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BUKOPUCTAHHA MYJIbTUMELIAHUX TEXHOJIONW Y CTBOPEHHI
CYYACHUX ITPOBUX SACTOCYHKIB

3agepenko OnekcaHap

KaHampaaTt TeXHIYHUX HayK, AOLUEHT Kaghenpu iHgbopmaLitHux TeXHOJIOrIN
akynbTeTy Kibepbesrneku Ta iHghopMaLiMHNX TEXHOIOr N
HauioHanbHoro yHiBepcutety «OgecbKa ropuagnyHa akagemis »

Kop4yosun Muxaunno

CTyAeHT 4-ro Kypcy akynbteTy Kibepbe3rneku ta iHipopmaLiiHux TeXHOJIOrIN
HauioHanebHoro yHiBepcutety «OpgecbKka topuandHa akagemis »

IrpoBi 3aCTOCYHKM CbOrogHi € HancknagHiwnmm oopmamm MynbTUMELIMHUX
CUCTEM, Y AKUX MNOEOHYIOTbCA Bi3yasibHi, 3BYKOBi, TEKCTOBi, CEHCOpHi Ta
IHTEpPaKTUBHI KOMMOHEHTWU. MynbTuUMeninHi TexHOoNorii BUCTynatTb OCHOBOIO
apXiTEeKTypu cydacHuUX irop, 3abesneyvyroum CUHTE3 Pi3HUX TUNIB AaHUX Y LifliCHUI
KOPWCTYBAaLbKMW [10CBiA. IXHA ponb nonarae He nuuie y Bisyanisadji, a i y CTBOPEHHI
IHTepPaKTUBHOIro cepefoBuLLa, fe KOXEH enlieMeHT — rpadika, 3ByK 4u aHimauiAa —
BMAIMBAE Ha CNPUNHATTA Ta peakuii Kopuctysaya.

BigyanbHa cknagoBa € LeHTpasibHUM e/IEMEHTOM MYNbTUMELINHOI iIHTerpadii.
Pywii Unreal Engine 5 ta Unity HDRP 3abe3neyytoTb NiATPUMKY TpacyBaHHA
npomeHiB (ray tracing), rnobanbHOro ocBiTNeHHA (Lumen), npouenypHoi reHepaduii
maTepianis i pisnyHO KopekTHOro peHaepuHry (Physically Based Rendering, PBR).
Taki TexHonorii CTBOPKIOTbL BUCOKY pPeaniCTUYHICTb, WO CApUAE MOBHILIOMY
3aHYpPEeHHIO rpaBuA y cepeposuwe. 3a gaHmmm Hendrikx M. et al., ACM TOMM
(2011), BMKOpWUCTaAHHA npouenypHoi rpadiky ckopo4vye o6CAr py4qHOi poboTwn
ansanHepis Ha 40—60 % i po3BonAe JocArTX G6iNbLLOi BapiaTUBHOCTI KOHTEHTY [1].

CyuyacHi irpoBi pyLii BUKOPUCTOBYIOTb afirOpUTMU ANHAMIYHOIO OCBITNIEHHA,
rnobanbHOro 3aTiHeHHA Ta NOcTobpobkn — Taki AK Ambient Occlusion, Bloom, Mo-
tion Blur, Depth of Field. Lli 3acobu cTBOpPIOIOTbL KiHeMaTorpagiyHy rinmbuHy Kagpy.
AHimaUinHi cnctemmn 6asytoTbCA Ha MeTogax iHBepcHoi KiHemaTukuy (1K), disnyHnx
cumynAauin (ragdoll physics), npouenypHOro pyxy tTa mopgiHry. Bsaemogia rpasuA 3
cepenoBuEM peani3yeTbCA 4yepes event-driven systems i state machines, AKi
CUHXPOHI3YI0Tb aHiMaLirHi, 3ByKOBI Ta Bi3yasibHi NoAil B peasibHOMY 4aci.

