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OCo0eHHOCTH CO3IaHUsI MaTePHAJIa «CTEKJI0» B mporpamme Blender

boeamxun Maxcum Anmonosuy
Ipuamypckuii cocyoapcmeennwiii yrueepcumem um. Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

3D-MonenupoBaHue — HEOThEMIIEMAast YaCTh COBPEMEHHON MHKEHEPUHU U JTW3aiiHa,
a CTEKJIO OJIH U3 CaMbIX PACIPOCTPAHEHHBIX MAaTEPUATIOB BOKPYT YesioBeka. OKHa,
BUTPHHBI, TIOCY/a, SKpaHbl Tele(OHOB M MHOTHE OOBEKTHI MPU MPOCKTUPOBAHUU
KOTOPBIX BaKHO MOHUMATh — KaK OyJIeT BBITJISAETh KOHEUHbIA NPOAYKT. B crarbe
OIKCaH MPOLIECC CO3aHMsI PeaTMCTUYHOTrO CTeKa B porpamMmMe Blender. B nepByto
ouepellb, IMPEACTABIICH MPOLIECC MOAEIMPOBAHUS CTEKIIA U HACTPOMKE MaTEpUAIOB,
KOTOPBIE IIO3BOJISIOT JOCTUYb MAKCUMAJIBHOW PEATUMCTUYHOCTH M COXPaHUTh
CBOMCTBA CTEKJa, TAKME KaK IIPEJIOMIICHUE, OTPAKEHUE, ITPOIyCKAHUE CBETA U T.[I.
OmnwuceiBaeTcs, UCIOIb30BAaHUE CTAaHIAPTHBIX UHCTpYMEHTHI Blender nyist coznanus
PAa3JIMYHBIX TUIIOB CTEKJIA.

KiaroueBble ciaoBa: 3D-mojenupoBaHue, BU3yalu3alus, KOMIIBIOTEpHbIE
texuoJioruu, Blender.
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Abstract

3D modeling is an integral part of modern engineering and design, and glass is one
of the most common materials around a person. Windows, showcases, dishes, phone
screens and many objects in the design of which it is important to understand what
the final product will look like. The article describes the process of creating realistic
glass in the Blender program. First of all, the process of modeling glass and setting
up materials that allow you to achieve maximum realism and preserve the properties
of glass, such as refraction, reflection, light transmission, etc. is presented. It
describes the use of standard Blender tools to create various types of glass.

Key words: 3D modeling, visualization, computer technology, Blender.

1. BBenenue

1.1 AKTYaJIbHOCTB MCCJIEIOBAHUS

Tak Kak CTEKJIO - OJMH M3 CaMbIX PACHPOCTPAaHEHHBIX MaTepHaloB B
MPOMBIIIEHHOCTH, AW3aiiHe U apxuTekType. Co3aaHue peauCTUYHOrO CTEKJIa B
KOMIIBIOTEPHOW  rpaduKe SBISICTCS Ba)XHBIM ~ aCIleKTOM  JUISI  CO3JaHUs
BBICOKOKAUECTBEHHOW BH3yalu3alud W aHuMmaruu. Blender — omun u3 cambix
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MOMYJISIPHBIX U MOIIHBIX MHCTPYMEHTOB sl co3fanus 3D-rpapuku. OH yacTto
UCIIOJIB3YETCSI B KHHOMHTYCTPUU, UTPOBOM MHAYCTPUHU U AU3AIHE, 3TO MOKA3bIBAET
BOCTPEOOBAHHOCTh U IIMPOKUI (DYHKLIMOHAN JaHHOW MporpaMmsbl. Tak e CTOUT
OTMETUTh, YTO CO3/JAHUE PEATTUCTUUHOTO CTEKJIA - 3TO CJIOKHBIH MpoLiecc, KOTOPbIN
TpeOyeT 3HAHUS HHCTPYMEHTOB IPOTpaMMbl MCIIOJNBb3YEMbIX JJIsi HAaCTPOMKH
MaTepuajoB U ocBelleHus. Takum oOpa3oMm, MoapoOHOE M3yuyeHUE OCOOEHHOCTEN
CO3/IaHUs MaTepHualla «CTEKI0» B mporpamme Blender moxeT noMo4b HaUMHAIOIUM
3D-Xyn0)KHUKaM OCBOUTH 3TOT MPOIECC U JOCTHYb O0Jee BHICOKOTO YPOBHS
MIPOU3BOAUTENILHOCTH U KadecTBa paboThl. CTOUT OTMETHUTbh, YTO ISl CO3/IaHUs
pa3IMYHBIX BAPUAHTOB CTEKJIA, KaK MPAaBHUIIO, HE TPEOYIOTCSI CTOPOHHUE TEKCTYPBI,
KapThl BBICOT M MPOYME BHEIIHHUE SJIEMEHTHI, Ha BBIOOp, MOUCK WM CO3JIaHUE
KOTOPBIX, TpeOYyeT CYIIECTBEHHBIX BPEMEHHBIX 3aTpaT WM (PMHAHCOBBIX BIOKCHUH.

