaHHs aBTOMOO1IISI.

Meta pobotu — po3poOka iHTepakTuBHOTO VR-cepenoBuina, sike 3abe3nedye
peaNiCTUYHMM 1 3pyYHUN TPOLEC TOCTIHKEHHS OyIb SIKMX 1HXEHEPHUX IPOEKTIB.
EdexkruBHuil 1 nemeBuid cnocid O3HAHOMJIEHHS 3 IHHOBaUIIMH Ta CKJIaJHUMH
MpUIIaJIAMHU.

Marepianu, MeTOIM Ta TEXHIYHI 3aco0u: mporpamHe 3ade3neueHHs — Unity
2022.3.51f1, OpenXR, Unity XR Interaction Toolkit; o6mamnanns — Oculus Meta
Quest 2, VR-xonTposnepu.

[IpakTiyHa WIHHICTH NOJATAE y CTBOPEHHI MOXJIMBOCTI BUKOpUCTaHHS VR
JUTSI HABYAHHS MEXaHIKiB 6e3 moTpedu y Hi3uIHIX aBTOMOOLIISX.

["anmy3b BUKOpUCTaHHS — MEXaHIKH Ta 1HKEHEPH, ABTOCEPBICH, YHIBEPCUTETH.



ABSTRACT

Explanatory note to the bachelor's qualification thesis: 101 pages, 27 figures,

3 tables, 3 appendices, 18 references.

VIRTUAL REALITY, IMMERSIVE EXPERIENCE, INTERACTIVE
TRAINING, MECHANIC, PHYSICAL SIMULATION, OPEN XR

Object of the research — the process of developing virtual reality software
tools.

Subject of the research — software implementation of a VR environment for
training, education, and visualization of the disassembly and assembly processes of a
car, as well as optimization of user interaction with car parts in a virtual space.

Purpose of the work — to develop an interactive VR environment that provides
a realistic and convenient process for exploring any engineering projects. An
effective and low-cost method for familiarization with innovations and complex
devices.

Materials, methods, and technical tools: software — Unity 2022.3.51f1,
OpenXR, Unity XR Interaction Toolkit; hardware — Oculus Meta Quest 2, VR
controllers.

Practical value lies in the ability to use VR for mechanic training without the
need for physical vehicles.

Field of application — mechanics and engineers, auto repair services,

universities.
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ITEPEJIIK CKOPOYEHDb TA YMOBHHUX ITIO3HAK

IDE — IHTErpoOBaHe CEPENOBHUIIE PO3POOKH;
Ul — iHTEpPEeiic KopucTyBaya;

UML  — Unified Modeling Language;

VR — BipTyaJIbHa peabHICTh;
oC — omepalliiHa cucTema;
I13 — IIporpaMHe 3a0e3TCUCHHS;

[Ipead — 3aroToBieHMI 1 HATAIITOBAHUI 3aBYaCHO 00’ €KT.



BCTYII

Po3BuTOK TexHOMOTI BipTyanbHOI peanbHOCTi (VR) 3HauHO BIUIMHYB Ha pi3HI
chepu, BKIIOYAIOUN 1HXXEHEPII0, BUPOOHUIITBO, HABUYAHHS Ta pO3pOOKY MPOrpaMHOIO
3abe3neuenHsa. OcobmuBo VR oTpumana muipoke 3acTOCYBaHHS B MOJICITIOBaHHI
CKJIQJIHUX TEXHIYHUX 00'€KTiB, HaBuaHHI (axiBI[IB Ta ONTHUMI3allli BUPOOHUUIUX
nporieciB[1]-[8].

OaHuM 13 TEPCHEeKTUBHUX HAIpPSMKIB BUKOpUCTaHHA VR € cTBOpeHHs
IHTEPAKTUBHUX HABYAJIBHUX CUMYJSATOPIB JUIsl BUBYEHHS OyJOBH 1 pOOOTH TEXHIYHHUX
cucteM. 3okpeMa, y cdepi aBToMOOUTBHOI iHXeHepii VR wmoxe 3abe3neuntn
Oe3revHe, THyYKe Ta €KOHOMIYHO BWTIJHE CEpPEIOBHINE /JIsi HaBUYAHHS MEXaHIKIB,
IHKEHEepIB 1 TEXHIYHOro NepcoHany O0e3 mnoTpeOu y (I3MYHUX TPAHCIOPTHUX
3aco0ax[1]-[8].

PesynbraTi 11bOro AOCIHIIKEHHS MOXYTh OyTH KOPUCHHUMHM JUIsl HABYAJIBHUX
3aKiaaiB, aBTOMOOUIBHMX MalCT€pEHb, BHUPOOHMYMX NIAIPHUEMCTB Ta IHIIHUX
opraHizamiii, sKi 3alMalOTbCsl TEXHIYHUM OOCIYTOBYBaHHSM 1 PEMOHTOM
TpaHCHOpPTHUX 3aco0iB. Bukopucranusa VR-texHomoriii y Takux cdepax 103BOIHUTH
3HAYHO TIOKPAIIUTH SKICTh MMATOTOBKH CIICMIANICTIB, 3MEHIIUTH BUTPATH Ha

HABYaHHS Ta MABUIIUTH O€3MeKy BUKOHAHHS TeXHIYHUX poOiT[1]-[8].



1. AHAJII3 IPEJMETHOI OBJIACTI

1.1 BipryaabHa peajbHiCTh Y TEXHIYHOMY HABYAHHI Ta CUMYJIALIL

BipryansHa peansHicTh (VR) Bike 1aBHO niepecrtania OyTH MPOCTO IrPAIIKOIO —
ChOTOZIHI BOHA AaKTHUBHO BHKOPHUCTOBYETHCS B OCBITI, OCOOIMBO B TEXHIYHUX
HamnpsIMKax, SK-OT 1HXeHepis. 3aBasku VR MoXHA CTBOpPUTHU Takl YMOBHU, B SIKHX
CTYI€HTH MalTh MOXJIMBICTh HaBYaTHCS, MOJEIIOBATH CKIAIHI mpouecu ado
TpeHyBarucs 0e3 pu3uKy, BUTpAT 1 ckiaaHoi Jorictuku[1]-[8].

Opniero 3 rojoBHux mnepeBar VR y HaBuaibHOMY mpolieci € Oe3NneyHICTb.
Hanpuknan, mig wac po6otu 3 HeOe3meyHUM oOnagHaHHSAM abo Mmarepiaiamu y
BIPTyaJIbHOMY IIPOCTOP1 MOXKHA 3pOOUTH TTOMHIIKY, HE OOSYNCh HACTIIKIB — HIXTO HE
MOCTpaXX/1a€ 1 HIYOTro He 37aMaeThes. Lle nyke KOpUCHO s HaBYaHHS MailOyTHIX
1HXKeHepiB, 00 Oarato 3ama4d y 1id cdepi MOB’s13aHI 3 MOTEHIIWHO HEOE3MEYHUMU
cutyartismu| 1]-[8].

Kpim Toro, BipTyajbHI CUMYJISLII 3HAYHO 3HMKYIOTh BUTpatu. He moTpiOHO
KyIyBaTH JIopore oOJaJiHaHHsS 4d OOJAIITOBYBATH CIEIliaii3oBaH1 Jlaboparopii. Yce,
110 noTpioHo — e VR-cucrema 1 BiJmoBiiHE NporpaMHe 3ade3neueHHs. Hanpukian,
MOYKHA CTBOPUTH TpEHaXep Uisi poOOTHM 3 JBUTYHOM, 1 BCl CTYACHTH 3MOXYTb
MONPAKTUKYBATHCS, HE TOPKAIOYKUCH peaabHOol TexHIku[ 1]-[8].

IIle oauH TUIIOC — 1€ THYYKICTb. BipTyanbHl cepeAoBHILA JErKo
HAJIAIITOBYIOTHCS M1 KOHKPETHI HaBYaIbHI TeMu. Hampukiaz, skio Tpeda mokasaru
MOJIOMKY aBTOMOOUISI, TO ii MOYKHA IIBUAKO 3MOJICIIOBATH, 3MIHUTH MapaMeTpu abo
CUTyallif0 1 He MOTPIOHO MmIOpa3y TOTyBaTH HOBE OONAJHAHHS, SK y CIPaBKHIN
marictepHi[ 1]-[8].

OkpemMa TemMa — 1€ pEaJICTUYHICTh cyyacHUX VR-pimenb. Y Takux
CUMYJISIIAX MOXKHA MOOAYUTH, SIK BEAyTh ceOe pi3HI Marepianu, SK B3a€EMOIIOTh
MEXaHI3MH, 10 BIIOYBAa€ThCsl B eleKTpocucTemax. Lle mo3Bossie muline 3po3yMiTH
NPUHIUON POOOTH IHKEHEPHUX CHUCTEM, 0O BCE BHJHO HAXKMBO, a HE NPOCTO Ha

KapTUHKax 4u cxemax|[1]-[8].
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Hyxe BaxynBo, 10 VR 1103BoJisie CTBOPIOBATH Pi3HI HaBYAJNIbHI ClIEHApii, SKi
CKJIaAHO a00 HaBITh HEMOXKJIMBO BIJITBOPUTH B peanbHOCTI. Hampukian, aBapiiiHi
cuTyalii Ha BUPOOHUIITBI a00 PiAKICHI MOJOMKH. Taki cuTyallii MOKHa CUMYJTIOBAaTH
y VR 1 HaBunTHCS IpaBuiIbHO pearyBaru 0e3 pusuky[1]-[8].

[ ocramne — pocrymHicte. Ockinbku VR-cuctremn He mnpuB’s3aHi [0
KOHKPETHOIO MICIIsl, TO HaB4YaThcid MOKHa Oyab-me. Lle 0cobmuBO KOpHCHO s
CTYZICHTIB 13 PErioHiB, J€ HeMae MOTPIOHOI 1HPpaCTPyKTypH, ad0 Il KOMIAHIHU, SIKI
HE MOXYTh C001 JO3BOJUTH MOOYIYyBaTH CIIPaBKHIO JIa0OpaTopito. A IIe — 1€ 3py4IHO
JUIsL  TIpaKTUKYIOYMX  (PaxiBIiB, $KI XO4YyThb MIABUIIMTH KBaji(dikaiioo, He

BiJIpUBAIOYUCH HAJOBTO Big podoTtu[1]-[8].

1.2 O icHy104HX pilieHb

VY CBITI BIpTyaJabHOI pealbHOCTI IS 1HXKEHEepli Ta HaBYaHHS 3'SIBISETHCS BCE
Outblie r1uIarGopM, IO JIO3BOJSIOTH PO3POONIATH, TECTyBaTM Ta BHUBYATHU
aBTOMOOUIBbHI CUCTEMHU. Y I[LOMY PO3ALII MH PO3IISIHEMO KUIbKA BIOMHUX PIIIEHB Y
VR-coepi, Takux sik Ford Immersive Vehicle Environment (FiVE), Siemens NX VR
Design Review Ta pi3ai VR-tutardhopmu ju1si HaB4aHHS MEXaHIKIB, MOPIBHIOIOUH X 3
MOXKJIMBOCTSIMUA MOTO TIPOEKTY[6-8].

Ford Immersive Vehicle Environment (FiVE) e VR-mnargopmoro,
po3pobneHoro koMmmadiero Ford mms  MopaenroBaHHS aBTOMOOUTIB  Ha  erari
NPOEKTYBaHHA Ta TecTyBaHHSA. BoHa [03Boisie iHXKEHEpaM B3a€EMOIIATH 3
BIpTyaJlbHUMHM MOJICISIMM aBTOMOOLUIIB 1 OIIIHIOBAaTH iX AM3aiiH Ha PI3HUX eTamax
pO3poOKHU[6].

[HxeHepu MOXYTh B3aEMOJIISITH 3 3D-MoeNsiMu aBTOMOOWTIB Y BIpTyaJbHOMY
CEepelloBHUIIll, IO JO03BOJIAE OUTBII JETadbHO OIIHUTH EJIEeMEHTH [W3aifHy, iXx

IPOTOopIIii Ta eproHOMIKY[6].
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BipryaneHe cepemoBuile Jae 3MOTY BHUSBUTH TOTEHIIINHI TpoOiIeMu B
IU3aiiHl aBTOMOOUIS, SIKI MOXYTh OyTH CKJIQJHUMU JJI BUSIBJICHHS y TPaJWLIAHHUX
METO/aX MPOEKTYBaHHsI[6].

Xoua matdopma J03BOJISIE EPENISIAATH MOJIEIl Ta BUSBIISITH 1e(EKTH, BOHA
HE MIATPUMYE IHTEPAKTHBHI Jii, Taki SK po30ip aBTOMOOLIS MO ACTAISIX, a TAKOXK HE
JI03BOJISIE B3AEMO/II1 3 KOMIIOHEHTaMH(3HIMATH Ta BCTAHOBIIIOBATH )[6].

Siemens NX VR Design Review — e VR-pimieHss, mo 3acTocoBYy€eTbCs IS
ananizy 3D-mozeneli mpoMHUCIOBOTO OONaHaHHS Ta TPAHCIOPTHUX 3aco0iB. BoHo
OpIEHTOBaHE Ha IHXXEHEpIB, SKI 3alMarOThCSA TMEPEBIPKOI0 KOHCTPYKIIM Ta iX
Bi3yaJrizaiiero B peabHOMY Jaci[7].

[Inardopma miaTpUMy€e BiIOOpaKeHHS BEIUKUX 1 CKIQJIHHX MOJCIICH
MIPOMUCIIOBUX OO'€KTIB 1 TpaHCHOPTHUX 3aco0iB y VR, 1m0 A03BoJsiE€ 1HXKEHEpaM
aHaTI3yBaTH iX KOMIIOHYBAHHS 1 30BHIIIHI XapaKTEPUCTUKHU[7].

KopuctyBaui MOXyTh poOUTH KOMEHTapi Ta Moaudikalii 0e3mocepeHhO B
CUCTEMI, LIO JO3BOJIIE ONTUMI3YBAaTH KOHCTPYKIII 1 BpaxoByBaTH 3ayBa)KEHHS
KoMaHu|[ 7].

Xo4a cuctemMa HaJa€e MOXJIMBICTH Bi3yadi3yBaTu Ta MoOAU(]IKyBaTH MOJENI,
BOHA HE MIATPUMYE pealicTuuHy (i3uKy a00 CHUMYISINI0 B3a€EMOIIi, IO 3HAYHO
oOMexye i1 PyHKIIOHATIBHICTD JJISI MPAKTUYHUX TPEHYBaHb[7].

Pi3n1 VR-mnardopmu, taki gk Car Mechanic Simulator VR, opienToBanuii Ha
HAaBYaHHS MEXaHIKIB B YMOBaX BIpTyaJbHOI peanbHOCTI. J{03BOjsie KOpHCTyBauam
BUBYaTH MEXaHIKy aBTOMOOUIIB, MPOBOJUTH PEMOHT Ta po30ip aBTOMOOUIIB Yy
BIPTyaJIbHUX cepenoBuIax|[8].

[aTepakTuBHU po30ip aBromMoOUII: KopucTyBaui MOXyTh JAEMOHTYBAaTH
KOMIIOHEHTH aBTOMOOUIS, MPOBOAWUTH PEMOHTHI POOOTH, BUKOPUCTOBYIOUHM Ppi3HI
iHCTpYyMeHTH] 8].

Mae iHTerpoBaHi 0a3u JaHMX, J€ KOPHUCTyBadl MOXKYTb Jli13HABATHUCS O1IbIIE

PO JeTati aBTOMOOLIIS 1 crmocodu ix 00ciyroByBaHHs[8].
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[Inardopma Hamae BipTyadbHI 1HCTPYMEHTH, 3a JOIOMOIOK SIKUX MO)KHa
BUKOHYBAaTH PI3HI J1i 3 aBTOMOOLIEM, Takl sIK BUKPy4YyBaHHs OOJTIB, 3aMiHa KOJIC 1
1HI11 O1IBII CKIIaTHI PyHKII[8].

VY tabnumi 1.1 HaBeneHO MOPIBHAHHS IHTEPAKTUBHMX IIAT(GOPM BIPTyaIbHOI

peaTbHOCTI IS Bi3yasisallii, HaBYaHHS Ta B3a€MO/IIi 3 aBTOMOOUTEHUMH CHCTEMAaMH.

Tabmuust 1.1 — TlopiBHSHHS IHTEPAKTUBHUX IUIaTQoOpM  BIPTyaldbHOL

peabHOCTI JIUIA Bi3yasizallii, HaB4aHHS Ta B3a€MOJIIi 3 aBTOMOOITLHUMH CUCTEMaMH.

Kpurepiii mopiBHIHHS Ford FiVE Siemens NX VR Car Mechanic
Simulator VR

Bizyamizarist ckiramaux + + +

Mozenen

[aTEepakTUBHICTS 13 — — +

KOMITOHEHTaMHU

Peanictuyna ¢izuka — — +

MoXxHUBICTh TPEHYBaHHS - — +

MEXaHIKiB

KomenTyBanHs, — + —

penaryBaHHs MOJEIIEH

PoGota 3 6a3010 nanux - — +
neTanen

Iarerparis 3 + + —
1HKEHEpHUMU
IHCTpyMEHTaMH

OpienTartiis Ha — + +
HaBYAHHS/OCBITY
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AHai3 mnpeaMeTHoi 00JacTi Ta ONISIA ICHYIOUMX PpIllleHb I10Ka3aB, IO
VR-TexHomorii MaroTh 3HaYHUI MOTEHIIaN y cepl TEXHIYHOTO HaBYaHHS, 30KpEMa B
aBTOMOOUIBHIN 1HX)eHepii. [Ipore OLIBIIICT, HAABHUX pIllIEHb OPIEHTOBaHI a00 Ha
Bi3yauizaiito Ta aHami3 3D-mojeneit, abo Ha HaBYAaHHS 3a TOTOBUMHU CILICHAPISIMU, SIK1
0OMEXYIOTh THYUKICTh B3a€MO/II1 3 AeTansaMu[6-8].

IIpu po3poOIi 1HTEpAaKTUBHUX IIATHOPM BIPTyaIbHOI pPEadbHOCTI IS
Bi3yaji3allii, HaBYaHHS Ta B3a€EMOAIl 3 aBTOMOOUIBHMMH CHCTEMaMH, HEOOX1THO
3a0e3MeunTr: peasiCTUYHE BiJIOOPAKEHHS AaBTOMOOUIBHMX CHCTEM Ta OKPEMHX
KOMITIOHEHTIB Yy BIPTyaJIbHOMY CEpEIOBHII, KOPHCTyBad Ma€ MaTd 3MOTY
J€MOHTYBATH, 3aMIHIOBaTH Ta JOCIIKYBaTH OKpemi jaerani aBromobins y VR 3a
JIOTIOMOTOI0  KOHTpOJiepiB ab0 JKecTiB, HEoOXigHO peamnizyBatu 0a30By (Di3UKy
(rpaBitaiisi, 3ITKHEHHS, KPIIUIEHHS JeTajel), ika BIANOBIIAE peaJbHUM YMOBaM Mpu
poOOTi 3 KOMIIOHEHTaMH aBTOMOO1Is, TIaTropma MOBUHHA MIATPUMYBATH HaBYAIbHI

MOI[YJ'Ii 3 IIOCTAIIHMM BHKOHAHHAM 3aBJdaHb (HaHpI/IKHaI[: SHATTA aAKyMYJIATOpPA,

xomic)[1]-[8].

