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AHHOTALUA

BeedeHue. OcHosblgasicb Ha MeHOeHUUsIX, MOXHO rpocriedums Hapacmarowuli uHmepec Kk mexHonoauu VR 8
cmpoumernbcmee. dma OmHOCUMebHO Hogasi mexHoroausi 6bicmpo 3ameHssem mpaduyuoHHbIe criocobbl su3ya-
nusayuu, npedocmasrisisi nosib308amessiM PacliupeHHbIe 803MOXHOCMU pabombl ¢ UUghpoB8bIMU MEXHOMO2USMU.
Llenbto pabomsi sisrissemcs aHanu3 npuMeHeHUs1 mexHoIo2uu 8upmyarsbHOU peanlbHoCmu 8 cmpoumernscmee, Ha
OCHOBe aHasu3a ornpedenumsk, KakuM 06pa3oM MOXHO yryHuwume UHmMezpayuro U Halmu Hosble udeu 0515 rnpume-
HeHus mexHonoaud.

Mamepuanbl u MemoObl. B pesynsmame aHanu3a npedbidywjux uccrnedosaHull bbIrio 8biseneHo omcymemeue
memo0o8 ocyuwecmeneHusi nepedaqu 0aHHbIX u3 cucmembi VR 6 npozpammHoe obecriedeHue BIM. B ces3u ¢
8bisierieHHoU rpobremol uernbto daHHOU Hay4HOU pabomel S6r1semcs yny4uweHue uHmeepayuu mexHonoaul VR u
BIM nymem ocywecmeneHus asmomamuyeckol nepedaqu OaHHbIX U3 rpoepamMmbl 8UpmyarbHoOU peanbHOCmU 8
UCXOOHYH UHChOPMaUUOHHYH MOOESTb.

Pesynbmamel. B xo0e pabomei 6bi51 co30aH npoekm Ha 6a3e uHgopMayuoHHOU MOOesU, 8bIMoIHEHHOU 8 Mpo-
epammHoMm Komnekce Autodesk Revit u umnopmupogaHHoU 8 ueposgoli 0s8uxok Unreal Engine 4 dnsa co30aHus UH-
mepakmusHoU supmyarnbHoU cpedbl. PaccmompeH Ho8bIl Modxo0 K co30aHuUto U rnpeseHmauyuu cku3a rnpoekma
C MOMOWbI0 MEXHOI02UU 8UPMYyaribHOU peanbHOCMU — Memo0d UHMYyUMUBHO20 MPOEKmMuUpo8aHusi 8 UpmyarnsHoOU
cpede.

O6cyxdeHue u 3akmroyeHue. [TpoepammHbIlt MOOyrb HaxoOumcs Ha amare paHHel pa3pabomku, mem He MeHee
umeem rnepcrekmusbl Orisi pa3sumusi 8 MO/THOUEHHOoE MpurioxeHue, docmyrnHoe 0ns 1bbix nonb3oeamenel. B
pabome rnpusedeHb! OCHOBHbIE HarpasieHus 05151 MPOoOomKeHUs: paspabomKu MPUOXeHUS.
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Mocmynuna 25.06.21, npuHsima k ny6nukayuu 31.08.21.

Aemopb! npo4yumasnu u 0006pusiu OKOH4YameJsibHbIlU 8apuaHm pyKornucu.

lMpo3payHocmb ¢huHaHcoeol OessimesibHOCMU: a8Mopbl He UMetom ¢huHaHco8ol 3auHmMepeco8aHHOCMU &
npedcmaesieHHbIX Mamepuasnax u Memodax. KoHgpnukm unmepecoe omcymcmeyem.

Ana yumuposarus: Koanexko, T.A. BIM n VR: paspaboTka nporpaMMHOro Mogyns Ans uHTerpaumm nHopmaum-
OHHOrO MOAENVPOBaHNA 3AaHN 1 BupTyansHoun peansHoctn / T.A. Koanenko, C.B. MpuasmkkmH. — DOI: https://doi.
org/10.26518/2071-7296- 2021-18-4-440-449 /| BecmHuk CubAAN. — 2021. — T. 18, Ne 4(80). — C. 440-449.

© KosneHko T.A., MpuaswxknH C.B., 2021
KOHTEHT AOCTyneH noa nuueH3unei
= Creative Commons Attribution 4.0 License.

440 © 2004-2021 BectHuk CuoAN Tom 18, Ne 4. 2021. CkBo3HOI HOMep Bbinycka — 80
The Russian Automobile Vol. 18, no. 4. 2021. Continuous issue — 80
and Highway Industry Journal




CONSTRUCTION AND ARCHITECTURE PART Il

DOI: https://doi.org/10.26518/2071-7296-2021-18-4-440-449

BIM AND VR: DEVELOPMENT OF A SOFTWARE MODULE FOR
THE INTEGRATION OF BUILDING INFORMATION MODELLING
AND VIRTUAL REALITY

Tatiana A. Kozlenko, Stanislav V. Pridvizhkin
First President of Russia B.N. Yeltsin Ural Federal University,
Ekaterinburg, Russia

ABSTRACT

Introduction. Based on the trends, the growing interest in VR technology in construction can be traced. This rela-
tively new technology is rapidly replacing traditional visualization methods, providing users with an enhanced digital
experience. The aim of the work is to analyze the application of virtual reality technology in construction, based on
the analysis, determine how to improve integration and find new ideas for the application of technologies.
Methods and materials. As a result of the analysis of previous studies, it was revealed that there are no methods
for transferring data from the VR system to the BIM software. In connection with the identified problem, the goal of
this scientific work is to improve the integration of VR and BIM technologies by automatically transferring data from
a virtual reality program to the original information model.

