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Peghepam — OnucaHo NpUHUUI cTBOPeHHs Bineo ¢opmaty 360 — rpaaycis. JlocainxeHo, mo cepea iHIUX BHIIB CTBO-
peHHs Bieo maHopamMHOro ¢gopmarty ONnMcaHMii MeTo] BHPI3HSETHCS NMPOCTOTOI0 peanizauii, agike Hema HeoOXigHOCTI
MHUCATH NPOrPAMHHIi KOJ, TA JelIeBU3HOI0, TOMY 110 BHKOHAHUIi B IporpaMHomy cepenosuuli Blender, sike € 0e3koiToBHe.
Hagpenena npakTuuHa peadnizauisi npouecy crBopeHHsi 360 — rpagycHoro Bieo, OnucaHO OCHOBHI NepeBaru Ta HeAOJIKHU.
Tako:xk BKa3zaHi 00Me:KeHHSI IPU MO/IeTI0OBaHHI, 30KpeMa BUSIBJIEHO, 110 JaHUIl BapiaHT CTBOPEHOTrO Bifeo Oyae BipTyaib-
HHM, 3 BipTyaJbHUMH 00’€KTAMHU Ta BIpTYaJIbHOIO CLEHOI0, 4 HEe pPeaJIbHHMHU, K NPH 3HoMLi Ha cnenianizoBaHi Bigeoka-

MepH.

Knrouoei cnosa: sipmyanvna peanvnicmo; 360 — zpadycne 8ioeo; nanopamue 8ioeo; mMooenlo6anns; Kamepa; 6i0eoKoH-

menm; 3aHypeHnA; IHMmepaKmue.

L Bceryn

CTpiMKHII PO3BUTOK TEXHOJOTIH, IO 3aCTOCOBY-
I0ThCSL TIPU CTBOPEHHI Cy4acHUX KiHO(DIIBMIB, CIIpHYH-
HUB ITOSIBY HOBOTO HaNpsMy B iH(QOPMAIIITHUX TEXHOJIO-
risIx — obmacTe BipTyanpHOI peanmpHOCTI abo VR (Bix
anri. VR — virtual reality). [Tepmi inei BipTyanbHOi pea-
mpHOCTI Oynm BHKIIazeHi me B podoti Cranicnasa Jlema
«Cymma  TtexHosormm»  («Summa  technologiae»).
[TomroBxom 10 6prJII/IBOFO PO3BHTKY BIpTyaJbHOI pea-
JILHOCTI CITyTyBaJIM HACTYIHI ICTOPUYHI BUHAXOM: JILOT-
auil «Tperaxep Jlinka» (1929 p.), excriepuMeHTaTHINA
tearp «Sensorama» (1957 p.), kapra wMicra AcmeH
(1977 p.), cuctema BipTyaJdbHOI PEaTbHOCTI ITOBHOTO
3anypenHs «The Cave» (1992) [1].

CpOTO/IHI BAXKJIMBUM ITUTAHHSIM € CTBOPECHHS BiIIOBi-
JTHOTO KOHTEHTY JJIsl BIpTyalibHOT peasibHOCTI. OTHUM 13
MEPCIICKTUBHUX HAMPAMIB Yy il 00JacTi - TEXHOJIOTis
Bimeo 360°. BoHa [103BOJISIE CTBOPIOBATH IMAHOPAMHI
BIZICOPOJIMKH 3 PI3HUM CTYIIEHEM IHTEPaKTUBHOCTI, JI&
rJsi/1a4 MOXKE KepyBaTH paKypcoM mepersiy Bineo [2].

