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B crathe mpencraBieH mporecc pa3padoTKu 0a30BOil MOAENH Al BUPTYaJbHON AKCKYpPCHH
B cpene Unreal Engine. ba3oBast Mojiennb 0XBaThIBaeT TeppuTOpHIO ropoaa HoBocubupceka, conepxut
BCE HEOOXOAMMBbIE AITOPUTMBI AJISl IOCTPOEHUS BUPTYAIBHOTO Typa U MpeIHa3HaueHa JJIsl HalloJTHe-
HUS MOJIEISIMU 00BEKTOB rOPOJCKON HHMPACTPYKTYPHI.

B pabote npoBeneH aHanM3 CyIIECTBYIOMUX pa3padOTOK, BHIOPAHBI IPOTPAMMBI, C TIOMOIIIBIO
KOTOPBIX CO3J1aeTCsi MOZENb. TaxKke ONMCaHbl ATalbl CO3JAHUS MOJEIH M €€ OTICIBHBIE KOMIIO-
HEHTBHI.

KarwueBble ciioBa: 6a30Basi MOJIeNb, BUPTyalibHas SKCKypcusi, Mojienb penbeda, Unreal En-
gine, TpexMepHas rpadpuka
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The article presents the process of developing a basic model for a virtual tour in the Unreal
Engine environment. The basic model covers the territory of the city of Novosibirsk, contains all the
necessary algorithms for building a virtual tour.

The analysis of existing developments is carried out, the programs with which the model is
created are selected. The steps of creating the model and its individual components are also described.
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Ha nanHbIi1 MOMEHT CaMBbIM pacIpOCTPAHEHHBIM BUJOM BUPTYaAIIbHOU SKCKYpCUU
ABIIIETCS MyJbTHMenuiHas Goromanopama. Ho mocrenenHo Ha cMeHy (oTonaHopa-
MaM MpUXOAAT NOJHOLEHHbIE 3D skckypcun. OHM MO3BOMNSAIOT BO MHOTHX aCIEKTax
3aMEHUTH U JIOTIOJIHUTH PEAJIbHYIO SKCKYPCHIO €€ BUPTYaJbHBIM aHAJIOroM. Tpexmep-
HbIE BUPTYAJIbHBIE DKCKYPCUU HE3AMEHUMBI IPHU W3yYEHUH YTPAYEHHBIX UCTOpUYE-
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CKHX apTe(haKTOB, YIaJICHHBIX, 0CO00 MEIKUX MK 0CO00 KPYITHBIX 00bEKTOB, a TAKKE
00BEKTOB, U3yUYEHUE KOTOPBIX CBSI3aHO C PUCKOM JJISl )KM3HHU U 370POBbsI U€IOBEKa.
Kpowme Toro, Takue 3KCKypcHH, B CUITy CBOEH TEXHOJIOTHYHOCTH U MH(POPMAITOHHOM
HACBIILIEHHOCTH, IPEJICTABIISIIOT MHTEPEC JIJIsl BCEX CJIOEB HAacelieHUus. B CBA3M ¢ 3THM,
CO3JaHUE TPEXMEPHBIX IKCKYPCUH NPEICTABISAETCS AKTYAJIbHBIM.

[{enbro JaHHOTO MPOEKTA SABISAETCA CO3JaHue 0a30BOM MOJENH JUIsl BUPTYalbHOM
sKCcKypcuu 1o ropoay HoBocubupcky B cpeae Unreal Engine. Pesynbrat pazpabotku
npeicTaBisgeT coOOM MPUIIOKEHUE AJI HACTOJIbHBIX KOMIIBIOTEPOB, peallu3ylollee
TPEXMEPHYIO CLIEHY, KOTOpasi 0XBATbIBAET BCIO TEPPUTOPHUIO TOPOJIA U MO3BOJIAET J10-
0aBJIATH B c€0s1 HOBbIE MOJIENI OOBEKTOB FOPOJCKOM CPEIbI.

B kauecTBe OoCHOBHOI 1eH MpoekTa Obula BhIOpaHa UMEHHO 0a30Basi MOJIEIb,
MIOCKOJIbKY OHA MO3BOJISIET 100aBISATh OpraHU3alMIM (T.K. TYPUCTHUECKUE areHTCTBA,
oOpa3oBaTenbHbIE YUPEIKICHUS, CTPOUTEIbHBIC KOMIIAHUU U JIPYTOe€), KOTOPhIE HC-
MOJIB3YIOT JAHHYIO MPOTPaMMYy, TOJIBKO TOT KOHTEHT, KOTOPBIM HEOOXOIUM IJIT UX
chephl 1eATEITLHOCTH.

Ortarbl pa3pabOTKH MPUIOKEHUS BKIKOYAIOT:

— 0030p CyHIECTBYIOIINX pa3paboOTOK;

— BBIOOP HEOOXOIUMBIX HHCTPYMEHTAIIbHBIX CPECTB;

— co3nanue KapThl BeicoT HoBocubOupceka B mporpamme microdem;

— cosmanne penbeda HoBocubupceka B Unreal Engine;

— peanuzanus MEXaHUKH JIBMKeHUs Ha si3bike BluePrint;

— CO3JIaHH€ MEHIO MPOTPAMMBI;

— co3ganue Mojeneii B Blender;

— J00aBJIeHHE MOJIENIEH 3AaHUil Ha KapTy;

— TMOJAKIIOYEHHE 0a3bl JaHHBIX JIJISl XpPAHEHUS] CEMAHTUUECKON uHbopManuu 06
00BEeKTaXx.

