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«TexHONOrMA MHMMOM PeasibHOCTM MPUHEC/Ia YeN0BEKY UCTUHY 0coboro
poaa. 370 Hanmume 10-i NnaHeTbl Kak 04HO U3 CEMM Yyaec COBPEMEHHOM
HayKu. CornacHo npexHWm HabaaeHMAM cYMTanocb, YTo B CoNHEYHOM
cucteme 9 NNAHET, HO CpPaBHEHWE KOMMbIOTEPHbIX pPacyeToB OpobUT U
peanbHbIX pe3ynbTaToB HabalogeHUN BbIABUIO NMPOTUBOPEYNE, KOTOPOE
paspewmnMmo, ecam npeanoaoXuTb cyuiectsoBaHne 10-m nnaHeTol. B
peanbHom mupe 10-9 nnaHeTa He obHapyr*KeHa, HO B MHUMOM CO/THEYHOW
cMcTeme BHYTPU KOMMNbIOTEpPA 3Ta NNAaHETa UCTUHHA U UMeEET Bec, pasmep
n opbuty. Hactynuna anoxa, KOraa MHUMbIN MUP NPEAbABAAET UCTUHY,
BbllWeALYIO 33 PaMKU MUpPA peanbHOro»

Ecuo Llykno, bnsHec Yuk, 1993




YTo TaKoe BUpTYyanbHaa peanbHocTtb (VR)?

BupTtyanbHaa peanbHOCTb — 3TO reHepupyemas C NOMOLLbIO KOMMbOTEPa
TpexmepHasa cpena, C KOTOPOM MNONb30BATE/lb MOXKET B3aUMOAEeNCTBOBATb,
MO/IHOCTbIO UM YACTUYHO B HEE NOrpy*Kanch.

Cesouctea VR

[MonHbIn Habop BCTPETUTb MOMKHO PeAKo, HO HUXKE TMepeyYnUcsieHbl Te

OCOOEHHOCTW, Ha KOTOPble HY)KHO OPMEHTUPOBATLCA MPU  CO34AHUU

BUPTYaNbHOW PeanbHOCTMW.

 [lpaBgonogobHaa — noajep)KMBaeT Yy NOAb30BaTena  OulyleHue
PeanbHOCTM NPOUCXOAALLETO.

* WHTepaKTnBHas — obecneymBaeT B3aUMOAENCTBME CO CPeaoN.

* MalwwuHHO-TeHepupyemaa — 6a3mpyetrcas Ha MOLWHOM annapaTHOM
obecneyeHuu.

e JlocTynHaA ANs MU3y4yeHUs — NpeaocTaB/sfieT BO3MOMKHOCTb MCC/ea0BaTh
6onblION AETaNN3NPOBAHHbBIN MUP.

* Co3patowan apdeKT NPUCYTCTBMA — BOBJIEKAET B NPOLECC KaK MO3T, Tak U
TEeNO MoNb30oBaTeNA, BO3AEUCTBYA HA MAKCMMaJbHO BO3MOXKHOE
4YNC/I0 OPraHOB YYBCTB. 3




KakK pa6ortaet VR?

Kak obmaHyTb cosHaHme? ®Psichologicaly

(hypnosis, day dreams, autosuggestion, placebos, political
manipulation, schizofrenia, paranoia)

e Chemicaly

(booze and drugs, coffee, sugar,... each human society has at
least one mind alterin substance)

* Not all of these methods socialy acceptable in any given
sociatey

VR pa60TaeT MHa4ye: obmaHbIBaeT OpraHbl 4yBCTB NOCPEACTBOM TEXHOJ/IOTNU

Visual
0
. Haptic
A
udio Kinesthetic

ABGCTPaKTHOE MbllL/IEHNE MO3BONSAET MO3TY JIEFKO BOCMPUHMMATL N10XKb, @ 0O6MaH
OPraHoB YyBCTB MO3BOJIAET HE 3ameyaTb ME/IKME HECTbIKOBKU BUPTYaNbHOrO U
peasibHOro MMpPOB. N




