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Jana paumiomMHa poOOTa MPUCBAYEHA aHaNi3y TEXHOJOTIM BIpPTyaJbHOI

peanbHOCTI Ta IX BUKOPUCTAHHIO JUIsl cTBOpeHHs1 BP-3acToCyHKY.

MeTto10 AUNIOMHOI POOOTH € aHaji3 ICHYIOUMX TEXHOJIOTIM BipTyalbHOI
peasIbHOCTI, TOPIBHSHHS JOCTYIMHHUX 3ac00IB Ta METOMIB X BHUKOPHUCTaHHSA Ta

CTBOPEHHSI 3aCTOCYHKY BIPTYyaJIbHOI PEaIbHOCTI HA OCHOBI IIMX TEXHOJIOTIH.

JIJist MOCATHEHHS TOCTABJICHOI METH Tpeba BUPIIIMTH TaKi 3aBIAHHSI:

IpoaHaTi3yBaTH 1ICHYI0U1 IPUCTPOI Ta IporpaMue 3ade3neueHHs BP;

nopiBuaTu API BP Ta 3D-pymii qys koakpetHoro BP-nipuctporo;

O3HAWOMHUTHCS 3 IPOLECOM CTBOpEHH BP-3acTOCYHKY;

po3poouT BP-3acTOCYHOK 3 BUKOPUCTAHHSM Cy4yaCHHUX TexHoJorii BP.
O06’exT HOCTIIKEHHS.

[Iporpamui Ta anmapaTHi TEXHOJIOT1T BIpTyalbHOT peaIbHOCTI.

IIpeamer pocJrixKeHHs.

[IporpamMHO-T€XHIYHI, OpraHizaimiiiHi 3acaad, MNPUHLMUIMN, MIIXOAU IIOAO

CTBOPEHHS 3aCTOCYHKY 3 BUKOPHUCTAHHSIM BipTyaIbHOT PeasbHOCTI.
MeToau TOCTiTKeHHS.

JlocmimKeHHsT BCIX aKTyallbHMX, Ha JIaHWM 4ac, TEXHOJIOTIH, 110 J03BOJISIIOTH
IpallOBaTH 3 MPUCTPOSIMU BIPTYaJIbHOI PEAIbHOCTI, OPIBHIHHS HAWMOMYJISPHIIIMX
API nns BP-tipuctpoiB Tta 3D-pymiiB mist BP-po3poOku, iXx CyMiCHOCTI 3 HIUPOKO
posnoBciomkeHuM BP-npuctpoem Oculus Rift S Ta mnpocrotn po3pobku 3

3aJTy9eHHSIM OCHOBHHX (DYHKIIIHM PUCTPOIO.

Kuarwuogi ciioBa: VR, Unreal Engine, Oculus, SteamVR, OpenXR.



ABSTRACT

Thesis: 55 pages, 30 figures, 21 sources, 1 appendice.

This thesis is devoted to the analysis of Virtual Reality technologies and their

usage for creating a VR application.

The purpose of this thesis is analysis of existing Virtual Reality technologies,
comparison of available tools and methods for their usage and the creation of a VR

application utilizing these technologies.

To achieve this goal you need to solve the following tasks:

analyze existing hardware and software for Virtual Reality;

compare VR APIs and 3D engines for a specific VR hardware kit;

familiarize with the process of creation of a VR application;

create a VR application utilizing modern VR technologies.
Object of study.

Software and hardware technologies of Virtual Reality.
Subject of study.

Software and technical, organizational principles, approaches to building an

application utilizing Virtual Reality technologies.
Research methods.

Study of all modern technologies for working with Virtual Reality hardware,
comparison of the most popular APIs for VR hardware and 3D engines for VR
development, their compatibility with a widespread VR kit Oculus Rift S and the

simplicity of VR development utilizing the essential hardware features.

Keywords: VR, Unreal Engine, Oculus, SteamVR, OpenXR.
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HEPEJIIK YMOBHHUX IIOBHAYEHDb TA TEPMIHIB

VR (BP) — Virtual Reality, BipTyaibHa peasibHICTb
AR — Augmented Reality, qornoBHeHa peaabHICTh
XR — eXtended Reality, po3mupena peanbHicTh, HaAMHOKHHA VR Ta AR

Bennop (anmi. vendor) — BUPOOHUK, MOCTAYaIbHUK MPOTPAMHOTO YH armapaTHOTO

3a0e3MeueHHs
OEM - Original Equipment Manufacturer, opuriHaibHU BUpOOHUK 3a0€31CUCHHS
API — Application Programming Interface, inTepderic nporpamyBaHHs 3aCTOCYHKY

MVP — Minimum Viable Product, miniMansHuii JOCTaTHIN MPOIYKT (TIPOTOTHII)



BCTYII

Bipryanbna peanbHicTh — cdepa 1HOOPMAIIMHUX TEXHOJIOTIHM, MO0 CTPIMKO
PO3BUBAETHCS B OCTAHHI AECATUIITTS. 3a 3BY>)KEHUM BHU3HaueHHsAM, BP — TexHosorii
CTBOPEHHS IMITOBAaHO1 PEAIbHOCTI 32 JOTIOMOTOIO 30POBHX, CIIYXOBUX, TAKTHJIBHUX 1
1HmMX Biq4yTTiB. CaMe 3aBIsSKU MM YHIKaJIbHUM XapakTtepuctukam BP-3actocyHku

JI03BOJIAIOTH “IOPUHYTH’’ Y BIPTYaJIbHUM CBIT 1 BIIUYTH ceOe HOTr0 YaCTUHOIO.

Axkmyanvnicms 0ocniodycenns. Iatepec 10 BIPTyalbHOI peaabHOCTI HE
BTpauyaBcs 3 mouyarky 21 cromiTTs, ane nuie B octaHHl poku BP mowama macoBo
PO3MOBCIOKYBAaTHCh HE JIUIIIE SIK HOBA TUIaTdopMa JJisi KOMIT IOTEPHHX 1rop, ajie 1 1K
IHCTPYMEHT TIpe3eHTaIlli Ta OHJAaWH-B3aEMOJIi B Takux cdepax, SK IU3aiiH,
MenuinHa, Oi3Hec Tomo. Ha xanb, iHGOpMamiiHUI NpOCTIp AOKYMEHTAIlli Ta
HaBYAJIBLHOT'O MaTepiaity 1mo poOOTi 3 BIPTYalbHOI PEABHICTIO € TOCUTh OOMEKEHUM,
a OCKUIBKH 1HIYCTpisl CTPIMKO MPOCYBAETHCA 1 TexHOOr1i Ayt BP-po3po0ku mBuiko
3MIHIOIOTBCS, Yac BiJ 4Yacy HEOOXiJIHO MPOBOJWTH TMOBTOPHHMM aHaji3 ICHYIOUMX
MeToqiB Ta 3aco0iB BP-po3poOku, abu BHU3HAUUTH ONTUMAJIbHY KOMOIHAIIIIO
MIPOTpaMHMX Ta amapaTHUX pIIIeHb JJI1 BUPIIICHHS HOBUX MpoOieM Ta peasizarii
HoBHX i7eii. HoBi BP-3acTocynku uacTo € peanmizamisimMu icHyrounx npouecis s [TK
y HOBOMY BHIJISA[Il, @ aKTyaJIbHOCTI M JI0JJa€ MOXJIMBICThH MPO30PO CHIBIIPAIIOBATH 3

ICHYIOUMMH cepBicami 1 3acTocynkamu ais [1K.

Memoto Ounnomnoi podomu € aHadi3 ICHYIOUHUX TEXHOJOTIH BIpTyaabHOI
peanbHOCTI, TOPIBHSHHS JOCTYIMHUX 3aco0iB Ta METOMIB iX BUKOPUCTAHHA Ta

CTBOPEHHSI 3aCTOCYHKY BIPTYyaJIbHOI PEaIbHOCTI HA OCHOBI LIMX TEXHOJIOTIH.
3ae0annsa 00CniOIHceHHA:
- [poaHali3yBaTH ICHYIOUl NPUCTPOI Ta mporpaMue 3ade3neueHus BP;

- mnopiBuatu API BP ta 3D-pymrii qys konkpernoro BP-nipuctporo;
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- O3HAlOMUTHCA 3 TpoLEecOM CTBOpeHHA BP-3acToCyHKy BIJ CTBOpEHHs

OPOTOTHUITY 10 ITPOBEAECHHS TECTYBAHHS;
- po3pobutu BP-3acTOCYHOK 3 BUKOPHUCTAHHSIM CydacHUX TexHosorii BP.

00°’ckmom 0ocnioxcenna y 1 poOOTI € MPOrpaMHi Ta amaparHi TEXHOJOTIT
BIpTYaJbHOT PEabHOCTI, a HPeOMemom — 3aCTOCYHOK 3 BUKOPUCTAHHSIM BipTyaJIbHOT

pPEaIbHOCTI.

bakanaBpcbka poOoTa CKIalaeTbes 31 BCTYMY, TPhOX PO3JLIIB, BUCHOBKY Ta

JIOIATKIB.
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PO3AIJI 1: TEOPETUYHI OCHOBHA PO3POBKH J1JIA1 BP

Texnomnorii BP 3a3nanu momiTHuX 3MmiH 3 mnodatkoMm 21 cromittsa. Illomomu 1
pyKaBuLl Oyau HE3pYYHHMH 1 TyK€ JOPOTHMHM, JUIsl HUX OyJn MOTPiOHI HaWKpaill
EOM - Tenep BOHM 3aMiHEH1 JIETKUMHU 1 JOCTYIMHUMH IIOJIOMaMU (SIK 3 30BHILIHIMU
KaMepaMu, Tak 1 0e3 HUX ) Ta MapHUMHU KOHTpOJIepamu, 10 KOM(POPTHO JiekKaTh Y
pyui. PaHie BipTyanbHa peanbHICTh Oysia JOCTYMHA JIMIIE JCSIKUM OpraHizaiisM, a
ChOTOMHI Oynb-xT0 MOke mnpuadatd BP-kommekr 3a 1iHOO cMmapTdhoHy 1

BUKOPHCTOBYBATH MOT0O SIK MOPTATUBHO, TaK 1 3 OUIBIIICTIO KOH(Irypauiid cy4acHUX

IK.

B manomy po3nisi MpOBOAUTHCS aHali3 HACTYIMHHUX KOMIIOHEHTIB MPEIMETHOI

o0J1acTi;

e cdepu 3acTOCyBaHHsS BIPTyaJbHOI pPEalbHOCTI, SK pO3BaXKajbHI, TaK 1

IIPOMUCIIOBI;
® OCHOBHI BiIMIHHOCTI po3po0ku At BP Bix 3Buuaiinoi 3D-po3podku ms T1K;

® HaWMOMYJISAPHIIII NPUCTPOI Ta KOMIUIEKTH BP.

1.1 Anadi3 cdep 3acrocyBannsi BP

e Bineoirpu

HaiinepcnextuBHimumii HanpsM. Ha cborogHimHii 1eHb 3aiiMae JEBOBY YaCTKY
pUHKY. 3a AessKuMU nporHo3amu, 10 2025 poky uuciao VR-refiMepiB Bupocre

o 216 mutH.

BP no3Bosnsie po3poOHUKaM €KCIIEPUMEHTYBATH Ta AATH TPABISIM BITIyTH ceOe
B JIoci He3HaHuX oOctaBuHax. Hampukian, rpa Lone Echo orpumana naropomy

Best VR Game of 2017 na xondepenuii E3 30kpemMa 3a yHIKaJIbHUIA METOJ
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MEPeCyBaHHS: TEPCOHAX TPaBIl 3HAXOAWTHCS Y CEPEIOBHUIIN HYJIHOBOI
rpaBiTallii, e A pyXy rpaBellb XalmaeThCs 1 BIAMITOBXYEThCS B 00’ €KTIB, a

(b13u4HMI acnieKT rpu 0a3yeTbcs Ha Maci 00’ €KTIB, 1110 B3A€EMOJIIOTh.

_ 1l : —

Pucynok 1 - Kanp 3 rpu Lone Echo (306pakeHHs: OnyXGme)

bararo Bimomux irop, siKi Cro4arKy BUXOAWIM juine s Tpaaudiiaux [1K, 3
yacoM nonanu niarpumky BP. [Tnardopma posnoscromkenns irop Steam, 1o
po3pobisieTbes komnaniero Valve, y 2016 poui gogana miarpuMky SteamVR —
APl BP, mo ©0a3yerbcas Ha OpenXR, 3aBmskd sSKOMYy Irpu, IO BXKE
nyomikyBasiucss B Steam, Tenmep MoOmM Jonatd miarpumky BP Ha Beix
OPUCTPOSIX, IO HpauroroTh 31 Steam. [{uM ckopucramucsa Taki irpu, sk The

Forest, Subnautica, TESV: Skyrim toro.
e [lapku BipTyasibHOI peasbHOCTI

Haiiinomimuii npuxnan - BipryansHuid mapk “The VOID”. Bin mo3Bosse
KOpUCTYyBayaM JOCIIIJKYBaTH CBO€ (DI3UYHE OTOYEHHS, B3a€EMOJIIOUU 3
JUHAMIYHAM BIPTyaJIbHUM CBiTOM. Hampuknaa, MoxHa BiANpaBUTHCS B

yA00IeHU QUIbM 1 CTaTh YAIOO0JIEHUM NEPCOHAKEM.

e 3axomu B npsMomy edipi
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Konueprtu, cnoptuBHi 3MaranHs. 3aBasku VR KopucTyBadl 3MOXYThb BIIUYTH
e(eKT )KMBO1 MIPUCYTHOCTI - HABITh MepeOyBalOYr 3a THCAY1 KIIIOMETPIB.
Kino 1 cepianm.

