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AHHoTanms. B craThe npencTaBieHbl OCHOBHBIE PE3yJIbTaThl Pa3pabOTKH MPOrPaMMHOIO CPECTBA
IUIs aBTOMaTU3UPOBAHHOIO aHAJIN3a U IPOEKTUPOBAHUS O3€JIEHEHMs JKWIbIX TeppuTopui. Jlis pea-
au3alMyu ObLIM HMCTIONB30BaHbl si3bIK Python ¢ O6mOmmorekamm reoananuza (OpenCV, NumPy,
Rasterio, GeoPandas, Shapely) u cpena Unreal Engine 5 quist Bu3yanuzamuu. [Iporpammuoe cpecTBo
COCTOMT U3 ABYX AHAJUTHUUECKUX MOAYJIEH N MOy BU3yann3auuu. [IepBblil MOayIb 11O CITyTHUKO-
BOMY CHMMKY aBTOMaTH4€CKH BBIIEISIET CYIIECTBYIOLINE I€PEBbs U (POPMUPYET TaOJIUILy UX KOOP-
JUHAT U IIapameTpoB. BTopoil Moaysb ¢ y4€TOM HOPMATUBHBIX OTCTYIIOB, 30H OTPaHUYCHUN U UH-
COJISILIMM T€HEpUpPYeT PEKOMEHJALU 110 pa3MEIEHUIO HOBBIX JepeBbeB. Tperuil Monyns B Unreal
Engine 3arpy>xaeT nojy4eHHble TAOIULBI K 0TOOpaXaeT CyIIECTBYIOLIHE U IPOCKTHPYEMBIE IEPEBbs
Ha TpEXMEpHOH clieHe 3acTpoiiku. [IpuBeneHs! pe3yabTaThl TECTUPOBAHMS, TOATBEPXKAatoIIne pado-
TOCTIOCOOHOCTH U MPOU3BOJAUTEIHHOCTD Pa3padOTaHHOTO PEIICHUSI.

KiroueBble c10Ba: 03elIeHEHHE )XUIIBIX TePPUTOPUH, criyTHUKOBBIE naHHble, NDVI, Unreal Engine,
Python, reonHpopmalMoHHbIE CUCTEMBI, BU3yaJIn3alLus, TeHepalys peKOMeHAalui
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Abstract. The article presents the main results of the development of a software tool for the auto-
mated analysis and design of landscaping in residential areas. Python with geospatial analysis librar-
ies (OpenCV, NumPy, Rasterio, GeoPandas, and Shapely) and Unreal Engine 5 for visualization were
used for the implementation. The software consists of two analytical modules and a visualization
module. The first module automatically detects existing trees from a satellite image and generates a
table containing their coordinates and parameters. The second module generates recommendations
for the placement of new trees, taking into account regulatory setback distances, restricted zones, and
insolation conditions. The third module, implemented in Unreal Engine, imports the generated tables
and visualizes existing and proposed trees within a three-dimensional urban development scene. Test-
ing results confirming the functionality and performance of the developed solution are presented.

Keywords: residential landscaping, satellite data, NDVI, Unreal Engine, Python, geographic infor-
mation systems, visualization, recommendation generation
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Beeoenue

[TpobnemMa CUCTEMHOTO 03€JICHEHHUS KIIBIX TEPPUTOPHI CTAaHOBUTCS BCE Ooee
aKTyaJbHOU B YCJIOBHSX ypOaHU3aluU. 3elNEHBIC HACAKICHUS YIyUIIaloT MUKPOKIIH-
MaT, CHUKAIOT IITyM, OYHUIIAIOT BO3IyX M MOBBIMIAIOT KOM(OPT mpokuBanusi. OgHaKO
CYIIIECTBYIOIINE TOAXO/bI K MPOSKTUPOBAHUIO O3EJICHEHUSI YacTO JIMOO TPYIOEMKU
(py4HOl 00XOJ] TEPPUTOPHUH, U3MEPEHUE KAXKIOTO JepeBa), MO0 HE 00ECIEYNBAIOT
HaMISITHOCTH (TUTOCKHE cXeMbl, TabmuIiel). C pa3BUTHEM CITyTHUKOBBIX TEXHOJIOTHH U
CUCTEM TPEXMEPHOH BU3yaTH3alliH IMOSBUIIACH BO3MOXHOCTh aBTOMATU3HPOBATH IPO-
11eCC MHBEHTAPH3AIIUHU CYIIECCTBYIONTUX JICPEBHEB U ONITUMHU3UPOBATH Pa3MeIeHNE HO-
BBIX, COOJIIO/1ast HOPMATUBHBIC TPEOOBAHUS U YUUTHIBAS DKOJIOTHYCCKUE (DaKTOPBI.

