[Toctymnat. 2023. No6 ISSN 2414-4487
YK 004

IIpouecc TekcrypupoBanusi 3D cuenku B Blender

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

AHHOTALIUA

B nmaHHOM cTaThe OBLI paccMOTpeH mpouecc TekcrypupoBanus 3D cuenku. B
WCCJICIOBAHUH UCIOJIb30BaIach mporpamma «Blendery. B pesynbTaTe paboTsl Obuta
TekcTypupoBaHa 3D cueHka.
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Abstract

In this article, the process of texturing 3D scenes was considered. The "Blender"
program was used in the study. As a result of the work, a 3D scene was textured.
Key words: Blender, house, node.

1. BBenenue

1.1. AKTyaJabHOCTH

AKTYaJIbHOCTh JJAHHOM TE€MbI 3aKJIFOYAETCA B TOM, YTO B COBPEMEHHOM MHpE
Co37aHre KOMITBIOTEPHBIX Mojenei, B yactHocth 3D wmogeneit, mpuodpesno
JIOCTaTOYHO OOJBIIYI0 MOMYJISPHOCTh, TPEXMEPHbIE MOJEIH HCIOIb3YIOTCS IJis
MOBBINICHUS Ka4yeCcTBa 00pa30BaHus, JUIsl CO3JaHUs: MPE3CHTAIINM, KOMITBIOTEPHBIX
urp, MyJiabTOUIBMOB, Uil co3aHusi (Quanyeckux 00bekTOB (mpu momoiu 3D
pUHTEPA).

1.2. O0630p uccjeroBaHuii

T.B. TempoB u A.A. T'onyOHMYMII paccMOTpenH MPOLECC CO3MaHUs
TPEXMEPHON MOJIEH TaHT€HI[UATbHON ECKOJIOBKH, 000CHOBAJIM BHIOODP B KAU€CTBE
cpeabl pa3paboTKM penakTopa TpexmepHod rpaduku Blender. Ilepeuncnumm
OCHOBHBIE METOJIbI M IPUEMBI, UCTIOIb3YEMBIE JIJISl CO3AHMS MOJENH, IPEACTABUIH
dunansHBIN peraep moaenu [1]. B.B. [Ipokyaun, B.A. O6psiBkos, JI.C. Ka3aukoga,
B.A. IllyTUKOB IIpUBENIH OJIUH U3 METOJIOB CO3/IaHUSI BBICOKO JIETAIM3UPOBAHHOMN U
aHATOMHUYECKH JocToBepHOM 3D wMoxmenu depema coOaku TIpH  ITOMOIIH
dboTorpamMmeTpur ¥ CKYJBNTHHTA. B panpHeimeM MoOAEIb MOXHO OyneT
UCIIONIb30BaTh JJISi CO3/IaHUsl 3JIEKTPOHHO-O0yYarolell mporpamMmbl At Oosee
yrIyOJIEHHOTO W BU3yaJM3MPOBAHHOTO M3YUCHHs aHATOMUU yeperna cobaku[2].
AU. KuwixkoB, H.A. ®ponoBa pacckazajii O BO3MOXHOCTH MOJIEIUPOBAHUS
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TPEXMEPHBIX OMOTOTHYECKUX OOBEKTOB C UCTIOJIBb30BAaHNEM OECIUTATHON OTKPBITON
nporpamMmbl it co3aaHuss 3D-o0mektoB Blender. Ilpu momomu naHHOM
nporpaMmbl  ObUT CMOJIETUPOBAH KPOBEHOCHBIM Kanmwiuiap. [lokasaHbl 3Taribl
CO3/IaHus TpexMepHoi Moaenu [3].

1.3. Ieap HccienoBaHus
Llens mcciemoBaHus — IMOKa3aTh MIPOIECC TEKCTypupoBaHus 3/ crieHkn B
nporpamme Blender.

2.  Marepuajbl 1 METObI

B nanHOM HCCIIeIOBaHNH MCIIONB3yeTCs IporpaMMHoe obecrieuenne Blender
st coznanua 3D mopaeneil. OCHOBHBIMU NMPEUMYIIECTBAMU JIAHHOW MPOrPaMMBbI
SIBIISIIOTCSI: JIOCTYITHOCTh; YHUBEPCAIBLHOCTh; HEBBICOKAS! CIIOKHOCTH YIPABIICHHUS;
HEBBICOKAs! MPOJIOJKUTEILHOCTh OCBOCHHS HABBIKOB PA0OTHI B PEAKTOPE.

