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AHOTALIA

ABSTRACT

pMy P06 CyyacHi peanii, Kpusosi cumyayii 8HocaAmMos
c80i KOpekmusU 8 yci cghepu Hawo2o Humms, momy ucmanyitiHa gopma
HABYAHHSA € 8)}(e 38UYHOI. Ha cbo200HiIwWHIli deHb icHye 6azamo nybaikayili
HayKosyis, 8yumenig-npakmukie ujo0o opaaHizayii oceimHeoz2o npoyecy 8
pexumi oHAAlH, OMUCaHO MemoOUKU BUKAAOQHHA PI3HUX OUCYUNAiH i3
8paxysaHHAM ix crneyugiku. [lpome mano ysaeu npudineHo no3aypoyHili
pobomi nid yac ducmaHyiliHo2o Hag4aHHsA, 30kpema pobomi 2ypmkig. Tomy
mMemoro cmammi €: po3anaHymu ocobausocmi opaaHizayii pobomu eypmka
«CmeopeHHsA 0ornoaHeHoi peaneHocmi» y ducmanuitiHomy gpopmami pobomu
3aK1a0y 302a/16HOI cepedHboi ocsimu.

M pi i ] BukopucmaHo memodu aHanizy ma
cucmemamu3sayjii nedazoeiyHoi, MemoOuYHoi nimepamypu; y3a2anbHeHHs
pesysnemamie 8imyu3HAHO20 i 3apybircHo20 doceidy W00 BUKOPUCMAHHA
imepcusHux mexHosoeili 8 0c8imHbOMY npoyeci.

Pesyabmamu. [lo ocobausocmeli opeaHizayii pobomu eypmka
sidHocumo emanu. Ha nid2zomog4omy emani Mu GKUEHMYEMO y8azy yuHie
HO meopemuyHuUX acnekmax OOMOBHEHOI peasbHOCmi: 8800UMO
8U3HAYEHHA MOHAMMA «iMepcusHa MexHos02iA», xapakmepusyemo AR,
VR, MR; susHa4yaemo nepesaau i HedosiKU iX 8UKOPUCMAHHA Y PIi3HUX
chepax Hawo2o #umms; po32a30aemo ocobausocmi pobomu mobinbHUX
dodamkie 0aa AR. HacmynHuli eman — o3HaloMaeHHA 3 NpUHYyUNamu
pobomu 3acobig OonosHeHoi peasnbHocmi (mexHonoaii AR cmpimko
po3susaromecsa i 3anexams 8id ebydosaHux dam4ukie (akcenepomemp,
GPS, komnac), a Akicme 8idmeoptosaHux 06’ekmie 3anexcums 8i0 Kamepu
ma ¢pomododamekis, pecypcy 8HympiwHboi nam’ami 843 06pobKku OaHux
ma wmy4yHo20 iHmenekmy 4epe3 2os0co8i KomaHOu. Tpemili eman —
MPaKMUYHa 4YaCMUHQA, AKA BKAO4aE camocmiliHy po3pobky o6’ekmie
donosHeHoi peanbHocmi 8 pi3HuUx cepedosuujax, 3okpema, 8 Unity 3D,
Blender ma iH., ma pobomy 3 nakemamu iHcmpymeHmie (RealityKit,
SceneForm, AR-Core, AR-Kit, Vuforia ma iH.).

BucHoeKku. [ina egekmusHoi pobomu eypmka 8 OucmaHyiliHomy
¢popmami mae 6ymu cmeopeHe Has4yasibHe cepedosuwye ma nepedbayeHo:
MoMIusicms nposedeHHs OHAAUH-YPOKi8 (CUHXPOHHO ab0 ACUHXPOHHO);
docmyn 00 memMamuyHUX eneKMPOHHUX HABYANbHUX Mamepianis;
MoXcAUBICMb Hadcunamu mamepianu yYHAM Ma OMpPUMy8amu 8UKOHAHI
30800HHA; 380pOMHuUll  38’A30K Ma  OUiHIOBAHHA.  Has4anbHUM
cepedosuwem moxce sucmynamu Google Classroom. 3aHAmmA 2ypmka
30cepedxceHi Ha ocobausocmsax pobomu 8 cepedosuujax Unity ma AR Core.

Formulation of the problem. Modern realities and crises make their
adjustments in all areas of our lives, so distance learning is already familiar.
To date, there are many publications by scientists, and teachers-
practitioners on the organization of the educational process online,
describing methods of teaching various disciplines, taking into account their
specifics. However, little attention is paid to extracurricular work during
distance learning, in particular the work of circles. Therefore, the purpose
of the article is: to consider the peculiarities of the organization of the work
of the circle "Creation of augmented reality" in the remote format of the
general secondary education institution.

Materials and methods: methods of analysis and systematization of
pedagogical, and methodological literature, generalization of the results of
domestic and foreign experience on the use of immersive technologies in
the educational process.

