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Anomauia. Pozenanymo nonamms, nanpamu ma nepcnekmusy po36UmKy
MexXHOI021l CMmBopenHsl 6ipmyanvHoi peanviocmi. [looano onuc mooacaueocmeti
HaubiIbw NONYIAPHUX MO8 NPOCPAMYBAHHS 8IPMYANbHUX c8imie. OKpecieHo
MONCIUBOCMI 3ACNOCYBAHHS MEXHON02IU GIPMYANbHOI peanbHOCMI Y PI3HUX
chepax n100CcbKoi OisIbHOCMI.

Knwuogi cnosa: sipmyanvna peanvuicms,cmeopennsi BP, mexuonoeii BP.
Annomauun.Paccmompenvl nonsimue, HanpaeieHue u nepcnekmugvl pasgumusi
MEeXHON02Uli CO30aHUsl GUpMYanbHoU pearvhocmu. Ilpedocmasneno onucanue
803MOdCHOCIeEl Haubo.lee NONYIAPHBIX A3bIKO8 NPOSPAMMUPOBAHUS
8UpMYanbHbIX MUpos. Onucanvl 803MOICHOCU NPUMEHEHUS MEXHOI02UN
BUPMYATILHOU PEealbHOCMU 8 PA3HBIX Chepax uenoseyeckoll 0esimeIbHOCHU.
Knrwoueswie cnosa. supmyanvras peanbnocms, cozoanue BP, mexnonocu BP.
Abstract.Was considered the concept, trends and prospects of development
technologies
which assigned to create a virtual reality.

Explained the features of the most popular languages for programming of
virtual worlds and also possibilities of application of virtual reality technologies
in the area of education, treatment, entertainment and other fields of human
activity.

Keywords: virtual reality, creation of VR, technologies of VR.

Ocrtanni 70 pokiB CMUJIMBO MOKHA Ha3BaTH 1H(QOPMAIIHHOIO €pOr0, EPOr0

3apOJKEHHSI Ta CTaHOBJEHHS Komm 'torepiB. CydacHUM eTam pPO3BUTKY
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1H(pOpMaLIHHO-KOMYHIKALIMHUX TEXHOJOTIH XapaKTepU3YEThCS PO3IIMPEHHSIM
MO>KJIMBOCTEH JIJIs1 KOKHOI JIFOJJUHU OTPUMYBATH 1H(POpMaIlito, epeiaBaTu ii Ta
MaTH BUIbHUMN 1 IIUPOKUI TOCTYTI 10 3HAHb.

Macmrabna Komm’roTepu3allis 3MIHHJIA CBIJOMICTh KOXKHOTO. Bce
YacTille CHIJKYBaHHS y peaJbHOMY CBIT1 3aMIHIOEThCS BIPTYaJIbHUM, HaBYaHHS
CTa€e NUCTAHIIMHKUM, €JIEKTPOHHI ¢aiau 3 ¢hoTorpadisMu BUTICHAIOTH TarepoBi
anpoomu, Tomo. ChOroJHI JIOJACTBO BCE OLIbII€ BUKOPHUCTOBYE Y CBOEMY
MOBCSKICHHOMY JKUTT1 TEXHOJIOT11, sIK1 paHimie 31aBaiucs (aHTaCTUIYHUMHU.

VY noegHaHH1 3 Bi3yaji3ali€ro 300paXeHHs, CCHCOPHI TEXHOJOTi MOXKYTh
OyTH BHUKOPHUCTaHI ISl MIATOTOBKH JIIOJAEH N0 3aBAaHb, 10 BHUMAararmTh
KOOpJIMHALll pyK 1 o4yell B  Takux  cdepax SK XIpypris 1 KOCMIYHE
KopabsieManeBpyBaHHs. CEeHCOpH TaKOX MOXYTh OyTH BUKOPHUCTAaHI IS 1rop, B
SAKUX MOXHA 0QuUTH, BITUYyBaTH Ta B3A€MOJISTH 3 300pa’KEHHSM.

BipryanpHa peanbHICTh — 1€ IITY4YHA, KOMII I0T€pHA MOJIENb PEaIbHOCTI,
CBIT, 3MO/JIEJIbOBAaHUH 32 IOMOMOTrOI0 TEXHIYHUX MPUCTPOIB, Y IKOMY 00’ €KTH Ta
Cy0’€KTH CITPUUMAIOTHLCS JIFOJMHOI0 Yepe3 Woro 3ip, ciuyX Ta iHmi BiguytTs [1].
BipryanbHa peanbHICTh IMITY€ SIK All, Tak 1 peakuli Ha aii. J[J11 nepeKkoHInBOro
KOMIUIEKCY BIAUYTTS peajbHOCTI, KOMIT FOTEpHUNH CHUHTE3 BJIACTUBOCTEH Ta
peaxiiiif BigOyBa€eThCs y peaqbHOMY Yacl.

