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AHHOTanus. B cratbe npeacTaBieHbl OCHOBHBIE PE3YIbTaThl pa3pad0TKu MHTEpaKTUBHOTO 3D-Typa
0 UCTOpUYECKOH ycaab0bl CTPOTOHOBBIX € AJIEMEHTAMU PEKOHCTPYKIIMH UCTOPUYECKUX OOBEKTOB.
BrinonHeH aHanu3 npeaMeTHol 06J1acTi, B KOTOPOM PacCMOTPEHO Pa3InYHbIe CPpeabl pa3paboTKu U
MOJICIIMPOBAHUS, a TAK)KE UCTOPHs ycaap0bl CTporoHOBBIX. /{7151 cozmanust muaTepaktuBHoro 3D-Typa
ObUTH UCTIONB30BaHbI cpena MoaenupoBanus ArchiCad, cpena pa3pabotku Unreal Engine 5 u Bu3y-
anbpHas cuctema nporpammupoBanus Blueprints. UHTepakTuBHBII 3D-Typ mpeaocTaBiseT Moib30-
BaTEII0 BOBMOXKHOCTh U3YYHUTh UCTOPHIO YCaab0bl CTPOTOHOBBIX, a TAK)KE BU3YAIbHO TTO3HAKOMHTCS
C ycanp0oii.
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Abstract. The article presents the main results of the development of an interactive 3D tour of the
historic Strogonov estate with elements of reconstruction of historical sites. An analysis of the subject
area has been performed, which examines various development and modeling environments, as well
as the history of the Strogonov estate. The ArchiCAD modeling environment, the Unreal Engine 5
development environment, and the Blueprints visual programming system were used to create an
interactive 3D tour. The interactive 3D tour provides the user with the opportunity to explore the
history of the Strogonov estate, as well as visually explore the estate.
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VYcanp06a CTpOroHOBBIX — YHUKAJIbHAS IOCTONPHUMEUYATEIBLHOCTh, KOTOpas OTpa-
’KaeT ICTETUKY U 00pa3 )KU3HHU PYCCKOTO MPOBUHIIMATILHOTO IBOpAHCTBA. CeroaHs co-
OpYy>KEHHE HAXOJUTCS B MOJypa3pyLIEHHOM COCTOSIHUM, U 31aHue 3D-monenu no3Bo-
JIUT COXPaHUTh MaMATh O HEM U IiepeaTh B Oy Iyline YToObl, y CIEIYIOMIHNX MOKOJIe-
HUM OBLIO MPECTABICHUE O KYJIbTYpe Mporuuioro [1].

PexoHCTpYKLIHS HCTOPUYECKOTO 3aHUs B BUPTYaJIbHOM IIPOCTPAHCTBE MIO3BOIUT
IIOAKPEINUTh UHTEPEC TYPUCTOB U UCCIIEN0BATENIEH, YTO OTKPOET BO3MOKHOCTh BUPTY-
aNbHBIX MYyTEIIECTBUM M MO3HABATENbHBIX MeponpusTuil. Takum oOpa3zom, MpOEKT
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MOKET MTOMOYb IIPUBJICYh BHUMaHHUE OOIIECTBA K JAHHOMY PETHOHY, CTUMYJIUPYS pa3-
BUTHIO TypHU3Ma.

Tak ke MPOEKT MOXKET IMTOMOYb B MPOLIECCE U3YUCHUS U COXPAHEHUS KYJIbTYP-HO-
HMCTOPUYECKOTO HACJIEAMsI CBsI3aHbI ¢ pa3BuTHeM oOpasoBanus. [{udpoBoe Boccosna-
HUEM OO0BEKTa MO3BOJIHT TITy0Ke U3YUUTh apPXUTEKTYPY, XYA0KECTBCHHBIC TTPUEMBI
TEXHUKY CTPOUTEIBCTBA TOTO BPEMEHH, YTO MOCIYKUAT XOPOLIUM ITIPUMEPOM JIJISI 1aJIb-
HEWIIMX HAYYHO-UCTOPUUECKUX U3bICKAHUM.

