Ucnonb3oBaHue BUpTyanbHbIX kKHOoMok ¢ image-based target

BupTyanbHble KHOMKM MO3BOMAIOT y3HaTb, KOrda MOMb3oBaTenb 3aKpbirn
onpeaeneHHylo obnacte image-based target. Onn nossonsiot caenatsb

image-based target wuHTepaktuBHLIMM. B crepgylowmx  craTtbax
0ObACHAETCH, KaK OnpedensTh W HacTpavWBaTb BUPTYarbHbIE KHOMKM U Kak

nobasnats ux kK image-based target.

Kak peann3oBatb BUPTYyaJibHbl€ KHOMKA

BupTyarnbHble KHOMKW BbI3bIBAOT WMHTEPAKTMBHOCTb AJ1 BalUMX TapretoB
Vuforia, nepemellaa akpaHHble B3aUMOAENCTBUA B peanbHbin Mup. 3yuns
obpaseL BMpTyarnbHbIX KHOMOK, Bbl y3HaeTe, Kak peanu3oBaTb U HACTpPOUTb
BUPTYyarnbHble KHOMKA W TMOrpy3anTb KOHEYHbIX Monb3oBaTenien B Balle
npunoxexHve AR.

BupTyanbHble KHOMKM NPeAoCcTaBnsAT MOME3HbIM MEXaHU3M ONSA COo34aHus
NHTEPAaKTMBHbIX TApreToB Ha OCHOBE M306paXXeHUH.

O6pabatbiBanTte cobbITUSA o} NMOMOLL|bIO OnButtonPressed n
OnButtonReleased, korga kHomka Bu3yanbHO 3akpbiTa OT Kamepsbl. [lpu
CO34aHuUN BUPTYyaribHOM KHOMKW pasmep W pasMelleHne AOMMKHbl ObiTb
TWaTenNbHO NpoAyMaHbl C y4eToMm yaobcTBa nonb3oBaTens.

EcTb HeCcKOnbKO (paKTOpPOB, KOTOPbLIe NOBMUSAIOT HAa YYBCTBUTENBLHOCTb U
yAo6CTBO UCNONb30BaHNA BUPTYanbHbIX KHOMOK:

» [nnHa n wupunHa KHOMKW.

» [lnowaab TapreTta, KOTOPYIO OHa NOKPbLIBAET.

» PasmelleHne KHOMKM Kak Mo OTHOLLEHMIO K rpaHuLe n3obpaxxeHns, Tak 1
MO OTHOLLEHWUIO K APYrMM KHOMKaM Ha MULLIEHW.

» HWKHAS 4YacTb KHOMKWM OO0SMKHA MMETb BbICOKYH) KOHTPACTHOCTb WU
aetanusaumio, YTobbl COBbITUS NErko akTUBMPOBaUCh.




Owu3anH n pasmeLueHume
Pa3smep KHOMKu

[MpaMOyronbHWK, KOTOPbIN Bbl onpegensiete Anst obnactm BUpTyanbHOW
KHOMKW, AOKEH ObiTb paBeH unu donbwe 10% ot obuien nnowaamn image-

based target. Co6biTus kHomok 3anyckatoTcs, korga sHauuTeNbHas YacTb

Features, nexauimx B OCHoBe 0651aCTu KHOMKK, CKpbITa OT Kamepbl. 3TO MOXeT
NPON30ONTKN, Korga Monb3oBaTesfb 3akpbiBaeT KHOMKY WM MHbIM 0Opasom
bnokvpyeT ee B rnone 3peHnsa kamepbl. [1o 3ToM nNpuvymMHEe pasmep KHOIMKU
OOIDKEH COOTBETCTBOBAaTb WMCTOYMHUKY [OENCTBMA, Ha KOTOpoe OHa
npegHasHadeHa. Hanpumep, KHoMka, KoTopas AoShKHa 3arnyckaTtbCd nasbLem
nonb3oBaTtens, AoSMKHa OblTb MEHbLUE TOW, KOTopas ByaeT 3anyckaTbCa BCEN
ero pyKomu.

