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ABTOMATHU3MPOBAHHBIMA MOAXO/ ISl CO3TAHUS
MHOI'0II0J1b30BaTEJIbCKUX TPEHAKEPOB
B BUPTYaJbHOM peajibHOCTH

B.B. Kyrypakosat!

1 Buicwas wikona uH)opmMayuoHHbIX MeXHON02Ull U UHMELLEKMY ANbHbIX CUCTHEM
Kazanckozo (Ilpusonsccrkoeo) gpedepanvrozo ynusepcumema

AHHOTaNuA. AKTUBHOE TOBCEMECTHOE UCIIOJIb30BAHUE BUPTYAIbHON peaTbHOCTH
B o0pa3oBaHMM TpeOyeT aBTOMATU3UPOBAHHOTO pELIEHUS JUIS  CO3JaHus
BUPTYAIbHBIX TPEHAXKEPOB IO BCEM O0JNACTAM 3HAHWUN, HEKOTOPBIE TOIXOJIbI
KOTOpPOro0 JEMOHCTPUPYIOTCS B JTOW CTaThe. BupTyanbHble TpeHAXEPH IO
IpeIMETHOW 00JacTH JOJDKHBI pa3padaThiBaTbCs TBOPUECKOW TPYIION, KOTOpas
BKJIIOYaeT B ce0s kpome [T-cmenuaaucToB KOHCYJIBTAaHTOB IO KOHKPETHOM
MpeIMETHOW 00JIacTH, HE UMEIONMX crenuanbHbix [T-3HaHMIA, HO BBITOTHSIOUINX
AKTHUBHYIO POJIb JIJIsl HHTEPAKTUBHOTO OMMCAaHUs 00yJaroleil BUPTyalbHOM cpeabl.

KiroueBble ciioBa: BHpTyalbHasi pealibHOCTb, BHUPTYAIbHBIM TpEHaXep,
MHOTOITIOJTB30BaTEIBLCKUN PEKUM, HATYpPaIbHBIA TIOJb30BATEIbCKUN HMHTEp(dEic,
UMMEPCUBHOCTB, OnoOHeiipocurnai, multiplayer, Virtual Reality, VR, training, smart
classes, E-learning, immersivity, NUI.

An automated approach for creating multiplayer
simulators in virtual reality

V.V. Kugurakova?

1 Higher School of information technologies and intellectual systems
of Kazan federal university

Abstract. The active universal use of virtual reality in education requires an
automated solution for creating virtual simulators in all fields of knowledge, some of
which are demonstrated in this article. Virtual simulators on the subject domain
should be developed by a creative group that includes (in addition to IT-specialists)
consultants in a specific subject area who do not have special IT-knowledge, but who
are active in the interactive description of the virtual environment.

Keywords: virtual reality, virtual simulator, multiplayer mode, natural user
interface, immersion, bio-neural signal, multiplayer, VR, training, smart classes, E-
learning, immersivity, NUI.
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BBenenue

