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METO/bI CHU)KEHUSI KUBEPBOJIE3HU B BUPTYAJIbHOM
PEAJIBHOCTH

B.1. Kynuupi, B.C. Jlyunukos, E.C. Uneun, A.O. Kapramos, T.B. CkBoproBa

OI'bOY BO «BopoHexkCKHil TOCYJapCTBEHHbIN JIECOTEXHUYECKHIT YHUBEPCUTET

nmenu [.d. Mopo3zoBa»

AnHoTauus. Bupryanbnas peanbHocTh (VR) cTaHOBUTCS BaKHBIM HHCTPYMEHTOM B
o0pa3oBaHM, MEIULIMHE, TPOMBIIUIEHHOCTH U UTPOBOM HHAYCTpUU. OJHAKO OJHUM U3 KIHOYEBBIX
OaprepoB €€ MaccoBoro nmpuMeHeHUs: octaércs kubepbonesnb (VR motionsickness) — koMrmiekc
(U3HOIOTMYECKUX CUMITOMOB (TOIIHOTA, TOJIOBOKPYKEHHUE, IE30PHCHTAIINS), BO3HUKAIOIIUX ITPH
JUIUTEIbHOM WJIM MHTEHCUBHOM HCMOJIb30BAaHUM VR-ycTpoicTB. [IpUUMHBI 3TOr0 SIBJICHUS JIEKAT B
paccoriiacoBaHMM CEHCOPHBIX CUTHAJIOB: BU3YaJIbHAS CHCTEMa BOCIIPUHUMACT JIBMKCHHE, TOTa KaK
BECTUOYJISIPHBIN anmapaT QUKCUPYET HEMIOABIKHOCTH Tefa.

s mpousBoauTenei 1 pazpaboTunkoB VR-koHTeHTa npobiema cHukeHHus kubepOosie3Hu
KPUTHYHA, TaK KaK OHA HANpPSMYIO BIUSET Ha MPOJOJDKUTEIBHOCTh CEaHCa U yIIOBIETBOPEHHOCTh
nonb3oBarens. B craTke paccMaTpUBAIOTCS COBPEMEHHBIE U MEPCIEKTHBHBIE METOJbI
MUHHMH3AIHUH 3TOTO Y deKTa.

KnroueBble cnoBa: BuUpTyalbHas pealbHOCTh, KubepOose3nb, VR motionsickness,

B€CTI/I6YJ'I$IpHa$I cucremMa, CHUXXCHHEC CUMIITOMOB, I10JIb30BATEIIHCKUM OIIBIT, 5 PrOHOMHUKA VR.
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Abstract.Virtual reality (VR) is becoming an important tool in education, medicine, industry,
and the gaming industry. However, one of the key barriers to its widespread adoption remains VR

motion sickness — a set of physiological symptoms (nausea, dizziness, disorientation) occur
during prolonged or intense use of VR devices. The causes of this phenomenon lie in the mismatch
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of sensory signals: the visual system perceives movement, while the vestibular system detects the
body as stationary.

For VR manufacturers and content developers, reducing motion sickness is a critical issue,
as it directly affects session duration and user satisfaction. This article examines current and
prospective methods for minimizing this effect.

Keywords: virtual reality, motion sickness, VR motion sickness, vestibular system,
symptom reduction, user experience, VR ergonomics.

IIpuyuHbI BOSHUKHOBEHHUSI KHOEeP0o1e3HI

Kubepbone3nb BO3HMKAaE€T TMPU HECOOTBETCTBHUM MEXKIY 3pUTEIbHBIM
BOCIIPUATHEM JBIKCHUS W CHTHaJaMH OT BecTUOynsipHoro ammapara. K stomy
N00aBIAIOTCS 3aJEPKKU OTOOpaKEHWs, UCKAKEHHUS B OINTUKE, HHU3Kasg 4YacToTa
KaJIpOB, YpE3MEpPHbIE YCKOPEHUSI B BUPTYaJbHOU cuieHe. OcoOeHHO ocTpo mpodiieMa

MPOSIBJISIETCS. 'y TOJIb30BaTENel, HE HMEKIIUX onbiTa paboTel ¢ VR, u npu

HCIIOJIb30BaHNH HCKAYCCTBCHHOI'O o6opy11013aHH;1 [1]

