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AHHOTanuA. B TaHHOIi cTaThe paccMaTpuBaeTCs MPoIece pa3paboTKU HHTEPAKTUBHOM HHPOpMAITH-
OHHO-CIIPAaBOYHOM TPEXMEPHON MOJIeNT HOMEepHOTO (hoHa 0a3bl OTABIXA C HCIIOJIF30BAaHHEM COBpPE-
MeHHBIX 1TU(ppoBbIX HHCTPYMEHTOB — Blender u Unreal Engine. O6bekTOM UCCIIeIOBaHHS SBISCTCS
TypUCTHYECKas 0a3a, 1 KOTOPOU TpedyeTcs co3anue MOJHOIeHHOH 3 D-Bu3yanu3aiuu, coueTaro-
e pealnCTUIHOE OTOOpPAKEHHE apXUTEKTYPHBIX JIEMEHTOB U JOCTYI K CIIpaBOYHON mH(OpMa-
uu. Llenpro paboThl sBIsIETCS co3aHue NU(POBOM MOMAEIH, BKIIOYAIOIICH eTaTH3UpOBAHHBIC
TpeXMEepHbIE OOBEKTHI 3/IaHUH, HHTEPHEPOB, SJIEMEHTOB OJIArOyCTPOMCTBA U JTAHAIAPTHOTO OKpY-
KEHUsI, C BO3SMOKHOCTBIO CBOOOJTHOTO TIEpEMEIICHHSI TTOJTB30BATENsI TI0 TEPPUTOPHUH, a TAKKE TPO-
CMOTpa BHYTPEHHETO U BHEIIHETO O(POPMIICHUS PA3IMUHBIX COOPYKEHHUI. MOJIENTb TaKKe COACPKUT
BCTPOCHHBIC CIIPABOYHBIC CBEJICHHS O TOCTEBBIX JIoMax U HH(ppacTpykType 6a3bl. B mpormecce paspa-
OOTKH MTPUMEHSIIUCH METOJIbI TPEXMEPHOTO MOJICTUPOBAHUS, BU3YAIBHOTO MPOSKTUPOBAHUS CPEIBI,
a TaKk)Ke CO3JJaHHSI MHTEPAKTUBHBIX ITOJIb30BaTEIILCKUX CIIEHApUEB. B KauecTBe HCXOAHBIX MaTepHa-
JIOB UCTIOJIL30BATINCh TEXHUUYECKOE 3aaHue, Tpadudeckue peepeHChl IKCTEPHEPOB U UHTEPHEPOB,
a TaKk)Ke KaJaCTPOBBIN TUIaH y4acTka. [lomydeHHas Moesb IpeIHa3HavYeHA JIJIs IPE3EHTAlNU Ha Te-
MaTHUYECKHX BBICTABKaX M MOXKET OBITh MCIOJIb30BaHA B MAPKETUHTOBBIX IENISAX ISl TPOIBUKCHHS
TYPUCTHUYECKUX OOBEKTOB M IPUBJICUCHISI MHBECTUINI. PaboTa TeMOHCTpUpPYET MOTSHIINA HCITOITh-
30BaHUS UTPOBBIX TEXHOJIOTUN B PEATbHBIX Cepax, BRIXOAIINX 32 PAMKH Pa3BIICUCHHIA.

