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Abstract. Augmented reality (AR) and machine learning (ML) are
rapidly growing technologies with immense potential for transforming
education. Web-based augmented reality (WebAR) provides a promis-
ing approach to delivering immersive learning experiences on mobile de-
vices. Integrating machine learning models into WebAR applications can
enable advanced interactive effects by responding to user actions, thus
enhancing the educational content. However, there is a lack of effective
methodologies to teach students WebAR development with integrated
machine learning. This paper proposes a methodology with three main
steps: (1) Integrating standard TensorFlow.js models like handpose into
WebAR scenes for gestures and interactions; (2) Developing custom im-
age classification models with Teachable Machine and exporting to Ten-
sorFlow.js; (3) Modifying WebAR applications to load and use exported
custom models, displaying model outputs as augmented reality content.
The proposed methodology is designed to incrementally introduce ma-
chine learning integration, build an understanding of model training and
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usage, and spark ideas for using machine learning to augment educa-
tional content. The methodology provides a starting point for further
research into pedagogical frameworks, assessments, and empirical stud-
ies on teaching WebAR development with embedded intelligence.

Keywords: web-based augmented reality - WebAR. - machine learning
- TensorFlow.js - Teachable Machine - educational technology

1 Bcryn

Honosrena peasbuicrs y Web (Web-based Augmented Reality, abo WebAR)
€ OJIHUM i3 HaHmOmMuUpPeHImux cnocobiB 06’€IHaHH peaJbHOr0 Ta BipTyaJIbHOTO
Ha MOGLIbHUX IHTepHET-TipHCTpOsix [98, 99]. Pospobka BeG-I0MATKIB MOTIOBHE-
HOI PeaJIbHOCTI BiApI3HSIETHCS BiJ IHIMNX CIIOCODIB PO3POOKU THIM, IO € KPOC-
1aTOPMOBOIO 1 HEe BUMATa€ BCTAHOBJIEHHS PO3POOJIEHUX JIOMATKIB, IO CyTTEBO
ITiIBUIIY€ PiBeHb MOOITHLHOCTI MPOrpaMHOTO 3a0e3MeYeHHs TOPIBHSIHO i3 Tpam-
miftErME MOGiTbHIME fomaTkamu [102].

Hapasi naitsizomina y cBiti Hekomepriiitaa 6ibsioreka jiyist po3pookun WebAR —
AR.js [10], samouarkosana 2Kepomom Erbennom (Tak, y [93] momano cucremmumit
omuc MOXKJIuBOCTEN 3acrocyBantst AR.js jist popMyBaHHs TpodeCiitHIX KOMIIe-
rerrHOCTEN MaibyrHix yumrenis STEM-muciumiin), npore XiyKim FOen (Hi-
uKim Yuen [118]), oaun i3 pospobuukis AR.js, crBopus HoBy 6ibioTeky I
Ha3Boo MindAR [119] — 6ib11 KOMOAKTHY Ta TEXHOJIOIIYHO PO3BUHEHY, ajle, Ha
BimMminy Bix AR.js, masosimomy.

AR.js ra MindAR mobynosani na kinacuaanx pyrrisx ARToolKit ta OpenCV
BIJITIOBIJIHO, 10 Hapa3i € IMPOMHUCIOBUM cTaHiaapToM. BogHouac, skimo AR.js
30pi€HTOBaHA HA OIPAIIOBAHHS HACAMIIEPE] IIPOCTUX MAPKEPIB PO3MIpOM 0
16 x 16, ro MindAR — ma mpupoaui 300paskeHHs] CKJIQIHOI CTPYyKTypu. [HIma
ocobmBicTe MindAR, mo pobuth 11 JOMIAEHAM 3ac000M HABYAHHS — BKJIIOYE-
HHsI 70 11 ckyamy Bimomol 6i6miorekn mammaHOrO HauauHst TensorFlow [15],
III0 HA/IA€ MOTEHIITHI MOXKJIMBOCTI I iHTerpariil Mojiejieii MalllmHHOTO HaBYa-
HHst y WebAR j1omaTku 3 METOI CTBOpPEHHSI BUCOKOIHTEPAKTUBHUX 1 IIKABUX
edeKTiB, HAIPUKJIAJ, BUKOPUCTAHHS KECTIB PYK ab0 MIMIKU Jjis yIpaBJliHHS
AR-kouTeHTOM.

Meta mocaimkeHHsI — PO3poOUTH OKpEMi €JIeMEHTH METONKNA HABYAHHS
PO3pOOKHU JOTIOBHEHOT peasibHOCTI /ii1st Web i3 iHTerpoBanrMu MOJIEISIMI MAIIIH-
HOT'O HABYAHHSI.

Biamosigno 10 MeTu BU3HAYEHO TaKi OCHOBHI 3aBOAHHS JOCJII>KEHHSI:

a) BukoHaru 6ibiioMeTpUYHMIT aHAJI3 JzKeped i3 ocBiTHIX 3acTocyBanb WebAR;

6) aibparu 3acobu po3pobKu JIOOBHEHOI peasbHOCTI it Web;

B) po3poburu Ta anpobysaru Merouky po3podoku WebAR momarkis Jyist Bin-
CTeXKeHHsI 00JIMIUst;

r) po3pobuTu Ta anpobyBaTH METOAUKY IHTerpariii Mojieseii MalMHHOrO HAaBYa-
uust y WebAR noparku.
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2 DBibuaiomeTrpuyHMit aHali3 JgpKepest i3 ocBiTHIX
3actocyBanb WebAR

JlJisi BUKOHAHHS CHCTEMATH30BaHOIO OIOIOMETPUYHOrO aHAI3y 3a 3aluTaMu
“WebAR” Ta “Web-based augmented reality for education” 6yB 3acrocoBammii
VOSviewer Bepcii 1.6.18 [34]. B saxocti jzKepesa JaHux jisl IEPIIOrO 3alUTy
6yB obpanuii Crossref i3 HOINIyKOM IO 3arojIOBKaX JOKYMEHTIB, IO HAJAIO MO-
x)umBicTh Bimibparn 19 noxymentis 2017-2022 pp. (mara samuTy: 26.11.2022).
Binibpani mokymenTu Oy/iu mpoaHaJji30BaHi 3a KLJIBKICTIO pa3iB, sKi BOHU IUTY-
IOTbCS PA30M i3 iHmMUME JOKyMeHTaMu. 13 92 jkepedt, mo nmuTyBaauch y 19 mo-
KyMeHTaX, 26 IUTYIOThCs CHIIBHO OiIbIe OHOTO pa3y, yTBOpOYH Jjmire 1 Kiia-
crep (pue. 1), mo ckmanaors pobotu (98, 99, 105|, BukoHaHI mix KepiBHUTITBOM
C. O. Cemepikosa.

B sikocti jzkepesia maHUX IS Ipyroro 3amury OyB obpaHuit Scopus i3 mo-
IITyKOM TIO 3ar0JIOBKaX, AHOTAISX Ta KJIIOUYOBUX CJIOBAX JIOKYMEHTIB, IO HAJIAJIO
MOKJIMBICTE Binibparu 93 mokymentu 2001-2023 pp. (puc. 2), 66 3 akux upu-
[IaIaI0Th HA OCTaHHI 5 POKiB. BibIny yacTuHy 3 HUX CKIIAJAIOTH CTATTI ¥ XKYP-

Puc. 1. CemanTrnyHa MepexKa MOCHJIaHb ¥ JOKyMeHTax 3a 3amuroM “WebAR”.
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Puc. 2. Posnozin gokymenTis 3a poxamu (3amut “Web-based augmented reality for
education”).

nanax (58 [4, 19, 21, 23-32, 35-39, 41, 42, 44, 45, 49, 52, 53, 55-59, 61-66, 69—
72, 75, 78, 82, 85, 89, 91, 92, 95, 97, 100, 104, 111-113, 115, 117, 120, 121]),
mennty — kauru (4 [50, 54, 60, 88]) Ta crarTi y MaTepianax koHndepenmiii (31 [1-
3, 18, 20, 22, 33, 40, 43, 46, 51, 68, 73, 74, 77, 81, 83, 84, 86, 87, 90, 94, 96, 101,
103, 106, 107, 109, 110, 114, 116]).

Iz 301 aBropa 93 mokymeHTiB 2 Ta Oijblre pasiB IUTYyBaJUCh 27 aBTOPIB,
a 3 Ta Oigpme — 9. Ha puc. 3 mokazaHo ceMaHTHYIHY MEPEXKY KJIFOUOBUX CJIB y
JoKyMeHTax 3a 3anuroMm “Web-based augmented reality for education”. Pozmosmis
KJIIOYOBHX CJIIB 32 KJacrepamu (puc. 4) noxano y tabi. 1.

Hepmuii kuacrep (BuzineHu YepBOHUM KOJILOPOM Ha puc. 4 Ta y tabiu. 1)
OB’ s13y€ 6a30Bi KOHIIENTH JIOMOBHEHOI peajibHOCTI B OCBIiTi: JOMOBHEHY Ta
BIpTyaJbHy PeasbHICTH i3 OCBITOIO (30KpeMa, MEJMYHOI0) Ta HABYAHHSIM JIIOJIEI,
30KpeMa, i3 BUKOPUCTaHHAM CMapTdOHIB.

Zonosnena peasvricms BUCTYIAE CHCTEMOTBIDHAM €JIEMEHTOM — BOHA OB’ s-
3y€ yCi KaacTepu Ta caMa € MOB’sI3aHOI0 3 yCiMa iHIMTUMU KOHIIEITTAMH.

YV aHa30BAHUX JIOKYMEHTAX GIPMYGAbHA PEAALHICTIL HE OB S3YEThCS i3
TPAJMIIHIM BUKJIAJaHHIM, MOOLJIbHUM HABYAHHSIM Ta IHTEepHET /BeG-0pieHTOBA~
HuM HaBIaHHAM. TyT CJ1if BipisHaTy BipTya/bHy peasibHICTh BiJ BipTyaabHIX
HaBYAJLHUX CEPEJIOBUII, FKi AKPaA3 OXOILIIOIOTH TEPesiveHi MOHITTS.

