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Co3nanne anumanuu 0ysi B okeane B Blender 3D

bopooynun Anopeti Baoumosuy
Ipuamypckuii cocyoapcmeennwiii yrueepcumem um. Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHO# cTatbe ObUI pacCMOTPEH MPOLECC CO3/IaHus aHUMAlu Oys Ha MOpE B
nporpamme Blender. B wuccnenoBanum mnpumensuiace mnporpamma Blender. B
pe3ynbTaTe paboThl OblIa CO3/IaHa aHUMAIHs Oys B MOpeE.

Kuarwuesbie cioBa: MoaenupoBanue, aHuManus, MOpe.
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Abstract

In this article, the process of creating a storm at sea animation in the Blender program
was considered. The Blender program was used in the study. As a result of the work,
the animation storm in the sea was created.
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1. BBenenue

1.1 AKTYaJIbHOCTH MCCJIeIOBAHUS

B Hacrosiee BpeMs CyIIeCTBYeT MHOXKECTBO Pa3IMYHBIX IMporpamm st 3D
MOJICITUPOBAHUs, W BO3HUKAIOT TPYAHOCTH C BBIOOpOM mporpamMMmbl. B maHHOM
CTaThe MOKa3aH MPOIeCC CO3TaHus aHUMaIuu Oysl Ha Mope B iporpamme Blender.

1.2 O630p ucciie0BaHNH

Jlns  co3manus mpoekta Obutn  paccMoTpeHa ctaThd H.A.Cenosa,
B.A.TutapeHkO KOTOpBIE B CBOEH CTaThE PACCMOTPENIN MOJCIUPOBAHUE CYIHA B
PAa3JIUYHBIX BETPO-BOJHOBBIX ycloBUsAX Ha Mope B cpeae BLENDER [1]. Tak xe P.
A. DMHHOB U JAp. onucaid (HOPMUPOBAHHME TOTOJHUTEIBHOTO TMOKa3aTess s
OLICHKH BSI3KOCTH JIETPaIUPOBAHHON HE(PTH MPHU pa3siiBe Ha MOPCKOU MOBEPXHOCTHU
[2]. B cratbe U. B. ®nopunckuii, C. B. ®ununmnoB nposenu padoTy ¢ TPEXMEPHBIM
MojenupoBaHue penbeda u npumenenue nakera Blender [3].

1.3 lleab uccaenoBaHusi
Co3nanue pealuCcTHYHOM aHuMaluu Oys Ha mope B Blender 3D
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2 MarepuaJjbl 1 METObI

Co3nganue aHUMAaIMU C HCIOJIb30BaHHeM ToToBod Mozaenu Oys (URL:
https://drive.google.com/file/d/1PDqlvT19wobx1RbNWOgh6055fVxmAhrU/view
?usp=share_link ) u 6ecratHoi nporpammsl Blender.

3 Pe3yabTaT u 00Cy:KIeHUE
[lepen Havaao MOHAMOOWTCS YAAJINTh HAYaIbHBIA KyO M J0OABUTH HOBBIN
npeamet «Monkey» (Pucynoxk 1).

Pucynox 1. Jlo6aBnenue «Monkey#

Crnenyromum marom 106aBuM Moaudukarop okeana (Pucynok 2).

Pucynok 2. Moaudukarop okeaHa

Jlanee TpOW3BOJIMM HACTPONKY BOJIH, TPOMU3BOJAS KOPPEKIMIO BBICOTHI H
yacToThl BOJIH (PucyHok 3).


https://drive.google.com/file/d/1PDqlvT19wobx1RbNWOgh6o55fVxmAhrU/view?usp=share_link
https://drive.google.com/file/d/1PDqlvT19wobx1RbNWOgh6o55fVxmAhrU/view?usp=share_link
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Pucynok 3. Hactpoliku BoiIHBI

[locme no0GaBUM JBWXKYIIYIOCS KaMmepy [UIsl CO3JaHHUS AaHWMAIUU
norpyxenus (Pucynox 4).
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Pucynok 4-1. JloGaBienue moauduxkaTopa
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Pucynok 4-3. [IpuBsizka kamepsl

ITocne mpoienaHHBIX IIaroB 100aBUM JBHXKeHHE KaMephl (PucyHok 5).

Pucynoxk 5. /IBmkeHue kamepsl
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Jlanee noGaBrmsem Oyii W TPUBS3BIBAEM €ro K IUIOCKOCTH MOpS Kak
MpOJIebIBAIIN 3TO ¢ kKamepoi (PucyHoxk 6).

Pucynok 6-2. OtkpsiTHe (aitna

Pucynok 6-3. Ilpussizka Oys
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BriBOa

B manHO# cTaThe ObLT MMOKa3aH MPOIECC CO3AaHUs PEaTUCTUIHON aHUMAIIUN
Oys Ha Mope B mporpamme Blender.
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