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AHHoTanus. B craThe paccmarpuBaeTcs mporecc pa3padoTKU TPEXMEPHOTO HHTEPAKTUBHOTO MOCO-
OUsl IO U3YUYEHHUIO KOCMUYECKHX HCCIeI0BaTeNIbcKUX. B KauecTBe TEXHOIOTNYeCKO OCHOBBI BBIOpaH
Unreal Engine 5, mo3BOSIIOINIHIA peann30BaTh BHICOKOICTATH3UPOBAHHYIO TPEXMEPHYIO BU3YyaIn3a-
{110, THTEPAKTUBHOE B3aMO/ICICTBHIE C 00bEKTAMH U MOAIEPKKY COBPEMEHHBIX rpapUuecKux Tex-
HoJoruii. B paMkax paboTsl OblTH pa3paboTaHbl TPEXMEPHbIE MO KOCMHUYECKUX alapaToB, pe-
aJIM30BaHa CHCTEMa B3aMO/ICICTBHS OJIb30BATENsI C 00BEKTaMU CIIEHBI, a TAK)KE CO37aH HHTepdeiic
JUISL N3YYEHUS TEXHUYECKUX XapaKTePUCTUK UCCIIE0BATENbCKUX anmnaparoB. Ocoboe BHUMaHUE y/ie-
JIEHO BOIMPOCAaM ONTHUMHU3ALMH TPOU3BOAUTENBLHOCTH, YOOCTBY MOJIb30BAaTEIbCKOT0 HHTEp(Peiica u
00pa3zoBaTeNbHON IEHHOCTH MPOTPaMMHOTO MpOoayKTa. Pe3yiapraToM paboThl CTalo CO3JaHHEe Mpo-
TOTHIIA UHTEPAKTUBHOTO MOCOOUS, MPeJHA3HAYEHHOTO /JIsl UCTI0JIb30BaHUs B y4eOHOM MpoIiecce.

KnioueBsle ciioBa: unreal engine, ”HTEpaKTUBHOE TIOCOOHE, TPEXMEPHOE MOAETHPOBAHHUE, KOCMH-
YyecKHe armaparsl, 00pa3zoBaTebHble TEXHOJIOTHH, BUPTyalbHas cpena, 3d-rpaduka, blueprint, un-
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Abstract. This article examines the development process of a three-dimensional interactive educa-
tional application for the study of space research vehicles. Unreal Engine 5 was selected as the tech-
nological foundation due to its capability to provide highly detailed three-dimensional visualization,
interactive object manipulation, and support for modern graphics technologies. Within the framework
of the study, three-dimensional models of spacecraft were developed, a user interaction system for
scene objects was implemented, and an interface for studying the technical characteristics of research
vehicles was created. Particular attention was paid to performance optimization, user interface usa-
bility, and the educational value of the software product. The result of the work is a prototype of an
interactive educational application intended for use in the educational process.

Keywords: unreal engine, interactive guide, three-dimensional modeling, spacecraft, educational tech-
nologies, virtual environment, 3d graphics, blueprint, interactive systems
Begeoenue

CoBpemeHHbIe 00pa30BaTEIbHBIE TEXHOJIOTUN aKTUBHO HCIIONB3YIOT WHTEPAKTHB-
HbIC U BU3yaJbHbIE CPENICTBA MpeacTaBiIeHus: nHPpopmarui. OCOOEHHO aKTyallbHO MpU-
MEHEHHUE TPEXMEPHOM rpaKy U BUPTYAIbHBIX CPEJl B TEXHUYECKOM 00pa30BaHUM, T/e
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TpeOyeTcsi IEMOHCTpAlLUs CIOXKHBIX KOHCTPYKIMM W MPUHIUIOB PadOThI pa3iMyYHBIX
YCTPOWCTB.

N3yueHne KOCMUYECKUX UCCIIEIOBATEIBCKUX aIlllapaToB TPEOYeT BBHICOKOU CTe-
MIEHU HATJISTHOCTH, MOCKOJIBKY pPeasIbHbIe 00pa3Ilbl TEXHUKHU SBJISIOTCS JTOPOTOCTOS-
[IIUMU, TPYAHOJOCTYITHBIMU WA (PU3UIECKU HEJOCTYITHBIMU JIJIsl AEMOHCTpaIuu o0y-
garonmMmcs. TpaauiinoHHbIe METOAbl O0OYYEHHs, OCHOBAaHHBIC Ha TEKCTOBBIX MaTepHua-
JlaX U CTaTUYECKUX M300paKEHUSX, HE BCET/Ia MO3BOJISIOT B MOJTHOU Mepe chopMupo-
BaTh MPEJICTABIICHNE O KOHCTPYKIIMHA ¥ IPUHITUTIAX ()YHKITHOHUPOBAHUS KOCMHUYECKUX
anmaparos.

