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Co3nanme necka u BOAbI 1Jis1 Oyayiueii ciueHku B mporpamme Blender

Exumosa na Cepeeesna
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHO# cTaTthe ObUT paCCMOTPEH MPOIIECC CO3JaHMs BOJIBI U IeCKa JUIs ClIeHKU. B
UCCIIEIOBAaHUH HCIOJIb30Banachk nmporpamma Blender. B pesynbrare paboTsl Obuin
pa3palboTaHbl BOJIa M IECOK AJis1 OYIylIeil CLIEHKH.

Kurouessie ciioBa: baennaep, cueHapui.

Creating sand and water for a future scene in the Blender program
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Abstract

In this article, the process of creating water and sand for the scene was considered.
The Blender program was used in the study. As a result of the work, water and sand
were developed for the future scene.
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1. Beenenue

1.1. AKTyaJbHOCTH

AKTyaJbHOCTH JAHHOM TEMbI 3aKIIF0OUAETCS B TOM, YTO B COBPEMEHHOM MUPE
co37aHre KOMITBIOTEPHBIX Mojenel, B yactHocth 3D wmogeneit, mpuodpesno
JIOCTAaTOYHO OOJBIIYI0 MOMYJISPHOCTh, TPEXMEPHBIE MOJICTU HCIOIB3YIOTCSA IS
MOBBINICHUS Ka4yeCcTBa 00pa30BaHus, IS CO3AHMS: TPE3EHTAIIUN, KOMITBIOTEPHBIX
urp, MyJabTOUIBMOB, JUIsl cO37aHusl (Pu3nueckux o00BeKTOB (mpu momomu 3D
NpPUHTEPA).

1.2. OO030p ucciaegoBaHui

T.B. Tempor u A.A. T'onyOHWYMIT paccMOTpeau TMPOIECC CO3AaHus
TPEXMEPHOU MOJIESI TaHT€HIIMATLHON ECKOJIOBKH, 000CHOBAIM BBIOOP B KQUECTBE
cpeabl pa3paboTkM penakTopa TpexmepHou rpaduxku Blender. Ilepeuncnunu
OCHOBHBIE METO/IbI U TPUEMBI, UCIIOJIB3YEMBIE ISl CO3AaHUsI MOJEIH, NPEICTABUIN
¢unamsHBI pengep mozenu [1]. B.A. O6peiekoB, U.1. HecmessHOB ommcanu
crioco6 co3ganust 3D Moaenu KaMEHUCTOM KOCTH JIOMIAJAW C HCIOJIb30BAHHEM
peasbHOro aHATOMUYECKOTrO IMpernapara, NEPCOHAIBHOTO KOMIIBIOTEPA, TPOrpaMm
Meshroom, Meshlab, Blender [2]. E.1. MainbiieBa 1 M.J. O3epoBa paccMoTpesu
OCOOEHHOCTH W  TPOIECC CO3JaHWS  MOJEIN TUTapel B  CBOOOTHOM
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poeCCHOHATBLHOM MAKEeTe IS CO3MaHus TPEXMEPHON KOMITBIOTEPHOM rpaduk -
Blender. Omucanu mporiecc Co3MaHHMsl MOJCIH HadyWHAs C MYCTOW CIEHBI H
3aKaHYMBas PEHIACPHUHIOM, Ka)KIbIH Iar MOSCHWIM CKPHHIIOTOM MPOTPAMMEIL.
Onucanu npeumyiecTBa Blender: ymoOCTBO yrnpaBieHHs TOPIYUME KJIaBUIIIAMH,
BCTPOCHHOE PE3ePBHOC KOMHMPOBaHUE, TMOKOCTh MHTepdeiica. Caenaiu BHIBOJI O
ToM, 4TO Blender MosxeT ObITh y100HBIM 3D-peakTOpOM Kak JijIst HOBUYKOB, TaK U
s podeccronanos [3].

1.3. Ileapb HccaeaoBaHus
Llenp wccrnenoBaHus — TMOKa3aTh MPOIECC CO3/aHUS BOABI U TEcKa MAJis
Oyaymieii cuenku B mporpamme Blender.