Tunbl VR

VR c a¢ppeKTomM NoNAHOro Norpy:KeHums:

1. MpaBaonoaobHas cMMynaLMA MUPaA C BbICOKOW CTEMNEHbIO AeTann3aumu.

2. BbicOKONpOU3BOAUTENbHBIN KOMMbIOTEP, CMNOCOOHbIM pacno3HaBaTb AEUCTBUA NO/Ib30BATENA U
pearmpoBaTb Ha HUX B PEXUME PeasibHOro BPEMEHMU.

3. CneuunanbHoe obopyanoBaHMe, COeAMHEHHOE C KOMMbIOTEPOM, KOTOpoe obecneymBaeT apdekT
NOrpy*eHnA B Npouecce nccaeaoBaHua cpeapl.

VR 6e3 norpy»eHuA:
cmmynaumm € KayeCtBeHHbIM M306pa)+(eHVIEM, 3BYKOM WU KOHTpOAAnepamun, B wmaeane
TPaHC/AMpPYyeMble Ha LMPOKOPOPMATHbIN 3KPaH; He oTBeYatoT cTaHaapTam VR B NosHOM mepe, HO
MNO3BONAKOT MPOYYBCTBOBATb MOAENMPYEMbIA MUP Ha HECKONIbKO YPOBHEN TrnybrKe, yem apyrue
cpeacTBa MyabTUMeAMa.

VR ¢ coBmecTHOM MHPPACTPYKTYpOi

CioJa MOXHO OTHECTM «BUPTyasibHble MUPbLI» BpPOAE " . TAKMe MUpbl He
ob6ecneymBatoT MOJIHOTO MOTPYMKEHUS; 7 MOHO
OpraHM30BbIBaTb paboune n yyebHble 3D-NpocTpaHCTBa — 3TO Ha3bliBaeTCcsA «COBMeCTHas paboTa ¢
3pdEKTOM NPUCYTCTBUAY.

VR Ha 6a3e MHTepHeT-TEXHO/I0TUM

Cneumanuctbl B 061aCTM KOMNbIOTEPHbIX HayK pa3pabotann cnocob co3gaHuA BUPTYasIbHbIX
MUpoB B WNHTepHeTe, MCNonb3ya TEXHONOMUIO , @HaNOoTN4Hyto
HTML.



https://secondlife.com/?lang=ru-RU
https://minecraft.net/ru-ru/?ref=m
http://www.3dicc.com/
http://www.opencobalt.net/
https://ru.wikipedia.org/wiki/VRML

NpusHaku VR

MopoxkaeHHocTb: VR npogyumpyetrcA  aKTUBHOCTbIO Kakon-nmbo Apyrom
PEeanbHOCTM, BHELWHEW NO OTHOWEHWUD K Hen. B 3Tom CmbiC/ie ee Ha3blBaloT
NCKYCCTBEHHOMN, COTBOPEHHOMN, MNOPOXAEHHOMN, CMPOEKTUPOBAHHOMN.

AKTyanbHOCTb: VR CyLLEecTBYIOT aKTya/libHO, TO/NbKO  '"3gecb M Tenepb'. B
BUPTYa/IbHOW PeanbHOCTM CBOE BPeMA, MPOCTPAHCTBO M 3aKOHbl CywlecTBOoBaHMA. B
BUPTYabHOW PEasibHOCTU ANA 4YeNOBeKa, B HEW HaxoAAaWerocsa, HEeT BHELUHEro,
npowJsioro u byayulero.

