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Yro Takoe [KomnbloTepHoe] 3peHue?
(MpuHAaTbIEe NOHATUA M ONpeaeneHus...)

ObpaboTka nsobpaxeHunn (Image processing)
« Ha Bxoae v Bbixoae n3obpakeHue

AHanus nsobpaxeHun (Image analysis)
« Qokycupyetcs Ha paboTe ¢ 2D n3obpaxeHnsamu

Pacno3sHaBaHue obpasos (Pattern recognition)

+ PacnosHaBaHune, oby4YeHne Ha abCTpaKTHbIX YNCIOBbIX BENMUYMNHAX,
MONyYEeHHbIX B TOM Yucne u u3 n3odpaxeHui

KomnbloTepHoe 3peHne (Computer vision)

* W3HavanbHO BOOCTaHOBNEHME 30 CTPYKTYpbl N0 24 n3obpaxeHusamMm,
cenvyac wmpe, Kak NpuHATUE peleHnn o husnyecknx obbekrax,
OCHOBbIBasiCb Ha UX U3oDpaXXeHnsx

doTorpammeTpua (Photogrammetry)

* lcTopnyeckn namepeHme pacctosHun mexay obvekramm no 2D
n3obpaxxeHnsam

MawunHHoe 3peHune (Machine vision)

« OObIYHO NOHMMAETCA Kak peweHne NpoMbllIEHHbIX,
NPOU3BOACTBEHHbLIX 3aA4a4 (CNOXXUNOCb UCTOPUYECKN)



YTO Takoe KOMNbLITEepPHOe 3peHue?

 KomnbloTepHoe 3peHune (MHaye TeXHUYecKoe 3peHue) — Teopua 1
TEXHONOMMA CO34aHUA MALLNH, KOTOPblEe MOTYT NPOU3BOANTb
obHapyKeHue, oTcneKmMBaHUue U Knaccupukaumio ob6vbeKTos.

e KaK Hay4yHasa AUCUMNANHA, KOMNbIOTEPHOE 3peHNEe OTHOCUTCA K
TEOPUN N TEXHOIOTUN CO30aHMNA UCKYCCTBEHHbIX cnctem (CUN?),
KOTOpble nony4aroT nHpopmauuio ns nsobpakeHnn. BuaeonaHHble
MOTYT ObITb NpeacTaBAEHbl MHOXKECTBOM POPM, TaKUX KaK
BMAEONOCNeA0BaTeNIbHOCTb, U306parKeHMA C Pa3IMYHbIX KaMep NN
TPpeXMepHbIMU AaHHbIMU, Hanpumep ¢ yctpomnctea Kinect nam
MeaANLMHCKOro CKaHepa.

* Kak TexHonorn4yeckaa aAnMcunniamnHa, KOMMNbKOTEPHOE 3peHne
CTpeMnTCA NpMeHUTb Teopmnnm U moage/in KOMMNbKOTEPHOTO 3PEHUA K
CO34dHNIO0 CUMCTEM KOMMNbKOTEPHOIO 3pPEHUA.


https://ru.wikipedia.org/wiki/Kinect

CncTeMbl KOMMNbIOTEPHOTO 3PEHMUA
[Mpumepammn NPUMEHEHMA TAKUX CUCTEM MOTYT ObIThb:

* Cuctembl ynpasneHua npoueccamm (MpombiieHHble pob0Tbl, aBTOHOMHbIE
TPaHCNOpPTHbIE CPpeacTBa).

* Cnctembl BngeoHabnroaeHms.

e Cuctembl opraHmsaumm nHbopmaumm (Hanpumep, Ana MHAeKcaumm 6a3 gaHHbIX
n306parxkeHunn).

e Cuctembl MOAENNPOBAHNA OOBEKTOB MM OKPYrKatoLWEN cpeabl (aHanu3
MEeANLUHCKNX N306parxKeHnin, Tonorpapruyeckoe moaenmpoBaHue).

e CucTembl B3aumoaencTsuna (Hanpmmep, yCTpomncTea BBoAa A1 CUCTEMb
Yye/IoBeKO-MaLllMHHOIO B3aMMOAENCTBUA).

e Cuctembl 4ONONHEHHOW PEeaNbHOCTHU.

* BoluncautenoHas potorpaduma, Hanpmmep AN MOOBUNBbHbBIX YCTPOMUCTB C
Kamepamu



YTo TaKkoe KomnbloTepHoOe 3peHue?
(nonyuaem pgaHHble U3 U3obparkeHna — Kak 3aTo ucnonb3syerca B AR?)

