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Co3nanue ocHOBBI JoMa B Blender

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

AHHOTALIUA

B maHHO# cTaThe OBUT PACCMOTPEH MPOIIECC CO3AHUST OCHOBBI JIOMA JUISL TUOPAMBI.
B wuccnepoBanuu wucmonb3oBanack mporpamMMa Blender. B pesynbrate paboTsi
co3JlaHa OCHOBA JIOMa IS OYAyIIel JHOPaAMBI.
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Abstract

In this article, the process of creating the basis of a house for a diorama was
considered. The Blender program was used in the study. As a result of the work,
the foundation of the house for the future diorama was created.
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1. BBenenne

AKTYaJIbHOCTH UCCJIEI0BAHUSA

Co3nanue ocHoBbel jJoma B Blender — 3To yBiekarenbHBIM ITpoIlecC,
KOTOPBIA TNO3BOJISIET BOIUIOTUTH B KM3Hb BAalllM apXUTEKTYpHbIE uAeu. B arou
CTaTh€ PACCMOTPUM OCHOBHBIE IIATH U COBETHI, KOTOPHIE MOMOTYT 3(PPEKTUBHO
MOJENUPOBaTh JA0M. [103HaTH BCe TOHKOCTH pabOThI ¢ IPOrpaMMon OyIeT JIETKO
JaXke JUTsl HAUYMHAOIIKMX MTOJIb30BaTENEeH.

AKTYyaJIbHOCTh CO3J1aHMsl auopaMm B mnporpamme Blender oOycrnornena
BBICOKOW BoCcTpeOoBaHHOCTHIO 3D nu3aitHepoB B GameDev unayctpuu.

O030p ucciaenoBaHui

Jns coszmanus mpoekTa Obuta paccmoTpeHa crtaThs JILII. besBepxora,
A.B.MankoB, koropeie Toka3zanu  nporpammy  «3D  Blender», ee
XapaKTEPUCTUKHU, MPEUMYIIECTBA, HEIOCTATKU W ee 00jacTh mpumeHeHus [1].
Tax xxe A.M. KasikoB coBmectHo ¢ H.A. ®pomoBa mpoBenu paboOTy Hanu
MCCJICIOBAHHEM BO3MOXXHOCTH MOJCIIMPOBAHUS TPEXMEPHBIX OMOJIOTHUYSCKHIMA
O00OBEKTOB C WCIONB30BAaHUEM OECIIaTHOW MporpamMMbl Jjisi co3fgaHusi 3D-
oovekToB Blender, a Takke TpW TOMOIIM JAaHHOW NPOTPAMMbl CMOTJIH
CMOJIEIUPOBaTh KPOBEHOCHbIM Kanwwisip [2]. B cratbe M.P. AoOunues,
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®.P.AmetroB, M.II. Mepmor, O.M. ApunpmaeBa OmHCald OCHOBHEIC
BO3MOXKHOCTH, (PYHKIIMM ¥ KOMITOHEHTHI TI0JIb30BaTENIbCKOTO HHTEepdeiica [3].

eanb ucciaenoBanus
Ilenb maHHOM CTaTbU - IOKa3aTh IIPOIIECC CO3JaHUS OCHOBHI JIOMa B
«Blender».

2. MeToabl HccJaeI0BAHUSA

B  pabGore Ob1 TOpUMEHEH  aHATUTUYCCKUA  METOA:  ObUIH
MIPOAHATIM3UPOBAHBI MATEPHAIIBI M O0YYAOIIHE PECYPCHI IO paboTe B IPOrpaMme
Blender.

3. Pe3yabTar
st co3manusi 1oMa Heooxoaumo co3aarh «Mem», a umMeHHO «KyO» u
pa3MecTUTh ero rae OyaeT pacnonararbes oM (Puc. 1).

Pucynok 1 — Ky0 Ha nuopame

Jlanee ¢ moMoIIbIO KIaBHUII «S» U «X» ymMeHbIuM Ky0 o ocu X (Puc. 2).