MHTepaKTUBHOCTb: VR MOXET B3aMMOAENCTBOBATb CO BCEMU APYTMMN PEeaIbHOCTAMM.
Y 4yenoBekKa, HaxXo4ALLErocs B BUPTYa/IbHOW peasibHOCTU, CO34aeTCA BNeYaT/ieHne, 4YTo
OH HEenocpeacTBEeH HO Y4YacCTBYeT B COObITUAX, YTO MeXay HUM U cobblITuaAMM HeT
HMKAKMUX NMPOMENKYTOYHbIX 3BEHbEB, MNP 3TOM 3pPUTE/IbHAA NEPCrneKTMBa BUPTyana
BCebraa opMeHTUPOBaHA Ha 3pUTENS - [/TaBHbIWM YY4aCTHUK COObITMIA BCeraa OH cam, OH
BUAUT BCE CO CBOEN TOYKM 3pEHMUS.




Tpn «B» BUPTYa/IbHOW PEanbHOCTH

The Three I's of Virtual Reality

. Immersion BoBneyeHHOCTb

— The feeling of presence, being there
— The amount and quality of stimuli and sensations

- Real time: very little latency accepted
- around 50 ms is a threshold of visual noticability, but varies for all senses

. |Interaction B3aumogpgeiicTeue
— Not just passive watching
- Moving in the virtual world
— Doing all kind of things there

- Imagination BoobpaxeHue
— The applications
— Theideas
— The virtual worlds

Introduction to VR




AR (augmented reality) — aononHeHHana peanbHOCTb

B otanume ot VR, B KOTOPOIA Mbl HAMEPEHHO OTropaXKMBaeMcsi OT OKpYXKatloLlei cpeapl,
NONO/IHEHHAs pPeasibHOCTb MO3BONAET CO34aTb HaNOXEeHWEe BUPTYasIbHOro MUpa Ha
peasibHblA B Mojsie BOCMPUATUSA MNO/Mb30BaTeNss. TakMmM 00pPasomM Mbl  MOMKEM
OAHOBPEMEHHO NoJly4aTb MHPOPMALMIO U3 ABYX UCTOYHUKOB.

TexHn4yeckn, AR — 3TO He BMPTYya/ibHAA PeasibHOCTb, HO BOMPOCHI, BO3HUKatloLWmMe rnpwu
eé Cco34aHUM CXOAHbl C TEMM, YTO BO3HMKAOT nNpu co3gaHmm VR (Hanpumep, Kak
3aCTaBUTb YCTPOMCTBO BbIYMUC/IATb CBOE TOYHOE PACMNOIOKEHUE U NOACTPanUBATLCA NOA
MeNibYarline N3MeHEHMS, BHOCMMbIE NO/1Ib30BATE/IEM B peasibHOM BpemeHu). Moatomy
TexHonorum AR n VR cuntatoT 4OBOJIbHO TECHO CBA3AaHHbLIMMU.




AR (augmented reality) — aononHeHHana peanbHOCTb

AR
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«ropo,u, B ,u,ononHeHHom peaanocm»
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«EcTtb npea — ectb UKEA»




Google glass
_-—



Sutherland’s inventions

- The Ultimate Display 1965-68

- A window to virtual world

- Head-Mounted Display

— Tracking of head

— Control of a remote camera

— Synthetic 3D graphics

— "ltis alooking glass into mathematical
wonderland”

— Includes kinesthetic (haptic) as well as
visual stimuli

[oknag: nepBble Npnbopbl BUPTYa/IbHON peanbHOCTH



Ob6opyaosaHue

LLinembl 4N BUPTYyaibHOM peanbHOCTU ;

1.[na kKomnbtoTepa — paboTatoT B cBA3Ke ¢ MK nam KoHconamu: , HTC Vive,
Playstation VR.

2.0na MmobunbHbIX YCTPOMCTB — HAa3bIBAKOTCA FAapPHUTYPaMM U paboTaloT B CBA3KE CO
cmapTPoHamm, NpeactaBnAaloT m3 cebs pgeprkatenb ¢ nmH3amu: Google Cardboard,
Samsung Gear VR, YesVR.

