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HCIIOJIb30OBAHUE JIOMOJHEHHOM PEAJBHOCTHU JJI1 MOJIEJIMPOBAHMUS
JAN3AUHA UHTEPBEPA B MOBWJIBHBIX INTPUJIOKEHUAX

Annomayus. B cratbe pacCMOTPEHBI COBPEMEHHBIE MTOIAXO/BI TIPU CO3MaHHUH TOJIB30BATEIECKUX HHTEPPEHCOB,
BBIOpaHBI MH(POPMAITHOHHBIC TEXHOJIOTHH UIS Pean3aliy JOTIOJHEHHONW PeaqbHOCTH, W TPEICTABICHO MPHIOKCHHUE
IUTSL BU3yalM3allii BUPTYalbHOTO 00BEKTa B peallbHOM HHTEPhEPE C MCIONB30BaHWeM TexHomornu augmented reality,
AR.
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USING AUGMENTED REALITY TO MODEL INTERIOR DESIGN IN MOBILE
APPLICATIONS

Abstract. The article discusses modern approaches to creating user interfaces, selected information technologies
for implementing augmented reality, and presents an application for visualizing a virtual object in a real interior using
augmented reality technology, AR.
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BBenenne

B wHacToOsImMii MOMEHT B IIOBCEAHCBHYIO JKHM3Hb JIIOJCH IIPOYHO BOIUIM LH(POBHIC
TexHojoruu. OIHOM M3 TaKMX OTHOCHUTENHFHO HOBBIX HMH(MOPMAIMOHHBIX TEXHOJOTHH SIBISETCS
nononHeHHas peanbHocTh (AR, augmented reality) [1-2]. OcHoBHast uaes JaHHONH TEXHOJOTHH —
HAJIOXEHHE B TOJIe 3pEHUs 4YeloBeKa pa3iandHoro Buaa uHdopmaruu (2D u 3D rpaduka, aymauo,
TEKCT) Ha U300pa’keHue peasbHOro MUpa.

JlomoHeHHas: pealbHOCTh — 3TO BO3MOKHOCTH, KOTOpasi B pPEaIbHOM BPEMEHH JOMOJIHSET
bu3nyecKknii MUp, KaKUM MbI €r0 BHWJIHM, C IOMOIIbI0 MU(POBBIX JAHHBIX, IMOJYYCHHBIX C
MOMOIIBI0 YCTPOHCTB — IUIAHIIETOB, CMapTGOHOB HIM JPYIHX, a TaKXkKe C MOMOIUIBIO
MPOTPaMMHBIX CPEJICTB, MO3BOJISIIOT YBUACTh WHTEPECYIONIHE HAaC OOBEKTHI B HEMOCPEIACTBEHHOMN
ONMM30CTH, B pealbHOCTH. Hanpumep, 0uky TOMOTHEHHOHN pealbHOCTH WIIM CUCTEMBI TPHUIIETUBAHUS
B COBPEMEHHBIX OOEBBIX CaMOJIETaX — ATO TOXKE JAOIMOJIHEHHAS! PeaTbHOCTb.

IMonp3ysice kimaccuukaimed, MpeIoKeHHOW B suteparype [3, 4], IomogHEeHHYIO
peasnibHOCTh (augmented reality, AR) Hamo ornmuate oT BupTyanbHOHM (virtual reality, VR) u
cMmemanHo# (mixed reality, MR).

B 1omonHEHHOW peaTbHOCTH Ha peallbHOC OKPY)KEHUE TPOCIUPYIOTCS BUPTYaIbHBIC
OOBEKTHI.

BupryanpHas peampHOCTH — 3TO MHUpP, CO3JaHHBIM TEXHHYECKUMH CPEJICTBAMH,
BOCIIPUHHUMAEMBII YEIOBEKOM Yepe3 OpraHbl UyBCTB.

CwmetianHast Wi THOpUTHAS PEATHPHOCTh 00BEMHSIET 00a TOIX0/a.

