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METHODS AND TECHNOLOGIES OF POSITION
TRACKING FOR VIRTUAL REALITY

This paper will contain the basic methods of virtual reality tracking and analysis of some
models in purpose to find the best ideas and solutions

HesBaxatoun Ha Te, IO TaKOMY IMOHSATTIO SIK BIPTyajbHa PEANbHICTh BXKE
oubiIe 50 pokiB, Taki TEXHOJIOTIT 0yJI0 aOCOJIFOTHO HE BUT1JTHO PO3BUBATH Y 3B S3KY
3 BUCOKMMHU I[iHaMH Ha nepcoHanbHi EBM Ta iX HempHCTOCOBaHICTIO A0 pOOOTH 13
3D rpadikoro. Bece mouano noctynoBo 3MiHOBatucs, Koiau y 2014 pomi Ha puHOK
BuiiIoB nepmuii Macopuit VR monom Oculus Rift. 3 Tux mip 1ieit puHOK HEBIHMHHO
3pOCTa€, OCKUIBKH €JIEKTPOHIKA CTa€ Jeaalll MacoBOIo, a Tpadika - BCce Kparioro.

3BICHO, Taka CyMilll TEXHIYHMX 3aco0iB HakJagae CBOI OOMEXKEHHS Ha
peanizallito moTeHIIHo1 3aaadi. OnHa 3 HaWroJIoBHIMMX XBOpoO VR mionoMiB —
KOPEKTHE 1 IIBHJIKE MO3UIIIOHYBAHHS BIIHOCHO PEANbHOIO MPOCTOPY. I3 3pocTaHHsIM
MOKJIMBOCTEH TEPCOHATBLHUX KOMIT IOTEPIB 3pOCTAIOTh 1 MPUMXHU KOPUCTYBaYiB
I0JI0 SIKOCT1 KOHTEHTY. Lle moBosii Mooa raimy3b, TOMY €MHUX CTaHJAPTIB B Hili HE
ICHye, a KOXHa KOMIaHis, MO 3aiMaeTbcst po3poOkoro VR cucteM He mparse
JUIUTHUCS CBOIMU HAIPALIOBAHHIMM 13 MOTEHUIMHUMH KOHKYPEHTaMHU.

Mertoro naHoi poboTH € TOCHIIKEHHS OCHOBHUX METO/IIB MO3UIIIOHYBaHHS VR
CHUCTEM y TIPOCTOpi, Oe3rmocepeHii aHai3 icHyrounx KoMepuiaux VR 1monomMiB Ta
BUOKPEMJICHHSI OCHOBHMUX MOMEHTIB, 110 MOXYTh CHPHUSTH TOJAAIBIIOMY PO3BUTKY
TaKUX CHCTEM.

bazoBumu MeTomamMu € aKyCTHUYHI, pajlo4acTOTHI, MAarHiTHI, ONTHUYHI, Ta
iHepuiiHi. bynp skuit  TiOpuaHU  METOJ € JIMIIe TEeBHOK KOMOIHAIIIEI0
BUII[E3a3HAYECHUX METOMIB. JIIOJChKE CIPUNHATTS NP/ 'SBIISE BUCOKI BHUMOTH O
touHocTi (~ 1 mm) 1 3arpumok (<20 mc) B BP oGmamnanni. PosrmsiHemo 6a3oBi
NPUHIUIIN, Ha SIKKX MO0YI0BaHI epepaxoBaHi BUILE METOAM. :

Axycmuyni memoOu BHUKOPUCTOBYIOTH YJbTPa3BYKOBI XBWJIl MJii BUMIPY

MOJIOKEHHS 1 Opil€eHTallli IIJILOBOro 00’ekTa. JIjisi BU3HAUEHHS TOJIOKEHHS 00'€KTa



BHUMIPIOETBCSI Yac MPOJILOTY 3BYKOBOI XBWJI BijJ MepedaBada 10 NpuiiMadiB adbo
pi3HULA (a3 CHHYCOIMAIBHOI 3BYKOBOI XBWJII NpH MpUHOMY-Tiepenadl. AKyCTUYHI
TPEeKepH, SIK MPABUIIO, MAIOTh HU3bKY HIBUAKICTH OHOBJICHHS, BUKJIHKAHY HH3bKOIO
MIBUJIKICTIO 3BYKY B MOBITPi. paJioyacTOTHI METOAH

Memooie 3acnosanux Ha padiouacmomax Oeszniy. barato B YoMy 3a
NPUHIAIIAMA BU3HAYEHHS TIOJOXKEHHS BOHHM CXOXI 3 aKyCTUYHHMH METOJIaMHU
BIICTe)KCHHS (B1IMIHHICTB JIUIIIEC B MPUPOI1 XBUJII1

Maenimnuti mpexine 3aCHOBaHUN Ha BUMIPIOBAaHHI IHTEHCHBHOCT1 MarHiTHOTO
MoJISI B PI3HUX HampsiMKax. SIK MpaBWio, B TaKUX CHCTEMax € 0a30Ba CTaHITis, sKa
reHepye 3MiHHe ab0 TOCTiifHE Mar"iTHe mojie. Tak K Cujia MarHiTHOTO ITOJIS
3MEHIIYEThCS 31 30UIBIICHHSM BIJICTaHI MDK TOYKOIO BHUMIPIOBaHHS 1 0a30BOIO
CTaHIlI€I0, MOXHAa BHU3HAYUTU MICLIE PO3TAIIyBaHHS KOHTpojepa. Ko Todka
BUMIPIOBAHHS OOEPTAETHCS, PO3MOJALT MArHiTHOTO TMOJISI 3MIHIOETCA 3a PI3HUMHU
0CSIX, 110 JO3BOJISIE BA3HAYUTH OPIEHTALIO.

Onmuyuni mMemoou SIBISIOTH COOOK CYKYHHICTh QJTOPUTMIB KOMIT'FOTEPHOTO
30py 1 BIJICTEXKYIOTh MPUCTPOI, B POJII SKUX BUCTYNAIOTh KaMEepU BHJIUMOIO abo
1H(payepBOHOIO J1aMa3oHy, CTEpeo-KaMepu 1 KaMepu INIMOWHHU.

3aIe)KHO Bl BHOOPY CHCTEMH BIUIIKY BHAUISIOTH JIBa MIAXOIW IS
BiJICTE)KEHHS TTOJIOKCHHS:

QOutside-in migxin Mae Ha yBa3i MPHUCYTHICTh HEPYXOMOTO 30BHIITHHOTO
croctepiraya (kamepa), 10 BHU3HAYA€ TIOJIOKEHHS PYXOMOro OO0'€KTy 10
xapakTepHux Toukax. BukopuctoByerbcs B Oculus Rift (Constrellation), PSVR,
OSVR 1 6e3m1i4i Motion Capture cucrem.

Inside-out mixxin nmependavae HasIBHICTD HAa 00'€KTI, IO PyXa€ThCS ONTHYHOTO
CEHCOpa, 3aBASKH SIKOMY MOYJIMBO BIJICHIJKOBYBaTH PyX IIOJ0 HEPYXOMHUX TOUOK B
HABKOJIMITHROMY TIpocTopi. BukopucroByetrhest B Microsoft Hololens, Project Tango

(SLAM), SteamVR Lighthouse (riOpuaHuii BapianT, TOMY 110 € 0a30Bi CTAHIIIT).
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