2. MarepuaJjibl 1 METOABI

B manHOM mcciieoBaHNN MCIIONIB3yeTCs IporpaMmmuoe odecrieuenne Blender
s co3panus 3D mopeneit. OCHOBHBIMU ITPEUMYIIIECTBAMH JIAHHOM MPOTPAMMBI
SABJISIFOTCS: JIOCTYIMHOCTD; YHHUBEPCAIBHOCTh; HEBBICOKAS CJIOKHOCTH YIIPABJICHUS;
HEBBICOKAs MTPOIOIKUTEILHOCTh OCBOSHUSI HABBIKOB paOOTHI B peAaKTOPE.

3. Pe3yabrathl

Blender 3D — GecruiaTHbIN MpOrpaMMHBIN MPOAYKT, MPEIHA3HAYCHHBINA IS
CO3JaHMs M PEAAKTUPOBaHUs TpexmepHou rpaduku. [IporpamMmma pacnpoctpaHeHa
Ha BCEX MOMYJSIPHBIX TUIaT(opMax, IMEET OTKPBITHIA MCXOMHBIN KOJ U JTOCTYITHA
COBEPIIIEHHO OECIUIaTHO BCEM JKEJIAIOIINM, a TAKKE €CTh BEPCHUS Ha PYCCKOM SI3bIKE.

1)  Hns cozmanus BOIbI HEOOX0auMo co3naTh «KyO», aiist 3TOro B MEHIO
«Addy» BeiOepem «Cubey.

Puc.1- Ky6

Jlanee ¢ MOMOLIBIO KIaBUII «S» U «Z» yMEHbIIUM KyO, YTOOBI OH UMEI BUJ
IJIOCKOBATOCTH.

Puc.2- Ky0, ymeHbIIeHHBII 110 ocu Z

CrenyroomuM 1maroMm HaxumaeM Ha MKOHKY (Puc.3), uroObr Obin «Front
Ortographicy.
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Puc.3-IlepexitoueHne u3 nepcrneKTUBHOTO BUJIA

Jlanee Haxkumaem Ha kinaBumyy «G» U mo ocu «Z» €ro HEMHOIO
IPUIIOAHUMAEM, YTOOBI OH BBIPOBHSJICS IO KPACHOW JIMHMH.

Puc.4-ITpunogustue no ocu Z MOJTy4eHHOTO 00bEKTa

Tenepb nepexoauM B PEXKUM PENAKTUPOBAHMS ISl JalbHEHIIe paboThl C
o0BeKTOM, /1t 9Toro HaxxumaeM Ha «Object Mode» u «Edit Modey.

Puc.5- Ilepexon B pexuM peTaKTUPOBAHHUS

Jlanee Haxkumaem coueranue kimaBuin «Ctrl+R», ma oObekre mosBisercs
xkenras guaus (Puc.6) M ¢ MOMOIIBI0 KOJCCHKA MBIIMIKH KPYTHM TakK, YTOOBI
KOJIMYECTBO IMOApa3eiaeHNu ObLTO 9.

Puc.6- 1 Ilonpa3zaeneHue
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Puc.7- 9 llonpazaenenuit

[ToBOopaunBaemM HEMHOTO KaMepy C MOMOIIBI0 HAXKATHS HA KOJIECO MBIIIKU U
JIeJIaeM TOXKE CaMO€ C IPYroM CTOPOHOM.

Puc.8-/Ienenue Ha 9 nmoapa3aeneHuil ¢ Apyroil CTOPOHbI

YToOBI CHATH BCE BBIICIACHHS C BEpIIMH B MeHIO «Selenty Hy»HO BBIOpaTh

nyHKT «None» mim xe «Alt+Ay, «Ay.
Jlanee 3axuMaeM KOJIECUKO MBIIIM, IEPEXOAUM Ha BHUJ CBEPXY, 3aKUMaeM

«Alt», 1 Bce pOBHEHBKO MPHUBSI3bIBACTCSI.

Puc.9-PoBHas npuBsizka

Janee HaxxumaeM KiaBuilly «By TosiBisieTcss pamouka, 3aKMMaeM JIeBOM
KHOIIKOW MBIIINA U BBIJIETSIEM BECh OOBEKT, UTOOBI BBIICIUINCH TOJIBKO BEPXHUE

BEPILIMHKH.

