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The problems dealing with the use of physical models in medical education are investigated. There is presented the
approach for software development with possibility of interactive design of anatomic structures. The used software is
oriented to the licensed availability and deployment in medical universities.
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Beegenue. CoBpeMeHHbIE TIOAXOAbI K MeJULMH-
CKOMY 00pa30BaHHIO TPeOyIOT aKTHBHOTO MCITOJIb-
30BaHUsI CPeJCTB MHTEPAKTUBHOW KOMITbIOTEPHOM
rpaduku ¥ MyabTUMezua. Tak, TpaJUI[MOHHEBIE
yuebHbIe MEeTOMKHY TIPU U3yUeHUH MOP(]OJIOriyeCKUX
JMUCIUIIAH KOHLEHTPUPYIOTCSI HA HCIO/b30BAHUU
yueOHHKOB, MpernapaToB, JBYMEPHbIX WITIOCTPAL|H,
JMarpaMm 1 MeJULIMHCKUX U300pakeHHi. TTpu 3ToM
MPOCTPAHCTBEHHBIE COOTHOILIEHHUS CJIOXKHO HHTEPIIpe-
THPOBaTh O3 BU3yannu3al[iu CTPYKTYP B TPEXMEPHOM
npoctpaHcTBe (3D) ¢ BO3MOXXHOCTBHIO UHTEPAKTUB-
HOro Bo3jelcTBYsA. Takue WHTepaKTHBHbIE yueOHbIe
MaTepuasbl MO3BOJISAIOT 3HAUUTETBHO YIYUIIHUTE T10-
HUMaHHe TIPOCTPAaHCTBEHHBIX COOTHOIIEHHH 1 ITPHU06-
perenue 3HaHui [4, 15]. S. C. Marks [12] yTBep>kzaer,
YTO uesi0BeUecKoe Tejso — 3To 3D-00bekT. Takum
00pa3oM, U3yueHre aHaTOMHUHU JI0JDKHO T10/1arathCs Ha
H3yueHue U oreprupoBaHue 3D-uHbopMarie.

Ilens uccaefoBaHUA: HCCIe[0BaHUE TIPOOIIEM,
CBSI3aHHBIX C UCITO/Tb30BaHUEM (DH3UUeCKUX Mojiesei
B MeJMIIMHCKOM 00pa30oBaHWU, W TPe[CTaBlIeHUN
TMO/IX0Zia K pa3paboTKe MPOrpaMMHOT0O 00ecrieueHust
C BO3MOKHOCThIO MHTEPAaKTUBHOTO MO/e/THPOBAHUS
AaHATOMMUECKUX CTPYKTYP.

[MocnenHue pa3paboTKy B 06/1aCTH TIPOrPAMMHOTO
obecrieueHust ¥ yaydllleHHe KaueCTBa MeJULIMHCKUX
1300pa)keHUH TIO3BOJISIIOT CO3/laBaThb aHATOMM-
yeCKy TOuHble 3D-Mogfie/ii, KOTOpbie 3aTeéM MOTYT
OBITH MCIO/Ib30BAaHbI B KaUeCTBe KOMIbIOTEPHBIX
3D-mopenetii gyist 06yuenus. YKesnatenbHO, UTOOBI Ta-
Kue yueOHble Moziesii Ob1i Hanbosiee 3 ek TUBHBIMU
B KOMOHHAI[MK C MHTEPAKTHBHBIM KOHTEKCTOM, TAaKHM,
Kak, HarmpuMep, UHTepPaKTUBHOe oOyyaroijee Mpu-
JIO)KeHWe, WU TIPU MCITO/Ib30BaHUU [IJIsl CO3/aHus
aHUMali B Kypce aHaTOMUM Uiy (usronoruu [17].

dopMa aHATOMHUUECKUX CTPYKTYp M HUX
MPOCTPAaHCTBEHHBIE B3aMMOOTHOIIIEHUS JIyUllle BCe-
r0 BOCIIPUHUMAIOTCS, KOT/a MO/b30BaTe/b MOXKET
B3aMMO/IeHiCTBOBaTh C CO3[aHHbIMM 3D-MopensiMu,
Tak KakK B HUX 3aJiO)KeHa BCs CyThb 3D-CTPyKTyp
Y TPOCTPAaHCTBEHHBIE B3aUMOOTHOIIIEHHS; K TOMY JKe
MPUIETAOIIHe CTPYKTYPhI CJIOKHO BOCTIPUHHUMATh
Ipyrumu criocobamu [4, 15]. 3yuast aHaTOMUIO Ha ue-
JIOBEUECKHX TPYTIaX, 3TO MOXKHO OCYIIIeCTB/ISATh B aHa-
TOMHUECKOH JTabopaTopyu, XOTsI [7ist MHOTHX MaTepH-
aJI0B (HarpyuMep, KOCTH) /1715l 3TOTO CYLL[eCTBYOT Orpa-
Huuenust. [TpodeccroHanbHO ClelaHHbIe TperapaThl
MOT'YT OKa3aThCsl HEMPAKTUUHBIMU [I/1s1 3aITOMUHAHUS
U He Bce 00pasiibl pa3BUBAIOIUXCS MAaTONIOTHH MO-
I'YT ObITh JOCTYMHBIMM, UTO 3aCTABJSET CTYAEHTOB
YUUTBCS «CyX0» T10 YUeOHHKaM, UCII0/Ib3Ys TEKCTOBbIE
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onucanus u 2D-u3obpakeHus. VccaegoBaHus
TOKa3bIBaIOT, UTO CTYZEHTHI TPeATIOUNTa0T YUUThCH,
WCIO/b3ysl OJHOBpPEMeHHO Kak 2D-u3o06pakeHus,
Tak U UHTepakTuBHbIe 3D-mozmeny, a He UCMOJIb-
3ys B oTgesnbHoCTH 2D- wnin 3D-undopmanuio [6].
[IpriMeHeHMe KOMITBbIOTEPHU3UPOBaHHBIX 3D-Mozeneit
M03BOJISIeT U3y4aTh aHATOMUIO B JIFOOOM MecTe, a He
TOJILKO B @HATOMUY€eCKOM 71abopaTopuy UM UCTIONb-
3ysl TperapyupoBaHHbie MaTepuasnbl [13]. CeromHs
IOCTyTIeH Liebld psifi aHaToMuYeckKux 3D-aTiacos,
pa3paboTaHHBIX B yueOHBIX LiesisiX (Hampumep,
AnatomyBrowser, Zygote Body u BodyParts3D). Bce
OHU CO3/laHbI C MCMOIb30BaHKEM JIaHHBIX CHUMKOB,
MOJTyYeHHBIX C TMOMOILbI0 MarHUTHO-PE30HaHCHOMN
tomorpadun (MPT) n1bo KOMITBIOTEPHOM TOMOTpa-
¢un. Hekotopeie, BKtodasi AnatomyBrowser, imeroT
BO3MO)KHOCTH XUPYPTrAUeCKOro MO/e/TupoBanust [2].

