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BeepeHue Mauuu ctpoutenbHoi otpacnu. Liudposoe mopenuposarue
B HacToslee BpeMs NpOCNexXuBaeTcs siBHAas AWHAMWUKA B MOBbLIWAET NPOU3BOAUTENbHOCTb U CNOCOBCTBYET IKOHOMUM
paspaboTke W BHegpeHUM LUMAPOBLIX TEXHONOMMI B npolecc  BpemeHu u cpeacts [1].
NPOEKTUPOBAHMUSA CTPOUTENbHBIX OGBEKTOB, YTO B CBOKO 04eEpeb Mpu 3TOM BO BCEX Pa3BUTHIX CTPAHaX MUPa BUAHA TEHEHLUS
ABNAETCA LEHTPaNbHbIM 31€MEHTOM HeOOXOAMMON TpaHCOpP-  UCMONb30BAHUSA TEXHONOMMIA LU(HPOBOro NPOEKTUPOBAHUS HA
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OCHOBe MH(OPMALMOHHOTO MOAENMPOBAHUA HA MPOTAXEHUM
BCEr0 XM3HEHHOro LMKIa 06bekTa. MOXKHO C yBEPEHHOCTbIO
KOHCTaTUpoBaTh (DAKT rMoGaNbHOrO CTPEMAEHUsS NPUMEHEHNS
MH(OPMALMOHHOTO MOAENNPOBAHUA B Chepe apXUTEKTYpsl,
CTPOMTENbCTBA M IPafoOCTPOUTENBCTBA [2].

Ha paHHbIi MOMEHT CylecTByeT MHOXECTBO MOAXOLO0B K
MOAENNPOBAHUI0O 0OLEKTOB rOPOACKOIM TEPPUTOPUM, KAKLbIil
13 KOTOPbIX MMeeT CBOM AOCTOMHCTBA M HepocTatku. Cospe-
MeHHble TpeOOBaHWA K NMPeACTaBJEeHUIO NMPOEKTOB BKJIKOYAIOT
HEOOXOAMMOCTb 0TOBPAXKEHNS He TONbKO MOAENe OTAENbHbIX
34aHUI, HO TaKXKe U LIeIOCTHOTO KOMMJIEeKca 06bEKTOB 3aCTPOIIKH
C MO[LeNIMPOBAHNEM €r0 COCTOAHUSA, HaNnpUMep, NPy PasanyHbIX
3KONOro-KNMMATUYECKUX YCIOBUAX OKPYXatoLel cpefibl.

AKTyanbHOe pelleHus npobnem npegnonaraer uudposoe
MOJeNnpoBaHue C UCNoNb3oBaHMeM rpauyeckux aBuxKos:. Mx
BO3MOXHOCTM NO3BOAAIOT peann30BaTh KaYeCTBEHHYIO BU3yanu-
3aumio ¢ GoTopeannCcTMYHON rpachMKoi U NPOBOAUTL Pa3InYHbIe
3KCNepUMEHTbI Haf, NOATOTOBNIEHHON MOAENbIO yYacTKa Teppu-
TOPUM W BHYTPeHHEN NnaHupoBkK Bcex obbekToB [3]. Takke
CO3AaHHYI0 MOLeNlb MOXHO WMCNO/b30BaThb [/ pa3MelleHus
TEXHUYECKNX Y3/10B U BHYTPEHHe! UH(PACTPYKTYphLl, U B JaNb-
HelileM NpoCMaTpuBaTh € U3HYTPH, CNOoAb3ysA 060pyaoBaHME
BUPTYaNbHON peanbHOCTU, KOPPEKTUPOBATb M AopabaTbiBaTh
pasnuyHble getanu [4].

Lienbto nccnefoBaHus, KOTOpoe ONUCLIBAETCS B CTATbE, ABNA-
J10Cb BbISIBNIEHWNE BO3MOXHbIX MOAXOLO0B K COBEPLIEHCTBOBAHUIO
paboTbl C NpoeKTamMu, pazpabarbiBaeMbIMU Ha OCHOBE TEXHONOTUIA
BIM c npumeHeHMeM WUrpoBbIX [BMXKOB?. B COOTBETCTBUU C
3TUM 1S UCCNefoBaHNS OblN BbIOPaHbI HECKONBKO [BUXKOB W
cnocobbl nocieayollero npoekTuposaHus BIM mogenu B Hux.

