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llaunnas paboma noceswena XR-mexnonoeusam, a umenno oobaacmu dononennou pearviocmu (AR). B
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BsedeHue

Ha ceropnsmiHuii JeHb TEXHOJIIOTUH AONOJTHEHHON peanbHOCTH (AR) u BUpTyanbHOU peansHOCTH (VR)
aKTHBHO Pa3BUBAIOTCA, HAXOs IPUMEHEHNE B 00pa30BaHUM, MEIUIIMHE, IPOMBIIIICHHOCTH U Pa3BICYEHUSIX
[1, c. 1]. PerHOK OBICTpBIME TeMmamu pa3BuBaetcs: 3a 2025 rox ero cTomMocTh yBennumiack Ha 18,4%, u
MPOTHO3BI MOKA3bIBAIOT, YTO PHIHOK U Janblie OyAeT pacTu ObICTPbIMU TeMiiamu [2, ¢ 1].

Cy1iecTByeT MHOXKECTBO TIAT(HOPM, CIIOCOOHBIX 3aITyCKaTh MPHIIOKEHHS PACIIMPEHHON peaJbHOCTH. B
OCHOBHOM MOJKHO BBICTTUTH 3 TPYIIITBI yCTPOWCTB!

- VR rapuaurypa (HTC, Oculus);
- AR rapuutypa (Hololens, Apple Vision Pro, Ray-Ban meta, Xreal);
- cmaptdounsl (i0S, Android).

OTMeTHM, YTO THUIBI NMPHIOKEHUN i AR TapHUTYpPHI 4acTO MEPECeKaroTCs C MPUIIOKEHUSAMH IS
cmapThoHOB. U, ecnu omycKkaTh BO3BMOKHOCTH CaMbIX Hoporux AR rapuutyp (Hololens, Apple Vision Pro),
KOTOpPBIE YXKE€ CKOpPEe MOXHO OTHECTM K MR rapHUTypaM, OCHOBHBIC THUIIbI IPUJIOKEHUH BO3MOXKHO
peanmn3oBaTh Kak Ha AR TapHUType, TaKk U Ha cMapT(oHe: MepeBoj TeKCTa ¢ U300paKeHUs,, CHHXPOHHBIN
nepeBo]l peuu, pasmenieHne 3D-00BEKTOB B MPOCTPAHCTBE, HMPOCTPAHCTBEHHAs HABUTaLMs, TYP/THI IO
MY3EsIM.

Pacnpoctpanennoii tatgopmoit s 3amycka AR-TIpUIIOXKEHUH SIBISAIOTCS  cMapTdoHbl. OHHU
JOCTYIIHBI, €CTh y OONBLIMHCTBA I0JIb30BaTENICH U 00JIAAAI0T JOCTATOYHON BBIYMCIMTENIBHOW MOIIHOCTBIO.
OCHOBHBIMH BHJaMH TpekuHra Ha tiatpopmax Android wn iOS sBnsioTCS Oe3MapKepHBIE METOIIBI,
WCTIONB3YIONIME KOMIIBIOTEPHOE 3pEHHE WM WHEepIHUaJbHBIC IaTYMKH (aKCcelIepoMeTp, THPOCKON |
MarHUTOMETpP). ITH TOAXOJbI MO3BOJSIIOT OTCICKUBATH MIJIOCKOCTH MOBEPXHOCTEH W JBIKEHHE KaMephbl B
MpOCTpaHCTBE 0€3 HCHONb30BAaHHMS CHELUAIBHBIX MAapKepoB, 4YTO YIPOLIAET ONBIT KOHEYHBIM
HOJIb30BATEIISM.

Hecmotpsi Ha pasButocTh miaargopMm, OHM ycTymawoT JnoporuMm MR rtapautypam. Bomee mnoporue
1aT(GOPMBI MO3BOJISIIOT HE IPOCTO BUJIETh BUPTYaIbHBIH MHUP, HO U B3aUMOAEHCTBOBATH C HUM IPH ITOMOILA
B3MJIAJa WIM PyK. DTH CIOCOOBI B3aMMOJICHCTBUSI peain30BaHbl Ha allllapaTHOM YPOBHE, U 3HAYUTEIHHO
MEHSIFOT OITBIT HCIOJBb30BaHUSI AR TpWIOKEHHWH B Jy4dllylo cropoHy. Ha cmaprdonax mnoip3oBaTenb
OTPaHHYEH KacaHWEM »JKpaHa, YTO OTPHULATE]BHO BIHMAET HA [MOTPYXKEHHE M €CTECTBEHHOCTh
B3aMMOJCHCTBUSI.

Tak kak HaJM4Me KaUECTBEHHOT'O CIOCO0A B3aMMOJEHUCTBUS C BUPTYaIbHOU CPENoi CIOCOOHO CHIIBHO
MOBJIMSITH HA OIBIT MOJIb30BATENS, IEPEHECTH JyUINe MPAKTHKH Ha CaMyI0 JOCTYIHYIO CpPely KOHEYHBIX
nosp3oBareselt mnarhopmy (Android, iOS) 6yner uenecoodpazHeiM pereHrneM. CoBpeMeHHbIe cMapT(OHbBI
005alal0T  I0CTAaTOYHOM MOINHOCTBIO Ul 3almycka ML anropuTMOB, CIOCOOHBIX KOMIICHCHPOBAThH
anmapaTHble OrpaHUYeHUs 1aT(HOPMEIL.

