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AHHOTaUMA

B cmameoe onucaH Ho8bIli N00X00 K apxumeKkmypHOU 8u3yanusayuu ¢ Ucnoib308aHueM peHdepa 8 pe-
JUMeE peasibHo20 8peMeHU. B kayecmee npumepa paccmampusaemcs npoyecc nocmpoeHus 8upmyans-
HOU cueHbl, co30aHHol Ha 6asze BIM-modenu. MicxodHas modens co30aHa 8 NnpoepaMMHOM KOMNJeKce
Autodesk Revit, a mekcmypel u 3neMeHmesl 0ekopa dopabomarsl 8 Autodesk 3ds Max u Mol 3d. [odpo6-
HO 0NUCAHA 803MOMHOCMb CO30aHUS CUCMEMbI BU3YANbHbIX cueHapues Blueprints e uzposom 0suike
Unreal Engine 0n15 peanu3ayuu noJHOUEHHOU UHMEPAKkmueHoU supmyanbHol cuyeHel. [1pednoxeHHbIl 8
cmamee nodxo0 0dem 803MOIHOCMbL C030aMb peanucmu4Hbili peHOep 8 pexcume peanbHo20 8peMeHU,
no3seosisiem OUHAMUYHO MEHSIMb UHMepbep, a makie peanudyem y0obHbili cnocob obHapymeHus 803-
MOXMCHbIX KOU3UU.

KnioueBblie cnosa:

uHgopmayuoHHoe modenuposaHue 30aHus (BIM), supmyansHas peansHocms (VR), Unreal Engine (uepo-
80U 08UX0K), Blueprint (cucmema 8u3yanbHo20 ckpunmuHaa), 3D-modenuposaHue

HccienoBanusi BHINMOJHEHBI 32 c4eT cpeacTB PenepanbHOro rocyiapcTBeHHOro 0101:KeTHOro 00pa3oBa-
TeJIBHOT0 yupe:kaeHus Boiciiero oopazosanus «Cankr-IlerepOyprekuii rocynapcTBeHHbIi apXHTEKTYPHO-
CTPOUTEJILHBIN YHHBepcuTeT» B pamkax rpanta CIIGIACY B 2018 rony Ha BbINoTHeHHE CTyIeHYECKHX HAY4YHO-
HCCJIeIoBaTeIbCKUX PAadoT 1Mo HAYYHOMY HanpasieHuI0 «CTPOUTENLCTBOY.

B 90-x rr. XX B. 0051aCTh apXUTEKTYPHOTO MPOEKTUPOBaHUsI Obljia peoOpa3oBaHa Oaarogapst 1iu-
POKOMY BHEIPEHHUIO KOMIBbIOTEpoB U porpamm CAIIP. DTta peBomroius MOBIUsIIA Ha BECh MPOIIECC
MIPOEKTUPOBAHHUS, BKIIIOUAsT METOABI MIpe3eHTaIu. MIMest moMHOIEeHHYI0 HHPOPMAIIMOHHYIO MOJIEIb
3panus (BIM), c momombio cpenctB VR MoxkHO co3aath 3 QeKT MoTHOTOo MOrpy>KEHUs B Cpey CTPO-
UTENBHOTrO 00bekTa. C MO3UIMN KOHEYHOTO MOTPEOUTENsI 3TO YHUKANbHAS BOBMOKHOCTh HE TIPOCTO
YBUJETbH 3aBEPIICHHBIH MPOIIECC CTPOUTENTHCTBA, HO M OKYHYTHCS B CO3/IaHHBII TEXHUYECKUMU CPel-
CTBaMH MHpP, MAaKCUMAJIbHO MPUOIKEHHBIN K peaTbHOMY, TPOUTHUCH TIO €IIe CTPOSIILIEMYCS KUITBIO,
a TaKk)ke M3MEHHUTh UHTEPhEP B pexume peanbHoro BpemenH [ 1]. C mo3uiumn nHxeHepa uin apXuTek-
TOpa 3TO yAOOHBINA CIOCOO YBUAETh BOZMOXKHBIE OIIMOKU MPOEKTUPOBAHUS, MPOOIEMBI SKCILTyaTa-
LIUH, 3CTETUYECKUE HEIOYETHI, OLIEHUTh SPTOHOMUKY 3IaHHUS.

