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Pedgepar

Junnomuas pabota, 56 C., 29 puc., 2 Tadnuisl, 10 npuIoKEeHUH.

KaoueBnie caosa: UNITY, JIOIIOJTHEHHAS PEAJIBHOCTBL, ANDROID,
2D- 11 3D-TPA®UKA, MOBUJIBHOE ITPUJIOXKXEHUE, UTPA, CTEPEOMETPU L.

O0BexT ucciaero0BaHust — 00BEKTOM UCCIIEOBAHUS SBIISIETCA Cpefia pa3pabOTKU
npunoxkennit Unity3D u ucnonb3oBaHue e€ BO3MOXHOCTEW misi cozganus 3D-
00BEKTOB B 2D-NpUIIOKEHUH, a TAKKE TEXHOJIOTMH JOMOJIHEHHOW peajbHOCTH B
Unity3D. B kadecTBe npenmeTa uccie10BaHus BBIOMpau pa3paboTKy U HCCIIeJOBAaHHE
XapaKTEPUCTUK O0OPa30BaATEIBHOIO MOOWJIBHOTO MPUIOKEHHUS IO CTEPEOMETPUU C
UCMOJIb30BaHUEM JIONOIHEHHOM peanbHocTu At OC Android.

Iean paGoTrbl — paccMOTPETh METOABI I co3aaHusi o0bekToB 2D- m 3D-
rpadpuky B TPWIOKEHHUSX Uit tuiatdopmbl ANdroid, TeXHOJIOTHH JTOMOJHEHHOM
peanbHOCTH I co3fganus npuiokenuid B Unity3D, a Takke CHOpOEeKTHPOBATH
NPWIOKEHHUE NIl PEIICHMs 3a7a4 CTEPEOMETPUM C MCIOJIb30BAHUEM JIOTIOJHEHHON
peansroctr B Unity3D.

MeTtoapl muccaenoBaHHUsI — a) TEOPETUYECKHE: W3YyUEHUE JIUTEPATypHI,
MOCBAMIEHHON TIPOOIeMe MPOSKTHPOBAHUS TPEXMEPHBIX M JBYMEPHBIX H300paKeHUH
U TEXHOJIOTHSIM JIOTIOJTHEHHOW peanbHOCTH; 0) MpakTHYecKHue: oO0OOIIEHHE OIbITa
pabor B 2D- wu 3D-rpaduke, B TEXHOJIOTHSAX JOIMOJHEHHOW peaabHOCTH,
MOJICIMPOBAaHKE, MPOSKTUPOBAHUE creruuKanuy 1 pa3padboTka oOpa30BaTEIbHOIO
NPUJIOKEHHSI TI0 CTEPEOMETPHH C WCIIOJIb30BAHUEM JIOTIOJTHCHHOW PEAIbHOCTH ISt
wratdopmer Android.

Pe3yibTaTamu fIBJASIIOTCA — WUTPOBOE MOOWIBHOE MPHUIIOKEHUE ISl PEIICHUS
3a1a4 CTCpCOMeTpHH C UCIIOJIB30BaHUECM HOHOHHeHHOﬁ peaHBHOCTH JJIA HJIaT(bOpMI)I
Android.

O6saacTh MpUMeHEHHS] — BUPTYAJIbHOE MOJEIMPOBAHKHE OOpPa30BaTENIbHBIX
CUCTEM C TIOMOIIIBIO CPEICTB Pa3pabOTKH KOMITBIOTEPHBIX HUT.



Py¢gepar
JpiruioMuas pabora, 56 ct., 29 man., 2 tabminesl, 10 gagaTkay.

Kmouassist ciossl: UNITY, JAIIOVHEHAS PDAJIBHACILb, ANDROID,
2D- I 3D- TPA®IKA, MABIJIBHBI JAJJATAK, MABUIBHAE ITPBIKJIAJIAHHE,
['YJIbHS, CTOPOAMETPHBISL.

