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IIpouecc TekcrypupoBanus npucrasku B Blender

Exumosa na Cepeeesna
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHO#l cTathe OBUT PacCMOTpPEH MpOLEeCC TEKCTYpPUPOBAHHs MpPHUCTaBKU. B
UCCIIEIOBAaHUM HCIONb30Bajach mporpamma «Blender». B pesynabrare paboTb
ObL1a TeKCcTypupoBaHa 3D moznens.
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Abstract

In this article, the process of texturing the prefix was considered. The "Blender"
program was used in the study. The result of the work was a textured 3D model.
Keywords: Blender, console, node.

1. BBenenue

1.1. AKTyaJabHOCTH

AKTYyaJbHOCTH JAHHOM TEMbI 3aKITIOYAETCS B TOM, YTO B COBPEMEHHOM MUPE
Co37aHre KOMITBIOTEPHBIX Mojenei, B yactHocth 3D wmogeneit, mpuodpesno
JIOCTAaTOYHO OOJBIIYI0 MOMYJISPHOCTh, TPEXMEPHBIE MOJIETU HMCHOIB3YIOTCS IS
MOBBINICHUS Ka4yeCcTBa 00pa30BaHus, IS CO3AHMS: TPE3EHTAIIUN, KOMITBIOTEPHBIX
urp, MyJiabTOUIBMOB, Uil co3aHusi (Quanyeckux 00bekTOB (mpu momoiu 3D
pUHTEPA).

1.2. OO030p ucciaegoBaHui

T.B. Tempor u A.A. T'onyOHMUMII pacCMOTpENM TIPOILIECC CO3/IaHUS
TPEXMEPHON MOJCIM TaHTCHIIMAIBLHON TIEeCKOJIOBKH, OOOCHOBAJIM BBHIOOpD B
KauecTBe cpeabl pa3pabOTKU penakTopa TpexmepHoi rpaduxu Blender.
[lepeuncnuam OCHOBHBIE METOJBI U TPHUEMBI, HUCIOJb3yeMble [JI CO3JaHUs
Mojenu, mpenctaBwim (puHanbHb pernep moxaenu [1]. B.B. Ilpokymun, B.A.
Oo6peiBkoB, JI.C. KazaukoBa, B.A. lllyTukoB npuBeIr OUH U3 METOIOB CO3AaHUS
BBICOKO JICTAJIU3UPOBAHHOM M aHATOMMYECKHM J0ocTOoBepHON 3D mopjenu depemna
co0aku Mpu MOMOIIM (POTOrpaMMETPUU M CKYJbNTHUHTA. B manpHElIeM Mojenb
MOHO OyJeT MCTOJB30BaTh I CO3/aHUS JIEKTPOHHO-O0YUYAIOIIeH MPOrpaMMbl
st 6onee yriiyOJIGHHOTO M BH3YaJM3MPOBAHHOTO W3Y4YEHUS aHATOMHUU deperna



[Toctymnat. 2024. No6 ISSN 2414-4487

cobaku [2]. E.1. MansueBa u M.J. O3epoBa nokaszaiau MpoIecc CO3AaHusi MOJEIN
HauyWHas C IMYCTOW CIIEHBI W 3akaH4YuBas peHjepuHroMm B cpejae Blender [3].A.N.
KnbikoB, H.A. ®posioBa pacckazald O BO3MOXHOCTH MOJICIUPOBAHUS
TPEXMEPHBIX OMOJIOTHUECKHUX 00BEKTOB C UCIOJIb30BaHUEM OECIUIATHOM OTKPBHITON
nporpamMmbl it co3aaHuss 3D-o0wektoB Blender. Ilpu momomu naHHOM
porpaMMbl  OBIJT CMOJICTTMPOBAH KPOBEHOCHBINM Kanmuyuisip. IlokazaHbl dTarbl
CO3/IaHus TpeXMepHO# Moaenu [4].

1.3. Hean uccjaeaoBaHust
[lenb mccenoBaHusl — TMOKa3aTh MPOIECC TEKCTYPUPOBAHHS MPUCTABKH B
nporpamme Blender.

2. MarepuaJibl 1 METObI

B 1maHHOM wHcclienoBaHMM I CO3JIaHMS  TPEXMEPHBIX  MoJjielei
UCIIOJB3yeTCsl mporpammHoe obecnieueHue Blender. OcHoBHBIE mnpenMyIecTBa
ATOM CHUCTEMBI 3aKIIOYAlOTCA B €€ JOCTYIMHOCTH, MHOTO()YHKIIMOHAJIBHOCTH,
yn00CTBE yNpaBjiaeHUs U OBICTPOM Mpoliecce 00ydeHHUs: paboTe ¢ peIaKTOPOM.

3. Pe3yabrathl

Blender 3D — GecruiaTHbIN MpOrpaMMHBIN MPOJYKT, MPEAHA3HAYCHHBINA IS
CO3JaHMs M PEAaKTUPOBaHUS TpexMmepHou rpaduku. [IporpamMmma pacnpoctpaHeHa
Ha BCEX MOIYJISIPHBIX IUIAT(HOpMax, UMEET OTKPBITBIA UCXOJHBIM KO U JOCTYyIIHA
COBEPILEHHO OECIUIATHO BCEM JKENAIOIIMM, a TaKXE€ €CTh BEpPCUS Ha PYCCKOM
A3BIKE.