Konmenr oceimu TakoX BiIHOCHTBHCS [0 Maiike yHIBEpCAJTBHUX — BiH He
OB’ sI3y€ThCsl Jiuiile 3 iHTepdeiicamu KopuctyBada Ta AR-momarkamu.

Jocuth mOKa30Bi 3B’ I3KH MeduyuHOoi 0c68iMU 3 IHIMTIMHI KJIACTEPAMU: Y APYTO-
My Kjactepi — i3 mousarramu kypukyaymy, IKT maBdamms, KOMIT IOTEPHO 30pi€H-
TOBAHOI'O0 BUKJIQ/IAHHS, €JIEKTPOHHOI'O HABYAHHS Ta CTYAEHTAMHU, Y TPETHOMY —
i3 BebG-caiiTaMu Ta MEJATOTiTHUMHU TEXHOJIOTiSIMU JIOIMIOBHEHOI PeaIbHOCT, y de-
TBEPTOMY — i3 JINCTAHIIIITHOIO OCBITOIO.
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Puc. 3. CemanTrnyna Mepexka KJIIOYOBUX CJIiB y JOKyMeHTax 3a 3anmuroM “Web-based
augmented reality for education”.

TaGu. 1. Posnoxin kmarouoBux ciiiB 3a KjacTepaMu (JIOKyMeHTH 3a 3amuroM “Web-
based augmented reality for education”).
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Puc. 4. Po3noii KA090BUX CJIiB 3a KJIaCTEPAMU.

Haswanns (y cenci ydinus) nos’s3afe y Ipyromy Kjacrepi 3 BUKJIQJIQHHAM,
crynearamu, IKT HaBYaHHS, KOMII'IOTEPHO 30PI€EHTOBAHNM BUKJIAJIAHHSAM, €JIe-
KTPOHHUM HABYAHHAM Ta iHTepdeiicaMn KOpPUCTyBada, y TPETbOMY — i3 BeD-
cafitamMu Ta MoTuBaIi€o0. JlaHe MOHATTSA He Ma€ MPIMUX 3B’S3KiB 13 JIMCTAHIIIH-
HOIO OCBITOIO.

Komnmenr arodunu mo3a MexKamMy CBOIO KJIACTepy IMOB’sSI3aHMiL 31 cTymeHTaMu
Ta €JIEKTPOHHUM HABYAHHSM y JIPYTOMY KJIacTepi Ta BeO-caliTaMu y TPEThOMY.

IToza Mexkamu CBOrO KJIACTEPY, iHmeprem,/eeb-opienmosane Ha6uaHHsA 110-
B'sI3aHe JIUIIE 3 TPAJAUIIIHIM BUKJIQIAHHSIM Y APYTrOMY KJlacTepi.

Hapermri, cmapmgoru nos’sizani y npyromy KJacTepi 3 BUKJIQJIAHHAM, CTY-
neatamu, IKT nHaBuaHH:A, €JIEKTPOHHUM HABYAHHSAM Ta 1H2KEHEPHOIO OCBITOIO, Y
TpeThoMy — i3 Beb-caiitamu Ta AR-momaTkamu.

Hpyruii knacrep (Bujijgenuii 3ejeHUM KOJILOPOM Ha puc. 4 Ta y Tabu. 1)
IIOB’s13y€ KOHIIENITU IIPOEKTYBAHHS HABYAJIBHOI'O CEPEJOBUIIA: BUKJIAA~
HHsl, iHXKEHEepHY OCBITYy, KOMII'FOTEPHO 30PI€EHTOBaHE BUKJIAJIAHHSI, €JIeKTPOHHE
HaBYAHHS, CTYJIE€HTIB, MOOLIIbHE HABYaHHsI, HaBYabHI cepenoBuiia, IKT naBua-
HHA Ta KYPUKYJIYMH.

IlenTpaspbHUMK y APYroMy KJIACTEPi € KOHIEITH “eAekmponte Hasuammsa’ Ta
“emydenmu”, O TAKOXK BIJJHOCUTHCS JI0 Maii>Ke yHiBepcaJbHUX — (pOpPMAaJIbHO,
BOHU He TIOB’SI3y€TBHCs JIAIIE 3 iHTepHeT/BeG-OpIEHTOBAHNM HABYAHHIM Yepes3
HOr0 CHHOHIMIYHICTD 13 €JIEKTPOHHUM HABYAHHSIM.
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Komn romepro 3opienmosare 8ukaadarts 1MOB sI3aHe i3 KOHIEITAMU [IE€PIITO-
ro (JoNoBHEHA Ta BIPTya/IbHA PEATbHICTD, OCBITa (BKJIIOYHO i3 MEJIUIHOIO) Ta Ha-
BYaHHs) Ta TPETHOro (MOTHBaIlisl, BeG-caiiTu, CHCTeMU HABYAHHS, IHTEDAKTHBHI
HaBYaJIbHI cepenoBuina, AR-ogaTku, TexHoJIOrT JIONOBHEHOI peabHOCTI) Kila-
CTePIB.

Konmnenr sukaadanhs moB’si3aHuil y mMepIioMy KIacTepi i3 JIOIMOBHEHOIO pe-
AJIBHICTIO, OCBITOIO Ta HABYAHHAM, CMapT|OHAMU Ta IHTepHeT/ Be6-0piEHTOBAHUM
HABYAHHSM, 8 y TPeTboMy — i3 BebO-caiitamu, AR-momaTkaMu Ta TeXHOIOTiIMA
JIOTIOBHEHOI PEaJIbHOCTI.

Inotcenepna oceima TOB’si3aHa y MEPIIOMY KJIACTEPi i3 JOMOBHEHOIO Ta Bip-
TYaJbHOIO PEabHICTIO, OCBITOIO Ta cMapT{OHAMU, Ta 3 yciMa KOHIEIITAMU Tpe-
THOTO 1 YETBEPTOr'O KJIACTEPIB.

IKT nasuanmna 10B’sA3aHl y IEPIIOMY KJIacTepi i3 JIOIOBHEHOIO Ta BipTyaJib-
HOIO PeaJIbHICTIO, OCBITOIO (BKJIIOYHO 13 MEIMYHOI0) Ta HABYAHHSIM, CMapTdO-
HAMH, ¥ TPETHOMY — i3 MOTHBAI[€IO, CHCTEMaM{ HABYAHHs Ta BeO-cafitamm, y
YeTBEPTOMY — i3 JIMCTAHIIIITHOIO OCBITOIO.

IToza Mexxkamu CBOrO KJIaCTEpy, HAB4AAbHI cepedosuwya TOB’s3aHi JuIire 3
OCBITOIO, JIOMOBHEHOIO Ta BipTyaJbHOIO PEaJbHICTIO 3 MEPIIOro KJacTepy it BeO-
cafiTamMu i3 TPeTHOrO.

Amnajioriuno, M06iabHE HABYAHHA TIOB'SI3aHe i3 OCBITOIO Ta JIOIIOBHEHOI pe-
AJIBHICTIO 13 IIEPINIOro KJiacTepy i MOTHBAIN€0, BeO-caiiTaMu Ta CHCTEMaMU Ha-
BYAHHH i3 TPETHOTO.

Inmepgeticu Kopucmysaua MaIOTh 3B’ 3K 13 KOHIENITAMH MIepIIoro (HaBuaH-
H#l, JIOIIOBHEHA Ta BIPTYaJbHA PEAJIbHICTH) Ta TPETHOro (MOTHBAILisI, BeG-caiiTn)
KJIACTEPIB.

Kypuxyaymu 1os’s3ani y neprioMy Kjacrepi i3 ocBiTomo (BKIIIOYHO 3 Meu-
YHOIO), JIOTIOBHEHOIO T BIPTYAJBHOI PEAIbHICTIO, ¥ TPEThOMY — i3 BeG-caliTamMu
Ta y YeTBEPTOMY i3 JIMCTAHIIIIHOIO OCBITOIO.

Tpertiii kaacrep (BuiiieHuil 6JIaKUTHUM KOJILOPOM Ha puc. 4 Tta y tabiu. 1)
MIOB’s13y€ KOHIIETITU peaJti3allil iMepCuBHOTO HAaBYAJBHOTO CEpPeJIOBUINA:
BeO-caiiTi, MOTHBAIlIIO, CUCTEMU HaBYaHHSI, IHTEPAKTUBHI HaBYAJIbHI CEPeIOBH-
ma, AR-mosaTkn Ta TeXHOJIOrIT JIOMOBHEHOT PEaIbHOCTI.

Henrpanbaumu y TpeTboMy KJIaCTeEDi € 8e6-catimu, 110 BiAHOCUTHCH 10 Maii-
JKe YHIBEpPCAJBHUX KOHIENTIB — (DOPMAJIBLHO, BOHU HE TIOB S3YETHCS JIUIIE 3 iH-
TepHeT/Be0-OpiEHTOBAHUM HABYAHHIM 4Yepe3 MEPEKPUTTs BiJITOBIIHUX TIOHSITh.

Konment momueauyii mos’s3anuit y meprioMy KJacTepi i3 [TOINOBHEHOIO Ta
BipTyaJIbHOIO PEAJIbHICTIO, OCBITOIO Ta HABYAHHSIM, a Y TPETHOMY — i3 €JIEKTPOH-
HuM Ta MobOinbHuUM HadanusM, IKT naBuyanns, intepdeiicamMu KopucTyBada,
KOMIT'IOTEPHO 30PI€HTOBAHUM BUKJIAJIAHHAM, CTYJIEHTAMU Ta iHKEHEPHOIO OCBi-
TOIO.

