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BiHHUIBKUI HALLIOHANBHUN TEXHIYHUN YHIBEPCUTET

AHoTaNiA

B x00i nposedennsa oocnidcenv 6ynu eusnaueHi akmyarvHiCme i eqheKmueHicms 3acmocy8ants
MUX YU THWUX OKYIAPI8 8IPMYAnbHOI pedanbHOCMi 01 po3pobKu npoepamuux 3acobis. bye nposedenui
aHaniz HaseHUX mexwonoei i ix nopisHaHus. Ha ocHosi npogedenux Oanux OY10 OMPUMAHO
ONMUMATLHULL RPUCTPIT 0151 GUKOPUCTAHHSL.

Abstract

During the research, the relevance and effectiveness of using certain head-mounted display for the
development of programs with virtual reality technologies was determined. An analysis of existing
technologies and their comparison was carried out. Based on the received data, an optimal device for use
was obtained.

Beryn

st HaMKpamioro BigoOpaXKeHHS Jeraiizallii CepeioBHUINA, BAXKJIMBHUM € HE TIIbKH
amapatHe 3a0e3leueHHs] CaMOoro KOMIT'IoTepa, a ¥ SKICTh JHCIDICI0 OKYJSIpiB Ta HOro
xapaktepucTukd. 11[00 irochkmii MO30K CIIpUIIMaB BipTyallbHE CepPEeIOBUINE OUTBII pealbHUM,
BJIACTUBOCTI OKYJISIPiB TIOBUHHI OyTH JOBOJII BHCOKHMH, a cama TapHITypa Ma€ OXOILIIOBATH
JIeKiTbKa OpraHiB BimuyTTiB. Lle 3a0e3nedyeTbcs pi3HUMHU TEXHOIOTISIMHA y CaMHX OKYISpax
BIpTyallbHOI peanbHOCTI. JlMcriei 1 JH3M BiANOBINAIOTh 32 BiJIOOpaKeHHS HABKOJIHMIITHBOTO
npoctopy, (GoOKycyroun 300paxkeHHs 3 ekpaHy/cmaprdona. OcHaIIEHHS  OKYJISpIiB
MIPOCTOPOBUMHU JaTYUKaMHU 3a0e3Ieuye BIJICIIJIKOBYBaHHS KOpUCTyBada y mpoctopi. Cepen
HHX: aKCEJIEePOMETp, SIKMH BUKOPHCTOBYETHCS JUIsl BU3HAUYEHHS LIBHIKOCTI PyXy Ta TipOCKOIL,
KW 3a0e31euye OTpUMaHHsI JaHUX PO 3MiHYy opieHTalii y mpoctopi [1].

