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AKTYAJIBHICTH

BipTyanbHa peanbHICTh — 1€ CTBOPEHHS BIPTYaJbHOTO OTOYCHHS,
AK€ MPEACTABISAETHCA HAINAM IMOYYTTSAM TAKUM YHWHOM, IO JIFOAWHA
B1JYYBa€ 1€ TaK, HIOM BOHA COpaB/l ICHYEMO B HbOMY. [[JIsT JOCATHEHHS
I[l€l METH BHKOPHCTOBYETHCA O€3/114 TEXHOJOIIM, 1 II€ TEXHIYHO
CKJIAJHUM aKT, SKWUKA IIOBHHEH BIAINOBIAATA HAIIOMY CHOPHUMHATTIO Ta
13HAHHIO.

[le TepMiH, SIKHM BUKOPHCTOBYETHCS IS ONKMCY TPUBHUMIPHOTO
CEepEIOBHUIIA, CTBOPEHOIO KOMII'FOTEPOM, SIKE€ MOXKE AOCIIIKYBAaTUCh Ta
B3aEMOMIATH 3 JOAMHOK. KopucTtyBad cTa€ YacTHHOK IBOTO
BIPTYaJILHOT'O CBITY a00 3aHYPIOETHCS B 1€ CEPEIOBMILE 1, TUM IIaye,
3aTHUI MaHINYyJIOBAaTH 00'eKTaMu a00 BUKOHYBATH P JIil.



Meta g0CIiKeHHs — ITJBUAIICHHS IIIBUIKOA1 0OpOOICHHS
3D cuen 11 BipTyajlbHOI p€ajJbHOCTI.

O0’€eKT J0caiaKeHHs1 — IIpolec nooynoBu 3D CueH 1
BIPTYyaJIbHO1 PEAILHOCTI.

IIpeamMet pociimkeHHsI — IporpaMHi 3acoou mooymnosu 3D
CLICH 1)1 BIpTyaJabHOI pPE€ajIbHOCTI.



3aBaannda JlocaiaskeHH

3MIMCHUTHA OOIPYHTYBaHHS JOIIIIBHOCTI pO3p00OKH 1H(MOpMAIIIHHO1
TEXHOJOT11 1T00yn0BHu 3D CIieH JJIs1 BIPTYaJIbHOI PEAIbHOCTI;

3MIMCHUTH aHajl13 MeToa1B 1moOyanoBu 3D Monaemeu;
3MIACHUTU aHaI13 0COOJIMBOCTEN CTBOpeHH: 3D clieH;
OOIpyHTYBaTH BHO1p cepeaoBuila nooynoBu 3D clieH;

3M1ACHUTH IIPOrpaMHY peaii3aliio Ta TECTYBaHHS 1H(OPMAIIHHOI
TEXHOJIOT11 1T00yA0BH 3D CIieH /IS BIPTYaIbHOI pEAIbHOCTI.



HaykoBa HOBM3HA:

* 3anpoONOHOBAHO MOJIEIb TOOYI0BH 3D ClieH A5 BIPTyalbHOI
peanbHOCT1 Ha 0cHOBI TexHoJor1i GPGPU, mo 3a6e3mneuye
M1ABUILCHHS MBUAKO1T HO0ym0BHM 3D ClieH Ta HOKpaIeHHS
MOO1JIBHOCTI IIPH BUKOPUCTAHHI IIIOJIOMY BIPTYaJIbHOI PEAJILHOCTI.

* Po3po0iieHo 1H(popMaIliiHy TeXHOI0r110 no0ymoBu 3D cleH g
BIPTYyaJIbHOI pPeajJbHOCTI, B SIK1M peajli30BaHO KOMOIHOBAHE
BukopuctanHs CPU ta GPU pecypciB, 1110 3a0e3neuye mi1IBAILLICHHS
IBUIKO1T 00po0eHHs 3D cepenoBuiia y mojaoMax BIpTyalIbHO1
pPEaJIbHOCTI.



IIpakTH4YHEe 3HAYCHHS OCPKAHUX Pe3yJbTATIB

- Po3pobneno mporpamny peam3anio 1ooygoBu 3D cuen s

BIPTYaJIbHOI Pe€aJbHOCTI

- Po3pobOneno anroputM moOymoBu 3D CIeH 13 BHKOPHUCTAHHSM
III0JIOMY BIpTyaJIbHOI peanbHOCTI Ha 6a31 Google Cardboard pasom 3

KOMII IOT€pOM O€3 BTpaTH SKOCT1 300paKeHHS



HarinomnymspHiii cepr BUKOPUCTAHHS BIPTYaIbHOI pEaIbHOCTI:

- BipryansHa peanbHICTh B 013HECI

- BipTyanbpHa peanbHICTh B IPOECKTYBaHHI

- BipTyanbpHa peanbHICTh Ta OCBITA

- BipTyanbHa peajbHICTh B apMii

- BipTyanbpHa peanbHICTh B OXOPOH1 310POB'S

- BiptyanpHa peanbHICTh B cepi po3Bar

- BipryansHa peabHICTh B OyA1BHUIITB1



[ToCmIOBHICTH €TaIB BIATBOPECHHS BIPTYaJIbHOI PEATBHOCTI
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3HIMOK 3 €KpaHy II0ojIoMa micis nepeaadl 3D
CepeIOBUIIA
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ITocmimoBHICTE €TamiB cTBOPEeHHS 3D cepenoBuila

