Co3pganue nporotuna '’MC-npuioxxeHus
c ucnosib3oBanueM Blender u Godot Engine

Development of GIS-application prototype
using Blender and Godot Engine software

boukapes JI.M.
Crynent, DI'BOY BO «MUPDA - Pocculickuii TEXHOJIOTUUECKUA YHUBEPCUTETY, T. MOCKBa
e-mail: bochkarev.l. m@edu.mirea.ru

Bochkarev L.M.
Student, MIREA - Russian Technological University, Moscow
e-mail: bochkarev.l. m@edu.mirea.ru

AHHOTAIUSA

B crarbe mokazan crnoco0 co3gaHusi MHTEPAKTUBHOW TPEXMEPHOUN MoJenu 31aHus, ucnoibiys 110
«Blender-3D» u «Godot Engine», moka3zansl mpenmyuiecTsa ucrnonb3oBanus «Godot Enginey» Han
«Unity» s co3maHus WHTEPAKTUBHOW CIICHBI Ha OCHOBE TMOJYyYeHHOW Mojenu. [lokasaHHBIM
METOJT MOXKET OBITh TOJIE3CH TMPHU PEUICHUH Pa3UYHBIX 3a/7ad B 00JacTH TPEXMEPHOIO
MozenupoBanus B mporpamme «Blender-3D», mpu pa3paboTke NPUIOKEHUNH JOMOJTHEHHOMN
PEATBHOCTH U TP CO3/ITaHUM MHTEPAKTUBHBIX IKCKYPCHH.

KiaroueBble cioBa: TpexMepHOEe TeOMH(POPMAIMOHHOE  MOJENUPOBaHUE, TPEXMEpPHOE
MOJICIMpOBaHNe, TpexMepHas Moenb, Blender, Godot Engine.

Abstract

The article shows the method of creation of interactive three-dimensional model of building, with
the means «Blender-3D» and «Godot Enginey» software. The benefits of using «Godot Engine» over
«Unity» when creating interactive scene based on previously made model are shown as well. The
shown method is applicable for solving different three-dimensional modeling tasks in «Blender-
3Dy, for developing augmented reality applications and for creation of interactive excursions.
Keywords: three-dimensional geoinformation modeling, three-dimensional modeling, three-
dimensional model, Blender, Godot Engine.

Beenenune

B cootBercTBUM ¢ ucnons3dyemoit B PTY MUPDA opurnHaibHOM METOAMYECKOW CHUCTEMOM
nposefeHus 3aHatui [1, 2, 3], Ha 3aHATHAX B Kypce «OCHOBBI TPEXMEPHOI'O MOJAEIMPOBAHUS)
UCIIOJIb3YETCSl MPaKTUKO-OPHUEHTUPOBAHHOE 00ydeHHe (KYypCOBOW IPOEKT, B paMKax KOTOPOTO
coznaercs nporotun I'MC-npuioskeHus), CTy1€HThl IPUBJIEKAIOTCS] K HAYYHO-HCCIIEI0BATENbCKON
NeSITeIbHOCTH.

IIpy BBINOJIHEHMHM KypCOBOrO IpoekTa sl co3jaHusa nporotuna [MC-mpunoskenus
CTyJIeHTaM TMpejyiaraercsa wucmnoiab3oBath Unity3D [4]. JlaHHBIA MOAXO0H WMEET CISAYIOIIHE
HEJOCTaTKHU:

®  OTHOCHTEJIBHO BHICOKHE CUCTEMHBIC TPEOOBAHMS;

e Oombmoii «Becy camoro I10 (4 I'6);

e joporasi MOAMKCKA.

