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y TPOIIMPEHO] CTBAapHOCTH 3a onepatuBHu cucreM Android ymorpedom pasBojHOr
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Pe3sume: Amnmkanuja ommcana y pajy JIEMOHCTPHUPA KaKO Ce y Pa3BOJHOM OKDY-
kemy Unity Moxke peruTu mMpod/ieM yIuTaBambha KOPUCHUYKE CJIMKE Ca MOOWTHOT
ypebaja, meHor ypehuBama U MO3UIMOHUDPAba y MPONIMPEHO] CTBAPHOCTH (EHT.
Augmenter Reality - AR). Cauka ce yauraBa nomohy (byHKIIMOHAJTHOCTH OIe-
paruBHOr cucreMa Android. Y pajy cy IpUKa3aHU OCHOBHU AJITOPUTMU 38 MOJIH-
dbukoBame cimke (OCBET/HEHOCT, KOHTPACT, WT/I.), KA0 U HAIPEJIHUJA AJTOPUTMU
(mpoHasiazkeme WBHIA, y/be Ha IuaTHy). Takobe je ommcana mporemypa JIuHa-
MHUYKOT Kpenpama 00jeKTa 0JI KOPDUCHUYKE CJINKE U HeHO IMO3UITMOHUPAIhe Ha 31T

[IPOCTOpPHje y IPOIINPEeHo] crBapHocTH omohy kamepe Android ypebhaja.
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3a ypebhuBame ciuka, oneparusuu cucreM Android
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I'maBa 1

YBOI

Unity je pa3BOjHO OKPYIKeHe 3a Kpeuparbe BUJIeo urapa (eHr. game engine) 3a
passimuure 1iardopmanme (KOH30JIe 3a UTPabe BHUJEO Wrapa, padyHape, MOOUTHE
restedpone, uTi.). Vako je MHUIMjATHO 3aMUII/BEHO W HAIIPABJHEHO 3a Pa3BOj TPO-
JUMEH3UOHAJHUX HUrapa, y OBOM paJjy Omhe IpHUKa3aH Pa3BOj alLIUKaIdje Koja
KOpUCTH TIporupeny crBapuoct (enr. Augmented reality - AR) kako du mo-
MOIJIa KOPHCHUKY /1a HAIpaBW, MOAUMUKYje W BUIN CIUKY Ha 3UJLy IPOCTODPHje
kopucrehn kamepy ypebaja 3acHoBanor Ha omeparuBHOM cucrteMy Android.

['maBHA TeMaTHKa OBOT paja je YIO3HaBame Ca Pa3BOJHUM OKDPYIKEHeM U IPOo-
IIIIPEHOM CTBAPHOINNY Ha MPpUMeEPY MOMEHYTe AlIHKAII]e.

Y npyrom moryiaBJby je OmMcaHa MPOIUPEeHa CTBAPHOCT, OJTHOCHO OCHOBHU KOH-
IIENITH U UCTOPHUja, Kao W Xapiasep, codTBep u npumene ose Texuosioruje. Osa
alTuKalmja je passujena 3a Android ypebhaje amje ce Kamepe U CEH30PU KOPHUCTE
KakKo OM ce CJMKa IMO3UIMOHUpAJIa y IIPOCTOPY M Be3aJjia 3a JIOKAIU]y Ha 3UJLY.
Takobe cy omucanu u Jipyru ypehaju Koju HMOMaxKy y KOH3YMHUPAIbY IIPOIIHPEHE
CTBApPHOCTH KA0 M Pa3He IpUMeHe y KOjuMa Ce OBa TEXHOJIOTHja IO0Ka3aja KO-
pHUCHOM, TOIYyT WHIYCTPHje BHUJIEO HUrapa, ayTo-MOTO HUHIYCTpHje, eayKallije U
JApYyTHUX.

Y Tpehem nornaBsby cy 0objallllbeHN OCHOBHU KOHIIENITH PA3BOJHOI OKPYIKEHha
Unity, auje je pa3yMeBarbe IOTPEOHO Jla OM ce UCIPATUO PA3BOj AILTUKAIMjE OIIU-
CaH y IETOM IIOTJIaBJbY.

YeTBpTO 110raB/be MPoJIa3u KPo3 cBe PyHKIIMOHAIHOCTH KOje allJINKAIja Py 2Ka
KOPHUCHUKY, JIOK je y IIeTOM IIOTJIaB/by OIMCAaHa caMa MMILIEMEHTallfja y Kojoj he
outu odpahenu asropuTvmmu 3a ypehuBame ClIMKe, JETEKIHja 00jeKaTa MeTOJIOM

eMHUTOBama 3paka (eHr. raycasting), onrumusanuja Koma 3a Android ypebaje u
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JpyTHUX.
YeTBpTO MOTaB/be MPOJIa3n KPo3 ¢Be (DYHKITMOHATHOCTH KOj€ aIlJINKAIja Py Ka

KOPHUCHUKY, JIOK je y IIeTOM IIOTJIaB/bYy OIMCAHA CaMa MMILIEMEHTAIja y KOjoj Cy
obpahene metose KopuitheHe y pajy IOIyT ajiropuTama 3a ypehuBaibe ciuke,
JIeTeKIja 0djekaTa METOJIOM eMUTOBamba 3paka (€HI. raycasting), ONTUMI3AIT]a
koga 3a Android ypebaje ur.

Y mocseimeM MOTJIaBJbY je U3BEJIeH 3aK/bydaK y KOM je OIMCaH 3Ha4aj allJImKa-

Iyje U MOTeHINjaJI Paja y OBOM Pa3BOJHOM OKPYZKeHY U IIPOIINPEHO] CTBAPHOCTH.



I'maBa 2

IIpommiupena crBapHOCT

Ja du nedunnnmja mpommpeHe CTBAPHOCTU OWJIa Y MOTIYHOCTH Pa3yMJbUBA,
JepUHUTITIMO TTPBO TEXHOJIOTH]Y Ha OCHOBY KOj€ je IPOIUpEeHa CTBAPHOCT HACTAJIA
- BuptyesiHa crBaproct (enr. Virtual reality - VR).

Bupryenna cTBapHOCT je cCUMY/IUPAHO TPOIUMEH3NOHATHO OKPYZKEHhe Ca KOjuM
KOPHUCHUK MOYKe J]a MHTeparyje CJINYHO Kao ca crBapHorihy. Cumyramuja crBap-
HOCTH je HalpaB/beHa padyHapCKUM xapjBepoM u codriepom [1]. 3a pasmuky
0J1 yOOM1YajHOT KOH3YMHUPAkha PAdyHApPCKOr cOdpTBEpa, 3a JI0KUBJHAj BUPTYEIHE
CTBApPHOCTH KOPHCHUK Ou Tpedaso ja Hocu ypebaje momyT Karnura wid Haodapa
KaKO OM MHTeparoBao ca rereprucanoM okosmHoM. IIITo je KopucHUK m30710BaHUjN
071 pPeaJTHOT OKPYKema, TO je T0KWBJbaj BUPTYEJHE CTBAPHOCTHA YBEPJHbUBU]U.

[Ipommupena cTBapHOCT je BapujaHTa BUPTYEJIHE CTBAPHOCTH. 3a Pa3JuKy OJ
BUPTYyeJIHE CTBAPHOCTH TJle Ceé KOPUCHUK HAJa3W y MOTIYHO CHHTETUYIKOM BHU3Y-
€JTHOM OKPY2KeIby, Y HMPOIIUPEHOj CTBAPHOCTU KOPUCHUK WHTEparyje ca pealaHuM
CBETOM OKO cebe Koju je oboraheH CHHTETUYKHN I'€HEPUCAHUM ODjeKTHUMA.

Konauno, mpormmmpeny cTBapHOCT MOXKeEMO Jie(bUHUCATA KAO UHTEPAKTUBHO UC-
KYCTBO peasIHOI OKPYXKea y PeaHOM BPEMEHY IJie Cy OOjeKTH peasiHOI CBeTa
U3MEHEHI PadyHAPCKHU TeHEepUCAHUM HHMOpMAaIlijaMa KOje YTUIy Ha Pa3IudnuTa

gysa 2] - Hajuemtie uyno Buja, agu U cayxa u JOJupa.

2.1 MHcropwuja

Nneja o mpommupeHoj cCTBApHOCTH je TpBU IyT JioKyMeHToBaHa 1901. roamme
y HacyioBy ,[aBun kiby4” (enr. The Master Key) JI. @penka Bayma [3] (ciauka

2.1). ¥V nomeHyToj HOBEJIM JeYaK JI00Mja MHOIITBO IOKJIOHA O eMOHAa, Me
)
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KojuMa je u obesexkuBad Jbyau (enr. Character Marker) xoju je mpejcTaB/beH

Kao T1ap Haodapa Koje Ha YeJuMa JbyM HOCHOIy MPUKA3Yjy CJI0Ba KOja OIHUCY]Y

KapaKTepHe 0COOUHE IOje/INHIIA.

Cauka 2.1: T'taBHU Kiby4

1955. rojuue usnasu paj noj HasusoM ,Buockon dyxyhuocT” (eHr.

The Cinema of the Future) y kome ayrop Mopron Xajaunr ommcyje ypebaj

KOjU UMa MHTEI'PUCAH eKpaH y 00ju, CTepeo 3ByYHUKE, EMUTEPE MUPUCA, TIOKPETHY

CTOJINITy M BEHTUJIATOPE 3a JI0KWBJbaj BeTpa. 1962.

roaguHe je UMILJIEMEHTUpPaH

0Baj IMPOTOTHUI 1MOJ| HA3UBOM Sensorama [4], momohy Kora je KOpHCHUK MOrao Ja

JIOKWBU BOXKIHY MOTOITMKJIa KPO3 TOpe IIOMEHYTe CeH3alluje.

SEnSﬂrﬂma Aug. 28, 1962 e 3,050,870 In}mduning S

with

Filed Jun. 10, 1081 8 Sseateshent 3 s e n s 0 r a m a

The Revolutionary Motion Picture System
that takes you into amother world

3D

WIDE VISION
HOTION

COLOR
STEREQ-SOUND
AROMAS

WIND
VIBRATIONS

SENSORAMA, INC., 855 GALLOWAY ST, PACIFIC PALISADES, CALIF. 90272

TEL. (213) 4592162

Bupryenna crBapHOoCcT HacTtaB/ba ga ce pasBuja 60-ux, 70-ux u 80-ux rommHa

nponuior Beka. TokoMm Tor Imepmoja HacTaje IPBU €KpaH MPUYBPIINEH 3a TIJIaBy

(enr. head — mounted display), mro je npereda gaHammbux V R Haodapa u npBu

IIPEHOCHU pPadyHap.
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lomure 1986. y oxBupy kommanuje [ BM Pon @awnrendisiar odjaBibyje pas
y KOM OIHUCYyje TPBU CIEHAPUO MPOIIUPEHE CTBAPHOCTU Y KOM je Moryhe Marbe
eKpaHe MOMepATH [0 BEeJIMKO] HOBPINUHK PaJiU JIaKkIie opranusamumje [5].

Tepmun npomupena creapaocT (AR) npeu myT ce nojasibyje y paiy Tomaca
II. Kaynena 1990. romume, a mpBH IIyT je MOJ THM HA3WBOM HUMILIEMEHTUDAH 38
norpebe asujaruje Cjenumennx Amepuukux [prkasa 1992. romume [7]. Haxon
TOra IPOIIMPEHA CTBAPHOCT je yOp30 JOINLIa M y KOMepIMjajHe CBpXe, e Cy

npumepu ypehaja Sony EyeToy 6] u Microsoft HoloLens [8|.

2.2 Xapasep

[Ipommupena crBapHOCT 00yXBaTa BEJMKHU CIEKTap MPUMEHA, MITO heMo moMe-
HYTH y HapeIHOM IIOTJIaBJby. ¥ 3aBHUCHOCTHU O IPUMEHE Bapupa U XapaBep KOju

ce KOPUCTH.

ITameTHu TenedoHu u TadaeTu

Hanac je Hajydectraymju ypehaj Koju ce KOPpUCTHU 3a KOH3yMUPAIHE CaJIprKaja y
[POIUPEHO0j cTBapHocTH nameran Tejaedon. Konkperno kox tenedona mim Ta-
bJteTa KOPUCTUMO KaMepy aJld U CEH30pe MUKPOEJIEKTPOMEXaHUIKOT CHCTEMa (€HT.
microelectromechanical systems - M EMS), kao 1ro cy ceH30p 3a yop3arbe (eHr.
accelerometer), cucreMm riodasmHor nosunmonupama (GPS) u kommnac. [Tomenyre
CEeH30pe KOPUCTUMO KAaKO ODMCMO OJIprKaJIi II0JI0Ka] 00jeKaTa, PEIrMo y CIieHapHujy

KaJla HAITyCTe BUJIHO IOJbe KaMepe, WIH Jla OJIPXKUMO PeJIATUBAH yrao 00jeKTa y

ogHocy Ha ypebaj.

Haovape nu mounuTopu dpuKcupaHu Ha TJIaBU

Mouuropu dukcnpanu na riasu (enr. head — mounted displays - HM D) cy
KaTeropuja ypehaja kojy aeduHHUITY jeJlaH WK BUIIE eKPaHa MO3UIMOHUPAHA He-
[OCPE/IHO MCIIPE]T JINIA KOPUCHUKA Y 3aTBOPEHOM mpoctopy (ciauka 2.2). Maxko ce
OBaKBHU CUCTEMH Hajuelhe KOpUCTe 3a BUPTYEJIHY CTBaAPHOCT, y3 ITIOMON Kamepe Ko-
PUCHHK MOYKe UMATHU U CEeH3aIlje peaHor cBeTa. 3a pasiuky ox H M D, naodape
3a TPOIMPEHY CTBAPHOCT MMajy MPOBUHA WU ITOJYyIPOBUJHA CTAK/a HA KOja
ce eMHUTY]y CHHTeTHUIKN 00jeKTHU KOju ce IMoMoNy KaMepe W CeH30pa MHTEIPUIy y

peasan cBet (cimka 2.3).
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Cauka 2.2: HMD - Oculus Quest 2

Cauka 2.3: Haouape 3a npormupeny crBapuoct - Hololens

Expann ncrpen jguia

Expann ucnipen snma (enr. Heads — up display - HU D) cy npoBUIHU eKpaHU
KOjU TIOKPUBAjy €0 KOPUCHUYKOr BujHOr mosha. OBuU ypebaju npukasyjy peste-
BaHTHe mHMDOpPMAIFje TAKO Jia KOPUCHUK HE MOpa Ja ckpehe morses ca TjiaBHE
pagme. OBa npumena ce Hehe CJIOXKUTH ca HEKUM JedUHUIIAjaMa TPONIUPEHE
crBapHocTu. Mehyrum kako oBu ypehaju npare mHdOpMAaIije CIIO/bAIHEr CBETa
u Bpahajy KOpUCHUKY HWHMOPMAIHjY y PEeaJHOM BPEMEHY, CMAaTPaMO UX Xap/iBe-
poMm 3a mporupeHy crBapHocT. Kopucre ce y BOjHE, aBHO U ayTO-MOTO CBPXE

(cmka 2.4).



