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Annomayusn. Paccmompenst 603MONCHOCTU NEPEHOCA U UHMe2SPAYUU CPeOCmE No00eptc-
ku naoxocaviuwawux cmyoenmos ¢ AR/VR-cpedwvr unkmozuenozo unsicenepnozo obpazosa-
Hus. Takum obpasom, npeonazaemcs UCNOJIb308AHUE MEXHOI02UU OONOJIHEHHOU U GUPMY-
ANbHOU peanrbHOCMU He MOJbKO 071 CO30AHUs HOB8bIX (OpM 6U3YaAIuU3ayuu, HO U Ois
aoanmayuu cywecmsayouux cpeocms no00epHCKU 01 TUY C 02PAHUYEHHBIMU BO3MONCHO-
cmAMU 300POBbSl, A UMEHHO A8MOMAmu4eckyio mpanckpubayuio peyu. Obocnosana cuno-
me3sa o mom, umo nepenoc maxux uncmpymenmog 6 AR/VR-npocmpancmeo cnocoocmeyem
CHUDICEHUIO KOZHUMUBHOU HAZPY3KU U NOBLIUEHUIO KAYeC8ad YCB0eHUs Y4eOH020 Mamepu-
ana KaxK y naoXoCasiiuauux Cmyo0enmos, max u y ux Cislaumux c6epCmHuKos.

Knwuesvie cnosa: AR/VR, unxniosusenoe obpasosanue, mpanckpubayusi peuu, KOSHUMUG-
HAsL HAZPY3KA, BU3YATIbHBLE MAMEPUATIbL, UHHCEHEPHOE 0OYYeHUe, MYTbIMUMOOATbHOCTIb
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Abstract. The article explores the potential of transferring and integrating support tools for
hearing-impaired students into AR/VR environments within inclusive engineering educa-
tion. The proposal focuses on the use of augmented and virtual reality technologies not
only for generating novel visualizations, but also for adapting existing assistive solutions,
including automatic speech transcription. It is hypothesized that such integration into
AR/VR space can reduce cognitive load and improve the comprehension of spoken educa-
tional content among both hearing-impaired and hearing students.
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BBenenne. limmepcuBHblie TexHomoruu Ha 6aze AR u VR Bce akruBHee BHenpsi-
I0TCSI B 00pa30BaTeIbHYIO MTPAKTUKY, OCOOCHHO B MH)KEHEPHBIX JUCIUILIMHAX, T11C
IPOCTPAHCTBCHHAS BU3YaIN3aIMs ¥ CUMYJISIIIMK UTPAIOT KIIroueByro poib [1]. On-
HAKO TIOTEHIMAJ TaKUX CPEJl BBIXOJMT 32 PAMKH TOJBKO BU3YaIbHBIX 3()()EKTOB:
OHM TO3BOJIAIOT BCTPAaMBaTh B 00pa30BaTENbHBIA IMPOIECC HE TOJBKO HOBBIC
HarJsIHbIE OPMBI TIPEICTABICHHS, HO U TIEPEOCMBICIHTh UHCTPYMEHTHI obecre-
yeHus: JocTynmHOCTH. Oco00e 3HAYeHUE ATO MPHOOPETAET B KOHTEKCTE MHKITFO3UB-
HOTO 00pa3oBaHMs, TJi¢ HEOOXOAUMA aJaNTaIUs CPENIbl Ui CTYJACHTOB C OTpaHU-
yeHusMu ciyxa [2, 3].

OIHUM M3 IEPCICKTUBHBIX HAPABJICHUI CTAHOBUTCS MHTETPAIUS CHCTEM aB-
ToMaTrueckoi TpaHckpuOaiuu peun B AR/VR, uro nmo3sossier cymectsenHo 06-
JIETYUTh MPOIIECC BOCIPUATUSA YCTHOM yueOHoU nHpopmanuu. [Ipu TpaguurnonHomM
00yUYEHUH TUTOXOCIIBIIIAIINM CTYACHTAM 4acTO MPUXOJUTCS MO0 CICAUTH 3a Mpe-
nojiaBareneM, MO0 — 3a CypaoINepeBOIOM, CYOTHTPaMHU MM COOCTBEHHBIMH 3a-
IACSIMH, YTO CO3/IaeT 3HAYMUTEIbHYIO0 KOTHUTHBHYIO HArpysky [4-6]. Bupryanbhast
WM JIOTIOJTHEHHAST PEaIbHOCTh MO3BOJISIET TPAHCIMPOBATh TPAHCKPHOUPOBAHHBIN
TEKCT HEIOCPEJICTBEHHO B IOJIC 3PEHUSI CTYJICHTa, MUHUMU3HUPYS HEOOXOIUMOCTh
HePEKITIOUCHHS] BHUMAHUSI.

Marepuanbl u MeToabl. B paMmkax paboThl MO pelICHUIO JAHHOW MPOOJIEMbl
PacCMOTPEHBI COCcOOBI MepeHoca perieHuid Tpanckpudarmu peun B AR/VR-cpenbr.
B kauectBe npumMepa pacCMOTPEHO MCIOIb30BaHUE MpuioxkeHusa Suuexc.Pazrosop
[7], 3amymiennoro Ha nuieme BupTyansHoi peansHoctu Oculus Quest 3 B pexume
CKBO3ZHOTO OTOOPaKEHUsI, MO3BOJISIONIETO OTOOPaXaTh TEKCT PEUU MPEIoIaBaTes
B PeXKHUMeE pealbHOrO BpeMeHH Ha kpane VR-1mrema (CM. pUCyHOK).

