[Toctymnat. 2024. No2 ISSN 2414-4487
YK 004

Co3nanue macku B Blender 3D

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

AHHOTALIUA

B nanno# cTatbe uccneayeTcs mpoliecc co3aanus Macku B nporpamme Blender 3D.
B cratbe aHamu3MpyrOTCS OCHOBHBIE MHCTPYMEHTHI MOJIECIHMPOBAHUSA, TaKUE Kak
IKCTPyIOp, AchopMmaTopbl M TEKCTypbl. OTAeIbHOE BHUMAHHE YACISICTCS
(GhOpMUPOBAHUIO JIMIA MACKH C TIOMOIIBIO CKYJIBIITHHTA.
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Abstract

This article explores the process of creating a mask in the Blender 3D program. The
article analyzes the basic modeling tools, such as extruders, deformers, and textures.
Special attention is paid to sculpting the shape of the mask's face.
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1. BBenenue

1.1 AKTyaJIbHOCTB HCCJIeJOBAHUSA

Uccnenosanue nmo cozmanuto macku B Blender 3D akTyanbHO B KOHTEKCTE
MOBBILIEHHOTO CIIPOCA HA PEATMCTUYHBIE TPEXMEPHBIE BU3YAIN3aLNH B PA3TUYHBIX
obnactsax. Blender 3D sBnsiercst nmonmysisipHbIM UHCTPYMEHTOM JJIsl TPEXMEPHOTO
MOJICJIMPOBAHUS, OAHAKO CO3/ITAHUE PEATUCTUYHBIX MOJIEJIEH MOYKET OBITh CII0KHBIM
U3-3a pa3HoOOpa3usl AOCTYNHBIX UHCTPYMEHTOB M TeXHUK. MccrienoBanue B 3TON
o0JacTh TMOMOTraeT pacIIMpPUTh 3HAHWS M HABBIKM CIEHUAINUCTOB, YIYyULIUThH
pe3yabTaThl U ONITUMU3UPOBATH Mpoliecc co3aanus Macku B Blender 3D.

1.2 O630p uccaenoBaHn

JI71st co3aHusl TaHHOM CTaThU OBLITK paccMOTpeHbI ctathu JI. A. Abapa3koBa
B KOTOPO# paccMaTpHUBaINCh paciIupeHre (DYHKIIHOHAIBHBIX BO3MOXKHOCTEH II0
cozmanuio Macku B Blender 3D [1]. Taxke SimondsB. B cBoeiicraTthe 0Oyuaer
MacTep-KJIacCy IO MOJACTHUPOBAHUIO, CKYJBITHHTY, CO3JaHUI0 MAaTEPHAJIOB |
pennepunry B Blender 3D [2]. B cratbe E. b. AGapuukoga, B. C. Tpury0 nokasassI
CIIOCOOBI CO3/IaHus TepCoHaKel uepe3 Macku [3].
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1.3 Ileap uccenoBaHus
Llenpro MCClIeOBaHMS SBISICTCS M3YyYEHUE PA3IMIHBIX METOJOB CO3JIaHUS
MoJieIu Macku B riporpamme Blender 3D.

2.Martepuajbl 1 METObI

AHamu3 BO3MOXXHOCTEH M MCIOJIb30BaHUS OeCIIaTHOM mporpaMmsbl s 3d
mozenupoBanus Blender 3D.

3 Pe3yabTaT u 00cyxk1eHue
3a OCHOBY B35ITO M300paXKEHHE MACKU M3 MHTEpHETa, B KayecTBe oOpaslia
(Pucynok 1).

Pucynok 1. O6pe3 % ot chepsl u mpuMeHeHwe Mirror

[Tocne mpucTynaeM K CO3MIaHMIO HCIONB3YS B Hadayie TPyOble MOJUTOHBI
(Pucynok 2).

Pucynok 2 HaneceHnune TekcTypsl

B mporiecce cozmanust ucnosb3oBaiics moaudukarop Mirror (PucyHok 3).
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PI/ICYHOK 3. V,Z[aJ'ICHI/IC HW)KHHUX ITOJIMTOHOB U UX PCOAAKTHPOBAHUC

Canenyromias craaus — 3To co3jnanue 3y0oB (Pucynok 4-5).

Pucynoxk 4. Co3nanue 3y00B MacKu

Pucynok 5. Koppeknus 3y6o.B MaCKHU
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Jlanee KOppeKTHpyeM YepThI JUIIA JJIs1 OOJBIIEH MeTanu3aluy Py MTOMOIIH
ckynbnTuHra (Pucynox 6).

Pucynox 6. Koppekuus npy momMoIu CKyJbITHHTa

C nomoripio nHCTpYMeHTa AutoSmoothcrinakuaem rpanu macku (Pucynok 7).

Pucynok 7. CriiaxxuBaHue rpaHen

BriBoa
B nanHOi cTaThe OBUT MOKa3aH MPOIECC CO3AAHUS MACKU M3 HECKOJBKHX
UHCTPYMEHTOB B iporpamme Blender 3D.

bubiamnorpaduyeckuii cnucox

1. AGapuuxoBaE. b., Tpury06 B. C. Pazpabotka Oubnunoreku 3D-Moeneit urpoBbIX
nepcoHaxxel //Hayka, ”HHOBAaIlMM M TEXHOJIOTHH: OT UicH K BHeapeHuto. 2022.
C. 15-18.

2. CanranoBa O.J[. Co3ganue 3d Mozenu ¢ HCIOIB30BaHUEM OCHOBHBIX (DYHKITHIMA
nporpammbl 3d monenupoBanus blender / B cOopHuke: Moil mar B Hayky.
Martepuanst V' Bceepoccuiickoil HaydHO-TpakTHueckoil koHpepeniuu. OTB.
penaktop O.b. Kpyts. Tromens, 2022. C. 160-161.

3. YaesnoB E. A. Co3nanne kadectBeHHoro naummadta B Blender //Iloctynar.
2020. Ne. 1 ssHBaps.



