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TexHo10rnu BUPTYAJIbHOI PeaibHOCTH MPUMeHsieMble B Mpolecce NOAr0TOBKH
OyAymIMX MHKEHEepPOB-TIPOrpaMMHUCTOB

C MOCTOSHHBIM yCIOKHEHHEM MPo(eCCHOHANBHOM AeSTeNbHOCTH HHXXEHEPa-MPOrPaMMHCTa aKTyaIU3UPYETCsl HOUCK
ONITHMaJbHOE COYETAHUE H3YUaeMBbIX B IIpoliecce MOATOTOBKH TEXHOJOTUH. B pamMkax maHHOM cTaThu, 4epe3 aHaIU3 HCTOPUU
pPa3BUTHS TEXHOJOTUI BUpTyanbHOH peanbHocTH (BP), packpeiBaeTcs CyIIHOCTH TEXHOJOTMH M MX MPUMEHUMOCTH B
npolecce NOATOTOBKY OyIyIINX HH)KEHEPOB MIPOrPaMMHUCTOB C IIETBI0 CTUMYJIAINH Pa3BUTHS PO(eCcCHOHANBHBIX 3HAHUN H
YMEHHH, a Taroke NPHOOPETEeHHs OIbiTa KOMAaHAHOH pa3paboTKH IPOrPaMMHBIX MHPOEKTOB. Tarke aHAIU3HPYIOTCS
BO3MOXXHOCTH TEXHOJIOTHH BHPTYaJIbHOH pEalbHOCTH HA pa3BHTHE NPOQECCHOHAIBHO-3HAYMMBIX JIMYHOCTHBIX KadecTB
OyIymuX MHXEHEPOB IPOrpaMMHUCTOB. BMmecTe ¢ TeM, MoApoOHO OIMCHIBAETCS CTEK TEXHOJIOTHH BUPTYaIbHOM pealbHOCTH,
IpUMEHAEMBIX Kak B pa3paborke VR mpuioxeHui, Tak ¥ B IIponecce MOAr0TOBKU OyIyIIUX HHKEHEPOB-TIPOTPaMMHICTOB, B
YaCTHOCTH, S3BIKU IPOTPaMMHUPOBAHU, IporpaMMHbIe Tatdopmsl (Game Engine), a Takoke CHCTEMBI KOHTPOJISL BEPCHI.

KniodeBble cj10Ba: HHXCHEP-IPOTPAMMUCT, IpodeccuoHanbHas HOATOTOBKA OyayIINX WHXEHEPOB-IIPOrPAMMHUCTOB,
BUpTyadbHas pEalbHOCTh, TEXHOJIOTHM BHPTYalbHOH pEaNbHOCTH, INpOrpaMMHOE oOecledeHne ISl BHPTYaIbHOH
pEaNbHOCTH.

Hcrounukn ¢unancupoBanus: lccrenoBaHue BBIIONHEHO NpH (DHHAHCOBOM IOAJEPIKKE HAyYHO-HCCIIEI0BATEIBCKIX
paboT 1O IPUOPHUTETHBIM HATIPABJICHUSIM AeSTENBHOCTH By30B nmapTHepoB LITTIY u BITIY nm. M. Axmyiutst B 2024 romy no Teme
«TexHoOrNN BUPTYaIBHOM PEaIbHOCTH B IPOLIECCE TTOATOTOBKU MH)KeHepOoB-TiporpaMMucToBy (Ne04.24.16-3]1 ot 2 mas 2024 r.).
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Virtual reality technologies in future software engineers training

The constant complication of the software engineer professional activity makes the search for the optimal combination
of technologies studied in the preparation process relevant. The article reveals the essence of virtual reality (VR) technologies
and their applicability in the development of professional knowledge and skills, as well as the acquisition of experience in
team software projects. The possibilities of virtual reality technologies for the development of professionally significant
personal qualities are also analyzed. At the same time, the stack of virtual reality technologies used both in the development
of VR apps and in the training of future software engineers is described in detail, in particular, programming languages,
software platforms (Game Engine) as well as version control systems.
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technologies, virtual reality software.
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CoBpeMeHHasl ACHCTBUTEIBHOCTD HPOSIBISET
JIB€ TEHJCHIMHU: TEXHOJOTMH BHUPTYJIBHOW W
JIOTIOTHEHHOW ~ pealibHOCTH ~ Pa3BHBAIOTCS U
COBEpPILEHCTBYIOTCS ~ TEXHOJOTHYECKH  (BbIIIE
KauyecTBO H300pakeHWs, OwicTpee 00paboTka
JTAaHHBIX u MIOCTPOCHHE N300paxeHns);
TEXHOJIOTHH UMEIOT OUYEBUJIHBIN
0o0pa3oBaTeNbHBIM TMOTEHIMAN, HO pa3paboTka
MPOTrpaMMHOT0 00ECIIEYeHUsI B TOM HAIIPaBICHUU
BEJIETCS] HE3HAYUTEIBHO.

PazpaboTka nporpaMMHOro obecriedeHus s
TEXHOJIOTUA BHUPTYaJbHOW W/WIM JIOTIOJTHEHHOM
peansrocti (VR/AR) B OCHOBHOM HIET B UTPOBOM
HarpaBJICHHH.

BMmecte ¢ TeM wuccieqoBaHUM TEXHOJIOTHH
BUPTYQJIbHOM  peaJibHOCTH B  MENAroruke H
TICHXOJIOTHH TIPOBOAWUTCA KpalHE Majo, OTMEYaeT
A.E. BoiickyHckuii [3], TpUIUHBI B CJIOXHOCTH H
BBICOKHX  MaTepHalbHBIX  3aTpaTax  JaHHBIX

HCCIleIOBaHMA. BMecTe ¢ TeM MM OTMEYaeTcsl H
BBICOKUH moTeHmuan VR TexHoioruid Kak HOBOTO
METO/Ia ¥ CPEICTBA O0yUECHHUSI.

