JlabopaTtopHa poGora Ne8
Tema: CtBopennst VR — cuenu mst Oculus Rift

Meta po6oTn: HAOyTH NPAKTUYHI HABUYKH 3
BUKOPUCTaHHS TEXHOJIOT1i BIPTyalIbHOI peajbHOCTI NpU
CTBOPEHHI 1rop

Teopernuni Bizomocri: jek.3 mo VR

BipryanbHa peanbHICTh CTae€ aefani MOMYJISPHIIION.
3'IBIsIETbCST  HOBE  OOJIaJIHAHHA IS 3aHYpEeHHS Y
BIPTYaJIbHUN CBIT, PO3pOOJSIOTHCS 3aXOIUIIOI0Yl ITpU Ta
Iporpamu.

3aB1aHHs HA JJaOOpaToOpHYy podoTy
1. CtBopith VR-3acTocyHok mix kepyBannsim OC Android

CtBopumo B Unity3D mnpocTy creHy ajisi OJHOTO 3

HAWTIONMYJSIPHIIIIMX ~ IIOJIOMIB  BIPTYaJIbHOI  PeaJIbHOCTI
Oculus Rift (puc. 1).



Puc. 1

Crouatky ctBopumo B Unity cueny ans 3D (puc. 2).

€ Unity 201831261 X

Puc.2
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Puc. 3
[linroryemMo mpoekT st poOdOTH 13 BIPTyalbHOIO
peanbricTio. [lepexoaumo File =>Build Setting => Player
Settings i y Bumagarouomy MeHI0O XR cTaBUMO MO3HAYKY
Virtual Reality Supported ( puc . 3).
Tenep moTpiOHO IMIIOPTYBATH acceT IS IHTErpaiii
Oculus Rift . Bu moxere 3nHaiiTu ¥oro y mamnii Oculus y

JOIaTKOBUX Matepianax. Lleit acceT MoXKHA 3aBaHTAKHUTH 3
Unity Asset Store (puc. 4).



Puc. 4

Pexomenayemo BcranosmoBatu Oculus Integration 3
As set Store , oCKUTbKHM TaM € akTyajbHa Bepcis acceTa .

[licms BcTaHOBIEGHHS TAaKeTa CIiJ  IMIOPTYBaTH
3aroTOBKY JIJIs Hamioi crieHW. BoHa 3HaXOMWUTHCS y Tarii
VRBasics y nomatkoBux martepianax. Ileperiaite Assets =>
VRBasics => Examples => Scenes i BiIkpuiiTe CIieHY
demoStation . Burisinae Bona tak (puc. 5):



Puc. 5

Ha cmeni 3Haxomutbess mada 3 MeXaHIYHUMH
nepeMuKadyaMi, KHONKaMH Ta BaxkelsMu. Jlo HUX MU
MIPUB'SHKEMO PI3HI MO, K1 3MIHIOBATUMYTh CBIT HABKOJIO
rpasi (puc. 6).
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Puc. 6

JlaBaiite 3poOuUMO Tak, MO0 TiCHs HATUCKaHHS Ha
4yepBOHY KHOMKY SKybOX neHp 3miHroBaBcs Ha Hiv. J[js
1ILOT0 HaM 3Hag00uThes BMicT manku Day-Night SKyboxes
13 I0JJaTKOBUX MaTepiaiB.

Tenep 3HaNAITh y IHCIEKTOPl YepBOHY KHomKy. Hac
1ikaBuTh ii 00'ext slider (puc. 7).
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Puc. 7

VY HbOTO B KOMIIOHeHTaX € ckpunT VRBasics_Slider . ¥
HBOMY MICTHTBCS 3Ha4YeHHs POsition , sike mepesipsie, un



KHOMKA HATUCHYyTa. SIKIIO KHOMKAa HE HATHCHYTa, I
3HaueHHs JopiBHIOE O , 1 K10 HaTUCHYTa, TO — 1 (puc.
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Puc. 8

JlaBaiite npuB'sokemo 10 o60'ekta slider ckpunr, skuii
HepeBipITHME, YU KHOIIKA HATUCHYTA, 1 3MiHIOBaTH SKYDhOX
y pa3i ii Hatuckanus. Ckpunt RedButton.cs moxHa 3HaiTH
y mamniii 3 J0JaTKOBUMHU MaTepiasiamu. IMmoprtyiite ioro B
IPOEKT 1 mepeTsarHiTh Ha Slider .

