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Cumyasinusi )KUAKOCTH B mporpamme Blender

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

AHHOTALIUA

B cratee paccMmoTpeHbl crmocoObl MoneaupoBaHus >KUAkocTH B Blender ¢
WCITOJIb30BAHUEM BCTPOEHHBIX HMHCTPYMEHTOB. OmmHCaHBl 3Tambl CO3JMaHUS
CUMYJIAIIAN, & TAaK)KE TIPUBEJACHBI IPUMEPhl HACTPONKHA MaTEPHAIOB U OCBEIICHHUS
JUIST  JOCTIDKEHUS MaKCUMallbHO peanmctudHoro dddekra. IIpemcraBneHHbIe
OPUHIIMIBL MOTYT MCIOJIB30BaThCS JUIsl CO3JaHUSl BHUIIEOUTp, pekiambl, 3D-
WUTIOCTPALIMH, BUJIEO.

KaoueBbie caoBa: 3D-monenupoBaHue, BU3yalIM3alus, KOMIIbIOTEPHbBIE
texHosorun, Blender.
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Abstract

The article discusses the methods of fluid modeling in Blender using built-in tools.
The stages of creating a simulation are described, as well as examples of adjusting
materials and lighting to achieve the most realistic effect. The presented principles
can be used to create video games, advertising, 3D illustrations, videos.
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1. BBegenue

Cumynsmus >KMIKOCTH - 3TO OJIHA U3 TEXHOJIOTHH, KOTOPYIO UCITOIB3YIOT IIPH
CO37aHUU BHU3YaJbHBIX 3(P(GEKTOB B KMHOWMHIYCTPHH M pPEKJIaMe W TakK jaalee.
CeromHs CymecTBYeT MHOKECTBO ITPOTrPAMMHBIX MPOJAYKTOB, KOTOPBIC ITO3BOJISTIOT
co3faTh peanucTHYHble 3(PQGEeKThl KUIAKOCTH Ha d3KpaHe. OTHUH W3 TaKHX
pOrpaMMHBIX MPoaykToB — Blender. C momomipio JaHHOW MPOTPaMMBI MOYKHO
Co3/7aBaTh BBICOKOKAUYECTBECHHBIC BU3YaIbHbIC A(()EKTHI, B TOM YUCJIC CUMYJISIIHIO
KUIKOCTH. DYHKIIMOHATBHBIE BO3MOYKHOCTH ITO3BOJISIIOT PETYIMPOBATH OOJIBIIOE
YHUCJIO MapaMeTPOB: BSI3KOCTh; CKOPOCTh MOTOKA; HAJIOKEHUE TEKCTYP, IIBETA U TaK
Jajee; BOJIHBI; HATIOJIHEHHUE COCY/IOB.

1.1 AKTYaJIbHOCTB M CCJIEIOBAHUS
Cumynsnust KUAKOCTU SIBISIETCS BaXXHBIM HMHCTPYMEHTOM JUISI CO3JIaHUS
BU3YyalbHBIX 3 ()EKTOB B KWHOWHIAYCTPUH, TEICBUIACHUHN U pekiname. [Ipumenenune
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ATOI TEXHOJIOTHMU IO3BOJISIET SKOHOMHUThH BpeMsi U CpeAcTBa npu co3ganuu 3D-
WUTIOCTPALIMA, BUJIEOPOJIUKOB, aHUMalluid U MHOTo apyroro. [Iporpamma Blender
SBJIIETCSl OJIHUM W3 HauOoyiee TMOMYJISIPHBIX WHCTPYMEHTOB [UJISl CO3JaHUs
BU3YaNIbHBIX 3(Q(PEKTOB U BKIIOYAET B ce0s CPEACTBA JUIsl CUMYJISLIMM SKUJIKOCTH.
OTO MO3BOJISET MOJH30BATENIO CO3/aBaTh PEATMCTUYHBIE MOJEIU KUJIKOCTU C
pa3IMYHBIMK  (PU3MYECKUMH TIapaMeTpaMu 0e3 HEeOOXOJUMOCTH mpuderath K
CTOPOHHUM MHCTPYMEHTaM.

