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KOMIT''OTEPHUI KOMILTEKC 3 BAKOPUCTAHHSIM
BIPTYAJIBHOI PEAJIBHOCTI AJ11 MEHTAJIBHOI
PEABLJIITALIL

BiHHULIbKHI HAI[IOHATBHUIA TEXHIYHUH YHIBEPCUTET

AHoTalisa

Y po6oTi po3po0IICHO KOMIT FOTEPHHI KOMIUIEKC JUIsi MEHTaJIbHOT peadiniTallii 3 BUKOPUCTAHHIM TEXHOJIOT1H
BipTyanbHOi peanbHOCTi. Komruieke ctBopeno Ha muardopmi Unity Ta npu3HaueHuid a7s BUKOpHCTaHHS 3 VR-
rapHitypamu Oculus Quest 2, mMiATPUMYIOYM OJHOYACHY Y4YacTh JBOX KOpHCTyBadiB. Po3poOieHuit nomaTok
BKITIOUa€ IHTEpaKTHBHE BipTyajbHE CEpelOBHINE Oapy, ¢ KOpUCTYBaul MOXYTh BUIbHO TIepecyBaTHCH,
CHUIKYBaTHCs, TPaTH B IIAXH, OUIBSIPA, AapTC, MAJIIOBAaTH Ta ClIyXaTH My3uky. Brmposamkeno NPC-Oapmena 3
eNIEMEHTaMH [ITYYHOTO IHTENIEKTY JUIsl B3aeMOIii. Takoxk peaizoBaHO JIOKAIIII0 OCTPOBA 3 BIJIOBIJTHUM 3BYKOBUM
CYNpoBOIOM JiIsi penakcaiiii. Po0Oora OeMOHCTpYE MOXIMBOCTI 3acToCyBaHHS VR st moKpamieHHs
MICUXOEMOIIIITHOTO CTaHy Ta COIiajbHOI B3aEMOJIIT.

KarouoBi ciioBa: BipTyanbHa peanbHicTh, MeHTalbHa peadiniTamis, Unity, Oculus Quest 2,
OaraTokopucTyBalbkuit pexxum, NPC, mTy4HHH IHTEIEKT, ICMXOEMOIIHHUI cTaH.

Abstract

This thesis describes the development of a computer complex for mental rehabilitation using virtual reality
technologies. The complex was created on the Unity platform and is designed for use with Oculus Quest 2 VR
headsets, supporting simultaneous participation of two users. The developed application includes an interactive
virtual bar environment where users can move freely, communicate, play chess, billiards, darts, draw, and listen to
music. An NPC bartender with artificial intelligence elements has been implemented for interaction. An island
location with corresponding sound accompaniment for relaxation has also been realized. The work demonstrates
the potential of VR application for improving psycho-emotional state and social interaction.

Keywords: virtual reality, mental rehabilitation, Unity, Oculus Quest 2, multiplayer mode, NPC, artificial
intelligence, emotional well-being.

Beryn

VY cydacHOMY CBITI 3pOcTa€ 3Hau€HHS MEHTAJIBHOTO 3I0pOB’S 4Yepe3 BHUCOKHHA PHTM JKHUTTS, CTpec Ta
iHbopMariifHi mepeBaHTakeHHA. BipryamsHa peansHICTh (VR) crae moTy)kHHM 1HCTPYMEHTOM Y TICHXOJOTII,
JOTIOMararouy y penakcaiii, mofonanHi ¢o0iil, comianpHiil aganTarii Ta Teparii TPHBOXHAX PO3JaIiB.

