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PO3POBKA MOJYJbHOI CUCTEMU KEPYBAHHS
INOBEJIIHKOIO KAMEPH B CEPEJIOBHIII UNITY

VY cydacHHX IrpOBHX IPOEKTaX, IO PO3POOJIAIOTHCS B CEPEAOBHILII
Unity, cucrema KaMepu € OIHHM i3 KJIIOYOBHX KOMIIOHEHTIB, IO
0e3mocepeIHLO BIUTMBAE HA 3PYUHICTh B3a€MO/IiT KOpHCTyBaya 3 rpoto [1]. Y
OUTBIIOCTI BHMAJKIB pealizallisi TOBEOIHKH KaMepH BHKOHYETHCS 5K
MOHOJIITHUH CKPHUIIT, IO YCKJIATHIOE HOro pO3IIUPEHHS, IOBTOPHE
BHKOPHUCTAHHS Ta MiATPUMKY TIPH 3pOCTaHHI CKIagHOCTI mpoekty [3]. Le
0COONHMBO aKTyallbHO JJIA irop, y SIKMX KaMmepa IOBHHHA MiITPUMYBATH
JIeKiTbKa PEeXUMIB poOOTH, TaKWX K CIIyBaHHSA 32 00’€KTOM Ta BiIbHE
TIepEeMIIIeHHS.

Byno mocraBneHo il BUpilIEHO 3aqayy PO3pOOKH MOJYJIBHOI CHCTEMH
MOBEIIHKM KaMepH, siKa I03BOJsIE THYYKO KOMOIHYBaTH pi3HI PEXHUMH
poboTH, jKepena BXIIHMX JaHMX Ta ITOPUTMHU PyXy. 3alpONOHOBAaHHUN
mixig 6a3yeThesl Ha MPUHIKMIIAX KOMIOHEHTHOT apXiTEKTYpH Ta PO3/iJIeHHS
BianoBinaneHocTeit [3-4]. Cucrema BKIIOYaE OKpeMi MOJYNi s
BU3HAUCHHS pEeXKUMY pOOOTH KaMmepu, OTPUMaHHsS BXIJHHX JaHUX
KOpPHCTYBa4a Ta IIJbOBUX IIO3UINH, a TaKoXX OOYHCICHHS KiHIEBOTO
TIOJIOXKEHHS KAMEPH Y TIPOCTOPI.

OpnHak mpH po3poOLi Takoi CHCTEMHM BHHHKAE HACTYIIHE 3aBIaHHS:
3a0e3MeYNTH YHIBEPCATbHUA MEXaHi3M B3aEMOJIi MiX PI3HUMH PEXHUMaMU
Kamepu, 30epirarody IpH IbOMY NPOCTOTY BUKOPUCTAHHS Ta PO3IIMPCHHSL.
dopmanbHO 1€ MOXXHA ONUCATH SK 33jady MoOyJOBH aOCTPaKTHOTO
inrepdeiicy ICameraMode, o BuzHavae 6a30Bi omepailii KepyBaHHS CTAHOM
KaMepH, a TakoXX Habopy JONOMiKHHX iHTepdeiiciB Ui JuKepen JaHHuX
(mo3uILis 1iji, KOPUCTYBALLKUM BBiJl) Ta AITOPUTMIB nepemileHHs [4].

3anponoHoBaHa apxXiTeKTypa mnependadae po3aiIeHHS CHCTEMU Ha TPH
OCHOBHI ~ KoMIoHeHTH: pexxumu  kamepu (Follow, Free Move),
nocravanbHuky ganux (Input Provider, Target Provider) ta moxmymi pyxy
(Mover). KoxeH pe>xiM BU3HAYAE JIOTIKY BUCOKOT'O PiBHS, BAKOPHCTOBYIOUH
BIJINIOBITHI JKepea JaHuX 1 anropuTMu oO0uucieHHs mo3utii. Lle no3Boise
JIETKO JIOJaBaTH HOBI PeKUMHU ab0 3MIHIOBATH IMOBEMIHKY iCHYrOunmX 0e3
MoaudiKaIil iHITMX YaCTHH cucTemH [3, 5].

[MporonyeTbcs HAacTyMHUE airopuT™M (QyHKIIOHYBaHHS cucrtemMu. Ha
KO)KHOMY KaJpi aKTHBHHH pPEXHM KaMepHh OTPUMYE HEOOXigHi maHi
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(mmo3umito i abo HATPSAMOK PyXy), epeaae ix y MOAYIb OOUUCIICHHS PYXY,
ICIIA 9Oro 3aCTOCOBYE pe3ylbTaT 1o TpaHcdopma kamepu. [lepeMukaHHSA
MK PEeKHMaMH 3IIHCHIOETBCA HYepe3 MEHTPaTi30BaHWA KOHTPOJIEp, IO
3a0e3nedye KOPEKTHY IHIIiami3amilo Ta 3aBEepIICHHI pPOOOTH KOXKHOTO
pexumy [1-2].

Buxopucraemo HACTYIHI JOIYLICHHS:
— KaMepa pO3IIISIAEThCS K O0’€KT 13 TO3MWINEI0 Ta OpiEHTAI€ Y
TPUBUMIPHOMY IIPOCTOP;
— BXI/IHI JaHI KOPHCTYBaya HOPMaJIi30BaHi Ta HE 3aJ1eXKaTh BiJl KOHKPETHOTO
MIPUCTPOIO BBE/ICHHS;
— [UIbOBA TO3UMLISA IS PEKUMY CIiIyBaHHS BU3HA4YaeThcs abo uepes
Transform, a6o sik (hikcoBaHa TOYKA y POCTOPI.

VY nonmanbOIoMy HEOOXITHO peai3yBaTH 3alpOIIOHOBAaHY MOJCHb Y
CepeNOBUIII TPOTPaMyBaHHSA Ta OLIHUTH 1 e()EeKTUBHICTH 3 TOYKH 30Dy
MaciTaboBaHOCTI, 3pYYHOCTI BUKOPUCTAHHS Ta MPOAYKTUBHOCTI [5-6].
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