Noaxop K BbIGOPY CPeACTB pa3paboTku Ans peannsauum

unpoBoii Moaenn o6beKTa TeppUTOpUM

MHoroobpasue coBpeMeHHbIX CPEACTB pa3paboTKM, KOTO-
pble NO3BONAIOT PElWaTh CONOCTABUMbIE MO BbIYUCAUTENLHOIA
CNOXHOCTW 3a1a4M M MOTYT ObITb TPAHCIUPOBAHbLI B OTPaC/b
NPOEKTUPOBAHUA CTPOUTENLHBIX 06BEKTOB, TpEbyeT onpenene-
HUS KJTIOYEBbIX 3TANOB Ha NYTU peanusauum UHHOPMALMOHHbBIX
Mofieneil Kak OTAENbHbIX 3[aHMIA, TaK U KOMNIEKCHbIX Y4acTKOB
TEPPUTOPUY C MPUMEHEHMEM UTPOBbIX [ABUXKOB.

1. Bbibop fBMKKOB A5 pa3paboTku. CylyecTByeT MHOXECTBO
pasNMYHbIX UTPOBbLIX [BUXKOB, KOTOPble NO3BOMAT paboTaTh

! Ipacdmuecknit gBuxoK (aHrn. graphics engine; nHorga «peHaepep» uau
«BW3yann3aTopy») — NPOMEXYTOUHOE NPOrpaMMHOe 0becneyeHue ..., 0CHOBHOI
3afjayeit KOTOPOro ABNAETCA BU3yanu3auns (PeHAEPUHT) ABYXMEPHOI UK TPEX-
MepHoit KomnbloTepHoit rpadukm // Bukunepus (https://ru.wikipedia.org/wiki/
pachuyecknin_pBMxoK).

2 rpoBoit ABWXOK (aHmI. game engine) — 6a3oBoe nporpamMmmHoe obecne-
YeHUe KOMMbIOTEPHOM UrPbl... KOTOPOE NPUrOAHO ANS MOBTOPHOTO UCMONb30-
BaHMA U PACWMPEHNS, N TeM CaMbiM MOXET ObiTb PACCMOTPEHO KakK OCHOBaHMe
ANst Pa3paboTKW MHOXECTBA PasNnNyHbIX UTp 6e3 CyLEeCTBEHHbIX U3MeHeHui //
Bukunepus (https://ru.wikipedia.org/wiki/WrpoBoii_pauxok).

3 Bce UANIoCTpaTUBHbIE MaTepUabl Ha PUCYHKAX 1—4 BbINONHEHbI aBTOPAMK
CTaTby MO pe3ynbTatam NPoBeAEHHbIX UCCNeA0BaHUI.
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C MoAenamu 3naHui. bonblWMHCTBO JBUXKKOB NofAepxuBaet
cTaHpapTHele dopmatbl daiinoB, KOTOpble MOryT 3KCMOPTUPO-
BaTbCA NPAMO U3 NPOrpamMMm Mo MoZeNUpoBaHuio. [ns pa3paboTku
MoJenu OblIM NPOTECTUPOBAHbI HECKOMBKO BUXKOB (Tabn. 1).

Ha ocHoBe jaHHOrO CpaBHEHUs Ais flanbHelilei pa3paboTku
6611 BbIOpaH aBuxok Unreal Engine. Kpome Toro, 310 noaTBEpX-
LaeTcs yao6CTBOM B paboTe ¢ MOLENbio U NEPCreKTUBHLIMY
rpacdmyeckumu npegycraHoBkamm [5].

