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Hcnosnb30BaHne reoMeTPUYECKUX HOA JJIsl CO3JaHMS CHCTEMbI YaCTHII

Vivanoe Ecop Anopeesuu
Ipuamypckuii eocyoapcmeennulil yrusepcumem umenu Lllonom-Anetixema
Cmyoenm

AHHOTALUSA

B naHHOi1 cTaThe paccMaTpUBAETCs] METOJ MCIIOJIB30BAHUS T€OMETPUUYECKUX HOJ
(Y370B) [I71s1 CO3/IaHUS TUHAMUYECKON CHCTEMBbI YaCTHUI] B KOMITBIOTEPHOU rpaduke
B nporpamme Blender. Ilpaktndeckum pe3ynbTaTOM CTaThHU SIBISETCS CO3JAHHAS
CHCTEMa YaCTHIL.
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Abstract

This article discusses the method of using geometric nodes to create a dynamic
particle system in computer graphics in the Blender program. The practical result of
the article is the created particle system.
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Hcnonp3oBanne reoMeTpuyeckux maccuBoB B Blender ortkpeiBaer miis
XYJIOXKHUKOB W JU3aiTHEPOB HOBBIE BO3MOYKHOCTH [JII CO3JaHUSL CIOXHBIX U
JETATU3UPOBAHHBIX MOJICJICH. Y3JIbI MO3BOJIAIOT AKCIIEPUMEHTHUPOBATH ¢ (popMamMu
U CTPYKTYpaMH, a TaKke CO3/1aBaTh YHUKaJIbHbIE U UHTEpECHbIC KoMmmno3uuuu. C
MOMOIIIbIO y3JI0B MaccuBOB B Blender MokHO co3maBaTh HE TOJIBKO MPOCTHIE
MOBTOPSAIOIINECS CTPYKTYPbI, HO U CJIOXKHBbIE MaTeMaTH4eckue GopMbl, TaKUE KaK
CIpajb WM 3Ur3ar.

bespepxosa JI.II.,, MankoB A.B. B cBO€#l cTaTbe paccMOTPENN IPOrpaMMy
«3D Blender», ee xapakTepuUCTHKH, MPEUMYIIECTBA, HEIOCTATKH M €€ 00JacTh
npuMmenenus [1]. Tak ke KibikoB A.M. coBmectHo ¢ DposoBa H.A. mposenu
paboTy Haja HCCIEIOBAaHUEM BO3MOXXHOCTH MOJECIUPOBAHUS TPEXMEPHBIX
OMOJIOTMYECKUM OOBEKTOB C HCIMOJb30BAaHUEM OECIUIATHOW MPOTpaMMbl ISt
co3nanus 3D-o0wekToB Blender, a Takke mpu mMOMOIITM JAHHOUW TPOTPaMMBbI CMOTITH
CMOJIETTUPOBATh KPOBEHOCHBIN Kanmuisip [2]. B ctatee Abmmue M.P., Ametos @.P.,
Mesmtor W.11., AnunsimaeBa 3.1, onucany OCHOBHBIE BO3MOXXHOCTH, (DYHKIIMH U
KOMITOHEHTHI M0JIb30BaTelIbckoro uuTepdetica [3]. B cratee B. B. JImutpos, E. M.
CamoiinoBa ObLT pAaCCMOTPEH MPOIIECC aBTOMATU3AIMK TTocTpoeHus: 3D-moneneit ¢
WCITOJIb30BAaHUEM HOJOB reoMeTpuu B mporpamme Blender. ABTopsr mpencraBimim
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yHPIKaJIBHbeI moaxona, HOSBOJI}IIOH_[I/Iﬁ CO31aBaTh CJIOKHBIC MOACIU C BBICOKOM
TOYHOCTBKHO H ,HeTaHHSaHHGﬁ oe3 HCO6XOILI/IMOCTI/I HaImMcaHus OOJIBILIOrO
KOJIMYECTBA KOAA.

HCJIB HCCICAOBAHHUA — IIPUMCHAA BO3MOKHOCTH ITPOTrPAMMHOTI'O oOecrieueHus
BIender Co3aaTb CHCTCMY 4YacCTUI IIOCPCACTBOM HCIIOJNb30BAHUA BCTPOCHHBIX
IrCOMCTPHUUICCKHX Y3JI0B.

Hauném pa3pa60TI<y CUCTCMBI 9aCTHUI[, C CO3OaHUA IMPOCKTA U IICPCXOJa Ha
BKiaaky Geometry Nodes (puc. 1).

Pucynok 1. Bknaaka Geometry Nodes

Ha nepeceuenun MmaccuBoB co3aeM y3en Distribute Points on Faces koTopsie
pa30ouBaeT Ky0 Ha MHOXKECTBO MaJICHBKUX KYOUKOB (puc. 2-3).



[Toctymnat. 2024. Nol ISSN 2414-4487

w Distribute Points on Faces

Points @
Normal

Rotation

v

10.000
0

Pucynox 3. Pesynbrat pabdotsr y3ma Distribute Points on Faces

Jlanee noo6asisieM y3ei Join Geometry, KoTOpbIii TIO3BOJISAET OOBEIUHUTD J1Ba
y3na (puc. 4).

v Join Geometry

Geometry @

B Geometry

Pucynok 4. ¥Y3en Join Geometry
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Pucynoxk 5. UToroBslii BUJ1 CXEMBI

Teneps nist CUCTEMBI YaCTUIT HEOOXOAMMO CO3/1aTh Ky0, MEHBIIIETO pa3Mepa,
KOTOPBII OyJIeT HANOJTHITh OCHOBHON 00BEKT (puc. 6).

Pucynok 6. Co3nanus nyoiaukara

JlaHHBIE CO3IaHHOTO Ky0a HeoOxoauMo 100aBUTh B y3ei Instance on Points,
KOTOPBIN CITYKHT JUTSl paHAOMHU3AINN CUCTEMBI YacTull (puc.7)
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Pucynok 7. Co3nanue y3ia Instance on Points ¢ manHsIMu

Jliis ciaydaiHOTrO pacnpezelieHus BpaieHus qooasisem yzea Random Value
¢ pexxumom Vector (puc.8).
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Pucynok 8. Jlo6aBnenus apdexra ciryyalHOCTH B BpallleHUE YaCTHIL

Toxe camoe mpojiebIBaeM C paclpeiejCHUEM pa3Mepa YacTHIl, HO PEXHM
y3ia ycraHaBiuBaeM Float (puc.9).

~ Instance on Prints

Pucynok 9. [lo6aBnenus apdexra cayyallHOCTH B pa3Mep YacTull

Terneps mepexouM K MpoBepKe cucTeMbl yacTuil (puc.10-12).
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Pucynok 10. Pe3ynbrar B OKHE IPOCMOTpa MOJEIN

Pucynoxk 11. IlepBsiii peHzep

Pucynok 12. Penjep ¢ yBeaudeHHbIM 3HaueHreM Density
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Taxum oOpa3om, Obula pazpaboTaHa MpPOCTasi CUCTEMa YacCTHI[ C TTOMOIIBIO
reOMEeTPUIeCKUX y3II0B nporpammel blender. Ha nanHOM nprMepe MOXKHO clienaTh
BBIBOJI, YTO HCIIOJIb30BaHHE TCOMETPHUYCCKHX HOJOB IPEIOCTABISCT IMIMPOKUE
BO3MOXKHOCTH JIJISl CO3/IaHMsI YHUKAIBHBIX M PEATMCTHYHBIX CHCTeM dacTull B 3D-
CIICHAaX.
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