JIaGoparopHa po6oTra Ne9. AR-iHTepdelic Ta aHiMarLis: podoTa 3i CKe/IeTHOI0
a"imanierw (GLTF) Ta npocropoBuMu iHTepdeiicamu

1. MeTta pobotu

* HaBumuTHCs iMropTyBaTH Ta KepyBaTh aHiMoBaHUMH 3D-Mozensimu y popmarti
GLTF/GLB y cepenoBuii Three.js.

* Omnanygaru poboty 3 AnimationMixer Ta cuCTeMOrO CTaHiB aHiMaliii.

 Po3pobutu pocTopoBuii KopUcTyBalbKuii inTepdetic (Spatial/Floating UT)
17151 B3aeMoii 3 00'ektamu B AR.

* BuBumtH MeToau ontuMmi3zallii 3D-KOHTeHTY /151 MOOibHUX AR-TIpUCTPOIB.
2. TeopernuHa yacTHHA
CkenerHa animanis (Skinning & Rigging)
CkesnieTHa aHiMailist 6a3y€eThCsl Ha JBOX TpOIjecax:

1. Rigging (Purinr): CTBopeHHs iepapXiuHOI CTPYKTYpHU «KiCTOK» (Bones), siki
YTBOPIOKOTH CKeJIeT MOJeJIi.

2. Skinning (Ckiunninr): [TpuB’si3ka BepiivH (vertices) reoMeTpii MogeJii 0
KOHKpeTHUX KicToK. Ko)kHa BeplliHa Ma€ «Bary» — Koe@il[ieHT BIJIMBY
TeBHOI KICTKY Ha il pyX.

AmnximaniiiHa cucrema Three.js
[ BIATBOpeHHs aHimallil BAKOPUCTOBYHOTHCS TPU OCHOBHI KJlacu:

e AnimationClip: MictuTh fani npo aHimMarjito (Ha3Ba, TPUBaJiCTb, TPEKU
TpaHCcdopMaliiii). Lle «tiBKa» 3 3aIMCOM.

* AnimationMixer: O6'exT, 11]0 rporpae aHimariii. Bin noB’si3ye kiinu 3
KOHKPETHOI MOZEJIIHO.

* AnimationAction: Hazlae MeToa1 KepyBaHHSI KOHKpeTHUM Kitirom: play( ),
stop( ), pause( ), a Takok HasamTyBaHHs Baru (Weight) Ta HMK/IivyHOCT.

IIpocTtopogi inTepdericu (Spatial UI)

B AR/VR tpaguiiini 2D-inTepdeticu (HUD), 3akpirieHi Ha eKpaHi, 4acTo
BUK/IMKalOTh Auckomdopt. Diegetic Ul — 11e enemeHTH iHTEp(QeENCy, 1110 iCHYIOTh
BCepe/iHi irpoBOIO CBITY.

* CanvasTexture: Meto/ MastoBaHHs iHTepdelicy Ha HTML5 Canvas 3
MOAA/BILIO0 Nepeavero MOoro siK TEeKCTypHy Ha 3D-mioimny
(PlaneGeometry).



« HTMLMesh: bibnioreka asis pergepunry »kusoro HTML/CSS kony B
WebGL (ekcrieprMeHTabHO, ajie MOTY>KHO).

3. IIpakTuuHe 3aBAaHHA: [IpoekT «IHTepakTHBHNM AR-niepcoHax»
ETanu BUKOHaHHSA:
1. IMigroroBka: BukopucToByiiTe Vite A8 LIBUAKOTO PO3TOPTaHHS MPOEKTY.

2. 3aBaHTa)keHHs Mogesi: Bukopucropyiite GLTFLoader. Mozens Mae
MIiCTUTH CKeJleT Ta KiJibKa aHiMallil.

3. Jlorika Mixer: CTBopiTh ek3eMIisp AnimationMixer Tta mopaiite
mixer .update(delta) y ronoBHuii I{UKI pEHIEPUHTY.

4. Ul ITanensb: CTBOpiTh 3D-T/10IIMHY, siKa Oyze cyryBaTh MeHr0. HaHeciTh Ha
Hel kaorku «Idle», «Walk», « Wave».

5. Raycasting: Peasni3yiiTe Bubip KHOTOK 3a JOTIOMOTOO ITPOMEHS
(Raycaster), 10 BUXoauTh 3 1IeHTPY eKpaHa abo koHTposiepa AR.

4. 3aBAaHHSA /I CAMOCTIiHHOT0 BUKOHAHHSA

1. Crossfade: 3aMiHiTh MUTTEBe MepeMUKaHHS aHiMallili Ha TIJITaBHUM Mepexij 3a
poriomoroto action. fadeOut(duration) Ta
action.fadeIn(duration).

2. Billboarding: Hanuiiith QyHKIIit0, sika y KO)KHOMY Kaapi po3Beptae Ul-
naHesib 06muusim 10 Kamepu (panel. LookAt (camera.position)).

3. Teopue 3aBaaHun: /lopaiite 3D-cnaiinep (abo ABi KHOIKH +/-), SIKi 3MiHIOIOTh
3HaueHHs mixer .timeScale, perymowun MBUAKICTb aHiMaLlii.

5. [Topaau o0 onrumisarii a1 Mobile AR

» KinbkicTb KicTok: /1151 cTabisbHOT poboTy Ha MOOiMTBHUX Opay3epax
HamMmaraurtecs: He repeBUIIyBaTU 64-72 KiCTKM Ha OJHY MO/leJb.

e T'eometpisa: OnTrMasibHa KilbKiCTb MOJIrOHIB A1 AR-niepcoHaka — 710
10,000-15,000 TpUKYTHUKIB.

» Marepiau: BUKopuCTOBYHTE OIUH aT/iac TEKCTYP 3aMiCTh OaraTboX OKPeMHX
(atinis, 100 3MeHIMTH KiJibKicTh Draw Calls.

6. KoHTpoO/IbHi 3anUTaHHA

1. ¥ uomy nepeBara gopmaty GLB Haz iHmmimu dopmaramu ripu po6oTi 3
aHimariiero y Be6i?



2. Hagiiro motpibHo Buk/ivkaty mixer .update(deltaTime) y iukmi
peH/IepUHry?

3. SIk peastizyBaT OJJHOUACHE TMPOTPaBaHHs IBOX aHiMallili (Harpuk/aji, MaxaHHs
PYKOIO TIifi yac xo60u)?

4. SIki icHyroTb 00MeXkeHHs 1py BukopuctanHi HTML/CSS asist cTBopeHHs
inTepgeticiB ycepenuni WebXR cecii?