Ta6muma 1 — JluzaitHepckue 1 MOBEACHYCCKUE METO IbI

Meton HpuHoun IIpeumyurecrBa OrpanunyveHnus
NPUMEHEHUS
CraTuuHble JloOaBieHHne Crabunm3anms He Bcerna
OPHEHTHPbI HEIOIBM>KHBIX BOCIIPUSTHS YMECTHO I10
AJIEMEHTOB B CIIEHY CIOKETY
IlnaBnasn Uckimrouenue pe3kux | MeHnble Harpyska CHmxaet
aHUMAIUS YCKOPEHUH U Ha JTTUHAMUKY
JABHKEHUS II0BOPOTOB BECTUOYJIAPHBII reiMInIes
anmnapar
Tpenuposka [Tocrenennoe Ananrarus TpeOyet
M0JIb30BaTeJ sl YBEIMYEHHE BPEMEHU opraHusma BPEMEHU U
B VR CaMOKOHTPOJIA
NuauBuayaabHas [TonGop FOV, IlepcoHanbHbIN Heobxonuma
HACTpPOHKa CKOPOCTH kKoMpopT HaCTPOWKA MO
nepeMeIIeHHUs, KaKJI0TO
YyBCTBUTEJIBHOCTU MOJIb30BATENS
TPEKHUHIa
MHoroceHcopHas Hcnonp3oBanne CornacoBanune YBenuunBaer
o0paTHasi CBSI3b | BUOpaIuii, TBUKCHUS BU3YaJIbHBIX U CJIO)KHOCTb U
1aTopmbl TaKTHJIBHBIX CTOMMOCTb
CUTHAJIOB o0opy0BaHus

HepBaﬂ Ta6J'II/II_Ia OIINChIBACT TCXHHUYCCKUEC MCTOMBI,

HaIlpaBJICHHBIC Ha

ONTUMHU3ALMIO aNMapaTHON W mporpaMMHOWM 4acTu VR-cuctembl. OHH HampsMyro
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BJIMSIIOT HA KAYECTBO KapTUHKH, YACTOTY KaJpPOB, 3aJICPKKY U UCKAXKEHUS, YCTpaHssi
KJIFOUEBbIE ICTOYHUKUA CEHCOPHOTO KOH(IUKTa [2].

Bropass Tabnuna oxBaThIBae€T AU3AaWHEPCKHME M TOBEIECHYECKUE MOAXOJBbI,
dbokycupyromuecss Ha MPOCKTUPOBAHUM OMbITA MOJH30BATEIS W aJanTallid €ro
opranu3mMa K ycioBusiM VR. DTm MeToasl MeHee 3aTpaTHbl C TOYKH 3pEHUS
BBIYHMCIIUTEILHBIX PECYPCOB, HO TPEOYIOT TBOPUECKOTO MOaX0/1a U rpamoTHOro UX-
nu3aiiHa [3].

B peanpHOil mpakTHMKe MaKcUMalbHBIM AP PexkT gocTUraercs  INpu
KOMOMHUPOBAaHUM  OOOMX  MOAXOJOB:  alapaTHas  ONTUMM3AIUS  CO3/aeT
TEXHUYECKYI0 0a3y, a qu3aiiHepckue npuémbl AenaroT VR-ombIT 6oliee maasiimum s
opranuzMma [4].

IlepcnieKTHBHBIE TEXHOJIOTHH

1. Foveatedrendering — peHIepUHT C BBICOKMM Ka4eCTBOM TOJIBKO B
obsiactu (HOKYCHOTO 3pEeHHUsI C YYETOM JIBMXKEHUS TJia3, YTO IMO3BOJISET IMOBBICUTH
FPS.

2. Cencopnasi  oOpaTtHast cBsi3b —  Jio0aBJICHME  BHUOpaIluH,
COTPOTHUBJICHUS WM JIBHXKEHUSI TUIAT(HOPMBI JIJIs1 COTJIACOBAHMS OLTYIIICHU.

3. NupuBuayajbHas KaJuOpoBKa — ajanTanus KOHTCHTa IO
(hU3HOIOTHYECKHE TTApaMeTPhl KOHKPETHOTO MOJIh30BaTEIIS.

CHmwkeHrne KnoepOoIe3Hn — KOMITJIEKCHAS 3a/1a4a, TpeOyromas onTUMA3AIuN
anmapaTHOW 4YacTH, YJIYYIIEHUS NPOrPaMMHBIX aJIrOPUTMOB U SPTOHOMHUKHU
BUpPTyaibHOW  cpenbl. KoMmOuHanus MeTogoB — OT  TEXHUYECKUX [0
(UBHONIOTUYECKUX —  CIIOCOOHA  CYIIECTBEHHO  MOBBICHTH  KOMQOPT |
MIPOJIOJDKATEIILHOCTh TTPEOBIBAHMS TIOJIB30BATENSI B BUPTYAJIbHOW PEATBHOCTH, YTO

ABJISIETCS KIIFOYEBBIM (PaKTOPOM IS IIUPOKOTO BHEApeHUsT VR-TexHonoruii [5].
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