[Ipore HeoOximHi koMmIUieKcHI VR-mmardopmu, ski MOEOHYIOTH TEpallilo, CIUTKYBaHHS Ta TBOPYICTH Yy
0e3rnevHoMy BipTyaTbHOMY IpOCTOpi. MeToro qaHoi poOoTH € po3podKa KOMITIOTEpHOI0 KoMIUIeKCy Ha 6a3i Unity
ta Oculus Quest 2 mis wMeHTanbHOI peaOimiTarii, moO BKIOYae: iMMepcuBHI 3D-cepemoBuia,
0araToKOpUCTyBallbKHA PEeXKUM, B3aeMomiro 3 o0’ekramu T1a NPC, 3ByKkOBHH CYIpOBin, TeCTyBaHHS
(hyHKIIIOHAITEHOCTI

OcCHOBHI BiIOMOCTi PO TEXHOJIOTI0 Ta Ii BAKOPHCTAHHSA
Texnomnoris BipryasbHOi peaibHOCTi (BP) € iHHOBamiiHUM THCTPYMEHTOM, 1[0 CTPIMKO IHTErpyeThes y chepy

OXOPOHHM TICHXIYHOTO 3/IOPOB'S, IEMOHCTPYIOUM 3HAYHWH TIOTEHINAN JJIs JiarHOCTHUKH, Teparlii Ta peadimiTartii.
dyHIaMeHTaIbHUMH  XapakTepucTikamMu BP, 110 Bu3Ha4aloTh 11 YHIKQJIGHUN TICUXONOTIYHHUN BIUIMB, €



IMEpPCHUBHICTH (e()eKT MOBHOTO 3aHYpEHHs Y BIpTYaJIbHHM CBIT), IPUCYTHICTD (Cy0'€KTUBHE BiTUyTTA epeOyBaHHS
"came TaM") Ta IHTEPaKTUBHICTH (MOXKJIMBICTh AKTUBHOI B3a€MO/Ii1 3 BIpTyaJ IbHUM OTOUYEHHSIM). 3aBISIKH 31aTHOCTI
MOZICITIOBATH PI3HOMAaHITHI cepeAoBUINa Ta cuTyaulii, BP no3Bonsie cTBOproBaTH Oe3medHUil MPOCTIp IS
penakcarilii, BiJIBOJNIKAHHS, TPEHYBaHHS COI[IAJIbHUX HABUYOK Ta IMOJOJAHHS TICHXOJIOTIYHUX TpymHOIB. [[s
TEXHOJIOTis BIIKPUBA€ HOBI MOXKIIMBOCTI AJ1s1 pO3POOKH TOCTYITHUX Ta 3aXOITIOI0YMX IHCTPYMEHTIB, CIIPSIMOBaHUX
HAa MOKpaIICHHs] MEHTAJILHOTO O1aronomyyysl.

VY naniit po6oti BP-TexHOMorist BUKOPUCTOBYETHCS TSl CTBOPEHHSI KOMIT'FOTEPHOT0 KOMIUIEKCY [T MEHTAITbHOT
peabuniTallii, IKMii HaJae KOPUCTyBaYaM IMMEPCUBHE, IHTEPAKTHBHE Ta 0araTOKOPUCTYBallbKe cepeaoBuine. Jlis
peaizaiiii nmpoekty Oyio oopaHo anaparny miatdopmy Oculus Quest 2, apronomuuii BP-1ionom, 1o 3a6e3mneuye
JOCTaTHIO POAYKTUBHICTb, SIKICHUI TPEKiHT Ta LIHOBY AOCTYIHICTb. Po3poOka Benacs Ha irpoBomy pymrii Unity,
KWW HaJae MOTY)KHUM iHCTpyMeHTapiii ans ctBopeHHs BP-monarkis, interpanii 3 Oculus SDK Ta peamizamii
MepekeBoi B3aemonii 3a gomomoroto Photon PUN 2. Takuit BuGip mporpamHo-anapaTHUX 3ac00iB JJO3BONUB
CTBOPUTH KOMIUIEKC, CHPSIMOBAaHUI Ha TIOKpALCHHS TICHXOEMOLIIMHOr0 CTaHy Ta COLIANBHOI B3aeMOil
KOPHCTYBaUiB uepe3 MO3UTUBHHI IHTEPaKTUBHUH JOCBII.