Results. The features of the organization of the work of the circle include
stages. At the preparatory stage, we focus students' attention on the
theoretical aspects of augmented reality: we introduce a definition of the
concept of "immersive technology", characterize AR, VR, and MR, determine
the advantages and disadvantages of their use in various areas of our lives,
consider the features of mobile applications for AR. The next stage is
familiarization with the principles of operation of augmented reality tools
(AR technologies are rapidly developing and depend on built-in sensors
(accelerometer, GPS, compass), and the quality of the objects being played
depends on the camera and photo applications, the resource of internal
memory for data processing and artificial intelligence through voice
commands. The third stage is the practical part, which includes the
independent development of augmented reality objects in various
environments, in particular, in Unity 3D, Blender, etc., and work with pak
tools (RealityKit, SceneForm, AR-Core, AR-Kit, Vuforia, etc.).

Conclusions. For effective work of the club in a remote format, it is
necessary to create a learning environment and provide: the possibility of
conducting online lessons (synchronously or asynchronously); access to
thematic electronic educational materials; the ability to send materials to
students and receive completed tasks; feedback and evaluation. The
learning environment can be Google Classroom. The classes of the club
focus on the peculiarities of working in the Unity and AR Core environments.

K/1tOHOBI C/IOBA: donosHeHa peanbHicme; ucmaHyiliHe Ha8YaHHS;
1no3aypoyHe Ha84aHHA; 06°ekmu AoMoeHeHoI peanbHocmi.

KEYWORDS: augmented reality; distance learning; extracurricular
training; augmented reality objects.

BCTYN

NoctaHoBKa Npobaemu. 3 KOXKHUM POKOM 3aCTOCYBaHHA AOMNOBHEHOI peanbHOCTI y BCiX chepax HALOro KUTTA Habysae
nonynapHocti. OcBiTa He € BUKAtOYEHHAM. [loaaTku AR ypisHOMAHITHIOIOTb HaBYaIbHUIA NpoLEC, PobaATL MOro «ACKpasiwmMm,
iHTEPAKTUBHWUM, AOCTYMHUM, 3p0O3yMiNMM. Hanpuknaa, Ham CTanu JOCTYNHUMMW BipTyasbHi NOAOPOXKI, MAEMO MOMKAMBICTb Ha
YPOKax Ximii i GisvKM «3a3npHYTU» MIKPOCBIT (ByL0Ba MONEKYNMN, aTOMa, BPOYHIBCbKUI PyX, ENEKTPUUYHUIA CTPYM ...), HA 3aHATTAX
3 b6iosorii po3rnAHYTM O6yA0BY OpraHiB y AeTansAx, Ha ypOKax maTemMaTUKM BMBYATU 06’emHi pirypu 6e3 npobnem. MpoTe, we
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OAHUM BaXK/IMBUM €/IeMEeHTOM OCBITHbOIO NPOLLECY B 3aKNafax 3ara/ibHOi cepegHbOi OCBITU € OpraHisauis poboTu rypTkis. Takui
BWUA, AiANbHOCTI A€ MOXJ/INBICTb YYHAM TBOPYO PO3BUBATUCA, LLYKATU KPEATUBHI PilLeHHA, AiATU He CTAHAAPTHO, @ TAKOX BUABUTU
3[aTHICTb A0 HAYKOBOI AianbHOCTI. YCNIWHICTb AiSNbHOCTI TypTKa 3aNeXUTb Bif, KepiBHMKa Ta NpaBW/bHOI opraHisauii rioro
pob6oTn. BONOAIHHA 3HAHHAMM MeZiarpamMOTHOCTI, HaBMYKamMn poboTM 3 iHPOPMALIMHO-KOMYHIKaALIMHUMKM TEXHOOFIAMMU,
KPeaTUBHICTb, HaskaHHA NPOAYKTUBHO NpPaLoBaT 3 AiTbMM Ha BiacTaHi, edeKTMBHO BNPOBaAXKYBATU HOBI ifei - e HenoBHMIA
nepenik HaBMYOK YCMiLLHOro KepiBHMKa rypTka. CyyacHi peanii cborofieHHsA BHOCATb CBOi KOPEKTUBM Yy BCi Chepyr HALLOTO KUTTS,
LUKiNIbHY Ta NO3ALLKINIbHY AiANbHICTb TEX HE OMUHYU. AKTYaNbHUM i BIiAKPUTUM 3a/IMLLAETLCA MUTAHHA NOLIYKY afibTEPHATUBHUX
¢dopm Ta 3acobiB opraHisau,ii no3aypoyHoi poboTK B 3aKNafax 3arasbHoi cepeaHboi ocBiTW. Came ToMy Bce 6inbLwoi NonynspHOCTI
HabyBae TexXHO/0riA 4ONOBHEHOT peanbHOCTI (AR), AKY pa3om 3 TEXHONOrIAMM BipTyaNbHOT Ta 3MilIaHOT PeanbHOCTI, BiAHOCATbL A0
«K/IIOYOBUX OCBITHIX TEXHO/OTIN HAacTynHoro aecatunitta» (Becker et al., 2018).

