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PE®EPAT
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peanbHOCTI JJ1 00NAIITYBaHHS IHTEP €pIB MEOIISIMH.

VY po60Ti BUKOHAHO JOCTIIKEHHS aKTyaJIbHOCTI IMOCTaBJICHOT MPOOJIEMH, & TAKOX
npeIMeTHOI 00J1acTl, HaBeieHa 11 XapaKTepUCTUKA, ICHYIOU1 TPOOIEMH Ta aJITOPUTMH.

B poboti mpoBeaeHO aHami3 ICHYIOUHMX aHAJIOTIB pillleHb y cdepl po3pooKu
JIOJIATKIB JIOTIOBHEHOI peabHOCTI.

BukoHaHO mpoekTyBaHHS MPOIYKTy HpoekTy 3a gomomororo UML Ha ocHOBI
IPOBEACHOTO CTPYKTYPHO-(DYHKIIIOHAIBHOTO aHANI3y NIPOAYKTY IPOEKTY.

KpiMm Toro, ommcaHo mNpakTU4YHy 4YacTHUHY peali3alii MIpOeKTy, IETaJbHO
300paxkeHo Tmporec crtBopeHHsS 3D mogmenedt mMeOIiB Ta MpoIeC PO3pPOOKU TOJATKY
JIOTIOBHEHO1 PEaIbHOCTI.

Pesynbrarom mpoBeneHoi poOOTH € po3poOJieHUuH J10AAaTOK JOMOBHEHOI
peasbHOCTI U1 00 TyBaHH 1HTEP €PiB MEOISIMH.

[IpakTuHe 3HaueHHS poOOTH TOJSArae Yy BHUKOPUCTaHHI JOJATKy MAJIs

MIPOEKTYBAaHHS 1HTEP €PIB.

Kimrowosi cnosa: C#, .NET, Unity3D, Augmented Reality, Photogrammetry, 3D-

MOACIIb.
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BCTYII

OcTaHHIM yacoM Bce OUIblIE TIONOBHEHA PEAbHICTh BXOAUTH y Hallle TIOBCSK/ICHHE
KUTTS JJIs1 TOr0, a0U 3pOOUTH MOT0 3pYUHINIMM Ta MIKaBIIUM. Y J0JIaTOK KaMepu Oy/b-
SKOro cydacHoro cmaprtdony BkimoueHi AREMOJji, mpu tpaHcisamii ¢pyTOONIBHUX MaT4iB
300paXy€eThCSl TO3HWIlISE BUKOHAHHS MTpaHOTO yAapy, CTBOPIOIOTHCS oe3mig
PO3BaXaTBHUX PECYPCiB Ta irop, siKi JO3BOJSIOTH MO3HAMOMHUTHUCS 3 MOMKJIMBOCTSIMHU
NOETHAHHS PEANBHOCTI 3 Oy/Ib-SIKUMH BIPTYaTbHUMU CIICMCHTAMH.

[TomupeHHs TOMOBHEHOT PEANbHOCTI pa3oM i3 MOKpAIIEHHSIM OOYHCIIOBAIBHOT
NOTYKHOCT1 Ta JATYMKIB anmaparHoi miatGopmu cMapT@OHIB Ta IJIAHIIETIB JO3BOJISIOTH
HakjagaTy Oyab-sKi HUQPPOBI aHl HA OJIEP)KYBaHY KAPTUHKY B peabHOMY 4aci y Oynb-
Ak cpepi. 3Barkaroun Ha 11e, MOKEMO BBaXKaTH pO3pOOKY A0JATKY TOMOBHEHOI PeaIbHOCTI
aKTyalbHO¥O.

JlaHi s BimoOpakeHHs MOXKYTh OyTH npenctarieHi sk y 2D, tak 1 3D ¢dbopmari, B
3QJIEKHOCTI BiJl moTped KopucTyBadiB. Ha choromHimiHii aeHb, Ko TexHosorii 3D
MOJIENTIOBAHHS JOCTaTHbO PO3BUHEHI, HAM XOYEThCS OTPUMYBATH BCE OUIBII pealicTHUHI
00’extu. Llporo MokHa JOCATTH CTBOPIOIOYM JETAJIbHI MOJEII BPY4YHY 3a JIOMOMOTOIO
crienianbHoro I13 un oHaliH peakTopiB, a00 K aBTOMATHYHO, 3a JormoMororo 3D ckaHepis.
BuroTtoBneHnHs monenei Bpy4Hy € IOCTaTHHO JOBTUM Ta KPOIITKUM MPOIIECOM, OCOOIMBO
AKIIO MU XOYE€MO OTPUMATH PEANICTHUHUN pe3ylabTaT, a CKAaHyBaHHS 3a3BUYail BUMAarae
CHEIIaTbHOTO 00JIaIHAHHS.

[Ile oxaHi€r0 IIKABOIO TEXHOJOTIEI0, SKa OJHO3HAYHO TIPUBEPTAE YyBary €
dororpammertpis. Bona mo3Bonsie orpumyBath  3D-ckaH  OyAb-sIKOTO 00’ €KTY,
BUKOPUCTOBYIOUH JuIiie (POTO3HIMKU. Takum 4MHOM, Marouu i pyKOIO CMapTPoH, MU
OTPUMYEMO MOXKIIUBICTH cTBOpeHHs1 3D Mopmeni. dortorpamMMmeTpis Mae Tak caMo Oe3mid
3aCTOCYBaHb, JIO3BOJISIE OTPUMATH TPUBHUMIPHI MOJEINI, MAacCHUBU TOYOK SIK HEBEITUKUX
00’€KTiB, TaK 1 IUIUX apXITEeKTYPHUX CTIOPY/I.

I TOBXHYBIIMCH 3 MPOOJIEMOI0 BHOOPY HOBHX MEOJIB, CTalO OYEBUIHUM, IO

CydJacHIM JTIOAWHI HE 3aBairuia O MOXKJIUBICTh MTOOAYNTH 3a31AJIET1/Ib SIK BUTJISIAATUME Ta YU
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IHIIa piy B 1HTEp’epl mepen ii mpuadaHHAM. I[hges MpoekTy mossirae B TOMY, 100
MEPETBOPUTH 3a TONIOMOroro (hoTorpammerpii Habopu (oTtorpadiii peanbHUX MeOJIIB Ha iX
3D mMogeni Ta 3a JOMOMOrOK IHCTPYMEHTIB JOMOBHEHOI PEaJbHOCTI JO3BOJIUTH
PO3TaIIOBYBATH OTPUMAH1 MOJIEN1 B IHTEP €pI.

O06'exTOM TOCIHIIKEHHS JUIUIOMHOTO IPOEKTYBaHHS € MOCIyTra CTBOPEHHS IHTEp'eEpyY
MPUMIIIEHb HIJIXOM MiI00PY 1 pO3MIILIEHHS MeOJIIB.

[IpeqMeToM AOCTIIKEHHS] € BUKOPUCTAHHS TEXHOJOT11 JOMMOBHEHOT PealbHOCTI st
CTBOPEHHS BIpTYaJIbHOTO IPOTOTHUITY iHTEp'eEpy.

Ha ocHoBi inei Oyno chopmMoBaHO METYy JaHOi poOOTH, siKa TOJISITaE y po3pooOIr
JIOJIATKy JIOTIOBHEHOT peayibHOCT1 JJisl oOJjalmTyBaHHs 1HTEp €piB MeOasiMu. OCHOBHUMU
3aJlayaMy JUIA JOCATHEHHS JaHOi METH 3 SKMMH MU 3YCTPIHEMOCS B XOJ1 BHUKOHAHHS
PO3POOKH MPOIYKTY MPOCKTY €:

— JeTadbHUN aHalli3 IpeAMETHOT 00JIacTi Ta aHAIOTTYHUX MPOYKTIB;

- BUOIp TEXHOJIOT1 pO3pOOKHU MPOIYKTY;

- po3pobOka Habopy Mojeseit MeOIiB;

- pO3p0o0Ka BHYTPIIIHBOTO MOJYJIIO 10JATKY;

- po3poOka iHTepdeicy noaaTky;

— NIPOBEJICHHS TECTYBaHHS MPOIYKTY.

[IpakTtnyHe 3HA4YeHHS MOaHOT POOOTH TMOJSATAE y 3aCTOCYBaHHI IS TJIaHYBaHHS
1HTEp €py, BOHA JOTIOMOXKE KOPHCTyBadaM YHUKATH IOKYIIKM MEOJiB, SIKi B pe3yJbTari
MOKYTh BUSBUTHCS HEJOCTATHBO MIAXOASAIINMU ISl CTBOPEHOTO 1HTEP €PY.

Jlana po3poOka Moke OyTH KOpHICHA SIK 3BHYaiHMM MEOJIEBUM Mara3uHam, TaK 1
IHTEpPHET Mara3uHam, MOXe MABUIIUTH MPOIAXKi, Yepe3 T€ 10 KIIEHTU HE OYIyTh OOSTUCS
3aMOBJISTH TPOAYKIIiIO, KA MOXKE HE CITOJ00aTHCS B PEaJbHOCTI, 3MEHIIUTH KUIBKICTh

MOBEPHEHB TOBAPY, TOMY IIIO KIIEHTH 3MOXKYTh 3a3/1aJI€Ti{b BICBHUTUCH y BHOODI.



1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 3aranbHa XapakTepuCTHKA NPeJIMeTHOI 00J1acTi

JIoTIOBHEHA PEANIbHICTD € CEPEAOBUILEM 13 TPIMUMU a00 HENPSAMUMHU JOTIOBHEHHIMHU
10 (i3uyHOTO CBITY BIpTyasibHUX JaHuX. OO'€KTH JIOMMOBHEHOI PEajibHOCTI OJAIOTHCS B
pPEXHUMI peajJbHOro Yacy 3a JOMOMOror HU(GPOBUX NPUCTPOIB — IJIAHIIETIB, cMapT(OHIB,
CMapT-OKyJISIpIB a00 akcecyapiB 31 CHEIlaJbHUM MPOrPAaMHUM 3a0€3MEUYCHHSIM B SIKOCTI
npoBigHuKa [1].

JloToBHEHa peanbHICTh Ha CHOTOAHINIHIN JeHb BUKOPUCTOBYETHCS B PI3HUX cepax
JUSTTBHOCTI: OCBIT1, MEAUIIMHI, Typu3Mi, aBiallii, BINCbKOBIH CIipaBi, MapKETUHTY, TU3aliH1
Ta irpax. JlomoBHeHa peaybHICTH JlONOMAarae IITSAM Ji3HaBaTHCs OUIbIIE TPO CBIT, 3a
JIOTIOMOT'O0 KaMEpH € MOKIIUBICTh TOOAYUTH JETANbHY 1H(POPMALIIIO PO Pi3HI MPEAMETH.
Takox pgomomarae y IMIATOTOBIII BIHCHKOBUX, IUISIXOM HaBYaHHS Ha TOJIrOHax 13
BUKOPHUCTAHHSIM JIONOBHEHOT PEaIbHOCTI Ta Y MIATOTOBII HOBUX M1JIOTIB, MOKE€ BUKOHYBATH
dyHKIIT mTypMaHa. Y raiy3i MapKeTHHTY JOMOBHEHA PEalbHICTh JOMOMarae mpojaBaTi
IMIUPOKUN CIIEKTP TOBAPIB 1 MOCHYT, AEMOHCTPYIOUH Il TOBAPH 3a JOMOMOTI'OI0 CHEIiaIbHOT
pekiiamu. TypuCTy JIONTOBHEHA peabHICTh MOXKE JIOMTOMOITH 3HAWTH IUISX a00 K 3HAWTH
Ta MEePErISTHYTH 1HGOPMAIlII0 TIPO apXITEKTYPHY CIIOPY/Y YH 1HII TYpPUCTHYHI 00’ €KTH, Ha
SIK1 KOPHCTYBa4 HaBOJUTH CBiil MOOLILHUM TenedoH. J(u3aliHepaM, 3aBAsSKH JOTMOBHEHIN
peaNbHOCTI, MOKHA KOM(DOPTHO MPE3EHTYBATH CBOT pOOOTH, HaBITh APXITEKTYPYy CKIATHOI
OymiBii OyIb-SIKHX PO3MIPIB.

JlonaTku  JOTMOBHEHOI pPEaJbHOCTI JOMOMAaraioTh JIIOJAWHI 30CEpeAUTHCh Ha
eJIeMEeHTaX 300pa)KeHHS KaMmepu; MOKPAIIUTH CHPUUHSTTS OTOYYIOUOTO CBITY, HaJlal0uu
HeoOXiaHy 1H(MOpPMAITio, IO TOJAETHCS 10 ICHYIOUOTO 300paKeHHS Y BUTIISAII TEKCTY a0o0

Bi3yalbHOI MOJIEJIi 9M 300paxkeHHs [2].



1.2 Orasig ocTaHHiX AOCHiIKeHDb i myOJrikamii

OCKUIBbKH TEXHOJIOT1sl JOMOBHEHOI PEabHOCTI € BITHOCHO MOJIOJIOK0, ICHYE HE JYXKe
BEJIMKA KUIBKICTh JITEPaTYpHUX JHKEepesl, MPUCBAYEHUX BUPINICHHIO MUTaHb, OJMU3bKHUX 10
MOCTABJIEHOT METH IPOeKTyBaHHs. [IpoTe, My MaeMO B po3nopsiIzKeHH1 0€3.114 BiI€0-YPOKIB
3 pO3pOOKHU eIeMEHTapHUX 3aCTOCYBaHb JIOMIOBHEHOI pealibHOCTi. KpiMm Toro, iIcCHye Belnka
KUIbKICTh CTaTel Ta iHhopMaliifHUX OJI0T1B, SKI B IOCTATHIN Mipi pO3KPUBAIOTh JIaHY TEMY.

3 METO TOKpAallleHHS ICHYIOYMX I1HCTPYMEHTIB JJisi pO3pOOKH JOJATKIB 3
3aCTOCYBAHHSIM JIOTIOBHEHOI PEAJIbHOCTI MPOBOJSATHCS JIOCHIJKEHHS, M1IHIMAIOTHCS
NUTaHHS Ha PI3HOMAHITHUX KOH(epeHIiax. Temu, OMU3bKI O TMOCTABIEHOT METU €
00TrOBOPIOBAaHUMU, TOXK € OYIKYBAaHUM 3POCTAHHS KUIBKOCTI JTITEPATypPHUX JIKEPET.

[cHye nexuIbKa TEXHOJOT1H, 1110 MOXKYTh OyTH BUKOpUCTaH1 it pobotu AR. OxaHiero
3 SKUX € JIOMOBHEHAa pEalbHICTh Ha OCHOBI MapKepiB, siKa TaKOXX HA3WBAETHCS
po3Ii3HaBaHHSAM 300pakeHb. JlaHWil THN TEXHOJOTT MoTpedye Kamepy Ta Bi3yalbHUU
Mapkep, Takuit sk QR ko, sikuii BimoOpaxae 3anMcaHuil BCEpeIH1 HbOI0 KOHTEHT JIMIIIE B
pe3yiabTaTi 3YUTyBaHH ceHcopoM. Lle mae 3Mory BUILIUTH 13 peajabHOTO CBITY BIpTyallbHi
€JIEMEHTH.

[HIIIOrO TEeXHONOTIEI0 € Oe3MapKepHa IONMOBHEHA pPEAIbHICTh, TaKOX BigoMa sK
KOOpaIMHATHO-, a00 GPS-opienToBana. Jlyis HagaHHS TaHUX TIPO BaIlle MICIIE3HAXOKCHHS,
MOXKE€ BHKOPHUCTOBYBaTHCh InmoOanpHa cucrema mnosumionyBanHs (GPS), marumk
IBUIKOCT1 200 U pOBUIA KOMIIAC, IKUMH 00JIaTHAHO IPUCTPii. Uepe3 MacoBe MOMUPESHHS
PI3HOMaHITHUX TaJPKETIB JJaHA TEXHOJIOTIS B JAHWUW 4ac BHUKOPUCTOBYETHCS HAMUACTIIIIE.
HaiiGinpmn  mommpeni BUNAAKA BHUKOPHCTAaHHS — 1€ BIIOOpaKEHHS HANPSMKIB,
3HAXOJPKEHHS MOTPIOHUX JIOKaIlii, Harpukiaj kade uu odicy, ado X y J0JaTKax Ha OCHOBI
MICII€3HAXOKEHHS.

[Ile omna TexHoJjoris — jJonoBHeHa peanbHicTh Ha ocHoBi VIO (Visual Inertial
Odometry). BizyayibHa iHepIliaTbHa OJJOMETPIis € TEXHOJIOTIETO, SIKa JO3BOJISE BIICTS)KYBATH
MOJIOKEHHS, 1 pa30M 13 UM, 3HAXOAUTH OPIEHTUPH B TIPOCTOPI 3a JOMOMOTOIO JATYHKIB Ta

Kamepu. Uepes 11e € MOKIIUBICTh CTBOPUTH 3D-MoJ1€71b IPOCTOPY, OHOBUTH ii B p€aJTbHOMY



10

Yaci, BU3HAYUTH MOJIOKEHHS B HIi, IEpe/laTy 11l IaHl y BC1 JOAATKU Ta HAKJIACTU J0JAaTKOBI
mapu noBepx Hei. /laHa TexHosoris mae NIMCHO YHIKaJIbHI MOXJIMBOCTI: BHUMIPIOBATH
BIJICTaHb, BCTABJISATH PI3HI MPEAMETH B MPOCTIpP Ta B3aeMOIIATH 3 HUMU. Texnounoris VIO
MO>K€ BUSIBUTUCh HAUNIEPCIIEKTUBHIILIOIO TEXHOJOT1€I0 B AR, HMHI HEI0O KOPUCTYIOTHCS TaKi

riranTH, sik Google B Project Tango ta Apple B ARKit [1].

1.3 Ananiz nporpaMHHX NPOAYKTIB - AHAJIOTIB

3a 3amMTOM TIOIIYKY CXOXKHMX pillleHb OyJI0 OTPHMMAaHO JIEKUIbKa aHaJOTTYHUX
nonatkiB. Ilepeq TuMm sk posmnoyaTd poOOTYy HaJa MPOEKTOM OyJIO0 TPOBEACHO aHali3
ICHYIOUHX aHAJIOT1B TIPOIYKTY.

Ikea Place — 1ieit qogaTok OTpUMaB BEJUMKY KUTBKICTh PEKJIAMHU TIPU 3aITyCKY, aJIXKe 1€
OyB mepIuii MoI0OHUI J01aTOK, BUIYIIEHO Horo Oymo y 2017 pori anst miatdopmu i0S
[5]. Ikea Place no3Bossie Bipryanbhe po3mitinents 3D moneseit y BiaacHomy mpocrtopi. Js
BIJIOOpaKEHHS MPOCTO MOTPIOHO MOTYJIATH KUThKA ASCATKIB CEKYH/I 110 MPUMIIIEHHIO, JJIs
Toro abu KaMmepa CHpUUHSIA TIIJIOTy, a MOTIM OTPUMATH JOCTYN 1O BIpTyaJIbHUX
peaMeTiB MeOJIiB — TaKUX SK, TMBaH a00 XK JIDKKO, CTLIEIb, TUCHbMOBHUH CTLT a00 mada s
OJISITY 1 pO3TalTyBaTH HOTo TaMm, Jie HeoOx1THO. Mebumi OyayTh BioOpakeH1 Ha TOMY MiCIl,
Jie BOHU OYJIM BCTAHOBJICHI, B TOM Yac K MOKHA BUTBHO MEPEMIITyBaTHCS 110 IPUMIIICHHIO
1 po3risaaTH iX 3 pi3HUX TOUOK [3].

Kpim Toro, manuii qomaTok JO3BOJISIE BUKOHYBATH Bi3yaIbHUH TOIIYK, SKUH TIPH
HaBEJCHHI KaMepy Ha TpeIMeT MeOJIiB BU3HAYae ssIkuM came npoaykrom lkea Bin €, abo
HaNWOUIBIIE CXOXKHUA.