[[IBuame 3a Bce, BKE B HAMOMMXKYI POKM MM CTAaHEMO CBIJKaMH IIOSBH 1
PO3BUTKY HOBOI rajty3l KIHOpO3Bar: isi1adl 3MOXKYTh 3aHyprOBaTUCA B (PLIIbM, a

HE JUBUTHUCS HOTO 3 OOKY.
[Tpomaxi

MapkeTuHTOBI pileHHs Ha OCHOBI VR/AR-texHomnoriii BXKE

BUKOPHUCTOBYIOTHCS JICSIKUMH TIPOBIIHUMU MarasuHaMH.
JIeBeIIONIMEHT

[leperisin xuTia B BIPTYyaJbHOMY IPOCTOP1 JO3BOJUTH 3HU3UTH BUTPATH,

3aJly4UTH HOBUX MOKYTIIIIB 1 HPUCKOPUTH TEPMIHU YKIAAAHHS YTOAU.
OcsiTa

B3aemonis 3 mpeameramu B BIPTyaJbHOMY MPOCTOPl - BIAMIHHHMI crociO

T1IBUITUTH MOTUBAIIIIO YYHIB 1, SIK HACIIIOK, IMiIBUIIATH SKICTh HABYAHHSI.
Menuuuna

OcHoBHe BukKopucTanHs BP y wmeaunuHi chOrofieHHS — 1HTEpaKTHBHA
Bi3yasnizallisi aHATOMii JIFOMWHM. 3aBISKWA IMHPOKIA eHIuKkIiIoneaii QakriB i
MEIUKU-TIOYaTKIBI, 1 MpoQeciiiHl JKapi, 1 MPOCTO 3alliKaBIEHI KOPUCTyBayl
MOXYTh Ji3HAaTHUCA Outblie Tpo Oyab-sIKI YacTUHW JIIOACHKOTO  TiJa,
Bi3yasi3yBaTd  O10JIOTIYHI MPOLECH  AISUIBHOCTI  JIIOAMHU Ta  HaBITh

MOCIOCTEPIraTH UM MPUNHATU y4acTh B ONEparisx.
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o)

6th Rib, B
i

A
Hepatoduodenal lig.

% fal I i :f \ . Rar,
Pucynok 2 - ORGANON VR - 3acTOCYHOK 11s1 BUBYEHHSI
anaromii y BP (300paxenns: Steam)

Takok € TmoTeHIian T[cuxorepamii: JiKyBaHHsA (0O, NaHIYHMX aTak,
TPUBOXKHUX po3JafiB, Oe3conHs. Ha nogauy, Benuke MailOyTHE y BIpTyaJIbHUX

KOHCYJIbTAII! 3 JIIKAPSMHU.
BiiicbkoBa MpOMUCIIOBICTh

BinmpaitoBanHs 1iii B HaA3BUYAWHUX CUTYAIlisIX, CUMYJISIS BIHCHKOBHX JIIH,
MIArOTOBKa BiMChKOBUX (haxiBLIB - BCE 1LI€ BXKE€ BUKOPUCTOBYETHCS apMisiMU

JEAKUX KpaiH.

PucyHnok 3 - Bukopucransas BP apmiero CLIIA
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e IIpoekryBanHs

BP-texHomorii  moJjermryroTb  CTBOpPEHHS  UUM(pPOBUX  KpeciaeHb 1

YMOXJTHBIIIOIOTH TECTYBaHHS KOHCTPYKIIIH Y BIPTyaIbHOMY IIPOCTOPI.

1.2 loctynHe anapartHe 3a0e3ne4yenns s BP

Kinbkicte pizHux BP-mpuctpoiB 3a ocTaHHI poKHM MPOAOBXKYye 3poctatu. Ha
PUHKY HasiBHI MPUCTPOI JUIsl BIPTyaJIbHOI PeaibHOCTI Bijl PI3HUX BUPOOHMKIB, TAKUX
ak Oculus, HTC, Microsoft tomo. Ha 3MiHy ctapum MopaensM IPUXOASTh HOBI, 3
MOKPAIICHAMH XapaKTePUCTUKAMU 1 KOMQOPTOM BUKOpHCTaHHS. buibmiicts 3
MPUCTPOIB, Kl MOXKHA JIETKO MPHUAOAaTH B 1HTEpHET-Mara3uHax, € MpelCTaBHUKaMU
CHOXHUBaLbKoro psany BP-npuctpoiB, ne MakcMMaibHUN NOTEHLIAN MNPUCTPOIO B
KOHTEKCTl 3aHypEeHHsI KOpHCTyBaya y BIPTyaJIbHUH CBIT OyJlO 3MEHIICHO 3ajjis
JOCTYIHOCTI 1 MeHoi iHu BP-kommiiekry. HaromicTh, B 6i13Heci Ta 1HIIUX cdepax
M1MPUEMHUIIBKOT JISTTBHOCTI, 1€ CTA0IBHICTD 1 AKICTh OOJIaJIHAHHS € HEBIIMIHHUMU
nepeIyMoBaMu 1HHOBAIlM, BUKOPUCTOBYIOThCSI BP-mipuctpoi komepitiiiHOro psifgy, 3
PAIOM YHIKAJIbHUX XapaKTEPUCTHUK, aje TaKOX BHUIIOO IIHOIO 1 BY)KYMMHU KaHaJIaMU

PO3TOBCIOKEHHS.

1.2.1 BP-npuctpoi komepuiifHoro i 0izHec-psaxy

JInst mianpueMcTB CTBOPIOIOThCsT BP-mipucTpoi Buioro kiacy, mo J03BOJISIOThH
MOBHICTIO TEPEBECTU JesAKi poOodi MpoIecHu y BIPTyalibHYy pealibHiCTh. Ha manuii
MOMEHT BEJIMKUMH KOPIOPAIisIMH aKTUBHO BIPOBAKYIOTHCS MPOTPAMU HABUYAHHS

HOBUX CIBPOOITHUKIB y BP.
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1.2.1.1 Varjo VR-3

Pucynok 4 - Varjo VR-3 (300paxxenns: Holographica)

Varjo VR-3 — BP-koMIUIEeKT, CTBOPIOBaHHM KOMIIaHI€I0 Varjo, CIpsIMOBaHHUM Ha
BUKOPHUCTaHHS y NMpoQeciiHOMYy Ta iHAYyCTpialbHOMY cepenoBulll. BiH € TpeThoro
Mojneuro BP-kommuiekTiB Bix Varjo, 1 Ha JaHUH MOMEHT Ma€ HalOUIbLly pO3AUIbHY
3MaTHICTh JUCIUICI0 Ta KyT OIIsAy cepenl icHyrounx BP-kommiektiB. OcHOBHUM
yHIKanbHUM (yHKIioHamoM VR-3 € cucrema BIACTEXKEHHS TNODIALY 1 PYyK

KOpUCTyBaua 6€3 BUKOPUCTAHHS KOHTPOJEPIB, 110 Tpartoe 3 yactoToro 200 1.
1.2.1.2 Pico Neo 3

Neo 3 mpairoe Ha mnatdopmi Snapdragon XR2 Big Qualcomm 1 BUKOPUCTOBYE
WiFi 6. VYV rapHiTypi BHUKOPHUCTOBYIOTHCSI UYOTHPU UIUPOKOKYTHI KaMepH, sKi
3a0e3MneuyroTh "CripaBkHe MO3UIIIOBAHHS Ta B1JICTEKEHHS HA MUJIIMETPOBOMY pIiBHi",
3a clioBaMU BUPOOHUWKA. [apHiTypa BUKOPHUCTOBYE IMPOCTOPOBY JIOKAJi3aIlil0 Ha
ocHoBi SLAM (omHouacHa JOKami3alisi Ta BIIOOpa)KEHHS) Ta BIJICTEKECHHS
KOHTpOJIepa Ha OCHOBI KOMIT'IOTEpHOro 30py. B moennanni 3 32 paryukamu
BIJICTeKEHHSI Ta KoHTpoJjepamu, cxokumu Ha Oculus Touch, mama rapaitypa €
MOMYJISPHUM BHOOPOM JUIsi KOMEPIIIHHOTO 3aCTOCYBaHHS, Ji€¢ BaXKJIMBAa TOYHICTH 1

JeTani3aris.
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1.2.2 BP-nipucTpoi cno:kuBanbKoro psiay

1.2.2.1 Microsoft HoloLens

Microsoft HoloLens — mapa po3yMHHX OKYJSpIB 13 3MIIIAHOK PEATBHICTIO,
po3pobseHnx Ta BurotoBieHux Microsoft. HoloLens € mepmum mnpuctpoem-
I0JIOMOM, Ha skoMy mpaiftoe miardpopma Windows Mixed Reality mia ynpaBiaiHHIM
omnepartiinoi cucreMu Windows 10. TexHoOris BiICTEKEHHS, III0 BUKOPUCTOBYETHCS
B HoloLens, Takoxx BukopucToByeThes y Kinect — momoBHEHH1 /ISl irpoBOi KOHCOJI1

Xbox Bix Microsoft, sixka Oyna npeacrasiena B 2010 pori.

Pucynok 5 - Microsoft HoloLens (306pakennsi: Inexhibit)

HoloLens mae ¢opmar obpyuya 3 po3TanioBaHUMHU IEpe]l OYMMa TOHOBAaHUMHU
JIH3aMM, 10 MAKTh XBWJIEMOMIOHY CTPYKTYpY, IO MPU3HAYEH1 IS 3aJIOMJICHHS
CBITJIa 1 BIIMpPABICHHS TaKUM YUHOM 300pakeHHs 3 OOKOBHUX MIKPOAMCILIEIB B Ol
kopuctyBaua. HoloLens morpebye kamiOpaiii MIDK3IHUYKOBOI BIJCTaHI IS
BUKOPUCTAHHS, & PO3MIp MPHUCTPOIO PETYIIOETHCA 3a JOMOMOTOI0 KONIIAaTKa Ha
3aJHIA MOro 4YacTWHI. 3BEpXYy pO3TALLIOBaHI KHOMNKM KEpyBaHHS SICKPAaBICTIO Ta
TYYHICTIO, SIKI MalpTh IIOMApHO pi3Hy (opMy (OMyKJIy 1 yBITHYTY), IO Ja€

MOKJIUBICTh PO3PI3HATH iX JOTUKOM. Ha HWXHIM YacTHHI MPUCTPOIO PO3TAIlOBaHI
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JUHAMIKM — 3aBASKA TAKOMY JAM3alHYy KOPUCTYyBady MOXKE Kpalle 4YyTH 3BYKH 3

OTOYYIO4OI'0 CSpCaAo0BHILA, IO € 000B’SI3KOBUM B JCAKHNX pO60‘II/IX oOCTaBHHAX.

Ha BigMiHy Bif OLIBIIOCTI 1HIIMX TPHUCTPOIB BIPTyajbHOI, TOMOBHEHOI abo
smimranoi peanbHocTi, HoloLens aBroHOMHI 1 He BuMararoTh migkiatodeHHs 10 [1K,

cMapThoHy abo IrpoBOi KOHCOTI.
1.2.2.2 HTC Vive Ta Valve Index

HTC Vive — nepmuit BP-kommuiext, Bunymenuii kommanisimu HTC ta Valve.
HTC Vive O0yB mnepmum BP-komruiekToM MacoBOro BUpPOOHHUIITBA, IO
BUKOPHCTOBYBAB TEXHOJIOTII0 NMOBHOKIMHATHOTO BIJCTEKEHHS 3a JOMOMOTOI0 JBOX

0a30BUX CTaHIIH.

PucyHok 6 - BP-komriiekt HTC Vive (306pakeHHsi: Amazon)

1.2.2.3 Oculus Rift S

Oculus Rift S — ocranns mozaens cepii BP-xommekri gy IIK Rift Big Oculus,
BunyimeHa B TpaBHl 2019 poky. BoHa € cnagkoeMHHUIICI0 OpHUTIHAIBHOI MO
Oculus Rift CV1 (Buiimna y 6epe3ni 2019 poxy), BKJIOUaO4d HOBY MO3ULIAHY
CUCTEMY BIJACTEXKCHHS '"HaBHBOpPIT' 13 Kamepamu, BOYJIOBaHMMH BCEPEIUHY

TapHITYpH, AUCIUICH 3 OUIBII BUCOKOIO PO3AUIBHOIO 3[IaTHICTIO Ta HOBUM PEMIHEIh



19

st rontoBu. Oculus Rift S crana nepmoro mogemo BP-npuctporo crnoxuBarbKkoro
psiy, 110 MOIVIa BUKOPHCTOBYBATUCH Oe3 0a30BUX CTaHLIN 1 T0JAaTKOBUX MPHUCTPOIB-

TpEKEPIB.