AHanis akTyanbHUX pocnigKeHb. B HayKoBMX KO/Max BeAyTbCA CyMepeyku LWOoAO AOUiIbHOCTI BMKOPUCTAHHA
iMepCUBHUX TEXHOOTIM B HAaBYaNbHOMY MNpoLeci. 30Kpema, Po3rIALAETHCA MOKAUBICTb BUKOPUCTAHHA TEXHONOTI AONOBHEHOT
peanbHOCTI y npoueci HaB4aHHA ¢i3nkmM (Cokontok, 2022); y NPOEKTHIM aisnbHocTi (MayokKiH & NMaxomosa, 2018, 2019); ak 3aci6
ona po3BuTKY STEM-ocBitn (CopoKko, 2021); aHani3yeTbca AOCAIOHULBKE HABYAHHA YYHIB B KOHTEKCTI CTBOPEHHA A0MNOBHEHOT
peanbHocTi (AR) Ta pesynbTaTv BNIMBY MOM/IMBOCTEN BMKOPWUCTAHHA iMEPCMBHOI OCBITHBOI CMCTEMM Ha KOTHITMBHI npouecu
HaBYaHHA y4HiB (Fpunb’toK, 2020) . MepeBarM BUKOPUCTAHHA OOMNOBHEHOI pPeanbHOCTI B OCBITHbOMY MpOLECi: 8i3yasizayia —
nonerwye npouec 3anam’aToByBaHHA Ta PO3BUBAE abCTPAKTHY yABY; HAOYHICMb — TPUBUMIPHWUIA Niaxin, [ae 3mory AocniguTu
npunag, abo sBuLe y AeTansx, i3 pisHMX BOKIB; yikasicms — «KuBi» 306paxkeHHsa Ta 3D- mogeni Ha CTOPIHKAaxX NiaApy4YHUKa — Le
LiNCHO Bparka€; CyvacHicmb — onaHyBaHHA iHHOBALMHUX TEXHOJOTN B OCBITHbOMY MPOLLECi; y8ad2a Y4YACHUKI8 HABYA/1bHO20
rnpoyecy — BU NPUBEPHETE yBary CBOEI ayAMTOpii; NOPTAaTUBHI M MaiKe He3KOWTOBHI HaBYasibHi MaTepiann — 3 1P Bam noTpibHo
BK/1Ia4aTN MeHLUe KOLWTIiB Y Gpi3nyHi maTepianu Ta obnagHaHHA (MauokiH & Maxomoea, 2020).

MoKAMBOCTAM Ta Npobsemam BUKOPUCTAHHA 3acobiB AOMNOBHEHOI i BipTyasIbHOI peasbHOCTel B OCBITHBOMY NPOLLECi
npuceadeHi pobotn Wu H.K., Hsin-Kai Wu, Silvia Wen-Yu Lee, Hsin-Yi Changc, JyhChong Liang (Hsin-Kai Wu et. al., 2020). Eric
Klopfer, Kurt Squire nopywyTb NWTAHHA MPOEKTYBAaHHA nNAaTPOPMM [ONOBHEHOI peasibHOCTI ANA  MOAENOBAHHA
HaBKouwHboro cepegosuwa (Klopfer et.al., 2007). Mpaui S.Yuen, G.Yaoyuneyong, E. Johnson npuceaveHi aHanisy po3BuTKy
BipTya/ibHOI i loNoBHEHOI peanbHocTel (Yuen et.al., 2011). AcneKT HaBYaHHA YYHIB 3 BUKOPUCTaHHAM AR po3KpuTo B poboTax
(Lee, 2012). Yun Zhu, Hui Ye, Shukun Tang po3rnagatloTb KOMYHIKaTUBHMIA acMeKTU BMKOPMCTaHHA 3acobiB BipTyasnbHOI i
[onoBHeHoi peanbHocTel (Yun Zhu et. al., 2017), a S. Giasiranis i L. Sofos AocnigyroTb NUTAHHA WOAO OLiHIOBAaHHA AKOCTI
HaBYa/IbHOro MaTepiay 3 lONOBHEHOO peasbHicTio (Giasiranis et. al., 2016). Mopag 3 UMM BaXKKO HE MOrOAUTUCA 3 AYMKOLO, LLO
npu BuKopuctaHHi VR HeobxigHO 060B’A3KOBO BpaxoByBaTWU KOTHITUBHI, NiHIBICTMYHI, $i3NYHi (NepuenTuBHI, pyxoBi), emouiliHi
(adekTMBHI), couianbHi Ta MopanbHi 0COBAMBOCTI, OCKINIbKM BUKOpPUCTaHHA IVR MoKe Npu3BecTM 40 BUHUKHEHHSA WKigAMBOI
peakuji y AiTeld, AKi He B 3MO3i KOTHITUBHO pery/oBaTh Taknii HabyTuii gocsia (Hrybiuk, 2020).

Meta craTTi: po3rnAHyTM ocobnauBocTi opraHisauii pobotn rypTka «CTBOpPEHHA [OMOBHEHOI pPeanbHOCTI» Y
OMCcTaHuiiHoMy dopmaTi poboTu 3aKknagdy 3arabHOI cepeHbOoT OCBITH.

