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AHHoTanms. B 1aHHO# cTaThe paccMaTpuBaeTCs MPOLECC MPOSKTUPOBAHMS U TPOTPAMMHOM peau-
3aIlM UHTEPAKTHBHOW BHUpTyabHOU cpenbl «ArtHistory», co3manHoit Ha 6a3e cpeasl ayis paspa-
6otku Unreal Engine 5. AkTyanbHOCTH paboThl 00yCIOBICHa HEOOXOIUMOCTBIO TpaHC(hOopMauu
KIIACCHYECKUX 00pa30BaTEeNbHBIX MOAXO00B U NMU(PPOBU3AIUH KYJIBTYPHOT'O HACIEIUS C HCIIOIB30-
BaHHUEM UMMEPCHUBHBIX TeXHOJIOTH. CTaThs MOAPOOHO OMUCHIBAET TEXHUUECKYIO ADXUTEKTYPY MPH-
JIOXKEHHUS, BKITIOYAst MPUMEHEHHE BEICOKOTEXHOJIOTUYHBIX ciucTeM Nanite 1 Lumen it JOCTHKEHHS
(doTopeaucTHUHOTO KayecTBa Buzyanuzanuu. Oco6oe BHUMaHUE yJIEJIEHO pa3pabOTKe JIOTUKH B3a-
MMOJICHCTBUS ¢ 00BEKTaMH Ha si3bIke Blueprint, a Takke COo37aHUIO CUCTEMBI MOPTAIBHONW HABUTa-
run. [IpakTrdeckas 3Ha4MMOCTh PabOTHI 3aKITI0YAETCS B BO3MOKHOCTH BHEPEHUS pa3pab0oTaHHOTO
MPUIIOKEHUS B Y4eOHBIN TIpOIIecC 00pa30BaTEeIbHBIX YUPEIKACHUN H My3€HHBIX KOMILJICKCOB.
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o0pa3zoBaTeNnbHbIC TEXHOJIOTUH, BUPTYaIbHAsA PEATbHOCTb, IU(PPOBU3AIMI UCTOPUU
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Abstract. This article examines the design and software implementation of "ArtHistory," an interac-
tive virtual environment developed using the Unreal Engine 5 game engine. The relevance of this
work stems from the necessity of transforming classical educational approaches and digitizing cul-
tural heritage through immersive technologies. The paper provides a detailed description of the ap-
plication's technical architecture, including the integration of high-tech Nanite and Lumen systems to
achieve photorealistic visualization quality. Special attention is paid to the development of object
interaction logic using the Blueprint visual scripting language, as well as the creation of a portal
navigation system. The practical significance of the work lies in the potential for implementing the
developed application into the educational curricula of academic institutions and museum complexes.
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Beeoenue

Pa3BuTre coBpeMeHHBIX HHPOPMAIIMOHHBIX CUCTEM MPHUBEJIO K MOSBICHUIO HO-
BbIX ()OpMATOB IEpelayul 3HaAHHM, CPeIU KOTOPhIX 0CO00€ MECTO 3aHUMAIOT UMMEp-
CUBHBIE cpefbl. TpaaulMoHHbIe My3€iHbIe MIaTGOPMBI 3a4aCTyI0 OTPAaHHYMUBAIOTCS
CTaTUYHBIMU TYpPaMH JICKLUSAMU, YTO CHUKAET UHTEPEC MOJIOA0M ayauropuu. Llempro
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JaHHOM paOoTHI siBIIsieTCA pa3padoTka npunoxenus «ArtHistory» — BUpTyaabHOTo My-
3es1, 00ECIIeUHNBAIOIIETO HArJISIAHOE U TITyO0KO€E MOTPYKEHUE B MUPOBYIO HCTOPUIO Ye-
pE3 UTPOBBIE MEXAHUKHU.