1.3 BucHOBOK 32 po3aijioMm

BipryanbHa peanbpHICTh 3apa3 Moka3zye cebe sK JgyKe MepCreKTUBHUM
IHCTpYMEHT y c@epl TEXHIYHOIO HaBYaHHS, OCOOJMBO KOJM MAEThCS TIPO
aBTOMOOUIbHY 1HXKEHEpiro. 3aBIsgkd ToMmy, 0 VR cTBoOproe Ge3rnedHe cepepoBHIIE,
JI03BOJISIE EKOHOMUTH PECYPCH, JIETKO HANTAIITOBY€ETHCA I1]1 PI3HI 3aBAAHHS 1 BUITISAAE
MaKCUMaJbHO pEAJICTUYHO, BOHA CTa€ pPEAJIbHO KOPUCHOIO JUIS TIATOTOBKHU
MalOyTHIX (paxiBIIiB.

Benukuii uitoc VR y Tomy, 110 B HbOMY MOXKHA BIATBOPUTH CHUTYyaIlii, Kl B
peaTpHOMY KUTTI 200 ayke piakicHi, abo mpocTto Hebe3neuni. Hanpukian, cepiiosHi
noJioMku uyu apapii. Y VR MoXHa CHOKIMHO TpPEHYBAaTHCh, HE PHU3UKYIOUH Hi

TEXHIKOIO, HI XKUTTAM. [0 TOrO * HaBYaHHS MOXXHA MPOXOAUTH Oydb-7e€, MOTPIOEH
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Tk VR-110510M 1 nporpamue 3abe3mnedeHHs. e BigkpuBae HOB1 MOMXKIMBOCTI JJISI
YHIBEPCUTETIB, HABYAIIBHUX LIEHTPIB 200 KOMIaH1M, SIK1 XOUYTh HaBYaTH MPAIIBHUKIB.

Sxmo TIsIHYTH Ha BKe iCHYyroWl pimieHHs, Taki sik Ford Immersive Vehicle
Environment, Siemens NX VR Design Review un Car Mechanic Simulator VR, To
BUJTHO, 1110 OUTHIIIICTH 13 HUX OUIbIIe POKYCYIOThCS a00 Ha KpacwBii KapTHHII, a00
Ha KOHKPETHMX MOMEHTax B3aemojli. lle, Ha MO0 AyMKy, 3aJIMIlae MPOCTIp s
CTBOpeHHsI HOBOI VR-margopmu, sika 0 mHoeaHyBajga BCE pa3oM: PEANTICTHUYHY
CUMYJISIII0 TEXHIYHMX TPOIECIB, TMOBHY IHTEPAKTUBHICTh Ta MOXJIMBICTh
M1JJTAIITOBYBATUCH 1] Pi3HI HABYAJIbHI 11,

SIKIIO Taky cUCTeMy 3pOOMTH MPaBUIBHO, BOHA 3MOXKE PEabHO MOKPALTUTH
MIJTOTOBKY CIICIIaICTIB y CKIAIHUX Tajy3sX, J€ BaXJIWBa SK TOYHICTh, TakK 1

MPAKTUYHUI TOCBIJ — TaKUX, K, HAIIPUKJIIA], aBTOMOO1JIbHA 1HXXEHEPIs.
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2. MATEPIAJIM I METOAU

Hpyruii po3ain Oyae mpuCcBIYEHO OOTPYHTYBAHHIO BUOOPY TEXHIYHUX 3aC001B
pPO3pOOKH: MOBH TPOTPaMyBaHHS, CEPEIOBHINA PO3POOKH, MPOrpPaMHUX HAIOyIOB
Toio. PilieHHs, NpuiHATI B IbOMY PO3LJi, OyIyTh MiATBEPAKEHI Ta apryMEHTOBaH1

3 ypaxyBaHHSIM CHEIUDIKU TIPOEKTY.

2.1 BuOip pyuis

[Ipu BubOpi pymiis ans po3poOku VR-cumynsTopa MeXaHIKiB Ba)IJIHBO
BpaxoByBaTH KUIbKa KIHOYOBUX (DaKTOPIB, SKI BHU3HAYATUMYTh €(EKTHUBHICTH Ta
3pY4YHICTh pOOOTH, a TAKOXK AKICTh KIHIEBOTO MPOAYKTY. Po3misitHeMo Taki KpuTepii,
K, IPOCTOTA 1 MIBUJKICTh PO3POOKH, THYUKICTh pyIIIis, miaTpuMKa VR, Ta HasBHICTH

BEJIMKO1 CIUJIBHOTHU, 110 MOXXE JOIMOMOITH y PO3B'sI3aHHI MPOOJIeM ITiJT 4ac pPOo3pOOKHU

(ta6. 2.1)[16]-[18].

Tabnuis 2.1 — [lopiBHSAHHS pyLLIIiB

Kpurepiit Unity Unreal Engine Godot
Cxumannicts Bxony | Cepenns Bucoka Hwusbka
IIpoctora Bucoka Hwusbka Bucoka
pPO3pOOKH
I'padika Xopomma(Ame Haiikpamia Xopoma s 2d
MOCTYHAETHCS norana s 3d
Unreal )
[TigTpumka VR Yynosa(OpenXR, | Xopoma, ane MinimanbHa
UnityXR, CKJIAJHIIIA B (cmabxa miaTpuMKa
SteamVR) HaJallTyBaHHI OpenXR)
[TigxomuTe s Tak MoxHa, ane Hi (HegocTatHbO
VR-cumynsaropa CKJIAJIHIIIIE Ta M1JITPUMKH )
MEXaHIKIB? BUMarae OuIbIiie
pecypciB
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Ak nokaszye Tabnuis 2.1, Unity € Haiikpanum BubopoM miist VR-cumynsitopa
MEXaHIKIB 3aBISKM HOTr0 THYYKOCTI, MPOCTOTI PpPO3pOOKHM Ta MiIATPUMIIL
VR-texnonoriii. Unreal Engine € uynoBumM pimeHHAM s (OTO peasicTUYHOI
rpadiku Ta Benukux AAA-TIpOEKTIB, OJHAK HOTO CKIATHICTh 1 PECypCOEMHICTH
poOJIATH OT0 MEHII MPUBAOIMBUM JUIsl IBUAKOTO MpoToTunyBanHsA. Godot, y cBOIO
4yepry, BIAMIHHO MIAXOAUTh Juis 2D-irop, ase mae cinadky niarpumky VR. Tomy Unity
€ ONTHMAaJIbLHUM BHOOPOM TSI peasri3aliii moctapiieHoi 3aaayi[ 16]-[18].

Unity mae 3pyuHuid iHTep@eilc 1 MOTYX H1 1HCTPYMEHTH, IO JO3BOJISIIOTh
IIIBUIKO CTBOPIOBATH MPOTOTHUIM Ta TOTOBI MPOEKTH. 3aBISKH BEJIHKINA KUTHKOCTI
m1abJI0OHIB Ta IHCTPYMEHTIB JJIS ONTHMI3AIli MpoIecy po3poOKH, Yac Ha CTBOPECHHS
0a30BUX (PYHKIIIOHATBLHOCTEHW 3HAYHO 3MeHITy€eThes[ 16]-[ 18].

Unity € xopommum BHOOpPOM JUIsl 1HAI-TIPOEKTIB Ta CEPEAHBOTO PIBHS
PO3pOOKH, OCKUIBKM BIH MIATPUMYE IIMUPOKUN CIEKTp THITIB 1rop 1 JOJATKIB.
BoaHowac, 10ro rHy4YKiCTh J103BOJISIE peajli3yBaTH CKJIAJHI MEXaHIKH, 30KpeMa s
HapuanbHUX VR-cumynsaropi[16]-[18].

Unity mae uynoBy inrerpaunito 3 OpenXR Ta miaTpumye Bci OCHOBHI cy4acHi
VR-mnardopmu, Taki sik Meta Quest, SteamVR, Windows Mixed Reality Ta iammi. Ile
J03BOJISIE  peali3yBaTH TMMOBHOLIHHUNA VR-nmocBin, sxuit Oyae miaTpuMyBaTH
pi3HOMaHITHI npucTpoi Ta maarhopmu[16]-[18].

Unity Mae omHy 3 HaWOUIBIIMX CHUIBHOT Cepell pyIIiiB, o 3abe3rneuye
JIOCTYIl 1O BEJIMYE3HOI KUIBKOCTI PECypCiB, JOKyMEHTallli, TyTOpialliB, a TaKOX
MOXJIMBICTh 3BEPHYTHUCH 3a JIOMOMOTOIO0 JI0 1HIIMX PO3POOHUKIB uepe3 hopyMu Ta
onnanH-ciiasHOTH[ 16]-[18].

Ha mnporuBary uwsomy, Unreal Engine € BIOMIHHUM [Ji1 CTBOpPEHHS
dotopeanicTHuHnX TpadiuHUX pIlMIeHh Ta BeTUKUX AAA-TIpOEKTIB, ayie #oro
CKJIaJIHICTh Ta BEJIMKI BUMOTH JI0 PECypcCiB poOIsTh MO0 MEHII MPUBAOIUBUM IS

mBUAKOI po3poOku VR-cumynsatopiB mexanikiB. Xoua Unreal Engine mae moTy»kHi



17

IHCTpyMEHTH JJi1 rpadiku Ta pEHIASPUHTY, BIH BHUMarae OuUIbIlIe Yacy Ha
HaJaIITyBaHHA 1 OlIbIIe pecypciB A ontuMizarii[16]-[18].

Godot, xo4ya 1 mae cuiIbHI MO3uIT B po3poliil 2D-irop, mMae oOMexeHy
maTpumMky VR, mo poOuth HOro HEBIAMOBIAHUM sl po3poOku VR-monmartkiB Ha
CHOTOIHINTHINA NeHb. [[71s Bamioro mpoekTy 3 1HTEpaKTUBHUM HABYAHHSIM MEXaHIKU
aBTOMOOUTIB BaXJMBO, MO0 pymrid MaB miarpuMky VR, tomy Godot € meHn
niaxoAsumM Budbopom[16]-[18].

Otrxe, Unity € onTumanbHUM BUOOpOM Juisi po3poOku VR-cumynsaropa
MEXaHIKIB, OCKUIbKM BiH 3a0e3neuye HEOOXiIHy THYYKICTh, MIATPUMKY
VR-mnardopm Ta CHiapHOTY JUIsl MIBUAKOI pO3pOoOKM Ta BUpimieHHsS mpodiem. [le
JT03BOJIUTH 30CEPEAUTUCH HA PO3POOIT 1 BAKOPUCTOBYBATH BXKE HasBHI TEXHOJOTII Ta

MOEIHYBATH 1X Y HOBUM 3aCTOCYHOK[ 16]-[18].

2.2 Bubip MoBH nporpamMmyBaHHA

Y Moemy mpoekTi Oylno TPUAHATO PIMIEHHS BHUKOPUCTOBYBAaTH MOBY
nporpamyBanHsi C#, 1110 € HaiikpanuM Buoopom a1t poootu 3 Unity. Och netanbHimI
MPUYHMHM Ta MEepeBaru 1oro BuOopy (tadm 2.2)[14].

Ax Moxkemo O6aunTu 3 TaOnMIl 2.2 Ha po3rIsAal Oyja0 3 MOBU IIporpaMyBaHHS.
[Ticns aHani3y CWIBHMX 1 CTA0OKUX CTOPIH KOXKHOI 3 HUX, s 3ynHHHUBCS came Ha CH#,
OCKUIBKM I MoBa 3abe3redye ONTUMAJIBHUK  OajaHC MK  3pYUHICTIO,
NPOAYKTUBHICTIO Ta iHTerparieto 3 Unity[14]-[15].

C# OyB €QuHUM MNpaBWIBHMM BHOOpPOM 3 KUIbKOX HpuuuH. Hacammepern,
Unity o¢iniifHO TATPUMYE II0 MOBY, 110 3HAYHO CHPOIIY€E TpOleC po3poOKku. Yci
IHCTPYMEHTH, JOKyMEHTAallll Ta MNpUKIaau noOyaoBaHi HaBkojgo C#, a oTxke, He
JTOBOJIUTHCS BHUTpAYaTH JOJATKOBUN Yac Ha oOXimHi pimeHHs. KpiM Toro, moBa €
JOCUTH MPOCTOI0 Y BUBUEHHI, MA€ YITKY CTPYKTYpPY Ta Cy4acH1 MOKJIMBOCTI, 30KpeMa
ACMHXpOHHE IMporpaMyBaHHsl uepe3 async/await, 1HTepdelicn ¢ aenerar, IO

7103BOJIsA€ €(DEKTUBHO pealli30ByBaTH JIOTIKY MOBEIIHKHU B 3acTOCYHKY[14]-[15].



Tabnuis 2.2 — [lopiBHSHHS MOB NPOTrpaMyBaHHs
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Kpurepiit

C#

Rust

Python

CKiagHIiCTh MOBHU

[TomipHa, nerka y

Bucoka, ocobnmnBo

Hwusbka, nyxe

VR

BUBYEHHI 4yepe3 CUCTEMY npocra Juist
3aI0314Y€Hb HIBUJKOTO CTapTy
KonTtpons Han ABTOMaTHYHA besmneune pyune ABTOMaTHYHE
nam’siTTIo (Garbage collector) | kepyBanHs, 6e3 KepyBaHHS
30upava CMITTS
[IponyKTHUBHICTH Bucoka, aie JlyKke BHUCOKa, Hwusbka
HIK4a 3a C++ Onusbka 10 C++
Po3pobka Ul 3pyuHa, O6arari MosxnuBa, ane 3pyuHa st
JIOTiKH MO>KITUBOCTI noTpeodye JIoTiKH, cradka
iHTerparii yepes C niarpumka Ul
API ab6o nnarinu
[Tapanenizm [Ipoctnii y ['myukuii, ane OOmexeHuii uepes
IIOTOKH BUKOPHUCTaHHI1 CKJIaTHAM GIL
async/await
MacmraboBanicts | JloOpe migxoauTh Ineanbno, ane ITigxomouTs miIst
IIPOEKTY JUTSI TIPOEKTIB BHMAarae CyBopoi | Maliux 1 cepeaHix
PI3HOI BETUYMHU CTPYKTYpH Ta IIPOEKTIB
JIOCB1TY
Yac po3poOku OntumanbHUn JloB1nii uepes Jlyxe mBUIKAN
Oaaunc CKJIAJIHICTH Ta
HaJalITyBaHHS
bioniorexu nnsg 3D | bararo po3mupens MoskHa Maro

IHTEeTpyBaTH 3
Unity, ane uepes
FFI

MOXKJIUBOCTEN IS
moBHOIIHHOTO 3D

[{omo

Rust,

s MoBa

CIIpaBJIAI€

BPAKCHHA

TTyKe

MOTYXHOT 1

BHCOKOIIPOJIYKTUBHO1, MPOTE€ MAa€ 3HAYHO BUIIUN MOPIr BXomkeHHs. OcoOIMBOCTI

VOpPaBIIHHS TaM’ SITTIO, CHCTEMa 3alo3WMY€Hb 1 CTPOTH KOHTPOJIb 32 YKUTTEBUM

LIMKJIOM 3MIHHUX, CTBOPIOIOTh JI0/IaTKOBY CKJIQJHICTh Ha eTani po3poOku. [{o Toro x,
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Rust nHe wmae mnpsmoi miarpumku Unity, 1 is1 HOro iHTerparii JOBOAUTHCS
BukopuctoByBaru FFI, mo nepenbadae cTBOpeHHs OKpeMux 0i107110T€K 3 HACTYITHUM
noctyrnom 1o Hux 13 C#. lle migBuiilye CKIaaHICTh TPOEKTY, 3MEHIITY€ THYUYKICTh MPU
HIBUJKUX 3MIHAX 1 YHOBUIBHIOE pO3pOOKY, OCOOIMBO Ha paHHIX €Tamax, JA0 TOro X
BCE 3BOAMUTHCS 10 BUKOopucTaHHs C# 3 KiTbKOMa JOJATKOBUMH KPOKaMH, IO € HE
JotibHUMH 31 cTopo[ 14]-[15].

Python, 31 cBOro 60Ky, € y>xe MpUBaOIMBOIO MOBOIO 3aBISKU CBOIM MPOCTOTI
Ta BHUCOKIM MBHAKOCTI po3poOku. I[Ipore BiH HE MIAXOAWTH I ITOBHOIIIHHOT
pO3po0OKHU ToaaTkiB y cepenoBuini Unity yepe3 HU3bKY MPOAYKTUBHICTH 1 0OMEXEH1
MOXXJITUBOCTI poOoTH 3 Tpadikoro Ta VR[14]-[15].

Kpim Ttoro, nasBHicth Global Interpreter Lock(GIL) 3nauno ycknagHioe
e(eKTUBHE BUKOPUCTAHHS MOTOKIB, [0 KPUTUYHO BAXKIUBO JJIsSI CKIAIHIIINX ITPOBUX
cucTeM. Y BHUIIAJKax, Je MOTpiOHA B3aeMOis 3 rpadiyHUMHU PYIIISIMH 94 MOOYI0Ba
macmtabuux  3D-cuen, Python  mocrymaerbecss  Oulbll  crieIiajii3oBaHUM
moBam[ 14]-[15].

C# € ocHOoBHOIO MOBOIO mnporpamyBanHs miua Unity. C# nosBossie
KOPUCTYBaTHCSl BCIMa MOMJIMBOCTSMU pYIis Ha TMOBHY, BKIIOYalO4M OOpOOKY
aHiManii, ¢GBUIHEAX e(EeKTIB, YNPaBIiHHA IITYYHUM IHTEJICKTOM, a TaKOX
onTtuMizalio mnpoueciB. lLle 3abesneuye mmanky po3poOky 0Oe3 HeoOXiTHOCTI B
JOJATKOBUX HAIAMNTYBAHHAX, IO € BAXJIMBUM IS TPUCKOPCHHS CTBOPEHHS
MPOTOTUITIB Ta JONATKiB B IijioMy. Bukopucranas C# 103BONsIE MaKCUMAaIbHO
e(eKTUBHO BHUKOPUCTOBYBaTH ekocucteMmy Unity juist peanizaiiii CKJIaJHUX MEXaHIK
Ta BUCOKOsIKICHOI Tpadiku[ 14]-[15].