Pucynok 7 - Oculus Rift S (300paxenns: Oculus)

Rift S orpumaB HeoHO3HAYHI BIATYKH, KPUTUKH BUCOKO OITIHWJIN TTOJIMIICHHS
KoM(}OpTy Ta MPOCTOTY HANAIITYBaHHS 3aBISKHA TPUMady-oOpydy Ta HOBIH cHUCTEMi
BIJICTE)KEHHS, ajne oxapakTepusyBanu Rift S gk nuime mocTynmoBe OHOBIICHHS
nopiBHsHO 3 CV 1, a TakoK MOMITHIIM Perpecii, Takl K HAKYIUMA 1THTEPBaJI OHOBJICHHS

€KpaHy Ta BIICYTHICTh allapaTHOTO PEryItoBaHHs Mik31HUYHOI BificTadi (IPD).

Jlns nanoi pobotu OyB BUKOpUCTaHUN came 11eil BP-koMIuiekT, 10 ckiiaay sKoro
BXOAUTH IIOJOM-OKyisipu 1 ABa koHTposiepu Oculus Touch ana pyk. Rift S, nHa
BiIMIHY BiJ iHIIKMX HabopiB BP mist nomamuboro Bukopuctanus (HTC Vive, Valve
Index), He moTpeOye BCTaHOBIEHHS HABKOJO POO0OYOi 30HU 1HPPAYEPBOHUX KaMep
JUTSL BIJICTEKEHHS KOHTPOJEPIB — Ha CaMOMY IIOJIOMI NMPUCYTHI 4 KaMmepu, II0
MOJIETIIIY€E BCTAHOBJICHHS 1 BUKOPUCTAaHHS HAOOpy B MOOYTOBMX Ta IPOCTOPOBO
oOMexeHux yMmoBax. Ha xocT-komm’roTepi HEOOXiIHI MIATPUMYBaHI amapaTHi
ckinanoBi (Ha IIK s TecTyBaHHS MPOrpaMHOTO TMPOAYKTY 3 JaHOI poOOTH
BcraHoBieHi CPU AMD Ryzen 3600X, GPU AMD RX 5700 XT) ta Oculus

Software.
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OnHUM 3 TPaHWUYHUX HEMOMIKIB IIHOTO KOMIUICKTY € HOTO HM3bKa MIOPTATUBHICTH:
s makmrodeHHs Rift S po TIK wveoOxignuit mopt DisplayPort, sikuit BincyTHIN Ha
0ararbOX Cy4yacHMX KOMIT'IoTepax (0coOIMBO HOYTOyKax), a TakoXX BiH HE Mae
3BOPOTHBOI cyMicHOCTI 3 HDMI — HaWmomupeHimmM CTaHIapTOM ITIKITFOUCHHS

B1JICONIPUCTPOIB HA CHOTOJIHIIIHIN JICHb.

Ockinbku Oculus Quest (2) Ha gaHuii MOMEHT € HalnonyssipHimuMm BP-
KOMIUIEKTOM CEepeIHBbOrO Kjacy Ha IIUPOKOMY pHUHKY, mpoaaxi Rift S nHa manwmii
MOMEHT TMpU3YyIUHEHI, aje mnporpamMHa miaTpumka Big Oculus 3armaHnoBaHa

njoHaimenue 10 2023 poky.

1.2.2.4 Oculus Quest

Oculus Quest — 1€ rapHiTypa BipTyaldbHOI pealibHOCTI, po3podieHa Oculus i

punyueHa 21 tpasusa 2019 poky.

Pucynok 8 - Oculus Quest 1 (306paxxennsi: CNET)

[TonibHO 10 cBoro nmomnepenHuka, Oculus Go, e ABTOHOMHUI MPUCTPIH, KU
MOXKe O€3pOTOBO 3allyCKaTH Iirpu Ta IporpaMHe 3a0e3NedeHHs B OmeparliidHii

cucteMi Ha 0a3i Android. BiH migTpumye mo3ulliiiHE BiJICTEKEHHS 13 IIICThMa
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CTYNEHAMH CBOOOIM, BHKOPUCTOBYIOUM BHYTPIIIHI JaT4MKU Ta O€31i4 Kamep y
nepeAHid YacTUHI TapHITYpU, a HE 30BHIIIHI Jaryukd. Kamepw Takox
BUKOPHCTOBYIOThCS SIK yacTuHa (PpyHKIii 6e3neku "Passthrough", sika noka3ye Bursia
3 KaMep, KOJIM KOPUCTYBa4d BUXOJIUTH 13 NMPU3HAUYCHOI 30HU Mexi. [1i3HiIe oHOBICHHS
nporpaMHoro 3a0esneueHHs pgoxaigo "Oculus Link", ¢yHKIO, $SKa JT03BOJISIE
migkmodatn Quest g0 komm'rorepa depe3 USB, mo m03Boiisie BUKOPHUCTOBYBATH

cymicue 3 Oculus Rift mporpamue 3a6e3nedeHHs Ta irpu.

Oculus Quest oTpumaB MmoxBajdy 3a IIHY Ta 3pPY4YHICTh, a TaKOX 3a Te, IO
NOKpamuB rpadiuyHy 4YiTKICTh 1 BiicTeXeHHs B nopiBHsAHHI 3 Oculus Go, ane Takox
OTpUMaB KPUTHUKY 3a CBOIO HAJ3BUYANHO CKIAgHy 301pKy Ta 3HIKEHHS SKOCTI
rpadiku nopiBHsHO 3 BP-irpamu Ha [IK. Ilig yac 3amycky mpucTpiii Takox 3a3HaB
KPUTUKH 3a T€, M0 BiH MICTUTh OOMEXKEHE MporpamMHe 3a0e3leyYeHHs, TOCTyIHE Y
marasuni Oculus, 1 HE Mae 3BOPOTHOI CYMICHOCTI 3 MPOTPaMHUM 3a0€3MECUCHHIM
Oculus Go. Iliznime BBeaeHHs Oculus Link mpu3Beno 10 MOBTOPHOro pocTy
nomynsipHocti Quest —  KPUTHUKM BHCOKO OIIHWIMA TMiABUILIEHY THYYKICTb
BUKOPUCTAHHS MPHUCTPOIO Ta 3ayBaXKHMJIW, IO Taki MPUCTPOi, Ak Quest, mBHIIIe 32

BCce, 3aMiHATh rapHiTypu aumie s [1K (Taki sk Rift) B maitOyTHBOMY.

13 xoBtHs 2020 poKy, sIK peakilisi Ha KPUTUKY XapakTepucTtuk Quest, BUIIIOB

roro Hactynuuk — Oculus Quest 2.



22

QUEST 2

o oculus

from FACEBOOK

Pucynok 9 - Oculus Quest 2 (300paxxennsi: Habr)

Sx 1 momepemnuk, Quest 2 MoXKe TpaIroBaTH SK aBTOHOMHA TapHITypa 3
BHYTPIIIHBOIO OINEpaniiHol cucteMoro Ha 0a3i Android, Tak 1 3 mporpamHuUM
3a0e3neueHHssM BP, cymicaum 3 Oculus, mo npamioe Ha HACTUIBHOMY KOMII'FOTEpl
npu miakmoueHHi yepe3 USB a6o Wi-Fi. lle onoBnenns opurinansHoro Oculus
Quest 3 MoAIOHKMM JU3aliHOM, ajie 3 MEHIIOK Barol, OHOBJIECHHWMH BHYTPIIIHIMU
XapaKkTepUCTUKaMHU, JAMUCIJICEM 3 BHUIIOK YacTOTOIO OHOBJIEHHS, PO3ALIBHOIO

3JATHICTIO HA KOXKHE OKO Ta OoHOBJIeHMMU KoHTposiepamu Oculus Touch.

Quest 2 oTpumaB NepeBaXHO MO3UTHBHI BIATYKHM SIK HACTyIHa ITepauis cepii
Quest, ane aeski Moro 3MiHU 3a3HANIM KPUTHKH, BKIIOUAOUUd Horo (st GaraTbox
HE3PY4YHHUN) pEeMIHEIlb, 3MEHIICHUN JOCTYMHHUN IHTEpBaJ MIK31HUYKOBOI BIJCTaHI
(IPD) Ta HOBY BUMOTY AJi1 KOPUCTYBauiB — yBIATH B 00JikoBui 3anuc Facebook s

BUKOPHUCTAHHS TapHITYPH.

1.3 Oco0uBoOCTI pO3pO0KH 3aCTOCYHKIB 3 BUKOpPUCTAaHHAM BP

Xoua 3acTOCYHKHU 111 BP yacTto cTBOprOIOTECS y OMMPEHUX cepenoBuiax 3 D-
po3poOKkK (Takux sK IrpoBi pyurii), po3poOHuKam BP-3actocyHkiB He0OXigHO

BpaxyBaTu JeTajl Ta OCHOBHI acnekTu cydacHoi BP-po3poOku: inrterparts 3 API



23

arapaTHOro 3a0e3MEYeHHs Ta pearyBaHHs HAa CHUTHaIM, OTpuMyBaHi Big BP-

cepeoBHIIIA.

1.3.1 Interpanisi 3 API anaparnoro 3a6e3ne4eHHs

Koxunuit BP-mipuctpiii Mae Halip (yHKIIH Ta mapameTpiB, Kl BiH poOUTH
JOCTYIHUMH 7151 po3poOHUKiB. Lle Ha3uBaeThes iHTEpdericom po3podHuka (APT) BP-
INPUCTPOIO, 1 came BIH BiAMNOBiAae 3a mnepenady BP-3acTocyHKy Takux HaHHX, SIK
MOJIOKEHHS 1I0JIOMa Yy TMPOCTOpl, MapaMeTpu JIiH3, HATHUCHEHHS KHOMOK Ha
KoHTposiepax Toio. OkpeMi mpuctpoi MaroTh BiacHi APl HU3BKOTO piBHS, HA OCHOBI
SKUX CTBOPIOIOTHCS O1IbI BUCOKOPiBHEBI API, siki 103BOMSAIOTH abCTparyBaTH IMeBHI
nii 'y BP, Taki ik 3aXOIUIEHHsS 00’€KTy KOHTPOJIEPOM, NMPUCIJAHHS YW BCTaBaHHS
NepCOHaXXa KOPUCTYBaya, a TAKOXK JTI0O3BOJIUTH 3aCTOCYHKY IMpalloBaTu 3 pisHUMHU BP-

OPUCTPOSIMU, 10 NIATPUMYIOTH nanuii API, 6e3 1oaaTkoBOro Koy 4u ApaniBepiB.

Ha nmanuii MoMmeHT icHye nyanbHIiCTh B cdepi yHidikamii APl nns npuctpois
BipTyanbHOI peanbHOCTI. Jleski Benmopu (Taki sk Oculus) akTHBHO TpOCYBarOTh
BiacHi APl Ha OCHOBI ICHYIOUMX 3arajbHOJOCTYITHUX, III0 HAJIal0Th KOPUCTYBaYaM Ta
pPO3pOOHUKAaM MUPIIHKA (PYHKI[IOHAT Ta PO3BHHEHY B3a€MOJIII0, aJie MiATPUMYIOTHCS
auiie mpuctposmMu Bix miei xommanii. Hampukman, Oculus SDK (API BP s
npuctpoiB  Oculus) cymicHuii Jsume 3 mnpuctposmMu Oculus, ame go3BoISIE
BUKOPHCTOBYBaTH po3imupeHi QyHkii miatgpopmu Oculus Platform, Taki sk 3axucHa

cuctema Oculus Guardian, cormianbai ¢yHKIii uepe3 Facebook toro.