Cucmemu Has4anHsa TIOB’sI3aH] y TEpHIoMy KjacTepi i3 JOMOBHEHOIO Ta Bip-
TYaJbHOIO PEAJILHICTIO i OCBITOI0, & Y TPETHOMY — i3 €JIEKTPOHHUM Ta MOOITHHUM
naBuaHHsaM, KT HaBuaHHS, KOMIT'FOTEPHO 30PI€EHTOBAHUM BUKJIAJIAHHSIM, CTY-
JICHTAMU Ta iHXKEHEPHOIO OCBITOIO.
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Cx0i 3B’SI3KM MAIOTh # IHMEPAKMUBHI HABUAALHT CePedOsUWA: Y TIEPIIOMY
KJIACTEPi — i3 JOMOBHEHOIO Ta BIPTYaJbHOIO PEAJBHICTIO 1 OCBITOIO, & Y TPEThO-
My — i3 €JIeKTPOHHMM HABYAHHSM, KOMII IOTEPHO 30DI€HTOBAHNM BUKJIAIAHHSIM,
CTYJIEHTaMU Ta IHXKEHEPHOIO OCBITOIO.

IIpupomso, AR-dodamku 1oB’si3aHi y 1epiiomMy KJacTepi 3 JOIMOBHEHON pe-
AJIBHICTIO Ta CMapPTGOHAMMY, & Y IPYTOMY — 13 eJIEKTPOHHUM HABYAHHSIM, KOMIT FO-
TEPHO 30PiEHTOBAHUM BUKJIQJAHHSIM, BUKJ/IQIAHHIM, CTYJACHTaAMU Ta IH2KEHEPHOIO
OCBITOIO.

Texrnono2ii donosHerol peasvHoCMi TIOB’sI3aHl y IEPIIOMY KJIACTEP] 3 JIOIOB-
HEHOIO Ta BIPTYAJBHOIO PEAJIbHICTIO 1 0CBITOI (BKJIIOWHO 3 MEJUYHON), & Y JAPY-
rOMY — i3 eJIeKTPOHHUM HABYAHHSIM, KOMII FOTEPHO 30PI€HTOBAHUM BUKJIA IAHHSIM,
BUKJIQJAHHSIM, CTYJCHTAMHU Ta IH2KEHEPHOIO OCBITOIO.

Yersepruii kiacrep (BuAlIeHUHA KOBTUM KOJIBOPOM Ha puc. 4 Tta y Tabi. 1)
MiCTUTh KOHITENT JTUCTAHIIINHOT OCBiTH, OB’ g3aHuil y mepIiioMy KJacTepi i3
KOHIIEIITAMH JIOTIOBHEHOT T& BIPTYaJbHOI PEAJIbHOCTI 1 KOHIIENTOM OCBiTH (BKJIIO-
YHO 3 MEJMYHOI), ¥ JPYroMy — i3 KOHIIEIITaMH CTY/EHTa, iHKeHepHOI OCBiTH,
IKT naBuanHs, eJJeKTPOHHOI'O HAaBYAHHA Ta KYyPUKY/IYMY, Ta Y TPETbOMY — i3
KOHIIEIITOM BeO-CaiiTy.

Amnasiiz po3noaiy KOHIENTIB 3a I'YCTHHOIO 3B’g3KiB (puc. 5) Ta 4acoM HaJae
MOXKJIMBICTh BU3HAUUTH, 10 Hai6GLibm nasHi (10 2015 poky) mocsimxkeHHst Gy-
JIM 30CepeJKeHl Ha NMUTaHHAX 1HTepdeiiciB KopucTyBada Ta 1X 3aCTOCYBaHHS B
oceiTi. ¥ poborax 2016 poky IeHTp yBaru 3MillyBaBcs y HAIPSMI JTOCI2KEHHST

Puc. 5. I'yctuna 38’s3KiB KiouoBux cjiB 3a 3anmutoMm “‘Web-based augmented reality
for education”.
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BIUIUBY Ha CTYJEHTIB BUKJIAJAHHSA y HABYAJIBHUX ceperoBummax. Jlociikenns
2017 poky akKTyaJi3yBaJii KOHIIENTH BIPTYaJIbHOI PeaTbHOCTi, IHTEPAKTHBHUX
HABYAJIBHUX CEPEJIOBUIIN, KyPHUKYIYyMy, KOMIT IOTEPHO 30Pi€HTOBAHOIO HABYAHHSI,
30KpeMa, y imkenepHiit ocsiti. llentpom yBaru mocmimxens 2018 poky crasn
IKT nmaBuanusi, 3acrocyBanHs cMaprdoniB, AR-/10/1aTKiB Ta 1egarorivyuux Te-
XHOJIOTi#l JIOTTOBHEHOI PEABbHOCTI.

WebAR crae npeamerom yBaru jgocimkens 2019 poky — y HUX i iiiMAa0ThCs
NUTAHHS 3aCTOCYBaHHs cMapTdOHiB, iHTepHeT/Be6-OPIEHTOBAHOIO HABYAHHS Ta
nonoeHeHol peajbHocTi. ¥ 2020 poky Biume nanaemii COVID-19 nonas nuranHs
MoTHBaIlil HaBYaHHS Ta MeaudHOl ocBiTu. HoBuii ejleMeHT OoCTaHHIX 38 Y4acoM
JIOCJIJIZKEHDb — T1€ JIOTOBHEHHs (ayTMEHTAIis1) JIFOUHN.

3 3acobu po3pobKU IOIMOBHEHOI peajibHOCTI JIjisi BeO

3.1 HanamryBanHs Beb-cepBepy Ta BigJa/IeHOrO HAJIATO/IXKYyBava

st pozpobku mopamu HTML Ta JavaScript ocHoBHMME 3acobamMu po3poOKu €
[IPOCTUIl TEKCTOBUI pelakTop 1 BeO-Opay3ep, B sIKOMY MOYXKHA BIIIKPUTH 3BUYAl-
Hy BebO-cropinky HTML, 36epexkeny nokanbro. OgHAK 1€ MOXKE HE CIIPAIIOBATH
U MOJATKIB, fKi MOTPeOyIOTh BUKOPHUCTaHHS Kamepu. KpiMm Toro, moxe 3Ha-
JOOUTHCS YaC Bijf 9acy TECTYBATH JOJATKH HA BJIACHUX MOOUILHUX IPUCTPOSX,
TOMY Kpallle BCTAaHOBUTH JIOKaJIbHUI BeO-cepBep. KopucHumMm moxke OyTu BuOip
nporokosry HTTPS y monarkoBux HaJallTyBaHHSX — 0e3 HON0 BUKOPUCTAHHSI
MOOLTBHUIT IPUCTPiil MOXKEe He HAJATH JOCTYII 10 KAMEPU.

TexmiaHO MOKHa BUKOHYBATH BCIO POOOTY 3 PO3POOKU Ta TECTYBAHHS 03110~
CcepeIHbO Ha HACTIIBHOMY Opaysepi, ajie iHOII Bee K TaKH JOIIILHO CIIpodyBaTH
Ha MoOiTbHOMY TestedboHi. KO MpUCTPOI MiAK/II0UeH] 10 OTHIET JIOKAJIBLHOI Me-
pexi, y sxiit Hemae GpanMayepa, IpobJeM i3 JI0CTYIIOM JI0 BeO-cepBepy HEMAE.
OpHak, KOO0 TOYKA JOCTYITYy JI0 MEPeXKi 3HAXOIUThCS 33 OpaHIMayepoOM, MO-
2KHa, BUKOPHUCTOBYBATH NErok 1jist Toro, mod BUKOHATHU II€PEHAIIPABJIEHHS Tpa-
diky 3 mopTy, J0CTyII 0 AKOro obmexkenwmii. Ilicis BcranoBmenns ngrok ta cTBO-
peHHsI 00JIIKOBOTO 3ammucy Ha caitti [79] HeoOximHO 3apeecTpyBaTn areHT ngrok
[80] Ta 3amycTuTH HOro, BKA3aBIIM B SIKOCTI apaMeTpy IPOTOKOJ (HAIIPUKJIAJ,
HTTP) Ta HOMEp mOPTY, JOCTYII JO SIKOrO 3aKpUBae OpaHaMayepa (HAPUKJIAL,
8887). Ilicaa 3anycky ngrok manae riobasibue [HTepHET-IIOCHIAHHS 38 IPOTO-
kostom HTTPS — asne sume y Toit 9ac, KoM MPAIIOIOTH OJHOYACHO JIOKAJIbHUN
Beb-cepBep Ta IMepeHanpaBeHHs ngrok.

Tpasuriitao, HAJTATOI2KEHHS BEO-0/IaTKIB 1epeadadae meperis 1 KOHCOJTi BeO-
Opaysepa, Ky BUBOJIATHCS [TOBIIOMJIEHHSI, 1[0 CTOCYIOThCsT HAJIATO2KEHHST [IPO-
rpamu. OgHaK HAa MOOLIBHOMY MPHUCTPOI Iie MOXKe OyTu He Tak mpocTo. TyT mo-
nomozke RemoteJS [108] — narucuysim micsst nepexoiy Ha CalT KHONIKY “Start
Debugging”, orpumaemo ko areanry RemoteJS Buy

<script
data-consolejs-channel="9817ec3e-a3f7-fbe3-3836-e2e2d07d5c99"
src="https://remotejs.com/agent/agent.js"></script>
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Ieit Ko, HEOOXiIHO CKOIIOBATH 1 BCTABUTHU OE3IOCEPETHBO y BEO-CTOPIHKY:
MICJISA TIHOTO BCl HAJIATOXKYBAJBHI TOBIIOMJIEHHST OyAyTh HaIicaaHi Ha BeO-CTO-
piEky 3 azpecoro https://remotejs.com/viewer/agent code, me agent_code —
3Ha4YeHHd 3MiHHOI data-consolejs-channel.

3.2 3acrtocyBaHHs# rpadiunoi 6i6jioTeKn ajis JOMOBHEHOT
peajbHOCTi y BebO

WebGL [76] — JavaScript API mya pernepunra 3D-rpadiku B Gpaysepax. Bin e
KPOC-TITIAT(OPMHUM CTAHIAPTOM BiT0OpaKeHHs, SIKAH MiATPUMYIOTH BCi OCHOBHI
6paysepu. [Ipore HusbkopiBHEBHil KOs WebGL cKJ1aHO YuTaTH Ta IIUCATH, TOMY
Oysiu CTBOpEHI OLIBIN 3pYYHi JIIsi KOPUCTyBa4da, 0ibioTeKN.

