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BUKOPUCTAHHS TAKTHJIbHOI'O 3BOPOTHOI'O 3B’ A13KY
JJIAA HEPEJJAYI TIPOCTOPOBOI IHOOPMAILII B IT'PAX

BiHHMIIbKHIT HAITIOHATIBHUN TEXHIYHUA YHIBEPCUTET

AHoTauis

YV pobomi npoananizosano euKopucmanHs mexmoro2ili makmuibHo2o 3eopomuozo 36 ’sa3ky (Haptic Feedback) sx
000amKko8020 Kanaiy nepedayi npocmopoeoi ingopmayii 6 iepax. Poszenamymo mamemamuuni mooeni KoOySawHHs
8I0CMaHi ma HANPSIMKY yepe3 napamempu amniimyou i vacmomu cuenany. JJocnioiceno mMemoou po36aHmadiceHHs
BI3YANLHO20 KAHATLY CRPUTHAMNSL O/l SHUNCEHHS KOZHIMUBHO20 HABAHIMANCEHHSL HA 2PABYSL.

KoarouoBi cioBa: TakTmibHUI 3BopoTHHH 3B’s130K, Haptic Feedback, npoctopoBa opienTaris, irpoBi iHTepdeiicu,
HCI, MynsTHMOaNbHICT, BIpTYaJbHA PEAIbHICTD.

Abstract

The paper analyzes the use of haptic feedback technologies as an auxiliary channel for transmitting spatial
information in virtual environments. It explores mathematical models for encoding distance and direction using signal
amplitude and frequency. Methods for offloading the visual perception channel to reduce a player's cognitive load are
investigated.
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Beryn

CyyacHa iHAyCTpisi KOMO'IOTEPHHX irop Ta CHCTEM BipTyanbHOI peanbHOCTI (VR) mparne mocsrtu
MaKCHMAJIBHOTO PIBHS 3aHypeHHS KOpUCTyBada. TpaguiliiiHO OCHOBHE HAaBaHTKEHHS IMPHIIAJaE Ha
Bi3yaJIbHHI Ta ayliaJbHUN KaHAJIM COPUHHATTS, 10 B yMOBaX JMHAMIYHOTO TeHMIUICI0 MOXKE MTPU3BOAUTH JI0
KOTHITHBHOTO TEpPEBAaHTAXEHHS. AKTYaJbHICTh IOCITI/DKCHHS TaKTWIBHOTO 3BOpOoTHOTrO 3B'si3Ky (Haptic
Feedback) 3ymoBnieHa HEOOXIAHICTIO CTBOPSHHS HOBHMX METOJIB B3a€MOJIi, SIKi JIO3BOJISIOTH IEpeaaBaTh
iH(opMaIlifo TIPO HABKOJIUIITHE CEPEIOBHINE OE3IMOCepeHRO Uepe3 NOTHK. Po3yMiHHS MeXaHi3MIB Iepenadi
MPOCTOPOBHX JAaHUX Yepe3 TaKTHJIbHI BiJUyTTS JI03BOJISIE POSPOOHUKAM CTBOPIOBATH iHTEp(eiicH, ToCTyIHI
JUIsL JTEOZIeH 3 OOMEXKEHHSIMU 30py, a TaKoX IiJBUIIYBaTH €(QEKTUBHICTH OpI€HTYBaHHS Y TPUBHUMIpPHOMY
MPOCTOPI.

Pe3yabTaTu gocaixxeHHs

IIpobnemaTuka nepegayi npocToposoi iHopmaii yepe3 10THK

Knacnune nporucrosaass B HCI (Human-Computer Interaction) nomsrae B oOMeXeHid po3IiNbHIN
3aTHOCTI TaKTWJIBHHUX PELENTOPIiB JIIOOAUHMU IMOPIBHAHO 3 BizyadbHMMH. OCKUIBKM irpoBi KOHTPOJIEpU Ta
TaKTWJIbHI KOCTIOMH MalOTh CKIHYEHHY KUIBKICTh aKTyaTOpiB, OCHOBHI TPYJIHOII JeXaTh Y IUIOUIMHI
MaTEeMaTUYHOTO KOJYBaHHs TPUBUMIPHUX BEKTODIB y BiOpaIliiiHI IMITYJIbCH.

OcHoBHI TexHiuHi npo0aemu:

1. JluckpeTHICTh akTyaToOpiB. BulblmicTh KOHTpOJIEpiB MaroTh Jmmie 1-2 3oHU BiOparii. [Ipobnema:
nepegaya TOYHOTO a3uMyTa (HampsMKy) Ha OO0'€KT mOTpeOye CKIaaHOI IHTEPHONALii MK
aKTyaTOpaMu, 100 CTBOPUTH 1JTIO31I0 PyXy CUTHAITY.