Bepcis mns matdopmu Android po3pobiiena 3 monomororo Google ARCore, 1o €
ananorom 0SS ARKIit. 3a ¢yHkiionamom Bepcis ais android maiike MOBHICTIO 1IGHTHYHA
Bepciii 10S 1 Hamae MoXMBICTE 00paTth Mebii 3 KaTanory BupoOHuKa. IIpote, He Bci
KOPHUCTYBadl JaHOi mIaTGopMu MOXYTh BUKOPHUCTOBYBATH JOJATOK, BIH Ma€ CIHUCOK

CYMICHUX MPUCTPOIB, TAKKM YHHOM HaBITh 13 OCTaHHIMU Bepcismu android MokHa HE MaTH
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MOJJIMBOCTI CKOpHcTaTtucs nojgatkoMm [4-5]. Posmimenunii Ha GooglePlay momatox lkea
Place naBeneno Ha puc. 1.1, Takox MOXHA MEPEKOHATUCS Y TOMY IO JOAATOK HECYMICHUHN
13 mpuctposimu. [HTEpdeiic nagatky, Takuii sik iioro mokazano y GooglePlay, npencrasieno

Ha puc. 1.2.

|IKEA Place

Inter IKEA Systems B.V. [Jim * ok ok 1399 &
X L=l nogaToK HECYMICHMIA 2 yCinMa BaLWMMK NPUCTROAMM,

m Jogath B cnucok GaxaMb

Pucynox 1.1 — Ikea Place na GooglePlay

Get going with a simple chat Select products from IKEA's collections Move and turn to fit it into place

HIGHLIGHTS Q

VIMLE '
Collection

E=N AT S o
ROPRAR wereo WVARTRED
) e = w

. Ry - saed
PR WL S

VN

N S

Pucynok 1.2 — Ikea Place na GooglePlay

Housecraft — nomaTok cxokwii Ha TIOTIEpPEHIN, NOCTYMHHUNA BiH jwmime st IPhone,
Jlo3Bouisie 30epertu KoH(pirypaiii KIMHATH Ta CIIpOoOyBaTH PO3MICTUTH iX B 1HIIOMY MICIII,
0 € YYJ0BUM PIIICHHSAM JIJIs TIONIYKY JKHUTIIA, peopraHizailii npuMilieHs Ta iHmoro. Mae

BEJIMKU ACOPTHUMCHT KIMHATHHX POCIIMH, IO JO3BOJIAE 1Mo0QYNUTH SKHUM YHHOM MOJXKE
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BUTJISIIATA KIMHATa TICHS «O3€JCHIHHS». [3 JomaBaHHAM MEOJIIB Ta POCIMH MOXKHA
OTPUMATH YSBJICHHS HAIOBHEHOro MeOisimu npuminienHs. [Ipore, Housecraft mosurionye
cebe K po3BaKaJIbHUU J0JATOK, BIH HE MICTUTh pealbHUX OObEKTIB, JA€ MOXKIIUBICTh K
3aBrOJHO 3MIHIOBaTH PO3MIpU MOJEJNEN, KpIM IbOI0 MOXXKHA 3pYHHYBaTH CBI pe3yJsbTar,
3aIyCTHUBIIN TOPAHJIO, SIKE 3MYCUTh BC1 00BEKTH 3JI€TITH Bropy. TakoK MICTUTh BOY/IOBaHY
MOJJIMBICTh BiJICO3aIUCy Ta 3HOMKH, IO O3BOJISIE JIETKO MOAUIMTHUCS pe3yabTatoM [6].

3anmporoHOBaH1 MOXKJIMBOCTI JAHOTO JOAATKy MpeIcTaBiIeHo Ha puc. 1.3.

— —
/ Use AR to drop furni Skl "\‘1 1 vide’ ‘ Rasj é&jec(s accurately jive for perfection.
X 1 7371 3% A

/See how they fit

Pucynoxk 1.3 — MosxiuBocti qomatky Housecraft

Myty — 11e olMH J10AaTOK JIOMOBHEHOI pealbHOCTI 31 cepu nu3aliHy iHTEp €piB,
daHui gogaTok goctymHmid sk Ha Android, Tak i ma I0S. Bin m103Bojsie KOpUCTyBadam
cMapTdoHiB 1mepepobsaTu cBii OynuHOK. Ile 31e01IbIIoro KOpUCHUN pecypc s BCIX
moOuTeNiB nu3aitHy iHTep’epy. Bee, 1m0 HeoOXiaHO /ISl HATXHEHHS! CTBOPEHHS IHTEP €pYy
MPUMIIICHHS, TOCTYIHE B TAHOMY JI0JIaTKY: MOKIIUBICTh MEPETNITHYTH TUCAY1 (hoTorpadin
B)K€ CTBOPEHHX IHTEp €piB, 3HAUTH KPACHUBI MPEIMETH MEOIIIB BiJl HAWBIIOMIIIMX CBITOBUX
OpeHIIB Ta OTPUMATH JOCTYN 10 MOPTGOIIO Kpamux au3aifHepiB MeOmiB. MoskHa
CIIJIKYBaTH 3a YIIOOJIeHMMH OpeHJaMu Ta Ju3aiiHepaMu Ta 30epiraTtd iaei, mob y Oyab-
SKUH MOMEHT OTPUMATH JOCTyNn a0 HuX. Jlomatok BucTymae B poii moptdoiio s

TU3aifHepiB 1HTEP €PIB.
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Tako € MOKIIMBICTb CTBOPEHHSI BIPTyaJIbHOI KIMHATH, 3 PI3HUMH TEKCTYpPaMH CTIH

Ta MIJIOTH, 3 JOJaBaHHIM JBepel Ta BikoH [7]. MOXIJIHMBOCTI A0JATKy MPEACTaBICHO Ha

puc. 1.4.

ADD
3D FURNITURE
INTC YOUR ROCM

CREATE
VIRTUAL ROOM
INSIDE REAL ROOM

Pucynok 1.4 — MoxnuBocti nogatky Myty

FIND
IDEAS IN
INSPIRATION GALLERY

5 lupiation

DISCOVER
YOUR FAVORITE
BRANDS & DESIGNE

B pesynbrari aHamizy mnOporpaMHUX TMPOAYKTIB OYyJ0 CTBOPEHO TMOPIBHUIBHY

XapaKTEePUCTUKY aHAJIOTIB, Ky IpeAcTaBieHo B Tabm. 1.1.

Tabnuns 1.1 — IopiBHsIbHA XapaKTEPUCTHKA aHAJIOTIB

Kpurepiii Ikea Place Housecraft Myty
10S + + +
Android +- - +
beskomToBHE

+ + +
BUKOPHUCTaHHS
Pexmama - - -
Peectparis [Tpodins IKEA He notpebye Heobxizma HH.}I

TeSKUX QYHKITIH

OHOBITIOBaHICTh 10 rpymnst 2019 p. | 1 nucromanma 2017 p. 11 xBitHSI 2020 p
Homynapricts 100 000+ 30 000+ 5 000+
(BCTaHOBIIEHHS)
Orinka
PlayMarket /App 3.2/14.7 4.5(App Store) 4.214.2

Store
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Ha BinMiHy Bif BXeE ICHYIOUMX aHAJIOTIB OYIKYBAaHUM PE3YJIbTATOM € JOJATOK IS
wiatpopmu Android, ocoOIMBICTIO SKOTO MOXKHA BBaXKATH T€, IO BiIOOpakyBaHi MOJei
MeOIIB CTBOPIOIOTHCS HUIAXOM TPUBUMIPHOTO CKaHYBaHHS €K3eMIULIpIB MeOJiB 3a

J0TIOMOT 010 (poTOrpamMeTpii, a TOMY € peajJbHUM BiJIOOpaKEHHSM MPEAMETIB Y IIPOCTOPI.

1.4 TlocTanoBKAa 3aaa4i

1.4.1 Merta Ta 3agaui

MeTor MPOeKTy € po3poOKa JOJaTKy JOTOBHEHOI peaabHOCTI JIs 0O0JIaITyBaHHS
1HTEp €piB MEOIIMHU, 3a JOMOMOIOK SIKOTO KOPHUCTYyBau 3MOXKE JIErKO oOpatu OakaHi
NpeIMETH THTEP €py i3 HAJAHOTO MEPeiKy, MeperITHYTH 1X Ha €KpaHi Ta pO3TallyBaTH B
OyIb-AKid YacTHHI CBOTO 1HTEP €pPYy 3a JOMOMOTOK TEXHOJIOT1M JOMOBHEHOI pealbHOCTI.
Hanani kopucTyBagam Mozenni MaloTh BiJ0OOpakaT peaabHi 00’ EKTH.

[Ticns 3amycky HMporpaMHOro MPOAYKTY KOPHCTYBau MaTUME MOXKIIMBICTH 00patu
OaxaHMil MpeAMET 1HTEep €py 31 CMHUCKY-KaTajaory, MeperioBIInd 10 PEKUMY JTOMOBHEHOT
peaJbHOCTI PO3TAIlyBaTH HOro B Oyab-sKid YacTHMHI KIMHATH HANpPaBISAIOYA KaMmMepy B
noTpiOHMI TIpocTip mpuMminieHHs. [Ticas mporo KOpucTyBad TaKOXX MOKE J0JaBaTH 1HIII
NPEeIMETH JI0 TUX, 110 BXKE 3HAXOATHCS Ha CIIEHI.

OcHOBHUMU 3a7]a9aMH TSI TOCSITHEHHSI TAHOT METHU 3 IKUMH MU 3YCTPIHEMOCS B XO/I1
BUKOHAHHSI pO3POOKH MPOAYKTY MPOCKTY €:

— JETATBHUNA aHalli3 MpeaMeTHOT 00JacTi Ta aHAJIOTIYHMX MPOJYKTIB, BUOIp
TEXHOJIOT1i PO3POOKH;

- po3pobOka Habopy Mozeneit MeOiB;

— po3poOka iHTepdeicy Ta BHyTPIIIHLOTO MOIYJIIO J0JIaTKY;

- NIPOBEJICHHS TECTYBAaHHS MPOIYKTY.

Jl1s1 OUTbII AETANBHOTO ONMKCY TEXHIYHE 3aBAaHHS HA PO3POOKY MPOAYKTY MPOEKTY

HaBOAUTLCA Y A0AATKY A.
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TexHonorist JOMOBHEHOI PeaIbHOCTI HIBUIKO PO3BUBAETHCA B HAIlll AHI 1 € HAWOLIBII
MEPCIEKTHBHOIO TEXHOJIOTIE0, 32 CIIOBAMH I'€HEPAIBHOTO TUpeKkTopa KommaHii Apple [2].

OpgnuMm 3 HalOUIBII BaXXJIMBUX MOMEHTIB B pO3pOOLI CHUCTEMH JONOBHEHOT
peanbHOCTI € CTBOPEHHS BIAMOBIAHOIO IHTYITUBHO 3pO3yMUIOTO Ta 3pYYHOTO 1HTEpdency
MDK KOPHCTYBaueM 1 BIpTyaJIbHUMH 00'€KTaMH.

[Ticns ornsay HAMOUTBLI BIIOMUX ITPOBUX PYLIIiB U1 pO3POOKH MPOAYKTY MPOEKTY
Ooyno ooOpano Unity3D. Ils mrardpopma gormomarae CTBOPUTH BIACHUH MPOIYKT
BUKOpUcTOBYIOUM (hyHKIIT 2D Ta 3D po3pobku Ta npaioroun pazom 31 koManaoro. Unity
JI03BOJIsIE IMIIOPTYBATU pecypcH 3 6arathox 3D momatkiB, Takux sk Maya a6o Blender, 1
MPOIMOHYE IIUPOKUN CIEKTP pecypciB, ski MokHa oTpumaTtu 31 Asset Store. Bin €
YHIKaJIbHUM PYIIIEM, SIKUHA MICTUTH B COO1 THCTPYMEHTH, 1110 103BOJISIIOTH CTBOpIoBaTH AR-
noAatku mia pizHi mwiatpopmu. Texuomoris Unity3D BUKOPUCTOBYETHCS ISl PO3POOKH
oubmocTi BigoMux AR MpoeKTiB.

Cepen HaOoOpiB IHCTpYMEHTIB st po3poOku AR momatkie 3 Unity HaitOimbIm
Bizomumu €: ARKIit, ARCore, Vuforia AR Toolkit, EasyAR. IlpoBiBiiu MOpiBHIHHS

TEXHOJIOT1 3a IEBHUMH KpUTEpiAMH, Oyia chopmoBaHa Tadm. 1.2.

Tabmums 1.2 — IopiBusnbHa Tabaunst AR SDK

ARKit ARCore Vuforia AR EasyAR
I Android 7.01 | Android, iOS, A”dgwﬁ,'os’
ATPIMY i0S 11 sume, iOS 11 | UWP i Unity . !
wiathopMu 160 BIME Editor Windows, Mac
m ' i Unity Editor.
0€e3KO0IITOBHO /
: OE3KOIITOBHO 3
) $99 mopiuna
Bapricts 0OE3KOIITOBHO BOJITHUM OE3KOIITOBHO
nporpama s )
. sgakoM Vuforia
PO3pOOHUKIB
MaxkcumaibHe
3aXOIUICHHS 15/5 1.0/3 1.2 /3.7 09/27
BiJicTaHi (M)
MiHIMaJIbHUI
KyT 30 50 30 35
pO3ITi3HABAHHS
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[Tponosxenns tadnui 1.2 — I[opiBasuibHa Tabnuist AR SDK

CrtaliubHICTh
pO3Ii3HABAHHS
HEPYXOMOTO
Mapkepa
CrtabibHICTh
pO3Ii3HABaHHS
PYyXOMOTO
Mapkepa

9 9 10 7

[Ticns mpoBeeHOTrO aHaizy Oysa0 BUPILICHO, IO JJIsl PO3POOKH MPOAYKTY MPOEKTY
oyne Bukopucrano Vuforia AR, OCKiIbKM JaHa TEXHOJIOTISA JIO3BOJIMTH CTBOPHUTH
YHIBEpCAJIbHUI JTOATOK, a TAKOXK € OE3KOLITOBHOIO Ta JIETKOIO aJIbTEPHATUBOIO, IKa MOXKE
BukopuctoByBaTucs noBepx ARCore, ARKit Ta Microsoft Hololens, Hagaroun nomatkoBi
bynxuii st BMicty AR.

Posmmpennst Vuforia Unity 3a6e3neuye:

- Vuforia Prefabs Ta crieHapii KOMIIOHEHTIB 1Ji1 CTBOpPEHHS JAoaaTtkiB Vuforia B

Unity;

- bibmiotreku API Vuforia, sixi Bigkpusatots API Vuforia B C#;

- [TinTpumka Beix GyHKII#H 1 BincTexxyBanux Tumis Vuforia;

- BucokopiBHeBHI TOCTYI 0 anmapaTHUX 3acO0IB MPUCTPOIO, TAKMX K Kamepa
HIPHUCTPOIO.

Vuforia Takox € MpoBiIHOIO TEXHOJIOTIEI0 B Taly3i po3poOKH JOAATKIB TOMOBHEHOT
peagbHOCTI JJIS TMPOMHUCIOBOCTI 3aBASKHM BUKOPHUCTAHOI B HIiM Kpamoi TexHOoorii
MaIIuHHOTO 30Dy, MOTY)XKHUX (PYHKI[IH BiJICTEKEHHS 1 IIUPOTH MIATPUMKHU IUIATPOPMHU.
BpaxoByroun 6inemr Hixk 600 000 3apeecTpoBaHUX PO3POOHHKIB 1 COTEHb HAWOULIBIIMX
KOPIOPAaTUBHUX KIIIE€HTIB MO BChOMY CBITY B Outhin HDK 30 Taiy3sx — >KOJHA IHIIA
TEXHOJIOTiSI HE BUKOPUCTOBYETHCS HIUPINE IS 3aCTOCYBAHHS TOTYKHUX MOKIHUBOCTEH
JOTTOBHEHOI peanbHoCTi [9].

Jlst cTBOpeHHsT Mozelniel Oyino obpano moxkiuBocTi Autodesk Recap. Ile pymriit
dotorpammerpii, sikuii moxke oOpooutu g0 1000 dotorpadiit. 3 Horo mOMOMOror0

KOPUCTYBau MOK€ 3aBaHTaxuTH Ha cepBep Autodesk kommuiekt ¢oTtorpadiit Ta oTpuMaru
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B pe3yJIbTaTl TPUAHTYJILOBAHY MOJIENb 00'€EKTa 3 TEKCTypaMu BUCOKOI gkocTi. [Iporpamue
3abe3neueHHss ReCap mnpocTte y BHKOPHCTaHHI, 1 OCKUIbBKM 00poOka iH(opmarrii
3NIACHIOETHCS Ha cepBepax kommadii Autodesk, e 103BoJsie BUKOPHUCTOBYBAaTH CEpBIC
HaBiTh Ha cmapTdoHax. OIUH 3 OCHOBHMX cepBiciB 00poOku manux — 1e Auto Cleanup,
AKUW aBTOMAaTUYHO BU3HAYa€ Ta BUJAIs€ HeOakaHl TOYKH, Takl SK JIIOAM ab0 pyxomi
00’extH, siki Oynu cdororpadoBani BunajakoBo. CTpyKTypa HIPOEKTY J03BOJIsiE€ pO30OUTH
CKaHyBaHHS Ha (PparMEeHTH Ta TPAILIOBATH JHIIE 3 MOTPIOHUMH AAaHUMH B OyIb-SKUH
MOMEHT 4Yacy. A CTyAEHTChbKa JIIEH3is 03BOJII€E BUKOPHCTOBYBATH XMapHi TEXHOJIOTii

JTAHOTO CEPBICY.

1.4.2 BuOip 3ac00iB peanizaiii

Mosa C # myxe mnomyisipHa cepenl po3poOHukiB. OcobmuBocti MoBu C # myxe
BAXJIMBI 1J1s1 TPOrpamicTiB. BoHa MICTUTH OUTBIIICTE QYHKITIN, SKMX TOTPEOY€E TPOrpamicT
choroiHi. Po3poOHMKHN IrpoBHX JOJATKIB AY>KE€ YacTO BUKOPHUCTOBYIOTH III0 MOBY JJIs
po3poOKH irop 3a gormomororo pymrist Unity, Skuil € HaUTIOMyJISPHIIIUM ChOTOTHI.

Jlns peamizaiii J0oAaTKy JOMOBHEHOI peaibHOCTI OYyJI0 BHPIMIEHO 00paTh MOBY
nporpamyBanns C# i HanucaHHs ckpuntis Unity.

BOynoBani kommonentd Unity ayke yHIBepcalibHi, TPOTE OCKUIBKH 3aBXKIH
XOUeThCS 3a pPaMKH TOTO, 110 BOHM MOXYTh 3a0€31eunTH, HE0OXITHO peali3yBaTH BIACHY
noriky. CKpHNTH BUKOPHUCTOBYIOTBCS JUIS peajlizallli BIacHOI JIOTiKM Ta IMOBEMIHKH, SKi
MoTIM JToAaroThesa Kk KommoHeHTH 10 GameObjects. KoxkeH cuenapiii 3M1HCHIOE CBIH
3B'SI30K 13 BHYTpImHIMU (yHKIssME Unity, peani3yloud Kiac, SKAW TOXOIWUTH BiJ
BOYI0BaHOTO KJacy mij HazBoro MonoBehaviour.

Cuenapiii € BaXXJIMBUM €JIEMEHTOM Y BCIX pO3poOKax, siki CTBOprOIOThCS B Unity.
binpmiicte mporpam moTpeOyIOTh CIIEHApiiB, MO0 pearyBaTh Ha BXIiIHI JaHi TpaBIs Ta
opraHi3yBaTd mojii B rerWmruiei mo0® BOHW BiAOyBaJmMCS TOAI, KOJW BOHH ITOBHHHI
BinOyTHCs. KpiM 11b0T0, € MOXIIMBICTH 3aCTOCOBYBATH CKPHIITH ISl CTBOPEHHS rpadiyHUX
e(hexTiB, KOHTPOIIO (HI3UUHOT MOBEIIHKK 00'€KTIB a00 HABITH JJIA peaiizamii creriaJabHOT

cucteMu Al 171 mepcoHaxiB y rpi.
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MoBa C# Haiikpamie MiIXOIUTh JIsI CTBOPEHHS CLEHapiiB, 3 0araTbOX MNpPUYUH.
Opnieto 3 HuX € Te, mo Unity BukopuctoBye Mono, sikuil € kpoc-mnatgpopmoro .NET
Framework. Mosa C# e ocHoBHo0 MoBoro .NET, i Bci 0i0miorexkn Unity cTBOpeHi 3a
noromororo koay C#. Ckazatu, mo C# € moBoro Unity, He Oyiio 0 nepebinbmenssm. Unity
OCTaHHIM YacoM JaloTh 3pO3yMITH, IO BOHM BBaxatoTb C# €IUHOI0 MOBOIO I
BUKOPHUCTAHHS 3 PYLIIEM, IKUH CTPIMKO PO3BUBAETHCSA. 3 BOpoBaxKeHHsAM C# job system Ta
ECS Unity mpocyBae Bce, 110 MoxHa pobutu 3 C# Bce nani Ta jgaji, a HOBUH KOMIUISATOP
Burst poouTh 11e mBuaLIe, Hixk Oyab-Koiau panime [13].