3.He3aBuUCMMbIE OYKM BUPTYa/IbHON PEaNIbHOCTU — CaMOCTOATE/IbHblE YCTPOWCTBA,
paboTaloT noa ynpaBAeHMem chneuuanbHbiX uan agantuposBaHHbix OC: Sulon Q,
DeePoon, AuraVisor.



http://googlecardboard.ru/v/kak-nazyvayutsya-vr-ochki/
https://www.oculus.com/rift/

Ob6opyaosaHue

NHPOpMaLMOHHbIE NEPYATKK

[naBHOe CpeACcTBO B3aMMOAENCTBUA C OKPYXKAKOLWMM MUPOM ANS YeNOBEKa — 3TO €ro
PYKU. MoaToMmy maea co3gaHuA «BUPTYANbHOW PYKU» CYLLLECTBYET YXKe OYeHb AaBHO.
[na 3Toro npeanaraeTcs MCNONb30BaTb — CMeELManbHble NepyaTku OTCnexuBatollee
NBUMKEHME KUCTEN PYK U NanbLeB. [epyaTkm NO3BONAOT OLLYTUTb TaKTUbHbIN OTKAMUK
NPV B3aUMOAENCTBUM C 0O BEKTAMM BUPTYaA/IbHOM PEanbHOCTbIO, M NMPOLIAN yCreLHble
MCMbITAaHWA Ha BUPTYalbHOM WMMWUTATOPE UrPbl HAa MMAHMHO C BUPTYya/IbHOM
K/N1aBUaTypoMn.

[MnaHupyeTca, 4YTO nepyaTKM BUPTYaNbHOM pPeanbHOCTU HaNAYT NPUMEHEHUE He
TONIbKO B BUAEOUTPAX U LMPPOBbIX PA3BIEYEHUAX, HO U B XUPYPIUM.
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O6opyaosaHue

BceHanpasneHHasa berosan AOPOXKKa

Virtuix Omni — nepudpepuninHoe obopyaoBaHMe B BUAEe BCEHANpPaB/ieHHOW b6eroBomn
NOPOXKM  ANs  B3aMMOAEMNCTBMS C  BUPTYA/ZIbHOWM  PeaNbHOCTbIO B Urpax,
pa3pabatbiBaemoe KomnaHuen Virtuix. Ana  umutaumm  aukeHms B Omni
MCNONb3YEeTCA CKOMb3Kasa naatpopma u cneymanbHasa obyBb, ymeHblatowasa TpeHmne. C
NOMOLWbIO MNOAAEPHKUBAOWEIO MNOACHOTO pPEMHA YenoBeK YAep)KMBaeTcs B
OUKCMPOBAHHOM KO/ibLie, MNOMNOLLAIOLLLEM BEC UTPOKA




Oukun VR Oculus Rift

https://geektimes.ru/post/181159/

BHEWHAA YaCTb O4YKOB

KOHTponnep

JINH3bI KOHTpOAMpYloLLEee YCTPOMUCTBO

15
NPOLLECCOp AaTYMKa NepemeLleHmns




MpuHuun pabotbl oukos VR

BHYyTpM o4koB VR pacnonoxeHo aBe NMH3bI, Ha KOTOpPble TPAaHCANPYETCS N30bparkeHne
CO CMapTPOHa MM NepPCcCoHaNbHOrO KOMMbOTEPa. B 3aBMCMMOCTU OT TUNA YCTPOMCTBA,
n3 MK unn tenedoHa nepenaeTca aganTMpPoOBaHHAA KapTUHKA, OTAE/NbHAA AN1A KaXKa0ro
rnasa. O4yKu pasgenarT u3o0b6paxkeHuMe, KOTOpOe BUAUT NEBbIA W MpaBblid n1a3

NPY NOMOLLW cneumasbHON NeperopoaKu.

