Hayka Ta BUpOGHHUIITBO

2024 p. Bun. 27
Indopmaniiini Texnosnorii

YK 004.946 doi.org/10.31498/2522-9990272024303353
IPsTuxon O. €., PemietHukoB A. O., Aasomun C. B.

HIJICACTEMA KOHTPOJIIO ITOCJIIIOBHOCTI I KOPUCTYBAYA JIJIAA
HABYAJIbHOI CUCTEMM 3 BIPTYAJILHOIO PEAJIBHICTIO

Bipmyanvua peanvuicmo 0036o15€ 8iomeopumu y yuphposomy mpueumipHomy cepeoosuyi
pi3HOManimHi npoyecu ma 3abe3nevumu 83aEmooilo 3 HumMu 100uru. Tomy mexnonozii 8ipmyanoHoi
PeanbHOCmi aKmMuHO BHPOBAOIICYIOMbCS 6 HABUANbHI cucmeMu. 3a805KuU YbOMy 3 A61AEMbCs
MONCIUBICMb  OE3NeUH020 Ul HeoOMEeNCeHO20 NOBMOPEHHS 6Npae 3 080N00IHHA NPAKMUYHUMU
Hasuykamu. Ane 05l egheKmueHo20 UKOPUCMAHHS HABUATILHUX CUCIEM 3 8iDMYAIbHOI0 PeanlbHICIIO,
8 HUX NOGUHEH OYMuU KOMNOHEeHM, WO BUKOHYE KOHMPOIb NPAGUIbHOCMI BUKOHAHHA 3080AHb
Kopucmyeauem ma GIipHOi nociidognocmi 6uxkonamHs Oiill. Poboma npuceauena npoyecam
cmeopeHns, peoacy8anus, 8I000padicens, 30epedceHHs Mmda KOHMPONO GUKOHAHHS JIAHYI02I8
nOCni006HUX Olll O/ KOPUCMY8A4a 8 HABUANbHIU cucmeMi 3 8ipmyanvHol0 peanvHicmio. Y pobomi
PO32NIAAHYMO  AHANI3  OCMAHHIX O0CHI0MCeHb ma nyonikayiu, wo niomeepous OoYilbHICMb
BUKOPUCMAHHS 8IPMYANbHOI peanlbHOCmi Yy Ha84aHHi. Bushaueno, wjo nowupeHum npocpamHum
3acobom 01151 po3pooOKU 8ipmyanrbHol pearvhocmi € midxcniamgopmue cepedosuwye po3pooxu Unity.
Tomy memoto pobomu € cmgopents niocucmemu 0isi cepedosuwia Unity i3 modcaugicmio inmezpayii
3 Oibniomekamu 015 VR po3pooku, wo asmomamu3zye KOHMpPOAb 3a OiAMU KOPUCMY8ayd Nid 4ac
HABUAHHSA, a4 MAKOXMC 30epicae OaHi Npo NPOXOONCEHHS CYEHApii6 HABUAHHA Ol NOOAIbULO2O
kowmpoato. Hasedeno onuc O0CHOBHUX po3pobOrenux kaacié niocucmemu. Onucamo 6uou
Kopucmyeauie niocucmemu ma 3a2anvHull smicm ii ¢yukyiroganus. Busnaueno nepenix cymuocmei
Mooeni 0anux 0nis 30epieants iHghopmayii npo cmar NPOXooHCeHHs 3a80aHb. 3anPONOHOBAHO CKIAO
MOOYi8 niocucmemu KOHMPO0 NocaioogHocmi Oil kopucmyeaua. Onucano npoyec HAlaumy8aHHsA
niocucmemu 0151 ukopucmauusa. Jlo nepesaz po3pobreHoi niocucmemu MONCHA GIOHECMU.
cmitikicms 00 30018, NPOCMOMY BUKOPUCIAHHS MA UWUPOKULU (DYHKYIOHAT, 4 MAKOHC MOACIUBICMb
pobomu Ha b6yOv-aKiti niamgopmi, wo niompumyemscs cepedosuujem pospooku Unity.

