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METOJUKA PASPABOTKH OBYYAIOIIUX ITIPOTPAMMHBIX CPEACTB VR /11 PEMOHTA
ABUAIIMOHHOM TEXHUKH

Annomayus

D¢ dextuBHOE WHKEHEpHOE 00pa3oBaHUE, OCOOCHHO B 00JACTH TPakJAHCKOH aBHAalMM — BakHas mpoOiema.
TpanunroHHBIE METOBI CIIOXKHBI M TOPOTH, HEOOXOIMMO BHEAPATH HOBbIE 00pa3oBaTeNIbHBIC CPEACTBA H TEXHOJIOTHH.
[pemaraercs UCIONIB30BaTh BO3MOXKHOCTH BUPTYAIBHOH peanbHOCTH. B TaHHOM oTdeTe mpencraBieHa METOIONOTHS,
KOTOPYIO MOXKHO HCIIONIB30BaTh JUIA CO3JAaHHS MNPWIOKCHHI HMMMEpPCHBHOH BHUPTyanpHOH peansHoctH (VR),
npenHa3sHaYeHHBIX Uil o0ydeHms. V3ydeH mexaHusM co3manus 3D mopened y3inoB JH0OOH CTENEHH CIOXKHOCTH H
Ha3Ha4YeHUs B mporpaMMHoM komiuiekce SolidWorks, npennasHaueHHOM AJisi aBTOMaTH3aluK paboT MPOMBIIUICHHOTO
npeanpusTHs. M3ydeHa TeXHUKa CriaKMBaHUs MOJIENIeH Ul PUIAHUS UM PEATHCTHYHOCTH B MaKeTe IJISl CO3/IaHMs
TpexMepHOU KoMIbioTepHO# rpaduku Blender3D. PaccMoTpeH crmoco0 co3maanus CIiCHapHEeB 00YYaOIIMX MPOrpaMM B
nporpammuoM nakere Unreal Engine 4.

KaroueBble ciioBa: virtual reality, 3D moznens, Unreal Engine, SolidWorks, Blender3D.

Anoamna
YIIAK JKOHJIEY YIIIH VR OKBITY BAFJIAPJIAMACBIH OHJIIPY TOPTIBI
U A. Hupmanoe*, JK.IK. Aiinaxynos®”, J1.B. 3yes', H.B. Acmanenxo®, U.0. ®edopos’, K.T. Kowexoe*
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2 Kazax ynmmulx azpapivix sepmmey yHuéepcumenti, Aimamol ., Kazaxcman
3 M. Kosvibaes amwinoazul Conmycmix Kazaxeman ynueepcumemi, Ilemponasn ., Kazaxcman

TuiMIl MHXEHepItiK OiTiM, Scipece a3aMaTThIK aBHAIMs CaJachlHa MaHbI3/Ibl Macese Ooubin Tadbuiansl. JacTypai
onicTep KypZeii >oHe KbIMOAT, COHJBIKTAH jkaHa OuniM Oepy Kypaigapbl MEH TEXHOJIOTHSJIAPBIH EHTIi3y Kaxer.
Bupryanpl NIBIHABIKTEIH MYMKIHIIKTEPIH Maiiianany yCbIHbUIaAbl. byl ecen oKyra apHajifaH BUPTYaJIbl IIBIHABIKKA
(VR) apnajgraH KOCBIMIIAIAPAbl KypyFa OOJaThIH OICTEMEHI YCHIHAIBI. OHEPKICINTIK KOCIMOPHIH KYMBICHIH
aBToMaTTaHAbIpyFa apHanraH SolidWorks OarmapiaManblk KeIMICHIHAE Ke3 KeNreH KYPICNUTK TIeH MaKCaTTaFbl
Ty#iEgepaig 3D Monmenpaepin Kypy MexanmMmi 3eprrenai. Blender3D ymr enmeMzi KOMITBIOTEpITiK TpauKaHbl KypyFa
apHaJFaH MAKeTTe OJIapIbl IIBIHAWBI €Ty YIIH Terictey omictepi 3eprrenmi. Unreal Engine 4 Oarmapmamaisik
KeIIeHIHE 0Ky OaFmapiamMaliapbIHbIH CICHAPHIIICPIH KYPY 9/ici KapacThHIPBLUIFaH.