Three.js [17] € oamiero 3 Takux Gi6miorek. 1T aprop Pikapmao Miresis Ka6esio,
TaKOXK BimoMmnii sk mrdoob, € ojHUM i3 ioHepiB Bukopucranust WebGL, Tomy 111
6i6rioTeKa 9acTO BUKOPUCTOBYEThCS TIpU MOOYI0Bi iHIuX 6i6sioTek. BinbmricTs
WebAR SDK migrpumytors Three.js, Tomy Bona mificHo morpebye OmaHyBaHHsI
Jtst ecpbeKTUBHOI PO3pOOKHU BEO-IOATKIB 3 JIOMOBHEHOIO PEaIbHICTIO.

1106 3po3ymiTu, K Ha Bucokomy piBHI mparrioe Three.js, HOMIEHO TPOBECTH
aHAJIOTi0 3 pob60TOI POTO- UM KiHOpEXKUcepa, sIKHii:

1) HasIAIITOBYE CIiEHY NIISXOM DO3TAILyBaHHs Ha Hiil 06’€KTiB;
2) pyxae kamepy, mob 3adikcyBaTu KaJpu 3 PI3HUX IO3UIIA Ta paKkypcis.

Three.js He € cremniaizoBano 6i0I0TEKOIO JJIsT JTOIMOBHEHOI PEAJTHLHOCTI —
BOH& MICTUTBH CYTTEBO Oijiblite (bYHKIIOHAJBHOCTI, B TOMY YHCJI Ti€l, M0 € Olabir
npuiaTHoo s Be6-VR (ocBityienns, kamepu Ta in.) (puc. 6).

Renderer

_______________________________________

scene graph objects |

(conts] e

Geometry

(Vertr| [ Faces]

Puc. 6. 3aranbpHa crpykrypa Three.js.
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4k mokazaHo Ha puc. 6, OCHOBOIO € CIleHa, CTBOPEHHsI 00’€KTIiB Ha SKiif Bi-
OyBAEThCA Yy TPU KPOKM:

1) BusHaueHHs1 reomerpil 06’€KTy — BEKTOPIB 1O3MIl, KOJBOPIB Ta iH.: Tax,
BoxGeometry BignoBifae 3a NpsSIMOKYTHUIl ITapaJiesemines;

2) BU3HaYeHHsI MaTepiasy — crocoby penzepuHry o6’ekry (#oro onTudHi Bia-
cTuBOCTI — KOJIp, dakTypa, 6amck Tomo): Tak, MeshBasicMaterial simmo-
Biflae Marepiay, 10 Ma€ BJIACHUI KOJIIp 1 He BijiOMBa€ MPOMEHi;

3) KOMIO3uIlig reoMeTpil Ta MaTepialy BUKOHYETLCH 3a JOIOMOro Mesh.

Pennepep — e Te, 110 Oyie Bimodparkatu 3D-mo/1e/1b Ha TOJIOTHI 3 ypaxyBaH-
HsIM MaTepiaJty, TeKcTypu Ta ocBityiennsi. /s poboru WebAR momarkis Baxkm-
BO, 1100 cIieHa OyJsia MpO30POo0 — TOI HA Hel MOXKHA Oy/ie HAKJIACTH BiEOOTIK 3
kamepu. [le mocsraeTbcs BCTAHOBIEHHSM 3HAYEHHSM mapamerpy alpha y true
y KOHCTPYKTOPi KJjiacy WebGLRenderer.

Besnocepeiibo peHEpUHT BUKOHYE MeTOJI render, sIKMii BijgoOpaskae mpoe-
KIIIO CIIEHM HA II0JIOTHO (€JIEMEHT canvas) i3 TOUKHU 30py KaMepu.

Iepen 38’ s13yBanust nosiotHa 3i cropinkoio HTML aiua WebAR nonarkis He-
00XiTHO BUKOHATH TiAK/IIOYEHHS BiI€OIIOTOKY.

Ha puc. 7 nmokazano nepmry peasizamniio WebAR, B sxiii peanbuuit 06’ekT 3
KaMepH JOTOBHEHU BipTyaJbHUM 00’€KTOM.

Puc. 7. Pesysbrar Hak/a1aHHsA.

Poawmimenns monotHa noBepx Binmeo € ocHoBoio WebAR. €numne, oro 6pa-
KY€, Iie BifobpakeHHss 00’€KTy y OLIBIN JAOIIJIBHOMY MICITi Ta OHOBJIEHHS HOTO
I[TOJIOXKEHHSI BIJIITOBIJIHO /IO CUTHAJIY 3 KaMepH, TOOTO BijcTeKeHHs 00 €KTY.

3.3 HanamiryBanHs 6i0JrioTeKu /1jisi JOTIOBHEHO] peaJibHOCTI y BeO

SMIHUTH TI0JIO’KEHHSI 300parKeHHsI MOYKHA IILJISIXOM IIepeMIIleHHs BipTyaJjbHOT
KaMepw, 3MiHIoYM 11 nosunin (koopauHaTu) Ta Haxwi. JlomibHi 3Minu BuU-
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MararTh BiJICTeXKeHHsI 00’€KTIB, TOMY TOIIUPEHOK € KJIaCH(IKAIls JOIOBHEHOI
peasbHOCTI HA MapKepHy, 6e3MapKepHy, KOOPAUHATHY TOI0. ABTOp Gibsiorekn
MindAR npomnonye kiaacudikariiio JOMOBHEHOI PEATLHOCTI 38 TUIIOM BiICTeXKEH-
HSl.

Ilepmnit Tun — sidcmesicerms 306pastcens: y IMOMY THUII BIpTyaJsbHI 00’ €KTH
3’ 9BJIAIOTHCS TIOBEPX IUILOBUX 300pazkeHb, fKi MOXKyTb OyTu Mapkepuumu (bar-
code-like), sKi MarOTh 3a3jaJerib BUSHAYEHY CTPYKTYPY, Ta NPUPOIHUMMU, AKi
MOXKYTBb OyTH 9UM 3aBrojHO. 300parkeHHsI He 000B’I3KOBO Ma€ OyTH JPYKOBAHM-
MU 91 €KPAHHUMH — MOXKYTb OyTH HaBiTH (pyTOOJIKHN 3 JTOTOBHEHOIO PEAIbHICTIO
[67].

Jpyruit THI JOOBHEHOI PEAIBHOCTI — 81dcmedicerta 00AUuwYA, 38 TKOTO 00 e-
KTH TPUKPIIUIIOIOTHCS 10 JIIOAChKOro obsmausi. [Ipuknanamu € diaprpu B Ins-
tagram, Google Meet, kammaHil y comjaJpbHIX MepeXKax, JTOJATKA JIJIsi TPUMIPKA
BIpTya/IbHUX aKcecyapiB TOIIO.

Tpetiii Tun JONIOBHEHOI peasbHOCTI — 6idcmeoicenns dogkiaas (world tra-
cking), skuit TakoXK HA3UBAIOTH GE3MAPKEPHOIO JOIIOBHEHOIO peasbHicTio. 3a Ta-
KOTO THWITY BiJICTEXKEHHSI 00’€KTH JIOMOBHEHOI PEAJHHOCTI MOXKYTh OYTH PO3Mi-
IEHi e 3aBrOIHO, HE OOMEXKYIOUUCh KOHKPETHUM 300PaXKEHHSIM, OOTUIIIM a00
dizuunnmu ob6’ekramu. JlomaTKu BijicTeKEHH JTOBKIIIS 6e311epepBHO PiKCYIOTh
1 BIJICTEKYIOTh HABKOJIUIITHE CEPEIOBUIIE Ta OIHIOITH (DI3UIHE MTOJIOXKEHHSI KO-
pucrtyBada monarky. Haitaacrime 06’ekTu JOITOBHEHOT PeaIbHOCTI MTPUKPIILIIOI0-
ThCS 0 TIEBHOI NTOBEPXHi, 30KpeMa, /10 3€MJI.

Teoxoopdunamma donosnena peaavricms (location-based AR), Bizoma 3a Po-
kémon GO, Ingress Tormo nepeidadae MpuB’ 3Ky KOHTEHTY JI0 TIEBHOT'O reorpadi-
YHOTO TIOJIOXKEHHSI — IIUPOTH Ta JIOBIOTU. 3a3BUYAIl Il IPOTPAMU BiJICTEXKYIOTH
JIOBKIJIJIsS, OCKITbKY JOITOBHEHWI BMICT, $IK MPABUJIO, MPUKPIILUIEHWH 10 3€MUIi,
a TeOKOODJMHATHA YaCTHUHA € CKOpIIe IOJATKOBOIO YMOBOIO, BUKOHAHHS SIKOI
IPUBOAMTD JI0 1IOYATKY BiJCTeXKeHHs JOBKiLIs (200 00/1MY4st) y IeBHOMY MICIIi.

MoxyTh OyTu BuzHadeHi it iHmi Tunm Bigcrexkenns — Bijcrexenus 3D-00’ek-
TiB, BiJICTE€?KEHHS PYK Ta iH.

