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AnHoTanusa. CTaThs MOCBsIICHA pa3paboTke HHHOPMAITMOHHO-CTIPaBOYHON Mojenu (nanee UCM),
KOTOpasi MO3BOJIUT 00YUYaIOIUMCS BU3YATU3UPOBATh U OTPadaThIBATh MPOIIETyPhl OCMOTpa MOE310B
C OmacHbIMHU Tpy3aMH B cpefe pa3zpadotku Unreal Engine 5. Mozaens BKIro4aeT B ce0s CIpaBOYHYIO
MH(pOpPMAIIHIO O TUITaX OMACHBIX IPY30B, UX MAPKUPOBKE M MpaBUiiax oopamieHus. B paboTe ucmoms-
30BaHbl MeTOJbl 3D-MonmenupoBaHus, TPOrPaMMUPOBAHUS MHTEPAKTUBHBIX JJIEMEHTOB, a TaKKe
MPUHITUTIBI TeUMU(PUKAIIAH 711 TIOBBIIIEHUS BOBJICYEHHOCTH o0yJaromuxcs. Pa3padboTana nHTepak-
TuBHas 3D-Mozens moe3da C OMACHBIMHU TPYy3aMH, BKIIFOYAOIIAS PEATUCTHYHYIO BU3YaTH3AIHIO,
AHUMAIIUIO TPOIIECCOB OCMOTPA M CIIPABOYHYIO CHCTEMY. MoJieb MO3BOJIIET 00YyJarOIIMMCS OTpa-
0aThIBaTh HABBIKU B 0€30IIaCHON BHPTYaILHOM CPEIE, YTO CHIKAET PUCKH OITHOOK B PEabHBIX yCIIO-
Busix. Micnonb3oBanue Unreal Engine 5 u Blender aiis co3ganust o0yuaromieid MoJIeu JOKa3ajio CBOIO
s dexkTuBHOCTH. MOI€Th MOKET OBITh HHTETPUPOBAHA B MIPOTPAMMEI TOATOTOBKH KEIE3HOA0POXK-
HOTO TIEPCOHAJIA, YTO MOBBICUT KAYECTBO O0yUEHHs M 0€30MMacCHOCTh MEPEBO30K OIMACHBIX TPY30B.
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Abstract.This article is dedicated to the creation of an information and reference model that enables
trainees to visualize and practice procedures for inspecting trains carrying dangerous goods within
the Unreal Engine 5 development environment. The model includes reference information about types
of dangerous goods, their labeling, and handling rules. The work utilizes 3D modeling methods, in-
teractive element programming, as well as gamification principles to enhance learner engagement.
An interactive 3D model of a train with dangerous goods has been developed, featuring realistic vis-
ualization, inspection process animations, and a reference system. The model allows trainees to prac-
tice skills in a safe virtual environment, reducing the risk of errors in real conditions. The use of
Unreal Engine 5 and Blender for creating the training model has proven effective. The model can be
integrated into railway personnel training programs, improving training quality and transportation
safety of dangerous goods.
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Begeoenue

Exerogno B Poccum perucrpupyercst cBbiiie 120 MHIMAEHTOB, CBSI3aHHBIX C
HapyUICHUEM MPaBUI OCMOTPA BarOHOB C OMACHBIMU Ipy3aMu, 68 % 13 KOTOpBIX 00ycC-
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JIOBJIEHBI YeNoBeYecKUM (akTopoM. CoBpeMEHHBIE TPOrpaMMbl 00yUYEHUS 1€TAI0T aK-
IIEHT Ha TEOPETHUECKOHN MOJATOTOBKE, YTO HE oOecrneuynBaeT (OpMUPOBAHMS HABBIKOB
paboThl B HEIITATHBIX CUTYalUsAX, TAKUX KaK: YTEUKH XMMHKATOB HJIM BO3TOpPAHUSI.
CyniecTBytonme TpeHaXXepbl 4aCTO OIPAHUYEHBI JIMHEHHBIMU CLIEHAPUSIMHU U HE TIOJ-
JAEPKUBAIOT AUHAMUYECKYIO aIallTallMIO M0J1 yPOBEHb 00y4aeMoro.