METOAWN AOC/IOMEHHA

Y npoueci 4ocniaKeHHA BUKOPUCTOBYBAIMCb METOAM aHai3y Ta CMCTEMATM3aLLii NeAaroriyHoi, MeTo4MYHOI NiTepatypy;
3iMiCHIOBaNOCA y3arasibHEHHA pPe3ybTaTiB BITYU3HAHOIO i 3apybirKHOro AOCBIAY WOA0 BUKOPUCTAHHA iIMEPCUBHUX TEXHOJIOTI B
OCBiTHbOMY MpOLECi.

JocnifyeHHs BMKOHYBANOCA B pPaMKax HAyKOBO-JOCNIAHOT poboTu «lpOEKTyBaHHA HaBYaNbHOrO cepefoBuLLia 3
BMKOPUCTaHHAM 3acobiB [OMOBHEHOI Ta BipTyaNbHOI peanbHOCTEM B  3aK/Mafax 3arajibHOi  CepegHboi  OCBITM»
(4P Ne0121U107689).

PE3Y/NIbTATU AOCNIAKEHHA

Mpouec AUCTAHLUiIMHOrO HAaBYAHHA € AOCUTb eHYYKUM, WO AA€E MOXK/MBICTb Mepepos3noginy nogadi matepiany 3rigHo
PiBHIB HABYa/IbHUX AOCATHEHb YYHIB; iIHMepakmusHUM, 3abe3neyye aKTMBHE CMiJIKyBaHHA Meparora 3 AiTbMU Yy HE3BUYHOMY
dopmarTi, NoCUNOE MOTMBALLIO [0 HABYAHHA, MOAIMLWYE 3aCBOEHHA MaTepiany, KOM@POPMHUM 3 BiACYTHICTIO NCUXONOTIYHMX
6ap’epis. MpoTe, He BUK/OYEHO YCKAAAHEHHA TEXHIYHOrO XapakTtepy. Mig yac ANCTaHLiHOT pO6OTH FrypTKa MOXKYTb BUHUKHYTH
npobnemu i3 6esnocepeHiM KOHTAaKTOM BUKNAZA4a Ta YHaCHMKIB, He AOTPUMAHHA TEPMiHIB BUKOHAHHA 3aBAaHb rypTKiBLAMM,
He MOMAMBICTb NPUEAHATUCA [0 3aHATTA Yy 3a3HaYeHUM 4Yac, TOMY NepLioyYeproBMM 3aBAAHHAM KepiBHMKA € MOLyK
anbTepHaTUBHMX 3acobiB Ana KOMYHIKauii 3 y4yHAMWM, TOBTO CTBOPEHHA HaBYaNbHOTO cepefoBULIA ANA ePeKTUBHOro
bYHKLIOHYBAHHA rypTKa y AUCTaHUiMHOMY pexunmi. B cepefoBuLli mae 6yT: OCTYN A0 TEMATUYHUX €EKTPOHHUX HaBYaIbHUX
maTtepianiB; MOX/AMBICTb HAACWMNATU MaTepiann y4HAM Ta OTPMMYBATM BUKOHAHI 3aBAaHHA, KOMYHIKyBaTU MiX coboto;
3abe3neyeHo 3BOPOTHI 3B’A30K MiXK BUMTENIEM Ta TYPTKIBLAMM, @ TAKOXK MOXKIMUBICTb OLIHIOBaHHA.

Ona opraHisauii gucTaHuiiHoi poboTH rypTKa Ta 3abe3sneyeHHs 3BOPOTHOrO 3B’A3Ky 6yn0 06paHO XmapHUit cepsic
Google Classroom (https://classroom.google.com) (puc.1). CepegosuLue, y AKOMY OpraHiuYHO MOEAHYIOTLCA CEPBiCK AN poboTH
3 fokymeHTamn Google Docs, Google Drive — cxoBuLLe, WO A03BONAE KOPUCTYBaYaM 36epiraT cBOT AaHi Ha cepBepax y xmapi i
BiNMUTUCA HAMM 3 iHLUMMUM KOPUCTYBaYaMu B IHTepHETI 338 gonomoroto Gmail (i He TinbKu). KepiBHMK rypTKa Mae 3mory npoBoAuUTH
TeCcTyBaHHA, KOHTPO/IOBATW, CMCTEeMaTU3yBaTW, MepernagaTtv pesynbTaTM BUKOHAHHA BMpaB, 3acTOCOBYBATWU pPi3Hi ¢popmu
OL|iHIOBaHHA, KOMEHTYBaTU I OpraHisoByBaTW edeKTMBHE CMiNKyBaHHA 3 YYHAMM B pexumi peanbHoro yacy. Llle ogHum
BAXK/IMBUM €/IeMEHTOM, AKMIN BNAMHYB Ha BWBIp came Liei nnatpopmun € cTBOpeHHA Knacis (rpyn). B rpyni € mMoxKAmBicTb
nybnikyBaTM 3aBOaHHA, 3aBaHTaXKyBaTWM maTepiann 3 NpocTopis IHTepHeTty, daiinu, Bigeomartepianu, AoAaBATU KOMEHTapi,
CTBOPIOBATM OrOJIOWIEHHA Ta B3aEMOZIATM KOpuUCTyBayam Mmix coboto. B6yaosaHuit cepBic gna cninkyeaHHA Hangouts pae
MOX/IMBICTb BECTU OHNAlH-6ecian B pexkumi peanbHoro yacy 3 6yAb-AKOro NMPUCTPOIO, AEMOHCTPYBaTU BIACHUIA €KpaH Ta
opraHizoByBaTM poboTy B rpynax. Takox Ha nnatdopmi 3a gonomoroto Google-dopm MOKHa NPOBOAUTU OMUTYBAHHA Ta
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aBTOMATUYHE OLHIOBaHHA pe3ynbTaTiB TecTyBaHHA (OpraHisauia AUCTaHUIMHOTO HaBYaHHA B LWKOAI). OHNAKH 3aHATTA
npoBOAMIMCA 32 4ONOMOTOI0 cepsicy Zoom.