HcTopuko-KyJIbTypHOE HACIEANE — HEOTHEMJIEMbIM MCTOYHUK 3HAHUN O TPO-
oM ctpanbl. COBpeMEHHOE 0OIIECTBO 3aMHTEPECOBAHHO B BAXKHOCTH COXPAHECHHUS U
BOCCTAHOBJICHUSI YTPAUCHHBIX 00OBEKTOB UCTOPUHU U KYJIbTYphl. OCOOEHHO 3TO Kaca-
eTCs apXUTEKTYPHBIX aHCaMOJIel, TakuX Kak ycaab0a CTpOrOHOBBIX, KOTOPBIE MOKa-
3BIBAIOT JyX TOM 3MOXHU M HECYT 3HAYUTENBHBINA KYJIbTYPHBIN CMBICIL.

['maBHOM 3a/1a4eil 3TOroO MPOEKTA SABJISAETCS CO3/ITaHUE BBICOKOTOUHOM 3D-Moaenu
ycaap0b1 CTPOTOHOBBIX, a TAKXKE CO3/IaHKE BUPTYaJIbHOM cpenibl. Moienb ToJKHA Tie-
penaBaTh BCE XapaKTEPUCTUKU U BHEITHUE YEPTHI OPUTUHAIBHOTO CTPOEHHUS, BKIIIOYas
APXUTEKTYPY.

Cpeoa moodenuposanus

B kauecTBe cpeabl MOAECIMPOBAHUSI HMCIOJIB30BAJICS MPOTPAMMHBIN MPOAYKT
Archicad, KoTopbIii TIpe1OCTaBISIET UHCTPYMEHTHI JIJIsi CO3J]aHUSl CTEH, MEPEKPHITUH,
OKOHHBIX M JABEPHBIX IMPOEMOB, KPOBEIb U APYTUX aPXUTEKTYPHBIX 3JIEMEHTOB. JTO
JieaeT mporpaMmy yaoO0HOU uisi pa3paOOTKU MOJENEe MCTOPUYECKHX 3JaHuM, IOo-
CKOJIbKY OCHOBHBIE (DOPMBI COOPYKEHUI MOTYT ObITh BOCIIPOU3BEAECHBI C JOCTATOYHO
BBICOKOM T€OMETPUUECKOW TOUHOCTHIO [2, 3].

K npeumymectBam Archicad oTHOcsSITCS monjepxka padOThl B ONEparmOHHOMN
cucteMe Windows, mUpoKuid HAOOP UHCTPYMEHTOB JIJISl aPXUTEKTYPHOTI'O MOJEIUPO-
BaHUs, YJOOHAsl CMCTEMa HaBUTAllMM W TMOHATHBIN mHTepdeiic. Kpome toro, mpo-
rpaMma IO3BOJISIET TOYHO 3a/1aBaTh IMAapaMeTpPbl T€OMETPUUYECKUX OOBEKTOB, UTO
BaYKHO MPU CO3JITaHUU MOJIeIIeH 3/1aHni ycajieOHOTO KOMILIEKCA.

K orpanndenusiM nporpaMmbl MOKHO OTHECTH BBICOKYHO CTOMMOCTb JIMIICH3UH, a
TaK)K€ CHYKEHUE CKOPOCTU PEHAEPUHTa IIPU pabOTe CO CIOKHBIMU U I€TAIN3UPOBaH-
HeIMH crieHamMu. [loaToMy B pamkax manHou pabotel Archicad ucnomnb3oBancs mpe-
UMYLIECTBEHHO [IJI TOCTPOCHUS apXUTEKTYPHBIX MOJENEH, a JajdbHENIas BU3yalu-
3alMsl U OPTraHU3alMsl WHTEPAKTUBHOIO B3aMMOJCHCTBUS BBINOJHSUINCH B CPEIE
Unreal Engine 5.