Pe3yabTaTu n1oc/iizKeHHA

Hacamniepesn posrisiaeTbest muiaTgopma Tijl sSIKy MpH3HAYCHUH MPHUCTPId Ta THI HOTO
mucriero. s caMoro JIMCIUICI0 BaKIIMBOIO XapaKTEPUCTHKOIO € pO3JiIbHA 3JAaTHICTh —
BM3HA4Ya€ KUTBKICTh IKCENiB HAa OJWHUINIO TUIOINII 1 YMM OuIbIIe BOHA, TUM Kpamiow Oyje
JieTajizamis HaBKOJIMIITHBOTO CEPEOBUINA, IO € BKpall BaXJIMBUM. Y BHUMAJIKY TapHITYp
BIPTYaJIbHOI PEAJIbHOCTI YMCJIO IMIKCENIIB IO TOPU30HTAIl JIIMUThCS HABIUI, OCKIJIBKH
300pakeHHsI BUBOJAUTHCS HA Bl YAaCTMHHU JAUCIUICIO AJsi 000X ouei. /i nuHamiuHuX irop,
HaNpHUKIaJ OIyTepiB, BaKJIMBA YACTOTA OHOBJICHHS — XapaKTEPUCTHKA, KA BU3HAYAE KiTbKICTh
OHOBJICHb 300paXEHHS 3a CEKYHJy 1 4YMM BOHa OuIbIlla, THM OUIbIIE pa3iB OHOBHUTHCS
300pakeHHst. OCKUIBKU Y BipTyalbHOMY NPOCTOPI MOKHA OTJISLIATH MPOCTIp HaBKOJIO cebe Ha
360° mpu MOBOPOTI TOJNOBH Y TapHITYpi, TO KYT OIJISIY JIO3BOJSIE KOPHCTYBady
BUKOPHUCTOBYBATH NepU(epiiiHuii 3ip, KOJIU BiH JTUBUTHCS MPSIMO, IO HMOCHIIIOE 3aHYPEHHS Y
BIpTyaJIbHy peaibHICTh. | uM He HaMOLIBII ICTOTHO Ha BiOOPaXEHHS! MPOCTOPY BIUIMBAE Yac
BIJI'YKy CaMoro mnpucTporo. [Ipu BelMKOMY 3HAuYeHHI I[bOTO MapaMeTpy MOXKe BUHHKATH
MEpexTiHHs, 1o Oyae 3aBakaTH NPU BUKOPUCTAaHHI TapHITypH. OCHOBHI XapaKTepHUCTHUKU
OKYJISIpiB BipTyaJibHOI peanibHOCTI HaBeAeHi y Tadbmuui 1. [Tpu BuOOpi OCHOBHOT rapHiTYypH 1ist
PO3pOOKH MPOTpaMHUX 3ac00iB HAMBaKIUBIIIUMH XapaKTEPUCTHKaMU OyIyTh, HacaMIiepes,
PO3/IIbHA 37aTHICTD 1 Yac BiAryKy. Ha X OCHOBI Bi/I/JTaBaTUMETHLCS TIPIOPUTET TOMY YU IHIIOMY
npucTporo. Bike micns nporo ciiijy NpuiiMaTé A0 yBaru 4acTOTY OHOBJICHHS, & JIMLIC BKiHI KyT
OIJIsA LY.
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Tabmuus 1 — IlopiBHsIbHA TaOJIUISI OCHOBHHX XapaKTEPUCTUK OKYJISIPIB

IpucTtpiii Tun gucnjiero Po3nisibHa YacroTa Kyt Yac
31aTHICTH OHOBJIEHHSl | OTJsAxy | BiIryKy

HTC Vive Pro Dual AMOLED 2800 x 1600 90 I'n 110° 2 mc

Pimax CLPL 3840 x 2160 90 I'u 200° 15 mc

Oculus Rift OLED 2160 x 1200 95T 110° 1 mc

CriouatKy po3riisTHEMO PO3AUIbHY 3[aTHICTh Ta Yac BIATYKY AJISl KOKHOTO Mpuiany. 3a
pe3yibTaTaMy KX JBOX XapaKTEPUCTHK MOXKHA CKa3aTH, 10 X04 Pimax mae i MakcUMallbHy 3
MIPEJICTABICHUX TAPHITYP PO3IIIBHY 3/1aTHICTH, IPOTE MAE 1 TOBOJI BEIUKHUI Yac BIATYKY, TOMY
ontuManbanMy TipunanamMu 0yayts HTC Vive Pro ta Oculus Rift. YactoTa oHOBNEeHHS cepen
ycix Tpoxu Oinbmia y Oculus Rift. 3a kyTom ornsay oxHo3HauHO BUrpae Pimax.

[IporioHyeThCs 3BepHYTH yBary i Ha CepeloBHUINE PO3POOKH MPOTpaMHUX 3aco0iB abo
irop, e MOXJIMBE BUKOPUCTAHHS TEXHOJOTIH BipTyalbHOI peaslbHOCTI, Cepell IKUX OCHOBHUMU
€ Unity ta Unreal Engine 4. Iliciis aeTaipHIIIOro 3HaHOMCTBA 13 HUIMH MOKHA CKa3aTH, 10 B
HUX BXKE € cIlelialibHi 0i0Ii0TeKH Ta cueHapii, siKi MOJIETIYIOTh po3po0Ky came Mij| MoTpiOHi
npuctpoi, B Tomy uucii mig HTC Vive Pro ta Oculus Rift. Oxpim mporo BpaxoByroThCs 1 1X
0COOJIMBOCTI Ha KIUTAJT BJIACTUBOCTEH JaTUYMKIB BiZCIiIKOBYBaHHS a00 KOHTPOJIEPIB.

