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AHHOTanMA. B craThe mpencTaBICHBI pPe3yJbTaThl HAYAIBHOTO dTama pa3pabOTKU CHUMYISATOPA,
MpeHa3HauYeHHOTO ISl 00y4YeHHs IEUCTBUAM MPHU Ype3BbIUAHBIX CUTyalusx. B ocHoBe cumys-
Topa snexatr 3DGS-mMoneny peanbHbIX yUeOHBIX MOMELICHUH, YTO 00ECIIEYMBAET BHICOKYIO CTETICHb
BU3YaJIbHOT'O Peajin3Ma U MPOCTPAHCTBEHHOM JOCTOBEPHOCTH. Ha maHHBIN MOMEHT peaan30BaH OJIMH
yYPOBEHB, MOJICTUPYIOIINA TEPPOPUCTHUSCKOE HATIAJICHHE, a TaK)Ke Ha0Op MOCIIeJ0BAaTeIbHBIX JCH-
cTBUM 1 oOecniedeHus: 6e3omacHocTu. [IpoekT paspabateiBaeTcst Ha Tuiatrgopme Unreal Engine 5.
B craTtbe ommcansbl BBIGpaHHBIG MCTOABI U TCXHOJOI'NHU, JIOT'UKa paGOTBI CUMYIJIATOpA, a TAKKEC pC-
3yJbTAaThl MUJIOTHOTO TECTUPOBAHMSL.
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Abstract. The article presents the results of the initial stage of the simulator development, designed
for emergency training. The simulator is based on 3DGS models of real classrooms, which provides
a high degree of visual realism and spatial reliability. At the moment, one level has been implemented
that simulates a terrorist attack, as well as a set of sequential actions to ensure security. The project
is being developed on the Unreal Engine 5 platform. The article describes the selected methods and
technologies, the architecture of the simulator, as well as the results of the pilot testing.
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Beeoenue

Upe3BblualiHble CUTyallUd MPUPOAHOTO, TEXHOTEHHOTO M COLMAIIBHOTO Xapak-
Tepa, BKJIKOYas yrpo3bl TEPPOPUCTHUECKOTO XapaKTEPA, MPEIBSIBISIIOT MTOBBIIICHHbBIC
TpeOOBaHUS K YPOBHIO OATOTOBICHHOCTH O0YYaIOMINXCS, COTPYAHUKOB ¥ UHBIX JIUII,
HaXOSAIIUXCS B 3/TaHUSIX 00pa30oBaTeNbHBIX opraHu3aiuil. PpheKTUBHOCTH NeHCTBUN
B MOJIOOHBIX YCJIOBUSIX ONPELIISETCS HE TOIbKO 3HAHMEM HOPMATUBHBIX HHCTPYKITUH,
HO 1 C(OOPMUPOBAHHOCTHIO MPAKTUUECKUX HABBIKOB TTOBEJICHUSI B YCJIOBUSX Jeduiiura
BPEMEHU, OTPAHUYECHHOW BUJAUMOCTH, CTPECCa U HEONPEACICHHOCTH.
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[IpoBeneHue peryasipHbIX TPEHUPOBOK B PEAIbHOM CpeJie CBA3aHO C OpraHu3alu-
OHHBIMH OTPaHUYEHUSIMU, 3HAUNTEIHHBIMU BPEMEHHBIMU 3aTPaTaMy U HEBO3MOKHO-
CThIO 0€3011aCHOT0 BOCITPOM3BEACHUS Psiia ONACHBIX (PaKTOPOB. B cBs3U ¢ 3TUM akTy-
aJIbHBIM HaIlpaBJICHUEM SIBJISIETCS pa3paboTKa BUPTYaJbHBIX CUMYJIATOPOB, MO3BOJIS-
IOLIUX OTpadaThIBaTh AJITOPUTMBI JCHCTBHI B KOHTPOJIUPYyeMO U pOBOI cpere.

TpaauioHHbIe MTOAXOABI K CO3/IaHUIO BUPTYaNbHBIX clieH YC 4acTo UCTIONb3YI0T
MOJIHOCTBIO CUHTeTHUeCKHe 3D-Mo1eH, 4To CHUKAET YyBCTBO MPUCYTCTBUSA U JJOCTO-
BEepHOCTh. B nanHoi#l paboTe nmpennaraeTcs ucnolib3oBanue Texuojoruu 3D Gaussian
Splatting (3DGS) [1], mo3Bosstomiei co3aaBarth GOTOpEaTUCTUUHbIE MOJEIN Pealb-
HBIX y4€OHBIX MTOMEIIEHU Ha OCHOBE HEOOJIbIIOro Habopa gororpaduii. IT0 MOKET
MOBBICUTh UMMEPCHUBHOCTh OOYYEHHSI U MO3BOJIMT 00y4aeMOMY y3HaBaTh peajibHOE
MPOCTPAHCTBO.