Mopenb
(naHHble)

[paduUKa
paduKa,,

3peHune

ObpaboTKa
n3obparkeHUM

N306parkeHmne

UCTOYHUK N300paxeHUs — Kamepa yctpouctsa AR Unm nokanbHoOro
KOMMNbIOTEPA, HA KOTOPOM pa3pabaTtbiBaeTca npunoxeHue AR.

[lononHeHHaA peanbHOCTb U KOMNbloTepHoe 3peHue (CV) —



PYHKLMOHANbHDbIA COCTAaB rMNOTETUYECKOU NnaTPopmbl pa3paboTku
NMpunoxxeHuin lononHeHHOU PeanbHOCTH

1. B cuctemax AR ncnonbsyroTca cnegytouime
OCHOBHble meToabl CV, Hanbonee aKTyasbHble U
6bICTPO M 3PPEKTUBHO peasinlyembie Ana 3aaau
AR:

* Recognition — pacno3HaBaHME METKU C yHETOM
TpeboBaHMIM KayecTBa NOCNeAHEMN;

* Trekking Position — oTchexkmBaHue B3aMMHOro
pacnonoxeHua Habaoaatena (McNnoAHUTENA) U
METKMU;

e KnaccndpuKauma BMpTyasibHbIX, 3aMeLLatoLLNX
CKaHMpyemoe n3obparkeHne meTku, 06 bEeKTOB.

Kpome Toro, cuctembl AR gonXKHbl UMETb MHCTPYMEHTapUn ana
peanusauuu cneyudundecknx ¢yHkuum NMpunoxkeHnin AR



001.avi
002.avi

DYHKUMOHANbHbIM COCTaB rMNoTeTUHEecKon nnarpopmbl pa3paboTku
MpunoxxeHunit lononHeHHOU PeanbHOCTH

2. Cneyndpunyeckmne pyHKkumnm nnatdopmsbl AR: % emucasEsIra
* PEOAKTOP cueH AR lTpunoxkeHuna — :
pa3paboTKa CUeH C 3ameLLeHmnem =i X

Pacrno3HaBaemMbIX METOK Ha BUPTYya/ibHble
0b6beKTbl B 06nacTu npocmoTtpa AR
Kamepbl. YCTaHOB/IEHUE CBA3EN C APYrMMU
cMcTeEMaMMm, KOTOpPble MOTYT ObITb
MCTOYHUKAMM 3TUX BUPTYaNbHbIX 0O BHEKTOB,
Hanpumep: nutepHet, GPS, CATIP n T.A.

* KOMMUNATOP AR-lNpunoxeHnn:
CO34aHHble cueHbl A4.6. npeacTaBneHbl B
Bnae AR-npunoxeHuna, 4OCTYNHOro ANA
BOCMpou3BeaeHUA Ha KOHEYHOM
ycTpounctee (cMapTdoH, naaHweT, oyku AP);




DYHKUMOHANbHbIM COCTaB rMNoTeTUHEecKon nnarpopmbl pa3paboTku
MpunoxxeHunit lononHeHHOU PeanbHOCTH

2. Cneundpurnyeckme pyHkumm nnatpopmol AR

nna PEOJAKTOPA n KOMMUNATOPA AR-
[MpunoXeHnn BaXXKHO creayoulee:

* BO3MOXHOCTb paboTbl C pa3/IMYHbIMM TUNAMMU
NaHHbIX (rpaduyeckmne, TekctoBble, BUAeo, 2D-
3D-mogenu, u T.4.);

* Hannume pacwmpsaemoro Habopa npuemos
pPaboTbl CO cueHamu, bubnnotrekamm,
npoueaypamu — WwabnoHbl, 3GPEKTbHI:
PEHAEPUHT, NOANMOPDUHT, TPaHCHOpPMaLUA K
T.A4.;

* OpueHTaumna Ha WMPOKNN Habop KOHEYHbIX
YCTPOUCTB - CMAPTPOHbI, N/1IaHLWETbl, HOCUMbIE
ycTtpouctaa AR.
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@®YHKLMOHANbHbIW COCTaB rMNoTeTUMECcKon nnarpopmbl paspaboTku
N3 BHELLHMX MpunoxkeHnt lononHeHHOU PeanbHOCTH

cucrtem

——— . "CCCETHOD
Trekking Position

(AR Camera)

