JIOJATOK A

['pacdiunnmii matepian kBaniikaniiHoi poOOTH
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XapkKiBCbKWIA HaLLiOHaNBHWIA YHIBEPCUTET pafioeeKTPoHIKK
Kadcpepnpa EOM

Moneni BUKopucTaHHA TEXHONOriW JOMNOBHEHOI, BipTyanbHOI
Ta 3miLLlaHOoi pearibHOCTI Yy MeOu4Hin cdoepi

KeanidpikaujnHa poboTta
Opyrui (marictepcbkuii) piBeHb

ABTOp: KepiBHW1K:
NyTan B.O. MapToBuuskuin B.O.
ctyn. rp. KCMm-21-1 nou. kacbegpu EOM

MeTta i 3apgauvi pob6oTmn

Merta: peabinitauinHa Tepanis Ha ocHoBi LMC sika BUKOHY€E aHani3 Ha OCHOBI
Bi3yanbHOro CyapKeHHs TepanesTa, BUKOPUCTOBYIOUM NULLE HAsIBHWIA BMICT Ta
MoXe 6yTM 3acTocoBaHa A0 NauieHTiB 3 HEPBOBOK CUCTEMOIO B KJiHiLj, W06

TepanesT MIr po3ni3HaTn 6yab-sKy aHoMasibHy KapTUHY Ha OCHOBI 06’€KTUBHUX
OaHWX.

3apaui:
* BuBuyeHHs MeanyHOro marepiany Ta 3HanoMcTBO 3 BiGOMUMMN
ekcnepuMeHTamm
* BuBYeHHs1 TeXHONOTI BipTyanbHOI peanbHOCTI
* Po3pobka apxiTekTypu nporpamu, ii po3pobka Ta TecTyBaHHS
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HdonarkoBa, BipTyanbHa Ta 3miLuaHa peanbHiCTb.
3arasibHi MNoHATTA

[lonoBHeHa peanbHiCTb - Lie cepenosuLle, B peasibHOMY Yaci AONOBHIOE
di3n4HMA CBIT, AKUM MU noro 6a4mmo, unpoBrMN JaHMMK 3a AONMOMOI O
6yab-AKUX NPUCTPOIB - NNaHLWETIB, cMapTOHIB abo iHWKX, | NporpamHoi
yactuHu. Hanpuknag, Google Glass a6o wonom 3anizHoi JlioanHu.

BipTyansHa peaneHicTb (VR) — ue cumynsauis gocsigy, ska BAKOPUCTOBYE
BiacTeXXeHHs no3 i 3D-guennei nobnnay oven, Wob aaTn KOpUCTyBaYeBi
BiAYYTTS 3aHYPEHHS Y BipTya/lbHU CBIT.

3MilWaHo peanbHICTIO - Ue 3NUTTS peanbHUX i BipTyaslbHUX CBITiB ANns

CTBOPEHHSA HOBUX CepeaoBuLY, i Bidyanisadii, e isnyHi Ta undposi 06'ekTn
CniB iCHYIOTb | B3aEMOLjIOTb B PEXMMI peanbHOro yacy.

AKTyanbHicTb Po6oTH

3apas, y nocTnaHaemiyHui nepiog, 4OnoBHeEHA o B = I
peanbHICTb i BipTyasbHi TEXHONOrii CTBOPUIN ! :
HOBUIA LUNAX, SIKUIA MOXKE BMIMHYTU Ha ManbyTHE ) o I
HaB4YaHHs Ta peabiniTauii 3 0XOpOHW Npau,i. ‘. F/"
»
Mporpamu BipTyaneHOI peanbHOCTI
- O

BUKOPMCTOBYIOTbCA B Npouecax peabinitauji
nogen Noxmnoro BiKy, Y SKUX AiarHOCTOBaHO
xBopoby Anburenmepa Ta iHL.
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EBontouis VR-anCToTB
7 Y