Results. In the course of the work, a project was created based on a BIM model made in the Autodesk Revit soft-
ware package and imported into the Unreal Engine 4 game engine to create an interactive virtual environment. A
new approach to the creation and presentation of a project sketch using virtual reality technology is considered - a
method of intuitive design in a virtual environment.

Discussion and conclusion. The software module is at the stage of early development; nevertheless, it has pros-
pects for development into a full-fledged application available to any user. The paper provides the main directions
for the continuation of the application development.
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CTPOUTENBLCTBO M APXUTEKTYPA

BBEOEHUE

CTpoutenbCcTBO — 3TO MPOLIECC, KOTOPbIA UC-
nonb3yeT HOBEWLUME 3HAHWUS U TEXHONOTMU Bpe-
mMeHn. OgHaKko uaTu B HOTY C OCTUXKEHMSAMU CO-
BPEMEHHOCTM HEMPOCTO 1151 BETEPAHOB OTPACHW.
CrtpoutenbHasa vHOycTpusi siBnsieTca Haubonee
KOHCEPBATUBHOW UM MHEPLIMOHHOW B OTHOLUEHMWU
uncpoBm3aunn. MIameHeHnss B TpaauLMOHHBIX U
YCTOSIBLUMXCS METOA4AX CTPOUTENBHOTO npoLecca
3a4acTylo NPUBOAST K MHOMOYMCIEHHBIM TpYya-
HocTam [1]. B Hawe Bpema 0o cux Nop LUMPOKO
NPYMEHSIETCA MEeTof, MPOEKTUPOBAHMSA 30aHUN,
KOTOPbIA BO3HUK eLlé B 16 B. ATO NpoekTUpoBa-
HMEe C MOMOLLBIO MIIOCKMX NpoeKuuin: dacagos,
pa3pes3oB, NnaHoB, BUAOB 1 Np. YTobbl NpaBunb-
HO MOHATb 3aMbICeN apXMTEKTOpa U NPOEKTUPOB-
LIMKa, HeOOXOOMMO YMEHWNE MbICIIEHHO CTPOUTb
TPeXMepHbI 06LEM MO NNOCKUM YepTexam. Ta-
Koe ymeHue BbipabaTbiBaeTCcs y cneunanncTos
rogamm y4e0dbl 1 NpakTukm [2].

Ons pemoHcTpauum wunpen 6Gyayuwiero 3ga-
HUS 3aKasdmKky 6e3 cneumanbHoro obpasoBaHus
TpebyeTca TpexmepHas Bu3yanu3aums Mpoek-
Ta. OgHuM M3 cnocoboB BOCMPOM3BECTM O0OBbEM
OyOywero 3gaHust SBNSIETCA  MakeTMpOBaHME.
YMEHbLUEHHbIE KOMUWM MPOEKTUPYEMbIX 34aHWUN
npou3BogAT GonblUoe BneyatnieHne Ha nyonuky,
MaKeTbl MOHATHbI 1 3dhdpekTHbI. OgHako nepBuy-
HOe YTBEPXOEHWE MpOeKTa Ha OCHOBaHMU Ma-
KeTa He Bcerga NpyBOAMWT K YCMNELUHOW NpueMke
BbIMOMHEHHOIO CTpOoUTENbHOrO obbekTa. Yeno-
BEK MOXET NnpoaHannavMpoBaTb MPOCTPAHCTBO U
MOHATb 3aMbICEN apXMUTEKTOPa NULLb MPU Hemno-
CpeOCTBEHHOM HaxOXAEHUU B MPOCTPaHCTBE B
peanbHOM mMacliTabe 1 peanbHOM BpeMeHu [3].

HoBble TEXHOMOrMM OTKPbIBAKOT HOBblE BO3-
MOXHOCTW. He Tak gaBHO cTano LIMpOKO pac-
NPOCTPaHATLCH MHPOPMALIMOHHOE MOAENNPOBa-
HWe 3daHun n coopyxeHui Building Information
Modeling (BIM) [4]. BIM siBnsieTca ogHOM 13 Bax-
HEeNLWMX TEXHOMNOMNA B CTPOUTENBHOW NHAYCTPUN,
KoTopas yny4llaeT Ka4ecTBO NMPOEKTMPOBaHUS U
NPOoEeKTOB B Lienom [5].

HamMHoro nos3xe B WHOPMaLUMOHHOE Mofe-
NMpoBaHWe cTana MHTErpMpoBaThbCs TEXHOMOrMs
BMpTyansHon peanbHocTu Virtual Reality (VR).
B 1999 r. ®pen bpykc onpegenun VR kak «non-
HO€ MOrpy>KeHNE B MHTEPAKTUBHbIV BUPTYanbHbIN
Mup» [6]. 3TO Nnogpa3ymeBaeT, YTO Nonb30BaTeNb
MMEET KOHTPOSb Haf ToYKon 0630pa, KoTopas sB-
nsietcst ocHoBow ntobon VR-cuctembl. BupTyans-
Hasi peanbHOCTb OepeT CBOe Hayarno B MHAYCTPUK
pasBriedeHnn, ogHako Monyyuna 3HavymTernbHoe
pasBUTME B NPOEKTUPOBAHUKN, MALUMHOCTPOEHUN
1 obpasoBaHum [7]. OcHOBbIBasiCb Ha TEHOAEHL M-

AX, MOXHO MPOCNeAnTb HapacTalwLwWwmnn nHTepec
k TexHonormn VR n B cTpoutensctse [8, 9]. Ota
OTHOCUTENBHO HOBasi TEXHOMOrMs BbICTPO 3ame-
HSeT TpaauuMOHHbIE Crnocobbl BM3yanusauumu,
npegocTaBnsas Nonb3oBaTensM pacLUMpeHHble
BO3MOXHOCTU paboTbl C UNMMPOBLIMU TEXHOMNOIM-
amm [10].

