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TexcrypupoBanue TpéxmepHoii Mogesau B Blender
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Cmyoeum

AHHOTAIIUA

B naHHOW cTaThe OMMCAaHO MOIIArOBOE€ PYKOBOJACTBO MO TEKCTypupoBaHHUIO 3D-
MOJEIH C TIOMOIIBI0 TporpaMMHoro ooOecrieueHuss «Blender». B pesynbrate
poJieNlaHHON paboThl ObLJIa TOCTUTHYTA 11€JIb — TeKCTypupoBanue 3D-monenu.
Kurwuessblie cioBa: bienaep, marepuall.
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Abstract

This article describes a step-by-step guide to texturing a 3D model using the
Blender software. As a result of the work done, the goal was achieved — texturing
the 3D model.
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1. BBenenue

1.1. AKTyaJbHOCTH

AKTyallbHOCTh JTAaHHOM TEMBI 3aKIIOYaeTcs B TOM, YTO B Hallle BpeMs
CO3JIJaHUE KOMIIBIOTEPHBIX MOJENeH, OCOOCHHO TPEXMEPHBIX, CTaj0 OYEeHb
nonyJApHbIM. TpéXMepHBIe MOJEIN MPUMEHSIOTCS ISl YIydllleHuss 0Opa3oBaHus,
pa3pabOTKH Mpe3eHTALNKA, BUACOUTD, AaHUMAITUU U CO3/IaHUsI PEAIbHBIX 00BEKTOB C
nomolibio 3D-npunTEpa.

1.2. O0630p ucciienoBaHuii

T.B. TempoB u A.A. TonyOHWYHMII paccMOTpeNd TMPOIECC CO3AaHUSI
TPEXMEPHOM MOJENN TaHTECHIMATHLHON TIECKOJIOBKH, OOOCHOBAalM BHIOOpP B
KauecTBe Cpelnbl pa3pabOTKu penakropa TpexmepHoil rpaduku Blender.
Ilepeyncaunm OCHOBHBIE METOJbI W MPHUEMBI, HUCIOJb3YEMbIE [JIsi CO3JaHUs
Mojenu, mpeactaBmin (puHanbHBI pennep moxenu [1]. B.B. Ilpokymun, B.A.
O6psiBkoB, JI.C. KazaukoBa, B.A. IllyTuKkOB mpuBeIX OJMH W3 METOAOB CO3/IaHUS
BBICOKO JI€TAJIM3MPOBAHHOM W AHATOMHYECKH JTOCTOBEepHOM 3D Moxaenu yepena
co0aku Mpu MOMOMIM (POTOrpaMMETpPUU M CKYJIbNTHHTA. B manpHEieM Mojenb
MOXHO OYyJIeT UCIOJIb30BATh ISl CO3/IaHUsI 3JEKTPOHHO-00yyYarolle mporpaMmMbl
uisi O0oJiee YriyOJIEeHHOTO M BU3YaJIM3UPOBAHHOTO H3Y4YEHMsS aHATOMUU uepera
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cobaku [2]. AWM. KuweikoB, H.A. ®ponoBa pacckazaaiu O BO3MOXHOCTH
MOJICJIMPOBAHUSL TPEXMEPHBIX OHOJOITMYECKUX OOBEKTOB C HCIOJIb30BAHHEM
OecruiaTHOl OTKpBITOM mporpamMmbl sl co3gaHusi 3D-o0bektoB Blender. I[lpu
MOMOILM JaHHOW MpPOrpaMMbl ObUT CMOAEIUPOBAH KPOBEHOCHBIN KamWLIIAP.
[Toka3aHbl 3Tanbl CO3aaHus TpexMepHOU Moaenu [3].

1.3. Ilean ucciaexoBaHus
Lenps uccnenoBaHusi — Mokas3aTh npouecc TekctypupoBanus 3D monenu B
nporpamme Blender.

2. Martepuajbl 1 MeTO/bI

B namHOM wuccienoBaHWM HMCIOJIB3YETCS MporpaMMHOE obecrieueHue
Blender nns cosmanms 3D mopeneii. OCHOBHBIMH TPEUMYINECTBAMHU JaHHOU
MPOTrpaMMBbl SIBJISIFOTCS: JIOCTYITHOCTD, YHUBEPCAJIbHOCTD, HEBBICOKAS CIIOXHOCTh
yIpaBJICHUS; HEBBICOKAs] MPOJOKUTEILHOCTh OCBOCHMSI HAaBBIKOB pPadOTHl B
penakTope.

3. Pe3yabTaThl

Blender 3D — OecriaTHbIi MPOrpaMMHBIN MPOAYKT, MPeIHA3HAYCHHBIN IS
CO3/IaHUs M PEAAKTHPOBAHHS TpeXMEpHOU rpaduku. [IporpamMmma pacrnpocTpaHeHa
Ha BCEX MOIMYJSPHBIX TUIaTHOpMax, MMEeT OTKPHITHIH MCXOIHBIM KOJ M JIOCTYITHA
COBEPIICHHO OECIJIaTHO BCEM KENIAIONIMM, a TaKXKe €CTh BEpCUS Ha PYCCKOM
SI3BIKE.