Hatomictb, icHytoTh API 3 BIAKpUTUM BHXIJTHUM KOAOM, IO CIOHCOPYIOTHCS Ta
MIATPUMYIOTHCS. HU3KOIO KOMIMAaHIW Ta mnpucTpoiB. CHutbHUN (QYHKIIIOHAT MIiXK
MPUCTPOSIMU € Habarato MEHIIUM (3a3BUYai, JUIIE MIATPUMKa CEHCOPIB IIOJIOMA 1
KOHTPOJIEPIB), aJl€ LIe HEJOJIIK MepeBaxye OaratoriaTGopMoBICTh Ta IUPOKUN Pl
Mojenel, mo miaTpuMmyoTs Takuii API. HaliposmoBciomkeHIUM CTaHAapTOM Ha

crorofHimHIA AeHb € OpenXR — nHamagok OpenVR, cCTBOPIOETHCS KOHCOPIIYMOM
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Khronos Group (po3poOHuUKOM Takux BimomMux cranaaprtiB, sk Vulkan, OpenGL,
OpenCL Tomio) ta miarpumyerhcs TakuMu KommaHissmu, sk Epic Games, Oculus

(Facebook), HTC, Microsoft, Mozilla, Unity, Valve.
OpenXR € TpuIIapoBoOO CUCTEMOIO a0CTPaKIIii:

e JpaiiBep Bix BupoOHHMKa BP-mpucrporo 3abesneduye noctyn 10 BCiX (yHKIINA

MPUCTPOIO B yHi(piKOBaHI# Popmi;

e cepenosuie mwathopmu BP 3a6e3neuye moxnuBicTs 301bieHHs o0csary API
3a moroMoror posmupenb APl (Ha maHuWii MOMEHT ifie aKTUBHE MOPTYBAaHHS
¢bynkuiit API na xmrant Oculus SDK B dopmar posmupens OpenXR, ane

KOIHC pO3MHUPCHHA IIC HE € TOTOBUM OO0 BI/IKOpI/ICTaHHH);

o crangapti API Khronos VR mnpusnaueni nisi BUKOpPHCTaHHS KIHIIEBUMU

PYIIISIMH 1 3aCTOCYHKaMH 3311 a0CTparyBaHHS HaJl alapaTHOIO CKIIAJIOBOIO.

€ nexinpka peamizamiii crangapty OpenXR, taki sik Collabora Monado Runtime
(GNU/Linux), HoloLens ta Oculus PC Platform, ane enunoro 6aratornargopmMoBoro

(Windows/MacOS/Linux) peanizariieto € SteamVR Big Valve.

Came yepe3 JIETKICTh BUKOPUCTAHHS 1 TOKPUTTA Bcix 1uiargopm Steam API BP
SteamVR 3 gatu peamizamii cranmapry OpenXR (mrotuit 2021 poky) crabinbHO
HaOMpae KOPUCTYBaIbKy 0a3y, 0COOIMBO BiH € MOMYJISPHUM Cepell pO3pOOHUKIB irop,

K1 MyOJIIKYIOThCSl B OHJIaiH-Mara3uHi Steam.
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VR Application Game Engine VR Application Portable YR
Applications and Engines

Apps and engines

: standardized
9 Apps and
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Q ocuiy
must port VR Platform Runtime

to multiple
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Gear VR
Devices can integrate Device Vend:
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VR YR J only have access
Device Device b e

VFf VR_ an applications . . . 3
Device Device Device Diverse Virtual Reality Devices
Industry growth limited by costs of Standardized hardware/software inte
application porting and device integration encourage industry diversity and inno

Pucynoxk 10 - Tlepexia Big po3aiieHOl Ha CETMEHTH 1HAYCTPii 10
yHi(ikamii gepe3 OpenXR (3o6paxkenns: Overclockers.ua)

Bapto 3ayBaxuTH, 10 BUKOpUCTaHHS nekinbkox APl B wMexax omHOTrO
IIPOrPAMHOTO MPOAYKTY € TOCUTh PO3MOBCIOKEHUM siBUIleM. Hanpukiaz, y po3auni
3 crBoproBanuii BP-3actocynok BukopuctoBye SteamVR (OpenXR) st opienTartii
KOpUCTyBaya y MPOCTOpl 1 B3aeMofli 3 KoHTposnepamu, a Takoxk Oculus SDK s
iaTerpamii  ¢gynkuiii Oculus Platform. Takum ymHOM, 3aCTOCYHOK MOXe OyTH
omyoOnikoBaHuM y Oculus Store 3 moBHUM (yHKIIOHATIOM (OHJIAWH-TIOKYTIKH,
coliayibHI (PYHKIIIT TOIO), a MPU MOPTYyBaHHI Ha 1HWII Iar@opmu, Taki sk WebVR,

30epertu ocHOBHUH (hyHKITIOHAT (B3aeMomito y 3D-tipoctopi).

1.3.2 “IloBHOKiIMHATHA” | cTanioOHapHa Au3aiiH-napagurmu y BP

[Tin wac nu3aiiny BP-3actocyHky po3poOHUKY BapTO 3aMUCITUTUCH HAJ THUM, SIK
KOPHUCTYBad Ma€ pO3MIIIyBaTUCh Yy TPoCTOpi. ICHye nBa OCHOBHHX CHOCOOHM
CIIBBIJHOIIEHHS KOOPJMHAT PEAJbHOTO0 1 BIPTYAJIbHOTO MPOCTOPY: MIISAXOM
BUJIUICHHS TEBHOI 30HU PEaJbHOTO MPOCTOPY Ta IHTEpIpeTAallis MepeMillieHb Y Hil B

BP-npocTopi — “noBHOKIMHaTHA” (aHIVI. room-scale) Au3aiiH-napaaurma, i HUIsIXoM
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CHIBBIIHOUIEHHSI TOJOXEHHS MPUCTPOIO BIANOBIIHO JIO IIOYAaTKOBOI TOYKU —

CTalllOHapHa JW3aiH-TIapagurma.

“IloBHOKIMHATHA” JW3aliH-TIapaJiirMa JO03BOJISIE KOPHUCTyBady OUIbII BUIHHO
BiUyBaTu cebe y BIPTyaJIbHOMY MPOCTOPI, J€ ISl MPOCTHX TMEPEeMIIeHb (KPOK
BIIEpE], Ha3aJ TOIIO) HeMae TOTpeOM BUKOPUCTOBYBATH MPOTpaMHI 3aco0u
NEPEMIIICHHS MEepCOHaka — MOXKHa IMPOCTO MEPEMICTUTU CBO€ Tio0. HaTomicts,
CTalllOHapHa JAW3aiH-apajurMa J03BOJsiE BUKOPHUCTOBYBATH MEHIIUI MPOCTIp,
HIATPUMY€EThCS OLTBIIOI0 KITBKICTIO TPUCTPOiB (Hampukiaa, Windows Mixed Reality
ta Oculus Quest) Ta 1ae KOpUCTyBauy MOXJIUBICTh CUITH Mig 4ac KopucTyBaHHs BP,

10 € BaXJIMBOIO YaCTUHOIO KOM(OPTY MPHU JOBTUX CECIAX BUKOPUCTAHHS.

Pucynok 11 - HamamryBanHs JOCTYITHOTO MPOCTOPY 3 BUKOPUCTAHHSAM
0azoBux craniii Lighthouse (3o0paxenns: LearnVR)

JInst  BUKOpUCTaHHS “NMOBHOKIMHATHOI ~ JM3alH-TIApAaIUTMU  CEPEIOBUIIE
KOpUCTyBaya Ma€ OyTH IMIJATOTOBJIEHO BIANOBIIHUMH MPOTPAMHUMU MPOAYKTAMH, 1110
nocraBisitoTbest 3 BP-kommiekrom. Hampukiian, BP-kommektu HTC Vive ta Valve
Index mocraBnsitoThest 3 ABOMa cTaHIisiMu-Aaruukamu Lighthouse, 1110 BiACTEXYIOTh
MOJIO’KEHHS IIOJIOMY 1 KOHTPOJIEPIB y MPOCTOPI Ta BU3HAYAIOTH JOCTYITHUN MPOCTIP.

[lepeBaroro Takoro MeToy € HajiiHe (IKCYBaHHS MEX JOCTYITHOI 30HU MK CeCisiMU
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BUKOPUCTAHHS, @ HEAOJIKOM — JOCUTh BUCOKI BUMOTH JI0 MIHIMAJIbHOTO PO3MIpPY

30HU (3a3BUYal K MiHIMyM 4X4 METpH).

HaromicTe, Ha monoMax, siki MaroTh BilacH1 BOymoBaHi kamepu (Oculus Rift S,
Oculus Quest) koprucTyBad cam OKPECITIOE 30HY HABKOJIO ceOe mepes] BUKOPUCTAHHSIM
BP-3acTocyHKIB 3a J0MOMOTOI0 300paKeHHS 3 KaMep, a IIOJIOM HaMaraeThes
3anucaTy JieTallli HaBKOJMIIIHLOTO CepeoBUIla (OCBITIICHHS, BEJIMKI 00’€KTH), abu

BITHOBHUTH PO3MIiU€HY 30HY B MailOyTHIX CECisIX aBTOMaTUYHO.

Pucynok 12 - Bizyanizauis mexi Oculus Guardian
(306paxkenHs: UploadVR)

[TepeBaramu Takoro METOAY € JIETKICTh BCTAHOBJICHHS HOBUX 30H HEBEIHUKOTO
po3Mipy (I71s1 po3Bar, Ha POOOYOMY MICIIl TOIO) Ta HEBEJIMKUN MIHIMAJIBLHUN PO3MIP
30HU (2x2 metpu it Oculus Rift S Ta Oculus Quest), a HenoaIKaMU — HETOYHICTh

PO3MEXKYBAHHS Ta HEOOXIHICTh Yac BiJ] 4acy MepeHaJallTOByBaTH 30HY.

1.3.3 PearyBanHsi Ha curHaju BP-cepenoBuma

Koxunit BP-xommuiexr monaiiMeHIie Mae B cBoeMmy ckiaai BP-momom uu o6pyd

(aar. HMD — Head Mounted Device), sikuii Moke BiJICTEKYBaTH MO3UIlII0, 00EPT Ta
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HaXWI TOJIOBU KOPHUCTyBada BIJIHOCHO JTOCTYIHOIO MpOCTOpYy (110 3aJ€XHUTh BiJ
oOpaHoi nu3aiH-miapagurmu). [Ipu BUKOHAHHI TaKWUX ONeEpalliid, SK MEepeMIiIICHHS
nepcoHaxy KopucTyBaua y BP-mpoctopi, BaxJIMBY pojb BIJITpae IMOJOKEHHS
II0JIOMY BIJIHOCHO IIEHTPY JOCTYIHOTO mpocTopy (anrmi. VR Origin — BuxijgHa Touka
BP), 110 nopiBHIOE TOYATKOBOMY TMOJIOKEHHIO IIOJIOMY MiJ Yac 3alyCcKy 3aCTOCYHKY
OpU BHUKOPHCTAHHI CTalllOHApHOI JU3alH-TapaurMu, 1 LEHTPY MPsIMOKYTHHUKA
po3MideHOi KopuCTyBadeM o0iacTi (B KIMHATI KOPHUCTyBaya) NpPH BUKOPHUCTaHHI

“MOBHOKIMHATHO1 JU3aH-TIapauTrMH.

1.4 BucHOBKH 10 po3aiiay

Po3poOka mij mpucTpoi BIpTyanbHOI (a TakoXK 3MIMIAHOI) pealibHOCTI HUHI €
HaJ3BUYaiHO akTyanpHOIO: BP mepecrae Oytu mpocto “irpamkoro uist Oaratux
miTeir”, 1 Bce Oumpie cdep MIATBHOCTI JoAed B i1HGOpMAIiHHOMY MIPOCTOPI
(komepIriiiHa, colianbHa, PO3BaYKaJIbHA) BIPOBAKYIOTH PIIICHHS 3 BUKOPUCTAHHSIM
BP. Ilopir Bxomkennss y BP crae Bce HMXKYMM, OCKUIBKHM 3HMXKYEThCS sIK 1iHa BP-

KOMILJIEKTIB, Tak 1 BuMoru a0 I1K.

Po3pobka mns BP 0asyerscs Ha cranmaptHux mpouecax 3D-po3poOku, aie
noTpedye JOJATKOBOTO KOAY MJii OOpOOKM JaHUX 3 CEHCOPIB 1 PO3IIUPEHOIO
B3aEMOJIIEI0 3 (DYHKIISIMU TPUCTPOIO, sIKI € YHiKanpbHUMHU uisi BP, 3a momomororo
okpemux API. 3apa3 #ge axkTHUBHA CTaHAapTH3allis OPOrpaMHUX PIlIEHb s
po3pobku mig BP B Mmexax Biakputux API, 1 i7es cTBOpEHHS 3aCTOCYHKY, SIKHA

mpairoBaTuMe Ha BCix nonyispHux BP-mardopmax, mBUIKO cTae peanbHICTIO.

BepxHss  Mexxa  cmiBBIAHOMICHHS — “HiHa-AkicTh” 111 BP-mipucrtpois
CHIOKUBAIIBKOTO Py AaKTUBHO TOKPAIIy€ThCSI TAaKWUMH BEIUKUMH TPaBISIMU
iaaycTpii, sk Oculus 1 Valve. Oculus Quest Bxe € 0e3mpoBiTHUM 1 MOOUTEHUM
3aminHuKkoM BP mns TIK, a iHTepec 10 HBOro MOCWICHHMH peanisiMH BiJAAJIEHOl

pob6otu. OueBuAHO, 110 €BooLiss BP-ipucTpoiB 1ie He aocsria MmKoBOi TOYKH, 1 B
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MaliOyTHROMY Ha HAC YEKAIOTh OUIBII 3py4Hi, MOTYKHI Ta aewmwesi BP-npuctpoi. Ha
’KaJlb, TIOHEpaMHU CTBOPEHHS HOBHUX amapariB € BEJIUKI KOpIOpallii, a He IIHpOKa
CHIJILHOTAa PO3POOHUKIB, TOMY IcHye HeOe3leka MOHOIMOMI3alil 1HAYCTpii Ta
npuB’si3ku 10 BupoOHuka (vendor lock-in); BP-kommiiekry, sikuii MaB OW BiJIKpHUTI
cxeMH 301pku 1 OyB TOTOBUM JI0 BUKOPUCTAHHS Ha PiBHI KOMEPIIIHHUX PIlIEHb, JOCI

HE ICHYE.