B cBsI31 ¢ 3TUM BO3HUKAET HEOOXOAMMOCTh Pa3pabOTKH WHTEPAKTUBHOTO TPEX-
MEPHOTO MOCOOUS, TIO3BOJISIONIETO MOJIB30BATEII0 B3aMMOICHCTBOBATh C MOJEIISIMU
KOCMHUYECKHX MCCIIEeIOBATEIbCKUX allapaToB B BUPTyalIbHOU cpefe. Mcnonb3oBanne
urpooro npmwxkka Unreal Engine 5 oOecrieunBaeT peaqucTUYHYIO BU3yaIM3alUIo,
MO/JIEPKKY MHTEPAKTUBHBIX 3JIEMEHTOB M BO3MOXKHOCTH JAJILHEHUINIETO PACIIUPECHUS
¢GbyHKIIMOHAIA POTPAMMHOTO MTPOIYKTA.

[{enpro HacTOSIIIECH PAOOTHI SIBISETCS pa3pabOTKa TPEXMEPHOTO UHTEPAKTUBHOTO
MOCOOUs MO M3YyYEHUIO KOCMUYECKHX MCCIIEIOBATENbCKUX anmnapaToB B cpeae Unreal
Engine 5.

JIJ1st TOCTHKEHUS TIOCTABJICHHOM 11€1M ObUTH BBITIOJTHEHBI CISAYIONINE 3a/1a4H:

— aHaJu3 CYIIECTBYIOIUX 00pa30BaTeIbHBIX PEIICHUN U aHAJIOTOB;

— ormpezesieHne TpeOOBaHM K MHTEPAKTUBHOMY TIOCOOMIO;

— pa3paboTKa CTPYKTYpPHI U UHTepderica MPUIOKEHUS;

— CO3/IaHHE TPEXMEPHBIX MOJIEICH KOCMUYECKUX alapaTos;

— peanu3anus HHTEPAKTUBHOTO B3aMMOICHCTBHS TIOJB30BATEIS C 00bEKTaMU;

— TECTHPOBAHUE U OMTUMU3AIINS IPOTPAMMHOTIO MTPOIYKTA.

Memoovt u mamepuant

[lepen nHauamoMm pa3pabOTKU TPEXMEPHOTO HHTEPAKTHUBHOTO TMOCOOUS OBLIN
orpe/ereHbl OCHOBHBIE (DYHKIIMOHANBHBIE U TMOJIh30BaTEILCKUE TPEOOBAHUS K TPO-
rpaMMHOMY MpoAykTy. Oco00oe BHUMAHHE yEISI0Ch 00€CTIEUeHNIO yI00HOTO B3au-
MOJICHCTBUS MTOJIH30BATENS C BUPTYAIBHOM CPeIoi, HATTISITHOCTH MPECTABICHUS UH-
dbopmanuu 1 CTabUILHOCTH PA0OTHI IPUIIOKECHHUS.

Ha sTane npoexktupoBanus Obla ONpeeieHa CTPYKTypa B3aUMOICHCTBHS TTOJTh-
3oBarens ¢ cuctemoi. [lonp3oBarens momydaeT BO3MOXHOCTh 3aIyCKaTh MPHUIIOXKE-
HUeE, BBIOMpATh CLIEHAPUI U3yUYEHHUs, YIIPABISATh KaMepoil, B3aUMOJEICTBOBATh C 00b-
€KTaMH BUPTYaJIbHOW CIICHBI U MPOCMATPUBATh HH(GOPMAIIMOHHBIE MaTEPHAIBI O KOC-
MUYECKHX HCCIIEIOBATEIBCKUX amnmaparax. Takxke ObUla TpemIycCMOTPEHa BO3MOXK-
HOCTh BO3BpaTa B TJIABHOE MEHIO M MEPEKITIOUCHHSI MEXKTy CIICHAMU TIPHIIOKCHHUS.