Jlist peanmzaiiul BUPTYaIbHOM Cpebl Ha IEPBOM dTare co3aaeTcs HH(popMaImoHHast MOIEIh 3AaHUs
(BIM) ¢ ucnonp3oBanueM nporpamMmmuoro komruiekca Autodesk Revit [2]. Tlpu ucmonbp30BaHAN TOJTb-
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ko Autodesk Revit HEBO3MOXKHO JOCTHYh MAKCUMAJIbHOW PEATUCTUYHOCTH Ha dTare BU3yalln3allui,
M03TOMY HEO0OXOIUMO MCIOIb30BaTh HECKOIBKO IPYTUX MIPOrPaMM.

Busyanuzanus uHTepbepa yamie Bcero cozgaercs B mporpamme «Autodesk 3ds Maxy, koTopast mo-
3BOJISIET BOCIIPOU3BECTH BCE OOBEKTHI U TEKCTYPBI IOCTATOUYHO peaTucTUYHO. bobIoii mitoc B TOM,
YTO BCE 3TO MOXKHO pPeasin30BaTh B OAHOM MPOrpaMMe, HO MPoliecc OYeHb TPYAOEMKHI U 3aHHUMAEeT
MHOT0 BpeMeHU. ClI0)KHbIe 00BEKThI, TAKHE KaK pe3Hasi MeOesb, IETKO CO3al0TCs U PEIaKTUPYIOTCS
B «Autodesk 3ds Max», Tak Kak B HEM XOPOIIIO peaTu3yeTcs MPOoIecC peaaKTUPOBaHUS JTUHUM [3].
B 3T0i1 nporpamme MO>KHO TakKe OTCIEAUTh U UCIIPABUTh Pa3IMUYHbIe Je(EeKThl MOAEIU Mepe]] IKC-
noprom B Unreal Engine (MrpoBoil JBMKOK), pa3pabaTbiBaeMbIii M TOIIEPKUBACMBIM KOMITAHUECH
Epic Games.

JJ1s co31aHus KOPITyCHOM MeOen OTIIMYHO moaxoauT nporpamma «Mol 3d». Dto ynporieHHas Bep-
cust «Autodesk 3ds Max», B HEll HET HHYETO CIIO)KHOTO, MUHUMAJIbHBIN (DYHKIIMOHAT MO3BOJISET
pemuTh HeoOXOUMbIE 3a]Ja4H, CBSI3aHHBIE C CO3JaHUEM MOJIEIIH.

OT KayecTBa TEKCTYpbl 3aBUCUT BHEIIHUI B BCETO MpoeKTa. [1aBHOE — 10 Havaja CO3JJaHus TeK-
CTYpbI HIOHATh, YTO MBI XOTUM BHJIETh, U YK€ MOCIIE 3TOro NoAOupaTh Hy X HbI cioco0. B nmpoekre
notpelyeTcst 3 BUJa TEKCTYPbI:

1) TekcTypHas KapTa U3 H300paxeHus ¢ nomoinsko «Bitmap2Materialy,

2) yHUKaJbHas TEKCTypa, co3iaHHas B «Substance Painter»,

3) UV-pa3BepTKa MOJIEIH.

3aKITIOYMTENIBHBIM 3TAoOM 10 co3AaHuio 3D-Moaenn KBapTUPBI C KHTEPhEPOM SBIIIETCS cOOpKa BCEX
Mozenei B mosHoneHHbIH poekT B Unreal Engine [4]. Tak kak paboTa B JBHKKE JOCTATOYHO CIOXK-
HBIH TIpoIIecC, €€ MOXKHO Pa30uTh Ha YETHIPE dTara.