Jljist TOro 4ToOBI HAYaTh TEKCTYPUPOBATH CIIEHY, HY’KHO PEOPraHru30BaTh €€.
[ToaBoIMM KypCOp MBIILIY B JIEBBIA BEPXHUU YTOJ, TSHEM BIPABO, TAKMM 00pa3zoM,
paszensieM OKHO Ha 2 4acTH. A 3aTeM B JIEBOM HW)XXHEM YIUIy TSHEM BBEpX, B
uTore nojy4daercs 3 okHa (puc 1).

CneBa camoe OO0JBIIOE OKHO - PENAKTOp IIEHIEpOB, CIpaBa BEpXHEE -
pe3ynbTaT pPEeHJAepa, CIpaBa HUKHEE - HEMOCPEACTBEHHO, TO, YTO CEWdYac €cCTh,
OKHO 31 BUJA.
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Puc.1 Peopranu3oBbiBaHUE CIICHBI

Jlanee HyxkHO BbIOpaTh aBa  myHKTa «Viewport Shading» u «Show
Overlays» y BepxHero u3o0paxkeHus, YTOObI €ro OTPEHAECPHUTH (prc.2).

Puc.2 Bei6op myHKTOB

Tenepsr MpPHCTYNIUM K HACTPOHKE OCBEIICHUS, UIS TOr0 3aXOJUM B OKHO
pemakTHpoBaHUs BeIOMpaeM pemakTop mekiaepos «Shader Editory (puc.3).

Puc.3 Penakrop melaepon

Teneps BoiOUpaem Brinaaky «World» (puc.4).

Puc.4 Beibop Bkagku
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Jlanee mpuctynuMm K HacTpoiike mupa. Haxumaem «Shift+A» BbiOupaem
«Texture» «Environment Texture» (puc.5).

Puc.5 Hactporika mupa

CoenunsieM Hoxt «Environment Texture» ¢ «Backgroundy.

= Emvironment Texture

NEE

Puc.6 Coennaenre KOMIIOHEHTOB

Teneppr Haxkumaem Ha «Open» u BbIOMpaeM IMyTh, TAE JEKHUT KapTHHKA
(puc.7).

Puc.7 Bb160p KapTUHKH

Jlanee HEMHOTO TOBEPHEM MHp, JJI 3TOr0 100aBiIsieM HECKOJIBKO HOJIOB,
HaxumaeM  «Shift+A» Beioupaem  «Texture Coordinatey u «Mappingy,
coeauusieM ux (puc.7.1).
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Puc.7.1 JoGaBieHHe U COeAUHEHNEC KOMIIOHCHTOB

Tenepr BbIOMpacM OOBEKT, HaXMMaeM Ha TMaHeIH «NEW» H CTaBUM
HACTPOWKY PO30BOro 1BeTa (puc.f).

Puc.8 JloOaBimeHue npera

Tenepsr 106aBUM B CIIEHY IJIOCKOCTh, HaxkMeM «Shift+A» BeiOepem «Meshy
«Planey. [TnockocTh MOSBUTCS 1O caMoii clieHoH (puc.9). YBenIuuuM miocKocTh B
100 pa3, mist aToro HaxkmeMm knaBuiry «S» 100 «Enter» u cpasy mactpoum eu
IBET.



v

[Toctymnat. 2024. No6 ISSN 2414-4487

User Perspoctvn
(163 Scene Collecton | Mare

Puc.9 Jlo6aBneHnue n HaCTpOIKa MIOCKOCTH

[Tepexonum Ha Bkianky penaepa (puc.10) «Render Properties» usmensem
ero tum Ha «Cyclesy.

'L', Scene

Render Engine = Cycles
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Render
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Puc.10 Hactpoiika penaepa

Teneps B nmynkTe «Device» Beibepem «CPU Compute» (puc.11).

Puc.11 BsiOop nmyHkTa
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Hanee B mynkte «L0ook» Beioepem «Very High Contrasty (puc.12).

Puc.12 Bei6op myHkTa

Teneppr BbIOMpacM pemI€TKy, Ha)KMMaeM Ha IaHeld «NeW» U CTaBUM
HacTpoiiky uépHoro 1Bera (puc.13). To ke camoe jenaem st KHOIIOK.

Puc.13 Jlo6aBnenue nsera

Jlist aKkpaHa co3gaaMM JIOMIOJIHUTENBbHO TeKcTypy «lmage Texture» wu
COEJIMHUM JTAHHBIN HOJ| C IPYTHUM.

Puc.14 Jlo6aBneHue TEKCTYphbI

Hanee no6aBisgeM HYKHYIO KapTHHKY.
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Puc.15 Jlo6aBnenue KapTHHKA

Puc.16-T'otoBasg 3D Mozenb npucTaBKu

+ 0,

Puc.17-T'oroBas 3D mozenb npucTaBku
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Puc.18-I'otoBas 3D mopenb nmpucTaBKu

4. BriBoanbl
B nanHO# cTathe ObUT paccMOTPEH Mpolecc TeKCTypupoBanue 3D monenu

npuctaBkn B mnporpamme Blender. J[laHHoe wuccnenoBaHue MOXET OBITh
UCITO0JIb30BAHO METOJUYECKUM MTOCOOHUEM B YUEOHOMU AEATENBHOCTH.
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