B paGote mpuBOasATCS pe3ynbTaThl MOMBITKA MpUHECTH Ha Tuiatdopmel iOS, Android onbiT, KOTOPBIN
MOXKHO WCITBITaTh Ha Ooiyiee Aoporux Iuiatdopmax. Pa3paOoTaHHBI MHCTPYMEHT MOXKET HCIOIBb30BATHCS
Oyayummu paspadotunkamu AR npuiioskenuit nmoxa iOS u Android, 94T00bI 1eTKO 100aBUTh B CBOU IPOCKTHI
€CTECTBEHHBIH JIJIS TIOJIL30BATENIS CITIOCO0 B3aMMOICHCTBUS C BUPTYaIbHOUM CpEIo.

1. AHanu3s npedmemHou obnacmu

1.1 TeXHUKN TPeKUHra oKpy>xeHus
Y1oOBI TOYHO MOHATH, IOUYEMY OIIBIT C JOPOTHX IIIAT(GOPM CIOKHO MEepeHecTH Ha miaThopmel Android

n lOS, H€06XO}_'[I/IMO 3HATh CYHCCTBYIOIHUEC TCXHOJOTNMHU TPCKUHTA. Ha PUCYHKE 1 MMpeaACTaBJICHbBI OCHOBHBIC
TEXHUKHN TPEKHUHTA.
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Puc. 1. Kamezopusayus mexnux mpexkurea 8 0ononnenHou peaivhocmu [1, ¢ 7]

- Marker-based TexHWKH TIOOXOAAT M IMOOBIX IDIaT(Gopm, HO TPEOYIOT MOATOTOBKU OKPY>KEHUE
(HaHECEeHHUsI TETOB Ha OKPYIKAIOIIUE MOBEPXHOCTH). DTOT BapUAHT MOJXOIUT, JJIsI TEXHOJOTHYECKHX
CTCHJIOB WJIN MY3€HHBIX 3KCIIOHATOB.

- Marker-less TeXHUKH, KaK MPaBUIIO, HE TPEOYIOT MOJrOTOBKH OKPYKEHUS JUIS 3aIlyCKa PUIIOKEHHH,
HO BBICTaBIISIIOT TPeOOBaHUsI K Iu1aTopMe 3amycKa.

ITpu ucnons3zoBanuu Marker-less TEXHUK YCTPOUCTBY HEOOXOAMMO JHOO UMETh CEHCOPBI, CIOCOOHbIE
MPEOCTaBIATh JaHHBIE 00 OKpYyXKalolieM mpocTpaHcTBe (Sensor-based), nmub0 WMETh JOCTATOYHYIO

BBIYUCIIUTEIBHYIO MOIIIHOCTbD, YTOOBI [T0JIy4aTh JaHHbIC IyTeM 00paboTku u3obpaxenuit (Computer Vision-
based).

BaxxHO OTMETHTB, YTO TIpH 00pabOTKE BUACOMOTOKA, TPEOYIOTCS HE TOIBKO OOJBIINE BHIYUCIUTEILHBIC
PECYPChI, HO TaK)Ke YBEIMYHMBACTCSA KOJIMYSCTBO IMOTPEIIHOCTEH, ONIMOOK, CBA3aHHBIX C OTPAHUYCHUSIMU
AITOPUTMOB.

Yem moposke mmatdopma 3amycka XR NpUIIOKEHHH, TeM Oobllie B HEW CEHCOPOB, MO3BOJISIIOIINX Ha
amnmapaTHOM YPOBHE TOJy4YaTh JAHHBIE 00 OKPYIKAIOIMEM MPOCTPAHCTBE M MOJOXEHHUU YCTPOWCTBA B HEM.
CwmaptdoHBbI, B CBOIO 0Yepeh He pa3padaThIBAIUCh CIIEITUAIBHO IS 3amycka XR-TPUIOKEHNN, HO HATHIHE
B HHX KaMephl, a TaKKe JaTYMKOB. THUPOCKONA M aKCEIepOMETpa JielaeT BO3MOXKHBIM 3alyck AR-
HPUIOKEHUH.

U3-3a orpaHnveHuil 1eneBbix MmIaTdopM, CaMmblM MOJXOISIINM THIIOM TPEKHHTA, KOTOPBIA MOXKHO
WCTIONB30BaTh Ui pewenust 3amaun ssusiercss Computer Vision-based texnuka TpekuHra. Iloatomy oHa
OyzeT HCcIoabp30BaHa MpH pa3paboTKe peLeHusl.