[{ems paboThI — pa3paboTKa MPOTPAMMHOTO CPEJICTBA, KOTOPOE TIO CITy THUKOBBIM
JTAHHBIM U MOJICTH 3aCTPONKH aBTOMATHYCCKH (OPMUPYET TAOJUITY CYIICCTBYIONTUX
JIEPEBBEB, TCHEPUPYET PEKOMEHIAIINN TI0 MTOCATKE HOBBIX C YUETOM OTPaHUYCHUHN H
MpeaoCcTaBisAeT HHTEpakTuBHYIO 3D-Busyanuzarnuio B Unreal Engine [1].

Hccneoosanue npeomemnoii oonacmu

CyuiecTBytonme MeToAbl MPOCKTUPOBAHUS O3€JIECHEHUS MOYKHO PA3ACIIUTh Ha
TPH TPYIIIIbL:

TpanauuroHHOE pyYHOE MPOEKTUPOBAHUE — BBIE3]] CHELUAIMCTA HA MECTHOCT,
¢doTodukcanys, HaHECEHUE JIepeBbEB Ha Iu1aH. HegocraTku: BhICOKas TPYA0EMKOCTD,
CYOBEKTUBHOCTb, HEBO3MOKHOCTh TOYHOTO YUETa MHCOJISLUYU U 3aTCHEHUS OT 3JJaHU.

' C-cuctemsl (QGIS, ArcGIS) — mo3BosisitoT 06padbaThiBaTh CIIyTHUKOBBIE JJaH-
HbIE, BBIUUCIIATh BEreTal[MOHHBIE MHJIEKChI, CTPOUTH KapThl. OJJHAKO OHU HE aBTOMa-
TU3UPYIOT T€HEPALMI0 PEKOMEHIAIMM M0 MOCAJIKEe U HE MPEAOCTABIIAIOT BCTPOCHHBIX
cpeAcTB (HOTOpeaTUCTUYHON TpEXMEPHON BU3yanu3amuu [2, 3].

Apxutextypsble Bu3yanuzaTopsl (Twinmotion, Lumion) — gatoT KauecTBEHHYO
3D-kapTHHKY, HO pacTE€HUsI pacCTaBISET MOJIb30BATEIb BPYUHYIO, O0€3 OMOpHI HA Ireo-
AQHAJIMTUKY U HOPMATUBHBIE OTPAHUYCHHUSI.

Taxum 00pa3om, cyliecTByeT Mpooen MeXIy aHaTUTHUYECKUMU UHCTPYMEHTaMU
U cpeicTBaMU Busyanusanui. [lpeqnaraemoe perienue 3amnoiHsaeT ero, 00beInHss aB-
TOMAaTUYECKYI0 00pabOTKy CIYTHHUKOBBIX CHUMKOB, I'€HEpALUI0 PEKOMEHJAlui Mo
paBUiIaM U BU3YyaJIM3alHI0 B COBPEMEHHOM UTPOBOM JIBUKKE.

Memoowvt u mexnonozuu

Jlis peanu3anuy MporpaMMHOTO CpeICTBa ObLT BEIOpaH CIeTYIOIIHM CTEK TEXHO-
noruii. OCHOBHBIM S3BIKOM pa3pa0OTKU AaHAIMTUYECKUX Mojynel sBisgercs Python
[4]. dns 06pabOTKM CIIyTHUKOBBIX CHUMKOB U BBIJICJIEHHSI KPOH JE€PEBHEB MCIOJIB30-
Basiuch OubMoTeku rasterio [5] (urenne GeoTIFF u reonpusszka), numpy [6] (maTe-
MaTH4YeCcKue oreparuu), opencv [7] (Mmopdomornueckas GuabTpamus U TMOUCK CBS3-
HBIX KOMIIOHEHT). Brrunciienne BeretaniuoHHOro uHiekca NDVI BbINOSHSIOCH MO
KpacHOMY H OnxkHeMy uHpakpacHOMy KaHanam. J1jis paboThl ¢ BEKTOPHBIMU JIaH-
HbIMH (TpaHMIIA y4acTKa, 30Hbl OTPAaHUYECHHM, CYIIECTBYIOIIME JEPEBbs) MPUMEHS-
nuck ombimoteku geopandas [8] u shapely [9] — onu mo3BoJIsAIOT cTpOoUTH OydepHbIe
30HBI, BBINOJHATH ONEPALMN BEIYMTAHUS MOJUTOHOB U MTPOBEPSATH BXOXKICHUE TOYEK.
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Kondurypanumonnsie napamerpsl (0ydepsl, MUHUMAJIbHBIE PACCTOSIHUS, IIar CETKH)
BbIHECEHHI B (ailnl popmata Y AML u 3arpyskatorcs yepes pyyaml [10]. Bee Tabnuis
coxpanstorcs B popmare CSV ¢ ucnonb3oBanuem pandas [11].