BinmoBinHO, TeXHONOTIi BXE € TOTOBUMHM TSI BUKOPUCTAHHS IMUPOKAM KOJIOM
PO3pOOHUKIB, 1 €KOCHCTEMa MPOTPaMHUX PIICHb € JIOCTaTHBO PO3BUHEHOIO SK IS

KOM(OPTHOTO MPOTOTUITYBAaHHS, TaK 1 A myOsikawii Benukux BP-npoaykris.
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PO3A1JI 2: AHAJII3 3ACOBIB I METOAIB CTBOPEHHA 3ACTOCYHKIB 3
BUKOPUCTAHHSAM BIPTYAJIbHOI PEAJIBHOCTI

st HamucaHHs gaHOi poOOTH OyB BUKOPHUCTAHWUW JUINE OJWH amapaTHUN
koMIuieKT — Oculus Rift S — Tomy B nanomy pozauni Oyjae MOpiBHSHA MIIATPUMKA
naHoro (marmaHcekoro mnpuctporo BP-punky pizaumun API BP Ta skicth
Bukopuctands mux APl ocHoBHuMu 3D-pymiismu, mo marpumyoTs BP-po3polky.
Tum He MeHIl, 3a iHpopMalli€ro BiJ MPOBIAHUX ocoducrocter BP-1naycrpii, Bci BP-
MPUCTPOI CHOKUBAIIBKOTO PSIy MIATPUMYIOThCS OCHOBHUMH 3 D-pymisimu Ha 100%,
TOMY JIaHl 3 JJAHOTO PO3JALTY MO>KHA TEOPETUYHO €KCTPAIoJIOBaTH Ha 1HII MPUCTPOi

1i€i Kareropii.

2.1 Pywuii nois 3D-3acTocyHKiB 3 miATpumMKor BP

2.1.1 Unity

Unity — OararomiatdopMoBe CEpeIOBUIIE PO3POOKH KOMITHOTEPHHUX Irop Ta
3D-3acTocyHKIB, po3pobiieHa amepukaHchKkoro kommaniero Unity Technologies. Unity
JO3BOJIIE CTBOPIOBAaTH JIOJIaTKM, IO NPALOIOTh Ha OUIbIl HDK 25 pI3HHX
wiarpopMax, Ha KIUTAIT MOOLIBHUX MPUCTPOIB, ITPOBUX KOHCOJEH, NEPCOHAIBHUX
KOMIT'IOTEpiB, Opay3epHUX 3acTOCYHKIB Tomlo. [lepmia Bepcist Unity crana JOCTYIHOIO
3 2005 poky, 1 Xo4a 3 TOrO 4Yacy MPOAYKT 3a3HaB OararbOX 3MiH, PO3BUTOK

cepeoBHIIa TPUBAE 1 J0CI.

Po3poOHukam BipTyanbHOi peanbHOcTi Unity mpornoHye MIATPUMKY Oararbox
mwiarpopm (PCVR, Android, i0S), ane wom mns mintpumku APl BignmoBigHMX
mwiargopm mae OyTH IHTETpOBaHMM camMuM po3poOHHKoM. Unity Jsdile mporoHye

nerkuit noctyn Ao Takux API, sk Oculus SDK, SteamVR ta OSVR.



31

Pucynok 13 - BP-rpa Ha Unity “The Escape Room” (300paxeHHs:
Unity Learn)

OcnoBuuMu mnepeBaramu Unity € MiATpUMKa BEIMKOI KUIBKOCTI Cy4acHHX
wiathopM, HASBHICTH rpadiqHOoro iHTEpQEHCcy st po3pOOKHM 1 KOMIOHEHTHO-
OpIEHTOBaHA CHCTEMa KOMIO3MIM piBHIB. SIK HEMONIKM 4YacTO BUAUISAIOTH BTpaTy
IIBUJIKOMIT TpH poOOTI 3 aKTopamu, IO CKJIaJaroThCsl 3 0ararbox BKJIAJICHHX
KOMIIOHEHTIB Ta YCKJAaJHEHUH MeXaHi3M iHTerpaimii 30BHIIIHIX 0i0mioTex

(DLL/dylib) B 3acTOCYHOK.

Ha nanuii MOMEHT HalaKTHBHIIIOW c(eporo po3BUTKY cepenoBuiia Unity €
MOOUTEHHI PUHOK, B skoMy Unity € aOCOTIOTHUM JJEpOM SIK Cepell MEHIINX

HE3JIeKHUX CTY/IIN, TaK 1 0araTOMUTbSIPIHUX KOPIOPAITii.

Jist nanoi podorn Unity He OyB oOpaHMil 4epe3 HEAOCTATHbO CTaOUIbHY
niaTpuMky SteamVR (OpenXR), uepes o niarpumka npuctpoiB Oculus Ha Linux €
BKpail BAXKOIO 4M HaBiTh HeMOxJuBowo. [Inariau ans API BP migrpumyrorscs abo
po3poonukamu 3 Unity Technologies, abo rpomanoro, 10 peryiaspHO CIPUUYUHSIE

koH(pmikT Bepcii 3 [13 neskux BP-npuctpois.
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2.1.2 Unreal Engine

Unreal Engine — irpoBuii pyuriii, po3poOmtoBanuii kommaniero Epic Games.
Crioyarky py1uIiii BUKOPUCTOBYBABCSI JIMIIIE 711 BHYTPILIHIX MPOEKTIB KOMIIaHii, aje 3
YacoM CTaB TNPOTPAMHHUM TMPOAYKTOM 3 BIIKPUTUM BHUXIJIHUM KOJOM 1 TIOYaB
BUKOPHCTOBYBATHUCS JUISl 1TOp PI3HUX AHPIB Ta NEPCIEKTUB. TaKkoX IMOMITHOIO
BIJIMIHHICTIO € CHCTEeMa JIIIICH3yBaHH: Ha BiqMiHy Bif Unity, 110 6€3KOIITOBHO HAJA€
OOMEXEeHY Bepcito pylrss 1 noTpedye joporoi JimeHsii s mnpodeciifHoro
Bukopuctans, Unreal Engine € 0G€3KOITOBHHUM 3 MOBHUM (PYHKI[IOHAJIOM aX IO
JoCsITHEHHST po3poOHuKoM 3acTocyHKy $1,000,000 Ha mpomakax, micis doro Epic
Games onepxye 5% Bia NMpoJaxiB MIOKBApTalIbHO. Taka cucTeMa € 3pYyYHOIO IS
PO3pOOHHUKIB-TIOYATKIBIIIB Ta HEBEJIMKUX CTydid, aie mnorpedye IOAaTKOBHX

(b1HaHCOBUX 3yCHIJIb BiJI BEIMKUX KOMIaHiH.

@ (u:\ UNREAL ENGINE PRODUCTS SOLUTIONS LEARN NEWS & EVENTS COMMUNITY SUPPORT MARKETPLACE Q. ® Lsen

4

The world’s most open )
and advanced real-time M
3D creation tool

PucyHok 14 - OdiliiiHul calT Unreal Engine

Pymiit BUKOpUCTOBYE CTaHIAPTHY CUCTEMY KOMIIOHEHTIB (Takox HasiBHY B Unity
ta Godot), ase BIAMIHHICTIO € arpecMBHE BHUKOPUCTAHHS HACIIJlyBaHHS B

cragaapTHux kimacax Blueprint. Hampuknaa, kmac Actor mae auiie MOXKIUBICTD
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po3MillleHHsT B CBITI (mo3uiiisi, o0OepT, po3mip), Horo HacmigyBad Pawn wmae
GbyHKIIIOHA JIs TIEpeMIIeHHs] Ta 0a30BUX B3a€EMOJIINA K TPaBIsl, TaK 1 HEIrPOBUX
nepcoHaxiB, a HacmigyBadu Pawn — Character ga€e MOXKIMBICTh T'PaBIIO KepyBaTH
Pawn 3a momomororo cranmaptHux 3aco0iB BBomy (WASD, reiimmnan Tormno). 3 mboro
ciinye, mo npu po3podui B Unreal Engine wacTiiie n10BOIUTHCS BUKOPUCTOBYBATU
nepeBusHaueHHsa ¢yHKIi (overloading), Hix, Hanpukian, B Unity, ne wacTime
BUKOPHCTOBY€ETHCSI KOMITOHYBaHHs. Tum He ment, iHTepdeiic Unreal Engine Ta MmoBa
Blueprint peanizytots ocHoBHuU ¢yHkmioHan OOIl B moctymHiit dopmi, 110

NOJIETIIIYE pOOOTY 3 LIE€I0 MapaaurMoro 6e3 BUkopuctanus C++.

Unreal Engine miarpumye ocnoBHi API BP, 30xpema Oculus SDK i1 SteamVR
3aBISKA CHCTEMI IUIAriHIB, SKI MIATPUMYIOTHCS CaMHUMH BEHIOPAMH, TOMY 3aBXIH
miaTpuMylOTh ocTanHi 3MiHM B APIl. Takum uYmHOM nmocsraeThcs MIBUIKICTH
po3poOku Ta ctabumbHICTE BP-3actocynkiB, po3pobinenux y Unreal Engine. [ani
IUIariHA 1HTErPYIOTHCS 3 HU3bKOPIBHEBUMHU 3arajbHUMU QyHKIIssMU BP, HagaBanumu

Unreal Engine, 1o 103Bos1si€ BiTbHO 3MIHIOBATH TUTATIHH i1 9ac PO3POOKH.

Pymiiit Hanucanuit Ha moBi C++, 1 came ii 03BOJIsIE BAKOPUCTOBYBATH TIiJ] Yac
PO3pOOKHU. Ale AJis MOJETTIIEHHS TPOTOTUITYBaHHS Ta TIOPOTY BXODKEHHS B PO3POOKY
Unreal Engine Takox Hamae MOCTYI 10 Bi3yaJIbHOI MOBHU TporpamyBaHHs Blueprint.
Blueprint — rpadiuna mMoBa, 1110 BUKOPHUCTOBYE eneMeHTH TpadiB (nodes) Ta 3B’g3Ku
MK HUMHU JUIsl OMKMCAHHS BXOZAIB 1 BUXOIIB (DYHKIIH, a TaKoX MOTOKY BUKOHAHHS
(execution flow). Blueprint He € oOMexeHOO Y (YHKITIOHATI, aJKe KOMIUTIOEThCS B

HatuBHuil C++, ajie Ma€ JesiKl HEJOIIKHU:

e 1eBHI marepHu HanucaHHs koxy (umkiu, OOIIl Tomo) € He3pyuyHuMU B

Blueprint 1 moTpeOyroTh OaraTto eJIeMeHTIB 1 3B’ SI3K1B JJISI OIUCY,
Y Y,

e koa C++, srenepoBanuii 3 Blueprint, Mae MamMHHO-3a7aH1 IMEHa Ta KJACH,

HE3pYy4HI JUJIs iHTerpaltii 3 B1acHuM Kogom C++;
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e Takok edexTuBHICTh Blueprint B geskux Bumagkax € B 5-10 pasis
NOBUIBHIIIOK 3a 1AeHTHYHHU C++ - yepes 1e Taki pecypcoMICTKI oneparii, K

o0poOKa 1ieiepiB, OCBITICHHS TOIIO, 3a3BUYai MUIryThes Ha C++.

B ocrannix Bepcisix Unreal Engine 4 € ¢ynkiis mig vHazsoro VR Editor, 1o
J03BOJISIE pelaryBaTu piBHI, OCBiTIIeHHs, Tpadu Blueprint, marepianu Tomio, He
Buxoasun 3 iHTepdeiicy BP-mpuctporo. lle mo3Boisie CKOPOTUTH 1HTEpBAl
BIIPOBA/PKCHHS HEBEJUKHUX 3MIH B 3aCTOCYHOK 1 MOIMEPEAHBO MEPETIITHYTH 1X, HaBITh
HE 3amycKaroud 3acTOCyHOK. Takok maHa (yHKIIsA peanidye I[iKaBli MEXaHIKU
B3a€EMOJIII 3 KOPHCTYBaue€M, BHKOPHUCTOBYIOUH OOCPT KHCTEH pYyK, BIJICTaHb MiXK

pyKamu ToIo Juisl onepanii Hag o6’ekramu y 3D-nipocropi.