B Hacrosimiee BpeMst CyliecTByeT JOCTaTOYHO OOJIBIIIOE KOJIHMYECTBO pa3paboToK,
KOTOPBIE B HEKOTOPOI CTENEHU yKe peasiu3yroT (QyHKIIMOHAJ pa3padbaTbiBAeMOro mpH-
noxenus. K takum pazpaboTkam MOKHO OTHECTH:

— Google maps;

— Yandex kapTsl;

— AirPano («Aupllanoy);

— MirCyber.

B nepBbIX Tpex cepBHcax BUPTYaJbHbIE 3KCKYPCUHU PEATM30BAHBI C MOMOUIBIO
TEXHOJIOTUU c(epuyeckoro maHopamupoBaHus. J[aHHas TeXHOIOTUs OOecreunBacT
(doTopeanucTHUHOE Ka4eCTBO N300paKeHHsI, HO TIPU STOM TOYKH MOJIOKEHUS HAOII0-
JaTens CTPOro (PUKCUPOBAHBI.

[Tporpammusiil npoaykt MirCyber npeaocTaBiisieT M0JIb30BATEN0 TPEXMEPHYIO
kapta HoBocubupcka (puc. 1). OCHOBHOU HeOCTaTKaM JJAHHOTO MPOEKTa MOKHO OT-
HECTH OTCyTCTBUE 00HOBIEHUH ¢ 2008 I, OTCYTCTBUE pEATUCTUUHOIO pesibeda Teppu-
topuu T. HoBocubOupcka, a Takke HU3KONOJUTOHAJIbHBIE MOJIENH 3aauuil. M3 gocro-
MHCTB XOTEJIOCh Obl OTMETUTh MH(POPMATUBHOCTh, TOCTOBEPHOCTh, & TAKXKE UHTYH-
TUBHO MOHATHOE ynpasiieHue [1].
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Puc. 1. [Iporpamma MirCyber

BtopsiM 3Tanom pa3paboTKu sIBISIETCS BIOOP MHCTPYMEHTAIBHBIX CPEICTB, KO-
TOpbIE OYyJIET UCIOJIb30BATHCS B MpOeKTe. JlaHHBIN dTam SIBISETCS OJHUM M3 CaMbIX
BaXKHBIX, TaK KaK OT 9TOTO B JIaJIbHEHIIIEM 3aBUCUT KOM(DOPT camoii pa3paboTKu mpo-
€KTa, a TaK’Ke KOM(DOPT MCTOIB30BAHMS TOTOBOTO MPOTPAMMHOI0 00ECTICUCHHUS.

B xauectBe ocHOBHO# cpeabl pa3pabotku Obul BeiOpaH Unreal Engine. Unreal
Engine 4 ucnonb3yercs s3bIK nporpammupoBanusi C++, a Takke UMEEeTCsl JOBOJIBHO
MPOCTOM W HATTSAHBIN A3bIK IporpammupoBanus BluePrint [2].

B xagectBe ocHoBHOM CYBJ] mist mpoekta Obu1 BeIOpaH mySQL, mOCKONBbKY
“MeeT O0JIBIIOE KOJIUYECTBO MPEUMYIIIECTB, @ UMEHHO: MHOTOIIOTOYHOCTh, aBTOMATH-
yeckas ONTUMU3aLus CBs3el, ObIcTpas padoTa, MaclITabuPyeMOCTh, & TAK)KE OHA SIB-
nsieTcst OecTuIaTHOM B OOJIBIIMHCTBE CIy4YaeB.

s cozmanus 3D moxaeneit Oyaet ucnosb3oBatbest Blender. Blender — 3To Gec-
IUTaTHAs IporpamMma, KOTopasi UMEeT IIMPOKUH MHCTPYMEHTApUM JJi CO3AaHMs MOJ-
HOLICHHBIX MOJICJIEH 3aJHUI U IPYroro OKpykeHus [3].

[Tomumo 3TOTO, 11711 0OpAOOTKH OMTOBOM MOJEIH peiabeda MECTHOCTH B TIOIXO-
i popmaT IS MambHEHIIEro MCIOIb30BaHUS B PEAAKTOPaxX TPEXMEPHOU Tpa-
¢buku nonanodburcs nporpamma MICRODEM. Ona Hanmcana npodeccopom [Tutepom
I'yrom u3 otnena okeanorpaduu, Boenno-mopckoit akanemuun CIIA nmst kaprorpa-
¢upoBaHuss MUKpPOKOMIBIOTEPOB. B manuoii pazpabotke MICRODEM ucnonb3yercs
11 0TOOpaXkeHus 1 00beAMHEHUS TU(PPOBBIX MOeTEH penbeda, CITyTHUKOBBIX CHUM-
KOB, OTCKAaHUPOBAHHBIX KapT [4].