Kpim Toro, icHye BuuepmnHa gjokymeHnTarris Unity i3 HanucanHs cuieHapiiB Ha MoBi C#.
[locunanHs Ha clreHapii OpraHi3oBYHOThCS BIJMOBIAHO JO KJAcCiB, JOCTYIHHX IS
CIleHapiiB, K1 OMHCaHI pa3oM 3 iX METOJaMH, BJIACTUBOCTAMH Ta OYJb-SIKOI I1HIIIOIO
iHOpMaIli€to, 110 CTOCYEThCS iX BUKOpUCTaHHS. CTOPIHKM JOKYMEHTaIlll TaKOX HMIMPOKO

3a0e3IeueHi MPUKIaaMu KoY.
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2 MOJAEJIIOBAHHA TA ITIPOEKTYBAHHSA

2.1 IlpoexTyBanHs iHopMmaniiiHoi cucTeMu

[Ticns mpoBeneHHs aHaNI3y MPeAMETHOI 00J1acTi, MPOrpaMHUX MPOIYKTIB - aHAJIOTB,
BU3HAUEHHS METH Ta 3a7ad MPOEKTYy, a TaKoX BUOOpY 3aco0iB peanizalii, HEOOXITHUM
€TarioM € TMpOeKTyBaHHA 1HpopMamiiiHoi cuctemu. I[lpencraBneHHs QyHKIIOHATY

MalOyTHROT PO3POOKH JOIUIBHO MpeacTaBuTH y Burisiai Use case ta IDEF.

2.1.1 MopentoBaHHSI BUKOPUCTaHHS 1H(POpMaLIHHOT CUCTEMU

Moienib BAKOPUCTaHHSI BKIIFOYA€ B ce0€ OTHMC aKTOPIB, ONKC BapiaHTIB BUKOPUCTAHHSI
Ta miarpamu crieHapiiB Bukopuctanus B UML (Use case diagram). CyTs gaHOro THITY
Jiarpam IoJiArae B TOMY, IIIO CHCTEMa, sIKa MMPOEKTYETHCS, MPEACTaBIICHA K TpyIia aKTOPIB,
SIK1 32 JJOTIOMOT 00 BapiaHTiB BUKOPUCTAHHS B3a€MOJIIIOTH 13 CHCTeMOI0. Jliarpama BapiaHTIB
BUKOPHUCTaHHS BifoOpakae (QyHKIIOHAJIbHE TNPU3HAYCHHS IPOCKTOBAHOI MPOTrpamMHOL
CUCTEMH.

AXTOpaMu B JaHOMY BHITaJIKy BU3HAYECHO:

- Customer — 3aMOBHUK, a00 KOPUCTYBay, IKHMil BAKOPUCTOBYE CUCTEMY.

- AR SDK — ¢peliMBOpK, 3aBISKH SIKOMY BHKOHYETBCS pealizallisi PexUMY
JIOTIOBHEHO1 PEATbHOCTI1 IOJATKY.

— Cloud Storage — cxoBwuiie qaHuX, Jie 30epiratoThCss MOIEII.

- Designer — po3poOHUK, SIKHH CTBOPIOE CHCTEMY

- Autodesk ReCap — nmporpamue 3a0e3mnedenHss 3D ckaHyBaHHS Ta 3aXOIUICHHS
PEANBHOCTI JUISI CTBOPEHHS MOJICIICH.

[Tics BU3HAYEHHS aKTOPIB CUCTEMH, HEOOXITHO c(hopMyBaTH MepeiK yCix BapiaHTIB

BUKOPHUCTAHHS, 3 SKUMHU OyTyTh B3aEMOJIIITH BU3HAUEHI aKTOpU. BapiaHTH BUKOPUCTAHHS
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MO3HAYaI0Th BUKOHAHHS TIEBHUX omepalliid abo i Ta BiIMOB1IAI0Th BUMOTAaM JI0 CUCTEMH,

K1 BU3HauyeH1 B Jlogatky A.

BapianTtamMu BUKOpUCTaHHSA JIJIs1 AAHOI CUCTEMU €:

- CrtBopenns 3D mopeneit me6iB

- [lepernsg cnucky me01iB

- Bubip 3D mopeni 31 cnucky

— [lepexin no nepernsany mojeni B pexxumi AR

— PenaryBanns nmoyioxeHHs MeOITiB

3a pe3ynbraTaMyd c(pOPMOBAHUX BAPIAHTIB BUKOPUCTAHHS Ta aKTOPIB CUCTEMHU OYJIIO0

po3po0JIeHo JiarpaMy BapiaHTIB BUKOPUCTAHHS, SIKY HaBeJeHO Ha puc. 2.1.

Augmes reality apglicalion
far inlerior design

Create 30 furnibure

models

Select 30 furmilure
model from st

Cloud slorage

AR S0

Pucynok 2.1 — Jliarpama BapiaHTiB BUKOPUCTAHHS
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2.1.2 MopemoBanHs iH(popmarliiinoi cuctemu B IDEFO

IDEFO — meTot010T1 onucaHHs QYHKIIOHATBHOTO aClleKTa MOJIEIbOBAHO1 CUCTEMH,
OCHOBY $SIKOi cKJajae rpadiyHa MOBa ONUCAHHS MPOIIECiB, MpU3HaUeHa il hopmManizalii 1
onucy 613HeC-TPOLIECIB.

OCHOBHUMU KOMIIOHEHTaMU JaHUX, K1 IPEJCTaBIICH] Ha JJaHIi Jlarpami €:

— BximHi: BBIIHI AaHI, IO BH3HAYAIOTh II€BHI 3ajadl Ha cTamil 1HIIamdi3aii
TIPOJIYKTY.

- Buxinni: gaHi, 1110 BUBOJSATH pe3yJabTaT, OTPUMAHUN B XO/I1 peaizailii.

- VYrpaBiiHHSA: MEXaHI3MH YIIPaBiIiHHS (TOJI0KEHHS, IHCTPYKIIi TOIIIO).

— MexaHi3MHU: yce 10 BUKOPUCTOBYETHCS JJISI TOTO, 100 BUKOHATH HEOOXIIHY
poboty (mporpamHe, anapaTHe 3a0e3MeueHHs, KOMaH1a MPOEKTY) .

KonrtekcTHa miarpama — 11e Jaiarpama HalWBHILOTO PiBHS, IO 3arajibHO MPECTaBIISE
CUCTEMY, 1 TIOB’sI3Y€ 11 IHIIMMU eJIeMeHTaMu 1HTepdeicy 3a JOMOMOTr0 CTPLIOK.

B pesynbraTi mnpoBeneHHS aHamizy Oyyno cpOpMOBaHO TEpeNiK JaHUX IS
KOHTEKCTHOI J1arpaMu:

- BXingHi: TexHIYHE 3aBJaHHS HA PO3POOKY MPOEKTY, BUMOTH KOPUCTyBaya.

- Buxinni: po3pobiieHnit 101aTOK Ta HAOIp MPOEKTHOIT JTOKYMEHTAIlli, K 3BIT 13
BUKOHAHO1 pOOOTH.

- VYnupasninas: Habip doTorpadiit mpeameTiB MeOIiB, METOAOJOTI CTBOPEHHS
Unity nomatkiB, MeTooioris ctBopenns mpoekrtis Autodesk ReCap.

- MexaHi3Mu: KOMaHAa TMPOEKTYy, Ta BCE HEOOXiTHE TEXHIYHE Ta arapaTHe
3a0e3neyeHHs .

KoHTekcTHY miarpamy mporiecy po3poOKH J0JaTKy JIOMOBHEHOI pealbHOCTI IS

oOnamTyBaHHS 1HTEp €piB MEOJIIMHU HaBEJEHO HA puc. 2.2.
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Furniture photos

Unity ReCap
Documentation Documentation

h 4

™ 30 furniture models

>
Specification Development of an AR app for interior design

Augmented reality application »
for interior design

G'_j >
Project Documentation

Projectteam  Hardware  Software (Unity3D,
Autodesk ReCap Photo)

Pucynok 2.2 — KonTekcTHa giarpama

Jlasti mpoBOIUTHCS TPOIIEC JCKOMITO3HUIIIT, SKUI HAJa€ MOKIIUBICTH O3HAWOMHUTHCH 13
MOCJIIIOBHICTIO BHKOHAHHS poOiT mpoekty. Ilin uwac aexommoswuilii Oyno BuauieHO 3
OCHOBHHX €TalH, SKi CKJIaaloTh Jiarpamy Jpyroro piBHsi, a came:

- Po3pob6ka TpuBUMIpHUX MOAENeH MeOTiB

- Po3pobxka iHTepdeticy nomarky

- Po3poOka 0CHOBHOTO MOAYITIO IOAATKY

ITix gac onucy mepmioro eramy 0yino copMOBaHO HACTYITHHUM MEPEITIK JaHUX:

- BxingHi: TexHIYHE 3aBJaHHS HA PO3POOKY MPOEKTY, BAMOTH KOPUCTYyBaya.

- Buxinai: TpuBUMipHI MoieIi MeOJTiB.

- VYnpasminas: HaOip doTorpadiit mpeameTiB MeOIiB, METOAOJIOTIS CTBOPEHHS
npoektiB Autodesk ReCap.

- MexaHi3MH: KOMaHJa TPOCKTYy, TexHiuHe 3abesmeucHHs, Autodesk ReCap

Photo.
Jami tak camo 0yno cpopMOBaHO MEPETiK TaHUX APYTOTO eTamy:

— BxinHi: TexHIYHE 3aBAaHHS Ha pO3pOOKY MIPOEKTY, BAMOT'H KOPUCTYyBaya.
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- Buxigui: po3po06ienuii Ta peanizoBaHuil iHTeppenc J01aTKYy.

— VYnpaBiiHHsA: METO10J10Tist cTBOpeHHs Unity nomaTkis.

- MexaHi3MH: KOMaH/1a IPOEKTY, TexHiuHe 3a0e3meuyenns, Unity3D.

Tperiii eran € 3aBeplIaJbHUM 1 NPEACTABISE€ MPOLEC PO3POOKH BHYTPILIIHBOTO
MoOayJto Aonatky. [lpu ¢opmyBaHHI TpeThOro eramy Oyja0 BUALIICHO HACTYIMHUU MEPEeITiK
JTaHUX:

- BXigHi: TexHIYHE 3aBJJaHHS HA PO3POOKY MPOEKTY, BAMOTY KOPUCTYyBaya.

- Buxigui: po3poOneHuii 1041aToK Ta HaOlp MPOEKTHOI JOKYMEHTAIlli, sIK 3BIT 13
BUKOHAHO1 POOOTH.

- VYrpaBimiHHS: METOAOJIOTis cTBopeHHs Unity noaartkis.

- MexaHi3MH: KOMaH/1a IPOEKTY, TexHiuHe 3a0e3neyenns, Unity3D.

Jiarpamy apyroro piBHsI HaBeJI€HO Ha puc. 2.3.

Furniture photos ReCap )
Documentation Unity
Documentation
3D furniture 3D furniture models = 3D furniture models
models development
1 ) v
Iy A A
o Ul
|- =L Application Ul development
2 o )
j‘ 7'y 'y h 4 ~ AR app for interior design
Specification |- ———>
J | AR Application core module
" development
F—>
3
I - Project Documentation
|-

. ) Software (Unity3D)
Software (Autodesk  pargare Project team
ReCap Photo) ' !

Pucynok 2.3 — Jlekommosuiis giarpamu A-0

Hapeneni koHTEKCTHa JiarpaMa Ta Jiarpama JASKOMITO3HIli MPeJICTaBICHI 3 TOYKH
30py pO3pOOKH IOAATKY, 3 TOUYKH 30py (DYHKIIIOHYBAaHHS JaHi JiarpamMu MPEICTaBICHO B

Honatky b Ha puc. b.11 —b.12.



24

Takox TpOBOAMIOCH IUIAHYBAaHHS POOIT MPOEKTY, MiJ Yac SIKOro OyJio MpOBEACHE
dopmyBanHs iepapxiunoi ctpykTypu pobiT (WBS) Ta opraHizamiitHoi CTpyKTypH MPOEKTY
(OBS), o BU3HA4al0Th pOOOTY KOXKHOTO 3 YYaCHUKIB IPOCKTY HA KOXKHOMY €Talli iepapxii
mwia”y poOit. Po3po0mtoBaBcst KaleHJapHUH MIIaH MPOEKTY y BUTIAAL Alarpamu ["aHTa Ta
PDM wmepesxi. Busnavanucs puszuku ta (opMyBaBcs IUIaH yrpaBiaiHHA pu3ukamu. [loBHui

OMKC IJIAaHYBaHHS POOIT MPOEKTy HaBeneHo y Jonarky b.
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3 PEAJII3ALIA

Jlns peanmizanii METH TPOAYKTY MPOEKTY HEOOXITHO MpoBecTu peanizaimito 3D
Mojenelt MebiiB, peaizaniio iHTepdeiicy Ta OCHOBHOIO MOAYJIO JO0JATKy JOIMOBHEHOI

peanbHOCT. CTBOpIOBaHUI JOAATOK OTpuMaB Ha3By InteriAR.

3.1 Peanizaunis 3D mozaeJieii nogaTky

CrtBopennst Habopy 3D Mopeneir mMeOiiB BiIOYBA€ThCS 13 BUKOPUCTAHHSIM PYIIis
¢dororpammetpii  Autodesk ReCap. [ns oTpumaHHs TPUBUMIPHOTO (POTO-CKaHy
CTBOPIOETHCSI HEOOXiTHA KIITBKICTh (hoTorpadiii 06’ exTa.

Jlns mpaBUIBHOTO BIATBOpPeHHsS Mozeni, doTtorpadii HEOOXiTHO CTBOPIOBATH,
NepeCcyBalOUYNCh HABKOJIO 00’€KTa MO KOMY, MPU IIbOMY HE 3MIHIOIOYM HOTO MO3HUIII0 Ta
yHHUKaouu 3aTiHeHHa. Hailikpaie, gororpadysatu 3 iHTepBajgoM 5° HaBKOJO IMpeaMeETa,
TaKOXK 3rOpH Ta 3HU3Y 3 TaKUM caMuM iHTepBasioM. dororpadii moBunni matu 40 — 70%
NEPEKPUTTS.

B pesynbrari mpoBeneHHs (GOTO3MOMKM TMpeaMera, OTpUMaHO Tranepero (oro,

HaIMpUKIaJ, IK MoKa3aHo Ha puc. 3.1
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20200512_131302 20200512_131307 1313 02005 31337 )20 344 200512_131349
k"‘

20200512_131414 20200512_131420 20200512_131424 2 O 3143 20200512_

2

20200512_131452 20200512_131509 20200512_131512 20200512_131517 20200512_131527 20200512_131533 2020051213

Pucynok 3.1 — I'anepes ¢ororpadiit

Hactymuum kpokom € o0poOka oTpumanux ¢ororpadiii cepsepom Autodesk. Jlims
I[bOI'0 HEOOXITHO CTBOPUTH HOBHUI MPpoeKT y Aoaatky Autodesk ReCap, Ta nogatu yci ¢poto

1o npoekty (Puc. 3.2).

76 photos selected

Pucynok 3.2 — CtBopenns npoekty Autodesk ReCap
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Jlani BinOyBaeThCs Mpoliec 3aBaHTaKEHHs MPoeKTy Ha ceprep (Puc. 3.3).

My Cloud Drive Q ~ Date ~ Descending

Browse 360.autodesk.com Uploading LittleRoundT ...

Pucynok 3.3 — 3aBaHTa)KE€HHS IPOCKTY

[Ticns mporo, mpoBoaAUTHCS 00poOKa dotorpadiii Ha croponi Autodesk, ska moxke
3alfHATH 3HAYHUHN BiIPI30K 4Yacy, OCKUTBKH MPOEKT MOXE JOBrO 3HAXOIUTHCS B 4ep3i, a

TaKOX MOTPIOEH AesKUi yac Ha 0OpOOKyY, B 3aJIEKHOCTI BiJl CKJIIAJIHOCTI Ta 00’ €My MPOEKTY

(Puc. 3.4 — 3.5).

My Cloud Drive Q ~ Date v Descending

Browse 360.autodesk.com Waiting in queue...

Pucynok 3.4 — OuikyBaHHS IPOEKTY B Uep3i

My Cloud Drive g ~ Date v Descending

Browse 360.autodesk.com LittteRoundTable

Pucynok 3.5 — IIpomec 0O0poOKHu TPOEKTy
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[Ticnsa Toro sik mporiec OOpPOOKH 3aBEPIIYETHCS, MU OTPUMYEMO TPHUAHTYJIHOBAHY

Mojenb (Puc. 3.6).

Pucynok 3.6 — Pesynbrat nporecy o0pooku ororpadiit

Jlani 3agava monsrae B peAaryBaHHi MoJielli, HEOOXiJHO MpuOpaTH 3aiBi €JIEMEHTH,
3IMIIUBIIY JIUIIE O0a)KaHU 00’ €KT Ta BCTAHOBUBIIIM pealibH1 po3MipH 00’ ekTy. Pe3ynbTaT

penaryBaHHs MOJIEINI MOKa3aHo Ha puc. 3.7.

Pucynok 3.7 — Pe3ynbrar pegaryBanHs MOJei
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Otpumaru daitn moaeni y ¢opmari, cymichomy i3 Unity, MoxkHa 3a J0MOMOTrOFO

¢bynkuii exkcnopty y dhopmart .fbx (Puc. 3.8).

Export model x

Exportas: - FBX |
Coordinate system: [] ¥Up

Target face count: 123,730 (1kto 123k)

Decimation percentage: 0%

Textures: |v Rebake ]

Size: |+ 4096x4096 |

Generate map:

Difuse color ] Displacement

Mormal

= &

Pucynok 3.8 — ExkcriopT moneni

3.2 Peagizauis inTepdeiicy nporpaMHoOro a101aTKky

Ha mouatky poOoTu Ham au3aifHOM [0AaTKy OyJio MpoaHalTi30BaHO TEHACHIIIT
MOTOYHOTO POKY Ta TPEHIH B Cy4aCHOMY CBITI nu3aitHy. Tomy Oyino oOpaHO CHHIH, KOTip
2020 poky 3a Bepciero Pantone, oCHOBHMM KOJHOPOM MOAATKy. TakoK, CIUPAarOYHCh Ha
TICUXOJIOTII0 CHOPUUHATTS, CHUHIA KOJIp HAJa€ BIMYYTTS HAMIMHOCTI Ta BIEBHEHOCTI B
MPOAYKTi, KPIM TOTO AaCOIIIOETHCS 31 CIIOKOEM, 3aTHUIIKOM, KOMGMOPTOM, IO i1eaIbHO
MAXOAUTH JIJISl POSKTYBaHHS 1HTEP €piB. Y CTBOPEHHI JIOTOTHUITY, KU MPEJICTABICHO HA
puc. 3.9, Takox 3aAiTHO OOTaHIYHHUI TPOMIYHUIA TPEH/, KU OJHOYACHO HANNAE BITUYTTS

3aJO0BOJICHHA Ta 3aCIIOKOCHHS.
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InteriAR

Pucynok 3.9 — Jlorotun nonatky

Ha erami po3pobku iHTepdeiicy Oyn0 BupIlIEHO, 1[0 OCHOBHOIO OyJe CTOpiHKa 13

peKuMOM JonoBHEHOT peaibHocTi (Puc. 3.10).

InteriAR

Pucynok 3.10 — I'oytoBHA CTOpiHKA JOJATKY

IaTepdeiic romoBHOT CTOPIHKM AOJATKY MICTUTh BEPXHIO TTAaHENb, HA SKIM po3MileHa
Ha3Ba NOAATKy. HWXKHS mMaHenb CTOPIHKH CKJIAA€ThCSA 13 KHOMKU TEPEXOAy 0 MEHIO

BUOOpY MeOJIiB 371iBa, KHOIIKH, SIKa JJO3BOJISIE PO3KPUBATH Ta MPUXOBYBATH CITUCOK OOpaHUX
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Me06iB cripaBa. CIMCOK CKIIaJal0Th KHOIKH, 10 JO3BOJISIIOTH KOPUCTYBayy 00paTu NeBHUN
npeaMeT MeOJIiB, AJis1 BCTAHOBJIEHHS B PEXUMI JOMOBHEHOI PEAIbHOCTI.