Bricokuii  0o0pa3oBaTeNbHBI  MOTEHIHAI
TEXHOJIOTUH BUPTYalbHON pEaIbHOCTH KaK HOBOTO
METO/Ja U CpelncTBa OOy4YeHHs OTMEYaeTcs B
paborax B.B. CenuBanoa, JI.H. CenmuBanoBOii,
A.T1O. YBaposoii, 2.I". Xo3ze, C.C. bexna3zaposa.

Mo  pmamueim  elibrary.ru  HaGmiomaetcs
3HAYUTEIPHOEC  YBEJIIMYCHUC  IyOJNUKAIMA IO
texHonormsiM VR ¥ MX mpuMeHeHHIo B cdepe
oOpa3oBaHuMss B TMOCICIHUE TPU TOAa, YTO
MOATBEPKAAETCS U MCCIENOBAHMAMU  JAPYTUX
yueHsIx [15].

B To xe Bpems, pazmemss mosuruio C.B.
Yenombutko, C.1. I'yceBa u E.. bobposoii [15],
OTMETHUM, YTO TeXHOJIOTuH VR B HacToslee Bpems
HE TaK MIMPOKO MPHUMEHSIOTCS B NEATEIHHOCTH
BY30B, a MPEUMYIIECTBEHHOE UCIOJIb30BaHUA VR-
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TEXHOJIOTHH B MIKOJILHOM 00Pa30BaHHH CBA33aHO CO
CTaHAAPTHBIMH  BO3MOXKHOCTSIM ~ ITOCTaBIISIEMOTO
IpOTpaMMHOTO  o0ecmnedeHuss ¢ HUIEMaMHu
BUpTyasibHOM  peansHoct  (BP, VR). W
NPOTrpaMMHOI0  O00ECIieUeHUs] JOCTYIHOIO  JUIs
3arpy3ku B 1wiemMsl VR, Ilpu  astom
CHeLMaTU3UPOBaHHOIO MIPOrpaMMHOTO
obecrieueHnst Ul By30B pa3palaThIBaeTcs KpaiiHe
Majgo, dYTO HampsMyl0 CBS3aHO C HH3KOH
TOTOBHOCTBIO Oymymmx WHKCHEPOB
IPOTPAaMMHUCTOB K  Pa3pabOTKe MPOTPAMMHOTO
obecmieuenns s rexaonoruii VR.

310 MOATBEPKAACT aKTyaJIbHOCTh
MIPaKTUYECKOr0 MpUMEeHEeHHs VR-TexHonmoruii B
mporiecce  MOJArOTOBKUA — OYAYyIIMX — HHXKCHEPOB-
NPOTPaMMHUCTOB K  Pa3pabOTKe IMPOrpaMMHOTO
obecieuenusa st VR TexHomoruit. Ilpu stom
TEXHOJIOTHH BUPTYalbHOM peasbHOCTH B Ipolecce
MOJATOTOBKH OyAyIINX MHXEHEPOB-IIPOrPaMMUCTOB
MOTYT BBICTYNaTh U Kak OOBEKT M3Y4YEHHsS M Kak
CPEACTBO  MHTCHCU(MKAMM W TOBBIIICHHA
3((HEeKTUBHOCTH MOATOTOBKH OYIYIINX WH)KEHEPOB
MPOTPaMMHCTOB.

OO0pa3oBaTeNnbHBI IOTEHIMAN TEXHOJIOTHH
BUPTYQJIbHON pPEaNbHOCTH HEPa3phIBHO CBSA3aH C
CYIIHOCTBIO M TPUMEHSAEMBIMH B €€ OCHOBE
TEXHOJIOTHUSIMH.

B Hacrosiiee BpeMsi TEXHOIOTUH BUPTYaJIbHOM
pearpHocTH (VR) HaxomsdT NpPUMEHEHHE B TAaKHUX
OTpacyIAX KaK BHICOWIPHI, MEIWIMHA, TPEHAKEPHI
JUIi  TIPOMBIIIICHHOH cdepbl ©  0Opa3oBaHMS.
OnHako ATt CO3AAHMS TPOrPAaMMHOTO OOECTICUeHUs
BUPTYJIBbHOH peabHOCTH TpeOyeT HCIOJIb30BaHMUs
CIEIMATM3UPOBAHHBIX ~ TEXHOJIOTHH,  CIIOCOOHBIX
obecreunTsb BBICOKYIO MIPON3BOANTENHEHOCTB,
PEATHCTHIHYTO rpadpuKy " ynoOHOe
B3aMMOJICHCTBHE IIOJb30BATENSI C BUPTYaIbHOM
cpenoil. M3yueHue NaHHBIX CHEUAIM3UPOBAHHBIX
TEXHOJOTHII B TIpoIlecce ITOATOTOBKH OyIyIux
HWHKEHEPOB IPOTPaMMHCTOB B By3€ IO3BOJISET
HOBBICUTh  3()(EKTUBHOCTh TOATOTOBKM 33 CYET
BHYTpPEHHEI MOTHBAIIMH K YIIIyOJIeHHOMY H3Y4EHHIO
texHonmoruit  BP. Jlng  ompepeneHuss  cTeka
TEXHOJIOTUl, KOTOPBIM JOJDKEH BIIAJETh Oymaymiuid
UHXKEHEpP NpOrpaMMHUCT, Ha IE€PBOM  JTale
UCCIIE0OBaHMUS, ONPEJEITUMCS C TEPMUHOIOTUEH.

Tepmun BuptyaneHas peanbHOocTh (VR)
IpeCTaBseT coboif CTEK TEXHOJIOTH,
MO3BOJISIIOIIMI  MOTrpyXaTh  IOJIb30BaTeNe B
CT€HEpHUPOBAHHOE KOMIBIOTEPOM OKpPYXCHHE H
B3aWMOJICIiCTBOBaTh ¢ HHM, co3zxaBas 3ddexr
MPUCYTCTBHS B BUPTYyaJIbHOM IpocTpaHcTse [2, 11].