Marepuasnsl U MeToAbl. Pusuueckue aHamo-
Muyeckue moodenu. Haunyuiieil Mozenbio st
WCCIeJOBaHUM aHATOMHUM Ye/lOBeKa Bcerza ObLio
MmépTBoe ¢usuueckoe Teso [1, 10]. [TockonbKy mpu
3TOM B OOJIBIIMHCTBE C/Ty4aeB BCE YaCTH TeJia Ipa-
BU/IBHO pacoJio’KeHbl, MOXXHO MPUKOCHYThCS KO
BCEM 3/IeMeHTaM, BCe CTPYKTYPhI (MSTKUe, TBEPbIe,
IJaZikve, [1epoxXoBaThble, CyXue W Bila)KHble) TOUHO
Bocco3zanbl. C JaBHUX BpeMeH HM3-3a JII000MBITCTBa
JIFO[I VCC/IeZI0Ba/I PaHbl U OpraHbl CBOMX MEDPTBBIX
copopuueit. OHaKoO CerofHs JOCTYI K MEPTBOMY (H-
3UUYeCKOMY TeJly XKECTKO peryaMpyeTcsl MpaBOBbIMH,
(hMHAHCOBLIMU ¥ COLMAJbHBIMU OTPaHUYEHHUSIMU.
K Tomy >ke, gaxke Npu HaIMUMKU MEPTBOTO (hrizryec-
KOTO TeJla, BO3HHUKAIOT MPO0JieMbl C IeMOHCTpaLei
Ta30BOM monocTu U acuuii. I HakoHel], TIpob1eMbl
ZIOHOPCTBA MEPTBBIX (PM3NUECKUX TeJl, UX XpaHeHue,
WCIO/Ib30BaHUe XUMUUECKHX BPe/IHBIX BeIlleCTB, Ha/l-
Jiekalriee 3aXOpOHEeHHe TPYIHBIX 00pa3LoB CO3Jal0T
oTpe/ie/ieHHbIe TPYAHOCTH /I/Isi HEKOTOPBIX Y4eOHBIX
3aBeJIeHUH.

[ns pelleHWs TakKUX BOTIPOCOB HCIIOJB3YIOT
npodeccruoHalbHble aHAaTOMUUeCKHUe MOJeNu.
[lpeBHHE U coBpeMeHHble MOZIe/IM CHUIBHO pasjnua-
I0TCSL U3-3a UCIIO/Ib3yeMbIX JleTasieid U MaTepuasoB.
Korpa-To /14 npesicTaBieHNs: aHAaTOMU4eCKUX CTPYK-
TYp WUCMOMb30Baau 00bIUHOE [1ePeBO W CIOHOBYIO
KOCTb, Tarbe-Matlile uiv 0osiee feTaTbHbIe MOZIE/H U3
TIIaCTHIS, Aajiee ObLA peaJruCcTUUHBIe BOCKOBbBIE MO-
nmemu Susini, Towne, Ziegler v HaKOHeI] COBpeMeHHbIe
rpoeccroHabHbIE MOIeNM U3 TlacTuKa [7, 11, 18].
AHaTomMHMuecKre MOJe/I TaKKe pa3/IMuaroTcs C Tou-
KW 3peHus IPUMeHeHUs] — UCI0/Ib30BaHUe BpauaMu
JI71s1 KOHCY/IbTUPOBaHMS TIAlJUeHTOB »KEHCKOTOo M0,
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Ckaunpaaue 3D-Mopenu
aHATOMHYECKOii CTPYKTYPEL

Tekcrypuposanne 3D-
MO/Ie/TH aHATOMHYECKOH

(BodyParts3D) CTpyKTYpHI (Blender)

Co3gaHue aHEMaIuit

Co3aHHE H yOpaBIeHHe
anpMarmsivi (Mecanim -

Unity)

HanosxeHHe 3ByKa It
aHpMarmii (Audacity)

" @ Audaity

DEDICATED SERVERS

(Blender)

Pa3paboTKa HHTEPAKTHBHOTO
nprnoxkerns (Unity)

Puc. 1. TTopsiiok pa3paboTKu HHTePAaKTUBHBIX yueOHBIX TIPUIOXKEeHHUH Ha 0cHOBe 3D-Mopeneit

TMo/TyyeHUe HaBbIKOB XMPYpraMu M, KOHeUHO, h3yue-
HMe aHatomud [9, 14].

dusnuecKre aHaTOMUYeCcKHe Mozenud o0majaroT
CBOMCTBEHHBIMUM OTPaHUYEHUSIMU TPU UX UCIIOJIb-
30BaHWM, XpaHeHWH U 00cayxuBaHUUA. CTOMMOCTD
npocdeccruoHaNbHBIX MoJeseld MOXXeT JOCTUraTh
TBHICSIY [10/I71apOB, B 3aBUCMMOCTU OT MaTepuasna,
pasmepa, JeTaneii, TOUHOCTH U UHTePaKTUBHOCTHU.
K ToMy ke ripy OOMBIIMX KOHTUHTEHTAaX CTYZEHTOB
Takue (pu3MUeCcKre aHaTOMUUeCK1e MOZe/Td MOTYT 10-
BPEeXK/IaThCsl U CO BpeMeHeM NPUXOUTh B HETOJHOCTb.
CoBpeMeHHbIe TUIaCTUYeCKHe 00pa3iibl ToKa3aau
cBOIO 3¢ deKTUBHOCTD TIpH 00yueHnu [5, 8]. OpHako
OOJBIIMHCTBO BBIIIEONMCAHHBIX OrPAHUYEHUH TpH-
CYIL[M TAKXKe U MIaCTUYeCKUM 00pasrjaMm.