Tyiiin ce3aep: BUpTyamapl BUpTYan sl WHHABIK, 3D moaeni, Unreal Engine, SolidWorks, Blender3D.

Abstract
TECHNIQUE FOR DEVELOPING VR TRAINING SOFTWARE FOR AIRCRAFT REPAIR
Pirmanov I.A. %, Ainakulov Zh.Zh. ?*, ZuevD.V. !, Astapenko N.V. 3, Fedorov I.0. 1, Koshekov K.T.?
L JSC «Civil Aviation Academyy, Almaty, Republic of Kazakhstan
2 Kazakh National Agrarian Research University, Almaty, Republic of Kazakhstan
3 M. Kozybayev North Kazakhstan University, Petropavlovsk, Republic of Kazakhstan

An effective engineering education is an important issue, especially in the field of civil aviation. Traditional
methods are complex and expensive, and new educational tools and technologies need to be introduced. It is proposed
to use the capabilities of virtual reality. This report presents a methodology that can be used to create immersive virtual
reality (VR) applications for learning. The mechanism of creating 3D models of nodes of any complexity and purpose
in the SolidWorks software package, designed to automate the work of an industrial enterprise, has been studied. The
technique of smoothing models to make them realistic in the package for creating three-dimensional computer graphics
Blender3D has been studied. A method for creating scripts for training programs in the Unreal Engine 4 software
package is considered.

Keywords: virtual reality, 3D model, Unreal Engine, SolidWorks, Blender3D.
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Beenenue

CoBpeMeHHBIH Tporiecc OOyYCHHS B 30Xy HHGOPMATH3AIIMH CYIIICCTBEHHOTO PACIIHPSET apceHa
cpeactB oOydenusi. [Ipunoxenns VR (anrin. virtual reality — BupTyanpHasi peajbHOCTB) CTaHOBATCS Oolee
JOCTYIHBIMH Onarojapsi Oojiee KadecTBEHHOMY W ObIcTpoMy 000pynOBaHHIO, a Oyiarogaps HOBBIM
TEXHOJIOTHSIM M 0oJiee OBICTPBIM CETEBBIM COCIUHCHUSM OHU TAK)KE HAYMHAIOT MOSIBIATHCS B MHTEpHETE.
TexHUKa BUPTyal bHOW PEaTbHOCTH MMeeT OOINBINOE BIMSHHE Ha OOJIACTH, B KOTOPHIX YIIOp JENaeTcsl Ha
MPAKTUYECKOM TIOJIXOZC, WM Ha O0JacTH C HU3KOW YCTOHYMBOCTBIO K OIIMOKAM, TaKME KaK PEMOHT
ABHAIIMOHHOW TEXHHWKHW. BHempeHue oOyYarOmMX MPOrpamMM ITOCPEICTBOM TEXHOJOTHMH VR I0O3BOIUT
VIIyUYIIATh KaYeCTBO U COKPATHThH IMEPUOJT OOYUEHHMS, YTO CKAXKETCS HAa SKOHOMHH JICHEXKHBIX CpPE/CTB,
3aTpadyrMBacMbIX Ha IMOATOTOBKY ydeHuka [1]. OOyuwaromniue MmporpaMMbl MOXXKHO OyJIET WCIIOJIb30BaTh B
€XKEroJIHOM TIpoliecce OOydUeHHsI CIEIUaTUCTOB, IPOBOAMMOM B Hayalle Ka)XAOro Toja Ui MOAACp:KaHHsI
KBaTH(HUKAIIAHN.

Pa3paboTka Takux MNPWIOKEHUH TO-TPEKHEMY OCTAeTCS CICIUATM3UPOBAHHBIM, TPYIOEMKHM U
JOPOTOCTOSIIUM TIporieccoM. Pa3paboTka BUpTyanbHOW cpelnsl - 3TO KOHKpeTHas 3amada. Cozganue
HEOOJBIINX MPOEKTOB BUPTYaJbHON pealbHOCTH He TpeOyeT OONBIION MOATOTOBKH MIIM METOAMYECKOTO
MOJIX0/1a, HO MO0 Mepe TOro, KaK MPOEKThI CTAHOBATCS KpYIHEEe M CIOXKHEe, TpeOOBaHHS Ha HAYATbHBIX
3Tanax NpoeKTOB PacTyT.