Busyanuzanus peanuzoBana B cpeae Unreal Engine 5.6. Bribop nBuxkka o0y-
CJIOBJIEH (OTOPEATUCTUUHBIM PEHIECPUHIOM, CUCTEMOM AMHAMUYECKOTO OCBEIICHUS
Lumen, a Take BCTpPOEHHBIMH MEXaHU3MaMH ypoBHel neranu3anun (LOD), koTopeie
MO3BOJIAIOT OTOOpa)KaTh THICAYHM JIEPEBbEB 0€3 MaJeHUs MPOU3BOIUTEIBHOCTH. 3a-
rpy3ka CSV-@aitnoB u paccranoBka 3D-Mozeneli 1epeBbeB BBITIOJHEHBI HA SA3BIKE BU-
3yallbHOro mporpamMmupoBanust Blueprints. [[is kaxmaoi CTpOKH TaOIMIbI TPOU3BO-
JSTCSl IPOBEPKA BAIMIHOCTH JAHHBIX, KOHBEPTAIUs reorpa@uueckux KOOpAWHAT B
MUPOBBIE KOOPAUHATHI CIICHBI U cO3/laHKe akTopa (Spawn Actor) ¢ COOTBETCTBYOIIEH
MoJienbi0. Moaenu aepeBbeB (0epésa, n1y0, cocHa, KycTapHUK) co3ianbl B Blender [12]
¥ UMEIOT TI0 YeThIPE YPOBHS JETAIM3AINH: MaKCUMallbHas JeTalu3alns Ha PaccTos-
Huu 10 30 MeTpoB, cpennsis — 10 80 MeTpoB, HU3Kas — 710 200 METpoB, U cripaiT (OuJ-
n6opxa) — nanee 200 metpoB.. [ToaroToBKa reolaHHbIX (KOHTYPHI 3[JaHUM, JOPOT, 3eTE-
HBIX 30H) BBINOJHEHA ¢ ToMolbio agaona BlenderGIS [12], koTopslii 3arpyxaeT uH-
dhopmaruio U3 OTKpeITOro ucrounuka OpenStreetMap.

Jlyist 3amycka aHanuTAUYecKuX Moaysieit u BeizoBa Unreal Engine pa3zpaboran rpa-
¢dbuueckuii uatepdeiic Ha Tkinter [13], npenocTasistontuii Tpu KHONKU: «DyHKIHS 1»
— aHaNu3 CYLIECTBYIOIIUX JepeBbeB, «DyHKUMS 2» — TeHepalus peKOMEHIaluH,
«Dynkuus 3» — otkpeiTre cueHbl B Unreal Engine. Bee Tpu moaynst oOMeHuBaroTCs
naHHeIMH yepe3 CSV-¢aiipl, 4To 0OecneurBaeT UX HE3aBUCUMOCTh U BO3MOYKHOCTb
Mo U (pUKaIy.

O06o00méEnHast CTpyKTypa pa3pabOTaHHOTO MPOTPAMMHOTO CPEACTBA MPE/ICTAB-
neHa Ha puc. 1. Cxema oTpakaeT MOAYJIbHYI0 OPTaHU3ALMI0 CUCTEMBI U MOCJIEI0BA-
TETHbHOCTh OOMEHA JAHHBIMH MEXAYy aHaJUTHUYECKUMU KOMIIOHEHTaMH, TMOJb30Ba-
TeIbCKUM HHTEep(deiicoM u cpenoit Busyanusaiuu Unreal Engine.