Pabota cucremsl oprannzoBana nostanto. [locne 3amycka mpuiioKeHus MPOHC-
XOJIUT OTOOPAKEHUE TJIABHOTO MEHIO, U3 KOTOPOTO MOJIb30BATENh MOXKET MEPEUTH K
U3YYEHUIO BHIOpAHHOM clieHbl. [Ipu 3arpy3ke BUPTYaJbHOTO MTPOCTPAHCTBA BBIMOIHS-
€TCSl MHUIIMAIN3allisg 00bEKTOB KOCMUYECKOM CUCTEMBI, 3arpy3Ka TPEXMEPHBIX MOJIe-
JIel ¥ HaCTpOMKa MmapaMeTpoB OTOOPAKEHUS CLICHBI.
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B mporecce B3auMoeicTBYS TIOIB30BATENh MOXKET YNPaBJIATh KaMEepOi, n3Me-
HATH yroj 0030pa, NpuOIMKaTh I OTAAIATH OOBEKTHI, a TAK)KE BHIOUPATh OT/IEIb-
HBIE AJIEMEHTHI CIEHBI JJISl MOJTYYCeHHsI JOMONMHUTEIbHON nHpopmaiuu. [Ipu Beibope
0o0BbEKTa CUCTEMa BBINOJIHAET 00pabOTKy 3ampoca, Mojly4yaeT JaHHble O BHIOpaHHOM
KOCMHUYECKOM armnapare U 0ToOpakaeT uX B MOJIb30BATEILCKOM UHTEpdeEiice.

Jlist obecnieyeHus: CTaOUIbHON paOOThI MIPHIIOKEHUST OblIa TIPETyCMOTPEHA CH-
CTeMa yIpaBJIEHUs CLIEHaMH, MIO3BOJISIONIAs] KOPPEKTHO BBIMOJIHITH IEPEXOAbI MEKITY
pazjiesiaMu mocoOus U 3aBepiiaTh TEKyIIUe ClieHapuu 0e3 morepu paboTocrnocooHo-
CTH MPOTPAMMBI.

Jlnis ompeneneHus: CTPYKTYpbl MPUIIOKEHUST M B3aMMOCBSI3U €T0 KOMIIOHEHTOB
ObLIa pa3paboTaHa KOMIOHEHTHas nuarpamma [3] (puc. 1).

% Ul / HUD $:| WHTepdeitc {] MnaBHoe MeHIO $j

"""" > OTobpaxeHne UHTepdeiica, € - - > O6paboTka Beoaa, [€ - = > YnpaBneHve nepexonamu:
HUD, nopackasok HaBWraLMA No MeHI CLeHBI, HACTPOKW, CpaBKka,
Monb3osatens
BbIXxOf
T
I
IFS SSSssEsssRs s sRssRE ST EET e |FEEeEs ess e fesssansa=s ol
1 1 1 1
CueHa (KocMnueckas cuctema) E O6bekTbl (HebecHbie Tena) {I Kocmuueckue annapatsi $:| Kamepa E
YnpasneHue Tekyluei CLieHOH, l¢—»| Ynpaenerwe HebecHbiMu Tenamn: l— -» 3D-mopenw annapatos, l¢-»| Ynpaenenue kamepoi:
3arpyska/esirpyska ypoeHei, MNaHeTbl, NyHbl, 38€3AbI U AP. aHUMaLK, COCTOAHMS, IBWXEHWE, NOBOPOT,
OpraH13auus UrpoBoro Mnpa MHTEPaKTMBHbBIE TOUYKM npubnmxeHne/oTpaneHne
T T T
1 1 1
---------------------------- [ e et
v v v v
Mehepxep BBoAa {l Metnepykep cueH E Menepkep pecypcos E MeHegkep aaHHbIX $:|
O6pabotka BBOAa Nonb3oeatens [ ——-¥»  3arpyska W Bbirpy3ka CLEH, [€ — = | 3arpyska 3D-mopeneit, (€ —-»| XpaHeHWe W NpefocTaBneHue
(knaBwaTypa, Mbilub, reiiMnag) nepexoabl MeXay YPOBHAMM TEKCTYP, MaTepUarnos, 3BYKOB naHHbIx 06 annaparax,
HEEE‘tHh\X Tenax v MUCCHAX
T
1
v v v B o
BHeluHKe pecypchl
Cuctema peHpepuHra @ ®Dusnueckan cuctema $j Ayauocucrema @ ®aiinosan cucrema
L ad (3D-mopens, Texerypbi, 3ayku)
Buayanwsauma 3D-rpadukn € O6pabotka Ppuanku obbekTos, Bocnpow3aseaeHue 38yKoe,
(Nanite, Lumen, Post Processing) rpaBvTaLms, CTONKHOBEHWA My3bIkK, 3ddekToB CoxpaHeHHe AaHHbIX
(napametpa, nporpecc)
8 ‘OHnaiiH-pecypcsl
(oBHoaNeHHA, cnpasasiibie
YcnosHble o603HaueHMs: warepuansi)

