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Annomayun. Cospemennvie Memoobl YUCIEHHO20 MOOENUPOBAHUsL NO3BONAIOM NOJYYAMb
bonbuue Maccugbl NPOCMpPAHCMEEHHBIX OAHHBIX, ONUCLIBAIOWUX (u3udecKue noisi 6 pas-
JIUYHBIX HAYYHBIX U UHIHCEHepHbIX 3adauax. OOHaKo mpaouyuorHvle Memoobl 8U3YaAIU3A-
Yuu, OCHOBAHHbIE HA O08YMEPHBIX IKPAHAX, 02PAHUYUBAIOM BOCNPUAIMUE CLONACHLIX Mpex-
MEpPHbIX CMpYKmyp OauHulx. B cmamwve paccmampusaromcs nooxoosl K 6U3YAIUIAUUU
mpexmepHbix nojell ¢ ucnoavsosanuem mexwono2uil cmewannou pearsrocmu (MR). Ilpo-
gooumcesi 0030p cyuecmsayrouux npumepos ucnoavsosanusi MR ona euzyamuzayuu noneii 6
pazauunblx obracmsx. Paccmampusaromes éozmodcnocmu npumenenusi MR onsa euzyanu-
3ayuu mpexmepHuIX NnoJeti HanPs’CeHUl, nepemeujenuti U opm KoneoaHuil UHHCEeHepHbIX
KoHcmpykyuu. Ilpusedenvl npeumywecmea u HeOOCMAamKy 8U3yaIU3AYUU NOJell ¢ UCHOIIb-
306anuem MR, no cpasnenuro ¢ mpaouyuonnvimu memooamu.

Kniouegvie cnosa: cmewannas peanbHoCmv, mpexmephvle NOAs, 8U3YATU3AYUSL OAHHDIX,
UHOICEHEPHbIU aHANU3, POPMbL KONOAHULL, N0 HANPANCEHULL
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Abstract. Modern numerical modeling methods make it possible to obtain large arrays of
spatial data describing physical fields in various scientific and engineering tasks. However,
traditional visualization methods based on two-dimensional screens limit the perception of
complex three-dimensional data structures. The article discusses approaches to visualiza-
tion of three-dimensional fields using mixed reality (MR) technologies. An overview of ex-
isting examples of using MR to visualize fields in various fields is provided. The possibili-
ties of using MR for visualization of three-dimensional stress fields, displacements and
vibration modes of engineering structures are considered. The advantages and disad-
vantages of visualizing fields using MR, compared with traditional methods, are given.
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Beenenue. Buszyanuzauuss TpeXMEPHBIX IMOJEW TPAAUUMOHHO OCYILECTBISAETCS C
MOMOUIBIO JBYMEPHBIX JKPAHOB, YTO OrPAHUYUBAET BO3MOKHOCTH BOCIPHSITHS.
HccnenoBaTenu BBIHYK/IEHBI HHTEPIPETUPOBATH CIIOKHBIE TOJIs, OLICHUBAs ILIOC-
KH€ MPOEKIIMU Ha MOHUTOpE. JTO CO3/1a€T KOTHUTHUBHBINA Pa3pbiB MEXIy MaTeMa-
TUYECKON MOJENBIO U e (PU3NUEeCKUM TOHUMaHHEM.

Texnomorun cmemranHoi peansHoct (MR — ot anrm. mixed reality), o6s-
eIUHAIINE (U3NUECKOE OKPY)KEHUE C BUPTYyAIbHBIMH OOBEKTAMH, OTKpPBIBAIOT
HOBBIE BO3MOXKHOCTH ISl aHaIM3a TpexMepHbIX nojei. [lonbp3oBaTens uMeeT BO3-
MOKHOCTh BU3YaJIbHO OLIEHUTh PACCUMTHIBAEMYIO MOJIENb, YBUIETh paclpeaese-
HUE HanpspkeHud HaOmonaTh Gopmbl koneOanuil. braronaps s¢dekry rayOuHbI
BOCTIPUATHE BUPTYAJIbHOTO OOBEKTa CTAHOBUTCSA OJIMKE K JCHCTBUTEIILHOCTH.

B nmanHoi#l paboTe paccMaTpHBAIOTCS COBPEMEHHBIE HCCIEIOBAHMS, HCIIOJb-
sytomue MR 11 Bu3yanu3anuu pa3aiyHbIX TUIIOB TOJIeH B HAYYHBIX U HHXKCHEP-
HBIX 3ama4ax. [Ipemnaraercs ucnonp3zoBanue MR nns Busyanuzanmm pesynbraToB
KOHEYHO-3JIEMEHTHOT'O aHajn3a — TMOJIed HamnpspKeHUH, nepeMemeHnid u Gpopm
KosieOaHui. AHaIM3UPYyeTCs TOCTOMHCTBA M HEJAOCTAaTKU JTAHHOTO METO/a BU3ya-
JAU3aLUH.

