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AnnoTtanus. CraThs mocBsIeHa pa3padorke VR-mpunoxkenus «JlecTHuma npasy» ISk TpaBOBOTO
mpocBemeHus Monoxexu. OmmcaH maiimaitH co3manms npoekra B Blender m Unreal Engine,
BKIIIOYAs peajM3allfio aJdropuTMOB BHUKTOpPHMHBI Ha Oa3e Blueprints. PaccmoTpern MexaHusm
BU3yaJIM3allid  pOCTa  IIPaBOCYOBEKTHOCTHM  Yepe3  HMMMEPCHBHOE  B3aMMOACHCTBHE,
noATBep K aaommi 3¢ pekTnBHOCTh VR Kak HHCTpyMEHTa 00ydEeHHUs] HOpMaM 3aKOHOAATEIbCTBA.
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Beeoenue. Ilpobnema cnaboil  OCBEJOMIIGHHOCTH MOJIOJEKM O TpaHMLAX CBOEH
OTBETCTBEHHOCTH OCTAeTCS OCTPOH, HECMOTPS Ha OOMIIME AOCTYIMHOW CIPaBOYHOW HH(OpMammy.
TpamunuoHHble METOIBI OOy4YeHHS 4YacTO HE O0ECHeYMBAIOT ITyOOKOTO TMOHUMAHUS JUHAMUKH
PaBOCYOBEKTHOCTH — IMEpexofa OT YaCTHYHOW JeecriocoOHOCTH K monHOoW. Mcmonb3oBanue
TEXHOJIOTHI BUPTyasIbHOM peanbHOCTH (VR) 03BOIISIET IpeooieTh STOT pa3phIB, MpeBpallias Cyxon
IOPUJIMYECKHUI TEKCT B MHTEPaKTUBHBIH onbIT. braaropaps apdexry norpyxenus u urpoBoii MexaHuke
«oOyueHMsI yepe3 JeiicTBHE», IOJb30BaTeNlb HE IPOCTO 3ayuuBaeT (DAKThl, a BU3YyaJTU3UPYET
pacumpeHe CBoMxX IpaB U 00s3aHHOCTEN B TpocTpaHcTse [1].

Jlannast paboTta nocpsileHa NTPOEKTUPOBAHUIO M IPOrpaMMHON peanu3anuu VR-npunoxenus
«JlecTHHI1a TpaB: BO3pacT rpakJaHUHA UMEET 3HaueHue» Ha 0aze nBrkka Unreal Engine. OcHoBHas
uzes MpOEeKTa 3aKJIYaeTcs B HCIOJIb30BAaHUM IMPOCTPAHCTBEHHOM MeTa(opbl BEpTHKAIBLHOTO
BOCXOXJCHHsS, TZI€ IEPEeXO] Ha KaXKIyl0 HOBYIO CTYNEHb CONPOBOXKIAETCS WHTEPAKTHUBHON
BUKTOPUHOM.

Ocnoenasa wacme. Peanuzanys npoekTa oCyleCTBIUIACh B paMKax TMOpPUAHOrO Maiiaita,
00BEeIMHSAIONIETO Cpelly MOJUTroHaJlbHOro MojaenupoBaHus Blender u urposoit newxok Unreal
Engine. Ilpomecc pa3paboTku OBLT pa3felieH Ha TPU KIIOUEBBIX OJIOKA: aHATUTUYECKHH,
rpadu4ecKuii ¥ MpOrpaMMHO-ITOPUTMUYECKUH.

Ha nepBom sTane ObL1 MPOBEIeH KOHTEHT-aHaJIu3 HOPMaTUBHBIX akToB Pecnyonuku benapychb
(T'K, YK, TK u Kozekca o 6pake u cembe). Ha ocHOBe mosyueHHBIX JaHHBIX COPMUPOBAH PEECTP
«IIPaBOBBIX MapKePOB» JJIS IISITH BO3PACTHBIX Touek: 6, 10, 14, 16 u 18 ner.

Busyanbnast koHuenuus <«JlecTHunbsl» BblOpaHa kak HauOojiee MHTYMTHBHas MeTadopa
counanpHoro pocra. Kaxnas cTyneHb NpeacTaBisieT coOOW OTAENbHBIM WHTEPAaKTUBHBINA Xao.
[Tepexon Ha ciaenyronuii ypoBeHb 3a0JJOKMPOBAH JJO MOMEHTA YCHEIIHOTO MPOXO0XKICHHUSI BUKTOPUHBI,
MOJEJINPYIOLIEN TUITMYHBIE KU3HEHHBIE CUTYaLUH.

Co3nanue Bu3yanbHOro psa Beiock B Blender ¢ mnpumenenumem TexHUK Low-poly
MOJIEIMPOBAHHUSL, UTO KPUTUYHO JJIsl MTOJIIepKaHUs BbIcOKoM dacToThl kKaapoB (FPS) B VR-pexume.
Oco0oe BHHMaHUE YIEJIEHO aHTPOIIOMETPUYECKOM TpaHChOpMallMM aBaTapa Wrpoka: IO Mepe
BOCXOXJICHUSI MOJIENb MIEPCOHAXKa MEHSIETCSI, BU3YaJIU3UPYsI IPOLIECC B3POCICHHUS.