= Myprox Crpiuka 3appamma Niopu Ouinin ©
Craopenn AonoBHewoi peanshocT

—

TypTOK

OPEHHS AONOBHEHOI peanbHOCTI:

Ko kypey H @) Hanwuirs nosinomneHHA AN CBOTO KypCy 2
uhmnsk2 I

@) Onsra CnoboasHuk
Heaabapom
BiTal0 YCiX Y4aCHWKIB rypTKa CTBOPEHHS AOMOBHEHOT PeanbHOCTI"
Ha Hawwux 3aHATTAX By AlaHacTec np BUBUEHHI AUCUMNNIM
NIPHPORHANOTO LKKNY T3 HABYMTECA CAMOCTIAHO CTBOPIOBATH BAACHT KOHTEHT,

Hemae aaspans Ha uei
THXAEHb

Nenernanvru aci

Puc. 1. CropiHKa rypTKa «CTBOpeHHs A,0NOBHEHOI peanbHOCTI» B cepsici Google Classroom

Ha nidzomos4yomy emani po6oTu rypTka Mmn NPOMNOHYEMO aKLEHTYBATU yBary Y4YHiB Ha TEOPETUYHMX ACMEKTaX BUBYEHHS
O0NOBHEHOI peanbHOCTi. 30Kpema, BBOAUMO BM3HAYEHHSA NOHATL iMepCcuBHMX TexHosorii (AR, VR, MR), BU3Hayaemo nepesaru i
HeZ0NiKM iX BUKOPUCTAHHA Y Pi3HMX chepax HALWOro KUTTA, PO3rIASaEMO 0cob6aMBOCTi poboTn MobiNbHUX AoaaTKiB aAns AR.

AKLWO NepLi 3aHATTA rypTKa NPOBOAATLCA Y AUCTaHLiiHOMY GopMarTi, TO Nicaa 03HAMOM/IEHHS i3 3arabHUMM 3acagamm
KypCYy, MOHa 3anponoHyBaTH Y4YHAM 3aMOBHUTU BiANOBIgHY Tabauuto (Tabaunua 1), Ae KOXKeH CaMOCTiIMHO Ma€e BU3HAUUTU ANs
AKOI onepauinHoi cucTemu cTBOpeHo BignosiaHM goaaTok (Android, Windows, 10S), 3’acyBaTui Ha AKy ayaAUTOpIt0 po3paxoBaHuit
Ta y AKiW ranysi pekomeHL0BaHO BUKOPUCTaHHA. Lle 3aBAaHHA aKTMBI3ye NOLWYKOBY AifNIbHICTb YH4AaCHUKIB Ta AAE MOMAUBICTb
BigNpaLoBaHHA HaBMYOK PoBOTHM 3 iHTepHeT-pecypcamu. MoTim Ha OHAAMH 3aHATTI cnif 06roBOPUTU 3 rYpPTKIBLAMM pe3ybTaTi
iX MOLYKiB Ta BU3HAUUTH, 3 AKMMM AOAATKAMM BOHU XOTiNIM 6 nonpautoBaTv B NepLly Yepry. Byab-AKMiA NPOEKT i3 3aCTOCYBaHHAM
YN CTBOPEHHSIM [A,0MNOBHEHOI PEasibHOCTI MiCTUTb ABA KOMMOHEHTU: KOHTEHT, W0 6a4nTb KOPUCTYBAY Yy AONOBHEHIN peasibHOCTI,
Ta N1aTdopMma, WO BiATBOPIOE AONOBHEHY PEAJIbHICTb.

BapTo 3a3HauMTK, WO AONOBHEHA PeasibHICTb NOLINAETLCA HAa MapKepHyY Ta 6e3mapKepHy.