VR pgenaet yctapesLUuen nNpakTuky MakeTupo-
BaHWUS. BmecTo TOro 4tobbl TpatuTh CUIbl, BPEMS
N OEeHblM Ha COo3haHWe MHOXeCTBa OTAErbHbIX,
4acTO OOHOPAa30BbIX MAaKETOB, 3aMHTEpPEecOoBaH-
Hble CTOPOHbI MOTYT MOCETUTb CeaHC BUPTyanb-
HOW pearnbHOCTU, YTOObLI NIerko pacCMOTPETb NPo-
€KT B peanbHOM MacliTabe u nepemeLyarbcs no
CMOXHbIM YacTaM Mogenvpyemoro 3ganHus [11].

BupTyanbHas 3KCKypcus BbINOMHAETCA Ha
OCHOBE MH(POPMAaLIMOHHON MOAEeNn, KoTopast Uc-
nornb3yeTcs Ha BCex aTanax crpouTenscTaa. [Mpu
HanMYnM MHTEPaKTUBHbBIX CUCTEM MONb3oBaTenu
MoryT Habnwogate B VR, Kak U3MeHeHus nosnu-
S0T Ha cpeay npoekta. BuaeHne Gyayuiero ewe
[0 TOro, Kak OHO NPOU3ONAET, MOXET NpeaoTepa-
TUTb KOMMU3nn, 3aepXku B rpadonke cTpomTenb-
HbIX paboT 1 COKPaTUTbL PacxXodbl, YTO NO3BOSNUT
NMPOEKTUPOBLUMKAM W apxuTekTtopam Ccocpeno-
TOUMTBCS Ha MPOEKTe, a He Ha MakeTax C KpaT-
KOBPEMEHHOW NonesHocTbHo [12].

Llenb Hay4yHOn paboTbl — 06beaAnHUTL MeToq
BIM n TexHonoruo Budyanusauum VR nyTém ne-
pefavv gaHHbIX MexXay cMcTeMamu.

B cooTtBeTcTBUM C 3adaHHOM Lenbio nocTas-
neHbl criegyoLme 3agadu:

1. lMNMpoaHanuaupoBaTtb CyLlecTBytOLLMEe Cro-
coboB nHTerpaumm TexHonorun BIM n VR.

2. Paspabotatb nporpammHbii Mogyrnb AN
nepegayn AaHHbIX Mexay cucteMamu.

3. PaccmoTpeTb npakTtuyeckoe npuMeHeHune
nHterpaumun BIM n VR.

MATEPUWAIbI W METOAbI

Mo pesynstataMm aHanu3a CyLLEeCTBYOLLNX
cnocoboB MHTerpauumn TexHonorun bein paccmo-
TPeH psia nccriegosaTenscknx pabot. B HayyHOM
pabote ®pugepa KupHa aHanmsupyloTcs BO3-
mMoxHocTn npumeHeHnss VR B BIM, a Takke pe-
naktupoBaHne mogenen IFC B VR [13]. B aton
cTaTbe aBTOpP OMNUCbIBAET Crnocob mmnopra WH-
dopmaumoHHon mogenu B cpopmate IFC B urpo-
Bou ABmxok Unity ¢ nomoLubio 6ubnmnotekn xBIM,
paspaboTtaHHon Ha C #, nepegayy M3MeHEeHUN n3
Unity obpatHo B chavn IFC. B atom cnocobe Bos-
HVMKaeT CrOXHOCTb MpW MMnopTe danna B urpo-
BOW ABWMXOK, HO HET 3aBMCMMOCTM OT KOHKPETHOIO
nporpammHoro obecnedyexHnsa ans BIM-npoektu-
poBaHus.
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B 2017 r. onybnukoBaHa wuccnegoBaTenb-
ckas paborta, onvcbiBaloLas cuctemy, Kotopas
NCMNOMb3yeT WHTEPaKTUBHYID W  WMMEPCUBHYIO
cpegy BUpPTyarnbHOM peanbHOCTU ANS MMUTa-
UM OHEBHOIO M MCKYCCTBEHHOIO OCBELLEHWS B
3gaHuax [14]. Kpome Toro, cuctema gaet BO3-
MOXHOCTb MOMb30BaTeNsM B3aMMOLENCTBOBATb
¢ obbekTamn Au3aniHa, U3MEHSATb UX U CPaBHU-
BaTb HECKOMNbKO BapMaHTOB NPOEKTUPOBaHUS, a
Takxke BbIrpyXaeT JaHHble MO KayecTBy OCBeLle-
HUSE U NOTPeBneHns 3Heprum B pearibHOM Bpe-
MeHu. [Ins peanusauumn npouecca UCrnornb30BaH
Autodesk Revit B ka4yecTtBe nporpammHoro obe-
cneveHus BIM. MNporpammHoe obecneveHne BIM
aKkcnopTupyet ceonctBa mogenu B FBX-cbanne.
3artem cbann 3arpyxaetca B nporpaMmmHoe obe-
cneyeHve Autodesk 3ds Max B kavecTBe noAaro-
TOBKU K urposomy aswxky Unreal Engine. Mocne
3aBepLUEeHNs HeobXoaMMbIX MPUTOTOBNEHUN W3-
MeHeHHbI hann FBX nmnoptupyetcs B Unreal
Engine. MNpobnema B 9TOM CLeHapum 3aknoyaeT-
Csl B TOM, 4YTO 0BMeH MHopmaumnen nponcxoanT
TONbKO BO BpPEMS 3KCropta WHMOOPMAaLMOHHOW
MOLENN B UrPOBOM ABUXOK U HET 3(PPEKTUBHO-
ro cnocoba oTnpaBuTb MHGPOPMALMIO 0b6paTHO B
nporpammy BIM.