Ha ppiHKe €cTh MHCTPYMEHTHI JJIsi Pa3pabOTKH BHPTYaIbHOH PEaTbHOCTH, a 3TO O3HAYAET, YTO €CTh
HECKOJIbKO ~ BapHaHTOB Ha  BBIOOp. AHaMM3UpPys  MHPOBBIC  TCHJACHIMHM  Pa3BUTHS  CHCTEM
ABTOMATHU3UPOBAHHOTO IPOEKTHUPOBAHUS, MOXHO CIENaTh BBIBOJ, YTO ceiiuac HaOIIOAAeTCsl OYepeaHOM
Ka4ueCTBEHHBIN Mepexo/ B pa3BUTUU 3D-MoaennpoBaHus — B CTOPOHY €IMHBIX HHTETPUPOBAHHBIX PEIICHUN
[2]. CpaBuuTenbHBIE aHANMM3Bl Hawboyiee MOMYJSIPHBIX cped s pa3paboTkn VR mpHimokeHH,
MIpeACTaBICHHBIE B padorax [3-4], pekomenayror Unreal Engine 4 kak mydmuii BeIOOp s co3maHus VR
npunoxenui ¢ ucrnonb3doBanueM Oculus Rift. OgHako 310 He mydmuii BEIOOp I co3manus 3D mopeneit
JIeTaie aBHAITMOHHOW TeXHWKH. HemaBHuWii 0030p WHCTpyMeHTaiabHOro MHOroobOpasus AR / VR [5]
MOKAa3bIBACT, YTO CYNIECTBYET OBICTPO PACTYIIEE YHCIO HHCTPYMEHTOB JUTS Pa3pabOTKH, HO JIUIIb HECKOIBKO
TOUCK Iepexoja MEXIy HHMH. B JaHHOM HCCIIeIOBaHMM TPEICTaBICHA METOAMKAa pa3padoTku VR
MIPWIOKEHUS, B KOTOPOM JIOJDKHBI OBITh UCTIOJIB30BaHbI BHICOKOTOUHBIC 3D Moaenu neraneit.

MeTonos0rust uccie0BaHUA

Cosznanue kauectBeHHBIX 3D Mozeneit aeraneit mis VR mpuiiokenuss TpeOyeT rpaMOTHOrO mojadopa
MPOTPaMMHBIX Cpea pa3paboTku. B pamkax mpemaraeMoil METOOMKH PEKOMEHAYIOTCS K HMCIOJIb30BAHHUIO
CJIEAYIOIINE TPOrPaMMHBIE HHCTPYMEHTBHI.

[Iporpammusiii  komiuieke SolidWorks [6-8]: mo3BossIeT cMoOaeIupoOBaTh HU3ZICIUSA JHOOOH CTEleHU
CJIOKHOCTH M Ha3HaueHus. lIporpamma Ui mpoBeAeHHsI TPEXMEPHOI'O NPOEKTUPOBAHMS O] Ha3BaHHUEM
SolidWorks B mpouecce paboThl UCTIONIB3YeT MPUBBIYHBII MHOTHM IOJb30BaTeNsiM uHTepdeiic Windows u
MIPU OTOM SIBJISIETCS] TOJTHOCTBIO pycu(UIIMPOBaHHON. Bece MeTomuueckue mocodus Takxke MpeIcTaBlIeHbl Ha
PYCCKOM $sI3bIKE BO BCEX JIOCTYIHBIX Bepcusix. [Iponecc moctpoenus: 3D-Mo/iesin OCHOBBIBAETCS] HA CO3JIAaHUN
3JIEMEHTAPHBIX TEOMETPHUUECKUX IPUMHUTHUBOB U BBIITOJIHEHUH PA3IMYHBIX ONIEPALi MEXY HUMU.