PE[JAKTOP

" e =R TGN T A

«Experience»

LLIa6n0oHbI
CueHapum

N
N

Mopaenu
Bupeo \
TeKcTtbl, n 1.4.
v U3 BHeLWHux AR-Mpunoskenme

cucrtem

ShE e e

H

Komnunarop




BapuaHTtbl peanusauumn nnatpopm paspaborku NMpunoxenun 4P

* EAMHbIN KOMNAEKC, peanmn3yowmm Becb PyHKLMOHAN A5 PAa3HOOOpPa3HbIX YCTPOMCTB
ogHoro Buaa, Hanpumep ARKit ans yctponcts, pabotatowmx noa ynpasneHmnem OCiOS .

06:48 20:26

PORREIROROOAAVIDFEO =

MacBook Pro

https://developer.apple.com/arkit/



https://developer.apple.com/arkit/

BapuaHTtbl peanusauumn nnatpopm paspaborku NMpunoxenun 4P

* EAMHBIN KOMNNEKC, peanmsyowmnin secb GpyHKLMOHAN pa3paboTkm AR MNpunoxKeHnn gns *
Pa3HO0bOpa3HbIX yCTPONCTB oaHOro Bnaa, Hanpumep ARCore ana Google Chrome ’
OPMEHTUPOBAHHbIX YCTPOUCTB Nog ynpasneHnem OC Android.

ARCore - 310 Habop ana pa3paboTkmM nporpammHoro obecnevyeHusn, paspabotaHHbIN Google,

KOTOPbIM NO3BO/IAET CO34aBaTb NPUJIOXKEHMA AONOAHEHHOM peasibHOCTU. ARCore ncnonb3yet Tpu

K/IOYEBbIE TEXHOIOTUM ANA UHTErpaLmMn BUPTYaIbHOTO KOHTEHTA C PeasibHbIM MUPOM, KaK 3TO

BUAHO Yepe3 Kamepy Bawero tenedpoHa:

* OTcnexxmBaHue aAurkeHuna. Mcnonb3ya Kamepy TenedoHa Ana oTCNeKUBaHUA ONOPHbIX TOYEK B
KOMHaTe (N.n. 3T TOYKK onpeaenarT MecTo, rae byaeT pacnonoXeH BUPTYabHbIA 0OBEKT) U
AaHHbIX rTMpockona, ARCore onpeaenaeT NonoKeHne n opueHTaLunto YCTPOMCTBA BO BPEMS
ABUKeHUA. [pn 3TomM BUPTYanbHble 0O bEKTbI OCTAOTCA MMEHHO TaM, FAe Bbl UX PACMONOXKUAN.,

e Pacno3HaBaHUWe oKpyxatowen cpeabl. O6blMHO 0H6BEKTHI 4ONOJAHEHHOW PEasibHOCTH
pa3smeLlaroTca Ha nony uaum ctone. ARCore morkeT pacrno3HaBaTb rOPM30OHTaIbHbIE
NOBEPXHOCTU, UCNOJb3YA TE e ONOPHbIE TOYKN, YTO U NPU OTCIEKUBAHUN ABUKEHUA.

* OueHkKa ocBelleHunAa. ARCore onpeaensert ypoBeHb OCBELLEHHOCTM OKPY KatoLWen cpeabl U aaeT
BO3MOXHOCTb pa3paboTynkam ocBellaTb BUPTYa/ibHble 0O BEKTbI B COOTBETCTBMM C 0OCTaHOBKOM
BOKpYr. bharogaps aTomy oHM BbIrnAaAT elle 6onee peaancTtuyHo.

https://developers.google.com/ar/



https://developers.google.com/ar/
https://developers.google.com/ar/

BapuaHTtbl peanusauumn nnatpopm (cpeacrs) pa3pabotku MpunoxkeHuia 4P

 Habop nporpammHbIx cpeacts peanmsaummn AR MNMpunoxkeHnn ana cneumanmsanpoBaHHbIX
ycTpoiicTe Jlono/IHEHHOM peanbHOCTM (HOCMMbIE YCTPOMCTBA — OYKMN).

