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AHHOTauus. B cTatbe npencTaBieHbl pe3ysbTaThl pa3padOTKU TPEXMEPHOW BUPTYaIbHON MoOJenn
CIIOPTUBHOTO 030poBUTEIRLHOTO KoMIiekca CI'YT'uT. BoinosiHeH aHann3 UCXOIHBIX TaHHBIX U HC-
MOJIb30BAHHBIX HHCTPYMEHTOB pa3paboTku. IlocTpoeHne TpexMepHoOil MO/IeH CTPOCHHUS CIIOPTKOM-
IJIEKCA MPOU3BOJWIIOCH B IIPOrpaMMe JUIsl ApXUTEKTYPHOTO U CTPOUTEIBHOIO MOJAEINPOBaHUs Ar-
chiCAD. Jlns co3ganust Mozeneil mpeaMeToB OKpY>KEHHsI U CIIOPTUBHOTO MHBEHTAPs UCIOJIb30Ba-
nack nmporpamma s 3D-monenupoBanus u anumaiuu Blender. TpexmepHbie Moienu 31aHus U TIPO-
91X 00BEKTOB MEPEHECEHBI C MOMOIIbIO MTarnHa Datasmith, mocie yero Oblia ocyiiecTBiieHa cOopka
npoekTa B cpeze paspadorku Unreal Engine 5. Peanu3arius nHTEpaKTUBHBIX AJIEMEHTOB MPOU3BE-
JIeHa CpeICTBAaMH BU3YaJIbHOTO sI3bIKa porpaMMupoBanus Blueprint. Beuin onucans oOCHOBHBIE MO-
MEHTBI PabOTHl C MOJESIMU U CO3JaHMsI MHTEPAKTUBHBIX 3JI€MEHTOB. B pesynbrare Obuta co3maHa
MHTEPAKTUBHAsI TPEXMEpPHAas MOJEIb, MPUMEHSIOMAsICS A BUPTYaJbHOW MPOTYJKH MO 3/aHHUIO
CIIOPTKOMJIEKCA.
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KypCusl, MOAENb 30aHUS

N. V. Feshchenko'*, N. S. Golovachev!, T. U. Bugakova'

Development of a Three-Dimensional Virtual Model of the SSUGT Sports
and Recreation Complex

!'Siberian State University of Geosystems and Technologies, Novosibirsk, Russian Federation
* e-mail: nvfeshenko@yandex.ru

Abstract. The article presents the results of the development of a three-dimensional virtual model of
the SGUGIT sports and recreation complex. An analysis of the source data and the development tools
used was performed. The construction of a three-dimensional model of the sports complex structure
was carried out in the program for architectural and construction modeling ArchiCAD. To create
models of environmental objects and sports equipment, the 3D modeling and animation program
Blender was used. Three-dimensional models of the building and other objects were transferred using
the Datasmith plugin, after which the project was assembled in the Unreal Engine 5 development
environment. The implementation of interactive elements was carried out using the visual program-
ming language Blueprint. The main points of working with models and creating interactive elements
were described. As a result, an interactive three-dimensional model was created, which is used for a
virtual walk through the building of the sports complex.
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Beeoenue

Ceronns nHdopMaImoOHHbIE TEXHOJIOTUU MPOHUKIIN BO BCE C(Hephl NeATeTbHOCTH
YEJI0BEKA U MPOAOJDKAIOT PACIIPOCTPAHATh CBOE BIMSHUE, 3HAUUTEIBHO YCKOPSIOT U
YIIPOLIAIOT PEIICHUE MHOXECTBO 3a/1a4. Bu3yanu3anns — OAMH U3 BAXKHEUIIIUX ITAIIOB
npoekTupoBanus. OHa MO3BOJISIET JY4IE MOHATH >KEIAEMbIM pPE3yJbTaT, OLECHUTH
PUCKU U BO3MOXHOCTH JIOCTHKEHUS 3TOTO pe3yibTaTa, ONPEeIUTh aClIeKThI, TpeOy-
I0L[ME OCOOEHHOTO BHUMAHUS NP peaTM3aliK NPOeKTa. ITO B OCHOBHOM OTHOCHUTCS
K UH)XXEHEPHBIM U apXUTEKTYPHBIM MPOEKTaM, PE3YJIbTAaT KOTOPBIX CIOXKHO MPECTa-
BUTH 0€3 IpenBapUTEIbHON BU3yalU3allMi TOTOBOTO Mpoaykra. OIHUM U3 UHCTPY-
MEHTOB BU3yalu3aluu sBisieTcs cdepa 3D-TexHomorui.