C# € 00'eKTHO-OPIEHTOBAHOIO MOBOIO MPOTpPaMyBaHHS, 110 HAJAE BEIMYE3HY
KUIBKICTh  IHCTPYMEHTIB JUIsl CTBOPEHHSI CKJIQJHUX IHTEPAKTUBHUX CHCTEM.
[TinTpumka knaciB, iHTepdeiiciB, MOAINA 1 AeNerariB, 0 J03BOJIIE OyayBaTH YiTKO
CTPYKTYpOBaHi Ta MacITaboBaH1 iIrpoBi cuctemu. [IpocToTa CTBOpEHHS CKPHUIITIB AJIS
KepyBaHHSI IrpoBUMH o0OO0'ekTamu, a Tako s B3aemoxaii 3 Ul Tta iHmIMMH

kommoHeHTamMu  Unity. MOXIMBOCTI aCHHXPOHHOTO IIPOTpaMyBaHHS — 4epes
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async/await, o 103Bosisie €()eKTUBHO MPALIOBATH 3 MapajeIbHUMH OOUHUCICHHSIMHU.
i ocobmuBocTi pobmaTre C# 11eallbHUM 1HCTPYMEHTOM JJisi CTBOPEHHS CKJIAJIHHUX
3aCTOCYHKIB, SIKI MOTPEOyIOTh IUHAMIYHOI B3a€MOAIl MDK PI3SHUMHU €JIEMEHTaMHU
nonarky|[14]-[15].

C# e myxe noOpe onTUMI30oBaHUM iss poOoTu B cepemoBumii Unity, 1o
JI03BOJIIE  CTBOPIOBATH BHUCOKOINPOIYKTUBHI 3acTOCYHKH. Unity aBTOMaTH4HO
komnimoe C# kon y mpomixkuuii IL-kox (Intermediate Language), sikuii motim
ontuMi3zyetrbcsi 11t KoHkpeTHoi mnardopmu (I1K, moOinpHI mpucTpoi, KoHCOII,
VR/AR cuctemn). lle no3Bossie AOCSITTH BUCOKOI MPOAYKTHUBHOCTI Oe3 moTpedu B
JOAATKOBUX HANAINTYBAaHHAX 1 3HAYHO MOJIETIIYE CTBOPEHHS KPOCIIATPOPMEHHHX
npoaykrie[14]-[15].

VY mincymky, xoua Rust 1 Python MaroTh cBOi mepeBaru y By3bKUX cepax,
came C# 3abe3neuye cTabibHY, 3pyuHy U eeKTUBHY OCHOBY IJisi po3poOku B Unity,
J03BOJIAIOYM  30CEPEAUTUCh HA apXITEKTypl 3aCTOCYHKY, a HE Ha BHpIIIEHHI

TEXHIYHUX 00OMEKEHB.

2.3 Bubip cepexoBuina po3pooxku

VY pamkax moro mpoekty si o6paB Visual Studio sik OCHOBHE CepelIOBHIIEC
po3pobku g podotu 3 Unity Ta C#. Lle pillieHHs IPYHTYETHCS Ha KIJIBKOX BaXJIMBUX
dakropax. Visual Studio € pekomengoBanum cepenopuinem po3pooku Big Unity. [Tig
yac BcraHoBieHHs Unity KOpHCTyBadl MOXYTh O€3MOCEpeHbO iHTerpyBaru Visual
Studio six cTanmapTHMii pegakTop i HancanHa C# ckpunTiB. Visual Studio Hanae
MOTYXHI 1HCTPYMEHTH JJIs1 J1eOariHry, 1o poOUTh MPOIEC MOIIYKY 1 BHIPABICHHS
NMOMUJIOK 3HayHO edexkTuBHIMM. Iligkmouenns o Unity Editor ans 3amycky
nebar-ceciit 6e3nocepenHbo B cepenoBuini Unity. BpeWKnoiHTH, 10 JTO3BOJSIOTH
3YNUHATA BUKOHAHHS TMPOTpaMU Ha KOHKPETHUX psAKaX KOOy, 1100 JeTalibHille
BUBYUTH TOTOYHUI cTaH 3MIHHHX. CHIOCTEpeXeHHs 3a 3HAYCHHSMU 3MIHHHUX Y

peanpbHOMY 4Yaci. BincTe)keHHsS BHUKJIMKIB METOJIB Ta KPOKYBaHHS MO KOAY, IO
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JI03BOJISIE THYYKO MEPEXOAUTH 10 KPOKaX BUKOHAHHS KOAY 1 aHATI3yBaTH MOTo AeTall.
Visual Studio miarpumye Bci HOBITHI (PyHKIIIT MoBU C#, 110 103BOJISIE 3aCTOCOBYBATH
CydacHI METOAM IMpOrpaMyBaHHs, Takl SK: ACHHXPOHHE MpOorpaMyBaHHS 3a
nonomororo async/await, LINQ nmns poOGoTu 3 KOJEKISMH JaHUX, I1a0JOHU
MIPOEKTYBAHHS JUIsl TOOYJIOBM MAacIITA0OBaHUX Ta MiITPUMYyBaHUX apXiTEKTyp. Visual
Studio Hamae Oaratuii HaOip IHCTPYMEHTIB JJIsI POOOTH 3 BEIUKHMH TMPOEKTAMHU:
MIITPUMKA BEIUKUX KOJOBUX 0a3 Ta 3pydyHa OpraHizailisi MPOEKTY, MOKpalleHe
aBTOJIONIOBHEHHS Ta PEPaKTOPUHI KOAY, 110 3HAYHO 3HMXKY€E 4yac Ha po3poOKy Ta
MIJBUIILYE SKICTh KOAY, IHTErpalis 3 CUCTEeMaMH KOHTPOJIO Bepcii, Takumu gk Git,
IS JIETIIOTO YTIPaBIiHHS BEpCisIMU KOAY Ta KoMaHaHoi poboTu[14]-[18].

Otxe, BuOIp Visual Studio sik 0OCHOBHOTO cepeoBuIIa po3poOKu A poOOTH
3 Unity € pamioHaJlbHUM 1 MPaKTUYHUM KpPOKOM. 3aBASKMA TICHIM 1HTerpauii 3
oOpanuMm pymriem Unity, po3mmupeniii miarpumili oopanoi moBu C# Ta HasSBHOCTI
3pYyYHUX 1HCTPYMEHTIB JJIs HAJIAro/KeHHs 1 CTPYKTypyBaHHA koxy, 1151 IDE no3Bossie
e(eKTUBHO peasi3oByBaTH (PYHKIIII NPOEKTY, TaK SIK BUKOPUCTOBYIOTHCS MO€IHAHI

MIXK 00010 PYyIIIii, MOBa Ta cepenoBuiie po3pooku[14]-[18].

2.4 BucHoBok 3a po3aijiom 2

Y upomy po3aunl Oylno 3AIMCHEHO aHali3 Cy4acHUX I1HCTPYMEHTIB Ta
TEXHOJIOTIH, 10 3aCTOCOBYIOTBCS I po3poOku  VR-momatkiB. IlpoBenene
MOPIBHSAHHSA PYIIIiB MATBEPANIO AOUUIbHICTh BUKOpUcTaHHs Unity, 3 orisiny Ha loro
IIMPOKY MIATPUMKY IIaT(opM BipTyaJdbHOI pEanbHOCTI, IHTYITHBHO 3pO3yMUIHAN
iHTepdeic, akKTUBHY CIUIBHOTY PO3POOHHUKIB, a TAKOXK THYYKY apXITEKTypy, IO
JI03BOJISI€ NIBUJKO CTBOPIOBATH, TECTYBATU M MacIITaOyBaTH IHTEPAKTUBHI CLICHHU.

MoBoto mporpamMyBaHHs Oyno obpano C# sk Hait6inem cymicHy 3 Unity. Ii
00'€KTHO-OpPIEHTOBAHA CTPYKTypa, MIATPUMKA TOJIIN, JejerariB, aCHHXPOHHOCTI Ta
THYYKi 3ac00M Oprasizauii NpoeKTy 3a0e3Meuyt0Th BUCOKY SIKICTh KOAY 1 JIETKICTh Y

MIITPUMII BEJTUKOT CHCTEMH.
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Bubpani TexHomorii J03BOJSIOTH peaidyBaTh KIIOUOBI BHUMOTHU IO
VR-cumynaropa: B3aeMOil0 KOPUCTyBaya 3 BipTyaJlbHUMH 00’ €KTaMU; 3MIHY CTaHIB
KOMITOHEHTIB; THYYKE YIpaBIiHHS 1HTepdeiicoM Ta aNanTUBHICTh JO CIIEHApIiB
HaBYaHHSA. Y TMOAAJNBIIMX pO3AUIax Oyne MNPencTaBICHO apXITEKTypy CHCTEMH,
peanizaiitc OCHOBHMX MOXYJIB Ta pe3yJdbTaTd MPAKTUYHOI peaiizamii, 10

CIIUPAKOTHCA CaMC Ha Hi MCTOOHU Ta 3aco0u.
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3. OIIMC ITPOI'PAMHA

3.1 CTpyKkTypa nporpaMHoro 3ade3ne4yeHHs

[Iporpama ckiagaeTbest 3 3 OCHOBHUX Kareropiil kiaciB. KiaciB aBToMo011,

cieH Ta piBHiB. Ha pucynky 3.1 nmo3HadeHa CTpyKTypa Kj1aciB aBTOMOO1IIA.

IAssemblyPart

animator: Animator

= PlayAnimation Nalt{animationMName: st

arPartAnimator

Pucynok 3.1 — Ctpykrypa Kj1aciB aBTOMOOLIs

[AssemblyPart.cs — Bu3Hawae iHTepdelc aisi KIaciB, SKI MPEICTaBISIOTH
JaCTHMHHU HaJ SKUMH JO3BOJICHO BHKOHYBAaTH OIlepallii a Tako)K BU3HA4Ya€ OCHOBHI
METOTH.

CarPart.cs — aOcrtpakTHa OCHOBa JUisi OyJb-sSIKOTO KOMIIOHEHTa Yy CKJIaji
aBToMOOUTI. BoHa i1HKarcysoe B3a€MO3B’S3KH, MOBEAIHKY Ta CTaHU, HEOOXI1THI JJIs
BU3HAUEHHS B3a€EMOJII MDK OKPEMHUMH YaCTMHAMHM Ta 3arajbHOI0 CHCTEMOIO
aBTOMOO1IIS.

CarPartType.cs — BU3Hauae pi3Hi BUJU JeTajieid aBTOMOO1IS.

Part.cs — woHkperHa peamizamis kiacy CarPart, ska Kkepye JTaHHMH,
cenupiyHUMHA U1 aBTOMOOUIbHOTO KommoHeHTa, 4epe3 Partinfo. Hanae
(GYHKIIOHAJBHICT ISl CKJIAJaHHS Ta po3OMpaHHs aeTrajeil, 30epiraroun iepapxiyHi

3B’SI3KM  MIDK 3ajJIeKHUMH KoMmoHeHTaMmHu. Kiac BHKOPUCTOBY€ aHiMaHi'l' JJIA
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BI3yaJIbHOTO 3BOPOTHOTO 3B’SI3Ky Ta 3a0e3neuye MpaBWIbHUNA MOPSIOK 1 YMOBH s
CKJIaZjaHHs a00 PO30UpPaHHS.

Partinfo.cs — ScriptableObject, po3pobnenuit ans 30epiranHs Ta
BUKOPUCTAHHS OCHOBHUX JIaHUX MPO aBTOMOOUIBHY JieTallb, BKJIoUaroun 3D-monensb
(PartMesh), aymiokminu ckiamaHHd Ta po30upaHHS, a TaKoK THUI JeTall
(CarPartType). Lleit 006'exkT € GaraTopa3oBUM 1 CIPOIIYE YNPABIIHHSA JaHUMHU s
PI3HUX KOMIIOHEHTIB.

CarPartInteractable.cs — kepye B3aemoji€l0 KOPUCTyBa4a 3 aBTOMOOUIBHOIO
netamno y XR-cepenoBulll, BKIIOYAOUU TOBEAIHKY HaBEACHHS Ta BUOOPY. 3MiHIOE
Bi3yaJIbHUI BUITISA IeTai(MaTepial) BIAMOBITHO O CTAaHIB B3a€EMOII.

Car.cs — kepy€e aBTOMOOILTbHUMU KOMIIOHEHTAMHU Y BIpTyaJIbHIM CHUMYIIAIII],
BKJIIOUAIOYM 1X CTAaHM, B3a€EMOJII0 Ta BidyalbHe mpenacraBiieHHd. [liaTpumye pizHi
peXUMHU (HANPUKIIAJ, OIS, IHCIEKINs, po30WpaHHsS, CKIANaHHSA) 1 JUHAMIYHO
KOPUTY€E TIOBEAIHKY Ta 30BHIIITHINA BUIIS AeTaICH.

CarStateManager — Kepye MOBEIHKOIO Y 3aJIEKHOCTI BiJl pEXKUMY,

CarPartManager — BifacTeXye CcTaH JeTajeil, 371amMaHl KOMIIOHEHTH Ta
3aJIEKHOCTI.

CarViewModeManager.cs — ki1ac, SKui Kepy€e pi3HUMH PEKUMaMU TIEPETIIs Ty
aBToMOOUIsI. BiH 703BOJIsIE 3MIHIOBAaTH PEKUMU MEPErIsAy, 3aCTOCOBYIOUM HOBUH
PEXUM 1 BUXOJISIUHU 3 MTONEPEAHBOTO.

[CarViewMode.cs — inTepdeiic s pesxumiB IEperiisLy aBTOMOOLIA.

InspectionMode.cs, AssemblyMode.cs, DisassemblyMode.cs,
OverviewMode.cs — peamizarii iHTepdeiicy I[CarViewMode nmns pexumin
IHCIIeIKIIIi(TOIIYKY HeCTIPaBHOCTEH ), po30upaHHs, 300py Ta OISy aBTOMOO1JIA.

ModeSwitcher.cs — knac, MmO I03BOJISIE MEPEMHUKATH PEXKUMH MEPErsiLy
aBToM00O11s uepe3 CarViewModeManager.

AnimationHandler.cs — cnporrye BIATBOpPEHHs aHIMaIliid 3a JIOMOMOTOIO

Animator y Unity, 103BOJSIOYM O4IKYBaTH iX 3aBEPIIEHHSI aCUHXPOHHO Y KO/II.
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OnmHUMU 3 HaWBaXIMBIIINX IS 3aCTOCYHKY € KIJIACH CIICH, TaK sIK eeKTHBHE
1 TpaBWJIbHE 3aBaHTAXCHHS 1 BUBAHTAKCHHS CIICH JO3BOJISIE PO3IIMPIOBATH MPOEKT
30epirarour IpH 1bOMY JIETKICTh Ta ONTHMI30BaHICTh 3aCTOCYHKY. Ha pucynky 3.2

HABEJICHO CTPYKTYpY KJIaciB CLEH.

onGroup

Pucynok 3.2 — CtpykTypa KJaciB CIieH

SceneGroup.cs — NpeAcTaBIIsE 1aHl CLIEHH SIK OKPEMO, TaK 1y CKJIaJl IPyIIH,
J03BOJISIFOYN OTPUMYBATH CIICHHU 32 THIIOM Ta HaJAal0UH iX JeTaIbHY 1HGOpMAITiIO.

ScenelLoader.cs — kepye 3aBaHTaXEHHSIM 1 BIJIBAHTAXKEHHSM TPYI CIIEH,
BKJTFOUAIOYM TIEPEMHUKAHHS aKTHUBHUX CIICH, BiJIOOpPaKEHHS 3aBaHTAKyBaJbHOTO
€KpaHa Ta MOBIAOMJICHHS PO 3aBEPILICHHS 3aBAHTAXCHHS Y1 BUBAHTAXKCHHSI.

SceneGroupManager.cs — BIJANOBIJIa€ 3a YNOPaBIIHHA TIPYyNaMH CIIEH,
3a0e3mneuyoun iX aCHHXpPOHHE 3aBAaHTAXCHHS Ta BHUBAaHTa)XXeHHsS. [apaHTye, 1o Bci
CIICHH y TPYTi 3aBaHTAXYIOThCS a00 BiIBAHTAXYIOTHCS Pa30M Ta Kepye IUIaBHUMHU
MepexoiaMu MIXK CLICHaMHU.

SceneManipulator.cs — kepye HaBiraii€r Mo ClieHaxX Ta JI03BOJISIE BUOUpPATH
Ta 3aBaHTa)XyBaTH CIEHM B MeEKax TpyIlu, BUKopucToByrounm Sceneloader mms
3aBaHTaXCHHsI OOPaHOi CIICHHU.

ScenePresenter.cs — oHoBmoe iHTepdeiic kopuctyBada (Ul) Ta BiaTBOpIOE

MIPEB’10-B1J1€0, KOJIM BUOpaHa CLIEHA 3MIHIOETHCS.
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He meHm BaxumBi JUIsl 3aCTOCYHKY KJAaCHM — KJIacu piBHIB, TaK K BOHU
HAJaloTh 3MOTY 3MIHIOBaTH JETall PIBHIB HE BIUIMBAIOYM HA 1HII KOMIIOHEHTHU

nporpamu. Ha pucynky 3.3 HaBeI€HO CTPYKTYpy KJIaciB PIBHIB.

m_levelinfo: Levelinfo
« LevelinfoChanged: Action

Awake()
SetLevellnfo(Levelinfo)

carPrefab: GameObject
« brokenPartType: CarPartType

« m_levelinfo: Levelinfo

Start()

Pucynok 3.3 — CtpykTypa KJaciB piBHIB

Levellnfo.cs — ScriptableObject, sikuii MICTUTh KJIIOUOBY iH(MOPMAIIIO MPO
piBeHb TpH, BKIIOUaruu mpedad aBTOMOOUIS Ta THIT TMOIIKOHKEHOI AeTaml, SKy
NOTPI1OHO BIAPEMOHTYBATH.

LevelLoader.cs — kepye mporecoM mnepenadi iHdopmalii mpo piBeHb A0
LevelManager Ha mo4arky piBHS.

LevelManager.cs — xkepye iHdopmariero, crnermudivyHow I pIiBHA, Ta

MOBIJIOMJISIE THII 00’ €KTH TIPO 3MIHU B JIAaHUX PIBHS.
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Takox y MpoeKTi MPUCYTHI IPyIHU KJIACIB IO HE € KPUTUYHO BAXKJIMBUMHU, ajie
BOHU YTBOPIOIOTH COOOI0 OCHOBY B3a€MO/Ii1 KOPUCTYBa4a 3 CEPEIOBHIIICM.