3apokieHne BUPTYaJbHON pPEaTbHOCTH Kak
TEXHOJIOTHH OepeT cBoe Hadano B cepeamHe XX
BEKa, KOrJa TMOSBWIMCH II€PBBIE IPOTOTHIIBI
YCTPOICTB, MO3BOJISIOIINE MOJIb30BATEIIO
B3aUMOJICIICTBOBaTb C  BHUPTyaJlbHOM  CpeNOM.
PazButne VR  TexHOJOrMHT OT  IOSIBICHUS
IPOTOTHUIIOB O COBPEMEHHBIX ycTpoicTB u I10
MPOUCXOJUIO B HECKOJIBKO ATAIOB!

1. B 1960-e romsr moxydnia pa3BUTHE HICS
CHMYJHPOBaHHBIX MHpPOB. ORHHUM H3 MEPBBIX
YCTPOWCTB  SIBIISUICS Sensorama,  MmammHA
paspaborana Mopronom Xebnurom B 1962 ronuy,
KOTOpas. ~ BOCHPOHU3BOJAMIA  CTEPEOCKOIMUYECKOE
n3o0pakeHne M 3BYK, BUOpalMIO, a TAKXKE 3aIlaxu,
coznaBass d3(dexT npucyTCTBHS B BHPTyaJIbHOU
peanbHOCTH [7].

2. B 1968 romy mosBHICA TEpPBBIA MUIEM
BUPTYQJIBbHOH peaJbHOCTH 01 Has3BaHueM «The
Sword of Damocles» wmn «/]aMOKIOB Meu»,
CO3JAHHBI AaMEPUKAaHCKUM YYEHbIM ANWBEHOM
CazeprneHIOM. YCTpOWCTBO TIOJABEMIMBAIOCH K
MOTOJKY W3-3a OONBIIEro Beca, HAa HETO C
KOMITbIOTEPA BBIBOJIMIIUCH npocreiime
TpEXMepHbIE OOBEKTBI, a TaKKe HUMEI IEePBYIO
CHCTEMYy  OTCIIC)KMBAHUSI TOJOBBI: TapHHUTYpa
ajantupoBaia oroOpaxeHue (GUIYyp TMOJ €ro
pakypc [7, 10].

3. B 1989 romy Hauajics HOBBIA 3Tam
pasButus Texronornd VR. B atom rogy komnanus
VOPL Research mpencraBuia HOBbIe yCTpoiicTBa
DataGlove u EyePhone, koTopble mO3BOISIIH

IIOJIB30BATECIAM BSaHMOﬂeﬁCTBOBaTB C
BHpTyaHLHOﬁ Cpe,[[Oﬁ C IIOMOIIBIO IBMXKCHUC I'JIa3 U
PYK. OnHako BBICOKas CTOUMOCTB u

BBIYHMCIIUTEJIbHBIE ~ OTPaHMYCHUE IEPCOHAIBHBIX
KOMITBIOTEPOB TOTO BPEMEHH CTallMl MPEISTCTBUEM
JUIL  LIMPOKOTO  paclpoCTpaHeHWs  JaHHOM
TEXHOJIOTHH [8].

4. B nauane 2000-x roIoB mpoJoHKaIach
AKTUBHAS pa3paboTka OIOKETHBIX u
MPOU3BOMUTEIBHBIX  TapHHUTYP BHPTYaJIBHOU
peanbHOCTH OT Takux Kommauui, kak Oculus VR,
HTC u T.1.

5. B 2012 romy Oculus Rift momam Ha
Kickstarter, BEI3BaI OTpOMHBII HHTEpEC KaK CPeAH
sHTy3uacToB VR, Tak u cpeau pa3padoTuukoB [8].
MMeHHO 3TO cTano OTHPaBHOM TOYKOW IJI1 HOBOTO
JTama B Pa3BUTHH BUPTYAIBLHOH pealibHOCTH,
NpeBpaTWB TO, YTO paHblle ObUIO MPOCTO
9KCIIEPUMEHTOM, B PEAIbHBII NPOYKT.

6. B Hacrosimee Bpems TexHosorun BP
MPEJCTABICHBl MHOXXECTBOM MOOWIIBHBIX CHCTEM
BUpPTYyaJIbHOH peanbHOCTH, Takux kak PICO 4 Ultra,
Meta Quest 3 (crapoe Ha3BaHHE KOMIIAaHHU
Oculus), Apple Vision Pro, coueraromue B cebe
¢GbyHKIHN BHPTYJILHOU u JIOTIOJTHEHHOU
PEATBHOCTH. Onu UMEIOT Oonee
MPOM3BOJIMTEIBHYIO ~ CHCTEMY Ha  KpHCTallle,
TEXHUYECKH COBEPUICHHbIC IUCIUIEM W HaOOPBHI
JIMH3, a TaKXkKe MPOABHHYTHII HabOp AAaTYNKOB U
kamep. biaronapsi BBICOKOW MPOM3BOAUTEIBHOCTH
ABTOHOMHBIE CHCTEMBI BP IO3BOJISIFOT
MaKCUMallbHO  PCATUCTUIHO CMOJIENPOBATh
BHPTYaJIbHBINA MHP.

