Gamification in Eco-Mining

INTRODUCTION




Kypc BUBYa€:

nepeaoBuin 4OCBIA BUKOPUCTaAHHA LMKPOBMX TEXHONOTIN Y
ripHUYINA cnpasi;

NnepcneKTMBW 3aCTOCYBaHHA TEXHOMOTINA BIpTyaNnbHOI Ta
N0NOBHEHOT peanbHOCTI ANA NPaKTUYHOI NiArOTOBKW FipHUYNX
IHKEHepIB, IH)XEHEPIB 3 0XOPOHU npaui, haxiBUiB 3 0XOPOHM
HaBKOJIMLIHBLOTO CepeaoBuLLa TOLLO;

MOXMBOCTI PO3p06KN Cepilo3HMX irop AnA ripHnyol
NPOMMCNOBOCTI;

pes3ynbTaTi Ta nepeBarn 3acToCyBaHHA UM POBUX TEXHOMONIN
y FipHWYIN ranysi.




[llo B oTpumacre?

Bu 3amoXere:
v’ 3acTocoByBaTu Ta po3pobnatu irpu/moaeni y VR/AR cepenoBuL;

v PO3YMITU TUMW Ta NPU3HAYEHHA CEPUO3HMX irop ANA MiArotoBKW (axiBUiB Yy Pi3HMX
FIPHUYUX YMOBaAX;

v BUBYATU peaibHe ripHuye cepeaoBulle Yyepes TecTyBaHHA po3pobneHux VR-moaenen;

v po3pobnaTtn Ta BukopuctoByBatu mogeni y 3D, VR/AR, BukopuctoBytoun nnatdopmy
Unity.




3MICT

16 nekuii Ta 16 npakTUYHNX 3aHATb (2 moayni):

Y nepuwlii 4acTuHi BM MPOTECTYETE B)X€ PO3p00NeHi nporpamHi npoaykTn (N0AaTKU, HaBYalbHI

nnatchopmm Ta VR-mopeni), W0 HapgawTb MOXIMUBICTb NPOXOAMTM IHTEPAKTMBHE HABYaHHA Ta
03HanomJsBaTUCA 3i cneyndiyHUMK FIPpHUYUMKU YMOBAMK, HE 3anuLlaloyn CBI HaBYanbHWUW 3aknaj
abo poboye micue.

Y Apyriii 4acTWHI BU HaBYMTECA MPOEKTYBATW Ta PO3pPoONAATM pi3HI BUAM ROAATKIB, BUKOPUCTOBYHOYM

nnatchopmy Unity (Bkntoyatoun 3D-pomatku anA OKynApiB | rapHiTyp BipTyanbHOI Ta [OMNOBHEHOT
peanbHOCTI, NpM3Ha4YeHi Ana Komn'toTepis, Beb-cepeaoBuiLa, NNaHWeTIiB, MOOINbHUX TenedoHiIB).




THE IMAGE WILL BARPROVE
A% THE ACCIDEMTS REDUCE

OCCUPATIONAL SAFETY

“‘;HWEE SAFETY EXERCISES

FROPER WORKING METHODS
WILL REDULCE ACCIDEMNTS

THE IMAGE OF THE MINING
SECTOR GETS BETTER

LEARNING ENVIRONMENT
OF THE MINING FIELD

THE SKILLS OF THOSE WORKING
IN THE MINING INDUSTRY
WILL IMPROVE

BETTER IMAGE LEADYS TO
INCREASED INTEREST

MODERN LEARMIMG
EMWIROMMENT

THE APPEAL OF THE FIELD AND
THE AVAILABILITY OF WORK-
FORCE INCREASES

MORE STUDENTS WILL APPLY
TO THE SCHOOLS
OF THE MIMING FIELDS




IcTopia reumi@ikaiiii B ripHUITBI

Komn'totepHi irpu Ta cumynauii — 1970-Ti Ta B3acM03B'A30K MiX irpamu,
noyatok 1980-x pokiB (sK HOBUI MeTO[ Bifleoirpamu, cepiio3HMMHM irpaMmu Ta
HaBYaHHA) cepiio3HMMM OCBITHIMM irpamu

Ha nouatky 1990-x 6ynu cTBOpEHI nepui irpu,
3aCHOBaHI Ha KOMYHIKaLIAHWX Ta
IHDOpMaLIHUX TEXHONOTIAX, ANA A0CIAKEHHA
HayYKOBWX | TEXHONOTYHUX aCNeKTiB

Games

Video games

2000-Ti poKM — 3p0CJI0 3HAYEHHA el
KOMepUIMHWX Bie0irop y HayLi Ta OCBITI, a
TaK0X aKTUBHWUW PO3BUTOK CEPUO3HUX IFOp Ha
HayKoBY TeMaTKKY, 30KpeMa 3 XiMmii, pi3nku Ta o
Gionorii o




i (I
WHAI ARE .4 N
SERIOUS GAMES‘?