To ectb, BUpTyalbHas pealbHOCTh CO3MA€T TaKOE IMPEICTaBICHHE, B KOTOPOE MOXKET
MOTPY3UTHCS YEJIOBEK, a JOMOJHCHHAS JI0OABIIICT BHUPTYaJIbHBIC 3JIEMEHTBI B MHUpP PEATbHBIM.
Breixoaut, yto VR B3auMOJeiCTBYET JIUIIB C MONb30BaTeNsIMU, a AR — co BCeM BHEIIHUM MUPOM.

Texnonmorus AR MOXHO omucaTh CIEAYIOMUM 00pa3oM:

— BCTPOCHHAs Kamepa AJIEKTPOHHOTO MPUOOpa aHATU3UPYeT N300pakeHHe TOTO TTIOMEIICHHS,
B KOTOPOM YCTaHOBJICH 0030p MTPOCTPAHCTBA;
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— CcIenuaIbHOe MPOrpaMMHOE 00ecrieueHre HaKIa pIBaeT Ha N300pakeHNEe PealbHOTO MUpa
BUPTYQJIbHBIA OOBEKT;

— TMPOWCXOJUT CHHXPOHU3ALMS BHUPTYAJbHOTO OOBEKTa C pealbHOW OOCTAaHOBKOW B
MOMEIIEHUU. DTO B3aUMOJACHCTBHE MO3BOJIIET UM JBUraThCsi OJHOBpeMeHHO. I Ha Qusmyeckom
YPOBHC ITPOUCXOAUT B3aMMO3aBUCHUMOCTD,

— TMOKa3bplBaeT M300pakeHHe JOIMOJHEHHOM pEeaJbHOCTH Ha OSKpaHe dJIEKTPOHHOTO
YCTPOMCTBA.

Ha pucynke 1 cxemaTMuHO H300pa)Ke€Hbl YCTPOWCTBA M MPOrPaMMHOE CPENCTBO,
HEOO0XOAUMBIE JJIS1 CO3JJaHUS JONOTHEHHOW PEaTbHOCTH.

BUAEO-KAMEPA
. IKPAH
BUPTYA/IbHbIV
OBbEKT+
PEAJIbHbI
OBbEKT
MPOTPAMMA
JONONHEHHAA

PEANIBHOCTb

Puc. 1. Cxema padoter AR

YcrpoiicTBa, criocoOHbIe paboTaTh ¢ TOMOJIHEHHON PeaabHOCThIO, JOKHBI ObITh OCHAILECHBI
KaMepoil ¥ pa3IMYHBIMUA JATYMKAMH, TAKUMH KaK:

—MAarHUTOMETP BBICTYHAIOIIUN KaK KOMIIAC, ONPEJeIIsieT, I/1e HAXOIUTCS CeBep;

—TMPOCKOII, OIPEAEIAIOMNNA YTOJI HAKJIOHA U ITOJI0KEHNE YCTPOUCTBA;

—aKCeNepOMETp, ONpPEEISIOIINN H3MEHEHUS! CKOPOCTH IBM)KEHUS M BpallleHHs yCTPONCTBA;

—JTaTYMK TITYOUHBI BEIYUCISIONINA PACCTOSTHUE IO OOBEKTA.

YTOYHATH JaHHbIE, IMOJyYEHHbIE CMAapT(GOHOM OT JaTYUKOB, MOMOTAlOT BCTPOCHHBIE B
cmapTdoH HelpoceTH. OTinyaTh 0OBEKTHI IPYT OT ApPYyra U MOHHUMATh, I/le 3aKaHYMBAETCS OJIUH
O00BEKT U HAYMHAETCS JIPYTOil, TOMOraloT AJIFTOPUTMbI KOMIIBIOTEPHOTO 3PEHHUS.

