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CyuacHa eram pO3BHTKY OCBITHIX TEXHOJOTiH BimoOpaxkae TpaHCOpMALitO
iH(opMaLiifHOrO OTOYEHHS 3700yBayiB 3HAHb y OIK TEXHOJOTIH PO3IIMPEHOI PearbHOCTI.
Boxe MOKHA 3 YIEBHEHICTIO CTBEpKYBATH, IO BipTyalbHa PEAbHICTh 3[aTHA JIOTIOMOITH
CTYAEHTaM Kpallle OCSTHYTH IPOLIECH Ta SIBUILA PEAIbHOTO CBITY, JO3BOJISIE HABYATUCS OLIbIL
epekTuBHO Ta e(dexkTHO (3 (OKycyBaHHSM Ha SICKpaBUX Bi3yaJdbHUX oOpa3zax), (opmye
HEMOBTOPHUM JJOCBIJ] OCOOMCTOT0 3aHYPEHHS B Mpo0sIeMy, 110 € pe3yJbTaTUBHILIINM METOJIOM
3aCBO€HHS 3HaHb. JlocmigHuUKM BiJ3HAyaroTh [l], 1m0 BipTyajdbHa peanbHICTh Yy
71a00paTOPHOMY CEPEIOBUII € OJHUM 3 HaMKpalluX HECTaHJApTHUX HABYAJIBHUX MiJIXOJIB,
SAKUA MOKE 3aIllKaBUTH CTYIEHTIB I 4Yac 3aHATh. BipTyanpHa saldoparopiss Hajae
KopucTyBauaM aocBig 3D-cepenoBuiia, sike BifoOpaxae (pakTuyHy abo ysBHY iHpopMalliio,
Ta J03BOJISIE YYaCHHUKAM HAaBYAIBHOTO TPOIECY B3a€MOJISTH 3 HEI B PEXHMI pEalbHOTO
yacy. Lle, 30kpema, 103BOJIsiE CTyIEHTaM BHUIIPOOYBAaTH Pi3HI METOJUKH Ta OOJaJHAHHS Y
BIpTYaJIbHOMY CBITI (4acTO, HaBiTh TaKl, sIK1 HEIOCTYIIHI y PEAJIbHOCTI).

[Tpu po3polIi BipTyasIbHOTO CEpEeAOBHINA, SIKE TMOKIMKAHE 3a0e3MEeYUTH B3AEMO/III0
YYaCHHUKIB HABYAJIBHOTO TMPOIECY 3 OTOYCHHSIM Ta MiX CO00010, JOUUILHO [2] 3pobutn
iHTepdeiicn IHTYITUBHO 3pO3yMUIMMM (BHUKOPUCTOBYIOUM HAWMNPOCTIIIY MIKTOIPaMHY
KOHIICTITyalbHY KOHCTPYKINIO JUIS OTpPHMaHHS OakaHOTO pe3yJbTaTy) Ta OIOMOITH
KOPUCTYBA4€Bl y MPUUHATTI YITKUX pillleHb (BOHM 0a3yBaTUMYTbCS HA MPAKTUYHHUX POpP-UP
migKa3kax, iHGOPMAIIHHUX TPOIO3HUIIISIX Ta 0OMEKEHHIX 30HOBAHOTO POOOYOTO MPOCTOPY).
VR-po3poOHMKaM HaBUAJIBHUX CHMYJSTOPIB PEKOMEHIOBAHO 30CEpE/KyBaTHCA Ha
HEOOXIJTHOCTI OTpUMaHHA KOPUCTYBaueM MOTpiOHOro JOCBioy, a HE IMIUIEeMeHTalil
doTopeaniaMmy Ta pecypcozarpatHux rpadidyHuX edekTiB. BaxiuBo BiAMOBIZAIBHO
MOCTaBUTHCS 10 BHOOpY BIATIHKIB acCeTiB, OCKUIBKM BUIAJIKOBI KOJIpPHI PILIEHHS MOXYTh
MaTH HECTIOiBaH1 Ta HETaTUBHI NepuenTuBHI Hacaiaku. [1{o6 npuBepHyTH yBary 10 OKpeMux
00’€KTIB BIPTyaJIbHOTO JIaOOPAaTOPHOI'O OTOYEHHS JOLIJIBHO BHKOPHUCTOBYBAaTH 3MiHHU
SCKpPaBOCTI, MiJCBIYYBaHHSI OKpPEMUX KOHTYPHHX JIiHIH, IPOCTOPOBHI 3BYK, My3UUYHI BCTaBKU
touto. CTBOPUTH BIMYYTTS PEealbHOCTI MOYKHA Ha OCHOBI BUKOPHUCTaHHS 3BYKOBHUX €(EKTiB
HABKOJIMIIIHBOTO CEPEe0BHUIIA Ta IPABIIIBHUX PO3MIPIB 00’ €KTIB.

