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PE®EPAT

Jlunimomuas pabota: 64 crpanuiipl, 28 pucynkos, 1 Tadnuna, 1 npunoxenue,
35 UCTOYHHKOB.

BUPTYAJIbHAS1 PEAJIBHOCTDL; BU3YAJIM3ALMSA JJAHHBIX;
BUPTYAJIbBHOE OKPYXEHUE; CTATUCTUYECKHUE JIAHHBIE;
I'PAMMATHUKA T'PAOUKMN.

Obvexm ucciedosanus - TEOPUS W METOJbl BHU3yaju3allud JIaHHBIX,
BO3MOXXHOCTH CHCTEM BHUPTyaJIbHOM pealbHOCTH, pa3paboTka mporpaMMm B
BUPTYaJIbHON PEATBHOCTH.

Llenv pabomul - IPOCKTUPOBAHUE CHCTEMBl BUPTYaJTbHON pPEATLHOCTH JIJIS

I/IHTepaKTHBHOﬁ BU3YyAJIN3alluH JaHHBIX.

JUis [OCTHKEHUs LeNu JUIUIOMHOM paboThl pacCMOTpEeHa TIpaMMaTHKa
rpauKy ¥ IpUMEHEHA B MPAKTUYECKOM YaCTH IUILIOMA, TAKKE U3yUYEHBI U YUTCHBI
HIOAHCBHl TMPOrpaMMHOro oOecrieueHus: g oOecredeHus: paboToCnOCOOHOCTH
NPUWIOKEHUST HA JII0OOM ycTpoiicTBe. B pabore mpeioxkeHa KOHLUENLIHS MOJAEIN
IIPE/ICTABIICHNS JTaHHBIX B BHUPTYaJbHON peasibHOCTU. Ha OCHOBE NMpOBENEHHOTrO
aHaJIM3a CO3JJaHO BUPTYAJIbHOE OKPYKEHHUE C MOAIEPKKON B3aUMOICHCTBUS OUYKOB
BUpTyasibHOM peanbHOoCcTH Oculus Rift u manunynsaropo Oculus touch, a Takxke
peanu30BaHbl MPEAJIOKEHHbIE KOHLETIIMA MHTEPAKTUBHON BU3YaJIU3alMKU JAHHBIX
B BUPTYJIbHOW PEAJIbHOCTH.

Marepuanbl  paboThl  OMyOJMKOBAaHBI B COOpPHHMKaX  MaTepuasoB
MEXIyHApOaHOW Hay4yHou KoH(pepeHuu «HbDOpManmoHHbIe TEXHOJIOTUU U
cuctempl 2019 (UTC 2019)» u 76-0if HaydyHOM KOH(EPEHLUUHU CTYAEHTOB M

acnupanToB benopycckoro rocy1apcTBEHHOIO YHUBEPCUTETA.



PO®EPAT

JlpimioMHas mpara: 64 craponki, 28 mamonkay, 1 Tabuima, 1 npeikiagaHHe,
35 KpBbIHIII.

BIPTYAJIbHASI POAJIBHACIIb; BI3YAJIIBAIIBIA JAA3EHBIX;
BIPTYAJIbHAE ACAPO/I3E; CTATBICTBIUHBIA JAIBEHbBIA;
I'PAMATBIKA I'PA®DIKI.

Ab'ekm Oacnedasanusi - TIOPBIA 1 MeETaabl Bi3yamizalblli J1aI3€HBIX,
MargsIMaciii CICTAM BIpTyalibHal prajibHACIIi, pacpalioyka nparpam y BipTyaibHan
pRIbHACII.

Mbma npaywst - TpaeKkTaBaHHE CICTAMBI BIpTyaJibHall piasibHACI IS

IHTIPAKThIYHAN Bi3yalli3allbll 1a3€HbIX.

JIJist macsiTHeHHsI MATHI JBITUIOMHAHN TIpallsl pa3riie/pkaHa rpaMaThika rpadiki
1 MphIMEHEHA ¥ MpaKThIYHAN YaCTIBl JBIIIOMA, TaKcama BBIByYaHBI 1 YIIiYaHBI
HIOAHCHI TIparpamMHara 3a0ecTsiudsHHS i 3a0CCTsIUdHHS — TpalasIoJIbHACII
OpPBIKJIAJaHHA Ha JI000W mpblaaa3e. Y mpailbl IpanaHaBaHa KaHLPILbI Maaddii
npaJcTayJeHHs AaJ3€HbIX y BipTyalbHail pranpHacui. Ha acHoBe mpaBen3eHara
aHaJli3y CTBOpaHa BIpTyaJibHae acsipoj/i3€ 3 MaATPbIMKal y3aeMaI3esiHHs aKysipay
BipTyasibHail pranbHacii Oculus Rift 1 maninynstapay Oculus touch, a Takcama
plalli3aBaHbl MpanaHaBaHbIs KaHIPMIbI 1HTIPAKThIYHAN Bi3yani3albli 3BECTaK Y
BIpTyaJIbHal prajibHACIII.

MaTapblisibl mpaiibl armyOJikaBaHbls Y 300pHIKaX MaTAphIsIay MI>KHAPOHAM
HaByKoBaii kaH(epaHibI "[Hpapmaripiiinbis TaxHaNOor1 1 cictambl 2019 (ITC 2019)"
1 76-aii HaByKoBaill KaH(EpIHIBII CTyIPHTAY 1 acmipanTay benapyckara

I3sipKayHara YHiBepciTITa.



ABSTARCT
Thesis: 64 pages, 28 figures, 1 table, 1 application, 35 sources.

VIRTUAL  REALITY; DATA  VISUALIZATION;  VIRTUAL
ENVIRONMENT; STATISTICAL DATA; GRAPHICS GRAMMAR.

The object of research is the theory and methods of data visualization, the
capabilities of virtual reality systems, and the development of programs in virtual
reality.

The goal of this work is to design a virtual reality system for interactive data
visualization.

To achieve the goal of the thesis, the grammar of graphics is considered and
applied in the practical part of the diploma, as well as the nuances of the software
for ensuring the performance of the application on any device are studied and taken
into account. The paper proposes the concept of a data representation model in
virtual reality. Based on the analysis, a virtual environment was created that supports
interaction between Oculus Rift virtual reality glasses and Oculus touch
manipulators, and the proposed concepts of interactive data visualization in virtual
reality were implemented.

The research materials are published in the proceedings of the international
scientific conference "Information technologies and systems 2019 (its 2019)" and
the 76th scientific conference of students and postgraduates of the Belarusian state
University.