Knwuoei cnoea: BipryansHa peanbHicTb, Unity, VR, HaBuanbHa cuctemMa, KOHTPOJIb A1l

IToctanoBka npodiemu. CpOroJgHI CIOCTEPIra€Tbcss CTPIMKUNA PO3BUTOK TEXHOJIOTIH
JIOTIOBHEHOT Ta BIPTyaslbHOI peasbHOCTI. Bipryansna peansHicts (Virtual reality, VR) — 1e
KOMIT'IOTEPHE TPUBUMIPHE CEpENIOBHIIE, 3 SKHUM MOXKE B3AaEMOMISATH JIIOJMHA 3a JOMOMOIOI0
IMMEPCHUBHMX IPUCTPOIB — II0JIOMIB (OKYJISIPIB), pyKaBUUOK, HaBYIIHUKIB. L{g TexHOMOr1s 103BOISIE
NepeHecTH B MUGPPOBUIM MPOCTIp BENHUKY KUIBKICTh MPOLECIB, 110 A0 OTO BUKOHYBAIUCS JIUIIIE
BpyuHy. ToMy BipTyasibHa peajbHICTh BCe OLIbIIE 3HAXOUTh 3aCTOCYBaHHS B PI3HUX cpepax KUTTS
moauHu. Ll TexXHoJoris OXOIUTI0OE BXK€ HE TUIBKM KOJO po3Bar, aje i HaBuaHHs, Oi3HeC Ta
npomucioBicte [1-10]. OcHOBHOIO MepeBaror MEepEeHECEHHS HaBYAILHOTO TMpolecy B mudpose
CEepe/IOBUILE € MOXIIUBICTh MOBTOPEHHS HABYAJIHLHOI'O KypCy OBOJIOJIHHS MEBHUMHU NPAKTUYHUMHU
HaBHYKaMU HEOOMEXKEHY KUIbKICTh pa3iB. OCOOIMBO aKTyalbHUM II€ € JJIsi HaBYaHHS BUKOHAHHIO
ornepauiid Hebe3MeYHNX AJIS )KUTTS JToAuHU. [Ipy HaBUaHHI 3 BIPTYAJIbHOIO PEATBbHICTIO HE3aJIeKHO
B1JI CKJIAJTHOCTI CIICHAPIIO JIFOJMHA HE 3aBJACTh IIKOAM Hi c00i, Hi IHIKUM. OTXe 3 KO)KHUM POKOM
Bce Olbllle BUIIMX HaBYAJIbHMUX 3aKJIaJiB BIPOBAKYIOTh BIpTyallbHY pPEANbHICTh 0 IPOLECY
MIITOTOBKHU CIIEHIANIICTIB HA PI3HMX PIBHAX. AJie NIl IbOTO0 HEoOXigHa po3poOKa BiAMOBIAHOTO
IpOrpaMHOTO 3a0e3neueHHs — HaByalbHOI cucTeMH. OCOOJHMBICTIO HABYAIBHOI CHCTEMH 3
BIPTYaJbHOIO PEAIbHICTIO € TMiJICUCTeMa KOHTPOIIO MPaBUIBHOCTI BUKOHAHHS 3aBAaHb
KOPHUCTYyBa4yeM Ta BipHOI OCTiJOBHOCTI BUKOHAHHS [Tii, 8 TAKOX 30€pe’KeHHs TaHUX TIPO BUKOHAHHS
JUTSI TIOTAJTBIIIOTO KOHTPOJTIO 3 OOKY BIOBHOBaX€HUX 0¢10. ToMy MeTor0 poOOTH € IPOSKTYBaHHS Ta
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po3po0Ka MiJICUCTEMH KOHTPOJIIO TOCIIJOBHOCTI i KopHcTyBada s cepemoBuia Unity i3
MOXJIMBICTIO BUKOPUCTAHHS K Ha IPOEKTaxX 0e3 po3MIMpEeHHs, TaK 1 IHTerparlii 3 TeXHojaorisMu VR
Tta AR.

AHaJi3 ocTaHHiX JocailkeHb i myOJikauii. J[yxe akTyanbHUM € MIiAXiT A0 HaBYaHHS 3
BUKOPHUCTAHHSM TEXHOJIOT1H BipTyaiabHOI peanbHOcTi [1-10]. Hampuknan, y po6ori [6] omucyeTbes
JIOCB1J] BAKOPUCTAHHS 1HTEPAKTUBHOI'O CEPEIOBHUIIA TPUBUMIPHOI T'eoBi3yaii3alii B IIaHyBaHHI Ta
ynpasiiHHi JanamadToM. BipTyansHe cepenoBuIle peati3oBaHO 3a JOIMIOMOTOI0 irpOBOTO JBMKKA
Unity3D. V BipTyaJIbHOMYy CEpEIOBHINI CTYJEHTH BHKOHYBAJIM 3aBJIaHHs, TIIOB’s3aHi 3
reoBizyalizalielo Ta JaHAmapTHAM Iu3aifHOM. Pe3ynbraTH mokasaiu BHCOKE cHpuiHATTS 3D-
CepellOBUINIA ITiJI Yac TIeoBi3yamizamii B JEB’SITH MPOAHATI30BAHUX IMJAKATEropiax (BIXUyTTS
MPUCYTHOCTI, 3aJIy4eHHS, 3aHypeHHs, TMOTIK, 3pyYHICTh BHKOPHCTAHHS, €MOIIil, Cy/P)KEHHS, BIUIUB
JIOCBiJly Ta BHPOBAKEHHS TEXHOJOTiH). A y poboti [7] onucano VR TpeHaxep uisi HaBYaHHS
POOITHHUKIB METANYpPriifHUX IiIIPUEMCTB, KA BHUKOPUCTOBYETHCS IEpe]l MOYaTKOM PEMOHTHHX
POOIT 31 CKIIaIHUMH MeXaHi3MaMu. B 0CHOBI TpeHa)xepa aBTOpaMH MPOIOHYETbCS KOMITIOHEHT, KU
MOJKE€ BUKOPHCTOBYBATHUCS [T OYb-SIKOTO O0JIaJHAHHS BipTyaJIbHOI PEabHOCTI.