1.2 UHCcTpyMeHTbI Ans pa3paboTku
O3HakOMUMCSI C OCHOBHBIMH HMHCTPYMEHTamH Ui pa3paboTku XR mpunoxkeHuil. CymiecTByIOT

OTKPBITBIE HHU3KOYPOBHEBBIE CTAaHAAPTHl W OWOJIMOTEKH, HCIONb3yEeMbIe [UIS CO3JaHHs TPHIOKEHUH
pacimpeHHoi peansHocTH, Hanpumep, ARToolKit, OpenXR, Microsoft XNA, METAIO SDK, Open Scene.
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[MomoOHBIC pelieHUs TMPEIIoaraloT BBICOKMH TOPOT BXOXJICHUS M HCIOJB3YIOTCS, TOJBKO KOT/Ia
HEOOXOIMM TIOTHBIA KOHTPOJIL HaJ KOJIOM.

Kak mpaBwmmo, OONBIIMHCTBO TOTPEOHOCTEH MOKPHIBAIOT BHICOKOYPOBHEBBIE SDK, TpPUBS3aHHBIE K
cooTBeTcTBYIONMM Tuiatopmam. Hampumep, ARKit (i0S), ARCore (Android), AR.js (WebXR). B ciyuae
KpoccIiatOpMEHHOH pa3padOTKH, HMCIOJB30BaHUE pa3auuHbiX SDK TPHUBOAWT K HATOOHOCTH BEACHUS
HECKOJIBKHIX KOJIOBBIX 0a3.

Cpenn MHCTPYMEHTOB €CTh TOJBKO OJHO pEIIeHHe, A00aBIAoNIee CIOW aOCTpaKIuy Tepea BCEMHU
IJIariHAMU, TIO3BOJISIS JTaXKe MPU KPOCCIUIaT(OPMEHHON pa3paboTKe BECTH TOJBKO OJHY KOIOBYIO 0azy —
¢peiimBopk  ARFoundation s Unity. B Hacrosimee Bpemsi maxke OONBINWHCTBO Standalone-pereHuit
(mampumep, Vuferia), noctymHbl IS ucHonb3oBaHUA B ARFoundation Tpu  TOIKIIOYEHUH
COOTBETCTBYIOILIETO MJIaruHa.

1.3 Computer Vision-based TpekuHr Ha 6a3e Mediapipe

[Ipobnema TpekWHra pyK C HCIOJIH30BAHUEM MOHOKYJSIPHOW KaMepbl YK€ TpHUBJIEKajla BHUMAaHUE
KPYITHBIX TEXHOJIOTHUECKNX KOMMaHuid. B wactHocTH, KoMnanus Google npennoxuia peleHne B paMKax
CBOETO KpocciuiaTopMeHHOTO (peliMBopka Mediapipe — OTKpBITOW OMOMMOTEKH I 3aIllycKa MOJeleit
MalIMHHOTO 00y4YeHHs B peaqbHOM Bpemenu [3, ¢. 1]. [logoOHoe pelieHre uaeanbHO MOIXOMAMUT O] HAITY
3amady. Mediapipe nanucan Ha C++, HO CyIIECTBYeT IUIarMH, WHTErpHpytommwid ero B Unity, myTeM
TIEPETIHCH UCXOMIHBIX (ailyioB ppeiiMBOpKa Ha SI3BIK, UCTIONB3yEeMBbIH B IBIKKE (CH).

Ha mnatrdopme GitHub 1exXUT MHOTO TMPOEKTOB, MBITAIONIMXCS HCIONB30BaTh Mediapipe BMecTe ¢
Unity nns co3naHusi pa3iu4HbIX MPoekToB. OMHAKO, OOJBIIMHCTBO M3 HHUX JIMOO HCIOJB3YIOT OPUTHHAI
¢dpeiimBopka, ucrone3yss C++ wmm Python (uto mpuBsizpiBaeT mpoekT k PC tmiardopme), nmmubo He
amanTupoBaHbl ol ARFoundation — KINOYEBOH KOMIIOHEHT IS CO3AaHUSI COBPEMEHHBIX AR-TPUI0KEHUH
Ha Unity.

OTO co31a€T cepbE3HBIE TPYIHOCTH MPU MOMNBITKE BHEAPEHUS TAKUX PELICHUI B FOTOBbIE A R-IPOEKTHI,
TpeOys 3HAUUTENBHBIX JOPAOOTOK U MOAM(HUKAIIHIA.

2. PopmuposaHUe MexHO/102U4eCKO20 CmekKa

Kak ObutO ckazaHO BbIlIE, M3-3a orpaHudeHuil 1wiarpopm Android wn iOS, B pabore HEOOXOIUMO
ucnonb3oBatb Computer Vision-based TEXHUKHM TPEKUHTA.

Jnst 3armycka BBIYHCIICHHIA, CBSI3aHHBIX C BBIOPAHHBIM CIOCOOOM TpEKWHTa, OyJeT HCIONb30BaThCS
Mediapipe. Ero wucnonb3oBaHHE IMO3BOJIUT COXPAHWUTHh KpOCCIIAT(GOPMEHHBbIE MPEHMYIIECTBA JIBUXKKA, a
TaK)Xe CHJIBHO YIPOCTUT PEaNH3aIuIO PeIIeHuUsI.

