INTa6opaTtopHasa pa6ora Ne 3. [poekt — paspabotka npoctoro AR-lMpunoxenna gna Android-
ycTponucTBa (cmapTdoH, nnaHweT u np.). CozgaHue B rpachnyeckom pegakrope Unity 3D cueHbl
OOMOJSIHEHHOU peanbHOCTU. BuU3yanusauusa ynpasensemoum aHumauum 3D-Mopenun c
MCNONIb30BaHMEM MNOCKOro KHOMOYHOro MeHw. Yacte 1. U3yyeHMe BO3MOXHOCTEW MO
CO3[aHUI0 aHUMaL MK 06 bEKTOB KOHTeHTa B lNMpoekTtax AR.

O6bekTbl [1IP — 3TO 00BLEKTblI MpoeKTa, co3d4aBaeMoro ¢ NOMolbik cpeacTB nnatdopmbl
Vuforia.

BBepeHue.

PaboTta no cosgaHuto npunoxeHun [P 3akniovaetca B co3gaHuym npoekta u 06bekToB MpoekTa
(KonteHT [P) B Vuforia, a paspabotka 3D-cueH Onsi OOGBbEKTOB 3TOr0 NpoOeKTa OCYLLECTBNSETCA B
Unity 3D. Npwn atom Vuforia otBevaeT 3a ngeHTudmnkauuio npoekra Yyepes License key (cMm. onucanus
npeablgywux J1P), a npuaska k 6yayuien cueHe BupTyanbHoro 2D- unu 3D-o6bekTa (Hanpumep, 3D-
MoAenu, NNOCKMX uU306paxeHUW, BMAEOKNMNOB U np.) OyadeT oOCyWecTBnATbLCA 4Yepes
onpegensiemyto B Vuforia metky (Target). Hdonyctumble B wucnonbdyemon B JlabopaTopHOM
npaktukyme Bepcum Vuforia Engine Tunbl TapretoB 6binn nogpobHO paccmoTpeHbl B OnvcHUM
JIPNe2 Yactb 1.

BAXHO!! & Bca pabora c¢ Vuforia (c npoektom, obbekTamm) ocywlecTBnseTcss vepes web-
UHTepdgenc, uHbimm crnosammn, Vuforia asnsetca obnavHbiM npunoxeHnem. A paborta ¢ Unity-3D
OCYLLIECTBNAETCA HEMOCPEACTBEHHO Ha KOMMNbOTEPE pa3paboTymka, T.e. JIoKasnbHO.

Ceasb Mexay obnayHbiM BefeHveM npoekta (B Vuforia) v nokanbHouM npopaboTkon cueH
Mpunoxenuns [P gomkHa 6bITb BbINOMIHEHA 3a CYET UMMNopTa NoAroTOBIEHHbIX OO LEKTOB NpoekTa 3
obnaka Vuforia B cpeny peaaktopa Unity-3D u gononHeHus cueHbl 2D-usobpaxeHnamm unm 3D-
MoAaensiMu.

3apaHue Ha JIPNe3, yactb 1 — paspaboTka aneMeHToB BUPTYarnbHOro nHTepdenca ans paboTsbl
B [P, T.e. ycTtaHoBneHue cBasen mexay nosegeHunem (behaviour) suptyansHon 3D-mopenum (y Hac
- «aHMMauMA») N COCTOAHMEM 3feMeHTa ynpaBfeHust («KHOMKa» = COObITUA: KHOMKa
omKaTta/KHOMKa Haxara).

MNpepnaraetca paspabotatb npunoxeHue AP ana Android-ycTpoucTB, B KOTOPOM npu
HaBeAEeHUU KaMepbl YCTPOUCTBA Ha pearnbHYI MeTKy (TapreT — nsobpaxeHue, Hanpumep, Ha
Oymare, unu Ha gucnrnee) nonb3oBaTtesib B 0651aCTM BOCNpou3BeAeHUs Ha 3KpaHe MOOUNbHOro
yctpouctea (MY) yBnaut 3apaHee NOArOTOBJSIEHHYIO U pa3MeLleHHYK B CLeHe B paMKax
BbinoniHeHHoro 3apaHusa JIPNe2, Yactb3, 3D — mopenb, Kotopasi 6yaetr aHMmMupoBaHa. A
ynpaBfieHMe aHuMmauumen oyaeTt ocyLwecTBAATLCA C NMOMOLLbLIO KHOMKUA NIIOCKOro MEHI0.