[Uilnstance.cs — Bu3Hauae koHTpakT st Ul 00'ekTiB, MO0 MiATpUMYyBaTH
OHOBJICHHS Ta KOPUTYBaHHS TIO3UIII.

Uilnstance.cs — rHyuke mnpenctaBieHHs Ul o0'ektra 3 OCHOBHUMH
(GYHKIIOHATBHOCTSIMU  JUJISL  YIIPABIIHHSA MOr0 JKUTTEBUM IHUKIOM, BUIUMICTIO,
OHOBJICHHSIMU Ta MO3UIIIEIO.

UiManager.cs — BIANOBIJA€ 32 YIPaBIIHHS BUIUMICTIO Ta )KUTTEBUM IIUKIOM
Ul enemMeHTIB B pI3HHUX CILIEHAX.

UiButtonAudio.cs — kiac, 1mo BiATBOPIOE 3BYK IIPH HaTUCKaHHI Ha KHOMKY UL
Konu kHOTKa HATUCKAETHCS, BUKIIUKAETHCSI METO/, IKUHM BIITBOPIOE BUSHAYCHUI 3BYK
yepe3 AudioManager.

AudioManager.cs — Kjac AJi1 BIATBOPEHHS 3BYKiB B T'pl. BiH Mae cTtaTuanmii
meton PlaySound, sikuii cTBOproe TuMuacoBHil 00'eKT, goaae 10 Hhoro AudioSource,
BIITBOPIOE 3BYK 1 BUJAJsSE O0'€KT MICIs 3aBEPUIEHHS BIATBOPEHHS. SIKILIO BXKE iICHY€
€K3eMIUISIP KJIacy, HOBUW HE CTBOPIOETHCSI.

MenuUi.cs — ynpasisie Ul eneMeHTamMu MEHIO Ta MOB'SI3y€ (PYHKI[IOHAIBHICTb
KHOIIOK 3 00pOOKOI0 KOMaH]I, SIBJISIE COOO0 TOJIOBHE MEHIO.

Billboard.cs — 3abe3mneuye, 11106 00'€KT 3aBXKIU TUBUBCS Ha I11J1b, KOPUTYIOUH
CBO€E 00EpTaHHS ISl IOCTIHHOTO CIIPSIMYyBaHHS Ha BU3HAUCHY TIO3UIIIIO.

Container.cs — ymnpaBJIsiE peecTpali€ro, 3HATTSIM peecTparii Ta 30epiraHHsIM
3aJIGKHOCTEH,  JO3BOJIAIOYM  BHPIMICHHS Ta  OTPUMaHHA  3apEECTPOBAHMX
3QJIEKHOCTEN.

HoverMaterilas.cs —  ScriptableObject ansa  ynpaBiiHHS — CHUIBHUMH
MOCUJIAHHSIMU Ha MaTepiaiuy Jyisl CTaHiB JAeTall.

Toollnteractor.cs — kiac, IO JO3BOJSE I1HCTPYMEHTY B3aEMOIISITH 3
YacTMHAMHU MaIllMHU B CEPEIOBHUILI PO3MIMPEHOi peanabHOCTI. Konmu 1HCTpyMeHT

3aXOIUTIOETHCS, BIH aKTHUBYETHCS 1 MOXKE B3a€EMOMISATA 3 00'€KTaMM, SIKIIO BOHU
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BIJIMOBIAIOTh TEBHUM yMoBaM. Ilicisi BiAmyCKaHHs 1HCTPYMEHTa, B3aeMOJIis

npunuuseThes. Kitac ynpapise 10T1Ko0 B3aEMOJIII.

3.2 OcobsuBoOCTI peaJtizanii NPOrpaMHoro 3ade3ne4eHHs

Po3po6ka i1HTepakTuBHOI VR-mardopmu mia Bizyamizaiii, HaBYaHHS Ta
B3a€EMOJIi 3 aBTOMOOUIBHUMHU CHCTEMaMHu TMOTpeOye BHUCOKOI IHTErpamii Mix
BIpTyallbHUMHU 00'€KTaMH, iX (PI3UYHUMU BIIACTUBOCTIMH Ta MEXaHIKaMHU B3a€MOIIT 3
KopHucTyBaueM. Hwkue omucaHo OCHOBHI eTand Ta OCOOJIMBOCTI peasizalii
MpOrpamMHOro 3a0e3MeUeHHs ISl Takoi TUIaTGOopMu, a TaKOX BUKOPUCTAHHS PI3HHUX
koMroHeHTiB Unity Ta creuudiuHux CKpunTiB Juis 3a0e3nedyeHHs ePEeKTUBHOI
pobotu VR-cucremu[1]-[13].

Y VR-mnardopmi BaxIMBO 3a0€3MEUYUTH 3pyYHE 1 IHTYITUBHO 3pO3yMiJie
yYOpaBIiHHA PI3HUMH CHUCTEMaMH aBTOMOOLUISA, TaKUMU SK ABUTYH, TPaHCMICIs,
€JIEKTPUYHI CUCTEMHU, TalibMiBHa cucteMa Toto[ 1]-[13].

Just  B3aemMomii  KOpUCTyBaya 3  aBTOMOOUIBHMMU  KOMIIOHEHTaMU
BUKOPHUCTOBYIOThCSL ~CIielliai3oBaHl grab interactors (Hampukiaa, npu BUOOPI
THCTPYMEHTY 4M JieTajii aBToMoOuIs). B3aemoniss 3 UMy KOMIIOHEHTaMU Mae OyTh
MaKCHUMaJbHO PEAJTICTUYHOI 1 BijgoOpaxaTu ¢I3UdHI BIACTUBOCTI 00'€KTIB,
HanpuKiIaJ, MOXIUBICTH pO310paTM YaCTUHUM  MAIMHHU, BUKOPUCTOBYBAaTH
iHCTpYMeHTH abo 3miHoBatu Aetam. Ha pucynky 3.4 HaBeneHO MPUKIIAJ B3aEMOJIT 3

iHcTpymenTom[1]-[13].



Pucynok 3.4 — [Ipukian B3aemonii 3 iHCTpyMEHTOM

Pucynox 3.5 — B3aemonist 3 aBTOMOOUTBHIMY 3aIT9aCTHHAMH
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Ha pucynky 3.4 — 3.5 MokeM0 0auuTH B3a€EMOJII0 IHCTPYMEHTIB 3 IpaBLIEM a
TaKOXX IHCTPYMEHTIB 3 ACTalsIMU, A 3pYYHOCTI JEeTali MiACBIYYIOTbCS, KOBTHIM
KOJIIp Kake IIell IHCTPYMEHT HE€ MIIXOIWUTh JUIsl B3a€MOJii 3 OOpaHOIO JETalIo,
3€JICHUH TOKa3ye 10 1HCTPYMEHT MPaBWIbHUHN 1 IeTalb MOXKHA 3HITH, YEPBOHUN —
0 JeTanb Moxe OyTH 3HSATa UMM 1HCTPYMEHTOM, aje AETalb HE MOXKJIHMBO 3HATU
gyepes 1HIII JIeTaIl.

Jnsa 3abe3neueHHss pobotu 3 pisHUMH VR-mnardpopmamu, tTakumu sik Meta
Quest abo SteamVR, BukopuctoByerbcss Unity XR g iHTerpamii BipTyaabHOI
peanbHocTi. Unity XR miarpumye mmpokuii cnektp VR-mpucTtpoiB Ta 3abe3mneuye
ONTUMAaJbHY TMPOAYKTUBHICTh JJS Bi3yamizamii CKIAQAHUX TPUBHUMIPHUX CIEH 1
BIIOOp@KEHHSI ~ PEAJTICTUYHMX  MEXaHIYHUX  Ta  CJIEKTPUYHUX  CHCTEM
aBromoOua[1]-[13].

Inrepeiic xopuctyBaya (Ul): s 3a0e3nedeHHs] HaBYaHHS KOpPHCTyBayaM 1
HaJaHHS JOCTYIy A0 HeoOxiaHoi iHdopmalii BukopuctoByeTbes Ul-menemxep. Lei
KOMITOHEHT BIJIMTOBIZA€ 3a BilOOpaXkeHHs iHTep(elcy BipTyaabHOTO aBTOMOOLIA, e
KOpUCTYyBad MOKE€ BUOWpATH CHUCTEMH JJIA B3a€MOJii, OTPUMYBATH BiJIOMOCTI PO

CTaH CUCTEMHU, a TAaKO’K BUKOHYBaTH 1HII1 Aii uepe3 VR-kontponepu[1]-[13].

Modes

PucyHok 3.6 — ['0J10BHE MEHIO KOpUCTYyBa4ya
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Pucynok 3.6 siBisie co0O0 MpPOCTE MEHIO JUIsi KOPUCTyBaya, SIKE JI03BOJISIE
MOBEPHYTUCA B JI001, BUWTH 3 3aCTOCYHKY, 3MIHUTH PEXUM MaIllMHH, a TaKOX
MOMIHSITH PIBEHB - HABYAJLHUMN CIIEHAPIH.

BipryanbHuii aBTOMOOUIb: ABTOMOOUIL CKIIAJIAETHCA 3 OKPEMHX MOIYIIB,
TaKuX SK JBUTYH, TPAHCMICIs, IMIBICKa, KY30B TOIIO, IO KOKEH MA€ CBOE YHIKAJIbHE
MOBE/IIHKOBE JIEPEBO /i1 00poOKU cTaHy Ta B3aemonli. Hampuknan, ckpunt CarPart
0o0po0Jiie aHi MpO KOXKHY JIeTallb aBTOMOOLIS, 30epiraroyu iX CTaH, SKUW MOXKeE
3MIHIOBATUCSl TI1J] BIUIMBOM JIii KOpHCTyBadya (3aMiHa YaCTUHM, BUIIPABICHHS
MIOIIKO/IKEHb, 3MiHa HajamTyBaHb)[1]-[13].

1106 3a0e3neunTy peanicTUYHy Ta €(EeKTUBHY B3AEMOII0 3 aBTOMOOUTEHUMH
CUCTEMaMH, Yy CHUCTeMi IOBMHHA OyTH peajli30oBaHa JIWHAMIYHA B3a€MOMIS MIX
KopucTyBaueM 1 00'ektamu[1]-[13].

Ckpunt CarPartInteractable BigmoBizmae 3a 0OpoOKy B3aeMOii 3 OKpEMHUMH
JacTHHaMHM aBTOMOOUIsA. Ili ckpunTu MOXyTh pearyBaTd Ha IIOAll, Taki SK
HAaTUCKAaHHSA KHOIOK, BHUKOPHCTaHHS IHCTPYMEHTIB a0O0 aKTWBalllsl CHUCTEMH 3a
nonomoror VR-kontponepall]-[13].

Jlist 3a0e3redyeHHs] BUCOKOI SKOCTI Bi3yalizallii Ta HNpoAyKTHMBHOCTI B VR
BaXJIMBO 3aCTOCOBYBaTH OMNTHMIi3alliiiHi TexHiku. KopucTyBadi MOBHMHHI MaTu
MOKJIUBICTh OTPUMYBATH TiJKa3ku ab0 HaBYaIbHI MaTepiajv, HampUKIam, Mij 4Jac
B3a€MO/IIi 3 HOBUMHM KOMIIOHEHTaMH aBToMo0u1s. L{to 3anauy Bupinrye UIManager Ta
TutorialManager 1o BimoOpakaroTh HaB4aIbHI eTamu[1]-[13].

Hust  peanmizamii  (yHKIIOHATY HaBYaHHSA BIPTyaJbHOIO  CHUMYJIATOpA
BUKOPHCTOBYIOTBCSI CKPHIITH, 1110 BiAMOBIAIOTH 3a pi3Hi yacTuHu cuctemu| 1]-[13].

Menemxep tytopianiB TutorialManager 3abe3nedye AEeMOHCTpAIil0 KPOK 3a
KpPOKOM HaB4YaHHS KopucTyBaya. CKpUNT Ma€ MOXIIMBICTH 3allyCKaTd pI3HI eTanu
HaBYaHHS, TMEPEBIPATH YMOBUM BUKOHAHHS 3aBIAaHHS Ta aJanTyBaTH B3a€EMOJII0 3

xopuctyBadeM| 1]-[13].
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Kosken kpok TyTopiany peanizyeThcs yepes okpeMuii kinac TutorialStep, sikuit
BU3HAUa€ YMOBH, KOJM KOPUCTYBAad 3aBEpIIMB €Talm 1 MOXKE TMEpelTH 10
HactynHoro[ 1]-[13].

Cxkpunt TutorialCondition BiamoBijae 3a MEpPeBIPKY BUKOHAHHS YMOB IS

Mepexoy 10 HACTYMHOTO €Taly HaBYaHHs abo0 JUIsl 3aBEpIICHHS KOHKPETHOI 3ajadi

(HampuKIIaI, SIKIIO KOPUCTYBAY BIAPEMOHTYBAB MEBHY YacTHHY aBToMo011s1)[ 1]-[13].

I ——

Pucynok 3.7 — Ilpuknaj AOMIKY 3 BAKOHAHUM 3aBAaHHSAM

Pucynok 3.7 BigoOpakae MOTOYHUM HABYAJIBLHUM KPOK, Ta OHOBJIIOETHCS B

3aJIEKHOCTI BiJl TOTO SIK MU BUKOHY€EMO 3aBJIaHHS.
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3.3 BucHoBOK 10 po3ainay 3

Y upomy po3auti Oyno JeTaabHO PO3MISHYTO CTPYKTYpy HPOTPaMHOTO
3abe3neueHHs VR-margopmu, 1o BKIIOYaE OCHOBHI KaTeropii KJjiaciB — aBTOMOO11,
crieH Ta piBHIB. [Ipomymana apXiTekTypa KOAy J103BOJsi€ €(EKTHBHO KEpyBaTH
CTaHaMH JeTalied, ClIeHaMH Ta PEeKHUMaMH B3a€MO/IIi, a TAaKOXK 3a0e3Medye THYIKICTh
IUISL pO3IIMPEHHS (DYHKILIOHAIBHOCTI 0€3 MIKOAW ISl HUTICHOCTI cucTteMu. OcobuBa
yBara IpuaiieHa 3py9HOCTI B3aeMoaii y VR-cepenoBuili, mo 10cIraeTbCs 3aBAsSKH
BUKOpPUCTaHHIO grab interactor'iB, ScriptableObject'iB Ta MOAYIBHOT CTPYKTYpH.
Takuit miaxig AO3BOJISE NOCATHYTH BHCOKOTO PIBHS PEalliCTUYHOCTI, THYYKOCTI Ta
MacIITabOBaHOCTI CHCTEMHU, IO € KIFOUOBUM ISl PO3POOKH Cy4aCHOTO HaBYAIHHOTO

IHCTPYMEHTY 3 IHTEPAKTUBHOIO B3aEMOIIEIO.
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4. EKCIUVIYATAIISAL, TECTYBAHHA TA EKCIIEPUMEHTAJIBHE
JOCIIIKEHHS TPOI'PAMUA

4.1 llpu3HavyeHHs

[arepaktBHa VR-mumardopma juist Bi3yamizarii, HaB4aHHS Ta B3aEMOIl 3
aBTOMOOUIBHUMH CHCTEMaMH pO3po0JieHa ISl HaJlaHHS KOPUCTyBauaM MOXKIIMBOCTI
3000yTH TPAKTUYHI 3HAHHS Ta HABUYKM 3 PEMOHTY, OOCIYyroByBaHHsS Ta
HaJAIITYBaHHS Cy4aCHHX aBTOMOO1UTIB 32 JOTIOMOTOIO BIpTyallbHOI PeasibHOCTI.

BuxopuctanHsi BIpTyallbHOI pPEaJbHOCTI JJsi CTBOPEHHS 1HTEPAKTUBHUX
HABYAJbHUX CIICHApIiB, SIKI TO3BOJIAIOTH KOPHCTyBauaM 3HaloOMUTHCS 3 Oym0BOIO
aBTOMOO1JIS, OCHOBHMMHM CHCTEMaMH Ta KOMIIOHEHTAMH, a TaKOX OTpUMAaTH
MPaKTUYHI HABUYKU 3 PEMOHTY Ta JIarHOCTHUKHU.

CTBOpEeHHS BHCOKOSKICHHUX Bi3yaiizamii aBTOMOOLIBHHUX CHCTEM IS
JETalbHOTO O3HAMOMJIEHHS 3 TNpUHOMOamMu iX poOotu. I[Iporpama mno3Bossie
KOpUCTyBauyaM NONISHYTH Ha aBTOMOOUIb 3 yCiX OOKiB, p0310paT KOMIIOHEHTH, 110
JI03BOJISE Kpalle 3p03yMITH BHYTPILIHIO CTPYKTYPY.

HananHs MOXIMBOCTI KOpHCTyBauaM O€3M0CEPEAHBO B3AEMOAISATH 3 PI3HUMHU
KOMITOHCHTaMH aBTOMOOUIS 3a JTOmoMoror VR-KOHTposepiB, a TakoK BUKOHYBATH
pI3HOMAHITHI oOrmeparlii, Takl SK 3aMmiHa JeTajeil, HaJalllTyBaHHS CHUCTEeM, abo

BUKOPHUCTAaHHS THCTPYMEHTIB JIJISl PEMOHTY.

4.2 YMOBH 3aCTOCYBAHHS

[Iporpama BuMarae HasBHOCTI cywmicHoro VR-momoma, Takoro sk Meta
Quest, HTC Vive, Oculus Rift abo ananoriyHux npucTpoiB, 0 MATPUMYIOTh Unity
XR.

MiuimansaruME BuMoramu fo 11K e:

— mpouiecop: Intel Core 15 abo ananoriuHuii;

— ornepaTuBHa naM'ath: 8 GB abo Oinbie;

— Bigeokapra: NVIDIA GeForce GTX 1060 abo Buie.
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JUis epEeKTUBHOTO BUKOPHUCTAHHS NPOTrpaMHM KOPUCTyBauaM PEKOMEHIOBAHO
MaTH 0a30B1 3HaHHA PO MPUHLIUIHA POOOTH aBTOMOOUTBHUX CUCTEM.

KopuctyBaui moBHHHI 3a0€3MEUYUTH JOCTATHBO MPOCTOPY I PyXiB y
VR-cepenoBuiii, OCKUIbKM Mporpama mnepeadayae BUKOPUCTaHHS (DI3UYHUX PYXIB
JUTST B3a€EMOIIT 3 aBTOMOOUIEHUMH KOMITOHEHTAMHU.

PexoMeHayeTbcsi poOMTH TEpepBU II1J] 4Yac BUKOPUCTAHHS IPOTpaMU s

3MEHIIICHHS HABAaHTAXKEHHSI Ha 04l Ta HEPBOBY CUCTEMY.