IIpeumymiectBa Unity OBICTPO cenaiy ero CTaHAapToM Ais uaayctpuu [1, c. 12]. Byaymee perienue
00513aTENIbHO JOJDKHO MHTETPUPOBATHCS B JIBUXKOK, YTOOBI CYIIECTBYIOLIME pa3pad0TINKu XR-TIPUIIOKESHUI
MOIJIY €70 UCIIOJIb30BAaTh.

Wnrerpanus pewenus ¢ Unity npennonaraet ucnons3zoBanue ARFoundation, Beb IMEHHO Ha OCHOBE
sToro ¢peiiMBOpKa paszpabarbiBaeTcsi OONBIIMHCTBO AR-npunoxxenuit. Mcnons3ys pacmmpenuss ARCore n
ARToolKit, y pa3paboT4uKOB OyZieT BOZMOKHOCTD MCIIOIH30BAaTh HATHUBHBIE 71 aTdopm SDK.

Hanmume co3manHOrO cooOmiecTBOM IUTaruHa ajst uHTerpaunu Mediapipe B Unity nenaeTr pa3yMHBIM
BbIOOp cBsi3ku Unity nu Mediapipe xak OCHOBHOH CTeK OyIyILIEro peIeHusl.

Baxxno ormetuTh OJHO OTpaHHUYCHUC, CBA3aAHHOC C BLI6paHHLIM CIocooom TPCKUHI'a — B ClIy4asaX, Korja
B KaJp HE MnmonaJaroT najlblbl PYKH, MOACIH IIPUXOAUTCA NPEACKA3bIBATh UX ITOJIOKCHUC. B Takne MOMEHTEI
MNpEACKAa3aHHOC MOJIOKCHUC MOKET HC COBIIAAAaTh C PCAJIbHBIM.

Ota mnpoOiieMa BBITEKAeT W3 OrpaHWYEHHH IUIaTGOpMbl. Ee HEBO3MOXXHO peUIMTh, HE 00aBIIss
OONOJHUTCIIBHBIX ITaTYMKOB K pPYKaM. I/ICHOJ'H)SyIOHII/IM peuicHue HCOGXOHI/IMO YUUTBIBATHL 3TO IIpHU
pa3paboTKe CBOMX MPOYKTOB.
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3. ApxumeKkmypa peuweHus

PazbepeM MoOAyNBHYIO CTPYKTYypy NeEpBOM CTaOWIBHONW BEpCHHM TMOJYYHMBLIETOCS HHCTPYMEHTA.
Pazpaborannble kiacchl ObUIN pa3zeieHbl Ha 6 MOAyIIeit:

- CoreComponents;

- DefaultComponents;

- ExtraComponents;

- DrawingExampleComponents;
- PuzzleExampleComponents.

3.1 CoreComponents

Heobxomumplit 1 OCTaTOYHBIA MOIYIH It paboTel ¢ OubaroTeKo. OH COmepKUT Bce HEOOXOoauMoe
st 3armycka ML perienusi. Kak BUAHO Ha pucyHKe 2, MOJIyJTb COCTOUT M3 TJIABHOTO KJlacca, 3ayCKaroIIero
Mediapipe, a Taxxe uHTEp(DEHCOB, KOTOPHIC TOIH30BATEIIO HEOOXOAMMO PEATHU30BATh ISl B3aUMOICHCTBHS
¢ OUOIMOTEKOM.

CoreComponents J

HandTrackingProvider: MonoBehaviour

- _modelMode: ModelMode >
- _model: TextAsset ¢
- _taskApi: BaseVisionTaskApi ModelMode
- TARGET_FPS: int LandmarksOnly
- NONE_POSE_NAME: const string GestureRecognition
- _isReady: bool
- _areNewlLandmarksReady: bool +
- _stopwatch: Stopwatch <<Interface>>
()
- _lastModelResult : (List<Vector3>, string, long) ILandmarkinterpreter
+ Landmarkinterpreter: ILandmarkInterpreter le>—l |+ OnNewLandmarksGenerated(List<Vector3>, llmageProvider)
+ Gesturelnterpreter: 1Gesturelnterpreter <> *
+ ImageProvider: lImageProvider [ <<Interface>>
IGestureinterpreter

- Awake()
- Update() + OnNewGestureGenerated(List<Vector3>, string)
- ProcessGesturesCallback(GestureRecognizerResult, Mediapipe.Image, long) +
- ProcessLandmarksOnlyCallback(HandLandmarkerResult, Mediapipe.lmage, long)

. ) ) ) o o <<Interface>>
- ProcessTaskApiResult(List<NormalizedLandmarks>, List<Classifications>, Mediapipe.Image, long) limageProvider
+ Generatelandmarks() + TryGetLastimage(out Mediapipe.Image): bool

Puc. 2. Jluacpamma xknaccos mooyna CoreComponents

3.2 DefaultComponents

Monaynbs cOCTOMT M3 TOTOBBIX MMILIeMeHTauui uHTepdeiicoB u3 moayns CoreComponents. OOLIyI0
CXeMy MOAYJIS M CBSA3€H BHYTPH MOAYJISl BUIHO HA PUCYHKE 3.