Bupryanbnas 3D-Mozenb M03BOJIUT YBUAECTh OOBEKT B TPEXMEPHOM BUJE, pac-
CMOTPETH €TI0 CO BCEX CTOPOH, IPOBECTU BUPTYAIbHYIO IPOTYJIKY. DTO aKTyaJIbHO JJIs
3aHUU U COOPYKEHUM, KOTOPBIE HEBO3MOXHO ITOCETUTH JIMYHO, KaK U3-3a UX YIAJICH-
HOCTH WJIM HEIOCTYIIHOCTH, TaK U B CIIy4ae, €CJIM 3TO 3JaHUE YK€ WIHU €Ile He Cylle-
cTBYeT. Mcronp30BaTh TPEXMEPHYIO BUPTYAIbHYIO MOJENb 34aHHUSI MOYKHO HE TOJIBKO
C LIETIBI0 IEMOHCTPALIMHU, HO M B KQUECTBE BAXKHOT'O MH(POPMAITMOHHOTO TOKyMEHTa 00
00bEKTE MOJCITUPOBAHUSI.

OnHOW U3 TakMX MOJENEN SBJSETCS BUPTyaldbHAas TPEXMEpPHAs MOJIENb CIIOp-
TUBHO-03J0POBUTENBHOTO KoMIuiekca CHOMPCKOro rocy1apCTBEHHOIO YHUBEPCUTETA
reocucteM u TexHosiorut (CI'YI'uT). JlaHHbIN KOMILJIEKC MOC/IE Pean3aiuil CMOXKET
MPEIJI0KUTh CBOUM IMOCETUTEIAM IIUPOKUN CIIEKTP YCIIYT, BKIIIOYasi 3aHATUS CIIOPTOM
Y AaKTUBHBIN OT/BIX.

[enpto qaHHOM paboOTHI SBISETCA CO3[aHUE TPEXMEPHOIN BUPTYaJIbHON MOJEIH
31aHUs CIIOPTUBHO-03710poBUTENBHOTO KoMmIuiekca CI'YT'uT, koropas Oyaer BKIO-
4yaTh B ce0sl BHyTPEHHEE YCTPONUCTBO KaXJAOT0 U3 ATAKEW U BHYTPEHHUX MTOMEIICHUH,
a TaKXKe MPOBEJICHNE BUPTYAJTbHOMN MPOTYJIKUA. JTa paboTa MOMOXKET 3aKa3uyuKaMm IMpo-
€KTa 03HAKOMUTHCS C BHEIIHUM BUJIOM OyayIIeil TOCTPONKU, OIIEHUTh €r0 UHTEPhED,
BHECTH MPABKHU B MOJIEIIb TPH HE0OX0AMMOCTH. Takke, ociie peaan3aiui CTPOUTETb-
HOT'O IJIaHA IAHHOTO MTPOEKTA, MOJIEJIb MIO3BOJIUT MOTCHIUATIBHBIM OCETUTEIISIM O3HA-
KOMUTBCA C YCTPOMCTBOM KOMILIEKCA €IIE 10 MOCELEHUsI €ro BXKUBYIO, a TaAKXKe 00-
JEr4uT padoTy coTpyAHUKOB ciopTuBHOTO LeHTpa CI'YT'uT npu nposenennu pas3iny-
HBIX MEPONPUATUH. [[1s1 TOCTHXKEHMS JAaHHOM 1IeTTM HEOOXOIMMO BBITIOJIHUTD CIEAYIO-
LIUE ITANbIL:

1) aHanu3 UMEUIUXCSl MATEPUATIOB JIJIsl MOAEIMPOBAHUS U BEIOOP ONTUMAIBHOTO
IIyTH CO3JaHUs MOJIEIIN;

2) OCTpOEHUE KopIyca 37aHusi CHIOPTUBHOI'O KOMILJIEKCA HAa OCHOBE MOATAKHBIX
IJIAHOB CTPOUTEIBHOTO KOMILIEKCA;

