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DEVELOPMENT OF A VIRTUAL GUIDE SYSTEM FOR THE LIBRARY
Fedorov D.S. (1dimafedorov1(@gmail.com),
Mamyrova A.K. (a.mamyrova@turan-edu.kz)
Turan University, Kazakhstan

Involving virtual technology and the project process in the library environment to enhance the
capabilities of modern 3D and software technologies to familiarize audiences with library services.

Virtual technologies are an active area of technological activity in many business structures,
both game industry and educational spheres of human life [1]. Thanks to them, the user can learn
about various objects without direct access to them. However, these technologies, despite their
uniqueness and great opportunities, are rarely used in those areas of activity that can only imply
their use. In this case, we will consider the possibility of implementing a virtual guide system for
library services.

The object of research for developing a virtual system is a library with a cultural center. To
implement such a project, one should follow the algorithm shown in picture 1.

|' Analysis Preparing Implementation
Choesing Fv*f‘&\a.b Choosing "77"‘\"'“‘-—.‘ Conducting __7_12\\\ Finished
Object tools ., the work g /,./' product

1. Tool installation
2. Checking accessibility
and capabilities

1. Product development
2. Implementation of the
collected data

1. Data collection
2 Grouping of collected
data

Picture 1 - Algorithm of virtual reality project development

In order to create a virtual system, it is necessary to do some rather complicated work,
especially 1f everything takes place in a remote form. The first stage of the algorithm is the most
important and demanded, and if taken more globally, it is necessary to select the object of study for
the workability of the entire algorithm. Because without proper analysis and grouping of data, the
user using the application will not be able to understand the information provided to him. The
following types of data are included in the collection of information:

1) Photos;

2) Videos;

3) Item descriptions;

4) Historical summaries;

5) Documentation;

Once the necessary data has been collected, it must be properly grouped for future favorable
handling of complex data. All data obtained during the analysis should be of high quality and, if
possible, validated by official service workers.

The second stage includes the selection and installation of all those tools that may be needed
during the implementation of the virtual guide system. The project uses the following tools to
develop the virtual guide system:
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1) Development environment — Unity;

2) Programming language - C#;

3) Programming - Visual Studio Code;

4) 3D modeling — Blender;

5) Graphic design - Adobe Photoshop and similar;

The main reason for choosing Unity is that this development environment is flexible and quite
adaptable to different hardware. The "Virtual Library Guide System" project is aimed at mobile
devices, since most people have this modern kind of technology. Technology, additional tools of
various kinds, both paid and free, Unity provides to help with software development.

C# is chosen for the reason that there is an opinion that this programming language is the most
successful and convenient for mobile application development [2]. However, this does not prevent
it from having a good reputation for applications on personal computers.

The graphical editors mentioned in the list have been on the application market for quite a
long time and have proven themselves as stable applications in which you can work and not worry
about various software problems, such as defects and various bugs. With a properly prepared
personal computer, the user who uses these products will never have any problems.

A virtual library guide system should familiarize the user with the following facts:

— Whether the library has a cultural center;

— The history of the library;

— Exterior/Interior appearance;

— Unique items that other libraries don't have;
— Familiarity with the literature;

— Ordering books and reading the news;

Thanks to these points, you can depict the diagram shown in picture 2, which should give the
virtual guide system for new users.

(Sviding /Ordering
| information m) Waaasey)
\ 2D and'3D"/
/ Abilityifor tg/ \ Getting general,
user to learn |z : |  data about |
(ebout the \ibrary:‘g Qi asiem ‘ books in the ‘
\ indetail / /N library i
> N
;Receivin;jx, | e
o) | aine
\ events / ge J

Picture 2 - Systéiﬁ%unctionality diagram

This article described the algorithm for creating a virtual guide system for the library, as well
as the stages and functionality of the project. Systems that are implemented with the help of virtual
technology can extensively help people in different areas of life, such as work, home, hobbies and
others. It is necessary to understand the functionality of these technologies, which can unfold if you
choose the right object for implementation.
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