Hcnone3ys 3TH peanuzanuu, pa3paboTUUK crocoOeH OBICTPO J00AaBUTH B CBOM MPOEKTHI CIEAYIOLIHE
¢$byHKUMM:

- OTCIeXHMBAaHHWE pa3METKH pPYKH Ha OCHOBE M300pakeHMss C  Kamepbl cMapT¢oHa
(CameralmageProvider, Landmarkinterpretator);

- OasoBas  wuWHTemperalMs ~ pa3MeTKH B BUpPTyaJbHOM  mpoctpaHctBe  (JitterFilter,
CameraDepthModifier);

- pacno3HaBaHue xecToB (PoseDetectBus, SimplePose).

OTMeTnM, 9TO JUIsl pacro3HaBaHUs JAOCTYITHO 8 »KECTOB, MPEIYCMOTPEHHBIX B Mojenu oT Mediapipe
[4,c. 1]. ¥V pa3paboTINKOB €CTh BO3MOXXHOCTH PACHIMPUTH HAOOp KECTOB 3a CUET JOOOYUCHHS] MOACIH
[5, c. 1], unu peanuzauuu untepdeiica [DetectablePose.
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ITonp30BaTeNh MOXKET MCIOJIB30BaTh STOT MOAYJIb B CIIy4ae, €CJIM OH XO4YeT CKopee HauaTh pa3padoTKy
CBOMX IIPOEKTOB, CBeIs pabOTy Cc OMOMMOTEKOH K MHHHUMYMY. [lompoOGHOCTH peanu3ariil KJIacCoB H
MPUMEpPHl WX HCIIOJIB30BAHUSI PACKPBITHI B COOTBETCTBYIOIIEH TJaBe PYKOBOJCTBA IO JKCILTyaTalluu
OMOIMOTEKY.

DefaultComponents )

ArCameraManager

CameralmageProvider: MonoBehaviour

Landmarkinterpretator: MonoBehaviour

- _handTrackingProvider: HandTrackingProvider

- _handVisualizer: HandVisualizer
- _manager: ARCameraManager
0+ DepthModifier: IDepthModifier
122 - _textureToProcess: Texture2D

: 1 - _filter: JitterFilter
i |- _conversionParams: ConversionParams? 1
+ LastProcessedLandmarks: Vector3[]

i | + GetScreenResolution(): Vector2int + LastRawLandmarks: Vector3([]
: + GetCameraResolution(): Vector2int

! - Awake()

' + GetScaledCameraResolution(): Vector2int

: - Start()

+ TryGetLastCameraTexture(out Texture2D): bool
: + OnNewLandmarksGenerated(List<Vector3>, lImageProvider)
- GetTexture2DFromCpulmage(XRCpulmage): Texture2D

i V2
: \L JitterFilter

- _filteredLandmarks: Vector3[]

SimplePose

<<interface>> +- PoseType: Type

: IDepthModifier - _smoothingFactor: float + OnPoseDetectionStart: EventHandler

+ Process(Vector3[], limageProvider) + OnPoseDetected: EventHandler

x + JitterFilter(float)

: . + Filter(Vector3[]): Vector3[]

: CameraDepthModifier: MonoBehaviour
[ <<Interface>> <5
- _landmarkinterpreter: Landmarkinterpreter IDetectablePose 1

+ OnPoseCanceled: EventHandler

+ OnPoseLost: EventHandler

- _timeToDetectSeconds: float

- _calibratedHandSize: float

- _zMultiplier: float

- Start()
+ Calibrate(Vector3[])

+ OnPoseDetectionStart: EventHandler
+ OnPoseDetected: EventHandler

+ OnPoseCanceled: EventHandler

+ OnPoselost: EventHandler

+ Check(Vector3([], string)

- _timeToExpireSeconds: float
- _activateTimer: float
- _expireTimer: float

+- IsDetecting: bool

+ Tick(float) -1 +- IsDetected: bool
+ Process(Vector3[], lImageProvider) + Pause()
+ Resume() +- IsPaused: bool

- CalculateHandSize(Vector3[]): float

+ GetActivationTimerNormalized(): float

+ Check(Vector3[], string): bool

PoseDetectBus: MonoBehaviour + PoseState(PoseType)

- _poses: PoseState[] o + GetActivationTimerNormalized()
- _lastPoseType: PoseType + Resume()

- Awake() + Pause()

- Start() + Tick(float)

- Update() - Reset()

+ SubscribeOnPoseDetected(EventType, PoseType, UnityAction)
+ UnSubscribeOnPoseDetected(EventType, PoseType, UnityAction)

+ GetPoseDetectTimerNormalized(PoseType): float

+ OnNewGestureGenerated(List<Vector3>, string)

Puc. 3. Jluaepamma xnaccos mooyas DefaultComponents
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3.3 ExtraComponents

Monynb JOMOJIHUTEIBHBIX KOMIIOHEHTOB, KOTOPBIE MOTYT OBITh HMHTEPECHBI pa3paboTYMKaM Npu
pa3paboTke cBoux mnpuiiokeHui. Cro/la BXOIUT KIIACC JJIsi OTOOPaKEHUS B PEaIbHOM BPEMECHH PE3YJIbTaTOB
pa3MeTKd BMECTe C HampapleHHeM HopMmanu jnamonu (HandVisualizer). Taxke B MOy BXOIUT KJacc
VRMode, ¢ TIOMOIIBI0 KOTOPOTO MOXHO OBICTPO aTalTHPOBATh CBOE NPHIOKECHHE MO VR-OYKH THIIA
Google Cardboard.