CKpUIT MICTUTh HACTYITHUHN KOJ:



using UnityEditor;
using UnityEngine;

public class RedButton : MonoBehaviour

{

// Start is called before the first frame update

void Start()

{

}

// Update is called once per frame

void Update()

{
if(this.GetComponent<VRBasics_Slider>().

position >= 1)

{

RenderSettings.skybox =
(Material)AssetDatabase.
LoadAssetAtPath(“Assets/Day-Night
Skyboxes/Materials/SkyNight.mat”,
typeof(Material));

}
}
}

VY ¢ynkuii Update( ) mu mepeBipseMo, 4M KHOIIKA
HATHCHyTa. Y pa3i HATHUCKaHHS MM 3MiHIOEMO SKybOX Ha
SkyNight.mat . flkmo xoueTe 3MIHHTH HOTO Ha IHIIHMA
Matepial, MPoCTo 3aMiHITh NUISIX 10 HhOro. HaitmpocTimmmii
croci6 orpumath nuax Qaitmy B Unity — HatucHyTH
MPaBOI0 KHONKOI Ha MOTPIOHMI OO'€KT y peaakTopi Ta
BuOparu Copy Path (puc. 9).
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Puc. 9

JaBaiiTe cipoOyeMo 3amyCTHTH TPy 1 HaTHCHYTH Ha

YepBOHY  KHOIKY, 1II00 TEPEeBIPUTH  CIpaIlOBAHHS
HATUCKAHHS

(Puc. 10).
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Puc. 10

Bu Takox MoskeTe 3MIHUTU PO3TAIllyBaHHS caMoi Iapu
B 3aJIEKHOCTI BiJl BaIlIOI'O 3pOCTaHHs, 100 Oyio 3pydHilie
BUKOPUCTOBYBATU MyJbT (puc. 11).
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Puc. 11

Tenep npuB's’KeMO aHAJIOTIUHI CKPUIITU 0 3€JIEHOT Ta
*oBToi kHOTOK. Ckpuntu GreenButton.cs ta YellowButton
CS TakoXX MOXHa 3HAUTH B Tamili 3 J0JAaTKOBUMHU
Marepianiamu. BiApi3HSAIOTBCS BOHM JUIIE PSAKOM 13
NpUCBOEHHAM Matepiainy SKyboX . J1Jist )KOBTOI KHOTIKH:

RenderSettings.skybox = (Material)AssetDatabase.
LoadAssetAtPath(“Assets/Day-Night Skyboxes/
Materials/SkyHaloSky.mat”, typeof(Material));

J1J1s1 3e71eH01 KHOTIKU:

RenderSettings.skybox = (Material)AssetDatabase.
LoadAssetAtPath(“Assets/Day-Night Skyboxes/
Materials/SkyNoon.mat”, typeof(Material));

[lornstabTE, SIK 3MIHWIOCS OTOYCHHS NPU HATHCKAaHHI
’OBTOI KHOTIKH (puc. 12):




Puc. 12

A OCb SIK 3MIHWJIOCS OTOUYEHHS MTPU HATHUCKAHH1 3€JI€HO01
(puc. 13):
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Puc. 13

HoOpe po3mupumo GyHKIIOHAT MyJbTa, AOJAI0YN Ha
CIIEHY pi3Hi 00'€KTH MpU NEepeMHUKaHHI BaxkeniB. Hexait me
OynyTh JepeBa, BH 3MOXKETE€ 3HAUTH MdaHl O00'€KTH Yy
JI0JTATKOBUX MaTepiayiax y marii T rees .

Honamo Ha cueny tpu GameObject i momictimo B
KOXEH 3 HHX Pi3HI JepeBa. 3alekXHO B KOJIbOPY
BUKOPUCTAHOTO BayKeJsl MU MIHSATHMEMO JIOJaHl Ha CICHY
JepeBa.

Hamnpuknan, 06'ext RedTrees (puc. 14).