Matepuajasl 1 Metoabl. [IpoBeneH aHanu3 TUTEpaTyphbl U CYIIECTBYIOIIMX
npoektoB B obnactu MR nns Busyanuzanuu TpexmepHbix moieit. Mcrouynnkamu
SABJIAIOTCSI HAy4YHbIE MyOJMKAIlMKM U3 PELEH3UPYEMBIX KYpPHAJIOB M MaTepUajoB
KoH(epeHnnH, a Takke HaimenHsle myomukanuu B Research Gate mo kmroueBsim
cmoBam: “mixed reality”, “fields”. Meromonmorus BKIrOYaeT CpaBHUTEIBHBINA aHa-
JU3 MOAXO0J0B K BU3YaJIN3allMU PA3IMUHBIX TUIIOB IMOJIEH U OLIEHKY UX 3((HeKTHB-
HOCTH JIJIs1 MHKEHEPHOU MPaKTHKHU.

Pesyabrarbl. OqHUM U3 HanpaBJICHUW NPUMEHEHUS CMEIIAHHOW PEAIbHOCTH
ABJIAETCS aHaJU3 Pe3yJIbTaTOB BBIYMCIUTENBHON TUApoAMHAMHKHU. B uccnenosa-
HHAX, TOCBAIICHHBIX BU3yaJM3alliy MMOTOKOB XHUAKOCTH | Ta3a [1], paspaboransr
CHCTEMBI, TI03BOJISTIOINE 0TOOpakaTh pe3ynsTatel CFD-mMomenmupoBanust (prcynox
@) B IIJIEME CMEIIAHHOW pealbHOCTH. B KauecTBe OCHOBBI IIPHIIOKEHHUS UCIIOB30-
Bajics UrpoBoii aABKkok Unity. ITomoOnas pabota Oblaa mpoBeacHa B 001aCTH XU-
MHUYECKON HWHXXEHEpHH [2], TIe OCHOBOH MPHIIOKEHUS TAKXKe SIBISUICS HUTPOBOM
asmwxok Unity. B pabote npoBoauiachk [eMOHCTpAIHs pabOThl XUMUYIECKOTO PeaK-
Topa (prUCyHOK 6).

PeanusoBana cucrema [3], mo3Bosiromast 0To0pakaTh CHIIOBBIC JTHHUH JJIEK-
TPUYECKOTO IMOJIST ¥ paclpeiesicHne MarHUTHOM UHIYKIMU (PUCYHOK 6). JlaHHOE
IPWIOXKEHHE ObUIO MCHOJBb30BAHO B IIKOJIE JUIS yYallUXCA pa3IMuYHON BO3pacT-
HO# rpynmel. [lo pe3ynpTaTaM 0OpaTHON CBA3M OT YUYEHHMKOB, TPU IIKOJBI OQU-
[IUAJHLHO TMOATBEPAUIIN, YTO TMPHIIOKEHNE d(PPEKTHBHO I M3YUEHUS MATHUTHO-
O OIS,

UccnenoBarenun wu3 YHuBepcuteTa MUHHECOTHI paszpaboranu uHTepdeiic
“Drawing in the Flow” [4], mossosstromuii mosp30BaTessiM Co3aBaTh BU3yaIn3a-
MU TIOTOKOB (pHUCYHOK 2) ¢ omoIisio pucoBanus B MR. Cucrema untepmnperupy-
€T HapUCOBAHHbBIE TPEXMEPHBIE IITPUXU OTHOCUTENIBHO MPOCTPAHCTBA U CO3/AET
BEKTOPHOE TOJIE.
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Virtual Wind Tunnal [(VWT)
envirenmant via Unity 3D
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MpvMepbl BU3yanu3auuv nosei c ucnosib3oBaHnem MR:

a — pe3ynbTaTbl BblUMCAUTENbHON rnapoanHammkm (CFD-moaenmpoBaHume); 6 — AeMOHCTPaLus paboTbl XUMUYECKOTO
peakTopa; 8 — CUJIOBbIE JIMHUW 3/IEKTPUUECKOrO NOJIA 1 pacrnpefefieHne MarHUTHON MHOYKUMK; & — BU3yanu3auus
MOTOKOB C NOMOLLbO pucoBaHma B MR