3. Pe3yabrathl

Blender 3D — GecruaTHbIN MpOrpaMMHBIN MPOAYKT, MPEAHA3HAYCHHBINA IS
CO3/IaHUs M PEAAKTUPOBaHUS TpexMepHoi rpaduku. [Iporpamma pacnpoctpaHeHa
Ha BCEX MOIYJISIPHBIX IUIaT(GopMax, UMEET OTKPBITHIA UCXOJHBIN KOJI U JOCTYITHA
COBEPIICHHO OECIUIaTHO BCEM JKEJIAIOIINM, a TAKXKE €CTh BEPCHUS Ha PYCCKOM SI3bIKE.

Jlj1st TOro 4To0Bl HaYaTh TEKCTYPUPOBATH CLEHY, HY>)KHO PEOPTaHU30BaTh €E.
[ToaBoIMM KypCcOp MBIIIM B JIEBBIM BEPXHUM YToJ, TSHEM BIPaBO, TAKUM 00pa3oM,
paszensieM OKHO Ha 2 4acTU. A 3aTeM B JIEBOM HIKHEM YTJy TSIHEM BBEPX, B UTOTE
nosy4aercst 3 okHa (puc 1).

CneBa camoe OOJIBIIIOE OKHO - PEAAKTOp IICHIIEpOB, CIpaBa BEpXHEE -
pe3yabTaT peHaepa, CpaBa HIKHEE - HEMOCPEACTBEHHO, TO, YTO CEHYac €CTh, OKHO
31 BUIIA.

Puc.1-Peoprann3oBbiBaHUE CIIEHBI
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[Tepexoanm Ha BKIanKy peHaepa (puc.2) «Render Properties» m3mensiem ero
tun Ha «Cycles» (puc.3).

-

PI/IC.Z-BKJII[Ka penaepa

Puc.3-3menenue tuma

Tenepr BbIOMpaeM Buueokapty, mnepexomum B «Edity «Preferencesy
«Systemy» «CUDA» u craBum ranouky Ha myHKTe «NVIDIA..» (puc.4).

Puc.4-Bpibop nyHkTa

Teneps B mynkTe «Device» Beioepem «CPU Compute» (puc.5).

Puc.5-Bwibop nyHkTa

BriObupaem koHTpact (puc.6).
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PI/IC.6-BI>I6 KOHTpacTa

Haxxumaewm Ha myHkt «Viewport Shading» y Bepxuero nzo0pakeHus, 4TO0ObI
€ro OTPEHIECPUTh U HAKUMAEM Ha MYHKT CO CTPEIOYKOM (puc.7), YTOOBI IMPOIAo
BCC JIMIITHEE.

Puc.7-Bpi6op myHKTOB

Haxxumaem «Shift+Sy» u Beioepem mynkt «Cursor to World Originy (puc.8).

- BTN
s )
>y

«_P.y

Puc.8-Bribop nmyHkTa

Jlo6aBuM B CIIEHY TIJIOCKOCTh, HaxkMeM «Shift+A» Beioepem «Meshy «Planey.
[110CKOCTD MOSIBUTCS T10JT CaMOM ClieHOH (puc.9).

Puc.9-/lo6aBiaeHune mIiockocTu

VYBennuum miockocTs B 10 pa3, 1715 3Toro HaxkmeM kiasuiny «S» 10 «Entery
(puc.10).
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Puc.10-YBeauueHue miocKoCTH

Tenepp 3alimeMcs HACTPOMKOM OKpykeHUs. Ha Bkiagke Mupa HacTpauBaem
user (puc.11).

Puc.11-Hactpoka 1iBeTa

Bri6upaem penakrop meiaepos «Shader Editor» (puc.12).

Puc.12-Penakrop mieliiepon

Beibupaem Brianky «Worldy» (puc.13).
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Puc.13-Bb10op BKIaaku

Hanee mpuctynum Kk HacTpoiike Mupa. Haxkumaem «Shift+A» BbiOupaem
«Texture» «Environment Texture» (puc.14).