[lenTpanpHa KHOMIKA HUKHBOI MaHEIN1 JJIsi OTPUMAHHS CKPIHIIOTY €KpaHy Ta HOro
nomupeHHs. Takoxk, roJOBHA CTOpPIHKA JOMOBHEHA CIJIMBAIOYMMH MOBIAOMIICHHSMH, SIKI
B1100pakaroTh MIIKA3KH JIJI1 KOPUCTYBaya.

Cropinka mMeHI0 BHOOpY MeOIiB, sIKy mpenacraBieHo Ha puc. 3.11, cknamaerbcs 3
Ipylu BUMAJAOYUX CHHUCKIB. JlaHe MeHro BigoOpaxkae rpymy KaTeropidi meOmiB Ta

npeaMeTH MeOJIiB KOXKHOT KaTeropii y BUMAJal0uoMy CITHUCKY.

< Furniture menu

Furniture menu >

Euttan
Liuttan
Buttan

Butlan

Furniture menu »
Furniture menu >
Furniture menu >

Furniture menu >

Pucynok 3.11 — Ctopinka MEHIO T10JaTKy

Peanizarist po3po0ieHoro intepdeiicy BigOyBanacs 3a 1omnomMororw pemakropa Unity
13 BUKOPUCTAHHSIM €JIEMEHTIB JJI1 CTBOpPEHHS iHTepdeiicy. OCHOBHUMHU €JeMEHTaMHU, IO
BUKOPHCTOBYBAIHCH ITiJ] 4ac po3podOku € Canvas, Button, Toggle, ListView, ScrollView,
Image, Text.

bynp-sxmii iHTEpdEiic cydacHOTO MOAATKy TMOBHMHEH OYTH aJanTUBHHUM IiJ Pi3HI

dopmaTH ekpaHiB MOOLTBHHX MPUCTPOiB. B UNity e nocsraerbes 3aBasski KOMITOHYBaHHIO
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€JIEMEHTIB IHTEpPPEHCy TaKUM YMHOM, 100 MicUs iX pO3TallyBaHHS Oyiau 3B’s3aHl 3
BIJIMOBIJHUMHU KyTaMH a00 CTOpOHAMU Ha €KpaHi, a00 * BCTAHOBUTU MaclUITAOyBaHHS JJIs
KOHTPOJIIO BIAMOBIJHOCTI PO3MIPIB €JIEMEHTIB po3MipaM ekpaHy. i mnepeBipku
aJIalTHBHOCTI MOYKHA 3MIHIOBATH PO3IIUPEHHsS ekpaHy Ha maHeni Game penakropa Unity

(Puc. 3.12).

H Scene € Game £ Asset Store
1920x1080 Portrait (1080x % | Scale (e

« Low Resolution Aspect Ratios

Free Aspect

800x480 Portrait (480x800)
800x480 Landscape (800x480)
1280x720 Portrait (720x1280)
1280x720 Landscape (1280x720)

+ 19Z20x1080 Portrait (1080x1920)
1920x1080 Landscape (1920x1080)
2160x1080 Portrait (1080x2160)
2160x1080 Landscape (2160x1080)
2560x1440 Portrait (1440x2560)
2560x1440 Landscape (2560x1440)
2960x1440 Portrait (1440x2960)
2960x1440 Landscape (2960x1440)

Pucynok 3.12 — IlepeBipka aganTuBHOCTI iHTEpDEiicy

Jlns  HamamTyBaHHS —B3aeMOAIli  €lIeMEHTIB  1HTep(decy BHUKOPHCTOBYIOTHCS
cremianbHi ckpunta Unity. CKpUIITHHT TOBOPUTD HAIIUM 00'€KTaM, SIK ce0e BECTH; iIrpOBHiA
IIPOIIEC CTBOPIOIOTH CKPHUIITH 1 KOMIIOHEHTH, MPUKPITUICH] 10 00’ €KTIB CIICHH, a TaKOXK iX
B3a€EMO/IS OAUH 3 OJHUM.

Jlnst HanmaHHA enemeHTaM iHTepdeicy HeoOXimHOl peakilii Ha MeBHI TOMii, 10
MOTPIOHUX €IEMEHTIB J10J]aBajucsi 0OpOOHUKH, SIKI pearytoTh Ha BIAMOBIIHI TO/11, TaKl 5K,
Hanpukiaa, HatuckaHHsa KHomku. OO0poOHuk moxii ONClick() omniel i3 KHONOK, SKHIMA

BU3HAYCHO B PEIAKTOPI, MIPEACTaBICHO Ha puc. 3.13.
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on Click ()

[ Runtime Only #] [ GameObject. SetActive #]
| MainCanvas 2| o

| Runtime Only i || GameObject.SetActive i
| /MenuCanvas e O

+ -

Pucynok 3.13 — O6po6nuk kHonku «Hazam» MeHto BuOOpy meOIiB

3.3 [Iporpamua peasni3zanis

[MakeT Vuforia SDK e HabopoM IHCTPYMEHTIB pO3pOOKH POTPAMHOTO 3a0€3MCUCHHS
JIOTIOBHEHO1 PEajbHOCTI Ta PO3IMIMPEHOI PEalbHOCTI IS PI3HUX amapaTHUX 3aco0iB 1
JI03BOJISIE peaTi3yBaTH MOKIMBOCTI JOTIOBHEHOT PEAIbHOCTI B JIOJIaTKY, CTBOPIOBAHOMY 3
Unity.

Jlns peanizariii B3aemoii 3D mMoneneii 3 oToueHHsIM, 0yJI0 BUKOPUCTAHO BOY/IOBaH1
B MAKET KOMIIOHCHTH Ta 00 €KTH, SIKI JOJAIOThCS 10 ClieHH B peaakTopi Unity. B mporeci
3HaHOMCTBa 3 MOXIIMBOCTAMH, ski Hamae Vuforia, Oyao BupimeHo peai3yBaTH
pOo3MilleHHS 00’ €KTIB 13 peakKilito Ha MMOBEPXHIO, a HE Ha TapreT(300paKeHHsI, MITKY).

Vuforia Ground Plane mo3Bossie po3mimnyBatu Hu(pPOBI JaHi HAa TOPU30HTAIBHUX
MMOBEPXHAX B ICHYIOUOMY OTOUYCHHI, TaKWX SK IMimIora 4 cTutbHHUI. [limrpumyeTbes
BUSIBIICHHS Ta BIJICTEKEHHS TOPU3OHTAIBHUX IMOBEPXOHBb, TAKOXK J03BOJISIE PO3MIITYBTH
00’€KTH B MOBITPI.

Po3po0xka BinOyBanacs mounHatouu 3 nogaBanns 00’ekra ARCamera (Puc. 3.14). Lle
OCOONIMBHI THN KaMepH, SKUH MIATPUMYE AOJATKA JOMOBHEHOT PEATbHOCTI SK s

MOPTATUBHHUX MPHUCTPOIB, TaK 1 IS TUGPOBUX OKYIISIPIB.
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o ARCamera || static =
Tag | Untagged 4+ | Layer | Default ™
¥ .~ Transform 3 4,
Position X0 ¥ |1 Z|-2.5
Rotation X0 ¥ |0 Z|0
Scale X1 ¥ |1 Z|1
v ¥ camera @ = =
Clear Flags [ solid Calor &l
Background I ¢
Culling Mask [ Everything &l
Projection [ Perspective &l
FOV Axis [ Vertical ]
Field of View Cr 60
Physical Camera O
Clipping Planes MNear 0.05
Far 2000
Viewport Rect X |0 ¥ |0
Wil H 1
Depth 1
Rendering Path | Use Graphics Settings &l
Target Texture MNone (Render Texture) @
Ocelusion Culling ™4
HDR [off :
MSAA [ off m
Allow Dynamic Resolution O
©) [ Audio Listener [ =
Ys [+ Vuforia Behaviour (Script) @ =
[ Upgrade to Vuforia Engine 9.1.7 via Package Manaaer ]
World Center Mode [ DEVICE m
I Open Vuforia Engine configuration ]

Pucynok 3.14 — O6’ ekt ARCamera

Hactymuum no cuenu momaetsesi 00’exkt Plane Finder (Puc. 3.15), sikuii BUKOHYE

HACTYITHI i

BixcminkoBye BXimHI JaHi BiJ KOpHUCTyBada (HAmpuKIIal, JHOTHK Ha €KpaHi
IPUCTPOIO) 3a AOIMOMOror koMmmoneHta Anchor Input Listener Behaviour.
Bukonye nomryk BiIoOBiHOT TUIOMIMHM 711 PO3MIIIEHHS BMICTY B PEaIbHOMY
CBITI 3a onomororo kommoneHTa Plane Finder Behaviour.

Posmimye 06’ekT y peaqbHOMY CBITI 3a JOTOMOrorw KommoHeHTa Content

Positioning Behaviour.
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[« PlaneFinder [ | static =

Tag | Untagged ¢ | Layer | Default il

¥ .~ Transform @ ' %,
Position X0 Y0 Z|0
Rotation ®0 Y |0 Z0
Scale X1 Tl Z[1

T@ ¥ Anchor Input Listener Behaviour (Script) [ = %,

Advanced
0n Input Received Event (Vectorz)

[ Runtime Cnly #] [ PlaneFinderBehaviour.PerfarmHitTest #]
|ElPlaneFinder (Plan: o]

T@Plane Finder Behaviour (Script) @ 3
Mode | AUTOMATIC o
Plane Indicator I CustomPlanelndicator o]

b Advanced

vF]  content Positioning Behaviour (Script) [ = %,
Anchor Stage [ lAnchor_Plane (AnchorBehaviour) [}
Duplicate Stage -

b Advanced

Pucynok 3.15 — O6’ext Plane Finder

Jlns  po3MillieHHST KOHTEHTy HeoOXimHuM € OatbkiBehbkuit  GameObject i3
xomroneHnTom Anchor Behaviour, BcepeaunHy SKOro BKJIaTA€TbCs 00’€KT MOJCHI IS
BigoOpakenus. O0’€KT i3 JaHKMM KOMITOHEHTOM HeoOXiaHo mepenaBatu a0 Plane Finder sk
napametp Anchor Stage kommonenTta Content Positioning Behaviour.

OcKUTbKM J0JIaTOK HE mepeadadae 3a3galieriap HaIAlITOBAaHUX JUIS BiIOOpaKeHHS
MojIesIeH, € HeOOX1THICTh JI0JaBaTH iX i Yac poOOTH J0AaTKy, TOMY BUHHKJIA IMOTpeda y
CTBOPCHHI TaKOT0 eJIeMeHTy, sk Prefab.

Cuctema Prefab y Unity nosBonsie ctBOproBaTH, KOH(}IrypyBatu Ta 30epiratu
GameObject y xomIutekTi 3 yciMa HOro KOMITOHEHTaMH, 3HAUYCHHSMHU BJIACTUBOCTEH Ta
nouipaimu GameObjects, sk O6araTopasoBuii Asset. Bin i€ sk ma0JioH, 3 SKOr0 MOXKHA
CTBOPIOBATH HOB1 €K3EMIUISIPU JAHUX Y CIICHI.

CtBopenuii Prefab i3 komnonenTom Anchor Behaviour naseneno Ha puc. 3.16.



¥ AnchorPlacement [ static «
Tag | Untagged 4| Layer | Default $ |
Prefab | Open | Selact || owerrides v
¥ .~ Transform @ S %
Position X0 Yo |20 |
Rotation X0 'Y -360 |20 |
Scale x| I [1 [z [1 |
Yg":l"ighnchnr Behaviour (Script) [Fj=r i = 8
[ Upgrade to Vuforia Engine 9.1.7 via Package Manager ]
Stage Type [ Plane ¢
¥ = |¥ Default Trackable Event Handler (Script) G 5 =
Script DefaultTrackableEventHandler @
Consider target as visible if its status is;
[Tl'acked, Extended Tracked ar Limited #]
Event(s) when target is found:
On Target Found ()
List is Empty
+ —
Event(s) when target is lost:
On Target Lost ()
List is Empty
+ -—

Pucynok 3.16 — Anchor Placement Prefab
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Kpim neoOximaux 00’ extiB Vuforia Engine, crBoproBaiucs 101aTKOBI CKPHUIITH IS

yIPaBIiHHS PO3TAIlyBaHHIM Ta IOJOKEHHAIM Mojaem B mpoctopi (Puc. 3.17), 3MiHOIO

no3wuii Ta mopopory mojaem (Puc. 3.18). JicTHHT CTBOPIOBAaHHUX CKPHIITIB HABEJACHO Yy

Honarky B.

&/ PFlaneManager | ] Static

Tag [ Untagged + | Layer | Default al
» L Transform @ 3
¥ | ¥ Plane Manager (Script) i = &
Script FlaneManager o]
Plane Finder [FPlaneFinder (PlaneFinderBehaviour) o

Placement Augmentation

Flacement Augmentation [None (Game Object)

o]

Pucynok 3.17 — O6’ext Plane Manager
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¥ |ProductPlacement [ Static =

Tag | Untagged [ ] Layer | Default aal

> _L Transform @ 5 =
¥ | ¥Product Placement (Script) TR
Script ProductPlacement @

Augmentation Objects
Furniture Model Mone (Game Object) Q

Control Indicators
Translation Indicator | TranslationIndicator Q
Rotation Indicator | RotationIndicator (o]

Augmentation Size
Product Size

¥ | ¥ Touch Handler (Script) ﬁ_ﬂ_ L
Script TouchHandler (o}
Augmentation Object Mone (Transform) Q
Enable Pinch Scaling LJ

Pucynok 3.18 — O6’ext Product Placement

VYrpaBniHHS 4acTHHOIO i1HTEep(eiicy, 1Mo MOB’sA3aHUN 13 PO3MIIIEHHSIM MOJCIECH B
PEXKUMI TOMMOBHEHOT PEaIbHOCT1 TAKOK OPraHI30BaHO 3a JOIMIOMOT'OK CKPHUIITA, T0JJaHUN 110
00’eKTa CIICHM KOMIIOHEHT mpejcraBieHo Ha puc. 3.19. Bin BiamoBigae 3a HaaaHHS
THCTPYKIIM KOPUCTYyBauyy y BUIJISIAI CIUIMBAIOYUX TMOBITOMJIEHD, BiJOOpaK€HHS MITKU Ha
MOBEPXHi Ta CTBOPEHHSI €K3eMILISIPIB KHOTIOK JIJIsi KOJKHOT 00OpaHoi MoieJi i1 4ac poOoTH

JO/IaTKY.

v = ¥ Ground Plane UI (Script) [T - 8
Script GroundPlaneUI (o]
UI Elements
Title | Title (Text) e
Instructions Instructions (Text) (o]
Screen Reticle HHOnScreenReticle (Canvas Group) e
Toggle Placement Prefab | v TogglePlacement (Toggle) )

Pucynoxk 3.19 — Komnonent Ground Plane Ul

Ex3eMImisip KHOIIKH TakoX IMOTpeOyBaB cTBopeHHs y Burisiai Prefab (Puc. 3.20).
Kpim HeoOximaux kommoHeHtiB Unity, madmon mictute ckpunt Pointer Handler, sxuii

JI03BOJISIE IOOAYHUTH HA3BY MOJIET, a TAKOXK BUIAIUTH €JIEMEHT 31 CITUCKY.
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On Value Changed (Boolean)

Pucynok 3.20 — Toggle Placement Prefab

[Tpu hopmyBaHHI MeHIO BUOOPY MeOIIiB 3aisHO KomMroHeHT ListView, sikuit jogaHo
no enemenry iHtepdeiicy ScrollView (Puc. 3.21). Bin oTpumye CHHCOK Kateropiii ta
CIIUCOK YCIX €JIEeMEHTIB MEOJIIB 1 CTBOPIOE €K3EMIUIIPU KHOIOK 3 BiAMOBIIHUX MHpedadiB
(Puc 3.22 — 3.23). Ilporiec 3aBaHTaXeHHs HEOOXiTHOT MOJIEl BUKOHYETHCS KOMITOHEHTOM

RuntimeLoader.

Pucynok 3.21 — Enement intepdeiicy ScrollView



Vertical Fit

[ CategoryContainer [ Static =
Tag | Untagged 4] Layer |ur |
» .  Rect Transform @ = =
v [ Vertical Layout Group (Script) @3 =
¥ Padding
Left |0 |
Right o ‘
Top o 1
Bottomn 0 |
Spacing |0 |
Child Alignment [ Upper Left ™
Control Child Size o Width [_|Height
Use Child Scale |_|Width |_|Height
Child Force Expand o Width [o Height
» L) #Layout Element (Script) @ = =
v {_h ¥ Content Size Fitter (Script) @ =
Horizontal Fit [ Unconstrained ™
+]

[ Preferred Size

Pucynoxk 3.22 — Category Container Prefab

@2 [TtemEutton

[ Static =

Tag | Untagged

4| Layer | UL

.
E}

»3@ Rect Transform

@ = =

» @  canvas Renderer

@ =

v %, W Image (Script)
Source Image
Color
Material
Raycast Target

FER?

‘None (Sprite)

| @

I

|None (Material)

W

p—

¥ (ox [¥Button (Script)

Interactable

Transition
Target Graphic
Normal Color
Highlighted Color
Pressed Color
Selected Color
Disabled Color
Color Multiplier
Fade Duration

MNavigation

4

[

| color Tint

| "aItemButton (Image)

l
|
l
|
l

NSRS S S o)

O

10.1

[ Automatic

.

I Visualize

Pucynoxk 3.23 — Item Button Prefab

B skocTi mimatdopmu aiis po3MimieHHS Mojeneld mebiiB Oyino obpano Firebase
Google Cloud Storage. ITim gac momnryky XMapHOTO pillieHHs, JaHa IuratopMa 3aaiacs
JIETKOIO0 JUIS 3acTocyBaHHs. lleli BHCHOBOK HE BWISIBUBCS ITOMHJIKOBHM, 3a JEKiTbKa
HECKJIQJIHUX KPOKIB, OyJI0 OTPUMAHO XMapHE CXOBHIIE JJISI MOOUTHPHOTO JOJATKY Ta MaKeT
13 Firebase SDK mnst Unity. I[TotpioHO Oyio 3apeectpyBatu noaarok B Firebase (Puc. 3.24),

nonatu ¢ain koHdiryparii no npoekty (Puc.3.25) ta momatu Firebase SDK mo makeriB

TOJATKY.
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Register as Android app
Hassarwe naketa Android @

com.company.appname

MNceBgoHMM NpUNOXKEHWA (HeoGR3aTENBHO) @'

InteriAR

Pucynoxk 3.24 — JlonaBauus Firebase mo Unity nogarky

e CkayanTe painn KoHduUrypauum

¥ ckavams google-services.json

OTKPOWTE OKHO C BaLLMM NPoeKToM B Unity # nepeMecTuTe ckayaHHbin (aitn KoHpurypauum
Firebase B nanky "Assets”.

Mpumeyanne. Dain koHbUrypaumm Firebase MOXHO NOMECTUTD B NKOGOE MECTO BHYTPM NaNKy
"Assets”.

@ Project

| Create -/

¥ Favorites
All Materials
All Models

. \ All Prefabs

Pucynok 3.25 — JlonaBanus Firebase no Unity nomatky
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Jlani, 3aBaHTakeHI y cxoBuile, 30epiratothcss B Asset Bundles. AssetBundle e

apxiBHHM (aiy, SKU MICTUTh crienmu(idi s TIATPOPMHU aCETH, M0 HE MICTITH KOy
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(manpukItan, Mojaeni, TekcTypH, prefabs, aymaio kiinu, 1 HaBiTh LTI ciieHn), siki Unity Moxe
3aBaHTA)KYBATH 1]l YaC BUKOHAHHS.

Take po3minieHHs Mojesield 103BOJsE KOMaH/l MPOEKTY 3MIHIOBaTH Ta J0JaBaTu
OaxkaHi 00’ €KTH HE BTPY4arOYHCh B KOJ JT0JATKY.

Burisa ctopinku xmMapHoro cxouiia Firebase i3 3aBanTaxeHUMU 10 HHOT'O JaHUMH

npejcTaBieHo Ha puc. 3.26.

‘ Firebase InteriAR v MepeitT k gokymenTaumn ML o

A O6uwas undopmaums o b Storage 0

Files Rules Usage
Develop —

aa Authentication

Database o) teriar-4 t > AssetBundles

Storage

Hosting
- Functions O 3 tumiture.