I'JIABA 2. [IPOIIUPEHA CTBAPHOCT

Cauka 2.4: Expan ucrupes Juma y ayTOMOOUITY

KoHTakTHa coumnBa

Expann y KoHTakTHHUM codumBuUMa cy narentupanu 1999. roaune 3a morpede
mpojekTa Koju uuje ycremnno umiiementupan. Cieneha Bepauja, Koja Huje domita
jaBHO moctymHa, Hactasaa je 2011. romume m passBuiia jy je Bojcka CjeanmeHux
Awmepuukux JIpxkasa. [IpBu mpororwun nmpukasaH MUAPO] MyOJHIH je HAIIpaBUJIA
KoMmmanuja 1o HazuBoM Mojo Vision m npukasan je #Ha koudepenruju C'ES
2020. roxumue [9].

¥Ypehaju 3a mpaheme

[IpeTxomHO cMO TIOMEHYIN CeH30pe TesledOHA U HUXOBY YJIOTY Y IPOIIUPEHO]
crBapHOCTH. Takobhe 1oCTOju BeJMKU OPOj CEeH30pa Pa3BHjeHUX UCKJbYUINBO 3a OBE
oTpede KOju MOT'Y JIa U3Mepe Pa3He mapaMerpe Be3aHe 3a CyOjeKaT KOju ce IPATH.
[TomenyTu censopu (ciamka 2.5) Upy»Kajy pesaTuBHe HHMOPMAIUje y OIHOCY Ha
cycesHe CEeH30pe, YMMe Ce IOCTUKe Beha MPernu3HOCT Mallmparhba PeaHOI CBETa
y CHHTeTUYKHN U 00pHyTO. OHEM YecTo paje ca TajlacuMa BaH BUJ/BUBOI CIIEKTPA
(Hnp. y uHGpAIPBEHOM), TaKO Ja CHCTEM MOXKe MMAaTH Bulle nH(OpMAaImja Hero
JBYJICKO OKO, IITO je HEOIXOJIHO 3a OOJbY WHTErPAIlA]y PEAJITHOT U CHUHTETHYKOT
cUCTeMa, y IIPEBUITIE TAMHUM WJIH IIPEBUIIe cBeTINM crienaMa. [Ipogop y komeprim-
jAJTHO TP:KUIITE je HampaBuja KoMmmaHuja Apple, TuMe MITO Cy MUMILJIEMEHTHDAJIH
Lidar cen3op y cBoje modmiae ypebhaje 2020. rommHe, KOjU CIIy>KU 338 IPEIU3HY

JeTeKImjy pesbeda objekra y Koju je yueper [10].
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Cauka 2.5: Ctyamno 3a mpommpeHy CTBAPHOCT

2.3 CodrTBep

Kipyunu mocao ajaropurama 3a paJi ca IMPOITUPEHOM CTBApHOIINY je pasyme-
Bambe PeasHOI CcBeTa U uHTerpanuja ca muM. Jla O ce ycmemHo wmHTErpucao
ca peajIHUM CBETOM, aJITOPUTMY Cy TOTpedHe mH(OpMAaIije peaHOT CBeTa IINTO
Ji0dmja oJ1 rope MOMEHYTUX CEeH30pa.

OCHOBHE CEH30p KOJUM OBU aJITOPUTME OapaTajy je KaMepa, Te e CaMH aJiro-
pUTMHE OCJIarbajy Ha padyHapcku Buj (eHr. computer vision) [11|. Paaynapckn
BH/JI je HAyKa Y YCIOHY U Ib€HU AJITOPUTMU CE€ YCIEITHO KOPUCTE 33 MPOHAIAKEIHE
yIJIOBa, WUBUIA U OCTAJNX KapaKTEPUCTUKA JIOOUjEHUX U3 JIMTUTAJIHE CJIUKE WA
CEKBEHITN CJIUKA.

[To manmacky nomenyTux unHMOpMAaIuja aJropuTaM MOKYIaBa Jia Malupa Te
CrenuUIHOCTH IIPOCTOpa y CBOj KoopauHaTHH cucTeM. (OBOM IIpOIECY MOTY
nmoMohn m MapKupaHu OOjeKTH 3a OO0Jby AIlPKOCUMAIIN]Y JIa/bUHA Yy HPOCTOPY

(cnuka 2.6).

Cauka 2.6: Mapkepu 3a Kagudparujy mporiupene CTBApHOCTH
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3a kopuirlieme Mporupene CTBAPHOCTH Y€CTO Ce KOPHUCTE TOTOBH JIOIAIN (€eHT.
plugin) Koju mpy»Kajy pasHe CIieHapHje 3a paJi y npomupenoj creapuoctu. [Tpes-
cTaBHUK TakBor jojartka je ARCore X R, kKoju je HCKOpHUIIINeH Y 0BOj AllJIMKAIIH]H.
OBaj mogarak MOXKe Jia JIeTEKTYje PABHE U MPEXKY 00jeKTa, UMa, MOJIPINKY 3a eMU-
ToBame 3paka (eHr. raycast), IpoHaTIaXKeme 3aaTe CIuKe (MapKepa) y mpocTopy,

IIpeIIo3HaBabe€ KapaKTEPUCTUKA JBYJICKOI' TeJla U JIUIa, UTH.

2.4 Ilpumene

[Ipormupena cTBapHOCT ce pUMeEbYje Y MHOTHM IOJbUMa, & HEKe OJ1 hUX CY:
e aBmjalyja,

® apXeoJIoruja,

® ApXHUTEKTYypa,

® ayTO-MOTO WH/IyCTPHja,
® BUJIEO HUIPE,

® BOjCKa,

® JIDYIITBEHE MpPEXKeE,

e ejyKanuja,

e Koj1adoparlja,

e KOoMepIFjaJjHa yrnoTpeoda,
® peKJIaMupaibe,

® YMETHOCT.

Y HacTaBKy norJiaB/be heMo JleTa/bHrje 00jaCHUTHU HEKE O] HABEJICHUX ITPUMEHA.
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Bupaeo urpe

Urpe cy MoxK7a M HajIOMyJIapHUJU BUJ KOPHUIINEma MPOIIUPEHe CTBAPHOCTH.
Ilomystapue cy apymiTBeHe urpe rje Urpadd MOTY UTDATH IOIyJIapHe HAC/JIOBE Ha
CBOM CTOJIy IIyTeM mHTepHeTa. rpadm Kopucre renepucany tadiy 3a UTrpaibe Jia
Ou ypajanim paznmaure 3ajaTke u ci (camka 2.7). IlpemnocTt urpama y mporr-
PEeHOj CTBApHOCTHU, OCUM IIpeBa3mjIayKermha IpodsemMa (pusmdke JUCTAHIE, je CMa-
IbUBambe MaTepujasia MOTPeOHOT 3a M3PaJLy Urapa, CMalbuBaibe IeHe Urpe, Kao u
crierijajinu epeKTH U aHUMallfje Koje ce MOT'Y UMILIEMEHTUPATH Y OBUM CHUCTE-
MHUMa, 3a Pa3juKy o dpusmukux urapa. Jlpyru tum Bujeo urapa Koje KOPHUCTE
IIPOIINPEHY CTBAPHOCT OCJIamajy ce Ha IPUPOJY U OKOJIMHY, I1a Y 3aBHCHOCTH Of
dusmyKke J0OKaIMje KOPUCUHKA UT'pa HYIU Pa3jinduTa UcKycrBa. Hajoomynapuuja
urpa Koja ce y MOTIYHOCTH OCJaiba Ha MpoImpeny crBapHocT je PokemonGo
(cimka 3.1) [12] koja je umasia u 0 150 MUIMOHA AKTUBHUX MI'DaYa Y TOKY jeJ[HOD

Meceria, a modeTkoM 2019. rogmnHe je nmaJsa BUIlle O/ MWIKjapay Tpey3uMamba.

Cnuka 2.7: Bumeo urpa 3a modurau tenedon Kingfall

A pyniTBeHe mpexke

JpymTBeHe MpexKe Cy CUTYDHO aIlljIUKallfje KOoje MMajy HajBUIlle KOPUCHHUKA
KOji KOPHUCTE BeIITavyKy CTBapHOCT. TpeHyTHO ce Bejmka Behuna duarepa Ha
JIPYIITBEHUM MperkaMa (cjmka 2.8) 3aCHHBA Ha HPOIINPEHOj CTBAPHOCTH, & OPOj

HaJIora Ha JAPYIITBEHNM MpekaMma je 2021. rojgune mpemao Tpu MUIAjap/ie.

10
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Cruka 2.8: [Ipommupena cTBapHOCT Ha JAPYIITBEHAM MpeXKaMa

Bojcka n aBujamuja

ok cy ce mperxo/iHe JiBe UMILJIEMEHTAIIje 3aCHUBaJIe Ha yIOTPEON MOOMITHUX
ypebaja, BojcKa m aBHjalldja KOPHCTE CIEIUjaJM30BAHU Xap/Bep 3a ITPOIITUPEHY
CTBApPHOCT, KAO IIITO Cy HaoYape, MOHUTOPHU (DUKCUPAHU HA TJIABU, EKPAHU UCIIPE]T
juria u cji. Ha oBum ypebajuma BOJHUIIM M NMHUJIOTU MOTY BUJIETH pEJIEBAHTHE
nHbOpMAaIje Y TOKY 3a/laTKa, KOPUCTUTH UX 33 TPEHUHI W KOMYHHIIUPDATH Ca

Kosterama (canka 2.9)

Cruka 2.9: IIpormupena cTBapHOCT y aBHjallnju

11
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PazBojHo okpykeme Unity

PazBojuo okpyxkeme Unity npyka KOPUCHAKY YUTaB CIIEKTap ajaTta 3a epuka-
cHO mipaBJberbe 3D mrapa. Mako je To mpumapHa IpuMeHa pa3BOJHOT OKPYKeEha,

0oraTCcTBO ajaTa JA03BO/baBa KOPUCHUKY W MHOI'O BUIIIE€ O] TOTI'a.

3.1 MNcropmuja

Unity je pa3BojHO OKpYzKembe Koje je pasBuwia KoMianuja Unity Technologies
2007. rommue. Oj HacTaHKa 70 JaHAIImer AaHa, Unity je mpormao Kpo3 5 3Ha-
YajHUX Bep3Wja Koje Cy JIoHeJie OpOojHe MorojHocTu KopucHunmMa. lomxumne 2007.
JIoflaTa je TOJIPINKa 3a Pa3Boj wrapa 3a omnepatuBHu cucteMm ¢S, KOju KOpHUCTe
tesecporn Kommanuje Apple. Yop3o u Anrdoid nmardopma g00uja MOAPIIKY, U
caMo OKPY2Keme J1001rja HoBe MoryhHocTu. 300r HaBejaeHUX pazjora y majy 2012.
roJinHe OMBa IPOTJIAIIEH Kao HajOO/be Pa3BOjHO OKPYXKEIhe 3a Pa3B0j MOOWJIHUX
urapa y Mmo3HaTom dacomnucy moj HasuBom Game Developer.

TFomuue 2012. Facebook mmiutemeHTHpa KOMIUIET 3a pa3Boj codrBepa (eHT.
software development kit - SDK). o nana JaHalimer Jiucra HapTHEpa ca
Unity-em pacrte, Tako J1a JlaHaC KOPUCHUK MOXKe Pa3BUjaTH aIlIMKaIlAje W BUIEO0
urpe kopucrehn naTepdejc 3a nporpamupare aminkanuja (eur. application
programming inter face - API) Vulkan, cucrem 3a dusuxky Microsoft Havok, n
cucreMe 3a ylupasibaibe npormupenom creapuomthy ARKit u ARCore X R onepa-
TuBHUX cucrema Android u iOS, Kao 1 MHOTe JIpyre IPOU3BO/Ie OCTAJINX ITAPTHEPA.

Tpenyrno je moryhe Kpemparu amnjudkaruje 3a CBe IOIyJIapHe TIaTdopMme,

TIOITYT:

12



I'ZIABA 3. PA3BOJHO OKPY>XEIE UNITY

e Windows, MacOS, Linux,

e Android, iOS,

e Xbox, Playstation, Nintendo switch,
e WebGL, Unity Web Player.

Hanac Unity kopuctu npeko 230 xusbasa nporpamepa, mro je 93% sehn &poj
Hero 2021. romuue [13|. Vememuocr Unity-a 10Ka3yjy U yClecu HACIOBA HAIPa-
BJ/BEHUX Yy OBOM OKDYKemy, Mely Kojuma je u urpa Among Us, Koja je demexxuniia
npeko 400 xusbaia urpada y jeanom gany, PokemonGo duju je ycrnex mOMEHYT Y
[IPETXO/THOM TIOIJIaBJbY, Kao U Beat Saber, najnonysiapuujy BUJe0O UIPY Y BUPTY-

esiHOj cTBapHOCTH (Ccauka 3.1).