Y pobGoti [8] aBTOpaMu HaJaHO BUKOPHUCTAHHS BIPTyallbHOI pealibHOCTI SK Halip CUCTEM
HaBYaHHS CTYIEHTIB Uil TPHOX pI3HUX THIIIB KpaHiB. Pe3ynpratu nociipkeHHS Ha Kadeapi
apXiTEKTypH Ta apXiTeKTypHOi imkeHepii YHiBepcuTera MoHceil mokasamy, mo cucTeMa HABYAHHS
po6oti 3 VR KpaHOM 3HAYHO MiJBUINMJIA CAMOOLIHKY CTYACHTIB IiJ 9ac YIPaBIiHHI KPaHOM Ta
noBeJieHo, o VR migBuiye piBeHb caMOe(EKTUBHOCTI YUHIB.

ABtopu pobotu [9] IPOMOHYIOTH O yBaru po3poOKy MOPCHKOTO TPEHaXepy aBTOMAaTHYHOI
imeHTudiKaiiHOl CUCTEeMU B CEpelOBUIIl BIPTyalbHOI peadbHOCTI SIK JOJATKOBOTO HABYAILHOTO
MaTepiainy A JTUCTaHIITHOrO BUKOPHUCTAHHSA. Y LI CTAaTTI ONMUCAHO PO3pOOJIEHUH BIpTyaJlbHUN
TpeHaxep nporpamu AIS y cepemoBumii VR i3 3actocyBanHsM ob6naaHanHs NComputing. Lle
J03BOJISIE 3aMATHUCS BUBYEHHSIM cucTeMu AlS y BUTbHUI Yac Ta TUCTAHIIIIHO.

PoGora [16] mnpucBsueHa HaJaHHIO KOPUCTYBadaM BIAYYTTS HOPUPOAM Y BipTyalbHIl
peasibHOCTI. Y 1bOMY JIOCIIPKEHHI 3allpOIIOHOBAHO METOJ MOJEIIOBAHHA LU(POBHUX JIepeB Ha
OCHOBI aJITOPUTMY MpolexypHoro rpada posramyxkeHb. s ontumizamii Bizyalizalii B pexumi
peaNbHOTO Yacy aBTOp MPOIMOHYE METOJ, 3aCHOBAaHWM Ha MOJITOHANBHIA Mojeni Trutok. Cucrema
BIpTyaJIbHOI peanbHOCTI po3pobiieHa Ha ocHOBI Oculus SDK i1 aBmxkka Unity3D. Ilommpenum
MIPOrpaMHUM 3aco00M JUIsl po3pOOKH BIPTyaJIbHOI PEATBHOCTI € MDKILIAT(POpPMHE CEpeIOBUILE
po3pooku Unity [10].

Takum 4MHOM, Ha CHOTOJHI TEXHOJIOTIi BIPTyalbHOI PEalbHOCTI Jy’K€ aKTyalbHI B Taiys3l
ocBiTu. ToMmy po3poOka HaBYAJIBHUX CHCTEM 3 BUKOPHCTAHHSAM BIPTYalbHOI pEAJbHOCTI Ta iX
ONTUMAaJIbHA POOOTA € aKTYaIbHOIO 33/1a4€CH0.