3) uMmnopT nocTpoeHHoro kopmyca B cpeay Unreal Engine st o0ycrpoiicTBa u
paboThI ¢ KOJIOM;

4) co3ganue 6a3bl TEKCTYp B 3D-00BEKTOB /1J11 00yCTPOKUCTBA TOMEIIECHHUH;

5) ob6ycTpoticTBo Mojenu B cpene Unreal Engine: pa3zMmenieHue panee co31aHHBIX
3D 00BbEKTOB ¥ MPUMEHEHHE TEKCTYP;
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6) HacTpoiKa MOJICIIH, CO3JaH1e PJIEMECHTOB T10JIb30BaTEIILCKOTO HHTEep(deiica Ha
s3pIke Blueprint.

Memoowt u mamepuani

OOBEKTOM MOJEIMPOBAHUS SIBJIAECTCS 3/1aHHE, HAXOALIEECs Ha 3Tale MPOEKTH-
poBaHMs. 3a OCHOBY ISl HIOCTPOEHUS TPEXMEPHON Moieu ObLI B3ST HAOOp IMJIAHOB B
dopmate PDF, conepxkariuii TouHble pa3Mepbl BCEX MOMEIICHUN W PACIOJIOKEHUE
KOHCTPYKTHBHBIX 3J€MEHTOB. B mMmeromerics TOKyMEHTaluK OTAEIbHO 0003HAYEHBI
IUTaHbl BHEIIHUX (pacaZioB U PacrloioKeHHe OKOHHBIX IpoeMoB. Ha miuanax otMedeHo
Ha3HAYEHUE Ka)KJOro MOMEIIEHHUs, OJIHAKO OTCYTCTBYET MepeueHb HEO0OXOIUMOIo
CHIOPTUBHOI'O MHBEHTApPs, MeOEIN U HET YKa3aHUM M0 UX PACMOJIoKeHut0. i BHYT-
PEHHUX CTEH OTCYTCTBYIOT YKa3aHUs 00 HUCIOJIb3YEMbIX MOKPBITHSIX.

Nurteprep nomenieHut, BBIOOp MeOENIN U OTJEIKM OCHOBBIBAETCS HA HA3HAYCHU U
Ka)XJ0r0 omernenust 1 opopmieHust koprnopartuBHon crunuctuku CI'YI'uT. Tak, Ha
IEPBOM 3Ta)kK€ KOMILJIEKCA HaXOJATCS: XOJIJI ¢ 30HOU OT/bIXa, Kae, HECKOJIbKO MOJ-
COOHBIX TTOMENICHUH, pa3/IeBaIKK C CAaHY3JIOM U MaJIbIi 3aj JJIsl 3aHATUNA TEHHUCOM.
Ha BTOpOM 3Taxe KoMIIIeKca, MOMUMO MOJICOOHBIX TOMEIIEHU, XpAHWINLL U TyaJle-
TOB, PACIIOJIOKEHBI IBA OCHOBHBIX 3aj1a: TPEHAKEPHBIN 3aJ1 CO CIIOPTUBHBIM NHBEHTA-
PEM M TPEHa)KEpaMM M YHMBEPCAJIBHBIN 31 U1 TPYNIOBBIX 3aHATUN. TpeTnil n 4er-
BEPTHINA 3TaXHU 3aHUMAIOT 0aCKETOOJIbHAS U BOJICOO0IbHAS TUIOLIA/IKA.

J1ist co3anust MOJIENH 3/1aHKs CHOPTUBHOIO KOMIUIEKCA HA OCHOBE IUIAHOB, ObLIa
BbiOpana nporpamma ArchiCAD [1, 2]. HecMoTpss Ha oOuiIMe HHCTPYMEHTOB,
ArchiCAD papy:xento6eH kK HAUMHAIOIIEMY TI0JIb30BaTeII0 U MHTYUTUBHO MOHSATEH, U3-
3a 4ero mpouie 1 ObICTpee OCBauBaeTCA, B OTJIMYUE OT aHAIOroB. Dailiibl TPOEKTOB
ArchiCAD umerot meHb1IMi Bec. Xopoliias JIoKaau3aius narepderica u CipaBoyHUKa
yhnpouiaeT paboTy B Iporpamme, a BHyTpEeHHsIsl OMOIMOTeKa MO3BOJISIET HACTPAaUBaTh
KOHCTPYKIIMOHHBIE 3JIEMEHTBI U MOKPHITUS B IPOEKTE.

