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AHHOTAIUSA

B crathe Ha mpuMepe mpakTUYECKOi paboThl Kypca « TpexmepHoe reonH(pOpManOHHOE MOJIEITH-
pOBaHME» ITOKa3bIBAIOTCS OCHOBHBIE 3Tamnbl co3gaHus TpexmepHoro ['MC-npunoxkenus — nomyue-
Hue ['MC-gaHHbBIX, cO34aHUE HAa UX OCHOBE TPEXMEPHOM MOJENH y4acTKa 3€MHOM MOBEPXHOCTH,
OpraHM3alysl B3aUMOJICHCTBUS C IOJb30BATEIEM, B YACTHOCTH, [IEPEMELLIEHUE 110 TPEXMEPHONU MO-
nenu v noinydenue ceeneHuit o ' MC-o0bekrax B Moaenu. [lpuBoastcst mpumepsl OMOIHOTEK (KOJI-
nexuuii) st «Unity3D», KOTOpbIe MOTYT OKa3aThCs MOJIE3HBI MPU PEIICHUH 33134 M0J00HOTO po-
na.

KiroueBble cjioBa: TpexMepHoe reonH(popManmonnoe Moenuposanue, Blender, Unity, Tpexmep-
Hoe ['MC-nipunoxenue.

Abstract
Using the example of the practical work of the course "Three-dimensional geoinformation model-
ing", the article shows the main stages of creating a three-dimensional GIS application — obtaining
GIS data, creating a three-dimensional model of a section of the earth's surface on their basis, or-
ganizing user interaction, in particular, moving along a three-dimensional model and obtaining in-
formation about GIS-objects in the model. Examples of libraries (lectures) for "Unity3D" are given,
which may be useful in solving problems of this kind.
Keywords: three-dimensional geoinformation modeling, Blender, Unity, three-dimensional GIS
application.

BBenenue

B PTY MUPOA wucnonb3yercss opurnHaibHas METOJUYECKasl CUCTEMA ITPOBEIEHUS 3aHATHH [1,
2, 3], xoTopas HampaBlieHa Ha MOJY4YeHHE M 3aKpeIUIeHHE MPAKTUYECKUX HaBBIKOB, B YaCTHOCTH,
MPAKTUKO-OPHEHTHPOBAHHOE OOYYCHHE W HAYYHO-HCCIIEOBATEIbCKAsl JCSITEIbHOCTh CTYJECHTOB.
Ha BTOopom kypce BeimosHseTcs KypcoBoi mpoekT (10 2023 1. — KypcoBast paboTa), Tie paccMaTpH-
BaeTCs CO3JJaHHE TPEXMEPHBIX MOJIEeNIeil MECTHOCTU U padoTa ¢ pelakTOPOM TPEXMEPHOTO MOJAEIH-
poBanus [2]. Ha yeTBepTOM Kypce HaBBIKM TPEXMEPHOTO MOJEIUPOBAHUS y CTYAEHTOB MOJAKPEM-
JSIOTCS B paMKaxX AUCHUTLTUHBI « TpexMepHoe TeonH(OpMalnOHHOE MOJISITUPOBaHKEY (TIepe BhI-
MTOJTHEHUEM BBIMTYCKHOM KBaTM(DUKAIMOHHOM pabOTHI).

OpHa U3 mpakTU4ecKuX paboT B Kypce «TpexMepHoe TeomH(GOPMAIMOHHOE MOJCIUPOBAHHE)
COCTOUT B co3faHuu npoctoi narepakTuBHON [ IC (reonHpopManmonHas CCTeMa) OKPECTHOCTEH
Maska (puc. 1).
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Puc. 1. [Ipumepsr paboThl TpOrpaMMBbI

PaboTa cocTOHT U3 CIEAYIOUINX 3TANOB:

1. ITonyuenne ['MC-ganHBIX MOJCTHPYEMOTO yUacTKa.

2. Co3maHue TpeXMEPHON MOJENHU y4acTKa, B TOM YHCIie 00bEKTOB — MPUPOIAHBIX (penbed, pac-
TUTEIBHOCTh, BOJJOEMbI) U UCKYCCTBEHHBIX (CTPOEHUS, JOPOTH, KOMMYHHKAIIIH).