PaboTa nporpaMMHOTO Cpe/icTBa HAYMHAETCS C 3aIlyCKa MPOEKTa MOJIb30BaTEIEM
u nepexoa B rmaBHoe MeHio Unreal Engine. M3 rmaBHOro MeHI0 JOCTYITHBI TPU (PYHK-
[IMOHAIBHBIX HAMPABJICHUS: aHAJIU3 CYIIECTBYIOIIMX JPEBECHBIX HACAXKICHHUH I10
CIIyTHUKOBBIM JJAHHBIM, T€HEPALIHs PEKOMEHTyEMbIX TOYEK pa3MEIICHUSI HOBBIX JIepe-
BbEB U OTKPBITHE YPOBHS C BU3yanu3aluen pe3yabTaToB. [lepBoiil hyHKIIMOHATBHBIH
0JIOK MpeHa3HAYEeH ISl 3arPy3KH UCXOJIHOTO CITyTHUKOBOTO M300paKeHUsI U €T0 TO-
cnenyromeir 00padoTku B Python-monyie 1. B pamMkax maHHOTO 3Tara BRITOTHSIIOTCS
oTepaly MpeaBapuTeNbHON (QUIBTPAllMU U300paKEHUS, BBIICICHUS PACTUTEIHHO-
CTH, OTIpEeNIEHUsI KPOH J€PEBbEB U (POPMUPOBAHUS PE3YIbTUPYIOIIEH TaOIUIIBI CY-
IIECTBYIOIIUX JiepeBbeB. Tabmuua 1 coaep XUt uaeHTu(uKaTop 00beKTa, KOOPAUHATHI
U TUI WM BUJ JEPEBa, €CIU Takas Kiaccuukaius mperycMOTpeHa BXOJHBIMU JIaH-
HBIMU WJIM pE3yJIbTaTaMu AU PUPOBAHHUSL.

Bropoii ¢dyHKIMOHAIBHBIN OJIOK peaau3yeT reHepaliio HOBBIX TOUEK pa3Melle-
HUA JPEeBECHBIX HacaxaeHuil. [lonb3zoBarens 3a7a€T OrpaHUUEHUs IPOCKTUPOBAHMUS,
BKJIIOYAasi MUHUMAJIbHBIE OTCTYIIbI, IMyCThIE€ 30HBI, 00JACTH MHCOJSIUU, 3alpPETHHIC
30HBI U MHBIE IPOCTPAHCTBEHHBIE MAPAMETPhI. Y Ka3aHHbIE OTPAaHUYECHUSI TIEPEIAt0TCS
B Python-moynb 2, KOTOpBIN UCTIONB3YET Pe3yIbTaThl aHATN3a CYIIECTBYIOLINX JIepe-
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BbEB, JaHHBIE O TEPPUTOPHUHU U 33JjaHHbIE [10JIb30BaTeeM napaMeTpsl. Ha Beixone dop-
MupyeTrcsi Tabnuna 2, coaepikailas peKOMEHyeMble HOBBIE JEPEBbsl C YKa3zaHHUEM
uaeHTU(pUKaTOpa, KOOPAUHAT, BUAA U OTPaHUYCHHIA, MOBIMSBIINX HA BEIOOP KaXKI0M
TOYKH Pa3MEILLEHUS.

Tperuit pyHKIMOHATBHBIA OJIOK OTBEYAET 3a BU3YaJbHOE IPEACTaBICHUE pe-
3ynbTaTtoB B 3D-cuene Unreal Engine. Moyns Bu3yanu3aliui CUNTHIBACT JJaHHBIC U3
Tabiui 1 U 2, BEIMOJHSIET IpeoOpa3oBaHue KOOPJUHAT B CUCTEMY KOOPAMHAT CILIEHBI
1 0TOOpaxaeT COOTBETCTBYIOIINE OOBEKTHI B COCTaBE IIU(POBOI MOJIETTU TEPPUTOPHH.
B pesynbrare B equHoi 3D-clieHe 0TOOpa)karoTCs CYIIECTBYIOUINE IEPEBbs, PEKOMEH-
JyeMble HOBbIE MOCAKH, 3aCTPONKA U MPOCTPAHCTBEHHbIE OrpaHndeHus. Takas opra-
HU3alMs 00ecrneurBaeT pas3jiesieHre 3a/1a4 MKy aHATUTUYECKUMU MOAYJISIMU U MO-
IyJIeM BU3yaJu3alllM, YNPOIIAET OTIAAKY OTAEJIbHBIX KOMIIOHEHTOB M MO3BOJSIET
HE3aBUCUMO MOJU(DUIIMPOBATH aIrOPUTMbI 00PAOOTKH CIIYTHUKOBBIX JTAHHBIX, FE€HE-
paruu pekoMeHaamuil u oroopaxenus oobekToB B Unreal Engine.