Bupryansnas peasibHOCTh (VR) sBIISIETCS ceiluac OHUM U3 OCHOBHBIX TPEHAOB
dbopmupoBanus Smart University u MacT-x3B HOBBIX 00ydYaromux moaxomos [1],
oOecrnieunBasi HIMMEPCUBHYIO MHTEPAKTUBHYIO 00YYarolIyl0 Cpeay, KOTOPYIO MOXHO
HACBITUThH JIFOOBIM 00pa30BaTEIbHBIM KOHTEHTOM, NPUMEHsS, B TOM 4YHCIE, |
pa3zHooOpa3HbIe HAPPATHBHBIE CIIOCOOBI BOBJICUEHHUS, 00CCIICUMBAIOIINE JOCTHKCHUE
OompIriero oopazoBatebHOTO dhPekra. B TpaauIMOHHBIX MOAX0AaX K O0yUYEeHHIO “B
Kjacce” €CTb MHOI0 Kak MeJarormyeckux, TaK M YUCTO SKOHOMHYECKHX
HEJOCTaTKOB. BupTyanbHbIe YHHMBEPCHUTETHI — 3TO JIOTUYHOE W SKOHOMHYHOE
penieHue 3Tux HegocTatkoB. “TekcToBas spa” XIX Beka, cMeHHIach HU(PPOBOI Ipoit
XX Beka, a XXI-bIif — OTKpBIBACT 3py BUPTyaIu3auu, korna e-learning mossomser
JIOASM YUUTHCSA B JII000O€ BpeMs, B JIFOOOM MeECTE, C TOJHBIM TOTPYKCHHEM H
oOpaTHOM CBsI3bI0 B SMart-xkjmaccax — OJHOW U3 METOIOJIOTHH 3JIEKTPOHHOTO
oOyueHusi. C yBEpEHHOCTbIO MOXXHO YTBEpP)KIaTbh, 4TO OyIylIee 3JIEKTPOHHOIO
oOydeHusi OyJeT Mpe/CTaBIATh CO00M MMMEPCUBHYIO BUPTYaJIbHYIO PEATbHOCTh W
CMEILIAHHYIO PEAIbHOCTH [2].

Urto o0ycnaBiuMBaeT Takyl poOJib BUPTYaJbHOM pEANbHOCTH B OyIylIeMm
oOpazoBarenbHbIX TexHoJorui? VR obecrneunBaeT MOCTYNl K HOBBIM ¢dopMaM U
METO/JIaM  BHU3yallM3allid, ONUPasCh HAa CWIbHBIE CTOPOHBI  BHU3YyalIbHBIX
MIPE/ICTABJICHUM, OTKPBIBAs aJIbTEPHATUBHBIC MOAXO/bI IJIs1 PE3CHTAIMU MaTepuaa.
VR Takke moxeT Ooiee TOYHO, YeM JPYTUMH Croco0aMu, MPOMILTIOCTPUPOBATH
HEKOTOphle (YHKIMKU U TPOIECCHI, TMO3BOJSAS MPOBOAUTH KPYIMHOMACIITaOHOE
uccaenoBanre 00OBeKTa, HAOMIOIEHHE C OOJBIIOTO0 PACCTOSHUS, HAOMIOICHHUE W
HCCIIeIOBaHe 00IacTell U COOBITHI, KOTOPbIE HEAOCTYIHBI APYTUMHU CIIOCO0AMH — U
TakuM 00pa3oM CTUpaTh TPaHU, PaA3JEISIONINE PEaTbHBII MHUP U UYEJIOBEUECKOE
BooOpakeHne; VR moompser akTUBHOE ydacTUe CTYACHTAa, MOTHUBHPYET
COTPYJIHHYECTBO, OOECIEUYEHHE COIMAIbHONW aTMoc(epbl, OTPUIIAET MACCHUBHOCTD,
IIPEIOCTaBIISET BCEM PaBHbIE BO3MOKHOCTH.

[loTenumanbHbie MpeuMyllecTBa HcHoib30oBaHus VR B oOpa3oBaHuu:
BU3YyaJdu3allksl M  OBEIIECTBICHUE, aJIbTEPHATHUBHBIM METOJ MPEICTABICHUS
MaTepuaia; oOy4eHHe B YCJIOBHUSX, KOTOPbIE HEBO3MOXKHO WJIU TPY/IHO HCIBITATh B
pealbHOM JKM3HU; TIOBBIIIEHHME MOTHUBAIlMU; HABBIKM pabOThl B KOMAaHJE
(collaboration); mnpucnoco0IseMOCTh, Mpeajaraminas BO3MOXHOCTb OOyUYeHHS,
aJIaAITUPOBAHHOTO K XapaKTepUCTUKaM M MOTPEOHOCTSAM CTYACHTA; pa3BEpPHYTHIC
OLICHKH BOBJICYEHHOCTH B IIpoliecc OOy4YeHHus, HM3-3a JIETKOITO MOHUTOpPUHTA B