: / Magic Leap One

CREATOR EDITION

«...HaKnaabIBaeT TpeXMepHbIe KOMMbIOTEPHbBIE [ns pa3paboTku TpEXMEpPHbIX NPUIOXKEHUIA cama
n3obpaxxeHns Ha 06beKTLI peanbHOro Mupa, nyTem Microsoft pekomeHayeT aBmxok Unity, a
npoeLmMpoBaHns LIMdPOBOro CBETOBOO MOJS B rnas Takke Vuforia Engine, npegHasHadYeHHbIN cneunansHO
nonb3oBaTens.» ONS NPUMOXKEHWI AONONHEHHOW pearibHOCTH.

http://a0601.narod.ru/ITPP Artkl 02 2018.pdf



https://www.magicleap.com/magic-leap-one
http://a0601.narod.ru/ITPP_Artkl_02_2018.pdf

BapuaHTtbl peanusauyuu nnatpopm paspabotku NMpunoxkeHunin AP

* Vuforia — 310 nnatdopma AONO/IHEHHOM PEANBbHOCTU U MHCTPYMEHTAPUM pa3paboTumKa
nporpammHoro obecneyeHus 4ONOJAHEHHOW PEa/IbHOCTU:

Calibration
App

& unity

PepakTtop
Unity 3D
(nokanbHO)

CBA3b mexay obnayHbim BegeHuem npoekTa (B Vuforia) n nokanbHoM
npopaboTKou cueH MNMpunoxkenna AP gonrKHa ObITb BbINOAHEHA 33 CHET MMMOPTA

App

Assets, Logic, Rendering

A A A

Position Content Events

Vuforia Engine

Images, Objects

B Developer

<

<

Add Content

. Vuforia i.‘

Reco

——

S

Download and bundle with app

Web Service 1":"
APls <

Target
Manager

obnayHoe peweHune

Application as a Service
NIMUEH3NOHHbIN MeHeaep B
obnaKe — IMLEH3MA HA CeaHc

paboTbl pa3paboTymKa
nmnoptmpyetca 8 Unity 3D;

Images
jpeg/png

4——
44—

Object Data

Vuforia
Object Scanner

NOAroTOB/IEHHbIX 06BEKTOB NpoeKTa n3 obnaka Vuforia B cpeay peagaktopa Unity 3D

b/l TapreTos
B 0bnake —
nakeT anAa paboTol
dbopmupyeTtca u
MMnopTmpyeTca

B Unity 3D.



BapuaHTbl peanusauuu nnarpopm paspabortku Npunoxkenuun AP

e Vuforia — 3Tto nnatpopma AONONHEHHOMN PEANTbHOCTU U UHCTPYMEHTaPUI
pa3paboTunka NnporpammHOro obecneyeHma AOMNOJIHEHHOM PeasibHOCTH

CobcTtBeHHO npunoxeHne AR («App»-

o g dbpenm) aTo cpopmMmnpPOBAHHOE HA NOPTANE
] W Viforia w developer.vuforia.com («Developer»,
A A A Add Content u OpaHrKeBble CMMBO/Ibl) NPOrPamMMHOE
e e NpUIoXKeHne, ncrnonbsytoulee 6asosble
Vuforia Engine v D - Bo3moXXHocTu Vuforia ana nobasneHus B
Q un“y _’ Web Sarvice AR
— o MOSAICHUTE/IbHbIX TEKCTOB, FOTOBbIX
-, 4 Target [ I e 3apaHee 3D-mopnenen («Objects»), 2D-
w Manager 4—— )
_ n3obpaxkeHumn («Images»),
Download and bundle with app Object Data

images, Objects e AONONHUTENbHON NHGOPMALMOHHOM
cocTtasasawowen no cueHe («Content»).

Vuforia oTBeyaeT 3a TPEKMHTI cneumanbHbiX METOK, peHaep 2D KoHTeHTa uamn 3D-mogenem oTHOCUTENBHO
NONOXEHUA METKMN, OTCNEXKUBAHUE NPUNOKEHUEM NPOCTPAHCTBEHHOIO pa3smelleHuna («Positiony),
pacno3HaBaHus («Reco»), n pexxuma on-line («Event»). MonyyeHHoe B pe3ynbtate Web-npunoxkeHue
naketmpyetcs B Unity 3D n pazmeuwjaetca ana goctyna [B Tom umcne n no Web] B MOBUABbHbBIX YCTPOMCTBAX.



Paspabortka MpunoxxeHun AP 8 cpepe Vuforia Engine — Unity 3D

&0

AR npunoxeHue

. Developer
B wuforia

] unity

l Programming logic, assets, Ji
Q animation, 3D models
t t t

3D—NPUBA3KA  CLEHA TPEKWHI

I I I
A
!