Cmuka 3.1: IlomymapHu HAC/JIOBU HAIPAB/HEHH y Pa3BOJHOM OKpyxKemwy Unity:
PokemonGo, Among Us, Beat Saber

3.2 OmnuTu eJiIeMeHTH Pa3BOjHOr OKPY2KeHa

AKTuBe

AxruBa (eHr. Asset) je OCHOBHU eJIleMEHT Da3BOJHOI OKpy»Kema. AKTHBa
MOxKe OuTH cauka, 3D mogzen, 3ByK, anmmaruja, uTia. Unity uma WHTErprcaH
aJiaT 3a PaJi ca BENMHOM OBUX eJIeMEHATa, TAKO Jla KOPUCHUK MOKe Harpasutu 3D
MOJIeJI, TEKCTYPY 3a Ibera U aHuMaIujy y OKBUDPY OKpyzKkema. Takobhe, Unity nma
OpOJIaBHUILY akTHBa (eHr. Asset store), HA KOjJy KOPHCHHUIIM MOTY MOCTaB/HATH
OecriatHe min 1rahene akTUBE KaKO OM WX JPYTI'U KOPUCHUIM TPEYy3UMAJIUA UJIN

KYTIOBaJIN.

O8jekTn Urpe u KOMIOHEHTE

Kako ce Behuna maroreka y Unity mpojekTy cMarpa akKTUBOM, TaKO CE U CBU

€JIEMEHTH Yy CaMO] AIUTUKAIj1 cMaTpajy objekrom urpe (enr. GameObject). Odje-

13



I'ZIABA 3. PA3BOJHO OKPY>XEIE UNITY

KaT Urpe MOXKe UMILJIEMEHTHUPATH Pa3Ha CBOjCTBA MOMONY KOMIIOHEHTH, KaO IITO
cy 3D mpexe, momen, 3ByK, ckpunte u cji. Ha caurnu 3.2 je mpukasaH odjekar
Kao IJIATHO W Cca JeCHe CTpaHe cy IoOpojaHe CBe mheroBe Komionente. Kowm-
nouenta Mesh Renderer ciayxu 3a camo ucipraBame odjekta, Mesh Colider
JIleTeKTyje KOJM3hje OBOI WM JPYTUX OdjekaTa WM 3pakoBa (EHI. 71ay), KOMIIO-
nenta Aspect Ratio Flitter ciiyKu 3a oJprKaBaihe BUCHHE U IMUPUHE y OJHOCY Ha

poauTesba.

Cunuka 3.2: Komnonenre

None (Physic Material

Taxobe je moryhe nmacimehuBaru odjekTte. To je M3y3€THO KOPUCHO YKOJIUKO
JKeJINMO J1a TPYIHIIEMO 00jeKTe, TOIITO e ce WUCTU HAJA3UTHA Yy KOOPIUHATHOM
cucreMy pomutesba. llpumernmo na cimmu 3.2 ja cy X n Y KoopamHaTe mocTa-
BbeHe Ha 0. To je ciydaj 3aTo mMTO Ce IUIATHO y XUjePapPXUjCKOM CTadJIy HAJIa3U
HCIIOJT CJIMKE, KOja je TO3UIMOHUPaHa rje Tpeda Ha 3uiy. [lnaTHo je y omHocy Ha
by HO3UIMOHUPAHO HA MOYETKY JOKAJIHOI KOOPAMHATHOL CHCTeMa (KOODIMHATHOD
cucTeMa CJIMKe) W IIOMepeHo je oj Kamepe 3a 0,004 jeaunure.

QyHKIMOHAJIHOCT 0bjekaTa hemo jedunucaru ckpunrtama. Jla du ce pyHKIM-

OHAJIHOCT YyYHUTAJa y CaMy CIeHYy allJIUKallije OHAa MOPa OUTH Be3aHA 3a 00jeKar,

14



I'ZIABA 3. PA3BOJHO OKPY>XEIE UNITY

TaKO JIa 9e€CTO ITPABUMO 00jeKTe KOju HeMa]y (PU3MIKa CBOjCTBA aJId UMAjy CKPHUIITE

Kao KOMIIOHEHTE Koje J1ajy (DYHKIIMOHAJHOCT bUMa U JAPYTUM O0jeKTUMA.

Ckpunre

[Ipenedunncane KOMIIOHEHTE UMajy pa3He (PYHKIIMOHAJIHOCTH i HE MOTY I10-
KPHUTHU CBAKU CIIEHAPUO KOjU je TporpaMepy moTpedaH. 3a TO KOPUCTUMO CKPUIITE
KOje HaM JIONyIITajy Jia camu jedunuiiemMo yHKIMoHATHOCT arnkaruje. [Tome-
HYJII CMO KaKO je CKPHUIITa KOMIIOHEHTa 00jeKTa M KaO TaKBa MOYKe KOHTPOJIUCATU
odjekar 1o kejbu mporpamMepa. Ckpurre ce nmmnry y nporpamckom jesuky C#, a
ox 2021. rommue mporpamepuma je goctyman aaar Unity Visual Scripting xoju
JIOIIYTIITa KOPUCHUKY JIa IIOMONY BU3YEJTHUX JUjarpamMa omucyje (pyHIKHOHATHOCTH

ammkaryje (camka 3.3).

Cauka 3.3: Unity Visual Scripting

Ckpurnre ce Takohe KOpucTe Ka0 KOMIIOHEHTE O0jeKkaTa KOju HeMajy (busmdky
pelpe3eHTaInjy Ha CIIEHH W BOJIe padyHa O TOKY WIDe WU alliuKaryje (maMre
TPEHyTHa CTaiba, [IpaBe U OPUIILY O0jeKTe, UTII. )

ITo xpeupamy ckpunre, HanpaBuhe ce C# dajn koju he mMmIIeMeHTHpATH
KJacy ca HasuBoM Te jaroreke. Kiaca macnebhyje Unity npenedunucany Kiaacy
os, HazuBoMm MonoBehaviour, Koja nuMma pa3He (QyHKIIMOHAJHOCTH. [J1aBHE Cy
nase Meroze: nokpenu (enr. Start) n ocsexxu (emr. Update). Meroma mokpenn
ce TO3MBA II0 MPABJHEHY 00jeKTa, JIOK Ce METO/a OCBEXKH 30BE€ CBAKM IIYT KaJia
ce WCIPTa HOBA CJIMKA HAa €KPaHy. ¥ UYeCcTaJloCT HUCIIPTaBama CJIMKE 3aBUCU O]

IOJIeIaBaba, KOMILIEKCHOCTH allJIMKAIlFje U jaunHe Xap/Bepa Koju je mokpehe.
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I'ZIABA 3. PA3BOJHO OKPY>XEIE UNITY

Cuene

Csu 00jexkTn 1 cTama Cy Be3aHu 3a crieHy. CIieHa Ipe/ICTaB/ba JIOTUIKY TEeJIMHY
alJIMKallije U CaJIPXKKU MHUIAjAJIHY JIUCTY oOjeKaTa. ¥ IIpaB/bey BHUJIEO UTapa
CIleHe ce KOPHUCTe 3a HUBOe, MeHH, oijaBHe mmnure u cji. CieHe cy MOrogHe Kako

Om pacrepeTusie XapJBep U MOJIe/TUIe allJInKaInujy Ha IeIuHe.

ITTab/s1on

[MTabsionu npejicraB/bajy o0jekTe Koju cy cadyBanHu Kao aktuse. [[labision me
MOpa WHUIMjaJTHO OUTU Be3aH 3a CIeHy, Beh ce OH 4YecTOo KOPUCTU KaKo Ou ce
HaITpaBUJIe HeroBe MHCTAHIE ca MOTryhuMm MoaudukalpjaMa y TOKY U3BpIIaBamba
amtnkanuje. IIpumep mrabiona Koju ce 4ecTo KOPUCTH y BUJIEO UTPAMA je TPOjeK-

T (MeTak), Kora Tpeda WHCTAHIMPATHA MHOIO IyTa y CIEHH M TO IO TOTPedu.

3.3 CsBojcTBa u nporieaype pa3BOjHOT

OKPY2K€hba

IIpocTop m KoopaAMHATHU CUCTEM

OcHoBa pa3BOjHOr OKpyKema Unity je eyKIUIACKA TPOAUMEH3UOHAIHU IIPO-
crop. Koopmunare npocropa cy obdenexkene ca X, Y u Z, rine X upesicrasiba
mupuny, Y Bucuny, a Z jpyouny. CBakm odjeKaT MOXKe MMATH IIPOU3BOJbAH OPOj
KOMITOHEHTH, aJii 00aBE3HO MOPA UMILJIEMEHTUPATH trans form KOMIIOHEHTY KOjy
JNedUHAITY TPU TapaMeTpa: IO3UInja y IPOCTOPY, poTanuja u Beandnaa. CBaka
O/ OBe TpHW KOMIIOHEHTE je ONMCaHa ca 0 TPHU BPETHOCTH KOje ce Be3yjy 3a rope
IIOMEHYT€e KOOP/IMHATE.

Unity Takohe mpy»Ka MOJAPIIKY Paja ca JIBOAUMEH3UOHAJIHUM O0jeKTHMa, Kao
mro cy Meuuju y urpama. Mnak, y nosagunu Unity KOPUCTH TPOIUMEHIUOHATHI
IIPOCTOP KaKO OU OIHCA0 OBe 0DjeKTe, TaKO Ja je JBOAMMEH3MOHU ITPOCTOP IpHU-

BHU/JIHO CTBOPEH U 3aBUCH O/ IIOJICIIIaBaba KaMepe.

Kamepa

Kamepa je jeman on HajOnTHHjuX obOjekaTa 3a pa3BOj AIJIUKAIlAje 3aTO IITO

OHa y peaJIHOM BPeMEHY IIpeTBapa CTamba Ha CIIEHU Y CJINKY KOJy KOPUCHUK MOKe
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I'ZIABA 3. PA3BOJHO OKPY>XEIE UNITY

BUjIeTH y jeauuuim BpemeHa. Ocum momenyrte transform KOMIIOHEHTe, Kamepa
Takohe mMa Kamepa (eHI. camera) KOMIIOHEHTY TIOMONy Koje ce MOTy KOHTPOJIH-
caTu pa3Hu NapaMeTpU CJAUYHU apaMeTpUMa peaJsiHe KaMepe IOIMYT IIePCIeKTUBE
u BugHOr nosba, (enr. Flield of View - FOV'). Naxko je kamepa jeJiaH 0Ji OCHOBHUX
objekaTa KOjU Cce ayTOMATCKHU IIPpaBU 10 IIPAaBJ/bEIbYy HOBE CIIEHE, OHA MOYKE OUTH
M30CTAB/bEHA U 3aMEhEHA CJIMIHUM ODjeKTHUMA, ITO he OUTH JIeMOHCTPUPAHO Y

JTaJbeM TeKCTy KaJja he Ham Outu morpedbHa dpu3mdka Kamepa MOOUIHOT ypehaja.
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I'maBa 4

Onuc anjmkaiumje

Annkanuja pasBujeHa Kao J1e0 OBOT PaJia JIEMOHCTPUPA KOPHUIINEHe MPOIIHI-
peHe CTBAPHOCTHU Y Pa3BOjHOM OKDPYKemjy Unity m mMIiieMeHTHPa DYHKITNOHAJI-
HOCTH yYHUTaBalba U MOIU(PUKOBAIHbA CIUKE, KAO U I-EHO ITOCTaB/balbe U TIOMEPAIHE

110 3U/1y y IPOIINPEHO] cTBapHOCTH KopucTehn ypehaje 3acHOBaHe Ha OlepaTUBHOM

cucremy Android. Annmkamuja ce cacToju U3 TPU CICHE.

[Tpea crena (ciamka 4.1) ommcyje YHKIIMOHATHOCT alIMKaIUje MoACTuIyhu

KOPHUCHUKA JIa je KOPUCTU KAKO OU HAIPaBMO U BHUJEO Ha 3UJLY IIPOCTOPHjE CBOjY

Kpearujy.

Cuuka 4.1: Ilouerna ciena

\4

Turn your special
moments into your own
unique art.

Change it as often as you like!

Get the beautiful frame and canvas in
one of 3 sizes and orientations.
Whenever you feel like changing, just
order a new canvas!

Everyone can create art. Let us show
you how!

Let's start

OBa crieHa ce cacToju 0Ji TPOMOTHBHOI BHjiea, TEKCTa M HU3a CJIMKA

Get the beautiful frame and canvas in
one of 3 sizes and orientations.
Whenever you feel like changing, just
order a new canvas!

Everyone can create art. Let us show
you how!

We love your creativity

Get inspired by our happy clients from
all around the world!

Enjoy the journey

Wake up your inner artist through our
app. Pick your favorite image, edit it to
your taste, choose the frame option
and see how it fits in your room!

Let's start



[VIABA 4. OITHC AIIVINKAIIIJE

IMTBEHNX Mpeka. KOPHCHUK ce MOyKe KpeTaTH II0 CTPAHUIM BEPTHKAJHO, IO-
BJIademeM npera (eHr. scroll), Kao W XOPU30HTAIHO 10 CIMKaMa, Ca JPYIITBEHIX
mpeka. llpuTtnckom Ha Jyrme Koje je MO3MITMOHMPAHO HA JHY €KpaHa KOPUCHUK
IIpeJia3u Ha JAPYTy CIEHY.

Jpyra clieHa TOYHIE€ aHUMAIA]OM KOja CHUMYJIUpa KOPHCHUKA KOjH Ca JieBe
CTpaHe TPWUJIA3W IUIATHY U CTaje UCIpe] mera. lliarHo je mHUIMjaHO MIPa3HO
U MPUTHCKOM Ha Hhera WIH JyTrMe 3a JojiaBame dororpaduje mpyka KOPUCHUKY

MoryhHoOCT ja ucry yumra ca cBor ModmiHor ypebhaja (ciuka 4.2).

Ciuka 4.2: Yuyurasame

9,

Upload image

Select Image
PERSONAL

[IpuTrckoM HaA y4uuTaHy CJIMKY KOPUCHUK je MOYKe ITIOMEPUTHU U ucehu Kako ou

JKEJbEHH JIe0 CJIMKE 0CTao y pamy (ciauka 4.3).

Cnuka 4.3: Ilozunuonuparse
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[VIABA 4. OITHC AIIVINKAIIIJE

Kopucauk Takohe Mozke HCKOPUCTUTH (DYHKIIMOHATTHOCTH JIOET MeHU]ja (TaMHK

IpaBOYraoHWK Ha JHY cjuke 4.3), a To cy:
e yja3aK y MEHU 33 MOAMMPUKOBAIbE CJAUKE, OKBUPA U paMa,
® yJIa3aK y CIIEHY Y KOjO] MOYKe BUJIETH CBOjY CJUKY V ITPOITUPEHO] CTBAPHOCTH,
® TIPOMEHY JUMEH3U]je CJTUKE.