Kak yxe ObUTO cKka3zaHO BbIIIE, K CIHUCKY TEXHUYECKUX CPEACTB OTHOCATCS CMapT(OHBI,
IUTAHIIETHl ¥ OYKHU JIOMIOJTHEHHOM pealbHOCTU. B HAcTOSIIINIT MOMEHT MX IIUPOKOE MCIIOIb30BaHHE
MO3BOJISIET YJIY4ILATh B3aMMOJICHCTBHE MOIb30BaTENIEH ¢ OKPYKAIOIIMM MUPOM, a HE OTAEIATh €ro,
U TO03BOJISIET AJaNTUPOBaTh HWH(GOPMAIMIO B 3aBUCHUMOCTH OT MEHSIOIIMXCS ycloBHM. JlaHHas
TEXHOJIOTHSl JIOMOJIHEHHON peaJbHOCTH 00J1alaeT OONBIIMM TMOTEHIIMAIOM I TOBBIIICHUS
KayecTBa OOYy4YeHHMs] MEAMIMHCKOTO IEpPCOHaja, pEeMOHTa U OOCIIYyKMBAaHUS  CIIOYKHOIO
o0opynoBaHus, MOBBICUTh IPPEKTUBHOCTH M 3KOHOMHIO 3aTpaT BO MHOTuMX oOyactsix OusHec-
JIOTUCTUKH, COBEPIUIMTh BHUPTYAIbHYIO MPOTYJIKY MO 3apyOeXHbIM CTpaHaMm, B OOpa30BaHHUH
MO3BOJISIET, HAIPUMED, IPU U3YYEHUH KOCMHUYECKOI0 IIPOCTPAHCTBA BUAETHh B CMapT(oHE MOIHYIO
kapTy CoJIHEUHOH cucTeMbl, U T.A. YKe CEeroJHs JAONOJHEHHAasl PeaJbHOCTh MO3BOJSET BUJETh B
peaibHOCTH  pa3pabaTbiBaeMble IPOEKThl CTPOUTENBCTBA M APXUTEKTYpHI, MpPEANoyaraet
pasmenienne 3D-mopenu mpeiaraeMoro MNpPeANpUsATHS B CYIIECTBYIOLIEM IPOCTPAHCTBE C
HCIOJIb30BAaHUEM YCTPOUCTB JOMOJTHEHHON PeajbHOCTH U MOOWIJIBHBIX YCTPOICTB, a MPU PEMOHTE
KBapTUP MOKHO 3apaHee pa3MeIaTh IUIaHUPyeMbIe IPEIMEThI, HCIOb3Ys TexHonoruto AR [5].

AR Core —oubnmmorexka ot kommanmu Google, ToaAepKUBAIOMIAsCS Ha OINEPaIlHOHHBIX
cucremax g Android u 10S. Drta 6ubnroTeka TOCTyMHA KaK caMOCTOATEIbHAs pa3padoTKa Mo
KOHKPETHYIO ONEPALMOHHYI0 CUCTEMY, TaK M C UCIIOJIb30BAHUEM MPOTPaAaMMHBIX Cpell pa3pabOTKH
Unreal Engine u Unity. Ha pucyHke 2 mpencrasieHa JOJsi YCTPOWCTB, mojaepkuBarommx AR
Core.



CKONbKO B MUpe YCTPOUCTB
nogaepxusaer ARCore?

a W flons cmaprdoHOs,

nopaepwusaowmx ArCore

Lons cmaprhoHos, He
nopaepxusalowmx ArCore

98%

Puc. 2. Jlons ycrpoiicts, nognepxusatomnx ARCore

OcHoOBHbBIE OCOOEHHOCTH:

—pacro3HaHue Pa3IMYHBIX IUIOCKUX BEPTHKAIBHBIX M TOPU3OHTANBHBIX IMOBEPXHOCTEH, a
TaKXe MapKepoB.,;

—BO3MOXKHOCTh CO3/IaHUSI MHOTOTIOIH30BATENIbCKUX PUITIOKEHUM;

—TEXHHYECKAs MOAJEPKKA OT pa3pabOTUYHKOB.

Hemocratkom AR Core sBasiercsi TO, 4YTO CIHMCOK YyCTpoiictB Ha cucteme Android,
MOJICP)KUBAIONINX JIAHHYI0 OHOJIMOTEKY, OrpaHHuYeH, HO C KaXIbIM MECSAIEM OTOT CIHUCOK
MOTIOJTHSIETCSL.

[MonnepxuBaer pa3pabOTKy MYJIbTH IUIATPOPMEHHOTO TIPWIOKEHUS TOJBKO Cpena
paspabotku Unity [6]. Jlns ucnons3oBanus AR Core cMapTdoH JTOJDKEH COOTBETCTBOBATH TAKHM
TpeOOBaHUAM, KaK:

—BBINOJIHEH BX0J1 B akkayHT Google;

—umeercs cepruduxar AR Core;

—noctynHo He MeHee 1 ['b cBoGonHOrO Mecra;

—YCTaHOBJIEHO XOTsI Obl OZJHO IpUJIOKeHUE ¢ PyHKIUAMU AR;

—HMMEEeTCs CIIUCOK YCTPOMCTB, mojaepxuBaeMbix AR Core, X MOXXHO ITOCMOTPETh Ha caiTe
[7].