Jlnst MogenupoBaHus 00BEKTOB OKpY>KeHUs Oblia BeIOpaHa mporpamma Blender
[3, 4]. Blender siBnsiercs OecrulaTHBIM TPOTPAMMHBIM OOECIIEYEHUEM C HIUPOKUM
(yHKIIOHATIOM, HE YCTYNaIOIKM IJIaTHBIM aHajoram. Takxe natepdeiic Blender 60-
Jiee TOHSITEH UHTYUTUBHO, & COOOIIECTBO MOJIb30BaTEIe HA TaHHBI MOMEHT OIMy0-
JMKOBAJIO JIOCTaTOYHO BHUJICO-YPOKOB M 00yYarOIUMX MAaTEpHAIOB, YTOObI HAUMHAO-
M MOJIB30BATEIh MOT OCBOUTH €r0 CAMOCTOSATENBHO.

JIyist HAaCTPOMKHM MHTEPAKTUBHBIX 3JIEMEHTOB U COOpPKM MpoekTa Oblia BhIOpaHa
cpena paspabotku Unreal Engine5 [5, 6]. I'maBHeiMu ocoGennoctssmu Unreal
Engine 5, moBiausBIIMMU HA BHIOOP UMEHHO 3TOM MPOTPaMMBI, SIBJISIIOTCS SI3BIK MPO-
rpamMmupoBanus Blueprint 1 BHyTpeHHsisi OuOnnoTeka. becriiaTHbli BU3yaIbHBIH
A3BIK MporpammupoBanusi Blueprint m1ocTaTouHO MPOCT B OCBOEGHUU, YTOOBI MOYKHO
OBLJIO TPOBOIUTH HACTPOIMKY 0€3 MPOJIBUHYTHIX 3HAHUM ITporpammupoBanus. bubmauo-
teka Unreal Engine, Taxke OecriiaTHasi, COAEP>KUT MHOYKECTBO TMOKO HaCTPauBaeMbIX
MaTepuaoB.

W cxoaHbIMU JAHHBIMU JJIS1 MOAECIUPOBAHUS SIBJISIFOTCS CIIEIYIOIINE YEPTEXKHU: 110~
ATaXHBIW IJ1aH 34aHUs C pa3MEPHBIMU YKa3aHUSIMU U TIO3TAXKHBIN IJIaH C HAMMEHOBA-
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HUSIMU TIOMeIleHnid. Bee 3TH m1aHbl OBLIN MPE0CTABIICHBI B BUIE PACTPOBBIX U300-
paxkeHu#, coopanHbix B fokymeHte gpopmara PDF (puc. 1).
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Puc. 1. Ilnan nepBoro 3taxa ¢ pa3MepHbIMHU YKa3aHUSAMHU

Pe3ynomamot

Cuauana B nporpamme ArchiCAD Obutu co3anbl 4 ¢ost STaxei U OAUH CIIOM 11t
KPBIIIW 3/1aHus. Pa3MeTka CTeH W PacIoNOKEHUE HWHBIX KOHCTPYKTHBHBIX JIEMEHTOB
MIPOU3BOIATCS B IBYXMEPHOH MPOCKITUH.

MonenupoBanue CTeH NPOU3BOAMIOCH ITyTEM MOBTOPEHUSI KOHTYPOB Ha IJIaHaX,
IIPU 3TOM COXPAHSUIUCH pa3Mephbl CTeH. TOJIIMHA CTEH U IPYTUE ACTaTH HACTPAUBAIOTCS
nocyie /Ui Kax 104 OTAEIbHOM WK JIJIs TPYIIbI CTeH. [[Bepyu Ha MO/IeNu pacnojaraiich
T0 TIaHY Ha MOJUI0KKE C yY€TOM PACIIOJIOKEHHS, pA3MEPHOCTH U TUNA ABepel. Monenu
BCEX TPEX THUIIOB JIBEPEH, MCMOJIH30BAHHBIX Ha 4YepTeke (OAMHAPHAS, MOIyTOpHAs,
TIBOHAs ), ObLTH HaliJIeHbI BO BCTpoeHHOU OnbimoTexe ArchiCAD. 3aBepmaromnum mia-
roM IIpu paboTe HaJl MOJIETBIO0 CTPOCHHUS CIOPTKOMITIIEKCA SIBIIICTCS TPUMEHEHUE TEK-
cTyp u3 BcTpoeHHbIX 0nbnuotek ArchiCAD (puc. 2).