[IpuTnckoM Ha TPBY WKOHUILY MEHHUja, KOPUCHUK MOXKE U3a0pPATU IPUMEHY
MouUKAINja, YMETHUIKAX (DUITEpA U U3MEHE PaMa U OKBUPA.

NmmiemenTupane cy cBe OCHOBHE MOu(UKAIIT]E:
® OCBeTJbEE,

® KOHTPACT,

® TOILTOTA,

e caryparyja,

e ceeru Jerasbu (eHr. highlights),

® CeHKe,

e IIPHO-0€JI0.

Momudurkamnuje ce MOTY IPIMEHUTH IPUTUCKOM Ha YKeJbeHY UKOHUITY KOja IPH-
kasyje kim3ad (enr. slider). Ilomepamem Kim3ada ce Memba BPETHOCT IapaMeTpa

n3adpaHor puyITepa U Pe3yJsITaT ce IpUKalyje KOPUCHUKY y PEaTHOM BPEMEHY.

Chauka 4.4: @unarepn
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[VIABA 4. OITHC AIIVINKAIIIJE

[Tpumep Ha ciuium 4.4 oKa3yje NMPUMEHY OCBET/bEHha, TOILIOTE U IPHO-OeIOor
dunrepa.

Hpyra onmnuja y Menujy cy ymerHndku duiarepu (ciauka 4.5), Koju ce nmpume-
Y]y caMO MPUTHCKOM Ha JyTMe W TY Pa3/nKyjeMO HJIEHTHUTET - KOJU He Merbha
CIIUKY, y/be Ha ILUIATHY W JIETEKIWjy WBHUIA, YUjU C€ IIPUMEPU MOTY BHUJIETU HA

CJINIIH.

Crauka 4.5: YMmernnaku duirepu

Konaumno, kopucHuK MOYXKe MemaTh CBOjCTBa OKBUpa W pama. MoxKe ce KOH-

TpoJnCcaTH OOja W IMIUPUHA OKBHUPA Kao IIITO je IpuKa3aHo Ha cjauiiu 4.6.

Cinuka 4.6: IIpomena doje u mupuHe OKBUPA
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[VIABA 4. OITHC AIIVINKAIIIJE

Pam ce u3 TpeHyTHe mepcnekTHBe KaMmepe BUIM Kao JUHUja, TaKO /2 je 3a
U3MEHY KapaKTEepPUCTHKa paMa MOTPEOHO Jia ce MPOMEHU yrao IJIeJarha, CIUTHO
peasmnoMm cBery. IlpuTnckoM Ha JiyrmMe 3a IpOMeHY MaTepHjajia pamMa Kamepa

OPUJIA3H UBUIU CJIMKe KAKO OM KOPUCHUK MOTao Jia nzadepe Marepujas (cauka 4.7).

Cnuka 4.7: IIpomena marepujajga pama

[IpuTnckom jryrmera 3a TPOMEHY JUMEH3Mje CJINKe, KOPUCHUK he y 3aBUCHOCTH
0J1 TpeHyTHe juMeH3uje jooutu cieaehy w3 mmza: 60mm x 80mM, 60mm x 601M,
80mMm x 801mm m 801mMm x 6011M.

[IpuTnckom Ha gyrMe 00esIe’KeHO KaMepPOM KOPUCHUK Y131 Y CIIEHY Ca IIPOIIH-
perom ctBapnorihy. Ilo yinacky y crieny npukasyje ce Kamepa MOOWIHOT ypehaja
1 YIIyTCTBO KOje HAaBOJM KOPUCHUKA JIa yIepH KaMepy y MOl IPOCTOPHje U ImoMepa

je JOK J0H J1e0 MHIMKATOpa He mocTaHe 1iaB (canka 4.8).
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I'VIABA 4. OHUC AIIVIMKAIIUJE

Cauka 4.8: KammOpanuja naankaTopa y IpPOIIPEHO] CTBAPHOCTH

Move the indicator across the
floor until bottom part turns blue

Tume anmukanuja odaBenTaBa KOPUCHUKA JIa je JIeTeKToBaIa paBaH moja. 1lo-
TOM CJWYHA aHUMAIHja O0DaBelITaBa KOPUCHUKA Ja WHINKATOP HMPUOJIMKU 3ULY
[IPOCTOPHje U MPUTUCHE JTyT'Me 3a MOCTaB/barbe ciuke Ha 3uj. Ciuka he durtn mo-
CTaBJbEHA Y BUCHHU KaMepe, & KOPUCHUK he OUT! 0DABEIITEH TJe ce CJIMKA HAJIA3H.

[TpuruckoMm ekpaHa U IIOMEPAHEeM IIPCTa KOPUCHUK MOKE TO3UITHOHUPATHU CIIUKY

Ha 3uy (camka 4.9).

Cnuka 4.9: IlocTaBrpare u moMeparbe CIUKe 10 3UILY
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I'VIABA 4. OHUC AIIVIMKAIIUJE

Cauka he ocratn dpuKcupaHa Ha 3Uy HEBE3AHO 32 MO3UIM]y KOPUCHUKA, TAKO
Ja ce KOPUCHUK MOKe TIOMePaTH 10 TPOCTOPUJU U TVIEJATH CJAUKY U3 PA3TTIATAX

yruioBa (cimka 4.10).

Cruka 4.10: Ilocmarparbe ocTaB/beHE CJIUKE U3 JPYTOT YA
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I'maBa 5

NMmmniiemeHTaImja

CBaka cClieHa y aIUIMKAIMjU [PEJCTaB/ba Pa3INduTe UMIIEMEHTAIMOHE H3a-
3oBe. IIpBy creny kKapakTepuille KOPUCHHUYKN HHTepdejc, APYry pasHe MaHU-
IyJiaruje HaJi TeKCTypaMa U O0jeKTUMa, Kao W ONTUMH3aluje, JoK Tpehy creny

KapakTepHIIy pelema IIpodJieMa IIPOIIUPeHe CTBAPHOCTH.

5.1 IlodyeTHa clieHa

Cauka 5.1: TloueTna crpanura

\'4

Turn your special
moments into your own
unique art.

Change it as often as you like!

Get the beautiful frame and canvas in

We love your creativity

py clients from
8t
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I'VTIABA 5. UMIIJIEMEHTAIIMJA

Kopucuuuku unrepdejc npukazan Ha cadru 5.l ce cacToju o/ TPU BeJUKE

CEeKIIFje YOKBUPEHE IIPBEHOM, ILIABOM U 3€JIEHOM OO0jOM.

Cnuka 5.2: Ctadio ejreMenara

v i Home*
¥ (D Canvas

¥ (71 Panel
» (7 Section1
» (7 Section2
» (7 Section3
» [7) Sectiond
¥ [ Sections
71 Container
¥ [ Section
7 Blue Section
¥ () Panel
» (7] Panel
» [ Sectiond
¥ £ Button Group
Panel
v ] Lets Start
» (71 Mask
7 Text
¥ & Loading Animation Container
) EventSystem
) Camera
7 Seripts

Csu eslemenTu cy xujepapxujcku nopehanu y cradiy enemenara (ciuka 5.2).
JloMuHaHTHA je PBEHA CEKIMja, KOja ce MOXKe BePTUKAJIHO oMepaTu (eHr. scroll).
OBaj edekar ce mocTmKe mocTaB/bameM Scroll Rect csojcrBa Ha Unity objekar
(ciuka 5.3). Jlomarno, nocrasbamem arpudyra Movement Type ua Clamped,
nodbuja ce Jien edekar rje KOPUCHUK MOXKe Ja MpeByde cajprKaj U BaH IPaHUIA,
aJll ce TI0 CKJAmarmy IPCTa ca eKpaHa JIeMOM AHUMAIMjOM CaJIPXKaj CTPaHUIE

Bpaha y rpanuie eKpaHa.

Cnuka 5.3: React transform cBojcTBO

v B - Scroll Rect o 3+
Content ::Panel (Rect Transform) @
Horizontal
Vertical v
Movement Type Clamped -
Inertia v

Deceleration Rate 0.135
Scroll Sensitivity 1
Viewport MNene (Rect Transform) @
Horizontal Scrollbar Nene (Scrollbar) ®
Wertical Scrollbar Nene (Scrollbar) ®

Cnmgan edekar je TOCTUTHYT Ha 3€JIEHOM €JIEMEHTY, KOJU Ce MOXKEe [TOMEPaTH
xopu3oHTAJHO. [[pBeHU ejleMeHT MMa arCco/IyTaH MOJI0XKaj y IPOCTOpY. ¥ pa3Boj-
HOM OKpyKewy Unily To ce mocTuzKke mocrabibambeM cujpa (enr. anchor) na React
Transform cBojcTBY 00jeKTa, KOju Jieln OOjeKaT 3a JIOWby, JIeBy U JIECHY HBUILY
expana (csmka 5.4). To takohe omoryhasa ypehajuma paziaumantux pesosynuja ja

IIPUKA3y]y JyrMe UCIPaBHO.
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I'VTIABA 5. UMIIJIEMEHTAIIMJA

Ciymmka 5.4:

Scroll Rect cBojcTBO

¥ i0  Rect Transform

streteh

v Anchors
Min
Max
Pivot

bottom

Rotation
Scale

Left

Right

X0

X 05

X 0
= X1

PosY PosZ
[ 0
Height

280

Y 0
Y0
Y 0
Y 0 zZo
Y 1

5.2 Tamepuja

Crnena koja yunraa u ypebhyje ciuke je mpukazana Ha caunu 4.2. Ilpsa ak-
mja Koja ce odeKyje 07l KOPUCHUKA je YIUTaBarbe CJINKe, KOje ce MOXKe YpPaJIuTh
npuTuckoMm Ha miarHo win Upload nyrme. Ilpurucak wa Upload nyrme je jemso-
CTABHO UMILIEMEHTHPAH IIOMONY KOMIIOHEHTU pa3BOjHOT OKpykKema Unity. Cimka
Ha IUIATHY HeMa KOMIIOHEHTE JIyTMeTa Ia je MMOTPeOHO OJIPAJIUTU MPOjEKITN]y MpU-
THUCKa eKpaHa Ha KOOPJMHATHU CUCTEM aIlJINKAIIFje U IIPOBEPUTH Jia JIX je IIJIaTHO

JAOJUPHYTO. CBaku IOyT Kalla CE€ €KpaH OCBE2KHU IIpOBEpaBa Ce€ NOJUD €KpaHa CJie-

jnehom pyHKIIjOM:

void handleDefaultMode () {
if (Input.touchCount = 1) {
var touch = Input.GetTouch (0);

if (isObjectTouched (image, touch)) {
if (touch.phase = TouchPhase.Began

|| (touch.phase = TouchPhase. Stationary
&& this.defaultIsTapped = true)) {

this . defaultIsTapped = true;

} else if (touch.phase = TouchPhase.Ended) {
if (this.defaultIsTapped =— true) {
if (StaticImages.initImageTexture) {

changeMode (Mode. Edit );

} else {
PickImage ();

}

this.defaultIsTapped = false;

} else {

this.defaultIsTapped = false;
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[Toyerno crame (enr. default mode) o3HauaBa ;@ Cce CJIMKA TPEHYTHO He
ypebyje, o uemy he OuTu BuIille peun y HACTABKY. ¥ KOJIMKO jeé TO TAYHO U OKPYKeHhe
perucTpyje Ioaup eKpaHa, IIpoBepaBa Ce Jia JIU je NPUTHCHYTa CJINKA O3MBOM

dyuknuje isObject Touched.

bool isObjectTouched (GameObject obj, Touch touch) {
Ray ray = Camera.main.ScreenPointToRay (touch);
RaycastHit hit;
if (Physics.Raycast (ray, out hit)) {
if (hit.transform.gameObject = obj) {

return true;

}

return false;

Kako canky wa eKpaHy BUJIUMO HPOjEKIIHjOM TPOJIMMEH3MOHATHOT ITPOCTOPA
Ha JIBOJIMMEH3MOHAJIHU €KpaH KOpHUIIhemheM Kamepe, UCTYy Ty KaMepy MOXKeMO
UCKOPUCTUTHU JIa 3aKJ/bY9IUMO Ja JIU je 00jeKAT Y TPOIUMEH3UOHATHOM IIPOCTOPY
JoaupHyT. To ce pajsu Tako ITO eMuTyjeMo 3pak (eHr. ray) u3 kamepe (Koja
je y PasBOJHOM OKDYKery AlPOKCHMUPAHA jeTHOM TadKOM) JO DABHU Ha KOjy Ce
IIPOjeKTYjy OOjeKTH KOje Kamepa BHUJIW U TJie je perucrposaH jojup. llorom ce
[IpoBepaBa Jia Jii je Taj 3paK IOroJin0 00jeKaT KOju CMO IPOCJIEeIUIN (DYHKIUjU
(y HameM ciydajy mjaTHO) u ako jecre, Bpahamo mHbopMaImjy Ja je odjekar
nomupuyT. Kaja perncrpyjeMo joaup Ha CIUKY, IPOBEpaBa Ce CTame J0Inpa. 3a
oTpede OBe aIlIUKaIdje, YKEeJIUMO JIa PETUCTPYjeMO Jia je KOPUCHUK JOJIUPHYO U
IIyCTUO €KPaH, Jia He OU JIONLIO JIO CJIYyYajHOr PEruCTPOBAaIba JOJUPA. Y KOJIUKO
je TO TaYHO W CJIMKA je y4uhTaHa, MemhaMO MOJ pajia ca IOoYeTHOr Ha ypehuBarbe

cJimke. Y HaAIIeM TPEHYTHOM CTalby HEMaMO yYHTaHY CJIUKY, TaKO Jia 30BEMO
dbyukumjy PickImage().
private void PickImage (int maxSize = —1) {

if (!Permission.HasUserAuthorizedPermission (Permission.ExternalStorageRead)) {

Permission.RequestUserPermission (Permission.ExternalStorageRead);

NativeGallery.Permission permission = NativeGallery.GetImageFromGallery ((path) => {
if (path != null) {
var texture = NativeGallery.LoadlmageAtPath (path, maxSize, false);
Staticlmages.initImageTexture = texture;
if (texture = null) {
return;
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} else {
initResizelmagePreview ();
imagePreview . GetComponent<Renderer> (). material.mainTexture = texture;
changeMode (Mode. Default );