4.3 MoXJIUBOCTI TAa 00MEKeHHHA

[HTEepakTUBHE HABYaHHS 3 MOXIMBICTIO po30upaHHS 1 30upaHHSA
aBTOMOOUTbHUX KOMIIOHEHTIB. BukopuctanHs VR-TexHomoriéi s 3abe3neyeHHs
MaKCHUMAaJIbHOTO 3aHYpPEeHHS Ta PealicCTUYHOCTI Tpoliecy HaB4yaHHsS. [Iporpama He
3aMIHIOE pealibHI IPAKTUYHI HABUYKH, & € IONOBHEHHSM JI0 TEOPETUYHOTO HAaBYAHHS.
[ToTpibHa cnemianbHa amaparypa Jjisi KopekTHoi pobotu (VR-monom ta cymicHU
komi'totep). [Iporpama He miATPUMY€E BCiX THIIB aBTOMOO1IIB, 0OMEKYIOUHCH JIUIIIE
MOJICTIIMH, CTBOPEHUMHU B MEKaX MPOEKTY. 3aCTOCYHOK III€ Ha CTail MPOTOTHUITY 1 HE

Ma€ BChOTO HEOOXiTHOTO (PYHKITIOHAITY.

4.4 Ilpukaaau podGOTH KOPUCTYBA4A 3 CHCTEMOI)

[Ticnst 3amycKy CHUCTEMH KOPUCTYyBau MOXKE XOAMTH IO CTApTOBIM KIMHATI 1

BHOpaTH JIOKAI(iI0 Ta HABYAIBHUH CIIEHAPIH 1110 TOKa3aHO Ha pUCYHKY 4.1
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Location :Garage

Select

Pucynox 4.1 — Expan qy1s1 BuOOpy piBHSI Ta JIOKAITii

Pucynok 4.1 mnoka3ye peani3oBaHMid B 3aCTOCYHKY CIIOCIO KEepyBaHHS
CIIEHApPIsIMU SKI KOPUCTYBau X04e€ 3MOJIEIIOBAaTH. BChoro Ha ekpaHi 2 mapu CTPIJIOK,
nepiui(BepxHi) JO3BOJIAIOTh 3MIHIOBATH JIOKAIli, APYri(HUXKH1) 0OpaTh HaBYAJIbHUMA
ciieHapii, TOOTO 1110 B aBTOMOO1TI 311aMaHe 1 TOTpeOy€e pEeMOHTY.

[Ticas Toro sk KopucTyBay BUOMpae BiH 3aBaHTaXKYETbCS Ha I1HILY CLEHY,
3QJIEKHO BiJ] TOTO 110 Oys0 oOpaHOo 1 0auuTh mepes; coO0K CIEHY SIK 300pakeHOo Ha

puCyHKy 4.2.
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PucyHnok 4.2 — [Ipuknaz 3aBaHTaXeHO1 CLIEHU

Jlam kopucTyBady BIAKPHUTI MOKIMBOCTI 3MIHUA B3a€MOJII1 3 aBTOMOO1IEM, BiH
MOXKe po30uparu 1 30MpaTu Haszaj YaCTUHU aBTOMOOLIS 3a 3a37ajieriib MPONUCAHUM

CIIEHapieM SIK TTOKa3aHO Ha pUCyHKax 4.3 —4.5.

Pucynok 4.3 — Kopuctysau nepeiiiion B pexum orsiay(Inspection mode)



Pucynok 4.4 — KopuctyBad po3i0paB Koieco

Ak MoxeMo 6auUTH Ha PUCYHKY 4.4 CITiyI04H BI3yaJbHUM IiKa3KaM

KOPHUCTYBad MOKE p0310paTu KOIeco aBTOMOOLIS.
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Pucynok 4.5 — Kopucrysau 316paB kojeco

3asexHo B1J Oa)KaHHS KOPUCTYBAa4 MOXKE CIIPOOyBaTH MITH Y 3BOPOTHOMY
IUISXY 1 TOCTABHUTH JIETalb HA3al, IK 300pakKeHO Ha PUCYHKY 4.5.

Konu xopucTyBad 3akiHYUTH 3 OOpaHUM piBHEM, BIH MOXKE a00 MMOBEPHYTHUCS
B 510001 uepe3 romoBHE MeHIO(pUC. 4.0) HATUCHYBIIM IKOHKY OyIuWHKY, abo y
TOJIOBHOMY MEHIO TepetH y posain Application Ta Ha MOTOYHIN CIIEHI TOMIHSTH
cueHapiii(puc 4.7), abo X BUWTH 3 3aCTOCYHKY HATHCHYBIUM KHONKY Exit Ha

roJ0BHOMY MeHIo(puc 4.6)
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Pucynok 4.6 — I'oji0BHE MEHIO

ation : Learn the proper

Applic and handle car

VAL remove
wheels

Pucynok 4.7 — Poznin Application roToBHOTO MEHIO
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4.5 TectyBaHHSI IPOrPAMHOIO0 3a0e3Me4YeHHS

TectyBaHHs mporpamMHOro 3a0e3MEUYEeHHs € KPUTHUYHO BAXKJIUBUM €TarioM
pPO3pPOOKH, OCKUIBKH JO3BOJIIE BUSBUTH IMOMWIKH, HEJOJIKM Ta HECHPAaBHOCTI Y
mporpami Iie Ha eTari po3poOKu, 1o 3a0e3neuye CTablIbHICTh 1 (PYHKIIIOHATBHICTD
KiHIIeBOTO NPOoAYyKTy. {15 po3poOku [HTepakTBHOI VR-1mmardopmu s Bizyanizariii,
HaBYaHHSI Ta B3a€EMOJIi 3 aBTOMOOUIBHUMHU CHUCTeMaMHu Oyjao po3poO0JEHO HH3KY
TECTIB JUIsl TIEPEBIPKM OCHOBHUX aCIMEKTIB TPOrpaMH, TaKUX SK IHTErpais 3
anmaparHuUM 3a0e3MeueHHsIM, KOPEKTHICTh B3a€MO/I11 KOPUCTYyBaua 3 iHTepdeiicamu Ta
(byHKIIOHYBaHHS BIpTyalbHOI pEaTbHOCTI.

Jlns 3a0e3mnedeHHsT BCEOIYHOTO TEPEBIPSHHSA MPOrpPaMHOTO 3a0e3IeueHHS
BUKOPHUCTOBYIOTHCS P13HI METO/IU T€CTYBaHHS.

MeTtor0 (YHKITIOHATBHOTO TECTyBaHHS € TIEPEeBipKa, YU BUKOHYIOTHCS BCl
¢dbyHKIIT mporpamMu BIANOBIAHO A0 crenudikamii. TecTyroTbCs OCHOBHI ClieHapii
KOPUCTYBAlbKOI B3a€MOJIli, Takl fAK: 3aBaHTAXECHHS NPOrpaMH, B3aEMOMIS 3
KOMIIOHEHTaMH  aBTOMOOWUIs  (HampuKiIaa, 3aMiHa JeTaleld, B3aeMomia 3
IHCTpYMEHTaMH ), MepeBIpKa MPABMIBLHOCTI POOOTH aHIMalllil Ta 3BYKiB, HaBIramis 1o
iHTEpdEiicy mporpamu.

HedynkiionanbHe TecTyBaHHS — 1€ TECTyBaHHS IapaMmeTpiB  Ta
€(EeKTUBHOCTI MpOrpaMu, A0 MPUKIAAy, TPOAYKTHBHICTh — MEpEeBipKa MIBHJIKOCTI
3aBaHTAXCHHSI Ta PEHJICPUHTY CIIEH, IUIABHOCTI aHIMaIliil Ta cTabUTbHOCTI POOOTH.

MeTo10 1HTEerpalifHOro TeCTyBaHHS € MepeBipka KOPEKTHOCTI B3aEMOIIT Mixk
pPI3HMMH  KOMIIOHEHTAaMH  MpPOrpaMH, CHUCTEMOIO KEpPYBaHHA  BIpTyaJIbHHUM
iHTepdeiicoM, B3aEMOJIS MK KOPHUCTyBadeM 1 00'€KTaMH Ha CIICHI, TeCTyBaHHS
cyMicHOCTI 3 VR-mpuctposmu, TecTyBaHHA KopucTyBaubkoro intepdeiicy (Ul) —
nepeBipka MPaBUIBLHOCTI BiOOpakeHHs eleMeHTiB iHTepdeiicy B VR, a Takox
3pYYHICTh 1X B3a€MOJii 3 KOPHCTyBaueM, B1JOOpa)keHHs 1H(POpPMAIINHUX IMaHENeH,
KHOIOK Ta IHIIMX €JIEMEHTIB 1HTep(eicy, NepeBipka 3pYyYHOCTI B3aEMOIl 3

iHTepdeiicom uvepe3 VR-koHTponepu, mepeBipka poOOTH TporpaMu Ha PI3HHUX
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omepariifHuX CUCTEMax Ta 3 pi3HUMH VR-mipucTposiMmu, mepeBipka CyMICHOCTI 3
PI3HMMH BEpCIIMH ONEpaIiiHUX CUCTEM, MIATPUMKA pi3HUX VR-npucTpoiB, Takux sk
Oculus Rift, Steam VR, Meta Quest.

Pyune TecTyBaHHS € HEOOX1AHUM JIJIsl IEPEBIPKHU CrieUM(PIUHUX CLEHapiiB, SKi
CKJIaJIHO aBTOMATU3yBaTH, 30KpeMa JJisi TECTyBaHHA B3aeMofli 3 VR-npuctposmu ta
NEepPEeBIPKU  KOPEKTHOCTI  BiJOOpakeHHsS  BIPTYallbHOTO  cepeloBUINAa. PydHe
TECTYBaHHS MPOBOJIUTHCS TECTYBAJIbHHUKAMH Ta KOPHCTyBauyaMH 3 Pi3HUM JOCBIJIOM
pobotu 3 VR.

s Toro, mo0 TepeKoHaTHcs, MO0 Tporpama Mpamre KOPEKTHO Ha BCiX
IUTBOBUX IIATQOpMax, 3HIACHIOETHCA TECTyBaHHS Ha PI3HUX MPUCTPOSIX 1
oTepaIlifHuX CUCTeMax, BKIII0Yarodu pizHi Mojeai VR-mronomis.

Jlist TectyBaHHs B3aemozii 3 VR-npuctposimu Oy BUKOPUCTaH1 eMYJIATOPH
VR, 1106 nepeBipuTH, 41 KOPEKTHO MPAITIOE IHTETparlis 3 (13NIHUMU TIPUCTPOSIMHU.

Jliist 3a0e3nedeHHs] BUCOKOT MPOAYKTUBHOCTI MPOTrpaMu, BaXKJIMBO MPOBECTH
TECTYBaHHS B peajJbHUX YMOBaX, 00 MEPEKOHATHCS, III0 TPOrpaMa He 3aBUCAE Ta HE
JIEMOHCTPYE MOTIPIICHHS MPOIYKTUBHOCTI NMPY BUKOHAHHI CKJIAJTHUX OTEepaliii.

[lepeBipsieTbCs  MIIABHICTH POOOTH MPOTpaMU, BUMIPIOETBCS CEpeAHil
dbperiMpeiT B mporeci B3aeMomii 3 pI3HUMH O00'€KTaMH Ta BUKOPHCTAHHS
IHCTpYMEHTIB. BHUMIpIOE€TbCS Tako)X BHUKOPHUCTAHHS IaM'siTl MPOTrpaMor0 Mij yac
pOOOTH 3 BEJTUKUMU CIIEHAMM.

[licns mpoBeneHHS TECTYBaHHS KOXKEH BUsBIEHUNH Oar abo moMuiKa
(IKCY€EThCS Ta OLIHIOETHCS 332 KPUTHUUHICTIO, KPUTHUYHI MMOMUJIKM BUIIPABISIOTHCS B
NEepIIy Yepry, OCKUIBKH BOHH MOXYTh CYTTEBO BIUIMBATH Ha CTaOUIBHICTH IPOrpaMu
a00 11 (QYHKIIIOHAJIBbHICTh, HE3HAYHI TOMUIKH (IKCYIOTbCS JUIsl TOHANBIIOTO
BunpasieHHs. Lle MmoxyTs OyTu He3Hauni nmpobinemu B Ul abo He3HauyHi Oary, siKl He

BIUTMBAIOTh HA OCHOBHY (DYHKI[IOHATHHICTb.
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4.6 BucHoBOK 10 po3ainy 4

Po3min  oxommroe  KITIOYOBI  aCMEKTH  €KCIUTyarallii, TEeCTyBaHHS Ta
eKCTIEpUMEHTAIBHOTO TOCIHIKCHHSI IHTEepakTUBHOI VR-mmaTrgopmu 111 HaBYaHHS Ta
B3a€MO/Ii 3 aBTOMOOUTPHUMHU CHCTEMaMd. byno BHU3HA4Y€HO WLiIbOBE MPU3HAUYEHHS
nporpaMu, TEXHIYHI Ta €KCIUTyaTalliiHi BUMOTH, a TaKOX 11 MOXIHUBOCTI W
oOMEXXeHHS. 3HAUHY yBary MpUJIUICHO TECTYBAaHHIO MPOrPAMHOTO 3a0€3MEeUeHHsI, 110
OXOIUTIOE (DYHKITIOHATbHE, HeDYHKI[IOHAIbHE, 1HTETpalliiHe Ta pPy4YHE TECTyBaHHS
1St 3a0€e31evueHHs cTablIbHOI poOoTH cucTeMu. PerenbHa nepeBipka Ha CyMICHICTD 13
pisaEME  VR-miprcTposiMU, OmepamiiHUMU CHUCTEMaMH Ta CIICHAPISIMH B3a€MOZIT
JI03BOJIUJIA BUSIBUTH Ta YCYHYTH KPUTHYHI TOMUIIKM Ha PaHHbOMY €Tarl PO3pOOKH.
TakuM 4MHOM, BUKOHAHE TECTYBAHHS MIATBEPIKYE MPALI€3AATHICTh 1 €()EKTUBHICTh
po3po6iaeHoi TIaThopMu, 10 € BAKIMBUM KPOKOM JI0 MOAAIBIIONO BIOCKOHAJICHHS

Ta BIIPOBA’KCHHA CUCTCMHU B HaBYaJbHUU mpouncec.
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BUCHOBKMU

Y pesynbrari BHUKOHaHHA poOOTH OylO CTBOPEHO IHTEPAKTUBHY
VR-mnardopmMy juisi HaBYaHHS Ta TECTYBaHHSI aBTOMOOITBHUX CHUCTEM, SIKA JTO3BOJISIE
3IIMCHIOBATH BIPTYaJIbHY B3a€MOJIII0 3 PI3HUMH KOMIIOHEHTaMHU aBTOMOO1Is. MeToro
poOOTH OyJI0 CTBOPEHHSI MPOTOTHUITY, KW OW CIPOIIyBaB MPOIEC HABYAHHS Ta
00CITyroByBaHHSI aBTOMOOITBHUX CHUCTEM, BUKOPHUCTOBYIOUM TEXHOJIOTIT BIpTyalbHOT
peabHOCTI.

Po3pobneno VR-nporotum 3acTOCyHKY, B IKOMY peaii3oBaHi 0a30B1 cueHapii
IUIsE po300py aBTOMOOWISA, IO JI03BOJISIOTH KOPUCTYBAauaM B3a€EMOJISITH 3 OKPEMUMHU
YaCTHHAMH aBTOMOO1JISI, BUBYAIOUM 1X OyJOBY Ta MPUHIUIU poOoTH. J[J11 po3poOku
m1aTropMu BUKOPUCTOBYBAJIMCS Cy4yacHl TexHoiorii, 30kpeMa OpenXR Tta Meta
Quest 2, mo 3a6e31euyoTh €PeKTUBHE TECTYBAaHHS Ta PO3pOOKY 1HTEpdENCy, a TAKOK
B3a€EMOJIII0 3 KOMITIOHEHTaMu VR-cucremu.

[lepcniekTHBH MOAAJIBIIOTO PO3BUTKY CHUCTEMH BKJIIOYAIOTh MOMKIIUBICTD
po3LIMpeHHsT TuIaTGopMu JJi1 MIATPUMKA HOBUX aBTOMOOUIBHHMX MoOJeNel Ta
CIIeHapiiB B3a€EMOJii, 30KpeMa jis poOOTH 3 BETUKUMH 1 BXKIWBUMH JICTAJISIMH,
TaKUMHU $IK JBUTYH, KOpoOKa mepenad abo enekTpuuHa cuctema. Kpim Toro, y
MaiOyTHbOMY MOKJIUBO BIIPOBADKEHHS MYJIBTUILICEPHOTO PEKUMY TSl BUKOHAHHS
CIUJIBHUX BIPTyaJbHUX 3aBJaHb, 1110 I1I¢ OLIbINE MIABUIINTH €(PEKTUBHICTh HAaBYAHHS
Ta TeCTyBaHHS.

Po3po0Oka miei iarhopmu € BaXXTUBUM KPOKOM Y HAMPSMKY 1HTEPAKTUBHOTO
HaBYaHHA B cdepi aBTOMOOIIBHMX TEXHOJIOTIA 1 MOXE CTaTH OCHOBOKO JIJis

MOJAJbIINX IHHOBALIN y Tally31 BIpTyaJIbHOTO HABYAHHS Ta CUMYJISIIH.
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JIOJIATOK A

TexHiuHe 3aBIaHHA
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Cy4acHi TexHOJIOT1i BipTyasibHOI peanabHOCTI (VR) 3HaYHO 3MIHIOIOTH MM1IXOAH
710 HABYAHHS Ta TECTyBaHHS, 30KpeMa B TaKHUX rajy3six, K aBTOMOOLIbHA 1HKEHEepis
Ta MeXaHiuHe oOciyroByBaHHs. BuxopucranHs VR no3Bomsie  cTBOproBaTH
1HTepaKTUBHI TuIaTGopMu, 1m0 3a0e3MeuyloTh TIMOOKE 3aHypeHHS Yy BIPTYyalibHE
CepelioBUIIlE, JI€ KOPHUCTYBad MOXKE HaBYaTHCS B3a€EMOJII 3 aBTOMOOUIBHUMU
CHUCTEMaMH, aHali3yBaTH CKJIAJHI MEXaHI3MH Ta TMPOBOJAUTH IarHOCTHKY 03
HEOOX1AHOCTI (PI3UYHOTO KOHTAKTY 3 PealbHUMU 00'€KTaMH.

Ile#i 3acTOoCyHOK ommcye pPoO3poOKy iHTepakTuBHOI VR-mmardopmu s
HAaBYAHHS Ta TECTYBaHHsS aBTOMOOUIbHUX cucTeM. [IpoekT mependadae CTBOpPEHHS
nporotunty VR-3acToCyHKy 111 po30opy aBTOMOOUIS, SIKM BUKOPHUCTOBYE
texHosyorii OpenXR Ta Meta Quest 2, 3a0e3neuyroud peaicCTUYHE HaBYAJIbHE

cepeoBHIIE JJIsI MalOyTHIX 1H)KEHEPIB 1 MEXaHIKIB.

