JIaGoparopHa po6oTta Nel0: dinasti3anis MPoeKTY, ONTUMI3allisl Ta pesi3
WebXR-3acTocyHKy

1. MeTta pobotu

* HaBumuTHCS NPOBOAUTH KOMIUIEKCHUM ay[IUT MPOAYKTUBHOCTI 3D-3aCTOCYHKIB
y Gpay3epi.

e OnaHyBaTH MeTOJU OINTHUMi3allil rpadiuHux pecypciB (reomeTpii, TeKCTyp) Ta
JIOTiKY KOZY.

 [ligroTyBary MpOEKT JI0 pO3ropTaHHs Ha XOCTUHT-TIaThOpMi 3 000B'I3KOBOIO
miaTpuMKoro ripotokony HTTPS.

2. TeopernuHa yactuHa (Build & Optimize)
2.1. I'pa¢iunniu koHBeep Ta Draw Calls

Draw Call — 1je komanza, sky CPU Hagcunae GPU a/ia MaitoBaHHSI KOHKPETHOTO
o0'ekTa.

* By3bke micije: Benuka kisnbkicte Draw Calls mepeBanTaxxye CPU, 1110
npu3BoAUTh 10 nafiHag FPS, HaBiTh akijo GPU noTy>xHui.

* Pimenns: O6’eqHanHs 00'ekTiB (Batching), BUKoprcTaHHS aT/1aciB TEKCTYp Ta
IHCTaHCHHTY.

2.2. OnTuMi3anis pecypciB

1. Draco Compression: bi6sioreka a5t cTucHeHHsI reoMeTpil (vertices, indices).
Mo3Bonsie 3meHTy po3mip . g Ltf/.glb daiinis y 5-10 pa3sie 6e3 nmomitHOI
BTpaTH sKOCTi. [l 06pobku BukopuctoByiiTe gltf-pipeline.

2. Texture Compression (KTX2 / Basis Universal): Ha Bigminy Big JPG/PNG,
Ki po3nakoByroThCs B TaM'ssti GPU y popmar RGBAS8 (3aiimaroun 6arato
VRAM), popmatu KTX?2 3anuiiatoTbCsl CTUCHYTUMU HaBiTh y BiJieonam'siTi,
1110 KpUTUUHO /17151 MOOibHUX AR-TIpUCTPOIB.

3. InstancedMesh: Cneijianbauii Knac y Three.js, skuii 703B0JIsSI€E peHIepPUTH
THUCSIUi OIHAKOBUX MellliB 3a oauH Draw Call. IneanbHo /s yticiB, HaTOBMIB
abo JacToK.

2.3. OcobmuBocrTi penizy WebXR

Bpay3epni API anist AR Ta VR (navigator . Xr) npaioiTh BUK/IHOYHO B
3axuieHomy KoHTekcti (HTTPS). Bunstkom € uie Localhost. [ns
TeCTyBaHHS Ha peajJibHUX CMapT(dOoHaxX 30BHi /0KanbHOI Mepexi SSL-ceptudikar €
00OB'SI3KOBUM.


https://github.com/cesiumgs/gltf-pipeline

3. IIpakTuuHe 3aBAaHHA (PiHamizargis)
Kpoxk 1: ITpoginroBanus

BcTaHOBITh Ta migKmouiTh 6ibmioTeky Stats. jS /s MOHITOpUHTY

IPOAYKTHUBHOCTI.

import Stats from 'stats.js';

// IHiylaniszayia naHeni cTaTUCTUKMK

const stats = new Stats();
stats.showPanel(@); // 0: fps, 1: ms, 2: mb
document.body.appendChild(stats.dom);

function animate() {
stats.begin();
// JNIoOrika OHOBJ/IEHHA CLEHMU
renderer.render(scene, camera);
stats.end();
requestAnimationFrame(animate);

}

Kpok 2: OnTumisaiiis cijeHu 3a gonomororw InstancedMesh

SIk11i0 y BalioMy MpoeKTi € 6arato ogHakoBUX 00'eKTiB (Hampuksag, jixrapi abo
KaMiHHs), 3aMiHiTh iXx Ha InstancedMesh.

