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AHHOTALMSA

Tema nuniaoMHON pabOThL: «AHAIHM3 U UCCIIEAOBAHUE 00JIACTH BUPTYAJIbHON pPEeaIbHOCTUY. ABTOD
JTAHHOW AUIUIOMHOUN paboTh siBisiercst Jisumna Ceprei.

O0BEM aumuIoMHON paboThl coctaBisieT /0 cTpaHUIl, Ha KOTOPBIX pa3MenieHo 60 PUCYHKOB U 2
tabnuupl. [Ipy HanKMcaHuu AUIIIOMA UCHOIB30BANIOCh 14 HCTOYHUKOB.

B aunnomuyto paboTy BXOAUT BBeJIEHHE, TPU TJIaBbl M HTOTOBOE 3aKJIIOUEHHE K padoTe.

Bo BBeneHum pacckasblBaeTCs MCTOPHS OOJIACTH, BO3MOXKHOE OOOpYZOBAaHHE M CPEICTBA
BOCIpOU3Be/IeHUS, GOPMYIUPYETCs] KOHEUHAs 3aj1aya.

B nepBoii rmaBe ucciey0TCs CyIIECTBYIOINE BEPCUHU BUPTYaJIbHON PEAIBHOCTH U UX PA3IHYHUSL.
Taxxe paccmMaTpuBaeTCcsi HECKOJIBKO BUJIOB YCTPOICTB BOCIIPOU3BEACHUS BUPTYaIbHOW PEAILHOCTH.

Bo BTOpoOii rnaBe co3qal0TCs JEMOHCTPALIMOHHBIE MTPOEKTHI B Cpelax pa3pabOTKU UId UTP U UX
cpaBHeHUe. B xadecTBe mpoekTa JUisi AEMOHCTpaluMU ObLT BHIOpAH OJMH U3 KOPILYCOB YHHUBEPCHUTETA, a
TaKXe ero JIOMOJIHUTENIBHOE 3/1aHHE.

Tperpss Try1aBa COCTOMT W3 CpPAaBHEHUS pPAa3IMYHBIX YCTPOWCTB BOCIPOM3BENIEHUS U CPEN
pa3paboTKu, 1Mo 3apaHee OTOOPAHHBIM KPUTEPHSM, B BHJIE TAOJHUIBL, a 3aT€M apryMEHTAIUs KaKI0To
IIyHKTa B TEKCTOBOM (popmarte.

3akifoueHre TIOCBSIEHO OCHOBHBIM BBIBOJAM IO TMpOJEIaHHON pabore. B 3akmoueHUu
MOJIBEICHBI UTOTU PabOThI, a TaK)Ke MPEACTABICHBI PE3yNbTaThl PadOThl. MITOroM 3aKiITIOUEHUs CITY)KUT

NEPCUUCIICHUC ITOJTYUCHHBIX HABBIKOB 1 3HAHUH B nmponecce pa6OTI)I Haa AUIIJIOMHBIM ITPOCKTOM.

KnroueBple cioBa: BUPTYyaJIbHAasA pPCaJIbHOCTH, JOIIOJHUTCIIbHAA PCAJIbHOCTD, MOOUJIbHEIC

YCTpPOICTBA, EPCOHANBHBIN KOMIIBIOTEP, MOOUIIbHBIE TIPUIIOKEHUS, UTPBI, CPeia pa3pabOTKU.



Adnotarea

Tema tezei de masterat: ”Analiza si cercetarea domeniului realitatii virtuale”.

Volumul tezei este de 70 de pagini, care contin 60 imagini si 2 tabele. La scrierea tezei au fost
folosite 14 surse.

Teza include o introducere, trei capitole si o concluzie finala a lucrérii.

Introducerea spune istoria domeniului, posibilul echipament si mijloace de reproducere, este
formulata sarcina finala.

Primul capitol examineazad versiunile existente ale realitatii virtuale si diferentele dintre ele. De
asemenea, sunt luate in considerare cateva tipuri de dispozitive de redare a realitatii virtuale.

Al doilea capitol creeaza proiecte demonstrative in medii de dezvoltare pentru jocuri si
compararea acestora. Ca proiect pentru demonstratie, a fost aleasd una dintre cladirile universitatii,
precum si cladirea acesteia..

Capitolul al treilea constd in compararea diferitelor dispozitive de redare si medii de dezvoltare, in
functie de criterii preselectate, sub forma unui tabel, si apoi argumentarea fiecarui element in format text.

Concluzia este dedicata principalelor ipoteze ale lucririi. In concluzie, sunt rezumate si prezentate
rezultatele lucririi. In concluzie, rezultatul lucrului asupra tezei este transferul abilititilor si cunostintelor

dobandite in procesul de cercetare asupra proiectului de teza.

Cuvinte-cheie: realitatea virtuala, realitatea suplimentara, dispozitivele mobile, calculatorul

personal, aplicatiile mobile, jocurile, mediul de dezvoltare.



Annotation

The theme of the master project is: “Analysis and research of the domain of virtual reality”.

The volume of the thesis is 70 pages, which contain 60 figures and 2 tables. In the process of
writing master was used 14 sources.

The introduction tells the history of the domain, the possible equipment and means of
reproduction, the final task is formulated.

The first chapter examines existing versions of virtual reality and their differences. Also
considered are several types of virtual reality playback devices.

The second chapter creates demonstration projects in development environments for games and
their comparison. As a project for the demonstration, one of the university buildings was chosen, as well
as its additional building.

The third chapter consists of a comparison of various playback devices and development
environments, according to preselected criteria, in the form of a table, and then the argumentation of each
item in text format.

The conclusion is devoted to the main conclusions of the done work. In conclusion, the results of
the work are summarized, and presented. The result of the conclusion is the transfer of the acquired skills

and knowledge in the process of working on the thesis project.

Key words: virtual reality, additional reality, mobile devices, personal computer, mobile

applications, games, development environment.
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