PesyabTaTu 10caiaKeHH S

VY pe3ynbTari BUKOHaHHS po00TH Oy/10 po3p0o0ICHO KOMIT FOTEPHUN KOMILIEKC JIJISi MEHTAJIbHOI peadutiTallii 3
BHUKOPHCTaHHSM TEXHOJIOTIH BipTyaibHOI peanbHocTi. CTBopeHuit Ha miatdopmi Unity st VR-raprityp Oculus
Quest 2, KOMIUIEKC TiATPUMYE OJHOYACHY y4acTh JIBOX KOPHCTYBadiB y CHUTBHOMY BipTYaJIbHOMY IPOCTOPI.
Po3poOnennii 1oqaTok BKIIOYA€ JBa OCHOBHI IHTEPAKTHUBHI BIPTyalibHI CEepelOBHINA: JIOKaliio "Oapy", ne
KOPHCTYBa4i MOXXYTh BUILHO NIEPECYBATHCS, CITUIKYBATUCS, TPATH B IAXH, OUTBAPI, JapTC, MAIIOBATH Ta CIIyXaTH
MY3HKY 3a JOIOMOIOK IHTEPAaKTUBHOI'O KaCETHOrO MarHitooHa, a TakoXk JIOKallilo "ocTtpoBa" 3 BiAMOBIAHUM
3BYKOBHM CYIPOBOJIOM, TIPU3HAYEHY JIJIsl pelaKcallii Ta CIONIsIIaHHS.

KitrouoBrumu pesynsratamu JOCHIJDKEHHS € peaizallis 0araTokoprcTyBallbkol B3aemonii Ha 6a3i Photon PUN
2, 110 TO3BOJISIE IBOM KOPHUCTyBadaM CIIUTBHO TiepeOyBaTH Ta B3aemoaisata y BP. byno po3po6ieHo Ta iHTerpoBaHo
HEIrPOBOro IepPCoHa)Xka — BIPTyajabHOro 0apMeHa — 3 €IEMEHTaMM IITY4HOro iHtenekty Ha 6a3i ChatGPT API,
3[IaTHOTO TiITPUMYBATH TOIOCOBHIA JTIAJIOT 3 KOPUCTyBayaMK. TakoX BIPOBAKEHO KACTOMHY CHCTEMY aBaTapiB
31 CTWII30BAaHMM JH3aiHOM IS TIPEACTABIICHHS KOpHCcTyBadiB y BP Ta peamizoBaHO CHCTEMY IIaBHOTO
MEPEMIIIICHHS 3 ONIIOHAIBHUM €()EKTOM OXUTYBAHHS KaMepH JUIS MIABUILECHHS IMEPCHUBHOCTI Ta KOMQOPTY.
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Pucynok 1 — Cxema npuanumny poOoTu 0araToKOpHCTyBalbKoi B3a€MOIi.



[IpoBenene TecTyBaHHS MiATBEPANIO (YHKIIOHATIBHICTH Ta CTAOUIBHICTE pOOOTH PO3POOIEHOTO KOMILIEKCY.
PoGora memMoOHCTpyE MOXIMBOCTI €(QEKTUBHOTO 3aCTOCYBAHHS TEXHOJIOTIH BipTyasllbHOI peambHOCTI st
MOKpAIlEHHS ICUXOEMOIIIMHOIO CTaHy, CIPUSHHA COLialIbHIM B3aeMoii Ta HaJaHHSI KOPUCTYBa4aM MO3UTHBHOTO
IHTEPaKTUBHOTO JIOCBily B 0€3MEYHOMY BipTyaJIbHOMY CepemoBHILi. TakuM YMHOM, CTBOPEHHUH KOMII'IOTEp HUI
KOMILJIEKC € TMPOrpaMHHAM MPOAYKTOM, IO BiJIOBiJa€ IOCTABICHUM 3aBAAHHSIM Ta Ma€ IOTEHLIaNn s
MOAAJIBIIIONO PO3BUTKY Ta AOCIIIXKEHHS HOr0 BIUIMBY Ha KOPHCTYBAYiB.