Hccneooeanue npeomemnoii oo1acmu

B nocnennue necATuneTus COXpaHeHHUe U MOMyJsipu3alus KyJIbTypHO-UCTOpHUYE-
CKOTO HacJIeusl CTOJKHYJINCH C BBI30BAMHU I100anbHON 1 poBu3anuu. TpaauinoH-
Hble (OPMBI MY3E€MHON SKCMO3UIMH M KJIAaCCHUYECKHE O0Opa3oBaTeIbHbIE METOIUKU
U3YYEHUS] UICTOPUU B Psifie CIy4aeB JEMOHCTPUPYIOT CHIKEHHE 3D PEKTUBHOCTHU B pa-
00Te ¢ COBpEMEHHBIM T10JIb30BaTeNIEM, OPUEHTUPOBAHHBIM Ha OBICTPBIM M HArJIS THBIN
crioco6 nonxydenus uadopmanuu. [IpodiemMa HU3KONM BOBJICUEHHOCTH 00YUYarOIIUXCS
CO371a€T HEOOXOAMMOCTh IMOMCKA HOBBIX TEXHOJOTMYECKUX IMOJXOJ0B, CIIOCOOHBIX
TpaHC(HOPMHUPOBATH MACCUBHOE CO3EPIAHUE IKCIIOHATOB B aKTUBHBIN UCCIIEI0BATEIb-
CKHUU mpol1ecc.

Pa3BuTHe TEXHOJIOTHUN OTKPBHUIO MIMPOKUE MEPCIEKTUBHI JIJISI CO3aHUST UMMeEp-
CUBHBIX 00pa3oBaTeNbHBIX cpel [1]. MHOTOYHCIIEHHBIE WCCIIEIOBAHUS TOATBEP-
KIAI0T, YTO MCTOJB30BaHUE UTPOBBIX cpell /s paspadotku (Game Engines) B mena-
FOrMYECKHX LIEJISX MO3BOJISET JOCTUYb 00JI€€ BBICOKOTO YPOBHS KOTHUTUBHOTO TIOTPY-
KEHUS. DKCIIEPUMEHTAIbHBIC JaHHBIC IEMOHCTPUPYIOT, YTO HHTETPAIUS HHTEPAKTHB-
HBIX 3JIeMEHTOB U 3D-Bu3yanu3auu B MpoLecc U3yueHus: HCTOPUH CIIOCOOCTBYET po-
cty Retention Rate (mokasarens ynep:xanus BHuManus) Ha 40% 10 cpaBHEHHUIO € Tpa-
JTUIMOHHBIMHA TEKCTOBBIMU U BueoMaTepruanaMu. CoBpeMEHHbIE PEIIEHUs B 001aCTH
BUPTYaJIbHBIX MY3€€B O3BOJIAIOT HE TOJIBKO PEKOHCTPYUPOBATH YTPAUEHHbIE OOBEKTHI
aApPXUTEKTYPhI U HCKYCCTBA C BHICOKOM TOYHOCTBIO, HO U 00ECIIEYMBAIOT 3MOLMOHAb-
HYIO CBA3b I0JIb30BATEIIs C UCTOPUYECKUM KOHTEKCTOM Y€pe3 CUCTEMY BUPTYaJIbHOIO
MIPUCYTCTBHS.

