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TepHONiNbCHKUI HALlIOHATBHUN TEXHIYHUHN yHIBepcUTeT iMeH1 IBana [lymros

KOHIEIIT VR-ITIPOCTOPY HEHTPY HAYKHU TEPHOITOJISA
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THE CONCEPT OF THE TERNOPIL SCIENCE CENTER’S VR SPACE

3a ocTaHHE NECATWIITTA BiAOYNIOCS 3HAYHE 3POCTAHHS IHTEPECY N0 BUKOPUCTAHHS
BipryanbHoi peanprHocti (Virtual Reality, VR) y My3eiiHUX Ta BHCTaBKOBHX IPOCTOpaXx,
OCKIIBKM TaKi yCTAaHOBM HaMararoTbCs aKTHBHO BIPOBAKYBAaTH TEXHOJIOTIYHI iHHOBAIii Ta
ajgantyBaTHcs A0 BUKIMKIB 1udpoBoi epu [1]. Cepen mepeBar 3amydeHHs VR-TexHounorii
MOJKHa BKa3aTH Ha [IMPOKI MOXIIMBOCTI HAJaHHS BIiJBiyBady JIOJaTKOBOTO KOHTEHTY,
CTBOPEHHSI HETMIIOBHX BPa)K€Hb Ta IMO3UTUBHOIO JOCBIAY BiJIBIlYyBaHHS MY3€l0, 3aJy4E€HHS 10
[[iIKaBUX pO3MOBIJCH Ta IHTEPAKTHBY 3 EKCIIOHATAMH, BIATBOPEHHs JIOKAIliil, AKi OinbIIe
HE/IOCTYIIHI B YacOBOMY 4YM IPOCTOPOBOMY KOHTeKcTi. JloOpe cebe 3apexoMeHayBaiu
TUMYACOBI BUCTABKH 3 OOMEKEHIUM BUKOPUCTAHHSM BipTYaJIbHOI CKJIaIOBOI SIK JIOMOBHEHHS 10
OCHOBHOI'O TeMaTHUYHOTo Habopy. Takok B OCTaHHI POKU aKTUBHO PO3BUBAIOTHCS IHTEPAKTHUBHI
My3€el HayKH SIK OCBITHI IPOCTOPH [2], K1 MOKYTb 3alpOIIOHYBATH BiABiAyBayaM OpUTTHAIbHUN
Ha0ilp eKCIIOHATIB 3 MOXIIMBICTIO B3a€MOJii, BpaXalOUOK HAOYHICTIO, IO CTHUMYIIIOE
3alliKaBJICHHS] KOPUCTYBayiB, a TAKOX CIIOHYKa€ PO3POOHUKIB JO BUTOTOBJIEHHS BIJIMOBIAHOIO
OpUiIaIsl Ta KOHTEHTY PO3IIUPEHO] peasbHOCTI.

VY nauiit poOOTI Ha OCHOBI BiZIEO Ta CBITJIMH IHTEPAKTUBHOTO IPOCTOPY HAYKOBO-OCBITHIX
excriepuMeHTiB TepHorminbebkoro LleHTpy Hayku po3po0iaeHo MpoCTip BipTyalabHOT pealbHOCTI
Ta ekcrmoproBaHo Horo y Windows-cymicHuii mporpamHuii mpoaykT. PenmepuHr Mojenei
3aificheHo 3 nomomororo Blender Ha ocHOBI 6a30BHX (OpM 3 MOCTYNOBHM JI0JIaBaHHSIM
JIOJIaTKOBUX JeTajiell Ta BUKOPUCTAHHSM IIEWUJEPIHTY NIl CTBOPEHHS HEOOXIJHUX MaTepiajiB
Ta TeKcTyp. [IpoBeseHO onTuMizalio Mojaeneil A 3abe3neueHHs HaJeKHOI MPOTYKTUBHOCTI
Ta peanictuyHocTi y VR-cepenosuii. CTBopeHi Moz, ikl iMIopToBaHi B cepenopuile Unity,
a Takox po3mimeni Ha Web-mmardopmi Sketchfab , cyrreBo 30arauyroTh BipTyanbHy
excriosuitito LlenTpy Hayku y M. TepHOMIb (IUB. CKPIHIIOTA POOOTH MPOTPAMHOTO TPOIYKTY).
PeanizoBaHo 1HTEPaKTHBHY B3a€EMOII0 KOPUCTYBaya 3 BIPTYaJbHUMH YCTaHOBKaMHU
(cTpoOOCKOT-BEHTIIIATOP, Ja3epHa apda, MasdTHUK MakcBeia, MakeT TpaBiTaIliiHOTO
KOJIOZIA3S] Ha OCHOBI rinmepOoiiuHOi BOPOHKHM, IUIa3MOBa Jiamma Teciu), TpuBae poboTa Mo
ctBopeHHIO BipTyasibHOro NPC-ekckypcoBo
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