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AHHoTanms. B cratee paccmarpuBaercst mporecc NpoeKTUPOBAHUS M MPOTPaMMHON pean3aliiu
MMMEpPCHUBHOU 0Opa3oBaTenbHOM cpeabl «ArtHistory» Ha 6a3e urposoro asmxka Unreal Engine 5.
AKTYyallbHOCTh UCCIIEIOBaHMS MPOJUKTOBAHA HEOOXOIUMOCTHIO TIOMCKA HOBBIX (hOpM B3anMoOJIEii-
CTBHS C KyJIbTYPHBIM HacJeJHeM B YCIOBHAX Hu(ppoBu3anuu odmecTsa. Onrcad TeXHOIOTHIECKUH
CTEK pa3paboTKH, BKIItoYast mpuMeHeHne cucteM Nanite 1 Lumen it qoctikeHus gportopeanuctud-
HOH BH3YaJIM3allNH, a TAKXKE pPeaTN3alHio IPOCTPAHCTBEHHBIX HHTEP(EHCOB M MEXaHUK B3auMOCH-
CTBHSI B BUPTYaJbHON peanbHOCTH. [IpakTHyeckas 3HaUMMOCTh PabOTHI 3aKJIIOYACTCS B CO3JaHHUU
MacHTabupyeMoro o0pa3oBaTeIbHOTO MPOAYKTA, CIIOCOOHOTO MOBBICHTH BOBICYEHHOCTD yUAIITXCSI
yepe3 rediMuQukanuio u 3QpQPeKT MoJIHOro NOrpy>KEeHHsL.
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Abstract. The article examines the design and software implementation of the "ArtHistory" immer-
sive educational environment based on the Unreal Engine 5 game engine. The relevance of the study
is dictated by the need to find new forms of interaction with cultural heritage in the context of society's
digitalization. The development technology stack is described, including the use of systems Nanite
and Lumen systems to achieve photorealistic visualization, as well as the implementation of spatial
interfaces and interaction mechanics in virtual reality. The practical significance of the work lies in
the creation of a scalable educational product that can increase student engagement through gamifi-
cation and the effect of full immersion.

Keywords: virtual reality, Unreal Engine 5, virtual museum, immersive technologies, Nanite, Lumen,
educational process, digitalization of culture
Beeoenue

Texnonoruu BupTyansHoi peanbHocTH (VR) ciykaT 3¢ heKTHBHBIM HHCTPYMEH-
TOM TIOMYJISIPU3AlMU KYJBTYPHOTO HACIEAWs, HUBEIHUPYIOIUM MPOCTPAHCTBEHHBIC
OTpaHUYCHUS TPATUIIMOHHBIX MY3€eB. AKTYaJlbHOCTh HCCICIOBAaHUS OOYCJIOBJICHA
pasBuTHeM (yHKIHMOHaNa cpenbl pazpadotku Unreal Engine 5, moreHnnam KoTopoit
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II03BOJISIET OCYLIECTBIIATH (POTOPEATMCTUYHYIO BU3YyAIU3ALMIO U MOJIETTUPOBATH CII0XK-
Hble UHTEepakTUBHBIC clieHapuH [1]. Llens paboTsl 3akirouaeTcsi B MPOSKTUPOBAHUH U
POrpaMMHOI peanu3anuu npuioxenus «ArtHistory», opueHTHpOBaHHOTO Ha cO3/a-
Hue 3¢ (eKTa MOITHOTo MOTPY>KEHUs B UCTOpUUYECKUe 3noxu. Pa3paboTka naHHOTO Mpo-
IYKTa OTBEUAET COBPEMEHHBIM TEHICHIMSAM MH()OpPMATU3AINH UCTOPUUECKON HAYKH
U 3aIpocy o0I1ecTBa Ha BHEAPEHNE UMMEPCUBHBIX 00pa30BaTEIbHBIX METO UK.