ML Kit
O B AssetBundies
O B AssetBundies.manifest

O B AssetBundies manifest meta

Analytics

O B AssetBundies.meta

e

& Extensions 0O B fumiture.meta

Pucynoxk 3.26 — Firebase Storage

IIporiecu, siki moTpeOyIOTh OUIKYBaHHS OyJI0 BUPIIIEHO Bi3yalli3yBaTH 3a JOITIOMOT'OIO
nporpec-6apy. [loBemiHKy maHOTO €JIEMEHTa ONKMCAHO 3a JIOTIOMOTOI0 KOMIIOHEHTa

ProgressBar (Puc. 3.27).

¥ ProgressBarCanvas [ Static =

Tag | Untagged 4 | Layer |ur ™

»_ . Rect Transform (TE-K- 3
PD@Canuas (K-8
» || ¥ canvas Scaler (Script) Q=%
> [ﬁ] ¥ Graphic Raycaster (Script) ﬁ o - 8
b @ canvas Renderer G =%
» ®, ¥ Image (Script) (7K -8
v = ¥ Progress Bar (Script) (TR
Script ProgressBar 5]

Pucynok 3.27 — O6’ext Progress Bar
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3.4 BUKOpMCTAHHS NPOrPAMHOIO0 10AAaTKY

BukopuctanHus mporpaMHOro JoAaTKy Iependadae B3a€EMOJIII0 KOpHUCTyBada 13
JI0JIATKOM Yepe3 MPOCTUH, IHTYITUBHO 3p03yMuIuil iHTepdeiic. 3aCTOCOBYIOUU JOIATOK JIJIs
IUIAaHYBAHHS 1HTEP €pY, BIH JOMOMOXKE KOPUCTyBayaM YHHMKATH MOKYNKHA MeEOJiB, K1 B
PE3yNbTaTi MOXYTh BUSBUTHUCS HEIOCTATHBO MIAXOASIIMMHU JIJI CTBOPEHOTO 1HTEP €PY.

Ha puc. 3.28 — 3.39 npeacrasieHo npukiaj B3aEMO/11 KOPUCTyBaya 13 1I0JaTKOM.

Made with

& unity

InteriAR

Pucynok 3.28 — Splash screen
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[Ticns expaHy 3acTaBKH, MEPII 32 BCE KOPUCTYBay 0AUUTh FOJIOBHE BIKHO I0AATKY. 3a
HasBHOIO MIJKA3KOI, sIKa BKa3y€ HAa KHOINKY MEHIO, KOPHUCTYBad Ma€ BIAKPUTH MEHIO

BUOOpY MeOIIB.

InteriAR
Chairs >
e BR BIR it
Lightings >
Puffs >
Sofas >
Tables >

Devaiopment i

Pucynox 3.29 — I'onosHe BikKHO Pucynok 3.30 — Menro BuGopy MeO1iB
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[Ipu HaTtuckaHH1 HA OyAb-IKUU €JIEMEHT CIHUCKY MEHIO, MOJEb MpeaMeTy MeOJIiB
Oyne 3aBaHTakeHo. [l yac 1bOro mporecy KOpUCTyBauy BiloOpakaeThCsi mporpec-oap.
[Ticns 3aBepIIeHHS TaHOTO MPOLIeCY KOPUCTYBay MOKe OOUpATH Jiaji. 3aBepIIUBIIN BUOID,
KOPHUCTYBau MOBEPTAETHCS 10 TOJIOBHOT'O MEHIO.

JI71s1 BCTAaHOBJICHHS TIPeAMETY MeOJIiB B 1HTEP €p1, 3T1IHO 13 MiJKa3KaMu, HEOOX1THO
PO3MICTUTH IPUCTPiH, HAMIPABIISAIOYN KaMePy JO CKaHOBAHOT MOBEPXHI.

Posminyerscst Mozienb, IKy Ha TOWM MOMEHT OOpaHo 31 CIHCKY, 10 PO3rOpTAETHCS 3

paBoro OOKY roJIOBHOTO BIKHA.

InteriAR

Pucynok 3.31 — Iporpec-6ap Pucynok 3.32 — CxkaHyBaHHS IOBEpXHi
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Po3micTuBmM npeameT mMeOIiB Ha MOBEPXHI, KOPUCTYBAad MAa€ MOXJIMBICTH 3MIHH

MO3HUIIIT Ta TOBOPOTY.

InteriAR InteriAR

’ ‘ ] -
« Touch and drag to move ) b To h and'drag to move

« Two fingers to rotate | ~»+ Two fingers to rotate

» Double-tap to reset Anchor location g\ + Double-tap to reset Anchor loca

Deveinpment B

Pucynok 3.33 — 3mina mo3wuitii Moaei Pucynoxk 3.34 — 3MiHa moBOpoTy MOZEN]
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VY Bumajaky, SKIIO KOPUCTyBay XO0Y€ BUAAIUTH 00 €KT 31 CIEHH, HOMY HEOOXI1THO
3aTUCHYTH KHOIIKY 31 CIIUCKY. 3’ SIBJIS€THCS Ha3Ba Ta KHOMKA BUAJICHHS.

[Ipy HaTHCKaHHI Ha LEHTPaJbHY KHONIKY, KOPUCTYBad OTPUMY€E CKPIHIIOT
pe3ysbTaTy pO3MILIEHHS MEOJIB Ta OTPUMYE MOXIIMBICTH MHOJIUIUTUCS PE3YIbTATOM,
BIJIIPaBUBILIN Yepe3 COLMEPEXi, BUKOPUCTOBYIOUM BOYJOBAaHUN IHCTYpPMEHT OOMIHY

darimamu Android, skuii BUKJTUKAETHCS HAIIAM JTOIaTKOM.

InteriAR

®©@ © O

Send to Smart View Link Sharing
device

® @ @ @

Telegram X Direct Feed Stories

f @ f O

News Feed Set as profile Your story Teams
picture

Apps list

00

A360 Add to Add to Maps Android
Evernote Beam

Bluetooth Classroom Community Contacts >
Me

o \
»+Touch and drag to move

« Two fingers torotate

« Double-tap to reset Anchor location &

N \3 / ‘
\' s q o -
( ’.{‘ f N " ! b ) p

Pucynox 3.35 — Buzanenus obpaHoro Pucynoxk 3.36 — Android Share Tool

€JIEMEHTY 31 CITUCKY
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Ilns nemoHcTpaiiii, Ha (OTO TOKAa3aHO peallbHUM 00’€KT MeOJiB, SKUUA OyIo
00po0beHo 3a gomomMororo gororpammerpii, mopyd i3 3D MozemTto, IKy OyJI0 OTpUMAaHO B

pe3ynbTaTi podoTn Autodesk Recap.

InteriAR

vufori

Pucynoxk 3.38 — Peanbuuii 00’ exT nopyd i3 3D mozgento



Takox, MOokHa TOOAYUTH TaHYy MOJIEb B IHTEP €pl.

InteriAR

« Touch and drag to move
« Two fingers to rotate
« Double-tap to reset Anchor location

Pucynok 3.39 — 3D Monens B iHTEp €pi

48
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BUCHOBKH

[Tin yac poOOTH HAJ AUTIIOMHUM MPOEKTOM OYJIO PO3MJISTHYTO MPEIMETHY 001acTh
MPEACTABIEHOTO MPOEKTY, JOCIIIHPKEHO AaKTyaJbHICTh MNpOOJEeMH, MPOBEACHO aHAJI3
icHyrouux aHajoris. Hacammnepen Oyiio mpoBeIeHO aHalli3 MpeIMETHOT 001aCcTl, BU3HAYEHO
il XapaKTEepPUCTHUKH, ICHYIOU1 MPOOJIEMHU, aJITOPUTMHU Ta IHILE.

Byno mpoBeneHo momnryk Ta aHalli3 BK€ ICHYIOUMX aHAJOTIYHUX PIllleHb MOAIOHUX
npo6siem. Kpim toro, 6yso aetanbHO JOCHIKEHO MUTAHHS aKTyaJlbHOCTI IPOOIEMH.

Takox O0yno copMoBaHO TEXHIUYHE 3aBJAHHS Ha PO3POOKY MPOIYKTY MPOEKTY, B
SIKOMY 3a3Ha4€HIi yCi BU3HAYCHI BUMOTH IO IO/IATKY.

KpiM Toro, wactuny po3auty Oyino HPHUCBSAYEHO BCTAHOBJICHHIO METH Ta 3ajad
IPOEKTY, a TAKOXK BUOOPY 3ac00iB pO3pOOKH MPOIYKTY MPOCKTY, 10 OyAyTh BUKOPHCTAHI
JUTSL TOCSITHEHHST METH MTPOEKTY Ta IJIAHYBaHHIO POOIT.

Y napyromy posaini Oyno TpOBEICHO MOJEIOBaHHS iH(OpMAIliHOT CHUCTeMH
J0JIaTKy IOMOBHEHO1 peaibHOCTI I 00JIalITyBaHHS 1HTEp €piB MEOISIMU, TIPE/ICTABIICHE Y
suriraal Use case ta IDEF.

Tperiii po3nia MPUCBAYEHO JETAIBHOMY ONUCY TMpolecy po3podbku Habopy 3D
Mozenei Me6iB, po3poOku iHTEpdelcy Ta MporpaMHoOi peaizallii Jo01aTKy.

PesynbpraTom poOOTH € TIpoBEAeHUN aHa3 IpeaMETHO1 00iacTi, cpopMoBaHa MeTa
Ta BUMOTU MPOEKTY, a TAaKOX IPOBEJCHE MOJIEIIOBAHHS MPOrPAMHOTO MPOIYKTY Ta
BUKOHAHO IUIaHyBaHHS poOiT. B pe3ynbrari po3poOku, 3rigHO i3 MOJEIIOBAHHAM OYJI0
OTPUMaHO MOOLTHLHUHN JOJIATOK JOTIOBHEHOI PEATbHOCTI.

Mera ganoi po6oTu, mossranga y po3poOIill IT0AaTKy JOMOBHEHOI PEealbHOCTI IS
obnamTyBaHHs 1HTEp €piB MeOmsiMu. OCHOBHUMH 3a7a4aMu ISl TOCATHEHHS JTaHOI METH
K1 OyJI0 MOCTaBJICHO HA MOYATKy BUKOHAHHS PO3POOKH MPOAYKTY IPOCKTY OyIIn:

— JETATBHUN aHaJi3 MPEAMETHOI 00JIacTi Ta aHAJOTIYHUX MPOIYKTIB;

— BUOIp TEXHOJIOT1# pO3pOOKH MPOIYKTY;

— po3poOka HaboOpy Mojieseil MeOJTiB;

— pO3po0Ka BHYTPIIIHLOTO MOAYJIIO J0IATKY;
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— po3poOka iHTepdeiicy 10aaTKy;

- MIPOBENICHHS TECTYBAaHHS MPOIYKTY.

3acobamu Autodesk Recap Oymo peanizoBano 3D mozeni q1o1aTKy, a 3a JOIMOMOTOIO
Unity ta Vuforia Oymo po3po6iieHo inTepdeiic Ta GyHKI[IOHAT 101aTKy. B X011 BUKOHAHHS
poOoTH OyJIO MOBHICTIO BUKOHAHO 33]1a4l MPOEKTY.

Po3pob6rienuit nporpaMHuil MpOAYKT BIAINOBiIa€ BCTAHOBICHUM (PYHKIIIOHATILHUM
BUMOI'aM, a came, peaii3oBaHO (YHKIIOHAN BHOOpPY MeOdiB 31 CNHCKY OTpUMaHUX 13
dotorpadiit 3D moaene, po3MillleHHs X y PEKUMI JOIMOBHEHO1 peaJbHOCTI, 3MiHa MO3UIII{
Ta TOBOPOTY Mozeli. Kpim Toro, oTpumMaHuii IpOAYKT A03BOJISIE KOPUCTYBady 30epiratu
pe3ynabTaT y BUTIISAI CKPIHIIOTY Ta IUTHTHCS OTPUMAaHUM PE3yIbTaTOM.

Takox B MOMaibIINX MJIAHAX € BIOCKOHAICHHS MPOAYKTY MPOEKTY, IO MOXe OyTH
0(OpMJICHO B HOBY HayKOBY pOOOTY.

Po6ota 6yna mpeacraBnena Ha koHpepenilii IMA-2020, ne 3aitHs1a niepiie micle.

Cropinky 31 30ipHHKa Te3 HaBeaeHo y Jlomatky I
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CIIMCOK BUKOPUCTAHUX J7KEPEJI

JlonoBHEeHa peanbHICTh, 800 AR-TexHosor11. K 1e npaioe? [EnekTpoHHUI
pecype] — Pexxum noctymy no pecypey: http://thefuture.news/page1837780.html.
JlonoBHeHa peanbHIcTh (AR) [EnekTponHuit pecypc| — Pexxum noctymy 1o
pecypcey: https://www.it.ua/knowledge-base/technology-
innovation/dopolnennaja-realnost-ar.

7 npunoxkeHuit 1yt cmaptdoHa, Kotopsie B ... - Novate.RU [EnekTponnuit
pecype] — Pesxxum mgoctymy o pecypcey: https://novate.ru/blogs/230618/46785/.
IKEA Place [EnexkTponnuii pecypc] — Pexum noctymy 10 pecypcey:
https://play.google.com/store/apps/details?id=com.inter_ikea.place&hl=uk.
AR-nipunoxxenue IKEA Place nns mog6opa mebenu [Enexrponnuit pecype] —
Pexxum moctyny o pecypey: https://itc.ua/news/ar-prilozhenie-ikea-place-dlya-
podbora-mebeli-vyishlo-na-android/.

Housecraft [Enextponnuii pecypc] — Pesxxum goctymy 1o pecypcey:
https://www.housecraftapp.com/.

Myty [EnexkTponnuii pecypc] — Pexxum noctymy 10 pecypey:
https://myty.app/en/app.

Best AR SDK for development for iOS and Android [Enexkrponnuii pecype] —
Pexxum moctyny mo pecypey: https://thinkmobiles.com/blog/best-ar-sdk-review/.
Vuforia Engine Library [Enextponnuii pecypc| — Pexxum noctymy g0 pecypcey:

https://library.vuforia.com/getting-started/overview.html.

10 ReCap | Reality Capture Software | 3D Scanning ... - Autodesk [Enextponuuii

pecypc| — Pexxum noctyny a0 pecypey:
https://www.autodesk.com/products/recap/overview.

11 Unity Scripting Reference (2019.2) [Enextponnuii pecypc]| — Pexxum moctymny 1no

pecypcy: https://docs.unity3d.com/2019.2/Documentation/ScriptReference/

index.html.
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12 Scripting in Unity for experienced programmers [ EnekTpoHHuii pecypc| —
Pexum moctyny no pecypey: https://unity.com/how-to/programming-unity.

13 Unity Game Development Languages ... - MakeUseOf [ Enekrponnuii pecypc] —
Pesxxum noctyny n0 pecypey: https://www.makeuseof.com/tag/unity-game-
development-languages/.

14 TIpoektupoBanue nHMGOPMAMOHHBIX cucTeM [EnexTponnuii pecypc]| — Pexum
noctymy a0 pecypey: https://sites.google.com/site/anisimovkhv/learning/pris.

15 How to take the right photos to be used for ReCap Photo [Enextponnuii pecypc]
— Pexxum noctymy o pecypey: https://knowledge.autodesk.com/support/recap/
learn-explore/caas/sfdcarticles/sfdcarticles/How-to-take-the-right-photos-to-be-
used-for-ReCap-360.html.

16 Firebase Documentation [Enexkrponnuii pecypc] — Pexum goctymy 10 pecypcey:
https://firebase.google.com/docs?authuser=0.

17 Creating an AssetBundle [EnexkTponnuii pecypc] — Pexxum noctymny 10 pecypcey:
https://learn.unity.com/tutorial/introduction-to-asset-
bundles?signup=true#5ce589b4edbc2al06aa7b47d.

18 IMA-2020 /. — Cymu, 2020. — (Cymchkuii aep:xaBuuii yHiepeuteT). — C. 1109,

19 MonenupoBanue Ha UML. [Enextponnuii pecypc] — Pexum goctymy 10
pecypcey: http://.uml3.ru/.

20 A Guide to the Project Management Body of Knowledge (PMBOK® Guide)—
Sixth Edition , 2017. — 760 c.
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JOJATOK A
TEXHIYHE 3ABJIAHHS
Ha po3podOKy «/logaToK 10MOBHEHOI PeaJIbHOCTI 1 00JIAIUTYBAHHSA

iHTep’epiB MeOIIMMI»

1 Ilpu3HayeHHd il MeTa CTBOPEHHS NMPOTrPAMHOI0 MPOAYKTY

1.1 IHpusnauenns po3pooxu
Jlonatok mpu3HAYeHUN ISl TEMOHCTpallili CTBOPEHUX Ha OCHOBI psiAy 3HIMKIB 3D

Mojesie MeOJTiB B iHTEp €pi 3a IOMOMOTOI0 TEXHOJIOT11 IOMIOBHEHOT peaIbHOCTI.

1.2 Mema cmeopennsn 0ooamxky —
MOJISITa€ y pO3poOIll JOIATKY JIOMTOBHEHOT pealibHOCTI JJIs 00JIaIITyBaHHS 1HTEP €pIB

MEOJIAMU.

1.3 Hinvosa ayoumopisn

VY 1iIb0BiM ayIUTOPii TPOrpaMHOTO MPOAYKTY MOKHA BUIUIATH HACTYITHI TPYIIH:
1. KnienTu, kopucTyBadi 0JIaTKy, K1 3aIlIKaBJIeH1 Y BUOOpP1 MeOITiB.
2. MeOieBi mara3unu, siKi 3allikaBjieH1 y 30UTbIICHH] TPOJIaXiB.

3. IHmri 3a1tikaBjieH1 KOpUCTYBAYi.

2 BuMoru 10 mporpaMHoro npoaykKry

Po3poOmtoBanuii mporpamMHUil TPOIYKT MOBHHEH OYTH peai3oBaHUN y BUTIISAII
android-monatky, (ani — IpOAYKT, TOJATOK), KITIEHTChKa YacTUHA sikoro € Unity-ciieHa, 3
HA0OpOM eJNEeMEHTIB KepyBaHHS (KHOMKHM Ta 1HIII) Ta 3abe3nedye BHUKOHAHHS

(GYHKITIOHATHPHIUX MOKJIMBOCTEH, BU3HAYCHUX Y IMYHKTI 2.3.

2.1 Bumozu 00 mexnonozii po3pooxu
[TpoayKT po3pOOISIEThCS ITEPATUBHO 3 ypaxyBaHHSAM MPHUHIUIIB Ta TEXHOJOTIH

yHI()1KOBAHOTO MpoLiecy po3poOJeHHs MporpamMHoro 3ade3nedyeHHs. [Iporpama moBuHHA
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OyTtu peanizoBana MoBoro C # 3 BUkopucTanHaM TexHosorii Microsoft.Net. Takox moBUHHI1
OyTu BUKOpHUCTaH1 TexHosorii ¢otorpammerpii Autodesk ReCap — nns cTBOpeHHs
TPUBUMIPHUX MoOJeleid MeOJIB Ta TEXHOJIOrl TONOBHEHOI peanbHOcTl Vuforia - mis

B1JI0OpaK€HHsI MOJICIIEH.

2.2 Bumozu 00 npozpamnozo 3a6e3neuenns

JIns KOpeKTHOiI poOOTH MOAATKY JOMOBHEHOT peajbHOCTI HEOOXIiMHI HACTYIHI
MIHIMaJIbHI XapaKTEePUCTUKU CUCTEMHU:

. Platform Support: Android 4.2 and above;

. CPU Architectures: Android: armv7a, arm64-v8a;

° HpauesnaTHa OCHOBHA KaMepa,

2.3 Bumozu 0o ¢pynkuionanvnux xapakmepucmuk

JlonaTok moBUHEH 3a0e3MeuyBaTH BUKOHAHHS HACTYMHUX () YHKITIT:
* HAsIBHICTh CTBOPEHUX 13 KoJieKIii Goto 3D Moneneit MmeOiB;

* TIeperJisl CUCKy Mojienield MeOiB;

* TeperJisal MOJIeINi B IOAATKY;

* Tepexij 10 peKuMy JTOMOBHEHOT peaTbHOCTI;

* pelaryBaHHsI TIO3HIIi1 MOJIETII;

* TOJaBaHHS JEKUILKOX MOJEIIEH 10 CIIEHHU,

3 Cxkaan i 3MicT poOiT 3i CTBOpPEHHS 10AaTKY

OcHOBHI eTanu Po3pPOOKH MOBHUHHI CKJIaAaTUCS 3 HACTYITHUX ITYHKTIB:

* OdopmIiIeHHS 3aBIaHHS JI TUTUIOMHOT POOOTH;

* [InanyBanus podotu. Po3pobnenns T3 ,mo0ynoBa mepexeBoro rpadiky Ta
niarpamu ["anTa;

* Po3poOka Habopy Mojeseii MeOIiB;

* Po3po0Oka BHYTPIIHBOTO MOAYJITIO JTOJIATKY;

* Po3po6xka inTepdeiicy noaaTky;

* [IpoBecTu TeCTyBaHHS MPOTPAMHOTO MPOIYKTY

* Po3po0neHHs IHCTPYKIIi KOPUCTYBAya;
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* OdopmIiIeHHS MOSICHIOBAJILHOT 3aITUCKU;
* 3/1aua MOSICHIOBAJILHOT 3aIIUCKU;

* [Ipe3enTariist pob6OTH Ta ii 3aXUCT.