1.2 O030p ucciaeaoBaHUM

C.B. ®ununmoB paccMaTpuBaeT NPUMEHEHHE mporpammbl Blender s
MOJICTTUPOBAHUSI €CTECTBEHHO-HAYyYHBIX TPOIECCOB. B craThe mpeacTaBieHBI
Blender Python API, mHeoOGxomumoe ajis YHUCICEHHOTO MOJICIIMPOBAHHS B Cpelie
OTKPBITON MPOrpaMMHO# T1aT(GOpPMBI TPEXMEPHOTO MOJICITUPOBAHMSI, AHUMAIIUU H
pennepunra — Blender. PaccMmoTpensr 6azoBbie MeToansl 3D-MoaenupoBaHHS
OOBEKTOB MCCIICIOBAaHUH HA MPUMEPE MOCTPOSHUS TUHAMHUYECKIX MOJICKYJISIPHBIX
Mozeneit u mozeneit pparmenta qua CesepHoro Jlenosutoro okeana[l]. B cratbe
H.B. Bo3HeceHckas paccMaTpuBarOTCS OCHOBBI 00ydeHus: 3D-MoaennpoBaHuio B
cpene Blender. Bo3moxHOCTE ObICTpOro u3ydeHuss OCHOB 3D-MopenupoBaHus
MoKa3aHa Ha MpUMepe MPAKTHUECKUX yIpaXHEHUH. PacCMOTpeHbI OCHOBHBIE ATATIBI
paspabotku 3D-mozxenu[2]. B pabore M.P. AOGnseBa ommcaHbl OCHOBHBIC
BO3MOXKHOCTH Tiporpammbl Blender, rimaBHbIC KOMIIOHEHTBI IOJIB30BATEIHCKOTO
uHTep(deiica, omrcaHo (YHKIIMOHATHLHOC Ha3HAUCHUE KaXIOTo W3 HHUX. Tarke
NPUBEICHO OIMCaHUEe HAOOp OCHOBHBIX BO3MOXKHOCTCH W MOJJEPKABAEMBIX
dbopmatoB i dKcropTHpoBaHus KoHeuHoro daiina[3]. B uccnemoBanuu A. T
benukoBa paccMaTpuBaeTCs MPOIECC CO3/IaHMUs Tella YSIOBEKa, B CTAThE OMUCAHBI
OCHOBHBIC TIPUHIIMITBI «CKYJIBIITHHTa» B mporpamve Blender. B pesynbrate ¢
NOMOIIbI0  0a30BBIX ~ WHCTPYMEHTOB MpOrpaMMbl HW  Habopa  MPOCTHIX
reOMETPHUCCKUX 00BEKTOB ObljIa MOJyueHa MOJIEIb Tesa yeaoBeka[4].

1.3 leab uccienoBaHmsi

Ilens wucciemoBaHWs TOJMYYWTh, MPH TIOMOIIM 0a30BBIX HWHCTPYMECHTOB
nporpammbl Blender, peanuctuunyio 3D-Momens u3aenus U3 CTEKNa, MPUMCHUB
HECKOJIbKO Pa3IMYHBIX BAPUAHTOB MTOCTPOCHUSI.