[pyroe nHtepecHoe nccrnegosaHue 6bino cae-
naxo Tomacom Xundeptom n Mapkycom KeHurom
B 2016 r. [15]. B otnuume ot gpyrnx nogxog0B OHK
MCMNomnb30BanM B KavyecTBE WCTOMHUKA OaHHbIX
He nporpammHoe obecnedyeHne ansg BIM-npo-
ekTupoBaHus, a cepeep BIM OpenSource. Css-
3aB cepBep ¢ urposbiM AmxkkoM Unreal Engine
yepes NporpamMMHbI MHTEPdENC NPUIOXEHUS,
nonb3oBaTeny MOryT 3arpyxatb CBOW awrnbl
IFC Ha cepBep, a 3ateMm npeobpas3osbiBaTbh WX
B VR. Bbnarogaps Takomy noaxogy npunoxeHue
VR He 3aBucuUT OT nporpaMmHoro obecneveHus
BIM-paspabotumka. PegaktnposaHme mopenu B
VR HeBo3MOXHO, HO hannbl IFC moryT o6HOB-
NATLCS Ha cepBepe M 3aTeM MOBTOPHO MMMOPTK-
poBaTbCs B UTPOBOW ABWXOK.

B ctaTtbe A.B. YncTakos onnceiBaeT nporpam-
HbI MOOYMNb BUPTYarnbHOrO MPOTOTUNMPOBAHUS
apxutekTypHou cpegbl [16]. Mporpamma ons wH-
TEPaKTMBHOMO KOMMO3ULMOHHOIO MOAENnpoBa-
HWS MO3BONSAET NPOEKTUPOBaTb W MUCCNenoBaTb
06BbEMHO-MPOCTPAHCTBEHHbIE  apXUTEKTYPHbIE
KOMMO3MLun B pearnibHOM BPEMEHW MPu MOMOLLM
CUCTeMbl BUPTyarnbHOW peanbHocTU. B nporpam-
Me eCTb BO3MOXHOCTb BblOOpa U pegaktupoBa-
HWUS PaCMONOXEeHUs TPEeXMEPHbIX 3NEMEHTOB U
WCTOYHUKOB OCBELLEeHUs. 3TO NO3BOMSET NPOBO-
ONTb U3y4eHne OCHOBHbIX BUAOB U 3aKOHOMEPHO-
CTeW rapMoHM3aLMn TPEXMEPHOWN apXUTEKTYPHON
0OBEMHO-NPOCTPAHCTBEHHOW KOMMO3ULIUN.

CONSTRUCTION AND ARCHITECTURE

PART Il

Mpegbigywne nccnegoBaHns nokasanv MHO-
rme meTtodbl MHTErpauumn BUpPTyanbHOW peanbHO-
ctn ¢ BIM gns pasHbix uenen, HanpuMep avsanHa
BHYTpPEHHero ocselleHus [17], npoekTmpoBaHus
C ydeToM focTyna B 3gaHve Ans mManomobunb-
HbIX rpynn HaceneHus [18]. OgHako Bcex nx obb-
eOWHSIeT OTCYTCTBME METOAO0B AN NMOSTHOW UHTe-
rpaumm atmux cuctem. B vacTtHocTn, HeT meToga
OCYLLECTBIEHNs nepefavn AaHHbIX U3 cUCTeMb
VR B nporpammHoe obecneyeHue BIM.

B cBs3n c BbisBneHHoW npobrnemon npepl-
OyLWNX UccrneqoBaHvui Lenblo AaHHOW Hay4yHOW
paboTbl ABMASETCA ynydlleHWe UHTerpaumm Tex-
Hororun VR n BIM nytem ocyLiecTBneHus aBTo-
MaTUYecKon nepedadn AaHHbIX M3 MporpaMmbl
BMPTYyanbHOW pearnbHOCTU B UCXOOHY WMHGOP-
MaLNOHHY0 MOAENb.

B kayecTtBe nporpammHoro obecneyeHus ans
WH(OPMALIMOHHOIO  MOAENUPOBaHUS B  CTPO-
utenbcTee OydeT wucnonb3oBatbes Autodesk
Revit — nporpammHbIN KOMMnEeKC Ang asTomaTtu-
3MPOBAHHOIO MPOEKTUPOBaHNS, peanu3yroLLmm
NPUHLUMN  MHAPOPMALIMOHHOIO  MOAENMPOBaHUS
3gaHun. NpegHasHavyeH ansg apxXuTeKTopoB, KOH-
CTPYKTOPOB M UHXEHEPOB-MPOEKTUPOBLLMKOB.

Revit aBnsetca ogHom nx camblx pacnpocTpa-
HEHHbIX MporpaMMm B CTPOUTENbHOW OTpacnun, B
CBSA3M C 3TUM MMEET MHOXECTBO AOMNOMHUTEMb-
HbIX NAarMHOB ANs COBMECTHOW paboTbl CO BCMO-
MoraTternbHbIMWU NPOrpaMMHbIMU CpeaaMu, B TOM
yucne ¢ nporpaMMamMu Ans Co3faHus BUpTyarb-
HOW cpefpl.

Kpome TOro, nporpamma npegocTaBnsieTcs
BecnnatHo Ans CTYAEeHTOB Ha BeCb nepuop o6-
YYEeHUs1, YTO CTano OAHUM UX KpuTepres Bbibopa
MO ans Hay4yHoW paboThl.