B nepBon yactu JIPN2 3 cTyAeHTbl ocBanBaloT cnocobbl 3aaaHnsi aHUMaLMn 06 LEKTOB
KOHTeHTa OP.

I'IpenBapMTeanble ycnoBuAa Ans Ha4vana pa6OTbI:

NHTepHeT-coeaMHeHMe NnoKarnbHOro KOMMbKTEPa;

Hannuune akkayHTa nonb3oBatens Vuforia (pesynbTaT ycnelwHoro BbinonHeHus JIP Ne1);
YcTaHOBNEHHass Ha KomnbktoTepe paspaboTtumka cuctema Unity 3D (pe3ynbTaT ycnewHoro
BbinonHeHus JIP Ne1);

Y V VYV



» 3apaHee NOAroToBMEHHbIE U306paxeHnsa Ans MeTku (Tapreta) u o6bekToB kKOHTeHTa (3D-mopenb
B OAHOM U3 AONYyCTUMbIX POpPMaTOB).

B pesynbTaTte ycnewwHoro BbinosiHeHusi JIP Ne1, nonyyeHbl n3 obnaka Vuforia n coxpaHeHbl B
rfiokanbHoOM hannoBon cucteme ang nokanbHon pabotel B Unity 3D cnefytowime pecypcbi:

yCTaHOBO4HbIN crnieundpuydeckun obwekt Vuforia — chann B oopmate .unitypackage
NNueH3nA

B/, rapreTtoB - chann B popmaTe .unitypackage

vV V VY V

Kpome Toro, B pekoMeHayeMoM ANt UCMofb30BaHMs npoekTe pasMelleHa 3D-moaenb B O4HOM
M3 AonyCcTUMbIX (hopMaToB.

BAXKHO!!! TpoeKkT yxe co3gaH, Bce HeobOXoauMble HACTPOMKU ANA 3TOro
BbIMOJSIHEHbI U ONMUCaHbl B NyHKTax 1., 2. B onncaHusax JIP NeNe1 u 2 (Bce yactn).

T.o. — nepexoaum cpa3sy K nyHkTy 3. OnucaHumsa ->

3. Mepexoaum B npoekt B Unity 3D. [Npogomkaem paboTtaTth B npoekTe, 3aBeaeHHOM B JIPNe2, yactb
3 (c reomeTpuyeckon mogenbio, B 4aHHOM onucaHum — 370 3D-moaenb rpevyeckon amdopsl). B
Hawem npumepe MNMpoektT umeeT HazBaHue ARProj003.

Bbl MOXeTe 3aBeCTW HOBbIA MPOEKT, C HOBOM MOAENbID — OnbiTa y Bac YyXe AoctaTtodHo. Bce
HeobGxoauMmble Wwarn 6binn NpoaenaHsbl Bamu B npeapigywien JIP. Ecnuv Bbl pewmnnm ncnonb3oBaTb
HOBYIO MOAernb, NOBTOpUTE 3TK Wark. B Hawem cnyyae Ha gaHHOM aTane BbinonHeHus JIP cocTas
CUEHbl ByaeT TakuMm, Kak NpeacTaBrieHO Ha PUCYHKE HUXKE.

MocTapantecb [06UTLCS BU3yanbHO MpPUBMEKATENIbBHOIO W OAHO3HAYHO pacrno3HaBaeMoro
COOTHOLLEHNsI TapreTa U MoAdenu B cueHe, YTobbl B AanbHeulleM Habnogate paspabaTbiBaemble
aHUMaLUUy Hauny4ywmm obpasom.



@ AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11> — [m] X

File Edit Assets GameObject Component Services Window Help

) > 01_Prefabs

BAXHO!! Obpatnte BHMMaHME - Ha 3TOM LIare y Hac yxe co3gaH OObEeKT KOHTEHTA, CBA3aHHbIN C
Tapretom — Vase_Hydria = CmoTpuTe, Kak 310 oTobpaxeHo B Hierarchy.