Google Glass Explorer Oculus Rift Magic Leap One
2013 2016 2019
® IDTechEx
1995 2011 2016 2018

S e |[QER,

Forte VEX1 HMD Kopin Golden-| MS Hololens HTC Vive Focus Oculus Quest

o 2016 poky 6yno woHamMeHLwe 230 KoMnaHin, siki po3pobnanu npogykTn, nos’s3axi 3 VR.
Amazon, Apple, Facebook, Google, Microsoft, Sony i Samsung manu cneujaneHri rpynu AR i VR.
OpHak TakTunbHi iHTepdericn He 6ynu pobpe po3pobneHi, i 6inbLicTb anapaTHUX NakeTiB
BKJIlOYaNM TenedoHn 3 KHOMKamun a1 CEHCOPHOI iHTepakTUBHOCTI. BidyanbHo gucnnei Bce we
Manv OOCUTb HU3bKY PO3AiNbHYy 30aTHICTb | HacTOTy Kaapis, LWo6 306pa>keHHs BCe Luie MOXXHa
6yno ineHTUdiKyBaTV SIK BipTyasibHi.

Mpn3HayeHHA BipTyasibHOI peasibHOCTI

Mo6inbHi irpn

HacTinbHi irpun

Peknama

O6opona

Mepuunna

IHbopMmauinHa nigTpumMmka



AR Ta VR y meguuHin cdoepi

Tepanis BipTyanbHOI peanbHOCTi
TakoXX BUKOPUCTOBYBanacs, Lwob

[OMOMOITU NauieHTam 3 R
. . L R N
iHCYNbTOM BiJHOBUTN KOHTPOJIb =i

Hag M’A3amMun, s NikyBaHHSA
iHWWX po3napfis, Takmx siK
ancmopadis Tina, i gns
NoKpaLeHHs colialbHNX HaBUYOK

y TUX, Y KOro AiiarHoCToBaHO fi‘ 2
ayTu3m. ’i;eﬁ

. [ianasoH posnisHaBaHHsA
KncTtboBoro cyrnoba LMC.
LMC po3ni3Hae BepxHO

KiHLIBKY B peXX1Mi peanbHOro

.. Yacy Ta fae 3Mory AjisHatucs

t’ .7 mopenb pyxy KopucTyBaua.

Position

> Am

BincTe>xeHHs
KoopauHaT OOSIOHI Ta
nanbuiB yepes v B2
TPUBUMIPHWIA rpadik T

kg

Cuctema BBT peanizoBaHa Ha
C# yepes Unity Ha ocHoBI
LMC. Konu cuctema

3anycKaeTbcsl, Kopuctysay
MoXXe e(heKTMBHO BMKOHYBaTU
BBT cuctemmn 3a gonomoroto
3HayeHb Yacy Ta kKoopguHat
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Pe3ynbTati

Mo>KnmBICTb pO3TAryBaTh pPyKy KOpUCTyBaya i
aHanisyBaTn pyx KOXHOI oci 3 yacom. Bicb X
o ; BignosigHo 0o 4Yacy - e nepeMileHHs B
LUMPUWHY, a Bicb Y - Lie NO300BXHE
0 ) W W » NepeMilleHHs. Kpim Toro, Bicb Z 03Ha4vae
: rnubuHy pyxy.

; Anroput™m, po3pobneHni y LboMy
5 % 55 W 5 & »  OOCNiOXXeHHi, [O3BONSE BUMIpOBaTH
| pPO3TAryBaHHs (TPEMTIHHS), LLIO He MOXKHa 6yno
7 ; ' 6 3pobuTK y 3BMYaiHin BBT. Takox MoxxHa
. . npoaHanisysat 06’eKTUBHUIA TPEMOP PYK,
0 i % m & % uepebpanbHWii napaniy, atakcito, xBopoby
MapkiHcoHa.

Mpuknang poboTn Nnporpamm

i A ’ J
? \
oy "lx,“ I\ .