1. UmmopT HE06x0auMbIX KoMITOHEHTOB (3D-Monenu u tekctypsbl) B Unreal Engine. Co3nanue cuieHsl
UHTEphepa.

2. Co3nanue MaTepralioB U UX MPUBSA3KA K MOJICIISIM.
3. PabGoTa 1o co3/1aHuIo U pacCTaHOBKE CBETA.
4. Coznanue Blueprint, BcTpoeHHOT0 BU3yansHOTO porpamMmmupoBanus B Unreal Engine.

Paboty ¢ marepuanamu, ocBemenueM 1 co3nanne Blueprint onuiem nogpobHee, Tak Kak 3TH acTeK-
Thl 3aHUMAIOT OOJIbIIIE BpEMEHU U TPEOYIOT 0COOBIX HABBIKOB IS UX peaIn3aliu.

B nBmwxke Unreal Engine yno6HO peanu3oBaH mpoiecc padoTsl ¢ Marepuanamu. [lepBoe u camoe
IJIaBHOE, YTO HYKHO 3HAaTh O MaTepuaiax — To, YTO OHU CO3AI0TCS HE Yepe3 KO, a 4epe3 CETh Y3JI0B
BH3YaJIbHOTO CKPUIITHHIA WM HOJOB B peaakrope marepuanoB (Material Editor) [5].

Jlnst kaxaoi 3D-Momenu HY>KHO cO37aTh CBOM MaTrepuai, HHOT/IA K OJHOM MOJCIIH, MOXXET ObITh Ha-
3HAYEHO Cpa3y HECKOJBKO MaTePHAJIOB. DTO 3aBEPIIAIOIIUI MTPHUX MO co3nannto 3D-o0bekTa. [1pu
CO37IaHUHU MaTepHalia B IIEHTPAIbHOM OKHE MBI BUJIUM OCHOBHOM M 3aBEPIIAOIINNA HOJ, CBI3aHHBIN
¢ oTOOpakeHUEM MaTepuasia, B HEM 0TOOpaKEHbI Ha3BaHUsSI OCHOBHBIX CBOMCTB MaTepHalia, KyJa MbI
MIPUBS3BIBACM TIOJyUYCHHBIE PaHEe HYKHbIE TEKCTYpPHBIC KapThl (puc. 1).

OcgernieHre Ha CIIGHE CO3JIaeTcs Onmarofaps pacCTaBICHUIO B HEl ICTOYHUKOB CBETA TaM, IJIe HY-
JKEH CBET. biraronaps 3TUM MCTOYHMKAM JIBUKOK MOHUMAET, KAKME YYACTKH OCBETIIATH, 4 KAKHUE 3a-
TEMHSTh, a4 TAK)KE B 3aBUCUMOCTH OT UCTOUHUKOB ONPEAEIIATh, KAKOE KaYE€CTBO OCBEIICHUS TOJKHO
OBITh, KAKOM THII TCHEH HMCIOJIb30BaTh U T. II.

B Unreal Engine 4 umeeTcst yeTbIpe TUIIa HCTOYHUKOB cBeTa [6]:
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Puc. 1. Co3naHune MaTepuana «MpaMOpHbIA Non»

1. Directional (HampaBlieHHBII) B OCHOBHOM UCIIONIB3YETCs ISl YIUYHOTO CBETA, UAYIIETO U3JaneKa,
HanpuMep COTHEYHOTO.

2. Point (ToYeuHBIli UCTOYHUK CBETA) — OOBIYHASA JIaMIouyka. VcmyckaeT CBET BO BCE CTOPOHBI U3
OJIHOM TOYKH.

3. Spot (POXKEKTOPHBIN) TaKkKe HCITyCKAET CBET U3 OHOM TOUKH, HO B OJJHY CTOPOHY, TOJOOHO (o-
HaAPHUKY.

4. Sky (HeOecHbIIT) UCTOUHUK cBeTa OepeT (POoH CIIeHBI U MPUMEHSET ero Kak 001ee OCBEIICHNE IS
00BEeKTOB B KBapTupe. MlHOTIa ero Ha3bIBalOT IMOUEHT-OCBEIICHUEM.