A.1 ITincraBa aJist po3poodKu

HeoOxigHicTh po3poOku iHTepakTuBHOI VR-mnmardopmu mms HaB4aHHS Ta
TECTYBaHHS aBTOMOOUIbHUX CHCTEM OOyMOBJIEHA IIBUJKHUM PO3BUTKOM TEXHOJIOT1H
BIpTyaJlbHOI PEAJIbHOCTI Ta MOTPEOO0 B HOBHUX MiAXOJaX JO HABUYAHHS B ramysi
aBTOMOOUIBHOI 1HKeHepii. TpaauiiiitHi MeToau HaBYaHHS, M0 BKIIOYAIOTH (hi3UUHE
00CIIyrOByBaHHsI peaIbHUX aBTOMOOUIBHUX KOMIIOHEHTIB, MalOTh OOMEXEHHS 1100
0e3meKu, TOCTYMy J0 HEOOXITHUX MaTepiamiB 1 3ac001B, a TAKOK BUCOKHUX BHTPAT HA
peanicTUyHe 00JIaJHAHHS Ta CEPEIOBUILE /ISl HABYAHHS.

Po3pobka VR-mnargopmu 103BoJisiE MiHIMI3yBaTH 11 MPOOJIEMH, HAIAIOUU
KOPUCTyBauaM MOKJIMBICTH MPAIIOBATH 3 PEATICTHYHUMH BIPTYaTbHUMHU MOJIEISIMU
aBTOMOO1UIIB, B3a€EMOMISATH 3 JETANSIMH, MPOBOJUTH IIarHOCTHKY Ta PEMOHTU B

YMOBaXx, 10 HAOJIMKEH1 710 peaabHuX, 0e3 moTpedu B peaarHOMY 00Ia HAHHI.
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A.2 IIpu3HavyeHHA PO3POOKHU

[Ipu3HayeHHsM 11i€1 po3poOKU € CTBOpPEeHHS 1HTepakTHUBHOI VR-mmardopmu
U HAaBYaHHS Ta TECTYBaHHS aBTOMOOITBHUX CUCTEM.

[Tnardgopma Hamae KOpUCTyBa4aM MOXKIIUBICTb:

— O3HAaOMUTHUCS 3 OCHOBHUMH aBTOMOOUIBHHUMHM CHCTEMaMH Ta ix
CKJIaIOBUMU;

— BUKOHYBAaTH omepamii 3 po30opy Ta CKIaJaHHA aBTOMOOUIA B
pPEaTICTUYHOMY BIPTyaIbHOMY CEPEIOBHIIIL;

— TPOBOJUTH HaBUAaHHSA Ta TECTyBaHHS 3 PEMOHTY, [IIarHOCTUKH Ta
00CITyroByBaHHS aBTOMOOIJTEHUX CUCTEM;

— pPO3BUBaTH HAaBUYKM B3a€EMOJIi 3 aBTOMOOUIBHUMHU KOMIIOHEHTaMHU 4Yepe3
BIpTyalbHI CIIeHapii.

s mnnarpopma Takok Moke OyTH BHUKOpHUCTAHA HJisi CTBOPEHHS HOBHUX
HAaBYAIbHUX MarepianaiB, 30KpeMa [Uisi aBTOMOOUIBHMX TEXHIKIB 1 CTYIEHTIB
IH)KEHEePHUX CIEIliaJbHOCTeM, a TaKoX JJisg TECTyBaHHS HOBHX TEXHOJOTIH B

aBTOMOOUIBHIN 1HAYCTPII.

A.3 OCHOBHiI BUMOTI'H 10 IPOTPaAMH, 10 PO3POOJISIETHCS

KopuctyBau mMOBHMHEH MaTH MOXJIHMBICTh B3aEMOJIATA 3 BIPTyaIbHUMHU
MOJIEJIIMH aBTOMOOIJILHUX KOMITOHEHTIB 3a JomoMorow VR-koHTposepis.

[Tnardpopma Mmae 3abe3medyBaTd BHUCOKY SIKICTh Bisyamizamii Ta (i3udHOi
CUMYJIALI1, 110 HaOIMKae HaBYaHHS JI0 peTbHUX YMOB.

MOXJMBICTh J1OAaBaHHS HOBUX CIIEHApiiB Ta aBTOMOOIIBLHUX MOJENEH s
MOJIAJIBIIIOTO PO3MIMPEHHS (PYHKIIIOHATBHOCTI.

[Tnatdopma moBuHHA OyTH 3py4yHa B KOPHUCTYBaHHI, 3 YITKHUM Ta 3PO3YMUIUM

1HTEpPEHCOoM ISl KOPUCTYBAYIB PI3HOTO PIBHS MIATOTOBKHU.
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Crpykrypa cucteMu Mae OyTH po3poOJieHa TAKUM YUHOM, 11100 i1 MoKkHA Oyi10
JIETKO aIanTyBaTH IS AOAABaHHS HOBUX MOMKJIMBOCTEH, TAaKUX SK MYJIBTHILICED YH
JTOJIaTKOBI CIICHApIi.

[Inargopma noBuHHa miATpUMyBaTHu pi3Hi VR-npuctpoi, 3okpema Meta Quest
2, 3a0e3Mmeuyo4u TUIaBHUH TOCB1T KOPUCTYBaHHS.

Cucrema mae OyTH CIIPOCKTOBaHA 3 ypaxyBaHHsSM (i3muHOro KoM(popTy Ta
Oe3meKkr KOPHUCTyBa4a, 3 YypaxyBaHHSIM TMOTCHIIIMHUX PHU3UKIB Ta CTpecy IpHU

TPUBAJIOMY BUKOPHUCTAHHI.

A.4 Bxigni nani 10 podorun

Jlns po3poOKK  BIPTYyaJIbHUX aBTOMOOUIBHUX CHCTEM BHUKOPUCTOBYIOTHCS
neranbHi 3D-momeni aBTOMOOLIIB Ta iX KOMIIOHEHTIB, SIKI IOBHHHI OyTH TOYHO
BIJITBOPEHI JIJIs1 HABYAHHS.

Po3pobxka inTepdeiiciB 11t B3aeMOIii 3 aBTOMOOIIBHUMHU JI€TalsIMU BUMarae
CTBOpEHHsI a00 IMIUIEMEHTAaIlli I1HCTPYMEHTIB (HAmpuUKIaJ, TaWKOBUX KIIIOUIB,
BUKPYTOK, CHEI1ali30BaHUX PEMOHTHUX MPUCTPOIB).

JIyist CTBOpEHHSI HaBYAJIBHUX CIIEHAPIiB Ta 1HCTPYKIII BUKOPUCTOBYIOTHCS
pealibHI TEXHIYHI IaH1 Ta IHCTPYKIIIi IO PEMOHTY aBTOMOOUIbHUX CUCTEM.

CueHnapii /uisi HaBYaHHS OBMHHI BKJIIOYaTH MOKPOKOBI IHCTPYKIIi, a TaKOX
CUMYJISIIIO0 TIOMUPEHUX MOJIOMOK 1 TEXHIYHUX MPOOJIeM, 3 SKUMU KOPUCTYBAaY MOXKE
3IIITOBXHYTHUCS 111 YaC PEMOHTY aBTOMOOLIIS.

JIns  BUKOPUCTAaHHsS 3aCTOCYHKY BHKOPUCTOBYIOTbCA VR-mpucrtpoi 3

BIJIMTOBITHUMHU KOHTPOJIEpAMU ISl IEPEBIPKHU THTEPPEICY Ta JOCBIYy B3a€EMOIII.



JIOJIATOK B

@parMeHT TEKCTy Mporpamu
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AnimationHandler.cs

using System.Ling;
using System.Threading.Tasks;

using UnityEngine;
public class AnimationHandler : MonoBehaviour ({
[SerializeField]
private Animator m animator;
public Animator Animator => m animator;
private void Start() {
m animator = GetComponent<Animator>();
public async Task PlayAnimationAndWait (string animationName) {
m_animator.SetTrigger (animationName) ;
await WaitForAnimation(m animator, animationName);
private async Task WaitForAnimation (Animator animator, string animationName) {
var animationState = animator.GetCurrentAnimatorStateInfo (0);
while (!animationState.IsName (animationName)) {
await Task.Yield():;
animationState = animator.GetCurrentAnimatorStateInfo (0);

float animationLength = animationState.length;

await Task.Delay((int) (animationLength * 1000));

AssignPartMesh.cs

using UnityEditor;

using UnityEngine;
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public class AssignPartMesh : MonoBehaviour
{
[MenuIltem("Tools/Assign Part Mesh") ]
public static void GenerateAndAssignPartInfo ()
{
Object[] selectedPrefabs = Selection.objects;

foreach (Object obj in selectedPrefabs)
{
if (obj is GameObject prefab)
{
var part = prefab.GetComponent<Part>();

var partMeshFilter = prefab.GetComponentInChildren<MeshFilter>();

if (part.PartInfo.PartMesh == null)
{
Debug.LogWarning ($"Skipping {prefab.name}: No valid PartInfo
reference found.");

continue;

if (partMeshFilter == null)
{
Debug.LogWarning ($"Skipping {prefab.name}: No MeshFilter
component found.");

continue;

if (part.PartInfo.PartMesh == null)
{
Debug.LogWarning ($"Skipping {prefab.name}: PartInfo does not
contain a valid mesh.");

continue;

// Modify prefab correctly
string path = AssetDatabase.GetAssetPath (prefab);
GameObject prefabInstance =

PrefabUtility.LoadPrefabContents (path) ;



if (prefablInstance != null)
{
MeshFilter instanceMeshFilter =
prefabInstance.GetComponentInChildren<MeshFilter>();
if (instanceMeshFilter != null)
{
instanceMeshFilter.sharedMesh = part.PartInfo.PartMesh;
PrefabUtility.SaveAsPrefabAsset (prefabInstance, path);
Debug.Log ($"Assigned mesh to {prefab.name} and saved
changes.");

}
PrefabUtility.UnloadPrefabContents (prefabInstance) ;

AssetDatabase.Refresh () ;

Debug.Log ("Finished assigning meshes to selected objects.");

AudioManager.cs

using Cysharp.Threading.Tasks;
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class AudioManager : MonoBehaviour

{

public static AudioManager instance;

void Start ()
{

if (instance != null)

{
Destroy (this);

}

instance = this;
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public static async UniTaskVoid PlaySound (Transform position, AudioClip sound)

{
GameObject obj = new GameObject ("TempAudio") ;
AudioSource source = obj.AddComponent<AudioSource>();

obj.transform.position = position.position;

source.PlayOneShot (sound) ;

await UniTask.Delay((int) (sound.length * 1000)); // Wait for the clip

duration

Destroy(obj); // Clean up after sound finishes

Billboard.cs

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

using UnityEngine;

public class Billboard : MonoBehaviour

{

[SerializeField] private Transform m_ target;

public void SetTarget (Transform target)
{
m_target = target;

private void LateUpdate ()
{

if (!m_target)

{

return;

else

Vector3 targetPosition = Camera.main.transform.position;
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// Calculate the direction to the camera

Vector3 directionToCamera = transform.position - targetPosition;

// Make sure the UI faces the camera directly

transform.rotation = Quaternion.LookRotation (directionToCamera) ;

CameraValidation.cs

using Unity.XR.CoreUtils;

using UnityEngine;

public class CameraValidation : MonoBehaviour
{
private CharacterController m characterController;

private XROrigin m xrOrigin;

void Start ()
{
m_characterController = GetComponent<CharacterController>();

m xrOrigin = GetComponent<XROrigin>();

private void FixedUpdate ()
{
m characterController.height = m xrOrigin.CameraInOriginSpaceHeight +

0.15f;

var centerPoint =

transform.InverseTransformPoint (m xrOrigin.Camera.transform.position);

m characterController.center = new Vector3(
centerPoint.x,
m_characterController.height / 2 + m characterController.skinWidth,

centerPoint.z);



//Done to make sure we don't allow the headset to pass through physical
objects, validate right physic interaction

m_characterController.Move (new Vector3(0.001f, -0.001£, 001f));

m_characterController.Move (new Vector3(-0.001f, 0.001f, -001f));

Car.cs

using Cysharp.Threading.Tasks;
using System;
using System.Collections.Generic;
using System.Ling;
using Tutorials;
using UnityEngine;
public class Car : MonoBehaviour {
[SerializeField] private CarStateManager m stateManager;

[SerializeField] private Material m inactiveMaterial;

private LevellInfoHolder m_levelInfoHolder;

private TutorialManager m tutorialManager;

private CarPartManager m partManager;

public CarStateManager StateManager => m_ stateManager;

private void Awake () {
if (!Container.TryGetInstance<LevelInfoHolder>(out m levelInfoHolder)) {
Debug.LogError ($"Unable to instance of type
{m levelInfoHolder.GetType ()} in {this.GetType()}");
return;
}
if (!Container.TryGetInstance<TutorialManager> (out m tutorialManager)) {
Debug.LogError ($"Unable to instance of type
{m_tutorialManager.GetType ()} in {this.GetType()}");
return;
}
m levelInfoHolder.LevelInfoChanged += OnLevelInfoChanged;
OnLevelInfoChanged(m levelInfoHolder.CurrentLevelInfo);
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private async void OnLevelInfoChanged (LevelInfo info) {
await SetCar (info);

SetTutorial () ;

private List<CarPart> GetAllCarParts () {

return GetComponentsInChildren<CarPart>().ToList () ;

private async UniTask SetCar (LevelInfo info) {
List<CarPart> tmp = new();
if (info == null) {
Debug.LogError ($"{this.name} was unnable to set the car due to lack of
LevelInfo");
return;
}
if (m_partManager != null) ({
await m partManager.RestoreToDefault () ;
tmp = m partManager.AllParts;
}
if (tmp.Count == 0) {
tmp = GetAllCarParts();
}
m partManager = new (tmp, info.brokenPartType);

m_stateManager = new(m partManager, m inactiveMaterial);

private void SetTutorial () {
var providers = m partManager.BrokenParts.ToList<ITutorialProvider>();
providers.Reverse () ;

m_tutorialManager.SetTutorial (providers);

private void OnDestroy () {

m levelInfoHolder.LevelInfoChanged -= OnLevelInfoChanged;

public class CarStateManager {
private Material m inactiveMaterial;

private CarPartManager m partManager;
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public CarStateManager (CarPartManager partManager, Material inactive) {
m partManager = partManager;
m_partManager.PartAssembled += UpdateAssemblyMode;
m_inactiveMaterial = inactive;
}
public void EnterOverviewMode () {
Debug.Log ("Entered Overview Mode") ;
foreach (var part in m partManager.AllParts) {
if (!part.gameObject.TryGetComponent<CarPartInteractable> (out
CarPartInteractable interactable)) {
continue;
}
interactable.ResetRendererMaterialsToDefault () ;

interactable.SetInteraction();

public void EnterInspectionMode () {
foreach (var part in m partManager.AllParts) {
if (!part.TryGetComponent<CarPartInteractable> (out CarPartlInteractable
interactable)) {
continue;
}
if (!m partManager.BrokenParts.Contains (part)) {

interactable.SetRendererMaterialsTo(m inactiveMaterial);

public void ExitInspectionMode () {
foreach (var part in m partManager.AllParts) {
if (!part.TryGetComponent<CarPartInteractable> (out CarPartInteractable
interactable)) {
continue;
}

interactable.ResetRendererMaterialsToDefault () ;

public void EnterDisassemblyMode () {

foreach (var part in m partManager.AllParts) {



if (!part.gameObject.TryGetComponent<CarPartInteractable> (out
CarPartInteractable interactable)) {

continue;

if (m_partManager.BrokenParts.Count <= 0) {
interactable.SetInteraction (true);

}

else if (m partManager.BrokenParts.Contains (part)) ({

interactable.SetInteraction (true);

public void ExitDisassemblyMode () {
foreach (var part in m partManager.AllParts) {
if (!part.gameObject.TryGetComponent<CarPartInteractable> (out
CarPartInteractable interactable)) {

continue;

if (m_partManager.BrokenParts.Count <= 0) {
interactable.SetInteraction () ;

}

else if (m partManager.BrokenParts.Contains (part)) {

interactable.SetInteraction () ;

public void EnterAssemblyMode () {

foreach (var part in m partManager.RemovedParts) {
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if (!part.TryGetComponent<CarPartInteractable> (out CarPartInteractable

interactable)) {
continue;
}
if (part.CanBeAssembled) {
part.gameObject.SetActive (true) ;
}
interactable.SetRendererMaterialsTo(m inactiveMaterial);

interactable.SetInteraction (canAssemble: true);
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public void ExitAssemblyMode () {
foreach (var part in m partManager.RemovedParts) {
if (!part.TryGetComponent<CarPartInteractable> (out CarPartInteractable
interactable)) {

continue;

}

if (part.CanBeAssembled) {
part.gameObject.SetActive (false);

}

interactable.ResetRendererMaterialsToDefault () ;

interactable.SetInteraction();

public void UpdateAssemblyMode () {
foreach (var part in m partManager.RemovedParts) {
if (!part.TryGetComponent<CarPartInteractable> (out CarPartlInteractable
interactable)) {

continue;

}

if (part.CanBeAssembled) {
part.gameObject.SetActive (true);

}

interactable.SetRendererMaterialsTo (m_inactiveMaterial);

interactable.SetInteraction (canAssemble: true);

private void OnDestroy () {

m_partManager.PartAssembled -= UpdateAssemblyMode;

public class CarPartManager {
private CarPartType m brokenPartsType;
private List<CarPart> m parts = new();
private List<CarPart> m brokenParts = new();

private List<CarPart> m removedCarParts = new();



public Action PartAssembled;
public List<CarPart> AllParts => m parts;
public List<CarPart> BrokenParts => m brokenParts;

public List<CarPart> RemovedParts => m removedCarParts;

// private Action<CarPart> DisassembledPart;

public CarPartManager (List<CarPart> parts, CarPartType brokenPartType =
CarPartType.None) {
m parts = parts;
Debug.Log ($"Number of collected parts = {m parts.Count}");
foreach (var part in m parts) {
part.Disassembled += OnDisassembled;
part.Assembled += OnAssembled;
}
SetBrokenPartsType (brokenPartType) ;
m_brokenParts = GetBrokenPartsByType (m brokenPartsType, m parts);

public async UniTask RestoreToDefault () {
List<UniTask> tasks = new();
Debug.Log ("Restore to default started");
for(int i = m removedCarParts.Count - 1; i >= 0; i--) {
m removedCarParts[i].gameObject.SetActive (true);

tasks.Add (m_removedCarParts[i].Assemble());

await UniTask.WhenAll (tasks);

m_brokenParts.Clear () ;
m_removedCarParts.Clear();