" MNonbaoBatens
aanyckaeT npoexT

|

AHanNW3 cNyTHUKOBBIX AaHHBIX maBHoOEe MeHIo NpoekTa OTKpbITME YPOBHSA
no CyUWECTBYOLNM IePEBbAM Unreal Engine C BU3yannaaumnen

3arpyaka uaobpaxeHus OTKPEITME YPOBHA
¥ PaamelleHne HOBbIX nepeBbeB
3arpysKka UCXOHOTO C y4€TOM OFDaHHHEHHﬁ none3oearena

CNYyTHUKOBOIo maoﬁpax{eHwﬂ . I .
o HaCTpOWKa OrpaHU4yeHu
| ¥

Mopynbs Buayanusaumm UE
C6op gaHHbIX M2 Tabnuy 1 n 2

1 oToBpaxeHne 06bLEKTOB B clLieHe
OTCTYNbI, NYCTHIE 30HbI, y
nepena4va n3obpaxeHns A A
. MHCONALWA, 3anpeTHLIe obnacTtu i I
\ — —— I |
Python-moayne 1 T : :
ObpaboTtka ncxogHoro uobpaxeHus napameTpbl reHepaLmm i I
. L . BW3ayanuaauus
[ ' Python-moayrb 2 ! |
pe3ynerat aHanuaa leHepal s HOBLIX TOYEK pasMellleHus R T
[epeBbeB
Ha OCHOBE [AaHHLIX Moayns 1
Tabnuua 1 L~ A Ay

CylLecTByOL1E AEPEBbA: ' |

|
|
|
|
|
i | 3D-cueHa Unreal Engine
ID, KoopavHaTbI, BUA pe3ynsTaT reHepauum \
|
|
|
|

I
I
|
|
:
|
CyulecTBylolLMe NepeBba |
I
I
|
|
I
|
|

HoBble nocagku

Tabnuua 2 3acTpolika 1 orpaHuHeHUs

PekomeHyemble HOBbIE EPEBDLS:
ID, koopOuHaTkI, BU1, OFpaHUYEHNS

|
|
L

,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,

Puc. 1. KonuenryansHas cxema GyHKIMOHUPOBAHUS CUCTEMBI

Pezynomamot

B pesynbrare paboThl OBIJIO CO37JaHO MPOTPAMMHOE CPEICTBO, PEATTU3YIOIIEee TPH
ocHOBHBIC GyHKIHH. [lepBast GyHKINS — aHATTN3 CITYTHUKOBBIX TAHHBIX — TI0 3arpy’KeH-
Homy GeoTIFF Beruucnser NDVI, Beigensier kpoHsl, hopMupyeT ¢aiin existing_trees.csv

(puc. 2).
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§ Cucrema osenererns — ynpaenenme AaHHsIMK = O X

Cncrema pasmelLeHUSA AEPEeBLEB HA OCHOBE CNYTHUKOBbBIX CHUMKOB

UE-npoext (.uproject): E:\Test\Test.uproject BeiBpare npoekT...
Manka ganHen: E:\Test\Runtime_data
DyHiyma 1 PyHKLMA 2 OyHKuwma 3
Aranuz cywecTayrouix PasmeLenmne pekomergyemen OTkpeITe yposeHs

JAEpPEBLER AEpEBRED 8 Unreal Engine

CwcTema rotoea k pafoTe.