3TO MONIHOE  CPEJICTBO  aBTOMATU3UPOBAHHOTO  MPOEKTHPOBaHHS  00JNajgaeT  CIEAYHOIIUMH
MPEUMYIIECTBAMU:

- TOATOTOBKA TPOW3BOJCTBA Pa3sHOOOPA3HBIX M3AENMH HE3aBHCUMO OT UX CIOXKHOCTH H
(YHKLIMOHAIBHOTO HA3HAYCHUS;

- OTCYTCTBHE OTpaHHYCHHUH 1O KOJIMIECTBY KOMIIOHEHTOB CIIOKHBIX COOPOK;

- IIUPOKHE BO3MOXHOCTH JIJIsl OPOPMIICHUST HEOOXOIMMON KOHCTPYKTOPCKOM JJOKyMEHTAIINY;

- BO3MOXXHOCTb HCIIBITAaHUsSI CIIPOCKTHPOBAaHHBIX MOJENEeH Ha MNPOYHOCTh B MPHUONMKEHHBIX K
pealbHBIM YCIOBHSIM;

- ToJHas pycH]UKaIs;

- OTJIMYHOE COOTHOLICHME TI0 LIEHE U IPOU3BOAUTEILHOCTH;

- TPOCTOE UCTIONB30BAHUE U MOAIEPKKA HECKOJIBKUX CTaHAAaPTOB.

Henocratkom SolidWorks siBiisieTcss HEKOppPEKTHOE aBTOMATHYECKOE TIPOCTABIICHUE Pa3MEPOB, UTO JIETKO
UCTIPaBIISIETCS MOJIH30BATENIEM BPYUHYIO.

Blender3D [9-10]: 00beKTHO-OpUEHTHPOBAHHAS MIPOTpaMMa ISl CO3JaHUSI TPEXMEPHOI KOMITBIOTEPHOU
rpapuKH.

Hocrounctsa Blender3D:
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- cBoOoaHbIA IBWXKOK 3D MonenupoBaHHs € OTKPBITBIM HCXOJHBIM KOJOM, YTO IO3BOJISIET NPH
HaBBIKaX [IPOTPAMMHUPOBAHHUS BHOCUTh U3MEHEHHS B IIPOTPaMMy I10 CBOEMY YCMOTPEHHIO;

- HeOomblol 00beM TUCTPHOYTUBA, KOTOPBIH cOCTaBisieT nopsiaka 50 Meradaur;

- MHTErpUpPOBaHHBIC IIECTh JBWKKOB PEHAEPHHIa, a TaK)KE€ BO3MOXHOCTH TOAKIIIOYEHHUS! CTOPOHHHUX,
KaK IUIaTHBIX, TaK U OECIIATHBIX JBI)KKOB PEHJICPUHIa;

- BO3MOXXHOCTb COXPAaHEHHS BCEX TEKCTYpP U PECYpPCOB B €IHHOM (hailie;

- MHOXXECTBO f3BIKOB KakK MHTepdeiica, Tak M MOACKAa30K, YTO MCKIIOYAET KaKHe-IHOO MpoOJIeMbl C
IMOHUMaHueM HHTepdeiica.

EnunacrBennsiii HenocTatok y Blender3D — 3T0 mimoxasi TOKyMEHTHPOBAaHHOCTH, OJHAKO B IMOCIEIHEE
BpeMs AaHHas MpobieMa J0CTaTOYHO HHTCHCUBHO PEIIaeTCH.

Unreal Engine 4 [11]: 3Tr0 Habop HMHCTPYMEHTOB njs pa3pabOTKH WIp, HUMEIOLIMHA IIUPOKHUE
BosMokHOocTH. B Unreal Engine 4 wucmomp3yercss s3Ik mporpaMMupoBanHusi C++, a Takxke MO3BOJSET
CO3/1aBaTh CKPUITHI 0€3 MPOrpaMMHUPOBaHUS PEIAKTOP BU3yaJbHOTO cKpuntuHra Blueprint.