[na co3gaHna n otobpaxeHus BUPTyanbHON
peanbHOCTM Heobxogumo cneumanbHoe npo-
rpammHoe obecnedeHune. B uenom paspabotka
NPUMNOXEHUA BUPTYanbHOW peanbHOCTU BO MHO-
roM Cxoxa C pas3paboTkon BUOEOUrpP, MOCKOMbKY
OHW NPEeACTaBNAOT COBON MHTEPaKTUBHYIO cpeay
[19]. MNoaxoasawmm nporpaMMHbIM obecneveHu-
em gnsa cosgaHusa 3D-mupoB B VR gaBnsatoTca Tak
HasblBaeMble UrpoBble ABWXKKM (game engine).
WrpoBble ABWXKM — 3TO KOMMMEKC NPUKNagHbIX
nporpamm, KoTopble COCTaBMST OCHOBY AN
paspabotkn wurp, obecneumBatoT rpadnveckyto
BM3yanu3auuio, 3ByKOBOE COMPOBOXAEHWE, ne-
pemeLleHe BHYTPUUIPOBbLIX MEPCOHaXewn, Co-
bniogeHne dpusnmyecknx apPHEKTOB N 3aKOHOB U
MHoOroe gpyroe.

B 3aBucuMmocTn OT TexHuyeckux Tpeboa-
HUA ByayLien urpbl CyLEeCTBYIOT pasHble Urpo-
Bole ABwxku: Unity, Unreal Engine, CryEngine,
Amazon Lumberyard n gp. Y Kaxgoro nrpoBoro
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CTPOUTENBLCTBO M APXUTEKTYPA

OBWXKA €CTb CBOM CUINbHbIE 1 cnabble CTOPOHbLI B
OTHOLLUEHUN A3blKa NPOrPaMmMmnpoBaHns, PU3NKK,
yHKLUMOHanbHOW coBmecTumocTtu [20].

[ns cosgaHusa nporpammHoro mogyns Oy-
AeT NCNUCbIBaTbCA OAMH U3 CaMblX NOMYNsipHbIX
Unreal Engine 4 (UE). Ero pa3paboTka Ha4anacb
B 1998 1., 1 C Tex Nop OH NOCTOAHHO MOAEPHU3N-
pyeTcs, AOMNOMHAETCA U coBepLUeHCTByeTCA. [1BU-
XKOK S1BNSieTCs KpoccnnaTopMEHHbIM, MPOEKTbI,
CO34aHHble C ero NoMoLLbo, MOryT BbITb UMMOP-
TMPOBaHbl Ha BCe akTyalnbHble WrpoBble Nnar-
dopmbl. Takke UE nmeet 6onbLuoe coobLuecTso
pa3paboTyMKOB C MHOXXECTBOM YPOKOB U MarasuH
acceToB, yCKOpSOLWMX pa3paboTky npoekTa.

UE nmeeT BCTPOEHHYIO CUCTEMY BU3YarbHOMO
nporpammupoBaHus Blueprints, kotopas cylie-
CTBEHHO MOHWXaeT Nopor Bxoga B npouecc pas-
pabotkn. OcHOBOW HanucaHusa Koga ansa paboThbl
B ABWXKe aBnsietca C++, KOTOPbIN OTNNYHO pea-
nuayetcs ¢ nomoLybto Blueprints.

[ns TecTMpoBaHusa NporpaMMHOro Moayns oy-
AeT ncnonb3oBaHo 06opyaoBaHue A5A BUPTyanb-
How peanbHocTn Oculus Quest 2. [laHHas mogenb
SIBMNSIETCA aBTOHOMHOW, AN paboTkl B nporpamMmme
Unreal Engine Heobxoammo 6ecnpoBogHoe noa-
KIMoYeHne K KoMnbloTepy. MapHUTypa C LWecTblo
cTeneHsAMn cBoboabl OTCNEXUBAET ABWXEHUS O-
NnoBbI M Tena u B TOYHOCTU BOCNPOM3BOAUT UX B
VR. BHewHune gatymkm He TpebytoTcs.

U106l 06eCcneYnTb Ka4eCTBEHHbIV OMbIT BUP-
TyanbHOW peanbHOCTU, KOMMbIOTEP, K KOTOPOMY
nogkntoyaetcs VR-rapHuTypa, OOMKEeH OTBeYaThb
MUHMManbHbIM ~ TEXHUYEeCKUM  TpeboBaHuAM,
YCTaHOBMEHHbIM MPOU3BOAUTENEM TAPHUTYPbI.
B 3aBucumocTu ot rapHuTypbl VR-TpeboBaHus K
KOMMbIOTEPY MOTYT OTNMYaTLCS.

OcHoBHble TpeboBaHMS OTHOCATCS K LEH-
TpansHomy npoueccopy (CPU) n Bugeokapte.
Onsa o6opypoaHusa Oculus Quest 2 HeobGxoaum
LueHTpanbHbIi npoueccop Intel i5-4590 / AMD
Ryzen 5 1500X, sugeokapta NVIDIA GeForce
GTX 970 / AMD Radeon 400 Series, Takke gpy-
rme annapatHble komnoHeHThl K, Takve kak one-
patmBHasa namaTb (ana Oculus Quest 2 He meHee
8 '6anT), onepatneHas cuctema (Windows 10) n
TMn xpanunuwa (SSD).

PE3YJIbTATbI

B xoge pabotbl 6bin co3gaH npoekT Ha Gase
VMHPOPMaLMOHHOW MOAENM, BbIMONIHEHHOW B NPO-
rpammHoM komnnekce Autodesk Revit u umnop-
TupoBaHHOW B urposon aswxok Unreal Engine
4 Ans co3gaHus UHTEPaKTUBHOW BUPTyanbHOW
cpefbl.