3BYKOBi TEeXHONOri € We OOHMM KPUTUYHO BaX/IMBUM acreKToM
MynbTUMeLINHOro Am3anHy. IrpoBi aygiocuctemun peanidytoTb npoctopose 3D-
3ByYaHHA, OMHaMiYHe MIKLWYBaHHA Ta napameTpuyHe aypio, AKe pearye Ha naii
KopuctyBaya. Hanpuknag, pywin FMOD Studio abo Wwise po3BonAae noe’AsaTu
3BYKM 3i cTaHaMu 06’eKTiB Y rpi, CTBOPIOKOYM NOBHICTIO iHTEpPaKTUBHE CepeoBuLLE.
3rigHo 3 pocnigxeHHAMm Cambridge University Press (2014), 3BykoBi ehbekTn Ta
My3uKa MiABULLYIOTb PiBEHb 3asly4eHOCTi KOpUCTyBadiB i DOPMYIOTb €MOUINHNIA
KOHTEKCT remmnieto, Niacunioym KOrHiTUBHE CIPUVHATTA BidyasibHUX CLIEH.


https://scholar.google.com/citations?user=Yob--tYAAAAJ&hl=uk
https://hdl.handle.net/11300/32773
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IHTepaKTUBHICTb € BU3HAYAsIbHOK XapakKTEePUCTUKOK MYNbTUMELINHUX irop.
BoHa 3a6e3nevye OBOCTOPOHHIN 3B’A30K MiXX CUCTEMOKO Ta KOPUCTyBayeM 4epes
CEHCOPHI MopAji, KOHTponepwu, pyxoBi Tpekepn abo MikpodoHn. Cy4dacHi pyLuii
peani3yloTb iHTEPaKTUBHICTb Yepes3 MNoaieBO-OpPiEHTOBAHY apXiTEKTYPY, Y AKiN YCi
MYyNbTUMELINHI eNneMeHTU CUHXPOHI3YIOTbCA 3i cTaHamu rpu. Journal of Multimedia
Technology and Trends (2023) nigkpecnioe, WO iHTEPaAKTUBHICTb € KJIHOYOBUM
YMHHWUKOM, AKWK PopMye 3anyyeHHA KOopucTyBada Ta MNepeTBOPHE MOro 3
NacMBHOro crnocTepirada Ha akTUBHOIO y4yacHuKa npouecy [8].

BukopuctaHHA npouenypHoi reHepauii kKoHTeHTy (Procedural Content
Generation, PCG) € ogHuUM i3 Hanbinbl emeKTUBHMUX HanpAMIiB PO3BUTKY
MyNbTUMELINHMX cUCTEM Yy renmamnsanHi. Metoam PCG 0o3BonAl0Tb aBTOMaTUYHO
CTBOpPOBATW PiBHi, Mogeni, naHpwadTn, TeKCTypn abo HaBiTb CLeHapii Ha OCHOBI
anropuTMiB BUNagKoBOCTI YM MaLIMHHOIO HaB4vaHHA. Y poboTi Togelius J. et al., ar-
Xiv:1702.00539 (2017) 3a3Ha4vaeTbcA, WO BukopuctaHHA PCGML (Procedural
Content Generation Via Machine Learning) nae amory cTBoptoBaT KOHTEHT, AKNIA
ajanTyeTbcA nNig CTWUNb rpasuAd, TUM caMUM MiABULLYIOYM BapiaTUBHICTbL i
peirpabensHicTb rpu [2]. Kpim Toro, Taki nigxoam 3Ha4yHO CKOPOYYOTb Yac i pecypcu
pPO3p06KMU, LLO € KPUTUYHUM ONA BESIMKUX IFTPOBUX CTYLIN.

MalwwnHHe HaB4YaHHA Ta WTYYHUA IHTENEKT BigirpaloTb yce Binbly ponb y
dopMyBaHHI MyNbTUMELINHOMO KOHTEHTY. CUCTEMU HA OCHOBI HEMPOHHUX Mepex
30aTHi  cTBOpIOBaTWM AOWHAaMIYHI  3BYKOBi CLUEHW, apjanTuBHI TeKCTypu abo
noBeniHKOBI MOAeni nepcoHaxiB, AKi HaByaroTbCA Big Kopuctyesaya. PURL (NSF,
2023) BKasye, WO rnMnMboke HaB4YaHHA pae 3mory nobyaysBaTtu MyfbTUMELiNHI
cuUcTeMn, AKi aHani3yloTb CTWb FPU KOpUCTyBaya Ta 3MiHIOKOTb BidyasbHi ¢
aynioenieMeHTn B peasnibHOMY Yaci [3].