O6cy:xnenne. AHaNM3 CyIIeCTBYIOIIMX UCCIICIOBAHHUIN TTOKA3bIBAET, YTO TEXHO-
JIOTUH CMEIIAHHOW PEaIbHOCTH YCIISITHO PUMEHSIFOTCS JIJIsl BU3YalTU3aliK OJeH B
paznuyHbIX 007acTsX. OCHOBHBIM YCTPONCTBOM CMEIIAHHOW pPEaIbHOCTH B 0O0JIb-
muHCTBE ciay4daes sBisercs uuieMa HoloLens 2 u Meta Quest 3. Ipouecc co3nanus
TPUIIOKECHUS BKIIIOYACT B ceOsl TIPOBE/ICHIE YHCICHHOTO MOJICIIMPOBAHUS M KOHBEP-
TaIlMIO PE3YJILTATOB pacuera B rpaduueckuii popmar (Hampumep — (ltf/glb), koro-
phiii 3arpyskaercst B urposoii nerkok (Unity wim Unreal Engine 5), rae npousso-
JUTCS HACTpOMKa CIOCOOOB B3aMMOJEHUCTBUSL ¢ 00BEKTOM wuccienoBanus. Ilo
pe3yJsibTaTaM aHan3a CJeJaH BbIBOJ, 4YTO Ucmoib3oBanue MR mis Busyanmuszanuu
TIOJIOKUTENILHO CKa3bIBACTCSI HA BOCIIPUSATHHI CJIOXKHBIX TPEXMEPHBIX JIaHHBIX.

B umxeHepHBIX 3ajlauaX, CBS3aHHBIX C aHAIM30M HANPSKEHHO-AeHOpMHUpPO-
BAHHOTO COCTOSIHHMSI KOHCTPYKIIMH, HUCIOJIb30BaHHE CMEIIAHHON peallbHOCTH MO-
KET 00JIETYUTh MHTEPIPETAIUIO PE3yJbTaTOB PACUETOB U TMOBBICUTH d(P(HEKTUB-
HOCTh TIPHUHATHSA WHXXCHEpHbIX perieHndd. B MR wumxenep MoxeT pasmecTuthb
BUPTYaIbHYIO KOIMIO PACCYMTHIBAEMOM JeTaa Wik KOHCTpyKuuu [5]. Hampumep,
IpU pacdeTe KopIyca PeayKTopa MOXKHO YBHJIETh PACIPECICHUC HAMPSKCHHM
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Ha BUPTYaJbHOU N€OMETPUYECKON MOJENMN 3arOoTOBKU. JlaHHas BU3yanu3anus mo3-
BOJIIET OBICTPEE BBISBIIATH OMACHBIC 30HBI KOHIICHTPAIIMU HAMPSKEHUH, 0COOEHHO
B CIIOKHBIX JETASIX C KPUBOJIMHEWHBIMU ITOBEPXHOCTSMM.

[TomMuMO TONIEN HANIPSDKEHUN WJIWA MEPEMEIICHUN MPEIaraeTcs UCIoIb30Ba-
arne MR mis Busyanuzanmm gopm konebanuii. Hampumep, mpu pacdere kopiryca
JIETATEJIBHOTO anmapara Wid KpblUla CaMOJIeTa MOYKHO YBUJIETh, KAK UMEHHO KO-
7e0aeTCsl KOHCTPYKUUS Ha Pa3jIMYHbIX COOCTBEHHBIX YACTOTax C IIBETOBOW WMHIU-
KalKe. ITO MO3BOJISIET JIyUII€ MMOHATh JUHAMUYECKOE ITOBEICHUE KOHCTPYKIIMHU U
BBISIBUTH IIPOOJIEMBI, KOTOPbIE MOTYT OBITh HEOUEBHU/IHBI MIPU aHAIM3E Ha SKpaHE.

3axiouenne. B pabote paccMOTpEHbI BO3MOKHOCTH IIPUMEHEHHSI TEXHOJIOT U
MR nans Busyanuszanumu TpexmepHbix monei. [IpoBeneH aHanmu3 CyIIECTBYIOIIUX
IPUMEPOB B Pa3iavyYHbIX 001acTsIX. OCHOBHBIMU MPEUMYILIECTBAMU HCIIOIb30BAHUS
MR sBnstoTcs yaydinieHue BOCHPHUSATHS JAaHHBIX, BO3MOKHOCTH HHTEPAKTHBHOIO
B3aMMO/JICHCTBUS U MOBBIIICHNE HATJIIIHOCTH PE3YJIbTaTOB aHAIN3A.

W3 HegoCTaTKOB CTOUT OTMETUTHh BBICOKOE TPEOOBAHME K BBIYUCIUTEIbHBIM
pecypcam cpencte MR mpu pabore co CIOXHBIMH JaHHBIMH, HEOOXOJMMOCTb
IIPEABAPUTEIIBHON ITOATOTOBKHA JAHHBIX U OTPAHMYEHHYIO PACIPOCTPAHEHHOCTH
B MHXXEHEpHON mnpaktuke. OXUAAETCSA, YTO IO MEpPE pas3BUTUA TEXHOJIOIMI
U CPEACTB CMEIIaHHOM PeallbHOCTH, BO3MOKHOCTH IOJIb30BATENA U pa3paboTUnKa
OyAyT MHOTOKPATHO YBEITUYEHBI, YTO UCKIIOYUT OOJBIIYIO YaCTh MEPEUUCICHHBIX
HEJIOCTATKOB.
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