2. MoproTtoBka faHHbIX. Co3gaHne BUPTYyaNnbHbIX MoLene
3[1aHMI1 C NOMOLLbIO UTPOBBIX ABMXKOB HAYMHAETCA C MOAYYEHUSA
TOYHbIX 3D-Mopaenen 3naHus 1 ero OKpYXeHMsa. 3T Mogenun MoryT
6bITb CO3LaHbI MPY MOMOLLM CMIELWUANBLHOIO MPOrpaMMHOro obe-
cneyeHus NS MOAENMPOBAHUA UK NOCPELCTBOM CKAHUPOBAHMA
peanbHbIX 06bEKTOB.

B kayectBe BXOAHbIX laHHbIX UCMOAb30BaANCh MOLENH
KOpnycoB v npuneraiowas tepputopusa kamnyca NHctutyra ap-
XUTEKTYPbI U CTPOUTENLCTBA Bonrorpagckoro rocyaapcTBEHHOrO
TexHuyeckoro yHusepcuteta (MAuC BonrlTY), caenanHele B
Archicad. Mogenu pa3pabatbiBanucb N0 akTyanbHbIM TEXHUYE-
CKMM nacnopTtam obbekTos (puc. 1).

B mopensax npeacTaBneHbl OCHOBHblE MOMELEHNS, @ TaKxe
BHELWHWUN BUA 3AaHNIA. TakKe BO BHYTPEHHEM NPOCTPAHCTBE KaM-

Tabauya 1. Pe3ynsmamsi CpagHeHUs CyLecmsyoux peLieHud

Kputepwii \ NMporpammHoe obecne-

Henue Unreal Engine | Unity
BecnnatHoe ucnonb3oBaHue + +
Bbicokue cuctemMHble TpeboBaHUsA Ans

peanusauuu MOLenu TeppuTopuUm N -
®oTopeanuctuyHas rpacuka + -
Hanuuue rotoBbix accetos + +
YteHue ckpunTos + +
06yyatolwme matepuans + +
Hannune BcTpoeHHOro marasuHa c . .
accetamu

Mopaepxka n kopobku VR + -
Co3paHne MHTEPaKTUBHbLIX 0OBbEKTOB + +
MepemelyeHne No Moaenu + +
B03MOXHOCTb PEryMPOBKM NOTOAbI + +

Puc. 1°. Modens kopnyca «B» WAuC Bonel TY 8 npoepamme
Archicad
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nyca nokasaHa nepBuYHas 06CTaHOBKa, BKAOYAIOWASA AepeBbs,
N1aBOYKM U OOBEKTHI OKPYIKEHMSA.

[lna co3paHua TEKCTYp W HANOXEHMA UX Ha MOAEeNn u3
Archicad, a Takxe co3faHus AONONHNUTENbHbBIX 06LEKTOB OKpY-
XEeHUs W [oGaBNAEHNUs MeNKUX feTaneil K NoayyeHHO! Moaenu
ncnonb3oBancs Blender 3D%. Mpu nomoLwy BHYTPEHHETO UHCTPY-
MEHTapuWs 3TOTO NPUIOXKEHUA NPOMUCXOAMUO0 HANOXKEHNE TEKCTa,
LobaBneHne MHAUBMAYANbHLIX AeTanei, a TakKe Co3faHue
3ddeKToB rMy6MHBI U Pe3KOCTU. B yacTHOCTH, Gbina Bocnpous-
BeJeHa OKpY)KaloLas pacTUTENbHOCTb B pPa3Hble Ce30Hbl BpeMeHU
roga. Mocneayowmm 37aNom cTan MMNOPT MOAENei 1 TEKCTYP B
topmate FBX®> B Unreal Engine.

3. Peanu3aums B UrpoBoM ABuxKe. BHyTpeHHUMe dyHKLMM
neumxka Unreal Engine ncnonb3ytoTcs gns nogroToBKU MOAenu
K BHe[ipeHw 10 B puioxeHue. [lepBbiM 3Tanom ABAAETCA UMNOPT
MOArOTOBNEHHbIX MOAENEN U UX PaCCTaHOBKA B COOTBETCTBUM C
peanbHbIM PacnosioKeHUeM C YYETOM CYLLECTBYIOLMX 0COOEH-
HocTei naHawadTa (puc. 2).