Pucynoxk 15 - Inrepdetic penaryBanust BP-pisniB B UE4 (300paxenns: RoadToVR)

Bnponosx 2021 poky mnanyerbest Buxig HacTynHoi Bepcii Unreal Engine S.
OxpIM MOKpalIEeHHs NPOAYKTHUBHOCTI, 3allJJAHOBAaHUM, 30KpeMa, TaKUi (PyHKIIOHAJ,

KWW MOXKE BIUIMHYTH Ha iHaycTpito BP-3acTocyHKiB:
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e JMHAMIYHA CHCTEMa HENpsIMOTO OCBITIEeHHS Lumen, sKka JI03BOJIUTH
B1I0OpakaT peasliCTUYHE HenmpsiMe OCBITIIeHHS (qudy3isl CBITIAa) B peaJIbHOMY

gaci, 10 JI0 I[bOT0 OYJI0 AY)Ke PECYPCOMICTKOIO OTIEpaIli€lo;

® cucTEeMa MIKPOIOJIrOHAIBHOTO peHAepunry Nanite, 3aBasiku sikiii BxijgH1 3D-
pecypcu  (Mofemi, TEKCTYypH) MOXYTh OyTH MaKCUMaJbHOI SKOCTI 3
MUTbIIOHAMHU TOJITOHIB, a PYIIi B peaJlbHOMY Yacl aJanTye sSKiCTh, PIBEHb
neTtamizalii Ha BIACTaHI Ta PEHACPUHT OO’€KTIB 10332 KaJApoOM s

ONTUMAJILHOTO PE3YNbTaTy;

e rpadoBa cucrema penaryBaHHs 3ByKy MetaSounds, 110 HaTXHEHa ICHYIOYOIO

CUCTEMOIO pefaryBaHHs marepianiB Material Editor;

e moBHA 3amiHa (izuunHoro pymrisi Nvidia PhysX wa Bmachuit pymiii Chaos
Physics, 1mo mogacTe peamicTUYHOCTI CHUMYISIISAM (i3UKU PyHHYBaHHS,

pi,ZII/IHI/I Ta BOJIOCCAI.
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2.2 llopiBusinug ichyrounx BP API na npuxiaai Oculus Rift S

2.2.1 Oculus SDK

Odimitine API BP Big Oculus — Oculus SDK. Oculus SDK (Takox BigomMuit sik
Oculus PC Platform) — naGip nporpamaux iHcTpymeHTiB Bifg Oculus Ta BiamosinHa
JIOKYMEHTAIlisl 70 1HTerpamii UMX 1HCTPYMEHTIB B TaKi MPOrpamHi MPOAYKTH, SK
Unity, Unreal Engine ta SteamVR. Oculus SDK nHamae po3poOHuKaM MOBHMIA
dynkionan tuargopmu  Oculus, 10 SKOro, OKpIM CTaHAAPTHUX (YHKIIN
BIJICTEKEHHSI CEHCOPIB Ta KOHTPOJIEPIB, 110 HajnaroThcsa Oaratbma API, BxoasTh Taki

dynkii miargopmu Oculus, sk:
e iHTerpaiis aBarapy kopuctyBada Oculus B BP-3actocyHok;
® JIOCTYII JI0 YHIKQJIbHOTO aJITOPUTMY TpOCTOpoBOTO 3ByKY Oculus Spatial;
e couiaibHi (QYHKIIIT: CIUCOK JIPYy3iB, TOJIOCOBHI YaT, CIIUCKU JiJEPIB TOIIIO;

® CHHXpOHI3AIs MPOrpecy 1 30epexeHHs BeUKUX (aiiIiB y XMapHOMY CXOBHUIII

Oculus Cloud;

e nepeBipka BosioaiHHs 3actocyHkoM (Oculus Entitlement Check) ta miarexi

yepe3 Oculus Store.

Oculus Rift S mnosnicTio miarpumyetbcsi APl Oculus SDK 1 Hanmae
KOpUCTYyBauaM JIaHOTO MPUCTPOIO TOBHUHM JOCTYN 10 BCIX (YHKIIN miaTdopMu
Oculus. Oculus SDK API € cTabinbHuM: iHTEpdEic iIcHy0UnX (QYHKIINA 3MIHIOETHCS
BUKJIFOYHO TIPH BUKJIQJICHHI HOBOT BeMKoi Bepcii (Hampukian, 2.0; Ha TaHWi MOMEHT
API 3naxonutbest Ha Bepceii 1.43) 1 BCi OHOBJIEHHS 10 HbOTO, TaKl SIK HOBI (PYHKIIIT
miargopmu Oculus, nonatotbes B API sik po31mpeHHs 1 He BIUIMBAIOTh HA ICHYIOUUI

dbyHKIIIOHAI, TOMY (PYHKITIOHAJ ICHYIOUUX 3aCTOCYHKH HIKOJIU HE IMOPYIIYETHCS.
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2.2.2 OSVR

BipryansHa peanbHicTh 3 BigKpuTuM KogoM (OSVR) - 11e mpoekT mporpaMHOro
3a0e3meueHHs 3 BIAKPUTHUM KOIOM, po3poOnenuit Razer Ta Sensics, skuid
CIpSIMOBaHHWM Ha Te, MO0 TapHITYpH Ta IrpoBI KOHTPOJEPH BCIX MOCTaYaIbHUKIB

MOIJIM BUKOPUCTOBYBATHUCS 3 OyJlb-IKUMU 1rPaMHU.

OSVR Mae 11Bi OCHOBHI Ta HE3aJ€kHI YAaCTUHU: amapaTHe 3a0e3MeYeHHs 3
BIJIKDUTUM KOJIOM Ta TMporpamMHe 3a0e3nedeHHs 3 BIIKpUTUM KomoMm. [Ipoekt B
ocHOBHOMY (piHaHCcyeThcss Razer Ta Sensics. IlapTHepamu MpoekTy € po3poOHHUKHU
irop Ubisoft Ta BupoOHUKU obnaguanus Vuzix. [Iporpamua miardopma 3 BIAKpUTUM
KOJIOM JTO3BOJISIE PO3POOHMKAM BIPTyaJIbHOI PEajbHOCTI BUSBIISATH, HATAIITOBYBATH Ta
KEepyBaTH MPUCTPOSIMU BIPTYaJIbHOI PEAIbHOCTI B IIMPOKOMY J1ana3oHl onepaniiHmux
cucteM. BoHa Hamaetbes 3a minensiero Apache 2.0. 3 cepmus 2018 poky moctyrmHi

BUXI1JHI (haliIn eIEeKTPOTEXHIYHOTO 00JIaJTHAHHS.

Developer Portal Other OSVR Sites ~

Welcome to OSVR.

OSVR is an open-source software platform for virtual and augmented reality. It allows discovery, configuration and
operation of hundreds of VR/AR devices and peripherals. OSVR supports multiple game engines, and operating
systems and provides services such as asynchronous time warp and direct mode in support of low-latency
rendering. OSVR software is provided free under Apache 2.0 license and is maintained by

Please consider supporting the OSVR movement by

Documentation, Videos and White Papers

(Revised March 2015)
(revised March 11, 2015)

Pucynok 16 - Odiuiiinuii Be0-cailt OSVR
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[TinTpumka koHKpeTHUX NpuUcTpoiB B OSVR peanizyeTbcs NUIAXOM HaIllMCAHHS
npaiiBepa Il IbOro MpucTporo. [paiiBepu mist Oarathox icHyrouux BP-mpuctpois
3apa3 3HAXONUAThCS Ha PI3HOMY PpIBHI CTaOLIBHOCTI 1 3aBEpIICHOCTI, Jie
darMaHCHKUMU peai3alliiMi € JpaiiBepu i MPUCTPOIB VuziX Ta KOMIUICKTIB
po3poonrnka OSVR HDK. Ha nanuit moment icuye apaiiep OSVR st Oculus Rift,
asie BiH He OHOBIIOETHCS 3 2017 poky. Cripoba CKOMIIIIOBATH 1 BCTAHOBUTH JApaiiBep
st Oculus Rift S B pamkax 11iei po6otu He Oyna yCHiniHow, TOMY ASTaIbHUN aHaTi3
¢ynkuionany nasoro API ne 6yB npoBeaenuii. MoxkHa nuiie 3poOUTH BUCHOBOK, 1110
OSVR € cnabko miaTpUMyBaHUM MPOEKTOM 1 MOro BUKOPUCTAaHHS B cydacHux BP-

34CTOCYHKAaX HC € OIITUMAJIbHUM piH_IGHH}IM.

2.2.3 SteamVR (OpenXR)

SteamVR — inTepdeiic Mmix BP-3acrocynkamu 1 BP-mpuctposmu, 110
po3pobiigerbess komnaniero Valve. 3 mororo 2021 poky SteamVR peanizoBye
cragaapT OpenXR B mMOBHIM Mipl, 1 Tenep € HaWOUIBII NPOTECTOBAHOIO 1

BUKOPHCTOBYBAHOIO MO0 peanizali€ro.

SteamVR mno3utitoerscs K Hainermuil crnocid noennatu BP-po3pobHukiB Ta
BP-kopuctyBauiB y Mexax onnaiH-tuiatdhopmu Steam: BP-po3poOHUKE MOXYTH
CTBOPIOBaTH 3aCTOCYHKH, BHUKOpUCTOBYrouM e uiaboBuid APl OpenXR, a
KOPHUCTYBaul 3MOXYTb MPAIIOBATH 3 IIUMH 3aCTOCYHKAMH, BUKOPHCTOBYIOUH OyIb-sKi
BP-nipuctpoi 3 miarpumyBanux SteamVR (taki sk Oculus, HTC Vive, Valve Index,
Samsung Gear VR, Windows MR Headsets To1io). He3Baxkaroun Ha Taky 3B’ s13aHICTh
mwiargopm Steam ta SteamVR, Oynb-skuii 3aCTOCYHOK, HaBITh HE OIMyOJIKOBaHUH B
Steam, moxxe BukopuctoByBaTH APl SteamVR, skmo BiH € BCTaHOBIEHMI Ha
KOMIT IOTepi KOpHCTyBaya. Takuil miaxiJ 103BOJIsIE€ PO3POOHUKAM MOYATH TECTyBaHHS
1 paHHIN TPOAAXK 3aCTOCYHKIB J0 MyOJikaiii B Steam, 1 MOTUBYE iX OMyOIiIKyBaTUCs y

Steam 3a7u1s1 TOCATHEHHS LIUPILIOT Ay JUTOPII.
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STEAM VR

IHCTANIOBATU STEAMVR

YOMY STEAMVR?
/
(rociBHMKM 3 PO3MILLEHHA

M 1 MOCIEHIKA 3
I@I | HANAWITYBAHHS

BMBEPITb CBOC BUPILWEHHA MPOBNEM

OBHAHHAH Hﬂ @] i CrINLHOTA

SteamVR — Haiininwe Ha csoroaHi obnagHaHHs ans PO3POBHUKAM
BipTyanbHoT peanbHocTi. BiH ninTpumye wonomu Valve
Index, HTC Vive, Oculus Rift, Windows Mixed Reality Ta
6araro iHuwmx.

[]
< —
(== [

Pucynok 17 - Odiuiiinuii Be0-cailT SteamVR

SteamVR takox Hagae 1oAaTKOBUM (PyHKIIOHAI, TAKUH SIK:

e “mim” kopuctyBaua y BP, 3 intepdeiicom s mBuakoro 3amycky BP-

3aCTOCYHKIB;

® pO3TallyBaHHs JOCTYIHOI irpoBoto 30HU (abctpakiis Hax Oculus Guardian Ta

BJIACHUMHM 1HCTpyMeHTaMu oOmexxeHHs 30HU Big HTC/Valve);
® MIATPUMKA MIKpOTpaH3akiliil uepe3 Steam Payments API;

® HaJaHHS pPO3pOOHHMKAM MOMKJIMBOCTI BCTaHOBIIOBaTH BikHa BP-3acTocyHkiB

BCepeIMHy OCHOBHOTO iHTepdeiicy SteamVR 3a nonomororo VR Overlay API.