4. Ona ynpaBneHns BUpTyanbHbIM 06bekToMm Vase Hydria cos3gagum nosegenue (behaviour)
3D-mopenu, koTopbiM Byaem ynpasnsaTb C MOMOLLbIO 3NIeMEHTa yNpaBneHUs — KKHOMKa Ni1ocKoro
MeHIo». Hanpumep, npyn HaxaTnm Ha KHOMKY BUPTYyarnbHbIN OOBbEKT AOSMKEH:

» BpallaTbcs,
» nepemellaTtbCs,
» MacwTtabupoBaTbCs U T.A4.

[nsa aToro Bocnonb3yemca 6a3oBor yHKUMOHanNbHOCTLI0 Unity 3D n Bbibepem OCTaTOYHO CIOXHOE,
MynbTUdYHKLMOHanNbHoe nosegeHue (behaviour) - Animation.

*k%k

CootBeTcTBYOWMUA pasgen onucaHua Unity 3D (BbiGepuTe oaHy M3 nocnegHMX Bepcun)
HaxoAuTcA No agpecy:

https://docs.unity3d.com/ru/current/Manual/AnimationSection.html

*k%

Ona cosgaHus aHMmauum — BblibMpaem B Hierarchy obbekT Vase Hydria, a 3atem Bblibupaem B
napgarowem meHto Window=>Animation->Animation:


https://docs.unity3d.com/ru/current/Manual/AnimationSection.html

@ AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1% <DX11>

File Edit Assets GameObject

Hydria

Services Window Help

Panels

Analysis
Animation

Audio

General
Rendering
Sequencing

Next Window
Previous Window
Layouts

Vuforia Configuration

Search

Unity Version Control

Animation
Animator
Animator Parameter

Ctrl+Tab
Ctrl+Shift+Tab

Ctrl+Shift+V

Ctrl+6.

v Vase_Hydria

ag Untagged Default

Hydria
Overrides

b Transform

Position X -0.79 Y -019

Rotation X 90 )
a ® X1 a1

Add Component

Asset Store

My Assets
Package Manager
Text

TextMeshPro

Asset Management
Accessibility

Ul Toolkit

Visual Scripting

w Assets Assets > | ’ K - Vases (Free) > 01_Prefabs
W Editor
@ Nokobx

Asset Labels

Materi: v

Window

[Elcenterv @
& SampleScene*

& D 7

al Light ayer |Default

& ImageTarget v
~ i Overrides Select

A Transform

Position Y -019
Rotation X 0

ale X 1 1

Add Component

© Ani

ject Animation

w Assets

Create

Asset Labels

Mo knaBuwe Create nepexoaMm K co3gaHunio aHnMmauun:



«AHMMaumA» (codeTaHme M3BECTHbIX BaM CTaHAApPTHbIX TpaHcopmaLmi OO6bEKTOB B TPEXMEPHOM
npocTpaHCTBe — noBopoT/caBur/macwTabupoBaHue) B JaHHON CUCTeEMe npeacTaBnseT us cebs
Habop OaHHbIX, KOTOPbIA COXpPaHAETCA B NIOKanbHOM (bannoBon cucteme B gpanne ¢ paclmpeHnem
.anim. Npuceonm emy nonb3oBaTenbckoe nmsa Vase _Animation.anim.

3adw||<cv|pyl7|Te 3TO UMA ANA ganbHeUwero MUcnosib3oBaHUA B opraHnsauuu ynpaBlieHUs C
noMouWbO 3JIeMeHTOB MJIOCKOro MeHio, HarnpumMmep B cKpuntax U cuUueHapuax yl'lpaBniIEMOﬁ
aHUMauunu.

8§ v Vase_Hydria
SampleScene* .’, =
) Directional Lic Untagged Layer Default

@ Create New Animation

i « Assets > Nokobot > GreekTemple - Vases (Free) > 01_Prefabs Mowck 8: 01_Prefabs Overrid
Transform
Ynopsgouuts > Hosas nanka
~ Position

A~
Wma Data usmereHna Tun

.. JlokanbHbI anck (C:)
~~ Data2022 (D)
~- Data500 (E)

Rotation
HeT 3/1eMeHTOB, YA0BNETBOPAIOLLMX YCNOBUAM NOVCKA.