Jns paboter Momyneit kiacca HeoOxoamm monyns DefaultComponents. Kiaccel MOmynss BHAHO Ha

pucyske 4.

ExtraComponents J

HandVisualizer: MonoBehaviour

VrMode: MonoBehaviour

- _landmarkinterpreter: Landmarkinterpreter
- _palmNormalRenderer: LineRenderer

- _worldParent: Transform

- _spheres: LineRenderer(]

- _lastTrakedLandmarkVectors: Vector3([]

- _handPointPrefab: LineRenderer

- _isRecentlyUpdated: bool

- _hideHandsDelayedCoroutine: Coroutine

- Start()

- FixedUpdate()

- DelayedHideHands(): IEnumerator
- HideHands()

+ SendNewLandMarks(Vector3([])

- _uiGameObject: GameObject
- eyeStepSlider: Slider

- cameraToSplit: Camera

- fullScreen: Rawlmage

- leftEye: Rawlmage

- rightEye: Rawimage

- triggerSplitModeOn: bool

- eyeStep: float

- _cropPercentage: float

- isSplitModeOn: bool

- renderTexture: RenderTexture

- Start()
- OnDestroy()

- Update()

- ChangeMode(bool)
- Recount()

+ ChangeMode()

+ SetEyeStep(float)

Puc. 4. luaepamma xnaccos mooyas ExtraComponents

3.4 DrawingExampleComponents n PuzzleExampleComponents

Monynu conepkaT KOMIIOHEHTHI, HUCIOJb3yeMble B JIEMO-TIPHIIOKEHUSIX, TTOCTPOCHHBIX C TOMOIIBIO
naHHoW Oubnmmotexku. Ha pucynke 5 Buansl kinaccel npuiioskenus «Ilasnbe», a Ha pucyHke 6 — MPUIOKEHUS

«AR pucoBaHue».
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PuzzleExampleComponents ) PickPose: IDetectablePose

SnapPointGrabber: MonoBehaviour

+- PoseType: Type

PuzzlePeace: MonoBehaviour - _poseDetectBus: PoseDetectBus

+ OnPoseDetectionStart: EventHandler . . .

- _snapPointController: SnapPointController [ - _triggedSnapPoint: SnapPoint
+ OnPoseDetected: EventHandler ‘

- _tb: Rigidbody - _grabberVisual: MeshRenderer
+ OnPoseCanceled: EventHandler i

- _collidedColor: Color
- Awake() + OnPoselLost: EventHandler
- _calmColor: Color
- OnEnable() - _timeToDetectSeconds: float . .
. - - _isHolding: bool

- OnDisable() - _timeToExpireSeconds: float

- OnGrabbed(object, EventArgs) . activateTimer: float - Start()

- OnReleased(object, EventArgs) - _expireTimer: float - OnDestroy()

- OnTriggerEnter(Collider) +- IsDetecting: bool - OnFistDetected()

- OnTriggerExit(Collider) +- IsDetected: bool - OnFistLost()

\]/ +_ IsPaused: bool 1 - OnTriggerEnter(Collider)
SnapPointController: MonoBehaviour + Check(Vector3(], string): bool - OnTriggerExit(Collider)

* OnPointGrabbed: EventHandier + GetActivationTimerNormalized()

+ OnPointReleased: EventHandler + Resume()

- _grabbedPoint: SnapPoint + Pause()

- tb: Rigi SnapPoint: MonoBehaviour

_rb: Rigidbody + Tick(float) P

- _landmarkinterpreter: Landmarkinterpreter - Reset() + OnGrabbed: EventHandler<Transform>

- _followPoint: Transform é‘ + OnReleased: EventHandler

- _palmNormalWhenGrabbed: Vector3 - _controller: SnapPointController

- _initialRotation: Quaternion - _pointRendererVisual: MeshRenderer

- Awake() - Start()

- FixedUpdate() + Snap(Transform)

- SubscribeSnapPoint(SnapPoint) + UnSnap()

- UnSubscribeSnapPoint(SnapPoint) + Show()

- OnSnapGrabbed(object, Transform) + Hide()

- OnSnapReleased(object, EventArgs)

Puc. 5. Juacpamma knaccoe mooyns PuzzleExampleComponents

DrawingExampIeComponents)