Hessaxkaroun na pizHOMaHITTS 6i0/i0TEK /ST JOTIOBHEHOI PeaIbHOCTI, iX OC-
HOBHOIO 33/Ia49€l0 € BU3HAYEHHS MO3UIIT BipTyaJibHOI KaMePU BiJIITOBIJIHO JI0 BiJI-
CTEXKYBaHOIO 00’€KTY, IO LIFOCTPYETHCS HACTYIIHUM IICEBIOKOIOM:

const ar_engine = new SOME_AR_ENGINEQ) ;
while(true) {
await nextVideoFrameReady() ;
const {position, rotation} = ar_engine.computeCameraPose(video);
camera.position = position;
camera.rotation = rotation;

Cnouarky HeoOxinmo iminioBatu 6i6ioreky — nesamit AR-pymiit, Ta oTpu-
MaTH TOCHJIaHHs Ha Hboro. Jami y 6Ge3nepepBHOMY NUKJI JOYEKATUCH KAJIPY 3
BiJIEOIIOTOKY peasibHOI KaMepu, BU3HAYUTH 11 MOJIOKEHHsI (KOODJMHATU Ha Ha-
XWJI) Ta IEPEMICTUTH BIipTyaJlbHy KaMepy Ha HOJIOTHI y Te came MOJIOXKEHHSI.
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Hepinko, onaak, pyxaroTh He BipTyajbHY Kamepy, a 00’e€KTH Ha CIeHi — TOl
BU3HAYAETHCS TIOJIOKEHHST HE PeabHOI KAMEPH, & BiJICTEXKYBaHOTO 00 €KTY, MiCJIst
9010 00’€KT BipTyasbHOI peasbHOCTI MEePEMIIYETHCA ¥ T€ caMe ITOJIOKEHHsI, 10
it BificTe:KyBaHuit 06’ €KT:

const ar_engine = new SOME_AR_ENGINEQ) ;
while(true) {
await nextVideoFrameReady() ;
const {position, rotation} = ar_engine.computeObjectPose(video);
some_object.position = position;
some_object.rotation = rotation;

300parkeHHsI, IO BiJICTEXKYEThHCsST, MOXKe Oy TH Oy 1b-sIKOT'O ITOXO?KEHHSI, IIPOTe
BOHO Ma€ OyTH IiJITOTOBJIEHWM: TaK, SKINO BOHO MICTUTH 3aiiBl ejemMeHTH, iX
HEeOOX1HO BUIAJIATH.

st posnisHaBaHHs 300paskeHHsI 3 BUKOpucTtanuaM 6i0sioreku MindAR we-
00XiJIHO BUJIIJIUTH HA HbOMY OIIOPHI TOYKM — €JIEMEHTH, 38 AKUMU Oy/e BUKOHY-
BaTuCh posmizHaBaHHs. [le MoXKHA 3poOUTH 3a JOIMTOMOIOI KOMIIJISTOpPa 300pa-
JKeHb, po3MinieHoro 3a nocwianuaM https://hiukim.github.io/mind-ar-js-doc/
tools/compile. Pesynabrarom poGoru komiiisropa € Ginapamit  aiin
targets.mind, M0 MiCTHTH OIKC OHNOPHUX TOYOK, BiJICTEXKEHHS SIKUX BinOyBa-
TUMETBHCH.

Tummi 6i6/1ioTeKN MarOTh CXOXKi 3aCO0M OTPUMAHHS OIUCY 300pakeHb, sKi 9a-
cro HazuBaroTh Kommisitopamu NFT mapkepis (Big natural feature tracking).
Taxe 300pakeHHS TOBUHHO OyTH Bi3yaJIbHO CKJIAHUM Ta MATH BUCOKY PO3IIiIb-
Hy 37aTHiCTH (TyT Zeraji MaloTh 3HaueHHs ). Bi3yajbHO ckiajHe 300pakeHHs
Ha/Ia€ IPOrpaMHOMY 3a0€3IeUeHHI0 0araTo MOXKJIMBOCTEH I Bi/ICTeKEHHS YHi-
KaJIbHUX YaCTUH 300parkKeHHsl, 1110 JIENKO PO3Ii3HaThes. Bij disudHoro po3mipy
NFT mapkepa TakoxK 3a/I€2KUTh KiCTb HOro po3mizHaBaHHS — JI0 MaJIUX 38 PO3-
MipoM 300pazkeHb MOOLIbHMIT TPUCTPiit HeOOXiTHO HAOJIM3UTH, y TOI Jac siK Bif
BEeJIMKMUX HABIAKM — TPUMATHU MOAaJi. fIKiCTh po3miZHABAHHS TaKOXK 3aI€KUTDH
BiZl OCcBiT/IEHOCTI eKpaHy MOOITBHOIO TPUCTPOIO; KPiM TOTO, KAMEPHU 3 HU3BHKOIO
PO3IILHOIO 3/IATHICTIO 3a3BUYAll MPAIIOIOTH KpAalle, KOJU BOHU 3HAXOIATHCS
OJIM3BKO JI0 MapKepiB.

Bi6mioreka Three.js € wactunoro MindAR, 1o cyrreBo crportye ix B3aeMo-
JIif0: TakK, KOHCTPYKTOP Kjiacy MindARThree crBoproe HeoOximmi st poboTn i3
Three.js 00’ekTu — penepep, CleHy Ta Kamepy, JOCTYIHI BiAMOBIMHO sSIK TOJIA
renderer, scene i camera.

AxipHi 00’€KTH, 10 TOBEPTAIOTHCS BUKJIMKOM MeToay addAnchor, mapamerp
sIKOT'O BIJINIOBi/Ta€ HOMEpY 300paXKeHHs, M0 PO3II3HAETHCsI, BUKOPUCTOBYOTHCS
JIJIsI BiICTEXKEHHSI IMIJTLOBUX 300parKeHb Ta HAJAIOTh IMO3WINIO, B sIKiif TOBHHEH
OyTu posmimenuit 06’ekT. 3amicTb Toro, mob momasaru 06’ektu Three.js Gesmo-
CEPeHBO JI0 CIIEHU, BOHU JIOAIOTHCS JI0 CKJIAI0BO1 SKOPs — 00’€KTY group KJacy
THREE. Group, 1110 BU3HAYa€ MHOKUHY IIOB’ A3aHUX 00 €KTiB, ITOJI0YKEHHAM, OPi€H-
TAIT€I0 Ta BUJIUMICTIO STKMX MOYXKHA KepyBaTu criijibHO. Il skipHa rpyma ympas-
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ssierbest 6i6morekoio MindAR, sika Oyjie MOCTIHHO OHOBJIIOBATH TIOJIOXKEHHS 1
Opi€HTAINIO TPYIIX BiAIIOBIIHO /10 HAIIOrO HADOPY /LIS BiJICTEXKEHHS.

Meron start kmacy MindARThree BUKOHY€ HaJIAIITYBaHHSA IapaMeTPiB, BMU-
KaHHsI KaMEPHU Ta 3aBaHTaXKy€ y mmaM’siTh BeO-Opay3epa yci HeoOXiaHi JaHi.

st Toro, mob penjepep, KaMepa Ta CIIeHa 3alPalioBajIn, HeOOXiTHO CTBO-
putn QYHKIO T X Bisyastizarii. Y 6e3iMenniit hyHKIIT 3BOPOTHOTO BUKJINKY,
IO CTBOPIOEThCs (DYHKINEIO setAnimationLoop, /s KOXKHOTO Kajpy i3 00’€KTy
renderer BUKJINKAETHCsI METOJI render, mapaMeTpaMu siKOro € 00’€KTH scene Ta,
camera — 1ie 1 € aHiMaIlisg Ha MOJOTHI. Y PE3yIbTATI OTPUMAEMO TOBHOMYHKIIIO-
nasabHuit WebAR nomarok, 1mo Bigcrexye omne 306pazkentst (puc. 8).

Puc. 8. Pesynbrar posmizHaBaHHs 300parkKeHHS.

4 Meroauka po3pobku WebAR ponarkiB giis
BiJICTe>KEeHHS 00JIMYYs

4.1 Mopaeab ONOPHUX TOYOK OOJIMIUST

Bionioreka MindAR mae 1Ba ocHOBHI HAGOPU MOJIYJIB — JIJIsT pOOOTH 3 300paske-
HHsIMU (image) Ta 1y1st poboru 3 obmmausvu (face). Cxoxicts API muia Bincre-
JKeHHs 300paskeHb 1 BijicTeKeHHsT 00T IiTKO mpocTexkyeThest y Ko MindAR.
[Tompu cxoxicTb, MeTo; addAnchor HO-IHIIIOMY TPaKTYE HMapamerp: SKIO JJIs
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poboTi i3 300pakeHHsIMU 11e OyB HOMED ILJILOBOIO 300paKeHHsl, TO IPU PO3IIi-
3HaBaHH] 00/ 1Ie Oy/e HOMEp OIMOPHOI TOYKHU ODJIAIds.

Busasaenus omopHux TOY0K 00 mMads 6a3yeThcs Ha BigoMmiit Mosmesi 6ibstioTe-
ku TensorFlow [5]. Momesns MediaPipe Face Mesh [48] € 3ropTkoBoro HeltpoHHOO
MepezKero, 10 Bu3Havae Ha obmayi 468 rpusuMipHux onopaux Touok (https://
github.com /tensorflow /tfjs-models /raw /master /face-landmarks-detection /mesh
map.jpg), i Mu MOXKeMO IpuB’a3yBaTu 00’eKTH J10 Oyub-gKol 3 Hux (puc. 9).

Puc. 9. Ouopsi Touku obmnaus (dbparmenr).

4.2 HakjgagaHHsa MacKu Ha OOJIMYYs

Macka myist o6uaus (face mesh) — 1me ouH THI JOIIOBHEHOT PEATILHOCTI, TIOB 38~
HOI 3 HAKJIQJIaHHA 300pazkeHb (TEKCTYpP) Ha BCI OHOPHI TOYKK 00JIAYUs JIOIUHH,
a He MPHUB’'HA3KU JI0 OKpeMuX i3 HuX. Macku /it 0bJINYIdYs BUKOPUCTOBYIOTHCS
JI7IsI CTBOPEHHST PI3HOMAHITHUX e(deKTiB MaKisKy, TATYIOBAHHS TOIIO — aXK 10
ITOBHOI BipTyaJiizariii ocobu.

Macka j1j1s1 00/ Ust He € 3a3/aJIeri b Bu3HadYeHo0 3D-Mo e/ — BoHa JuHa-
MiYHO M€HEPYETHCH 3 MOCTINHIM OHOBJIEHHAM reoMeTpil. J[JTst HakIaJaHHsT MaCKu
Ha O0JIMIIsa HaM 3HAJ00UTHCS BiAMOBIIHA TEKCTYPA.

CrBopenHst Macku  BinOyBaerhcst  Bukiaumkom —addFaceMesh. Merox
addFaceMesh 3a ¢opmoro cxoxkuit Ha addAnchor, ajie CyTHICTh y HHUX pi3Ha:
y addAnchor CTBOPIOETHCS TOPOXKHS IPYyIa, JIO KOl JOMAI0ThCs 00’€KTH, IO-
JiovkeHHsIM kX Kepye MindAR, y Toit gac sik faceMesh, mo moBepTaeThes
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addFaceMesh, € equHuM BigoOpakKyBaHUM 00 €KTOM, MeOMeTpis KOO 3MiHIO-
€TbCsI Y KOXKHOMY KaJIpi.