Ha mMupoBOM phIHKE MPEACTABIEH Psiji HUPPOBBIX IIaTPopM, Takux kak Google
Arts & Culture wim BupTyanbsbie Typbl JlyBpa u DpMuTtaxa, 0 JHako OOJIBIIMHCTBO U3
HUX 0a3upyeTcs Ha TEXHOJIOTMU MaHOpaMHOW cheMkH 360°, KoTopas OrpaHHYMBacT
cB0OOY IIepeMelIeHUsl U TITyOUHY B3aUMOJIEUCTBUS C OKpykeHueM. CyIlecTBYyIOIIHe
UTPOBBIE aHAJIOTH 3a4aCTYI0 CMEIIAIOT aKIEHT B CTOPOHY Pa3BICUYCHUS, KEPTBYSI UC-
TOPUYECKON TOCTOBEPHOCTBIO M METOAO0JOTMYECKON IEHHOCTHIO. B poccuiickoM cer-
MeHTEe HalIroaeTcst qeUIUT KpoccriaThOpMEHHBIX MPUIOKEHUN, KOTOpbIE coYe-
Taau Obl B cebe poTtopeanuctuunyto rpaduky (ypoBHS AAA-POEKTORB), Pa3BUTYIO
UTPOBYIO JIOTHKY W MOJIHYIO JIOKQJIM3AIUI0 Ha pyCCKHUM s3bIK. Ha ocHOBaHMM 3TOro
OBLIO MPUHSATO pelleHne O pa3paboTke MMMEpCUBHON cpensl «ArtHistory» Ha Gaze
Unreal Engine 5, koTopast oTBe4aeT TpeOOBaHUSM COBPEMEHHOTO MOJIh30BATENA K Ka-
YECTBY BU3yalIM3allU U IPEAaracT yHUKAJIbHYI0 MEXaHUKY BOCCTAHOBJIEHUS My3€i-
HOTO (JOHJIa KCTIOHATOB, CTUMYJIMPYIOIIYIO TO3HABATEIbHBIN HHTEPEC.

Memoowt u mexnonocuu

Pa3zpaboTky nMMepcuBHOM BUpTyanbHOU cpefbl « ArtHistory» ObL10 perieHo Be-
ctu B uHTerpupoBanHoit cpeae Unreal Engine 5 ot komnanuu Epic Games [2, 3]. an-
Has cpeaa ISl pa3pabOTKU HAa CETOAHSIIHUM JIEHb SBISIETCS TIEPEIOBBIM PEIICHUEM
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Ui cO3/1aHus (POTOPEATTMCTUYHOTO KOHTEHTA U CIIOKHBIX MHTEPAKTUBHBIX CUCTEM,
MPEIOCTABIIAA pPa3pabOTUMKAM JOCTYH K OTKPHITOMY HCXOJHOMY KOy U MOIIHOMY
WHCTPYMEHTAPUIO JIJISl BU3YAJIM3ALMK B pEaJbHOM BpeMeHHU [4].

K mpeumymectBam ucnoss3zoBanus Unreal Engine 5 B paMkax JaHHOTO IpOEKTa
MO>KHO OTHECTH aCHEKThI, KOTOPBIE IIEPEUHCIICHBI HUXKE.

HHHOBaIMOHHBIE CUCTEMBI PEHIEpUHTa, Takue Kak Nanite 1 Lumen mo3BossioT
JI0CTUYb OECHpPELeIEHTHOTO YPOBHS JAeTanu3anuu 0e3 He0OX0IMMOCTH PYYHOTO CO-
3/1aHUs] YIPOUIEHHBIX ypoBHEH Aetanu3zanuu (LOD), yTo cyliecTBeHHO YCKOpSET Npo-
1[€CC MHTErPALIUU CIOKHBIX HCTOPUUYECKUX ACCETOB B MPOEKT [5].

Cucrema Bu3yajabHOro nporpammupoBanusi Blueprints mo3BossieT peanu3oBbl-
BaTh CJIOKHYIO UTPOBYIO JIOTUKY, HHTEPPENCH U B3aUMOACUCTBUS ¢ OOBbEeKTaMH 0e3
HEO0OXOJAMMOCTH HalMCaHUsi HU3KOYpOBHEBOro koaa Ha C++, UTO CHUXAET MOpOr
BXOJIa ¥ BEPOSITHOCTh BO3HUKHOBEHHUSI CAHTAKCUYECKUX OIIMOOK [6].

KpoccnnardopmenHocTs peanusyercs 3a cueT Toro, yto Unreal Engine 5 o6ia-
JaeT BCTPOECHHBIM MHCTPYMEHTapHUEM /JIsl OICTPO a/laniTalliy U pa3BepThIBAHUS IIPO-
€KTa Ha Pa3JIMYHbIX YCTPOMCTBAaX, BKIIOYAs IEPCOHAIBHBIE KOMIIBIOTEPHI 10| YIIPAB-
nenneM Windows 1 COBpeMEHHBbIE I1IJIEMbl BUPTYaJIbHON PEAIbHOCTH.