Jloka3oM MepCHeKTHBHOCTI MOXKE CIIyTYBaTH TOM
¢akr, mo 3 onucaHuM (HOPMATOM MPAIIOOTh HAKBINO-
Mimi cBiToBi kommanii. Hanpuxian, y 6epesni 2015 poxy
nmouipHs koMmasist Google, Youtube, 110 € oHnaiiy Bifeo-
XOCTHHI'OM, pO3IoYalia MiATPUMKY ITyOmiKaiii Ta meper-
nspy 360 — rpamycHHX Bimeo, SIK Ha CBOEMY CaWTi, Tak
i Ha MoOiTBHMX Joxarkax. Kpim toro, Google akTuBHO
CHiBIpaIfioe 3 BUpoOHUKaMu (oToarmaparis, mod aBTopu
MOTJIM JIETIe 3aBaHTakKyBaTH NOAIOHUH BiJI€OKOHTEHT
Ha Youtube. ¥ 2017 pomi xommanis Facebook orouo-
CWiIa, MO Ha Iell Yac Ha ONHOWMEHHMU cepBic OyJo

3aBaHT)XEHO OiNbIlle OJHOTO MiJbHOHA BiJEOPOJIHKIB,
cTBOpeHnx y popmarti 360-rpagycis [3].

[Tix yac nepermnsny noAiOHOr0 KOHTEHTY BUKOPUCTO-
BY€ThCS 0COOMBUI BU 3HOMKH, B PE3yJIBTATI SIKOTO TJIs1-
Ja4 MO>Ke IIOBHICTIO 3aHYPHUTHCS y CEPEIOBHILE, SKE IS
HBOTO mpezacraBieHe. Lle nocsraerscs 3a OMOMOTOIO
BIUIMBY Ha MaiKe BCi CEHCOpHI cuctemu Jitoauau. [lepe-
TJISIaI0YH TaKe BiJleo, KOPHCTYBAd MOKE PO3TIISIATH IO
BiIOYBAa€THCS HABKOJIO, @ TAKOXK TyTH MIPOCTOPOBi 3BYKH,
Y BIJIIIOBITHOCTI /10 TOBOPOTY CBOET TOJIOBH, SIKIIO Ha Hel
OIATHEHUH IIOJIOM BipTyanbHOI peanbHoCcTi. AGO X B3a-
€MOJIII0UH 3 iHTepdericom cepBicy YH MIPOrpamu, KOTpi
JTO3BOJISIOTH TIEPETIIAIaTH Bileo Ta (bOTo y ¢dopmari 360
— TpagyciB, 6e3 3aCTOCYBaHHs CHELiaATbHUX MPUCTPOIB.

Sk Oyno cka3aHO BHWIIE, BiI3HATHI MaTepial MOKHA
nepersiaaTé abo y IIOJIOMI BipTyalbHOI peabHOCTI
(manmpuxuman, HTC Vive, Oculus Rift, Samsung Gear VR,
Google Cardboard Ta iH.), a00, 0e3 BHKOPHCTaHHS
TaKOT0 IPHUCTPOIO, 31 CBOTO KOMIT I0Tepa 4H TelieoHa Ha
OHJIalH cepBicax Jyisi Ieperiisiay Bijieo, M0 MATPUMYIOTh
JlaHy TEXHOJIOTi10, HaNpuKias, Youtube.

3acTocoByOTh Bifeo 360° s 3HOMOK pEKIaMu,
y cdepi posBar, OCBITi, Typu3Mi Ta B 0araTbOX IHIIHX
ranyssx. Jlyxe 100pe BiIeOpOIMKH, CTBOPEHI 3a JaHUM
METOJIOM, MiAXOIUTh IJI1 HABYaHHS Pi3HUX CICIMiaiCTiB,
00 Ie J03BOJIIE OTPUMATH JOCBII POOOTH 3 MEBHUMHU
npodeciiiHuMH cuTyauisMy, KOJIH, HaIpUKIa, Qi3sudHo
HEMOXJINBO ab0 X HeOe3NMeYHO OTPUMYBATH HABHYKU
B PEaTHHOMY JKHTTI.
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Puc. 1 3MOI[eJ'ILOBaHa Imo4YaTKOBa CCHa

