VJIK 004.932:[004.89+004.7]
AHAJII3, OBPOBJIEHHS TA IOAJAHHSA JAHUX VR-3ACTOCYHKY
Y PYHIII UNITY
Kocoscekuii C.b.
e-mail: serhii.kosovskyi@nure.ua
HaykoBuii KepiBHUK — KaHJ. TEXH. HayK, cT. BUKJI. Koounin 1.O.
XapKiBChbKUM HAITIOHATBHUN YHIBEPCUTET paaioesieKTpoHiku, kad. IHD
M. XapkiB, Ykpaina
This work is devoted to the analysis, processing and presentation of data in
a VR application developed using the Unity engine. The application is designed
for assembling personal computers, servers and laptops in a virtual environment.
The principles of processing 3D models, optimization of graphical data and inter-
active visualization of computer components are considered. The proposed ap-
proach allows improving the efficiency of training and understanding of computer
hardware structure.

3 pO3BUTKOM TEXHOJIOT1H BIpTyalbHOI pealbHOCTI MYJbTUMEIIHHI CHCTEMU
Ha0yBalOTh HOBUX MOXJIMBOCTEH JJis Bi3yai3allii Ta IHTEPaKTUBHOI B3a€MOII 3
naHuMu. OTHUM 13 IEPCIIEKTUBHUX HAMPSAMKIB € BAKOPUCTaHHS VR-3acTOCYHKIB
y HaBYAJILHOMY MPOIIEC] JIJIsI MOJICIIOBAaHHS TEXHIYHUX CUCTEM. TaKi cucTeMu J10-
3BOJIAIOTH BIATBOPIOBATH CKJIAJHI 00’ €KTH Ta MPOLIECH Y BIPTYaJIbHOMY CEpeJio-
BUII Ta 3a0€3MeUyI0Th BUCOKHI PIB€Hh HAOYHOCTI.

VY nmaniit po6oTi posrisgaerbcsi VR-3acTocyHOK, po3poOieHuit y cepeno-
Bumi Unity, Sskuii TpuU3HAYEHUN 711 MOJICTIOBAHHS MPOTIECY CKIAJaHHS MepCco-
HAJTBHUX KOMIT FOTEPIB, CepBepiB Ta HOYTOYKiB. OCHOBHOIO 33a9€H0 3aCTOCYHKY
€ a"auti3, OOpPOOJICHHS Ta MOJAHHS MYJIBTUMENINHUX TAHUX Y BUTIISIII TPUBUMIP-
HUX MOJIeJIEN KOMIT I0TEPHUX KOMIIOHEHTIB Ta 3a0€3MeYeHHs B3a€MO/I11 KOPUCTY-
Baya 3 HUMHU y VR-cepenoBuii.

APpXITEKTypa 3aCTOCYHKY BKJIFOUA€ TPU OCHOBHI IIJICUCTEMHU:

- cuctemy obpobsienHs 3D-mojenei;
- CHCTEMY aHaJi3y CyMICHOCTI KOMITOHEHTIB;
- cucTeMy Bi3yaui3aiii Ta B3aemosii y VR.

Ha nepromy erami Bii0yBa€eThCsi 0OpOOICHHS TPUBUMIPHUX MOJIEIIEH ama-
paTHUX KOMITOHEHTIB. J{71s1 3a6e3neueHHs ctabuibHO1 poboTn VR-3acTOCYyHKY He-
00X1JTHO ONTUMI3yBaTH KiIBKICTh MOJIITOHIB MOJICNICH. 3arajibHe HaBaHTaKCHHS
Ha TpadivuHy CUCTEMY MOXHA OIIIHUTH 32 (hOPMYJIOF0:

N =Y Pi,

ne N — 3arajibHa KUJIbKICTb MOJITOHIB y CIIEHI;
Pi — KUJIBKICTB ITOJIITOHIB 1-TO 00’ €KTa CILIEHH.
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s crabinbHoi pobotn VR-3acrocynky y pymii Unity pekomeHaOBaHO,
1100 3HaueHHs N He NepeBHILyBajIo IEBHOTO IOPOTOBOI0 PiBHS, IO 3a0e31euye
BHUCOKY 4acTOTY KaJpiB Ta MJIaBHICTh B3a€MO/II].

