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AHHOTaUuA

CoBpeMeHHBIE TEXHOJIOTUH MTO3BOJISIOT [IEPEBECTH BHICTABKH B MHTEPAKTHUBHbII, BUPTYalbHBIN (JopMaT
C IPUMEHEHNEM HEKOTOPBIX TEXHUK reiMuuKaIyy. B craTee npuBeaeH moapoOHbIH aHaIHN3 TIporecca
CO3/IaHMsl BHUPTYAJIBHOI'O IPOCTPAHCTBA, CPOPMYIHPOBAHBI OCHOBHBIC TpPEOOBaHHS K CHCTEME U
BBICTABOYHBIM eIWHUIAM. [IpuBeeHO 00OCHOBAaHWE IOCTOMHCTB W HEIOCTATKOB TEXHHYECKOTO
peUICHUs, YTO MOXET IOCITYKUTh PYKOBOJACTBOM JIJIs JalbHEWIICH pealu3aliil aHaJOTHYHBIX
npoekToB. [Ipu co3maHUM TPEXMEPHBIX OOBEKTOB BHPTYaIBHOTO MPOCTPAHCTBA HCIIOJIH30BAJIHCH
COBpPEMCHHBIC HMHCTPYMEHTHI MporpammHoro obecredenuss — Blender, Unreal Engine. [IpoBexen
skcriopT fhbx-moneneit u3 Blender B Unreal Engine u pemieHbl BOIPOCH BOCCTAHOBJICHUS U Iepeadn
JIOCTOBEpHOCTH Tpaduueckoir wuHpopmammu. I[IpuBeneHsl TpeOoBaHHWs K amnmapaTHOMy U
MIPOrPpaMMHOMY OOECTICYCHHUIO JUIS CO3/IaHUS MHTEPAKTUBHOW BBICTABKH. Pe3ynbTaThl MCCIECIOBaHUSA
MOTYT OBITh UCTIONIH30BaHBI B 00JIACTAX Pa3pabOTKU BUPTYaJIbHBIX MPOCTPAHCTB, UX HHH)OPMAIIMOHHON
U TEXHHYECKOW MOJAEp)KKe. B cTaThe OMMCAaHBI TEXHWYECKHE ACIEKTHI pa3padOTKH TpaduuecKoro
HHTEphEepa M SKCIIOHATOB, HHCTPYKIUA UX KOPPEKTHOTO MEPEHOCa M3 OMHOM Cpeasl B IPYTYIO, a TAKKE
MPHUBEJICHBI PEKOMCHJIAIIMK IO KCIIOJIh30BAHUIO MPOEKTa B 00Opa3oBaTenpHOU chepe. JlanpHeliee
HCCIICJIOBAHUE IUTAHUPYETCS B OOJACTH pa3MCINCHHsS CO3JAaHHOW WHTEPAKTHBHOW BBICTABKH B
CBOOOJTHOM JOCTyHe B ceTd MHTEpHET C IMOJIHBIM MOTPY)KEHHEM II0JIb30BATEIsl B BUPTYAIbHYIO
PEaTLHOCTb.
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Abstract

Modern technology allows to transfer exhibitions into an interactive, virtual format using some
gamification techniques. The article provides a comprehensive analysis of the process of creating a
virtual space, formulates the basic requirements for the system and the exhibition units. The
substantiation of the advantages and disadvantages of the technical solution is given, which could serve
as a guide for the further implementation of similar projects. During the development of three-
dimensional objects of the virtual space were used modern software tools - Blender, Unreal Engine.
Export of tbx-models from Blender into Unreal Engine is carried out. The questions of restoration and
transfer of graphic information validity are solved by by experiment. The requirements for hardware
and software for developing an interactive exhibition are given. The results of the research can be used
in the areas of virtual space development, information and technical support. The article describes the
technical aspects of developing a graphic interior and exhibits, instructions for their correct transfer
from one environment to another, and recommendations for using the project in the educational sphere.
Further research is planned in the field of placing the created interactive exhibition in free access on the
Internet with full immersion of the user into virtual reality.
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1. BeegeHue