[Tocne noGaBieHust BHYTPEHHETO OCBEIIECHUS UET HacTpoika cBeTa. [Ipu BbIOOpe HCTOUHMKA CBETA
MOSIBJIIETCS PaJiyC CBETAa U €ro MPOTSHKEHHOCTb, 3TO BCE PErynupyercs B npaBoM okHe Lightmass

(puc. 2).
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Puc. 2. Hactpoiika cseta B Unreal Engine ¢ nomowbto Lightmass



ApPXUTEKTOH: n3Bectus By3oB Ne 4 (64) / Nekabpb 2018 / ISSN 1990-4126
URL: http://archvuz.ru/2018_4/33

Ha ¢unanbHOM 3Tame paboTbl cO CBETOM AJIS MOJHOW PeaTMCTUYHOCTH HAYMHAETCS CO3/IaHUe OT-
paskeHH Ha 00BEKTax C 3epKaJbHBIMH MMOBEPXHOCTIMH. B 3TOM nmomoraer uctounuk cera Sky. Ha
caMoM JIeJie, CaM OH CBET He MPOCHUPYET, a IPUHUMAET €ro OT BHEIIHUX MCTOYHUKOB, KOHIICHTPH-
pyeT BHYTpH chepbl 1 TaKuM 00pa3oM MpoeHUpyeT OTpakeHue Ha Onxaimux npeamerax. Ero pas-
MEIIAOT BOIM3U MPEAMETOB, T/I€ HYXKHO MOIY4YUTh OTpa)keHUE CLeHbI (puc. 3).

Puc. 3. 2ddexT Lo 1 nocne pobasneHns UCToUHKMKa ceeTa Sky.

Cucrema BusyanbHbIX ciieHapueB Blueprints B Unreal Engine nmpencraBisier co00i MOTHOIICHHYIO
CHCTEMY CIICHApUEB WIPHI, OCHOBAaHHYIO Ha KOHIEMIIMM WCIOJNB30BaHMs HHTep(delica Ha OCHOBE
y3JI0B JJIS CO3JIaHUs 3JIEMEHTOB UTpoBoro mnporecca u3 Unreal Editor [7]. Ocobernnoctsio Blueprint
SIBIISICTCS HAJTMYUE TaK Ha3bIBACMBIX HOJIOB, KOTOPBIE MO3BOJISIOT Oe3 3HaHusi C++ uinu C# paborarh
B Unreal Engine.

Blueprint ucnonb3yeTcst 115l CO3aHus JOTHKH M (PU3UKHM TEPCOHAXa, JJIS €r0 B3aMMOJICHCTBHS C
npeaMeTaMu nHTepbepa. Busyanbnsiii cuenapuii Blueprint — 3To cuctema, KoTopasi UCIIONB3yeTCs BO
Bcex Bepcusix Unreal Engine pasnuunbivu cioco6amu. Blueprint MoxkeT ynpaBisiTb COOBITHSIMH Ha
YPOBHE, YIPABJIATh BHYTPEHHUMH CLIEHAPUSMH MOBEIIECHHS Ui UTPOBBIX aKTEPOB M JJAKE MCIOIb-
30BaThCs ISl YIPABICHUS CJIOKHON aHUMalued B BHICOKOPEATMCTHYHBIX UTPOBBIX NEPCOHAIBHBIX
cucreMax. JJIst KaKI0T0 M3 3THX BapUMaHTOB €CTh MECTO, Il peAaKkTupyercs creHapuii Blueprint,
a TaK)Ke MMEIOTCS TOCTYIHbIE WHCTPYMEHTHI, KOTOPbIE HEMHOTO MEHSFOTCS B 3aBUCHMOCTH OT TIO-
TpeOHOCTEH. DTO 03HAYAET, YTO B IBMXKKE €CTh (DAKTHIECKH HECKOJILKO Pa3HBIX MECT H CIIOCO0OB, KO-
TOPBIE MOXKET 0TOOpa3uTh peaakTop Blueprint. OnHako He3aBUCUMO OT pa3inuuuii penakrop Blueprint
BCET/Ia BBHITIOJHSET O/IHY U TY JK€ KITFOUEBYIO 33a4y: OH TIO3BOJIET CO3/1aBaTh M PEJAaKTHPOBATH MOIII-
HBIC BU3YyaJIbHbBIC CLICHAPUH JUIS YIIPABICHUS Pa3TMYHBIMHU aCIIEKTaMH MTPOEKTA.