Okcnopt 00bekToB B Unreal Engine mpoumsBommics B ¢opmare .fbx ¢ mpenBapurenbHOI
HAaCTPOMKOW KOJUIM3MM M pa3BepTOK. Il CHMKEHUS BBIUYMCIHUTEIBHONM HAarpy3kKd Ha CHCTEMY
MCIIOJIb30BAJIOCh 3alIEKaHHWE CBETAa M amIachl TEKCTYp, YTO IO3BOJIMJIO COXPAaHUThH JAETAIBHOCTb
OKPYXXEHUS TP MUHUMAJILHOM MOTPEOJIEHUN PECYPCOB BUACOMaMTH [2].

MHTepakTHBHAs 4acTh peald30BaHa Ha sI3bIKE BU3YaJlbHOTO Nporpammuposanus Blueprints.
ANTOpUTM pabOTHl BUKTOPUHBI CTPOUTCS Ha COOBITUIHHON MOJIEIH:

| MHnnmanus: npu BXOXAECHUU UTPOKA B TPUITEPHYIO 30HY CTYNEHH aKTUBUPYETCSI BUIKET
BOIIpOCA.

2 B3aumMoneiicTBre: BBIOOpP OTBETa OCYLISCTBISIETCS HE 4Yepe3 CTaHJapTHOE MEHIO, a depe3
(bU3UYEeCKU KOHTAKT KOHTpoJUIepa ¢ 00beKTOM-0TBeTOM (KoMrmoHeHTHI VR Interaction Framework).
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3 Bammpmanwmst: Cuctema cpaBHuBaeT ID BBIOpaHHOTO 3/I€MEHTa C ATaJOHHBIM 3HAYCHHEM U3
MaccuBa JIaHHBIX. [Ipy BEpHOM OTBeTE cpabaThiBaeT BU3YAIbHBIN TPUTTED (OTKPHITHE TPOXO/A), IPH
OIIMOKe — BEIBOAUTCS KpaTKasi CIpaBKa U3 3aKOHOJATEILCTRA.

OOmuii anroput™M (QYHKIMOHUPOBAHUS MPOTPAMMHBIX MOIYJICH M JIOTHKA IIHKIAYECKOTO
B3aMMOJICHCTBUSA MOJIB30Baresia ¢ VR-cpenol nmpeacTaBiieHbl HA pUCYHKE 1.
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Pucynok 1 - Texuuueckast cxeMa UrpoBOTo UKJIA U B3auMmozeicTBus B VR-Bukropune «JlectHuna mpasy
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[Ipomykr MokeT OBITh HMHTEIPUPOBAH B 0Opa30BaTeNbHBIA TMpPOLIECC KaK HWHCTPYMEHT
ABTOMATH3UPOBAHHOTO KOHTPOJII 3HAHMKA H CPEACTBO MNPOQWIAKTUKKA TPABOHAPYIICHUH B
MOJIOJAEKHOM Cpefe.

3aknrouenue. B xone paboTsl pazpaboraH nHTepakTHBHBIM VR-nporotun «JlectHuiua npasy,
YCIIEIIHO PEATU3YIOUINI KOHLENIHUI0 HMMMEPCUBHOIO OOy4YeHHMs OCHOBAM 3aKOHOAATENIbCTBA.
[Tporpammuas noruka Ha 6a3e Unreal Engine u 3D-moznenupoBanue B Blender mo3Bonmnu co3narsb
YCTOWYMBYIO CUCTEMY BepU(DUKAIIMU TTPABOBBIX 3HAHHUM C BRICOKOM 4acTOTON KaJIpOB U MTHOBEHHOM
oOparHoil cBs3bt0. [IpOoayKT MMeeT BBICOKMM MOTEHIMAN Ji1 BHEAPEHUS B Y4eOHBIN Mpoliecc Kak
3pPeKTUBHOE CPEeICTBO NPOPHIAKTUKH NTPaBOHAPYIICHUH B MOJIO/IEXKHOI cpene.
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INTERACTIVE VR GAME «LADDER OF RIGHTS: CITIZEN'S
AGE MATTERS»
Pochebut M.D., Zhuravlevich K. A.
National Children Technopark, Minsk, Republic of Belarus

Ilyasova M.S. — Master of Technical Sciences, Assistant Lecturer of the EPE Department
Annotation. The article discusses the development of the «Ladder of Rights» VR application for
legal education. It describes the project pipeline in Blender and Unreal Engine, including the

implementation of quiz algorithms using Blueprints. The mechanism of visualizing legal capacity

growth through immersive interaction is considered, confirming the effectiveness of VR for teaching
legislative norms.
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