B cBsi3M ¢ Hay4HO-TEXHHUYECKUM TporpeccoM Hayana XXI Beka, MOBIEKIIAM 3a COOOH BceoOIIyro
MHQOpPMaTH3aIMI0 U IU(PPOBU3ALNIO, MH(POPMALMOHHBIE TEXHOJOTUH IIUPOKO PACIPOCTPAHUINCE U
rIyOOKO POHUKIIH B KOXKIYIO cepy KU3HEACATEILHOCTH YeJI0BeKa.

B ycnoBusIX caMOU30IISIUH B NIEPUO]] TAHIEMHIH B CBS3U C MOSIBIICHHEM KOPOHABUPYCHON WHQEKIHN
COVID-2019 (Coronavirus SARS-CoV-2) nosiBunack He00X0JUMOCTh o0ectieueHns pabodero npoiiecca,
o0y4eHus U fnocyra B oHnaiiH-¢popmare [1-2]. to gano GONBIION TOMTYOK A YCKOPEHHS HU(PPOBU3ALUH
B chepe KynbTyphl 1 UCKyccTBa [3-4].

OpHUM U3 BUIOB MOMYJISAPHBIX MAaCCOBBIX JIOCYTOBBIX MEPONPHUSITUI SIBIISETCS BBHICTABKA — IyOJIMYHOE
NpeACTaBlIeHNEe OOBEKTOB, NPEACTABISAIOIIMX LEHHOCTh B 00JAacCTH HAayKH, UCTOPUH, KYJIbTYpHl, H
uckycctBa. Tpamunuonsslii (oddaiin) dhopmar npoBeleHHS WBEHTOB MMEET PSJi OrPAaHHYHBAIOLINX
(akTopoB, K HanboIee 3HAYUMBIM M3 KOTOPBIX MOYKHO OTHECTH:

e  BpPEMEHHOW — OrpaHMYEHHOE BpeMs NPOBENCHUS MeponpusTusi. IIoCcTOsSHHbIE BBICTABKH MMEIOT

CTpPOTOE PaCIIUCaHuE, a BPEMEHHBIE IPOXOAT B JOCTATOUHO KOPOTKHUH CPOK, U3-3a YETO BCE YKEJAIOIINe

npocTo (PU3NYECKH HE MOTYT UX TIOCETHTH;

e reorpadMUECKUil — BBICTABOYHBIA MPOIECC HEPa3pbIBHO CBs3aH C Jokamuei. [locemenne

MHOTOPOJHUX WU HHOCTPAaHHBIX MEPOIIPHATHI MOYKET UMETh OOJIBIIOE KOJINIECTBO MPETSITCTBHIA;

®  YEJIOBEYECKHUH — OpraHn3alHsl BBICTABKH TPeOyeT OOJIBIIOro KOJMYECTBA YEIOBEUECKUX PECYPCOB,

YTO NPUBOJUT K PUCKAM COBEPIICHUS OIMOOYHBIX ACHCTBUIA WM HEAOCTATOYHON OpPraHW30BaHHOCTH

IpoIecca, YTO MOXKET IMPENATCTBOBATh IMOCEIICHUIO BBICTABOYHOI'O NPOCTPAHCTBA WM OMPAYHTh

BIICUATIICHHE;

®  SKOHOMHYECKHMII — HEOOXOOUMOCTh COONIONEHHS OTpPaHHYEeHUIl MO OIOKETy W I'paMOTHOE

IUITAHNPOBaHUE (PUHAHCOBBIX PECYPCOB;

®  SBIUAEMHOJIOIMYECKUN — HEOOXOANMOCTh COONIIOACHUS MEp MO MPENYNPEXKACHUIO 3apaXeHUs] U

pacnpocTpaHeHus BUpPYCHBIX H(pekwii (B ToM uncie u SARS-CoV-2);