Add Component
@ Cero

= DESKTOP-QNSHCU2

v iC

[YEX-EV Bl Vase_Animation.anim)|

Tun daitna: anim (*.anim)

Create

Asset Labels

-

Add Property

B ganHon JIP gns npoctoTel co3gagum Animation B BUAe NpoCTOro BpalleHns 0ObekTa KOHTEHTa —
3D-mopenu Vase_Hydria BOKpyr ocu Z (B HalleM crnyyae 370 U eCTb BepTuKanbHasa OCb BpaLleHus)
Ha 360 rpagycoB 3a onpepaeneHHoe Bpems (1cek). [1ns atoro B okHe Animation Bbibupaem Add
Properties>Vase_Hydria> Transform->Rotation:
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© Inspector  a® Gan

& - 2 - -
n % g B w9 §§ v Vase_Mydria

Tag Untagged

ride:

Transform

[LLNE I S

Add Property

. Position
/. Rotation

Asset Labels

BAXHO!! O6paTtnte BHUMaHne — B obnactu Assets y Hac nosiBUNIMCb ABa ob6bekTa — cama
aHMmaums ¢ BbIGpaHHbIM HaMy Ha3BaHMeM Vase_Animation u KOHTpPoNnep aHMMaLun ¢ UMEHeEM

aHMMmnpyemoro obbekta Vase Hydria.

Kak 6b1no pekoMeHA0BaHO Bbille, U3 BCEX BO3MOXHbIX TUMOB M3MEHEHWUI ANS BbINONIHEHWSA aHMMaLMK
BblOEPEM W3BECTHbI BaM U3 OPYrMx KypcoB CTaHAAPTHbIA TUM U3MEHEHUS - Npeobpa3oBaHue —
Transform, koTopbI pacnagaeTcsa Ha noBopoT/caBur/macwitabupoBaHume.

Hobaensaem Rotation (+):

@ Animation

MO 4 > Pl o

Add Property




Bbibrnpaem HyxxHbI TN noBopoTa (Rotation) — BOKpyr ocu Z. [Ina 3TOro packpbiBaem

Vase_ Hydria : Rotation n Bbibupaem coOTBETCTBYHOLLEE BpaLLEHME:

@ Animation O x

M4 |4 P Ml oM

-

Add Property

Ansa Toro, 4Tobbl chopMMpoBaTb HEOOXOOUMYKO HAM aHMMAaUMIO — BpaLLlEHNEe BOKPYr BEPTUKAIbHOM
ocu (Z) — HaxxMmaeM KpacHyto knasuwy 3anucu (Red Button)

@ Animation

“ -'I:I'I I-'|i m _:-IT iI:] N
Preview M4 |4 > Pl MM

a_Animation

3ateM B TaumMmnamHe okHa Animation (BepxHssl ropmsoHTasnibHasa LKasa OKHa), npu BblOpaHHOM
BpaLLEeHUN BOKPYr ocu Z, nepemerLaem 6enbiri BepTUKanbHbIN MON3YHOK B NO3numio «1 cek» (KpanHsas
npaeas), n B no3uumm Rotation Z (B nro6omn!!!) yctaHasnmnsaem yron nosopota (360 rpagycoB). 1o
O3Ha4yaeT — NOoJIHbIM 060POT Ba3bl 3a 1 ceKyHAy BOKPYr BEpPTUKaNbHOW OCWU.
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© 0 @0 %- m & E-S meO

@ Inspecto a i
G - ! Static ~
Animation @@, - VaseHydria Stati
Tag Untagged ~ Layer Default ~
< 14 > Pl oM
ride: Select  Open
A Transform
Position X
Rotation
Scale ™ X 0125 Y 0425
Add Property Hydria (Mesh Filter)
8 Hydria
Mesh Renderer

Matarials

Asset Labels

Y6egutecn, 4To B no3uumn Rotation Z B Inspector’e yCTaHOBMEHO HY>KHOE 3HAYEHME yrna noBopoTa
(360).