KaTeropii HaykoBux

HaBuanbHI Uini Ta AlANbHOCTI B IFPOBOMY HaBYaHHI

[puknagm irop

irop
1. TpeHyBanoHi irpu | lpu3HayeHi AnA HaBYaHHA Yepe3 NOBTOPEHHA iHAMBIAyanbHuXx |  DragonBox
BNpaB, HaNpuKnaj, TpeHyBaHHA 6a30BMX MaTEMaTUYHUX
HaBUYOK abo cknagaHHA XIMIYHUX CNONYK
2. DocnigHuubki irpy | 3ocepea)keHi Ha HayKOBOMY A0CHIAKEHHI; MOXYTb BKNKOYaTH Homicide
npouecu 360py AaHux, NepesipKy rinotes, opMyBaHHA
Teopih abo NobyaoBY HayKOBUX apryMeHTIB
3. [podheciitHi ['paBLI BUKOHYHOTb POJIi HAYKOBUX ab0 TEXHIYHUX Npoddecii | Gold Rush
CUMYnALinHI / 3MIINCHIOOTb aBTEHTUYHI NPaKTUKK (Cya0Bi AETEKTUBM, MiCbKi
enicTeMiyHI irpu nnaHyBanbHUKK, TOLLO)
4. Irpun BTINEHOrO 3ocepeaXkeHi Ha J0CBIAl Ta MaHinynAuii HaykoBumu asuwamu; | Supercharged
Mi3HaHHA OXOMJIOKTb, Hanpuknag, atTomMHi Mogeni abo enekTpomarHITHI
cunu
5. Irpu YyacTb y peanbHUX HayKOBMX OOCAIAKEHHAX Ta po3pooui Quantum
A0CNIAHULbKOT TEXHOJI0riiA BUCOKOrO0 piBHA, Hanpuknag, y HaykoB0o-A0CAiAHMX moves
cnisnpaui irpax, CTBOPEHWX ANA JONOMOrn peanbHUM YYEHUM Y

BUPILLEHHI aKTyaNlbHUX HayKOBUX 3aBAaHb

IMHUX ITOP

Tunu npodec



https://www.youtube.com/watch?v=uua7Xx5iCWw
https://store.steampowered.com/app/1079340/homicide/?l=russian
https://www.youtube.com/watch?v=yr0pdRAm5Gs&list=PLw8xXEJ0p21dUQNW5yP9BJyoMXxHaUsFU
https://store.steampowered.com/app/2551750/Supercharged/
https://www.youtube.com/watch?v=p5rWZh7M0aY
https://www.youtube.com/watch?v=p5rWZh7M0aY

Irpu 3 BUukopucranuaMm texHoJiorii AR

The GPS-based AR game
(2016)
20 million users in 2 weeks




NonoeHeHa peanbHicTb (AR) — ue HoBa IT-TexHonoria, Aka 403BONAE Bigo6paxkaTu BipTyanbHi 06'ekT Ta UM poBy
iHhopMauito y peanbHomy cBiTi. AR € MOCTOM MiX peanbHUM Ta BipTyanbHO-LU(POBUM CBITOM

JlonmoBHEeHa peaJIbHICTh Y CEpUO3HUX
irpax




[lo3uTHBHI acneKTu reumidikaliii B ripHULTBI

¢ [lokpawieHHA po3yMmiHHA CKNagHuX npoueciB — renmidikoBaHe HaBYaHHA CNPUAE KPaLLOMY 3aCBOEHHIO
HayKOBWX 3HaHb | IX 4OBrOTPMBaNoMy 36epexXeHHI0.

¢ P03BMTOK KOrHITUBHMX 3[i0HOCTEN — CEPNO3HI Irpu hOPMYIOTb aHaNITUYHE MUCIIEHHA, HABUYKMN NPUNHATTA
pilLEHb Ta NPOrHO3YBaHHA Y FipHWYi cnpasi.

+ CouianbHe Ta KOMaHAHe HaB4YaHHA — renmidikalia cnpuaAe NOKpaLLEHHI0 KOMYHIKaLii Ta B3a€MOAIT Mix
y4aCHUKaMM, L0 € KPUTUYHO BAXKNMBUM AN1A KOMaHAHOI po60TK B ripHMYMX onepadtinx.

¢ 3anyyeHicTb i MOTMBALIA — iIrPOBI €N1EMEHTU CTBOPIOIOTL 3aX0NUBUIA AOCBIA | NIABULLYHOTL MOTUBALIKO A0
HaBYaHHA Ta poboTw.

+ beaneyHe HaBYaNbHe cepeAoBMLLE — CUMYNALIT 03BONAKOTH BiANPaLbOBYBaTM Hebe3neyHi onepauii 6es
PU3NKY ONA XNUTTA Ta 3[0P0B’A.

¢ [liaBuwweHHa e(peKTUBHOCTI HABYAHHA — IrPOBI METOAN CNPUAIDTH KpaLoMy 3aCBOEHHKO MaTepiany
NOPIBHAHO 3 TPAAMLINHUM HEIHTepaKTUBHUM HaBYaHHAM.