MapKkepHa AR BWKOPWUCTOBYE Kamepy Ta CreLia/fibHUMA NacUMBHWI Bi3yanbHUI mapKep, Hanpuknag, QR-kog abo
MapKepHe 306pakeHHA, AKi NOKa3yTb 3aNporpamoBaHuii pe3ynbTaT AnLle TOAi, KO Kamepa MOro 34MTae. B pesynbTati mu
MOXKeMo 6aunTu BipTyanbHi 06'eKTM 3 peanbHOro cBiTy. Cnig 3asHauuMTH, WO uUe HaWnpocTiwui Bug AR, ana oro pobotu
[0CTAaTHbO BCTAHOBWUTM A0AATOK HAa MObGiNbHUI TenedoH i 3acTocyBatn mapkep. MNpuknagamu Takux TexHonorin € 3D Artist,
Bridges Ar, Arloon, Spacecraft 3d, Atom Visualizer, Landscapar, Blippar Ta iH..

BeamapkepHa AR -Le 6inblWw cKnafHa TEXHOOTiA, OCKINIbKM TYT HEMAE «AKIPHOro enemeHTa» (Mapkepa). MpucTpin, Ha
AKMIMA BCTAHOB/MIEHO BIANOBIAHWM [A0AATOK, MA€E PO3Mi3HAaTU BCi OO’EKTM HaABKOJIO, MpPOaHanisyBaTU KOJIbOPU, TEKCTypy,
NoYepro.iCTb NOBEPXOHb i T.4. Mpu LbOMY 334i00TbCA AaHi, OTPUMAaHI 33 LONOMOroto akcenepomeTpa, GPS, Komnaca (y cyd4acHux
ragyetax BOHW BOy0BaHi), i MLe nicna Lboro HeobxifHe 306paXKeHHA HAaKNALAETbCA HA BU3HAYEHUIN 06’ EKT.

HacmynHuli eman — 03HaMOMAEHHA 3 MpUHUMNamKM poboTM AONOBHEHOI peanbHOCTi. Ha cboroaHi TexHonorii AR
CTPIMKO PO3BMBAOTLCA, TOMY NPUHLMN PobOTU cydacHMx 3acobis 6asytoTbcs Ha BOYLOBaHUX AaTuMKax (akcenepometp, GPS,
KOMnac), AKiCTb BiaTBOPIOBaHMX 06’€EKTIB 3a1€XKMTb Big Kamepu Ta GOTOA0AATKIB, BiANOBIAHMI pecypc BHYTPIiWHbOT Nnam’aTi ana
06pO6KM JaHUX Ta LWITYYHUIM IHTENEKT, WO AAE MOM/IUBICTb AaBaTV KOMaHAM rOIOCOBUMMU NOBIAOMIEHHAMM.

Tpemili eman — NpakTUYHA YaCTUHA, AKA BKIOYAE CAaMOCTIiHY pO3pobKy 06’€KTiIB AONOBHEHOI PEaNbHOCTI B Pi3HUX
cepegosuwax, 3okpema B Unity 3D, Blender Ta iH., Ta poboTy 3 naketamu iHcTpymeHTiB (RealityKit, SceneForm, AR-Core, AR-Kit,
Vuforia Ta iH.).

Tabnuya 1

Haszea dodamky OC, Ha AKili Bapmicme Ayoumopis | Fanyss
npaytoe 000amokx 3aCMoCy8aHHA

Arloopa & Live Portrait

Custom App

Web AR (ARCORE, ARKIT)
Unity

Ar Mirror

AR in Fb & Instagram
VFX

Wikitude SDK

HP Reveal

Blippar

PosrnaHemo getanbHiwe poboty 8 Unity. Lie 6aratonnatdopmoBuii iHCTPYMEHT 1A po3po6KM Bifeoirop i 3acTOCyHKiB,
i pyLwii, Ha AKOMy BOHM npautotoTb. CTBOpeHi 3a Jonomoroto Unity nporpamm npawtoioTb Ha HACTiIbHUX KOMMN'IOTEPHUX CUCTEMAX,
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MOBINIbHUX MPUCTPOAX Ta FPaNbHUX KOHCOAAX Yy ABO- Ta TPMBMMIpPHIM rpadiui, Ta Ha NPUCTPOAX BipTyasbHOI YM AOMNOBHEHO!
peanbHOCTI. 3aCTOCYHKM, CTBOPEHi 3a gonomoroto Unity, nigTpumytoTe DirectX Ta OpenGL. Unity - Le kpocnnatdopmosuit irposuii
pywiin (https://evergreens.com.ua/ua/articles/web-ar-tools-overview.html) Mporpama-peaaktop Unity npautoe Ha Windows,
macOS i Linux, a cam pyLwiin mose 3anyckaTuca Ha 25 nnatdopmax. (Cnoboganumk, 2022)

IHTepdeic Unity 3py4HMiA TMM, WO [A3E MOMKAMBICTb PO3MIlLyBaTM BiKHA TaK, AK 3pY4YHO KOPMCTyBayesi, TOHTO
HaNalWTOBYBATU Py NPAMO B pefakTopi. F0N0BHI BiKHa - Le ornagayY pecypciB NPOEKTY, iHCMEKTOp NOTo4YHOro o6'ekTa, BiKHO
nonepeaHbOro Nepernsgy, ornagay CLeHu Ta ornagad iepapxii pecypcis (John Haas, 2020).