Puc.14-Hactpoiika mupa

Tenepr HakumaemM Ha «Open» W BBIOMpacM MyTh, TAC JCKUT KapTHHKA
(puc.15).

Puc.15-Bsi6op kapTuHKH

[MoaxmrouaeM KoMmoHeHTHI (puc.16).

Puc.16-Ilogkmrouenue

Jlanee HEMHOTO MOBEPHEM MHP, Ul 3TOr0 J00aBJsieM HECKOJIbKO HOOB,
HaxxkumaeMm «Shift+Ay» Beioupaem «Vectory «Mapping» (puc.17).
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Puc.17-]Jlo0aBneune HOA

Temeppr no0aBisieM HOJX € TEKCTYPHBIMH KOOpDJMHATAMH,  HaXKUMaeM
«Shift+A» Beioupaem «Input» «Texture Coordinate» (puc.18).

Puc.18-/]o6aBnenre HOJa C TEKCTYPHBIMU KOOPAMHATAMU

[TonxmrouaeM 11Ba HOJA U CTaBUM HapameTp y «Z» 180 rpagycos (puc.19).

Puc.19-1lonknroueHrue HOIOB

Jlanee ckpoeM Boay, HakaB kiaBumny «Hy (puc.20).

Puc.20-CkpspiTre BObI

Temneps BoIOMpacM KaMEHb, HAKUMEM Ha TTaHEIH «NEW» U CTABHUM HACTPOMKY
ceporo 1geta (puc.21).
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Puc.21-Bb10op TeKCTypbI 1Sl KAMHSA

C nomorrsio knaBuiim «Shifty BeizenseM ocTaabHbIC HEOKPAIIICHHBIC KAMHH
1 OepeM OJIMH KaMEHb, KOTOPbIH yxke umeeT 11BeT. Haxkumaem «Ctrl+Ly u Beioupaem
nyHKT «Link Materials» (puc.22).

Puc.22-Bwi6op nyHkTa

JloGaBisieM TEKCTYpy PacTUTEIbHOCTH, BHIOMPAEM OJIMH JIMCTOUYEK, TaK K€
Ha)XKuMaeM «Newy (puc.23).

Puc.23-Jlo6aBnenne HOBOM TEKCTYPHI

PacTHTEIBHOCTH OKpAIIMBAEM TAKUM K€ 00pa3oM, Kak 1 KaMHH. Hakumaem
Ha JINCTOK, BBIOMpaeM ILBET M Jaiee ¢ momolibio kiaaBuimm «Shifty Beiensem
OCTaJlbHbIE JUCTOYKH K TOT, KOTOphIH y:ke okpamieH. Haxummaem «Ctrl+Ly» wu
BeIOUpaeM myHKT «Link Materials» (puc.24).
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Puc.24-TekcTypupoBaHHue KyCTOB

Ternepb NpUCTYITUM K OKpAIIMBAHUIO 3Be3/104eK. [IpoenbsiBaeM To ke camoe,
YTO JIeJAId C KAMHSIMH M PAaCTHTEIBHOCTBIO, TOJBKO MCHSEM IIBET. 3BE3/I0YKaM
cnenaem 2 nBera (puc.25, puc.26).

Puc.27-TekctypupoBanue 1oma
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C nomompio kinaBumm «Shifty  Beigensem pamy ABEpH W 4acTh JOMHKA,
KOTOPYIO YK€ OKpacH/Id B KOPUYHEBBIH 1[BET, TaK ke HaxkaB Ha «Ctrl+L» u Be1OpaB
nyHKT «Link Materialsy.

Jlnst 1BepH ¥ niprudajia BO3bMEM OTTEHOK CBETJIee OOJMIIOBKH toMa (puc.28).

Puc.28-TekctypupoBanue 1BEpH U pUYaia

Teneps ¢ momMorkio knaBuinu «Shifty  BeienseM mpuyal u 1BEpb, KOTOPYIO
y)Ke OKpPacHJIM B CBETJIO KOPUYHEBBIH I[BET, Tak e HaxaB Ha «Ctrl+L» u BbiOpaB
nyHKT «Link Materials» (puc.29).