VR-TeXHOJIOTUU CErojHs — 3TO MPOTPAMMHO-

anmnapaTHbie KOMILIEKCHI, Co37aromre
BUPTYAIbHYIO MOZCITUPYEMYIO cpeny,
OKPYXAOIYIO MOJIb30BaTEIS U poBLIM

MPOCTPAHCTBOM, NPHUOMIKEHHBIM K pEalbHOMY.
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st 3TOro MCHONB3YIOTCS CUCTEMBI BUPTYaJIbHOMN

peaNbHOCTH — INUIEMBbl (TApHUTYPHl WM OYKH)
BUPTYAJILHOM peayibHOCTH, oToOpaxaronue
CTEPEOCKOIMYECKHUE n300pakeHus "

OTCJIC)KHMBAIOIINE JIBIOKCHUS IJIa3, TOJOBEI U Tela,
MO3BOJISASA  MOJIB30BATEII0 B3aUMOJICHCTBOBATh C
BUPTYyaJIbHOM cpenoi [9].

OTmernM, dYTO B HACTOAIIEe  BpeMs
obopynoBanue mis BP moctymHO mns mmpoxoro
NMPUMEHEHUs, OJHAKO CII0)KHOCTH BO3HHKAIOT B
pa3paboTke TPOTPAaMMHOTO OOECHeUeHHUS  UIA
JAHHOTO 000PYIOBAHHUS.

IIporpammuoe obecrneueHne
OCHOBHYIO pOJIb B  CO3JIaHUM, YIPaBJICHUU
BUPTYaJIbHBIM MIPOCTPAHCTBOM, CUMYJISIIIUU
B3aMMOJICHCTBUSL C BHUPTYaJbHBIMH OOBEKTAMH,
peanmuzanu  00paOOTKM JAaHHBIX JNATYUKOB U
YCTPOMCTB BBOJA, TaKUX KaK KOHTpoJuiephl. OHO
COCTOHUT W3 CJIEIYIOUMX KOMIIOHCHTOB: WTPOBBIX
JBIDKKOB; aJTOPUTMOB MOJCIHPOBAaHUS; (DU3UKH
BUPTYaJIbHOTO  MHpa; CHCTEM  OTCJICKHUBAHHS
JIBUKEHUI; MoJenell B3auMOAEHCTBUA, KOTOPbIE
MPAIAIOT BHPTYaIEHOMY MHUPY
(hYHKIIMOHATILHOCTh, CHHXPOHHM3HUPYS JEHCTBHA
MOJIb30BaTeNsl ¢ BUPTYaJIbHOW Cpemoi, moiyuas
MT'HOBEHHBIM OTBET Ha CBOM JCHCTBHUS B ITOH Ke
cpene.

Pa3paboTka mporpaMMHOI0 OOCCIICUEeHUS IS
BP, B cmwly HOBU3HBI U  JOCTYIHOCTHU
000pyI0BaHUs, BEI3BIBACT HHTEPEC K €r0 H3yICHUIO
y Oyoymmx WH)XXEHEpOB IMporpaMMHCTOB. Jlis
mporiecca  MOATOTOBKH — OyAYIIUX  HHXCHEPOB
MPOTPAMMHUCTOB ~ BHUMAaHHE IPHBICKACT CTEK
TEXHOJIOTHH, Ha KOTOPOM OCHOBaHa pa3paboTka
MIPOTPaAMMHOTO obecrieueHus COBPEMEHHBIX
TexHojoruii BP.

PaccmoTpum
WCTIIONb3YEMBIE B

urpaer

OCHOBHBIE TEXHOJIOTHH,
nporecce co3znaHusa  VR-
IIPUIIOKEHUH, TaKue Kak SI3BIKA
MPOTPaMMHUPOBaHMs, OHOMMOTEKH, (PEeHMBOPKU
[16] u urpossie newxku (Game Engine).

OnHUM W3 HavaJbHBIX JTAloOB pPa3pabOTKH
nporpamMMmHoro obGecrieuenust 1us BP  sBmsercs
BBIOOD 3(QPEKTUBHOrO S3bIKa MPOTPAMMUPOBAHUS,
KOTOPBII obecrieunT XOPOIIYIO
MPOU3BOUTENEHOCTD M THOKOCTh. Hanbonee yacto
UCTIOJNIb3yeMble paspaborunkamu VR-npuiioxeHui
SI3BIKM TIpOrpaMMHpoBaHus ciexytomtue: C++, CH,
Blueprint u ap. /laHHBIe SA3BIKH NPUMEHSIOTCS H
JUTs pa3paboTku JIpYyTuX COBPEMEHHBIX
MPOTPAMMHBIX TIPOEKTOB, @ WX HCIIOJIF30BaHHUE B
mporecce paspabotku npoekta VR ctumymupyet
OynymMx  HMHXEHEpOB OpPOrPpaMMHUCTOB K
yriryOlneHHOMY WX HM3YYEHHIO, 4YTO B IEJIOM
TIOBBIIIAET PE3yJIbTaTUBHOCTD MOJATOTOBKH. BBIGOD
SI3BIKOB MPOTPAMMUPOBAHMS CBSI3aH C OCTaJbHBIM
CTEKOM NPHUMEHSEMBIX TEXHOJIOTHH pa3paboTku BP

MPUITO0XKEHUI.
1. C++ OCHOBHOW SI3BIK IPOrPAMMHPOBAHHS
it Unreal Engine, mnomysiaspHOro HrpoBOro

JABMOKKa UIA  CO3JaHUA HWUIrp H HpI/IHO)KeHI/Iﬁ

s

BUPTYaJbHOM  peaJbHOCTH.  J[aHHBIM  A3BIK
MIPOrpaMMHpPOBAHUS  HCIOJB3YyeTcsl  Onaromaps
BBICOKOH CKOPOCTH BBIIIOJIHEHHS W PyYHOMY
KOHTPOJIIO ~ HaJ  MNamsiThl0 W pecypcamu
MePCOHAJIbHOTO ~ KOMIIBIOTEPA,  4YTO  SIBJISIETCS
Ba)XXHBIM NIpU pa3paborke VR-npuinoxeHui. I1oT
SI3BIK  TPOrPaMMHUPOBaHMsl  IPUMEHSETCS  UIs
CO3JaHUS MABWXKOB H TPOTpPaMM, TPeOyOmuX
MHHHAMAJIBHBIX 3a7IepIKeK " BBICOKOI
TIPOU3BOAUTEIEHOCTH.