Marepiatom Macku [y 00IUIIsa MOXKe OyTH JOBiIbHA TEKCTypa — SIKIIO 11
HEe BCTAHOBUTHU, MACKa JJIs O0IHMYYs Oy/1e BUIVISIATH, SK IIOKA3aHO Ha, IIEPIIIOMY
306paxkenHi (puc. 10).

Puc. 10. Macku njig ooamads.

IMobaunTy cTPYKTYPY 1€l MACKU MOXKHA Ha IpyroMy 300paxkenHi (puc. 10) —
JIUIST IBOI'O HEOOXIJIHO BCTAHOBUTH aTpuOyT wireframe marepially 300parkeHHsI.
Tpere Ta gerBepre 306paxkends (puc. 10) € IpUKIajaMu HAKJIAJIAHHS MOIU-
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GbiKOBAaHOI TEKCTYypPHU OMOPHUX TOYOK obmuds. ¥ mgokymentarii g0 Meta Spark
Studio [6] moxkna 3HaiiTu HABIP TEKCTYD JJId MACOK JJis O0JIAYUs, IO MOXKHA
BUKODHMCTOBYBATH Jijisi CTBOPEHHsI BJACHUX MAaCOK, SIK onucano y [9].
CrBOpeHHSI TapHOT MACKHU MOTPEOYE MEBHUX XYJ0KHIX HABHYOK, MPOTE, I10-
CJIYTOBYIOUNCH KAHOHITHOK TEKCTYpOw (puc. 9), 1me 3pobuTH JIOCUTH ITPOCTO —
JIOCTATHBO HAHECTHU ITOBepX Hel HeoOXiTHe 300parkeHHsI Ta BUJIAJUTH 3aiiBi JriHil.

5 Meroauka iHTerparii MojeJjieii MalliMHHOTO HABYaHHSA Yy

WebAR ponarku

5.1 IHTerparmis cTaHJAPTHUX MOjeJei

st MaImuHHOTO HaBYaHHA y [HTepHeTi HaifgacTile BUKOPUCTOBYIOTH Tensor-
Flow [14] — 6eskomToBHy 6i6Ii0TEKy MAITMHHOTO HABYAHHS 3 BIIKPUTHM BUXi-
JIHMM KOJIOM, po3pobiieny kommaniero Google. Ha chorosni BoHa migrpumye 6a-
raTro MoB, BKJIHO4arun ocHoBHI — Python, Java, C++ — Ta migrpumysa#i crijib-
mororo: Haskell, C#, Julia, R, Ruby, Rust, Scala. Bona mocrynna na 6aratbox
mwiardopmax, Bkaodaodn Linux, Windows, Android, a Takox yOymoBaHux Iia-
Tdopmax — Bepcia 6ibmiorekun TensorFlow Lite mpuzmadena mis poboru 3 Mo-
JIeJIsIMA MAIITMHHOIO HABYAaHHS HA MOOLIBHUX IPHUCTPOSX, MIKPDOKOHTPOJLIEPAX,
IpUCTPOsiX [HTEpHETY peueil TOIIO.

TensorFlow.js [15] — Bepcisi TensorFlow na JavaScript, mo Hajgae Moxin-
BiCTH PO3POOJISTH Ta BUKOPUCTOBYBATH MOJIEJI, ITOCIYTOBYIOUYNCH II€0 MOBOIO,
6e3mocepenabo y 6pay3sepi. TensorFlow.js mocraBiisieTbcst 3 BEJUKOIO KUIBKICTIO
MOTIEPETHRO HABYEHUX MOJIENell, sIki MOXKHa onpa3y BukopuctoBysatn |[16]. Tlos-
HU 11epesiik MojieJieit, IOCTYITHUX Ha TOTOYHUI MOMEHT, IIOJIAHO 33 ITOCHJIAHHIM
https://github.com/tensorflow /tfjs-models — 6araTo i3 HUX € HaAZBUYANHO KOpU-
CHUMHY 1 MOXKYTb CTATH FapHUM JIOTIOBHEHHAM 110 AR~ monarkis. dkino neobxixma
bYHKIIOHAJIBHICTD BiZICYyTHS, MOYKHA CTBOPUTH Ta HABYMTHU BJIACHI MOJEi, abo
MoandiKyBaTH HasIBHI.

TensorFlow.js € wacrunoro 6iomiorekn MindAR. OxHax, Mozeni He € YacTu-
noto Tensorflow.js, ToMmy X HEOOXiTHO IIJIKJIIOUYATH OKPEMO — TaK, sIK IIOKA3aHO
Ha npuKJai Mozest handpose. js, omucanoi y [7]. Il Mozie1b BUKOPUCTOBYETHCS
JUUIT BU3HAYEHHS KUCTI PyKHX Ta 11 CKIIaJOBUX.

SaBanTaxkenus mojesi handpose Bukonyerbea 3 Kaggle (TensorFlow Hub)
[11]: mepersanyBum neit peno3urapiit Mozeseil, MOXKHa 1100AYUTH, 10 BOHU 3a-
WMaIoTh YuMasinii 0bcsar, ToMy MeTof load, 1o iX 3aBaHTAXKYE, BUKJIMKAETHCS
SIK ACHHXPOHHA (DYHKIIis.

Mopens handpose onpaliboBye OKpeMi KaJpH, fKi 6epyThcs 3 BiZeONOTOKY.
Ile mocrarHRO OOYUCIIOBAIBLHO €MHA IPOIEILYypa, TOMY, YPaXOBYIOUH, IO, J0-
KU BeJIMKa TOYHICTH imeHTndikarmil pyK HemorpiOHA, MOXKHA CIPOOYBATH BUSIB-
aTH iX He y KOoKHOMY Kajpi. PyHkiis detect yTBOpIOE OKpeMWil ITUKJI aHi-
MaIlil, B AKOMY JJIs KOXKHOT'O JIECSITOI'O KaJIpy BUKOHYETHCS BUKJIUK METOJLY
estimateHands 3aBaHTakeHOI MOJIEI, IKOMY TIepeIaeThbesd Kaap video. Meron
oBepTae MacuB predictions, aKnif MiCTUTD BiJOMOCTI PO JIETEKTOBAHI y KaJIpi
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300paxkeHHs PYK, TOMY HEHYJIbOBUIl pO3Mip MacHBY — O3HaKa TOTO, IO Yy KaJIpi
Oya pyka:

const video = mindarThree.video;
let frameCount = 1;

const detect = async () => {
if (frameCount % 10 == 0) {
const predictions = await model.estimateHands(video);
if (predictions.length > 0) {
/...

}

frameCount++;

window.requestAnimationFrame (detect);

}

window.requestAnimationFrame (detect);

Ha puc. 11 noka3zaHo IpuKJial BCTAHOBJIEHHS TIOJIOXKEHHSI ILJIOIIUHA Ha, JIeTe-
KTOBaHOMY 300pazkeHHI Tak, 00 BOHO BiTOOPAXKAJIO TOJIOXKEHHST OOMEXKYBaJIb-
HOTO MIPSMOKYTHHUKA PYKH y KaJipi — €PeKT JOCTATHBO MPOCTHIA, IPOTE BiH HAJIAE
VSIBJIEHHsI TIPO T€, SIK BHUKOPUCTOBYBATH MOJIEJ MarmmHHOro HaB4daHHs y AR-
JIOJTATKAX.

Puc. 11. 2KecroBe yrnpaBjiHHS pO3MipoOM Ta MOJOXKEHHSIM BipTyaJbHOrO 00’€KTA.
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5.2 Po3pobka KopuUCTyBalbKUX MO/eJiei

st MIBUJIKOTO CTBOPEHHST Ta HABYAHHS BJIACHOI MOJEJI MOXKHA CKOPHUCTATHCD
Teachable Machine [47] — cknagosoro npoekty Google A.I. Experiment (https:
//labs.google/ Ta https://experiments.withgoogle.com/), 1mo Haja€ MOKIMBICTH
OyayBaTH MOJEJI JJIs pO3B’si3aHHs 3aja4 Kiacudikaiil 300pakeHb, 3BYKIB Ta
o3.

s Bukopucranus Teachable Machine cTymenTaMm TpOTIOHYETHCA CTBOPUTH
HOBWIT abo 3acTocyBaru icHyroumii obsikoBwmit 3ammc Google, micist 9oro BoHM
MOXKYThb 00paTH THUII MOJEJ, sIKy BOHU 0OakatoTh cTBOpUTHU. JloCcTyIHI Tpy TUIIN
MOJIeJIeit:

— MOJIeJIb PO3Ii3HABAHHS 300pakKeHb [I03BOJISAE imeHTHdiKyBaTn 00’€KTH Ha
dororpadisx;

— MOJIeJIb PO3IIi3HABAHHS 3BYKIB J03BOJISIE PO3II3HABATH ay/1103aIIUCH;

— MOJIeJIb PO3I3HABAHHS 1103 JIO3BOJISIE PO3IMI3HABATU PYXH Tija.

Ilicaa Bubopy Tumy mMomesti HeOOXiJHO HAJATH JaHi 11 11 HaBIaHHs v hopmi
dotorpadiii, aymaiosamnucis abo Bijgeo. Ilicasa mamanus ganunx Teachable Machine
pO3MOYHEe HABYAHHS MOJIENI, IO MOYXKe 3aflHATH NEeBHUI Yac, 3aJIe2KHO Bij 00-
cATy Ta cKaaIHoCTi HaBdaHHs. [licis HaBuanHa Mojes i1 JOIiIbHO IepeBipuTH
Ha [PABUJIBHICTH PO3MI3HABAHHS MAaHUX. SIKIO MOJIE/b BUSBUTHCS HEIOCTATHBO
TOYHOIO, MOYKHA HAJATH JOMATKOBI Jani mis i1 mokpamienss. [licas ycmimmoro
IHmMUX IpoeKTax.