Hudgpoevie 3D-modenu. B pnononHenue K Gu-
3MYeCKUM MOJensiM pa3paboTaHbl COBpeMeHHbIe
udpoBbie 3D-BU3yanu3aliu CTPYKTYP U 00pasijoB
C WCIIOMb30BaHWEM MeJWLMHCKUX H300pakeHHH
u yugposoro 3D-mogenupoBanus. Lludpossie
3D-Mopze/ aHaTOMUYECKUX CTPYKTYpP LOCTYITHBI Ha
KOMITBIOTEpe, TP HCII0/Ib30BaHUM MOOU/IBHBIX TTPHU-
JIO>KeHWW WA CaMOCTOSITe/TbHBIX PAabOUMX CTaHIIMH
(narpumep, Anatomage, Touch of Life). Hamuuue
3THX MaTepyvasioB B aHATOMUUeCKOH 1abopaTopyy 1 Ha
yueOHBIX KOMIBIOTEPAX MOXKET CHU3UTD MOTPeOHOCTh
B (U3MUECKUX aHATOMUYECKUX MOJEAX WM Jaxe
B IIeYaTHBIX aT/1acax v IOMOyKeT MperofiaBaHu0, Tipef-
0CTaBUB yueOHbIe MaTepHasIbl Ha aHaTOMITYe CKOM CTO-
Jie. OHAKO CTOMMOCTb TaKOM CIeLaaTu3vupOBaHHOU
WHTEPAKTHUBHOU cUcTeMbl 3D-1300paskeHUH IB/ISIeTCS
3HauuTe bHOM (pumepHo 100 000 pgosi. CLIA 3a

ctos Anatomage U JOMNOHUTEIbHbIE YCTPOWCTBA),
K TOMY Xe C/IeflyeT yUUTBIBaThb NMOTPeOHOCTh TO-
CTOSIHHOTO TMpodeCcCHOHaNbHOTO COTIPOBOXKIEHUSI.
Wcnonb3oBanue mianmieToB iPad m MoOMIbHBIX
YCTPOMCTB YMeHbIIIaeT CTOMMOCTh, HO TpeOyeT pas-
pabOTKU CreLabHBIX TTPUTOXKEeHH, KOTOPbIe TOXe
BIUSIFOT Ha 00yueHue.

[MpenmytectBo 1ubpoBbix 3D-Mozeneil cCoCTOUT
B TOM, UTO C HUMHU MOJKHO ITOCTOSTHHO MaHUITY/INPO-
BaTh JI/151 IeMOHCTPALX U3MeHEeHNH B CTPYKTYpe WIN
obpastie ¢ yuéToM BO3pacTa v CTaIMH Pa3BUTHST; POJIH
XUPYPryuuecKoi orepanyu 6o BMelIaTenb-CTBa; Me-
xaHu3Ma QyHKoHupoBanust. Lindposbie 3D-monenu
CrocoOHBI TIpeicTaBUThL MOpdoreHe3 cepAlia UM
BHYTPEHHEro yXa M MpOsSICHUTb 3MOpHOHA/IbHbIE
CTPYKTYPBI ¥ TKaHH, SIBJISFOLLIYE CS] B)KHBIMU BO BpeMst
YCIeLHbIX cTazini sMbproreHesa. K Tomy xe, c mo-
MoI1[bI0 TIU(PPOBBIX 3D-Moes1el MOXKHO TIPOCTIeUTD
3a 04arom Ljuppo3a reyeHy Ui NporpeccupoBaHueM
Oone3nu AnbLreiiMepa, HaulHasi C Ha4aabHOTO (op-
MUPOBaHUS 1 [I0 CTa/IMU TIOJTHOTO pa3pylleH!s TKaHU.
W HakoHel], 3TH MOZend MOTYT ZeMOHCTPHUPOBATh
MeXaHHUKY (YHKLMOHHMDOBAHUsI CyCTaBOB B Pa3HbIX
TIOJIOKEeHUSIX 1 TIPH Harpy3Kax, M00 ke (hHU3HO0JIOTHI0
(YHKLMOHMPOBaHUsI CepZeduHoN MbILLbl. HarpoTus,
TpebyeTcst psif hU3MUeCKUX MOJiesiel ZIJis TOT0, UTOObI
TIOTyYUTB JIF000€e U3 TaKKX MpeJCTaB/leHrH.

OueBUJHBIM NIPEUMYILLEeCTBOM LM(POBLIX aHATO-
Muueckux 3D-Mofeneil siBasieTCs TO, UTO Npernofana-
TeJb WK yuebHOe yupexJeHre MOTYT CO3/1aTh UX 3a
CPaBHHUTE/ILHO KOPOTKOe BpeMsI (TpeOyeTCst OTbITHBIH
OromMeaUIMHCKIIA WmocTpaTop). CTOMMOCTb MOXKET
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0Ka3aThCst OTHOCUTE/ILHO HeOOoTb11I0H (pabouast cTaH-
LUs C TIPOTpaMMHBIM 00ecTieueHHeM Open-source).
OpHaxko 6onee adekTHBHOE TporpaMmMHoe obecrie-
yeHHe MOKeT ObITh oporuM (1000-5000 gom. CIITA
B rofl), Aaxe IO akaJeMUuecKou auieH3uu. LleHa
JIULI€H3UN 3aBUCUT OT Crocoba MCI0J/ib30BaHUS
(mepcoHanbHOE MO0 AT yUpexzAeHus), mepe-
TOBOPOB, THUMA WCI0J/Ib30BaHUS (KJIMHUYECKOe WU
yue6HOe). Co3nanue 6ub/IMOTEK TMO0 perno3uTopres
Mojiesiell MO)KeT YMeHbIIUTh MOTpebHOCTh B UC-
T10/1b30BaHUU OPUTHUHABHBIX MOJiesiell U CHU3UTh UX
CTOMMOCTS [3, 16, 19].
Pe3ynbrarhl U MX 00cy>xkaeHue. [1pesiiaraeMsiii ro-
PSIIOK pa3paboTKu NpuioxkeHui 3D-Moje/TMpOBaHuUs
aHaTOMMYECKUX CTPYKTYDP BKJ/IOYaeT Cjefyloliue
sTanbl pabot (puc. 1).
Hcnoab3zoeaHue 3D-modesneli aHamomuuec-
KUX cmpykmyp, pa3pabomaHHbIX € npoekme
Anatomography. TTpoexT Anatomography 6b11 3arty-
e B 2009 rogy B TokuiickoM yHUBepcuTeTe (0CHO-
Baresb poekTa — npodeccop Koycaky Oky60). baza
JIaHHBIX CETOYHBIX MO/le/iell aHaTOMUYeCKHX CTPYKTYP
rosiyunsia HasBaHue BodyParts3D. Azapec mpoekTa
B uHTepHeT — http://lifesciencedb.jp/bp3d/?Ing=en.
CeTtounnle nanuble 715 BodyParts3D 6bu11 oy yeHsl
Ha ocHoBe MPT-u300paskenuii. [Ipouiecc moctpoeHust
Mozenelt anist BodyParts3D cocTosit U3 Tpex 3TaroB:
1-# aTan: mpoBoAM/Iack aHaTOMUYeCKas CerMeHTaLys
Ha ocHoBe MPT-u300pa>keHH#i B CrieL{UaibHOM
¢dopmate TARO;