2. C# wmcronmp3yercss MpPH CO3TAHUU WP U
VR-npunoxennit Ha Unity Game Engine. Jlanubrii
SI3BIK oOecreunBaeT OanaHc MeEXay HPOCTOTOH U
MOIIHOCTBIO, 4YTO JENaeT ero yJOOHBIM s
CO3aHHs UHTEPAKTUBHBIX VR-IpunoxeHui.

Kpome C++ u C#, npyruMum 3Ha4MMBIMU
S3bIKAMU [IPOrpaMMHpPOBaHus uisi pa3paborku BP
npuwioxeHnuit  sBistorest  JavaScript,  Shader
languages, Python u npyrue s3bIKH, Tak Kak OHH
HMEIOT CBOM OCOOCHHOCTH NPUMEHEHHS IS
pemeHns TIPUKITaTHBIX 3azad. S3BIK
nporpaMMHpoBaHHs  JavaSCript mpuMeHsoT s
CO3JIaHHS Be0-OpUEHTHPOBAHHBIX VR-
MPUIIOKEeHUH, ucmons3ys Ooubmuoreku WebVR u
WebXR. JlanHas TeXHOJIOTHs MO3BOJSET OBICTPO

pa3zpabaTbiBaTh M 3amyckaTb  IPHIIOKEHHS
BUPTyaJIbHOH  peaibHOCTH B Opaysepe, 0e3
YCTaHOBKH JOIIOJIHUTECJIBHOI'O IMporpaMMHOTO
obecrieuenns Ha mojab3oBaTenbekuit  IIK, d9ro
JenaeT  ero  yAOOHBIM  MHCTPYMEHTOM Ui
KpoccIiatpopMeHHbIX — pemenui. [Ipu  sTom
JavaScript — 93T0 A3BIK  MPOTrPaMMHPOBAHUS,

MIPUMEHSEMbIH TIpH pa3paboTKe MPWIOKEHNH st
WHTepHeTr W wWrparomuii  BaXHYIO pOJb B
MIOJIrOTOBKE Oy yIero MH)XeHepa MporpaMMHUCTa.

Cewmeiicto Shader languages, k kotopomy
oraocsitesi GLSL (OpenGL Shading Language) u
HLSL (High-Level Shading Language)
npefHa3Ha4YeHbl JUIsl HamMCaHWsl IIEHIEpOB W
UrparoT OOJIBIIYIO POJIb B CO3JIaHUU BU3yalbHBIX
3GQeKToB AN NPWIOKEHUH  BUPTYaIbHOM
peanbHOCTH. OTH SI3BIKM  TO3BOJIIIOT  YIIPABIIATH
pennepunrom 3D rpaduku, coznaBas 0ToOpakeHUE
O00OBEKTOB Ha CIIEHE, pEaJHCTHYHOE OCBEILICHUE,
TEHH ¥ TEKCTYphl, YTO CHOCOOCTBYET OOJbIIEMY
MOTPYXEHUIO B BUPTYIBHBIH MHp, Yyiydmas
Ka4ecTBO M300pakeHHs M OOIIyl0 aTtMocdepy B
BHUPTyalbHOMU cpene [4].

Python Taxke wucnone3yercss B paspaboTKe
VR, mo3Bojsisi OBICTPO C€O3AaBaTh MPOTOTHIIEL,
UCroNb3ysi Takue Oubnuorexn, kak PyGame wu
Panda3D, a Takke mmcarh CKPUNOTHI IS
B3auMozeicTBus ¢ obObektamn B 3D pemakrope
Blender. Biiarozaps cBoeit mpocToTe, TaHHBIN A3bIK
MIPOrpaMMHPOBaHUs yI00CH M 4acTO IPUMEHSEM B
MOBCETHEBHOW  paboTe  mporpammmucra s
CO3JJaHUSI MHTEPAKTHBHBIX IIPOTOTHIIOB, aHaJIM3a
JaHHBIX, WM co3gaHus cueHapueB miusi  VR-
TIPUJIOKEHUH.

Crnenyromuit
MOMEHT  HOATOTOBKH

BaXHBIM  00pa3oBaTeIbHBIN
Oymymero  WHXXeHepa-
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IporpaMMHucTa B TOM, 4TO co3gaHue VR-
MPUI0KEHUI MpeANoaaraeT MPUMEHEHNE
HECKOJBKHUX S3BIKOB MPOTPAMMHUPOBAHMS, KaXKIbIHA
HalleJIeH Ha pellleHue onpenenéHubix 3anad. C++ u
C# wHambomee BOCTpeOOBaHBI JUIS  CO3JAHHS
BBICOKOIIPOU3BOUTENBHBIX VR-Urp U npunoxeHui
¢ wucnons3oBanueM Unity u Unreal Engine.

JavaScript HCIOJIb3YETCS JUIsL BeO-
OpPHUEHTUPOBAHHBIX VR-mtarpopm c
BO3MO>KHOCTBIO KpoccmnaThOpMEHHOH

coBmectuMocTH. Python ymoGen mms OvicTporo
MPOTOTHIMPOBAHUA U paboTHl ¢ OMONMOTEKaMu, a
metinepst (GLSL, HLSL) - mis rpadmueckux
3¢ dexTon u VITydIIeHUS BH3YQJIbHOM
cocraBisomeidi. B pesymbrare  pa3paboTku
npuioxenusst VR TpeOyercss ymeHue aleKBaTHO
3ajayaM BBIOUpATh W TPUMEHATh MaKCHMaJbHO
MNOAXOASIINE SI3BIKM  MPOTrPaMMHPOBAHUS, 4TO
SIBJIICTCS BaXKHOM COCTAaBJISIIOIIEH IOATOTOBKHU
Oynyuiero MHXeHepa-mporpaMMuCTa JUisl PeIeHHs
npodeccrnoHaNBHBIX 3a/1a4.