[{enb mpoekTa COCTOUT B pa3paboTKe pabouero MpoToTUIa UHTEPAKTUBHOTO CH-
MYJISITOpa dBaKyalliy U 3alIUTHOTO MOBEICHUS MTPU YPE3BhIYANHBIX CUTYAIIUSIX, HHTE-
rpupoBaHHOTO ¢ 3DGS-MoAeNIMH peanbHBIX YYEOHBIX MOMEIICHUN U pean30BaH-
Horo B cpene Unreal Engine 5.

Hccneoosanue npeomemnoii oonacmu

YC npupoIHOTO U TEXHOT€HHOTO XapaKTepa OCTalTCs OJHOM U3 HauboJiee ocT-
pBIX yrpo3 mis HaceneHus Poccuiickoit deneparnuu. Kak mokaseiBaeT oduiinaibHas
cratuctuka MUC Poccun, B 10001 MOMEHT BPEMEHH CYIIECTBYET BEPOSITHOCTH BO3-
HUKHOBeHHS YC camoro pazHoro xapakrepa — OT TEXHOT€HHBIX aBapyi U MTOKapOB J10
OMAaCHBIX THIPOJIOTMUECKUX SIBICHUI ¥ TPUPOAHBIX KatacTpod. Tak, cormacHo ['ocy-
JApCTBEHHOMY JOKJIaly O COCTOSIHMM 3alllUThl HAceJIeHUs1 U Tepputopuil PO 3a 2024
roJi, Ha TEPPUTOPUHU CTPAHBI MIPOU3ONLIO 272 Uype3BbIUYANHBIE CUTYALlMH, U3 KOTOPBIX
171 (63 %) Hocuiia TeXxHOTeHHbIN XapakTtep, a 101 (37 %) — npupoausiil. [locnenctaus
ATUX COOBITUH OKA3aIMCh KpaliHE TSHKEJIBIMU: 00IIee YMCIIO MOruommx coctaBuio 494
YeJI0BEKa, MPUYEM HanOOJIbIIee KOJUYECTBO KepTB (474 venoBeka, unu 96 %) npu-
1JI0Ch UMEHHO Ha TexHoreHHsle YC. KosnuecTBo mocTpagaBmiux 10CTUriio 696 464
YeJIOBEK, a OOIIM MaTepuaIbHbIi yiiep0 npesbicuil 70,6 Miip pyOIiei.

OcoOyto TpeBory BbI3BIBAET TOT (PAKT, UTO 3HaUMTENbHASI yacTh YC mpoucxoaut
B MECTaX MaccOBOI'0 MpeObIBaHUS JItOJIEH, BKIIOUasi 00pa30BaTeIbHbIEC YUPEKICHHUS.
ITpu aTOoM, Kak nokazaHo B gokiaae MUC, tpaauunoHHbie GopMbl TOJATOTOBKU Hace-
JICHUSI — UHCTPYKTAXH, JIEKIINH U IJIAHOBBIE YUEHUS — HE BCET/Ia MO3BOJIIIOT CPOPMU-
pOBaTh YCTOWYHMBBIC HABBIKHU MMOBEJCHUS B PEATbHON KPU3UCHON CUTYaIluH, OCOOEHHO
B YCJIOBHSIX CTPECCA U OTPAHMYEHHOI'O0 BPEMEHHU Ha MPUHATUE pelieHui [ 1].

Ha poccuiickom peIHKE IPUCYTCTBYET s NPOTPAMMHBIX PEIIEHUH I MOJETIH-
POBaHMSI YPE3BBIYAMHBIX CUTYAIMi, OJTHAKO B OOJIBITMHCTBE U3 HUX UCIIOJIB3YIOTCA a0-
cTpakTHble 3D-CIIeHbl, HE COOTBETCTBYIOIIME PEATBHON apXUTEKTYPE U IJIAHUPOBKE
KOHKPETHBIX 37JaHui. DTO CHUXKAeT 2PPEeKT nmepeHoca HaBbIKOB: 00yUarOIIUIics, OKa-
3aBUIMCH B PEATIbHOM YPE3BbIYAITHON CUTYAllMU B POJHOM BY3€, MOXKET HE Y3HATh MPO-
CTPAHCTBO U PacTEPATHCS.