Jlyis perieHus epedrclIeHHBIX BhINIe mpobiem npu coznanuu nporotuna ['MC-npunoxenus
MpeJIaraeTcst ucronb3oBath miathopmy «Godot Engine». Ona umeet psia otiauamii ot «Unity3Dy,
HEKOTOpbIE U3 KOTOPHIX NIepeUnciIeHbl B Ta0. 1.
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Tabnuya 1

CpaBnenne Godot Engine u Unity

XapakTepucTHKa Godot Engine Unity
JInueHsus JInnensus MIT [IponpuerapHas
S13bIK TpOrpaMMUPOBAHMSI GDScript, C#, C++ C#, C++

MunnMaabHBIC CHCTEMHEIC Tpe60BaHI/I$I

Windows 7 SP1+, macOS Windows 7 SP1+, 8, 10, ToibKO

0C 10.11+, Linux 64-pazpsansie Bepcun; Mac OS X
(kakas-m160 UCTPUOYIHS 10.12+; Ubuntu 16.04, 18.04;
c sapom 2.6.18+) CentOS 7
64-OUTHBIN TBYXBSACPHBIN JIro0oit 4-snepHbIil mporeccop
IIpoueccop MpoLECCOp, TAKTOBAs HaymHas ¢ 2011-2012 rogos
gactorta 2.0 I'T1+
OnepaTuBHAs MaMsITh 4Tb 4Tb

¢ noepkoii OpenGL ES Buneokapra yposuas GT1030 unu
BCcTpoeHHas rpaduka yposHs Intel

I'padnaeckuii mpoueccop 3.0+
' HD Graphics 610

CB00OOIHOE MECTO 1Tb 4TBb

Coznanme npororuna 'MC-cucremsl ¢ nomombio 3DF Zephyr/Blender3D/Godot
3D-moo0enuposanue 30anuil
Hnst cozganust 3D mojnenu 31aHus MCHOJIB3YIOTCS MaTepHallbl CheMKH, IOJyYEHHBIE C
MOMOIIbI0 OECIMIIOTHOTO JIeTaTeNbHOro amnmnapata. CHUMKHA 00padaThIBalOTCS C NMPUMEHEHUEM
dotockanepa 3DF Zephyr, rae reHepupyeTcss TEKCTYPUPOBAHHBIM MeEII, KOTOPBIH 3aTemM
umnoprupyercs B Blender myis Bociponssenenus 6ojee ToOUHON reoMeTpuu 3aaHui (puc. 1-2).

Puc. 1. Mem, umnoprupoBanssiii B Blender 3D u3 3DF Zephyr Free
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ser Perspective
1) Scene Collection | Plane

Puc. 2. 3D-moxens 3nanuii, co3gannas B penaktope Blender 3D na ocHoBe mannbix u3 3DF Zephyr

[Tocne Bocco3manmsi reoMeTpuu TpeOyeTCsl MPUAATh MOJIEIH IIBET U TEKCTYpY (puc. 3).

B Hactosimieit pabore ans 3toro Obul Mcmonb3oBaH OecrutatHbiii agnoH Blender Kit [5],
KOTOPBIH MO3BOJISIET 3arpy’KaTh MOJCIH U TEKCTYypPhI U3 OTKPBITHIX OMOIHOTEK. Takxke H00aBICHBI
00BEKTHI 0OCTAaHOBKH (IEPEBBS U JP.).

Puc. 3. TexcTtypupoBaHHas MOJENb 3aHUN

Cozoanue unmepaxmuenoii cpeowvt ¢ Godot Engine

Godot Engine — OTKpBITBIH KpoccriaThOpPMEHHBI TBYXMEPHBIH U TPEXMEPHBIN HUTPOBOM
nBKOK nof niensueit MIT, koTtopelit pazpabatsiBaetcs coobmectBoM Godot Engine Community
[6]. Cpena mo3BossieT pa3pabOTYMKaM CO3/1aBaTh WTPHI C HYJsI, HE TMOJB3YICh 0OJee HUKAKUMHU
uHcTpyMeHTamH. [Ipoliecc mporpaMMupoBaHus TaKkKe HEe TpeOyeT BHEITHUX HHCTPYMEHTOB.

B nmanHOl paboTe MrpoBOi NBHXKOK HMCIOJB30BANICS KaK cpefa ISl CO3JaHUsl CHMYJISITOpa
obnéra Kammyca Ha OeCIUIOTHOM JIeTaTeIbHOM armapare ¢ (PyHKIMeH MOSICHEHUH JJ1s1 HEKOTOPhIX
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00BEKTOB W BUAOM OT TpeTbero jauna. CoxpaneHHas cuieHa u3 Blender Obima mmmopTupoBaHa U3
dopmara.blend (puc. 4).