OG’exTH BIpTyaJbHOI PEaNbHOCTI, 3a3BUYal, aHAJOTIYHI O 00’ €KTIB B
pealbHOMY CBITI, KOPHCTYBad MOXK€ B3a€EMOJISITH 3 HHMH BIATMOBIAHO [0
3akOHIB  (i3uku. OJHAK, IOCUTh 4YacTo, 3aJylsi  pO3Bar, KOPUCTyBadyam
JTO3BOJISIETHCS IO OlNbllle, HAPUKJIAA JITAaTH, CTBOPIOBATU Pi3HI MPEAMETH
TOIILIO.

TexHosorii BIpTyaJIbHOI ~ peaJibHOCTI, 3a c(epor  3acTOCyBaHHS,
HOUIAIOTH Ha [2]:

- MOJIETIIOBAHHS PEaIbHUX YMOB JIJIsl HABUAHHS;

- MOJICJIFOBaHHS peajlbHUX YMOB JJI1 BUXOBaHHS;

- PO3BUTOK YSIBHOTO CEPEIOBHIIA IS iTOP.
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Brniepiie xonuemniist BipTyaibHOI peaibHOCTI MOYaja BUBYATHUCS TPYIOIO
nporpamicTiB y 1985 porii, siky odonuB 24-piunuii XKapon Jlanbe. 3 Toro gacy
noyasnacs akTUBHA TMOMYJISIpU3allisi 1bOro TEPMiHy, aje JIMIIE Yepe3 TPUIUATH
POKIB JIOCHITHUKA JOCATJIM YCHIXy Y CTBOPEHHI MPHUCTPOIB BIPTYyaldbHOI
peanbHocTi. Hanpukiamm 2014 poky kommnaHnis Microsoft mokasana pe3yiabTaTtu
pob6otu 3a npoektoMm HoloLens, mpuctpiii, SKuif CTBOPIOE TOJIOIPaMy BHCOKOT
gitkocti. Okymsspu [uist  ctBopeHHst rojorpam  Microsoft  HoloLens
po3po0isutucs TaemHo 3 2010 poky, a K0JI0BOIO Ha3BOIO IpUCTporo Oyito Project
Baraboo a6o mpocto «B». B mpuctpiii Oynm BOymOBaHI TOBCTI YOpHI JIiH3H,
NepeHl KaMepu, CEHCOPH 1 KUIbKa KEpPYHYUX HIPHUCTPOIB, LIO J03BOJSUIA
noOyayBatu rojorpadgiyHy KapTy 0TOUy0Uoro mpoctopy. ChoroaHi BipTyajibHa
peaybHICTh CTalla OEe3MOCEePEIHhOI0 YACTHUHOIO KUTTSA 1 BCe OUIbIIE JIIOACH
MparHyTh NPOBOAUTH OLIBIITY YaCTHHY CBOTO Yacy B BIPTYyaJIbHUX MPOCTOPAX, 1
MO>KHA MIPOTHO3YBATH, 10 y HaOmmkul 30 poKiB BipTyasibHa peasbHICTh Oyjie
3BUYHHM 1 MMOMYJIIPHAM SIBHUIIIEM.

PosrasineMo 0coOIMBOCTI BUKOPUCTAHHS MOB MPOTPAMyBaHHS, SIKi 1aI0Th
3MOTYy CTBOPHUTH 300pa)K€HHS 1 MOPSAOK HOTO BIAOOpaXeHHs 3a JOIMOMOTIOIO
TEKCTOBOT'O KOJTY.

Moga Virtual Reality Modeling Language (VRML) - 1ie MmoBa asisa onucy
TPUBUMIPDHUX  300paK€Hb 1 MOXJIMBOI  B3a€EMOJIi 3  KOpPUCTyBayeM.
Buxopucranas VRML no3Bossie moOyayBaTu MOCHIIOBHICTh 30pOBUX 00pa3iB
JUTIs BeO-HaJaITyBaHb, 32 JOMOMOTOI0 SKUX KOPHCTYBad MOXKE B3a€EMOJIATH 3
TPUBUMIPHOIO CIICHOIO TMEperislaloun, MepeMilllyloun Ta obOeprarouu ii.
Hanpuxian, 3acoom VRML 103BOSIOTH BUKOPUCTOBYBAaTH €JIEMEHTHU
YIOPABIIHHS 7151 IEPEMIIIEHHS 110 KIMHATI, IKY BU 3HA€TE 1 KOHTPOJIIOBATU PyX
moAi0HO 10 PyXy B peajbHOMY MPOCTOPI.