2-{i 3Tar: € MOMOILbI0 MeJULIMHCKUX WITFOCTPaTOpPOB,
WCTIO/T3YHOLLMX ITPOrpaMmbl 3D-pefjakTipoBaHys,

@ MakeHuman 1.1.1 - [Untitled]”
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[00aBnIsAMMCh HeOCTAlOIINe JeTasu, [Je/anich
Oosee UETKMMU Kpas;

3-11 9Tar: cermeHTalys U MOAUPHUKALMS JaHHBIX TIPO-
BO/JIU/IaCh B COTPYLHUUECTBE C KIUHULMCTaMH JI0
TeX Top, MoKa He ObLI0 JOCTUTHYTO KOHLIENTY-
asbHOe CXO/ICTBO.

Cetounbie Mogeu BodyParts3D pacripocTpansi-
10TCs B BUie daityioB popmara OBJ. [lnst Bepcuu 3.0
TO/HBIN pa3Mep JJaHHBIX cocTap/si 127 MB (ynpo-
1ieHHas cetka) U 521 MB (Bbicokoe KauecTBo). [1pu
3TOM KOTMYECTBO aHaTOMUUECKHUX CTPYKTYp COCTaB-
sisiet 1523. Ceropns aktyanbHasi Bepcust — 4.0.

[laHHBIE B BUJe apXUBa MOTYT OBITh 3arpy’>KeHbI
u3 ctpanulibl http://dbarchive.biosciencedbc.jp/en/
bodyparts3d/download.html.

N306parkenusi, creHeprpoBaHHbIe B Anatomography,
Y ceTouHble jaHHble B BodyParts3D nmetoT inLieH31i0
Creative Commons license, 3To cziefiaHo C 1[e/bI0
obecrieueHus1 IIMPOKOTO UCTIO/Ib30BaHUS U IOCTYTI-
HOCTH MeJULIMHCKOTO 00pa30BaHusl.

3aMeTUM, UTO aHaTOMHUeCKHEe CTPYKTYPBhI
BodyParts3D moryT ObITb UHTEIPUPOBaHLI B Ooree
CIIOKHYIO MO/Jieflb, CO3/laBaeMyt0, HarlpyuMep, B Mpo-
rpaMMHOM obecrieuenur MakeHuman (puc. 2).

Hmnopmupoeanue u o6pabomka 3D-modenu
@ Blender. TIporpamma Blender mpezsiaraeT mwupo-
KUH CrieKTp 00beKTOB /ISl CO3/IaHuUs M [a/IbHEHIIIero
penakTupoBaHus: ceTku, noBepxHoctu NURBS,
KpuBble be3bepa, BekTopHble wipudThl (TrueType,
PostScript, OpenType).

NMeeTcss MHCTpyMeHTapuil /11 Hape3aHHUs CeT-
Ku. Peanu3oBanbl OyneBckre QyHKIUU [7s1 CETOK.

Puc. 2. ITporpamma MakeHuman mo3BosisieT Co37laBaTh CETOUHbIE MOZIEJTH B Pa3HBIX TTOJIOKEHUSIX
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PeyjakTpOBaHMe CETOK BO3MOKHO C MCTI0/Ib30BaHUEM

BepIluH, pédbep U rpaHeil. CylecTByeT MHOXKECTBO

GbyHKUME A1 peJaKTUPOBaHUsSI 0OBEKTOB, KOTOPbIe

TI03BOJISIFOT TOTYYUTh OOBEKT MpaKTUYeCKH JTF000ro

BUJA.

C momo1pi0 CKpUNTOB Ha s3bike Python mMoxkHO
C03/]aBaTh HOBbIE WHCTPYMEHTHI TIO/b30BaTe s AJist
peJaKTHPOBaHUSI.

Blender Bk/touaet B cebst cuctemy BMesh, koTopas
T03BOJISIET CO3/]aBaTh U peJJaKTHPOBAThL T'PaHU C OUeHb
CJIOKHBIM CTPOEHWEeM — HarlpuMep, COCTOsIIIVe U3
ZleCATKOB pébep.

OCHOBHBIMU /IeFICTBUSIMY TIPH UCITOTb30BaHUHU TPO-
rpaMMBbI [TPU paboTe C aHaTOMUYe CKUMH CTPYKTYpPaMH
u3 6a3bl faHHbIX BodyParts3D siBasttoTCS:

* uMMopTUpoBaHue Mozenu B oopmare OBJ-datina
(xomanzp! File-Import-Wavefront(.obj));

* TipejCTaBieHHe 00bEKTa B Pa3HBIX MPOEKIUSIX
(BUABI MOYyYarOTCsl C TIOMOLBIO KIaBULI LU(-
POBOM K/IaBUATYPbI: [Jisl TePEK/II0UeHUsT MEXY
OPTOTOHAJILHOW W TePCIeKTUBHOW MPOeKLUsIMU
WCMOJ/Ib3yeTCo KaBulla 5, BUJ, criepegyu — 1, Bup,
cripaBa — 3, BUJ, CBepxy — 7, BUJ, CHU3Y — 9,
MOBOPOT OKHA BWZA Ha OMpe/eNéHHbIN YTos Mo-
JlyyaeTcsd TPy HakaTWW Ha KiaBulu 2, 8, 4, 6,
TIPOTHUBOIIO/IO)KHBIE BUJIbI TTOJIyYarOTCsl TIPU Ha-
»karoii knasuie Ctrl);

* reoMeTpUuecKUe Mpeodpa30BaHUs aKTHBHOTO 00b-
eKTa (TepemMelijeHre — KJIaBUILIa g, 000poThl —
KJIaBHLIIA T, MacIITabOMpOBaHWe — KJIaBHLA S);

* TOMy4YeHWe CETOYHOTO Mpe/CTaB/leHus] MO/ emnu
(xnaBuiua g);

* Tepexo/, B Pe)XUM DeJaKTHPOBaHUS W 00paTHO
(xnapwina Tab);

* peJaKTHUpPOBaHWeE B PeXXKMMaXx BepILuH, pédep, rpa-
Hell (K/IaBUIIM HKHEro MeHI0);

* Ha/o)KeHHWe MaTepuasna (CO3ZaHHOTO Ha OCHOBE
TEKCTYpbl) Ha COOTBETCTBYIOLIME TPaHH).