TubeDrawer: MonoBehaviour ColorPicker: MonoBehaviour
- _radius: float - _landmarkintepreter: Landmarkinterpreter
- _radialSegments: int - _poseDetectBus: PoseDetectBus
- _brushColor: Color - _tubeDrawer: TubeDrawer
- _landmarkinterpreter: - _colorPallete: GameObject
: 7péseDlétéctBus.: PoseDetectBus - _touchFingerPrefab: TouchFinger
- PaintingPrefab: MeshFilter - _tfHolder: TouchFinger
- _isDrawMode: bool - _palleteHolder: GameObject
- _mesh: Mesh - Starl()
- _path: List<Vector3> - OnDestroy()
- _vertices: List<Vector3> - Update()
- _triangles: List<int> - OnGolorPicked(Golor)
- _colors: List<Color> - SpawnDialog()
- Start()
- Update()
- UpdateTubeMesh()
- GetTangent(int): Vector3
- OnPointUpDetected()
- OnFistDetected()
- OnDislikeDetected()
- OnLikeDetected()

+ SetBrushColor(Color)

Puc. 6. [Jluacpamma xnaccos mooyns DrawingExampleComponents
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4. [leMoHCMpayUuoHHbIe rpumepbl

YroObl y pa3paboOTUMKOB ObLIa BO3MOXKHOCTH OBICTPO TOTPY3UTHCS B MTOTOBYIO OMOIMOTEKY, OBLIO
co3fano 2 mpumepa e€ ucnoib3oBanus «4R PucoBanue» u «AR [1a3nbm.

4.1 NMpunoxeHne «AR PucoBaHue»

ITepBBIM TIpIMEPOM HCIIONIE30BaHUS OMOIMOTEKH CTallo TpuinoxeHne «4AR PucoBanme». B HeM MoxHO
pucoBaTh 00beMHBIC JTMHUKM B Bo3ayxe (puc. 7). Ha BbiOOp ecth 3 nBerta. Bee ympasieHue peann3oBaHO
’kecTaMi. PUCYHOK KOPPEKTHO 3alIOMHHAET CBOE IOJIOKEHHE B MTPOCTPAHCTBE, U HA HErO MOXXHO CMOTPETH C
pasHBIX pakypcoB (puc. 8§ u 9). JlaHHBIH pUMep MO3BOJSET OTIAKUBATH aJTOPUTM BBIYHCIICHUS TTyOWHBI.
Ha pucynkax 8 1 9 MOKHO BHIETH, YTO HHOT/IA AJITOPUTM MOYKET OBITH HETOYHBIM.

0000000

- -

Puc. 8. Pucynox 6 00noaHeHHOU peaibHOCIU ¢ Npago2o paxkypca
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Puc. 9. Pucynox 6 00noiHeHHoU peaibHOCmU ¢ 16020 PAKypCa
4.2 MNpunoxeHue «Mas3nbi»

Bropoii npuMep mokaszpIBaeT He MPOCTO BOZMOXKHOCTh Pa3MECTUTh OOBEKT B IPOCTPAHCTBE, HO TAKKE U
B3aUMOJICUCTBHE C BUPTYaJIbHOM CPeIOi.

B npunokennu nepes; moip30BaTeNeM MOSBISETCS 2 JOCKU — ¢ (hparMeHTaMH H300paskeHus (Ma3inamMu)
n camuMm wuzoOpaxenueMm (puc. 10). Hrpoxky HeoOXOAMMO COMOCTaBUTH (PpParMeHTbl C HCXOIHBIM
n300paKeHHEM U TIEPEHECTH KaXkIbplid pparmeHT Ha cBoe mecto (puc. 11). [Ta3nsl sBisitoTcs Qru3ndeckuMu
00BEKTaMHU — Ha HUX JICHCTBYIOT CHJIBI TPaBHTAIMM, U OHH MMEIOT CBOM (U3MUecKue rpaHunbl. [lomumo
3TOTO, TIOJIB30BATEIh MOXKET ABUTATh caMu JocKH (puc. 10), 9T00bI pacoNoXuTh UX TaK, KaKk eMy yI00HO.

CTOUT OTMETUTh, YTO BCE B3aAMMOJICHCTBHE MPOMCXOIUT C MOMOIIBIO KeCcTa, KOTOPbIH ObLI J00aBIeH
0e3 nooOydeHus BcrpoeHHOU B Mediapipe monenu. Ilo3a Pick cunTaeTcs akTHBHOMN, KOTJa PacCTOSHUC
MEXJy KOHUYMKAMH OOJBIIOT0 M yKa3aTeNbHOTO Malblla MEHBIIE ONMPEeIEHHOro mopora. Bo3MOKHOCTb
JI00ABUTH HOBBIN JKECT ISl PACTIO3HABAHUS SBJISCTCS BAXKHOU JIIs pelieHus HyHKINEH.