O6mmupHas skocuctema u oubmuoreka Quixel Megascans gaet moctyn K (oro-
IrPaMMETPUYECKUM MaTepragaM U MOJEISIM BBICOKOTO Pa3peLIeHHs I03BOJIET CO3/1a-
BaTh ayTEHTUYHbIC IPUPOJHBIE U UCTOPUUECKHE JIAHAIIA(THI C MUHUMAIbHBIMU Bpe-
MEHHBIMHU 3aTparamu [7].

[Tomumo BeIIETIEpeuncaeHHbIX cucTeM, Unreal Engine 5 npenocrasisiet pa3padot-
YUKy MOIIHBIN pEJaKTOP YPOBHEN C MHTEIUIEKTYAIbHON CHCTEMON pa3MelleHus: 00beK-
TOB, UHCTPYMEHTHI poduimpoBanus npousBoautesbHocty (GPU/CPU Visualizer), mos-
BOJISIFOLLUE BBISIBIISITH IPOOJIEMHBIE MECTA B PEHACPUHTE, a Takxke cucteMy Niagara VFX
JUISL CO3/TaHUSI CII0KHBIX BU3YAIbHBIX 3 (EKTOB (OrOHB, MBLTH, MOPTAJHI) [§].

JUig peanu3aluy JIOTUKM B3aUMOJCHCTBHUS OblUT BbIOpaH METOJl BU3YaJbHOI'O
CKPUITHHTA B COUETAHUU C COOBITUMHON apXUTEKTYPOH. ITO MO3BOJIMIIO CO31aTh THO-
KYIO CHCTEMY YIPABJICHHsI COCTOSTHUSIMH SKCIIOHATOB U HABUTALlUU 10 BUPTYaJIbHOMY
My3ero. K npenMymecTsaM Takoro rnoaxoaa B KOHTEKCTE MTPOEKTa OTHOCATCS:

JIakOHMYHOCTH U HAIJISAHOCTH AJITOPUTMOB IIPEICTABJICHHBIE B BUJIE CTPYKTYPbI
rpacdoB Blueprints, yTo 1o3BojsIET BU3yalIbHO OTCJIEKUBATH MOTOKH JIaHHBIX U COOBI-
TUH, 4TO YJIy4IIaeT YUTAEMOCTb U YIPOILIAET OTIAAKY B3aUMOICHCTBHS.

be3onacHOCTh TUIIOB U JAaHHBIX pPEaJU30BaHa 3a CUET BCTPOCHHBIX MEXAHU3MOB
MIPOBEPKHU CBsI3€i MPEIOTBpALIAlOT KpUTHUECKHE cOoM mpu oOpallieHuu K ImepeMeH-
HBIM U 00BEKTaM B peajJbHOM BPEMEHH.

Jlerkoe u untyutuBHOE B3aumozaeiicteue ¢ Unreal Motion Graphics oGecnieun-
BaeT OECIIOBHYIO CBSI3b MEXJY JIOTUKOW NMPUIIOKEHUS U MOJIb30BATEIILCKUM HHTEp-
¢eiicom (BumKeTaMu), YTO KPUTHUYHO JJISI CHCTEM HABUTAIlMM U 00pa30BaTeNIbHBIX
CIIPABOK.