Hactpoum marepuasibl, st 3TOro nepexoauM B pexum «Material Previewy.

Puc.1 Beibop pexuma

BbiOupaeM MOBEpXHOCTh IMECKa, MepexoauM Bo BKiaaky «Materialy wHa
MaHeJId HHCTPYMEHTOB, U JI00aBJIsieM HOBBIN MaTepHuas HaxaB Ha moje «Newy



[Toctynar. 2024. Ne6 ISSN 2414-4487

Puc.2 BeiOop Bkiagku

B nosne «Base Color» HactpanBaeM HYXHBIH IIBET.

Puc.3 Hacrtpoilika 1iBeta

JIjist TIIOCKOCTH A00aBIsieM HOBBIM IBET, TaK e HAXMMAeM Ha IIOCKOCTb,
nepexoIuM Bo BKIIaAKy «Material»na maHesim HHCTpYMEHTOB, U I00aBJIsIeM HOBBIN
MaTepuall, HaxkaB Ha moJie «Newy.

Puc.4 Beibop nBeTa

JloGaBmnsieM HOBBIM MaTepuan JJisd KaMHel, HakaB Ha mosie «Newy.
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Puc.5 BriGop nBera 151 kamHen

Jlanee BeiOMpaem KoJozel, nmpuaaeM emy nset u B none «Metallicy craBum
3HaueHue 1, yToObl 00BEKT UMeN (HaKTypy MeTaiia. ITOT K€ MaTepual Ha3HayaeM
JUI KOJIbIIa BOKPYT KPUCTAJLIA.

Puc.7 Boibop nBeTa 1151 KOJIblia

3areM BbIOMpacM OOBEKT KpUCTAJIJIa M TOYHO TAKXKE MPHUIaeM €My IIBET, Y
napamerpa «Subsurface» mensiem 3HadeHue Ha 1.
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Puc.8 Bribop 1Beta

Bo Bxnanke pEeHACPAa BKIIIOYAaCM HaCTpOI‘/’IKI/E

Puc.9 BkiroueHue HacTpoek

Teneps mepexoauM OOpaTHO K HACTPOWKE IIBETa KPHCTAUIOB M Y IIOJIS
Transmission craBum 0.5, a y moast Roughness momensiem Ha 0.3.

Puc.10 M3meneHnue napameTpoB

Puc.11 U3meHnenue napameTpoB



[Toctynar. 2024. Ne6 ISSN 2414-4487

Teneps 106aBUM UCTOYHUKU CBETA, JJISI ATOTO HYKHO MEPEMECTUTH KypCop,

Ha)XKMMaeM Ha codeTanue kiaBuil «Shift+Syu BeiOMpaem mapametp «Cursor to
World Originy.

Puc.12 N3menenune napamerpa

Haxxumaem «Shift+Ay», 3atem «Lighty «Area» ¢ momorrbio kiaaBui «G» «Z»
oJJHUMaeM 00J1acTh Ha BEpX, B HACTPOMKaxX cBeTa ykazpiBaeM MOIIHOCTE S000.

Puc.13 N3menenune napameTpa MOITHOCTH

Jlanee moOaBisieM UCTOYHUKH CBETA JUIS MOJCBETA KPUCTAJIOB, HAXKUMaEM
«Shift+A», 3atem «Light» « Pointy—, mo3uimonupyem JIiaMIity B IEHTP KPHCTaLIa.
3areM ¢ momomplo coderanus kiaBuin «Alt+D» nemaem ayOnuKaTel jgamm H
pacnpeesnsieM HX 10 IEHTPaM HY)KHBIX KPHCTaJLIOB.

Puc.14 IloxcseT kpucTamion
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Puc.15 I'oroasa 3D monens

4, BeiBOALI
B nannoit cratbe OBUT paccMOTpEH mpoliecc TeKcTypupoBanue 3D Moaenu

cueHku B nporpamme Blender.

bubaunorpaguyeckuii cnucoxk

1.

Temepo T.B., T'onyOnmumii A.A. CosznaHwe KOMIIBIOTEPHOH MOJEIU
TAHTCHIIMAJIBHOM  TIECKOJIOBKM  cpeiacTBamMu  penaktopa  Blender 3D
//CoBpeMeHHas TexHuKa U TexHojgoruu. 2016. Ne. 8. C. 14-17.

O6peiBkoB B. A., Tlpoxynun B. B. Cosnmanume TtpéxmepHOW Monaenu uepena
cobaku ¢ wHcHojb3oBaHWEeM cKkaHepa 3d-cyclop //AxTyanabHble BOIPOCHI
BETEpUHAPHON MEAUIIMHBI U TEXHOJIOTHUH KMBOTHOBOIcTBA. 2019. C. 156-157.
KneikoB A, HW.,, ®pomoBa H. A. MojaenupoBaHue  ydacTka
MUKpOLUpKyJIaTopHOTOo pycia B 3D-pemaktope Blender 2. 49b //Hayka o
yesioBeke: rymanutapasie uccnegopanus. 2010. Ne. 5. C. 237-240.