Puc. 10. Bzaumooeticmsue uepoka ¢ 00CKou
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Puc. 11. Bzaumooeticmsue uepoxa ¢ nasiamu

5. Periosumoputi

B pesynbrare paGotel chopmupoBancs GitHub peno3utopuii, TOCTYNHBIA MO CIEAYIOLIEH CCBUIKE:
https.://github.com/Baykoku-cs/HandsForMobileAR. lpaBuna paboTel ¢ HUM pacnucanbl B README datine
perno3utopusi. PaccMOTpUM MOy YMBIIMIACS PEIO3UTOPHIA.

5.1 NnueH3una

Pemenne pacnpocrtpansiercss nmo MIT nunensud, Tak ke, kKak U MediapipeUnityPlugin, KOTOpBIH
SBIIsIeTCs. OCHOBOM OuOmuorteku. JIroOoi BIpaBe CBOOOTHO WM3MEHSTh M HCIOJIB30BATh HCXOTHBIN KOI
peleHHs, HO MPOAYKT MPeoCTaBIIsIeTcs 03 KaKUX-TH00 TapaHTHi.

5.2 Bepcuu bubnuorekm

VY npoekra ectb nepsas cradwibHas Bepcus — 0.1.0. OHa COAepUT BCE MOJYJIM, OMIMCAHHBIC B 3TOU
pabore. Ilepex mnyOnukaumeil 1ularmH OBUI NPOBEPEH: MOCHe AO00ABICHUS €r0 U COOTBETCTBYIOLIMX
3aBUCUMOCTEH (Tporecc 3amycka OMONMOTEKH OMHMCAaH B JIOKYMEHTAIMH) B IYCTOH MPOEKT, JeMO-CIEHBI
KOPPEKTHO 3aITyCKalOTCsl U padOTaroT.

5.3 lokymMeHTauus

B mnanke docs MoxxHO HalWTH BClO HMH(OpMAaIMIO, KacaloUIylocs IPOEeKTa, TeM HE MeHee, Tepel
MOTPYKEHHEM B IOKYMEHTALMIO BaXXHO NpounTath README peno3uropusi.
B ¢ noxymeHTanuein Mo>XHO HATH:

- PyxkoBoxctBo monb3oBarens B Qopmatax .pdf u .docx. Cnemys PyKOBOACTBY, IOJb30BaTeNb
peanu3yeT KaX/Iblii U3 MOyJiel 1 OyJeT OTIINYHO OPHEHTHUPOBATHCS B OMOIHNOTEKE.

- JlokyMeHTanus K api penieHus. ITOT JOKYMEHT MOJIh30BaTeIh MOXKET HCIIOIB30BaTh, YTOOBI OBICTPO
OCBEXUTH AMSTh TI0O MOIYJISIM OMOTNOTEKH.
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3aknryeHue

B xone paboThl ObLIO CO31aHO PEIICHUE, PACIIMPSIONIEe BOZMOXXHOCTH ARFoundation v no3Bossionee
NI00aBUTh B CBOU MPOCKTHI JIOTIOJTHEHHOM PeaIbHOCTH TPEKUHT PYK.

ApXUTEKTypa penieHus] THOKas — pa3pabOTYNK CMOXKET C JISTKOCTHIO PACHIUPHTH U MOJUPHUIINPOBATH
MPOJYKT TaK, YTOOBI OH MOIXOIMII JJIsi PEHICHUs €r0 KOHKPETHBIX 3a/a4y. OTMETHM, 4TO 0a30Bas METpHKA
otleHku .NET xona — uHaeke ynoOcTBa momnepkku [6] paBeH 84 s Bceit oubnuorexu (95 ams Momyns
CoreComponents).

Bonpmias d4acTh MpoeKTa CONPOBOXKIAETCS JOKyMeHTauued. bruarogaps nemMo-mpumMepam y
pa3paboT4MKoB OyZeT BO3MOXKHOCTH OBICTPO OCBOMTH OMONMOTEKY M HadaTh pa3pabOTKy COOCTBEHHBIX
npuiokeHuil. MoayabpHas apxXUTEKTypa pelIeHus I03BOJIUT YA0OHO UMIIOPTUPOBATh B CBOM MPOEKT TOJIBKO
HY>KHBIN pa3paO0TUYnKy KOHTEHT.

HpOCKT MMPOJOJIKUT aKTUBHO PA3BHUBATLCH. CYHICCTByeT MHOXXCCTBO PA3JIMYHBIX q)YHKHI/IP'I, KOTOPHBIC
pacmmpgaT 6I/I6J'II/IOTeKy KEIAaCMbIMH BO3MOXHOCTSIMH. HaanMep, OJHUMH U3 3alUIaHUPOBAHHBIX
M3MEHEHHMI MOYKHO Ha3BaTh:

- KoMmwisnus minaruHa Mediapipe ¢ MomynsiMu 1ist 3amycka oubnanoreku B GPU pexume;
- 100aBHUTH BOZMOYXXHOCTb MOJIH30BATEI0 HACTPAUBATh KOJUYECTBO OTCICKUBAEMBIX MOAECTBIO PYK;

ajlanTaiys Moj] BEepTUKAIBHYIO OPUCHTAIIUI0 CMapT(HOHA;

pa3paboTaTh KOMIOHEHT C HACTPOWKON OKKITFO3UH.
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