Debug.Log ("Restore to default finished work");

private void OnAssembled (CarPart part) {
if (m_removedCarParts.Contains (part)) {
m_removedCarParts.Remove (part) ;
}
var interactable = part.GetComponent<CarPartInteractable>();

interactable.ResetRendererMaterialsToDefault () ;
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interactable.SetInteraction () ;

PartAssembled?.Invoke () ;

private void OnDisassembled(CarPart part) {
if (m_removedCarParts.Contains (part)) {

return;

}

m_removedCarParts.Add (part) ;

public void SetBrokenPartsType (CarPartType type) { m brokenPartsType = type; }

public List<CarPart> GetBrokenPartsByType (CarPartType brokenPartsType,

List<CarPart> carParts) {
List<CarPart> parts = new();
foreach (var part in carParts) {

if (part.PartInfo && part.PartInfo.GetCarPartType == m brokenPartsType)

parts.AddRange (part.GetAllDependableParts()) ;
//TODO: changed it to get only one broken detail of a type;

return parts;

}

return parts;

private void OnDestroy () {
foreach (var part in m parts) {
part.Disassembled -= OnDisassembled;

part.Assembled —-= OnAssembled;

CarFactory.cs

using Cysharp.Threading.Tasks;



using UnityEngine;

using SceneManagement;

using UnityEngine.UIElements;

public class CarFactory : MonoBehaviour

{
//[SerializeField] private Transform m spawnPosition;
private LevelInfo m levellInfo;

private GameObject m currentCar;

private LevelInfoHolder m holder;

private void Awake ()
{
if (Container.TryGetInstance<LevelInfoHolder> (out var holder))
{
m_holder = holder;
TakeLevellInfo (m holder.CurrentLevelInfo);
Createlnstance () ;
/*m_holder.LevelInfoChanged += OnLevelInfoChanged;
OnLevelInfoChanged (m holder.CurrentLevelInfo);*
return;
}
Debug.LogError ($"{this.name} was unnable to create a anything because
there is no LevellInfoHolder in Container");

}

private void TakelevelInfo (LevelInfo info)

{

m levelInfo = info;

private void OnLevelInfoChanged (LevelInfo info)
{
TakeLevelInfo (info) ;

CreateInstance() ;

/* public GameObject Createlnstance (GameObject carPrefab, Vector3 position,
Quaternion rotation)

{

m_currentCar = Instantiate(carPrefab, position, rotation);
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return m currentCar;
y*/
public void CreateInstance ()
{
if (m_currentCar)
{
Destroy (m currentCar);
}
if (m holder.CurrentLevellInfo != null)
{
m_currentCar = Instantiate(m levelInfo.carPrefab, transform.position,
transform.rotation) ;
}
}
public void OnDestroy ()
{
if (m_holder != null)

{
m holder.LevelInfoChanged -= OnLevelInfoChanged;

CarPart.cs

using Cysharp.Threading.Tasks;
using System;

using System.Collections.Generic;
using System.Ling;

using Tutorials;

using UnityEngine;

public abstract class CarPart : MonoBehaviour, IAssemblyPart, ITutorialProvider {
[SerializeField] private List<CarPart> m parentParts;
[SerializeField] private List<CarPart> m dependableParts;

[SerializeField] private PartInfo m partInfo;

//private CarPartAnimator m animator;

public CarPartAnimator CarPartAnimator { get; private set; }



public List<CarPart> ReadOnlyParentPartsList => m parentParts;
public bool HasDependableParts => m dependableParts.Count > 0;
public bool disassembled = false;
public PartInfo PartInfo {

get => m partInfo;

set => m partInfo = value;

public bool CanBeAssembled {
get {
return m parentParts != null && m parentParts.All (part =>
part.gameObject.activeSelf);
}

public Action<CarPart> Disassembled;

public Action<CarPart> Assembled;

protected virtual void Awake () {
CarPartAnimator = new (GetComponentInChildren<AnimationHandler>());
if (m partInfo != null) {
GetComponentInChildren<MeshFilter>() .mesh = m partInfo.PartMesh;
}
if (!HasDependableParts) {
return;
}
foreach (var part in m dependableParts) {

part.SetParent (this);

public List<CarPart> GetAllDependableParts () {
List<CarPart> parts = new();
parts.Add (this) ;
CollectAllDependablePartsRecursive (this, parts);

return parts;

private void CollectAllDependablePartsRecursive (CarPart part, List<CarPart>
parts) {

foreach (var dependablePart in part.m dependableParts) ({
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if (!parts.Contains (dependablePart)) // Avoid duplicates

{
parts.Add (dependablePart) ;
CollectAllDependablePartsRecursive (dependablePart, parts);

public virtual void SetParent (CarPart parent) {
m _parentParts.Add (parent);
Disassembled += parent.ReleaseChildren;

Assembled += parent.SetChildren;

public virtual void SetChildren (CarPart partInteractable) {

m_dependableParts.Add (partInteractable);

public virtual void ReleaseChildren (CarPart partInteractable) {

m dependableParts.Remove (partInteractable);

public virtual async UniTask StartAssemble() {
if (!CanBeAssembled) {
return;

}
await Assemble();

public virtual async UniTask Assemble() {
//if (m_animator.AnimationHandler) {
// await

m_animator.AnimationHandler.PlayAnimationAndWait (m_animator.AssembleAnimationName)
//}
disassembled = false;

Assembled?.Invoke (this);

public virtual async UniTask StartDisassemble () {

if (HasDependableParts) ({



return;

}

await Disassemble();

public async UniTask Disassemble () {
/*if (m_animator.AnimationHandler) {

await

68

m_animator.AnimationHandler.PlayAnimationAndWait (m animator.DisassembleAnimationNa

me) ;

}*/

Disassembled?.Invoke (this) ;

disassembled = true;

gameObject.SetActive (false);

/* var command = new HideCommand (gameObject) ;

CommandHandler.ExecuteCommand (command) ; *

public virtual TutorialStep GetTutorialStep() {
if (disassembled) {

return new TutorialStep ($"Assemble {gameObject.name}l", new

AssembledCondition (this)) ;

}

return new TutorialStep ($"Disassemble {gameObject.name}", new

DisassembledCondition (this)) ;

}

public class CarPartAnimator

{

[SerializeField] protected AnimationHandler m animationHandler;

public AnimationHandler AnimationHandler => m animationHandler;
public CarPartAnimator (AnimationHandler animationHandler)

{

m_animationHandler = animationHandler;

private const string DISASSEMBLE ANIMATION NAME = "Disassemble";
private const string ASSEMBLE ANIMATION NAME = "Assemble";



public string AssembleAnimationName => ASSEMBLE ANIMATION NAME;
public string DisassembleAnimationName => DISASSEMBLE ANIMATION NAME;

CarPartInteractable.cs

using System;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

using UnityEngine.XR.Interaction.Toolkit;

public class CarPartInteractable : XRSimpleInteractable {

[SerializeField] private CarPart m part;

[SerializeField] private List<Renderer> m renderers = new List<Renderer>();

private List<Material> m defaultMaterials = new List<Material>();

public Action<HoverEnterEventArgs> HoverEntered;

public Action<HoverExitEventArgs> HoverExited;

[SerializeField]

private bool isFixed = false;

public CarPart CarPart => m part;
public bool CanBeDisassembled { get; set; }
public bool CanBeAssembled { get; set; }

public CarPartType CarPartType => m part.PartInfo.GetCarPartType;

protected override void Awake () {
base.Awake () ;

Initialize();

private void Initialize() {
m part = GetComponent<CarPart>();
m_renderers = GetComponentsInChildren<Renderer>().ToList();

m_defaultMaterials = GetMaterialsFromRenderers (m renderers) ;
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protected void Start () {

SubscribeToParentEvents () ;

private List<Material> GetMaterialsFromRenderers (List<Renderer> renderers)
foreach (var renderer in renderers) {
m defaultMaterials.Add(renderer.material);

}

return m defaultMaterials;

private void SubscribeToParentEvents () {
foreach (var part in m part.ReadOnlyParentPartsList) {
part.GetComponent<CarPartInteractable> () .HoverEntered +=
OnHoverEntering;
part.GetComponent<CarPartInteractable> () .HoverExited +=
OnHoverExiting;

}

protected override void OnHoverEntering (HoverEnterEventArgs args) {
var interactor = args.interactorObject as ToolInteractor;
var info = interactor.GetComponentInParent<InteractionInfo>();
if (info == null) {
return;
}
if (isFixed) {
return;
}
if (!CanBeDisassembled) {
return;
}
if (interactor.SupportedTypes.Contains (m part.PartInfo.GetCarPartType))
Material targetMaterial = m part.HasDependableParts ?
info.GetHoverMaterials.ReadonlyWrongMaterial
info.GetHoverMaterials.ReadonlyRightMaterial;
ChangeMaterial (targetMaterial) ;
}

else {

{

{
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Material targetMaterial =
info.GetHoverMaterials.ReadonlyWrongToolMaterial;

ChangeMaterial (targetMaterial); ;

HoverEntered?.Invoke (args) ;

//base.OnHoverEntering (args) ;

protected override void OnHoverExiting (HoverExitEventArgs args) {
if (!CanBeDisassembled) {
Debug.Log ("Hover exiting BLOCKED as we are not in Disassembly mode");
return;
}
Debug.Log ("Hover exiting!! ");

ResetMaterials () ;

HoverExited?.Invoke (args) ;

//base.OnHoverExiting (args) ;

public void OnActivate (ActivateEventArgs args) {
if (CanBeDisassembled && !m part.HasDependableParts && !isFixed) {
ResetMaterials();
//SetInteraction();
//m_part.StartDisassemble () ;

}
else if (CanBeAssembled && m part.CanBeAssembled && !isFixed) {

ResetMaterials();
//SetInteraction() ;
//m_part.StartAssemble () ;

private void ResetMaterials() {
if (m _renderers == null) {

Debug.LogError ($"There is no Renderers in {this.name}");

return;

}

ResetRendererMaterialsToDefault () ;



72

public void ChangeMaterial (Material material)

SetRendererMaterialsTo (material) ;

public void ResetRendererMaterialsToDefault () {
int defaultMaterialsIndex = 0;
foreach (var renderer in m renderers) {
renderer.material = m defaultMaterials[defaultMaterialsIndex];

++defaultMaterialsIndex;

public void SetRendererMaterialsTo (Material material) {
foreach (var renderer in m renderers) {

renderer.material = material;

public void SetInteraction (bool canDisassemble = false, bool canAssemble =
false) {
CanBeDisassembled = canDisassemble;

CanBeAssembled = canAssemble;

public void UpdateProgress (float value) {
if (m part.CarPartAnimator.AnimationHandler.Animator == null)

return;

string animStateName;
if (m part.disassembled) {
animStateName = m part.CarPartAnimator.AssembleAnimationName;

}

else {

animStateName = m part.CarPartAnimator.DisassembleAnimationName;

m _part.CarPartAnimator.AnimationHandler.Animator.Play(animStateName, O,

value) ;

m part.CarPartAnimator.AnimationHandler.Animator.speed = 0f;



CarPartType.cs

using System;
using System.Ling;
using Unity.VisualScripting;

using UnityEngine;

namespace Assets.Scripts
{
public enum CarPartType
{
None,
Wheel,
Brake,
Battery,
Bolt,
Nut

Container.cs

using System;
using System.Collections.Generic;
using Unity.VisualScripting;

using UnityEngine;

public static class Container

{

private static readonly Dictionary<Type, object> DependenciesDictionary =

new () ;

public static void Register<T>(T instance) where T : class

{
Type type = typeof (T);
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if (DependenciesDictionary.ContainsKey (type))
{

Debug.LogWarning ($"Type {type} is already registered. Overwriting the

instance.");
}
DependenciesDictionary[type] = instance;

Debug.Log ($"Registered instance of type {typel"):

public static void Unregister<T>() where T : class
{
Type type = typeof (T);
if (DependenciesDictionary.TryGetValue (type, out var instance))
{
Debug.Log ($"Unregistered instance of type {typel}");

DependenciesDictionary.Remove (type) ;

public static T GetInstance<T>() where T : class
{
Type type = typeof (T);
if (DependenciesDictionary.TryGetValue (type, out var instance))
{
Debug.Log ($"Retrieved instance of type {typel}");

return instance as T;

Debug.LogWarning ($"Instance of type {type} not found in container.");

return null;

public static bool TryGetInstance<T>(out T instance) where T : class
{
Type type = typeof(T);
if (DependenciesDictionary.TryGetValue (type, out var instancel))
{
instance = instancel as T;
Debug.Log ($"Retrieved instance of type {typel}");

return true;



instance = null;

return false;

HoverMaterials.cs

using System;

using UnityEngine;

namespace Assets.Scripts

{

[CreateAssetMenu (menuName = "ScriptableObject/HoverMaterials", fileName
"NewHoverMaterials", order = 1)]
[Serializable]
public class HoverMaterials : ScriptableObject
{
[SerializeField] private Material m rightMaterial;
[SerializeField] private Material m wrongMaterial;

[SerializeField] private Material m wrongToolMaterial;

public Material ReadonlyRightMaterial => m rightMaterial;
public Material ReadonlyWrongMaterial => m wrongMaterial;

public Material ReadonlyWrongToolMaterial => m wrongToolMaterial;

InteractionInfo.cs

using System.Collections;

using System.Collections.Generic;
using Assets.Scripts;

using UnityEngine;

using UnityEngine.XR.Interaction.Toolkit;

public class InteractionInfo : MonoBehaviour

{

[SerializeField] private HoverMaterials m materials;
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public HoverMaterials GetHoverMaterials => m materials;

[Uilnstance.cs

using Cysharp.Threading.Tasks;

using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.Accessibility;

using UnityEngine.InputSystem;

namespace Assets.Scripts

{

public interface IUilInstance

{
public

public

public

public

public

public

public

public

public

public

GameObject PrefabUiObject { get; }

abstract

abstract

abstract

abstract

abstract

abstract

abstract

abstract

abstract

void UpdateUi () ;

void ShowUi () ;

void CloseUi () ;

void SetPosition (Vector3 position);

void SetTarget (Transform objectTransform) ;

void SetPrefab (GameObject prefab);

UniTask FadeIn (float duration = 0.5f);

UniTask FadeOut (float duration = 0.5f);

UniTask FadeCanvasGroup (CanvasGroup canvasGroup, float

startAlpha, float targetAlpha, float duration);

}
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Levellnfo.cs

using Assets.Scripts;
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

[CreateAssetMenu (fileName = "New Level Info",
"ScriptableObject/LevelInfo", order = 1)]
public class LevelInfo : ScriptableObject
{

public GameObject carPrefab;

public CarPartType brokenPartType;

public string levelDescription;

LevellnfoHolder.cs

using ModestTree;

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.Management;

public class LevelInfoHolder : MonoBehaviour

{

menuName

[SerializeField] private LevellInfo[] m levellInfo;

[SerializeField]

private LevelInfo m currentLevelInfo;

public int LevelCount => m levelInfo.Length;

public Action<LevelInfo> LevelInfoChanged;

public LevellInfo CurrentLevelInfo
{
get { return m currentLevellInfo; }

set { m currentLevellInfo = value; }
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/*

private LevelInfo this[int index]

get { return m levelInfo[index]; }

}*/

private void Start ()

{
Container.Register (this);

m currentLevelInfo = m levelInfo[O0];

public LevellInfo GetLevelInfo (int index)
{

return m levellInfo[index];

public int GetLevelInfoIndex (LevelInfo levellInfo)
{

return m levelInfo.IndexOf (levelInfo);

public void LoadNewLevelInfo (LevelInfo info)

{

m currentLevelInfo = info;

LevelInfoChanged?.Invoke (m currentLevelInfo);

LevelPresenter.cs

using System;

using System.Collections;

using System.Collections.Generic;

using TMPro;

using UnityEngine;

using UnityEngine.UI;

public class LevelPresenter : MonoBehaviour

{

[SerializeField] private LevellInfoHolder m levelInfoHolder;
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[SerializeField] private TextMeshProUGUI m levelDescription;
[SerializeField] private Button m previousIndexButton;

[SerializeField] private Button m nextIndexButton;

private int m index = 0;

private void Start ()
{
if

(Container.TryGetInstance<LevelInfoHolder> (out LevelInfoHolder holder))
{

m_levelInfoHolder = holder;

m_index =
m_levelInfoHolder.GetLevelInfoIndex (m levelInfoHolder.CurrentLevelInfo);
m previousIndexButton.onClick.AddListener (PreviousIndex) ;
m nextIndexButton.onClick.AddListener (NextIndex);

m_levelInfoHolder.LevelInfoChanged += OnLevelInfoChanged;
UpdateUi () ;

public void NextIndex ()
{

m_index++;

if (m _index > m levelInfoHolder.LevelCount - 1)

{

m index = m levelInfoHolder.LevelCount - 1;

m levelInfoHolder.LoadNewLevelInfo (m levelInfoHolder.GetLevelInfo(m index));
UpdateUi () ;

public void PreviousIndex ()
{

m_index--;

if (m_index < 0)

{

m index = 0;



m_levelInfoHolder.LoadNewLevelInfo (m levelInfoHolder.GetLevelInfo(m index));

UpdateUi () ;

private void OnLevelInfoChanged(LevelInfo info)

{
UpdateUi () ;

private void UpdateUi ()
{

m_levelDescription.text = "Application : " +
m levelInfoHolder.CurrentLevellInfo.levelDescription;

}

MenuOpener.cs

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

using UnityEngine.InputSystem;

public class MenuOpener : MonoBehaviour
{
[SerializeField] private InputActionProperty m menuOpenActionProperty;

[SerializeField] private GameObject m mainMenu;
private UiManager m uiManager;

private void Start()

{

m_uiManager = Container.GetInstance<UiManager>();

private void Update ()
{

if (m_menuOpenActionProperty.action.WasPerformedThisFrame ())

{
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m uiManager.OpenUi (m_mainMenu) ;

MenuUi.cs

using UnityEngine;

using UnityEngine.UI;

using SceneManagement;

using UnityEngine.Events;

public class MenuUi : UiInstance

{

[SerializeField] private GameObject m modesUiPrefab;
[SerializeField] private GameObject m levelChangeUiPrefab;
[SerializeField] private Button m modesButton;
[SerializeField] private Button m levelButton;
[SerializeField] private Button m closeUiButton;
[SerializeField] private Button m returnToLobbyUiButton;