Puc. 4. mnoptupoBanHas ciiena B Godot

[Tocne mmmopra ObUTa co37aHa OTHENBbHAs CIieHA IOJ Ha3BaHHEM «player» IUIs CO3TaHWMsI
«repcoHaxa mnoinb3oBarens. Moaens BITJIA (puc. 5) Obina 3arpykeHa U3 OTKPBITOH OHOIHOTEKH
3D mopeneit Sketchfab [7, 8].

@ playertscn - MIREA e ine g X

I'20 K30 Kscript & Assetlib

vauus  Pey

Puc. 5. CuieHa ¢ «mepcoHaxem» Mmoab30BaTelis — OCCIIIOTHUKOM

Jlanee ObUT CO3/aH TMOJB30BATENbCKUI MHTEpQEHC s onrMcaHuii KopiycoB (puc. 6). s
3TOTO OTJIENIBHO ObUIA CO3/aHa CIEHA MO Ha3BaHHEM «control» OJHOMMEHHOTrO Kjacca, B KOTOPOH
co3maBajiicsi Bech MHTepdeic B pexxume 2D, a Taxke OBIT HAlMCaH CKPUNT IS BBITPY3KH
uHpopMannu 0 Kopiycax u3 3apanee coznanHoro JSON-gaiina.
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Puc. 6. Hactpoiika mons3oBarenbckoro uHTEpdeiica B peakrope

Crpykrypa uHbopmaruu, usnoxeHHor B JSON daiine (puc. 7), mpeAcTaBisieT U3 cedst
CJIOBapb, B KOTOPOM KJIIOYaMM SIBJISIIOTCS Ha3BaHUS KOPILyCOB Ha AHIVIMHCKOM fA3BIKE (HaIpumep,
nHpopmanus npo koprnyc WM wummeer wmou  «Corpusl»). JlaHHBIE, CBSI3aHHBIE C KJIIIOYOM,
IIPE/ICTaBJICHbl B BUJIE MAacCUBAa U3 CTPOK, B KOTOPOM HYJIEBOM JIEMEHT — Ha3BaHUE KOpIIyca Ha
PYCCKOM $I3BbIKE€, MIEPBBII AJIEMEHT — OMMCAHUE KOPITyca, BTOPOM, TPETHI U YETBEPTHI — CCHUIKK Ha
n300pakeHus B Mamnke ¢ pecypcamu npoekrta. Mrorossrit Bun JSON-daiina npencrasieH Ha puc. 9.

ax TexMonormit ¥ WHAYCTRMANLNOTC GpOrpamarposasudl (MOTHN) . Kopropamusmdi upew nToro MMcTuryra

Puc. 7. JSON-daiin ¢ nundopmarmeit

Texa PTY MMP3A, My=eit PTY MMP3A, a 7axse xajeipa KHOCTPAMMMX ASMKOB. BQ€CH YaCTO MOEMO BCTPETMTH CTYREHIOR, KOTOPNE WIPanT B Macron

A, ®OTOpHH B MPOCTOHAPOIMM HaSHBamT 'Uepenaxa'. JIOTOe BPSMA HAXOIMICA HA PEMOHTE, HO STO OTKPUTHE [IAHMDYSTCA YEE B Hauane 20

POHMKN W MHGOPMATMKK. KOpriopaTnspidi UBET STOTO MHCTMTYTa - QUONSTOBWA, @ TOTEMHOS EMBOTHOS NETYad Mmb! CTYRSHTH STOrO Mm

€h HAXORATCA KaGHMeTH GOMLNEH YACTH NDERCTABATENSH AMGIMMCTDALNY YHUBEDCHTETA, 4 TAKEe 34N BACEJANMit, B KOTOPOM MEPEZKo NPoXs,

oTo weTennexTa! (MMM wm KME - or ':mGepmeTska') . KOPOOPATMEHES LEST STOTO MHCTMTYTA - Senmemedi, a TamcMan - poSor!