Cucrema anumanuu B Blender ocHoBana Ha
WCTIO/Ib30BaHMU TIPSIMOM M 00paTHOM KMHEMaTHUKH.
IMopmep)kxrBaeTcsi aBTOMAaTHUeCKWN CKUHHUHT, UHTe-
PaKTHBHOE PUCOBaHHWe pacripefesieHrsi BeCOB Hero-
Cpe/iCTBEHHO Ha 00BeKTe, pyyHOe pelaKTUPOBaHKe
criocoba 06pabOTKM KapKaca [ijist KaK/[0H BepIIHHbI,
cucteMa «envelopes».

Peanu3oBaH MUKCep He/JMHeWHOW aHUMAaLUU
C LMKJIOM TIepeABWKeHus BO/b KpuBoi. [1pu sTom
BO3MO)KHO aHUMUPOBATD [Ja’Ke OT/le/TbHbIe BePIIMHEI,
YTO TI03BOJISIeT paboTaThk Aa)ke C OUeHb CJAOKHBIMHU
C TOUKH 3pPeHHUsI TIOCTPOEeHHs 00beKTaMH (TaKUMHU, KaK
aHaTOMHUYeCKHe CTPYKTYPbI).

[TocTpoeHne aHMMalLUM OCHOBAHO Ha UCIIO/b-
30BaHUU CHUCTEMBbl aHMMallMOHHBIX KPHUBBIX, TaK
HasbiBaeMbIX KpuBbIX [PO. ITongepxuBaeTcst IPUHLMIT
«driven-keys», Mpu KOTOPOM H3MeHeHHe 3HaueHUst
OJJHOTO TMapameTpa (Hampumep, LIMPUHBI) TPUBO-
JIUT K aBTOMaTUueCKOMY H3MeHeHHI0 (TpOropLiro-
HaJbHOMY WM HET) 3HaueHWs JpPYyroro (Harpumep,
BBICOTHI). BO3MOXKHO KOHTPO/IMPOBATh 3HaUeHUs Ma-
paMeTpoB C MOMOLLbI0 MaTeMaTHUyeCKUX BbIpaKeHUI
(HarmMcaHHBIX Ha s3bike Python). OGecrneueHo uc-
T0/Tb30BaHMe 3BYKOBBIX (Daii/ioB ¥ MX pe/laKTHPOBaHKe
C 1]eJIbI0 COOTBETCTBYIOILeH CUHXPOHU3aLUH.

[Noppmep>krBaeTCsl CHHXpOHM3ALMs HAa OCHOBE TeX-
Hosoruu Motion capture.

K Tomy >ke CKpUMTHI, HarTMcaHHbIe Ha si3bike Python,
CO03/1al0T HOBbIe aHMMAaILJMOHHbIe BO3MOXHOCTH.

YnpaBieHWe cO3JjaHUeM aHUMalMh OCyIecT-
BJISIETCS C TIOMOIIIbI0 MeXaHW3Ma K/Ioueill KaHasoB
(peanu3oBaHbl KaHastbl Tiepemeltienus (Location), 060-
paunBanus (Rotation), MaciurabupoBanus (Scaling)
U BCEBO3MOXKHbIe KoMOuHaumu KaHanoB (LocRot,
LocScaleu . 1.). Ha 0CHOBe yCTaHOB/IEHHBIX K/TFOUEH
rapaMmeTpbl MOZIe/I U3MEHSIOTCS BO BCeX OCTa/IbHBIX
KaJipax Ha OCHOBe aBTOMaTUUeCKH CTeHepUPOBaHHBIX
WHTEePNOJISILIMOHHBIX KPUBBIX (aHUMaLMOHHbBIE
KpHBBIE), KOTOPbIe UMeloT rpaduyecKyro BU3yain3a-
uuto (puc. 3). [Inst co3manust anuManyy Blender mpu
BK/TFOUSHHOM KHOTIKE 3alyCH aHWMald{ yKa3aTesb
KaZlpa yCTaHaB/IMBaeTCs Ha OMpefe/éHHBIN Kazp.
CoszaHue KJTtoua KaHasa OCyleCTBIISIeTCS Ha)KaTueM
KJ/IaBHLLIM i ¥ BBIOOPOM COOTBETCTBYIOLIEH KOMaH/bl
KOHTEKCTHOTO MEHIO.

Co3paHHbIe TAKUM 00pa30M aHUMALK MOTYT fjasiee
OBITH UCITO/Ib30BAHBI TTPU CO3/JaHUU UHTEPAKTHBHOTO
TIPUJIOKEHMUS.

Co3paHue UHTepaKTUBHOTO TIPU/IO’KEHHS Ha 0CHOBE
3D mogeneii aHaToMuuecKrx cTpyKTyp BodyParts3D
HauboJiee 11e71eCO000pa3HbIM CEroHs IPe/ICTaBISeTC s
C MCI0JIb30BaHWeM Urposoro asuraress Unity. Unity,
coueTasi B cebe BCe CBOWMCTBA COBPEMEHHOU CpEJIbI
3D-pa3paboTKHu, UCITO/L3YEeTC s Ha 0CHOBAHWH JIULEH-
3uu Proprietary, kKoTopast Ipy UCII0/Ib30BaHUHU JIJIS1 CO-
3[1laHUS KOMITbIOTEPHBIX UI'P HaK/aJblBaeT OrpaHuue-
HUSI Ha OFO/IPKET UTPbI ¥ KOTMUECTBO KOHKYPHUPYFOLLX
urpokoB. ITpu 3Tom nuiien3us Personal ¢ 6romkeTom
urpel 10 100 000 monn. CITA u KOMMYeCcTBOM KOH-
KypHPYIOIUX UTPOKOB /10 20 siBjisieTcst OeCriaTHOM.
Pa3paboTKa WHTePAKTUBHBIX yueOHBIX MPUTOKEHUN
BIIOJIHE COOTBETCTBYET TAKUM OTPaHUUEHUSIM.
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© Slender

Puc. 3. O6paborka B Blender nmmnoptrpoBanHo# Mogenu u3 BodyParts3D:
a) ceToyHasi Mo/iesib; 0) co3aHre aHUMaLU

VHTepakTHBHBIE MPUIOYKEHUS C UCTIOIb30BaHUEM
aHaTOMHUYeCKUX CTPYKTYP MOTYT aKTUBHO ONMPaThCS
Ha MCII0/Ib30BaHKeE C/IeAYIOLMX COCTaB/somumx Unity.