Puc.10-Boinenenue BepiivH

Hanee naxumaem «Ctrl+Gy» mosiisercs myHKT «Assign to New Groupy,
KOTOPBIN CO3/1a€T HOBYIO TPYIIy BepiinH. HaxkuMaem Ha HEro, TeM CaMbIM MbI
yKa3aJi 3TUM BEpIIMHAM OINPEICIICHHYIO TPYIIIY U B JalbHEHIIIEM OyJIeM ¢ HUMH

paboTaTs.
Tenepsr mepexoaum B pexkum «Object Mode», HaxumaeM Ha BKIAQJIKY C

ra€4yHbIM KJIFOYOM, OHA HA3bIBACTCA BKJIaJKa MO,Z[I/I(bI/IKaTOPOB
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Puc.11-Bknagka monudukatopon

Haxumaem nHa «Add Modifiery, BeiOupaem MmommdukaTop «Subdivision
Surface», naHHbI MOTU(UKATOP YBEIUYUT KOJIUYESCTBO IMOJIMTOHOB Ha KyOHKe.
VYBenuunBaeM 00a mapamerpa J10 4, BBIOUpaeM pesxuM «Simpley.

o Y=

Catmull-Clark Simple

a

& Optimal Display

Puc.12-YBenuuenue napamerpa

Takum >xe oOpa3zom poGaBisieM BTopoil moaudukarop «Wavey, ¢ ero
IIOMOLIBIO OYAEM CO3aBaTh BOLY.

B camoM HuU3y y TaHHOTO MOJM(PUKATOPA €CTh IMYHKT TEKCTYypa, HAKHUMAEM
Ha HeEro, jgaiee «NEW», TakuM oOpa3oM coO3JaeM HOBYK TekcTypy. Camas
MOCJIEIHSASL KHOMKA MEpPEeBOJAMT HAC HA BKJIAAKY TEKCTyp. BriOupaem Tekctypy
«Cloudsy.
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Puc.13-Boi6op tekctypsl «Cloudsy

Jlanee BeiOupaem tum «\VOronoi F1y.

Puc. 14-Bbop THIIA
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[Tapamerp «Size» yBeauunBaem 0 0.60.

Puc.15 -HaCTpoﬁK rnapamerpa

Bo3sBpaiaemcst Ha BKJIaJKy MOAM(PHUKATOPOB, BHIOMPAEM IOJI€ C TPYMHIION
BEPIIUH.

Puc.16-Bpi0op mons ¢ rpymnnoi BepivH

Jlanee BBIOMpaeM EIMHCTBEHHYIO CO3/IaHHYIO Tpymnmy BepiiuH «Groupy,
JienaeM 3TO JJIsl TOro, 4toObl MoaudukaTop padoTan TOJBKO ¢ BEPXHEHW YacThIO
BEPIIUHEI.

Puc.17-Bbi0op rpyniibl BepiivH

Teneps 710 HacTpanBaeM KeaaeMblil BU. I 3TOro npaBoil KHONMKOUW MBIIITN
Ha)kKMMaeM U BeiOupaem «Shade Smoothy.
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Puc.18- Bribop nmapamerpa «Shade Smoothy

Hanee B meHto ««Viewport Shading» BeiOnpaem myHKT «Cavity», TaKuM
00pa30M JTydIlie BUIHO BOJHBI HA OOBEKTE.

Puc.19-Bri6op nynkra «Cavity»

Tenepp perynupyem napaMeTpbl

Puc.20-Hactpoiika napamerpa

Jlanee Haxkumaem Ha kiaBuiry «Ny», Ha OOKOBOW IMaHele y mapamerpa
«Scale», ve 1. Uto6 nobutbes 1, HyxHO B MeHI0 «Objecty BbIOpaTh mapameTp
«Apply» u «Scaley.

Puc.21-HacTtpoiika mapamerpa Scale

Teneps BUJIHO, UTO BCE 3HAUYCHUS CTaau | U cTajo Jydiie BUAHO BOJHBI. C
nomoIbko kiaaBu «N» 3akpoeM MeHto. BOoT, 4To moiay4yunock.


https://docs.blender.org/manual/ru/dev/editors/3dview/display/shading.html
https://docs.blender.org/manual/ru/dev/editors/3dview/display/shading.html
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Puc.22-ITonyyeHHble BOJIHBI

Co3naBath ECOK B CIIEHE OyJIeM aHAJIOTUYHBIM CITIOCOOOM, TO3TOMY, YTOOBI
HE TPOJIENIBIBATh BCE OMNEPAIMH C HYJIA, HY’)KHO 3TOT 00BEKT npoayonupoBats. C
HOMOIIBIO coueTanus kinaBuil «Shift+Dy» ny0iaupyeM 00OBEKT.