Hoctounctsa cpenst Unreal Engine:

- OecrulaTHbIM ABWXOK, BECh MHCTPYMEHTApUN NOCTYIEH Cpa3y U B IIOJIHOM O0OBbeME AJISl CO3MaHUS
MIPUIOKEHUS BBICILIETO Ka4eCTBa;

- eCThb Bce HEeoO0XOAMMblE WHCTPYMEHTHI i1 AW3aiiHEpOB W MporpaMMUCTOB VR, mpuueMm Bech
WCXOJHBIN KO OTKPBIT U JIIOOYIO YacTh MOKHO MOJCPHU3HPOBATH TMOJ] IIPOEKT, UTO JAETaeT CUCTeMy Ooliee
rHOKOIL;

- IIOCIie 3allycKa pellakTopa, B HECKOJIBKO KIMKOB ITO3BOJISIET CO3/1aTh MPOEKT, B KOTOPOM YK€ €CTh
1maboH npuinoxenus [12-14].

Enunacreennsiii Munyc Unreal Engine — 3T0 3aBbIllIeHHAs IIeHa B Mara3uHe HA KOHTEHT.

Pe3yabTaThl Hccie10BaHuA

B pesynbprate uccnemoBanus ¢popMann3oBaHa Mporenypa moidydeHuss VR MpHiIoxKeHud, Onepupyomx
3D monensiMu aetaned aBUalMOHHOM TeXHUKHU. JIornueckasi cxema mpoueaypsl IpeicTaBieHa Ha pUCYHKE 1.
B pesynbTaTe BBINOMHEHHS CXeMbl Hody4aercs rotooe VR mpunoxkenue (B hopmate APK), conepixkaiiee
3D monenu.

SolidWorks Blender3D Unreal Engine 4
Cosatine * o CriaxuBaHue, * fhx 210621BJI€HI/IG OTUKH | % aoi
3D mogenn seTan » pasBeprka 3D moxenn | B3aMMOJICUCTBHSA MKy —— »
JIeTaIN JEeTaISAMA

Pucynox 1. Jloeuueckas cxema npoyedypui paspabomxu 06yuaowux npoepammusix cpeocms VR na ocrnoge 3D
Mmooeneil demainell aBUAYUOHHOU MEXHUKU

B nporpamMmuom komiuiekce SolidWorks BeimonHsieTcsl cieaytonias nocie0BaTeIbHOCTh JeHCTBHM:

Oran 1. BeiOpaTh IOCKOCTh Ha KOTOPOU OYJIET MOCTPOCH ICKU3.

Oran 2. Ecinu cTaHgapTHBIX HE XBaTaeT, HACTPOUThH HOBYIO TNIOCKOCTb.

Oran 3. TlocTpoUTh 3CKU3BI HA IUNIOCKOCTSIX.

Oran 4. BeiOpats 110 KakoMy MPHHIKITY OyaeT co3aaBarbes 31 MOJEIb 110 TOTOBBIM 3CKH3aM (BBITSIHYTh
1o OcH, 00EpHYTh BOKPYT OCH, BBIOpATh HECKOJIBKO 3CKU30B ISl MPOQMIIS U CO3JaTh IUIaBHBIH Nepexon OT
OJHOTO K JIPyrOMY, YTO-TO BBIPE3aTh, YTO-TO CKPYTJINTh, TAK)KE PA3HBIMHU CIIOCOOAMH U T.1.).

Oran 5. Jlns wmmopra B Blender3D coxpanute B ¢opmare STL. IlpoucxomuT mnpespaiieHue
TBEPJOTENBEHON MOJIeNn B onuronanbayr. @opmar STL coxpansier nHPpopMaImo 00 00beKTe KaK CIIHCOK
TPEYroJbHBIX TpaHel, KOTOPbIE OMMUCHIBAIOT €0 OBEPXHOCTD, M UX HOPMaJEH.

[Tpumep roToBoii gerany, peanuzoBanHoi B SolidWorks npezcrasien Ha pucyske 2.
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Pucynox 2. 'omosas demanw 6 SolidWorks

B nporpamMmuoMm komiutekce Blender3D BoinonHsieTcs cieayromas mocie10BaTeIbHOCTh ASHCTBU:

Ortan 1. [Tocne sxcnopra 3D-Monenu B popmare .stl 1o6aBisieTcst CriakeHHOCTb.

Oran 2. CoenaTh pa3BepTKy IS KXKAOTO MOJIUIOHA.

Oran 3. HazHauuTh MaTepuanbl Ha TPYMIIbI IOJUTOHOB, €CJIM 3TO HEOOXOIMMO.