Jns  pa3paboTku  00CYKJaeMOoro MpOrpaMMHOIO MPOAYKTa ObLIM BBIOpaHbI Takue
NpOrpaMMHBIC CPECTBA, Kak sA3bIK nporpamMupoBanus C#, Visual Studio u Unity (ucmons3oBacst
BapuaHT Personal, mo3Bossitomuii ucnons3oBaTh 06a3oByro miaardopmy Unity OecruiaTHo, moka
noxoael OT paspaborok cocraistor Menbime 100 Teic. $) [8, 9]. BwiOOp 3>THX Ccpencts
OOOCHOBBIBAJICS paHEEe TIOJYYEHHBIM OIBITOM €ro HCIOJb30BaHUS M BO3MOXKHOCTBIO HX
MIPUMEHEHHUS Ha COOTBETCTBYIOIIEM MOOUIBHOM yCTPONCTBE.

PazpaboTka JaHHOTO MPOEKTa HAYMHAETCS C MOCTPOECHUSI OCHOBHOM CIieHbl puioxkeHus. Ha
pUCYHKE 3 TIPEICTAaBIIEH HAYaIbHBIM OSKpaH TPWIOKEHUs. Himke NpuUBOAATCS TpUMEPHI
IIPOrPaMMHBIX KOJIOB - CKPUIITOB JJISI CO3/1aHUS KHONKH YCTAaHOBKHM OOBEKTa NMPHU CKAaHUPOBAHWUU
KaMepoit moBepxHocTH (SCriptl), a Takxe It MOBOpPOTa 00BEKTA, YTO OBUIO PEaM30BaHO JABYMS
croco0aMu: MpHU HaKaTUHM HA KHOIKY OOBEKT MOXHO BpallaTh MpU MOMOIIY OJHOTO Majiblia, MpU
HaKaTUM Ha KHOMKY Bpamarts 00BeKT, 00BeKT (QHUKCHpYyeTcs Ha MeCTe M IMPH ITOM TepseTcs
BO3MOKHOCTh €r0 MEPEABIKEHHsI, HO MOSBISAETCS BO3MOKHOCTD BpAIlaTh €ro MalbLEM M0 3KpaHy,
a IpU HAXKATUU JIBYMSI NAJbIIAMK OJJHU mael] pukcupyet o0bekT Ha Mecte (Script2).

{Scriptl. Co3nanume KHONKH YCTAHOBKH O00BEKTa NPH CKAHMPOBAHHM KaMmepoii
MOBEPXHOCTH
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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using UnityEngine.Ul;
public class AddObject : MonoBehaviour
{ private Button button;

private ProgrammManager ProgrammManagerScript;

private bool crutch = false;

/I Start is called before the first frame update

void Start()

{ ProgrammManagerScript = FindObjectOfType<ProgrammManager>();
button = GetComponent<Button>();
button.onClick.AddListener(AddObjectFunction); }

I/l Update is called once per frame

void AddObjectFunction()

{ if (crutch == false)

{ ProgrammManagerScript.ScrollView.SetActive(true);
crutch = true; }

else
{ ProgrammManagerScript.ScrollVView.SetActive(false);
ProgrammManagerScript.ScrollViewTable.SetActive(false);
ProgrammManagerScript.ScrollViewKabine.SetActive(false);
ProgrammManagerScript.ScrollViewBed.SetActive(false);
ProgrammManagerScript.ScrollViewArmchair.SetActive(false);
ProgrammManagerScript.ScrollViewSofa.SetActive(false);
crutch="false; } } }