Haubonee pacrpocrpanennsie Tunsl Blueprint — «Level Blueprint» (ueprexx ypoBHs) u «Blueprint
Class» (ueptex kimacca). 1o aulb ABa Buaa Blueprint, koTopblie Takke BKiIrouatoT Blueprint makpo-
koMaH[ 1 Blueprint untepdeiicos.

B Level Blueprint npomnuceiBaeTcss CMEHa THEBHOTO PEKMMa Ha HOYHOM C BKIIFOUEHHUEM U BBIKITIOUE-
HHEM BHYTPEHHETO OCBEILICHUS MTPU HAKATUM HA KIABUILY «E».

Class Blueprint naeanbHO MOAXOANT IS CO3AAHUS HHTEPAKTUBHBIX AKTUBOB, TAKUX KaK JIBEPH, Iepe-
KJIFOYaTeNH, IPEIMETHI KOJUIEKIIMOHUPOBAHUS U pa3pyllaeMble Nen3axu (puc. 4).
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Puc. 4. Pabota c Blueprint ans BkoueHUs CBeTa M BOCNPOU3BELEHMUS 3BYKA

B oxne «Press ‘E’ to action» moka3ana mociieoBaTeIbHOCTh, B KOTOPOM MPH HAXKaTUX HA KIIABHIITY
«E» cpabatsiBaet Blueprint «Play Sound at Location», oH BKJIFoUaeT BCTPOCHHBIN 3BYK M Cpa3y ke
cpabareiBaeT «Toggle Visibility», kK KoTOpoMy IPHCOEIMHEHHI JBa UCTOYHUKA CBEeTa, M Blueprint mx
BKutoyaeT. Ho Bce 1o Oyer paborark, eciii Mbl OyJIeM HaXOAUTHCA B pajiuyce TpUrrepa, 3To omnuca-
HO Ha BEpPXHEW 4acTH PUCYHKA.

[ocne co3nanus Blueprint aBepu, MoxkHO co3naBaTh Blueprint mist cMeHbl MaTepraia Ha OOBEKTE.
D10 camas CIIO)KHAsl 4acTh MPOEKTa, TaK KaK MJesl 3aKJIF0YaeTcsl B TOM, YTOOBI MPH KJIMKE HA OJJMH
00BEKT, ACUCTBHE TIPOUCXOIUIIO C IpyruM. [IpenBapuTeaIbHO CO3MAOTCS IIBETHBIE KYObI, COCTOSIIIHE
u3 o0bekTa Ky0 u Marepuana u3 UV-pa3BepTKu B paxyKHOM rpaaueHTe. OHU ObLITH Ha3HAYCHBI KaK
otaenbHble Blueprint anst nanpHeiiero ynodcrsa. B kaxxmom u3 Blueprint kyOoB mporicana Jioruka
B3aUMOJIEUCTBUS C KypcopoM (puc. 5).