3a 3aMOBUYBaHHSIM KOXXE€H O0'€eKT OyJe BUMKHEHO B
1HcnekTopi (puc. 15).
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Puc. 15

O0'ext YellowTrees surisigae tak
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Puc. 16

I, mapemri, 00'ext GreenTrees (puc. 17):
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Puc. 17

3HaITh Ha ClieH1 OyAb-SKUi 13 TPhOX BaxkemiB. Baxeni
MicTaTh 00'ekt Hinge , skuii morpiOHO 3miHuTH. J[jIst
KOXXHOTO BayKelsl HEOOXITHO BCTAHOBUTU 3HAYCHHS
ckpunta VRBasic_Hinge y o6'ekra Hinge , sik y MamoHKy
18.
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Puc. 18

Tenep Baxinb TMOBEPTATHMETHCS O CEpPEAUHMU.
[lepeiinemMo no ckpunty. Sk 6auuMo, Baxilb Ma€ 3MIHHY




angle , ska BigmoBigae KyTy HOro Haxwiy. Y mTamii 3
J0JIaTKOBUMHM MaTepiajaMu pO3TaIIOBaH1 CKPUIIKH.

ta RedHinge.cs , YellowHinge.cs ta GreenHinge.cs .
Po3ristHeMo CKpUNT J71s1 Y4ePBOHOTO BaXeEsl.

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class RedHinge : MonoBehaviour

{
// Start is called before the first frame update
void Start()

{
}

// Update is called once per frame
void Update()

'
if (this.GetComponent<VRBasics_Hinge>().angle >= 40)

{



FindInActiveObjectByName(“GreenTrees”).

SetActive(false);
FindInActiveObjectByName(“YellowTrees™).
SetActive(false);
FindInActiveObjectByName(“RedTrees™).
SetActive(true);
}
}
GameObject FindInActiveObjectByName(string name)
{

Transform[] objs = Resources.
FindObjectsOfTypeAll<Transform>()
as Transform[];

for (int i = @; i < objs.Length; i++)

{

if (objs[i].hideFlags == HideFlags.None)
{
if (objs[i].name == name)
{
return objs[i].gameObject;
}
}
}
return null;
}

}

Y Update( ) mMu mepeBipseMo KyT Haxmily BajKels.
Axmo BiH npopiBHoe 40 , TO 3a momomororw (QyHKI
FindInActive ObjectBy Name( ) wmum pobumo
HEaKTUBHHMHU O0O0'€KTH 3 JiepeBamMu [JIsl 3€J€HOro Ta
KOBTOTO Ba)eJsl, ajie aKTUBYEMO OO'€KT 13 JepeBaMH Jist
YEPBOHOTO.



Ckpuntd s  JKOBTOTO Ta  3€JIEHOTO  BaXKeliB
aHaJjoriuHi. IXHS BIAMIHHICTP TUIBKM B psOKax, SKi
BHU3HAYAIOTh, IKUW 00'€KT Oye BUANMUM.

JlaBaiiTe pUB'sXKEMO BC1 TPU CKPUIITH JI0 BIATIOBITHUX
Hinge (puc. 19):

GreenHinge

Puc. 19

TakuM YMHOM, CMUKHYBIIM 32 YEpPBOHUN BaXKijgb, HA
JIOKaIii 3'aBIAThCA BiANMOBIIHI nepeBa (puc. 20):

€ Game
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Puc. 20

3anmummiocs  J0aTH  MOXJIMBICTH — IE€pe3amyCKaTH
CLEHY MICJs HAaTUCKaHHS Ha YOPHUHU mepeMuKad. 3HalaiTh
Ha MyJIbTI KepyBaHHS BiAnoBiqHui 00'ekT Hinge (puc. 21).
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Puc. 21

[Mpu HaThckaHHI 3HaueHHS angel mporo mepemukada
nopisHtoe -34 . Imnoptyemo B mpoekT ckpunt Black Hinge
Ta OpuUB'sHKEMO Horo gm0  nepemukada.  Ckpunr
nepeBipsATUME 3HAUCHHS Ta TIEPE3ayCKaTUME PIBEHb, SKIIIO
angel =-34 .



Pobuthcss 1e 3a JOMOMOIOK HACTyHMHOTO KOAIYy:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class BlackHinge : MonoBehaviour

{

// Start is called before the first frame update
void Start()

{
}

// Update is called once per frame
void Update()

{
if (this.GetComponent<VRBasics_Hinge>().angle == -34)
SceneManager.LoadScene(9);

Takum 4YuHOM, TICAS HATUCKAHHS Ha YOPHHM
nepeMuKad, crieHa CrioposkHie (puc. 22):



Puc. 22

Bigminao nama VR-cuena qa Oculus Rift rorosal

2. 3akomiTuTH (aiiam Ta MpoekT Ha TiT. Hamaiitu qoctyn
maintainer g @graf_ztu.