Mpoueaypa cTBOpeHHA NPOeKTy B Unity noginaetbcsa Ha cueHn abo Tak 3BaHi piBHI, TOBTO okpemi paiinu, Aki mictaTb
irpoBi KOHCONI 3 NeBHMM Habopom 06'eKTiB, cLueHapiiB i HanawTyBaHb. CLEHU MOXYTb MIiCTUTK B cobi K roToBi 06'eKTU-MOoAeNi
(naHawadT, nepcoHai, NnpeameT! OOBKINAA TOWO), TaK i NOPOMKHI irpoBi 06'€KTM, WO 334al0Tb NOBEAIHKY iHWWX 06'eKTiB
(Tpurepwu noAin, To4KKM 36epekeHHs NPorpecy ToWo). 3 HUMM MOXKHA BUKOHYBATK Aii: po3TalwoByBaTn, obeptaTv, macwtabysaTy,
33CTOCOBYBATU [0 HUX CKPUMNTU. B HUX € Ha3Ba, MmoxKe ByTu Ter (MmiTKa) i Wwap, Ha AKOMY BiH NOBWHEH BifobpaKaTuca. KoxeH
npeameT Ha CueHi Mae KomnoHeHTu: Transform, BiH 36epirae B cobi KoopAUHATK MicuA Po3TallyBaHHA, MOBOPOTY i PO3MipiB No
BCiX TpbOX ocsAx. 2. Mesh Renderer, pobutb moaens Bugumoto. PisHi mogeni moxyTb 06'egHyBaTMca B Habopwu (accetun) ans
weunaroro goctyny ao Hux. (https://uk.wikipedia.org/wiki/Unity_(pywii_rpu)

Busualoun paHe cepefoBulle B AUCTaHLiMHOMY dopmaTi, Cnif aKLEeHTyBaTW yBary Ha NOKPOKOBMUX AiAax abo pobutu
3aMuC Bigeo 3aHATTA ANA TOro Wob yYacHMKM rypTKa MOrau nepernaHyT i cnpobysaTh camocTilHO cTBopuTH 06’eKT. B nepuuy
Yyepry NOTPiBHO HaBYMTUCA CTBOPIOBATU CKPUMTU Ta NPALLOBATU 3 HUMM, Po3ibpaTucA 3 KOMaHAaMu, AKi npautotoTb B Unity Ta
HaBYMTUCA CaMOCTIMHO 3anycKaTh CLeHU 3 06’ekTamu (puc.2). KepiBHUKY BapTo 3p06UTH 3anmc LbOro 3aHATTS, Wob y4Hi morau
CaMOCTIVHO NepernsHyTN AeKiNbKa pasis Ta cnpobyBaTi Nponucaty cCKpUnTu. Jinwe nicnsa BiANPaLOBAHHA LUX HABUYOK MOXKHA
nepexoguTy A0 CTBOPEHHA CKNAAHIWNX 06’ EKTIB.

85 v MeshRender @ *

Materials

Lighting

8 & e
* Favorites
All @& v BoxColider ©

Trigger

Puc. 2. Po6orTa 3i ckpuntamu B cepegoBuiyi Unity

Mpu po3rnagi HannonynAapHIWKWX KOMNAEKTIB 3acobiB po3pobku (SDK), wo A03BONAOTL CTBOPHOBATU A04ATKU ANA
NeBHOro MakeTy Mporpam, NporpamHoro 3abesnedyeHHa 6a3osux 3acobiB po3pobKM, anapaTHOi nNnaTdopmM, KOMN'OTEPHOI
cUCTEMM, irpOBUX KOHCOIEW, onepaLiiHux cucTem i iHwmx naatdopm caig suainutn ARCore abo x Cepsicn Google Play ana AR.
Lle SDK Big Google, wo gae moxnusictb ctBoptoBaTv nporpamu AR ansa npuctpois 3 OC Android. ARCore BUKOPUCTOBYE Tpw
K/IOYOBI TEXHOJOTIT ANA iHTerpauii BipTyaZlbHOrO KOHTEHTY 3 peasibHMM CBIiTOM, LLO CMOCTEPIraeTbCA Yepe3 Kamepy BaLLOro
TenedoHy. Llei KomnneKT 3acobiB UyL0BO AETEKTUTL HABKOULLIHE CepesoBULLE Ta MAE IHCTPYMEHTU ANA BiaCTEXEHHA pyxy. Lia
nnatpopma BUKOpUCTOBYE Ppi3Hi API, 003BONSE MOBIIBHMUM NPUCTPOAM «PO3YMITU» | OPIEHTYBATUCA Y HABKONULIHbOMY
cepefoBuLLi Ta BCTYNaTW B B3aEMOLi0. € MOMK/IMBICTb MiAKNHOYATUCA OAHOYACHO A0 ofHiel AR i3 gekinbkox TenedoHis, wo
Ba)K/IMBO A/1A rpynoBoi ¢opmu poboTu. ARCore BMKOPUCTOBYE KamMepy MPUCTPOID i CBIAYEHHS iHEPUiMHWX AaTyuKiB ans
BiACTEXXEHHA pyxy i nepernagy o6'ekTiB nig 6yAb-AKMM KyTOM, BU3HAYEHHA PO3Mipy i PO3TallyBaHHA BCiX TUMiB NOBEPXOHb:
rOPU3OHTANIbHUX, BEPTUKANbHUX, MOXUAMX, NAOCKMUX (CTin abo nignory, HanpuKNag), ouiHKK piBHA ocsiTaeHHA. ARCore npautoe
Ha TenedoHax Ha 6asi Android 7.0 i Buwwe. BiH cymicHuin 3 Unity, Unreal i moxe BukopuctoByBatuca ansa iOS ans CTBOpeHHs
6araToKopUCTYBaLLbKOi AonoBHeHOT peanbHocTi (https://evergreens.com.ua/ua/articles/web-ar-tools-overview.html).