Taxxe Oynet ucnomnszoBathest pecypc SRTM Data. CGIAR-CSI GeoPortal moxxer
npenoctaBuTbh SRTM 90-metpoBblie U(pPOBbIE JaHHBIE O BHICOTE IO BCEMY MUpY [5].
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Jlanee HeoOxoauMo OBIIIO TOATOTOBUTH KapTy BhICOT ropoaa HoBocubupcka
1T BHEJPECHHUS €€ B TPOEKT. it 9TOro Heo0X0 1Mo OBIIIO B3SITh UCXOIHBIE JTaHHBIC
c caiita http://srtm.csi.cgiar.org/srtmdata/ u mpeobGpa3zoBarb uUX B Hporpamme
microdem [6]. [Tocie dero Ha BeIXOZE (OpMUpYETCS YepHO-O0em0e m300paKeHue
BBICOT ropoJjia (puc. 2).

Puc. 2. PactpoBas kapTa BbICOT

[Tocne co3nanust KapThl BBICOT HEOOXOIMMO MEPEHECTH PACTPOBOE U300paKEHUE
KapThl B TPEXMEPHYIO MOJIeNb penbeda ¢ moMoIibio nucTpyMenta Landspace B mpo-
rpamme Unreal Engine. [Tpu 3ToM Ha Mozens penbeda MECTHOCTH HAaKJIaJbIBACTCS TEK-
CTypa, CO3/IaHHasi Ha OCHOBE pacTpoBOM KapThl ropoaa Hosocubupcka (puc. 3).

L Phaes Mo g o it

-— o W

Puc. 3. Mogens penbedha MECTHOCTH
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Crenyrouuii 3tan nocBsIeH J00aBICHUI0 MEXaHUKH JIBH)KEHUSI HAOJI01aTelst
¢ moMoIpio s3bika BluePrint. [ToMrMo MeXaHMKH TBUKEHUS TaKUM ke 00pa3oMm J10-
OaBnAIOTCS BUIKETHI HHTepderica 1ist 6ombiuelt nunpopmarusHoctu [ 7]. ['paduueckas
cXxeMa IIporpaMMsl IIOKa3aHa Ha puc. 4 u 5.

Puc. 5. Peanuzarus nonmb3oBaTenbekoro nHTEpdeiica
Ha si3bike BluePrint
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st co3ganust MeHro Heobxoammo B Content browser co3marh JBa BUJDKETA:
OJIMH — JIJI1 OCHOBHOT'O MEHIO, BTOPO# — I MeHI0 nay3bl. [lociae Heooxoaumo j100a-
BUTH dJIEMEHTHI yripaBiieHus B BluePrint [8]. OOmmii Bua MeHIO 1 ero peanu3anus Ha
s3pike BluePrint mokasans! Ha puc. 6.

f Add 1o Viewport

HoBocubupck s

OCMOTpeTb ) Event BeginPlay T Create Menu Widget

WHchopmauna - ] I Set Visibiity

I Get Player Controller
Player Index

Puc. 6. OcHOBHOE MEHIO

Jlnst co3maHusi MEHIO Tay3bl, TakkKe 00aBisieM »JJIEMEHTbl W TEPeXOauM
B BluePrint qy1s1 HacTpoiiku KHOMOK. [TogkmoueHuss MEHIO Tay3bl HA YPOBEHb C KapTOi
ocymiectisiercss B BluePrint mytem no6aBiieHus 31€eMEHTOB, KOTOPHIE IMO3BOJISAT BbI-
3bIBaTh MEHIO NAay3bl HAYKaTHEM Ha KiaBuiry «P» [9].

Ha nocnennem sTane Ha kapTy A00aBIISIOTCS MOJIEIH 3[JaHUM, a TAK¥KE MOJKIIIO-
gaeTcs 0a3a JaHHBIX 7151 OTOOpaKeHUS CEMaHTUYECKON MH(pOpMAIuy 0 HaOIF01aeMOM
oowekre [10]. [Ipn HaBeneHnM yKka3zaTemsi MBIIH HAa 0OBEKT B OKHE MOSBUTCS UHDOP-
Marnust o HeMm (puc. 7).

RERLLECT ] O GAPT HES NEED) T OJB= R EB U LT {1 unb)

house
OnucaHue

5 aTaXKHbIA
naHenbHbIN
AOM

Puc. 7. Peanuzanus unatepdeiica ¢ manenbro nHGOpMAINH
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B pesynbrare npoaenanHoii paboTel Obla moxyyeHa 0a3oBasi MOJIENb, HA KOTO-
PYI0 B JabHeNIeM Oy 1y T 100aBIsATHCS OCTAJIbHBIE MOJICIH 3aHUI U UHPPACTPYKTYP
ropoja. B koHeUHOM HUTOre MOJIENIb MOKHO OyZET MCHOJb30BATh B KAYECTBE OCHOBBI
IUIA CO3JIaHusl MONMHO(QYHKIIMOHATFHOW BUPTYaIbHOM SKCKypcHuu 1o ropoxy HoBocu-
OUpCKYy.
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