Pucynok 2 — Ky0, ymeHbIIeHHBIH 110 ocu X
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CrneayroomuM marom clieyeT YIaduTh HUKHIOI TpaHb Ky0a, Tak Kak ee
He OyJeT BHJIHO, CIEJO0BaTelIbHO, OHA HE HYXHa Ui peHaepa. HeoOxomumo
neperTy Bo BKIAAKY «Bum» u BeIOpath «JlokanbHbii Bua (Puc.3).

Monb3osarenscka
(4) Konnexuws cuy

JlokansHbin B1a

Kamepe!

Pucynox 3 — Bknanka «Bugy»

Jlanee mnepexoguM B PEXKUM PEIAKTUPOBAHMS M BBIOMPAEM pEXKUM
BbIJIEJICHUS TJIOCKOCTHU B JIEBOM BepxHeM yriy (Puc.4).

Y Pewwm pena.~ = [

PucyHnok 4 — PexxuM BbIJIENEHHS] INIOCKOCTH

Jlasiee BBIIEISIEM HIDKHIOIO T'PaHb, HAXKMMaeM KIIABUIITY«X» W BbIOMpacMm
nyHKT «I'panu» (Puc.5).

PucyHnok 5 — Y pajieHne HUKHEN rpaHu

Crnenyroum miaroM Bo3BpallaeMcsi K oOlieMy BHIY KJIaBUIIEH «/» Ha
«Numpad» (Puc.6).
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Pucynok 6 — OOmuii Bu

Jlanee B pexxuMe pedaKkTUPOBAHUS CIEaeM pa3pe3 B cepeauHe (purypsl u
HeMHOoro yBenuuum ero (Puc.7).

Pucynok 7 — MoaenupoBanue qoma

Taxk e yBennurnBaem u BEpxHIOI0 panb (Puc.8).
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Pucynok 8 — MonenupoBanue qoma

I[anee C IMIOMOIIBIO KJIaBHUIITHN «E» BBITSATHBaeM HeOOJIBIIOE IIPOCTPAHCTBO

BBEPX, @ 3aTEM BBITATHBAEM €IIe OJHO MPOCTPAHCTBO, 3TO 3arOTOBKA KPBIIIN
(Puc.9).

Pucynok 9 - MoaenupoBanue gomMa

C momouibto KaaBuil «S» u «X» cyxkaeM kpoimy (Puc.10).
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Pucynok 10 — MonenupoBaHue noma

Hanee ¢ momompio knaBuil «Alt+JIKM» BeimensieM MpOCTPAHCTBO MOJ
KpBIIIEH W ¢ ToMoInIpio KimaBumm «E» m «S», a Ttak xe ximaBumm «Shift+7y,
94TOOBI YBEJIMYHUTH €€ TOJILKO B CTOPOHBI 03 yBenuueHus 1o ocu Z (Puc. 11-12).

Pucynok 11 - MoaenupoBanue qoma
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Pucynoxk 12 — MoaenupoBaHnue poma

Jlanee TakuM ke criocobom co3aeM 0ajky Ha kpsbiie (Puc.13).

Pucynok 13 - MonenupoBaHue 1omMa

[amee co3zmaeM IBEpHOM IPOEM, IS 3TOTO BBIAEISEM T'PAHH CTEHBI U C
nmoMoImpio kiaBumu «I» ymeHblmaeM cTteHy. Bo BCIuibIBIIEM OKHE yOupaem
rajnouky ¢ nynkra «['panu» (Puc. 14-15).
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& Wnrepnonu b

Pucynok 15- Coznanue asepHoro npoéma

Jlanee ¢ momoripio kaaBuiy «Ey 3aBoiuM MI0ckoCcTh BHYTPH (Puc.15).
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Pucynox 15 — Co3aganue nBepHoro npoéma

Takum >xe cocobom co3maeM OKHO, HO HE yOupaeMm TallouKy C IyHKTa
«"panuten (Puc.16).

Pucynox 16 - Cozmanne okoHHOTO mpoéma

4. BeIBOABI
B nmanHO# cTaThe OBIT TOKa3aH TMPOIECC CO3/aHUS OCHOBBI JIOMa B
nporpamme «Blender.
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