BUPTYaJIbHOU cpeae  peakuuu CTYJICHTA, BKJIKOYAst VHTEPIIPETALNIO
OMOHENPOCUTHAJIOB HAa pa3jMyYHbIe pa3Apa)KUTeNld, CMEHbl 30H BHHUMAaHUA, pEaKIUi
HAa [UKIMYECKHE COOBITUS U aCCOLMATUBHBIM moabop wuHpoOpmanmuu — B

UCIIOJb30BaHUU PA3JIUYHBIX HAPPATUBHBIX TEXHUK U UTPOBBIX MeXaHUK. OcCHalleHue
CHUCTEM BHUPTYaJbHOIO OKPYKEHUs pPa3IMYHBIMU COBPEMEHHBIMU YCTPONCTBAMHU
MO3BOJISIET CO3/1aBaTh TPEHAXKEPHl C OOJIBIIMM KOIDPUIIMEHTOM HUMMEPCUBHOCTH.
MunucTepcTBO 00pazoBanus U Hayku Poccuiickoit deaeparuu MogdepKuBaio B
2015 romy, yto “B cOCTaB MPOTpaMMHO-aNNapaTHBIX KOMILIEKCOB JOJKHO OBITh
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BKJIFOUEHO ... MpPOrpaMMHOE oOecredeHne, HEe0OXOIWMOE MJii OCYIIECTBICHHUS
0o0pa3oBaTeIBLHOIO Mpoliecca”, BKIHOYAsS “UHTEPAKTUBHBIC CPENbl, BUPTyaJIbHbIC
nabopaTopud W ..., TBOPYECKHE BHUPTyalbHbIE CpEAbl...”, TOBOpPS HWHA4Ye -—
BUPTYyaJIbHAsI PEANbHOCTh JIOJDKHA CTaTh HEOTHEMJIEMOM 4acTbhi0 0Opa30BaTEIBLHOIO

mporiecca.

1. BuprtyajabHble TPeHaKePHI

Celiuac Bpsan 1M Hainércs obnacT, rae eume HeT MPUMEPOB HCIIOIb30BAHMS
Pa3HOOOpA3HBIX TPEHAKEPHBIX CUCTEM C UCIIOJIb30BAHUEM BUPTYaJIbHON PEaIbHOCTH,
MpeAHa3HAYEHHBIX [JI1 OOy4YeHUsT HaBbIKAM YOpPaBICHUS W M3YyYEHUS Kak
rPOXKJAHCKOM, Tak W BOEHHOM TEXHHWKH, MPOBEICHHUS MaJIOMHBA3UBHBIX
JIAIIAPOCKONMYECKUX ' UM MHBA3UBHBIX XMPYPTMYECKHMX OIEPALUii, IS OTpadOTKH
MPAKTUYECKUX HABBIKOB BpaueOHBIMU MHCTPYMEHTAMU y CTOMATOJIOIOB, TPEHAKEPHI
[0 TPEHUPOBKE OpUragbl CKOPOM IMOMOINM, IS YIPABJICHHUS Pa3HOOOpa3HBIMU
TEXHOJIOTHUECKUMH TPOIECCaMH, BKIIIOUAs COBMECTHYIO pabOTy B KOJUIEKTHBE [3],
HampuMmep, OOy4YeHHe OKHUMaked CyI0B pbIOONPOMBICIOBOrO (hiioTa, TyLICHHE
noxapoB  [4], oOcmyxuBaHWE  KEJIE3HOMOPOXKHBIX  cTaHuuid.  Hampumep,
MHOTOIOJIB30BaTENbCKU VR-TpeHaxkep »skumaken cyomapud [5] cosman yis
OTpabOTKU NEUCTBUN BO BHEUITATHBIX CUTyalUsiX O€3 MOJBEpraHusi pUCKy >KU3HEU
skunaxka. B mupe cymectByer Oosee 600 KoMIMaHwii, UMEIOMIUX OTHOIICHHE K
pa3paboTKe ¥ MPOU3BOJICTBY TPEHAKEPHBIX CUCTEM.