Puc. 2. TpexmepHbIii BUJ pe3yiibrata MojaenupoBanus nomemierus B ArchiCAD
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st mepenoca daitna uz ArchiCAD Obut ucnonb3oBan miarud Datasmith [7].
JlaHHBII T1arvH MO3BOJISIET KOHBEPTHPOBaTh (aiin npoekta ArchiCAD B dopmar, ko-
TOpHIi 3aTeM ummnoptupyetcs B cpeay Unreal Engine 5, coxpansst 3manue kak Habop
OTJICTTLHBIX TPEXMEPHBIX 0OHEKTOB.

[Tocne mepenoca qaHHBIX Cpedy pa3pabOTKH KaXk/as OT/eIbHAsl CTeHa, KOJIOHHA,
JBEPhb U T. JI. COXPAHCHBI B MPOCKTE KAK OTHAEIbHBIC DJICMEHTHI. | TaBHOE CBOKMCTBO,
KOTOpPO€ HEOOXOAMMO HACTPOUTh y BCEX TPEXMEPHBIX OOBEKTOB 3TOW MOJEIU —
Collision. Komnmususa orBedaeT 3a cnoco0 B3aMMOJIEUCTBUS MOJEINA MOJIB30BATENS C
00BEKTOM: OyJET JI 3Ta MOJIENb CTAJIKUBATHCS C OOBEKTOM WJIM MPOXOJHUTHh CKBO3b
Hero. UToObl KaXk bl U3 3JIEMEHTOB CTPOCHHMS COCTABJISUT LIEJI0€ 3/IJaHUE, 10 KOTOPOMY
UTpoOK OyAeT MepeMelarbcs, s BCEX 3JEMEHTOB HY)KHO HACTPOUTH KOJUIM3HUIO
CTOJIKHOBEHHUSI.

Bce ocranbHbie TpexMepHbIE 00bEKTHI CHA4YalIa UMIIOPTUPYIOTCS B IPOEKT B Pop-
mate FBX. [lepen HacTpoHKON KaXKIblii UMIIOPTUPOBAHHBIN 0OBEKT KOHBEPTUPYETCS
B Static Mesh, monurosaibHyt0 CeTKy, IPEACTABIISIONIYIO YaCTh aPXUTEKTYPhI KApTHI.
Bce 00bexThI static mesh OyayT mpeacTaBisTh CTATHYHOE OKPYKEHHE CO CTA0MITHHBIM
MOJIO’KEHHEM Ha ypoBHE (puc. 3).

F) Player Collision Show Scalability: Medium

Puc. 3. Komususa nomerienust 100aBJI€HHBIMA 00bEKTaMU 00CTaHOBKH

[Tocne oopmiteHrst BHENTHETO BH/IA 3/IaHUS U 3alIOJTHEHHS IPOCTpaHCTBA MeOe-
JbI0 U CIIOPTUBHBIM MHBEHTapEM HEOOXOIUMO J100aBUTh MHTEPAKTUBHOCTH. JIt0OBIE
uHTepakTuBHbBIE AeMeHTsl B Unreal Engine 5 HacTpauBatorcs ¢ momompio Blueprint,
BU3YaJILHOTO SI3bIKA MTporpammupoBanus. Jlro0oe nericTBre B cpesie pa3padoTku, Oy ab
TO NEUCTBUE UTPOKA WM (POHOBBIA UTPOBOM MEXAHU3M, MPOTPAMMHUPYETCS C TIOMO-
mipio Blueprint. B manHOM TIpoeKkTe 71 KaXXKJ0T0 OTASIHHOTO HHTEPAKTHBHOTO Jie-
MEHTa 3a UCKJIIOYCHHEM KOJa MepeMEeUIeHHs MO 3TakaM ObUI CO3/1aH OTAENbHBIH
Blueprint knacc (puc. 4).
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© InputAxis MoveForward F Add Movement Input F Add Movement Input
© InputAxis MoveRight