€ pi3Hi MIX0IU 0 CTBOPEHHS TaKOTO 1HTEPaKTHB-
HOro KoHTeHTy. lle Moxke OyTH 3ifoMKa Ha crelianizo-
BaHI KaMepW, IO SBISIOTH CO0OI0, 3a3BHYAil, MacuB
Kamep (MIHIMYM JiBi), 33/l 3a0e3Me4eHHs OXOIUICHHS
B 360°. Takok BUKOPUCTOBYIOTh MOJAETIOBAHHS Ta IPO-
TrpaMyBaHHS B CHELIaIbHUX KOMI IOTEPHHUX IporpaMax
(nanpuknaz, Blender, UnrealEngine4). Kpim Toro, icHy-
I0Th CHENiabHI MPOTpaMHi TEXHOJOTI] JUIi CTBOPCHHS
noJi0HOrO KOHTEHTy, Hampukiaa, WebVR. Amne
B TaKOMY BHIIQJIKy CTBOPEHI 00’€KTH OyAyTb BIpTyaib-
HUMH, IITYYHAMH. [HKOJIM MOETHYIOTH IIi CIIOCOOH, 11100
3a0e3MeunTH I1e OLTbIIe 3aHypPEHHS KOPHCTyBada B CTBO-
peHMi MaTepia.

MeTto10 poOOTH € PO3IIISA IEePEeIOBOr0 METOIY CTBO-
penHst Bieo 360° y BUIBHO PO3IOBCIOKYBAHOMY IPO-
rpamMHOMY cepenosuili Blender, 3 hopmyiioBanHAM 1ipu
[bOMY HOr0 OCHOBHUX I€peBar Ta HeJOJMIKIB.

II.  BIPTYAJIbHA PEAJIbHICTH B BLENDER

OO0nagHaHHS, TI0 BUKOPUCTOBYETHCS ISl 3HOMKH
3a3BHYail IOPOTo KOIITYE, a [ie B CBOIO Yepry HakJaJae
MeBHI 0OME)KEHHS Ha TIOTEHINIHHY KOPUCTYBAIBKY ayIH-
Topito. 30Kpema, SK MOKa3zye iCTOpis PO3BUTKY JaHOL
cdepu, B YKpaiHi HEBEIMKI ITJNPHEMCTBA, HAaBYAIbHI
YCTAHOBH Ta aMaTOpH MOJIOHI KaMepu He MOXKYTb co0i
JIO3BOJINTH. 3BUYAHHO, € JEsKi HeIOpori TEeXHIYHi
pIlLICHHS] HA PUHKY, aJie BIAMOBIIHO 1 SIKICTh BiJ3HITOTO
MaTepiary Oyne HeBucoka [4].

3 iHIOro OOKy, CTBOPEHHsI TAHOPAMHOTO BiICOKOH-
TEHTY JOCTYITHO KO>)KHOMY 3 BUKOPUCTaHHSIM KOMII IOTe-
PHHUX TEXHOJIOTiIH, B TOMY HYHCII TEPENiYeHUM BHIIE
KaTeropisM Jirojieil. Y TakoMy BHIIAJIKy, HEOOXiJHO MaTh
BiTHOCHO TOTYXKHHH KOMII FOTEp, BOJOMITH HAaBUYKAMH
nporpamyBanHs Ta 3D — mopenroBaHHA. € mporpamHi
pilIeHHs, sSKi He MOTpeOyIOTh aHi BUCOKUX BUMOT [0 arla-
paTHOi YacTUHM KOMIT'IOTE€pa, aHi IIMPOKMX 3HaHb
3 MOJENIOBaHHs. XO04a, 3BMYAiiHO, BCE 3aJE€KHUTH BiJ
MOCTABJICHUX 3aBJIaHb.

[TanopamHe BiZieo MOXHA CTBOPIOBATH B TIPOTPAMHHUX
3acobax, Ha kmrant, UnrealEngine 4. Lls mporpama
€ BIZIHOCHO O€3KOIITOBHOIO, ajle Ma€ BHCOKI BUMOTHU 0O
NPOJYKTUBHOCTI KoMm'toTepa. Takoxx HeoOXifHi TeBHi
3HAHHS 3 MPOrpaMyBaHHsI, 00 JOBEAETHCS MPAIFOBATH 31
CHeLiaIbHUMH IUIariHaMH, SIKi MPaLIOIOTh HE 3aBXKAd
cTabLIBHO Ta KOPEKTHO.