& Mt @ fos Polliess T e e Rl £ Mty B Tagerle & it B bt £ Wb i Bos v

€ Mot Busa Pritrens o St Baa Selw € M B Tagerln € Mt Bow Fubastn € Mat Do A

Puc. 5. Blueprint B3aumopaeiicteus kyba u Mebenu ans CMeHbl MaTepuana, rae Kaxablit Hop — oTaenbHbli Blueprint mebenu

B utore, co3naB MaTepuansl I KaXx 0l MOJIENIH, PACCTaBUB IO KBAPTUPE CBETOOTPAKATEIHU U MPO-
paboTaB IEUCTBUS IEPCOHAXKA, MOKHO COOpaTh MPOEKT B MOJTHOLIEHHOE TIPHIIOKEHHE (puC. 6).
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Puc. 6. BuptyanbHoe npeacraBneHne KBapTupbl B LHEBHOM pexume

Pesyabrarsl

PesynbraroM paboThI SIBJISIETCS TIOTHOIIEHHBIN MPOTPAMMHBIN TPOAYKT, KOTOPBIH MOXET 3aIyCTUTh JIFO-
0011 mosbp30BaTENh Ha MEPCOHAIBHOM KOMITbIOTEpe. be3 3HaHus mporpamMm Mo TpeXMEpHOMY MOJIEIH-
POBaHUIO MOKHO OLICHHTH €I1le He MMOCTPOCHHBIN 00bEKT Kak U3HYTPH, TaKk U CHapyxu. [lonb3oBarens
JTAHHOTO MPUIIOKEHHUSI MOXKET CAMOCTOSITEIbHO COBEPUINTH HKCKYPCHIO 10 0OBEKTY M B3aUMOJIEICTBO-
BaTh KaK C BHyTPEHHUM OCBEILIEHUEM, TaK U C BHEITHUM, MEHSISI THEBHOM PEXUM Ha HOYHOU [6]. ITO
OBLJIO PEeATM30BAHO IS OOJBINEH HATMITHOCTH U PEATUCTHYHOCTH CO3aHHOTO 00BbeKTa (puc. 7).

brnaromapst momHomy urpoomy ABmkKy Unreal Engine 3a1aua Oblia BRITIOTHEHA B KpaTyauiime cpo-
ku. [1o (oTopeanucTHUHOCTH NMPHUIIOKEHNE HE YCTyMaeT TakKuM peHenapaM, kak V-Ray mimm Corona,
9YacTO HMCIOJB3yeMbIM apXUTEKTOpaMU M Ju3aiiHepamu. Kak BHIHO, B NPUIOKEHHH HET CIOXKHO-

Puc.7. BupTyanbHoe npenctaBieHune KBapTupbl € BKTKOYEHHbIM BHYTPEHHUM OCBELLEHWEM B HOYHOM peXMME
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ro untepgeiica (puc. 8-9). CMeHa 31eMEeHTOB HHTEpbepa MPOUCXOIUT, KOTJa MOJIb30BaTeNlb B BUP-
TyaJIbHOM TPOCTPAHCTBE KBAPTUPHI MOAXOAUT K LBETHBIM «KyOMKaM YIpABICHUS» U C MTOMOIIBIO
yCTPOWCTB BBOZIa MH(OpMAIUH (KJIaBUATypa, MAHUITYJISITOP — MBIIIb W JPKOWCTHK) BEIOUPACT HYXK-
HBII BapuaHT [7].