// TpuKknag CTBOpPEHHA 1000 Ky6iB OAHMM BUK/IMKOM MaslloBaHHA
const geometry = new THREE.BoxGeometry(0.1, 0.1, 0.1);

const material = new THREE.MeshStandardMaterial({ color:
Ox00ffo0 });

const count = 1000;

const instancedMesh = new THREE.InstancedMesh(geometry,
material, count);

const dummy = new THREE.Object3D();



for (let 1 = 0; 1 < count; i++) {

dummy.position.set(Math.random() * 10, Math.random()
* 10, Math.random() * 10);

dummy .updateMatrix();
instancedMesh.setMatrixAt (i, dummy.matrix);

}

scene.add(instancedMesh);

// He 3abyBaiTe o4uwyBaTu nam'ATb Mpu BuganeHHi o6'ekTis
function cleanup() {

geometry.dispose();

material.dispose();

scene.remove(instancedMesh);
b
Kpok 3: Build-nponec
Bukopucrosyiite Vite asisi cTBOpeHHSs (piHa/IBbHOT 30ipKU:

1. Komanga: npm run build.

2. Tree-shaking: Vite aBToMaTHUHO BUIQ/IUTEL YacTHHM 0ibsioreku Three.js, sKi
BU He BUKOPDUCTOBYETE.

3. Minification: Kog Gyzie cTiCHYTO, 3MiHHI ITepeliMeHOBaHO Ha KOPOTIIIi /ISt
3MeHIleHHs Baru JS-gdaitny.

Kpoxk 4: [lenion
P0o3ropHiTh NPOEKT Ha OAHY 3 T1aTHOPM:

* Vercel / Netlify: Apromaruunuii HTTPS, nipocte migkmtoueHHs GitHub-
Perio3uTopito.

 GitHub Pages: Be3koiToBHo, noTpeOye HanamryBaHHs base nuisxy y
vite.config.js.



4. 3aBAaHHSA /I CAMOCTIiHHOT0 BUKOHAHHSA

1. /lmHamiuHa sIKicTh: PeastisyiTe CKPUNT, IKWW KOXKHI 5 CEKYH/, ITepeBipsie
cepenniu FPS. fIkio BiH MeHIie 30 — BUMKHITB
renderer.shadowMap.enabled a6o 3menmre pixe lRatio.

2. PWA (Progressive Web App): CtBopith ¢aitn manifest. json ta
3apeectpyiite Service Worker, 11006 3acToCyHOK MOkHa Oy/10 "BCTaHOBUTH'' Ha
rOJIOBHUM eKpaH cMapT(oHa.

3. Loading Screen: BukopuctoByiite THREE . LoadingManager.
* Tloka3yiite d1V 3 iHJUKAaTOPOM 3aBaHTa’KEHHS.
* Tlpuxosyiite tioro y dyHkuisx onLoad abo onProgress.
const manager = new THREE.LoadingManager();

const loadingOverlay = document.getElementById('loading-
screen');

manager.onLoad = function () {
console. log('Yci pecypcu 3aBaHTaxeHo!');

loadingOverlay.style.display = 'none'; // MNpuxoBaTtu
eKpaH 3aBaHTaXeHHS

Iy

const loader = new GLTFLoader (manager);
5. KoHTpoO/IbHI 3anuTaHHA

1. fIka MakcrMasbHa KifbKiCTb TTOTITOHIB PEKOMEHAYEThCS /151 CTabiMbHOT
pobotu MobinpHOro AR-3aCTOCYHKY Ha cepeIHbOMY TIPUCTPOT?

2. Yum BigpisuseThes pexxum Npm run dev (HMR, source maps) Big npm
run build y koHTeKcTi IIBUAKOiT peHI€PUHTY?

3. Hagijo Buk/ivkatu Metos, . d1spose( ) a1s reoMeTpii Ta MaTepiasiiB, SKII[O
B JavaScript € Garbage Collector?

4. fIx nporectyBat AR-(yHKIIiOHa/ HAa CMapT(OHi, BUKOPUCTOBYIOUH
JIOKa/IbHUM cepBep po3po0Ky (Hampuk/az, uepe3 Ngrok abo nokanbHy IP-
aZipecy 3 CaMOITiIMUCaHKUM CepTUdikaTom)?