Kpim Toro, MOXHa 3aCTOCYBAaTH CEPBICH Ha OCHOBI
texHojorii WebVR, mporte, TyT Tpeba MaTH HaBUYKH
3 IpOTrpaMyBaHH:L.

[Mporpamue 3abesneuenHss Blender Oyino obpane
TOMY, IO JO3BOJISIE CTBOproBatH 360 — rpamycHe Bimeo
0e3 3HaHHS NpPOrpaMyBaHHS Ta 3 HEBEJIMKHUM JOCBIJIOM
y cdepi MmonentoBaHHs. A iHTepdeiic mporpamu 3po3ymi-
Juit Ta mpoctuit. Jlo Toro Xk, AaHa mporpama He moTpedye
JIOBOJIi TTOTY>KHOTO KOMIT FOTEPA, SIK il aHaJIOTH.

Benuka KUIbKICTh MPOEKTIB Pi3HOI CKJIQJHOCTI peati-
30BaHO 3a jonomororo Blender. Ile cBigqunth mpo mm-
POKY TOIMYJIAPHICTh IPOTpaMu cepe]] KOPUCTyBadiB.

Takox BoHa O€3KOIITOBHA, IO YK€ BAXIMBO JUIS
oprauizaiiil Ta Jojel, Mo He MOXYTb CO01 JO3BOJIUTH
JIOPOTHUX MPOTPaMHHX TTAKETIB YX CHENiai30BaHOTO ITPO-
TPaMHOTO 3a0e3MeUeHHS.

III. EKCIEPUMEHT 31 CTBOPEHHS BIJIEO 360°

Jlanuit npukiaa 103BOJISIE CTBOPIOBATH SIK BIIEO TaK
i 300paxkeHHs B hopmarti 360°.

Jns mouatky MonemoroTh 3D — cieHy 3 aHIMaIi€eo
B Blender (puc.l). Bapro 3a3Hauurty, mo HeoOXigHO
mogemoBati B pexnmi Cycle Render, mo6 y momais-
IIOMY MaTH 3MOTY ITPAIfOBATH 3 HAJAIITYBaHHSIMH ITaHO-
pamMHoro Bizeo. Mozei CTBOPIOIOTHCS CAMOCTIHHO caMo-
CTiitHO abo OepyThes 3 InTepHeTty [5].

Jlani HanmamToOBYIOTh PO3AIUIBHY 3[aTHICTH PEHOEPY
(Bxnamka Render) y cmiBBignomenni 2:1. 1{o6 mBua-
KICTh TIPOPaxyHKy Ha €Tali MOJENIOBAaHHA Ta penary-
BaHHS MTPOEKTY Oyia OUIBIIO0, 3MEHIIYIOTh SIKICTh PEH-
nepuHry no 50% (puc.2).

Jlati BIIEBHIOIOTHCS, 1110 KaMepa HaJIallTOBaHa Kope-
KTHO. A came: MOTpiOHO MPaBHIIBHO 33JIaTH MapamMeTpu
obepranHs kamepu. [1J1s 1bOTO BUAUISAIOTH KAMEpy Ta Ha
Bkiaani Transform 3amaroTs moTpiOHUI mapamerp Rota-
tion (puc.3).

Kpim Toro, mimHIMarOTh KaMepy BiTHOCHO IIiJIJIOTH,
0 3iMITyBaTH 3piCT JIOAWHHU. 3a3BHYaid, MPHAHATO
Opatu 3HaueHHs 1.7 meTpa. Y Bkuanui Location 3miHro-
eMo koopauHary Z Ha 1.7.