AO0'exkT nacjenaBaHHsi — a0’ekTaM JaclieflaBaHHS 3 AyJselia acspoj3e
pacnparoyki mparpam Unity3D i BeIKapbICTaHHE SITO MardbIMacIisy Jijis cTBapIHHs 3D-
ab'extay y 2D-mpbiknagaHHi, a Takcama THXHAJOril JanoyHEeHail plajbHAcUl ¥
Unity3D. V¥ skacui mpaaMera jaacielaBaHHsS BbIOPAIl pacrpanoyky i JaciieiaBaHHEe
XapaKTapbICTBIK aJayKallblifHara MaOilbHara TNpBIKIaJaHHs Ta CTIPIaMETphli 3
BbIKapbICTAHHEM JarnoyHeHau paanbHacii s AC Android.

Mb3ThI npanbl — pasrisiA3elb METaabl 1715 cTBapIHHA ab'ekray 2D- 1 3D-rpadiki
¥ npeiknananHsx i mwiatopmel Android, ToxHanorii JanoyHeHad planbHACI Y
Unity3D, a Takcama cripaekTaBailb MPbIKJIaJaHHE [T BBIPALIDHHS 3a/1a4 CTIPIaMETPhIi
3 BRIKapBICTAaHHEM JanoyHeHai pranbHaciii ¥ Unity3D.

Meraapl fgacjegaBaHHS — a) TIAPATHIYHBIA: BBIBYYIHHE JIiTApaTyphl,
npbICBeYaHail mpabiieMe TpaeKTaBaHHS TPOXMEPHBIX 1 JBYXMEPHBIX MallOHKAY,
TAXHAJIOTISAM JaroyHeHal plrajabHacIli; 0) MPaKThIUHBIA: a0aryJbHEHHE BOIBITY PadOT
y ramfde 2D- 1 3D-rpadiki, y TOXHaAJNOTIAX JarnoyHeHal plajbHACI, MaadJIsIBaHHE,
IpacKTaBaHHE cHelbIQiKaIbll 1 pacrpanoyka aayKallpliiHara TpBIKIaJdaHHsI Ia
CTIP3aMETPHIi 3 BRIKAPHICTAHHEM JaloYyHEeHal paapHacii 11 miatdopmer Android.

Boinikami 3'sijisiionua — TyIbHS IS BBIPAIdHHS 3a7a4 CTIpPIaMETPhIi 3
BBIKapBICTAaHHEM JIAIIOYHEHal prasbHacIi 11 miatdopmsr Android.,

Bo6aacub yKbIBaAaHHI — BIpTyajbHae MaJdJIIBaHHE aJyKAIbIMHBIX CICTAM 3
Janamorai cpoJikay pactpamoyKi KaMI'FOTIPHBIX TYJIbHSY.



Abstract
Graduate Work, 56 p., 29 illustrations, 2 tables, 10 appendixes.

Keywords: UNITY, AUGMENTED REALITY, ANDROID, 2D AND 3D
GRAPHICS, MOBILE APPLICATION, GAME, STEREOMETRY.

The object of research is the Unity3D application development environment and
the use of its capabilities for creating 3D objects in a 2D application and the
technologies of augmented reality in Unity3D. As the subject of the study, we choose
the development and study of the characteristics of the educational mobile application
on stereometry with the use of augmented reality for the Android OS.

The purpose is to consider methods for creating 2D and 3D graphics objects and
technologies of augmented reality in applications for the Android platform and to
design an application for solving stereometry problems with the use of augmented
reality on Unity3D.

Methods of research are a) theoretical methods: a study of the literature which
was devoted to the problem of designing three-dimensional and two-dimensional
images and to technologies of augmented reality; b) practical methods: summarizing
the experience of working in 2D and 3D graphics, in technologies of augmented reality,
modeling, designing specifications and developing educational applications for
stereometry with the use of augmented reality for the Android platform.

The result is a game for solving problems in the stereometry with the use of
augmented reality for the Android platform.

Scope is virtual modeling in the educational systems using computer games
development tools.