OHUM 13 pelIeHUH BBIIIETIEPEUNCIICHHBIX MPOOJIEM SIBIISIETCSl MPOBEACHNUE BUPTYaIbHBIX BBICTABOK.
BuptyansHas BEICTaBKa — BBICTABOYHO-IPMapOYHOE MEPOTIPHUSITHE, YCIOBHO HE OTPAaHUYEHHOE BO BpEMEHU
1 B IIPOCTPAHCTBE, PEaIn3yeMoe IIOCPEACTBOM MHTEPHET-PECypca, B paMKax KOTOPOro ero OpraHu3aTop
NPEAOCTABISET BO3MOXKHOCTh KCIIOHEHTaM Pa3MECTHTh B ceTH MIHTepHeT Ha caliTe BHICTAaBKH TEKCTOBYIO
UHQOPMAIHUIO U rpadUuecKoe, ayAno- U BUACON300paKeHUsI DKCIIOHEHTOB U DKCIIOHATOB, a TIOCETUTEISIM
BBICTaBKH 03HAKOMUTHCA C HH(OpMaIMell 1 BBICTABOYHBIMA 00pa3aMu [5]. 9To MHOTOQYHKIMOHATBHBIN
nudpoBoil HHPOPMAILIMOHHBIN pecypc, IPeAOCTABIIIOLINMN JOCTYII K IPOU3BEACHUSIM HayKH U HCKYyCCTBA
HIMPOKOMY KPYTY JIMI] HE3aBHCUMO OT BPEMEHHU U MecTa. TakuM 00pa3oM KayKABI aBTOP MOXET 3aIBUTh
0 cebe, moka3aTh paObOThI U CBOE BUACHHUE MUDA.

BupryanpHass BbICTaBKa II0-HOBOMY CMOTPUT Ha [JHAJOr MEXKIy 3pUTEIEM U  aBTOPOM.
[lupoxoMacmiTabHble BO3MOXKHOCTH JTUIKHUTAN IMPOCTPAHCTBA IMPETBOPSIOT B JKU3HB JIIOOBIE HIEH
YenoBeKa. DKCIIOHATHI MOTYT BBIXOJIUThH 32 PAMKH CTaTHYHOTO OOBEKTA, @ MPOCTPAHCTBO CaMOM BBICTABKU
OBITH MX TOJIHOIIPABHBIM MIPOJOJDKEHUEM MM CaMO SIBJISITBCS TAKOBBIM. TaKke 34€Ch MOXKHO Pa3MECTUTh
moApoOHY0 HHGOPMAITHIO 0 KKIOM O00BEKTe Ha JIFOOOM si3blke U B 00oMm ¢opmare. Bee 310 co3maer
HanOosee OJIArONPUATHBIC YCIOBHS JJIsl TIOTPYKEHUS TIOCETUTETISL.

ITocpencTBom reiimMudukanuy k€ MOXHO 3aMHTEPECOBaTh IOAPACTAlOIee IIOKOJCHHE B H3y4CHHU
KYJIBTYPBbI. DTO MOKET IOMOYb y4EOHBIM YUPEXKACHUSIM BECTH KYJIbTYPHO-BOCIIMTATEIIBHYIO ESITEIBHOCTD
B UHTEPECHOM M COBPEMEHHOM (opMaTe [l MOJIOABIX JIIOJCH.