Puc. 1. buorexnonoruveckas 1abopaTopusi B BUPTYaJIbHON peaibHOCTH —
C BJIEMEHTaMH reiiMU(pUKaLnU U 3BYKOBBIM OKPYKEHUEM

1 o
Jlanmapockonusi — COBPEMEHHBIH METOA XUPYPTUH, B KOTOPOM ONEPALNH Ha BHYTPEHHHUX OpPraHaX MPOBOAST
yepe3 HeOospmme (00braHo 0,5—1,5 cM) oTBepcTHs, B TO BpeMs Kak INpH TPaJULMOHHON XHMPYpruum TpedyroTcs
OoublIKe pa3pessbl.
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Ha ocHoBe coOcTBeHHOTO 0OJIE€ paHHET0 aBTOHOMHOTO pemieHus [6-9], B
Kazanckom ¢enepaibHoM yHHUBEpcUTETE ObLI pa3paboTaH OHOTEXHOJOTHMYECKHIM
TPEHAXKEp, MCIHOJB3YIOIINN BUPTYAJIbHYK) pEAIBbHOCTh, C BBICOKOW CTEIEHbIO
MMMEPCUBHOCTU (CM. puc. 1). DTO perieHue moMorio pa3padoTaTh YHUBEPCATbHYIO
ABTOMATU3UPOBAHHYKD  CHCTEMY  CO3JaHUS  HUMMEDPCHBHBIX  TPEHAXEpPOB  C
MCIIOJIb30BAaHUEM BUPTYAJIbHOW PEaIbHOCTH MO JIF000M peIMeTHON 00J1acTH.

B kauecTBe cpelbl pa3paOOTKU BHIOpaH MOMYJSIPHBIA UTPoBOM ABMKOK Unity.
B pa3paboTke BupTyanpbHOro TpeHakepa ydacTBYOT Kak I[T-paspaborumku
(mporpammuct, 3D-monemnep, cayHA-au3aiiHEp W T.A.), TaK U HE HUMEIOIIUE
cneruaibHOM [T-MoAroTOBKM KOHCYJIBTAHTHI TIO MPEIMETHON 00J1acTH, 11l PabOThI
KOTOpPBIX pa3paboTaH CHEIUAIbHBIA WHCTPYMEHT — KOHCTPYKTOpP CIICHApHEB,
MO3BOJISIONIUNA BU3YaJIbHO TPOEKTHPOBATH TMOBEJACHUE BUPTYaJIbHBIX OOBEKTOB B
3aBUCUMOCTH OT JICMICTBUH IOJIb30BATEIIS.