.\. >

Axis Value

Target | self Axis Value Target | self

/, @ World Direction . @ World Direction

Scale Valu
J Get Actor Forward Vector
J Get Actor Right Vector

Target | self | Return Value @
Target | self | Return Value @

Puc. 4. ®parment kona Blueprint, oTBeuaromuii 3a nepeMenieHue mo ypoBHIO

[Tporpamma Obina coOpaHa ¥ 3amyiieHa BHyTpeHHUM kKoMmuisitopom Unreal En-
gine 5. MoJienb COCTOUT U3 OJTHOTO YPOBHSI, COJIEPIKAIIETO BCE TPU ITaKa U BHYTPEH-
HUe nomelneHus. [Ipu 3amycke mporpaMMbl TPEXMEPHOM MOJIEH OTKPBIBACTCS cama
Moienb. MIcXonHOM TOYKOM MOSIBJICHUS SIBJISIETCSL XOJIJT HA TIEPBOM dTaxe (puc. 5).

nsnepemMeLleHus [nsanepemMeLleHus
UCNoJib3yMTe No 3Ta)kaM HaXKMUTe:
W - Bnepen 1 - \nepBbIN aTaX: =
A - BneBo 2 -'BTOPOM|3TaX
Si-'Ha3ap 3 - TpeTuniaTax
D/-'BnpaBo

Puc. 5. CtapToBOe OKHO MOCJ€e 3aIycKa MporpaMmmsl

[Ipu TecTMpoBaHNH MOJENN HA IIEPBOM ITakE 31aHUs ¢ pazpemieHueM 1920x1080
nojiyyaeM pe3ynbTar 45 kaapoB B cekyHay. [lokazaHust MOTyT CHUKAThCS TP MTPUOIIH-
XKEHHUH K 00Jiee «3arpyKeHHbIM» 00BEKTaMU KOMHATaM, HO HE3HAUUTENBHO (puc. 6).

Puc. 6. ®parment koga Blueprint, oTBeuaromnuii 3a nepemMenieHre no ypoBHIO
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3aknrouenue

[TonmyuyeHnHyto B pe3ysbTare pa3paboTK1 MOJIENIb MOXKHO UCIIOIB30BaTh JJIs IPOBE-
JICHUSI BUPTYaJIbHBIX 3KCKypcuid. Bu3yanuzamus yeprexen crana JI0CTyIHA ISl MOJb-
30BaTesl B UHTEPAKTUBHOM PEXHUMeE, OJ1arofaps CyleCTBOBAaHUIO CO3/1aHHON MHTEpaK-
TUBHOW TPEXMEPHON MOJIEIH.

KoneuHyro MoJieib MOXKHO MPU HEOOXOAUMOCTH JOTONHTH KaK HOBBIMHM ITpeIMe-
TaMWd OOCTaHOBKM M HOBBIMHM MOMEIICHHUSIMH, Tak U (yHKIMOHAIoM. Kak BapuaHT, B
MOJIEb MOKHO I00aBUTh HEKOTOPYIO HH(POPMAIIMOHHYIO CIIPABKY OT COTPYIHUKOB Ka-
denpsl Gpu3NUECKOi KyIbTypbl, KOTOPYIO IIPU UCIIOJIB30BAHUU BUPTYAJILHOM SKCKYpCUU
YBUAAT aOUTYpUEHTHI U APYTHE 3aMHTEPECOBaHHbIE MoJIb3oBaTenu. [Ipu Heooxoaumo-
CTH BHOCSITCSI IPABKH B YCTaHOBJICHHBIA UHTEPhEP, PACIIUPSETCS pa3HOOOpasue 3ame-
HSIEMBIX TPEHAXKEPOB, J00ABIISIETCS BO3MOXKHOCTh T0OABICHUSI UHTEPAKTUBHOM 3aMEHbI
VMHTEpPbEpPa B HEKOTOPBIX TOMELIECHUSIX U T. 1.
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