[lpunoxeHust ~ BUPTYyalNbHOH  PEaIbHOCTH
MMEIOT MHOTO OOIIEro ¢ BUACOMTPAMH, TaK KaK OHH
CO3MAI0T  HMHTEPAKTHBHBIE M  MMMEPCHUBHHBIC
BUPTYaJIbHBIE MHpBI, TAE TOJIb30BATENb WM HUTPOK
UMEEeT  BO3MOKHOCTh  B3aWMOJCHCTBOBATH  C
00BEKTaMHU M OKpyxKeHueM [12].

B mepBoii monoBuHe 1990-x mpu paspaboTke
Urp-IIyTEpPOB OT INEpPBOro JMia, Hampumep, Doom,
kommnanus |ID Software, Hayana npoaBurate HOBYIO
KOHLIETIIMIO:  pa3iefieHHe KoJa TPOTrPaMMHOTO
MPOAYKTA Ha OCHOBHBIE NTPOTrPaMMHbIE KOMITOHEHTEI
(cuctema peHnepuHra, (U3UKA U ayar0) U KOHTEHT
(ypoBHH HTpBI, TpadMKa, UTPOBBIC MpaBUIA U T.IL.).
ITonoOHast cTpyKTypa MPOrpaMMHOTO MPOIYKTA 1aeT
PsII BO3MOXHOCTEH:

— JINIIEH3UPOBAThH MIPOTPaMMHBII KOJl
YacTsIMH, IPOTPAaMMHbIE KOMIIOHEHTBI OTIIEJILHO OT
KOHTEHTAa;

— MUHMMHU3UPOBaTh 3aTpaTthl Ha pPa3paboTKy
HOBOTO MPOJYKTa, Korzaa KOMITOHEHTBI
MPOTPAMMHOTO  KOJa, pealu3ylomue  (QHU3NKy
UTPOBOTO IIpoOIlecca, MOXKHO COBEPIICHCTBOBATH
OT/EJIBHO OT KOHTEHTa U Ha000poT;

— YHHMBEpPCAJIbHBIM HWHCTPYMEHTOM ULt
paspabotku Buneourp [S].

B JallbHEHIIeM, MPOTrpaMMHBIH KOJI
peanmsyronmidi  (GU3UKYy  WTPOBOrO  Ipolecca,
MIPEIOCTABIIAIOMINNA pa3paboTINKaM TEXHOJIOTHIO U
MHCTPYMEHTBI Ui CO3[aHUSl MHTEPAKTHBHBIX
rpadu4ecKuX TPWIOKEHHH W HUrp OoGOpMHUICS B
OTAEJBHYIO TPYIIY MPOTPAMMHOIO O0ECIeUYeHUs,
nosydnB  HamMmeHnoBamme Game Engine. B
CICHHAIBHON TEXHHUYECKOHW Jjmreparype Game
Engine mepeBomsaT kak «rpoBoil IBHXKOK», U B
paMKax JaHHOHM craTbu MbI OyJeM HpUMEHSTH 00a
TepMHHa. B Hamem ciydae, 3HAKOMCTBO OyAyIINX
WH)KCHEPOB MIPOTrPaMMHCTOB c
CIEeLUAIN3UPOBAHHBIM POrpPaMMHBIM
obecrieueHHEM TaK)kKe BaKHO Kak M, Hampumep,
3HAKOMCTBO KOHTEHT MEHEIPKEPOM Ut

pa3BepTHIBAaHMSI COBPEMCHHBIX caiiToB Wordpress
Wi (ppeiMBOpKOM jango.

Cospemennsie Game Engine amamTupoBaHb!
JUIsL  co3laHMsl JIMHaMU4HBIX 3D-mpunoxkeHuit u
HUMEIOT OoJibIlIieé BO3MOXKHOCTH JUIsi padOTHl €
rpadukol, ¢pu3ukor u annmanuei. McnonszoBanue
TaKWX WIPOBBIX JIBWKKOB MO3BOJIET co3gaBath VR
TIPUJIOKEHHUS TSl 00pa30BaTeNbHBIX IIeNei, KOTOpbIe
00IajaloT BBICOKMM YPOBHEM HWHTEPAKTHBHOCTH,
MOTPY)KCHUSI W PEATNCTHYHOCTH, KaKk U B
COBPEMEHHBIX HIpax, HO TIPH 3TOM MOTYT
TiepeaBaTh 3HAHWS, Pa3BUBATh YMEHHS M HABBIKM Ha
3HAYUTEIHHO 00JIee BHICOKOM YPOBHE B CDAaBHEHHUH C
JPYTUMH TEXHHIECKUMH CPECTBAMHU OOYICHHSI.

Hus  paspabotku  VR-mpuioxeHuii, B
mpoliecce  MOArOTOBKM — OyAYIIUX  HHXCHEPOB
POrPaMMHUCTOB IeJIecO000pa3Ho mpuMenaTh: Unity
Game Engine, Unreal Engine, wiu Godot Engine.
Kaxnapii M3  NIpUMEHSEMBIX  MPOrPaMMHBIX
NPOJYKTOB  HMMEET CBOM  OCOOCHHOCTH  H

OrpPaHUYCHUS.
Unity Game Engine — kpoccriathopMeHHbIi
POrpaMMHBII HPOIYKT pa3paboTaHHBIH

kommanueit Unity Technologies, nepsast Bepcus
kotoporo Bbinuia B 2005 romy. Unity mossosser
CO371aBaTh JBYXMEpPHBIE W TPEXMEPHBIE WIPHI, a
TaKkKe  OpUMEHMM  and  paspabotku  VR-
IIPUIIOKEHU.