KOHCTpyKTOR

MHTEpPAKTMBHLIA padm4eckri
MOy MOAYNE

CueHa
clieHapuen

Cosganune
OKpYMEeHUA

JfoBaBneHne MHTEPAKTMBHLIX KOMNOHEHTOR OGLEKTAM )
CozfjaHme

COGLITUA
C MHTEPAKTMBHLIMK

oBbeKTaMu
MHTEPaKTUBHLIE OGLEKTLI

HacTpoika
KOMMNOHEHTOB
VR

Lo6aeneHue cueHapua

Hanonueuwe
CLEHapua

CueHapwii

MpoBepka AeiicTBuii cueHapua

Boaspar peaynerara

3anpoc Ha BU3YAnU3Iaunio cUeHapna
CozgaHue
8]
cleHapus

) Bosepar rpaddMueckoro npeacTasneHma cueHapmua

X

Puc. 2. /Imarpamma nociaeaoBaTesIbHOCTH IPOLEcca CO30aHus
BUPTYAJIIBHOI'O TPEHAXEPa
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BzauMopelicTBe KOMIIOHEHTOB CHCTEMBI B XOJI€ CO3JAHHS TPEHaXkEpa Mo
KOHKPETHOM MpeaMEeTHOM 00J1acTH (B TEpMHUHAX TeimieBaZ BECh LMKI pa3pabOTKu
0OBIYHO HA3BIBAIOT MaWIUIAMH3) TUMHU CIENHATUCTaMU MOXHO H300pa3uth UML-
TMarpaMMoM Moce0BaTeILHOCTH (CM. pHC. 2).

2. MHOromnoJib30BaTe/ibCKUil pexum

Kak BaxxHO€ CBOWCTBO TpeHaXEPOB BUPTYaIbHOW PEANbHOCTH BBINIE OblLiIa
OTMEYEHa BO3MOXHOCTh OTpabOTKM paboTbl B KomaHae. [lng peanusanuu
MHOTOTIOJIB30BATCIbCKOIO  PEKMMa HCIOJIb3yeTcs:  Oubiauoreka Photon  Unity
Networking.

['maBHBI KOMIOHEHT ceTeBoro pexkuma 3to — NetworkManager, oH cofepKut
B ce0e HECKOJbKO HACTPOEK: BEPCHUsl MPUIOKEHHUS, KOJIWYECTBO JIOJEH B
CO37]aBa€MOM BUPTYaJIbHOM KOMHATE, BUIMMOCTb €€ Il APYTHUX MOJb30BaTENeH,
OBICTPOTA MepeAaun MaKeTOB CEPBEPY U JIUMUT Ha MOAKIIOYEHUS.

B naHHOM KOMITOHEHTE COJIEp)KaTCs METOJbl, KOTOphIe 00eCeunBalOT paboTy
KJIMEHTA U CepBepa B LEJIOM: 1) Ul MOAKIIFOUEHHSI KJIMEHTA K CEPBEPY UCIOJIb3YETCS
meroa OnConnectedToMaster; 2) s MOAKIIOYEHHUS TOJB30BATENI UCIOJIB3YETCS
meron JoinRandomRoom, ecnu mojkitouYeHHE MPOUCXOTUT YCHEIIHO, TO JUIs
KJIMEHTa CO3JaeTcs €ro aBarap U J00aBIISAIOTCS KOMIIOHEHTHI YIpPaBJICHUS, WHAYe
BBI3BIBAETCS METOJ| CO3aHMS OTAEIbHON KOMHATBHI.

be3ycioBHO, Qu3nyeckoe MECTOINOJIOKEHUE U MPOU3BOAUTEIBHOCTh CEpBEpa
MOTYT 3HAQYUTEIBHO BIMATH Ha “UrpabeIbHOCTH” 3aMyIIEHHOTO TpEeHaxkEpa.
KiineHThl, pacnoyioKeHHble Ha APYrOM KOHTHHEHTE OTHOCHUTEIBHO CEpBEpa, MOTYT
CTOJIKHYTbCS CO 3HAUUTENbHBIM 3ama3fblBAaHUEM. OTO (PU3NYECKOE OrpaHUYCHHE
MHTEpPHETAa U E€JUHCTBEHHBIM pEaJbHBbIM PEIICHUEM MOXKET OBITh pacnpeeeHUe
CEPBEPOB B TOUKAX, MAKCUMAJIbHO MPUOIMKEHHBIX K KJIMEHTaM, KOTOpbIe OyIyT UX
MCIIOJIb30BaTh, WM 110 KpaliHEH Mepe, pacloioKEHUE UX Ha TOM )K€ KOHTHHEHTE.