====3 3aBUCMMOCTb / UCMONb3OBaHKE
——» [Morok aaHHbIx / ynpasneHue

£ ] Komnowewr

Puc. 1. KomnoneHTHast iuarpaMmma HHTEPAKTUBHOTO MTOCOOUS

Ha stane npoextupoBanust maTepdeiica ObUT CO3/1aH AU3aiH MOJIB30BATEIHCKOTO
B3aMMOJICHCTBUS ¢ UCIIOJb30BaHneM HHCTpyMeHTa Adobe Photoshop (puc. 2).
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SPRCE BENEFIT

«Space Benefit» — 9T0 HHTEPAKTHBHOE NPUTIOKeHHE,
pa3paBoTaHHOE C HCMONIb30BaHHEM HTPOBOO ABIKKA
Unreal Engine 5, npeasHayeHHoe A5 BU3yan3aLum
1 M3YeHNS KOCMUYECKHX OB BEKTOB W MUCCHI.

Mporpamma npegocTasnAeT nonb3oBaTENIO
BOIMOXHOCTS HCCNeA0BATE NNTaHETHI CONHENHOM

MCTEMBI, UX CRYTHIKH, 3 TaKOKe 03HAKOMMTBCA C
KIIOYEBLIMM KOCMUNECKMMY MCCHAMM.
ViHTepaKTHBHBI chopMaT Mo3BONRET NOAYHATE
HarnAAHOR NPeACTaBNEHME O CTPYKTYPE H
0COBEHHOCTAX HeBecHbIX Ten.

OCHOBHOIA YeNIbio MPOeKTA ABAIETCA CO3AaHME
YAOGHOI 1 HarnAAHOI CPebI ANA NONY APU3IALMA
aCTPOHOMMM M KOCMUYECKHX HCCTIEAOBANMIA C
NIUMeHeHMHEM COBPEMEHHBIX TeXHONIOTHit

Mwuccun

pyni ‘

[MnaHeTapwit
CnyTHUKM

Bbixoa

Puc. 2. [IpoexkTupoBaHue MoJIb30BaTEIbCKOTO HHTEp(Peiica

B xauectBe cpeapl paspadotku BeiOpan Unreal Engine 5 — coBpeMeHHbIN Mpo-
IPaMMHBIA KOMIUIEKC I CO3JAaHUS MHTEPAKTUBHBIX TPEXMEPHBIX NPHIIOKEHUH,
o0OecreunBaroIUi MUPOKHE BO3MOKHOCTH BU3yalIM3allMU. DTa cpejia MO3BOJIUT pea-
JN30BaTh BBICOKOAETATU3UPOBAHHYIO BU3yAIN3AIMI0 KOCMUUYECKUX aIapaToB, obec-
NEYUTh UHTEPAKTHBHOE B3aUMOJICHCTBHUE MOJIb30BATENS C OOBEKTaMH CLIEHBI U Opra-
HU30BaTh 0OTOOpaXeHUE TEXHUYECKON MH(POpMAIMK B PEXKUME PEATLHOTO BPEMEHHU.

[Tpumenenne Unreal Engine 5 Tax:ke M03BOJIUT UCTIOIH30BaTh BCTPOCHHBIE CPE/I-
CTBa pa3pabOTKH MOJIb30BATEIbCKOTO UHTEpQEca, CUCTEMY BU3YaJbHOTO MPOrpam-
MupoBaHusi Blueprint 1 HHCTpyMEHTBI ONITUMU3AIUHU, HEOOXOIUMBIE JJI CTa0OUIILHOM
pabOThI NPUIIOKEHHS B yU€OHOM MpOIECcCe.

JIist co3ganust TpEXMEPHBIX MOJIETE KOCMUYECKHX aIapaToB UCIIOIb30BAIUCH
uHcTpyMeHTsl Blender u BcTpoennsie cpeactBa umnopra Unreal Engine 5. Jloruka
B3aUMO/ICUCTBUS MOJIB30BATENSA ¢ 0OBEKTaMU peaIn30BaHa C IOMOLIBIO CUCTEMBI BU-
3yaJIbHOTO mporpamMmupoBanust Blueprint.