Karouesbie ciaoBa: Blender, Unreal Engine, nnTepakTuBHas BU3yanu3anus, TPEXMEpHOE MOJAEIH-
poBaHHe, HH(POPMAITMOHHO-CIIPABOYHASI MOJIEITb
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Abstract. This article discusses the process of developing an interactive information and reference
three-dimensional model of the number of rooms of a recreation center using modern digital tools -
Blender and Unreal Engine. The object of research is a tourist base, which requires the creation of a
full-fledged 3D visualization, combining realistic display of architectural elements and access to ref-
erence information. The aim of the work is to create a digital model that includes detailed three-
dimensional objects of buildings, interiors, landscaping and landscape surroundings, with the ability
to freely move the user around the territory, as well as view the internal and external design of various
structures. The model also contains built-in reference information about guest houses and base infra-
structure. During the development process, methods of three-dimensional modeling, visual design of
the environment, as well as the creation of interactive user scenarios were used. The terms of
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reference, graphic references of exteriors and interiors, as well as the cadastral plan of the site were
used as initial materials. The resulting model is intended for presentation at thematic exhibitions and
can be used for marketing purposes to promote tourist sites and attract investment. The work demon-
strates the potential of using gaming technology in real-world areas beyond entertainment.

Keywords: Blender, Unreal Engine, interactive visualization, 3D modeling, reference model
Beeoenue

B nocnennue roapl HaOMIOAAETCS YCTOMYMBBIA POCT MHTEpPECA K MPUMEHEHHIO
TEXHOJIOTUH TPEXMEPHOU BU3yaIU3allii B PA3JIMYHBIX OTPACISAX, B TOM YUCJIE B TYPH-
CTHUYECKOH cepe, I71e Bo3pacTaeT NoTpeOHOCTh B cpeacTBax APGEeKTUBHOI Mpe3eHTa-
I 00BEKTOB UHPPACTPYKTYpbl. OHUM U3 IEPCIICKTUBHBIX HAMIPABICHUHN SBIISACTCS
MCIIOJIh30BAaHNE NHTEPAKTUBHBIX MH(POPMAITMOHHO-CIIPaBOYHBIX 3D-Moeneit, couera-
IOIINX BU3YAJIbHYIO PEATUCTUYHOCTD, MOJIb30BATENbCKYI0 HABUTALMIO U CTPYKTYpH-
POBaHHOE MPEJICTABICHUE JAHHBIX.

AKTYyallbHOCTh HACTOSIIETO MCCIEA0BaHMS 00YCIOBIIEHa HEOOXOUMOCTBIO CO-
3m1aHus HUGPOBBIX PEIICHUH, 00ECIIeUNBAIOIIUX KOMILJIEKCHOE MPEACTABICHUE TypHU-
CTUYECKUX OOBEKTOB IS 1I€JIEH peKJIaMbl, JEMOHCTPAIMM U UHBECTUIIMOHHOTO MPO-
neikeHus [1]. OOmas TemMa ucciaeoBaHUs CBsA3aHa ¢ pa3pabOTKON MHTEPaKTUBHOU
MH(POPMAITMOHHO-CIIPABOYHOM TPEXMEPHON MOJIeIM HOMEPHOTo (hoH1a 6a3bl OTAbIXA
CpEACTBAMH COBPEMEHHBIX TPOTPAMMHBIX HMHCTPYMEHTOB.

[{enpro paboOTHI SABJISIETCS MOCTpOEHUE ITUGPOBOM MOJIENH, BKIIOYAIOIIEH apXu-
TEKTYPHO TOYHBIE DJIEMEHTHI 3aCTPONKH, TaHAMA(THYIO COCTABIISIIONTYIO M HABUTAllU-
OHHBIE (DYHKIIMH, TOTIOJHEHHBIE CIIPABOYHBIMU JAHHBIMU O pa3MelnieHuu U uHdpa-
CTpyKType. B paMkax uccienoBaHus MPEAINoaraeTcsi pelmuTh CIEAYIOINE 3a1auun:
aHaJIN3 MCXOAHOW TMPOEKTHOW JOKYMEHTAIMH, CO3JaHUE TPEXMEPHBIX OOBEKTOB B
cpene Blender, unaterpanus moneneit B Unreal Engine, peanuzanus untepderica mosb-
30BaTEIISl U AJIEMEHTOB UHTEPAKTUBHOT'O B3aMMOICCTBUSI.