Hccneooeanue npeomemnoii oo1racmu

AHanmM3 COBpEMEHHBIX TEHACHIMN B MY3€MHOM JI€JIE CBUJIETEIBCTBYET O TPAHC-
dbopmali MacCCUBHOTO U3YYEHUS IKCIIOHATOB B KOHIIEIIIUIO «KUBOT'0» TIPOCTPAHCTBRA,
MPEIOIaratollyo IPsIMOe HHTEPAKTUBHOE B3aUMOJICCTBUE TTOCETUTENSI C UCTOpUYE-
CKUM KOHTEKCTOM. BeaymM BEKTOPOM pa3BUTHS BBICTYIIAET UMMEPCUBHOCTb — UHTE-
rpaiys NnoJib30BaTelis B BUPTYAIbHYIO CPEly, HUBEIUPYIOLIAsl TPAHULLYY MEXITY pPealb-
HBIM U BUPTYaJbHBIM MUpaMu. [[OMOJHUTEIBHBIM UHCTPYMEHTOM OOYYEHMS CITY)KUT
reiMuQuKaIys: BHEAPEHUE KBECTOBBIX MEXaHUK U CIO’KETHBIX 3a/1a4 CITIOCOOCTBYET IO~
BBIIIICHUIO Ka4eCTBa y/Iep>KaHus WH(OPMAIIUU.

C mo3uluy KOTHUTHMBHOM TMCHUXOJIOTUM, TEXHOJOTMH VR akTUBU3UPYIOT Ipo-
CTPAHCTBEHHYIO MAaMSITh U AMOIIMOHAJILHBINA MHTEIJIEKT, YTO JETEPMUHUpPYET Oosee
3¢ peKTHBHOE YCBOSHNE MaTepHalia 10 CPAaBHEHUIO ¢ TPATUIIMOHHBIMHA METO1aMu [2].
Tak, moniHOMacIITabHas BU3yaIu3alus MPeCTaBUTENIEH pa3HBIX AMIOX B CeKIUM «/]o-
WCTOPUYECKUN MUP» MOKA3bIBAECT BBIPAKEHHBIN 3MOLMOHAIBHBIA OTKJIMK, CTUMYJIH-
pyst popMHUpPOBaHUE 3AMHTEPECOBAHHOCTH MOJIb30BaTess [3].

Memoowst u mexnonozuu

B kauecTBe cpenbl pazpaboTku Obuta BeiOpaHa miargopma Unreal Engine 5 [4].
B otnuuue oT anpTepHATUBHBIX perieHui (B yactHocTd, Unity), JaHHBIN HUHCTPYMEHT
COJICP’)KUT KOMIUIEKC CPEACTB JUIsl JIOCTUXKEHHSI BBICOKOTO KadecTBa rpaduku 0e3
HEOO0XOJIMMOCTH UHTETPAIIMN CTOPOHHUX TIJIATUHOB.

Nanite — cuctema MUKpPOIIOJIMTOHAIBHOU reoMeTpun. Ee mpruMeHeHne O3B0
MMIIOPTUPOBATh BBICOKOAETATU3UPOBAHHBIE TPEXMEPHBIE MOJIEN MY3EHHBIX IKCIIO-
HAaTOB C COXPAaHEHHWEM MHKPOTEKCTYPHBIX OCOOEHHOCTEH NpH CTAOUIILHO BBICOKOM
MIPOU3BOIUTEIBHOCTH PEHIEPUHTa [5].

Lumen — TexHOJIOTHS TUHAMUYECKOTO TT100aTbHOTO OCBEIIICHHUS B pE€ajIbHOM Bpe-
MEHH, 00eCIIeUnBaIOIIAsl PEATUCTUYHbIC OTPAKEHUS U MATKHUE TeHHU [6].

Blueprints — cucrema BU3yajabHOTO MPOrpaMMHUpPOBaHUs, HA KOTOPOW peanu3o-
BaHa JIOTUKA B3aUMOJICHCTBUSI C OOBEKTAaMU U TPUTTEPHBIC CLICHBI [ 7].

MetaSounds — cuctema i co3qanus MPoCTpaHCTBEHHOTO 3D-3ByKa, MpUBs3aH-
HOT'O K ICTOYHUKAM B BUPTYaJIbHOM MIPOCTPAHCTBE.