Meta nocaigzkeHHsi. MeToo poOOTH € CTBOpPEeHHs MifcucTeMu Juid ceperosuina Unity i3
MOKJIUBICTIO 1HTerpauii 3 6i6mioTexkamu i VR po3poOkH, 1110 aBTOMAaTHU3y€ KOHTPOJIb 32 JTisIMU
KOpHCTYBaya I1iJ] 4ac HaBYaHH:, a TAKOX 30epirae qaHi Npo MpOXOKEHHs ClieHapiiB HaBYaHHS IS
MOJTAJTBIIIOTO KOHTPOJTIO 3HAHb.

OcHoBHHUIT MaTepian pgociaigxenHsi. [[ng migcucTeMu KOHTPONIO i KOpUCTyBada
nependadeHo /1Bl pyny KOPUCTYBayiB, a came:

- PO3pOOHUK MPOTPAMHOTO 3a0€3IMeUeHHs, SIKU TPAIIOE 13 BIKHAMU 1HCIIEKTOpa CEPeIOBHINA
pO3poOKH, Ma€ JOCTYI J0 CTBOPEHHS HOBHUX OO €KTIB KJAaciB CUCTEMH Ta BHJAIEHHS CTapHX
€JIEMEHTIB, peIaryBaHHsS TEKCTy 3aBJlaHb, CTBOPCHHS HOBHMX 3aBllaHb, 3aJaHHA iX iepapxii,
JIOKaji3arii, TOIo;

—  KOpPHUCTYyBad TOTOBOTO NMPHUKIAJCHHA, IKUH Mae JTOCTYII JIMIIE 70 Meperisiay iHdopmarii npo
Mporpec BUKOHAHHS 3aBJaHb Ta MEeperyisiay MOTOYHNX Ta BUKOHAHUX 3aBlIaHb, TOOTO MPAITIOE JIUIIE
13 MOZyJIeM BiTOOpaXKeHHS MiJCUCTEMH.
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s peamizamii miacucremMu Oyno oOpaHo MoBy mporpamyBaHHsS C# 00 BOHa Haikpaie
MiATpUMY€EThCs B cepenoBuini Unity Ta B mopiBHSHHI 13 Bolt Hajae BUIy MBUIKICTH PO3POOKH.
Hwxue HaBeIeHO MepesTik OCHOBHUX PO3pO0ICHUX KIIACiB MiCHCTEMH Ta KOPOTKUHN OMHUC iX QyHKIIIN
Ta 3MICTY:

—  kiac QuestPrototype — € 6a30BUM KJIacoM Il yCIX BU/IIB 3aB/aHb, SIK BUJIHO 13 Ha3BU, BUCTYyTIA€
MPOTOTHUIIOM, BiJl IKOTO BiJIOYBa€ThCs HACIiAyBaHHs, MICTHTD y co0i yci 6a30Bi o ISt peasizarii
(GbyHKIIIOHATy 3aBJIaHHS, TIPEACTABIISIE COOOK0 CKPUTITOBUI 00’ €KT;

— kimac QuestData — 06a3oBe 3aBmaHHs, Hachigye mons QuestPrototype, BukoHye QyHKIT
KOHTEWHEepa Ta BUKOPUCTOBYETHCS 1HIIMMH KJIacCaMH-00pOOHUKaMH Il OTpUMaHH iH(opMariii;

—  wiac QuestGroup — rpyrma 3aBIaHb, MICTHTh Y COO1 CIUCOK 3aBJIaHb a00 TPYII 3aBAaHb, peai3ye
(byHKIIOHAN TIepeBipKH 3aBJlaHb Y KOHTEHHEPi Ha BUKOHAHHS;

—  wiac Questltem — kJac iHCIIEKTOPA, IO peati3ye MEXaHi3M BiJICTe)KEHHS] BAKOHAHHSI 3aB/IaHHS
Ta nepenae iHpopmailiro Ipo BUKOHAHE 3aBAAaHHS Y II100abHY CHCTEMY IJIsl OOpOOKU Ta BUHECEHHS
pilIeHHs PO BUKOHAHHS a00 MPOBAI 3aBJaHHS;

—  xiac QuestltemScriptManager — KJ1ac-KOHTEHHEp U IHCIEKTOpa, MICTHTh y €00l CIHCOK
KOMITOHEHTIB, CKpUMITIB 200 00’ €KTiB, 1110 MalIOTh OyTH BUMKHEH1 a00 YBIMKHEHI 1]l YaC BUKOHAHHS
Ta MOYaTKy 3aB/JIaHHS;

—  xiac QuestltemManagerContainer — kiac-koHTeiiHep st ckpuntiB QuestltemScriptManager,
BUKOPHUCTOBYETHCS B TUX BMIIAJKaX, KOJM HEOOXIAHO 1HKAICYIIOBAaTH KOMIIOHEHTH, IO MOTPiOGHO
BUMHUKATH Ta BMUKATH, B MEKaX OJHOTO IrPOBOTO 00’ €KTAa,