Mig Yac AMCTaHLIMHOrO HaBYaHHA BaX/IMBO 3abe3neunTu AeMoHCTpaLito poboTK 3 JoAaTKammu B NPAMOMY eTepi abo X
LEMOHCTPYBaTU MnonepeaHbo 3anucaHe Bifeo 3 KOMeHTapsamu, Wwob 3a neplwoi HeobxigHOCTI MOKHa 6yno 3ynuHUTK
BiJlEOKOHTEHT Ta AaT PO3’ACHEHHsA abo BigNOBIAi HA NUTAHHA, AKLLO TaKi BUHUKAM.

BUCHOBKWM TA NEPCMNEKTUBU NOAANBLLUOIO AOCNIAXKEHHA

OmKe, po ocobnmBocTei opraHisauii poboTn ryptka BigHOCMMO eTanu horo pobotu. Ha nigrotosyomy etani mu
AKLLEHTYEMO YBary Y4YHiB Ha TEOPEeTUYHMX acrneKTax [OMOBHEHOI PeanbHOCTi: BBOAWMMO BW3HAYEeHHA MOHATTA «iMepCUMBHA
TexHonoriay, xapaktepnsyemo AR, VR, MR; BU3Ha4aemMo nepesaru i HefONIKN iX BUKOPUCTAHHA Y PisHMX chepax HaLLOrO KUTTS;
po3rnagaemo ocobamsocTi pobotn mobinbHMx pgoaatkis ana AR. HacTynHui eTan — o3HaOMAEHHA 3 MPUHLMNamn poboTtu
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3aco6iB fONOBHEHOI peanbHOCTi (TexHonorii AR CTPIMKO pO3BMBalOTLCA i 3a/1eXKaTh Bif BOYA0BAaHMX AaTYMKiB (akcenepometp,
GPS, Komnac), a fKicTb BiATBOPIOBaHMX O6’EKTIB 3aneXuTb Big Kamepu Ta GoToAOAATKIB, pecypcy BHYTPIlWHbLOT nam’aTi gna
06p06KM JaHMX Ta LUTYYHOTO iHTENEKTY Yepes ronocoBi KOMaHAW. TpeTiit eTan — NPaKTUYHA YaCTMHA, AKa BK/IOYAE CaMOCTIHY
po3po6Ky 06’€eKTiB 4ONOBHEHOT peanbHOCTI B Pi3HUX cepeaoBuLiax, 3okpema, 8 Unity 3D, Blender Ta iH., Ta poboTy 3 nakeTamu
iHcTpymeHTiB (RealityKit, SceneForm, AR-Core, AR-Kit, Vuforia Ta iH.).

Ona edekTuBHOI pobOTM TypTKa B AMCTaHUiMHOMY dopmaTi mae 6yTM CTBOpeHe HaBYa/lbHE cepefoBuLLe Ta
nepenbayeHo: MOXKAMBICTb NPOBEAEHHA OHNAMH-YPOKIB (CMHXPOHHO abo aCMHXPOHHO); AOCTYN A0 TEMATUYHUX €NEKTPOHHUX
HaBYas/IbHMX MaTepianiB; MOXAMUBICTb HAACUNATU MaTepiann YYHAM Ta OTPMMYBATU BUKOHaAHI 3aBAaHHA; 3BOPOTHMUI 3B’A30K Ta
OLiHIOBaHHA. HaBYanbHMM cepefoBuem Moxe BucTynatm Google Classroom. 3aHATTA rypTka 3ocepeaeHi Ha 0cob6MBOCTAX
poboTu B cepegosmiLax Unity Ta AR Core.

MepcneKkTMBM NOAANbLUMX AOCNiIAKEHb BHAYAEMO B AOCNIAKEHHI MOXK/IMBOCTI BUKOPUCTaHHA A0MNOBHEHOI PeasibHOCTi y
[OCNIAHWULBKIN AiSNbHOCTI YYHiB.
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