2. Pa3pabotka KomnbloTepHOU o06pa3oBaTenbHOM cpepbl «BupTyanbHas
BbICTaBKa COBpemMeHHOM ¢oTo u BUAE0 rpadpukn»

CylecTByeT MHOKECTBO ITporpamm it cozaanus 3D moaeneit, Takux kak Blender, Autodesk 3ds Max,
Maya, Cinema 4D, Houdini u ap. B nanHoii craTthe OyAeT ommcaH MpoLEecC CO3AaHUSI BUPTYaJbHOTO
npoctpancTBa B nporpamme Blender. JlaHHBII mporpaMMHBIH NPOAYKT SIBISIETCS CBOOOJHO
pacrpocTpaHseMbIM, 00NanaeT ymAoOHbIM WHTepdericoM, uMeeT OoNbIoOW HAOOp WHCTPYMEHTOB JUIS
CO3/IaHUS MOJISNH U BU3yaTH3aIiH.

HcxomapiMu maHHBIMH Uil co3manuss 3D Mojnenu BUPTYadbHOTO MPOCTPAHCTBA TAIEPEH SIBIAETCS
KOHIICTIIMS TU3aliHa IOMEIICHUS, pa3paboTaHHasi COBMECTHO ¢ (poToxXymokHuIe AHHOM [ITHYHHMKOBOMH,
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4YbH pabOTHI OY/YT MPENCTABICHBI B 9TOM NIPOCTpaHCcTBe. B 1anHOM paboTe peann3zoBaHa MOJIENb THIIOBOTO
TIOMEIIIEHUSI JJIsl IIPOBEICHUS BEICTABOK COBPEMEHHOI'O HCKYCCTBa: KBAIPATHOE TIOMEIIICHHE C PSIIOM CTaH
B LIEHTPE, TIOJI C TUNIMTOYHOU KJIaIKOH, 00pabOTaHHbII U IOKPAIIeHHbI OETOHHBIN TIOTOJIOK, CTEHBI B BUJIC
HACKKEHHBIX 3epKall.

Co3anue BUPTYadbHOM BBICTABKH OCYIISCTBIISIETCS B CIEAYIONICH ITOCIIEI0BATENEHOCTH.

e [Ipoextuposanue 3D mozaenu B nmporpamme “Blender” (pucyHok 1).

Beuiu co3maHbl HECKOJNIBKO KyOOB, KOTOpbhIC MyTeM H3MEHEHHMsS pa3MmMepoB (koManma Scale) u
pasmMernienus B mpoctpancTBe (Move) CTaHOBSTCS MOJIENBIO TAIEPEH.

PUCYHOK 1 — MakeT nomelleHu1s raaepem

e  Hacrpoiika TeKcTyp 00BEKTOB COINIaCHO pehepeHcy U KOHLENTY BBICTaBKH, a TaKkxkKe JoOaBIeHHe
CaMHX IKCIOHATOB (PUCYHOK 2-3).
B paznene Shading O6bu1u co3aaHbl MaTepHaibl ¥ BHIIOJIHEHA HACTPOWKA ApaMeTPOB LIEHICPOB.

PucyHOK 2 — OTobpakeHne TEKCTYP NOMELLLEHNS
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r | Sample 636/1024

PucyHok 3 — OTobpakeHne oTpeHAepeHHbIX TeCTyp

e  3amekaHue TEKCTyp (PUCYHOK 4).

PucyHOK 4 — 3aneyeHHana TeKCTypa NoToNKa

s mepenecenus Moaenu U Bcex mMarepuaioB B Unreal Engine, HeoOxonumo 3ameds TEKCTyphl. bes
3TOr0 IIara BOCCTAHOBHUTH CO3JaHHbIE Marepuanbl Ha miardgopme He yaactcs. B aTom 3akirouaercs
TJIaBHAS CJI0’KHOCTD BBITIOJIHEHUS JAHHON paOOTHI.

Jis 3anekanus mpeBpaiaeM Bce 00bEKThI Ha CLieHEe B OIuH U 1yonupyem ero. Coznaem UV pas3BepTKy
KonuHu o0beKTa M M300pakeHue Oyaymieil Tekctypwl B paszgene UV Editing. Jlanee co3maem HOBBIN
Marepuai JJsi Komuu oOBeKTa M ¢ momomlpio mieinepa Image Texture 3ameHsieM 0a30BbI IIBET Ha
CO3ZIaHHOE N300pakeHHe.

