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TEXHOJIOI'Ti BIPTYAJIbHOI PEAJIBHOCTI

B. Podzihun
VIRTUAL REALITY TECHNOLOGIES

Bipryanbna peanpHicts (VR) - cTBOpeHMI TEXHIYHMMH 3aco0aMu CBIT, SKHN
MepeaacThCsl JTFOUHI yepe3 11 BIAUyTTs: 31p, CIIyX, HOTHUK 1 iHIIi. BoHa iMiTye SK BIUIMB, Tak i
peakuii Ha BIUMB. [[s1 CTBOpPEHHSI MEPEKOHIMBOTO KOMIUIEKCY BIIYYTTIB KOMITHOTEPHUI
CHHTE3 BIIACTMBOCTEH 1 peaKiliii BIpTyaabHOI peaIbHOCTI TPOBOJIUTUCS Y PEaTbHOMY Yaci.

Haiimommpenimmm 3acobom 3anypenas y VR e crenianeHi monom / okymsapu. 3a
JIONIOMOT'0I0 LIUX MPUCTPOIB JIFOJJMHA MOXE BIJUYTH T€, 110 BOHA NepedyBaE y CHPaBKHbOMY
CBITIi, ajie HAaCTIpaB/i MPHUCTPIiid 3aHyPIOE TIOANHY Y el cTaH. Ha po3ramoBanwuii nepes ounma
KOpHCTyBa4a AUCIUICH BUBOIUTHCS Bifeo B popmari 3D. [pukpirieHi 10 Kopmycy ripockon
U aKCeIIEPOMETpP BIJCTEKYIOTh IOBOPOTH TOJIOBH, 1 TEPEAOTh JaHI B OOYUCIIIOBAIBHY
CUCTEMY, sIKa 3MIHIOE€ 300pa)K€HHs Ha AMCIUIET B 3aJIEKHOCTI BiJl MOKa3aHb JATYHKIB. Y
pe3yabTaTi, KOPHCTYBay Ma€ MOKIIMBICTh «O3MPHYTHUCS» BCEPEIMHI BipTyaIbHOI PEabHOCTI.
B nanuii MOMEHT, y po3BaXXaJbHHX LIEHTPAX € CIeliajibHI KIMHATH, y SKMX 0a)XarouuM Jal0Th
OKYJISIpH, 1 IO3BOJISIFOTH BITUYTH ce0€ B PI3HUX €KCTPEMAaJIbHUX CUTYaIlisX.

Jljis OGUIbII peanicTUYHOrO 3aHYPEHHS y CBIT BIPTYalbHOI pPeajbHOCTI, KPIM JaTYHKIB
SK1 BIJICTEXKYIOTh IOJIOKEHHSI TOJIOBH, B IMPHCTPOSX MOXKYTh 3aCTOCOBYBATHCS TPEKIHTOBI
CHUCTEMH, fKI BIJICTEXKYIOTh PyX 3IHHUIb OY€H, Ta JO3BOJIAIOTH BU3HAUUTH, KyIU JIHOAMHA
JMBUTHCS B KOKEH MOMEHT 4Yacy. TakoK, BIZICTEXKYIOTh PYXH Tijia, 3 METOIO MIOBTOPEHHS X y
BipTyaJlbHOMY CBiTi. Sk Ha MeHe, Lell BuA BIPTyaJbHOI peaNbHOCTI € HaNOLIbII
ONITUMAIILHUM, aJKe BIATBOPEHHS PyXY 31HHIb OYeH 1 Ja€ MakCHMallbHE MOrpykeHHs y VR.
Maif>ke HEMOXIJIMBO BIJPI3HUTH LEH CBIT Bil peanpHOro. BincTe)keHHS 31HHLB MOXeE
3A1MCHIOBATHCS 3 JOTIOMOTOIO CTEIIaIbHUX TATYUKIB 200 BiJIEOKaAMEPH.

Jlns B3aemMofii 3 BIpTyalbHOIO PEANbHICTIO TpaauliiiHux 2D-koHTposepiB (Mulia,
JUKOMCTUK M 1H.) B)K€ HEJOCTaTHhO, TOMYy IX 3aMiHIOOTh 3D-koHTponepamu
(MaHIMyJISATOpPaMu, IO J103BOJIIOTH MpAILfOBaTU B TPUBHUMIPHOMY IpOcCTOpi). I3 po3BUTKOM
KOMII FOTEpPHUX I1TOp CIOXXKHMBaudl XO4YyTh BIIYYTH MAaKCHMaJlbHE 3aJI0OBOJICHHS BiJ MpOIIECY,
TOMY pPO3pOOHMKM TIOBHHHI JOCIyXOBYBaTHCh JO CBOiX KJi€HTIB. 3D-KkoHTposepu
JO3BOJIAIOTH Ounblle 3araubuTvcs y BipTyalbHHH CBIT. ['eiiMepu MOXyThb BIAUYTH T€
CepeIoBUIIE 1 Ti CUTYAIlil, Y IKUX IepedyBae iX irpoBUil MEPCOHAX.

Cyugacui monomu BipTyansHoi peanpHocTi (HMD-display, head-mounted display,
BiJICOIIIIEM) MICTSATh OJIMH 200 KiTbKa AUCIIIEIB, HA SIKI BUBOJSATHCS 300pa)KeHHsI ISl JTIBOTO 1
MPaBOTO OKa, CHCTEMY JIIH3 JJisi KOPUTYBAaHHsS TeOMETpPil 300pa)K€HHs, a TaKOX CUCTEMY
TPEKIHTY, IO BIJCTEXKY€E OPIEHTALIIO0 MPHUCTPOIO B MPOCTOPi. 3a 30BHIIIHIM BUTJISAIOM BOHHU
CXOX1 Ha OKYJISIPH, TOMY iX Bce vacTimie Ha3uBaroTh VR headsets (BP-rapuitypu) abo mpocto
OKYJISIpH BIpTyaJbHOI pealbHOCTI.

OTxe, BipTyajbHa pealbHICTh MPOJOBKYIO CTPIMKO PO3BUBATHUCS 1 MOXJIUBO Take, 1110
yepe3 JIeKUIbKa POKiB caM MO30K JIIOJMHU OyAe MiAKIIoYaTHCs A0 IUTYYHOTO CBITY 3/
3aJI0BOJICHHS TIOTPEO JIFOTMHH.

Jlitepatypa

1.Bipryansna peabHICTb. URL: https://www.it.ua/knowledge-base/technology-
innovation/virtualnaja-realnost-vr

107


https://www.it.ua/knowledge-base/technology-innovation/virtualnaja-realnost-vr
https://www.it.ua/knowledge-base/technology-innovation/virtualnaja-realnost-vr