KopeHe npoekTa: E:\yueba_paboTalKafka_VKR

UE-npoekT: E:\Test\Test.uproject

[3ANYCK] ®yHeuwa 1 — Python-mopayns 1: aHanWs CyWecTBYWUMX ASPEBLEB

[FOTOBO] dyHeuma 1 — Python-mogyns 1: aHanws cywecTEyOWWX JepeBseB: IanucaHo 3 cTpok = existing_trees.csv
[3ANYCK] ®yHEUMA 2 — Python-mogyne 2! redHepauua pasMelleHWA AepeBbeB

[TOTOBO] ®yHeUWA 2 — Python-moayns 2! reHepayWA pasMEWleHWA AepeBbeB: SanucadHo 487 cTpok + recommended_trees.csv

Puc. 2. Uurepdeiic MOOMIBLHOTO MIPUIIOKEHUS

Ha TectoBoM kBaprane miomiaapio 0,5 km? o0Hapyx)eHo 187 cyliecTByomux ae-
peBbeB. BTopas QyHKkuus — reHepaiusi peKoMeHAali — ¢ y4éTOM HOpMaTUBOB (OT-
CTYI OT 3JaHUM 5 M, OT J0por | M, OT CyIIECTBYIOIIMX I€PEBBEB 4 M) U 30H UHCOJIALIMH
crenepupoaia 407 peKOMEHI0BaHHBIX MECT OCaAKU. Bce Toukn HaXOaATCsl BHYTPU
IPaHUIIbl YYACTKA U HE NIEPECEKAIOT 3aMPETHBIEC 30HBL. TpeThs (yHKIMS — BU3yaIn3a-
st B Unreal Engine — o6ecnieunBaet cTabuibHy0 9acToTy KajapoB 58—72 FPS Ha koH-
¢urypanuu 15-12450H / RTX 3050 Ti/ 16 I'b npu otobpaxenuu 1000 nepeBbeB; Oa-
roaaps ucnoJib3oBanuo LOD narpy3ka Ha GPU cuuxkena 1o 65 %.

[IpoBeaeno tectupoBanue: 10 MOIyJIbHBIX TECTOB (pytest), 3 MHTErpalMOHHBIX,
4 MpoBEepKU BaTUIAIIMU BBIXOJAHBIX JTAHHBIX — Bce 17 TECTOB mpoiiacHbI. BBIXO1HBIC
CSV-aiins monHocThi0 coBMecTuMbl ¢ Unreal Engine, koopauHaThl iepeBeICHbI B
cautumeTpsl (Macmtad x100). Ha manHbIii MOMEHT Bce JaHHBIE TMOJB30BATEINs Xpa-
HATCS B TaMATU MOOWIbHOTO Tenedona. Mcnonb3oBanue TabauIl sl SKCIOpTa Mo3-
BOJIUT MOJIb30BATEIO YIIPOCTUTH B3aUMOJECHCTBUE C JIEHAIIUM BPayOM-3HI0KPUHOJIO-
roM, KOTOPOMY HEOOXOAMMO PETYJIIPHO CIEINUTh 3a COCTOSIHUEM NanueHnTa. O0yyaro-
M€ KapTOYKH MO3BOJISIT, B CBOIO OUEPE/Ih, JIyUIlle pa300paTbcs Kak ¢ GyHKIIMOHATIOM
MOOMJIBHOTO TIPHJIOKEHUS, TAK M, YACTUYHO, C MPOOJIEMHBIMU BOTIPOCAMH, C KOTOPBIM
MOXET CTOJIKHYTHCS MOJIb30BATENb.

3aknwouenue

Pa3zpaboTanHoe mporpaMMHOE CpEJICTBO MO3BOJIIET aBTOMATU3UPOBATh TPYI0EM-
KMI NPOLECC NHBEHTAPU3AIMHU CYIIECTBYIOIIUX JI€PEBBEB U MPOCKTUPOBAHUS HOBBIX
nocafiok. OHO o0beauHsAEeT BO3MOXKHOCTH reoaHanuTuku (NDVI, OydepHbie 30HHI,
ceTKa KaHauaaToB) U (oTopeanucTuyHor 3D-Bu3yanu3aiuu, JOCTYIHOMW JJIs HecTe-
[IUATUCTOB. Perienre MoKeT ObITh MCMOJIB30BAHO JAHAIIAPTHBIMA apXUTEKTOPAMH,
CTyJIeHTaMU TPOQIIbHBIX HAMPABICHUN U MYHUIIMTIIAIBHBIMU CITy»)K0amu. B nepcrek-
TUBE IJIAHUPYETCS 100aBUTh HEHPOCETEBOE PACIIO3HABAHNE BUOB JepeBbeB [14], un-
terpauuto ¢ BIM-monensiMu v noaaepxKy BUPTYyIbHOM PEAIbHOCTH.
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