TeopeTndeckasi 3HAUUMOCTh PaOOTHI 3aKJIHOYAETCS B PACHIUPEHUN METO0JIOTH-
YECKUX MOAXOJIOB K MPUMEHEHUIO UTPOBBIX TEXHOJIOTMW B MPUKJIAIHBIX 33/1a4aX BU-
3yalii3aluu, a MpakTUYeCcKasi — B CO3JJaHUd MHCTPYMEHTA, CHIOCOOHOTO MOBBICUTH 3()-
(EeKTUBHOCTH TPOJBIKCHHSI TYPUCTHUECKUX OOBEKTOB Ha MPOPUIBHBIX MEPOIPHSI-
THUSIX U B HHBECTULIMOHHOM JESATEIIbHOCTH.

Memoowt u mamepuaivt

Pa3paboTka nHTepaKTUBHON HH(POPMAITMOHHO-CIIPABOYHON TPEXMEPHON MOAEIH
HOMEpPHOTO (hoHJ1a Oa3bl OTABIXA TPOBOANIIACH C HCIIOJIF30BAHUEM COBPEMEHHBIX ITU}-
POBBIX HHCTPYMEHTOB U METOI0JIOTUYECKHX ITOAX0I0B B 00JIACTH apXUTEKTYPHO BU-
3yalu3anuy, reiman3aiia u nHGOpMAIMOHHOTO MoienupoBanusi. PaboTa Bkirouana
B ce0s Mmocie10BaTeNIbHbIE ATAIIbl, KaXXIbIi U3 KOTOPHIX BHOCKJ BKJIAJ B (POpMHUPOBa-
HHE KOHEUYHOTO MTPOTPaMMHOTO MPOIYKTA.

B kauecTBe OCHOBHBIX IpOrpaMMHBIX Matdopm npumensuick: Blender u Unreal
Engine. Blender ucnons3oBasncst Asi OCTPOSHUSI TPEXMEPHBIX MOJIENEH 3/1aHUid, WHTe-
prepoB u meMenToB Janamadra. Unreal Engine 5 HeoOxoaum i pa3pabOTKy HHTEpa-
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KTUBHOH CLIEHBI, HACTPOMKHU BU3YaJIbHBIX ((PEKTOB, OCBELLEHNUS, a TAKIKE JIOTUKH I10JIb-
30BaTEIbCKOTO B3aMMOJICHCTBUS M MHTETPaLlMy CIIpaBOYHOM nH(popmaruu [2].

Pesynomamut

Becb 00beM pabOThI MOKHO pAa3AEIUTh Ha ATAIbI U1l YIPOILLEHUs TpoLiecca pas3-
paboTKu, a Takxke A 6oJiee AETaaIbHOTO0 KOHTPOJIS HaJ KaXIbIM U3 HUX. DTO MO3BO-
JISIET MOATAITHO PellaTh 3a/1a4u, 00ecreynBasi KauecTBO U (yHKIIMOHATIHLHOCTh Ha KaXK-
noM ypoBHe. Huxke nprBeneHbl OCHOBHBIE 3Tambl pabOThI:

— aHaJIU3 UCXOJHBIX TaHHBIX;

— MOJEIMPOBAaHNE apXUTEKTYpHBIX 00BbeKTOB B Blender;

— cbopka cuensl B Unreal Engine;

— pa3paboTKa I0Jb30BaTENbCKOT0 HHTEP(EICa U MHTEPAKTUBHBIX 3JIEMEHTOB.

