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JlaHHast cTaThs MOCBAIICHA CO3JAHUIO TPEXMEPHOU MOJIeNH (DaKyJIbTeTa B BUPTYAIbHOM
cpezie ¢ MOMOIIBI0 TPOorpaMMBbl it MojeaupoBanus Blender, a Takxe urpoBoro aBrKka
Unreal Engine 5. PaccmarpuBaroTcsi MEepCHEKTHBBI U BO3MOXHOCTH HMCIIOJIb30BAHMS
MOJyYEHHOW BUPTYAJIHLHON CIIEHBI B KauecTBE 0a3bl IS JaJbHEHIINX HMCCIEIOBAHUN U
pa3paboTOK B 00JAaCTH BUPTYAJIbHON PEAIbHOCTH B 00pa30BaTEeIbHOM IPOIIECCE.
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BBEJEHUE

Ha ceronssimiauii IeHb TEXHOJIOTUS BUPTYaJIbHON PEaTbHOCTH HAXOJUT
Bcé€ Oosiee mmpokoe mpuMeHeHne. HecMoTps Ha To, 4TO M3HAYATBHBIN TOTYOK
pPa3BUTHUS BUPTyajbHas PEalbHOCTH MOJyUYHsia OT UTPOBOW MHIAYCTPUHU, B
MOCTIeTHUE TOJIbI OHA HAIILTa CBOE IPUMEHEHHE B TAKUX 00JIACTAX KaK MEUIIIHA,
BOCHHOE JIeJI0 M KOCMOHaBTHKA [1, ¢. 9]. HemanoBakHbIM SIBIS€TCS TO, YTO
BHUpTYyalbHasl PEATbHOCTh OTKPhLIIA HOBBIE BO3MOXKHOCTH B c(pepe 0Opa3zoBaHuUs
U pa3BUTHSL.

[Tpu BBIOOpE (hakynbTeTa AOUTYPUEHTHI HE PEJIKO 3aAyMbBIBAIOTCS O TOM,
Kak OyJeT BBITJIAJIETh MECTO, B KOTOPOM OHU OyAyT yuuThes. VX mpencraBnenue
CKJIaJIbIBa€TCA Ha OCHOBE (poTorpaduil Uiam BUACO U3 JOCTYIMHBIX UCTOYHUKOB,
KaKHUX 4acTo ObIBA€T HEJOCTATOUYHO. PerieHueM 3Toil mpoOiemMbl MOKET OBITh
pa3paboTka Mojenu Koprnyca ¢akyiabTeTa B BUPTYalbHOU cpele, KOTOPBIH
MO3BOJIUT a0UTYypUEHTaM, HE MPUKIIAJbIBAs YCUIUN, MOJTYUYUTh PEATUCTUUHOE
npejacTaBieHue o GaKkyJIbTeTe U ero 00pa3oBaTeIbHON CpeJIe.

Ilenpro paboThl, ONUCAHHOM B CTAThe, SBISIETCS CO3JaHUE BHUPTYaJIbHOU
CpeIibl AJIs1 UCTIONBb30BaHKUs €€ B KauecTBe 0a3bl Uil JALHEUIIINX UCCIIEIOBAaHUN 1
pa3paboTOK B 00JaCTH BUPTYaIbHOU peaibHOCTH. Takue pa3pabOTKH MO3BOJISAT
peluTh MpoodJieMy HE TOJIBKO Il a0UTYPUEHTOB, HO U JJis CTyJIeHTOB. OHuU
CMOTYT HIPOBOJUTH BUPTYaAJIbHBIE IKCIIEPUMEHTBI, OCBAUBATh HOBBIE HABBIKU U
NPaKTUYECKH ITPUMEHSATh CBOM 3HAHHSI B CUMYJIMPOBAHHBIX YCIIOBHUSX, 4 YYACTHUE B
MEPOTIPUATHUAX U TPOEKTAX, TO3BOJIUT OoJiee TIIyOOKO MOTPY3UTHCS B YICOHBIN
npoiiecc U atmocdepy pakynbTeTa.
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MATEPHAJIBI U METOAbI UCCJIEJOBAHMUSA