Puc.23-1y6nupoBanue o0bekTa

Haxxumaem npaBoil KHONKOW MBIIIM, YTOOBI TyOJNMKAT OCTajlCs B TOM K€
MECTE IJIe U UCXOHBIN 00BeKT. Y nyoOsnkarta yaaiseMm napamerp «\Wavey.

Haxumaem Ha knaBumny «S» cienom «Shift+Z» u nemaem oOBEKT 4yTh
MEHBIIIE, TEM CaMBIM JieJIasi 00bEKT HUXKE OOJIBIIIE.

Puc.24-YmMennieare o0beKTa

Kaxk BuHO Ha prcyHKe BblllIe, Oyaylias BoJa O4eHb 3aMeTHA (BEpXHUH CII0i1).
Jl5is ToTO, 9TOOKI €€ clenaTh MeHee 3aMETHON MIEPEeX0IuM Ha OPaH)KEBYIO BKIIAJIKY
«Object Properies» u ormetum myHKT «\Wirey.
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Puc.25- HyHT Wire

Temeppr mepexomuM Ha BKIAAKy MOIU(UKATOPOB M CHOBa BBIOMpacM
Moaudurarop «\Wavey.

Puc.26-Jlo0aBnenue moauduxaropa \Wave

PaGoraem nanbiiie ¢ TEKCTypou, Tak ke Haxumaem «Newy, BbiOHMpaeM
TEKCTYpy «W00d». BeiOupaem Bce Te e HaCTPOUKH, KaK Ha puc.27.

Puc.27-Hactpoiika TekcTypsl

BosBpamaemcst Ha BKIaAKy ¢ MoauduKaTOpaMd M yKa3blBaeM TPYIIY
BEPILNH, Y TAHHOM IPYIIbI TAKXKE MEHSIEM MapaMeTpBl.
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Puc.28-I'pynna BepiivH

Ha pucyHke BHJIHO, Kak MPOSIBIIICTCS Terephb Hecok. [lepexomuM B pesxuM
penakTupoBanus «Edit Mode» u ¢ momorisio kiaBumy «C» (KHCTOYKA) BBIICISICM
BEPIIMHBI Y JaHHOTO o0BekTa. [locie Toro, Kak BBIACIWIN, HAXHUMaeM Ha «G» u
«Z» ¥ TIepeMeIaeM 3T BEPIIUHBI BBEPX.

Puc.29-Ilepemenienne BepmmH

[Mepexoaum B pexxum «Object Mode» u u3mensiem mapamerp Ha «Catmull
Clarky.

Puc.30-13menenue napamerpa

Temeps HaM HYXHO cJejdaTh 0Oojiee KpacHBbIE YIJIbI Ui  CIICHAPHSL.
[Tepexonum obpatHo B pexum «Edit Mode», naxumaem «Ctrl+R» mosiBnsercs
OJTMH pa3pes.
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Puc.31-PenaktupoBanue yrios

KnukaeM mpImkoil oauH pa3 U yBOAMM B CTOPOHY 10 ynopa. [laHHyro

IpOLEAYpPY IPOAEIbIBAEM JUIS BCEX 4 CTOPOH.

T
SN

|
-
|
!
t
|
.

SEEEEE

I 2
|
I
I

Puc.32-PenaktupoBanue yrioB ajisi Bcex 4 CTOPOH

Jlanee HaxuMaeM TNPaBOW KHONKOW MBIIIM BhIOMpaeM mapamerp «Shade

Smooth». Ha »ToM co3maHue mecka u BOJIbI 3aBEPIICHO.

4, BriBoabI
B nanHo# cTaThe ObLIO TOKAa3aHO, KaK CO3/IaBaTh MECOK U BOAY, JJIs Oymyiien

CIICHKH B miporpamme «Blender.
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