Ha nauanbHOM 3Tarie ObUIO BBIOJHEHO BCECTOPOHHEE U3YUYEHUE MCXOJHOM J0-
KYMEHTAllUH, IIPEAOCTABICHHON 3aKa3uMKOM. B 4acTHOCTH, aHAJIM3y IOJBEPrajauch
KaJaCTPOBBIN IUIAH TEPPUTOPUH, OIIPEACIISAIOIINN IPAHULIBI U CTPYKTYPY 3aCTPOMKH, a
Takxke rpapuyeckue pedepeHchl, WUTIOCTPUPYIOIINE CTUIUCTUKY apXUTEKTYPHBIX U
MHTEPbEPHBIX pellieHu [3]. DTOT 3Tan no3BoyiriI chopMupoBaTh 00OCHOBAHHBIE TTPO-
€KTHbIE JOMyLIEHUs, 3a/1aTh MacIITa0bl U T€OMETPHUI0 OyAylIed MOAENIH, a TAKXKe
onpenenuTh GyHKIIMOHATBHBIC 30HBI TYPUCTHYECKOM 0a3bl (puc. 1).
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Puc. 1. KagacTtpoBblii tuian TeppuTopuu 6a3sl OTABIXA

[Tocrne ananm3za ObLTa OCyIIECTBIICHA IU(DPOBAst PEKOHCTPYKIIUS ApXUTEKTYPHBIX dJIe-
MEHTOB U OKpY>Karoleu cpenpl. [l 3Tux 1enei npumensiiack nporpamma Blender, obec-
MIEYMBAIOIIAs CO3/ITAHUE BHICOKOMOIMTOHATIBHBIX MOJICIICH 3/ITaHUM ¢ TOYHOM MPOpadOTKOM
reomerpuu [4, 5]. B nmpouecce MoiemupoBaHysi 0CO00€ BHUMAHUE YIENSIOCh apXUTEKTYP-
HOW JJOCTOBEPHOCTH — (hopMaM KpPOBIIU, MMPOMOPLIMSAM OKOHHBIX M JIBEPHBIX IPOEMOB, Jie-
TaysiM (pacaznos [6]. [Tomumo 31aHMM, MOIETMPOBAITUCH AJIEMEHTHI JaHIadpTHOM uHdpa-
CTPYKTYPBbI, BKIIFOUAsi TOPOXKKH, OTPAXKICHUS, MaJIble apXUTEKTYPHbIE (POPMBI, a TaKKe
HACaXJICHUsI, TAKUE KaK JIEPEBbsl U KyCTapHUKHU [7]. D10 oOecreunBaso 1eIoCcTHOE Mpo-
CTPaHCTBEHHOE BOCIIPHUATHE 00BEKTa (pHC. 2).
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Puc. 2. IIponecc MoaenupoBaHus KaMUHHOM 30HBI B Blender

CrnemyrommMm 3TaroM cTaja mpopadoTKa BU3yaIbHBIX CBOMCTB MOJIENEH, BKIIIOYas
CO3/IaHUE U HAJIOKEHUE TEKCTyp. [IprMeHsmch MaTepralibl, COOTBETCTBYIOIINE TIPUH-
unaM ¢pu3nuecku koppektHoro penaepunra (PBR), uto no3Bommno nodutbest peanu-
CTUYHOT'O BHEIIHETO BHJ1a TOBepxHOcTeH [8, 9]. Mcronb30BaliuCh Kak TOTOBBIE TEKCTYP-
Hble OMOIMOTEKH, TaK U UHAUBUAYAILHO pa3padOTaHHbIE MaTepUalibl, BKIHOYAs KapThl
HOpMaJIeH, IEPOXOBATOCTH U OTpakeHUs. OOBEKTbl TEKCTYPUPOBAIUCH C YYETOM OCBE-
IIEHHOCTH, PaCIoOJIO’KEHUS B IPOCTPAHCTBE U MaTepuaia otTaenku (puc. 3) [10].