HacTpowka 4yBCTBUTENLHOCTHU

BupTyanbHbiM  KHOMKamM  MOXHO  Ha3Ha4UTb  HECKOMIbKO  YPOBHEW
YyBCTBUTENBHOCTWN, KOTOPbIE ONpeaenstT, HAcKosbKo 6bICTpo cpabaTtbiBaeT
kHonka OnButtonPressed. Kuonkm ¢ BbICOKOW uyBCTBUTENLHOCTBIO
cpaboTaloT nerde, Yem KHOMKM C HU3KON YYBCTBUTENBHOCTLIO.
YyBCTBMTENBHOCTb KHOMKWM SABNAETCA OTpaXkeHueM [onnM obnacTu KHOMKW,
KoTopas [[OorkHa ObITb MOKpbITa, WM BPeMeHW MnokpbITUA. XXenaTtenbHo
NPOBEPUTb peakuuo KaXKaon U3 BalLMX KHOMOK B pearibHbIX YCIOBUSX, YTOObI
ybeauTbes, 4TO OHM paboTaloT SOMKHLIM 06pa3oMm.

MomecTutb Hap Features

BI/IpTya.l'lebIe KHOMKN O6Hapy>|(MBaI-OTCFI, Korga OoCHOBHbIE 3J1TEMEHTDI image-

based target He BugHbl B none 3peHns kamepbl. Bam HyxHO Gyaert

pa3MecTUTb KHOMKY Hag obnactbio nsobpaxeHusi, boraton Features, 4TOObI
OHa HageXHo 3anyckana cobbitve OnButtonPressed. Ytobbl onpenenuTs,
roe 3t PyHKUUKM HaxoasaTCcs Ha BalleM U300pakeHUU, UCMNOSb3YyNTe CCbINKy
Show Features Ha Bawem n300paxeHun B Target Manager. Bbl yBuanTte
poctynHole Features, OTMeYEHHble XXENnTbIMM KPECTMKaMKM, KakK Ha
N300paKeEHNN HUXKE.



BupTyanbHble KHOMKW He [OOMKHbI pacnonaraTbCsl Ha rpaHuLe TapreTa.

TapreTbl Ha ocHoBe u3obpaxeHuit umetoT (image-based target) sanac,
aKBmBasneHTHoln ~ 8% obnactn TapreTa, Ha Kpak MPsSMOYrosfibHMKa TapreTa,
KOTOPbIN HE MUCNOSb3YeTCs AN pacno3HaBaHUAa UNu oTcnexunsanus. o aTon
NpUYMHE HEBO3MOXHO OMpeaenuTb, Koraa nosfb3oBaTefb 3akpblBaeT 3Ty
obnactb. O6g3aTenbHO BCTaBbTE CBOW KHOMKM Tak, 4TOObI Bbl MOMMU
obHapyxuBaTb cobbiTus OnButtonPressed no Bcen nx 065actn KHOMOK.

C™m .: How To Use the Feature Exclusion Buffer

N3berante rpynnnpoBKU KHOMOK

He peKkoMeHayeTCAd pacnosiaratb KHOIMKUN B ctonéue B TOM HaripasneHun, B
KOTOpOM nosnb3oBaTtesyib CMOTPUT Ha LUellb. OTO CBSI3@HO C TEM, u4TO


https://library.vuforia.com/features/images/image-targets/best-practices-for-designing-and-developing-image-based-targets.html#exclusion-buffer

Nonb30BaTeNnto HYXXHO ByaeT OOTAHYTLCA OO HWXKHUX KHOMOK, YTOObI HaxaTb
bornee BbICOKME, YTO MOXET MPUBECTU K TOMY, YTO HWXKXHME KHOMKM 3anycTaTt
ceBon cobbitna OnButtonPressed. Ecnu Bam OeACTBUTESNIbHO  HYXHO
pacrnonoXmnTb KHOMKW B rpynne, 4To MOXET NPMBECTU K TaKOMY NOBEAEHUIO, Bbl
AOIKHbI  peanu3oBaTb FOMMKY TMPUNOXEHUs, KoTopad uibTpyeT 3Tu
pesynbTaTtbl, 4YTOObLI  oOnpedennTb, Kakas  KHOMKa  OeWCTBUTENbHO
npegHasHavyanacb Ans sblbopa.

Virtual Buttons in Unity

B Unity doyHKUMOHANbLHOCTb BUPTYanbHOW KHOMKM MOXeET BbiTb gobaBneHa K
ceTke ¢ nomoLubto ckpunTta VirtualButtonBehaviour nnu nytem KonnposaHug

Virtual Button GameObjects 13 o6pasua.

Bbl6epMTe YyBCTBUTEJIbHOCTb KHOIMKWM B OKHE WHCIEKTOpPAa. ,D,06aBbTe TakKkxe

VirtualButtonEventHandler k image-based target wna ocHoBe
M306paKeHMs, Ha KOTOPOIl Bbl COBMPaETECh PAa3MECTUTb BUPTYasIbHYH KHOTMKY.
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