~




Caenam cam

17



NpunoxxeHuua VR

MepgunuynHa
BoeHHOEe geno
N3yuyeHne ycTponctea npmbopa, Hanpumep, yCTPONCTBA aBToMObuAA

Pa3sneyeHue

HwnN e

Nona npogax B pasHbiXx chepax VR u AR Kk 2025 roay

1,4
4,7
11,6
6,1
l 41
2,6 23

0,7
1,6

)

u Buaeourpobl = MeponpuATHA B NpAMOM 3dupe m KKMHO M CepMansl
lMpopama HeJBHHHWMOCTH m Cdepa npogam m ObpazoeaHKe
m 3ApaeooxXpaHeH e m [lpoeKTHpOBaHWE ® BoeHHaA NPoOMBLLAEHHOCTh 18

https://vc.ru/p/vr-use



https://vc.ru/p/vr-use

VR - Lives on

h

* VR — Utopian Concept.

e Spawned — 1000 of applications.

e Influenced many technologies

e 3D graphics, 3D movies, 3D TV, Flight simulators, Google
Earth and street view, virtual communities, On-Line Gaming,
WoW, virtual cash, virtual cows in Farmville and virtual
furniture in Habbo Hotel

H TAMPERE UNIVERSITY OF TECHNOLOGY




VR - Applications

N

* By product of inventing reasons — Applications!

e Military simulators.

e Teleconferensing.

e Telepresence.

e Remote sensing.

e Medical applications.

e Entertainment industry.

e Multi billion euro business

$ TAMPERE UNIVERSITY OF TECHNOLOGY




CnoXXHoctu gna Bceobliero pacnpocrpaHeHus

- Realtime, >25 frames/s
- So the environment is smooth
- Latency <50 ms
- Processing power
- Input devices
- Big data size
- Enough memory & hard disk space
- 3D speed, as much polygon/s as possible
- PC: new and powerful graphics cards
- If not enough power in GPU, fps drops or details drop
- CPU processing power for other calculations & simulations
- Fast networking
- VR may be expensive, or low-cost...




OnacHoctv VR

MoaobHO MUPY KHUT NAn KMHO mMup VR aBaseTcA BbiAYMAHHbIM

CMOXKeT /I YenoBeYyecKan Ncuxmka 6esbonesHeHHO NpucnocobuTbea K npedbbiBaHMIO B

KnbepHeTuyeckom mupe, byaet AW OH AnA Hac b6e3BpedHbIM, HE OTCTYNUT U
peasibHbI MUP NMOA HATUCKOM UNINO3NIN?

He 6yayT am VR ucnonb3oBaHa A8 MaHUNYAUPOBAHMA CO3HAHUEM YeNoBeKa?
Ncnonb3oBaHa BO 37107

He co34aloT nM TEeXHONOTMW BUPTYaA/NbHOM PeasibHOCTU HOBbIX 3aTPyAHEHWIA B
cnocobax MEHTa/IbHOrO U YyBCTBEHOrO OPUEHTMPOBaHUA B mupe? B yacTHOCTU, He

CTMpalT U OHU nocneaHtoo rPaHnLy  MeXay  MUPOM peanbHbiM U
BbIMbIW/EHHbIM?

He ctaHer am VR HOBbIM HApKOTMKOM, obecneymBalowMm MNPUBbIKAHME WU
BO3MOKHOCTb Yb6erkaTb OT AENCTBUTE/IBHOCTU?

He crtaHeT nu mup, roae pacnpoctpaHeHa VR mumpom oamHouyek, 3abbiBLIKX O
peasibHOMN KU3HU?

22



https://vc.ru/p/vr-use

AdononHutenbHaa nHopmauus

KpacunbHukos H.H. Undpposas obpaboTka 2D u 3D nsobparkeHnin.

23



https://tproger.ru/translations/vr-explained/
https://vc.ru/p/vr-use
https://vrgeek.ru/2016/10/03/4299_how-to-use-vr/
https://geektimes.ru/post/279334/
http://www.cs.tut.fi/kurssit/SGN-5406/lectures/VR1-introduction.pdf

The End
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