Oran 4. dns ummnopta B Unreal Engine 4 Heo6xomumo skcnoptupoBath B Gpopmat FBX. dopmat FBX
COXpaHseT MmapaMeTpUIecKUe JaHHbIe ISl KaXIOTO MOJIMTOHA, MHPOPMAIIUIO O pa3BEPTKE, O CTIaKUBAHUHY,
0 MarepHanax.

CrinaxxuBaHue IUIOCKOCTEH, BBIIOJIHAEMOE Ha IEPBOM 3Talle, CHauaja OCYLIECTBIIAETCS C IIOMOILIbIO
mielijiepa, mMpuMep IMpejcTaBieH Ha pucyHke 3. Jlamee HeoOxoammo crenath 3D-Monenb BH3yalbHO
HEOTINYMMYIO OT OpHUTHHaia. {1 3TOro co3marTcs IpyIIsl aBTOCIaXUBaHus Hopmasiei. HopManu — ato
BEKTOPBI, KOTOPBIE NCIIONB3YIOTCA I ONPEAETICHHSI TOT0, KAK CBET OTPAYKAETCSI OT MOBEPXHOCTH.

a8
| =

Pucynox 3. Pesynomam cenasicuganusi demanu 6 Blender3D
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OMNBITHBIM ITyTEM 3aMEYEHO, YTO KOJIMYECTBO TOYEK, PaHel, IIIOCKOCTEl B pe3ynbTaTe CrIIaXKUBaHUs HE
n3MeHWI0ch. CoxXpaHHBIIIEECS KOJIHYECTBO TOYEK, TPaHEW, IJIOCKOCTEH O3HAa4YaeT, 4TOo He H3MEHWIACh
Harpy3ka Ha IEHTpPaJbHBIA MPOLECCOp, TaK Kak Ajsl mocTpoeHus Monenu Blender3D umcmonbsyer Te xe
camble JlaHHbIe, 4TO0 ObuM ToxydeHsl npu ummopte STL momenu u3 SolidWorks. M3menuncs pacuer
OTpaXKeHUs cBeTa, TOo ecTh momkimodaercss GPU (Bupeokapra). Jims ¢oTopeasncTHIHOrO peHmaepa Hu
MOJTy4eHUs] UTOTOBOW KAapTHUHKH TOCIE BCEeX MaHUMyNsAuil ¢ 3D o0beKTamu, yXe NaBHO HCIIONIB3YIOT
BUCOKAPTHI, a HE Mporeccopbl. Kak mpaBuiio OHU M3rOTaBIMBAIOTCS MMEHHO IS 3TUX IIeJIel, TporpaMMHOe
obecrieueHre Ha HUX pa3padOoTaHO TAKXKe ISl ONTUMH3AINY PEHIEPa B OTIMYHE OT MPOIIECCOPOB.

PaccmoTpum BhITIONTHEHWE ATama pa3BepTku aetanu ¢ 3D-mozxenu Ha 2D-tekctypy. B paccmarpuBaemom
npuMepe BCs IeTajlb COCTOUT U3 OJHOTO MaTepHaia U He Oy/eT coaepKaTh OTPHCOBAHHBIX 3apaHee TEKCTYp,
HO A3TOT IIar HEOOXOAMM MJIsi KOPPEKTHOro OoToOpakeHHss MaTepuana. [Ipomecc momydeHus pa3BepTKH
MIPEICTaBIIeH Ha PUCYHKE 4.

 Blender - o X

. oA Ppron

Pucynox 4. Pazsepmrka nnockocmeti ¢ 3D-mo0enu na 2D-mexcmypy

Ha cnenyromem sTane, He BBIXOAS U3 PEXHUMa PEAAKTUPOBAHMS, CO3JaeM CIIOT AJISl MaTepuaia KaKaoh
netanu. B paccmarpuBaeMoM nipuMmepe — OJIUH BHJ] MaTepuana. Hactpoiika Marepuana OyeT ocyliecTBIcHa
B KOHeuHoit mporpamme — Unreal Engine 4.