4 Bumoru 10 cKJaay i 3MicTy pooOiT i3 BBeIeHHA 10AATKY B €KCILIYyaTALil0

B nponeci po3poOku mporpaMHOro MpoAYKTY HEOOXIIHO MEpPEBIPUTU TOTOBHICTH
MNPOAYKTY 10 Iepenayl B eKCIUlyaTallilo, a TakoX 3a0e3MeunTd HOro NpHIaTHICTh Ta
BIAMOBIAHICTE 13.

JlonaTtok nepenaeTbesi B €KCIUTyaTalliio MUISIXOM CTBOpPEHHsI *.apk (aitny Ta HagaHHs
HOT0 3aMOBHUKY 13 MOXJIMBICTIO po3MilieHHs Ha matdopmi GooglePlay, y pasi axmio y

3aMOBHUKA HasiBHUY CIJIAYCHUN aKKayHT Ha JIaHii miatgopmi.

5 IlopsiiOK KOHTPOJII0 TA MPUUMAHHSA

KoHTponb KopekTHOCTI (DYHKIIIOHYBaHHS Ta MPHUAATHOCTI JOJATKY 3A1MCHIOETHCA
3aMOBHUKOM Ha OCHOBI HaJaHOi TOSCHIOBAJIbHOI 3alHCKH 10 JWIJIOMHOI poOOTH Ta
nmporpaMHux (aiis.

KoHTponb X0/ly BUKOHAHHS TTPOEKTY 3A1MCHIOETHCA HAa OCHOBI KaJIEHIAPHOTO MJIaHy
BUKOHAHHS JTUTIJIOMHOT pOOOTH:

* [IepeBipka 3aBJaHHs JUIUIOMHOI POOOTH.

* [Tepesipka T3, mepexxeBoro rpadika ta giarpamu [ anTa.

* [IepeBipka CTpyKTypH JOIATKY.

* [IepeBipka HassBHOCT1 HEOOXITHOTO (DYHKITIOHATY.

* [IepeBipka KOPEKTHOCTI TECTYBaHHS.

* [IepeBipka IHCTPYKIIii KOpHUCTyBaya.

e 3nada [13.

* [Ipe3enTaris.
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TIOJIATOK B

ILnanyBanHs poOiT

Mera npoekTy: po3poOUTH AOJATOK JIONOBHEHOI PEabHOCTI ISl OO0JIaliTyBaHHS
1HTEp €piB MEOJISIMHU, 32 JOMOMOIOK SIKOTO KOPUCTYBad 3MOKE JIETKO o0patu OakaHi
MPEeIMETH IHTEP €pPY 13 HAJIAHOTO MEPEeNiKy, NePerIsiHyTH X Ha eKpaHi Ta pO3TallyBaTh B
OyIb-AKi YaCTHHI CBOTO 1HTEP €pPY 3a JOMOMOTOI TEXHOJOTiM JOMOBHEHOI peaibHOCTI.
Hapnani kopucTyBauaM Moeni MaroTh BijoOpaxaTH peajbHl 00’ €KTH.

PesynbpraTu aeranizaiii metu npoekty MmerogoM SMART npencrasneni y Tabu. 1.

Tabnuus 1 — [Jeranizamnis Mmetu npoekty metogoMm SMART

o Po3pobuTtu 1oaaTOK JOMOBHEHOT peaIbHOCTI IS OOJIAIITYBaHHS
S - Specific

1HTEp €piB MEOIIMU

OCKUTbKY TaHUM MPOEKT € HEKOMEPIIIITHIUM Ta HE Ma€ OLIHIOBAYIB.
M - Measurable | [nctpymeHnTamu st BUMipy B JAHOMY BHIIAJIKY € €KCIIEPTHA

rpyIia OI[iHFOBaHHS HOTO POOOTH.

Merta 1aHOTO MPOCKTY MOKE BBAKATUCS JTOCSIKHOIO OCKITBKU
A - Achievable | Bona Oyna peTenbHO BUBUYE€HA, 0OrOBOPEHA Ta Y3roKeHa

KOMaHJI0I0 TIPOEKTY.

VYce HeoOxiaHe AJis peanizallli MpoeKTy arnapaTHe Ta IporpaMHe
3a0€3IeUeHHsI TIOCTYITHE Ta KOPEKTHO mpairtoe (Tuiatdopma s
poO3po0OKH B peanbHOMY Yaci - Unity Engine, cepemosuiie

R - Relevant po3podkwu - Visual Studio Ta Autodesk ReCap — xmapHwuii cepsic
JUTSI CTBOPEHHS MOjiesield MeOJIiB 3a cepisiMu (hOTO peanbHUX
00’ekTiB). KoMaH1a mpoekTy 1OCTaTHRO KBaTi(hiKOBaHA Ta

o0i3HaHa B HEOOXITHUX ISl BUKOHAHHS MTPOEKTY IHCTPYMEHTAX.

JIJist TaHOTO TIPOEKTY BCTAHOBJICHI YaCOB1 OOMEXKEHHS, SKi

_ BU3HAUYCHI KEPIBHUKOM MPOEKTY Ta OMHCAHI B KaJCHIAPHOMY
T - Time-framed _ .
iadi. [IpoexT Oyae BUKOHAHO BUACHO, IO MiATBEPIKYETHCS

KaJICHAapHHUM ILIaHOM IIPOCKTY.
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IlnanyBanus 3Micty cTpykrypu pooirt IT-npoekty (WBS)

WBS cnyXuTh THCTPYMEHTOM JJiS IJIAHYBaHHS 3MICTY CTPYKTypu poOiT mpoekty. lle
rpadiuHe mNpejCTaBiICHHS NPOEKTY Y BHIVISAl 1€PAPXIYHOI CTPYKTypH poOIT, sKa
(GOopMy€eThCS LUISIXOM PO30UTTS MPOEKTY HAa KOHKPETHI pe3yJbTaTH, IO MOBUHHI OyTH
JOCSTHYT1 Ha TEBHUX pIBHAX s BukoHaHHs Metu. WBS e, 6e3yMoBHO, HaWOLIbII
e(heKTUBHUM CTIOCOOOM Ui Bi3yallizallii BChOI'O IMPOEKTY, a TAaKOXK HAJAa€ MOXJIUBICTh
c(hoKyCcyBaTH yBary y4aCHUKIB MMPOEKTY HA OYIKYBAaHOMY pe3yJIbTaTi.

OCKUTbKM ONMUCAaHUM pe3ysbTaT € OaKaHUM JIOCSITHEHHSIM IMPOEKTY, CIUIaHYyBaBIIU
3MICT CTPYKTYPH POOIT, OTPUMAEMO JJOCTATHBO CTaOUTbHUI HAOIp KaTeropii, y3rokeHux
13 KOMaH/I010, Ha K1 BOHAa MOKe onupaTtucs B MailOyTHpomMy. ChopmoBana giarpama WBS

npejacTanieHa Ha puc. b.1.

I[InanyBaHHsl CTPYKTYPH Oprasi3zaiii, 1151 BIPOBaJIKeHHS TOTOBOI0 MPOEKTY
(OBS)

ITicns 3akinueHHss moOymoBu WBS BHKOHYETBCS po3poOKa opraHizaiiiHol
CTpykTypu BuKOHaBIIB mnpoektry OBS (Organization structure). OBS sBuse co6oro
rpadigyHe TpeACTaBICHHS MPOEKTY y BHUIUISAL OCi0, IO 3adisHI B peaji3aiii MpOoeKTy,

BIJITOB1IAJIbHKUX 3a TIEBHI MaKETH POOIT.

[IpaBunibHO copmoBaHa oOpraHizaiiiiHa CTPYKTypa BHU3HA4dae pPoOOOTYy KOXKHOTO
y4acHHMKa MPOEKTY 1 Te, SIK BiH BIMCYETHCS B 3arajibHy cuctemy. lIpocTime kaxydw,
oprasizaiiiifHa CTPyKTypa BHU3HA4a€, XTO IO POOUTH, ISl JOCATHEHHS IUICH TPOEKTY.

Kinnesa opranizaiiifHa CTpyKTypa BUKOHABI[IB IPOCKTY MpejcTaBieHa Ha puc. b.2.



1 Augmented reality application for interior design

v

1.1 Project definition

1.1.1 Familiarization and

"lanalysis of the subject area

¥

1.1.2 Research of
analogues

1.1.3 Definition of the
project idea

.

— 1.2 Planning

1.2.1 Documentation

v

1.3 Implementation

v

1.4 Complefion

1.4.1 Project
Documentafion

1.4.2 Commissioning

1.4.3 Archiving the
project

—» familiarization 1.3.1 Development
N 1.2.1.1 Autodesk ReCap . 1.3.1.1 Project structure
documentation familiarization development
|y 1.3.1.2 Project structure
| 1.2.1.2 Unity docurmentation Linity realization
- familiarization
|yl 1.3.1.3 Furlnllure Tndels
1.2.2 Requiremenis Evelopmen
— 3 -
definition - -
[y 1.3.1.4 AR functionality
development
—» 1221 WES development
1.3.2 Tesfing
—» 1222 0BS5S development
—» 1.3.2.1 Dev Tesfing
—» 1.2.2.3 Time management
—» 1.3.2.2 Q4 Testing
—» 1.2.2 4 Risk management
» 1.2.2 5 Budget
management

Pucynok b.1 — lepapxiuna cTpykTypa poOiT NpOEKTY
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1 Augmented reality application for interior design

v

1.1 Kuznetsov,
Cnoshko

—

1.1.1 Kuznetsov, Onoshko

1.1.2 Kuznetsov,
Cnoshko

1.1.3 Kuznetsov,
Cnoshko

v

1.2 Kuznetsov,
Jnoshko

1.2.1 Kuznetsov,
Cnoshko

v

1.3 Onoshko

1.3.1 Onoshko

» 1.2.1.1 Kuznetsov, Onoshko

: 1.2.1.2 Onoshko

— 1.2.2 Onoshko

1.2.2.1 Onoshko

1.2.2.2 Onoshko

1.2.2.3 Onoshko

1.2.2.4 Onoshko

1.2.2.5 Onoshko

v

1.4 Kuznetsov,
Jnoshko

1.4.1 Kuznetsov,
Jnoshko

— 1.3.1.1 Onoshko

1.4.2 Onoshko

— 1.3.1.2 Onoshko

1.4.3 Onoshko

— 1.3.1.3 Onoshko

— 1.3.1.4 Onoshko

1.3.2 Testing

—»  1.3.2.1 Cnoshko

—»  1.3.2.2 Onoshko

Pucynok b.2 — OpranizaniifHa CTpyKTypa MPOEKTY
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IToOynoBa maTpuui BiANOBIiAAJIbHOCTI (BUKOHABLIB MaKeTIiB Po0iT)

Ha ocHoB1 nBOX mompenHbo po3podsieHux cTpyktyp mpoekty (WBS ta OBS)
CTBOPIOETHCSI KOMYHIKAUIMHUA TOKYMEHT, SIKUW (hopmali3ye BiANOBIIAJIBHICT poJieh
a00 KOHKPETHUX JIIOJICH 3a BUKOHAHHS 3aBJaHb Ta OTPUMAHHS KIHIICBUX pPE3yJIbTATIB
MPOEKTY — MapHIlsd BIAMOBIIAIBHOCTI, a00 Responsibility Assignment Matrix (RAM).
[cHye nekinbka Mojienel MaTpUIlb BiAMOBIIAIbHOCTI, K1 BpaXOBYIOTh TUI BTPYYaHHS B
npoekT. Po3pobiena MaTpuils BiANOBIAAIBHOCTI MIpecTaBieHa Ha puc b.3.

Mopens RACI poGuth mpoekT OuIbll OpraHi3oBaHMM, BOHA 1H(OpPMYE IMpo
HABaHTAXKECHHS KOMaH]IH, OCKUIBKHU TIOKA3ye, Ky POJIb MOKIAEHO Ha KOKHOTO YYaCHUKA
POEKTY.

e Responsible: Toit XTo BUKOHYE 3aBIaHHs, € BiIMOBITaJIbHUM 33 POOOTH JIJIst
JOCSITHEHHS TIOCTaBJICHOTO 3aB/IaHHS.

e Accountable: Toit XTO BiANIOBIA€ 3a MPaBUIbHE BUKOHAHHS Ha KIHIIEBOMY €Talll
MIOCTaBJIEHOT'O 3aBJaHHs, 3aTBEP/KY€E BUKOHAHHSA Ti€1 Y 1HIIOT pOOOTH.
BinnoBigansHUl 3a pe3ysIbTaTH Ta SKICTb.

e Consulted: Toii 3 KUM BCTaHOBJIEHA KOMYHIKAIlisl IPOTSATOM MPOEKTY, oMY
MOBIIOMJISIFOTH MPO PIllIEHHS Ta 00TOBOPIOIOTH 3aBIAHHS.

e Informed: Toit Koro HeoOXigHO iHGOPMYBATH PO MPOLIEC BUKOHAHHS 3aBAaHb, 3

HUM BCTaHOBJICHA OJTHOCTOPOHHS KOMYHIiKaIIis.



ID

......

WBS Element Description

Familiarization and analysis of the subject area
Research of analogues

Definition of the project idea

Autodesk ReCap documentation familiarization
Uity documentation familiarization

WES creation

OBS creation

Time management

Risk management

Budget management

Project structure development

Project structure Unity realization

Furniture models development

AR functionality development

Dev Testing

QA Testing

Project Documentation

Commissioning

Archiving the project

Pucynok b.3 — Matpuiis BignosinaasHocTi mpoekty (RAM)
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Po3pooxka PDM-mepe:xi (po3ropHyTHii BUrJIsia MepexeBux giarpam I'anra)
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Jlns KoXHOTO TakeTy poOir, BuU3HA4YeHOro B cTpykTypi WBS, cTBOproroThCsS

MepeXKeB1 MOJIeN1, B IKMX BCTAHOBIIIOIOTH 3B’ SI3KM MDK yciMa poOoTaMu mpoekTty. Taki

MEpeXKeB1 MOJIEIII I03BOJISIIOTh OTPUMATH BH3HAUEHY TPUBAJIICTh BUKOHAHHS TMPOCKTY, a

TaKOX OKpeMHUX makeTiB poOiT. Ha manuii MOMEHT YacTime BUKOPUCTOBYIOThCS PDM

(Product Data Management)-mepexxi abo Mepexi THIY «BEpIIMHA-POOOTa», SKi

CKJIQJAIOTHCS 3 IBOX THUITIB €IEMEHTIB: POOIT, SIKI pO3TAIlIOBaH1 y By3JiaX, Ta CTPUIOK, SIK1

MPEACTABIIOTh COO0OI0 TIEPEXOJAU Ta € JIOTIYHMMH B3a€MO3B’SI3KaMH MK PoOOTaMu

npoekty. B manomy Bumanky juist po3pooku PDM-mepesxi Oyno BukopuctaHo maketr MS

Project, pesynbrat HaBeaeHo Ha puc. b.4-b.6.



Augmented reality application for il

Haksano: My 18.1 Wa.: 1

Owond.: My 22.05. Oa.: 179,67 gHew
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+ + +

Initialization Planning
Ha4sano: NMu18.1 Wa.: 2 Ha4ano: Nr29.1: Wa.: &
OwonH.: 47 28.11. On.: 12 gHedt OwonH.: M 30.12 Aa.: 29 gHed

Realization
Ha4ano: Cp01.0 Wa.: 16
Owons.: Cp 20005 An.: 133 gred

Jaeepw.: 0% 3aeepuw.: 056 Jaeepw.: 0% Jaeepuw.: 0%
+
Ending
Hasano: Yr02.0! Mg.: 25
Owona.: M1 22.05. An.: 135,67 gHen
Jaeepw.: 0%
Asgmested resiity application for intesior Initisization Familiarization ana anstysis of the subject ares Resssnch of anstogues [Defiition of the project ises
e m 183038 e e T 181138 e 2 Feere mitlis  he 3 heer rILiL  he ® brers DL rar 3
Owoesa: W 220820 Bn: 475,67 arei Do STZBALAS  Oa 42 e Owoera: Mir 221135 B 5 Omgera 0 274145 B 8 g Omoena: ST 284109 Ln: 2 e
smepw: 0% Smsepw: 0% e Fasys Penpe
= + +
Pismning Dotumentation fsmilisrization Requirements sefinition
Fcare: IS ALIS WA 8 Reare TS ALI8 WA 7 o/ s w121z v 1
Osoer:THI0AZAS Qns23 gt Osoera:Coi14248 Qn:i167 et P ommeommzszis gt
Sasepw. 0% 3asepw 0% Sasepu: 0%
E + *
Resigetion Development Testing
g/ Eran COOLOLIO Moo 16 Hesano: Co0L0120 Ha: 17 g/ HEon DM 110330 Ma: 22
(Owoesa “Cp 300330 [In- 133 peet Oscesd M= 110370 0n- 124 g Owoa (D 00330 [1n°S meemi
Zaseom - 0% amepu - 0% Zasepm 0%
Ending. Archiving the project
Freans: 020120 vz 2 Feanw wozoAzD  war 3 o Fremeumm @ p| memrmen wo=
Omtera: M7 IZOB20 Gn: 13867 geei? O 2200530 0133 e P oo ziomm nslpems ‘Cmowe: Mr 220520 02 gem?
Smepu 0% Fecs PesiRs PesiRs

Pucynok b.5 — PDM-meperka y 3ropHyTOMY 0 OCHOBHUX MOMEHTIB BUTJISII1

I 2 5 a5 ]
5 7 s s |

10 [11 P12 P13 P14 P15 ]
26 o 27

22 [23 P»[2a

Pucynok b.6 — PDM-Mepexa y mOBHOMY BUTJISIII



63

IIo0ynoBa niarpamu I'anra

Hiarpama ["anTa 103BOJIsSIE OTPUMATH peabHE YSIBICHHS PO TPUBATICTh IPOEKTY
3 ypaxyBaHHSIM BUXIJHUX Ta CBTKOBHMX JHIB, @ TAKOX 3 YpaxyBaHHSIM OOMEXEHOCTI
pecypciB. Bona siBiisie c00010 rOpU30HTaIbHI BIPI3KH, PO3TAIIOBAHI MK JBOMA OCSAMU:
CIUCKOM poOiIT Ta miKanow yacy. Po3TamryBaHHs AaHOTO BiJpi3Ka MO3HAYa€ MOYATOK,
KiHellb Ta TPUBAJIICTh MEBHOI pOOOTH, TAKOXK AYXKE 3PYUYHO MOXKYTh OyTHM MOKa3aHi
3B’SI3KM MK poOOTaMH Ta BiJICOTOK BUKOHAHUX POOIT MO KOKHOMY 3aBJIaHHIO.

Cnucok poOit aiarpaMu, 110 CUpaEeThes Ha padime nodygosany WBS,
npejacTaBieHuii Ha puc. b.7. Po3po6iena 3apnsku makery MS Project giarpama I"anta

npejcTaBieHa Ha puc. b.8.