Image Editor

Puc. 2 BcTaHOBIEHHS OYAaTKOBUX HAJIAIITYBAaHb IIPOPAXYHKY
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Puc. 3 HanamryBanHst o0GepTaHHs KaMepH

Panoramic

raphic

Field of

Puc. 5 Hanamrysanns napamerpis Lens kamepn

Jlyist npoBeIeHHsI CTEPEOCKOIIYHOTO TIPOPAXYHKY, Ha
BKiagmi MeHio Render Layers BMmKaioTh mHapameTp
Views (puc.4). ITicas 1poro Ha 300paKeHHI CIICHH 3’ SIB-
JSITBCS CHHI Ta YEPBOHI KOHTYPH.

[Jani nepexonsats Ha Bkiaaky Camera Ta HaJalITOBY-
I0Th KyT OIIsiAy Ha BKiIaali Lens. YcTaHOBIIOIOTE Horo
3HavyeHHs piBHUM 90 rpanyciB (puc.S). Takuii KyT migxo-
JIITh, HAIPUKJIAJ, U OKYJISPIB BipTyanbHOI PeaIbHOCTI
Google Cardboard.

[Micms 1pOro MPOBOAATH CHUMYIMALIIO TOTO, IO
BUiiIILIO, 00 MO0AYUTH TPUOIU3HUI pe3yabTaT (hiHaIb-
HOTO BapiaHTy, Oe3MocepeIHbO Y BIpTyalbHIN peasbHO-
cTi. JI7s bOro HATHCKAaIOTh KOMOiHamio KimaBim Shift+F
Ta, 32 OMOMOTOF MHIIIi, 3MiHIOIOTh KYT OISy KaMepH.

[TpomoBXKyrOuM HalalITyBaHHS, HEOOXIIHO oOparu
tun Panoramic B mento Lens (puc.5). ¥ minmenro Type
obpatu Equirectangular. B meHio Stereoscopy obparu
nyHKT Spherical Stereo. [lanmi HamamToBYIOTH ITyHKT
Convergence Plane Distance, 1mo BusHauae QoKyc
KaMmepH Ha crieHi. [1i10uparoTh Take 3HAYCHHS, [00 MpH
MTOBOPOTI KaMepH HABKOJIO OCi Z, y (OKYC MOTPaIUIsLIIH
yci HeoOXiiHI HaM 00'ekTH (puc.6).

Toni mpoBoasaTh MoNepenHiit peHnepuHr (puc.7), Ta
BIIEBHIOIOTHCS, 110 O0’€KTH PO3TAILOBaHI Yy CXOXKOMY
MOPSAKY, SK Ha PHCYHKY. Takwil e(dexT HocsATaeThes

3aBASKH TAHOPAMHUM €KBIBAJICHTHUM IIiH3aM, SKi Oy
MOTIepeIHBO HaIAIITOBAHIMH.

V Brimanmi Render BikpHBarOTh BUITAJar0unii CIIICOK
Output ta obepemo Stereo Format: Stereo 3D. Takox
Stereo Mode: Top-Buttom 1 kpamoi cymicHOCTI i3 cep-
BicamMu meperniagy Bigeo 360 rpamyciB, TakuX K
Youtube.

Takox BUCTaBJSIIOTH MapameTp Size Ha 0 y BKIaIIi
Depth of Field, mo0 o00’ektu, mpu mneperisni, Oyiu
B (hOKycCi Ta MaJIi HOPMAJIBHY Pi3KiCTb.

[MpoBoasTs ¢iHagbHUIT ipopaxyHOK. st 1iboro 30i-
JBIIYIOTh PO3/IUIBLHY 3aTHICTh 300paKeHHs B HAJAIITY-
BaHHSX PEHIEPY, a TaKoXK 3HaueHHs Render y myHKTI
Samples. I{e momoOMoMXe 3MEHIIUTH KUTBKICTh IIyMIB Ta
MiABUIUTH SKICTH 300pa’kKeHHS, 10 BKpail Ba)KIUBO Ta
KpUTHYHO 1711 Bimeo 360 rpamycis.