Cpeoa paspadomku

B kadecTBe mporpamMMHON Cpenbl s peanu3aluy MHTEpakTHUBHOTO 3D-Typa
ObLa BeIOpaHa cpeaa paspadotku Unreal Engine 5, paspabotannsiii komnanuei Epic
Games. Jlannas margopma OpueHTHpPOBaHA HAa CO3/IaHUE UHTEPAKTUBHBIX MPUIIOKE-
HUM peabHOTO BPEMEHU U IIMPOKO MPHUMEHSETCS HE TOJIBKO B UTPOBOM MHAYCTPHH,
HO U B apXUTEKTYPHOW BU3yaJIM3allli, BUPTYaIbHON PEKOHCTPYKIMH, 00pa30BaTeib-
HBIX IIPOEKTaX U CUCTEMAaxX BUPTYAJIbHOM pPEAIbHOCTH [4].
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JUts peain3aliui MHTEPAKTUBHOW JIOTMKU B IPOEKTE HCIIOJIB30BAJIACh CHCTEMA
Blueprints — BusyanbHasi cpena nporpammupoBanusi, BctpoenHas B Unreal Engine.
OHa no3BoJIAET CO3AaBaTh CLICHAPUN B3aMMOJEHCTBHS MOJIB30BATENS C BUPTYaIbHOM
cpenoit 6e3 HeoOXOIMMOCTH HANMCaHUs MporpaMMHOro koaa Ha C++. C nmomoisko
Blueprints MoryT ObITh peann30BaHbl 3J1€MEHTHI HaBUTAIMH, TJIABHOE MEHIO, HH(POP-
MAaI[MOHHBIE MTAHEN, UHTEPAKTUBHBIE OOBEKTHI, a TAKKE Pa3IUUHbIC COOBITUS, BO3HU-
KalollKe MpY MepEeMEILICHUH TI0JIb30BATENA 10 CLEeHe [S].

OTtaenbHOE 3HAYECHHWE MMEET MOAJIEPKKA MYJIBTUILIAT(HOPMEHHOM pa3pabOTKH.
Unreal Engine 5 mo3BossieT afanTupoBaTh CO37aBaeMoOe MPUIIOKEHUE JJIs 3alyCKa Ha
MEPCOHANIBHBIX KOMIIbIOTEPaX, MOOMIIbHBIX yCTpolcTBax, VR-000pynoBanuu u apy-
T'UX [EJIEeBbIX I1aTGopmax.

Pezynomamot

[Tocne BBIOOpa cpeapl MOJCTUPOBAHMS U CPEbl pa3pabOTKK HAYaJICS OCHOBHOM
9Tan co3/laHus HHTepakTUBHOTO 3D-Typa. CHavasia ObUTH TOATOTOBIICHBI TPEXMEPHBIC
MOJIeNIU 37aHui ycaieOHOTO KOMILIEKCa, BKIItoUas TiaaBHbIN aBopetl. [Ipu moaenpo-
BaHWH YYUTHIBAIUCH OOIIHE MPOTIOPIIMN COOPYKEHHM, UX PACTIONOKEHUE W BHEIITHHMA
aApXUTEKTYPHBIN 00K (puc. 1).

Hanee monenu Obutn iepeHeceHsl B cpexy Unreal Engine 5, rae 6su1a copmu-
pOBaHa e/lMHasi BUpTyasibHas ciieHa (puc. 2). Ha aTom stare ObLTH BBITOIHEHBI CISIY-
IOIIME ICUCTBUS:

— CO3/aHa cpefa ¢ peabe)oM MECTHOCTH;

— pa3MeIIeHBI MOJICIN 3/IaHUK Ha TEPPUTOPUH yCATLOBI,

— 100aBJICHBI 3JIEMECHTHI PACTUTEILHOCTH U JaHIIIA()THOTO OKPYKCHHS;

— HACTPOEHA BO3MOXHOCTh IEPEMEIIECHHS MOJIH30BATENS TI0 CIICHE;

— pa3paboTaH MpeaBapUTEILHBIN BAPUAHT TIABHOTO MEHIO;

— no0GapyieHbl HH(OOPMAIIMOHHBIC TAOJMYKHA C UCTOPUUYCCKUMHU CBEJACHUSIMH 00
00BEKTax ycaabObl.