BTopolii aTan BKAtOYAET HACTPOIKY OKPYIKEHUSA U BU3YaNbHbIX
3t dekToB. bnarogapa TexHonorMm Lumen MOXHO B peanbHOM
BPEMEHU BUIETb U3MEHEHUs HanoXeHus ceeTa [6]. B xoge aToro
3Tana CTaBATCSA UCTOUHUKM OCBELLEHUS, L06aBNAOTCA 06NaKa, Ty-
MaH ¥ ip. A1 co3aaHns dotopeanuctnyHoro addekra (puc. 3).

TpeTbuM 3TanoM ABNseTca pa3paboTka QYHKLUA BHYTPM
MOJleNn, KoTopble NO3BONAIOT U3MEHATb BPEMA U MOTOfHbIE

“Blender — npotbeccroHanbHoe cBOGOAHOE U OTKPLITOE NporpaMmHoe obe-
cneyeHne Ans CO3AAHNA TPEXMEPHOI KOMMbIOTEPHOI rpaduKi, BKNloYaloLee B
ce0s cpefcTBa MOAENNPOBAHWSA, CKYNbNTUHIA, aHUMALMN, CUMYNALMY, PEHAEPUH-
ra... // Bukunepus (https://ru.wikipedia.org/wiki/Blender).

* FBX (Filmbox) — texHonorus u dopmar ¢ainos .... Ncnons3dyetcs ans

obecneyeHns COBMECTUMOCTU Pa3iiMyHbIX NPOrpaMm TpExmepHoii rpacvkn //
Bukunepus (https://ru.wikipedia.org/wiki/FBX).

Puc. 2. Modenu kamnyca nocsie paccmaHoBKU BHymMpuU U2poB8o20
0BUXKa

Puc. 3. lpumep omobpaxeHus cg8emosbix 3¢hchekmos 80 BHY-
MpeHHUX nomeljeHuax modeau

yCnoBus. 3T0 NO3BONAET Jyylle OLEHUBATb peasbHble YCI0BUS
1 BO3LENCTBUA pasinyHbIX PaKTOPOB OKpyxalollei cpepbl B
LUMDPOBOM ABOMHMKE.

BbinonHsAs yKka3aHHble 3Tanbl, MOXHO NONY4YUTb FOTOBYIO MO-
Lenb UMdpoBoro [BOIMHMKA yyacTka ypbaHU3MpPOBaHHOI Teppu-
Topuu. [lanee 6yneT npogeMoHCTpMpoBaHa paboTa Haj pasHbiMu
acneKTaMmy U3 YKa3aHHbIX 3Tan0B U pe3ynbTarbl UX peanusauum.

MNpumeHeHUe BO3MOXKHOCTEN UTPOBOTO ABMKKA ANA
COBepLlUEHCTBOBAHUA BU3YaNbHOro NpeAcTaBneHuns
unpoBbIX MOAENeil 06LEKTOB TEPPUTOPUN
OvHamunyeckuin yHKLMOHAN 1 feTanu3auma KOMNOHEHTOB
MOJenu peann3syerca C UCNoab30BaHUEM BO3MOXHOCTEN UTPOBO-
ro peuxka Unreal Engine. Heobxoanmbie 1opaboTKM CBA3aHbI C
COBEPLUIEHCTBOBAHUEM N0J1Ib30BATENLCKOMO OMbITA U NMOBbILIEHUEM
peanncTUYHOCTW BU3YaNbHOrO BOCMPUATUA MOAENH.

B peann3oBaHHOM Ha OCHOBE MOJENUN MPUNOKEHUN MOKHO
yNpaBnsTh NepemelieHnem no o6bLeKTaM U NpoCMaTpuBaTh MX
B peasibHbIX nponopuusx. s Toro 4ToObl N0sb30BaTENb CMOT
OpPUEHTUPOBATLCA Ha TEPPUTOPUM KaMNyCa U HAXOLUTb HYXHble
emy noKaLuu, 6bin co3faH MHCTpYMeHTapuil noucka nyTu. Mpu
ero MCnosb30BaHUW nepep Nosib30BaTeNleM Ha JKpaHe nosB-
NAGTCA NYY, KOTOPbLIA NOKa3blBAET NyTb A0 MECTOMONOXEHUA
MHTEpecyloLWei ToKaummn B MOgeNu.