®dusnyeckuii 1KoK Unity sB/IsSeTCS OFHUM U3 Ha-
n0oJs1ee BaKHBIX KOMIIOHEHT /17151 CO37aHust 3 deKToB
BUPTYaJIbHOM peasbHOCTH. /17151 TOro uTo661 00beKT 3D
(B maHHOM cjyyae aHaTOMMUUeCKasi CTPYKTypa)
obpabareiBaicst (U3UUECKHUM JIBUKKOM, OH JIOJDKEH
coziepkath B cebe komrnoHeHT Rigidbody. B fansHeii-
IIeM 3TO TI03BOJISIET CBSI3aTh C JAHHBIM KOMIIOHEHTOM
TaKye CBOMCTBa, Kak Macca (B OTHOCUTEJTbHBIX eZIHU-
Llax U3MepeHNs1), yCKOpeHHe TiepeMellleHus], YITIOBoe
YCKOpeHHe, UCMO/Ib30BaHNe TpaBUTAllMM, KMHEMa-
TUYHOCTH; UHTEPIIO/INPOBaTh epeMelleHHs], YKa3aTh
TOUHOCTb OOHApyKeHHsI CTOJIKHOBEHUH (KOJUTH3UA).

Co criocobom oOHapy>KeHUsI KOJUTU3UH CBS3aHO
WICTI0/Th30BaHNe COOTBETCTBYIOIIUX KOMITIOHEHT (u-
3UUeCKOTO JBWKKa, a uMeHHO: BoxCollider criemyet
WCTI0/Th30BaTh B C/Iyyae OTC/IEKUBAHUS CTOTKHOBE-
HUSI 00BEKTOB KyOHuecko (Gopmbl (MK OJTU3KOr0o
K 3ToMy), Sphere Collider — cdepuueckoii, Capsule
Collider — B Buzie karcynbl, Mesh Collider — B Buzie
cetky, Terrain Collider — B Buzie c/io>kHO# hOpPMBI 110-
BepXHOCTH. [TpH 3TOM CTOUT YUUTHIBATh, UTO UCITONb-
30BaHMe JIByX TOC/IeTHMX KOMITOHEHT 3HAYUTeTHHO
yBeIMYMBaeT Harpy3Ky Ha rpaguuecKuii poLeccop,
YTO TpeObyeT MX OCTOPOYKHOTO UCIIOTb30BaAHHUS.

Cnenytoijasi Tpymnma KOMIIOHEHT (GU3UUeCKOro
JBIKKA CBsi3aHa C MCTIOb30BaHWEM COeNMHeHUN
¢usnueckux ten. IIpu 3TOM MOAAEPKUBAIOTCS
TakKWe Ba)KHbIe /IS aHATOMHUUYECKHUX CTPYKTYP
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TUIBI coefijuHeHUli: noaBuwXHbBIe (Hinge Joint),
dukcupoBanusie (Fixed Joint), ymnpy-
rue (Spring Joint) U coefuHeHUs1 C MPOU3BOJILHOMN
koH¢wurypanuedi (Configurable Joint).

BHe1HI010 MPUIOKEHHYIO CUTY CefyeT MOZenu-
poBars rnocpezcrsom KomroHenta Constant Force.

Hcnoab3oeaHue aHUMAYUOHHOU cucmembl
Mecanim. Unity o651ajaeT U30LpEHHON aHUMAL[OH-
HOU cuctemor Mecanim. OHa 00ecrieurBaeT MpoCTOTy
CXeMbl yrpaB/ieHrsl 1 HACTPOUKM aHUMaL[|H JIJIs1 BCeX
sneMeHTOB Unity, BK/TFouast 00beKThI, X YaCTH U CBOM-
CTBa; MOJ/IePKKY UMITOPTHPOBAHHBIX aHUMalJMOHHBIX
KJIUIOB M aHUMalMi, co3jaHHbIX BHyTpU Unity;
repeHale/lMBaHre TYMaHOU/IHbIX aHUMaLiii — CIIo-
COOHOCTE TIPUMEHSATh aHUMAaLUM U3 OFZHOM Mozenv
repcoHa)ka Ha JPYrylo; YHOPOIIeHHBIN TMpolecc
BbIDAaBHMBAHHWSI aHWMAL[MOHHBIX K/IWTIOB; yA0OHBIN
Tpe/IBapUTe/IbHBI MPOCMOTP aHUMALIMOHHBIX KJTU-
OB, TIepexo/ibl U B3aMMOZENCTBUS MeXIy HUMHU.
OTo MO3BOJIsSIET aHUMaTopaM paboTarthk Oosiee He3a-
BHCHMO OT MPOTrPaMMMUCTOB, OTJIa&YKMBAaTh aHUMaL[u1
eI1lé 10 HaJIO)KeHHUs1 TPOrpaMMHOTr0 KOZia; YIIpaB/sTh
CJIO’KHBIMH B3aMMO/eMCTBUSIMU MEXXy aHUMaLsMHU,
WCIIO/Tb3Y$ BU3ya/IbHOE POTrPaMMHOE CPe/iCTBO; TaK-
JKe TI03BOJIsIeT aHUMKPOBaHKe pa3/IMUHbIX YacTel Tesia
C pa3Hoi JIOTUKOM, MHOTOYPOBHEBOCTb.

Kak mpaBuiio, ¢ KaxzabpiM 3D-00beKTOM CBsi3aH
psii aHUMalUii, CO3/JaHHBIX paHee. YMpaBjeHUe
BBITIOJIHEHUSI TaKMX aHUMaLUK OCYIleCTB/SEeTCS
C TIOMOLIBIO CIelMa/JbHO CO3Z,laHHOTO KOMIIOHEHTa
Animator Controller. TTepektoueHust Me>Ky aHUMa-
LMSIMU TIPOMCXOZAT TIPY HaCTYIJIEHWH B ITpOrpamme
ompejieleHHbIX COOBITHI. Harpumep, MOXKHO 3a-
MyCTUTb aHUMAaL[MI0 000pauMBaHUsI aHATOMUYeCKOW
CTPYKTYpBI, HakaB KiaBuuly r. [laxke eciu cyue-
CTBYeT TO/JbKO O/INH aHHWMAaL[MOHHBIN KJIUI, OH BCE
PaBHO /10/DKeH ObITh TIOMEILEH B KOMITOHEHT Animator
Controller anist ero ucnosb3oeanus B Game Object.