J1o TOro X, BXJIMBO MPOBECTH HPOLEC MPOPAXYHKY
npaBuibHO [6]. Tomy 1o oauH 3 HenodikiB Blender, sik
MOBIZIOMJISIE CITUTBHOTA KOPUCTYBAYiB, — MOJKIINBE CAMO-
CTiliHe 3aKpUTTS IPOTPaMH, KOJIH MPOBOJHUTHCA PEHIie-
PHHT Besmkoro ¢aiiny y Bineodopmar. Cam mporiec peH-
JIEPUHTY MOJKE 3aiiMaTH TOJMHU Ta HaBiTh AHI. Kpim
TOTO, IIe IaCTh 3MOTY 3aII00ITTH MOXKITUBIH MMOSBI JOAAaT-
KkoBHX 1yMiB. [1{00 mpuOpaT iMOBIpHICTh TAKUX HOMH-
JIOK 1 HE BTPATUTH 4Yac, CIIOYATKY EKCIIOPTYHOTh OTpPH-
MaHy aHiMallilo B 300pakeHHs, HANpUKIa], y dopmari
PNG. lle nae MOXIHBICTb, HaBiThb IIPU aBapiHHOMY
3aKpUTTI MPOrpaMu, IPOJOBKHUTH MPOPAXYHOK 3 OCTaH-
HBOTO BijpeHaepuHoro Qaiiny. [Ticns 1poro, B pexumi
penaryBaHHS Bizeo (puc.8), IMIIOPTYIOTH 1Ii 300paskeHHs
Yy BUIJISZI CEKBEHII Ta MPOpaxoBYIOTh BXKE y IMOTPiO-
HoMy Bineodopmari (AVI, H.264, MPEG Ta iu [7, 8]).

Camera Pre

Avuto

Toe-in

| Spherical Stereo

Puc. 6 Bcranosnenns Convergence Plane Distance
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Puc. 7 ITaHopamHMIl pexXUM BHIY KaMepH; Pe3yJIbTaT IPOPAXyHKY

Puc. 8 ImmoproBaHa  BiJICONOCHIIOBHICTP Ha 4acoBii mnaneni
penaxropa Bineo B Blender
74
Current 360 video: 1230001-0250_L.mp<
My video is spherical (360) v

My video is stereoscopic 2D (tep/bottom layout)

My video has spatial audio (ambiX ACM/SM3D format)

Open Inject metadata

Puc. 9 Hanamrysanus nporpamu 360 Video Metadata

Jnst Toro, 1100 po3MiCTUTH OTPUMAHE BijIeo Ha Bileo-
XOCTHHTaX, MOTPIOHO CITOYaTKy 00poOUTH Horo crermia-
JILHOO TMPOTPaMOl0, sKa JI0AaCTh METajIaHi, o0 CepBicH,
3a JIOOMOTO0 KX OyZIe BIATBOPIOBATHCS CTBOPEHHIA
KOHTEHT, MOTJIM PO3IMI3HATH i 3pO3yMITH, 110 3aBaHTa-
keHe Bimeo — y dopmati 360 — rpamyciB. Hampukian,
nporpama 360 Video Metadata [9], sika pekoMeHI0BaHA
Youtube [10] (puc.9). Bapto 3a3naunTh, mo o6pobiro-
BaTH BiJI€O JaHa porpama Moe Jiniie opMaTH .mov Ta
.mp4.

BUCHOBKU

JlocimkeHo, o cepe/l iHIIUX BUIB CTBOPEHHS BiZlcO
y dopmarti 360°, a came: 3iil0OMKa Ha CIEIialbHI KaMepH,
BUKOPHCTAHHS CIICHIATBHUX MPOrPaMHUX 3ac00iB 3

NpOrpaMyBaHHSIM; HaBEIEHUH B CTATTI CIIOCIO BHPI3HS-
€TBCSI MPOCTOTOK peaizallii, TOMy W0 IJs HbOTO He
MOTPiOHI ITHOOKI 3HAHHSI 3 MOJICITIOBAHHS Ta CTBOPEHHS
nporpam. 1o Toro x nporpaMa € abCcoJIFOTHO OE3KOIITO-
BHA Ta M€ IIHPOKY KOPUCTYBALBKY CIIUIBHOTY.