Ha done nmeronuxcs pazpadbotok ucnoibzoBanue 3DGS Moienu B kauecTBe Oc-
HOBBI JIJIS1 CO3/IAHMSI CUMYJIATOpA 00J1a/1aeT PSiIOM MTPEUMYIIIECTB:
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— MOTEHIUAILHOE CHIDKEHHE 3aTPaT BPEMEHHU Ha pa3paboTKy;

— (QoTopeancTUYHasA U JOCTOBEPHAs MOJICIIb;

— COOTBETCTBHS PEAIbHBIM METPUUYECKUM XAPAKTEPUCTUKAM TOMELIEHHUS.

OOyueHue CTyJIeHTOB U MpenojaBaresieii Ha BUPTyalbHBIX KOMHUSAX peajabHOU ap-
xuTeKTypbl BY3a mo3Bosut um B 6€30macHOM cpejie 0TpadoTaTh arOpUTMbI ICUCTBUN
IIpU T0KApEe, TEPPOPUCTUUECKOM HANAJECHUH WJIU JAPYyrou yrpose. B ciiyyae BO3HHK-
HOBeHUs peasibHOi UC 3TO 1acT BO3MOXKHOCTh OBICTPEE COPUECHTUPOBATHCS B 3HAKO-
MOM TIPOCTPAHCTBE, MPABIIBHO BEIOPATh My TH dBAKyaI[UH M YKPBITHS, YTO HAMPSAMYIO
MOBBIIIAET IAHCHI HA COXPAHEHUE KU3HU U 310POBBSI.

Memoowst u mexnonozuu

Pa3paboTky cumysnsiTopa NOBEIEHUS B YPE3BbIYANHBIX CUTYAIUSIX OBLIO PEIICHO
BecTH Ha 0ase urposoro asrxkka Unreal Engine 5, koTopslii 3apexkoMen1oBa ce0s Kak
OJIHA U3 BETYIUX IIaTHOpM AJIs co3/1aHusl POTOPEaTUCTUYHBIX HHTEPAKTUBHBIX CPeEJl
B peaJIbHOM BpeMeHU. Bri00p JaHHOTO JBUXKKA 00YCIIOBIIEH €r0 KIOYEBBIMU MPEUMY-
IECTBAMM JJISI 33/1a4 BUPTyajbHOU noarotoBku k YC.

K npeumymectBam Unreal Engine 5 Mo>kHO OTHECTH CIEAYIOIINE MOMEHTHI:

— roroBHocTh Unreal Engine k unrerpauuu u orodbpaxenuto 3DGS monerneii;

— ganuuune texHonornu Nanite 1t qornonaenus 3DGS Mogereli BEICOKOAETaIN-
3UpOBaHHBIMU 3D MOAENSIMU Pa3IMYHbBIX JeTallel peaJbHbIX MOMEIIEHUN 0e3 3HaYu-
TEJIbHOUN MOTEPH NPOU3BOIUTEIBHOCTH, aBBTOMAaTUYECKHU YIIPABJISAS YPOBHEM JI€TaIN3a-
LMY B 3aBUCUMOCTHU OT PACCTOSIHUSA JI0 Kamepshl [2];

— BHU3yaJbHas cucTema nporpammupoBanusi Blueprints 1aeT BO3MOXHOCTb pas-
paboTuuKaM ObICTpEE Peann30BbIBATh CIOXKHYIO0 HHTEPAKTUBHYIO JIOTUKY;

— Oubmmoreka Quixel Megascans mpeaocTaBiseT J0CTyH K OOIMUPHON KOJIICK-
MK (OTOpPEATUCTUYHBIX MaTeprasioB u 3D-acceToB, MO3BOJISIS OBICTPO CO3/1aTh yOe-
JIUTENIbHOE OKPYXEHHE (JIbIM, OTOHb, pa3pyLIEHUs, 3JIEMEHThI UHTEPbEpa), HOBBILIAIO-
11e€ YpOBEHb UMMEPCUBHOCTH O0YUYECHHUS.

J1J1st BOCCO3/1aHMs PEATMCTUYHON TPEXMEPHOU MOJIEIH PEAIbHOTO Y4eOHOTO I0-
MenieHus Obuta mpumeHeHa texuosorus 3D Gaussian Splatting (3DGS) [3]. B otnu-
yye OT TPAAUIMOHHOTO MOJIMTOHAIBHOIO MojaennpoBaHus, 3DGS mo3Bosiser nomy-
YUTh (POTOPEATMCTUYHYIO KOMHIO MPOCTPAHCTBA Ha OCHOBE OOJBIIOr0 Habopa ¢oTo-
rpaduii 1 obaka Touek, MoayyeHHbIX mpu nomou SLAM ckanepa.