* moOyI0OBa JJaHAIIA(TY;
* 3HAXOJPKCHHS Ta peJaryBaHHs 1111 HEOOX1IHY 3aJ1a4y yC1X HEOOX1JHUX TEKCTYP;

* moOya0Ba HEOOX1AHUX MareplamB(IIEHIEPIB) HA OCHOBI PO3POOJIEHUX TEKCTYP,
KapT HOpMaJjel, Ta €PEKTIB B PEAAKTOP1 MaTEPIaIiB;

* 3HAXOKCHHS Ta po3po0Ka ycix HeoOxiaaux Meshes mims 3D cepemoBuina;
* po3ramryBaHHS rotoBux Meshes B 3D cepenoBuii;

* HakJaJaHHSA melaepiB Ha manamadt ta Meshes;

* noOygoBa rpadiunux Ta ¢izuyHux epekrtiB B 3D cepenoBuilly;

* po3ranryBaHHs rpadiyHux Ta (pi13udHux epexTiB B 3D cepenoBuiiii;

° JIOJIaBaHHA Ta 3alllKaHHSI CBITJIA;

* JIOJaHHS TIEPCOHAXKY;,

* MAKyBaHHS IIPOEKTY.



CtBOpeHHs HEOOX14HOrO Marepiany B 3D pymii
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TBOpeHHs 3D Mozenel B creliaal30BaHuX PyIIIsX Ta
3anoBHEHHs Janamadty 3D cepenoBuia
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CTBOpEeHHMH B13yaJlbHUM €(DEKT YaCTUHOK Jlomry

50 000 yvactunox CPU 50 000 yactunox GPU
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CTBOpEHHUM BI3yalbHUH €(PEKT 4aCTHHOK CHIromamy

50 000 wactuHOK 00poOIMrOBaHux Ha CPU 50 000 yacTUHOK (;6p06JIIOBaHHX Ha GPU




EJjieMeHTH 4aCTHHOK Bi3yajibHOIro edekry I'po3a

Edekr yactunok Tymany

- *
» EdexT yacTMHOK Magar4oro JucTs Edext yactuHok bianckaBok







EdexruBnicts Bukopuctanusa yactTuHok GPU ta CPU npu cTBopeHHI1 Bi3yalibHUX €(EKTiB 2 O

PE3W’I bTdTU TECTYBAHHA

CepefHa yacToTa Kafpis

Max yacToTa Kaapis

Min 4yacToTa Kaapis

0 10 20 30 40 50 60 70 80

M bes YactvHok B YactuHeM CPU B YactMHeu GPU /



EdextuBHicTh BUKOprucTaHHsa yacTuHOK GPU ta CPU npu
CTBOPEHHI B13yaJIbHUX €(DEKTIB

Pe3yﬂ bTaTU TECTYBaAaHHA

Cyma KiNbKOCTI yCiX Kagpis

3200 3300 3400 3500 3600 3700 3800 3900 4000 4100

MW 4yacTHHKEamu1 CPU W 4yacTHHEamu1 GPU M Bez YacTUHOK
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CTBOPEHHI B13yaJIbHUX €(DEKTIB

Pe 3y1IbTaTU TECTYBAHHA

T ICLL LU 85 8 %

YyacTMHHKamu GPU 962 0/0
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EdextuBHIcTh BukopucTands yactTuHok GPU ta CPU npu

105
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AnpoOariii Ta myOmiKaiii

He6oxanoB O.B. «AHAJII3 ITPOI'PAMHINX 3ACOBIB CTBOPEHHS
3D CLIEH JUIA BIPTYAJIBHOI PEAJIBHOCTI»

MoJioap B TEXHIYHUX HayKax: JOCIIIKECHHS, IPOOJIEMH, IEPCIICKTUBU
(MTH - 2017), Il MixxrapomHa HayKOBO-IIPAKTHYHA IHTCPHET-
koH(pepenmia [Enexkrponnnii pecypc]. — 2017. —

PexxuMm 10CTyIly 10 peECypCy:
http://conf.inmad.vntu.edu.ua/fm/index.php?page=materials&line=29&
mat=404




BucHoBKkHn

B Xonl BHKOHaHHS MariCTepcbKol KBani(IKalHHOI poOOTH pPO3pOOICHO 1H(OPMALIAHY
TE€XHOJIOT110 Mo0yH0BH 3D CIieH 1Sl BIPTyaJIbHOI pEaIbHOCTI.

BigzHaueHo, 1m0 3acoOM BIPTYalbHOI PEATBbHOCTI BIAITPAIOTh BaXJIWBY pOJb B
Halp13HOMAHITHIIIMNX cepax 3aCTOCYBAHHSA

3MIMCHEHO TECTyBaHHS BHUKOPUCTOBYBAHMX MPOTPaMHUX 3acO0IB Ta MPOAHAII30BAHO
OTpHUMaHI1 pe3yJIbTATH.

31HCHEHO O0IPYHTYBaHHS JOLLIBHOCTI PO3pOOKH 1H(OPMALIHHOI TeXHOIOTIT T00ya0BH 3D
CIICH /ISl BIPTYaJIbHOI PEaIbHOCTI;

3nificHeHO aHai3 MeToIiB mooynoBu 3D Monenei;
3miCHUTH aHaI13 0coOIMBOCTEM cTBOpeHHs 3D clieH;

3MIMCHEHO MPOrpaMHy peasi3amiio Ta TECTYBaHHs 1H(POPMALIIHOI TeXHOIOri Mo0yRoBH 3D
CLICH /151 BIPTYaIbHOI PEaIbHOCTI.
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JIAKyrO 3a YBary