3. HatypajibHblii 10J1b30BaTeILCKUI HHTEpdeiic

[lonb3oBarenbckuit  wHTEp(dEc  ABIAETCA  MPOMEKYTOUYHBIM  CIIOEM,
oOecrieunBarOMM  OOMEH WHGPOpMANMEH MEXKITy MAIIUHONW W YEIOBEKOM.
TexHnonoruss VR MO3BOJISET YENOBEKY B3aMMOJICVCTBOBATh C MAIIMHOW C HOBBIMH,
paHee He wucHoiab3yemMbiMu Metoaamu. [lostomy VR wumeer pa3sHo0Opa3HBIif
MOJIb30BATEIBCKUN HMHTEPQPEIC MM €ro BO3MOXHYIO XapaKTEPUCTHKY WM IIEIIbIi
PO TEXHOJIOTHI, KOTOpbIE MOTYT MCHOJB30BaThcsi B HHTepdeiice. Heobxomumo
ONpEAEIUTh HOBBIM TUN  MOJb30BATEIbCKUX  HMHTEP(EHCOB:  €CTECTBEHHBIN
nosb3oBaTenbckuid uatepderic (NUI). B HacTosiiee Bpemsi Mbl IEPEXOUM K 3I0XE

2
Ieiimues (amrm. gamedev) — cokp. Game Development, wim mporecc paspaGotku urp. OGydaromiue
MPWIOKCHUS BHPTYAILHOW PEAbHOCTH, KCIONB3YIOIIUE TeHMU(DUKAIMIO, WIPOBBIC MEXAaHUKH, HApPATUBHBIC
METOJIMKH, OaJJaHCHBIC METPHKH, OIICHKH BOBJICUCHHOCTH U T.J. 0ECCIIOPHO CTOUT OTHECTH K 00JIACTH pa3pabOTKU UTrp.

3 an T . N
Maitruraiia (anrn. pipeling) — kouBeiiep, B pa3pa0oTKe MPOrpaMMHOIO OOECIIEYEHHsT 3TO — IMOJHBIA LUK
IpoIiecca MPOU3BOACTBA IPUIIOKCHHUSL.
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NUI, xotopast UCIONB3yEeT €CTECTBEHHBIE KECThI M TOJIOC IOJB30BATENSl — U 3TO
IPOUCXOJUT €IIE B TO BpPEMS, KaK BE3JE €LIE LIUPOKO HCIOJIb3YETCS! MPUBBIYHBIN
rpaduueckuit uaTepdeiic. [Ipumepsr NUI BKiIFO4aIOT 10IB30BaTEIBCKUN HHTEpPEIC
Ha OCHOBE JKECTOB C MCITOJIb30BAHUEM BOJIOKOH, MAarHUTHBIX JTATYUKOB M MEPYATOK
nanabix  [10].  Ilomws3oBaTenbckuii  uHTEepdeiic, HCMOAB3YIOMMN (puznueckue
YCTPOMCTBA, TOUHO PACIIO3HAET MKECThI MOJIb30BATENs, HO KOHKPETHOE (pru3myeckoe
YCTPOMCTBO NOJKHO OBITh TNPHUKPEIJIEHO K TMoJib3oBaTento. JIpyrum mnpumepom
SIBJISICTCSI TIOJIb30BATENbCKUI HHTEPGENC, OCHOBAHHBIN Ha TOJIOCE, KOTOPBIN SIBIISICTCS
CaMbIM YHHUBEPCAJIbHBIM U MPOCTBIM CIIOCOOOM OOIIEHUS MEXAY JIOAbMH, YTO
OCOOEHHO JIOTMYHO HCIOJB30BaTh, €CIU pedyb HAET O MHOTOMNOJIb30BaTEIbCKOM
pexuMe I 0TPaOOTKU pabOThI B KOMaH/IE.