1.2 O0630p ucciaenoBaHU

B cratse E.A. YabpgaHOBa onucaH npoliecc CO3AaHus MpoleaypHOTO eiiaepa
JaBbl i1 OyayIIero MCIOJIb30BaHUSI €€ B KadecTBe TeKCTypbl. g co3naHus
ucnons3oBaics 3D penakrop Blender. [Ipaktudyeckum pe3yabTaToM CTall TOTOBBIN
penaktupyembiii medinep naBel. [1]. W.B. ®nopuHCKMil ommchIBaeT Mpolecce
TPEXMEPHON MapaMeTPU3MPOBAHHON MOJAENUpoBaHue penbeda, B pe3yibTare
UCCIIEIOBaHMSI aBTOpPhl TMOJYYWIM pEJaKkTUPYEMyl0 Mojeiab penbeda, ¢
npumenenreM Python-ckpunroB [2]. B cratee «IIporpamMmmHoe obecriedeHus s
cumyisinnu xkujakocti»  J[LFO. CrenaHrok NpPOBOAWT CPAaBHUTEIBHBIN aHAJIN3
pOTrPaMMHBIH MPOIYKTOB, TakuX Kak: Autodesk Maya, Blender, Autodesk CFD wu
apyrue. Onrcasbl IPUHIUIIBI pacuéTa MOBEICHNUS )KUIKOCTH, HA KAKUX YPaBHEHHSIX
OOHOBJIIETCA TporpaMma M Kakue METOAMKH pPEaM30BaHbl B PAaCCMOTPEHHBIX
IPOrPAMMHBIX POTYKTaX.

1.3 lleanb uccienoBaHust
Lenp uccnemoBanust — mpu MOMOIIM 0a30BBIX HHCTPYMEHTOB 3D-penakropa
Blender, mosyunts 3D-MoA€1h IEMOHCTPUPYIOUIYIO TEUCHUE KUIKOCTH.

2. MeToabl MccJae10BaHUSA

B pabote ObuT MpUMEHEH aHATUTUYECKUN METOI: ObUTH MTPOAHATU3UPOBAHbI
MaTepualibl U1 O00YYaloIIMX PEeCcypchl MO CUMYISIIIUKA (PU3MUECKUX IIPOIIECCOB B
nporpamme Blender, s BeisBiienus 3¢ (heKTHBHOIO MOIX01a K peaaru3aliiu.

3. PesyabTar

Coznanue XUAKOCTU B Mporpamme OJIEHIEp HAUMHAETCS, MPEXKIE BCEro,
cO37aHus CIeHbl, OOBEKTa MCTOYHHMKA M 00beKTa pe3epByapa. Ha pucynkax 1-3
MPE/ICTABIICH MPOLIECC CO3/IaHUS CLIEHBI 1 OCHOBHBIX OOBEKTaX.

Tak kak B KauecTBe TJIABHOIO OOBEKTa BbIOpaHa OYThbUIKA, KOTOPHIE Kak
MPaBUIIO, UCTIOJB3YIOT JJIsl CPEACTB JIMYHOW TMTHMEeHbl — CIEA0BATENIbHO KUJIKOCTh
JIOJI’KHA MOBTOPSITH CBOMCTBA JKUJIKOTO MBLIO, IAMITYHS MJIA IPYTOM OTHOCUTENBHO
BSI3KOM JKUJIKOCTH.
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Pucynox 1 — I[Ipomecc co3nanus ri1aBHOTO OOBEKTA

Pucynok 2 — PacctaHOBKa OOBEKTOB B CLIEHE

Pucynok 3 — Marepuaiibl
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JInst co3manust )KUIKOCTH TIEPBBIM JIEJIOM CIIEAyeT 100aBUTh B CIIEHY OOBEKT
KOTOPBIN OyIeT BBICTYIATh B KaueCTBE MCTOYHUKA BOJbI. CBOMCTBO MCTOYHHKA
BOJbI Ha JaHHBIA OOBCKT HakJaabiBacTcs B pexxkume «Object mode», naiee
«Objecty, «Quick Effects», «Quick Liquid» (PucyHok 4). OOBEKT IpH 3TOM JI0JIKCH
ObITH BhIZICNICH (PuCyHOK 4).

T

Pucynok 4 — HajosxeHue cBOMCTBa MCTOYHHKA BOJIbI

B naHHOM ciywae Uil 3KOHOMHH PECYPCOB KOMITBKOTEPA MCTOYHUK BOJBI
Jy4lIe PaCHOJIOKUTh B KPBILIKE, B KOTOPOM IPELYCMOTPEHO OTBEPCTHUE JIJIS BBIXO1A
AKUIKOCTH.