JpyruM BaxUIMBUM €TaroM € 3a0e3MeueHHs] HEO0OXI1THOI MPOJAYKTUBHOCTI
cuctemMu. OJTHUM 13 KJIIOYOBHX MapaMmeTpiB VR-cepenoBuia € yactora Kaapis
(FPS), sixa BU3HAYa€THCS CIIBBIAHOIIECHHSIM:

FPS =1 /Tframe,

ne FPS —dacrora KajpiB;
Tframe — yac 06poOKH OAHOTO KaApy.
st kompopTHOi poboTu KopuctyBaya y VR-3acTtocynkax 3nadeHHsi FPS
MOBUHHO CTaHOBUTHU He MeHIne 60 kaapiB 3a ceKyHIy. Tomy MiJ 9ac po3poOKu
3aCTOCYHKY BUKOPHUCTOBYIOTHCS METOM ONTUMI3AIlll PeHACPUHTY, TaKi SK:
- piBHI getanizaiii mogeneit (LOD);
- ONTHMI3AIlis OCBITJIICHHS;
- BuKopHucTaHHs occlusion culling;
- ONTHUMI3ALIS TEKCTYP.
[IpoBeneHO po3paxyHOK y TECTOBIM Mporpami KU MarOTh BILJIUB PI3HI Me-
ToAu onTUMIi3allii Ha FPS, pe3ylbTaTy HaBEJICHO HAa PUCYHKY 1.
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mopaenei (LOD) OCBITNEHHS occlusion culling

MeTtoau onTumisadii
Pucynox 1 — I'padix BIimuBYy METOIIB ONITUMI3AIlli HA YACTOTY KaJpiB
Y 3aCTOCYHKY

B pe3ynbTaTi BUIHO 1110 O0€3 BUKOPUCTAHHS METO/IIB ONTHUMI3allli OTpUMAaTH
KOMQOPTHY JIJIsl KOpUCTyBada KUIbKicTh FPS He Buiine. Takox Kpalie BUKOPHC-
TOBYBATH JICKiJIbKa METOJIB pa3oM 00 OTPUMATH MaKCHUMAaJIbHY ONTHMI3alliio,
110 30UTBIITUTE KOM(OPT KOPUCTYBaYA.
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Kpim 00poOnenns rpagiuHux AaHHUX, Y 3aCTOCYHKY PEalli30BaAHO CHUCTEMY
aHaII3y CYMICHOCTI KOMIT FOTEPHUX KOMIIOHEHTIB. KOXEeH eJIeMEeHT CUCTEMU Ma€e
Ha01p mapaMeTpiB, 30KpeMa:

- THUI COKeTa MpoIecopa;
- THUII OIIEPATUBHOI MaM ST,
- (opM-(dakTop MaTEpUHCHKOI TIJIATH;

[TepeBipka CyMICHOCTI KOMIIOHEHTIB 3/IIICHIOETHCS 32 JJOTIOMOT OO JIOT14HO1
MOJIEIN, SKa BU3HAYa€ BIAMOBIIHICTh MMapaMeTpiB e€JIeMEeHTIB cuctemu. Hampu-
KJ1aJ], BCTAHOBJICHHS IPOIIECOPA MOKIIMBE JIUIIIE 32 YMOBH:

S_cpu =S_mb,

ne S_Cpu — THI COKETa MPoIecopa;
S_mb — Tin cokera MaTEepUHCHKOI IUIaTH.

V pasi HEBIAMOBIIHOCTI cucTeMa OJIOKY€ BCTAHOBJIEHHSI KOMIIOHEHTA.

Ha etani nogaHHs 1aHUX BUKOPUCTOBYETHCA IHTEpaKTUBHA 3D-Bi3yanizaiis
y VR-cepenosumi Unity. KopuctyBau Mmae MOKIUBICTD:

- [epeMIllyBaTH KOMIIOHEHTH Y BIpTyaJIbHOMY IIPOCTOPI;
- BCTaHOBJIIOBATH iX y BIJMOBIJIHI CJIOTH;
- BUBYATH CTPYKTYPY KOMIT IOTEPHOI CUCTEMH.

Bukopucranus VR-TexHO0II0T1H 103BOJISIE 3HAYHO MTOKPAILUTH MIPOLIEC HAB-
YaHHS, OCKUJIBKH KOPUCTYBAU B3a€MO/IIE 3 BIPTYaIbHUMU 00’ €KTaMU y PeaIbHOMY
Maciraoi.

VY pe3ynbTaTi MPOBEIEHOTO JOCIIKEHHSI BCTAHOBJICHO, 110 BUKOPUCTAHHS
MYJBTUMEAIMHUX TEXHOJOTH y noenHanHi 3 VR no3Bossie eexTuBHO peamizy-
BaTH CHUCTEMH Bi3yasli3allii CKJIaJHUX TeXHIYHUX 00’ €kTiB. Po3pobnenuit VR-3a-
CTOCYHOK 3a0e31edye iHTepaKTUBHE TIOIaHHS JAHUX, ONTUMI30BaHe 00pOOICHHS
rpadi4yHoi 1HPopMalli Ta aHa13 KOHPIryparii KOMIT IOTEPHUX CUCTEM.
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