KoHTpornnep ynpasnseT COCTOSHUSMH Pa3HbIX aHH-
Mal[1il U Tlepexo/jlaMu MeXXy HUMU TaK Ha3bIBaeMOi
MaIIMHON COCTOSTHUM, KOTOPYI0 MOXKHO cebe mipe[-
CTaBUTb KaK OJI0K-CXeMy WU MPOCTYIO MPOTrPaMMmy;,
HanMCaHHY10 Ha BU3ya/IbHOM s13bIKe TIPOrpaMMHpOBa-
Hus BHyTpU Unity. CTpykTypa KoHTpo/ulepa Animator
Controller co3gaércs, npencTaBasieTcss U U3MEHSIETCS
B OkHe Animator Window.

Kaxapiii Animator Controller orpeziesnsier BXofHOe
COCTOSIHME T0J, Ha3BaHWeM Entry, BbIXO[HOe COCTO-
gHue — Exit. [lanee KaXJOMy KJIMITY, CBSI3aHHOMY
c obbekTOM (KOMMOHeHTBI Animation), oTBeuaeT
CBOE COCTOsTHME (COOTBETCTBEHHO O/10K B O/10K-CXeMe

B O/0K-cxeme okHa Animator). ITepexongbsl MeXxay
coctosiHUsIMU (0/10KaMU, aHUMALUSIMUA) CO3/aI0TCs
C TIOMOLL[bI0 BU3ya/IbHOTO MHCTPyMeHTapus Mecanim
Ha 0JIOK-CXeMe C MOMOIIbI) KOHTEKCTHOTO MEHIO
Make transition.

Kakzplil mepexosi MeXXly aHUMaLUsMA TIpefiCTaB-
JIsIeTCsl B KaueCTBe 00BbEKTa, KOTOPbIM HacTpauBa-
eTCsl B OKHe WHCIeKTopa 00bekToB. [Tpu aTom st
yTpaB/eHus TlepexofiaMy UCTOb3YOTCS ClIeL{UalbHO
co37iaBaeMble BO BK/ajke Parameters okHa Animator
rapameTpsl. Takve mapaMmeTpbl MOTYT OBITh YeTHIPEX
tunos: Float, Int, Bool, Trigger. ITpnuém mipu yrio-
Tpebnenny OyneBckoro mapamerpa tuma Trigger ero
3HaueHue KaXK/bIi1 pa3 mepeK/rouaeTcs TPy UCIO0JIb-
30BaHMM €ro /15 repexoza.

Co3z:aB mapameTpsl U OMNpefeNivB C UX MOMOLbI0
YCJIOBUS BBITIOJTHEHUS TT€PEeX0/I0B MeXKy aHUMaLWsi-
MM B MHCTIEKTOpe 00BEKTOB [ijisi TIepexo/ioB (TiaHes b
Conditions) faee co31aHHBINA MeXaHW3M yTIpaB/ieHusI
aHUMAaLUSIMU MO>KET OBbITh UCII0/Tb30BaH B TIPOTPaMM-
HOM Ko/ie Ha s13bike C#. Hanpumep, Tak o6pabatbiBaeTcst
Ha’KaTue K/IaBMLI K/IaBUaTyPhl [/ BbI30Ba aHUMaL[Wii:
r — obopaurBaHus, S — MacIITabUPOBaHMUSI:

using UnityEngine;
using System.Collections;

public class Skull3D
{

MonoBehaviour
Animator animator;

// Use this for initialization
void Start () {
animator =
GetComponent<Animator> () ;

// Update is called once per frame
void Update () {
if (Input.GetKeyUp (KeyCode.r))
{
animator.
SetInteger (“state”,1);
// rotation
}
if (Input.GetKeyUp (KeyCode.s))
{
animator.
SetInteger (“state”, 2);
// scaling
}
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L

Puc. 4. Co3fanue 1 yrpaBjieHUe aHUMaL[MsIMU C TIOMOILI[bIO CUCTeMbl Mecanim

AHI/IMaL[I/ISI MOXKeT 6])IT]) TaK)Xe BbI3BdHA TIPU CTaJl-
KUBaHUU C APYTUM OTIpe/ielieHHbIM 00BeKTOM (BO3-
HUKHOBEHHe KOJUIU3UN):

void OnCollisionEnter (Collision col)

{
if (col.gameObject.
CompareTag (“wall”))

{
animator.SetTrigger («broken
down») ; B
}
}
omnpeseneHHbIM TeroM wall. Co3zaBast 1 CTIONb3Ys
TakuM o0pa3oM 0/I0K-cxeMbl cucTeMbl Mecanim, zio-
CTUTalOTCsl BeCbMa CJIOKHbIE MeXaHU3Mbl yTIpaBJIeHUs
aHUMalMsIMH, CBA3aHHbIMU € 3D-mogensimu (puc. 4).
Co30aHue uHMepakmMueHoCmMu ¢ NOMOUWbio

mpuezepos. 1oz, Tpurrepamu, Kak rpaBu/io, UMEOT
B BH/ly OUeHb 00IMe CylHOCTH (BO3MOXKHBI /laXe
(yHKIMH, TPOTrPaMMHBIN KOZ, U T. [I.), C TIOMOILbIO
KOTOPBIX OCYIL|eCTB/SIeTCs yrpaBieHre BbIOTHeHUs
TporpaMMbl Yepe3 Kakre-TO B3auMOZelCTBUS (UHTe-
pPakTUBHOCTH). B cnyuae 3D-rpacduku Unity noHsitue
TPUTTEPOB MCTIONb3YeTCs [Ji1 CBOMCTBA KOMIIOHEHT
tuna Collider ¢pusnyeckoro JBMXKa. YCTaHOB/IEHUE
JlaHHOTO CBOMCTBA [i/11 KOMIIOHEHT T103BOJISIET Jjasiee
oOpabatbiBaTh COOBITHS, CBsi3aHHBIE C KOHTAKTaMH
C JaHHBIM 00BEKTOM: TP BXojie (CTOJIKHOBEHWH)
B JIaHHBIN OOBEKT, TIPY HAaXOXK/eHUU B JAHHOM 00B-
eKTe, MPU BbIxoJe U3 obbekTa. Takue fmeicTBuUs AJist
obecrieueHHst IHTEPAKTUBHOCTH MOTYT ObITH 00pabo-
TaHbl B COOTBETCTBYIOLMX METOZAX:

void OnTriggerEnter (Collider

collider)

{

// DmemcTBUS NpPO BXOIE B TPUITTEP

void OnTriggerStay(Collider
collider)

{

// OencTBUS IPY HAXOXIEHUU B
TpUTTEepe

}

void OnTriggerExit (Collider
collider)

{

// memcTBMS [OCJIe BHIXOOA M3 TpUrrepa

}

BbiBojib1. Takum 06pa3om, B paboTe MpoBeieHo KC-
criejoBaHye 1po6sieM, BO3HUKAIOIUX TTPU 00yUeHUH
CTYZ€HTOB-MeJMKOB Ha (pU3HUeCKUX MOJeISIX, U Ipe/-
JIOXKeH TI0AX0 /1711 pa3pab0TKN MHTePaKTUBHOTO TPO-
rpPaMMHOT0 00eCriedeHusl, UCTIO/Tb3YIOILero KOMIIbIO-
TepHYI0 rpadguky 3D B MeJULIMHCKOM 00pa30BaHUU.