PHC.29-TeKCTypHp0BaHHe JBEPU U IIpruyaja

Jlanee pyuky naBepu jaeiaaeM depHoro 1eta (puc.30).
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Puc.30-TexkcTtypupoBaHue pydku

Beprem B ciieHy Boauuky, HakMeM «Alt+Hy» . Jlnsg Boabl co3maauM TpH
Homa, HaxxumaeM «Shift+A» u B kateropuu «Shader» BeiOupaem «Glass BSDF,
3ateM «Mix Shader» u «Transparent BSDF» moaxmrouaem ux (puc.31).

Puc.31-Iloaxmrouenue Hoga

N B kauectBe (aktopa momkiarouuM emnigé oauH Hoja «lnput»  BbIOHUpaem
«Layer Weight» monkitouaem ero (puc.32).

Puc.32-Iloakmrouenue Hoga

L{BeT mytst Boabl HacTpauBaeM B myHKTe «Glass BSDF» (puc.33).
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Puc.33-TekcTypupoBaHue BOJIbI

B dakrope cmemmBanus «Layer Weight» craBum 0,025.

Tenepsr mobaBnsieM OJIMKHA HA BOJE, MJISI ATOTO B CIICHY JO0ABIISIEM JIaMIly.
Haxumaem «Shift+ A» Beioepem «Lighty «Area». Ilepexomum Ha Bua COOKY |
noBopaurBaeM Jjamiry (puc.34).

Puc.34-I1oBopoT namribl

[TepexoauM Ha BKIIAJAKY JaMIIbl W YBEIMYHMBAEcM MOIIHOCTH ¢ 10 Ha 50
(puc.35).

Puc.35-YBennueHue MOITHOCTH

Teneps i niecka BeiOMpaem 1Bet (puc.36).

Puc.36-TekcTypupoBaHue rnecka
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Bocnone3yemcst ctpykrypoii st mecka. Haxxumaem «Shift+Ay» BeiOupaem

«Texture» «Image Texture», namee Haxxumaem «Open» U BBHIOMpPaeM TEKCTYpYy
(puc.37).

Puc.37-Bbi0op TeKCcTyphl

Jlanmee y mapamerpa «lmage Texture» BeiOupaem myHkT «Non Colory
(puc.38).

Puc.38-Bri0op nmyHkTa

Teneppb, 4TOOBI MOAKIIOYMTH JBAa HOJA, HY)KHO CO3/aTh €IIe OJWH HOJI.
Haxumaem «Shift+A» BeiOupaem «Vector» «Normal Mapy». Teneps coeaunsiem
atr HOJBI (puc.39).

Puc.39-Coenuuenne HOIOB
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Hanee no6asnsiem Hon «Mappingy», asst TOro, 9ToOBI pa3BePHYTh TEKCTYPHI.
Temneps m00aBIsIeM HOJM C TEKCTYPHBIMH KOOpAWHATaMH, HaxkumaeMm «Shift+Ax»
BeiOMpaem «Input» «Texture Coordinate» u coemunsiem Bce HOABI (prc.40).

Puc.40-Coennaenne HOOOB

[MpucTtynmuM K TEKCTYPHUPOBAHHUIO KPBIINIW, JUIsI JTOTO BBIOMpacM €€,
Ha)KHUMaeM «Newy» u gobasmsem 2 Homa. Jlis storo Haxkumaem «Shift+Ax
BeIOUpaeM «Input» «Geometry» u Bropoii «Converter» «ColorRamp» u 3amaem
kpbimie 2 nBera (puc.41, puc.42).

Puc.42-TekcTyprupoBaHH€e KPBIIIH

Jlanee JuIst TUIOCKOCTH BBIOMpaeM roiryooBathiii 1iBeT (puc.43).
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Puc.43-TekcTyprupoBaHue MIOCKOCTH

C nomonrbsro kiasumm «Shift+A» nobasnsgem 00bexT «Cameray HaxxuMaeMm
couetanue knaBuil «Ctrl+Alt+0» u ctaum paspemieane 1080x1080 (puc.44).

Puc.44-Hactpoiika kamepbl

Puc.45-Hactpoiika kamepbl
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Puc.46-I'otoBas 3D monens ClieHbl

Puc.47-T'otoBas 3D monens clieHbl

Puc.48-I'oroBas 3D moenp ClieHbI
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4. BriBoabI
B nanHo# crathe ObUT pacCMOTpPEH Ipoliecc TeKcTypupoBaHue 3D monaenu

ciieHKH B mporpamme Blender.
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