B nporpaMMHOM Kofe UTpOBOro ABWKKA OblAK CAenaHbl fo-
paboTKM A5 NOAKMOYEHNSA DYHKLMW NepemelLeHns AUHAMUYHBIX
06bEKTOB HA OCHOBE TEXHONIOTMW UCKYCCTBEHHOTO UHTEIEKTA.
Ncnosnb3yeMblit MCKYCCTBEHHBI MHTENNEKT NPELCTaBASET OO0
MOAENN HeUrpoBbIX NEpCOHaXei, KOTopble B aBTOMAaTUYECKOM
pexume nepemelLaoTca no kamnycy [7]. PeanuszoBaHbl Mmogenu
HECKO/bKMUX aBTOMOOMNEl U UX NOBeJeHMEe Ha JOPOre, a TaKKe
paboyas mogenb ceetotopa. [Ins nepemMeLLeHns TpPaHCNOPTHBIX
CPEeACTB Mo JOPOraM U Ux B3aUMOLEHCTBUA CO CBETOhOpaMu 6bin
NPeAnoXeH anropuTM € KOHTPONbHBIMK TOUKAMM Ha MapLIpyTax
OBVXKEHNS.

Monb3oBaTtenb MMeeT BO3MOXHOCTb W3MEHATb NOrofHble
YCN0BUA B MOAENY C y4ETOM BpemeHu rofa. B 3asucumoctu ot
3TOro OyLEeT MEHATLCA OKPYXKEHWE U B3aMMOJENCTBIUE HEUTPOBBIX
nepcoHaxeit, a Takxe TpaduK Ha foporax.

Mpepnaraemblit nogxon no peanusauuu hyHKLMOHaNa npo-
CMOTpa MOLLENY NMPU KTIOYEBbIX BAPUAHTAX MOrOAHbIX YCIOBUIA NO-
Tpe6oBan NOArOTOBUTL BHYTPEHHIOK cucTemy Niagara, koTopas
ucnonb3yetca ans cospaHus addekTos. B Hell nponssoaunacs
NOArOTOBKA pa3fiMyHbIX BapuaHToOB noroAsl. flocne co3paHus
BapMAHTOB NOTOAbI Bbl1 CO3A4aH CMUCOK BCEX MOFOAHbIX YCIOBMIA
CO CChlIKaMu Ha 06bekTbl Niagara, a TakKe pasMeleHbl 30HbI UX
LelcTBUA U [oOaBNEHbl 3BYKW MOTOLHBIX YCNOBHUIA.

AHanornyHbIn NOLX0L NPUMEHEH ANs peann3aLmm BO3MOX-
HOCTW [MHAMUYECKOW CMEeHbl BpPeMeHU CyTOK. [ina peanusauum
LaHHOTOo (hYHKLMOHANa B NpoeKTe HE06X0AMMO BbIIO pa3MecTUTb
[Ba UCTOYHMKA OCBELLEHMSA, KOTOPbIE Obl OTBEYANYN 32 JHEBHOM U
HOYHOI1 cBeT. MNocne Yero Aas KaXAoro U3 Hux 6un fobaseHsl
OAMHAKOBble aNTOPUTMbI BpalLeHMA No ocu X.
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PsAOM 1 Ha TEPPUTOPUM KaMnyca Haxo[ATCA pa3Hoo6pasHble
34aH1sA N COOPYKEHUS, NO3TOMY OblIM peanu3oBaHbl CneLmanb-
Hble MoJenu 06bEKTOB OKpYKaloleil 06CTAaHOBKM, Hanpumep,
NnamATHUKK. [INf HUX peann3oBbiBaNack CneLuanbHas Mofenb C
BO3MOXHOCTbIO YBENNYeHUs TeKcTa [8].

