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AOMNOBHEHA PEAJIbHICTb
AK AKTYAJZIbHUW EJIEMEHT
IHTEPAKTUBHUX BUOAHb

The relevance and prospects for th edevelopment of AR-
technology in the publishing industry are analyzed. The
choice of soft ware for the implementation of a three-dimen-
sional edition with augmented reality is made.

MonirpadiyHa npoaykuia nepectae 6yt NPOCTO iNOCT-
pauieto, a akTMBHO B3aemogie 3 rmsagayem. Ha cborogHi
HabyBaloTb MOMNYNAPHOCTI BUAAHHA: NepioanyHi — iHTep-
aKTMBHI NopTanuM HOBWH; NiTepaTypHi — BiAeOCynpoBig,
PO3MOoBIAE aBTOPIB TBOPIB, OOCTYMHICTb PELIEH3YBAHHS,
3aBaHTaXEHHs1 41 NpuabaHHS eNeKTPOHHOro BUAAHHS;
ONTAYI — AOMNOBHEHHS TeKCTY YHIKaNIbHUMUW YSBHUMU ene-
MEHTaMW, OXMUBNEHHSI repoiB TBOPY, MOAji; HAyKOBO-MO-
nynspHi — Bidyanisauis HaMHOBILWVX JOCHIAIB, BiOKPUTTIB;
KaTanorm — po3TallyBaHHS TPUBUMIPHUX 300paxeHb
NPOAYKLii ANsi PETENbHOrO O3HANOMIEHHS Ta NMPUAHATTS
KiIHL,EBOro PiLeHHs NPO MOKYMKY.

CTBOPUTU O0AATOK i3 IOMOBHEHOIO PEASTLHICTIO 15 CMapT-
doHiB 3 OC Android un iOS pae 3mory psig 6aratopyHk-
LiOHaNbHUX NPOrpaMHuX NpoaykTie. OamH 3 akux Unity —
Kpocnnat$opMoBe nporpamHe 3abesneyeHHs Ans CTBO-
peHHs 2D Ta 3D 3acTocyHkiB Ta irop. Came uen nporpam-
HWIA NPOAYKT MPOMOHYE MOTYXHi IHCTPYMEHTU AN po3-
pobKM HaicyyacHiwmnx AR-popatkiB 3 iHTENeKTyaslbHOK
B3aEMOJIEI0 KOPUCTYBaya.

TakMM YMHOM, BUKOPWUCTOBYKYM Cy4acHi TexHonorii
[0MNOBHEHOT peanbHOCTI y noairpadiyHin NpoaykLii, MoxHa
NPUBEPHYTU yBary 3HayHo Ginblwoi ayauTopii YuTadis,
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TpaHchOopMyBaT APYKOBAHE BUAAHHS Y BinbLU akTyasbHY,
iHpOpMaLinHO-HanoBHEHY GOpMYy, LLO AACTb KOPUCTYBAYy
3MOry peTenbHiWoi Ta NPOAYKTMBHILLOI B3aeMog;i 3 iHpop-
Mauj€eto.
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CTBOPEHHS MPE3EHTALLIT IAEI 3D-TPU

The article considers the process of creating a presenta-
tion of the idea of a 3D game in terms of the impact of the
GPU — one of the most important factors determining the
quality and speed of creating a multimedia component of the
presentation, in particular the 3D segment. This analysis is
di d by the ble si ion in the video card market
as of now.

MpeseHTauis inei rpym — ue koMmnnekcHe undpose pi-
LWEHHS ANa NPeACTaBNEeHHS reiMan3anHepCbkoi KOHLLEen-
uii, Wwo nepen6ayae B cobi 3aCTOCYBaHHSA BENNKOI KisTbKOCTi
MYAbTUMEAIAHOro KOHTeHTy. Cneumndika komn’toTepHoi
rpv nepenbavae CTBOPEHHS TPMBUMIPHMX NEPCOHaxIB, AKi
MOXYTb BMKOPUCTOBYBATUCHL i AN Npe3eHTauii NpoeKTy.
ToMy HeobXxiaHe BUKOpUCTaHHS rpadiyHoro agantepy, Lo,
3 ypaxyBaHHSIM POCTY LLiH HA HMX, & CTAHOM Ha CbOrOAHI LLie
1 3pocTaHHs aediumTy BiANOBIAHO [0 iX MOTYXHOCTI,
notpebye Ginbl aeTanbHoro posrnsay [1].

[Ons posrnsay rpadivyHnx KapT B SKOCTI EIEMEHTY 3HaY-
HOro BMAMBY Ha (OPMYyBaHHSI TEXHOJOrYHOro npouecy
6yna chopmoBaHa ysarasibHeHa @yHKLiOHanbHa MOAeNb
CTBOPEHHS Npe3eHTauji inei rpym 3aranom, a came cuctema
«4OopHa CKPMHbKa» BapiaHTiB TEXHONOrYHUX MPOLECIB
(puc.) [2].