— wrac QuestGroupScriptManager — ananoriuamii kimacy QuestltemScriptManager, aie
BUKOPUCTOBYETbCS [UIl TPyHM 3aBAaHb, BIPI3HAETHCS HIOAHCAMHU peaii3allii, M0 3yMOBIEHI
pobototo cepenouia Unity;

— kiac QuestSystem — cucTemMa KOHTPOJTIO MTOCTIIOBHOCTI, HAMBAXIIMBIIITNI CKPUIIT TiCUCTEMH,
Ha/1a€ (pyHKIIOHAT IO CTBOPEHHIO MOCIIIJOBHOCTI, CUTHAJII3y€ PO BUKOHAHHS a00 MPOBaJl 3aBIAAaHHS
a0o0 rpymnu 3aBlaHb, BIICTEKYE MOPSIOK BUKOHAHHS 3aB/IaHb;

— kinac QuestSystemDebuger — knac s po3poOHMKa, 1m0 Hajxae GyHKIIOHAN s nedary Ta
KOHTPOJII0 POOOTH MiJICUCTEMH, 3HAXOAUTh yC1 KBECTOB1 00 €KTH Ha CLIeHI Ta Ha/la€ (PYHKIIOHAT 110
rpadiuHomy aebary ans VR monomis;

— kinac  ClipboardManagerQuestSystemIntegrated — kmac, mo Hamae (QyHKIIOHAT 110
MIPEJICTaBIICHHIO CIHCKY 3aBJaHb KOPHCTYyBady TOTOBOi CHCTEMH y BHIIISAII CHHUCKY 3aBIaHb i3
MO3HAYKaMH NPO BUKOHAHHS a00 MPOBaJl 3aBJIaHHs, a TAKOX;

—  xiac QuestSystemDatabaselntegration — kyac i iHTerpauii KBeCTOBOI CHCTEMHM 13 0a3010
JAHWX, OHOBJIIOE TIPOTPEC KOPUCTYBava MPpH BUKOHAHHI 3aBJIaHHS;

—  iac SQLite_Engine — knac s niakmodeHHs 6a3u ganux SQLite Ta poOotu 13 Helo, HE Mae
rpagiyHoro iHTepdency Ta € IiIKOM CTaTHYHUM.

3aranbpHUM 3MICT QyHKLIIOBaHHS MicUcTeMU HacTynHUi. KopucTtyBau BUKIIMKae Tpurep mpo
BUKOHAHHS 3aBJaHHS, MJICHCTEMa BUKOHY€E BaTiJAIiI0 3aBIAaHHS Ta J]a€ CUTHAJI B pasi yCIHILIIHOTO
BHUKOHAHHS, @ TAKOK OHOBJIIOE JJaH1 PO Mporpec KopucrtyBaya B 6a3i. B pa3i )k HEBIpHOTO MOPSIIKY
BUKOHAHHS CHCTEMa IOBIIOMIISIE€ PO HEBIPHUH MOPSAIOK, SKIIO0 BUKOHAHHS 3aBJaHHS KPUTHYHE Y
KOHKPETHUI MOMEHT 4acy, CHCTeMa CHTHAII3ye PO Te, IO 3aBIaHHs OyIio mpoBajeHe. BaximBum
€ TIPOIIEC B3a€EMO/IiH Mi’K CHCTEMOIO Ta KBECTOBUM 00’ €KTOM 13 O0KY KBECTOBOr0 00’ ekTy. CrioyaTky
00’€KT CUTHAJII3Y€E CHCTEMI PO BUKOHAHHS 3aBJAaHHS, TMTOTIM OYIKY€E BIJATOBI/II BiJ] CHCTEMH, B pasi,
SKIIO CHUCTEMa IOBEpTa€ BIAMOBIAL, IIO0 3aBJaHHS 3apaxOBaHO — O0’€KT B pasi HAsSBHOCTI
HEOOX1THOCTI BHOCUTb 3MIHHU y CTaH 1HIIUX ITPOBUX 00’ €KTIB Ta IX KOMIIOHEHTIB.