PacnoznaBsanue obpazos

. [aHHble ¢ cepBepa

Convert | By« 7ot
Y - .

JSON

Target manager —

PNG/IPG
images




Paspabortka MpunoxxeHun AP 8 cpepe Vuforia Engine — Unity 3D

- L

B oeveloper
NPUNOXEHWUE ONA ANDROID B vuforia
[ ] unity
Prog.ramminglogic, assets, Converter
animation, 3D models PdfTolmage

t t t

30-NPUBA3KA  CLEHA TPEKWHI

l I I
!

Pacnozxaeanue oGpazos

(2D images)




Paspabortka MpunoxxeHun AP 8 cpepe Vuforia Engine — Unity 3D

MPUNOXEHWUE A1 ANDROID

Programming logic, assets,

animation, 3D models

t t t

3D—MPUBA3KA  CLEEHA TPEKWHI

t

PacnozHaBaHue obpazoB

2\
S~

i
GG
e e
ErREET s mnarws [{PRA
(20 images) images D




Pa3pa6otka NMpunoxxeHuin AAP 8 cpeae Vuforia Engine — Unity 3D

MPUNOXEHWE AJ151 ANDROID ~——— : ::;::w .
it W- B o cneo e BapuaHTbl pelueHunit ot
. KomnaHun PTC ans
= i} NPOMBILLNEHHOro
— ‘ npumeHeHua 6asoBou
= KOH®Urypaumm nnatpopmbl
e [lononHeHHOW peasibHOCTH
ot Vuforia Engine + Unity 3d

i

KomnaHua PTC npegnaraer Vuforia Engine gna pa3spaboTtkn AR-pykoBoacTB nosb3oBaTena. [AnAa peweHuns Takon 3aaa4m
3D-moaenun ectectBeHHbIM 06pa3om AoMKHbI 6bITb B3ATbl U3 CAIP, a He n3 6aHKoB «MrpoBbix» mogenen Unity 3D. Ons
pelweHna 3Ton nepBon 3aaa4m komnaHma PTC rotosa npeanoxuntb csont CAINP CREO Parametric c moaynem paclunpeHms
ana akcnopta CREO-moaenen B popmat naketa ana Unity 3D. CxemaTmnyeckn Takaa moauduLMPOBaHHAA CTPYKTYpa
nnatpopmbl pa3paboTkm VUFORIA Engine 6yaeT BbIrnsaeTb Tak, Kak MOKa3aHO Ha PUCYHKeE.

Ncnonb3osaHne CAMNP-moaenen cbopok ansa AR-pykoBoacts 1 MHCTpyKumii B Vuforia Engine TpebyeTt akcnopTa B popmaTbl
JONOJIHEHHOWM peasibHOCTK natPopmbl pa3paboTku. B cnydyae npumenenma CAMNP CREO Parametric cama npoueaypa
3KCMOpTa MOXeT BbINONHATLCA HenocpeactBeHHO B CAlP KOHCTpyKTOpa.



Pegakrop Unity 3D

OEYs = ECmare. Toolbar iy

= Hierarchy = | FScene € Game

| A | [Account ~ | [Layers ~ | |Default ~|

w=  © Inspector

Create * *AH ) Shaded *| 2D || ¥ D; Gizmos *

¥ Animation 3 Root
» Cam rig pivot
Astrella Sitting

Hierarchy
Window

:
3 0 a
J ) S
BN e
A'
1oz
: o
N .-
e
L »
1o P ,
. »
RO 3
.
d
A ,

v

SUD;J«":T_.-IJ
YletFan1l
prop_fanLarge_aperture.
prop_fanLarge_motor_0t(
walls_050

Dasdiala Cornbams

@ Project

Create *

» Favorites A Assets » Art»

Vi Assets -_—
& Animations
& Animators
Ye&a Art

via_Textu . w- d
o Project Window
=
» i Characts
* i Environmen
@ OtherAnimation
& Sky
W Astrella Scene
= Aadia