Puc. 1. [Ipumep coznannoii B ArchiCAD 3D Moaenu ogHOTo U3 31aHUN yCcaab0bl
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Puc. 2. Penbed MECHOCTH ¢ MOZETISIMU 3[JaHUM U PACTUTEIHHOCTH

[Tocne pa3mernieHrst OCHOBHBIX OOBEKTOB ObLIa BBHITIOJHEHA MIEPBUYHAS HACTPOMKA
T0JIb30BATEILCKOTO B3auMOiecTBUA. [lob30BaTeh MOMy4YMsI BOZMOXKHOCTh TIEpeMe-
IaThCSI 110 BUPTYATbHON TEPPUTOPHUM, OCMATPUBATh 3aHUSI U 3HAKOMUTHCS C KPATKOU
HMCTOPUYECKOU I/IHQ)%)MauHeﬁ, pg,;’MemeHHOﬁ B BUJIE TEKCTOBBIX TaOIHMUEK
“1“‘ I

W3 HOrg
ke Opbix maBHb::::;Tpoe ;
UenTtpanthan HacThL 3manms
! NOCTpoeHa B cTune Gapokko,
| BoKkoBble yactu - B
KNaccUuMCcTUYECKOM cTune.
O6wasn nnowaak - okono 1300 M
_ D Bbinv ABepy U3

Puc. 3. [Ipumep coznanus nHGopMaIMOHHON TaOJIUUKH

Ha nanHoM 3Tarne npoekT npeacTaBiseT coooit padbouyro ciieHy (puc. 4), B KOTO-
poii 00bEeIMHEHBI APXUTEKTYPHBIC MOJICIN, SJIEMEHTHI OKPYKEHHS U 0a30BbIe MHTEP-
aKTUBHBIC (DYHKIIHH.
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Puc. 4. ®parmeHT BUPTYaIbHOU CLIEHBI

JlanpHeiimass paboTa B paMKax pa3paOOTKU CBsi3aHA ¢ YTOYHEHUEM OTACIIbHBIX
AJIEMEHTOB CIICHBI: KOPPEKTHPOBKON PACIIOIOKEHUSI 00bEKTOB, HACTPOMKON MaTepua-
JIOB U OCBEIICHHUS, YIIyUIIIEHHEM nHTepderica U paCIIMPEHUEM CIIEHAPUEB B3aUMO,ICH-
CTBUS MOJIB30BATEINS C BUPTYAJIBHOM cpeion [6].

3axknruenue

B pesynbTaTe BhINOIHEHUS paOOThI OB CO3/1aH MPOTOTUIT HHTEPAKTUBHOTO 3 D-
Typa no ycaapsoe CTporoHoBbIX. B cocTaB mpoekTa BOILIN TPEXMEPHBIC MOJEIH OC-
HOBHBIX 3/IJaHUM yCaJie0HOTO KOMIUIEKCA, BUPTyalbHas cpejia C pesibe(poM MECTHOCTH,
AJIEMEHTHI PACTUTEIHLHOCTH, TJIABHOE MEHIO ¥ HH(OPMAIIMOHHBIE TA0JIUYKU C UCTOPH-
YECKHUMU CBEICHHUSIMHU.

Pa3paboTaHHBIN MPOTOTHUIT TTO3BOJISET MOJIL30BATEIIO TIEPEMEIIATHCS 10 TEPPH-
TOpHUH yCcaabObl B BUPTYAJTIbHOUN Cpejie, OCMaTpUBATh apXUTEKTYPHbBIE OOBEKTHI U TO0-
JTy4daTh KpaTKyr WHMOpMaIuoo 00 UCTOpUHU ycaaeOHOro KOMIUIEKCa. JTO JaeT BO3-
MOYHOCTbh HMCIIOJIb30BaTh MPOEKT KaK CPEACTBO BU3YaJbHOI'O MPEIACTABICHUS UCTO-
PUKO-apXUTEKTYPHOTO OOBEKTA.

JlanpHemee pa3BUTHE ITPOCKTA CBI3aHO C MTOBBIICHUEM JICTAIA3AMNA MOJEIIEH,
yIy4dllIeHHEM KadyecTBa MaTEpPHAJOB U OCBEIIEHHUS, PACIHIMPEHUEM HHTEPAKTUBHBIX
(dyHKIUN 1 aganTanuen Typa Jjis UCTIOJb30BaHUSI C TEXHOJIOTUSIMH BUPTYaIbHOU pe-
anpHOCTH. [Toce 1opaboTKH MPOEKT MOKET MPUMEHSTHCSI B 00pa30BaTEIbHbBIX, TYPH-
CTUYECKUX U KYJIbTYPHO-ITPOCBETUTEIICKUX IETISX.
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