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VR-3KCKYPCUU KAK UHCTPYMEHT LIU®POBON TPAHC®OPMALIMU PbIHKA

HEOBWXMMMOCTU
Gaponyuk A.Yu., Krivov M.V.
VR TOURS AS A TOOL FOR REAL ESTATE MARKET DIGITAL

TRANSFORMATION

AHHoOTauusa. B gaHHoOW cTaTbe aHanM3npyeTcs 3HaYMMOCTb BUPTYarbHbIX 3KCKypcui Ha 6ase
TexHonorun VR ansa cdepbl HeABMXMMOCTU. Takke paccMaTpuMBaeTcs, C MOMOLLBIO Kakux nporpamm
MOXHO CO3[aTb U HAacTPOUTb MMMepcuBHble VR-aKcKypcun, TpaHcgopMupyoLwme TpaanuunoHHbe Me-
TOAdbl Npe3eHTaunn 06bLEKTOB.

KnioueBble crnoBa: VR-3KCKypcuM, PbIHOK HEOBWXMMOCTW, BUpPTyanbHas peanbHOCTb, UM-
MEPCUBHbIE TEXHONOMMK, LudpoBas TpaHcdhopMaLms.

Annotation. This article analyzes the importance of virtual excursions based on VR technolo-
gies for the real estate industry. It also examines which programs can be used to create and configure
immersive VR tours that transform traditional methods of object presentation.

Keywords: VR tours, real estate market, virtual reality, immersive technologies, digital trans-
formation.

TexHonormn BupTyanbHon peanbHocTn (VR) oOTkpbiBaloT ans  6uaHec-
NPOLIECCOB pPbIHKA HEABMXMMOCTU HOBbIM MOTeHUman, npegnaras peBOSIIOLMOHHbIE
noaxodbl K npeseHTaumm ob6bekToB. VR-3KCKypCcuMM MO3BOMSAT NOTEHUUarnbHbIM No-
Kynatenam coBepLuatb AeTarnbHble U UMMEPCUBHbBIE OCMOTPbI HEABMXUMOCTU U3 ItO-
6o TOYKM MUpa, YTO 3HAYUTESNTBHO IKOHOMUT BPEMS N PECYPChI, KPOME TOr0, OHW MO-
BbILLAIOT YPOBEHb AOBEPUS U BOBIEYEHHOCTM.

CornacHo onpocy, NpoBeAeHHOMY HECKOSbKMMW roAaMmn paHee amepUuKaHCKUM
9NEeKTPOHHbLIM M3gaHnem Realtor.com, cpegn pecnoHOeHToB GOMbLWMHCTBO MOKyna-
Tenen (61%) paccmaTpuBaloT BUPTYarbHbIA TYp Kak camyko Nosie3Hyto npu Bblbope
HeaBWXUMOCTM onuuio [2]. Opyron onpoc, OPUEHTUPOBAHHLIN YXXe Ha POCCUNCKUN
PbIHOK, MPOBOAMICSA NPEUMYLLECTBEHHO CPean CTYAEHTOB, LEHHOCTb MHEHUSI KOTO-
pbIX 3aknoyanacb B onpeaeneHnn OOSITOCPOYHbLIX TPEHAOB PbIHKOB HEABMXUMOCTU
Kak OCHOBHOW Maccbl nokynatenen B Oyaywem. B otnnume ot pesynbratoB Real-
tor.com, BapuaHT oTBeTa «BupTyanbHbI Typ AOMa UMM KBApPTMPbI» 3aHAN TONbKO
TpeTbe MEeCTO, HO, HECMOTPSA Ha 3TO, KONIMYECTBO PECMNOHAEHTOB, BblOUpatoLmx B Ka-
YecTBE MHCTPYMEHTA MNOAAEPXKU MPUHATUA pelleHnin VR-TexHonoruu, okasanocb
Bonbuwe nonosuHbl (68,0%) [2]. 3To cBMaeTenbcTBYET O TOM, YTO VR-TYpbl Habupa-
0T CNPOC Y PYCCKOSA3bIYHbBIX NOMb30BaTenen, B CBS3M C YEM OCTPO BCTAeT BOMPOC O
BHegpeHun VR-3kcKypcun Ha oTe4eCTBEHHbIN PbIHOK.
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Hapsigy ¢ aTmm B Haluen cTpaHe Habniogaetcs geduunT TEXHONormm n pado-
Tarowmx VR-npoekToB. AKTyanbHOW 3afayen BUOUTCA pasBUTUE TEXHONMOMMW BUPTY-
anbHOW pearibHOCTU N BHeOpPEeHWe 3TUX TEXHONOMMU B CEKTOPbI pearnibHOW 3KOHOMU-
KW.

Mpouecc co3gaHna VR-npocTpaHCTB BKAOYaeT B cebsi HECKONbKO 3Tanos, OT
mogenupoBaHusa 3D-o6bekTa 40 HAaCTPOMKM MHTEPAKTUBHOCTU M MOCeayLero 3a-
nycka B BupTyarnbHon cpefe. Hanbonee pacnpocTpaHeHHbIM nporpammMHbiM obecne-
YyeHnem B oTpucoske 3D-mopenen sasndetca Blender. [laHHas nporpamma pacnpo-
CcTpaHsieTca GecnnaTHO M OOCTYNHa ANS CKayuBaHWs Ha nobor onepaumoHHOW Cu-
cTemMe, OXBaTbIBaeT LUMPOKNM cnekTp 3agad B 3D-rpadumke [1]. NoToByto 3D-moaens
MOXHO umnopTuposaTb B Unity, ogHy 13 BedyLmMX UrpoBbiX NAatdopM U OBUXKKOB
ans paspabotkn VR-npunoxeHunn. Unity goctyneH 6e3 obasaTenbHOM MOKYMNKU Nu-
LEeH3Un 1 nogaepXxmnBaeT sa3blk nporpammmnpoBaHnsa C#, a paspaboTka npunoxeHus B
Hem OyaeT BKIoYaTb B Ccebsi TpPEXMEPHYIO BU3yann3aumio OKpY>KatoLLen Tepputopum,
WHTEPaKTUBHOCTb M HaBWUrauuio, MHTerpauuio MebnupoBkM 1 gekopa, pyHKUMoHanb-
HOCTb 06bEKTOB, aHMMaLmo 1 addekTbl [3]. U, HakoHel, SteamVR BbICTynaeTt B po-
N1 nporpaMmmHou nnatgopmbl, obecneymBaroen coBmectmumoctb VR-npunoxeHus ¢
LUMPOKMM cnekTpoM VR-rapHUTyp.

BHegpeHne VR-akckypcuin Ha 6a3e gaHHbIX TEXHONOMMn npeacrasnseTr cobown
MOLLHBIN MHCTPYMEHT LUMGPOBON TpaHchopMauum pbiHKa HEABMXXMMOCTW, NO3BONA-
tOLLMA areHTaM MOBbICUTb BOBIIEYEHHOCTb NOTEHLManNbHbIX NOKynaTtenemn, KOHKYpeH-
TOCNOCOBHOCTL BM3Heca, paclMpUTb KNMEHTCKY0 Gady 1 onTMMM3MpoBaTb Npouecc
npoaax.
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