HeraTuBHI acniekTH reumi@ikanil B ripHULTBI

/\ Bucoke KOrHiTUBHE HaBaHTa)XEHHA — CKN1aHi iIrpoBi cLueHapii MOXYTb NPU3BOANUTU 10 HAAMIPHOTO PO3yMOBOr0
Hanpy>XeHHA, WO HeraTMBHO BNMBAE Ha e(DEKTUBHICTb HABYAHHA Ta NPUIHATTA PilLEHb Y FipHUYUX Onepauifx.

A\ 3HWKEeHHA B(I)BKTIIIBHOCTi HaB4YaHHA NPU BUCOKUX piBHﬂX CKNaZHOCTI — AKLLO fPa 3aHAaATO CKNaaHa, niaBuLLEeHe

IHTeNleKkTyanbHe HaBaHTaXXEHHA MOXKE 3HU3UTU edDEeKTUBHICTb HABYAHHA 3aMICTb il NOKPaLLeHHA.

A\ Mo)XnuBicTb KOTHITUBHOIO NepeBaHTa)X€HHA — AOCNIIKEHHA CBiAYaTh, L0 CEPUO3HI irpy IHOAI MOXYTb MOCKOBATU
KOrHITUBHE HaBaHTa)XeHHA (Hanpuknaa, niaBuLIYyBaTW YacTOTy CepLEeBUX CKOPOYEHb), L0 HEeraTUBHO BNJIMBAE Ha
3aCBOEHHA 3HaHb | BUPIWEHHA Npobnem.

A 0ome)xeHnit echekT rnubOKOro HaB4aHHA — 16 AKi MoJieNi reiimicpikoBaHOro HaBYaHHA He I6MOHCTPYOTb 3HAYHOTO

NoKpaweHHA rMnboKOro po3yMiHHA NOPIBHAHO 3 TpAAULIKHUMM OCBITHIMU METOLAMM.

A\ banaHc Mi)k po3BaraMmu Ta HAaBYaHHAM — AKLLO aKLEHT 3MILLYETbCA HAATO CUNIbHO B OiK iIrpOBOI MEXaHiku, a He

OCBITHbOI0 KOHTEHTY, HaBYaNbHI Pe3ybTaTu MOXYTb MNOrpPWMTUACA.




BaxxiuBicTh reMiikanii Ajis rajsysi Ta nepcneKTUBU PO3BUTKY

K MigBnweHHA 6e3nekn Ta 3HMWKEHHA pu3nkKiB — VR no3BoNA€E ripHMYOMy nepcoHany BignpauboByBaT Hebe3neyHi
CuTyauii y 6e3ne4yHomy, KOHTPOJIbOBAHOMY CepeoBULLI, SMEHLUYH YN PUSKUK aBapiny peanbHUX BUPOOHNYNX YMOBaX.

sl EdbekTMBHE HaBYaHHA 3 po3ni3HaBaHHA HeGe3neK — BipTyanbHi CUMyNALIT YacTilwe 3HaANOMIATL CTaXepiB i3
MNOTEHLINHUMK 3arpo3amMu, HXX peasibHi cueHapii, NOKpaLlyym iXHI0 3aaTHICTb iAeHTMdiKyBaTK Ta pearyBaTtu Ha
Hebe3nekKu.

® Noponanna npo6nem HaBuaHHA — VR fonomarae ycyHyTM 06MeXeHHA TPaAULIHOro HaBYaHHA, Taki AK:
*  PU3NKK ANA HeaOoCBIAYEHUX NpauUiBHUKIB Nig Yac HaBYaHHA Ha poboyoMy Micui;

* HecTaya yacy uyepe3 BUPOOHMYUI TUCK;

* BIACYTHICTb IHTEPAKTUBHOCTI Y TPAAULINHUX KNaCHUX 3aHATTAX;

* MOBHI 6ap’epu B MXXHapoOAHUX KOMaHAaXx;

* CKJIAAHICTb Y BIACTEXEHHI Nporpecy cTaxepis.

% [oBinbHe BNpoBag)XEHHA B ranysi, He3sa)Xkaloum Ha J0BEJIeHi nepeBary — Xo4a ripHnye 3aKOH04aBCTBO
NiATPMMYE HaBYaHHA Ha ocHoBi VR, iioro iHTerpauia B rany3b BiabyBaeTbCA NOBIIbHO, HABITb NONPMW AOCTYNHICTb
IHTEepaKTMBHUX HaBYaNbHUX cumynauii we 3 1990-x pokis.

@, NepcnekTMBM MaiiGyTHLOrO — 3i 3pOCTalOY0I0 TEXHONOTI3aLiEt0 ripHUYOi rany3i VR Ta iHTepakTMBHI Bisyanisauii
NpoAOBXYBaTUMYTb BifirpaBati Kn040BY pofb y NiABULLEHHI 6e3nekun, e DeKTUBHOCTI Ta AKOCTI HABYaHHA.
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-

% Scan Marker to Place Model X

Approach the Marker until you see the progress circle. Complete the progress circle
by shifting from left 1o right, to view the Marker from a range of angles

Coal Processing Faciity

AR/VR samples



https://www.vantageinteractive.com.au/works/
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