B nacrpoiikax pengepa otkpsiBaeM pasaen Bake, 3anekaem B Tunax Diffuse u Normal (Bo BTopom THIIE
He00x0uMO B 1oJie “G” MmocTaBUTh -Y JIJIsi KOPPEKTHOIO OTpakeHus KapThl HopMmasiel B Unreal Engine).
Taxke HEOOXOJMMO TIOCTaBUTH ranouky Bosie Selected to Active n B ero moppasjesie BBHICTaBUTh Ray
Distance 0,01. [lanee Haskxumaem KHOTIKY Bake, sxieM OkOHYaHUS 3aMieKaHUS B COXPAHSIEM TEKCTYPY.

e  DOxkcnopt mozaenu B popmare FBX.

e  lImmopt Monenu Ha cueny B Unreal Engine (pucyHoxk 5).

e JloOaBneHne MaTepualoB B BHIEC KApTHHOK Ha OOBEKTHl M CO3JaHME Meaua IJICHepoB A

9KCIIOHATOB, KOTOPHIE MPEJICTABIAIOT U3 ce0sl BUJIEO (PUCYHOK 6).

s co3nanus matepuaia TpeOyeTcs 3arpy3uTh Hy)KHbIe H300paXKeHHUsI TEKCTYP B CO3JJaHHYIO MANKy €

tekctypamu. Jlanee Haxkats [IKM, co3aaTe HOBBIM MaTepral U MPUCBOUTH €My H300paKeHHE BMECTO

0a30BOTrO I[BETA, 3all€YeHHYI0 TeKCTypy Trma Normal nmprcBanBaem Normal.

19-22 cenmsbps 2022, Pazanw, Poccus 1189



Graphic Information Systems and Immersive Technologies in the Product Life Cycle Stages GraphiCon 2022

(][ perspectie | e | show FEOE B B EBenE

i

7]

PUCYHOK 5 — UMmnopTupoBaHHaa moae b rasiepen Ha cueHe B Unreal Engine

YroOrI co3aaTh MaTepual, KOTOPbIH OyeT NpeACTaBIATh BUACO SIKCIOHAT M OECKOHEYHO MPOUTPHIBATH
OJIUH BHJIEO MaTepuall, He0OX0AMMO TI0OABHTh B MMAIKY ¢ TEKCTYpPaMH caM BHJICO MaTepHal, co3aat Media
Player, Ha KOTOPOM pPa3MECTHTh JaHHBINA MaTepHal 1 MMOCTABUTH TAI0YKY HarpoTuB 3HaueHust Loop. [Tocie
3TOTO CO37aeM HOBBIH Marepual, B HACTPOMKAaX KOTOPOro A00aBiIsIeM HOBYIO MEPEMEHHYIO 3HAYCHUS
Media Player aiis nepenauu Buneo. CoeaunseM nepemennyto ¢ Target u Event Start Play Open Source.

CoznaHHbIe MaTepHallbl HAKJIaAbIBAEM COOTBETCTBYIONINE OOBEKTHI.

90999@@»%0; gggﬁgyéga
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PUCYHOK 6 — MaTepuasbl KapTUH U BUAEO Naeliepsbl

e  Hactpolika cBera.

B Unreal Engine myrem neperackuBanus u3 naHenu Place Actors pazgena Lights oobekt Point Light
J00aBIIsIeM CBET Ha CIIEHY B MECTa, TJIe PAcIIOIarafoTCsl CBETUIIbHHUKH.

e Hacrpoiika ¢pusuku oobekra (Simple Collision).