3. Co3gaHue CUCTEMbI HABUTALIMH JJIs1 B3aUMOJCHCTBUS C TPEXMEPHOUN MOJIEIBIO.

B pamkax mpoekTHOro 3aganusi (IpaKkTUUYECKOE 3aJJaHUE, KOTOPOE BBIMOIHIETCS B T€UEHUE He-
CKOJIBKHMX 3aHSTHH MOATANHO) 3a1a4da co3gaHust TpexmepHo 'MIC cTaBUTCS B YNPOIIEHHOM BHJIE:
penbed U pacTUTETHLHOCTh MOACTUPYIOTCS YIIPOLICHHO, TOPOTH, BOAOEMbI 1 KOMMYHHKAITUH TTOKA-
3BIBAIOTCA YCIIOBHO, 3aCTPOMKa MOJEINPYETCSl HAa OTPaHUYCHHOM yYacTKe U TOJBKO JJIsl OTJENIbHBIX
O00BEKTOB. DTArbl M METOAMKA BBIITOJIHEHHUS ATON pabOTHI OyAyT paCCMOTPEHBI HUXKE.

1. [Ipunoxxenue co3naercs B cpene rpapuueckoro «aBuxka» «Unity3D» [4] ¢ ucrions3oBannem
TPEXMEPHBIX MOJIEJICH, MOTYUYCHHBIX MpH MToMoIH peaakropa «Blender-3Dy [5].

B «Blender-3D» co3nmatorcs MoieN YHUKAIBHBIX 00BEKTOB — pebeda, COOpYyKEHUH.

Bnauane ¢ moMoripo 1onmoiHUTENbHOTO HHCTpyMeHTa (Tutaruna) «BlenderGISy co3paercs 3a-
roToBka (puc. 2), B kotopyto Bxoaut LIMP (uudpoast monens penbeda), moAI0KKa B BUIE KapThI
OSM (Open street map) u 006bekThI 31aHui. {151 TOro yToOBI penbed umen Goiee sspkoe oToOpa-
KeHue B nosryueHHoi TpexmepHoit ' IC, nobaBnsercss nuckaxenue (yBelIMYEHUE) BBICOT TOUYEK pe-
needa.




Puc. 2. [Tomnoxka n3 «BlenderGIS»
2. Jlanee B TPEXMEPHOM PENAKTOPE CO3AIOTCS MOJACIH CTPOCHHI — Masika U OKPYKAIOIIUX €ro

coopykeHuit (puc. 3).
R —

Puc. 3. YHuKaIbHBIE 00BEKTH MOJICTTH — MAsIK U OKPYIKAOIIHE €TO COOPYKEHUS

3. CozpgaHHble TpEeXMEpHBbIE MOJEIHM TEPENaloTCs B HIPOBOM <«JIBHKOK» (game engine)
«Unity3D» st opraHu3aIiuu MHTEPAKTUBHOTO B3aUMOJICHCTBHSI C MOJIB30BaTENIEM, KOTOPOE BKITIO-
qaer:

- BO3MO>XHOCTb IIEpEMELIEHNS 110 CO3JaHHON MOJIENH;

- BO3MOKHOCTh B3aumoeiicteus ¢ [ MC-o6bextamu 1 noaydeHne nHpopMaIiu o HuX.

st peanuzanuu 3Tux GyHKIUA B MpoekT «Unity3D» momosHUTENbHO OBUTH 3arpyKeHbI JBE
KoJuteKuH (asset) U3 Karajora KoJUIeKIui «Asset store» st «Unity3D»:

1) Mopmenb IpoHa ¢ 3IeMEHTaMU YIIPaBJICHUS U aHUMAllMU T0JIeTa, KOJUTU3UU U 3BYKOBBIMHU 3(-

¢bexramu (puc. 4, a);
2) OumbnmoTeka NI BU3yalu3allii TEKCTOBBIX coolmeHui (puc. 4, 0).