SaBigky mmpokoMy dyHKIioHasy Teachable Machine mu Moxkemo po3siii-
3HABATU 3BYKH, 03U, OOJUIYsT du Oy/Ib-aKi 300pakenust. Ajie jyisi modarky T1
3acTOCyBaHHS HeOOXimHO miarorysaTu (ororpadil Ta ayIio3amucu i TOIAb-
MMUX eKCIIEPUMEHTIB, MMOTIM BUKOHATH HABYAHHS 00PAHOl MOJE Ta 3aCTOCYyBaTH
11 Ge3mocepeTHLO V¥ BEO-CEPEIOBHIIII.

Hatuckarodi kuonky Get Started Ha rosioBHii CTOPIHIN, TEPEXOIUMO B HOBE
BIKHO, B SIKOMY IIPOIIOHYETHCSI CKOPUCTATHUCH IIAOJIOHOM MPOEKTY abO CTBOPUTHU
BJIQCHU.

CTBOpIOIOYN BJIACHU MPOEKT, MAEMO OOpATH, Ky MOJIEh OY/IEMO BUKOPH-
cToByBaTH. 3yNnuHsieMO CBiit BUOip Ha Image Project Ta Harmckaemo Standard
image model. B skocTi mKepesa 300pakeHb IPOIIOHYEMO CTYJ/IEHTAM 3aCTOCY-
BaTH BJIACHI BeO-KaMepH Ta BUKOHATH CEPIf0 3HIMKIB I'OJIOBU 3 PI3HUMU PaKypca-
MU (KyTaMu HAXUJLY Ta MOBOPOTY), siKi 30epexKeMo y 3a3/1aJ1eriib 3ar0TOBICHU
karajor. BizbMeMo KimbKa pi3HUX 300pakeHb Bijl KOXKHOIO yYACHUKA €KCIIePH-
MEHTY Ta PO3JIIMMO Ha KJIACH, 3a3HAYMBIIN BiIOBLAHI npisBuma (puc. 12).

Jl1st KOyKHOTO KJ1acy 300parkeHb € WMOBIPHICTb TOTO, IO MTeBHE 300pasKeHHsT
HAJIEY)KATDh CaMe JIo IOTo Kjacy. IIpormonyemMo cTyaeHTaM HAJIAMITYBATH J0/1a-
TKOBI IMapaMeTpu HaBYaHHsI, TaKi K KiJbKICTh iTepaliiil Ta MBUIKICTh HABYAHHS
MOJIETi.

Hami mepexoanMo BIacHe 10 HABIAHHS MOIEl — Ha IOMY eTarr yci 300pa-
JKEHHS TIEPEBOISIThCA Y BiamoBiaHi uncsiosi Terzopu. OcTaHHil KPOK — €KCIIepH-
MEHTYEMO, O0Mparovn 300pazkeHH]l PI3HUX JIIojelt (He JiuIe yUACHUKIB €KClepH-
MEHTY) Ta 0OrOBOPIOIOYM PE3yJIbTaTh po3iizHaBanuga (puc. 13).
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Puc. 12. Posnozin 306pakeHb 1Mo KJacax.

5.3 IuTerpariis KopucTyBalbKUX ModeJieit

Bibmioreku, mo Bxomaarh 10 ckiaamy Teachable Machine, 6a3yroTbes Ha MOmETTX
TensorFlow: MobileNet mist kracudikarnii 306paxens (8], Speech Commands
Jutst knacudikanii 3Bykis [13] ta PoseNet st knacudikanii nos rima [12].

Binnosigao, mobymoBana Mojesb Kiaacudikaril ocidb Moxe OyTH eKCIIoOpTOBa-
Ha Ta 3aCTOCOBaHA TaK CaMO, sIK 1 paHillle BUKOPUCTAHI MOJEJl OMOPHUX TOYOK
obsmaus ta mo3u pyk. Harmckamus kuonku Export Model Hajae MOXKJIUBICTH
eKCcIopTy y dopmaTax:

— TensorFlow.js - POBMIITIEHHST MojIesi 38 IMOCUJIAHHSIMU
https://teachablemachine.withgoogle.com/models/[...] abo 3aBanTa-
JKeHHsl Mogiesi Ta Koy JavaScript i p5.js (puc. 14);

— TensorFlow — 3aBanrazkenus koxy Python ta momeni y dopmarax hb (Keras)
ta, Savedmodel (TensorFlow);

— TensorFlow Lite — 3aBanTaxkennss mozesi y dopmari tflite st mpucTpois
IoT na 6a3i Android ta Coral.

Apxis 3 mozesio st TensorFlow.js micturs 3 daitin:

— metadata. json — TekcroBuil dair y ¢popmari JSON, 1mo micturs Bigomo-
cri npo nomepu Bepciit TensorFlow.js (tfjsVersion), Teachable Machine
(tmVersion), 6i6siorexu 3i ckiazny Teachable Machine (packageVersion) ta
JaTy crBopeHHst (timeStamp) Ta im’st Mozesti (modelName — 3a 3aMOBUAHHSIM
tm-my-image-model), po3mip 300paxkenHs (imageSize — yci 300paskeHHst
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Puc. 13. Pesyabrarn poboru mMozesni po3mizHaBaHHS 300parKeHb.

IPUBOJATHCS JIO OJHOIO po3Mipy) Ta Kareropii (labels), 10 BUKOPUCTOBY-
BAJIICH JIJIsI PO3MITKH JTaHUX: My3uduenko, €ropoBa, CeMepikoB;

— model. json — TekcroBwuii dain y dopmari JSON, mo MicTuTh BijfomMocTi Ipo
apxiTekTypy HelipoHHOI Mepexi (modelTopology);

— weights.bin — 6inapuuii aii, mo MicTUTh Barosi KoedilieHTH HEHPOHHOT
Mepexi.
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Export your model to use it in projects. X
Tensorflow.js () Tensorflow (i) Tensorflow Lite (i)
Experi yaur model:
O Upload (shareable link) @ Download &, Download my model
Cede snippeis to use your model:
Javascript p5.js Contribute on Github

Laam mere about rew io use the cods snippai on github.

<divsTeachable Machine Image Model</div> Copy O

="init()">Start</button>

.3.1/dist/tf.min
@8.8/dist/t

.net/npm/@tensorflow/tfjs@
.net/npm/@teachablemachine

s

</script=
chablemachine-

<script type="text/]

const URL = "./my_model/";

let model, webcam, labelContainer, maxPredictions;
async functioen init() {

Puc. 14. SaBanTaxkenns momeni g TensorFlow.js.

IIpu ekciopTi MOfIe €l TPOTIOHYETHCS TECTOBHI KOJ, JJIsI 1X TIEPEBIPKH, 3 STKO-
ro MOXKHA JII3HATUCH, K MIIKI0YATH 0i0ioTeKy tmImage Ta 3aBAHTAXKUTHA MO-
JleJTb BUKJIMKOM load, mapaMeTpaMu SKOTO € TIIIX 70 (aitaiB apXiTeKTypu Ta
MeTa/IaHuX Mojiesi — model. json Ta metadata. json.

Ilicns 3aBanTakennsi mMozesni BUKJIUKOM MeToly getTotalClasses MOXKHA
BU3HAYUTHU KiJIbKICTh KATETOPiil, IO PO3PI3HATUME MOJEIb — Y HAIIIOMY BHIIAJIKY
Ile 3HAYEHHs, 30epekene y maxPredictions, JOPiBHIOBATHME TPHOM.

Tak camo, 9K 1 panirnre, KOKHA JeCATH Kaap MepeaaeMo MO /It aHai3y
BHUKJIMKOM predict, 10 MOBEPTAE€ MACUB 3 JIBOX 00 €KTiB, 10 MiCTATH BiIOMOCTI
npo kareropito (className) Ta fiMOBIpHICTB TOrO, 10 306pazkKeHHsI BiIHOCUTHCS
10 Hel (probability) — pAmoOK i3 BiIOMOCTSIME TIPO HUX # Bi3yasi3yeThCs.

Iz puc. 15 MoxkHA TTOOAYIUTH, IO 300PaKEHHS JiBOPY i/IeHTU(IKyEThCs TIpa-
BUJIBHO IIOIIPU 3MiHY (POHY IOPIBHSIHO 13 HAOOPOM 300parkeHb, Ha, sIKUX BUKOHY-
BaJIOCh HaBYaHHg (puc. 12), a 300paXKeHHs IIPaBOPYY — HEIPABUIBHO.
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Puc. 15. Peanizaris posmizaaBanHs 0oci6.