B Revit ncxogHas nHgopmaumoHHasa Mogenb
€Oo30aeTcs M KOHBEpPTMpYyeTCcs B hopmat Ans 3a-

rpysku B urposon gsmxok UE. B UE Ha ocHoBe
NMNopTUPyeMon NMHMOPMALIMOHHOW MOgenu Cos-
paetcs VR-npoekT, no3sonsawowmin nonb3osare-
N0 B BUPTYyarbHOW pearnbHOCTU U3MEHHATb Moro-
XeHune 06bekToB B Mogenu. lNocne 3aBepLueHns
ceaHca BWpTyanbHOW peanbHOCTW 3arnyckaeTcs
nnarvH, KOTOPbIN CYUTHIBAET U3MEHEHME KOOPAM-
HaT B Mogenu u cdopmupyeT dann ¢ aHHbIMU.
B Dynamo 3anyckaeTcst CKpUnT, KOTOPbIA CYUTbI-
BaeT dhain ¢ AaHHbIMU U NPUMEHSIET U3MEHEHNE
NonoXeHus K o6bekTam B UCXogHoM nHdopmaum-
OHHOW Mogenu. Ha pucyHke 1 npuBefeHa obwas
cxema npouecca.

OcHoBHble aTanbl npouecca:

1.  CosdaHue uHopmayuoHHOU modenu.
VMcxogHasa nHdopmaumoHHas moaens npeacras-
nset cobor KoMHaTy € npeaBapuTeNnbHO pasme-
LeHHon Mebenbto. Mogenb paspabaTbiBaeTcs B
nporpamMmmHom komnnekce Autodesk Revit B dop-
marte .rvt. [locne 3aBepLueHns NOCTPOeHNss moae-
nn eé HeobxooMMO 3KCMOPTMPOBAaTb B MIPOBOM
asmwxkok UE4 ona dopmypoBaHusa BUPTYyanbHOW
cpenbl. MNMporpamma UE4 He nogaepxuaeT ¢op-
mat .rvt, nostomy mogens n3 Revit Heobxogumo
aKkcnopTmposaTb B popmat .udatasmith.

2.  Okcriopm modesnu. Onsi aTOM 3agayu
cyllecTByeT cneumanbHbin nnarvH  Datasmith,
KoTopbln ycTaHaBnueaetcs B Revit 1 gaet Bos-
MOXHOCTb 3KCMOpTMpOoBaTh Moaerb. C NOMOLLbIO
3TOr0 UHCTPYMeHTa hOpMUpyeTCst HOBbIV dhain,
Datasmith File, otaenbHbI OT MHOPMAaLMOHHON
mogenun. Popmat coaepxuT He Tornbko 3D-reome-
TPUIO, HO M NapameTpbl 0ObEKTOB, NPEACTaBNSIO-
LUMe MHTepeC Ha fanbHenwmnx aranax npouecca
nepegayv AaHHbIX.

Bpemsa cdopmupoBaHus danina 3aBucuT OT
pasmepa n cteneHyn npopaboTku nHdopmaLm-
OHHOWM Mogenu. [na TecTupoBaHWs NporpaMmm-
HOro MoAyrns Mcnonb3oBanack Mogernb KOMHATbI
c Hebonbwym konuyectBoM mebenn. O6wmn
pasmep canna .rvt coctasnan 27 M6awnt, akc-
nopt B popmart .udatasmith 3aHan okono 4 cek.
Pasmep copmmpoBaHHoro dhanna .udatasmith
BMecTe C OubnuMoTekom TeKCTyp cocTaBnsn
13,4 M6anr.

Bo Bpema pabotbl ¢ 6onee macluTabHbIMU
MoZensmMu Bpemsi akcnopTta byaer yBenuumeaTb-
Csl, 04HaKo nepepn 9KCNopTOM eCTb BO3MOXHOCTb
BbibOpa aMneMeHTOoB, KOTOopble HEeOBXOAMMO Bbl-
rpysvuTb Ona ganbHenwen pabotbl. HacTtporika
npoussoanTcs B nporpamme Revit nytem ckpbl-
TMa Ha 3D-Buae anemMeHToB, KOTOPbIE HE AOIK-
Hbl BbITb 3KCMOPTMPOBaHbl. Takum obpasom, B
¢ann udatasmith Byget BbIrpy>KeHO TOMbKO TO,
4YTO NpeacTaBnseT MHTepec U oTobpakaeTcs Ha
3D-BuAae, a He NOMHOCTLIO BCA MOAEnb.
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3. CosdaHue npoekma 0Ons supmyarnbHoOU
peanbHocmu. [poekT co3gaeTcs B nporpamme
Unreal Engine 4 Ha OoCHOBe CTaHAApPTHOrO Lia-
BnoHa.

4. UWmnopm molenu & npoekm. Vmnopt
mogenu cdopmata .udatasmith B nycton npoekt
OCYLLECTBISAETCHA aBTOMaTUYeCKM C MOMOLLBIO
nnarvHa Datasmith, yctaHoBneHHOro B MrpoBom
aswxke. Mmnopt darina pasvepom 13,4 M6ant
3aHan okono 10 cek.

5. Hacmpolika napamempos rnpoekma.
MogroToBka npoekTa Ans paboTbl BUPTyanbHON
peanbHOCTW 3aKMioYaeTcs B HAaCTpovike napame-
TPOB MCTOYHMKOB CBETa M MaTepuanoB oObObek-
TOB, CO3AaHUN MHCTPYMEHTOB ANS NepemMeLLeHns
nonb3oBaTens B MOAENN U BO3MOXHOCTU nepe-
OBWXeHnss obbekToB. [0na 3TOro COoCTaBnsATCA
nporpamMmmHble MOAYNW B cpeae A58 BU3yanbHOro
nporpammupoBaHus Blueprint.

6. TecmuposaHue npoekma. lNepen Hava-
nom pabot B mogenu HeobxoaMMo NpoTecTUpo-
BaTb CAeNaHHble paHee HACTPOMKM napameTpoB
npoekra.