OueHum TekyLlee COCTOSIHWE MOSyYEHHOW aHUMauum nocrne 3anucu. [na 3Toro OmKMMaeM KHOMKY
3anncu (Red Button) n Bknovaem pexxum npourpbiBaHns — knasuily Play:

€ Animation O X

Add Property

B pesynbtaTte B OkHe cueHbl Editor’a mbl 6ygem HabnogaTb 3anncaHHyo aHuMmauuio Vase Hydria —
BpaLLeHMe BOKPYr BepTMKanbHOM ocn (ocb Z).



D & v B Ey Qv (

= .
@ Animation Vase_Hydria

ag Untagged ~ Layer Default ~

Overrides v Select = Open

a i Transform 0 i

P15 position X 0058 Y 0036 Z -0.07

Rotation X 0 Y 0o Z 31.863

Scale & X 0125 Y 0125 Z 0125

Add Property Hydria (Mesh Filter) e & 3
f Hydria

Mesh Renderer
Materials

Asset Labels

Tenepb MOXHO o6paboTaThb elle OOUH NapaMeTp aHMMauun — CKOPOCTb TpaHcdopMaLmm — Yy Hac
CKOPOCTb BpaLleHust BOKpyr ocun Z. [Ina 3Toro B okHe Animation nepekntouynmMmcs B pexum Curves

| Dopesheet | Curves |

B pesynbrate nonyyaem rpauk M3MEHeHUsT napamMeTpa CKOPOCTb
BpaLeHus. ['padurk cBMaeTenbCTBYET O TOM, YTO CKOPOCTb BpaLLEHNs HEpaBHOMEPHaA.

B I'IepBbIﬁ MOMEHT Bbl MOXeTe YBUOETb B OKHE OTO6pa)KeHI/IFI He4yTo nogobHoe:

J Animation O X

Add Property

BepTukanbHas wkana y neBow rpaHuLbl Ceporo nosisi 3kpaHa — 3To rpagychl. [1py 3TOM Bbl MOXeTe
YBMAETb TONMbKO 4aCTb KPUBOW, OMUCbIBAOLWEN CKOPOCTb BpalleHus. [Ana Toro, 4tobbl paboTaTth co
BCEWN KPUBOW, BaM HY>KHO MOMEHSATb MaclTab, Ans 9TOro y Bac eCTb NON3YHOK Yy NPaBon BepPTUKaNbHOM
rpaHuLbl OKHa, rOPU3OHTasbHbIA MON3YHOK, U CpefHee KONeCUKo MbIKW, USMEHEHUE rpaHuL, OKHa, C



MOMOLLIbIO KOTOPbIX Bbl MOXXETE MEHSATb MacLuTab BHYTPU OKHa, MO BEPTUKANN U NO BPEMEHHOW LLKane.
Ho6entecb TOro, 4Tobbl rpaduK CKOPOCTU N3MEHEHUsT Bbin BUAEH LenvkoM. Ha kpmBon MmoryT GbiTb
T.H. «KNIOYM», KAK MMHAMYM OBa — B Ha4vane v KOHUEe KPpMBOW. YNPaBnaTb KPUBU3HOM U XapakTepom
KPMBOM MOXHO C NMOMOLLbIO 3TUX KItoden — aobaBnsasi/ymMeHbLluas MX YMCHO, MEHNAS MX NOMnoXeHune (¢
MOMOLLIbIO KINTaBULLIEN MbILIN) HA KpMBOW M T.4. [pn 3TOM MOXHO HabnwaaTb U3MEHeHMe aHUMaL MK
obbekTa B pexume npegnpocmoTpa (knaesuwa Play).