Jns 30epiranHs gaHux g migcucremu Oyno oopano CYBJl SQLite. BupimansHumu
dakTopamu Bubopy came 11iei CYB/I craso Te, mo BoHa He MOTpedye MAKIIOYEHHS 10 MEPEXKi, Bara
310paHOro MakeTy Ta MOXKJIUBICTH BHKOPHCTOBYBATH ii Ha OUIBIIOCTI MIATPOPM, B TOMY YHCIi
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MOOUTbHUX, TakuX K Android Ta i0S, Tomy ¢aiin st pobotu i3 CYB/l MoxHa iHTErpyBatu i3
IIJICHCTEMOIO0 B OJIMH TIAKEeT, a MOTIM 310paTu pa3oM i3 MPHUKIAIECHHSM, 10 M030aBUTh KIHIIEBOTO
KOpHCTYBa4da HEOOXiIHOCTI CaMOCTIIfHO CTaBHTH MakeT Ha cBOoe obnmaaHaHHs. Ilepenik cyTHOCTEH
HEOOX1THUX Ui pOoOOTH MIACUCTEMH BKJIIOYAE: «USErs» JUIs 30epeKeHHs JaHUX PO KOPUCTYBAUiB,
«Scenarios» — 30epexeHHs CLEHapiiB I MPOXOJDKEHHS, «attempts» — 30epeKeHHs CIpod
IIPOXO/IKEHHsI CLIEHapilo, «scenario steps» — 30epeXeHHs 3aBJaHHs 10 KOHKPETHOTO CLIEHapilo,
«attempt_steps» 30epekeHHsI KpOKiB, 1110 BUKOHAHI i 4ac crpoOu.

[Tincucrema, mo po3poOieHa B MeXax JaHOi poOOTH, B 3arajJbHOMY BHUIJIS/AI IPEICTaBIISE
co00I0 CyKynHIiCTh 0a3u maHux Ta 0i0mioTeku mporpaMHHX KomiB Ha MoBi C#, B ckmaai sKoi
pO3p0o0JIEHO HACTYITHI MOTYJIi:

—  Moaynbs «Application» € 6a30BUM MOIyJEM, BiH 3allyCKAae€ThCs HAMMepIIMM Ta 3aIycKae
1HiIiaTi3a1i0 MiICUCTEMH BiICTEKEHHSI.

—  Moaynp «QuestSystem» Hagae ¢pyHKIIOHAT 10 00poOITi 3aNUTIB HA BAKOHAHHS 3aB/IaHb.

—  Monynb «Databasey BiamoBigae 3a moeHaHHS Ta poOOTY 13 6a3010 TaHUX.

- Monyne «Outputy BiamoBigae 3a poOOTy BUBEICHHS Ta QopmaTyBaHHA iHQopMarii mpo
3aBJaHHS Ul KIHIIEBOIO KOPUCTYBaya IiJCHCTEMH Yy 3pO3yMiIoMy Homy ¢opmari, a TaKoX HOro
CTHJII3ALIIFO.

—  Moaym «Questlnstance» ta «QuestGrouplnstance» BIANOBIaOTh 32 CUTHAJIU 710 CUCTEMH Ta
iHTEepIpHUTAaLifO ii BiaIOBIII.

—  Moaym «QuestContainer» Ta «QuestGroupContainer» BiINOBiIalOTh 3a 30epiraHHsS Ha
MEHEDKMEHT CKPHIITIB, KOMIIOHEHTIB Ta irpOBUX 00’ €KTIB, 110 TIOB’s13aHi 13 MOTOYHUM 3aBJIaHHSIM.
—  Moaym «Quest» Ta «QuestGroup» ciayrylooTh KOHTeHHepamu [yl iHpopMallii Ipo 3aBAaHHS.

Inrepdeiic miacucremu Oyno peanizoBaHo 3a gomnoMororo Editor ckpumntis (cremiaabHUX
cKpuITiB cepenoBuina Unity, 1o npusHadeHi a1 crBopeHHs Ul 11t po3poOHUKIB).

JIsi BUKOpPUCTaHHS CUCTEMHU HaBYaHHS HEOOXITHO Yy MIJCHUCTEMI KOHTPOJIO KOpPHCTyBaya
CTBOPUTU 00’€KTy 3aBnaHHs. s 1boro moTpiOHO y cepenoBuili Unity BHUKIMKA€ThCS KOMaH/AA
«Create», motiMm y po3nin QuestSystem obpaetbes enement Quest. ITicis Toro, sik 06’ €KT 3aBIaHHSA
Oyze CTBOPEHO, 3alOBHIOIOTHCS Horo moss. [lani BUKOHY€EThCS CTBOPEHHS Ha CLIEHI MOPOKHBOTO
irpoBoro 00’€KTy Ta MOJaHHS JO HBOTO KOoMITOHeHTa QuestSystem, mo mae HOMEp MOYaTKOBOTO
3aBJIaHHs Ta CIHMCOK 3aBJaHb. HaCTymHUM KpOKOM HaJalITOBYIOThCS KBECTOBI MPEAMETH, JUIS SIKHX
MIPU3HAYEHO 3aB/aHHs. /{7151 11boT0 HA MOTPIOHUH 00’ €KT 13 peaizoBaHUM (YHKIIOHATIOM JI0JAETHCS
komnoHeHT Questltem ta QuestltemScriptsManager (a6o QuestGroupContainer) Ta BAKOHY€ETBCS 1X
HanamrtyBaHHs. [Ipukinan HamamTyBaHHs KoMroHeHTa Questltem HaBeneHO Ha PUCYHKY 1.