Jlns HacTPOMKH CTOJKHOBEHHS MEPCOHaXKa W KaMephl ¢ MOJEIBIO rajeper, HeoOXOJMMO HaKaThb Ha
MoJeNb, 3aiTH B pasaen BluePrint, Haxkate Ha ¢yHkuuio Collision ¥ NOCTaBHTH TANOUKy PSIOM C
napamerpoM Simple Collision.

e  JlobaBieHue epcoHaxa.

JlobaBieHne nepcoHaxa ocyIecTBiIsgeTcs B manke Blueprints myrem co3manmns HoBoro Blueprint Class
¢ poautenbckuM kiaccom Character.

Jns peanuzanuu JBMKEHHH TepcoHaka B OokHe Project Settings pasgene Input co3maem nBa Axis
Mappings a5 KOHTPOJS TepeMelleHNs BIiepe/Ha3aq W BIpaBo/BIeBO. llepemernenne Bnepea/Haszan
ocymiecTBisieTcss KiaBuimamMu «W» M «S», COOTBETCTBEHHO INpH HaxkaThuw kiaBumm «Wy» Scale
YBEIMUMBACTCS Ha CIUHMIYY, a TpU HaxaTun «S» Scale Ha eAMHUIy yMEHbLIaeTCS. AHAJIOTMYHO C
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JBIDKEHHEM BIIPABO/BJIEBO - NpU HakaTuu kiaBuim «Dy» Scale yBenmmuuBaercss Ha €AMHUILY, a NpU
Ha)kaTuu «A» Scale Ha €IUHMITY YMEHBIIIACTCS.

Crnenu¢rika npoBeACHUS] BUPTYaJbHOIM BBICTAaBKM B HEKOTOPBIX aCMEKTaX HOCTATOYHO OTJIMYAETCS OT
o0pryHON. Ha HavanbHBIX 3Tamax IUIAHUPOBAHUS MEPONPUSTHA: CO3JaHHME KOHIENTa, Moa0op Mecrta
MIPOBECHHS, OTOOP PabOT M XYHA0XKHHKOB, IPOBEICHUEC BUPTYAIbHON M OOBIYHOH BBICTABKH IOYTH HE
orinmyaercs. Ho cama peanusaiusi COBEpIICHHO pasziuyHa. [Ipw co3JaHWW BUPTYaldbHON BBICTABKU
HEoO0X0aUMO HMMeTh oOpa3oBaHMe B cepe it-TEeXHOJNOTHH W ClenuaIbHOe TEXHHUECKOE OCHAICHHME,
3aBUCAIICC OT KOHKPETHOI'O THIIA BBICTABKH. I[HSI HCIIOJIb30BaHMA JJAHHOT'O ITPOCKTa Tpe6yeTc;{ HaJIU4ue
IIEPCOHAIILHOTO KOMIIBIOTEPA C YCTAHOBJIICHHON IIPOIPaMMOM TaJIEpeu.

JaHHbIi IpoeKT OyIeT MMoJIe3eH LIMPOKOMY KpPYTY JIMLI.

1. Pa3paboTrunkam, Kak HHCTPYKLUS IS PeaIn3aluy IPOeKTa.

2. OOpa30BaTeIbHBIM YUPSHKICHUSIM JUISI BOCIIUTATEIILHO-IIPOCBETUTEIBCKON JCITEIBHOCTH CPEIU

MOJIOJOTO TIOKOJICHHUS, KOTOpBIE ceHdac aKTHUBHO MOJB3YIOTCS WHTEpHET-pecypcamu. llyrem

reiMuuKanug MOXXHO Pa3sHOOOpPa3uTh 0OyueHHE U MOBBICUTH MOTHBALUHU K M3YUYECHHUIO KYJIbTYpPHl U

HCKYCCTBA.

3. My3€51M " XyJOKCCTBCHHBIM raJICpCAM JJIsI MHTCPAKTUBHOTO IMPEACTABICHNA CBOUX SKCIIOHATOB.

4. 3purtensM A YOPOLICHHS AOCTYNA K KyJIbTYPHBIM aMATHUKAM U IPOU3BEACHUSIM HCKYCCTBA.