Android ypebaj ne mo3BosbaBa almMKaImjama ga IpucTynajy dgororpadujama
YKOJIUKO He 3aTpazke U JIOOU]jy ojroBapajyhe m103Boj1e. ¥ 0BOM CJIy4ajy je moTpedHa
JTO3BOJIA, 38 YUTame CIIOJbHUX mojaTaka (eHr. external storage read permission).
[To nodujarmy /103BOJIE, yIUTABAMO CIIOJbHY CJIUKY U YIIHCYjeMO je y CTaTH4KYy
npomensbuBy StaticImages.initImage Texture. HanokoH, yantaHy TeKCTypy CJIUKe
IpUMebyjeMo Ha o0jeKaT Ha ciienn imagePreview. OBo HEje c/iMKa Koja ce HAJIA3U
Ha IUTaTHY, Beh n3a marTHa, J0K he ce Ha MJIATHY HAJA3UTH IbeHa KOIUja NCedeHa
Ha JIMMEH3Uje TLIaTHA.

qu/ITa.Ha CJINKa MOZKe 6HTI/I IIPOU3BOJ/bHE BE€JIMNYMHE 1 O/THOCa BUCHUHE U IIIUPUHE.
VKOJIMKO je OJIHOC BUCHWHE U IIUPUHE CJINKE MaibU OJ OJJHOCA BUCUHE U IIUPUHE
pama, OJIHOCHO CJIMKA je XOPU3OHTAJHO U3JIyKEHWja O] pama, YKeJIuMO Ja je XO-
PU30HTAJHO TEHTPUPAMO Yy OJHOCY Ha PaM, & BEePTUKAJHO Jia WMa WCTYy BUCHUHY
Kao paM U jia craje y mwera (ciuka 4.3). Y HapeIHO] GDYHKIUjU je TPUKA3AHO TO

CKaJImpame.

private void initResizeImagePreview () {
var initWidth = StaticImages.initImageTexture.width / 1000f;
var initHeight = StaticIlmages.initImageTexture.height / 1000f;

var imagePreviewAspect = initWidth / initHeight;
var imageWidth = image.transform.localScale .x;
var imageHeight = image.transform.localScale.y;

var imageAspect = imageWidth / imageHeight;
float scale = 0;

if (imagePreviewAspect > imageAspect) {
scale = imageHeight / initHeight;

} else {
scale = imageWidth / initWidth;

/

imagePreview . transform . localScale = new Vector3(
initWidth = scale, initHeight % scale, 1);
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Benuauna ciauke ce genu ca 1000 300r HEKOH3UCTEHTUX MEPHUX jeIMHUIIA.

HOBHHHOHHP&I—LG CJINKe

Hakon wHUIIMjaIHOT TO3UIMOHUPAIbA, KOPUCHUK MOXKE JIa yBeJINIaBa U oMepa
CIIUKY KakKo Ou (hOKYyCHPao KeJbeH! CyOjeKaT HU CJIMIU WJIM HCEKAO HeXKeJbeHe.
Axmuje mosurmonnpama ce o0palyjy Kada je alIuKalja y MOIY 38 IO3UIIIO-

HUDpabE, IMITO CE JClllaBa IPUTUCKOM Ha IIJIaTHO Ka/la je CJIMKa y4duTaHa.

if (StaticImages.initImageTexture) {
changeMode (Mode. Edit );

async void changeMode (Mode newMode) {
switch (newMode) {
case Mode. Default :
cover.SetActive (false);
imagePreview. SetActive (false);
floor.SetActive (true);
frame. SetActive (true);

var texture = await TextureTools.processFinallmageAsync

(imagePreview , image, true, TextureTools.processImageType.crop);

_startedEditing = false:
_mode = Mode. Default ;
break;

case Mode. Edit :
cover.SetActive (true);
imagePreview. SetActive (true);
floor.SetActive (false);
frame . SetActive (false);

_startedEditing = false; // True when user begins to zoom or drag
imagePreview. transform . position = imageStartPosition;

_mode = Mode. Edit ;

break;

[lo ynacky y crame 3a HMO3UITMOHUPAIHE CIUKE CAKPUBAMO paM CJIUKe, MO 1
3UJT U TIPUKa3yjeMo IPHY MO03aJUHYy n3a Koje he OMTH 3aTaMIbeH OCTATaK CJINKe
U MPBEHN WHINKATOP KOjU TOKa3yje WBHUIE Koje ojcerajy dbunamny caunky. Cama

IIpOMeHa BeJIMYuHe U Mo3unuje canke he doutu odpabhena y nacrasky. [lo msmacky
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13 CTama 3a MO3WIMOHMpale C/InKe, Bpahajy ce 00jeKTH W MPOIeCynupa CJINKa Y
pamy dyukmjom processFinallmageAsync. Ilpukasanu kox dyHKIHje y Ha-
CTaBKy HHje KOMILIETaH, 3aTO IITO UMILJIEMEHTAIN]a CaJpKHU JIOTUKY 38 IPUMEHY

dunrepa u Kemmpame CJIUKe MTo he OUTu 0djallmbeHo y ciegeheM MmoraaBiby.

public static async Task<Texture2D> processFinallmageAsync (
GameObject imagePreview ,
GameObject image ,
bool updateObjects = true,
processImageType type = processImageType.crop)

{
if (StaticImages.initImageTexture = null)
return null;
Texture2D tex = null;
tex = ResampleAndCrop (imagePreview , image);
tex = DecreaseResolutionHalfing (tex);
if (updateObjects)
{
image . GetComponent<Renderer > (). material . mainTexture = tex;
Staticlmages . finallmageTexture = tex;
}
return tex;
}

Cneneha dyukiuja mpaBu KOIUjy OPUTMHAJIHE TEKCType U CeUe je Ha BeJIH-
qUHY paMa Ha MeCTHMa Koje CMO u3adpaJii y CTarby 3a IMO3UIMOHUPAIhE CIINKE,

ONITUMU3Yje BEJIMINHY CJIUKE W MIPUMeEmyje je Ha caMo ILJIATHO.

public static Texture2D ResampleAndCrop (GameObject imagePreview , GameObject image)
{
Vector3 originalPosition = imagePreview.transform. position;

Vector3d croppedPosition = image.transform. position;

Vector3 originalScale = imagePreview.transform.localScale;

Vector3 croppedScale = image.transform.localScale;

// Calculates offsets in [0—1]
var top = ((originalPosition.y + originalScale.y / 2)
— (croppedPosition.y + croppedScale.y / 2))
/ originalScale.y;
var bot = ((croppedPosition.y — croppedScale.y / 2)
— (originalPosition.y — originalScale.y / 2))
/ originalScale.y;

var left = ((croppedPosition.x — croppedScale.x / 2)
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— (originalPosition.x — originalScale.x / 2))
/ originalScale .x;
var right = ((originalPosition.x + originalScale.x / 2)
— (croppedPosition.x + croppedScale.x / 2))

/ originalScale .x;

// Scales it with original texture
int sourceWidth = source.width;

int sourceHeight = source.height;

// Calculates offsets
top %= sourceHeight;
bot %= sourceHeight;
left *= sourceWidth;
right %= sourceWidth;

int targetWidth = sourceWidth — (int)left — (int)right;
int targetHeight = sourceHeight — (int)top — (int)bot;
var tex = new Texture2D (targetWidth, targetHeight);

try

{
var pixels = source.GetPixels ((int)left , (int)bot, targetWidth,
tex.SetPixels (pixels);

}

catch (UnityException e)

{
Debug. LogError (e . Message );

}

tex.Apply (true);

return tex;

targetHeight );

Oyuknuja Resample AndCrop padyHa kKoje nmukcesie Tpeda ucehu ca opuruHaJHe

cJauKe Jla Ou cTajia y paM Ha m3adpaH HadwH. [opma uBuia Kojy tpeda ucehu ce

JI00Mja TaKoO IIITO C€ OJy3Me Y KOOpJWHATA TOPI-€ WBHUIE OPUTMHAJIHE CJIUKE U

TOpH-€e UBUIE PaMa, OJTHOCHO NCEYEHE CIIUKE.

(originalPosition.y + originalScale.y / 2)
— (croppedPosition.y + croppedScale.y / 2)

Ta, pPa3JiiKa IIpeaCTaB/ba BUCUHY CJIMKE Yy TPOAUMEH3NOHAJITHOM KOOPDANHATHOM

CUCTeMY, Ia jy je moTpedHO HOPMAaJIM30BaTH Je/beheM ca BHCHHOM ciuke. Ha

CJIMYaH HAYUH Cce JI00Mjajy IpeocTase TP MeTpuKe (JI0ma, JeBa U JeCHa UBUIIA).

HopmanuzoBane BpemgHOCTH ce MHOXKE BUCHUHOM, OJIHOCHO IIUPUHOM OPWIH-

HajiHe Tekcrype. llorom ce mpaBm HOBa TeKCTypa Koja he OUTH IpUMemeHa Ha
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IJIATHY W 0j Ce JI0/Ie/byjy HHUKCEJN U3 OPUTHUHAJHE CJIUKe UCKIbYydyjyhu mBuie
KoOje cy oJiceveHe.

Kako oBy amnukanujy mokpehy mobuwiinm ypebhaju, mpumeHa ajropurama Ha
CJINKE BeJIMKE pe30JiyliFje Ou JIyro Tpajasia u onrepehuBasa ypebhaj. Ilopes Tora
IJIATHO 3ay3uMa ojpehenu jieo ekpaHa, Ia ce cjuka Behie pe3osyiiuje o pPe30y-
IIje TOT IPOIEHTa eKpaHa He Ou HuiTa O0Jbe BHesa. 300r HAOpOjaHUX pas3Jiora

CMakbyjeMO Pe30JIYIH]y jeJHOCTABHUM aJTOPUTMOM II0JIOBJHEHHA.

public static Texture2D DecreaseResolutionHalfing (Texture2D tex, int size = 300)

{
if (!tex)
return null;

var pixels = tex.GetPixels ();

var sourceHeight = tex.height;
var sourceWidth = tex.width;

var targetHeight = sourceHeight / 2;
var targetWidth = sourceWidth / 2;

var biggerSize = Mathf.Max(sourceWidth, sourceHeight);

for (var currSize = biggerSize; currSize / 2 > size; currSize /= 2)
{
for (int y = 0; y < targetHeight; y++)
{
int y2 =2 x y;
for (int x = 0; x < targetWidth; x++)
{
int x2 = 2 % x;
Color p = (pixels|[y2 x sourceWidth + x2]
+ pixels[y2 * sourceWidth + x2 + 1])
/25
Color q = (pixels[(y2 + 1) * sourceWidth + x2]
+ pixels|[(y2 + 1) * sourceWidth + x2 + 1])
/2
pixels |y * targetWidth + x| = (p + q) / 2;
}
}

sourceHeight = targetHeight;
sourceWidth = targetWidth;

targetHeight /=2;

targetWidth /=2;

tex.Reinitialize (sourceWidth, sourceHeight);
tex.SetPixels (0, 0, sourceWidth, sourceHeight, pixels);
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tex . Apply ();

return tex;

AsrropuraMm urepupa Kpo3 MaTpUILy UKcesa TeKeType 1o X u Y ocu. Y CBaKoj
UTEPAIUjU U30JIyje OJIOK oJ1 4 MUKcea W PadyHa IUXOBY apUTMETHYKY CPEIUHY
3a cBaku KaHaJs (I[pBeHU, 3eJeHH ¥ aBu). Taj mMpocek craBba PEOM Ha3a/1
Ha TEKCTYPYy Kpo3 Kojy mrepupamo. Kako ce Hukaja He BpahamMo Hazaj Kpo3
OBE€ TIeT/be, MOXKEMO CJI000/IHO KOPUCTUTU UCTHU MPOCTOP 33 HOBY, CMAILEHY CJIUKY.
OgBaj mporiec ce moHaB/ba JOK Beha JuMeH3uja cmKe Huje Mama o1 300 rnukcera.

Ha xpajy dyHKIHje ce cmamyje BeJIMInHA TEKCTypPe U JI0OUjeHa MaTPUIlA ITHK-
cesia ce TOCTaB/ba Ha TEKCTYPY.

[Tomenysm cMO y TIPOIIJIOj CEKITMJH JIa TIPU CBAKOM OCBeKaBaiby €KpaHa IPO-
BepaBaMo JIa JIU je YIUTaHa CJIUKa M y OJHOCY Ha TO MEhaMO CTama. lakohe cMmo
OTIUCAJIN TIITA CE JIeNAaBa HAKOH IITO KOPUCHUK MTO3UIIHNOHUPA CBOjY CJUKY U BPATU
ce y mouetHo crame. Ocum odpahuBarba MPUTHCKA IJIATHA Yy MOy MTO3WITHOHU-

pama odpahyjemMo u moMmeparme U yBeJndaBaibe CJIUKE.

void Update () {
switch (_mode) {
case Mode. Edit :
if (_editMode != EditMode.Idle)
Debug.Log (_editMode);
handleldle ();
handleTouch ();
handleMoving ();
handleZooming ();
break;
case Mode. Default :
handleDefaultMode ();
break;

Oyuknuja handleldle odpalyje morahaj kamga ekpaH Huje JOTUPHYT.

private bool handleTouch () {
if (Input.touchCount != 1 || _editMode = EditMode.Zooming
|| _editMode = EditMode.Moving)

return false;

var touch = Input.GetTouch (0);
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if (isObjectTouched (imagePreview, touch)) {
if (touch.phase = TouchPhase.Moved) {
_editMode = EditMode. Moving;
_touchStartPosition = touch. position;
_imageStartPosition = imagePreview.transform. position;
} else if (touch.phase = TouchPhase.Stationary
&& _editMode != EditMode.Moving) {
_editMode = EditMode . Touched;
}

} else if (touch.phase = TouchPhase.Began && !isObjectTouched (image, touch)) {
changeMode (Mode. Default );

return true;

Oyukrimja handleTouch npaBu pa3nuky u3mely IpUTHCKA Ha 00jeKaT U ITOMe-
pama 00jeKTa. Y KOJIMKO je 00jeKaT IMPUTUCHYT U KOPUCHUK IIOMEpPA MPCT, IIpesia3u
ce y MO . YKOJIMKO je TIPCT CTallMoOHAapaH MW HUje WHUIIUPAH MOJ 33 MOMeparbe,
IpeJia3u ce y MOJ UpUlUCHYW. Y KOJIMKO je MPUTUCHYTO MOPeJ] CJINKe IIPeia3u ce

Ha TUOYEWIMHO CUarbe, IMTO CMO OOPATUIIN.

private bool handleMoving () {

if (Input.touchCount != 1 || _editMode != EditMode.Moving)
return false;

var touch = Input.GetTouch (0);

_startedEditing true;
Vector3 touchPosition = touch.position;
movePreviewImage (touchPosition, touchStartPosition);

return true;

VYrkonuko cmo y dyunuju handleTouch akTuBupa um MO MOMEparba, OBa
dyukimja nozuBa movePreviewlmage ca TPEHYTHOM TO3UIUjOM U WHUIU]AJTHOM

TTO3UITAjOM KaJla je TTOMeparbe 3aI0vesio.

private void movePreviewImage (
Vector3 currentPosition , Vector3 startPosition) {
currentPosition.z = 1.5f;

startPosition.z = 1.5f;

var move = Camera.main.ScreenToWorldPoint (currentPosition) —
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Camera . main. ScreenToWorldPoint (startPosition);

move.z = 0;

var

newPosition = imageStartPosition + move;

imagePreview . transform . position =

bindImageWhileMoving (newPosition);

if (Input.touchCount != 1

|| Input.GetTouch (0).phase = TouchPhase.Ended) {
_editMode = EditMode. Idle;

_imageStartPosition = imagePreview.transform. position;

Oyukimja movePreviewlmage padyHa 1moMepaj u 3a Ty BPEIHOCT MEHba I10-

3UIN]y CJIUKE.