Unity siBisieTcs: yHHBEpCaJIbHOM MPOrpaMMHON
w1aTopMoH, O3BOJISAIOIIEH CO3/1aBaTh MPOrPaMMBI
U WPl IS Pa3IHYHBIX IUIAaTGOpPM, TAaKUX Kak
Windows, I0S u Android, a Takxe paboThl B
BUPTYaIbHON M JOTONHEHHOW peambHocTU. B Unity
CKPHIITHI pa3padaTbIBatoTCs Ha SI3BIKE
mporpammupoBannss  C#. Unity HaxomuT cBoE
MpUMEHEeHHe B co3maHun urp u  VR/AR
TIPWJIOXKEHNH, a TaKKe B aHUMAalUHM M CUMYJISIUAX
[6, 13].

B koHTekcTe pa3paboTKu MPUIOKEHUH U UIp
JUIsl BUpTYyasibHOU peanbrocTd Unity Game Engine
BBIJIENIACTCS Oylarofapsi CBoeMy HHCTPYMEHTapHUIo
JUIA  ONTUMH3AIMM  NPOU3BOAMTENBHOCTH, UTO
UTpaeT OrPOMHYIO poOJb I  oOecledeHus
IUIaBHOTO TMOTPY)KEHUsI B BUPTYaJbHYIO Cpeny.
Takue BO3MOXHOCTH, KaK MOAJEP:KKA IICHOEpOB,
pacuMpeHHass (U3UKa, BCTPOECHHBIE CHUCTEMBI
OTCIEXHUBAHUS  JBWXKEHUH TOJOBBI U  PYK,
MO3BOJISIOT paspaboTunkam c03/1aBaTh
peanuctuunble VR-npuiiosxeHus. JlaHHbIN UTpOBOM
JIBIDKOK TIpejjiaraeT IIHPOKHHA HaboOp TOTOBBIX
IUIATHHOB W OWONHMOTEK, HYTO  3HAYHUTENBHO
ynpomiaer BHeApeHne VR-dyHKmmiA, Hampumep,
TaKMUX KaKk aKTUBHOE B3aWMOJICHCTBHE C 0OBEKTaMH
B BUPTYaJIbHOW PEAILHOCTH.

Unreal Engine —  uWrpoBoil  JIBHXKOK,
pa3paboTanHblii komnanueii Epic Games B 1998
rojly, IIUPOKO MCIIONB3YEMbIi AJIsl pa3padOTKH UTp
U UHTEPAKTUBHBIX NPUIOKEHUH. J[aHHBII UTrpOBOH
JBIKOK M3BECTEH (DOTOPEATMCTHYHON rpadukoil u
NEePeOBBIMUA TEXHOJIOTUSIMH, TAKUMU KaK CUCTEMa
Nanite st paGoThI ¢ BBICOKO JETATH3MPOBAHHBIMU
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obbekTaMm ® Lumen s OUHAMHYECKOTO
OCBEILCHUS, YTO JeJaeT €ro WUACAIbHBIM JUIs
CO3IaHUSI PEATUCTUYHBIX MUPOB [1].

JlaHHBI NIpPOrpaMMHBIA IPOAYKT IIO3BOJISAET
CO3[1aBaTh WUIPHl M HMHTEPAKTUBHBIE NPOTPaMMBbI
. IIK,  xonconeér  (PlayStation, Xbox),
mobmibHBIX ycTpoicTB (I0S, Android) m VR/AR.
Paspaborka ma Unreal Engine BemeTcst Ha s3bike
BU3yalbHBIX creHapueB Blueprints, koropeiii B
3HAUNUTEIBHOW CTENCHW YNPOINAET HANNCAHUS
ckpuntoB, a Takke Ha C++.  S3BIK
nporpaMmupoBanust C++ SBIsSeTCS OCHOBHBIM IS
paspabotku Ha Unreal Engine.

Onuoii U3 KIO4YeBBIX ocobenHocteit Unreal
Engine sBisieTcs HMCMOJNB30BaHHE BHU3YalbHOTO
s3pIKa mporpammupoBanus Blueprints, ¢ momormnisto
KOTOpOTO pa3paboT4uKu MOTYT OBICTPO CO3/1aBaTh
JIOTUKY IMPOEKTa, YTO TMO3BOJLIET pa3padoTyMKaM U

Iu3aiHepam co3/1aBaTh VR-npunoxenmus,
HCIIONB3Ys BH3YaIbHYIO cHCTEMY
POTPaMMHPOBAHUS.

Unreal Engine Takke wuMeeT MIHPOKYIO

noanepkky VR-ycrpoiicts, Brirouast Oculus, HTC
Vive, Valve Index wu PlayStation VR, wu
MpPEIOCTaBIsIET COOCTBEHHBIE HMHCTPYMEHTBI IS
ONTHMU3ALMU TIPOU3BOJUTEIILHOCTH, YTO OCOOCHHO
KPUTHYHO JUIsl TUIABHOM paboThl VR-nipuiioxxeHui.

Unreal Engine numeeT npoABUHYTHIE CHCTEMBI
JUis  paboThl ¢ OCBCHICHHEM, TCHAMH |
MarepuagamMy, — 49TO  II03BOJSIE€T  CO3/1aBaTh
(hoTopeanucTHyHbIe CIEHB W yiydimaeT 3¢dekt
HOTPYKEHUs. DTOT IBMKOK HIEATBHO ITOJXOJUT
JUISL TIPOEKTOB, TPEOYIOIUX BBICOKOW AeTaln3aluu
W BU3YQJIbHOH TOYHOCTH, Takux Kak VR-urpsl,
APXUTEKTYpHbIC BU3yaIN3aIlM1 U CUMYJISIIAH.

Godot Engine wMeeT OTKPBITHIA HCXOMHBIN
KOJ, W TpeAHa3HadeH it paspaborku 2D u 3D-
WP, SBISCTCSA THOKUM M JISTKOBECHBIM [ 14].

