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Co3nanne nanamadra B Blender 3D

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

AHHOTALIUA

B nanHON cTaTtbe uccienyeTcs MpoLecC CO3JMaHus JaHamadra B mporpamme
Blender 3D. B cTathe aHanmu3upyroTCa OCHOBHBIE MHCTPYMEHTHI MOJECITUPOBAHUS,
TaKHe KaK BBICOTHBIE KapThl, 1e()OpPMATOPhI U TEKCTYPHI, @ TAKXKE PaCCMAaTPUBAIOTCSA
TEXHUKHU CO3JaHus pesbeda u 1o0aBlIeHNs pacTUTENbHOCTU. OTAECIbHOE BHUMAaHHE
ynensiercs: (OpMHUPOBAHUIO TOP U XOJIMOB, CO3JAHMUIO BOJHBIX IOBEPXHOCTEW U
N00aBJICHUIO JIETaJICH.
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Abstract

This article explores the process of creating a landscape in the Blender 3D program.
The article analyzes the main modeling tools, such as altitude maps, deformers and
textures, and also discusses techniques for creating relief and adding vegetation.
Special attention is paid to the formation of mountains and hills, the creation of water
surfaces and the addition of details.
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1. Beenenue

1.1 AKTYaJIbHOCTH MCCJIeIOBAHUS

Uccnenosanne mno coszmanuto jganmmadrta B Blender 3D akrtyanbHO B
KOHTEKCTE MOBBIILIEHHOTO CIPOCa Ha PEATMCTUYHBIE TPEXMEPHbIE BU3YATU3alUU B
paznuuHbix obsactsax. Blender 3D sBnsiercss momyisipHbIM MHCTPYMEHTOM ISt
TPEXMEPHOTO MOJAEIMPOBAHUS, OJHAKO CO3/JaHHME PEATUCTUYHBIX JIaHIA(TOB
MOKET OBITh CIOKHBIM H3-3a pa3HOOOpa3us AOCTYNHBIX MHCTPYMEHTOB U TEXHUK.
HccnenoBanrie B 3TOM 00JIaCTU TMOMOTAeT pACIIMPUTh 3HAHUS W HABBIKU
CHELMAUCTOB, YIyYUIUTh PE3yJbTaThl U ONTHUMU3UPOBATH MPOILECC CO3TAHMS
nauamadgTa B Blender 3D.
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1.2 O630p uccaenoBaHuii

JIJIs co3/1aHus TaHHOM CTaThH OBLIM pacCMOTpEHHI ctathk J[. A. AGapa3koBa
B KOTOPOH pacCMaTPHBAIMCh PACHIUPCHHE (PYHKIIMOHAIBHBIX BO3MOXKHOCTEH ITO
co3manuto nanamacdrta B Blender 3D [1]. Tak xe J. A. Ydumue omucain
pa3paboTKy KapThl TOpoIa Ha OCHOBE TexHoJioruu co3nanus 3D manmmadra [2]. B
ctathe E. A. YIIbsSHOBA IMOKa3aH MPOIECC CO3JaHMS KaueCTBCHHOTO JIaHaImadTa B

Blender 3D [3].

1.3 lleap uccaenoBaHusi
Llenpro McciIeIOBaHMS SABJISACTCS M3YyUEHUE PA3IMYHBIX METOJOB CO3JIaHUS
nanamadTa B mporpamme Blender 3D.

2. MaTtepHajbl H METOIbI
AHanu3 BO3MOKHOCTEH M HCIOJIb30BaHUS OCCIUIATHOM Hporpammsel mjist 3d
moeaupoBanus Blender 3D.

3. Pe3ysabTaT u o0cyxIeHue
B navane cozmaaum npocroit nunusap (Pucynox 1).

Pucynok 1. Co3ganue nuiavsapa

[Tocne BHECeHHS B MOJEIb HEOOJBITUX KOPPEKTUPOBOK MOXKHO HAHECTH
0a3oBy10 TeKkcTypy (PucyHox 2).
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Pucynok 2. Hanecenue TekcTypsl

Jlanee mocie HACTPOWKH TEKCTYphl CO3/1aUM pa3IUYHbIE BapHaIUH
nepBuyHoi Mojienu (PucyHnox 3).

Pucynok 3. Co3nanue pa3inyHbIX 00bEKTOB

Jlns nanpHeiinei paOoThl CO3[aUM CKOILJICHUS CTOJIOOB, 3aTE€M MOKHO
OyJeT MCMoJIb30BaTh MX JJIsi CO3JIaHMsS OKpYKeHHus. Bocmosb3yemcs cuctemoit
reoMeTpuueckux y3ioB (PucyHnok 4-5).
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Pucynoxk 4. Co3tanne reoMeTpuIeCcKuX y3J10B

Pucynoxk 5. Jlo6aBnenue ciyqdaitHOCTH

Crnenyromum maromM 100aBUM BOAY U pazdpocaeM MOTYIUBIITYIOCS MOJEIb
(PucyHok 6).
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Pucynoxk 6. Co3nanue nanamadra

B pe3ynbTaTe mosy4uTcst 10CTaTOYHO KpacuBas KapTUHKA C UCIIOJIb30BAHUEM
CaMbIX MPOCTHIX JIeMeHTOB (PucyHnox 7).

Pucynoxk 7. Penaepunr nanamadra
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Pucynox 7. 3aBepuieHue paboThl ¢ OCBEIICHUEM

BriBog
B nanHo# cTathe ObUI MOKa3aH MPOIECC CO3AaHMs JIaHamadTa U3 MPOCThIX
MoJIeiel ¢ ucnojib3oBanueM ¢GyHkiui mporpamMmel Blender 3D.
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