3aBepmatomiuM stanom padotsl B Blender3D mpousBoaurcst skcnopt B ¢opmar FBX nnst mmmopra B
Unreal Engine 4. ®opmar STL coxpansier TonbpKko mapamerpudeckue qanHbsie ¢popmbel 3D momenn. FBX —
BMECTE C 3THM COXPaHsIeT JIOMOJHUTEIbHYIO HH(POPMAIUIO O CTJIXKUBAaHUH, pa3BepPTKe U MaTepHale.

3aKI0YMTeNIbHBIN ATan pa3padotku nporpammuoro cpeacrsa VR B Unreal Engine 4 noctatouHo mpocto
peanmmzyem. Umnoptupys FBX monens — otnenbHbiM (haiiiioM go0aBisercs Marepual, kKotopbeiii B Unreal
Engine yxe u HactpauBaetcs. [locne 3Toro ocraercs Terepb K HOBOMY, KpacuBomy 3D 00bekTy 100aBUTH
JIOTHKY B3aMMOJICHCTBUS C Tonb30BaTeneM B pesxkume VR. [lpumep noGasneHus JTOTHKU B3aUMOJEHCTBUS C
noMo1Isio peaakropa Blueprint mokazan Ha pucyHke 5.
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J KT Gel Rowi Component

Pucynox 5. [lpumep pearuzayuu roeuxu e3aumooeiicmausi ¢ nomouvio pedakmopa Blueprint ¢ Unreal Engine 4

3akiiroueHue

VR-TexXHOIOTUSl TOAJICP)KUBAET IIUPOKHHA CHEKTp NPHIOKEHWH A MOACIMPOBaHHS U OOydyeHws,
BKIIOYasl CIlelMajbHbIe TPCHUPOBKM W pEarMpoBaHUE Ha JKCTpPaopAMHApHBIE COOBITHS. VIMMepcHuBHBIE
naTepdericel VR, momMoraroT mpeanpusaTusM MOBBICUTE 3()()EKTHBHOCTH BEITIOIHEHUS 33/1a4 UM COKPATUTH
Pacxopl C TOMOIIBIO TTEPEIOBBIX TEXHOIOTHH TpadUvIecKol BU3yaIN3alliy U MOJAETHpOBaHus. B o0yueHnn
BMECTO JIOPOTOCTOSIINX HHCTPYMEHTOB U JeTaliell SJKOHOMUYHEE IPUMEHATh UX Konuu B Buae 3D-Moneneit
C UICHTUYHBIMH (PU3HYECKUME CBOHCTBaMH, IEPEHECEHHBIMH B TEXHONOTHIO VR.

Pa3paboTka oOyuaromnux mporpaMMHBIX cpeicTB VR B 00macTi peMOHTa aBHAIIMOHHON TEXHUKHU TpeOyeT
co37aHusl BBICOKOTOYHBIX 3D wmomeneit netameid. st 3THX 1eledl HEAOCTATOYHO HCIOJIH30BAHUE
CHeHAM3UPOBaHHBIX cpell paspaborku VR. Takum oOpazom, Obula pazpaboTaHa METOAHMKA CO3JIaHUS
WHTEPAaKTUBHBIX OOYYalOIUX TPOrpaMM HAa OCHOBE allTOPUTMOB MpeoOpa3oBaHHs KOHCTPYKTOPCKOH
JOKYMEHTAIlUM aBUAIIMOHHBIX Yy3JIOB M arperaroB B IM0J00HE pealbHBIX OOBEKTOB IMOCPEICTBOM
nocjeioBaTeNIbHON 00paboTku B mporpamMmubix makerax SolidWorks, Blender3D, Unreal Engine 4.

bnazooapnocmu: Paboma evinoanena 6 pamxax nayunoeo epanma MPH: AP08857126 «Paspabomka
KOMNAEKCA UHMEPAKMUGHLIX — 00YYalowux NpospamMm No MeXHONOSUYECKUM HNpOYeccam pemMoHmd
ABUAYUOHHOU MEXHUKU», a makdxce 6 nopsoke meopueckoeo compyonudecmea AO «Axademus
epadcoanckou asuayuuy, HAO Cesepo-Kazaxcmancxozo ynusepcumema u AO «Asuapemonmmuwiii 3a600
Ned05».
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