Puc. 3. HauanbHas cCiieHa PHITOKEHAS

{Script2. Bpauienne o6beKTa, 00beKT (PUKCHPYETCSI HA MeCTe M NMPHU ITOM TepsieTcs
BO3MOKHOCTD €r0 NepeaABUKCHUSA
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
public class Rotation : MonoBehaviour
{ private Button Button;
private ProgrammManager ProgrammManagerScript;
// Rotate Objec by 1 fingers
void Start()
{ ProgrammManagerScript = FindObjectOfType<ProgrammManager>();
Button = GetComponent<Button>();
Button.onClick.AddListener(RotationFunction); }



/[ Update is called once per frame
void RotationFunction()
{ if (ProgrammManagerScript.Rotation)
{ ProgrammManagerScript.Rotation = false;
GetComponent<image>().color = Color.red;}
else
{ProgrammManagerScript.Rotation = true;
GetComponent<lmage>().color = Color.ForestGreen; }}
/IRotate Objec by 2 fingers
if (Input.touchCount == 2)
{ Touch touchl = Input.touches[0];
Touch touch2 = Input.touches[1];
if (touchl.phase == TouchPhase.Moved || touch2.phase == TouchPhase.Moved)
{ float DistanceBetweenTouches = Vector2.Distance(touchl.position, touch2.position);
float prevDistanceBetweenTouches = Vector2.Distance(touchl.position - touchl.deltaPosition,
touch?2.position - touch2.deltaPosition);
float Delta = DistanceBetweenTouches - prevDistanceBetweenTouches;
if (Mathf.Abs(Delta) > 0)
{Delta *=0.1f; }
else
{DistanceBetweenTouches = Delta = 0;}
YRotation = Quaternion.Euler(0f, -touchl.deltaPosition.x * Delta, 0f);
SelectedObject.transform.rotation = YRotation * SelectedObject.transform.rotation; }}
Il Deselect object
if (touch.phase == TouchPhase.Ended)
{if (SelectedObject.CompareTag("Selected™))
{SelectedObject.tag = "UnSelected™; 1}
HJ’ISI CTPYKTYpUPOBAHUA CO3JaHHBIX 00BEKTOB ObLIa pcain30BaHa yIopsad0o4dCHHasA CUCTCMa
¢aiinos (Pucynok 4), xpansimas 3D 00bEKTHI.
¥ (& Assets2
I Materials
I Models
¥ [&m Prefabs
I Armchair
Mm Bed
Im Kabine
I Sofa
I Table
I Scenes
b= Scripts
I Shaders
I Textures
Puc. 4. Cucrema (haitioB 00beKTOB IPHIOKESHUST

Ha pucynke 5 mpuBeieHO peanbHOE 0TOOpakeHHe CITUCKa 00BEKTOB, & Ha PUCYHKE 6 — OJIMH
13 00bekToB. [ToMruMO BBEIOOpa M YCTAaHOBKHM O0BEKTa M3 CIUCKA MOJIb30BATEIh MOXKET MEepEABUTAThH
€ro ¢ nNMoOMOIbHO ABUXKCHUS IIaJIbIla ITIO O6T)6KTy, BpalmiaTtb €ro, HaXXumas ABYMs IajlblaMKW Ha
00BEKTE WJIN C TIOMOIIBIO KHOTIKH U YIATUTh 0OBEKT U3 BUPTYAILHOTO MPOCTPAHCTBA.

3akiouenue. JlaHHOE TPHIOKEHHWE MOXKET OBITh PEKOMEHJIOBAHO ISl MCIIOJIb30BAHUS
MOJIb30BATEIISIMHU, KENAIOIUMHU MOCMOTPETh, KaK B X KBapTHpE Oy/IeT CMOTPEThCs HOBast MEOETb,
IIpU MOKYIIKE HOBOW MeOenu OHM OyAyT OpUEHTHUPOBATHCS HA COOTBETCTBHE IOHPABUBLICHCS UM
MeOemd C COOTBETCTBYIOIIMMHU Ta0apuTaMud KBapTUpHL. JlaHHOE TMPWIOKEHHE MOXKET
HUCITIOJIB30BATHCA )II/I3aI\/'IHepaMI/I, 4TOOBI YIIPOCTUTH IIOKa3 3aKa34yuKy ACMOHCTpAalHuiO TOTOBOU
KBapTUPBI U KaK OHA OyJIeT BBIMJISIETh TIOCTIE 3aBEPIICHUs PAaOOTHI.
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