_Textures » Heavy Machinery Textures » Materials

v

Tag | Untagged : | Layer Default

Reflection Probes Blend Probes

o

(M ‘prop_fanLarge_aperture_| [_IStatic

Anchor Overnide None (Transform)

i Add Component

i

https://docs.unity3d.com/Manual/UsingTheEditor.html

-

YA Trar E’Q'
Positi 13,2771
Rota

Inspector
.
- Window
Rece
¥ Materia
Size ]
Element prop_fan_large_al ©
| Use Light Probe ]

o

prop_fan_large_aperture_n @ #
Shader | Legacy Shaders/Bumpad Spa:~

The Project Window - OKHO npoeKTa
oTobpaxKkaet bUbAMOTEKY aKTUBOB
(assets), nocTynHbIX AnA
MCNoNb30BaHMA B NpoekTe. [ocne
MMMNOPTUPOBAHKMA assets B MPOEKT,
OHM oTobparkatoTca B 3ToM obnacty,
0bpas3ya CTPYKTypbI.

Assets — 310 npeacraBsieHne noboro
3/1IEMEHTA, KOTOPbIN MOXKET
NCNONb30BaTbCA B NpoeKkTe. OObeKT
MOMKET ObITb co3aaH 13 dhanna,
co3aaHHoro 3a npegenamu Unity,
Hanpumep 3D-moaenun, aygnodanna,
n3obparkeHna nnm ntoboro apyroro
danna, nogaeprkmsaemoro Unity.
CyLLecTBYIOT TaKKe TUMbl aKTUBOB,
KOTopble MmoryT 6biTb co3aaHbl B Unity,
Hanpumep, Animator Controller,
Audio Mixer nan Render Texture.


https://docs.unity3d.com/Manual/UsingTheEditor.html

Pepaktop Unity 3D
Assets (akTnB) — 31O
npeactasneHue Ntoboro anemeHTa,

* \ 2 F\’ KOTOpblVl MOXeT UCMNOJ1Ib30BATbCA B
‘ 83 Project [ &= J) J

npoekte. O6BbEKT MOXKeET ObITb
WAVJ) co3AaH 13 ¢aina, Co34aHHOro 3a
MP3

|Create ~| (@ BIT IR IR FBX,0B)
. Favorites

npegenamu Unity, Hanpumep 3D-
_/ x mogenun ns CAMP, ayanodaina,
/ n3obparkeHuna nnm noboro
apyroro pamnna,
noaaepxusaemoro Unity.
CyLLEeCTBYIOT TaKKe TUMbl aKTUBOB,
KOTOpble MOryT B6bITb CO34aHbl B

Vi Assets

b K

Unity, Hanpumep, Animator
Controller, Audio Mixer naum
Render Texture.




Pepakrop Unity 3D

Scene View - 370 T.H.

R Y B T TR RN = MHTEPaKTMBHAA NecoYHNLA.

N Scene View ncnonb3yetca ans
BbIOOpa M pacnosioxKeHuns
TapretoB (meToK), AR-Kamepbl,
N MPOYNX OODBEKTOB
dbopmmnpyemon CuUeHbI.
YnpasneHue u
MaHUNYNNPOBaHME 0ObEKTaMM
C MICNOJIb30BaHMEM OKHa Scene
View aBnaetca ogHON n3
Hanbonee BaxKHbIX PYHKL MM
Unity, nosTomy Ba*KHO 0CBOUTb
npuembl paboThbl C ee
MHCTPYMEHTaMM, NpexKae BCero
- NO3MLMOHMUPOBAHUEM




= Hierarchy

Create 7| (arAll

¥ Animation 3 Root
» Cam rig pivot
» Astrella Sitting
= SHIP 1
¥ SHIP 2
Particle System 1
Point light
P Animated Camera 2 Root
P Animated Camera 1 Root
Reflection Probe
Directional light
Cam Control
¥ Metal Cubes
» floor
Cube 1
Large Cube
support_014
¥letFan 1

prop_fanLarge_aperture,
prop_fanLarge_motor_0t

walls_050

Doutiala Cond o

v

PepakTtop Unity 3D

https://docs.unity3d.com/Manual/Hierarchy.html

The Hierarchy Window - cogepxut
BCce 06beKkTbl (GameObject) B
TeKywew cueHe. HekoTopbie N3 HUX
ABNAKOTCA NPAMbIMU 3K3EMNASAPAMM
dannoB acceTos, TaKMX Kak 3D-
MOAEeNN, a apyrue