HaBenena npakTuyHa peaiizaiisi IpOLECY MOJAENIO-
BaHHS BiJIc0 MAHOPaMHOTO (OPMATY 3a JTOTIOMOTOIO TIPO-
rpamHoro 3a0esmnedeHHs Blender. BusnaueHo ocHOBHI
HEJIOJIKK JITaHOTO METOMAYy, 30KpeMa, HecTaOlUIbHICTh
poboTu mporpamu Ipu MpopaxyHKy ¢aitni Bigeodop-
MaTy Ta HEOOXIJTHICTh TOJTATKOBOT 0OPOOKH Pe3yNbTYIO-
yux (aiiniB s po3MilleHHS HAa CTOPOHHIX cepBicax
BiJICOXOCTHHTY.

TIEPEJIIK [IOCUJIAHb

[1]  Baran V.S., «Analyz programnikh zasobiv realizatsii trekingu
kamery dlya tsifrovogo kino [Analysis of software for imple-
menting camera tracking for digital cinema]». XI mizhnarodna
naukovo-tekhnichna konferentsiya molodykh vchenykh «Elec-
tronika - 2018»: zbirnik statey nauk.-tech. konf. (Kyiv, 3-5 kvit-
nya 2018 r.). Kyiv: NTUU «KPI im. Igorya Sikorskogo», 2018.
S. 347-350.

[2]  Baran V.S., «Technologiya stvorennya video 360° dlya virtual-
noi realnosti v programnomu seredovishchi Blender [360°
Video Creation Technology for Virtual Reality in the Blender
Software Environment]». Multimediyni technologii v osviti ta
inshikh sferach diyalnosti: zbirnik statey nauk.-tech. konf.
(Kyiv, 14-15 listopada 2018 r.). Kyiv: NAU, 2018. - u drutsi.

[3] M. Maher, “360 Degree Videos Are Here to Take Over Your
Mobile Devices,” RocketStock,  29-Sep-2015.  [Online].
Available: https://www.rocketstock.com/blog/360-degree-
videos-are-here-to-take-over-your-mobile-devices/. [Accessed:
06-Apr-2019].

[4]  “Instruktsiya: kak snimat” video v formate 360 gradusov,” 20-
Apr-2017. [Online]. Available:
https://daily.afisha.ru/brain/3329-instrukciya-kak-snimat-
video-v-formate-360-gradusov/. [Accessed: 06-Apr-2019].

[5] “3D Models for Professionals,” TurboSquid. [Online].
Available: https://www.turbosquid.com/. [Accessed: 06-Apr-
2019].

[6] “Pravilniy rendering animatsii v Blender,” Blender 3D, 14-
Dec-2013. [Online]. Available:
https://blender3d.com.ua/pravilnyi-rendering-animatsii-v-
blender/. [Accessed: 06-Apr-2019].

[7]  “Supported Video Formats. — Blender Manual.” [Online].
Available:
https://docs.blender.org/manual/en/latest/data_system/files/me
dia/video_formats.html. [Accessed: 06-Apr-2019].

[8]  “Blender  Stack  Exchange” [Online]. Available:
https://blender.stackexchange.com/questions/91124/exporting-
video-to-mov-in-blender-2-79. [Accessed: 06-Apr-2019].

[9]  “Spatial Metadata Injector,” GitHub. [Online].
Available: https://github.com/google/spatial-
media/releases/tag/v2.0. [Accessed: 06-Apr-2019].

Media

[10] “Kak zagrusit" panoramnoe video na Youtube.” [Online].
Available:
https://support.google.com/youtube/answer/617863 1 ?hl=ru.
[Accessed: 06-Apr-2019].