[Tocne npumenenus 3pdexkra UCTOUHUKA BOKPYT 0OBEKTA MOSBUTCS 30HA, B
npenesax KOTOpod OyAeT NIPOUCXOAUTHh PACUET JBMXKEHHS KUAKOCTH. EE
HEOOXOJAMMO PpAaCIONIOXKUTh B Mpeaesax CUEHbl WIM B IpaHULAX IIaHUPYEMOIO
pacnpoctpaHeHus KUAKOCTH (PucyHok 5).

Pucynok 5 — 3oHa pacnpoctpanenus xxuakocta (Domain)
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Korma Domain BeifeieH — B OKHE ero cBoicTB 3HaueHue Resolution
BBICTaBIIIeM Ha 3HadueHue 64 winu 128. Kak mnpaBuio 3TOro JOCTATOYHO IS
MPaBUILHOTO MOBEICHUS KUKOCTH.

Jlanee cHOBa BhIEIsieM MICTOUHMK — B OKHE €ro CBOKMCTB, B rpade «Liquid» B
pasaene «Settings» BeicTaBimsieM 3Hauenue INFlow mist mapamerpa «Flow Typey,
pU JaHHOW HACTPOMKE >KUJKOCTh OyJEeT paBHOMEPHO BBITEKAaTh U3 MCTOYHHUKA C
3aJ]aHHBIM yYCKOPCHHEM. 3aTeM HeoOXOoJMMO akKTUBUpoBaTh NyHKT «Install
Velocity» u 3amaém yckopeHHE 1O HaIpaBJICHHUIO OJHOW W3 oced. B maHHOM
puUMeEpe KHUAKOCTh OyIeT IBUTAThCS IOJA yIJOM BHH3, 3HAYAT NPHUMEPHBIE
3HAYCHUS CTOUT BBICTABUTH 10 HarpasieHuto oceit X u 'Y (PucyHnok 6).

Pucynok 6 — [1apameTpsl CKOPOCTH KUIKOCTH

Jlanee, HeoOXoaMMO BBIACINTH DOmain, aktuBupoBaTh MyHKT «Meshy, u
«Viscosity» (BeicraButh 3HaueHue 0,75). B mynkre «Cache» mapamerp Type
HeoOxomumo cmenuth Ha All (Pucynok 7). Tak mapamerpbl pacuéra OymyT
COXpPAHCHBI B TMANKe C MPOCKTOM M TPHU CIEIANIEM OTKPBITHH MPOCKTa pacyer
AHUMAITUS IBUXKCHHUS KHUIKOCTH COXPAHUTCH.

Pucynok 7 — Hactpoliku napameTpoB KUIAKOCTH
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VYKe Ha TaHHOM 3Tare MOsBISETCS BO3MOXKHOCTD BBITIOJTHUTE PACUYET, OJTHAKO
XKUIKOCTh OyNeT MpOTeKaTh CKBO3b BCE OOBEKTHI B ciieHe. [lapameTpsl s 3THx
00BEKTOB MMOMOTAIOIINE MTPEAOTBPATUTH ITOT 3PPEKT MPeICTABICHBI HA PUCYHKE 8.

Pucynox 8 — Hactpoiiku ¢pu3ukn 00beKTOB CIICHBI

[Tocne 3THX HACTPOMKH BCe 0OBEKTOB, HEOOXOAMMO BT DOmain u B
caMOM KOHIIE ero rmapamMeTpoB BeIOpaTh myHKT «Bake Ally», mocie yero Haunercs
mporiecc pacuéra moBeAeHHS kuakocth. llo 3aBepmieHnio mporecca  Ha
NOJYYCeHHBIN 00bekT Liquid HeoOX0aMMO HAIOKUTh TEKCTYPY, BHICTABUThH PAKYPC
¥ 3aIyCTHTh Tiporiecc Peniepa nzodpakenus i anumanmu (PucyHok 9).

Pucynok 9 — Utorosoe nzodpaxenue
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4. BuIBOABI

B craTbe ObLT ommcaH Mpolecc CO3JaHusl MapaMeTpPU3UPOBAHHOW MOJIENH
KUIKOCTH. J[aHHAs METOIMKa MOKET IPUMEHSTHCS JIJIs CO3/IaHKs aHUMAIlUH, CIIeH
B BUjicoUTpax u co3nanus 3 D-ummrocTpanmii.
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