Lenb uccnenoBanus — co3ganrne HHPOPMAIIMOHHO-CIIPABOYHOM MOJIEH AJIs 00Y-
YEeHMsI IO OCMOTPY MOE3/I0B C OMACHBIMU I'py3aMHu, 00beauHstonieit 3D-monenupona-
Hue B Blender, unrepaktusnsie ciienapuu B Unreal Engine 5 u meTonuyeckue mare-
puabl AJid MOBBIICHUS KauecTBa 00ydeHUs. AKTYallbHOCTh pabOThl OATBEPKAACTCS
HEO0OXOAMMOCTbIO CHH)KEHHSI aBAPUMHOCTH HA KEJIE3HOIOPOKHOM TPAHCIIOPTE U CO-
otBercTBUEM TpeboBaHusIM OAO «PXK]I» k yueOHBIM TpeHaxepaMm.

Memoowvt u mamepuaivt

B pamkax mpoekTa BbinosiHeHO 3D-monenupoBaHie 00bEKTOB OKPYKEHHUS U Ba-
TOHOB C JIETAJTU3UPOBAHHOMN MOJIUTOHATIBHON CETKOM, TJe KXl OOBEKT CONECPKHUT
ot 50 1o 100 TeIcsSY moJMroHOB. Moenu JONOIHEHBI TEKCTYPUPOBAHUEM, YUUThIBA-
IOLIUM OCOOEHHOCTH Pa3IMYHBIX TUIIOB OMACHBIX TPY30B, a TAKXKE BU3yaIu3alueil xa-
pPaKTEepHBIX MAaPKUPOBOK, AE(PEKTOB U KPEMIEKHBIX IJIEMEHTOB.

B Unreal Engine 5 6b110 HACTPOEHO JUHAMUYECKOE OCBEIICHHE C MCIOJIh30Ba-
HUEM TexHoJioruu Lumen, mo3BosisoNIee UMUTUPOBATh Pa3HOOOpa3HbIE MOTO/IHbIE
ycioBusi. Peanu3oBanbl pu3nueckre B3auMOJICHCTBUS, TAKUE KaK MPOBEPKa LEIOCT-
HOCTH IJIOMO U OCMOTP MapKUPOBOK OMACHBIX I'PY30B, a TAKXKE CO3/IaHbI HHTEPAKTHB-
Hble cueHapuu oOyudenus depe3 Blueprint Visual Scripting. lns obecneuenust cra-
OubHOM paOoThl HA cTanaapTHRIX 11K mpoBeneHa onTumMu3anus Mojenen ¢ npuMeHe-
HueM Nanite-CUCTEMBbI M CKaTus TEKCTYP.

Pezynomamot

TectupoBanue npoBeneHO B 2025 roay B KOJUIEAXE TPAHCIOPTHBIX TEXHOJIOTHI
umenu H.A. Jlynuna (Beioopka: 30 crygentoB 3—4 kypca). JlaHHbIe TpeicTaBieHbl B
Tabi. 1.

Tabnuya 1
CpaBHenune 3(pPeKTUBHOCTH METO/I0B 00yUEHUS
[TapameTp TpagunimonHoe oOy4yeHue NCM
Cpenunee Bpemst 00ydeHust 149 8,4 1 (—40 %)
OmmOKH IpHU IIPOBEPKE 23 % 16,8 % (—27%)
VY nepxanue 3HaHMM (Yepe3 3 mec.) 62 % 89 %
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AHanu3 JaHHBIX BBIABUIL, 4TO 85 % CTyIEHTOB OTMETHWIIN IIOBBILLIEHNE YBEPEHHO-
CTH IIpH paboTe B HECTAHIAAPTHBIX cUTyarusax. Ontumuszanus rpaduku Mo3BoJnia 3a-
nyckaTh Mojienb Ha [1K cpenneit mourHocTH 6€3 MoTepH MPOU3BOAUTEIBHOCTH.

Ooécysncoenue

Pa3zpaboranHass MHPOPMaLIMOHHO-CIIPABOYHAsI MOJIENb JEMOHCTPUPYET 3HAYM-
TEJIbHOE COKpAalIEHUE CPOKOB MOATOTOBKHU CHEIUMAIMCTOB Oyarogaps BO3MOXKHOCTH
JETANBHONW BHU3yaM3allii KPUTUYECKUX CUTYAIlMi, BKIIOUYasi CJIOXKHBIE aBapUHHBIC
CIleHapuu (Takhe KaK BO3rOpaHHE BaroHa C OMACHBIM I'py30M), 6€3 CO3/1aHus peajb-
HBIX yrpo3 1jsi oOyvarouiuxcs. [lomydeHHble pe3ynbTaThl MOATBEPKIAIOT BBIBOIBI
MpeabIAYIIUX UccienoBanuit 00 3¢ dhextuBHOoCTH NpuMeHeHus Unreal Engine 5 B npo-
MBIIIIJICHHOM 00y4Y€HUHU, 0COOCHHO B aCIIeKTe CO3AaHus 6€30IacHOM, HO MaKCUMaJIbHO
npuOIMKEHHON K pealbHOCTH TPEHUPOBOYHOU Cpefibl, OJTHAKO oTcyTcTBUEe VR CcHU-
KACT PEATMCTUYHOCTh, YTO KOMIICHCUPYETCS ONTHUMHU3aUe rpaduKu i CPETHUX
[IK (muaumanbubie TpeboBanus: GTX 1060, 8 I'b O3Y).