= Augmented reality application for interior design MNu18.11.19 M7 22.05.20
=~ Initialization Nu18.11.19 Y1 28.11.19
Familiarization and analysis of the subject area Mu18.11.19  Mr122.11.19
Research of analogues Mu25.11.19 Cp27.11.19
Definition of the project idea Yt 28.11.19 Mr29.11.19

= Planning NH02.12.19 M« 30.12.19
= Documentation familiarization Nu02.12.19 Cp11.12.19
Autodesk ReCap documentation familiarization MW 02.12.19  4705.12.19

Unity documentation familiarization Nr06.12.19 Cp11.12.19

= Requirements definition YUri12.12.19 Mu 20.12.19
WES creation Hr 12.12.19 nri3.12.19

OBS creation My 16.12.19 Br17.12.19

Time management Cp 18.12.19 nr20.12.19

Risk management Mn23.12.19 Cp 25.12.19
Budget management 4T 26.12.19 MH 30.12.19

= Realization Ut 02.01.20 Cp 20.05.20
= Development YTt 02.01.20 Mu 11.05.20
Project structure development Y1 02.01.20 Mnr17.01.20
Project structure Unity realization Mn 20.01.20 MH 11.05.20
Furniture models development Mu24.02.20 MH04.05.20

AR functionality development Mu06.04.20 N1 24.04.20

= Testing Br 12.05.20 Cp 20.05.20
Dev Testing Br 12.05.20 HT 14.05.20

OA Testing Y1 14.05.20 Cp 20.05.20

= Ending YT 02.01.20 Nr 22.05.20
Project Documentation H1 02.01.20 Cp 20.05.20
Commissioning YTt 21.05.20 4T 21.05.20
Archiving the project Nt 22.05.20 Mr22.05.20

Pucynok b.7 — Cniucok po0it giarpamu ['anta
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Pucynok b.8 — Jliarpama I"anTta

YnpasiiHHS pU3MKaM#u

[IpoexTHHii pu3uUK - Iie¢ WMOBIpHICHA TMOJis abo yMOBa, sfKa MOXE MAaTH
MO3UTUBHUM UM HETaTUBHUHN BIUTMB HA IPOeKT. [Ipoliecu ynpaBiniHHS pU3UKAMU IIPOCKTY
BKJIFOYAIOThH B ce0€ MpOLIeCcH TIaHyBaHHS yIIPABIiHHS pU3UKaMHU, 1IeHTUdIKaIli1, aHaATi3Y,
IJIaHYBaHHS pearyBaHHsS Ta KOHTPOJIFO PU3HMKIB HAa TIPOEKTI.

B nporieci inerTudikaiii 0yio BUALICHO PsII pU3UKIB, III0 MOXKYTh BUHUKHYTH Ha
npoekTi. Jlanmi HeoOXigHO OyJ0 MPOBECTH aHaji3 PU3MKIB Ta OIIHUTH WMOBIPHICTH
BUHUKHEHHS Ta BIUIMB Ha MPOEKT 3a mKayiow Bif 1 10 5, ne 1 — gy»e HU3bKa OIliHKa, a 5
— BIAMNOBIZHO, MAKCHUMAaJIbHA.

Ha ocHOBI mpoBeneHOro OIIHEHHS WMOBIPHOCTI Ta BIUIMBY KOXHOTO 3
BU3HAYCHUX PHU3UKIB B paMKaxX MPOEKTY CTBOproeThcs matpunsa (puc. b.10), 3a sxoro
BHU3HAYA€ThCA piBeHb pusuKy (Probability / Impact Matrix). Pesynpratun mpoBenenoi

poOOTH 3 yIpaBIiHHA PU3UKAMU TIPEICTaBlIeHo Ha puc. b.9.
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Risk ID

Risk description Probability Impact | Level of risk Mitigation

R1

R2

R3

R4

RS

RE&

R7

Preparation of a detailed
Change of defined requirements 2 4 it specification. Discuss and
approve it with customer
Creating a project
implementation plan based
on a thorough analysis of all
Inability to adhere to the calendar plar 1 3 works. Discussing the plan
with all team members and
approving of the calendar plan
with the customer
Approving with customer the
list of all work to avoid the
appearance of unplanned. Re-

Occurrence of unplanned work 2 3 M . s
planning and optimization of

time in case of unplanned
works
Reinstall the system on time,
make updates of required soft,
Software problems 4 4 uze licensed software, provide
backups on external/cloud
media
Make preventive checks,
provide project backups on
external/cloud media
Be able to quickly identify the
cause of

Hardware problems 4 4

Misunderstanding in the team 2 2 ) .
misunderstandings and

eliminate it.
Devote time to properly
Incorrect prioritization of tasks 4 3 i) prioritizing tasks. Optimize

task priorities

Pucynok b.9 — Risk Register

1

Probability
[Impact

Pucynok b.10 — Probability Impact Risk Matrix
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Augmented reality application
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>

User vision

User 2 Application

AssetBundles

Pucynok b.11 — ®yHkIiioHaIbHa KOHTEKCTHA Jlarpama

User
Documentation

Furniture model list

Furniture model list view
creation

A A

User

Documentation
Loaded selected

models

Furniture selection from
model list

2

Placed furniture
models

Model placement in AR
mode

3

— Interior design
User Vision ' |

EEE—

»| Model position changing

—

4
% Screenshoted result

User Application

2

AssetBundles

Pucynok b.12 — Jlekommno3utitis pyHKIIIOHATEHOT KOHTEKCTHOI JiarpaMu
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PlaneManager.cs

using System.Timers;
using UnityEngine;
using Vuforia;

public class PlaneManager : MonoBehaviour

{
#region PUBLIC_MEMBERS
public static bool GroundPlaneHitReceived { get; private set; }
#endregion // PUBLIC_MEMBERS

#region PRIVATE_MEMBERS
[SerializeField] PlaneFinderBehaviour planeFinder = null;

[Header("Placement Augmentation™)]
[SerializeField] GameObject placementAugmentation = null;

const string UnsupportedDeviceTitle = "Unsupported Device";

const string UnsupportedDeviceBody =
"This device has failed to start the Positional Device Tracker. " +
"Please check the list of supported devices: " +
"\n\nhttps://library.vuforia.com/articles/Solution/ground-plane-supported-devices.html";

StateManager stateManager;

SmartTerrain smartTerrain;

PositionalDeviceTracker positionalDeviceTracker;

ContentPositioningBehaviour contentPositioningBehaviour;

TouchHandler touchHandler;

ProductPlacement productPlacement;

GroundPlaneUl groundPlaneUl;

AnchorBehaviour placementAnchor;

int automaticHitTestFrameCount;

static TrackableBehaviour.Status StatusCached = TrackableBehaviour.Status.NO_POSE;
static TrackableBehaviour.Statusinfo StatusinfoCached = TrackableBehaviour.Statusinfo. UNKNOWN;

/I More Strict: Property returns true when Status is Tracked and StatusInfo is Normal.
public static bool TrackingStatuslsTrackedAndNormal

{
get
{
return
(StatusCached == TrackableBehaviour.Status. TRACKED ||
StatusCached == TrackableBehaviour.Status. EXTENDED_ TRACKED) &&
StatusInfoCached == TrackableBehaviour.StatusInfo.NORMAL;
}
}

/I Less Strict: Property returns true when Status is Tracked/Normal or Limited/Unknown.
public static bool TrackingStatuslsTrackedOrLimited

{
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get
{
return

((StatusCached == TrackableBehaviour.Status. TRACKED ||
StatusCached == TrackableBehaviour.Status. EXTENDED_TRACKED) &&
StatusinfoCached == TrackableBehaviour.Statusinfo.NORMAL) ||
(StatusCached == TrackableBehaviour.Status.LIMITED &&
StatusinfoCached == TrackableBehaviour.Statusinfo. UNKNOWN);

}

}

bool SurfacelndicatorVisibilityConditionsMet

{
/I The Surface Indicator should only be visible if the following conditions
Il are true:

/I 1. Tracking Status is Tracked or Limited (sufficient for Hit Test Anchors
// 2. Ground Plane Hit was received for this frame
/I 3. If the Plane Mode is equal to PLACEMENT and *there's no active touches
get
{
return
(TrackingStatusisTrackedOrLimited &&
GroundPlaneHitReceived &&
(Input.touchCount == 0));
}
}

Timer timer;
bool timerFinished;
#endregion // PRIVATE_MEMBERS

#region MONOBEHAVIOUR_METHODS

void Start()

{
VuforiaARController.Instance.RegisterVuforiaStartedCallback(OnVuforiaStarted);
VuforiaARController.Instance.RegisterOnPauseCallback(OnVuforiaPaused);
DeviceTrackerARController.Instance.RegisterTrackerStartedCallback(OnTrackerStarted);

DeviceTrackerARController.Instance.RegisterDevicePoseStatusChangedCallback(OnDevicePoseStatusChange
d);

this.planeFinder.HitTestMode = HitTestMode. AUTOMATIC;
this.contentPositioningBehaviour = this.planeFinder.GetComponent<ContentPositioningBehaviour>();

this.productPlacement = FindObjectOfType<ProductPlacement>();
this.touchHandler = FindObjectOfType<TouchHandler>();
this.groundPlaneUl = FindObjectOfType<GroundPlaneUl>();

/I Setup a timer to restart the DeviceTracker if tracking does not receive
/I status change from Statusinfo.RELOCALIZATION after 10 seconds.
this.timer = new Timer(10000);

this.timer.Elapsed += TimerFinished,;

this.timer. AutoReset = false;

}
void Update()

// The timer runs on a separate thread and we need to ResetTrackers on the main thread.
if (this.timerFinished)
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{

ResetTrackers();
this.timerFinished = false;

¥
¥

void LateUpdate()
{
/I The AutomaticHitTestFrameCount is assigned the Time.frameCount in the
// HandleAutomaticHitTest() callback method. When the LateUpdate() method
/I 'is then called later in the same frame, it sets GroundPlaneHitReceived
/I to true if the frame number matches. For any code that needs to check
/I the current frame value of GroundPlaneHitReceived, it should do so
/l'in a LateUpdate() method.
GroundPlaneHitReceived = (this.automaticHitTestFrameCount == Time.frameCount);

/I Surface Indicator visibility conditions rely upon GroundPlaneHitReceived,
/I so we will move this method into LateUpdate() to ensure that it is called

/[ after GroundPlaneHitReceived has been updated in Update().
SetSurfacelndicatorVisible(Surfacelndicator VisibilityConditionsMet);

¥

void OnDestroy()

{
Debug.Log("OnDestroy() called.");

VuforiaARController.Instance. UnregisterVuforiaStartedCallback(OnVuforiaStarted);
VuforiaARController.Instance. UnregisterOnPauseCallback(OnVuforiaPaused);
DeviceTrackerARController.Instance. Unregister TrackerStartedCallback(OnTrackerStarted);

DeviceTrackerARController.Instance.UnregisterDevicePoseStatusChangedCallback(OnDevicePoseStatusChan
ged);

}
#endregion // MONOBEHAVIOUR_METHODS

#region GROUNDPLANE_CALLBACKS
public void HandleAutomaticHitTest(HitTestResult result)

if (productPlacement.furnitureModel == null)

{

return;

¥

this.automaticHitTestFrameCount = Time.frameCount;
if (IproductPlacement.IsPlaced)

this.productPlacement.SetProductAnchor(null);
this.placementAugmentation.PositionAt(result.Position);

¥
¥

public void HandlelnteractiveHitTest(HitTestResult result)

if (productPlacement.furnitureModel == null)

{

return;

¥



if (result == null)

¥

Debug.LogError("Invalid hit test result!");
return;

if (IgroundPlaneUl.IsCanvasButtonPressed())

{

}

Debug.Log("HandlelnteractiveHitTest() called.”);
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/I If the PlaneFinderBehaviour's Mode is Automatic, then the Interactive HitTestResult will be centered.
this.contentPositioningBehaviour.DuplicateStage = false;

// With initial tap or a double-tap, a new anchor is created,

/1 so we first check that Status=TRACKED/EXTENDED_TRACKED and Statusinfo=NORMAL

/I before proceeding.
if (TrackingStatusIsTrackedAndNormal)

{

}

if('this.placementAnchor)

{

ResetAugmentation();
}
/' the product is yet to be placed when a tap occurs,we assign our stage content, set an
/lanchor and enable the. If a double-tap occurs, for instance when the content has already
/Ibeen placed and positioned, then a new anchor is placed and the stage is centered to it, but
/lthe content retains its offset in relation to the stage.
if (Ithis.productPlacement.IsPlaced || TouchHandler.DoubleTap)
{
this.contentPositioningBehaviour. AnchorStage = this.placementAnchor;
this.contentPositioningBehaviour.PositionContentAtPlaneAnchor(result);
UtilityHelper.EnableRendererColliderCanvas(placementAugmentation, true);

}

/I Immediately following the steps above, we again confirm that the IsPlaced flag has not
I been set and call SetProductAnchor to reset the transform and rotation of the content in
/I relation to the stage collision plane. This only happens when setting the first anchor or
/I when reseting the scene. When double-tapping to simply create a hew anchor, the content
Il retains its positional offset in relation to the stage collision plane as well as its rotation.
/I The SetProductAnchor() will set the IsPlaced flag to true if the transform argument is valid
//'and to false if it is null.
if (Ithis.productPlacement.IsPlaced)
{
this.productPlacement.SetProductAnchor(this.placementAnchor.transform);
this.touchHandler.enableRotation = true;

}

#endregion // GROUNDPLANE_CALLBACKS

#region PUBLIC_BUTTON_METHODS
public void SetMode(GameObject furnitureModel)

if (IproductPlacement.IsPlaced && productPlacement.furnitureModel = null)

{

productPlacement.SetVisible(false);

touchHandler.augmentationObject = furnitureModel.transform;



71

touchHandler.SetCachedAugmentations();

productPlacement.furnitureModel = furnitureModel,
ResetAugmentation();
productPlacement.OnModelChanged();

¥

public void UnsetModel()
{

productPlacement.furnitureModel = null;

¥

/Il <summary>
/Il This method resets the augmentations and scene elements.
/I 1t is called by the Ul Reset Button and also by OnVuforiaPaused() callback.
Il </[summary>
public void ResetScene()
{
Debug.Log("ResetScene() called.™);
if (this.productPlacement.furnitureModel != null)
{
this.productPlacement.Reset();
UtilityHelper.EnableRendererColliderCanvas(this.placementAugmentation, false);

this.productPlacement.SetProductAnchor(null);
}
this.groundPlaneUl.Reset();
this.touchHandler.enableRotation = false;

}
#endregion // PUBLIC_BUTTON_METHODS

#region PRIVATE_METHODS
private void ResetAugmentation()
{
this.placementAugmentation = this.productPlacement.furnitureModel;
this.placementAnchor = this.placementAugmentation.GetComponentinParent<AnchorBehaviour>();

}

Il <summary>

/Il This method can be used to set the Ground Plane surface indicator visibility.

/Il This sample will display it when the Status=TRACKED and StatusInfo=Normal.

Il </summary>

/Il <param name="isVisible">bool</param>

void SetSurfacelndicatorVisible(bool isVisible)

{
Renderer[] renderers = this.planeFinder.Planelndicator.GetComponentsinChildren<Renderer>(true);
Canvas[] canvas = this.planeFinder.Planelndicator. GetComponentsInChildren<Canvas>(true);

foreach (Canvas c in canvas)
c.enabled = isVisible;

foreach (Renderer r in renderers)
r.enabled = isVisible;
}

/Il <summary>
/Il This is a C# delegate method for the Timer:
/Il ElapsedEventHandler(object sender, ElapsedEventArgs €)



/Il </[summary>
void TimerFinished(System.Object source, ElapsedEventArgs €)

{

}
#endregion // PRIVATE_METHODS

¥

this.timerFinished = true;

ProductPlacement.cs

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

public class ProductPlacement : MonoBehaviour
{

#region PUBLIC_MEMBERS

public bool IsPlaced { get; private set; }

[Header("Augmentation Objects™)]
[SerializeField] public GameObject furnitureModel = null;

[Header("Control Indicators™)]
[SerializeField] public GameObject translationIndicator = null;
[SerializeField] public GameObject rotationIndicator = null;

[Header("Augmentation Size")]

[Range(0.1f, 2.0f)]

[SerializeField] public float productSize = 1.0f;
#endregion // PUBLIC_MEMBERS

#region PRIVATE_MEMBERS

/[For information about Unity render system magic numbers, please visit
https://docs.unity3d.com/Manual/SL-SubShader Tags.html

public static readonly int OpaqueRenderMode = 0;

public static readonly int TransperentRenderMode = 3;

public static readonly int TransperentQueue = 3002;

private MeshRenderer[] _renderers;
private List<Material> _materials;

private GroundPlaneUl _groundPlaneUl;
private Camera _mainCamera;

private Ray _cameraToPlaneRay;

private RaycastHit _cameraToPlaneHit;

private float _augmentationScale;
private Vector3 _productScale;
private string _floorName;

// Property which returns whether chair visibility conditions are met
bool VisibilityConditionsMet

/I Model should only be visible if the following conditions are met:
/I 1. Tracking Status is Tracked or Limited

/l 2. Ground Plane Hit was received for this frame

get
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{
return
PlaneManager. TrackingStatuslsTrackedOrLimited &&
PlaneManager.GroundPlaneHitReceived,;
}

}
#endregion // PRIVATE_MEMBERS

#region MONOBEHAVIOUR_METHODS
void Start()

{

this._mainCamera = Camera.main;
this._groundPlaneUl = FindObjectOfType<GroundPlaneU1>();
this._augmentationScale = VuforiaRuntimeUtilities.IsPlayMode() ? 0.1f : this.productSize;

}
void Update()

if (this.furnitureModel == null)
{

return;

¥

EnablePreviewModeTransparency(!this.IsPlaced);
if ('this.IsPlaced)
UtilityHelper.RotateTowardCamera(this.furnitureModel);

if (this.IsPlaced)
{

this.rotationIndicator.SetActive(Input.touchCount == 2);
this.translationIndicator.SetActive(
(TouchHandler.IsSingleFingerDragging || TouchHandler.IsSingleFingerStationary) &&
Ithis._groundPlaneUl.IsCanvasButtonPressed());

if (TouchHandler.IsSingleFingerDragging || (VuforiaRuntimeUTtilities.IsPlayMode() &&
Input.GetMouseButton(0)))

if (Ithis._groundPlaneUl.IsCanvasButtonPressed())
{
this._cameraToPlaneRay = this._mainCamera.ScreenPointToRay(Input.mousePosition);

if (Physics.Raycast(this._cameraToPlaneRay, out this. cameraToPlaneHit))

if (this._cameraToPlaneHit.collider.gameObject.name == _floorName)

{
this.furnitureModel.PositionAt(this._cameraToPlaneHit.point);
}
}
}
}
}
else
{

this.rotationIndicator.SetActive(false);
this.translationIndicator.SetActive(false);

¥



void LateUpdate()

if (this.furnitureModel == null)
{

return;

¥

if ('this.IsPlaced)

SetVisible(this. VisibilityConditionsMet);

¥

¥
#endregion // MONOBEHAVIOUR_METHODS

#region PUBLIC_METHODS
public void Reset()
{
this.furnitureModel.transform.position = Vector3.zero;
this._productScale =
new Vector3(this._augmentationScale * this.furnitureModel.transform.localScale.x,
this._augmentationScale * this.furnitureModel.transform.localScale.y,
this._augmentationScale * this.furnitureModel.transform.localScale.z);
this.furnitureModel.transform.localScale = this._productScale;

¥

public void SetProductAnchor(Transform transform)

{

if (transform)

{
this.IsPlaced = true;
this.furnitureModel.transform.SetParent(transformy;
this.furnitureModel.transform.localPosition = Vector3.zero;
UtilityHelper.RotateTowardCamera(this.furnitureModel);

}

else

{

this.IsPlaced = false;

¥
¥

public void OnModelChanged()
{

ResetRenderers();
if (Ithis._renderers[0].enabled)

{
Reset();

this.IsPlaced = this._renderers[0].enabled;

}

SetupFloor();
SetControllindicators();

}

public void SetControllindicators()

{

this.rotationlndicator.transform.SetParent(this.furnitureModel.transform);
this.rotationIndicator.transform.localPosition = Vector3.zero;



this.rotationIndicator.transform.localEuler Angles = new Vector3(90.0f, 0.0f, 0.0f);

this.translationindicator.transform.SetParent(this.furnitureModel.transform);
this.translationIndicator.transform.localPosition = Vector3.zero;
this.translationIndicator.transform.localEulerAngles = new Vector3(90.0f, 0.0f, 0.0f);

}
#endregion // PUBLIC_METHODS

#region PRIVATE_METHODS

private void ResetRenderers()

{
this._renderers = this.furnitureModel.GetComponentsInChildren<MeshRenderer>();
QueryMaterials();
ChangeModelRenderModel();

¥

void SetupFloor()
if (VuforiaRuntimeUtilities.IsPlayMode())

this._floorName = "Emulator Ground Plane";

}

else

if (this.furnitureModel == null)
{

return;
}
this._floorName = "Floor";
GameObject floor = GetFloor();
floor.transform.SetParent(this.furnitureModel.transform.parent);
floor.transform.SetPositionAndRotation(Vector3.zero, Quaternion.identity);
floor.transform.localScale = Vector3.one;
floor.GetComponent<BoxCollider>().size = new Vector3(100f, 0, 100f);
}
}