Tak kak BUPTYAJIbHOC MCPONPHUATHUEC ABIACTCA 3JICKTPOHHBIM HNPOAYKTOM, TO OHO MOXCET UMCTH DAL
OTpaHUYCHUIA:

®  UX CO3JIaHHUE U UCTIOJIh30BaHKE TPeOyeT HCIIONb30BaHue CIIEATBHBIX TTporpamm (Blender, Unreal

Engine) u texHumdeckux cpeactB (NEpCOHATHHBIA KOMITBIOTEP/HOYTOYK C OMEPAIMOHHOW CHCTEMOMN

Windows (64-bit));

° HE KaXKIbIi TMOJb30BATCILCKUNA KOMIBIOTEp 00J1aaeT HEOOXOAUMBIMH TpPESOOBAHUAMU IS

pOCMOTpa BBICTABKU (omnepannonHol cuctemoit Windows (64-bit));

e HE BCcE MOCETUTENH OONAAal0T HYKHBIMH HaBBIKAMH [JI1 O3HAKOMIJIGHHUS C BUPTYaJbHbBIM

MIPOCTPAHCTBOM;

® [pU OTCYTCTBMM CTa0MJIBHOIO MOJKIIOYEHHUS K JIIEKTPUYECTBY WM HAINYMSA TEXHUYECKHX

HENOJIaJO0K JOCTYI K BEICTABKM CTAHOBUTCSI HEBO3MOKHBIM.

3. 3aKknwueHue

BuprtyansHble BBICTaBKH — 3TO Oyayliee KyJIbTypHOIO OCBOEHHS MPOCTpaHCTBa. IHTEpaKTUBHOCTB,
urpoBass (opMma, NPEAOCTABICHUE IIOCETUTEISIM HEOIPAaHMUYCHHOTO BPEMEHH HA O3HAKOMIICHHSA C
9KCHOHATaMU ¥ MOOMIJIBHOCTB — BCE 3TO SIBIISICTCS CYIIECTBEHHBIM MPEUMYIIECTBOM HaJ TPaIUIMOHHBIMU
BBICTaBKaMH.

Jannas Mozenb npejcTaBiieHHH HHpopMaIyu uMeeT 0OJbIIoON moTeHan. Ee MOKHO TPUMEHUTH B
IIOCTOSIHHON JESTENbHOCTU MY3€€B U apT-pocTpaHcTB, Takux Kak ['LICHU Apcenan unu Futuro gallery B
Hwxuem Hosropome. Tak ke 3TO MOXHO BHEIPUTh B YYEOHYI0O U KYJIbTYPHO-BOCIUTATEIHHYIO
JIEATENIbHOCTh B Pa3IMYHBIX YYEOHBIX 3aBelE€HHUSIX. JDTO MO3BOJHUT pazHooOpazuts ypoku MXK, N30 u
Hcropun, 3amHTEpECOBATH MOJIOJOE MOKOJIEHHUE W NMOBBICUTH MX MOTHBALUIO K M3YYEHHIO MCKYCCTBA U
KYJIBTYPBI.

C TeXHUYECKOW CTOPOHBI, TaKas BHICTABKA SIBIISETCS CIOXKHBIM TEXHHYECKUM OOBEKTOM, KOTOPBIH
MOJIPa3yMeBaeT COBOKYITHOCTh MH()OPMALIMOHHBIX PECYpcOB M HMH(PacTpyKTypbl, HEOOXOAMMOW IJisi
oOMeHa MoToKaMu MH(OpMaIMHY, a Takke TpeOyeT CreLUaIbHbIl HA00p TEXHUYECKUX U MPOrPaMMHBIX
CPEJICTB, YTO B CBOIO OYEpe/lb MOKET MMOMEIIATh MOIYYUTh JOCTYII K PECYPCY Pa3HBbIM JIOASIM.
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