3aknrouenue

Pa3zpaborannas UCM couetaer 3D-MoenpoBanre, THTEPAKTUBHBIE CLIEHAPUU
1 METOJIMYECKHE MaTepHuabl, 00ecreurnBas IpakTUKO-OPUEHTUPOBAHHOE O0yUEHHE.

Buenpenne UCM cokpatuio Bpemst o0yuenust Ha 40 %, cansuino ommbku Ha 27 %
Y TIOBBICUJIO yIepyKaHue 3HaHu# 10 89 %. Monens noctymHa aj1st 00pa30BaTebHBIX yupe-
KJIEHUI OJarogapsi HU3KHMM CUCTEMHBIM TPEOOBaAHUSIM.

Pexomennanuu: unrerpanusa VR-pexuma 11 NOBBIIEHNS PEAIMCTUYHOCTU. BHen-
perrie ICM B ydeOHbIe TpOrpaMMbl KOJUIEIKEH U TIEHTPOB MOBBIICHUST KBATA(DUKAIHH.
Hanpagnenust nanmpHenmmx uccnenoBanui: McnonszoBanne MU 11 reHepanyu CrieHa-
pPHEB Ha OCHOBE CTaTUCTUKY HECTAHJAPTHBIX CUTYaluil. PazpaboTka nudpoBbIX HHCTPYK-
TOpoB Ha 6a3e MetaHuman. Apanrarust MOAEH JijIsl MOOMIBHBIX YCTPOMCTB U 00JIAYHBIX
1aTHopM.

bnazooapnocmu

HoBocubupckomy KoJuie Ky TpaHCHOPTHBIX TexHooruit umenu H.A. JIynuna 3a
MPEIOCTABJICHUE CTATUCTUYECKUX JTAHHBIX U METOAUYECKUX MATEPUAIIOB JJIsl OLICHKU
MO/IEIIH.

BUBJTIMOrPA®UYECKM CNINCOK

1. Oruer MCX]] 2024: cratuctuka MPOMCHISCTBUN Ha keJe3HbiXx jpoporax // ZdMira. URL:
https://zdmira.com/articles/otchet-mszhd-2024-statistika-proisshestvij-na-zheleznykh-dorogakh (mata 06-
pamenust: 22.04.2025).

2. I'PY3bI OITACHBIE. Knaccudukanus 1 MapkupoBKa // DIEKTPOHHBIH (OH IPAaBOBBIX
HOpMaTUBHO-TeXHUYecKnX nokyMeHToB. URL: https://docs.cntd.ru/document/901714253 (mata 06-
pawenus: 22.04.2025).

3. TITD PXX. URL: https:/mma-pxa.pd (nara oopamenus: 22.04.2025).

153


https://zdmira.com/articles/otchet-mszhd-2024-statistika-proisshestvij-na-zheleznykh-dorogakh
https://docs.cntd.ru/document/901714253

4. bubnmoreka ooyuaromux matepuaiion // Epic Games Unreal Engine. URL: https://dev.epic-
games.com/community/unreal-engine/learning (nara obpamenus: 28.04.2025).

5. Beenenune B Blender: OcnoBbl mns Hauwmnaromux // anycubic3d. URL: https://anycu-
bic3d.ru/novosti/tpost/yd15g5brcl-vvedenie-v-blender-osnovi-dlya-nachinayu (mara  obparmienus:
28.04.2025).

© C. A. Kopones, H. C. I'onosaues, 2025

154


https://dev.epicgames.com/community/unreal-engine/learning
https://dev.epicgames.com/community/unreal-engine/learning
https://anycubic3d.ru/novosti/tpost/yd15g5brc1-vvedenie-v-blender-osnovi-dlya-nachinayu
https://anycubic3d.ru/novosti/tpost/yd15g5brc1-vvedenie-v-blender-osnovi-dlya-nachinayu