GameObject GetFloor()

{

return FindObjectOfType<BoxCollider>()?.gameQObject ?? new GameObject(this._floorName,
typeof(BoxCollider));

}

/Il <summary>
/Il This method is used prior to model being placed. Once placed, model visibility is controlled
/Il by the DefaultTrackableEventHandler.
Il </summary>
public void SetVisible(bool visible)
{

/I Set the visibility of the model

foreach (Renderer r in _renderers)

r.enabled = visible;

}

private void QueryMaterials()

{

_materials = new List<Material>();
foreach (Transform subModel in furnitureModel.transform)

75
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if(subModel.GetComponent<Renderer>() == null)

{

continue;

¥

foreach (Material material in subModel.GetComponent<Renderer>().materials)

{
_materials. Add(material);
¥
¥

private void ChangeModelRenderModel()
{

foreach (var material in _materials)
{
material.SetFloat("_Mode", TransperentRenderMode);
material.SetInt("_SrcBlend", (int)UnityEngine.Rendering.BlendMode.SrcAlpha);
material. SetInt("_DstBlend", (int)UnityEngine.Rendering.BlendMode.OneMinusSrcAlpha);

material.DisableKeyword("_ALPHATEST_ON");
material.DisableKeyword("_ALPHABLEND_ON");
material.EnableKeyword("_ALPHAPREMULTIPLY_ON");

material.renderQueue = TransperentQueue;

¥
¥

void EnablePreviewModeTransparency(bool previewEnabled)

foreach (var m in _materials)
{
m.SetFloat("_Mode", previewEnabled ? TransperentRenderMode : OpagqueRenderMode);
m.color = previewEnabled ? new Color(m.color.r, m.color.g, m.color.b, 0.4f) : new Color(m.color.r,
m.color.g, m.color.b, 1.0f);

}

}
#endregion // PRIVATE_METHODS

}
GroundPlaneUl.cs

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

using UnityEngine.EventSystems;
using Vuforia;

using Firebase;

public class GroundPlaneUl : MonoBehaviour
{
[Header("UI Elements")]
[SerializeField] public Text title = null;
[SerializeField] public Text instructions = null;
[SerializeField] public CanvasGroup screenReticle = null;

[SerializeField] public Toggle togglePlacementPrefab;
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private bool resetDefaultToggle = true;
private const string TitleProductPlacement = "InteriAR";

private ToggleGroup _toggleGroup;
private GraphicRaycaster _graphicRayCaster;
private PointerEventData _pointerEventData;
private EventSystem _eventSystem;

private Canvas _commonUi;
private GameObject _mainCanvas;
private GameObject _menuCanvas;

private ProductPlacement _productPlacement;
private TouchHandler _touchHandler;
private FirebaseApp app;

#region MONOBEHAVIOUR_METHODS

void Awake()

{
_toggleGroup = this.GetComponentInChildren<ToggleGroup>();
_commonUi = title.GetComponentInParent<Canvas>();
_mainCanvas = GameObject.Find("MainCanvas");
_menuCanvas = GameObject.Find("MenuCanvas");

¥

void Start()
{

this.title.text = TitleProductPlacement;

this._productPlacement = FindObjectOfType<ProductPlacement>();
this._touchHandler = FindObjectOfType<TouchHandler>();
this._graphicRayCaster = FindObjectOfType<GraphicRaycaster>();
this._eventSystem = FindObjectOfType<EventSystem>();

DeviceTrackerARController.Instance.RegisterDevicePoseStatusChangedCallback(OnDevicePoseStatusChange
d);
}

void LateUpdate()

if (PlaneManager.GroundPlaneHitReceived && PlaneManager.TrackingStatuslsTrackedAndNormal)
{

/I We got an automatic hit test this frame

/I Hide the onscreen reticle when we get a hit test

this.screenReticle.alpha = 0O;

this.instructions.transform.parent.gameObject.SetActive(true);
this.instructions.enabled = true;

this.instructions.text = (_toggleGroup.transform.childCount == 0) ? "Press + to select furniture to place"

(this._productPlacement.IsPlaced) ?

"e Touch and drag to move" +

"\ne Two fingers to rotate" +
((this._touchHandler.enablePinchScaling) ? * or pinch to scale” : ") +
"\n* Double-tap to reset Anchor location”
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"Tap to place";
}
else
{
// No automatic hit test, so set alpha based on which plane mode is active
if ('PlaneManager.GroundPlaneHitReceived)
{

this.screenReticle.alpha = 1;

¥

this.instructions.transform.parent.gameObject.SetActive(true);
this.instructions.enabled = true;

this.instructions.text = (_toggleGroup.transform.childCount == 0) ? "Press + to select furniture to place"

PlaneManager.GroundPlaneHitReceived ?
"Move to get better tracking for placing an anchor" :
"Point device towards ground";
}
}

void OnDestroy()
Debug.Log("OnDestroy() called.");

DeviceTrackerARController.Instance.Unregister DevicePoseStatusChangedCallback(OnDevicePoseStatusChan
ged);

}

#endregion // MONOBEHAVIOUR_METHODS

#region PUBLIC_METHODS

public Toggle AddToggleltem()

{
var instance = Instantiate(togglePlacementPrefab, _toggleGroup.transform, false);
instance.group = _toggleGroup;
return instance;

}

public void Reset()

{ this.resetDefaultToggle = true;

}

public void UpdateTitle()

{ this.title.text = TitleProductPlacement;

}

public bool IsCanvasButtonPressed()

{ _pointerEventData = new PointerEventData(this._eventSystem)
i position = Input.mousePosition

List<RaycastResult> results = new List<RaycastResult>();
this._graphicRayCaster.Raycast(_pointerEventData, results);

bool resultlsButton = false;



foreach (RaycastResult result in results)

if (result.gameObject. GetComponentinParent<Toggle>() ||
result.gameObject. GetComponent<Button>())

{

resultlsButton = true;
break;

¥

return resultlsButton;

¥

public void CameraButtonHandle()

{
¥

public void AddButtonHandler(bool isOn)
{

StartCoroutine(AndroidShareToolCaller.ShareScreenshot());

_commonUi.gameObject.SetActive(lisOn);
_touchHandler.gameObject.SetActive(lisOn);
_mainCanvas.gameObject.SetActive(lisOn);
_menuCanvas.gameObject.SetActive(isOn);

}
#endregion // PUBLIC_METHODS

¥

TouchHandler.cs
using UnityEngine;

public class TouchHandler : MonoBehaviour

{
#region PUBLIC_MEMBERS

public Transform augmentationObject = null;

[HidelnlInspector]
public bool enableRotation;
public bool enablePinchScaling;

public static bool DoubleTap

{
get { return (Input.touchSupported) && Input.touches[0].tapCount == 2; }

}

public static bool IsSingleFingerStationary

{
get { return IsSingleFingerDown() && (Input.touches[0].phase == TouchPhase.Stationary); }

}

public static bool IsSingleFingerDragging

{
get { return IsSingleFingerDown() && (Input.touches[0].phase == TouchPhase.Moved); }

}

const float ScaleRangeMin = 0.1f;
const float ScaleRangeMax = 2.0f;
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Touch[] touches;

static int lastTouchCount;

bool isFirstFrameWithTwoTouches;
float cachedTouchAngle;

float cachedTouchDistance;

float cachedAugmentationScale;
Vector3 cachedAugmentationRotation;

public void SetCachedAugmentations()

this.cached AugmentationScale = this.augmentationObject.localScale.x;
this.cached AugmentationRotation = this.augmentationObject.localEulerAngles;

}
void Update()
{

if(augmentationObject == null)
{

return;

¥

this.touches = Input.touches;

if (Input.touchCount == 2)
{
float currentTouchDistance = Vector2.Distance(this.touches[0].position, this.touches[1].position);
float diff_y = this.touches[0].position.y - this.touches[1].position.y;
float diff _x = this.touches[0].position.x - this.touches[1].position.x;
float currentTouchAngle = Mathf. Atan2(diff y, diff x) * Mathf.Rad2Deg;

if (this.isFirstFrameWithTwoTouches)

this.cachedTouchDistance = currentTouchDistance;
this.cachedTouchAngle = currentTouchAngle;
this.isFirstFrameWithTwoTouches = false;

}

float angleDelta = currentTouchAngle - this.cachedTouchAngle;

float scaleMultiplier = (currentTouchDistance / this.cachedTouchDistance);

float scaleAmount = this.cachedAugmentationScale * scaleMultiplier;

float scaleAmountClamped = Mathf.Clamp(scaleAmount, ScaleRangeMin, ScaleRangeMax);

if (this.enableRotation)
{

this.augmentationObject.localEulerAngles = this.cachedAugmentationRotation - new Vector3(0,
angleDelta * 3f, 0);

if (this.enableRotation && this.enablePinchScaling)

/I Optional Pinch Scaling can be enabled via Inspector for this Script Component
this.augmentationObject.localScale = new Vector3(scaleAmountClamped, scaleAmountClamped,
scaleAmountClamped);

}

else if (Input.touchCount < 2)

{
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SetCachedAugmentations();
this.isFirstFrameWithTwoTouches = true;

else if (Input.touchCount == 6)

{
// enable runtime testing of pinch scaling
this.enablePinchScaling = true;

}
else if (Input.touchCount == 5)

/[ disable runtime testing of pinch scaling
this.enablePinchScaling = false;
}
}

static bool IsSingleFingerDown()
{
if (Input.touchCount == 0 || Input.touchCount >= 2)
lastTouchCount = Input.touchCount;

return (
Input.touchCount == 1 &&
Input.touches[0].fingerld == 0 &&
lastTouchCount == 0);
}
}

ListView.cs

using UnityEngine;

using UnityEngine.Ul,

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

using System.L.ing;

using System.Collections;

using System;

using Firebase.Storage;

public class ListView : MonoBehaviour
{
[SerializeField]
public VerticalLayoutGroup categoryContainerPrefab;
[SerializeField]
public Button itemButtonPrefab;

private GameObject _content;
private RuntimeLoader _runtimeLoader;
private GameObject _progressBar;

private Dictionary<(string, Hash128), List<string>> _categoriesNames = new Dictionary<(string, Hash128),
List<string>>();

private string _cloudAssetBundles = "gs://interiar-42388.appspot.com/AssetBundles/";

private string _bundleUrl;

private FirebaseStorage _firebaseStorage;
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void Awake()

{
_content = this.transform.Find("Viewport/Content").gameObject;
_runtimeLoader = FindObjectOfType<RuntimeLoader>();
_progressBar = GameObject.Find("ProgressBarCanvas");

¥

// Use this for initialization
IEnumerator Start()

{

_progressBar.SetActive(true);

/I Get a reference to the storage service, using the default Firebase App
_firebaseStorage = FirebaseStorage.DefaultInstance;

StorageReference manifestRef =
_firebaseStorage.GetReferenceFromUrl($"{_cloudAssetBundles}AssetBundles.manifest™);

var task = manifestRef.GetDownloadUrlAsync();

string manifestUri = default;

yield return new WaitUntil(() => task.IsCompleted);

if ('task.IsFaulted && !task.IsCanceled)

Debug.Log("Download URL: " + task.Result);
/I'... now download the file via WWW or UnityWebRequest.
manifestUri = task.Result. AbsoluteUri;
}
WWW wWW = new WWW(manifestUri);
yield return wWW,
var hashRow = wWW?.text. ToString().Split("\n". ToCharArray())[5];
var hash = Hash128.Parse(hashRow.Split(":")[1]. Trim());

if (hash.isValid == true)

/ICreate a reference from a Google Cloud Storage URI

StorageReference reference =
_firebaseStorage.GetReferenceFromUrl($"{_cloudAssetBundles}AssetBundles™);

/I Fetch the download URL

task = reference.GetDownloadUrlAsync();
yield return new WaitUntil(() => task.IsCompleted);
if (Itask.IsFaulted && !task.IsCanceled)

{
Debug.Log("Download URL.: " + task.Result);

/I ... now download the file via WWW or UnityWebRequest.
yield return StartCoroutine(LoadCategoriesFromAssetBundle(task.Result, hash));

by
¥

InitCategories();

_progressBar.SetActive(false);

}

void OnDisable()
foreach (Transform child in _content.transform)

child.GetComponentInChildren<Toggle>().isOn = false;
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IEnumerator LoadCategoriesFromAssetBundle(Uri uri, Hash128 hash)

{
using (WWW www = WWW.LoadFromCacheOrDownload(uri.AbsoluteUri, hash))

{

yield return www;
if (Istring.ISNullOrEmpty (www.error))
{

Debug.Log(www.error);

yield break;
}
AssetBundle assetBundle = www.assetBundle;
AssetBundleManifest manifest =

assetBundle.LoadAsset<AssetBundleManifest>("AssetBundleManifest™);

List<string> categories = manifest. GetAllAssetBundles(). ToList();
Dictionary<string, Hash128> categoriesHash = new Dictionary<string, Hash128>();
foreach(string category in categories)

{
categoriesHash. Add(category, manifest. GetAssetBundleHash(category));

}
yield return StartCoroutine(LoadBundles(categoriesHash));
}
}

private IEnumerator LoadBundles(Dictionary<string, Hash128> categories)

{

foreach(KeyValuePair<string, Hash128> category in categories)
{
_bundleUrl = $"{_cloudAssetBundles}{category.Key}.manifest";
/[Create a reference from a Google Cloud Storage URI
StorageReference reference = _firebaseStorage.GetReferenceFromUrl(_bundleUrl);
/I Fetch the download URL
Uri downloadUri = null;
var task = reference.GetDownloadUrlAsync();
yield return new WaitUntil(() => task.IsCompleted);
if (Itask.IsFaulted && !task.IsCanceled)
{
Debug.Log("Download URL: " + task.Result);
/I ... now download the file via WWW or UnityWebRequest.
downloadUri = task.Result;

}

using (WWW www = new WWW (downloadUri.AbsoluteUri))
{
yield return www;
if (Istring.IsNullOrEmpty(www.error))
{
Debug.Log(www.error);
yield break;
}
string splitString = "Assets:";
int splitindex = www.text.IndexOf("Assets:") + splitString.Length;

string assetsString = www.text.Substring(splitindex, www.text.IndexOf("Dependencies") -

splitindex);
List<string> assetNames = assetsString.Split(new string[] { "\n- ", "\n" },
StringSplitOptions.RemoveEmptyEntries). ToList();
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_categoriesNames.Add((category.Key, category.Value), assetNames);

¥
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private void InitCategories()

{

foreach (KeyValuePair<(string, Hash128), List<string>> category in _categoriesNames)
{
var instance = Instantiate(categoryContainerPrefab, _content.transform, false);
string categoryName = Path.GetFileName(category.Key.ltem1l);
categoryName = categoryName.First(). ToString(). ToUpper() + categoryName.Substring(1);
Categoryltem categoryltem = new Categoryltem(instance.transform, categoryName);
foreach (string item in category.Value)
{
var button = Instantiate(itemButtonPrefab, categoryltem.LayoutGroup.transform, false);
string name = Path.GetFileNameWithoutExtension(item);
string itemTitle = name.First(). ToString(). ToUpper() + name.Substring(1);
button.GetComponentInChildren<Text>().text = itemTitle;
button.onClick.AddL istener(() => StartCoroutine(SelectltemEventHandler(category.Key, name)));
}

¥
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private IEnumerator SelectlitemEventHandler((string, Hash128) category, string modelName)
{
_progressBar.SetActive(true);
_bundleUrl = $"{_cloudAssetBundles}{category.Item1}";
/[Create a reference from a Google Cloud Storage URI
StorageReference reference = _firebaseStorage. GetReferenceFromUrl(_bundleUrl);
/I Fetch the download URL
var task = reference.GetDownloadUrlAsync();
yield return new WaitUntil(() => task.IsCompleted);
if (Itask.IsFaulted && !task.lsCanceled)
{
Debug.Log("Download URL: " + task.Result);
/I ... now download the file via WWW or UnityWebRequest.
StartCoroutine(_runtimeLoader.LoadModel(task.Result. AbsoluteUri, category.ltem2, modelName));
}
}

#region Nested class

class Categoryltem

{
public Toggle CategoryToggle { set; get; }
public Text Label { set; get; }
public LayoutGroup LayoutGroup { set; get; }

public Categoryltem(Transform instance, string labelText)
{
Label = instance.GetComponentInChildren<Text>();
CategoryToggle = instance.GetComponentInChildren<Toggle>();
LayoutGroup = instance.Find("LayoutGroup™).GetComponent<LayoutGroup>();

Label.text = labelText;
CategoryToggle.group = instance.GetComponentInParent<ToggleGroup>();
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#endregion

}
RuntimelLoader.cs

using System.Collections;
using System.Ling;

using UnityEngine;

using UnityEngine.Ul,

public class RuntimelLoader : MonoBehaviour

{

[SerializeField] public GameObject anchorPlacementPrefab;

private GameObject _anchors;

private GroundPlaneUl _groundPlaneUl;
private PlaneManager _planeManager;
private GameObject _progressBar;
private AssetBundle _assetBundle;

void Awake()

{
_anchors = GameObject.Find("Anchors");
_groundPlaneUl = FindObjectOfType<GroundPlaneUl>();
_planeManager = FindObjectOfType<PlaneManager>();
_progressBar = GameObiject.Find("ProgressBarCanvas");
_progressBar.gameObject.SetActive(false);
gameObject.GetComponentInParent<Canvas>().gameObject.SetActive(false);

}

public IEnumerator LoadModel(string bundleUrl, Hash128 hash, string modelName)

while (Caching.ready)
{

yield return null;

}
using (WWW www = WWW.LoadFromCacheOrDownload(bundleUrl, hash))

{

yield return www;

if (Istring.IsNullOrEmpty(www.error))
{

Debug.Log(www.error);

yield break;

}

_assetBundle = www.assetBundle;
AssetBundleRequest loadRequest = _assetBundle.LoadAssetAsync<GameObject>(modelName);
yield return loadRequest;

GameObject parentAnchor = Instantiate(anchorPlacementPrefab, _anchors.transform);
GameObject furnitureModel = Instantiate(loadRequest.asset as GameObject);

furnitureModel.transform.SetParent(parentAnchor.transform);
furnitureModel.transform.localPosition = new Vector3(0.0f, 0.0f, 0.0f);
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var instance = _groundPlaneUl. AddToggleltem();
instance.onValueChanged. AddL.istener(delegate {

if (instance.isOn)

{

_planeManager.SetMode(furnitureModel);

}
b
instance.transform.Find("Background/Remove").GetComponent<Button>().onClick. AddL.istener(() =>
{

Destroy(instance.gameObject);

Destroy(parentAnchor.gameObject);

_planeManager.UnsetModel();
o)
string itemTitle = modelName.First(). ToString(). ToUpper() + modelName.Substring(1);
instance.transform.Find("Text").GetComponent<Text>().text = itemTitle;

}
if (_assetBundle != null)
{
_assetBundle.Unload(false);
}

Debug.Log($"Complete loading {modelName}");
_progressBar.SetActive(false);
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Augmented reality technologies have recently become increasingly part
of our daily lives in order o make it convenient and more interesting.
Virtual elements can be presented in both 2D and 3D format, depending on
user needs.

Today, when 3D modeling technologies are guite developed, we want Lo
pet increasingly realistic images of objects. Photogrammetry enubles you o
create quihity 3D photo scans and models, as well as textures.

Deuling with the problem ol setting up  room with new furniture, it
beeomes obvious that a moadern person would not be prevented from seeing
in advance what one or another thing in the intenior will look Tike before its
acquisition

Today, when augmented reality technologics are rapidly evolving, we
can alrcady say that it is possible to change the pereeption of existing things
without any real change. These technologies are best suited to the interior
planning process

The idea of the project 18 to i through photogrammetry the sets of

photos of real furniture into their 3D models and through augmented reality
tools 1 allow these denved models 1o be placed m the intenor. Based on
the aden, the purpose of this work was formed, which 1s w develop o mobile
application of sugmented reality for the development of mteriors with
{urniture.

Alter reviewing the best known gaming processors, @ Umity3D was
selected W develop the project product. The twols for developing AR
applications with Unity were selected the Vuforia AR, Autodesk Recap
tools and capubihties were used 1o create models.

The practical significance of this work is that in its application for
interior planning, it will help users without forcing them to buy furniture
that may not be suitable enough for the interior being created.

This development can be useful both for regular fumiture stores and
online stores, can increase sales, reduce the number of returns because
customers will be able to make a right choice in advance.
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