0 15 2 38 48 13

AHani3 BiACTEXEeHHs1 3MiHM BEKTOpa PyXy KOpUCTyBaya sik NOBTOPIOBaHY
Aito. Y Mipy 3MiHM Yacy MO>XKHa aHanisyBaTtu AiNsHKY, Ae 3MiHIETbCA
BEKTOpP. TakoX MOXXHa NoKpaLwmTh (OyHKLiOHaNNbHY 34aTHICTb NepeMilaTi
KOpOO6KY [0 NPOTUNEXHOI KOPOBKN 6€3 NOMUMOK, CTUMYJIHOHOYN
npornpiopeLenTopu Yepes NOBTOPIOBaHI fii KopucTyBaya.
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Cxema B3aemogii ntognHu ta VR

Human Hardware

Brain Senses

TFT-Display
:ﬁl*&‘ 16.6ms / frame
‘Sample-and-Hiold, problematic

30 Positional Audio, etc
@ (=) el
A(tua!ors
B @ «rvorrd v mouse

H Gamepnd i loystick

Accelerometers, Tll-sensors, et al.

own CPU + RTOS = latency

VR head-mounted display

VR head-mounted display E
m 1920x1080895Hz & 10.5ms | trame m"a
Pxel persistence = Jms

% 10808 60tps
0fa & 164 between 2 Wames

ys))) , o ‘ INPUT

Software

User space

Latency?

Grafic subsystem

l DRM & KMS driver
OpenGL

Audio subsystem user space
ALSA device drivers

Gesture recognition

Speech recognition

evdev

Input subsystem

LD A EGEN Middleware Game



JIOJIATOK B

JlicTuHT Ki1aciB

b.1 OcHoBHI Ki1acu

using
using
using
using
using

UnityEngine;
UnityEngine.Rendering;
UnityEngine.UI;

TMPro;
System.Collections.Generic;

//attach this script to your camera object
public class CreateStereoCubemaps : MonoBehaviour {
public GameObject FrameRateSlider;
public GameObject LengthSlider;
public GameObject CamObject;
public RenderTexture cubemapLeft;
public RenderTexture cubemapRight;
public RenderTexture equirect;
public RenderTexture vidCubelLeft;
public RenderTexture vidCubeRight;
public RenderTexture vidEquirect;
public bool renderStereo = true; //8k 4k
public bool preview = true;
public float stereoSeparation = 0.064f;
public GameObject Menu;

private bool recording = false;
private int length = 0;

private int frameRate = 0;
private int counter = 0;

private List<byte[]> vidBuffer = new List<bytel[]l>();
private float timer;
private float hudRefreshRate = 1f;

void Start () {
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System.IO.Directory.CreateDirectory (Application.persistentDataPa
th + "/vidImages/");

}

void LateUpdate () {

if (!'recording) {
return;

}

if (counter == length * frameRate) {



savelmages () ;

}

1f (Time.unscaledTime > timer) {
counter++;
_timer = Time.unscaledTime + ( hudRefreshRate /
frameRate) ;
if (recording) {
saveFrame () ;
} else {
UpdateTexture () ;
}
}
}
public void ToggleRecord() {
recording = !recording;
UpdateValues () ;

}

public void UpdateValues () {
length =
int.Parse (LengthSlider.GetComponent<TextMeshPro> () .text);
frameRate =
int.Parse (FrameRateSlider.GetComponent<TextMeshPro> () .text);
Debug.Log ($"{length} {frameRate}");

}

public void TakePhoto () {
Camera cam = CamObject.GetComponent<Camera> () ;

if (cam == null) {
cam = GetComponentInParent<Camera> () ;

}

if (cam == null) {
Debug.Log ("stereo 360 capture node has no camera or
parent camera");

