Aemomamuzauun ¢ npomvtuiiennocmu 2019. Nel2
WWww.aviprom.ru

A.E. I'nasvipun (PI'BOY BO “Ilogonicckuil 20Cy0apcmeentbill mexHoio2uyeckull yHugepcumem”)

Metoanka pa3padoTKH TpPeHaMXkepa ¢ HHTE/LIEKTYaIbHOH HMMEPCHBHOM cpepoii

Pacemompena 603moxcnocms nogviuienust 3¢pghexmuenocmu npogheccuonanrbHol n0020mMoBKY ONEpamopos
NPU UCNOTIL308AHUU MPEHANCEPOE C UHMELLeKMYaTbHOU ummepcusHou cpeooul (MC). Ilpednosicena memoouka
08YXyp08HEe6020 npoekmuposanusunmeniexmyanvrol UC mpenasicepa: na HUdMICHeM yposHe 8blOUPAIomcs
npocmetiwiue Oelicmeus onepamopa U CReyuaibible mecml 05 OYeHKU NPOU3800UMENbHOCU €20 pabombl,; HA
8epxHeM - nokazamenu npoussooumenvHocmu u napamempul UC, erusrowjue Ha CLOHCHOCMb 8bINOIHEHUS 3A0aYU.
Memooduka npedycmampugaem Harudue 8 mpenasicepe 00pamHoll cesa3u 6UO0A «pe3yIbmam-usmeHeHue napamempos
sadauuy. Pazpaboman ancopumm unousuodyanrbHoll 2enepayuu NPohecCuoHaibHOU NPOSPaAMMbL HOO20MOBKU
onepamopa, YHumvléarowuil 3HaYeHUus NOKazamenei nPou3e00UmeIbHOCIU delcmeuti onepamopa. Anzopumm
no3eosiem Gopmuposams UHOUBUOYATILHYIO RPOSPAMMY HPOPECCUOHATLHOU NOO20MOBKU U YUUMbLEAEm
NPOU3BOOUMENLHOCH ONEPAMOPA HA OCHO8E USMEHEHUs. RAPAMEmPOs MpPyOoeMKocmu. IKCNePUMEHMAalbHble
pe3yibmamyl NOOMEEPOUNU YelecO0OPA3HOCHb NPUMEHEHUsL ANOPUMMA OJIsL MPEHANCEPOE MPAHCNOPIMHO-
MEXHONOUYECKUX MauH].

Knrouessie cnosa: ummepcuerHast cpeda, HeYemkas Moaeflb, npogbeccuonaﬂbﬁa}z I’IOOZOWIOGKCZ, onepamop,
mpeHaoaicep, 2eHemuyecKull ajneopumm.

T'nazvipun Anodpei Egzenvesunu — acnupanm xageopul “Ilpoexmuposanus u npouzeo0cmed
91eKMpPOHHO-8bIyuUcCTUmMenbHbIX cpedcms” OI'HBOY BO “Ilosonscckuii 2ocyoapcmeeHHbl
mexHono2uyecKull yHugepcumem .
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Glazyrin A.E. Intellectualization of immersive environment for a training simulator

The paper examines the possibility of improving process operators training efficiency with immersive
environment (IE) simulators. A two-level procedure of intelligent IE design is offered. At the lower level, the
simplest operator’s actions are selected along with special operator productivity assessment test, while the



efficiency indicators and IE parameters affecting the complexity of task execution are to be chosen at the upper one.
The procedure presumes the availability of “result — task parameters adjustment” feedback in the training system.
An algorithm generating

an individual operator training program is developed, which allows for the values of operator’s actions efficiency
indicators. The algorithm enables the development of an individual training program and takes into account
operator’s productivity based on laboriousness parameters changes. Experimental results have confirmed the
expedience of the algorithm application for technological transport simulators.

Keywords: immersive environment, training simulator, fuzzy model, training, operator, genetic algorithm.