Mertoro naHoi po6otu € crBopeHHst VR-mpoctopy ¢iznyHoi gabopaTopii, 10 MiCTUTH
OCHOBH1 po00Yil yCTAaHOBKM Ta MpuWIajis jJabopaTopii MEXaHIKH Ta MOJICKYJISIPHOI (Di3UKH
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THTY im. L. [Tymios. Po3poGiene BipTyaiabHe HaBYaJIbHE CEPEIOBHUIIE JO3BOJISIE KOPUCTYBAUY
B3aEMOJIISITH 3 JTa0OpaTOpHUM OOJIATHAHHSAM JUISl CUMYJIALII HAaBYAJIBHOTO E€KCIEPUMEHTY 3
¢Gi3ukn y 3roal i3 3araJbHONPHUUHATUMH pekoMeHpaauismMu [3]. Pennmepunr monenei
3niicHeHo 3 gomomororo Autodesk 3ds MAX Tta Blender, migiOpani HalexHI peayicTHYHI
Mmarepiaqu Ta TEKCTYPH, TOJATKOBI Mozeni (y TOMY YHCIi KOHTEHTY 3 0i0JiOTeK acceTiB
Unreal Marketplace, Quixel Megascan, Unity Asset Store). [Ipu iMmnoptyBanni 3D-moneneit
HEOOX1THO OyJI0 BCTAHOBUTH CHUTBHUN CTaHAAPT JUTSl BCi€l KOMaHIM MapayiebHOI PO3pOOKH
MIPOCKTIB Ta 3IMCHIOBATH Yy BIJIMTOBIHOCTI JIO HHOTO BUIIpaBiCHHS aedekTiB Mojaenei. Ha
OCHOBI HaJIS)KHO aJIalITOBAHOTO KOHTEHTY, iMITOpTOBaHOTrO B cepenoBuma Unreal Engine 5 Ta
Unity, CTBOPEHO TPOTOTHITH BIPTyaJIbHUX HABYAIBHUX MPOCTOPIB (IUB. pHC. 1).

Y UES-Bepcii mpoekTy 3iificHeHa peaiizaiisi yHIBEpPCalbHOI CHUCTEMHU OTIISATY
7a00paTOPHUX YCTAHOBOK, KOHTYpHE MiJCBIYyBaHHSA. TakoX peaii3oBaHa MOXKJIUBICTh
B3a€MOJi1 3 NPUCTPOSIMH Yepe3 KOHTEKCTHE MEHIO MO THUITy KHUTU IHCTPYKIIiii, CTBOpeHa
cHUCTeMa ITiJIKa30K 3 BUKOPHUCTAHHSM IHTYITMBHO 3pO3yMUIMX IMiKTOorpam. TpuBae pobora
cTocoBHO iHTerpamii B mpoekt NPC (HeirpoBHX NepCOHaXIB J1a0OPaHTIB-IHCTPYKTOPIB) 3
BukopuctanHaM MetaHuman. V Unity-Bepcii cepenoBuiia nponucani 0a30Bi CKpUNITH PyXy
Ta B3a€EMOJIl 3 KaMeporo, (QYHKIiI0 3yMy JUIs TPUCTPOiB, MOIM(DIKOBAHO CKPHIT IS
B3a€MOIl 3 00’€KTaMM, CTBOPEHO CKPUNT ClaiaiHry iH(opmamiiiaux MatepianiB. [lns
3py4yHOCTI BUKOpUCTaHHs mopTtoBaHa 3 Unity Android-Bepcist sabopaTopHOTro CHUMYyISITOpa
MICTHTh TAKTWJIBHHHA JDKOMCTUK. 3 BHUKOPHUCTaHHAM ekcnopTy uepes WebGL dopmar
NPOTIOHYETHCS IHTETpalis BipTyasbHOi JabopaTopii y HaByanbHe cepenopuiie ATutor.

Pucynok 1 — VR-nipoctip ¢pi3uuHoi 1aboparopii: a) 3araabHuil BUTIsSA poO0Udoi 30HM;
0) B3aeMOist 3 00IaTHAHHSIM.

VY miacyMKy BKaxemo, IO peaiizamis JsaboparopHoro VR-mpocTopy Ha OCHOBI
TUIIOBUX CEpeOBUI JUIsi CTBOpeHHs BipTyanbHoro otoueHHs (Unreal Engine 5 yu Unity) €
HECTaHJAAPTHUM J1€BUM JIONIOBHEHHIM Ta ONTHMI3alli€lo TPaAULIHHOTo oQaiiH-BUKIaJaHHS.
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