PesyabTarel. [Ipumenenue tpanckpubaropa peun B AR/VR-npocrpancrse
MIO3BOJISIET:

— CHM3WTh KOTHUTHBHYIO HArpy3Ky, YCTpaHssi HEOOXOIMMOCTb OTBIICUCHUSI
BHUMAHHUSI MEXKAYy HCTOYHHUKOM PEYM U BCIOMOTATEIbHBIMH MaTepUalaMu Jis
TUTOXOCJIBIIAIINX CTYICHTOB;

— MIOBBICUTh yJ00OCTBO KOHCIIEKTUPOBAaHUS M YCBOCHHUS YCTHOTO Marepualia
JUTSL TUTOXOCJIIIAIIUX CTY/ICHTOB;

— YIy4IIUTh 00IIlee BOBJICUCHUE B 00pa30BaTEeNbHBIN MPOIIECC KaK YIS II0XO0-
CIIBIIIAIIMX, TaK H JJIs1 CIBIIIAIINX CTYJICHTOB 0Jaroapsi BO3MOXXHOCTH BEPHYTHCS
K TEKCTOBOW BEPCUH PEUU JICKTOPA.

Taxum o6pazom, AR/VR He Tonbko mpegocraBisieT HOBbIe (GOPMBI BH3Yajlb-
HOTO B3aHMMOJICHCTBHS, HO U CTAHOBUTCS IUIAT(QOPMOI Ul MHTETPAIMU yKE H3-
BECTHBIX U alPOOMPOBAHHBIX PEHICHUH MOMICPIKKH JIUIl C OrPAaHMYCHHBIMH BO3-
MOYKHOCTSIMU 37I0POBbSI B HOBYIO 00pa30BaTEIIbHYIO CPEIy.

O6cy:xIeHHe MOJyYeHHBIX Pe3yJIbTaTOB. [Ipu 3TOM HHTErpaIus CyIecTBy-
Iomux accucTuBHbIX TexHonoruii B AR/VR TpeOyeT He TONBKO TEXHUYECKOi
aJlanTalyy, HO M TMEeJIarormdeckoro MepeoCMBICICHUST PO STUX HHCTPYMEHTOB.
Ecnu paHee oHM BOCIIPUHUMAIKCH KaK BHEIIIHUE TI0 OTHOIICHHIO K Y4eOHOH cpene,
TO B UIMMEPCHUBHOI ()OpPME OHH CTAHOBSITCS €€ HEOThEMJIEMON YacThIO, pa3MbIBasI
rpaHb MEXIY CPEICTBAMHU MOJJICPKKH M OCHOBHBIM KOHTCHTOM. Takke Ba)KHO
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YUHUTBIBATh, YTO MOJAOOHBIC PEIICHUS OKAa3bIBAIOTCS YHUBEPCAIBHBIMU: CTYIEHTHI
0e3 MmoTepu cllyXa TakKe BBIUTPHIBAIOT OT BO3MOXKHOCTU BU3YaJIU3UPOBATh U (HUK-
CUpPOBAaTh YCTHBIE BBICKA3bIBAHUS ITPENOABATENS.

Pacno3HaBatenb peun AHpekc.Pasroeop B wneme VR Oculus Quest 3
B CKBO3HOM pexume

3akmouenne, Takum obpazom, AR/VR-npoctpancTBa npeaoCTaBisiOT yHH-
KaJIbHBIE BO3MOKHOCTH HE TOJILKO IS BHEIPEHHS HOBBIX (OPM BH3YaJIbHBIX I10-
COOMIA, HO U IS IEPEHOCA M AIalTALUH YKE CYIIECTBYIONIUX CPEICTB MOJIAEPKKH
JIAIL ¢ OTPaHUYEHHBIMU BO3MOXKHOCTSAMH 310pOBbs. MIHTErpalus TpaHcKpubaTopoB
peuu [7], aBaTapos-nepeBomurkos [8], cpencts ob6paTHoit cBaszu [9] u apyrux pe-
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IIEHUH CHU3UT KOTHUTUBHYIO HArpy3Ky, MOBBICUT JOCTYIMHOCTh YCTHBIX YUEOHBIX
TEKCTOB BBICIIEH HWH)KEHEPHON MIKOIBI IS TJIOXOCIBIIAINNX CTYACHTOB U CITO-
coOcTByeT (OPMUPOBAHHIO TMO-HACTOSIIEMY WHKIIIO3UBHON yueOHOU cpeabl. by-
aymiee passutus AR/VR B 00pa3zoBanuu 3akirodaercss HE TOJIBKO B CO3MaHHH
HOBOTO, HO M B TPAMOTHO# TpaHCOpMAIK YKe anpOoOUPOBAHHBIX Iegaroruye-
CKHX MHCTPYMCHTOB.

Paboma noooepoicana 6 pamxax cocyoapcmeeHno20 3a0anus
M 0705-2023-0027 6 chepe nayunoir desmenvrocmu.
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