Z oca je BeITavYK{ TOCTaB/beHa y OBOM CJIy4ajy, KaKo PaIuMO

ca O0jeKTMMa KOjU JieyKe Ha IAapPaJIeJIHOj PABHU Ca & W Y OCOM, &JIM CJYXKHU Jia

Mema Op3UHYy KpeTaiba CJIMKE Y OJHOCY Ha ITOMepParhe MPCTa 10 eKpaHy. Y KOJUKO

KOPHUCHUK ITOKYIIIa JIa TIOMEPH CJIUKY TaKO Ja M3JIa3W U3 IpaHuiia pama, To Hehe

nozsosiutu pyuxnuja bindImage WhileMoving.

private

var

var

var

var

var

var

var

var

Vector3 bindImageWhileMoving (Vector3 newPosition) {

leftImageEdge = image.transform . position.x

— image. transform.localScale.x / 2;
rightImageEdge = image.transform. position.x

+ image.transform.localScale.x / 2;
topImageEdge = image.transform. position.y

+ image.transform.localScale.y / 2;
botImageEdge = image.transform. position.y

— image.transform.localScale.y / 2;
leftPreviewEdge = newPosition.x

— imagePreview . transform.localScale.x / 2;
rightPreviewEdge = newPosition.x

+ imagePreview . transform.localScale.x / 2;
topPreviewEdge = newPosition.y

+ imagePreview . transform.localScale.y / 2;
botPreviewEdge = newPosition.y

— imagePreview. transform.localScale.y / 2;

if (leftPreviewEdge > leftImageEdge) {

newPosition.x += leftImageEdge — leftPreviewEdge;

} else if (rightPreviewEdge < rightImageEdge) {

newPosition.x — rightPreviewEdge — rightImageEdge;

if (botPreviewEdge > botImageEdge) {

newPosition.y += botlmageEdge — botPreviewEdge;
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} else if (topPreviewEdge < topImageEdge) {
newPosition.y — topPreviewEdge — toplmageEdge;

return newPosition;

Ha uctu nauun kao u yHKIMja Koja cede CIuKY, oBa (DyHKIINja PATyHA UBUIIE
IUTATHA U OPUTWHAJIHE CJINKe. Y KOJIMKO MBUIlE OPUTHHAJIHE CJINKE IIpeJia3e UBUIIE

ILUTaTHA, TaKO Jla CJIWKA M3J1a3W u3 paMa, MyHKIMja Bpaha cIWKy Tako J1a ocTaHe

y pamy.
[Tocnenma GPyHKIIMOHAIHOCT je yBeJInJYaBalbe OPUTHHAJHE CJIHKE:

private bool handleZooming () {
if (Input.touchCount != 2)

return false;

_editMode = EditMode.Zooming;
_startedEditing = true;

var touchl = Input.GetTouch (0);
var touch2 = Input.GetTouch (1);

var touchlPrevPos = touchl.position — touchl.deltaPosition;

var touch2PrevPos = touch2.position — touch2.deltaPosition;

float prevTouchDeltaMag =
(touchlPrevPos — touch2PrevPos).magnitude;
float touchDeltaMag =

(touchl.position — touch2.position ). magnitude;

float aspect = imagePreview.transform.localScale.x

/ imagePreview.transform.localScale.y;
float deltaMagDiff = touchDeltaMag — prevTouchDeltaMag

float deltaX = deltaMagDiff % aspect * .01f;
float deltaY = deltaMagDiff = .01f;

if (imagePreview.transform.localScale.x + deltaX > 0
&& imagePreview. transform.localScale.y + deltaY > 0) {
imagePreview . transform.localScale = new Vector3 (
imagePreview. transform.localScale.x + deltaX,
imagePreview. transform.localScale.y + deltaY,

imagePreview . transform . localScale .z

)i
return true;
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VYKOJIMKO He II0CTOje TavHO JBa yjasa, pyHKIuja Hehe HuiTa ypaguTtu. YKo-
JquKo mocroje, Unity mpeno3Haje maje momepaje msmeDhy gBa morabaja (mesrra
nosuija). Padynamo Koja je passimka usmely MHUIMjaJIHOD JIOJUpPa €KpaHA U
roMepaja u JI00njaMo 3a KOoJIMKO Tpeda ja noBehamo ciuky. Kako ciauky mopamo
nosehaTu 1Mo 0de oce, TyBaMO HUXOB OJIHOC M MHOXKHUMO IPETXOTHO U3PATYHATUM
daxTopom yBehama. Jlomarno muoxkumo ca 0,1 ga d6u ce ciauka criopuje rmoseha-
BaJia (KOHCTAHTa JIOOMjeHa MPAKTHYHUM TECTUDAHEM ).

Kana mpecrane akinuja 3ymMupama W yJIa3u He Oy/y OMJIM PErMCTPOBAHH, I10-

zBahe ce rope nmomenyta dyukmnuja handleldle:

private bool handleldle () {
if (Input.touchCount != 0)

return false;

// Idle is the only state application can go from zooming

bindImageWhileZooming ();

if (_editMode = EditMode.Touched && _startedEditing)
changeMode (Mode. Default);

_editMode = EditMode. Idle;

return true;

Kako mpuyimkoMm yBendaBamba HICMO OIPAHUYHUIN BEJTUYINHY CJIMKE, Ha TTPBOM
ciesieheM ocBexkaBaiby eKpaHa, 03WBa ce rope omucana gyuknuja handleldle,

koja mo3uBa, bindImage WhileZooming.

private void bindImageWhileZooming () {
var horizontalScale = image.transform.localScale.x
/ imagePreview.transform.localScale.x;
var verticalScale = image.transform.localScale.y

/

/ imagePreview.transform.localScale.y;

var scale = Mathf.Max (horizontalScale, verticalScale);
if (scale > 1) {
imagePreview . transform.localScale = new Vector3 (

imagePreview . transform.localScale.x * scale
imagePreview . transform.localScale.y * scale

imagePreview. transform.localScale.z

)5
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imagePreview . transform . position =

bindImageWhileMoving (imagePreview . transform . position );

Cauano niomenyToj bindImage WhileMoving dyuKnju, oBa (pyHKIIHja ITOBe-
haBa cuKy Tako INITO padyHa KOJUKO je IyTa pam Behim oy HOBOHACTAJE CJIMKE
(cBaka oca mojeauHaqdHo). IloTrom y3mmamo Behy oJ1 JBe BPEJIHOCTH M 32 TOJHUKO
roBehaBaMo CJIUKY.

Konauno, mosusamo omer dyukimjy bindImage WhileMoving kako ou 1esna

CJINKa OCTaJjla y pamy.

A.TII‘OpI/ITMI/I 3a MO,Z[I/I(i)I/IKOBaH:e CJINKe

lenepucame jayrmajnm 3a duiirepe, IpuKka3anux Ha ciauim 4.4, n3Bpiiasa ce JIu-
HamMudku Kopurihemem Unity madiaona. 3a cBaKy MHCTAHILy 00jeKTa TOT mad/ioHa
moTpedHo je mpocyaeauTtn oapehene mapamerpe duarepa, ImMTO Ce MOXKE BUJIETH Y

caenehoj dyuknuju:

void initFilters ()

{
if (StaticImages.adjustmentsFiltersCount = 0)
{
StaticImages.adjustmentsFilters = new AdjustmentsFilter [7];
AddFilter ("Brightness", "brightness", (tex, val) =
(FilterFunctions.Brightness(tex, (int)val)), —130, 130);
AddFilter ("Contrast", "contrast", (tex, val) =>

(FilterFunctions . Contrast (tex, (int)val)), —30, 30);
AddFilter ("Warmth" , "warmth", (tex, val) =>

(FilterFunctions .Warmth(tex, (int)val)), —60, 60);
AddFilter ("Saturation", "saturation",

tex, val) =>
Af, 1.6f, 1);

(FilterFunctions. Saturation(tex, val)),
tex, val) =
k)

(

)
AddFilter ("Highlights", "highlights", (
(FilterFunctions.Highlights (tex, val)), —1, 1);
AddFilter ("Shadows", "shadows", (tex, val) =
(FilterFunctions.Shadows(tex, val)), —1, 1);
AddFilter ("BW", "bw", (tex, val) =
(FilterFunctions .BW(tex, val)), 0, 1, 0, true);

for (int i = 0; i < StaticImages.adjustmentsFiltersCount; i++)

AdjustmentsFilter currentFilter =

Staticlmages.adjustmentsFilters|i];

currentFilter.addFilterToGallery ();
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currentFilter. filterImage.onClick.AddListener (() =>

{

bindAdjustmentsSlider (currentFilter );
Gallery.state = Constants.States.SingleAdjustment ;

1)

VY oBoj ieTsbu cBaku puaTEp Ce Jiogaje Ha creny dyukiujom addFilterToGallery:

public void addFilterToGallery ()

{
filterImage = UnityEngine.Object.Instantiate (
filterImagePrefab , Vector3.zero, Quaternion.identity);
filterImage . transform . SetParent (container . transform );
string path = "Images/" + this. filterFile;
Texture2D imgTex = Resources.Load<Texture2D >(path);
Sprite sprite = Sprite.Create(
imgTex,
new Rect (0, 0, imgTex.width, imgTex.height),
new Vector2(0.5f, 0.5f));
filterImage . GetComponent<Image >().sprite = sprite;
filterImage . transform . Find ("Text")
. GetComponent<Text > (). text =
this . filterName;
}

Unity nacTanupa madjioH 00jeKTa, J10/ieJbyje My POJIUTE/ha, TEKCT U UKOHUILY.
[Torom y mperxomuoj OyHKIMjU ce perucrpyje HoBa (DyHKIMja Koja ce mokpehe

KJIMKOM Ha JyI'Me:

currentFilter . filterImage.onClick.AddListener (() =

{

bindAdjustmentsSlider (currentFilter);
Gallery.state = Constants.States.SingleAdjustment ;

I3

DyHKIIMja IIOCTaB/ba CTabe rajepuje Ha IojiellaBambe puirepa U Be3yje Bpe-
HOCTH KJym3ada (eHr. slider) Ha TpeHyTHe BpefHOCTH (uirepa (TpeHyTHA, MU-
HUMAaJIHa, MAaKCHUMAaJHa W I0Ja3yMeBaHa BPEIHOCT, Kao U WHMOpMaIHja jga JIin

ce KOpHCTe KOHTHHYyaJHe WM JUCKpeTHe BpefHocTn). Kimsad mma camo jenny
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UHCTAHILY U M€iba BPEIHOCT CBaKHU IIYT KaJ CE€ y4dUTa HOBU (bHJITepi

private void bindAdjustmentsSlider (AdjustmentsFilter filter)

{

activeSlider = Gallery UIHandler. SliderFilter .adjustments;

currentFilter = filter;
var filterValue = currentFilter.value;

slider .minValue = currentFilter . minValue;

slider .maxValue = currentFilter .maxValue;

slider .value = filterValue;
oldSliderValue = filterValue;

slider . wholeNumbers = currentFilter.wholeNumbers;

UI_ Static.showUIPanel(sliderPanel);

BesuBame kim3ada 3a puirep KOHAYHO MPUKA3yje Kau3ad Ha JIHY €KpaHa ca

crarbeM TpeHyTHOr ¢duirepa. Ha cBako momepame kKiaumzada Opojada Kpehe ma

onopojaBa 15 crorunku. Kajia To Bpeme mcrekne ¢dbuirep he ce nmpuMeHUTH HA

CJIUKY, TIO3UBOM (DYHKIIHje IIOMEHYTe paHuje:

TextureTools. processFinallmageAsync (
imagePreview , image, true,

TextureTools. processImageType.adjustments);

OBor myTa 0BO je 1esna GyHKIHja:

public static async Task<Texture2D> processFinallmageAsync (
GameObject imagePreview
GameObject image,
bool updateObjects = true,
processImageType type = processImageType.crop)

if (StaticImages.initImageTexture = null)

return null;
Texture2D tex = null;

switch (type)
{
case processlmageType.crop:

tex = null;
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break;

case processlmageType.artFilters:
tex = savedCropTexture;
break;

case processlmageType.adjustments:

tex = savedArtTexture;

break;
}
if (type != processImageType.artFilters
&& type != processImageType.adjustments) {
tex = ResampleAndCrop (imagePreview , image);
tex = DecreaseResolutionHalfing (tex);
savedCropTexture = tex;
}
if (type != processImageType.adjustments) {
if (HandleArtFilters.selectedFilter != null)
{
tex = await
HandleArtFilters.selectedFilter. ApplyFilter (tex);
}
savedArtTexture = tex;
}

tex = await Gallery UIHandler.ApplyFilters(tex);

if (updateObjects)
{

image . GetComponent<Renderer > (). material . mainTexture = tex;

Staticlmages.finallmageTexture = tex;

return tex;

QuHaJIHA CJIMKA je TPOU3BOJI IIOMeparmha U CeYerha CJIMKE, OCHOBHUX ITOJEIIa-
Bama CJIUKe U yMETHUYKUX uirrepa (Buile peun o muMa kacauje). Kom cedema
U TIOMepatba CJIMKEe He MOYKEMO KeITupaTH HUIITa, 3aTO MTO (PUJITepe He U3BPIa-
BaMO Ha OPUTHHAJTHO]j CJIUIN, Beh Ha MCEeYeHO] CJUIM CMatbeHe pe3osryiuje. Mmak,
KaJI IPUMEIbyjeMo (pujiTepe MOKEeMO UCKOPUCTUTU UCEUEHY CJIUKY, KOjy IyBaMoO y
npomensbuBoj savedCrop Texture. Takohe, ymMeTHUYKE (DUITEP MOKEMO CATyBATH
TaKO JIa Ce OH He M3BPINABa IIPU CBAKOj IIPOMEHU IIOJIeNIaBamba. 10 je m3y3eTHO
OUTHO IIOIITO je OYEeKHBaIbe J1a Ha IPOMEHY KJ/u3ada alljInKalrja Op30 ojpearyje,
a YMETHUYIKHM (PUITEpUMa Tpeda BHUIIE JIeCeTUHA IIyTa JyKe Ja ce U3BPIIIe.