XR-texHonorii (VR, AR, MR) ctanu 4eproBMm KpPOKOM Y pPO3BUTKY
iHTepakTUBHOro MynbTMMegia. BipTyanbHa peanbHicTb (VR) noegHye TpmBUMIPHY
rpadoiky, NPOCTOPOBE aynio, CEHCOPHI CUCTEMU Ta MEXaHI3MU 3BOPOTHOrO 3B’A3KY,
dhopmytoun edheKkT «MOBHOI NPUCYTHOCTI». 3rigHo 3 gocnigxeHHAM Gunkel S.N.B.
et al., arXiv:2201.05552 (2022), ronoBHM BUKINKOM XR-CUCTEM € CUHXPOHi3aLiAa
MyNbTUMELINHNUX NOTOKIB O/1A  YHWUKHEHHA 3aTpUMOK Ta apTedakTiB Yy
BinobpaxeHHi [4]. Wang H., Dong J. et al. (2023) y pocnig>xeHHi ACM Digital Library
OOBOAATb, WO edeKTMBHA MynbTUMeginHa iHTerpauia nig 4Yac XR-CTpuMiHry
3abesnedye CTabiNbHICTL 4YacTOTWU KagpiB i NPUPOOHICTL pyxy O06’ekTiB Yy
cepepnoBui [5].

MynbTumepia B irpoBuX 3acTOCYHKax TiCHO MoOB’A3aHa 3 npobnemoto
onTumMi3auii pecypciB. CyyacHi irpy maloTb O6MeXeHHA LWoao nam’AaTi,
NPOOYKTUBHOCTI npouecopa Ta rpadiyHnux obuncneHb. ToMmy aKTMBHO
3acTocoBytoTbCcA TexHonorii Level of Detail (LOD), anHamiyHe macwTabyBaHHA
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TEeKCTYp, KelyBaHHA ayaio Ta aCMHXPOHHE 3aBaHTa)XeHHA 06’ekTiB. 3a naHnmm Re-
searchGate (2023), onTumizauia MyNbTUMELINHUX MOTOKIB MOXe MNiaABULNTK
NPOAYKTUBHICTb irop Ha 25—-35 % 6e3 BTpaTn AKOCTI [6].

3HayYHMN PO3BUTOK MYNbTUMELINHMUX TEXHOMOrI BiabyBaeTbCA i B HANpAMI
serious games — HaBYallbHUX, MEAUYHUX Ta TPEeHyBaslbHUX CUMynATopiB. 3a
naHumn  Springer (2012), BWKOPUCTAHHA iIHTEPAKTUBHUX MYNbTUMELINHUX
e/IeMEeHTIB Yy TakKux irpax nigsBuvwye piBeHb 3acBOEHHA MmaTtepiany Ha 30—40 %
3aBOAKN edeKTy MNOEAHAHHA KOrHITUBHUX Ta CEHCOPHUX KaHaniB CNpPUNHATTA [7].
Lle nigTBepoXxye YyHiBepCcanbHICTb MYSbTUMEAINHUX TEXHONOrn He nuvwe B
po3Barax, a 1y HayLji, OCBiTi Ta BUPOOHULTBI.

MynbTUMeLinHi TEXHONOrii TakoXX po3BMBAlOTbCA Y Ccdepi MepexxeBoi
B3aemogii. XmapHi irposi cepsicu, AK-0T NVIDIA GeForce NOW un Xbox Cloud Ga-
ming, BWMaralTb nepefadi BUCOKOAKICHUX MyNbTUMELIMHUX MNOTOKIB i3
MiHIManbHOK 3aTPUMKOK. [1A LUbOro BUKOPUCTOBYIOTLCA anropuTMuU CTUCHEHHA
Bineo (AV1, H.265), mepexxesi NpoToKoNn agantmeHoi TpaHcnauii (WebRTC, RTP)
Ta 6ychbepmaauia aynio-BisyanbHux gaHnx. TakMm YAHOM, MyNbTUMELiINHI TEXHONOT I
CTalOTb OCHOBHUM TEXHIYHUM AOPOM, Bif, AKOro 3aneXXuTb CTabiNbHICTb i AKICTb
KOPUCTYBaLbKOro JoCBigy y NOTOKOBUX irPOBUX CepBicax.

BucHoBOK

BukopucTaHHA MynbTUMELINHNX TEXHONOTIN Y pOo3po6bLi irpOBUX 3aCTOCYHKIB
3abes3neyye NoOeAHAHHA Bi3yasibHUX, 3BYKOBUX Ta iHTEPaKTUBHUX KOMMOHEHTIB Y
€OMHY (PyHKUiIOHanNbHy cnuctemy. lHTerpauia npouenypHoi reHepadii, XR-texHonoriun
Ta WTYYHOro iHTENEeKTY NigBULLYE peaniCTUYHICTb, afanTUBHICTb i eDEKTUBHICTb
npouecy po3pobku. MynbTumeaia BUCTYyNae KNOYOBUM (hakTopom POpMyBaHHA
KOPMCTYBaLbKOro AoCBigy Ta BM3Havae noganbliii PO3BUTOK reman3anHy.
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