}

if (renderStereo) {
cam.stereoSeparation = stereoSeparation;
cam.RenderToCubemap (cubemapLeft, 63,
Camera.MonoOrStereoscopickye.Left) ;
cam.RenderToCubemap (cubemapRight, 63,
Camera.MonoOrStereoscopicEye.Right) ;
} else {
cam.RenderToCubemap (cubemapLeft, 63,
Camera.MonoOrStereoscopicEye.Mono) ;

}

//optional: convert cubemaps to equirect

if (equirect == null) {
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return;

if (renderStereo) {
cubemapLeft.ConvertToEquirect (equirect,
Camera.MonoOrStereoscopicEye.Left) ;
cubemapRight.ConvertToEquirect (equirect,
Camera.MonoOrStereoscopicEye.Right) ;
} else {
cubemapLeft.ConvertToEquirect (equirect,
Camera.MonoOrStereoscopicEye.Mono) ;

}

// Creates buffer
Texture2D tempTexture = new Texture2D(equirect.width,
equirect.height) ;

// Copies EquirectTexture into the tempTexture

RenderTexture currentActiveRT = RenderTexture.active;

RenderTexture.active = equirect;

tempTexture.ReadPixels (new Rect (0, 0, equirect.width,
equirect.height), 0, 0);

// Exports to a PNG
var bytes = tempTexture.EncodeToPNG() ;
var bytes2 = tempTexture.EncodeToJPG() ;

System.IO.File.WriteAllBytes (Application.persistentDataPath +
"/test.jpg", bytes2);

// Restores the active render texture
RenderTexture.active = currentActiveRT;

public void UpdateTexture () {
Camera cam = CamObject.GetComponent<Camera> () ;

if (cam == null) {
cam = GetComponentInParent<Camera> () ;

if (cam == null) {
Debug.Log ("stereo 360 capture node has no camera or
parent cameram);

}

if (renderStereo) {
cam.stereoSeparation = stereoSeparation;
cam.RenderToCubemap (vidCubeLeft, 63,
Camera.MonoOrStereoscopicEye.Left) ;
cam.RenderToCubemap (vidCubeRight, 63,
Camera.MonoOrStereoscopicEye.Right) ;
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} else {
cam.RenderToCubemap (cubemapLeft, 63,

Camera.MonoOrStereoscopicEye.Mono) ;

}

//optional: convert cubemaps to equirect

if (vidEquirect == null) {
return;

}

if (renderStereo) {
vidCubeleft.ConvertToEquirect (vidEquirect,

Camera.MonoOrStereoscopicEye.Left);
vidCubeRight.ConvertToEquirect (vidEquirect,

Camera.MonoOrStereoscopicEye.Right) ;

} else {
cubemapLeft.ConvertToEquirect (vidEquirect,

Camera.MonoOrStereoscopicEye.Mono) ;

}
}

public void StopRecording () {

recording = false;
}
private void saveImages () {
recording = false;
counter = 0;
for (int i = 0; 1 < vidBuffer.Count; i++)

{

System.IO.File.WriteAllBytes (Application.persistentDataPath +
"/vidImages/frame" + i + ".Jjpg", vidBuffer([i]):;

}
vidBuffer.Clear ()

}

private void saveFrame () {
UpdateTexture () ;
// Creates buffer
Texture2D tempTexture = new Texture2D(vidEquirect.width,

vidEquirect.height) ;

// Copies EquirectTexture into the tempTexture
RenderTexture currentActiveRT = RenderTexture.active;
RenderTexture.active = vidEquirect;
tempTexture.ReadPixels (new Rect (0, 0, vidEquirect.width,

vidEquirect.height), 0, 0);

// Exports to a PNG
var bytes = tempTexture.EncodeToPNG() ;



var bytes2 = tempTexture.EncodeToJPG() ;
vidBuffer.Add (bytes?2);

//System.I0.File.WriteAllBytes (Application.persistentDataPath +
"/test.jpg", bytes2);

// Restores the active render texture
RenderTexture.active = currentActiveRT;
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