Bparumo ce na nmpumeny duirepa. Kaja ncrekne dpojad, mozsahe ce pyHK-

mmja processFinallmage Async koja nosusa Gallery UIHandler. ApplyFilters:
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public static async Task<Texture2D> ApplyFilters(Texture2D tex)

{

var local = FilterFunctions.TextureToLocal(tex);
for (int 1 = 0; i < Staticlmages.adjustmentsFiltersCount; i++)

{

AdjustmentsFilter filter =
StaticIlmages.adjustmentsFilters[i];

local = await

Task.Run(() => filter.ApplyFilterLocaly (local, filter.value));

}

return FilterFunctions.LocalToTexture(local);

OBa ¢dyskmmja ce mokpehe acMHXPOHO, KaKO He OM OJIOKHpaJa AIlJIMKAIIA]y.
dyHKIMja Tpoa3n peloM Kpo3 Moryhe uirepe n mpuMemyje ux Ha CIUKY.
Csaka o1 HaBeJleHUX (DYHKIMja MAHUIYJIUINE CBAKUM ITHUKCEJIOM 3acedHO (He-
3aBUCHO OJI OKOJIUHE).
Vamumo npumep KoHTpacta. Heka C Oyme BpemHOCT KOHTpacrta, a 1 3amar
napamerap - npar (enr. treshold). @opmysia 3a u3padyHaBamba KOHTPACTa je:
C = ((100.0 + 7")/100.0)*
[Tomohy Te mpomeH/bUBE MOXKEMO ITPOMEHUTH IPBEHU, 3€JIEHW U ILJIaBA KaHAJ
cBakor nukcesa kopucrehu cienehy dbopmyiy:
R = ((((R'/255) — 0.5) « C') + 0.5) % 255
G = ((((G"/255) — 0.5) « C) + 0.5) * 255
B = ((((B'/255) — 0.5) « C') 4+ 0.5) x 255,
rie cy RGB noBe BpegHoCTH KaHaJja nukcesna, a R‘G‘B* crape.

Y KoJIy TO M3IJIeja OBAKO:

public static LocalTexture Contrast(LocalTexture inputImage,
int threshold)

int imageWidth = inputlmage.width;
int imageHeight = inputlmage. height;

var pixelBuffer = inputlmage. pixels;

Color32[] resultBuffer = new Color32|[pixelBuffer.Length];
var contrast = Math.Pow((100.0 + threshold) / 100.0, 2);
for (int y = 0; y < imageHeight; y++)

{

for (int x = 0; x < imageWidth; x++)

{

var pixelOffset = y % imageWidth + x;
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var oldColor = pixelBuffer |pixelOffset |;

var red = ((((oldColor.r / 255.0) — 0.5)
x contrast) + 0.5) x 255.0;

var green = ((((oldColor.g / 255.0) — 0.5)
x contrast) + 0.5) * 255.0;

var blue = ((((oldColor.b / 255.0) — 0.5)

* contrast) + 0.5) % 255.0;

resultBuffer [ pixelOffset |.r = ClipByte(red);
resultBuffer [ pixelOffset |.g = ClipByte(green);
resultBuffer [ pixelOffset |.b = ClipByte(blue);

inputlmage. pixels = resultBuffer;

return inputlmage;

Oyukmuja ClipByte uma yiaory na BpeJIHOCT TmKcesa oyje y omcery [0,255].

Ha ciamuan maunn cy uMmIieMeHTHpaHe U octaje pyHKIHje.

YMeTHUIKU PUiarepu

3a pa3iuky o nperxogHux GuiaTepa, YMETHHYKNA (DUJITEPU HEMA]y KJnu3ad
300r IbUXOBE KOMILJIEKCHOCTH U BpeMeHa M3BpIllaBarba, Beh cy UM rmapamMeTpu Ipe-
JedbMHICAHN U IPUMeERbYjy ce KIuKoM Ha jyrMme (cimka 4.5). Takobe, 3a pasiuky
oJ1 IpeTXoaHuxX (uarepa Koju DYHKIIUOHUIITY Y KOMIIO3UIUjUA, MOYXKEMO aKTHBU-
patu TavHo jenaH ymetrHudku duiarep. [putuckom ma dusio kKoje of Tpu gyrMera
ompa ce XKeJbeHU (buITEp U 1Mo3uBa Beh mosnara pyHkmja processFinallmageAsync,
KOja TO3WBa jeJlaH OJi IIOMEHYTHX aJIlOpUTaMa, IITO heMo JeTajbHUje OIMUCATH Y

HACTaBKY.
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Vibe Ha ILIaTHY

Cauka 5.5: YMmerHnaku durrepu

Upload image

60cm

BpeanocT cBakor nmukcesia IpUMEHOM OBOT aJITOPUTMa He 3aBUCH CaMO O/ I1a-
pamMeTapa (yHKIMje U WHUIHAjAJTHE BPEIHOCTH TUKCEIa, Beh U IheroBe OKOJIMHE.
8a uzpauyHaBame BpeJHOCTH Mpou3BOJbHOT nukcena (X, YY), morpebHo je aHasm-
suparu cBe nukcese y pacnony (X — Radius,Y — Radius) no (X + Radius,Y +
Radius), rie npomersbuBa Radius mpeacTaB/ba MPEYHUK OKOJUHE U yUUTABA CE
kao mapamerap dyukiumje. CBaKOM THUKCEIY y OBOj OKOJIMHU C€ JIOJEJbyje WH-
TeH3uTeT, Koju ce pauyna Ha cienehn wauun: ((R + G + B) * levels) /255, rue
npoMenJbuBa levels ogpehyje KOMUKO he pasjmyunTux rpylna WHTEH3UTETAa OUTH.
3a cBaKy I'pyIly HHTEH3UTETa MEPUMO KOJHUKO IIMKCEJIa U3 OKOJIMHE jOj IPUMIaIa 1
dupamo rpyiy ca HajBehum OpojeM nukcema. Ocum MITO CyMUpamMo OpOj MUKCeTa
10 TpyId, Takohe CyMUpaMoO W BPEIHOCTH IPEHNX, 3€JIeHNX W ILJIABUX KaHAJIA.
Crenehu KoJ ce u3BpInaBa y MeT/bU KOja UTEPUPA CBE Cycele MUKCe/a Ha 33/ 1aTOM

MaKCHMAJIHOM PacTojamy (M3BpIIaBa ce 3a CBAKOD CyCeJa):
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currentIntensity = (int)Math.Round (((double)
(pixelBuffer|calcOffset |.r +
pixelBuffer [calcOffset |.g +
pixelBuffer|[calcOffset].b) / 3.0 =
(levels)) / 255.0);

intensityBin [currentIntensity| += 1;

redBin[currentIntensity| += pixelBuffer|[calcOffset]|.r;
greenBin [ currentIntensity | += pixelBuffer |calcOffset|.g;
blueBin | currentIntensity | += pixelBuffer [calcOffset|.b;

if (intensityBin|[currentIntensity]| > maxIntensity)

{

maxIntensity = intensityBin[currentIntensity |;

Konauna BpeHOCT MUKCesIa je KOJTMYHUK CBAKOT KaHaJa (IPBEHOT, 3€JIEHOT U

[JIABOT') U WHTEH3UTETa y I'PYIH KOja UMa HajBUIIE NpejacraBHuka [14]:

blue = blueBin [maxIndex| / maxIntensity;
green = greenBin|[maxIndex| / maxIntensity;
red = redBin|maxIndex| / maxIntensity;

resultBuffer [byteOffset|.r ClipByte (red);
resultBuffer [byteOffset |.g = ClipByte(green);
resultBuffer [byteOffset|.b = ClipByte(blue);

KommiekcHOCT 0BOT ajropuTMa je y TOME IIITO je HEOIXOJIHO 3a CBAKH ITHKCEI

OSp&bI/IBaTI/I IbETOBE Ccycelle, Ia Yy OAHOCY Ha IIPEIYHUK OKPY2KEIba ,ILOSI/IjaMO pa3Jjin-

qrTa BpeMeHa M3BpIIaBaiba. 3a IMoTpede OBe allInKallije MOCMATPAMO OKPYIKEHhe

o1 9 nuKcesa, Te je 0Baj ajaropuraM oko 81 myT KOMIIEKCHU]H OJ1 Fope ITOMEeHYTUX

durepa.
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erekiuja nBumna

Cauka 5.6: YMeTHnaku (urrepu

®

Upload image Upload image

80cm 80cm

Ogaj ajropuraM pajii O CJMYIHOM IPUHIAIY Kao U mpeTxoinu. lrtepupa ce
KpO3 CBe IHUKCeJIe, TOTOM KPO3 IbIUX0BA OKPY2KEeHha Yy 33JaTOM MPEIYHUKY. 3a CBAKO
OKPYZKeIhe Ce HAJIA3M HajCBeT/IMja U HAjTAMHUja BPEJHOCT CBUX KaHaJa (IPBEHOT,
3eJIEHOI U IIJIABOT) W BPEIHOCT IHMKCeIa MOCTaje HUXOBa pasjnka. Kako c¢Mo
y IIPETXOJHUM KOpallmMa CMambuian pe3osynujy cimke jo 300 mmkcesa 1o ocwu,
3a 1oTpede OBOTI' AJITOPUTMa KOPUCTUMO IMPEYHUK OJI 3 MUKCEsA, IITO HaM Jiaje
JKeJbeHe pPe3yJITaTe.

Cnenehm koj ce w3BpIaBa y IET/bU KOja IPOJA3U CBE Cyceje IMHUKCcesa Ha

3a1aTOM MaKCHUMaJIHOM paCTOj amby:

minBlue = Math.Min( pixelBuffer|[calcOffset|.b, minBlue);
maxBlue = Math.Max(pixelBuffer[calcOffset|.b, maxBlue);

minGreen = Math.Min(pixelBuffer|[calcOffset|.g, minGreen);
maxGreen = Math.Max(pixelBuffer |calcOffset|.g, maxGreen);

minRed = Math.Min(pixelBuffer |[calcOffset |.r, minRed);
maxRed = Math.Max(pixelBuffer|[calcOffset].r, maxRed);
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Hakon n3padyHaBama ONTHMyMa, lbUXOBE PA3JIMKE TIOCTA]y KOHAYHA BPETHOCT

mukcena [15].

resultBuffer [byteOffset |.r = (byte)(maxRed — minRed);
resultBuffer [byteOffset|.g = (byte)(maxGreen — minGreen );
resultBuffer [byteOffset |.b = (byte)(maxBlue — minBlue);

PamMm u okBup

Pam 1 oxkBUp nMajy HEMTO Jpyravdnjy UMILIEMEHTAIN]Y 3aTO IIITO Ce He OTHOCEe

Ha caMo 1IaTHO, Beh cy 3aceduu Unity odjexkTu.

OkBup

OxBup je odjekaT KOju y XujepapxmujcKoM cTadjy ucroj cede nma 4 odjekTa 3a
CBaKy WBUILY.
Canmuno kao ca dwiTepuMa, WHUNMjATHA, MUHUMAJIHA, MAKCUMAJHA U TpPe-

HyTHa IMUApUHA ce mpociaehyjy kmm3ady. Ha mpomeny Bpemnoctu ce mokpehe

dyukimja;

public static void changeBorderSize (
Vector2 dimensions, ref GameObject border, float borderWidth)

float x;

float y;

var borderTop = border.transform.Find ("BorderTop");

var borderBot = border.transform.Find("BorderBot");

var borderLeft = border.transform.Find ("BorderLeft");
var borderRight = border.transform.Find("BorderRight");

x = dimensions.x;
borderTop . transform.localScale = new Vector3(

x, borderWidth, borderTop.transform.localScale.z);
borderBot . transform.localScale = new Vector3(

x, borderWidth, borderBot.transform.localScale.z);

y = dimensions.y;

borderLeft . transform.localScale = new Vector3(
borderWidth, y, borderLeft.transform.localScale.z);

borderRight . transform.localScale = new Vector3(

borderWidth, y, borderRight.transform.localScale.z);

y = (dimensions.y — borderTop.transform.localScale.y) / 2;

borderTop. transform . position = new Vector3(
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borderTop . transform . position .x,
y'/
borderTop . transform. position.z);

y =Y
borderBot . transform . position = new Vector3(
borderBot. transform . position .x,

Y
borderBot . transform . position.z);

x = (dimensions.x — borderLeft.transform.localScale.x) / 2;
borderLeft . transform. position = new Vector3(

X,

borderLeft . transform. position.y,

borderLeft. transform. position.z);

X = —X;

borderRight . transform. position = new Vector3(
X,
borderRight . transform . position.y,
borderRight . transform. position.z);

Aprymentn dyHKIMje cy IUMEH3Hje CJIUKe, OKBUDP KOjU CAJIP:KU TOPHY, JTOHY
JIEBY W JIeCHY CTPAHMUILy, Ka0 W IMHUPUHA OKBUPa KOja je jeJIHaKa BPEIHOCTH KJIU-
3ada. lloBehaBare BesMYMHE CBAKOT Jiejia OKBHPA j€ JeTHOCTABHO W IOCTHUXKE CE
camo mpociehuBamem mupunae okBupa X win Y mapaMerpy y 3aBUCHOCTHU OJ1 TOTa
Jla JIA je XOPU30HTAJIaH WJIN BepTUKAJIaH JIe0.