Pazpabotka 3D-momenu oOCymecTBIsUIach CpPEACTBAMH MPOTPAMMBbI
Blender, kotopast Obla BeIOpaHa 3a CYET TAKUX Ka4EeCTB, KaK: IMPOKHA HAOOD
WHCTPYMEHTOB, MAaJICHbKUU pa3Mep HucHojHsemMoro ¢aiila W MOHSTHBIN
unrepdeiic. ITomumo srtoro, Blender sBnsiercs abconroTHO OecruraTHON
[IPOIPAMMOU, YTO OTJIMYAET €€ OT OCTAIIBHBIX KOHKYPEHTOB.

B xauecTBe HCXOAHBIX JaHHBIX ObUTA UCTIOJB30BAHBI CHUMKH (PaKyJIbTeTa,
a TaKXKe IUJIaHbl 3TaXKeH, KOTOpble OBbLIM HMHTErPUPOBAHBI B MpOrpamMmy B
kauectBe Reference u Background cooTBeTcTBEHHO.

[Mocne yero, ucnonb3ys uHCTpyMeHTapuii Blender, 6puta cmoaenupoBana
MozeNb 37aHus (akyinbTeTa, KOTopas BKJIouyajga B ce0s OKHa, JABEpH,
BHYTPEHHME M BHEIIHME CTEHbI, a TaKxe Jpyrue jgertanud. Pesynbrar
MO/ICJIMPOBaHMS NOKa3aH Ha puc. 1.

Puc. 1. 3D-monens ¢akynbrera B Blender

JInst manbHEHIIero KOPPeKTHOTO HAJIOXKEHUS TEKCTyp Ha Mozenas B Unreal
Engine tpeboBasiock pa3ieiiMTh MOJACIb HAa OTACIbHBIC Martepuaibl. [Tocie
CO3JJaHUsI MaTepUalOoB C COOTBETCTBYIOIIMMHU HAa3BAHUSIMU  CIIEIOBAJIO
BBIJICNIUTHh KAXKIYI0O YacTh MOJEIH M TPHCBOUTH HEOOXOMMMBIA MaTepual.
3arem, B pexkume Viewport Shading, Mo>kHO OBUTO POBEPUTH MPABUITBHOCTD U
TOYHOCTH HAJIOKEHUS TEKCTYP, YTOOBI yOUTHCS B UX COOTBETCTBHH.
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CrnenytouuMm stanom Obu10 coznanve UV-pazBeptok. /st 6onbinHCTBa
yacTel MOJENH P CO3JaHUU pa3BEPTKHU XBaTajo npumenenus Smart UV pro-
ject, HO I HEKOTOpBIX, OOJiee CIIOKHBIX T€OMETPUH, HEOOXOJUMO OBLIO
HaKJIaJbplBaTh IIBbI, KOTOPbIE SIBIAIOTCS CBOEro poja yKaszaTelleM JUJIs
MpOrpaMMBbl, JJI1 KOPPEKTHOU pa3BEPTKU moxenu. [locne aToro mpu nomomu
mwiaruda Texel Density Checker ycranaBmuBajics enuHblii mapamerp texel
density— 3HaueHue pasperieHus TEKCTyp Ha IUToIaas reomerpuu [2, c. 101].
Takoi MeTO1 TO3BOJISAET MOAAEPKUBATH OJUHAKOBBIM YPOBEHbD JIETAIN3ALIMU Ha
BCEM MOJICIH.

[locne coznanus 3D-monenu, pa3jieneHus MarepuanoB U co3ganuu UV-
pa3BEPTOK MOJENb TOTOBa K 3KcmopTy. s mocnenyronieil BU3yain3anuu B
BUPTYyalibHON cpene Obul BbiOpaH wurpoBoit nBmwxkok Unreal Engine 5.
[lepBoHauanbHO TUIATQOpPMA MCMONB30BATIACh ISl pa3pabOTKU BUACOUTP OT
nepBoro juiia. B Hacrosiiee BpeMsi OHa HMCHONB3YETCS JJIS CO3JaHUS UTP
pPa3IUYHBIX JKAaHPOB, a TaKKEC BHUPTYAIbHBIX TYPOB, TPEXMEPHBIX CIICH H
AKCKYpPCHiIl C UHTEPAaKTUBHBIMU 3JIEMEHTaMH [3, ¢. 239].

