JIaGoparopHa po6oTra Ne6. VR-rasiepesi: npoeKTyBaHHSA Ta peaJti3ailis
iMepCHUBHOIr0 BUCTAaBKOBOI'0 NMPOCTOPY

1. MeTta pobotu
* HaBumuTHCS MpOEKTyBaTH apxiTeKTypy BelMKUX VR-cleH (ranepei, 3amiB).

* (OrnaHyBaTH MeTOZM CTePeOCKOIIYHOIO peHIepUHIy Ta HaJjalluTyBaHHA VR-
ceciii uepe3z WebXR.

* PeasizyBaru iHepIiiliHy Ta Oe3MeuHy crCcTeMy TiepeMillleHHs] KOpUCTyBaua
(TesierniopTatiisi).
2. TeopeTuHa yacTHHA

2.1 IlpocTopoBe 3anypeHHs: Inline vs Immersive-VR

 Inline mode: PenzepuHr y 3BMuaiiHOMy efieMeHTi <Canvas> Ha Beb-

cropiHLi. KopucryBau 6aunTh "BiKHO" y BipTya/lbHUM CBIT.

e Immersive-VR: [ToBHUI1 KOHTPO/L HaZ FapHITYpoto. PeHiepep BUBOAUTD
300pakeHHsI Ge3mocepeiHBO Ha AucTiei VR-0Ky/spiB 3 BUCOKOIO YaCTOTOIO
oHoBnieHHs (72Hz, 90Hz+).

2.2 Hasgiranist Ta Motion Sickness

Knacuune nepemimenss (WASD/Joystick) BUkrMkae KOHQJIIKT MiXK 30pOBOO
CUCTEMOIO (sIKa 0auMTh pyX) Ta BeCTUOY/ISIPHUM artapaToM (SIKUM BifiuyBa€ CIIOKiii).
Lle mpu3BOAUTS /10 HyZOTH. Tesrenmoprariist po3B's3ye 1[0 TPpobeMy uepe3 MUTTEBY
3MiHYy KOOP/MHAT, 1110 He CIIPUMMAEThCSI MO3KOM $IK CYTIepeuIMBUN PyX.

2.3 Ctepeockomis Ta IPD

Three.js aBTOMaTUHO CTBOPIOE JBi BipTyasibHiI KAMEPU Ha OCHOBI
PerspectiveCamera KopucryBaua.

e IPD (Inter-pupillary distance): Mix3iHnuHa Bifictanb. WebXR oTpumye 11e
3HaueHHs O6e3rMocepeIHbO 3 HaJIAIITyBaHb FapHITYPH, 3a0e3neuyroun
TIPaBWIbHY IJIMOWHY CLIeHMU.

2.4 OnTumizailis

[nsi VR KpUTUYHO Ba)K/IMBO MiATpUMYyBaTH ctabinbuuii FPS. BukopucroByiite
THREE . Group asist noriudoro rpymyBaHHs 00'eKTiB Ta iHcTaHcyBaHHs (Instancing),
SIKII[0 y Bac 6arato oZfHAKOBUX eJIeMeHTIB JIeKOpYy.



3. IlpakTuuHe 3aBjaHHA: «Digital Art Gallery»
Kpok 1: ApxiTeKTypa CljeH!

CTBOpiTh 3aKpuTe TipuMiltieHHs. [Tifyiora Mae 6yTH oKpeMUM MellleM, sIKui MU
OyZieMO BUKOPHCTOBYBATH SIK "HaBiraifiiHy Macky" s TeJieropratiii.

Kpok 2: Cucrema Tenenoprauii
1. CrBopeHnHs npomeHs (Raycaster) Bif KOHTposepa.
2. Bisyastisarjist TOUKU [IepeTHUHY 3 I1i//I0r0k0.

3. Tpancdopwmariis rpyru baseReferenceSpace abo 3mileHHss Kamepu Mpy
HaTUCKaHHI TpUrepa.

Kpok 3: ExcioHatu

Po3wmictits 3 KapTuH abo 3D-mogeni. Bukopucrtopyiite MeshStandardMaterial
3 KapTaM{ HOpMaJiel Ta IIOPCTKOCTI /151 (POTOPeatiCTUUHOIO BUTVISAY Iif
IMEpPCUBHUM OCBIT/IEHHSIM.

4. 3aBaHHA /Il CAMOCTIMHOI0 BUKOHAHHS

1. Info Panels: CtBopiTh rsiaBatoui Tabmuuku (Sprite abo Plane), ski 3'sBAsiFOTBCS
(Opacity 0 -> 1), ko/i1 BiACTaHb Mi>)K KAMEPOIO Ta eKCIIOHAaTOM METPIB.

2. Spatial Audio: Bukopucroyiite THREE . AudioListener Ta
THREE .PositionalAudio. I[IpukpimniTe 3ByK ayzioriza o ogHOTO 3
@KCITIOHATIB.

3. Interactive Light: /Tozaiite y VR kHoriKy (3D-00'ekT), 1ipu "K/IiKy" Ha SIKy
(uepe3 Raycaster KOHTpoJiepa) 3MiHIOETLCSI iIHTEHCUBHICTH ab0 KOJTip
OCBIT/IEHHS rajepel.

5. KoHTpo/IbHi 3anuTaHHA
1. Sk oTpuMatu JOCTYII 10 Kamep JIiBOTO Ta MPaBOro OKa B KOfi?

2. YoMy BaXk/IMBO BUKOPUCTOBYBatu renderer .setAnimationLoop
3amicTh requestAnimationFrame y VR?

3. flka posie XRReferenceSpace y nosuijioHyBaHHi KOpHCTyBaua?

4. SIK 0OMEXKXUTH 30HY TeJIeropTaillii Ti/TbKW TIeBHOIO [Ii/ITHKOIO TTiI/IOTH?