v |# Quest Item (Script) @ 3+
Script Questltem
System # QuestSystem (QuestSystem) ®
Quest fPressRed 3 (QuestData) O]

Pucynok 1 — HamamryBanHs komnoneHTa Questltem

Bapro 3a3naunTH, 1o nependaveHo BUKOPUCTAHHS IEKITbKOX €JIeMEHTIB MJICKHCTEMH Ha OHIN
CIeHl Ui PO30UTTS 3aBlaHb Ha BEMUKI HE3alekHI OJOKW. [l IbOTO iCHYE MOXIJIHMBICTH
BCTaHOBIIIOBaTH KOHKPETHOTO ckpurta QuestSystem sk KOHTpoJiepa, IPOTe SIKIIO Ha CIICHI MA€ThCS
JIUIIIEe OJIMH €K3eMILTSAP IIbOT0 KOMITOHEHTa — HOTO MOYKHA HE BCTAHOBITFOBATH BPYUHY.

VY cnucku komnoneHTy QuestltemScriptsManager, 1110 MarOTh BiANOBIAHI 3MICTOBHI Ha3BH,
MOKHA JTOJaBaTH €JIEMEHTH a00 KOMIIOHEHTH (CKPHIITH), IO MOTPIOHO YBIMKHYTH a00 BUMKHYTH Ha
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noyatky abo KiHIII BHKOHaHHS 3aBAaHHs, 13 moneM «Disable after quest» Ta irpoBum 00’ekTOM
CubeOne.

Ha nipoMy HanamTyBaHHS caMOi CHCTEMH HaBYaHHS MOYKHA BBR)KATH 3aBEPIICHUM, BOHA 3MOXKE
CIPaBHO MpalLIOBaTH Ta BUKOHYyBaTUMeE CBOI (YyHKIIII, Oy/e 3amucyBaTu JaHi Mpo mporpec y 6azy
TaHUX, SKIIO 11 MOTPiIOHO, MPOTE KiHLEBUI KOPUCTYBA4 CUCTEMH He Oye 0aunTu HisiKo1 iHpopmaii.

Jlsi HaymamTyBaHHS BUBOAY 1H(OpMaIii JJis KiHIIEBOIO KOPUCTyBada CHUCTEMH, HEOOXiTHO
ctBoputH 00’ekT Canvas, B HhoMy CTBOPUTH 00’ekT ScrollView Ta momaté Ha HbOTO KOMIIOHEHT
ClipboardQuestSystemIntegrated, micis 1IbOro BUKOHATH KWOTO HANAIITyBaHHS, SK IMOKAa3aHO Ha
PHUCYHKY 2.

v #| v Clipboard Manager Quest System Integrated @ 5t
Script ClipboardManagerQuestSystemin’
Clipboard
Clipboard ffCanvas ®
Options
Quest System # QuestSystem (QuestSystem) ®
Quest Prefab 0 Text ®
Sub Quest Prefab o Text ®
Sub Group Quest Prefab mText ®
Content ::Content (Rect Transform) ®
Scroll @ Scrollbar Vertical (Scrollbar) ®

Pucynok 2 — HanamryBaHHs U1 MOJyJIsl BUBOAY iH(poOpMarii

Ha pucynky 2 mons «QuestPrefaby, «SubQuestPrefab» ta «SubGroupQuestPrefab» 1e
3a3/1aJIeri/ib HaJIalITOBaH1 Bi3yaJlbHO KOMIIOHEHTH U1 BUBOAY 1H(QOpMAIIil TPO KOHKPETHE 3aBJAAHHS
Ta rpymny 3aBJaHb.

BUCHOBKHA

VY cydacHOMy CBIiTi, JOTIOBHEHA Ta BIpTyajbHa PEalibHICTh BCE CTPIMKIIIE PO3BUBAIOTHCS Ta
OXOILTIOIOTh BCE OLIBIINY KUIBKICTh C(pep HAIIOTO KUTTS. 3 PO3BUTKOM TEXHOJIOT1H, 3pOCTaE 1HTEpEC
1010 X BUKOPUCTAHHS Y OBCSAK/IEHHOCT1, HAaBYaHH1 Ta IPOMHCIOBOCTI.