3Kk3emnaapbl npedabos,
NONb30BaATE/IbCKNX 0O BEKTOB, U3
KOTOPbIX COCTOUT Ho/bLLAA YacTb
cueHbl. MOXHO BblOpaTb 06bEKTHI B
nepapxmm n nepeTalmTb OgMH
0bObeKT Ha Apyrov Ana co3aaHuA
poautTenbckon ceasu (Parenting)
(cm. HUKe). Mpn pobasneHnun n
yAaNeHUn 06 BEKTOB B CLEHE, OHU
TaKKe byayT NoABAATLCA U UcYe3aTb
n3 Nepapxumu.



https://docs.unity3d.com/ru/current/Manual/Prefabs.html
https://docs.unity3d.com/Manual/Hierarchy.html

PepakTtop Unity 3D

" inspecior. | 2 The Inspector Window -

E.’ :prop_fanLarge_aperture_‘ [|static «

™ Tag [Untagged 3| Layer nefauie )| [TO3BOJIAET MPOCMATPUBATDL U

=L T @& PE€AdKTUPOBATb BCE CBOMCTBA

Position X [-6.1901 Y 0.49876 Z -13.277
Rotation X0 1Y [89.9999 z 0 | Bb|6paHHOI'O 06'bEKTa.

Scale X1 Y1 | 211

» .. Prop_fan Large_aperture_00[J #v‘ I_I OCKOJ1b Ky pa 3Hble TUrbl
v . [MMesh Renderer @ %
* Cast Shadows | On : O6'b€KTOB MMeroT pa3Hb|e
Receive Shadows [V o
¥ Materials Habopbl CBONCTB, MaKeT U
Size 1

Element 0 Gprop_fan large_a) © cogepxxnmoe OKHa UHCMNEKTOPA

Use Light Probes [V

Reflection Probes | Blend Probes Al 6y|ﬂ|yT oT/iInyaTtbcCsH.

Anchor Override None (Transform) @ ©

‘ prop_fan_large_aperture_m @ %
> Shader | Legacy Shaders/Bumped Speir |

[ Add Component ]

https://docs.unity3d.com/Manual/UsingThelnspector.html
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PepakTtop Unity 3D

[@G.MIE] | #9Pivot | @ Local | [}1 1 ]N] | & | | Account ~ | |Layers - | |Default ~ |

4

The Toolbar - o6ecneunBaeTt goctyn K Hanbonee BaxKHbIM paboumm PpyHKumam. Cnesa oH
COAEepPKUT OCHOBHbIE MHCTPYMEHTbI A1 MaHUNYIUPOBAHUA N306paKeHNem CLEHbI U
obbeKTamu BHYTPU Hero. B LueHTpe HaxoasaTCa 39NEeMEHTbI YNpaBAeHUS
BOCNpou3BeaeHnem, nay3om n warom. KHonKku cnpasa obecnevynBatoT AOCTYN K
obnayHbIMm cnykbam Unity n nonb3oBatenbckom yyuetHom 3anucu Unity, a 3atem K meHo
BUAMMOCTU YPOBHA N, HAKOHEL,, MEHIO MAaKeTa peaakTopa (KoTopoe npeaocTaBafaeT
HEKOTOPbIe aNIbTEPHATUBHbIE MaKeTbl A1 OKOH peAaKTopa U NO3BO/IET BaM COXPaHATb
cBOM cobCTBEHHbIE MaKeTbl). [TaHe/Ib MHCTPYMEHTOB He ABAAETCA OKHOM U ABAAETCA
eMHCTBEHHOM YacTblo MHTepdenca Unity, KOTOPYIO Bbl HE MOXeETe N3MEHUTD.

https://docs.unity3d.com/Manual/Toolbar.html
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NNabopatopHana pabora Ne 1.
MoaroToBKa cpeabl NPOEKTUPOBaAHUA NPUAOKEHUU [loNONHEHHOM
PeanbHoctu (AP, AR).

http://a0601.narod.ru/LR 01 Deplmnt.pdf

NabopaTtopHana paborta Ne 2 (Yactn 1, 2, 3).

MpoeKT — pa3pabotka npocroro AR-npunoxeHua gna Android-
ycTpoictBa (cmapTdoH, nnaHwet un np.). CospaaHmne B rpadpnyeckom
pepaktope Unity 3D cueHbl 4ONO/NHEHHOW peasibHOCTM!.
O6veKTbl 1P — 3T0 06bEeKTbl NpoeKTa, C034aBaeMOro ¢ MOMOLLLbIO
cpeacts nnatopmbl Vuforia.

http://a0601.narod.ru/ARlections02.htm
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