B pamMkax mpoekTa MCXOJHBbIE MPOCTPAHCTBEHHBIE JAHHBIE COOMpPAIOTCSA C HC-
nons3oBanueM SLAM-ckanepa Lexel L2 Pro, mociie 4ero BbIONHSAETCS MOATOTOBKA
3DGS-momenu B LCC Studio [4, 5]. [lonyuennass moxens coxpansercs B popmare
LCC, npennaznaueHHoM Jyist nanpHeiet padotsl ¢ 3DGS-koHTeHTOM (pHc. 1).
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Puc. 1. [Tpumep ucxonusix 3DGS nannbix orobpaxaemsix B Unreal Engine 5

Pesynomamut

B TecToBOM ypOBHE peain30BaH CLIEHAPUI MOBEACHHMS MT0JIb30BATENS IPU YTPO3€
HamnaJeHus Ha 0Opa3zoBaTebHOE yupexaeHue. [lociae mocTymniueHus: Curnana TpeBoru
MOJIb30BaTENb JOJKEH BBIMIOJHUTH MOCIEI0BATEIbHOCTh 3AIUTHBIX JIEUCTBUM: 3a-
KpBITh TOMeElIeHUE, 3a0appuKaaupoBaTh BXOJ W 3aHATH O€30MacHOE IOJIOKEHHUE
BHYTpPH ayAUTOPUU. BhinoaHeHNEe NeHCTBUIM OTrpaHUYEHO 110 BPEMEHH, MTOCIIE YeTO CH-
CTEMa aBTOMATHUYECKHU MIPOBEPSET KOPPEKTHOCThH MPOXOKIEHUS CLIEHAPUSI.

Jloruka ypoBHS IIpeyCMaTpUBaET aHAIN3 COCTOSIHUS MHTEPAKTUBHBIX 00BEKTOB
Y TIOJIOKEHUS TI0JIb30BATEINSI B MPOCTPAHCTBE NOMEIIeHHs. B 3aBUCUMOCTH OT BBITIOJI-
HEHHBIX JEHCTBUN CUCTEMa HAYUCIISIET UM CHUKAET YCIOBHOE KOJMYECTBO 0aIOB, a
Takke (PUKCUpyeT OIMOKHU MOosib30oBaTeNs. JIOMOTHUTENBHO peaii30BaHa MpoBEpKa
HAXOKJIEHUS MOJIH30BaTENS B O€30MACHBIX MJIM OMACHBIX 30HAX MOMEIIEHUS, YTO M03-
BOJISIET OIICHUBATH HE TOJBKO (DaKT BHITIOJHEHHUS CIICHApHsl, HO U MPABUJILHOCTH MPH-
HATHS PEIICHUI B YCIOBUAX YpE3BbIYAWHON cUTyaluu (puc. 2).
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Puc. 2. TectoBslii ypoBeHb yuebHo# ayautopuu B Unreal Engine 5

3aknwuenue

B pesynbpTare BeIMoJIHEHUST paOOThI ObLUT pa3pabOTaH ACHCTBYIOIIMI MPOTOTHI
CHUMYJISITOpa Ype3BbIYaliHbIX CUTYyaIlui, MHTETPUPOBAHHBIN ¢ (POTOpPEaATUCTUUHON MO-
nenbio peanbHoi yueOHoi ayautopun CI'YI'uT. Peann3zoBaHHbIN MUIOTHBINA YPOBEHB
MO3BOJISIET MOJIB30BATENI0 B 0€30MACHON BUPTYalIbHOU cpefie 0TpadoTaTh alrOpUTM
pearupoBaHus MPU yIPo3€, UCIOIb3Ysl MOHSATHBIE MHCTPYMEHTHI B3aUMOJICUCTBUS C
OKpy>keHrueM. Pa3paboTaHHBIN CIIeHapUii BKIIFOYAET MOCIEI0BATEIHHOCTD 3aIIUTHBIX
neiictBuil. Bce Bwimenepeunciennpie (QYHKIMM HampaBieHbl Ha (opmMupoBaHue
YCTONYMBBIX HABBIKOB TOBEJICHHS B UPE3BBIUAMHON CUTYAllUH, YTO KPUTUUECKHU MOBBI-
[IAET IAHCHI HA COXPAHEHUE )KU3HU U 3JJ0POBbS IPU PEATBHOM MPOUCILIECTBUMU.
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