(3 Animation | x

Add Property

Tenepb MOXHO [OOWUTLCA PaBHOMEPHOCTM CKOPOCTM BpalleHusi. PaBHOMepHoe BpalleHue
COOTBETCTBYET INWHENHOMY XapakTepy noBedeHus kpuBon. O6paTute BHMMaHWE, 4YTO noGas
HENMMHEMHOCTb O3Ha4yaeT YCKOPEHME WM 3amenfieHMe BpalleHWUsl, U3MEHEHWe 3Haka nepBOoW
NPON3BOAHON KPUBOW — U3MEHEHWE HanpaBreHnsi BpalleHnst 06bekTa KOHTeHTa. Y pa3paboTymnka ecTb
Macca MHCTPYMEHTOB, C MOMOLLbIO KOTOPbIX OH MOXET JOOUTLCS PasfMYHOro XapakTepa aHMmauuu.
OcTaeTcsi TONbKO OCBOUTL UX BCE U MO3KCNEPUMEHTMPOBATL C YA0OBOSIbCTBUEM.

Hawa 3agayva B gaHHOM npumMmepe — nobutbes paBHOMEPHOIro BpaweHnA Ba3bl. ﬂ,J'IFI 3TOro B Ha4arlne
KpI/IBOIZ noMecTuM yKasaTtelslb 1 no I'IpaBOIZ Krnasuiie MblLlLW BbI3OBEM MEHIO KOppeKunn rpacblea:

Both Tangents—>Linear
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B pe3synbTate Mbl 4OOMNUCHL PABHOMEPHOCTU CKOPOCTU BpaLLeHUs >




) Animation O =

@ Ha |4 > Pl M

tion v

Add Property

Pabota no cosgaHuio npocTenwen aHumMaumm BupTyanbHoro obbekta 3D Mopenu 3aBeplueHa.
OnemMeHTbl MEHI0 OKHa Animation, ¢ KOTOPbIM Bbl MO3HAKOMUIIMCb HA 3TOM Llare, NO3BONAT BaMm
co3paBaTb TpaHcdopMauumm NOON CNOXHOCTU Ha NNIOOOM BpeMeHHOM UHTepBarne.

3akpoem okHO Animation n ybeagnmcs, 4to B Assets okHa Project nossBunucb gBa HoBbIX Assets —
cama aHMmaums Vase_Animation n koHTponnep aHmmaumm mogenun — Vase_Hydria.

Vase_Animation

3anomMHMM 3TN UMeHa Ansa ganbHenwen paboThl.

Ha gaHHOM aTane Bbl MOXeTe MpOTecTUpoBaTb CBOK CLEHY C aHUMUPOBAHHBIM OO BEKTOM KOHTEHTA
— 3D-moaenbio - n3BeCTHbIM BaM cnocobom B pegaktope Unity 3D, BOCNONb30BaBLUMCL KamMepou
NOKanbHOro KOMMbloTepa U BblIOpaHHbIM TapreTom.

CobpaHHbIn ¢hann .apk No3BONUT NPOAEMOHCTPUPOBATL B pexnme [P Balwl aHMMUPOBaHHbLIN OOBHEKT.
3apaHue gnAa camocToATeNnbLHON nHaAuBUAYyanbHon paboTbl. JIP Ne3, YacTtb1:
Paspa6oTtaTb 3 NMpunoxexHusa AP ansa:

» BpaweHua 3D-moaenu BOKpyr BbiIOpaHHOW ocu (B 3aBUCMMOCTW OT MOAENN);

» [lepemelleHuns 3D-moaenu nNo gnaroHanu, HanpuMep — U3 HUXHEro NeBoro yrria B BEPXHUN
npasbli;

» «Haespar»/«YpaneHusa» Bpawarowenca MOAENU Ha 3puTens.

MoxHo Bce Tpu aHMMauuu paspaboTaTb B O4HOM NpoekKTe.

PaspabotaHHble B pamkax JIP Ne 3, yactb 1 AR-lMpunoxeHus (MpunoxeHne) Heobxoammo
npoaeMoHCcTpupoBaTh npenogaBaTento. KpeatuB npuBetcTByeTtcs!

OAHy (a MOXeT ObITb N BCe TpM) n3 pa3p360TaHHbIX B paMKax 3TOro 3agaHusA aHMMauuM Bbl

cMoXeTe ucnonb3osaTb Bo BTOPOU YacTtu JIP Ne3 gnsa cesisbiBaHMS ¢ KHOMKOWM MIOCKOro
MEHIO.