[Mpu »skcmopte wMoaenu wucnoib3oBaics Gopmar «.fbx», koropsrii
obecreurBaeT HEOOXOAMMYIO Tiepeiauy reoMeTpuu U Matepuanos B Unreal En-
gine.

[lepen 3amyckom aBHXKKa TpeOOBajIOCh YCTAHOBUTH COOTBETCTBYIOIIHE
BUPTYaJbHOMY YCTPOWCTBY IUJIaTMHBI, B paMKax JaHHOW paboOThbl, 3TO OBLIN
mwiaruael s BupryanbHoro muiemMa HTC VIVE. U tonsko mocne aToro,
3allyCTUB JBUIKOK, CO3JaBajCsi IMPOEKT C TOJJEPKKOW BHUPTyabHON
pPEaNbHOCTH.

B mpoekte Obuto HacTpoeHo ocBemieHwe Lumen. JlaHHas TEXHOJIOTHS
MO3BOJISIET PEAIN30BaTh OCBEIIEHUE, IPOCYUTHIBAs €T0 B PEaTbHOM BPEMEHH,
YUUTBIBAsI OTPAXKEHHBIN CBET OT APYTUX 00bEKTOB. Takske ObUIH MOATOTOBICHBI
MaTepHalbl, 4aCTh M3 HMX CO3/aBajach Bpy4HyI0 B mporpamme Aboder Pho-
toshop u HacTpamBaiiach HEMOCPEICTBEHHO B CAMOM JBIDKKE, a Ipyras 4acTh
Obl1a B3sata u3 Quixel Bridge, uro sBiseTcs OecruiaTHOM OMOJMOTEKOM s
3arpy3ku marepuaioB B Unreal Engine.

HactpouB ocBemieHne u TOATOTOBUB Marepuai, B TMPOEKT ObLIa
uMIoptupoBaHna co3aantas 3D-monens dakynbpTeTa. [Tocie yero Ha He€ ObLIN
HAJIOXKEHBI TOJITOTOBJICHHBIC MATEPUAITHI.

Tax xak 4acTh 31aHUSI HAXOIUTCS TIOJT HAKIIOHOM, C TIOMOIIIBIO Pa3TUIHBIX
kucted, B pexumme Land scape, Obut MomuduIMpoBaH JaHAmMAGT B
COOTBETCTBHHM C JIEWCTBUTEIBHOCTHIO. Takke Ha HEro OBUIM HAIOKCHBI
TEKCTYpHI U B peskumMe Foliage Oputa 1obaBiieHa pacTUTEIBHOCTD, B BUJIE TPABHI,
JepeBbeB U KycTapHUKOB. [lociaegnuM 3Tanom Oblia HacTpOiika BUPTyalbHOM
KaMephl 1 3aITyCK POSKTAa.
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Ha puc. 2 npeacraBieH CKpUHIIOT, CIEJIaHHBII BO BpeMs TECTUPOBAHUS
BUPTYaJIbHOMN CPEMBI.

Takum oOpa3om, B JAaHHOW pabOTe NPENCTABIECH MPOLECC pa3pabOTKu
TpEXMEpPHON Monenu 31aHus (pakyibTeTa paguoPU3UKH M KOMIBIOTEPHBIX
texHonoruii BI'Y B BupTyanbHOM cpezne. Pesynbrat paboTbl MOXET OBITH
MCIIOJIb30BaH ISl 03HAKOMJIEHHS C (PaKyJIbTETOM, a TAKXKE B Ka4eCcTBE 0a3bl AJis
oOy4eHHMsI U HCClIeJOBaHUIM B 00JaCTH BUPTYaJIbHOM pEeaIbHOCTH.

Puc. 2. CKpuHIIIOT pe3ysibTaTa BUPTYAIBHOM CPEIIbI
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