@
@J Copyright (¢) 2019 bapan B. C.


http://creativecommons.org/licenses/by/4.0/
https://github.com/google/spatial-media/releases/latest

40 AKYCTHYHI IPUIAAN Ta CHCTEMH

VIIK 791.44

AHanau3 IPOrpaMMHOTO 00€CIICUCHUS
11 co3ganus 360 - rpalyCHOTO BUIEO

Bapan B.C.

e-mail vadymbrn@gmail.com

Kadenpa 3Bykorexnuku u peructpanuu napopmarmn kaf-ztri.kpi.ua
®DakynsreT >nekTponuku fel kpi.ua

HannonanbHuil TEXHUYECKUI YHUBEPCUTET Y KpauHbI

«KueBckwii monuTeXHnYecKuii MHCTUTYT uMeHu Mrops Cuxopckoro» kpi.ua
Kues, Ykpauna

Peghepam — Onucan npuHOMN co3aanus Buaeo ¢popmara 360 — rpagycos. loka3aHo, YTO cpeau APYrUX BUIOB CO3TAHUS
BHU/IC0 IAHOPAMHOI0 (popMaTa ONMCAHHBIH METO/ OTJIHYACTCH NPOCTOTOI peau3aluy, Belb 0TIAAaeT He00X0AHMOCTh IIH-
caTh NPOIPAMMHBIN KO/, M JelIeBU3HOM, TAK KaK BBINOJIHEH B IporpaMMHoii cpeae Blender, koropas siBiasercs 6ecriar-
Hoii. [IpuBenena npakTHyeckas peaju3anus npouecca cosnanus 360 - rpagycHOro Bueo, ONMCAHbI OCHOBHbIEC NIPeHMYLIe-
cTBa U HegocTaTkH. Taxske yka3aHbl OrpAHUYCHHUS IPH MOAEJHPOBAHUH, B YACTHOCTH 00HAPY KEHO, YTO JAHHBIH BADHAHT
€O31aHHOTO0 BHAE0 OydeT BUPTYaJbHbIM, ¢ BUPTYaJbHBIMH 00bEKTAMH H Ha BHPTYAJbHON ClieHe, a He peaJbHbIMH, KaK
NpHU ChbeMKe Ha CliellHATH3HPOBaHHbIe BUACOKAMephI.

Knroueesvie cnosa — eupmyansnasn peanrvnocms; 360 - cpadycnoe uoeo; nAHOPAMHOE 8UOE0; MOOEUPOBAHUE; KAMEPd; GU-
0COKOHMENN; NOZpyHcenue; UHMEPaKmue.
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Abstract — An important issue today is the creation of appropriate content for virtual reality. One of the promising
directions in this area is the 360 — degree video technology. It allows you to create panoramic videos of varying degrees of
interactivity, where the viewer can control the viewing angle of the video.

When viewing such content, a special type of shooting is used, which allows the viewer to fully immerse himself in the
medium presented to him. This is achieved through the impact on almost all human sensory systems. When viewing such a
video, the user can view what is happening around, and also hear spatial sounds, according to the turn of his head, if her
are wearing glasses of virtual reality. Or interacting with a service interface or application that allows you to view videos
and photos in 360-degree format without the use of special devices.

There are different approaches to creating such interactive content. This can be captured on specialized cameras, which
are, as a rule, an array of cameras, at least two, to provide coverage of 360 — degree. Also use simulation in special computer
programs. But in this case, the created objects will be virtual, artificial. Sometimes these two methods combine to ensure
even more immersion in the created material.

The equipment used to shoot is usually expensive, which in turn imposes certain limitations on the potential user's audi-
ence. In particular, as the history of the development of this sphere shows, small enterprises, educational institutions and
amateurs in Ukraine can not afford such devices. Of course, there are some inexpensive technical solutions on the market,
but, accordingly, the quality of the footage will be low.

The purpose of the article is to consider the advanced 360 — degree video creation method in Blender's freely distributed
software environment, with the wording of the main advantages and disadvantages of this method.

It is researched that among other types of creation of video in 360-degree format, the article in the article is distinguished
by the simplicity of implementation, because it does not require high knowledge of modeling, programming and usage fee.
The practical realization of the process of simulation of video panoramic format with the help of Blender software, identified
the main drawbacks of this method, in particular, the instability of the program when the video files fail and the need for
additional processing of the resulting files for placement on third-party video hosting services.

Keywords — virtual reality; 360 - degree video; panoramic video; simulation; camera; video content; immersion; interactive.
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