6 BucuHoBku

Bukonane po3s’s3anms mpobseMun pO3pOOKH METOINKN HABYAHHS PO3POOKH J10-
ITOBHEHOI peasibHOCTI 7ist Web i3 iHTerpoBaHUMM MOIEISIMN MAITUHHOTO HaBYIa-
HHA HaJIAJI0 MO)KJII/IBiCTI) OTpuMaTu TaKi BUCHOBKMN:

1. Bibsiomerpuunnii anaiis jpkepedn 3a 6azamu Crossref (19 gokymentis 2017
2022 pp.) ta Scopus (93 noxymentn 2001-2023 pp.) HaaB MOXKJIMBICTH BU-
OKPEMUTHU OCHOBHI KOHIIENITU JIOC/IPKeHHsI, 3TPyIoBani y 4 Kjiacrepu:

(a)

(0)

IePIUil KJIacTep MOB’sA3ye 0a3061 KoHuenmu JonoeHEHOl PeasbHocmi 6
0c6imi: JIONOBHEHY Ta BIPTyaJsbHy PealibHICTb 13 0CBiTOIO (30KpeMa, Me-
JIAIHOK0) Ta HABYAHHSIM JIFOJEH, 30KpeMa, i3 BUKOPUCTAHHSIM cMapTdo-
HiB;
JPYTUil KJIacTep IOB’SI3y€ KOHUENTNU NPOEKMYBAHHA HABUAADHOZ20 Ce-
pedosuwa: BUKJIATAHHS, IHKEHEPHY OCBITY, KOMIT FOTEPHO 30DI€EHTOBAHE
BUKJIAJIAHHS, €JIEKTPOHHE HABYAHHS, CTYIEHTIB, MODLIbHE HABYAHHS, Ha~
BUasIbHI cepemoBuiia, IKT HaBIaHHS Ta KypUKYIYMUT;

TPeTiil KJIacTep OB 3Y€ KOHUENIMU PEAAIZAULT IMEPCUBHO20 HABYAALHO-
20 cepedosuuia: BeO-cailT, MOTHBAIIIIO, CHCTEMU HABYAHHSI, IHTEPAKTHUB-
Hi HaByaJbHi cepenopuina, AR-momarkn Ta TexHosOril JOIOBHEHOI pe-
aJILHOCTI;

JeTBEPTUil KJIaCTeP MICTUTH KOHUENM JUCMAHUITHOT 0c81MuU, TIOB’ A3aHUI
Yy HEPHIOMY KJacTepi i3 KOHIEIITaMU JIOIIOBHEHOI Ta BIPTyaJIbHOI peaJib-
HOCTI 1 KOHIIENTOM OCBITH (BKJIIOYHO 3 MEJIUIHOI), y APYTOMY — i3 KOH-
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IeNnTaMu CTyAeHTa, imkeHepuol ocBitu, IKT naBuanHs, eeKTPOHHOrO
HaBYAHHS TA KyPHUKYJIyMy, Ta ¥ TPETHOMY — i3 KOHIIEIITOM BeD-CAUTY.
AHaJii3 po3I1o/1iJIy KOHIIENTIB 3a T'YCTUHOIO 3B’sI3KiB Ta 4acOM HaJaB MOXKJIU-
BICTh JIATyBaTH TOSBY PI3HUX KOHIIENTIB Ta BIJCTIIKYBATH X PO3BUTOK Bij

OCBITHIX 3acTOCyBaHb iHTEpQEHCIiB KOpUCTyBada 0 HOr0 ayrMEeHTAINl.

. Jlibpani 3acobu po3pobKH JTOTMOBHEHOI peanabHOCTi 11t Web yTBOPIOIOTH TP

rpymnu:

(a) ocHoBHi 3acobu:

— Beb-cepBep Web Server for Chrome nmajae HeoOximHy mOBHY (yH-
KIIOHAJILHICTH 0€3 1moTpedun BCTAHOBJIEHHSH, IO 33I0BOJILHSE BHMO-
raM IIPOCTOTHU Ta MOOITBLHOCTI;

— 3acib mepenamnpabiyieHHd Tpadiky ngrok Hajla€ MOXKJIHMBICTH JOCTY-
my J10 Beb-cepBepa, aKuil 3HAXOAUThCA 3a OpaHaMayepoM (Ha yIHIB-
CbKOMY ab0 BUATEJNLCHKOMY KOMII'IOTEDI), 10 CTBOPIOE YMOBHU st
CisbHOI pOOOTH ¥ BiIIAJICHOMY PEXKIMi;

— Bigmasenwit Hasaromkysad RemotelJS Hajae MOXKIMBICTH BUKOHY-
BaTHU HAJIATOJ[?KEHHSI TporpaM MoBoio JavaScript Ha MOOiIbHUX IIpU-
CTPOSIX, TIOCYTOBYIOUYUCH JIECKTOITHUME Opay3epamu;

(6) rpadiuna 6ibuioreka Three.js € BUCOKOPIBHEBOIO peaJli3alli€o KpOC-ILIaT-
dopMmHOTro cranmapry Bigoopakernus WebGL mosoro JavaScript, mo Ha-
JIa€ MOXKJIMBICTD IIPAIIOBATH 13 rpadidHuMEI aOCTPAKIISIMI BUCOKOT'O PiB-
Hsl;

(B) 6ibusiorexa juis monoBHeHOl peasbrocTi MindAR naziae moxkiuBicTs po-
60TH i3 TPUPOTHUME 300PaAKEHHSAM B SIKOCTI SIKOPiB JIOIIOBHEHOI pPeaJib-
HOCTI Ta, MicTUTh y cBoeMy ckuai 6ibsiorekn Three.js i TensorFlow.js —
OCTaHHE € KJIIOUOBUM JIjIs 1HTerparii Mojejeil MAIIMHHOTO HABYAHHSI,
crBopenux 3a mornomoroio TensorFlow, i3 WebAR momarkamu, mobymo-
Bauumu i3 Bukopuctanasm MindAR.

V mporeci pospobku Ta ampobanil meroguku po3pobku WebAR momarkis

IS BiICTEXKeHHsT 00/Madst OOrPDYHTOBAHO JOIIJIBHICTH CIILIBHOTO 3aCTOCY-

panasg mogmeni MediaPipe Face Mesh — 3ropTkoBoi HeitpoHHOI Mepe:xKi, 110

BU3HaYIAE Ha 00/ U4l 468 TPUBUMIPpHUX OMOPHUX TOUOK, Ta 6ibaiorexkn Mi-

ndAR, 1m0 Hajgae MOXKJIMBICTb BUSHAYUTH OY/Ib-SKY 3 HHUX B SKOCTI SIKODSI.

Tlokazano, mo noBHe 3acrocyBanns monesi MediaPipe Face Mesh y 6i6stio-

teri MindAR peasizoBano y BUIVISIlI MacKu Jjisd OOMMYYst, IO AUHAMITHO

TeHEPYEThCS 3 MOCTIMHUM OHOBJIEHHSM T'€OMEeTpil — THUITYy JOTIOBHEHOI peaJib-

HOCTi, TTOB’sI3aHOTO 3 HAKJIIaHHS 300parkeHb Ha BCi OMOPHI TOYKU OOIUI-

st jiofuHu. [logaHo NMpuKIIau 3acTOCyBaHHS MaCOK JIjIs O0JINYYs 3 METOIO

CTBOpEHHsI e(DEKTIB MaKisKy, TATyIOBAHHS TOIIIO.

Meroauka iHTerpamii mMomesneil MammHHOrO HapdanHs y WebAR momarkwm

repeibadac OlaHyBaHHS TPHOX OCHOBHUX KPOKIB:

(a) mepimmit Kpok — inmezpayia cmandapmuur modeseti — nepeadadae O3Ha-
HOMJIEHHS i3 Tromepeauno HaBdeHnumu Mozaeasmu TensorFlow.js, mo mo-
»KyTh OyTHu 3acrocoBati y WebAR nonarkax. [TokazaHo JOIiIbHICTE PO3-
sty Mogesti handpose.js, 1110 BUKOPUCTOBYETHCs JIJIsl BU3HAYEHHSI KUCTI
PYKHM Ta 11 CKJIaJI0BUX, TIPOJIEMOHCTPOBAHO OCHOBHY 1pobsiemy WebAR, —
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CyTTEBE MIIHHS MPOTYKTUBHOCTI ITPU 3aCTOCYBAHHI MOJIE 10 KO2KHOTO
KaJIpy, Ta 3aIIPOIIOHOBAHO CIT0Ci0 11 po3B’si3anHst. Y PE3y/IbTaTi MePIIoro
Kpoky cTBOpioeTbcst WebAR, mojaTok jijist 3KecTOBOrO yIupaBJiiHHS PO3-
MipOM Ta TIOJIOYKEHHSIM BipTyaJIbHOTO 00’€KTa;

(6) npyruit KpoK — po3pobka Kopucmyeaybkur modesel — epeadbadae CTBO-

peHHsI Ta HaBYaHHsS BjacHUX Mogeseil TensorFlow 3 BukopucranHsaM
Teachable Machine, sika Hajgae MOXKJIMBICTB OyJlyBaTH MOMEJI JJIs PO3-
B'sI3aHHS 3a/a49 Kiacudikariil 300pakeHb, 3ByKiB Ta 1103;

(B) Tperiii KpOK — inmezpayis Kopucmysauvkur modeseli — BUKOHYETHCS

MIIJITXOM eKCIIOPTY o0y moBaHol 3a momomoroio Teachable Machine moe-
s kiaacudikaril o6y Ta momudikaiii WebAR nomarky, pospobsieHo-
r'0 Ha IEPIIOMY KPOIIi: 3aBaHTAXKYEThCS BJIACHA MOJIE/Ib, BU3HAYAETHCS
KIJIBKICTB KaTeropiii, 1o BoHa KjiacudikyBaTuMe, a 06’ €KTOM JOIMOBHEHOT
peaTbHOCTI CTAIOTh BIIOMOCTI PO KOXKHY i3 KaTeropiit ta #iMOBipHOCTI
TOTO, 1O 300pakeHHst 3 Beb-Kamepu BijiHOCUTHCs 710 HuX. OcTaHHe Ha-
JTA€ MOXKJTUBICTD /I OOTOBOPEHHST TUTaHb MOMUJIOK Kjacudikarii Ta ix
3aJI€2KHOCTI K BiJl HaJIAIITYBaHHS IlapaMeTpiB HaBYaHHSA MOJEJI, TaK 1
cnocoby mojlanHs TecToBUX 300paxkenb WebAR nomarky.

IIpoBeiene fgociKeHHsT HE BUYEPILYE YCiX CKJIAI0BUX IIOCTABJIEHOI pobJre-
MHI — TaK, MOTPEOYIOTH MOMAJIBIIOTO TOCIIKEHHS:

— icropisa Ta mepcrektuBu po3BuTky WebAR y ocsiTi;

— MEeTOJMKA CIIJILHOIO BUKOPHUCTAHHS PI3HUX CEPEIOBUIN MOJIETIOBAHHS Heli-
POHHHUX MEpEXK;

— posBuTok 6i0siorek WebAR, 30kpema — y HanpsiMi peaJiizariil MOBCIOIHOT
JIOTIOBHEHOI PeaJIbHOCT];

— CIIBBiTHOIIEHHS PeaJbHOTO Ta BiPTyaJbHOTO y HABYAHHI B yMOBaxX MaHAEMII,
CTUXIWHOTO JINXa Ta BifICBKOBOTO KOHMJIIKTY.
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