B rnmaBHO# crieHe 1S KaK0ro Kopimyca Obutn 106aBiieHbl 00beKThI Kitacca Area3D, koTtopsie

pearupyroT Ha BBOJI M BBIBOJI OOBEKTOB M3 MX 30HBI OOHApykeHus (pHc. 8).
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J:.
Puc. 8. O6bexThI Kitacca Area3D (0ToOOpa)keHb CHHUMHU PaMKaMH )

Bmecte ¢ 30HamMm oOHapyXeHUs OBLIM TakXe M00aBICHBI MOJEIH CTPEJIOK, KOTOpPHIS
CTaHOBSITCSI BUAUMBIMU JIJIS TIOJIB30BATENS MTOCIIEe B3aUMOJICHCTBUS C COOTBETCTBYIOIIUM O0OBEKTOM
Area3D (puc. 9).

ole

Puc. 9. OtoOpaxeHue CTpenku

Hanee k kaxmomy o00BeKTy kimacca Area3D ObUl TPHUKPEIUICH CKPUIIT, PEATU3YIOIIHMA
OCHOBHOH (pyHKIIMOHANI OOHOBIIEHUsI MHTEpdeiica U 3arpy3ku HHPOPMAIMH O COOTBETCTBYIOIIEM
kopmyce. Kox ckpunra Osu1 Hanucan Ha si3eike GDScript u mpencrasiien Ha puc. 10.

Pabotaroiee npuiioskeHue moxkaszaHo Ha puc. 11.
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nds AreadD
st filePath = "res://resource/text.json"
* nameCorp = "HassaHue"

ar desc = "OnucaHue"

* links = ["Cceinkal", "Cceinka2", "Ccbinka3"]

ready () :

monitoring = true

> _on_body_entered(body):
.. .set_ le(true)
var dataFile = FileAccess.open(filePath,FileAccess.READ)
var parseResult = JSON.pa ing(dataFile.get_as_ 0
dataFile.c @)
nameCorp = parseResult[name][8]
desc = parseResult[name][1]
1inks[@] = parseResult[name][2]
1links[1] = parseResult[name][3]
1links[2] = parseResult[name][4]
$".. /.. ntrol".updatePanel(nameCorp, desc, links)

1c _on_body_exited(body) :

Puc. 10. Cxkpunt 30HbI OOHApYKEHUS

WASD - ynpaenexne
SPACE - NOAHATLCA Ha YPOBEHb BBEPX Kopnyc E
CTRL - ONyCTMTLEA Ha YPOBEHb BHU3.
<- - [lponucTaTs BNEBO
B aTom kopnyce 6a3vpyeTca WHCTUTYT PaanoanekTpoHUKA 1
WHGOPMaTUKK. KOpNopaTUBHbIA LBET 3Toro MHCTUTYTa -
$HoNETOBELIN, a TOTEMHOE XMBOTHOE NeTyuan Mbllb! CTYAeHTbLI 3TOr0
WHCcTUTYTa 06yualoTca Ha TakUX HanpaBNeHWAX Kak: paanoTexHuKa,
KapTorpapus 1 reouHpopMaTiKa, KOHCTPYMpoBaHue W np. B 3Tom
KOpRyce Takxke ¢ He\dBHEro BPEMEHW CTana pacnofaraTkea kadpeapa

MHXeHepHOU rpadukin

-> - MponucTath BNpaso
ESC - CKPLITL ONUCAHUE
X - 38KpbiTh CAMYNATOP

Puc. 11. CHUMOK 3KpaHa pabOTarOmEero MpuiIoKEeHUs
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BriBoabl
B nannoit pabore mokazaHsl nmpeumyniectBa ucrnoib3obanus [10 «Blender3D» u urposoro

nemwkka «Godot Engine» npu co3manny WHTEPAKTUBHBIX MH(GOPMAITMOHHBIX CHCTEM, B YaCTHOCTH
reonH(OpMaMOHHBIX crcTeM. [Ipemmaraemelii moaxoa mo3Bossiet co3nasats | UC-mMonenu 3qanmii
WU COOPYXEHUH C BHEAPEHHEM HWHTEPAKTHBHBIX 3JIeMEHTOB. [loimydeHHbIe TakuM oO0pa3om
MPOYKTHI MOTYT OBITh MCIIOJIE30BAHBI IPU CO3/IaHUU BUPTYAIBHBIX SKCKypcHit u 3D kapr.
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