BucHoBku

B poboti Oyin0 po3po0iIeHO KOMIT' IOTEPHUN KOMIUIEKC 3 BUKOPHCTAHHSM BIPTYaJIbHOI PEasibHOCTI,
MpHU3HAUYEHUN Ui MEHTanbHOI peabimiramii. Ilin wac BUKOHaHHS poOOTH OyI0 MPOBEACHO aHANi3 CyYacHHX
TEXHOJIOTiH Ta MiAXOMIB 0 3acTocyBaHHs VR y cdepi mcuxonorivHoi miaTpuMKy, M0 A03BOIUIO OOTPYHTYBATH
KOHIICIIIIIO Ta apXITEKTYPy CTBOPIOBAHOTO KOMILIEKCY. Bysio cripoekroBaHo Ta peajizoBaHo Ha ruiaTdopmi Unity
JIBa OCHOBHI IHTEpakKTHBHI BipTyaJibHI cepeloBHINA: JOKaliro "Oapy" 3 HabOpoM coIiaibkHUX Ta IrpOBHX
AKTUBHOCTEH Ta Jiokallito "ocTpoBa'.

Oco0OnuBy yBary Oyino MpUAUIEHO peaiisallii 0araTOKOPUCTYBAI[LKOIO PEKUMY JUIS JBOX YYACHHUKIB 3
BukopuctanasiM VR-rapiTyp Oculus Quest 2, mio 3abe3nedye MOXIHMBICTh CIUJIBHOTO MPOBEJCHHS 4acy Ta
B3a€EMOIIi y BipTyaibHOMY IIpOCTOpi. JIjis 30araueHHs iHTEpaKTUBHOTO J0CBimy Oy10 po3po0iieHO Ta IHTErpOBaHO
HEIrpoBOTo MepcoHa)ka-0apMeHa 3 elIeMEHTaMHU IITYYHOTO IHTENEKTY, 3JaTHOrO MiATPUMYBAaTH Oa30BHI JTiajior.
Takox Oyno peanizoBaHO MEXaHI3MH BUIBHOTO IIepeCyBaHHS KOPHCTYBauiB, ix B3aemojii 3 o0'ekramu Ta
BIJINIOBIIHUH 3BYKOBHH CYNPOBiJ IS MiABUILEHHS e€DEKTy 3aHYpPEHHS.

[IpoBenene TecTyBaHHS MiATBEPAHIO (PYHKIIIOHATBHICTE, CTAOUTEHICTE POOOTH PO3POOIEHOTO KOMIUIEKCY
Ta HWOro MOTEHIaN SIK IHCTPYMEHTY JUIS TOKpAIICHHS TCHXOEMOIIHHOTO CTaHy Ta CIPHUSHHS COIaJIbHIH
B3aeMoii. TakuM YMHOM, PO3pOOJICHUIH KOMITHOTEPHUN KOMILUIEKC € MPOrPaMHUM IMPOAYKTOM, IO BIAMOBITAE
MOCTaBJIEHUM y pOOOTi 3aBJIaHHSAM Ta JIEMOHCTPYE e(eKTHBHE 3aCTOCYBAHHS TEXHOIOTIH BipTyalnbHOI peaJbHOCTI
JUTS TTiTel MeHTanpHol peadimitarmii. [TomanbImii po3BUTOK MTPOEKTY MOYKE BKITFOUATH PO3IMHPEHH S (YHKITIOHAITY,
JOJaBAaHHS HOBUX JIOKAITIM Ta aKTUBHOCTEH, a TAKOX TTOTIIMOJICHE TOCTIPKEHHS HOT0 BIUTMBY Ha KOPUCTYBadiB.
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