Amnani3z nyOmikamiii mokasaB, 110 BUKOPUCTaHHS HaBuaidbHUX cucteM 3 VR ab6o AR €
e(pEeKTUBHUM pILIEHHSAM JUIs BUKOPUCTaHHS B 3aKJIajJax BHUINOI Ta cremiaibHoi ocitu. lle
MOSICHIOETHCS TUM, 1[0 BUKOPHUCTaHHS TEXHOJIOTIH JONMOBHEHOI Ta BipTyallbHOI PEaTbHOCTI, 3aBIISKA
eeKTy NMPUCYTHOCTI Ta €(peKTy 3aHypeHHs B OTOUEHHS, JO3BOJISE JOCATTH OLIBIIUX PE3yNIbTaTiB Y
HaBYaHHI. AJle BIPOBAXKEHHS BIPTYallbHOI pealbHOCTI Y CUCTEMU HaBYaHHS MOTpedye po3poOKH
KOHTPOJIIOIOYMX 3ac00iB, 110 3a0e3MedaTh YiTKOro JOTPUMaHHs 3100yBayeM OCBITH METOOJIOTI]
HABYAJHHOTO TPOIECY Ta BUKOHAHHS 3700yBadeM ITOCTABJICHHWX 3aBlaHb y IOCIIIOBHOCTI, IO
3aJ]aHa MpaBUJIaMH BUKOHAHHS po0iT. Tomy Oyi10 po3po06IieHo MiAccTeMY KOHTPOIIIO MTOCIIiJIOBHOCTI
Il KOpUCTyBauya JUisl MPUCKOPEHHS pO3pOOKM HaBUaJbHUX MOIYINiB B ceperoBuill Unity Ta
aBTOMAaTH3allii KOHTPOJIIO 3a AisiMU 3700yBava. Po3po0ieHa mijcucreMa TakoK HaJa€e MOXIIUBICTh
MEePEeIUBIATUCS pPE3yJbTaTH BHUKOHAHHA 3aBJaHHA 3/100yBaueM 13 OOKy BIIOBHOBaXXEHHMX OCi0
(BUKJIaZauiB, 1HCTPYKTOPIB, TOIIO). 3acTOCYBaHHsS IiJICHCTEMHU Ha NPAKTUI [OKa3auo, IO
(GyHKIIOHAJ MpaIloe B MOBHOMY OOCS31, TAKOXX Y BHCOKOHABAaHTa)KEHHUX CHUCTEMax 13 BEJIUKOIO
KUTBKICTIO 3aBAaHb. Lle 103BOMUTE BUKOPUCTATH PO3pOOIICHY MiICUCTEMH Y BEIMKUX MPOEKTaX.
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Piatykop O., Reshetnykov A., Aloshyn S.

SUBSYSTEM OF USER ACTION SEQUENCE CONTROL FOR EDUCATIONAL
SYSTEM WITH VIRTUAL REALITY

Virtual reality allows you to reproduce in a digital three-dimensional environment a variety of
processes and human interaction with them. Therefore, virtual reality technologies are actively being
introduced into educational systems. Thanks to this, it becomes possible to safely and unlimitedly
repeat exercises to master practical skills. But for the effective use of training systems with virtual
reality, they must have a component that controls the correctness of the tasks performed by the user
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and the correct sequence of actions. The work is devoted to the processes of creating, editing,
displaying, saving and monitoring the execution of chains of sequential user actions in a training
system with virtual reality. The paper considers an analysis of recent studies and publications, which
confirmed the feasibility of using virtual reality in education. It has been determined that a common
software tool for developing virtual reality is the Unity cross-platform development environment.
Therefore, the goal of the work is to create a subsystem for the Unity environment with the ability to
integrate with libraries for VR development, automating control over user actions during training,
as well as storing data on the passage of training scenarios for further control. The description of the
main developed classes of the subsystem is presented. The howls of users of the subsystem and the
general content of its functioning are described. A list of data model entities has been defined to store
information about the state of task completion. The composition of the modules of the subsystem for
monitoring the sequence of user actions is proposed. Describes the process of setting up a subsystem
for use. The advantages of the developed subsystem include: failure resistance, ease of use and wide
functionality, as well as the ability to work on any platform supported by the Unity development
environment.
Keywords: virtual reality, Unity, VR, learning system, action control
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