PucyHok 1 — Obwas cxema npouecca rnepedaqu 0aHHbIX

Figure 1 — General diagram of the data transfer process

7. BbinonHeHue pabombl C [POEKMOM.
Pabota ¢ npoekTom BbLINOMHAETCA B nNporpamme
Unreal Engine B cneumanbHOM pexume ceaH-
ca BupTyanbHOW peanbHocTU. [lonb3oBaTenb
¢ nomoubo rapHutypbl VR nepegsuraetcs no
MoAenu B peanbHOM MacwTabe n nepemelsaet
06beKTbl B MOAENN, co3fasas B pesynsrare cob-
CTBEHHbIV NPOEKT.

8. Okcriopm ¢hatina ¢ usmeHeHUsAMU Moode-
nu. Ons coxpaHeHns faHHbIX 06 N3MeHeHun Me-
CTOMNONOXeHNS 06bEKTOB MOAENN NCMONb3YeTCs
nnaruH, paspaboTtaHHbii B cpege Blueprint (pu-
CyHoK 2). [Npu 3aBepLUeHnn ceaHca BUPTyanbHON
peanbHocTK B nporpamme Unreal Engine nnarvn
aBTOMaTMYEeCKN CO3daeT Ha KomnbloTepe dann
C AaHHbIMM B dhopmaTte TEKCTOBOrO AOKYMEHTa
Ixt. ®ann cogepxut o6bekTol JSON, npeacras-
NeHHble Kak napbl: KoY / 3HaveHune. Knoy — ato
ID (npeHTudpmkatop) nepemelléHHoro obbekTa
MoZenu, NnpucBoeHHbI B Revit. 3HaveHne — aT0
CMUCOK, NPEeLOCTaBNALLMIA CODON 3HaYEHUS KO-
opavHat. CosgaHve dhavna 3aHMMaeT [Oonu ce-
KyHAbI.

Tom 18, Ne 4. 2021. CkBo3HOI HOMep Bbinycka — 80
Vol. 18, no. 4. 2021. Continuous issue — 80

© 2004-2021 BectHuk CuoAN
The Russian Automobile
and Highway Industry Journal

445



C

BbiGop aneMeHTOB
emT——— ]
N | e

)

Co3paHue BHewHero chaina

9. Umnopm c¢palina ¢ usmeHeHUSIMU MOOe-
siu. IMNopT AaHHbIX B UCXOOHYI0 MHAOPMAaLNOH-
HYH0 MOAENb OCYLLECTBSETCHA C MOMOLBI NpPOo-
rpamMmmHoro mogyns B cpege Dynamo (pucyHok

CTPOUTENBLCTBO M APXUTEKTYPA

Monyuyenwe ID anemeHToB
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PucyHok 2 — lNnaeuH e cpede Blueprint

Figure 2 — Blueprint plugin

3). CkpunT 3arpyxaeT ¢ain ¢ HOBbIMA KOOpAM-
HaTaMn 06BbEKTOB, CPABHMBAET C MCXOOHBLIMU KO-
opAvHaTaMu U BbIYUCHSET pasHULLy.
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PucyHok 3 — Ckpunm e cpede Dynamo

Figure 3 — Dynamo script
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10. O6HosneHue modesiu. OBGHOBMNEHNE WH-
HOPMaLMOHHON MOLENW BbIMOMHAETCS aBTOMa-
TMYECKN C NoMoLbO ckpunTa B cpege Dynamo.
OO6bekTbl MOAENM NEPEMELLAITCA Ha BbIYUCITIEH-
Hyl0 pasHuuy KoopauHaT. B TectoBom mogenu
pa3mepom 27 MGanT BpeMsi Ha OOHOBMNEHNE Ko-
opavHaT 0BbeKTOB COCTaBUIO MeHee 1 cex.

OnucaHHbIN NPOrpaMMHbIN MOAYIb HAXOAUT-
Cs1 Ha paHHewn ctagun pa3paboTku. OgHako, cyas
Mo uccrnefoBaHnio, MOXHO cAaenatb BbIBOA, YTO
€ro 1cnosnb3oBaHve 4518 peanu3aumm UHTYUTUB-
HOrO NPOEKTUPOBAHNS BO3MOXHO. [1porpamMmHbIii
Moy b MO3BOSSET NOrpy>KaTbCs B BUPTYasibHbIN
MUp, 4TOObI ahbdeKkTnBHEE CO3aaBaTb 3CKU3 By-
dyuwiero npoekta. Kpome TOro, peannsosaHa aB-
TomMaTMyeckas nepegada AaHHbIX W3 WUrPOBOrO
OBWKKA B nporpaMMmy Anst MHPOPMAaLMOHHOIo
MOLEenuMpoBaHus.

Mcnonb3oBaHue NrpoBoro ABMKKA, TAKOro Kak
Unreal Engine, npegoctaBnser 6onbLioe Konu-
4YeCTBO BO3MOXHOCTEW ANA AopaboTku u yryy-
LLEHNe NPOrpaMMHOr0 MOgYIS.

B kauyecTBe nepcnekTuBbl pa3BUTUS HayYHON
paboTbl HamMmeYeHbl creaylolme naen:

1. CospgaTb MpunoxeHuve Ha OCHOBE Mpo-
rpaMmHoro Mogyns ans pabotel ¢ mogenosto 6e3
3arnycka UrpoBoro ABuXKa.

2. PeanusoBaTb NpOCTON N NOHATHbLIN NOSIb-
30BaTeNbCKNN UHTEPENC.

4.  W3yuuTb, Kak BUpTyanbHas pearibHOCTb
MOXET ObITb MHTErPUPOBaHa C APYrMM NporpamMm-
HbIM o6ecneyeHnem BIM.

OpHUM 13 acnekToB NPUMEHEHNS TEXHOMOTNN
BMPTyanbHOW peanbHOCTU B CTPOMTENbCTBE SB-
NSIeTCsi BO3MOXHOCTb MHTYUTUBHOIO NMPOEKTUPO-
BaHUs.