Godot mommepxkuaer 2D u 3D rpaduky u
npejiaraeT  yIoOHyd W TNPOCTyI0  cpeny
paszpabotku. OH UMeeT BCTPOCHHBIN COOCTBEHHBIM
SI3BIK MIPOTPaMMHPOBAHU GDsScript,
CHHTaKCHYECKH TIOX0XKNH Ha Python,
HEOOXOMMBIH JUIsl HAIMCAaHUS UI'POBBIX CIIEHApHEB
u ckpunrtoB. Kpome toro, Godot mognepxkusaer C#
Y MHOKECTBO JIPYTHX SI3BIKOB IPOIPaMMHUPOBAHHS.

Jns pa3paOoTKM NPHUIIOKEHHUS BHUPTYaIbHON
peamsroct  Godot  mpemocrtaBiser  6a3oBble
MHCTPYMEHTBI ~ Juii  paboThI C  TaKkuMH
wiatdopmamu, kak Oculus u HTC Vive.

Kpatkuit 0030p mporpaMMHBIX IUIATGOPM
Unity, Unreal Engine u Godot nposBiser Kak
CXO0KH€ BO3MOXKHOCTH, TaK M OCOOEHHOCTH KaXK/10H
U3 HUX, UTPAOLIMe BaXXHYIO POJIb B 3aBUCHMOCTH

CIIMCOK NCIIOJIb3OBAHHbBIX NCTOYHHUKOB

s

oT cnennpuKu pa3pabaTbIiBaeMOro VR
TIPUIIOKEHHSI.

Takum 00pa3oM, TEXHOJOTMU BUPTYAILHOMH
pealbHOCTH, Kak OOBEKT H3Yy4YeHHs, HUIpaioT

BRXHYIO POJIb B NPO(PECCHOHAILHOW IMOJITOTOBKE
OyAyIIUX WHXXCHEPOB — MPOTPAMMHECTOB, TO3BOJISS
KOMIIJIEKCHO BJIMATD HA:

— yri1y0JeHHOe U3yUeHHE aKTyabHBIX SI3bIKOB
U cpe]] TPOrpaMMHPOBaHUS;

— CUCTEMHOCTh  IPHUMEHCHUS
SI3BIKOB  MPOTPAMMHUPOBaHHS  JUIS
OTIpe/ICICHHbIX 3a/1ay;

— TOTOBHOCTh K KOMaHJHOH pabore Ham VR-
MPOEKTaMH, a B JAbHCHIIIEM U JIFOOBIMU IPYTUMU;

Pas3INIHBIX
pemeHns

— pa3sBUTHE po¢heCCHOHATBLHO-3HAUUMBIX
JIMYHOCTHBIX KadecTB (ymeHue MucaTh
CTPYKTYpUPOBaHHbII W  MOHATHBIA  JIpyrUM

OPOTPaMMHBIA  KOJ, yMEHHE CTPYKTypHpOBaTh
JaHHbIE, BIaZICHUE MPOTPaMMHBIMH OHOJIMOTEKAMH,
BIIAJICHUE HECKOJIbKUMH SI3BIKAMHU
MIPOTPaMMHPOBAHMUS, MHOT03a/laqHOCTh M YMEHHE
MIEPEKIIIOYAThCS C OJTHOM 3a7auyl Ha APYTYIO U JIp.).
Wrak, npyuMeHeHne TEXHOJIOTUI BUPTYAJIbHOMN
peanbHOCTH B TIpoliecce MOATOTOBKU OymymIux

WHKEHEPOB IPOrpaMMHUCTOB M103BOJIIET
CTHUMYJIUPOBaTh  pa3BUTHE MPOGECCHOHATIBHBIX
3HAHWH, YMEHMM W  HaBBIKOB, a  TaKxke

NpUOOpEeTEeHHe OINbiTa KOMaHAHOW pa3paboTKu
IpOTPaMMHBIX ~ HPOEKTOB. Bwmecte ¢ Tewm,
TEXHOJIOTHH BHPTYaJIbHOW PEalbHOCTH IO3BOJIIOT

pa3BHUBaThH npodeccrnoHaIbHO-3HAYNMBbIE
JUYHOCTHBIE  KadyecTBa OyIylIero HHXeHepa
MIPOTPaMMHUCTA.

[MogBoms  wror  aHaNM3y  TEXHOJIOTHH
BUPTYaJIbHOH  PEaJbHOCTH,  BIMSIONMX  Ha

HOATOTOBKY OYAyLIMX MH)XEHEPOB IPOrPaMMHCTOB
OTMETHUM:

— VR nmpencraBisier co00#  mporpaMMHO-
amnmapaTHeI KOMIUIEKC, CO3JAI0IINe BUPTYaJIbHYIO
MOJIEITUPYEMYIO cpeny, OKPYXKaIOIIyIO
MOJIB30BATEIS U(GPOBEIM HPOCTPAHCTBOM,
MIPUOIIMKEHHBIM K PEIbHOMY;

—npuMeHeHue VR-texHonoruit B mpouecce
MIOJITOTOBKH OyIyIMIMX MHXEHEPOB-POIPaMMHUCTOB
TI03BOJISIET pa3BUBATH NpodeccHOoHANbHBIE 3HAHUS,
YMEHHS M HaBBIKH, JIMYHOCTHBIE KAaueCcTBa, a TAKKe

ONMBIT KOMAaHIHON pa3pabOTKH MPOrPaMMHBIX
TIPOEKTOB;
— IporpaMMHYI0  OCHOBY  VR-TexHonoruit

COCTABIISIIOT S3BIKM TporpammupoBanus (C#, C++,
Python m JavaScript), mporpammusie mIaTHOPMEI
Game Engine (Unity, Unreal Engine, Godot
Engine), a Takxke cuctembl KOHTpoIIs Bepeuit (Git).
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