2. MeToabl MccJae10BaAHUSA

B pabote ObuT MpUMEHEH aHATUTUYECKUN METOI: ObUTH MTPOAHATTU3UPOBAHbI
MaTepuaibl ¥ 00yJaroluX pecypchl Mo co3naHuio crekia B Blender, ¢ menwio
BBISIBJICHUS HanOosiee 7 (HEeKTUBHBIE TIOJIX0/1a U METOIUKH.
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3. PesyabTar

[Mpouecc co3manmss Martepuana B mnporpamme Blender, xax mpasmio,
HAUMHAETCS C CO3[aHMsI TEOMETPUYECKOTO 00BEKTa, K KOTOPOMY, B JallbHEHIIEM,
3TOT Matepuai OyneT npuMeHeH. s nmpumepa ObuT BEIOpaH OoKall, TaK KakK TaKou
O00BEKT MMEET KakK IUIOCKHE TIpaHH, TaK U OOJbIIOE KOJUYECTBO CKPYIIIEHHBIX
MIOBEPXHOCTEH, CTEHKa OOKaJla UMEET pazINuHyIo TONIUHY. Clie10BaTeNIbHO, TAKOM
00BEeKT OyJeT mo-pasHOMY BO3ACHCTBOBATH Ha IOMAJArollee Ha HEr0 OCBEIICHHE.
Tax >xe Ha ero MOBEpXHOCTH OyAyT XOPOILIO YNTATHCS OJUKU U pedIICKCHI.

[Ipouecc co3maHusi HAUMHAETCA C JABYX T'€OMETPHUYECKUX Teil: cdepbl U
YCEYEHHOT0 KOHYca (pUCYHOK 1).

PucyHnok 1 — OcHOBHast reOMETPUS MOAEIH

Jlanee npu momoru Moaudukatopa «Subdivision Surface» cMsaryaT rpanu u
YBEJIUYHMBAEM YHUCIIO TIOJMTOHOB (pucyHOK 2). Taxke st TOro 4ToObl Ha peHIepe
CKpPBITh p€Opa cTOUT MpUMEHHUTD K Moaenn Shade Smooth (30°) (pucyHok 2)
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Pucynok 3 — PesynberaT padoTh! critaxuBanus Shade Smooth

[Tocme co3maHusi TEOMETPUM MPHUCTYMAaeM CaMOMy TIPOCTOMY CIOCO0Y
co3/laHus MaTepuaia cTekia. Ha Bkiaake peHuepa Heo0X0AUMO U3MEHUTH JIBUKOK
¢ «Evee» na «Cycles» (pucyHok 4). Tak HaM He MOHATOOATCS JOMOTHUTEIbHBIC
HACTPOWKH JUIs afamnTaiiy 3TOoro crocoda moj «Eveey, Ho 3ameiicTByeT OoJbIie
PECYPCOB KOMITBIOTEPA.

Jlns co3manust matepuana «Glass 1», HeoOXxoauMo BhIOpaTh OOBEKT U Ha
BKJIQJIKE HACTPOWKa MaTepuaia co3aTh HOBBIM MaTepuall (KHOMKa «+») (PUCYHOK
4). OcranpHbple MapaMeTppl MaTepuana, MPEeACTaBIeHbl Ha pucyHke 5. Or
CTaHJAPTHBIX 3HAUYCHU I OTIIMYACTCS TOJIBKO 3HaueHus: Roughness (iepoxoBaTocTh)
u Transmission (Hempo3paunocts): Roughness = 0,05 (Tak kak gake CTEKJIO HE
BCTpeUYaeTcsi aOCOMIOTHO IIagkuM); Transmission = 0,9 (3Hauenue B 1 co3gact
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aOCOJIIOTHO MPO3payHbI MaTepual, 4TO HE COOTBETCBYET (PM3NYECKUM CBOICTBa
CTEKJIa).

Pucynok 5 — Hactporiku Marepuana

Takum oOpa3om yke MpHIaHHBIX HACTPOHKAX B OKHE MPEANPOCMOTpa MpHU
akTUBHOM crieHe «\World» Mo)KHO MOJTyduTh CACAYIOIINI pe3yIbTaT (PUCYHOK 6).
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Pucynox 6 — [IpeaBaputenbHblil pe3ysbTaT MIPUMEHEHUS MaTepraia

CyllieCTBEHHOE BIMSHUE HA PE3YJIbTAT OKAa3bIBAIOT MapaMeTpsl «Specular u
«Metallicy, >t mapameTpbl MOAOMPAIOTCS WHAMBHIYalbHO B 3aBHCHUMOCTH OT
CIIEHBbI U UHTEHCUBHOCTH OCBEILIEHUS (PUCYHOK 7).