[SerializeField] private Button m exitGameButton;

private UnityAction ScenelLoadMethod = () => { };

private void Start()
{
//base.Start () ;
if (Container.TryGetInstance<Sceneloader> (out ScenelLoader loader))
{
if (loader.SceneGroupManager.ActiveSceneGroup != loader([0])
{
ScenelLoadMethod = async () => await loader.LoadSceneGroup (0) ;

m_returnToLobbyUiButton.onClick.AddListener (SceneLoadMethod) ;

}

m modesButton.onClick.AddListener (ModeButtonPressed) ;
m closeUiButton.onClick.AddListener (this.CloseUi);
m_exitGameButton.onClick.AddListener (Application.Quit);

m_levelButton.onClick.AddListener (LevelButtonPressed) ;
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public void ModeButtonPressed()
{
OpenUi (m _modesUiPrefab) ;
}
public void LevelButtonPressed()

{
OpenUi (m_levelChangeUiPrefab) ;

public void OpenUi (GameObject uiPrefab)

{
Container.GetInstance<UiManager> () .OpenUi (uiPrefab) ;

}

private new void OnDestroy ()

{
base.OnDestroy () ;
m_returnToLobbyUiButton.onClick?.RemoveListener (SceneLoadMethod) ;
m modesButton.onClick.RemoveListener (ModeButtonPressed) ;
m closeUiButton.onClick.RemovelListener (this.CloseUi);
m_exitGameButton.onClick.RemoveListener (Application.Quit);

m_levelButton.onClick.RemoveListener (LevelButtonPressed) ;

Part.cs

public class Part : CarPart
{
}

PartInfo.cs

using UnityEngine;

[CreateAssetMenu (menuName = "ScriptableObject/PartInfo", fileName = "New Part
Info", order = 1)]

public class PartInfo : ScriptableObject ({
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[SerializeField] private AudioClip m disassembleSound;
[SerializeField] private AudioClip m_ assembleSound;
[SerializeField] private Mesh m partMesh;

[SerializeField] CarPartType m partType;

public AudioClip DisassembleAudioClip {
get => m disassembleSound;
set => m disassembleSound = value;
}
public AudioClip AssembleAudioClip {
get => m assembleSound;
set => m assembleSound = value;
}
public Mesh PartMesh {
get => m partMesh;
set => m partMesh = value;

}
public CarPartType GetCarPartType => m partType;

PartInfoGenerator.cs

using Assets.Scripts;
using UnityEditor;

using UnityEngine;

public class PartInfoGenerator : Editor

{

[MenuItem ("Tools/Generate and Assign Part Info")]

public static void GenerateAndAssignPartInfo ()

{
string savePath = "Assets/PartInfo/Nut/";

if (!AssetDatabase.IsValidFolder (savePath))

{
AssetDatabase.CreateFolder ("Assets/PartInfo", "Nut");

Object[] selectedPrefabs = Selection.objects;



foreach (Object prefab in selectedPrefabs)
{
if (prefab is GameObject prefabGoO)
{
// Create ScriptableObject
var partInfo = ScriptableObject.Createlnstance<PartInfo>();

var part = prefabGO.GetComponent<CarPart>();

partInfo.AssembleAudioClip = null;

partInfo.DisassembleAudioClip = null;

partInfo.PartMesh =
prefabGO.GetComponentInChildren<MeshFilter> () .sharedMesh;

string assetName = prefab.name + " PartInfo.asset";

string assetPath = savePath + assetName;

AssetDatabase.CreateAsset (partInfo, assetPath);

AssetDatabase.SaveAssets () ;

// Assign ScriptableObject to prefab
if (part != null)

{

part.PartInfo = partInfo;

PrefabUtility.SavePrefabAsset (prefabGo) ;

Debug.Log ($"Created and assigned PartInfo for {prefab.name}.

AssetDatabase.Refresh () ;

Debug.Log ("Finished generating and assigning PartInfo.");

PlayerFactory.cs

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

using UnityEngine;

public class PlayerFactory : MonoBehaviour

{
[SerializeField] GameObject m playerPrefab;

[SerializeField] Transform m playerPosition;

private void Awake ()

{

CreateInstance (m _playerPosition.position, m playerPosition.rotation);

public GameObject Createlnstance (Vector3 position, Quaternion rotation)
{
var car = Instantiate(m playerPrefab, position, rotation);

return car;

SceneGroup.cs

using System;

using System.Collections.Generic;
using System.Ling;

using Eflatun.SceneReference;
using UnityEngine;

using UnityEngine.Video;

namespace SceneManagement

{
[Serializable]

public class SceneGroup

{
[SerializeField] private List<SceneData> m_scenesData;

public List<SceneData> Scenes => m scenesData;

public string FindSceneByType (SceneType type)
{
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return m scenesData.FirstOrDefault (scene => scene.SceneType ==

type) ?.Reference.Name;

}

}

public SceneData FindSceneDataByType (SceneType type)
{

return m scenesData.FirstOrDefault (scene => scene.SceneType == type);

[Serializable]

public class SceneData

{

public SceneReference Reference;
public string Name => Reference.Name;
public string LocationName;

public SceneType SceneType;

public VideoClip PreviewVideoClip;

public enum SceneType

{

ActiveScene,
Ui,
Lobby

SceneGroupManager.cs

using
using
using
using
using
using

using

System;

System.Collections;
System.Collections.Generic;
System.Ling;
Cysharp.Threading.Tasks;
UnityEngine;

UnityEngine.SceneManagement;



namespace SceneManagement

{

public class SceneGroupManager

{
public Action<string> OnSceneloaded;
public Action<string> OnSceneUnloaded;
public Action OnSceneGroupLoaded;
private SceneGroup m_activeSceneGroup;
public SceneGroup ActiveSceneGroup => m activeSceneGroup;

public async UniTask LoadSceneGroup (SceneGroup group)

{
m_activeSceneGroup = group;
var loadedScenes = new List<string>();
await UnloadSceneGroup () ;
int sceneCount = SceneManager.sceneCount;

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

loadedScenes.Add (SceneManager.GetSceneAt (i) .name) ;

var totalScenesTolLoad = m activeSceneGroup.Scenes.Count;

var operationGroup = new AsyncOperationGroup (totalScenesToLoad) ;

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

var sceneData m _activeSceneGroup.Scenes[i];

var operation
SceneManager.LoadSceneAsync (sceneData.Reference.Path, LoadSceneMode.Additive);

operationGroup.Operations.Add (operation) ;

OnScenelLoaded?.Invoke (sceneData.Name) ;

while (!operationGroup.IsDone)

{

87



88

await UniTask.Delay(100);

Scene activeScene =
SceneManager.GetSceneByName (m_activeSceneGroup.FindSceneByType (SceneType.ActiveSce
ne));

if (activeScene.IsValid())

{

SceneManager.SetActiveScene (activeScene) ;

OnSceneGroupLoaded?.Invoke () ;

private async UniTask UnloadSceneGroup ()
{

var scenes = new List<string>();

int sceneCount = SceneManager.sceneCount;

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

var sceneAt = SceneManager.GetSceneAt (i) ;
if (!sceneAt.isLoaded)
{
Debug.Log ($"Scene {sceneAt.name} is not loaded fully");

continue;
}
var sceneName = sceneAt.name;
if (sceneName == "Bootstrapper")
{
continue;

}

scenes.Add (sceneName) ;

var operationGroup = new AsyncOperationGroup (scenes.Count) ;
foreach (var scene in scenes)
{

var operation = SceneManager.UnloadSceneAsync (scene);

if (operation == null)
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continue;

}

operationGroup.Operations.Add (operation) ;

OnSceneUnloaded?.Invoke (scene) ;

while (!operationGroup.IsDone)

{
await UniTask.Delay(100);

public readonly struct AsyncOperationGroup

{
public readonly List<AsyncOperation> Operations;
public float Progress => Operations.Count == 0 ? 0 : Operations.Average (o
=> o.progress);

public bool IsDone => Operations.All (o => o.isDone);

public AsyncOperationGroup (int initialCapacity)

{

Operations = new List<AsyncOperation>(initialCapacity);

Sceneloader.cs

using System.Collections.Generic;
using UnityEngine;
using Cysharp.Threading.Tasks;

using UnityEngine.SceneManagement;

namespace SceneManagement

{

public class Sceneloader : MonoBehaviour



[SerializeField] private Canvas m_loadingScreen;
[SerializeField] private Camera m_loadingCamera;

[SerializeField] private SceneGroup[] m sceneGroups;

public readonly SceneGroupManager SceneGroupManager = new();

public SceneGroup this[int index]
{

get { return m sceneGroups[index]; }

public int SceneGroupSize => m_sceneGroups.Length;

private void Awake ()
{
Container.Register (this);
SceneGroupManager .OnSceneloaded += sceneName => Debug.Log ($"Scene
{sceneName} is finished loading");
SceneGroupManager.OnSceneUnloaded += sceneName => Debug.Log ($"Scene
{sceneName} is finished unloading");

SceneGroupManager.OnSceneGroupLoaded += () => Debug.Log("All scenes

are finished loading");

}

async void Start ()
{

await LoadSceneGroup (0) ;

public async UniTask LoadSceneGroup (int index)
{
EnablelLoadingScreen() ;
awailt SceneGroupManager.LoadSceneGroup (m_ sceneGroups[index]) ;

EnableloadingScreen (false) ;

private void EnableloadingScreen (bool enable = true)
{
m loadingCamera.gameObject.SetActive (enable);

m_loadingScreen.gameObject.SetActive (enable);



public SceneData GetActiveSceneFromGroup (int index)
{
return
m_sceneGroups [index] .FindSceneDataByType (SceneType.ActiveScene) ;

}

SceneManipulator.cs

using System;

using Cysharp.Threading.Tasks;
using SceneManagement;

using TMPro;

using UnityEngine;

public class SceneManipulator : MonoBehaviour

{
[SerializeField] private SceneLoader m sceneloader;
private SceneData m chosenScene;

private int m index = 1;
public Action<SceneData> SceneChanged;

private void Start()
{
m_sceneloader = Container.GetInstance<SceneLoader> () ;

ChangeChosenScene (m_index) ;

public void NextIndex ()

{
m_index++;
if (m_index > m sceneLoader.SceneGroupSize - 1)
{

m _index = m scenelLoader.SceneGroupSize - 1;
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ChangeChosenScene (m_index) ;

public void PreviousIndex ()
{

m index--;

if (m_index < 1)

{

m index = 1;

ChangeChosenScene (m_index) ;

public async void Select ()

{

await m_sceneLoader.LoadSceneGroup (m_index) ;

private void ChangeChosenScene (int index)
{
if (!m _sceneloader)
{
return;

}

m_chosenScene = m_scenelLoader.GetActiveSceneFromGroup (index) ;

SceneChanged?.Invoke (m_chosenScene) ;

ScenePresenter.cs

using SceneManagement;
using TMPro;
using UnityEngine;

using UnityEngine.Video;

public class ScenePresenter : MonoBehaviour
{
[SerializeField] private SceneManipulator m sceneManipulator;

[SerializeField] private TextMeshProUGUI m locationName;
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[SerializeField] private VideoPlayer m videoPlayer;
private SceneData m_currentScene;
void Awake ()
{
m_sceneManipulator.SceneChanged += OnSceneChanged;
}
private void OnSceneChanged (SceneData data)
{
m _currentScene = data;
UpdateUi () ;
UpdateAndPlayVideoClip () ;
}
private void UpdateUi ()
{
m locationName.text = "Location :" + m currentScene.LocationName;
}
private void UpdateAndPlayVideoClip ()
{
if (!m currentScene.PreviewVideoClip)
{
return;
}
m videoPlayer.clip = m _currentScene.PreviewVideoClip;
PlayVideoClip () ;
}
private void PlayVideoClip ()
{
m_videoPlayer.Play();



JIOJIATOK B

Caaiam npesenrauii
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HauioranbHuii yHiBepcutet “3anopiseka MonitexHika”
Kadeapa nporpamuux 3acobis

IHTEPAKTMBHA NJIAT®OPMA BIPTYAJIbHOI
PEAJIbHOCTI ANA BI3YAJ I3ﬁ_«l.l,li,
HABYAHHA TA B3AEMO/II 3
ABTOMOBI/IbHUMU CUCTEMAMU

Crygent: rp. KHT-221, borgan EHANBER

KepigHuk: 0.T.H, npodecop, Axapii ONIAHUK

Pucynok B.1 — Cnaiig 1

O6ekT mocnimKkeHHs - npoLiec po3pobKkK NporpaMHMX 3acobiB BipTyanbHOI peanbHOCTI.
lpeamMeT pocnimKeHHa — nporpaMHi 3acobu peanizauii VR-cepenosuiia ansi HaBYaHHS,
TpeHyBaHHS Ta Bi3yai3allii npolecy po3bopy Ta 36upaHHs aBTOMOBINS.

Merta pobotu - po3pobka iHTepakTuBHoro VR-cepenosuiua, ske 3abe3neuye peanicTuuHmii
| 3pY4HWIA NpoLec AOCNIMKEHH: OYab AKMX iHXKEHepHUX NPOEKTIB. EQeKTUBHMIA | AelneBui

Cnoci6 03HanOMIEHHS 3 IHHOBALLIAMM Ta CKJIAAHUMM NPUIALAMM.

Pucynok B.2 — Crnaiig 2
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[lns nocsrHeHHs noctaBneHol MeTu y KBaniQikaLliiHii poboti bakanaspa HeobXiqHO
P03BA3aTV TaKi 3afayi:

— BMKOHATW aHani3 npeaMeTHoi 00/1acTi Ta NporpamMHmx 3acobis Ans NigTPUMKM NpoLiecy
yNpaBAiHHA NPOEKTaMMU;

— 30INCHUTM NPOEKTYBAHHS IHTEPAKTUBHOI NNATMOPMM BipTyasibHOI peanbHOCTI A/1s
Bi3yani3aujii, HaBYaHHS Ta B3a€MOii 3 aBTOMODINbHUMK CUCTEMAMM;

— CTBOPUTU NporpamHe 3abe3neyeHHs AN NiATPUMKM NpoLiecy YNpasiHHG NPOEKTaMK;

— BMKOHATV TeCTyBaHHA Po3pob/ieHoro NporpaMHoro 3abesneyeHHs AN niaTpUMKK
MPOLLECY YpaBAiHHA NPOEKTaMH.

3
1 ——

Pucynok B.3 — Craiin 3

KpHTepiii nOpIBHIHAL Ford FIVE Siemens NX VR Car Mechanic

Simulator VR
Bisyamsamnis CKIaTHHEX + + +
Mozenei
IHTepaKTHBHICTE 13 - - +
KOMIIOHEHTaMH
PeamcTHuHa (i3HKA - - +
MOKTHBICTh TPEHYBaHHA - - +
MeXaHiKiB
KomeHTYBaHHA, = + -
peaaryeaHHs MoJeldeH

4

Pucynok B.4 — Crnaiin 4
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Kprrepiii Unity Unreal Engine Godot

CxnagmicTs BXooy | CepemHsa Brcoxka Hizeka

IIpoctoTa Briicoka Hizeka Bricoka

po3podKu

Tpadika Xoporma( Ane Haiikpama Xopoma s 2d
MOCTYNAETECA norana i 3d
Unreal )

IixTpnvka VR Uynosa(OpenXR, | Xopoma, ane MinimankHa
UnityXR, CKIaJHima B (crabka mixTpivMKa
SteamVR) HaIAlITyBaHHI OpenXR)

ITigxXomITe s Tak Moxna, axe Hi (regocTatHBEO

VR-cIMyIATOpa CKJIalHile Ta OLITPIMKII)

MeXaHIKiB? BIMarae OLTbIle

pecypeis .

Pucynok B.5 — Cnaiig 5

Kpurepiii C# Rust Python
CrrnanHicTe MoBH | ITomipHa, nerkay | Brcoka, ocobmiso | Hiseka, dyxe
BIIBYCHHI qepes ClCTeMy npocTa s
3aro3ideHs IIBILIKOTO CTapTy
KoHTpoms Hall ABTOMaTIYHA BeanevHe pydHe ABTOMATHYIHE
TaM’ATTIO (Garbage collector) | kepyBanus, Ge3 KepyBaHHA
30Ipada cMiTTa
TIpoIyKIHBHICTE Biicoka, ane Hyze BIICOKa, Hiuseka
HIDK4a 3a C++ ©OmmnbKa 10 C++
Po3podka Ul / 3py4Ha, darari Moxmnnsa, ane 3py4Ha L1g
JIOTiKII MOMKIIBOCTI noTpedye JIOTiKH, cradka
iHTerpamii gepes C | mizrprmka Ul
API abGo muarism
Tlapanemnism / TIpoctmii y THy9xkuii, ane OoOMeskeHInl gepes
MOTOKH BHKOPIHCTaHHI CKIIAIHIIT GIL
async/await 6

Pucynoxk B.6 — Crnaiin 6



Liarpamu knacis nporpamu

Pucynok B.7 — Cnaiig 7

rationGroup

Pucynok B.8 — Cnaiig 8
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Pucynoxk B.9 — Crnaiin 9

Nliarpama npeLefieHTiB nporpamMHoro 3abesneyeHHs

VR-cuctema

ié

KopucTysau

10

Pucynox B.10 — Cnating 10
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Po6ora 3 nporpamoto. [onosHe no66i

Select

Pucynok B.11 — Cnaiig 11

Pucynok B.12 — Crnaiin 12
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BucHoBoKk

Y pesynstati BUKOHaHHS poboti Byno cTBOpeHO iHTepakTuBHY VR-nnathopMmy ANs HABYAHHA Ta TeCTYBaHHS
aBTOMODINBHUX CMCTEM, IKa I03BONAE 34iMCHIOBATH BipTYabHY B3AEMOIH 3 Pi3HMMKW KOMMOHEHTaMK aBTomobing.
Metolo pobotn 6yno CTBOpeHHs npoTOTMNY, SKMA OW CMpOlYBaB NpOLEC HaBYaHHA Ta 0OCNYroByBaHHS
aBTOMODINbHUX CUCTEM, BUKOPUCTOBYKOUM TEXHONOTIT BipTYaNnbHOI peanbHOCTI.

Po3pobnero VR-npoToTMn 3acTOCYHKY, B SKOMY peaji3oBaHi 6a3oBi cueHapii ans posbopy asTomobing, wo
[LL03BONISIKOTb KOPMUCTYBa4aM B3AEMOZIATH 3 OKPEMUMM YACTUHAMK aBTOMOBINg, BMBYAKOUM iX DYIOBY Ta MPUHLMNK
pobotu.

[epcneKkTMBX MOAANBLIOTO PO3BMTKY CUCTEMW BKNKYAKTh MOXIMUBICTL POLWMPEHHS NNaThopMu AN NiATPUMKM

HOBMX aBTOMODINLHWX MOENet Ta CLieHapiiB B3aEMOZi.

13

Pucynok B.13 — Cnaiig 13
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