Hns mepernsay daitimny VRML, motpiben BeG-Opayszep a6o VRML
nepersiaad, AKuid Moxe OyTH IUIariHoM JUisl HasiBHOTO BeO-Opaysepa. s
IbOI0 MO’KHA CKadaTHh Takl gojatku sk: blaxxun's CC Pro, Platinum's Cosmo

Player, WebFX, WorldView, Ta Fountain.
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[ToTpibHO cKa3aTM TPO ay[iOBI3yalbHYy CHMYJISIIIO 3MIHEHOTO,
JIOTIOBHEHOTO a00 3aMilllEHOTO CEpeAOBHUINA, L0 OTOUYy€e KOpUCTyBaua. Taka
CUMYIJIALIIS 03BOJIAE€ HOMY TUBUTHCS HaBKOJO cede, ToOTo Ha 360 rpaaycis, Tak
SK L€ 3JIACHIOETHCS B pealIbHOMY JKHUTTI. BipTyasibHa peaabHICTh TAaKOTO THUITY
CTBOPIOEThCS 3a jomomoroto TexHousorii "360 degree VR" (360-rpamycHa
BipTyajbHa PEaJbHICTh).

Texnonorii BIpTyanbHOI pEaNbHOCTI BHUKOPUCTOBYIOTHCS B HaBYaHHI
MJIOTIB, BOJIIB PI3HUX BUAIB TpaHCIOPTy, xipypriB. Ilpuctpoi BipTyasibHOI
peaNbHOCTI  JIONOMAararTh, Yepe3 JUCTaHLIMHE KepyBaHHS poOoTamu,
3IACHIOBATU JOCHIKEHHSI MIJBOAHOTO Ta KOCMIYHOIO MpocTopy. € neKiiabka
Bepciii peanizaiii mpucTpoiB 3 miATpUMKor TexHosorii "360 degree VR", siki
MPAaIOI0Th HA OCHOBI:

- 3HSATOrO BiJ€O, abo0 BiJCO SIKE TPAHCIIOETHCS B PEXKUMI pEaIbHOTO

qacy;

- 3D-irop peanbHOTO Yacy ;

- TIOTIEPEIHbO CTBOPEHUX KOMIT t0TepHUX rpadiunux oopaszis (CGI).

Computer-generated imagery (CGl) — 300pakeHHs, CTBOpEHI 3a
JIOTIOMOTOI0 TPUBHUMIPHOI KOMIT I0OTepHOT Tpadiku. B koM 'toTepHux irpax,
3a3BUYal, BUKOPUCTOBYETHCSI KOMIT FOTEpHA Tpadika peaqbHOTO Yacy, ajie iHOi
70 3T€HEPOBAaHUX BIPTYaJIbHHUX CIICH JOJAIOTHCS BiJCO-CIOKETH, MOMEPEIHHO
ctBopeHi Ha 6a3zi CGI.

[Ipuctpiit sikuii BUKopuctoBye TexHoisorito "360 degree VR" icHye Bxke
0arato pokiB, aje BiH HE CTaB MOMYJSIPHUM Y KOPUCTYBaAUiB Yyepe3 rpOMI3AKICTh
Ta BUCOKY BapTicTh. B nmanuit wac goctymni "360 degree VR" crnoxusui
cuctemu, TuniB Oculus Rift, Morpheus, HoloLens 1 Vive & Gear.

AHanizytoun BUIIE CKa3aHe, MOKHA JIATH BUCHOBKY MpO Te, MO0 HayKa
3pobuiia BEMWKI KPOKH BIEPEN y MPAKTHUIIl CTBOPEHHS BIPTyaJbHUX CBITIB Ta
JOCSITJIa BUCOKOTO PIBHS Y PO3pOOIN MpHiadiB, Kl iX BIATBOPHOIOTH. MokHA

IPOTHO3YBAaTH, 1110 B MAaHOYTHROMY TEXHOJIOT1] BIPTYalbHOI PEAIbHOCTI CTaHYTh
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HEBIJ]'€MHOIO YaCTUHOIO JKUTTS CyCHUIbCTBA Ta OyQyTh BUKOPHCTOBYBATHCH Y

pi3HuX cepax JHOACHKOT MISTHHOCTI.
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