Drone Controller Demo First release

[ Add label & Hide asset

Purchase date B, 202

Custom Message Boxes First release

[# Add label % Hide asset

Purchase date B, 202

6)
Puc. 4. Konnekuunn u3 «Asset store» ais peaau3aluy B3aMMOIEHCTBUS € M10JIb30BATEIEM
Ha puc. 5 noka3zana HacTpoiika 3JIeMEHTOB yIIPaBJICHUS MOJEIH APOHA.
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Add Component

Puc. 5. Mogens npona B «Unity3D» ¢ HACTpOSHHBIMH 3JIEMEHTAMH YITPaBICHUS
Ha puc. 6 moka3an nmpuMep HaCTPOHKH COOOIIEHUS, KOTOPOE 0TOOpaskaeTcst Mpy NMPUOIKEHUH
K MasiKy.

Puc. 6. Hactpoiika mapameTpoB 00beKTa-COOOIIECHNUS
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Kpome Toro, nenocpencreeHHo B cpene «Unity3D» mMoryT ObITH 100aBIEHBI MOJIETH THUITOBBIX
00BEKTOB — PACTUTENLHOCTh (AE€PEBbsl, KyCThl), HCKYCCTBEHHbIE 00BEKTHI ((poHapu, aBTOMOOMIIH,
JIaBKH, 3a00pbI U Jp.), OCBEIICHHE. DTO MO3BOJISIET COKPATUTh BPEeMs pa3pabOTKH MHTEPAKTUBHON
I'NC, Takue 0OBEKTHI HE MPUXOAUTCS MOJCIUPOBATh BpyuHY0. IMIopTupyembie MoJenu 00beK-
TOB TaKXe, KaK MPaBUjI0, ONTUMHU3UPOBAHBI 11 paboThl B «Unity3D» (MMeroT MeHbIIIe TpaHei, 3a-
NIEYEHHBIE TEKCTYPbI, CBOMCTBa OTOOpa)keHUS M (PU3MUECKOr0 B3aMMOACUCTBUS), Oaroaapst yemy
noBbImaercs 3gdexruBHOCTh padoThl [ UC-ipunoxenus.

B pabote Obutn 106aBIeHBI 00BEKTHI OCBeIeHUs (puc. 7):

*  MOJEIb COJHIIA;

* 4 ToyeuHBIX 0OBEKTA OCBEIICHUS IMUTUPYIOIIUX CBET MasKa.

HHTepakTHBHOE B3aMMOJCHCTBHE BO MHOTHX CIIydasX OOecleYMBaeTCs HACTPOMKON CBOMCTB
00BEKTOB, OJIHAKO YHUKAJIbHBIC B3aUMOJICHCTBHS TPEOYIOT HAIMCAHUS CIECIHAIBHOTO MPOrpaMM-
Horo koja. Ha puc. 8 mokasanbl mapameTpbl HAaCTPOWKM M KOJ| clieHapus Ha si3bike C#, KOoTopble
00eCIeunBarOT 0OTOOPAKEHHUE TEKCTa Ha KPAHE MOIb30BATENs ITPU MPUOJINKEHUN K MasIKY .

B kayecTBe BXOAHBIX MapaMeTPOB B JaHHOM CIICHAPHH BBICTYMAIOT: MoJeNb ApoHa (body), oc-
HoBaHnue Maska (Building) u o6wexTs! ocBemnenus (Lampl, Lamp2, Lamp3, Lamp4, Sun)

Taxke CKpPUNT BBIBOJUT TEKYIIEE PACCTOSIHME MEXIY IPOHOM M MasKOM B IEPEMEHHOM
Distance, pacdeT pacCTOSHUS MPOU3BOAUTCS CHCTEMON aBTOMATHYCCKH.

[Tpumep pabOThI CUCTEMBI ITOKa3aH Ha pHcC. 1.
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Puc. 8. Hacrpoiika crienapus B mpoekte Unity3D

BoIBOaBI
B nannoi#t paboTe Ha MPOCTOM MPUMEPE PaCCMOTPEHBI OCHOBHBIC ATaIlbl CO3/aHMS TPEXMEPHOU

I'c.

[Ipu cooTBeTcTBYIOLIECH AETanbHON MPOPaOOTKE MOXKET OBITH CO3[aHO JAEHCTBYIOIIEE I0JI-

HOQYHKIMOHaIbHOE TpexmepHoe [ C-nmpuiioskeHre TUna BUPTYyalbHOTO «ITyTELIECTBUS.
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