2.3 BucHOBKHM 10 po3ainy

3 Tprox mopiBHSHUX 3D-pymiiB mumme Unreal Engine 4 Bigmosigae
MOCTaBJICHUM KpPHUTEpIsAM: MOBHA iHTerpauis 3 Hu3bkopiBHeBUM API BP-mpuctporo,
HIATPUMKA JEKUIBKOX LUIBOBUX IIaTQopM, 3pydHuid iHTepdeiic po3podku 1 BP ta

BeJIMKa KUIbKICTh 1H(opMarii 11t HoBux VR-po3poonHukiB. [Tiarpumka OpenXR Ta
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Oculus Platform API y Unreal Engine 4 € nepuokiacHOw0, OCKUIbKH KoxeH API
niaTpuMyeTbess okpeMuM 1iarinom Unreal Engine 1 He kKOHQIIKTYe OMH 3 OHUM,

110 JI03BOJIsSIE BUKOPUCTOBYBaTH 00uaBa API B Mexxax oHOTO MPOEKTY.

SteamVR (OpenXR) Ha nanunii momeHT € enunum API BP, mo no3Bomsie
BUKOPHUCTOBYBAaTH (PyHKIIIT mHpoKoro psxy BP-mpuctpois B yHidbikoBaH1i MaHepi 6e3
JIOJIATKOBOTO KOAy Jiisi KoHKpeTHux muargopm, a Unreal Engine € cepemgoBuiiem

pO3poOKH, 110 Halkpalue miaTpumye nanuii API.
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PO3A1JI 3: CTBOPEHHSA 3ACTOCYHKY 3 BUKOPUCTAHHAM
BIPTYAJIBHOI PEAJIBHOCTI

B nmanomy po3min onmucyeThecs TPOIEC CTBOPEHHS, TECTyBaHHS Ta MyOiikari
BP-3acTocynky 3 Bukopuctanusm 3D-pyunist Unreal Engine 4, MoBU nporpaMmyBaHHS
C++ Ta rpadiunomy inrepdeiici Blueprints, APl BP SteamVR (OpenXR) Ta
016miorek Oculus Platform. Ines 3acrocynky nossirae y mepemisifi Ta peAaryBaHHI
niarpam (pie chart, line chart Tomo) y BP, BukopucroByroun KyOu sik HalmpoCTimuni
cnocid mpencTtaBieHHs AaHuX. s sikicHOi po3poOku Oynau MpoOBENeHI HACTYIHI

pobotu:
® CTBOPEHHS MPOTOTHUITY 3 BUKOPUCTAHHIM BCiX QyHKIIH BP-npuctporo;
e j071aHHA (PYHKI[IOHAY, IOB’A3aHOMY 3 JllarpaMaMu, Y IPOTOTHII;
e TtectyBaHHsA BP-3actocyHky;

e myOmikalisg 3acTOCyHKY B Marasuni BP-3actocynkis Oculus Store.

3.1 Creopennst npoexkty Unreal Engine Ta nonannst mintpumku BP

[Ticns 3aBanTaxenHs Unreal Engine 4 cTBoproerbest HOBUI mpoekT Blueprints.
HanamryBanua miargopmu HeoOximHO BctaHoBUTH sik Desktop/Console, iHakiie

Taki QYHKII1, IK PEMPOEKIlisi BTpauYeHUX KaApiB, OyIyTh BIIKIIOYECHI.

Blueprints — rpadiuna moBa mporpamyBaHHs i Unreal Engine, o
KOMIITIOETHCS B HATUBHUM KOJ (Ha piBHI 3 CH++) 1S HITbOBUX MIIAT(HOPM 1 T103BOJISIE
pO3pOOHUKY BI3yadi3yBaTH MOTIK i (peakiis Ha NOAli TOIIO) Ta IIBUAKO
CTBOPIOBATH KOMILJIEKCHI CHCTEMHU 3 BEIMKOIO KIJIBKICTIO B3aeMmoii. Blueprints Hamgae
noctyn 1o Becboro ¢gyHkiioHany Unreal Engine, Tomy, sik 1 C++, HE € 0OMEXEHOIO B

MOXITUBOCTSX. Blueprints Hajmae ocHOBHI OymiBenbHI OMOKM (KEPYBaHHS IUISIXOM
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BUKOHAHHS, CTBOPEHHS OOpOOHUKIB MOJIA, JOCTyH IO HU3BKOPIBHEBHX (YHKIIH

OpenXR) Ta 103BOJIsIE€ CTBOPIOBATH KJ1acu 1 PyHKIIIT Ha X OCHOBI.

1[ Unreal Project Browser

Project Settings

ther to create a Blueprint or C++ project. |:| >

-
Desktop / Console

Choose the performance characteristics of your project. ﬁ -

Mo Starter Content

f real-time raytr: abled in the new

Raytracing Disabled

location for your project to

ed
C:\Users\brightone\Documents\Unreal Projects - | DiagramsProto

Folder Name

Create Project

Pucynok 18 - CtBopenns npoekry Unreal Engine nyist BP

[Ticnst cTBOpeHHST MPOEKTYy HEOOXIMHO MiATOTYBAaTH JIBA OCHOBHHMX KJIAcH JIS
BP-3actocynky — VRGameMode (BiamoBijae 3a MOYaTKOBY IO3WIIIO TPaBLS Ta
yMoBU Buxoay) Ta VRPawn (BiamoBijae 3a nmepcoHa)xa KOPUCTyBaya y BIpTyaJIbHOMY

cBiTi). CTBOPIOIOTHCS BOHU NUISIXOM BHKJINKY KomMaHAau New Blueprints Class.

== Content Browser
I Add/import ~ [C) Save All & - | B&= Content » Blueprints

k= YFilters ~ SNV

Pucynok 19 - OcnoBHi kinacu BP-3actocynky
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3.2 Interpauist ocHoBHux ¢yukuiii API BP-npucrpor y SteamVR/OpenXR

[lepen Tum, sik ommcyBatu Oi3Hec-joriky BP-3acTocynky, HEOOXiqHO HajgaTH
MalOyTHIM MPOrpPaMHUM MOAYJISIM 3aCTOCYHKY 3pYyYHHUH JOCTYN A0 (YHKIIOHATY
BP-mpuctporo nuisaxom abcrpakuii Hax naismMu kopuctyBada. Unreal Engine namae
OCHOBH1 aOCTpakIlii HU3BKOTO PIBHA I pOOOTH 3 CEHCOpaMU Ta OCHOBHOIO
iHpopmaiiero Bin BP-npuctporo, ane i koM@oOpTHOI po3poOKM HEOOX1IHO
CTBOPHUTH BJIacHI a0cTpakuii (k1acH, QyHKIIi) 111 OCHOBHUX (PpyHKIi BP-npuctporo

B KOHTEKCT1 pO3MOBCIODKEHUX METO/IIB HAJIAIITYBaHHS B3aemoiil y BP.

3.2.1 HanamTyBaHHS BiJICTeKeHHSI CEHCOPIB i BiAMOBIAHUX BXiTHNX MOii

B UE4 enemeHTH 3aCTOCYHKY, SIKI MOXYTh ICHYBaTM OKpPEMO B CBITI,
Ha3uBaOThcsi Aktopamu (Actors). Ilintunm  Actor, SKHUM MOXHa KepyBaTH
IHTEpaKTUBHO (3a JOIOMOIOI0 TeiMIay, Kiasiarypu, BP-npuctporo uu MalimHHOTro

1HTENeKTy) Ha3uBaeTbest Pawn ([limak).

Hns BP-3acTtocyHKy cTBOproeThesi criemianbHuii ki1ac VRPawn, mo nHacmigye
Pawn. Bin BiamoBimathuMe 3a CTBOPEHHS 1 pO3TallyBaHHS KOHTPOJIEPIB PyK Ta
00poOKy monii Bix BP-monoMy 1 KOHTpoJiepiB, IO BiANOBIIalOTh MEPEMIILIEHHIO Ta
JisM ~ KopucTyBada. HamamtyBaHHS  BIACTEXKEHHS MOAINM  KOHTPOJEPIB  PYyK

B110yBaeThCcsa y okpeMomy kiaci VRMotionController.
3.2.1.1 HajamryBaHHsl 104aTKOBOI BUCOTH BP-nipucrTporo

Kosxen BP-nipuctpiii npu HanamryBaHHi poO0Y0i 30HU 3amam’sITOBY€E TIOYaTKOBY
touky (VR Origin) 1 mocunaerbcsi Ha Hel npu pyxax. Po3ramryBaHHS 1i€i TOYKH
BIJIHOCHO JIOCTYITHOI 30HU I'paBUs BIAPI3HAETHCS ISl PI3HUX MPUCTPOIB: HAPHUKIA,
st Oculus Rift ta HTC Vive ne piBens miaiory, a st Windows MR Ta PlayStation

VR — piBeHb oueil.
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BuxopuctoBytoun ¢yskuiro OpenXR GetHMDDeviceName, Mo)kHa J13HaTUCA
Ha3By BP-nipuctporo 1 BCTaHOBUTH BIANOBITHUM BIJCTYN y BUIAJKY BIJICTEKEHHS BiJl

piBHA oueii 3a nonomororo GyHkiiit UE4 SetTrackingOrigin Ta AddLocalOffset.

Oculus/Vive =
[ Set Tracking Origin

— P

[ W 1
L d / Windows MR/ PSVR *
[ J GetHMDDevice Name

[ Set Tracking Origin
~—

I mddLocalOffset

Retun Vakue @ %

-
VROrigin

—
Default Player Height @

Pucynok 20 - Onvc HanaTyBaHHs piBHA BiZiCTe)KeHHs

3.2.1.2 CtBOpeHHs 00’€KTIB KOHTPOJIEPIB PYK

HacrtynHoro fi€to € cTBOpeHHS KOHTPOJEPIB it 000X pyk. Monmens pyku, 10
BUKOPHCTOBYETHCS JUIsl Bi3yasizaiii koHTposepiB y BP, cTBopena mns mpaBoi pyku,
TOMY JUIsl J1iBOi BOHa Mae OyTu 1HBepToBaHa (QyHkuiero SetWorldScale3D. Pyku
MEPEMINIYIOThCSI pa30oM 3 TpaBIEM 3aBASKH TMPUKPIUIEHHS 10 Touku VROrigin

¢dyukuiero AttachActorToComponent.

 Spawnctor 8P Motion Controller
o s e oo o

]
(7 SpannActor P Motion Controller

Attempts to spawn a new Actor with the specified transform
hold (Ctrl for more

Pucynok 21 - Koa cTBOpeHHS 1 TPUKPIIUVIEHHS] KOHTPOJIEPIB O MEPCOHAKY
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3.2.2 B3aemonuis 3 00’€KTaMHM 32 JOIIOMOI'0X0 KOHTPOJIEPIB 1A PyK

Jns BUKIIMKY TOJIA B3aeMOJIi HEOOXITHO CIOYATKy OMHCATH BiAMOBITHICTH
BXiHUX Toni BP-mpuctporo ta koHTpOosnepiB pyk no nuHamivyaux mnomai B UE4. Tle
HaJaImToBY€eThcs B MeHIO Project Settings — Input — Mapping. B nanomy Bumanky mii
GrabLeft 1 GrabRight Bignosizatots HatucHeHHs1 kHonkM Grab Ha Oculus Touch, a
TeleportLeft 1 TeleportRight — BigXuieHHIO HKOWCTHKA, IO BUKIMUKAE TOIIIO

tenenopraiii. Kox B3aemoziit onucanuii B 1o1aTKy A.

3.2.3 IlepemMinieHHs1 KOPUCTYBA4a Pi3HUMH METOXAMH

Jist Toro, abu KOpUCTYBa4 MITr 0OMpaTy 3py4YHH 17151 ce0e crocid nepeMilieHHs
y BP, 3acrocyHok peanizoBye J1Ba CHOCOOM TEpEMIIEHHS: TeyenopTauis (3a

3aMOBUYBaHHSIM) Ta HENIEPEPBHE MEPEMILICHHS.
3.2.3.1 Tenenoprauis

Tenenoprartiist € HAMJIETIIIMM CIIOCOOOM TIEPEMIIIICHHSI KOPUCTYBa4ya y MPOCTOPI.
Tenemnopraliisi peajli3oBaHa IIJITXOM BHKOPHCTAHHS HKONCTUKIB HA KOHTpOJIEpax —
KOpUCTYBauy HEOOXIJTHO BIIXWJINTHU JHKOMCTUK, HABECTHUCS PYKOIO Ha MOTPIOHE MICLE,
3a OaXaHHSIM BiJpefaryBaTh IUIbOBUM 0O0epT 3a JOMOMOIOK JDKOMCTHKA 1

BIJIMTYCTUTH MOTO JUIs 3aBEPIICHHS TeJIeopTarlii.

PucyHok 22 - Kog VRPawn, 1110 Kepye nporjecoM Tesiennoprariii
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3.2.3.2 HenepepBHe nepeMilieHHs

[lin yac HemepepBHOTO NEPEMIIICHHS KOPUCTYBad BIAXWIISAE HKOHUCTUK 0e€3
NONEPETHHOT0 HATUCKaHHS HA HBOTO (SIK MTPH TEJICTIOPTallil) 1 pyXaeTbcsa B BKa3aHOMY
HaNpsSMKY BIJHOCHO HAIpPSIMKY 30py — TOOTO MOHATTS ‘“‘Briepen’, “BiIBO” TOIIO
BU3HAYAIOTHCS BIIHOCHO HANpPSIMKY, B SIKUWA IUBUTHCS KopucTyBad. Lli Hampsmku
orpumytroThes QyHnkiisimu GetForwardVector 1 GetRightVector na VRPawn, a notim
MpoeLoThea Ha miiory ¢yHkiieo ProjectVectorOntoPlane. [Ipoexiiist HeoOxiHa,
abu KOpHCTyBau 3aJIMIIABCS Ha /1031, HABITh SKIIO AUBUTHCS 3 HAXUIIOM YTOpY YU

BHM3.

