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0.1. Aébaxymos JI., Kasaprxun T., Kepdesa JILA.
Merton olleHKU 3pUTENBHBIX HapaMeTpPOB
MOJIb30BaTeJid B 3a/aYe BBIIOJIHEHUS II0-
CJIe/IOBATEIbHOCTH JIeCTBUII B BUPTYaJib-
HOM peasIbHOCTHU

Wcnonp30oBanne BUPTYaJbHBIX TPEHAXKEPOB B 0DyUe-

HUM ¥ HAPaBOTKM OPOGDECCHOHANBHBIX HABBIKOB [1]

IPUBOAUT K HEOOXOAWMOCTH Pa3pabOTKN ONTHMAJIb-

HbIX METOJIMK AHAJIM34 U WHTEPIPETAIMU JTAHHBIX

MOMB30BATE ST HA (DUUOJOTHIECKOM U TCUXOpU3NIe-

CKOM ypOBHe [2] B Tpolecce NPOXOXKIEHNS BUPTYATb-

HOIO TECTUPOBAHUS. 3a4aACTYIO HUCIOIB3YETC DSl arl-

MapaTHBIX perneHuil 1yis dpukcanun (pu3HOTOTHIECKUX

napaMerpos (Takux Kak DI, MbliieuHas aKTUBHOCTD,

9aCTOTa CEpPACYHBIX COKPAIIEHU), & TaK¥kKe TPEKUHT

[71a3 HOIb30BaTeNs [2].

B pabore mpencraB/ieHbI pe3yIbTATH IKCIIEPUMEHTA b~

HBIX UCCJICIOBAHNY BHUMAHUS [TOJIb30BATEIST HA 00bEK-

TaX WHTEPECA B MPOIIECCE BBITOJHEHUS TOCIEI0BATE b

HOCTH JeHCTBUI B MOIEIUPYEMBIX TPEXMEPHBIX BUPTY-

AJBHBIX MMPOCTPAHCTBAX C KCIOJB30BAHUE METOIA OT-

cnexkuBanus B3misiaa [3]. Cpena cumyssinum crieHapu-

eB ObuTa peanm3oBana Ha apmkke Unreal Engine, a qya

OTOOpAXKEHWMS BUPTYAJIbHONW Cpelbl M OTCIEKUBAHUA

JIa3 MOJIB30BATENsl B IPOECCE IIPOXOXKICHUST TECTH-

posanus ObLT ucmonk3oBan 1mem HTC Vive Pro Eye.

B akcmepuMenTe MPUHSIO YIACTHE MECTH Y€I0BEK, KO-

TOPbBIE BLITIOMHSIH Psij] TECTOBBIX 33AHU, CBA3AHHBIX

¢ TIOMCKOM U B3aMMOIEHCTBUEM C BUPTYATbHBIMA OOb-

ekramu. B nporecce rectuposanud ¢ yacroroit 60 ka-

POB B CEKYHIY OCYINECTB/ISIJIACH (DUKCAIUST OPUEHTA~

MU TTOJTh30BATENEH B BUPTYAJIbHOM ITPOCTPAHCTEE, Ha~

paBJICHUsT B3IJISIa U XaPaKTEPUCTHK r1a3 (M3MeHe-

HUsl MAMETPA 3PAYKOB U T.II.), & TaKKe 0ObEKTOB UH-

Tepeca MoJIb30BATEs.

B pesyawbrare, mpoaeMOHCTPUPOBAH METO OIIEHKH -

(EKTUBHOCTU TPUHSITUS PEIIeHUu TOJb30BATEIEM B

TPEHUPOBOYHBIX CIEHAPUIX BBIMOJHEHUS TOCIEI0Ba~

TeabHOCTH JeiicTBuii. IIpenoKeHHbIil MeTO I, TO3BOIS-

€T PaCIIHPUTh BO3MOKHOCTH AJANITUBHOTO TECTHPOBA-

HESA TOJIB30BaTENEH, 00y IaIOMUXCsA B BUPTYAJIbHON pe-

AJTBHOCTH.
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