Peanu3oBaHa okpyxatowas pacTuTenbHocTb (puc. 4): gepe-
Bbl, KYCTbI, LiBeTbl. [ln4 pasmelyeHns MacCMBOB PaCTUTENbHOCTH,
BHYTPU MIPOBOrO ABMKKA OblNa UCMONb30BAHA BHYTPEHHSAA
(yHKLMsA no pa3melleHnio 06bekToB «Folliage». Mpu nomouww
Hee MOXHO BbIOpaTh HECKONBKO MOLENei U C MOMOLLbIO KUCTH
pa3melLarb UX, pefaKkTUpys YacToTy.

MpunoxeHne NojfepKMBAET UCNONb30BAHUE TAPHUTYPLI
BupTyansHoi peansHoctn (VR). Mpwu 3anycke npunoxeHuns
NoNb30BaTeNb MOXET NEPEKNIOYUTL CNOCOG yNpaBieHUs MexXay
VR-rapHUTYpOi 1 KnaBMaTypon C MbIWKON. [na noBbiWeHUA
MOrPY)XEHUA B XOL4E UCMONb30BAHUA FApHUTYPLI Oblna peanu-
30BaHa (hM3MKa HEKOTOPbLIX 0GBEKTOB NpU B3aUMOZENCTBUN C
KOHTpO/NJiepamu, Hanpumep, oTKpbITUE iBEPEi, KaK B peasnbHo
KU3HK.

3aknioyeHune

Wcnonb3oBaHue urposoro asuxka Unreal Engine gns cos-
LaHus uudpoBbIX MoAeneil ypOoaHU3MPOBAHHbLIX TEPPUTOPUIL
MOXKeT ObITb 3h(EKTUBHBIM UHCTPYMEHTOM AN NPeACTaBNeHNs
FOPOACKON Cpeabl B BUPTYanbHOM MPOCTPAHCTBE. ITO MOXKET
C3KOHOMMUTb BpEMA U CPEACTBA Ha Co3faHue u3nyecKon mogenu
3[aHUN U UHPACTPYKTYPbI, NO3BONUB Boslee TOYHO M GbICTPO
NPOBOAUTL UX BCECTOPOHHIOW OLEHKY. [oayyeHHy Moaens
TEPPUTOPUM MOXHO UCMNOJIb30BATb A1A PA3NIMYHbIX LieNei, Hanpu-
Mep, AN 06yYEeHMs, TECTUPOBAHUSA U NPOBELEHMUS BUPTYANbHbIX
MeponpuaTui.

Kpome Toro, Unreal Engine npegocTaBisieT BO3MOXHOCTb
C03[aBaTb UHTEPAKTUBHbIE 3NEMEHTbl B LU(POBOM ABONHUKE
rOpoACKOr0 NPOCTPAHCTBA. ITO MOXKET ObITb MONE3HO ANf CO3-
LaHUA BUPTYaNbHbIX TYPOB, MHTEPAKTUBHbIX NAAHOB 3JaHUIA
TEpPPUTOPUIA, MO KOTOPLIM NOJIb30BaTE/Ib CMOXET NepeMelLaThbCs
M M3yyaTb pasnuyHble nokaumu. Minm moxHo co3patb MHTEpaK-
TUBHbIE 3N1EMEHTbLI, KOTOPbIE MO3BONAT NOJb30BATENIO NONYYUTb
MHGOPMALMIO MO UCTOPUU UAN TEXHUYECKUX XaPaKTePUCTUK
00beKTOoB.

[lns apxMTeKTOPOB M MHXEHEePOB CO3[aHNe TOYHbIX U pea-
JIMCTUYHBIX BUPTYaNbHbIX MOfenei 30aHUIA ABNAETCA BaXKHOW
yacTblo npoekTupoBaHua. Wrposoit gsuxok Unreal Engine
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npenocraBndaeT MOLWHbIE MHCTPYMEHTDI LI,VI(prBOFO mopenunpo-
BaHMA KaK OCHOBbI pelleHna 3ada4y BU3yann3auuum NpoeKTos,
O6y‘-ieHVIﬂ, npoeefeHuA TeCToB U T.4.
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