Coueranne KoMIUIeKCHbIX HHCTpyMeHTOB Unreal Engine 5 u Bo3MoxHOCTEH BU-
3yaJIbHOT'O IPOTPaMMHUPOBaHUs cO31aeT 3P (PEKTUBHYIO Cpey Uil ObICTPON UTEpALUU
Y CO3/1aHUs KaYECTBEHHOI'0 00pa30BaTEIbHOTO MPOAYKTA.
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Taxum o6paszom, st pazpaboTku npuioxkenus «ArtHistory» ObuT HCTIONB30BaH
CIIEIYIOIINN TEXHOJIOTUYECKHUH CTEK:

— cpena misa paspadborku Unreal Engine 5.6;

— cucreMa Buzyanu3amnuu Nanite;

— cucTeMa riaobdanpHoro ocsemenus Lumen [9];

— BHU3yaJibHas cucTema ckpuntos Blueprints;

— cuctema cuermpddexton: Niagara VFX;

— untepdeiic monszoBarenst Unreal Motion Graphics.

Pezynomamot

B 0oCHOBE IpHIIOKEHUS JIEKUT MEXaHUKA BOCCTAHOBIICHUS KOJUIEKIIMM DKCIIOHA-
TOB My3es. M3HauanpHO My3€el peCTaBIIeH Ty CThIMU 3anaMu. [1ons30BaTens 10JKeH
NepeMEIAThCs Yepe3 MopTallbl B HCTOpUUECKUE JoKkauuu («Jloncropudyeckuii Mup»,
«/pesunit Eruner» u ap.), HaXoauTh apTe(aKThl U BHIMOJHATH KBECThI. [Ipy Hax0X-
neHnn o0bekTa nmepeMeHHas tuna Boolean mensier 3nauenue ¢ 0 Ha 1, U sKcroHar
«MPOSIBIISIETCS» B IIIABHOM X0Juie My3es (puc. 1). DTo co34a€T MHOTOCTIOMHBIN CIOXKET,
i€ CJIOXHOCTb MOMCKA BapbUPYETCS OT MPOCTHIX HAXOJIOK JI0 aIrOPUTMOB U3 5 1 00-
Jiee 1aros.

B rmaBHOM 3ane peanin3oBaH HaBUTalMOHHBIM LEHTp. [Ipu B3ammonencTeuum c
HUM OJIOKMpYETCsl yNPABICHUE UTPOKA M OTKPBIBAETCS] BUJDKET BbIOOpa KOoMHaT. Ile-
pEMEIIECHUE MEXY YPOBHAMHU OCYILECTBIIIETCS Yepe3 MOpTaibl. TEXHUYECKN MTOPTAI
npeacrasisieT coooit Box Collision, npu nepecedyeHuN KOTOPOro aKTUBUPYETCS 3arpy-
304HBIN 3KpaH. J{J1s1 MOBBIIIEHUS TPOPAOOTAHHOCTHU MPOEKTA 3arPy30UHbIE SKPAHBI BbI-
OMparOTCs CUCTEMOM PaHJOMHO U3 3apaHee MOJArOTOBIEHHOTO MacCUBa.

B kaxnoil komMHaTe co3jgaHa yHHKaidbHas atMocdepa. Hampumep, B nokanuu
«Jloucrtopruyueckuii MUpP» KCIOIB30BaH OOBEMHBIM TyMaH M CBETOBbIE Jyud. B 3aie
’KUBOIIMCH MPUMEHEHBI MacTep-MaTepualbl ¢ KapTaMU BBICOT, NEpelalolumMu (ak-
Typy Ma3Ka KpacKH Ha XOJICTE.

Puc. 1. [Ipumep «BO3BpalieHHBIX» B My3el apTedakToOB JPEBHOCTH
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3aknwuenue

Pa3zpaborannoe npunoxenue «ArtHistory» nemonctpupyer 3¢ ¢GeKTUBHOCTH
00BbEIMHEHNSI MIMMEPCUBHBIX TEXHOJIOTHI U 00pa3oBaTeNbHbIX 3a7a4. Mcnonbp3oBanue
UES no3Boiuio 10CTUYb BBICOKOTO YPOBHS ONTUMM3ALMK IIPU SKCTPEMAJIBHOU J1eTa-
nau3anuu 00bekToB. [IpoekT 061agaeT BBICOKUM KOMMEPYECKUM MOTEHIIMAIOM U TOTOB
K MacIITaOUPOBAHUIO HA PHIHKE.
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