He MeHII Ba)KITUBUM € 1 TOCIIPKEHHS KiJTbKOCTI KOPUCTYBAYiB, SIKI BAKOPUCTOBYIOTH TOU
YW IHINWH Tpuiaa. PUHOK TapHITYp BipTyasbHOT peabHOCTI AinsaTh Mk coboro Oculus Rift Ta
HTC Vive Pro. Yucno kopuctysaui Oculus Rift B cepmui 2017 poky 36inbmmnocs Ha 8,1
BiJICOTKa — 1 Temnep cTtaHoBUTh 43,8 BijcoTka. Jlizepom 3anmumraerscs kommnanis HTC 3i cBoero
TapHITYpOIO BipTyalbHOI peanbHOCcTi Vive. Uncno KOpucTyBaviB CKOpOTHIIOCS Ha 7,7 BiJICOTKa,
X04Ya BCe IIe CTAaHOBHUTH 52,3 BigcoTka [2].

OmKe MOXHaA CKazard, W0 Tpd po3pollll MPOrpamMHHUX  3acO0IB  JIOIIIBHO
BUKOPHUCTOBYBATH OJIHY 3 JIBOX TapHITYp, mo € minepamu punky — Oculus Rift Ta HTC Vive
Pro, sixi cymapHo maroth 96,1% KopHcTyBadiB Ta OJHOYACHO MAaIOTh B CYKYHMHOCTI BHCOKI
xapakrepuctuky. OmHak rapHiTypa Pimax 30BciM HelaBHO BBeleHa B EKCIUTyaTallilo, Xod4a
BOHA 1 Ma€ BUCOKI PO3JiIbHY 3[aTHICTh Ta KyT OTJISLy, TOMY B MEPCHEKTHBI Ma€ IIAHCH Ha
30UTBIICHHS KiJTbKOCTI KOPUCTYBAYiB, SIKi BHKOPUCTOBYIOTH IIeH MTPHIIa.

BucHoBku

bymu mpoBeneni mochmipkeHHS 1 aHami3 e(QEKTHBHOCTI BUKOPUCTAHHS OKYJSPIB
BIPTyaJIbHOI PEaJIbHOCTI SIK OCHOBHOT'O MPHUCTPOIO, AJIS SIKOTO Oyzie po3poOIIATUCS NPOrpaMHHN
3aci0. Pe3ynbTaTti TOBOPSITH MPO HEOOXIHICTh BUKOPUCTAHHS OKYJISIPIB 3 HAWMEHIIUM 4acoM
BIATYKY pa3oM 3 MaKCHUMaJIbHO MOJKJIMBOIO PO3AUIBHOIO 3JIAaTHICTIO Ui KOXKHOTO OKa Ta 3
MaKCHUMaJIbHOIO YaCTOTOIO OHOBJICHHS JIJIsl HAWKpAIUX pe3ysbTaTiB BigoOpaxeHHs rpadiku. 3a
pe3yibTaTaMy aHali3y MOYKHA BWJIIJIUTH J[Ba HANPSMKH TIPU BUKOPUCTAHHI TapHITYp JUIs
PO3pOOKH MporpaMHUX 3aco0iB: caMe y IeH yac Ta B HaWOIMKYI pOoKH. B mepriomy BUmajaky
nouinbeHo Bukopuctatd yn HTC Vive Pro, un Oculus Rift. B npyromy — ocHOBHUM npHCTpOEM
cimij oOopary Pimax, cliikyro4n 3a anmapaTHUMUA OHOBJIICHHSIMU 11i€1 TapHITYPH.
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