C pa3BUTHEM HOBBIX TaKTWIBHBIX YCTpoHCTB cdepsl mnpumenenus NUI
yBenuuuBarotcs. Llenb ectecTBeHHON mapagurMbl COCTOUT B TOM, YTOOBI yCTPaHUTh
Oapbepbl U NPEAJIOKUTh CTUJIb B3aUMOACHCTBUS, 00sIee MOX0XKUN Ha UCIIONIb3YEeMbIi
B peaJbHOM MHUpPE; YI0OCTBO KCHOJB30BAHMUS JKECTOB MOMKET OOECIEUHTh
MPUBJIEKATEIBHYIO U €CTECTBEHHYIO aibTepHatuBy [11]. TakTunpHas oOpaTHast CBA3b
[12] MOXET 3HA4YUTENIbHO TMOBBICUTH PEATUCTUYHOCTh MPU B3AUMOJECUCTBUU C
BUPTYaJIbHBIMU OObEKTaMU B BUPTYAJIbHOM CpeJie.

Kak omHO W3 pemeHud JOCTMKEHHST HWMMEPCUBHOCTA BUPTYAJIBHBIX
TpeHaxEpoB [13] sBisieTcs MCNONBb30BaHUWE HATYPAJIbHOrO HHTEp(eiica, a UMEHHO
rOJIOCOBBIX KOMaHJ, W IepYaToK C OOpaTHOM CBS3BIO [JII TAKTHJIbHBIX
B3aUMOJICUCTBUI C BUPTYaTIbHBIMH OOBEKTAMHU.

4. 3akioyeHnue

OnucanHbIN ABTOMAaTHU3UPOBAHHBIN OJIX0J TS CO3JlaHUs
MHOT'OT0JIb30BaTEIbCKUX 00yUYarOIUX TPEHAXKEPOB C UCMOIB30BaHUEM BUPTYaIbHOMN
pearbHOCTH TIO3BOJISIET BKJIIOYATh B KOMaHJy pa3pabOTuyukoB HE ToOibko [T-
cunenuanuctoB (3D-MomemiepoB, cayHI-IH3aHEPOB, CO3MAMOIINX HMMEPCHBHOE
BUPTYAJIbHOE OKPY)KEHHE, M MPOrpaMMHCTOB, ONHUCHIBAIOIINX HWHTEPAKTUBHOE
B3aUMOJICHCTBHE OOBEKTOB BHUPTYaJbHOIO MHpA), HO W KOHCYJIHTAaHTOB IIO
KOHKPETHOM TMpeaMeTHOW 00JlacTH, HEe HMMEIOIMMX chenuanbHbix IT-3HaHuii, HO
BBITIOJTHSIOIIMX AaKTUBHYIO POJb IS MHTEPAKTHBHOI'O OMHMCAHUS OOydYarole
BUPTYyaJIbHON cpefbl (a HE MAaCCHUBHYIO POJIb — JIMIINbL IO IOCTAHOBKE 3aJ]1auu).
MHOronoJyib30BaTeIbCKUN PEKUM 3HAYUTEIBLHO paciupseT cdepbl MPUMEHEHUS
oOyyaromux TPEHAKEPOB, Uil TOBBIIICHUS HMMMEPCUBHOCTH  HCIHOJIB3YIOTCS
AJIEMEHTBl HATYPAIBHBIX  IOJIH30BATEIBCKUX HWHTEPHEHCOB, a M  OIEHKH
MMMEPCHUBHOCTH M BOBJICYCHHOCTH CTYJICHTA B MPOIECC 00yUEHUS — WHTEPIPETAIIHS
OMOHEHPOCUTHAJIOB, OCHOBaHHAs Ha KybOe amonmii JIEBxeiima [14; 15].

PaboTa BbINONHEHA 3a CUET CPEIACTB CyOcuauu, BbiueieHHOW KazaHckomy
benepaibHOMY YHUBEPCUTETY JUISL BHITIOJHCHUS TOCYIaPCTBEHHOTO 3a/1aHus B chepe
HAy4YHOW JesTebHOCTH, TpoekT PITN18-122 (0211/02.11.10122.001).
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