2. ApanTtaunis Ta nopir uymmsocti. [Ipu TpuBanomy BIUIMBI ofgHakoBOi BiOpawii YyT/iHMBICTH MIKIpU
3HMKYEThCS. [Ipobnema: cucreMa MOBUHHA JMHAMIYHO 3MIHIOBAaTH YacTOTY Ta MMATePH CUTHAIY, 00
iH(OpMAIIis 3aHIIaNacs MOMITHOIO JJISl TPaBLs.

3. 3arpumka (Latency). s peamicTUUHOTO BiguyTTsl 3ITKHEHHS a00 NPOXOMKEHHS IOB3 O00'€KT,
3aTpUMKa MiX IrPOBOIO TIO/IEIO Ta (BiI3UYHUM BIJI'YKOM He MOBHHHA repeBuinyBartu 10-20 mc.



Texniuni 0co0uBOCTI peaJizairii:

- IIpocropoBe manopamyBanHs (Haptic Panning). BuxopucranHsS BEKTOpIB IHTEHCHBHOCTI IS
PO3MOiNY MOTYKHOCTI MIXK JIiBUM Ta MPaBUM BiOpPOMOTOpaMH KOHTpoJiepa 3aJIe)KHO BiJl KyTa MiX
KaMeporo I'paBLl Ta LIJLTIO.

- AMIIiTYAHO-4acTOTHE KOMyBaHHSA. MaremMaTHdHa MOJEib, A€ aMIUNTyJa A BU3HAYa€ AWCTAHIIIIO,
BOHA IPSIMO TIporiopiiitna Bemmunni 1/d%, d Bixcrass 1o o6'exta, a actora f BH3HAYA€ XapakTep
uim. KoxkHomy Tumy o00'ekTa abo piBHIO 3arpo3M BiANOBia€e CBOsI YacTOTa (HANpHUKIAZ, HU3bKA
gacToTa - I Oe3MeYHUX 00'€KTIB, BUCOKA - IIJI HEOC3METHNX ).

- Ilarepun BiOpamii (Haptic Patterns). CtBopeHHs 0i0miOTeKM CHEIU(pIYHUX CHUTHAIIB IUIS Pi3HUX
NoAiH (HanmpuKia, cepueOUTTS IPYU HU3HKOMY PiBHI 37I0POB’sl 800 «KPOKW» 3 BiATIOBIAHOT CTOPOHH).

TexniuHi MeTOaIM onmTHMI3amii:

1. Bukopucranus LRA (Linear Resonant Actuators). CyuacHi aktyaropd 3 JiHIHHHM pPE30HAHCOM
JIO3BOJISIIOTH CTBOPIOBATH UITKILIl Ta MIBHIII iMIYJAbCH MOPIBHSAHO 31 CTapUMH MOTOpPaMH 3
excueHTpukoM (ERM), o BaxmBo A mepeaadi TEKCTYPH Ta MPOCTOPOBUX TOUOK.

2. Heiipodizionoriuna xomreHcaiis. [IporpaMHe MOCHICHHS CHTHAITy B MOMEHTH BUCOKOI Bi3yajbHOT
AaKTUBHOCTI, 00 TaKTWJIbHA iH(OpMaIIis He Oyia MPOIrHOPOBaHA MO3KOM.

IlepcniekTUBU PO3BUTKY:

1. TakTuapHI KOCTIOMH Ta akcecyapu. [lepexin Bif BiOparii B pykax 10 MOBHOTiNOTO (ifg0eKy 103BoIIsE
OYKBaJIbHO «BiTIyBaTH» HAIIPSIMOK BITPY 200 TOJOKEHHS BOPOTiB 11032 30HOI0 BUIUMOCTI.

2. TImrerpamis 3 IIII. Heiipomepexxi MOXYyTh aHaJli3yBaTH IrpoBYy CIIEHY B peaJbHOMY daci Ta
AaBTOMATHYHO TCHEPYBAaTH TakTWIbHY KapTy (Haptic Map), Buainsioun HaiOinbIl NpiOpUTETHI
00’ €KTH IS TPaBIIS.

BucHosok

TakTuIbHMIA 3BOPOTHH 3B’SI30K Y IPOrpaMyBaHHI irpOBUX CHUCTEM - 1€ HE IPOCTO ACKOPATUBHUN e(eKT,
a TIOBHOIIIHHMH iH(OopMaIliifHNi KaHal. BUKOPUCTaHHS TalTHKX IS TIepeaadi MPOCTOPOBUX JAHUX JTO3BOJISIE
PO3BaHTAXKUTH 3ip TPaBI Ta CTBOPHUTH INMHOIMMIA piBeHb imepcii. He3pakarounm Ha TeXHIYHI OOMEXEHHS
3aji3za, CUMO0i03 MaTeMaTHYHHX MOJEJCH OpieHTallii Ta CydyaCHHX JiHIHHHX aKTyaTopiB pOOHMTH TAaKTHIBHI
iHTEepdeiicu craHnapToM JUid MaiOyTHIX VR-cucTeM Ta iHKIIO3UBHOTO TeMIM3aiHYy.
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