B nHTEpakTUBHOM MMOCOOMH peann30BaHbl CleAyomue QyHKIUH:

— cBOOOJHOE MEepEeMEILIEHUE MOIb30BATEINS [0 BUPTYaTbHOU CLIEHE;

— B3aUMOJIEHCTBUE C TPEXMEPHBIMHU MOJIETSIMU;

— 0TOOpakeHHe TEXHUYECKOW HHPOPMallU 0 KOCMUYECKUX annaparax;

— MacmTaOupOBaHUE U BpallleHUE MOJIENIEH;

— CcHCTeMa HaBUTALUU MEX]y pa3JielaMH OCoOusl.

Pesynomamut

B pesynbpTaTe BbINOJHEHHON paOOThl ObUIO pa3pabOTaHO MHTEPAKTUBHOE TPEX-
MEpHOE MOCcoOHe NIl U3YUEHHUS] KOCMUYECKUX MCCIIEeI0BATEIbCKUX allapaToB.

Ha nauanbHOM 3Tare ObUIM CO3[1aHbI TPEXMEPHBIE MOAEIN KOCMUYECKUX arnmapa-
TOB, ONITUMHU3UPOBAHHbIE I Pa0OTHI B peaibHOM BpeMeHH. Moenu ObLIM UMIIOPTH-
poBanbl B Unreal Engine 5 u pa3menieHsl B BUpTyaabHOU clieHe (puc. 3).
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3

Puc. 3. TpCXMCpHa}I MOJCJIb KOCMHYCCKOI'O UCCICAOBATCIILCKOTO aIlrapara

JIJist B3aMMOIECTBHSI TIOJIB30BATENSI ¢ 00ObEKTaMU ObliIa peajn30BaHa CHCTEMa
BBIOOpA MOJIeNeil ¢ moMoIIsio TpaccupoBku yda (Line Trace), mo3Bossitommas moiry-
4yaTh nH(OpMaLKIO 00 00BEKTE MTPHU HABEJICHUU W BBIOODE.

C ucnons3oBanueM Blueprint Obu1a peanu3oBaHa JIOTHKA 0TOOpakeHUsT HHOOP-
MAITMOHHBIX MMaHeJIeH ¢ TEXHUMYECKMMHU XapaKTepUCTUKaMU anmnapartoB (puc. 4).

J11st IOBBINIIEHUST PEATUCTUYHOCTH CIIEHBI OBLITN MCIIOJIH30BAHbBI TEXHOJIOTHUH JTU-
HaMHYECKOIo ocBelieHust Lumen u cuctema BUPTyaIu3upoBaHHOM reoMeTpun Nanite.

Takoke OblJIa peajii30BaHa CUCTEMA YIIPaBIICHUS KaMepoil, o0ecrieurBaroIias Bo3-
MOYXHOCTb OCMOTpPa MOJICJI C PA3JIMUHBIX PAKypPCOB (puc. 5).

B xoze TecTupoBanus ObUIO YCTaHOBJIEHO, YTO MHTEPAKTUBHOE MMOCcOOHe obecte-
YUBAeT CTaOMJIbHYIO0 pabOTy U 103BOJIAET 3P (DEKTUBHO JEMOHCTPUPOBATH OCOOEHHO-
CTH KOHCTPYKIIUU KOCMHYECKUX UCCIIE0BATEILCKUX alapaToB.
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ABTOMaTHYECKan
MeXnnaHeTHaA CTaHuus

> CKpbITb WHTEpdenc ABTOBpallleHVe = e

Bnvxanwas nnaHeta

3[eCh ANMHHEE, YeM rog.

% VIHdOpMaLMA O CNyTHYKE

PacctoaHue o1 semnn. 1495784
7#% CKOpOCTb CNYTHUKE: 953,359 km/s

ieTa niaHeT —&—— Pagmep nnaHet

alLeHUA NnaHeT

Puc. S. [Ipumep B3anMOIEHUCTBUS ITOIB30BATENS C TPEXMEPHOU CLIEHOU

3aknrouenue

B cTaTtbe paccMoTpeH npoiiece pa3paboTKH TPEXMEPHOTO HHTEPAKTUBHOTO MOCO-
Ous 10 M3YyYCHHIO KOCMHUYECKHX HCCIEIOBATENbCKUX ammapatoB B cpene Unreal
Engine 5.