YKakeM, UTO yKa3aHHBIM MOpPALOK pa3pa-
OOTKM OpMEHTHUPOBAH Ha HCIIOJb30BaHUE YXKe
TIPUTOTOBJIEHHBIX 3apaHee MO/eslell aHaTOMHUe CKUX
CTPYKTYp, CO3/iaBaeMbIX, HallpuMep, Ha OCHOBe
MPT-u3006pa)keHud U TIPeACTaBIEHHBIX B Pa3HBIX
PEero3uTOpuUsiX — KaK KOMMepUeCKHX, Tak U CBOOO/I-
HO pacnpocTpansieMbix (Harpumep, BodyParts3D).
[lanee mporiecc COCTOUT B UCIIOIb30BaHUM Oecriat-
HOTO MPOTPaMMHOT0 00eCriedeHusl, UTo, 10 MHEHUIO
aBTOPOB, CMTOCOOCTBOBAJIO ObI IIMPOKOH pa3paboTke
MHTePaKTUBHBIX 00YYaIOIIX TIPOrPaMM B MeJULFH-
CKHX By3ax.
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Tabauya 1
B03MO0)XHOCTD JIMI[eH3UPOBAHUS MPe/I/I0KEHHOT0 MPOrPaMMHOT0 00ecreueHus:
Wcnone3zyemoe
Orart paboTsI MIpOrpaMMHOe Komrmanust-pa3paboTumk JIuiieH3ust
obecrieueHue
Vcrone3oBanre 3D-Mozeneit aHaToMIUe-
CKMX CTPYKTYP, Pa3pab0TaHHBIX B TIPOEKTe BodyParts3D Anatomography Free open-source
IAnatomography
[TonyueHMe ceTeBBIX MOZe/eli uesoBeKa
Y A MakeHuman The MakeHuman team AGPL
C BO3MOYKHOCTbIO MOJIU(UKALIUU
VImropTrpoBaHue 1 06paboTka 3D-Mozenu .
pTHIp o P AETH, Blender Blender Foundation GNU GPL
CcO3JaHre aHUMAal[Ui
Co3maHue UHTEePAKTUBHOTO MPUJIOKEHUS . . . . Proprietar
A P P Unity Technologies Unity Technologies P y
C yIpaB/isieMbIMUA aHUMALIASIMU

ABTOpBI CUMTAIOT, UTO MCII0/Ib30BaHKE COBPEMEHHBIX
JULIeH3UPOBAHHBIX CpefCTB pa3pabotku (tabs. 1),
KOTOpbIe TIO/yUM/Id CErofHs MOIy/sIpHOCTh, B Tep-
BYIO ouepeZib, TIpU pa3paboTKe pa3BieKaTeabHBIX
MPOrPaMMHBIX MPOAYKTOB (KOMITbIOTEPHBIX WIp),
VMeeT psifi IPerMYILLeCTB NPY MCIO0/Ib30BaHUN [JIst
pa3paboTKu TPUJIOKeHUH KOMITbIOTEPHOU rpaduKu
B MeJMLITHCKOM 00pa30BaHWM: BO-TIEPBBIX, HAIlpaB-
JIEHHOCTh Ha 00pabOTKy C/IOXKHBIX CETOUHBIX MO/Ie-
neit, 3D-Busyanmu3aiuro, co3nanue 3¢¢heKToB, UHTe-
PaKTHUBHOE YIIpaB/leHHWe aHWMAaL[UsIMHU; BO-BTODBIX,

JIuteparypa.

1. Anatomical models: a digital revolution / J. R. Fredieu,
J. Kerbo, M. Herron [et al.] // Med. Sci. Educ. — 2015.
— Vol. 25, Ne. 2. — P. 183-194.

2. AnatomyBrowser: a novel approach to visualization
and integration of medical information / P. Golland,
R. Kikinis, M. Halle [et al.] // Comput. Aided
Surg. —1999. — Vol. 4, Ne. 3. — P. 129-143.

3. Becker B. W. Digital learning object repositories /
B. W. Becker // Behav. Soc. Sci. Libr. — 2010. —
Vol. 29. — P. 86-88.

4. Carolan J. Using representations for teaching and learning
in science / J. Carolan, V. Prain, B. Waldrip // Teaching
Science: The Journal of the Australian Science Teachers
Association. — 2008. — Vol. 54, Ne. 1. — P. 18-23.

5. Douglass C. Plastination: preservation technology
enhances biology teaching / C. Douglass, R. Glover //
Am. Biol. Teach. (Natl. Assoc. Biol. Teach.). —2003. —
Vol. 65, Ne. 7. — P. 503-510.

6. Hopkins R. Exploring the changing learning environment
of the gross anatomy lab / R. Hopkins, G. Regehr,
T. D. Wilson // Acad. Med. — 2011. — Vol. 86, Ne. 7. —
P. 883-888.

7. Hopwood N. Model politics / N. Hopwood // Lancet. —
2008. — Vol. 372, Ne. 9654. — P. 1946-1947.

Ha/IMuhe ZI0CTaTOYHOTO KOJTMUeCTBa CIeldaluCTOB-
MPOrPaMMHUCTOB, B/Ia/IeIOLUMHU JaHHBIMU TeXHO-
JIOTUSIMU; B-TPETbUX, [OCTATOYHAsI OTIaKEHHOCTh
JaHHBIX TPOTpPaMMHBIX cpej (ripu pa3paboTke
npoekTtoB Blender, Unity 3azeiicTBOBaHO MHOTO
BBICOKOK/TAaCCHBIX ITPOrPaMMHCTOB, TTPOEKTHI TIOZ1ep-
JKUBAIOTCS OCTATOUHO JJIUTeNbHOEe BpeMs, ce-
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