- A3

Puc.9. Peannsaums cmMeHbl MaTepuana ans gnBaHa

Hcnonk3oBaHue peHACPUHTA B PEaIbHOM BPEMEHU BBIXOIUT 32 PAMKH 3a/1a4 00BIYHOTO MIPEICTaBIIe-
Hus [8]. B mpoBeneHHOM paHee 0030pe TeHICHIINI apXUTEKTYPHOU BU3yanu3anuu 73% pecroHIeH-
TOB 3asIBUJIH, YTO PEHJCPUHT B PEXKHME PEATHbHOTO BPEMEHHU BaXKEH IS UX padovmx mporeccos. Ta-
KOH MOAX0J] MPEJOCTABISAET IONOJIHUTEIbHbIE IPEUMYIIECTBA, TAKUE KaK BO3MOXXHOCTh COBMECTHOM
paboThI HECKOJIBKHX TMOJIb30BaTeNIel B BUPTYalbHOU Cpefie, 1axe €CIIH MOJIb30BaTEIN HaXOASITCS Ha
OOJIBIIIOM PACCTOSTHUM JIPYT OT JIpyTa.
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Jl11 KOMIIaHWM, KOTOPBIE XOTAT MOIYYUTh KOHKYPEHTHOE MPEUMYILECTBO, PEHIAEPUHT B PEATILHOM
BPEMEHHU MOXXET HUMETh orpoMHoe 3HaueHue. Cankr-IlerepOyprekuit xonaunr «Setl Group» BHenpsi-
€T JaHHBII METOJ BU3yaJIM3alliH, 3aIlyCTUB MpoeKT 3D-makeTa KBapTUp U KOMMEPUECKUX MOMEILIEe-
Huil. [{ng npoekra ucrnonb3oBaHa Bu3yanusauus V-Ray, paspaborannas komnanueir Chaos Group
(bonrapus).

Komnanus «Neoscape», Hanpumep, CHCIHUATH3UPYETCs] HAa BHICOKOKAYECTBEHHBIX apXHUTEKTYPHBIX
MPE3CHTAIUAX, TAKUX KaK KOPOTKHE (UIbMBI M MHTEPAKTHBHBIC BIeyamieHus. Mcronbp30BaHue BU-
3yalu3alliy B PeaJbHOM BPEMEHHU ISl YITyUIICHHS TPOIecca MPOSKTUPOBAHUS U CO3/IaHUS yBIICKa-
TEJIbHBIX BU3YaJIbHBIX UCTOPUHN IUTSl TIOAJIEPIKKUA OPEHIOB CBOUX KIIMEHTOB CTAJI0 HEOTHEMJIEMOH U
3¢ dexTuBHON YacThIO UX paboyero mporecca.

Emie oqHMM BapuaHTOM KCIIOJIb30BaHUS MOJTYYEHHOI'O NMPUIIOKEHUS CTajla BO3SMOXKHOCTh O0y4YEeHHUS
Ooynyumx BIM-cnenumanucros. [l 3TOro 10CTaTouHO A00aBUTH B BUPTYaJbHYIO CpPEeLy MHTEpaK-
TUBHBIE MHQOPMAITMOHHBIE pecypchl. [losBnsieTcss BO3MOXHOCTh OJHOBPEMEHHOTO OOY4eHHUs Ipo-
LeccaM MpOEKTUPOBAHUS, CTPOUTENBCTBA U BU3YaIU3alMH [IPOEKTOB B PEXKUME PEAJILHOTO BPEMEHH,
7€ elle A0 Hadajaa CTPOUTEIbCTBA MOXKHO 03HAKOMUTh PAa0OYMX U yNPaBIIAIOLINX C 0COOCHHOCTAMHU
npoekTra. OcobeHHO yI00eH Takoi crocod AJisi COBMECTHOTO O0YUYEHHS CIICIUAMCTOB, TEPPUTOPH-
aJbHO YZAJICHHBIX JIPYT OT JIpyra U OT MecTa CTPOUTENIbCTBA.
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Abstract

The article describes a new approach to architectural visualization using a render in real time. As an
example, the authors consider the process of constructing a virtual stage on the basis of a BIM model.
The original model was created in Autodesk Revit while the textures and décor elements were finalized
in Autodesk 3ds Max and Mol 3d. The article presents in detail the possibility of creating a system of
Blueprints visual scripts in Unreal Engine for implementing a full-scale interactive virtual stage. The
proposed approach enables a realistic rendering to be created in real time and the interior to be modified
in dynamics. It also includes a convenient method for identifying possible collisions.
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