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COOpHHK COAEP)KUT HAay4HbIE CTaThbH OTEYECTBEHHBIX M 3apyOeKHBIX aBTOPOB IIO
HKOHOMHYECKUM, TEXHUIECKUM, (PHIOCOPCKUM, FOPHUINIECKUM U IPYTHM HayKaM.

Muccus HayqyHO-00pa3oBaTeabHOro AeKTpoHHoro xxypHana «KObBPASOBAHUE 1 HAVKA
B XXI BEKE» cocrout B mojaaepKKe MHTEpEca YUTATENEH K OPUTHHAIBHBIM HCCIIEIOBAaHUAM H
MHHOBAIIMOHHBIM MOAXO0/1aM B Pa3IUYHbIX TEMAaTHYECKUX HAIPaBIICHUSAX, KOTOPbIE CIIOCOOCTBYIOT
pacnpoCTpaHEHUIO JIydlllell OTeYECTBEHHOM U 3apyOeKHOU MPaKTUKU B MHTEPHET MPOCTPAHCTBE.

LleneBas aynuTopus *ypHaja 0XBaTbIBaeT paOOTHUKOB cepbl 00pazoBaHUs (BOCIIUTATENEH,
[I€/1aroroB, Y4uTelnel, pyKoBOAMTENEH KPYKKOB) M IIKOJIBHUKOB, MHTEPECYIOIIUXCS BOIPOCAMH,
OCBEIL[AEMBIMHU B KypHaJIE.

Marepuansl NyOJUKYIOTCS B aBTOPCKOW peAakiuu. 3a COONIOJICHHE 3aKOHOB 00
MHTEJUIEKTYaJbHOH COOCTBEHHOCTH M 3a COJEp)KaHHME CTaTe OTBETCTBEHHOCTh HECYT aBTOPHI
crareil. MHEHUeE pelaklii MOKET HE COBIA/aTh C MHEHUEM aBTOPOB crarei. [Ipu ucnonap3oBaHun

1 3aMMCTBOBAHHWU MAaTCpHAJIOB CCHIJIKA HAa U3/IaHUC 00s13aTeNbHa.
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VR ENVIRONMENT LIBRARY
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AHHOTALUA

Ota paboTa MOCBsIIEHA BUPTYaIbHBIM OMOIHMOTEKAaM, U JTAIOTCSI UHCTPYKIIUH,
9T00Bl 000TaTUTh BOOOpaKeHUE CTY/IEHTOB. VR- OMONIMOTEKH — 3TO COBPEMEHHBIC
6I/I6J'II/IOTCKI/I, [NIOJJHOCTBKO OTBCYAKIIHNC Tpe6OBaHI/IHM COBPECMCHHOCTHU. IToka3aHEbI
MCTOAbI CO3AaHUA U pa3BUTUA MHTCPCCA YHAIIUXCA K UTCHUIO KHUT C IIOMOIBIO VR-
OMOINOTEK.

KiaroueBbie cioBa: BuprtyanpHbie TexHonoruv, VR-KHUTH, SJIEKTpOHHAs
6I/I6JII/IOTCKa, IIporpaMmabl, COBPpCMCHHBIC OYKH.

Annotation

This article focuses on virtual libraries and provides instructions to enrich
students' imaginations. VR libraries are modern libraries that fully meet the
requirements of modernity. Methods for creating and developing students' interest in
reading books using VR libraries are shown.

Keywords: Virtual technology, VR books, electronic library, programs,
modern glasses.

Book of children the most near friend if so, then young generation the future
great will be An example for present of the time the most famous from people one
Snake Maskney is also a librarian book delivered that he could not give about data
there is The mask is very many p books studied, not only own in the field perhaps
another there are many in the field to information have was _ Books reading in his
life practical way to the fullest achieved persons just a lot. So, young generation book
to the reading direct if we get them right _ bring up the first steps on the way clicked
we will be

Traditional books each bias convenience about We have said many times, but
time development with Books are also special types and appearances appear is

happening. Technique century our activities during electronic form of books, i.e



electron books appear it happened. Electronic from books comfortable method
computer, smartphone and that's it such as electron devices using use can _ Positive
from the parties one library of literature all of them electron to 1 device in the form
placement possible and as desired copy download in audio format to hear
opportunity there is Electronic without books present our lives imagination to do
difficult _ Electronic books literature easy looking for to find time and with funds _
depends solutions to problems be takes _ Electronic books appear since _ since own
audience get rich is going This is the concept of VR, that is, virtual reality with
integration about telling we want to pass. Modern technologies library services to the
branch application reach the need appear is happening.

VR technology about Tomasz Mazuryk Michael (1) own scientific at
work telling past _ VR is virtual reality virtual reality _ as translation will be done.
His to his thoughts see _ vr environment Create for vr glasses and smartphones there
is if enough and sometimes computer devices through from the library if used will be
Even now _ vr-environments are also being created. From VRs right use About
Bernard D. Adelstein and of others in their work instructions given _

Question is born. VR technology to the library how application shall we VR
book what _ This is the future library and are books. VR book special devices, eyes _
windows with is read. In this student eyes _ on the right book appear will be In a
virtual environment him grasping, scrolling, size change in audio format hearing, in
3D size to see can _ For example : someone famous work movie by doing processed
If so, this the book reading in the process there is movie to images chains to put
through to the book was interest more increase can _ Another one opportunity of the
work another in the language selecting copies as well take, nir in the place use can _
Of course it is VR environment for web designers, programmers Create and VR
books in preparation participation they will VR- books about information in (3) ( 4)
(5) works there is Such colorful VR libraries _ the students new technologies try to
see, to learn and in reading interesting time to pass help gives _

VR- library project how ? User desired time and place VR- glasses to his phone

connect through from the library use and book reading opportunity have will be Eye



_on the right to virtuality have desired library appear will be VR book from the
library take himself wanted to the design have was _ the library choose interest with
time spends _ Har one user own interests and to taste looking in a VR environment
library for quiet sounds ( nature in the bosom or in nature natural birds voice to be
can ) and songs to choose can _ VR- libraries opportunity devices, new technologies
development looking more development and his own users to increase can _ In the
VR-library librarians to you service does not show. One in the place sitting in case
each different library services use can _ Current of VR in the period possibilities
infinite. A lot tourism, cinema, education and medicine in the fields wide in scope

Naf is bringing
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