OpdekT NpuUCyTCTBUS BHYTPWU BUPTYarbHO-
ro npocTpaHcTBa Oygywero 3gaHus obnerya-
€T 3afjady no CO34aHMK0 3CKM3a MHTepbepa. B
BMPTyanbHOW pearibHOCTU MOXHO He TOJSbKO
ocMaTpvBaTb MOAESNb, HO U OnepupoBaTb C ee
obbekTaMmun. 3TO AaeT BO3MOXHOCTb paccTaBuUTb
mebenb n obopygoBaHue, HaxoasiCb B mMogenm
nomMeLleHns B peanbHOM Macltabe n ncxoas n3
yaobcTBa nornb3oBaHMeM OyaylimMM npocTpaH-
cTBoM. bonee Toro, ¢ 3agaven co3gaHusa npeasa-
PUTENBHOMO 3CKM3a MOMELLEHUSA B BUPTYyalbHOM
NPOCTPaHCTBE MOXET CrNpaBUTbCA N0OOM Monb-
3oBaTernb 6e3 cneymansHON NOL4roTOBKN OCHOBbI-
BasiCb TONMbKO Ha CBOUX owyLleHnsx. B atom 3a-
KrnoyaeTcs naes UHTYUTMBHOIO MPOEKTMPOBaHNS
C NMOMOLLIbIO BUPTYarbHOW peanbHOCTU.

Pe3ynsratoMm UHTYUTMBHOIO MPOEKTUPOBAHMS
SABMNSIETCS 3CKM3 OyayuLiero npoekTta, co3gaHHbIv
Npv HEMOCPELCTBEHHOM Y4YacTMM 3aKkas4yumka, 4YTo
CHWXaET BEPOSATHOCTb HEMPUHATUS OKOHYaTEmMb-
Horo pesynerara [5].

CONSTRUCTION AND ARCHITECTURE

PART Il

Co3aaHHbIN 9CKM3 NepefaeTcs cneumanmcTam
Ons ero 0opaboTkM 40 NPOEKTHOW 1 paboyein Oo-
KyMeHTaLuu B nporpammax anst MHopMaLumnoH-
HOro MOZENMPOBaHNSI.

OBCYXOEHUE N 3AKNTIOYEHUE

Mo pesynbTraTtamM aHanusa TeOpeTUYECKOMN OC-
HOBbI W CYLLECTBYIOLLEro NPakTU4eckoro npume-
HeHus nHTerpauun VR n BIM 6bino onpegeneHo,
YTO TEXHOIMOIMM XOPOLLO AOMOSHSOT ApYr Apyra.
BupTyanbHasa peanbHOCTb MOXET MPUMEHSATLCS
AN PasfiMyHbIX Lernen B CTPOMTENbHON OTpacrnu,
HO CyLLecCTBytOT npobnembl B nepegadye gaHHbIX
MexXgy cucTemMamu, YTO He NO3BOMSET B MOSHON
mMepe uHterpuposatb VR B metoa BIM.

B xome paboTbl cdopmynupoBaHa maest Ho-
BOro npumMeHeHust VR B CTpOUTENbCTBE — UHTYU-
TMBHOE MPOEKTMPOBaHWE B BMPTyanbHOW cpefe.
OdpekT peanbHoro macwtaba B BUPTYanbHOM
NPOCTPaHCTBE MNPOEKTUPyeMOro obbekta 3Ha-
ynTenbHO obnerdaeT 3agadvy CO3[4aHWA 3CKM3a
WHTEpPbEpa XUIoro nomelleHus. UMHTyntmeHoe
NPOEKTUPOBaHNE MOXET OCBOMTBL OO0 NOMb30-
BaTenb 6e3 cneynanbHOW NOArOTOBKN OCHOBbIBA-
SICb TOMbKO Ha CBOMX OLLYLLEHMAX N paccTaBnss
00beKTbl MHTepbepa B BUPTyanbHOW cpede no
cBoeMy yaobeTay.

Takum obpasom, VR B CTpOUTENbCTBE MOX-
HO MCMONb30BaTh He TONbKO AN BU3yanu3aumm
OOBEKTOB, HO W KaK AOMOMHUTENbHbIA WMHCTPY-
MEHT 41151 NPOEKTMPOBAHMS.

C uenbio coxpaHeHust npuHuMna uHpopma-
LMOHHOIO MoAenupoBaHus 06 akTyanbHOCTU ”
aBTOMaTM3aunyM BHECEHUS U3MEHEHWI Obin pas-
paboTaH nporpammHbIi MoZdyMb A7is aBToMaTu-
YecKom nepefayvv gaHHbIX n3 nporpammsl Unreal
Engine 4 B ncxogHyto MHPOPMaLIMOHHYO MOAEnNb
B nporpamme Autodesk Revit. Tak peannsosaHa
MOMHOLIEHHAs WHTerpauusa TeXHONOrmm BUPTY-
anbHOWN peanbHOCTM B METOA MHPOPMALMOHHOTO
MOENVPOBaHUS.

[MporpaMMHbIA MOAYNb HaxXO4UTCA Ha aTtane
paHHen pa3paboTku, TeM He MeHee UMEeeT nep-
CMEKTUBbI AN1S1 pa3BUTUS B NOSIHOLIEHHOE MpUIo-
XXeHue, JOCTynHoe Ansi nobbix nonb3oBaTenen.
B paboTte npvBeneHbl OCHOBHbIE HamnpaBneHUs
ANs NPOAOIMKEHMS pa3paboTKM NPUMNOXKEHNS.
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