B xoze paGoThl ObLTH TIpOaHAIM3UPOBAHBI CYIIECTBYIONTNE TTOIXOIbI K CO3JJaHHIIO
o0pa3oBaTeNbHBIX MHTEPAKTUBHBIX CHUCTEM, OMpeEesieHbl TPeOOBaHUS K MPOTpamMM-
HOMY MIPOJYKTY U pa3paboTaHa apxuTeKTypa npuiokenus. C ucnonszoBanuem Unreal
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Engine 5 peanu3oBaHa BUpTyallbHas Cpela ¢ TPEXMEPHBIMU MOJEIISIMA KOCMUYECKUX
anmnapaToB U UHTEPAKTUBHBIM B3aMMOJICHCTBUEM MOIH30BATEINS C OOBEKTaMHU.

Pa3paboranHoe mocobue mo3BoSIET MOBBICUTH HATIISIIHOCTH 00Pa30BaTEIBHOTO
nporecca 1 cnocoocTByeT Oosee 3pPHEeKTUBHOMY U3YUEHHUIO KOHCTPYKIIMU U XapaKTe-
PUCTHK KOCMHUYECKHUX HCCIIEIOBATEIbCKUX aIapaToB.

B nanpHelinem miuaHupyeTcs paciiupeHne (pyHKIMOHAIBHOCTH CUCTEMBI, BKITIO-
yasi J100aBJIICHME HOBBIX MOJIENICH KOCMHYECKOW TEXHHUKH, peanu3amnuio VR-moj-
JCPKKUA U MHTETPAIHIO TOTIOTHUTEILHBIX 00pa30BaTeIbHBIX MOTYJICH.

BUBMNOrPAGUYECKNIN CMINCOK

1. Fowler M. UML Distilled: A Brief Guide to the Standard Object Modeling Language / M.
Fowler. — 3rd ed. — Boston : Addison-Wesley, 2004. — 208 p.

2. OMG Unified Modeling Language, Version 2.5.1. — TekcT : anextponHsIii // Object Man-
agement Group. — 2017. — URL: https://www.omg.org/spec/UML/2.5.1/About-UML/ (mara
obpamenusi: 14.05.2026).

3. Bell D. Explore the UML sequence diagram / D. Bell. — Tekct : anexrponnsrii // IBM De-
veloper. — 2023. — URL: https://developer.ibm.com/articles/the-sequence-diagram/ (mara
obpamenus: 14.05.2026).

4. Unreal Engine Documentation. — TekcT : anekrponnsiii // Epic Games Developer Documen-
tation. — URL: https://dev.epicgames.com/documentation/unreal-engine/ (mara oOpamieHus:
14.05.2026).

5. Blender Manual. — Tekcr : oanektponnbii // Blender Documentation. — URL:
https://docs.blender.org/manual/en/latest/ (nara ob6pamenus: 14.05.2026).

6. Blueprints Visual Scripting in Unreal Engine. — Tekct : anextponssiii // Epic Games Devel-
oper Documentation. — URL: https://dev.epicgames.com/documentation/unreal-engine/blueprints-
visual-scripting-in-unreal-engine (mara oopamenus: 14.05.2026).

7. Nanite Virtualized Geometry in Unreal Engine. — TekcT : anekrponnslii // Epic Games De-
veloper Documentation. — URL: https://dev.epicgames.com/documentation/unreal-engine/nanite-vir-
tualized-geometry-in-unreal-engine (nata oOpamenus: 14.05.2026).

8. Lumen Global Illumination and Reflections in Unreal Engine. — TekcT : 3nexTpoHHBIN //
Epic Games Developer Documentation. — URL: https://dev.epicgames.com/documentation/unreal-
engine/lumen-global-illumination-and-reflections-in-unreal-engine (nara oopamenus: 14.05.2026).

© B. P. Unwvscos, /[. FO. Cmupnos, 2026

202



	Development of a web application for automating customer communications with support for integration into external services
	В. Р. Ильясов1, Д. Ю. Смирнов1

	Разработка трехмерного интерактивного пособия по изучению космических исследовательских аппаратов в среде Unreal Engine 5
	V. R. Ilyasov1, D. Yu. Smirnov1

	Development of a three-dimensional interactive guide for studying space research vehicles in Unreal Engine 5