3.3 Onuc MVP npoekry

OCKUTbKM OCHOBHUM TEXHIYHUM (PYHKIIOHAT Ta CKJIQJHICTh MPEACTaBICHOIO
3aCTOCYHKY 3HAXOIUTHCS Y pOoOOTI 3 amapaTHOIO CKJIAJI0BOIO, MpOTrpaMHa JioTika Oyia
CTBOpEHa BHUKIIOYHO JOCTAaTHbOI g jAeMoHcTpauii ¢yHkiid BP-mpuctporo y
3aJJaHOMY KOHTEKCTi. 3aCTOCYHOK Ja€ KOPHUCTyBady MOMKJIIWBICTh BHUKOPHCTOBYBATU
KOHTPOJIEPU PYK JJIs OLIBIIOCTI Omepalliid, TAaKuX SK MEPEeMINICHHS 1 3MiHa pO3MIpy

00’ €KTIB.

KopucrtyBau moxe migHiMaTi (Pi3uyHi 00’€KTH (K1 MalOTh KOMIIOHEHTH Static
Mesh Collider nmns komizii Ta CUMYNIOIOTBCA (PI3UUHUM PYIIIEM) 32 JOIOMOTOIO
KOHTPOJIEPIB [UIsl PYK, BHUKOpUCTOBYrouM KHONKy Grab Ha koHTponepi. Taxox
KOPUCTYBau MOX€E 3MIHUTU PO3MIp Ky0a, BUKOPUCTOBYIOUM KHONKY Grab Ha 1HIIOMY
KOHTpOJIEpl OJHOYACHO 1 3MIHIOIOYH BIJACTaHb BIA pykamMH. Po3Mmip KyOy

B1100pakaeThCs 0111 MOZICII PYKH, SIKa HOTO TPUMAE.

Takox 3a gomomororo KHomku Trigger (mia BKa3ziBHUM mnanbueM Ha Oculus
Touch) xkopuctyBau MoOke BITOOpa3UTH JIa3epHUN TMPOMIHb B HaNpsAMi Bij

KOHTpOJIEpa, BUKOPUCTOBYIOUHM KM MOXHA oOpaT KyO Juisi B3aeMOJii Ha BIACTaHI.
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3a JOMOMOror0 JIa3€pHOTO BKa31BHMKA MOXKHA SIK MIJHIMATH, TaK 1 3MIHIOBATH PO3MIP

00’ EKTIB.

JlaHa cucTema € 3py4HOIO I PO3LIMPEHHS B MaiOyTHHOMY, HAIIPHKIIAJ, IS
po3poOKu B3aeMoil 3 2D-inTepdeiicamu sik Oe3mocepeIHb0 HaTHCKaHHSAMM, TakK 1 Ha

BlJICTaHI.

SIx mpororun pearyBaHHS Ha moAii Big BP-koHTponepiB cTBOpeHMil aKkTop
CubeContainer, mo BijoOpaxae cymapHuii napamerp Weight ky0iB BcepeauHi Ta
Bi3yalli3ye HOro 3a JOMOMOIOI0 €JIeMEHTa-KOJoHU. Po3Mip KyOiB CIiBBIAHOCUTHCS 3
rapaMeTpoM Baru 3a JIONMOMOTOI0 eKCHOHeHIanbHoi pyHkIlii. KonTelinep pearye Ha
3MiIHY Bard OO’€KTIB BCEpEeNWHI, BKIIOYAIOYM Ti, IO 3apa3 3MIHIOIOTHCS

KOPHUCTYBAYEM.

Pucynok 23 - Kop Bizyamizariii napametpiB ky6iB CubeContainer

3.4 TecTyBaHHS POEKTY HA AEKIIbKOX IIaT(PopMax

TecryBaHHs Oy/I0 BUKOHaHE 3 BHKOPHCTAHHSIM TOTO X NPHCTPOIO, K 1 IS
po3po6ku 3actocyHky — Oculus Rift S. API SteamVR (OpenXR) Hagae MOXIUBICTH
BUKOPHCTOBYBAaTH 3aCTOCYHOK Ha JEKUIBKOX MATpUMYyBaHUM 1uiarpopmax O6e3
JOJIATKOBOI aJanTallii Koay, a JIs IEPeBIPKUA TaHOTO TBEPKEHHS 3aCTOCYHOK Oys10
MPOTECTOBAHO Ha JBOX OCHOBHHX Iutaropmax SteamVR — Windows 10 ta Linux

(Ubuntu 21.04). IineoBa miatdopma s 6paysepiB — WebVR — Ha ganuii MOMEHT
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He miarpumyerbest Unreal Engine 4, ane miarpumka mae OyTH aoaaHa y Bepcii S

JTAHOTO PYIIIisl.

3a pesyiapraTaMu TECTYBaHHS 3aCTOCYHOK IPOSBHB ceOe KOPEKTHO Ha 000X
miatopmax, 30epirarouu Bci nocTymHi B3aemonii. Posmmupennit pynkmionan Oculus
Online Platform (inTerparis B 616mi0Texy 3actocyHkiB Oculus, MeHIO Tlay3u) Mpaioe

Ha Windows 1 KOpEKTHO HE BUKOPUCTOBYEThCS Ha Linux.

3.5 lIy6uaikanisa y Oculus Store

[Ilo6 mepeBipuTH, HACKUIBKHU JIETKO MoYarkiBiio B BP-po3poOui omyOnikyBaru
BJIACHUM 3aCTOCYHOK, Oyno oOpano miardgopmy Oculus Store, 30kpema 3a MIBUIKUIMA
MpoIIeC PO3MISAY 3asiBOK Ta JOMATKOBI (YHKINT JUIsi pO3pOOHHKIB 3aCTOCYHKIB B

CTaJil paHHbOIO JOCTYILY.

3.5.1 Ilpus’sa3ka Oculus Online Platform no BP-3acTocynky

Buxopucropyroun ¢Pyunkmito GetEntitlementCheck Bim Oculus Platform,
3aCTOCYHOK TICJIS 3aIllyCKy TEpeBips€, YA € y KOPUCTyBada JOCTYI (HAIpHKIA,
3aCTOCYHOK 3apa3 y po3poOii uu OyB orpumanuii depe3 Oculus Store). ko
nepeBipka HEYCHilIHA, 3aCTOCYHOK HaJa€ TMOBIJIOMJIEHHS TMPO TMOMWIKY 1
3aBepIIyeThcs. BapTo HaroiocuTH, mo AOAaHHS TaKol MEPEeBIPKU € 000B’SI3KOBUM

KpUTEPIEM 10 BKIIIOUEHHS 3acToCcyHKY B Oculus Store.

[Ticns ycmimnoro npoxomxeHHs: Oculus Entitlement Check 3actocyHok moxe
BUKOPHUCTOBYBaTH po3imupeni Gpynkmii miarhopmu Oculus, ki MOXyTh OyTH I0OmaHi

nicis nmyomikaiii B Oculus Store.



49

3.5.2 Ilepesipka BianoBiaHocti kputepiam VRC (Virtual Reality Checks)

Oculus Hamae po3poOHukam cnucok kputepiiB Oculus VRC, sxum wmae
BIJINOB1IaTH 3acTOCYHOK mepen myOmikaimiero y Oculus Store. Ilpuknagn VRC, mio

OyJTi IPUIHSITI 10 YBaru Iij 4ac po3poOKH 3aCTOCYHKY:

e VRC.PC.SDK.4: Bukopucranus Bepcii Unreal Engine 42+;

VRC.PC.Functional.3: npusynuHeHHs 3aCTOCYHKY Tipu 3HATTI BP-nipuctporo;

e VRC.PC.Functional.7: BIACTeXEHHS SK TMO3UIIIHMHUX, TaK 1 MOBOPOTHUX

cencopiB Ha BP-mipuctpoi;

e VRC.PC.Input.8: mia miaHATTS 00’€KTIB KOHTPOJEpaMU BHKOPHCTOBYBATH

kHoriky Grab, a ve Trigger;

e VRC.PC.Security.1: 3acrocynokx mae Bukiukatu Oculus Entitlement Check

BIPOJOBXK 10 CeKyH]1 MICTs 3aIyCKYy.

Ha panuii MmomeHT 3actocyHok Biamosigae 90% o6oB’s3koBux VRC, mio €
JI03BOJICHUM [IJISl 3aCTOCYHKIB, $IKI PO3MIIIEHI B KaHaJIaX PO3MOBCIOMKEHHS

Alpha/Beta/RC.

3.5.3 BianpasJieHns 30ipku Ha nepeBipky A0 Oculus Store

BuxopucroBytoun incTpymeHT Oculus Platform Tool, BOymoBanuit B Unreal
Engine, po3poOuuk moxe 3aBaHTakutu Bepcito BP-3actocynky B Oculus Developer

Console 6e3nocepenabo y peaakropi. Jis mboro He0OX1IHO HaJIaTH:

e Oculus Application ID Ta Oculus Application Token — cBoepinHi “JOTriH Ta
napojib” IS BalllOTO 3aCTOCYHKY, HAJarOThCA MPU CTBOPEHHI 3aCTOCYHKY B

Oculus Developer Console;
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e Release Channel — Binnosigae kanany po3noBcromxents Oculus Store. Kananu
Alpha, Beta 1 Release Candidate ne myOmikytotbest y Oculus Store (BoHu
ICHYIOTh JUIsl TECTYBaHHSI 3aCTOCYHKY TMepel myOiikaii€r), a kaHajn Store

noTpedye Mojepallii 301pKu nepes myOsiKaili€ero;

e Build Version — HoMep 301pKHy, 1110 BiANIoBIgaTUME Bepcii 3acTocyHKy B Oculus

Store.

U

4 General Settings

ooulue RlEtanm oo

Target Platform Rift

Oculus Application ID 1234567891011
Oculus Application Token

Release Channel

Release Mote
Rift Build Directory C:/Users/tsaileo/Projects/OculusVR
Build Version
Launch File Path C:/Users/tsaileo/Projects/OculusVR/OculusVR exe
4 Optional Settings
Launch Parameters
Firewall Exception
Gamepad Emulation
I» 2D Settings

I» Redistributable Packages

oind G

PucyHok 24 - Inctpyment Oculus Platform Tool

Release Channels &

Release Channels Create Release Channel
Use these release channels to distribute your builds to users

Haspanue Latest Build Version Latest Build Code Latest Build Date

2021-05-21 22:31 UTC+2

Pucynok 25 - EkpaH Release Channels B Oculus Developer Dashboard
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BUCHOBKH

B naniit aumiomHi po6oTi Oyl0o MpoaHaIi30BaHO Ta MOPIBHSIHO JOCTYIIHI
CocoOM Ta METOAM CTBOPEHHS 3aCTOCYHKY 3 BHUKOPHCTAHHSIM BipTyallbHOI
peanpHOCTI. Bynu ommcadi MOTOYHWI CTaH, IEpPEeBaru Ta HEMONIKU JOCTymHUX BP-
npuctpoiB, APl BipryanbHOi peanbHOCTI ansg HuX Ta 3D-pymiiB, mo ix

BUKopucTOBYI0Th: Unity, Godot Ta Unreal Engine.

JlocnikeHo, K1 3 JaHUX TEXHOJOTIA PO3pOOKHU JUIsl BIPTyaJIbHOI PeasibHOCTI €
OUTBII 3pYYHUMHM JJIsI CTBOpEeHHs OararoriatdhopmoBux BP-3actocynkis. Takoxk Oymo
HABE/JICHO HAOYHI Ta aKTyajbHI MpUKIagu BUKopucTanHi 3D-pymiiB ta API BP y

ICHYIOUHX TIPOEKTaX BIPTyalbHOI PEaIbHOCTI.

3MICHEHO aHaji3 Ta ONUCAHO Npolec IHTerpaiii OCHOBHUX (QyHKIiH BP-

npuctpoiB B Mexkax nanux API BP y 3acTtocyHOK.

byB cTBOpenmii 3actocyHok 3a gomnomororo 3D-pymiis Unreal Engine 4, mio
BukoprctoBye APl BP SteamVR (OpenXR) ta mporecroBano itoro Ha BP-mpuctpoi

Oculus Rift S.

[licns mnpoBeAeHHS TECTyBaHHSA 3aCTOCYHOK Oyl0 ONTHMI30BaHO A
BUKOopucTaHHA 3 npuctpossMu Oculus nuisixom Bukopuctands API Oculus Platform ta
OyJ10 IpOBeJIeHE MOPIBHAJIbHE TECTYBaHHS Ha JIBOX PI3HUX LIIOBUX IU1aTpopmax —
Windows 10 Ta Linux. B3aemoxmis 3 3D-06’ektamMmu Ta 00poOKka Tmomiii Bif

KOHTPOJIEPIB MPAIIOBAIA KOPEKTHO Ha 000X riaTdopMax.

3a pe3yinpTaTaMu poOOTH MOXKHAa 3pOOMTH BHMCHOBOK, IO BIpTyaJibHa
peallbHICTh, X04Ya 1 € BIJHOCHO HOBOIO TEXHOJOTIEI0, BXE Ja€ PpPO3pOOHUKAM

MO>KJIUBICTh CTBOPIOBATH YHIKQJIbHUM JTOCBIJ JAJIsI MUJIbHOHIB KOPUCTYBaYiB.
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F Get Actor Near Hand

5 Rumble Controller
ComponentBeginOverlap (GrabSphere) -
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