Camo 1o Om moBehasio OKBMpP BaH pama, TaKO J1a je MOTPEOHO U TOMEPUTH
JIeJIOBe Ka CPEJINHU CJIMKE 3 MOJIOBUHY IMUPUHE, KAKO OU Ce UBUIE OKBUPA MOKJIa-

I1aJie Ca UBUIIOM paMa.

Pawm

PaMm ce dupa Ha mcTm HAYMH KAO0 M YMETHUYKH (DUJITEPH, TPUTUCKOM Ha YKe-
Jbero gayrme. OHO MITO je 3aHUMJBUBO je TO JIa yJIa3aK y ONIUjy 3a IPOMEHY paMa
Mema MEePCHEKTHBY KaMmepe Ja OMCMO MOIVIM OOJbe Jla BHINMO KapaKTePUCTHUKE
CJIUIKE.

Pa3Bojuo okpy»keme HaM IpyrkKa IOJIPIIKY 33 aHUMHUparme odjekara. ¥ OBOM

cIydajy je TO UCKOPHIINEHO Jia ce aHUMUpa MO3UIMja U poTalnja KaMepe.
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Cruka 5.7: Aunmarnuja

Autar 3a ympaBspbame aHnMalujama je jeaHoctaBaH 3a ymorpedy. Ha mpsoj
ciunu (cymka 5.7) je mpuKa3aHa IeMa IPOMEHA CTakba KOoja e KaCHUje WHUIUPA
Kpo3 koj. OBuM ce 0de30ehyje ma yKOIUKO TPEeKMHEMO aHUMAIIA]y U BPATUMO Ha
MIPETXO/IHO CTabe, AHNMAIIja 3aiCTa OMBA IIPEKUHYTa y TOM TPEHyTKY 1 Bpaharbe
y MPETXOJHO CTabe MOYNibe U3 Te Tadyke. JIpyre 1Be ciamke mpukalyjy MOJEIIa-
Balba KaMepe y KJbyIHUM Tadkama. Fbux mMoxke OUTU TPOM3BO/LHO MHOTO, &JIH 34
morpede OBe aHMMaInje JedUHICAHE Cy MPBa U MOCAEIba K/bYIHA TAIKA.

Caenehe Tpu pyHKIHje KOHTPOJIUIITY AHUMAIIU]y TO3UBaIbeM oropapajyhe me-
toue frameAnimationController objekra, Koju je 1edpUHUCAH ¥ PA3BOJHOM OKPY-
xemy Unity. Ocum Tora, mOTpedHO je MpUKa3aTh OJHOCHO CKJIOHUTHU CEKITHjy 3a
0/1adup pama u Mepe BeJnduHe pama ca ekpana. CBe TO je IpuKa3aHo y HapeIHOM

KOJIy:

private void showFramePanel() {
Gallery .state = Constants. States.FrameMaterial;
UI_Static.showUIPanel (frameMaterialPanel);
frameAnimationController.SetBool ("frameZoom", true);
galleryScript . hideLabels ();
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}
public void handleFrameMaterialCancel ()

{
changeFrameMaterial (oldFrameMaterial );
UI_Static.hideUIPanel (frameMaterialPanel);
frameAnimationController. SetBool ("frameZoom" , false);
Invoke ("showLabels", .5f);

}

private void handleFrameMaterialDone ()

{
oldFrameMaterial = currentFrameMaterial;
UI_ Static.hideUIPanel (frameMaterialPanel);
frameAnimationController. SetBool ("frameZoom", false);
Invoke ("showLabels", .5f);

}

5.3 IlpommupeHa cTBapHOCT

Criena mporupene CTBApHOCTU ce Mokpehe KJIMKOM Ha UKOHUILY KaMmepe y Ta-
sepuju. OBa crieHa odpabyje /iBa crieHapuja, KaJia je CJuKa MOCTaB/beHa Ha 31T U

KaJia HHje:

void Update () {
if (!_isSceneLoaded)

return;

if (! isImagePlaced) {
UpdatelndicatorPlacement ();
Updatelndicator ();

} else {
handleMoving ();
HideIndicator ();

TpenyTrO 00palyjemo nmoHaIIae HHANKATOPA, TAKO /13 HAC 3aHUMA CIIEHAPHUO
KaJla CJIMKA U JJa/be HUje TTOCTaBJ/heHA. Y TOM CJIy4ajy, CBAKU IIYT KaJIa je OCBEYXKEHA
cauka 30By ce e merone: Updatelndicator Placement u UpdatelIndicator.

Y dyukmmju Updatelndicator Placement ce nipBu iyt cycpehemo ca dubismo-

TEKOM 3a PaJl ca IIPOIIMPEHOM CTBapHOIINY:

private void UpdatelndicatorPlacement () {

o1



I'VTIABA 5. UMIIJIEMEHTAIIMJA

var screenCenter = arCamera. ViewportToScreenPoint

(new Vector3 (0.5f, 0.5f));
var hits = new List<ARRaycastHit> ();
_arRaycastManager . Raycast (

screenCenter ,

hits

UnityEngine .XR. ARSubsystems. TrackableType. Planes);

_placementPoselsValid = hits.Count > 0;
if (_placementPoselsValid) {

_placementPose = hits [0]. pose;

var cameraForward = arCamera.transform.forward;
var cameraBearing = new Vector3(

cameraForward.x, 0, cameraForward.z).normalized;
_placementPose.rotation =

Quaternion. LookRotation (cameraBearing);

Odjekar ar Raycast M anager HaMm CJIMIHO KAO Y TAJIEPUJU TJI€ CMO ITPOBEPABAJIN
Jla JIA je MIPUTUCHYTA CJINKA, IIPY2Ka OMIN]y J1a BUJIUMO JIa JIU 3PaK U3 KaMepe nMa
IIpeCceK Cca PaBHHU y DPEAJHOM OKDPYKemy Koje JeTeKkTyje Kamepa. Dbubsimoreka
je HampaBJbeHa TaKO Ja JETEKTYyje XOPU30HTAJHe PaBHU, 3aTO IITO je TO MHOIO
gemhu caydaj of Beprukajanux. Hama je morpebna jperekiuja 3uja, a He I0JA,
aJIM Taj MPOOJIEM CMO PEINIMJIA Y HACTABKY.

Haxkon nmerexkroBama 1ojia, MHJIUKATOP he ce IMOMEPUTHU Ha MOJIOXKAj IIpeceKa 1
pOTHUpATH IIpeMa KaMepu, 3a/ipxKaBajyhu z ocy yIpaBHO Ha paBaH IOJIA.

Metona Updatelndicator KOHTpOJUIIE TTO3UIU]Y CAMOT HHIMKATOPA:

private void Updatelndicator () {
if (_placementPoselsValid) {
setHorizontallndicatorValid ();

var cameraRotation =
arCamera. transform .rotation.eulerAngles;
var indicatorRotation =
placementIndicator. transform.rotation.eulerAngles;
placementIndicator. transform. SetPositionAndRotation (
_placementPose. position, placementPose.rotation);
} else {
setIndicatorInvalid ();

var indicatorRotation = arCamera.transform.rotation;

placementIndicator. transform. SetPositionAndRotation (

arCamera . transform . position +
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arCamera . transform . forward * 1.5f,
indicatorRotation );
placementIndicator . transform . Rotate (
transform.right , —45f, Space.Self);

ok 1oy HUje JeTeKTOBaH, MHAUKATOp he OuTh poTupaH 3a 45 creneHu mpema
KaMepH, KaKo OM e BUJIEO M XOPU30HTAJIAH U BEPTUKAJIAH Jieo (cimka 4.8).

Kako dmcMo meTekToBas 31 M MOCTABUJIM CJIUKY, MOPaMO Ce OCJIOHHTHU Ha
kopucHuka. llomro dudmmoTeka HeMa JMPEKTHY MOJIPIIKY 34 JIETEKTOBAILE BEp-
TUKAJIHIX PaBHU, a Beh CMO JeTeKTOBAaJIM 1101, JJOBOJHHO je Jla MHIUKATOD CTABUMO

JI0 WBUIIE 3UJIa U MPUTUCHEMO JyI'Me Ha JIHY eKpaHa (ciauka 5.8).

Cauka 5.8: [lozunuonuparbe nHAMKATOPA HA UBUILY U3Mehy To/a U 3uja

[Iputnckom jgyrmera nojaBuhe ce ciuka Ha 3ujy U crajahe y BUCHUHHU KaMepe.
Kaxo je kamepa dokycupana Ha UBHILY I10J1a U 3UJ1a, Takohe he ce 1mojaBuUTu TEKCT

KOjU 00aBeIITaBa KOPHCHUKA O JIOKAIUjH CIuKe (cauka 5.9).
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Cauka 5.9: IlocraBibame cIMKe Ha 3UI

Cruka ce mocraB/ba MOKpeTameM cieehe pyHKIHje:

private void PlaceAnImage () {
if (_isImagePlaced || !_placementPoselsValid)

return;

var newPosition = _placementPose. position;

newPosition.y = arCamera.transform. position.y;

_image = Instantiate (
objectToPlace, newPosition, placementPose.rotation);

_imageStartPosition = _image.transform.position;
lookUp. transform . position = _placementPose. position;
lookUp. transform.rotation = _placementPose.rotation;
lookUp. SetActive (true);

StartCoroutine (HideLookupAfterSeconds ());

__isImagePlaced = true;

_wall = new Plane(

_image. transform . forward , image.transform.position);

QyHKIMja WHCTAHIIUPA TEKCT KOJU TOKa3yje IJie Ce CJINKA HAJIa3U U KOPYTUHY

KOja CAKpWBa Taj TEKCT HAKOH HEKOJHMKO ceKyniaun. Cama c/ImKa ce TMO3UINOHUPA
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Ha X 1Y KoopAMHATY MHIMKATOpPA Ha MOAY, U Ha Z KOODAMHATY Kamepe (OHOCHO

MOOIITHOT TestedoHa).

Haxkon IIOSUIIUOHUDPaIba CJIMKE IIPU CBAKOM OCBeEzKaBalby €KpaHa HOKthEMO

dyHKIM]y 38 TOMeparbe CIUKe:

private bool handleMoving () {
if (Input.touchCount != 1)
return false;

var touch = Input.GetTouch (0);

if (IsPointerOverUIObject ())

return false;
moveToPoint (touch.position);

return true;

OBa dyuknuja he mpuUTHCKOM Ha €KpaH IOMEPUTH CJIUKY HA XKEJbEHY JIOKAIIN]Y.

private void moveToPoint (Vector3 touchPosition) {
Ray ray = arCamera.ScreenPointToRay (touchPosition);
float enter = 0.0f;

if (_wall. Raycast (ray, out enter)) {
Vector3 hitPoint = ray.GetPoint (enter);

_image. transform. position = hitPoint;
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3akKJbydakK

Y oBoM pajiy npuKasaHa je alInKaluja Koja JEeMOHCTPUPA YIUTABAIHE CJIUKE
ca Android ypehaja, meHo ypehuBame 1 mocTaB/bambe y MPOITNPEHO] CTBAPHOCTH.

[Ipukazana amiukamuja OCUM INTO peIlaBa peajiaH MpodJeM, MOKa3yje Mpu-
Mep Ha OCHOBY KOT' Ce€ MOKE€ HAIPABUTHU MHOIITBO AIJIUKAIMja KOje HUCY HYZKHO
urpe y pasBojuoMm okpyxkemwy Unity. Kpos osaj paj odpahenu cy mHOrum crieHa-
puju u MeTojie paBbeba Unity anyukanyja Kao MITO Cy PaJ ca ClieHaMa, 00jeK-
TUMa, aHUMAaIlljaMa, IIa0JIOHMMa U CBAKaKO ITPOIIUPEHOM cTBapHoirhy. Takobhe
cy NpUKa3aHa OrpaHUYerha W3pajie alIuKalldja 3a IpeHocuBe ypehaje m merose
ONTUMU3AIINje 33 TPEBA3UIIAKEHe UCTUX.

[Ipommmpena cTBapHOCT Kao 0OJIACT je JI0O CKOPO BENWHCKM CMaTpaHa BUIOM
3adaBe, aJin JIOCTYIHOIINY TEXHOJIOTHje U yHAIpehuBameM aJjara, MOYnbe Jia ce
podouja m y ejaykatuBHe um Komeprmjasgue cdepe. Tokom mampemuje, JTOK CMO
UMAaJIU OrPAHUYEHO KPeTalbe, JbY/IU IMUPOM CBETa CYy PAJIUIN U CTYIUpaIu o Kyhe
Uy TOME UM je JocTa momMorao codprsep 3a KoMmyHukarujy. To jemraBaibe je mpo-
MEHMJIO MHOT€ UH/IyCTPHje, TAKO JIa je MHOTO JbYI1 HACTABUJIO JIa PAJIA U CTYINPA
ca pasnmmauTux jgokaruja. Cu oBu jgorahaju cy Hampasuim 100py 0a3y 3a pasBu-
jame alnKalja 0a3upaHuX Ha IPOIIMPEHOj CTBAPHOCTH, a HajaBa metaverse-a
[16] u umriementanuja Lidar cenzopa y HOBe TejiedOHe KOjU IPEIU3HO PadyHajy
pebed odjekara TOTBPhyjy /@ Bpeme BHUPTYEJHE U IPOIIUPEHE CTBAPHOCTH TEK
JI0JIa3M1.

Annukanuja gabe MOoxKe OWTH yHampeheHa J107aBarbeM HOBUX YMETHUIKUX
dunrepa, npurarohasamem (O.S OMEPATUBHOM CUCTEMY, JI0/IABAFHEM IOJIPIIKE 33

paJi ca MPOU3BO/HLHUM JIUMEH3UjaMa U MTPOU3BO/LHUM OPOjEM CJIHKA.
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