Puc. 3. TekctypupoBaHue Moenei
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ITocne 3aBepiieHs] MOAETMPOBAHUS U TEKCTYPUPOBAHHUS BCE AJIEMEHTHI ObUTH JKC-
MOPTUPOBaHbI B (hopMaT, moanep:kuBaeMblii urpoBbiM BIKKOM Unreal Engine 5 [11]. Ha
0a3e 3TOro MporpaMMHOI0 KOMIUIEKCA OCYILECTBISIACH COOPKA MHTEPAKTUBHOM CLICHBI.
CHavana B BUPTyaJIbHOM IIPOCTPaHCTBE ()OPMHUPOBATIACH TEPPUTOPHUS OA3bI: 3a/1aBajICs pe-
Jbed, BOCCO3/1aBaIACh CTPYKTYpPa y4acTKa Ha OCHOBE Ka/1aCTPOBBIX IaHHBIX, pa3MEIIAINCh
apxXHUTeKTypHble Moaeru (puc. 4) [12].

AT

Puc. 4. O6mas cuena B Unreal Engine

[anee mpousBoaniIach HACTPOMKA OCBEIICHUS C YYETOM BPEMEHHU CYTOK, TEHH,
atMochepHbIX 3 (PEeKTOB U TUHAMUYECKOHN dKcno3uliuu. Takum oOpa3zom popmupoBa-
Jach pealucTU4Has cpeia Bocupusarus (puc. 5).

Puc. 5. Bapuant BHyTpeHHero untepbepa rocresoro goma B Unreal Engine
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[Tonp30BaTens MOT CBOOOJHO MepeMeNaTbcs B peKUMe OT MEPBOro JUIa, Ipu-
ONMMKATHCSI K MHTEPECYIOIINM 3IaHUSAM, a TPU HAKATUU HA OMPECICHHYIO KIIaBUIITY
— MOJy4yaTh CIPABOYHYIO HH(GOPMAIUIO 0 KaXI0M 00bekTe (puc. 6) [13].

W\
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Puc. 6. Uatepdeiic oTobpaxenuss uadopMaIuu o0 ToCTEBOM JIOME

Jlnis peanu3anuu 3TOW JOTHKK MCTIOIb30BaTach BU3yallbHAs CUCTEMa MPOTpaM-
MupoBanus Blueprint (puc. 7).

Puc. 7. Blueprint B3anMo1eliCTBHS MOJIL30BATENSA C TOCTEBBIM JIOMOM

3aknrouenue

CoznanHas mporpaMma TECTUPOBAIACh Ha IEPCOHATBHOM KOMIIBIOTEPE, C MPOLIEC-
copoM Ryzen 5 7500F, oneparuBHoit mamsateio Ha 32 I'b, ¢ BuaeokaprToit GeForce RTX
4060. Pazpemienue s3kpana TectoBoi cuctemsl 1920%1080.

[Ipu ykazaHHBIX XapaKTEPUCTUKAX MHTEPAKTUBHAS TpEXMEpHas MOJENb HE CHU-
’ajla ypOBEHb OTOOPaKEHUS KaJpOB B CEKYHy Hike 40, 4TO SIBISIETCS NPUEMIIEMbIM
MOKa3aTeJIeM.
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B pesynbrare paboThl Obl1a CO37[aHa MHTEPAKTUBHAS. MH)OPMALMOHHO-CIIPABOYHAS
TpeXMepHasi MOJIeJIb HOMEpHOTo (oHAa 0a3bl OTIBIXA, BKIIIOYAIONIAS apXUTEKTYypHBIE
OOBEKTHI, 3JIEMEHTHI JIaH (adTa 1 cripaBouHyo nHpopmanuio. [IpoekTt npogemMoncTpu-
poBai 3pPeKTUBHOCTH UCTIONB30BaHus 3D-MoenpoBanus 1 urpoBoro Asmkka Unreal
Engine fyis1 BU3yanu3anuu TypUCTHUECKIX OOBEKTOB U UX MPE3EHTALIUH.

Monenb 001aaeT BBICOKON HArJIsIAHOCTBIO U (PYHKIIMOHAJIBHOCTBIO, YTO JI€TaeT
ee MOJIe3HON I BHICTABOK, PEKJIaMbl U MPUBJICUEHUS HHBECTOPOB.
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