Pucynok 7 — Biusiaue napametpoB «Specular u «Metallicy

Bropoii BapuaHT co3mganus Matepuana «crekiao» (Glass 2) mpoucxoaut Ha
Bkiaake Shading. U coctout Beero u3 4 Nod (pucynok 8). Homa «Glass» coszmaer
TEKCTYpy cTekiia, Homa «GloSSy» mo3BoJsieT mporpaMme MPOYUTATh OTPAKCHHUS
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HEIOCPEACTBEHHO BHYTPH MaTepuana. Tak, Hanpumep, €CiivM OCHOBHOM ITapaMeTp
710 HOJibI |OR mpu HyJI€eBOM 3HAYEHWHU JJACT MPAKTUYECKH 3epKaJio (PUCYHOK 9)

Pucynox 8 — HaGop mieiiiepoB /uist co3nanusi MmaTeprana cTeksa
(BapuaHT 2)

Pucynox 9 — O6next npu HyseBom 3Hauenun IOR

Jlanee ciexyeT TPOBECTHM CPaBHEHUME OSTUX MaTe€pUaloB B  OKHE
npeanpocMoTpa (prucyHok 10) 1 BHyTpH MPOCTOH CrieHbI (pucyHoK 11-12).
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Pucynoxk 10 — CpaBHeHuUE pe3ynbTaToB:
cieBa (Glassl), ciipasa (Glass2)

W3 pucynka 10 BuaHa pasHMIa, 0€3 CIIEHbI U BBHICTABJICHHOTO OCBECIICHUS,
MOXKHO 3aMeTUTh, 4To Marepuayn Glass2 inydme mnepemaer o0beM O0O0BEKTa,
IIPOCMATPUBACTCS TOJIIIMHA CTEHKH OOKaJia M JIydIlle YATAIOTCS TUIOCKUE TPaHH.

Pucynok 11 — Pesynbratel peraepa (Matepuan Glassl)
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Pucynok 12 — Pe3ynbraTsl pernepa (Matepuan Glass2)

IIpu cpaBHeHuun pucyHkoB 11 u 12 xopomo 3ametHa pazauna. [Tapamerpsl
Ol TTOAOOpaHkl MAaKCHMAJBHO ITOXOXKHe, MBET ObuT 3amgaH B cucteme RGB
yrciieHHo. OcTanabHbIe TapaMeTphl WACHTHYHBI, HACKOJIBKO 3TO OBIJIO BO3MOXKHO;
KOJIMYECTBO ceMIUIoB paBHoe (400).

4. BuIBOABI

B cratbe ObL1 mpencTaBieH MHpolecc CO3JaHUS Mozenu Ookana U JABYX
BApMAaHTOB MaTepuaia «CTEKJIO». BBIMONHEH peHaep, U3 pe3ysbTaTOB KOTOPOTO
BUJIHO, YTO MaTepuall, onucanHbiid kKak Glassl, Ooubliie MOIXOAUT B TEX CITydasX,
KOTJIa CTEKJITHHBIN OOBEKT HE PUBJICKAeT BHUMaHHE 3pUTEIIs U eMy He TpeOyercs
neranu3anysi. Matepuan Glass2 B cBoro ouepens siyuiie nepenaet Gopmy, 00beM 1
rIIyOMHYy MarepHall, XOpOIIO YUTAIOTCS TPAaHU U TOJIIUHA, ¥ OOJIbIIE MOAXOIUT B
TEX CJIydasi, KOr/la BHUMAaHUE 3PUTENS HAPABICHO WM MOXKET ObITh HAIPABJICHO
Ha CTEKJITHHBI 00BEKT B crieHe. O0a 3TH BapHaHTa CO3[aHMsI CTEKJIa 3aCITyKUBAIOT
BHUMAaHMUS, U BAPUAHThI UX MCIIOJIb30BAHUS OIPAaHUYMBAET JIUIIb CIIEHAa OCBEILEHHE
¥ 3HAUUMOCTh MEJIKUX JIeTajIeH.
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