Oco6oe Banmanue yaeneHo Ul-muzaiiny. B mpunokeHnn peann3oBaH MPOCTpaH-
CTBEHHBIN MHTEPQEIC: STIEMEHTHI YIIPABICHHUS HHTETPUPOBAHBI HEMOCPEICTBEHHO B WT-
POBOE OKPYKEHHE B BHJIE MTOICKA30K OT rua. J[ist 60phObI ¢ yKauyrMBaHUEM HCIIOJIb30BaH
METO/]I TEJICTIOPTALMU U CUCTEMA JUHAMHYECKOIO BUHBETUPOBAaHUS. COBMECTUMOCTB C
paznmuuHbiMu VR-rapauTypamu obecrieueHa nojajep:kkoit cranaapra OpenXR.
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JIist TeCTUPOBaHUS MTPOEKTa UCTIOIB30BaJICs 1jIeM Pico 4, moaximouaemblii K mep-
COHAJILHOMY KOMITbIOTEPY uepe3 npmiokerne Pico Connect u cpeny SteamVR. Tlpu
TOM OCHOBHOM PEHJEPHHI BHUPTYyaJdbHOM cleHbl BeinoJsHAeTcs Ha 11K cpencrBamm
Unreal Engine 5, nocne yero copmupoBanHOE H300pakeHUE U ayJUOJaHHBIE Tepe-
natotcs B nuieM 1o cetd Wi-Fi 5 unm 6 nmu6o uepes unrepdeiic USB-C. B o6patHoM
HAIpPAaBIICHUU MEPEAat0TCs JaHHbIE TPEKUHTa IIIJIEMa U KOHTPOJUIEPOB, 00eCeunBaro-
1€ UHTEPAKTUBHOE B3aUMOJICHCTBUE MOJIb30BATENS C BUPTyalbHOU cpenou (puc. 1).

- S 1 T ¢ L B Y
1. Pico 4 2. Nopkniouexne 3. MK 4. MNpoekT ArtHistory
> Wi-Fi5/6 @Pico Connect
®
—> —>»
nnu l
| ® Unreal Engine 5
USB-C ! SteamVR + OpenXR
. P L S R 2

Puc. 1. Anroputm nogkiouenus Pico 4 k 1K gepes Pico Connect u SteamVR

Pesynomamut

PesynbraTrom pazpaboTku cTana peanusamnus VR-npusioxkenus, CTpyKTypupOBaH-
HOTO IO TPEM TEMAaTHYECKUM 30HAM, a UMEHHO: JIOMCTOPUUYECKHN MUp, UCTOPHUS, a
TaKKe rajgepesi ICKyCCTB. Y HUKAJIbHBIM aciiekToM «ArtHistory», B OTIIMYMH OT Tpaau-
[IMOHHBIX BUPTYaJbHBIX Talepe, SBIICTCS MHTETPAUs COBOKYITHOCTH MHTEPAKTHB-
HBIX MEXaHHUK, KOTOpbhIC 0OCCICUMBAIOT BO3MOXKHOCTH ITOJIH30BATEIS HAXOJAUTHCS B
€CTEeCTBEHHOM Cpejie TOro WM MHOTO IKCIoHaTta, B popmate VR (puc. 2).

Ha sTame TeXHWYECKOTrO TECTHpPOBAHHS CHUCTeMa TOJTBEpAWIIA KHU3HECTIO0CO0-
HOCTb, a TaK)Ke CTa0mIbHOE (QYHKIIMOHUPOBaHKE. B Xo/1e onTuMu3aIuu ObL1 JOCTHT -
HYT OajaHC MEXIy BBICOKOM CTEINECHBIO JeTanu3anuu GOTOPEATUCTUIHOTO KOHTEHTA
Y TIPOU3BOIUTEILHOCTHIO CHCTEMBI.
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Puc. 2. JleMoHCTpalilmoHHBIN YpOBEHb BpeMeH cTpouTtenbcTBa Cankt-IletepOypr

3aknrouenue

Bupryansnoe npoctpanctBo «ArtHistory» mpezacrasisier coboit BKiIaa B pa3Bu-
THE HUPPOBU3ALNU KyJIbTYPHOIO HACJIEIUs, KOTOPOE 0ObEINHAET UCTOPUUECKYIO 10~
CTOBEPHOCTH C IEPEJOBBIMU TEXHOJIOTUSMH.

[IpakTryeckast 3HAUMMOCTh ITPOEKTA 3aKJIFOUAETCS] B BOBMOXKHOCTU €r0 BHEJpE-
HUSl B KQUECTBE MHTEPAKTUBHOI'O y4eOHOro nocoOus B 00pa30BaTEIbHBIX YUpPEKIe-
HUSX.
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