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Co3nanue aHUMAaNMU PeKOHCTPYKIUHN 00beKTa B Blender

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

AHHOTALIUA

B cTtatbe onmuchIBaeTCs MPOLECC CO3aHUsI aHUMAIUU PEKOHCTPYKIIUU OOBEKTOB B
Blender, Bkmiouas  MonenMpoBaHHE, TEKCTYpUPOBAaHME U AHUMAIHIO.
PaccMmarpuBaroTCsi MHCTPYMEHTBHI HpOrpamMmbl g paboTel ¢ 3D-Mopensmu,
onTUMM3alusa pabodyero mpouecca W MNpUMEpPbl TNPUMEHEHHsS aHMMaluil B
apXUTEKTYpe U 00pa30BaHUU.
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Creating an animation of object reconstruction in Blender
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Abstract

The article describes the process of creating object reconstruction animations in
Blender, including modeling, texturing and animation. The program's tools for
working with 3D models, workflow optimization, and examples of animation
applications in architecture and education are considered.

Keywords: Blender, animation, reconstruction

1. BBenenue

Baxno 3Hath, uto 3D-aHuManMs 3aHUMAET IIEHTpPaJIbHOE MECTO B
apXUTEKType W JAu3ailHe, TMO3BOJSIA BU3YyaJU3UpPOBATh IPOCKTHI U  UIEH.
[Iporpammuoe  oOecrieuenue Blender mpemocTaBisieT IMIMPOKHM  CHEKTP
BO3MOKHOCTEH HJii MOJENMPOBAaHUS W aHUMALMU OOBEKTOB, UTO JENIaeT €ro
BOCTPEOOBAHHBIM HMHCTPYMEHTOM. JTa CTaThsd MOCBSIIEHA CO3JAaHUI0 AHUMAIUU
pPEKOHCTpYKIIMKM 00bekTOB B Blender u omnucbiBaeT MeTOAbl M HaBBIKH,
HE0OXOAUMBIE ISl IETaIbHOTO MPECTABIEHUS U3MEHEHUH U TpaHchopmauii.

AKTYaJIbHOCTb UCCJIEIOBAHMS

AKTyaJIbHOCTh HCCJICIOBAaHUSI OOYCJIOBJIEHA PACTyIIUM HHTEepecoM K 3D-
aHUMAIlMd B apXUTEKType U Ju3ailHe, 4YTO MO3BoyisieT Ooisiee 3¢ HEKTUBHO
BU3YAIM3UPOBATh CIIOXKHBIC TPOSKTHI M Tpe3eHTanuu. Mcmoms3zys Blender,
KOTOPBIN SBJSCTCS OSCIUTATHBIM W MOITHBIM WHCTPYMEHTOM, CIICIIAATHCTHI MOTYT
CO3/1aBaTh JICTATU3UPOBAHHBIC AHUMAIIMM PEKOHCTPYKIMH, YTO 3HAYUTEIIHHO
yIPOIaeT MPOIecC KOMMYHUKAIMK C KIMCHTaMH M 3aKa3uhKaMHu. B ycioBHsSX
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OBICTPO  pPa3BUBAIOMIMXCS TEXHOJOTUHA BaXHO W3y4YaTh W  HCIOJB30BaTh
COBPEMEHHBIE METOJIbl BU3YaJU3AIMK, CIOCOOCTBYIOIIUE IMOBBIINICHUIO KayecTBa
MPOECKTUPOBAHUS U PEATU3ALUN APXUTEKTYPHBIX PEIICHUM.

O030p ucciaenoBaHui

Jlns cozmanus mpoekTta Obwia paccmorpeHa ctaths JIII. be3Bepxosa,
A.B.Marnkos, kotopsie nokazanu nporpamMmmy «3D Blender», ee xapakrepuctuku,
MIPEUMYIIECTBA, HEAOCTATKH U ee obmacTh npuMeHerwus [1]. Tak ke A.W. KibikoB
coBmectHO ¢ H.A. ®ponoBa npoBenu paboTy Haa UCCIEIOBAHUEM BO3MOXKHOCTH
MOJICIIUPOBAHUSI TPEXMEPHBIX OWOJOTHYECKUH OOBEKTOB C MCIOJIb30BAaHUEM
OecruiaTHOM TIporpammbl miist co3manus 3D-o0bexkToB Blender, a Taxke mpu
MOMOILM JaHHOM IPOrpamMMbl CMOIJIM CMOJIEIMPOBATh KPOBEHOCHBIM Kanuyuisip[2].
B cratee M.P. AGnueB, ®.P. Ametos, .111. Mepmiot, O.1. AnunpiiacBa onucain
OCHOBHBIE  BO3MOXKHOCTH, (QYHKIMM M KOMIIOHEHTHI TOJb30BaTEIbCKOTO
untepdeiica [3].

eab ncciaenoBanus
Ilenp maHHOM CTAaTBM CO3/1aTh AHUMAIIMIO PEKOHCTPYKIIMHM OOBEKTa B
Blender

2. MeTtoabl uccie0BaHUs
B pabote ObUT NpUMEHEH aHATUTUYECKUN METOJ: ObUIM MPOaHATU3UPOBAHBI
MaTeprajIbl ¥ 00yJaronue pecypcsl mo padore ¢ Blender.

3. Pesyabrar

B HoOBO¥ crieHe ynanseMm ctanaapTHbid KyO (X) ¥ B MEHIO CO3/1aHUSI HOBOTO
obbekTa (Shift+A) BeiOupaem Mesh -> Monkey. [lanee HeMHOro nepeMecTuM ee
BBepX (G u Z), 4T00BI JaTh €1 HEMHOTO MPOCTPAHCTBA JIJIs TTafieHus (puc. 1).

Rotation

Pucynok 1 — Co3gaeM rojioBy 00€3bsIHKH
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JlanHast MOZeNlb HE OYeHb MOAXOAMUT ISl TOro 3¢dexra, KOTOpbId Oyaem
UCIIOJIb30BaTh JJIsl ACJICHUSI MOJIENM Ha KyCKHU. /€0 B TOM, YTO Ui HEro Hy>KeH
OJIHOPOJIHBIM  3aKpBITBIA Mell (MOTOMY 4YTO JaHHBIM A(G(EKT BHYTpPEHHE
UCIIONIb3yeT OylieBble omeparuu). A Hama o0e3bsiHka He Takas. K cuacTeio 3TO
MOJKHO JIETKO HMCHpaBuTh. i1 3TOro cHayaja B MEHIO BbIOOpa OTOOpa’KEHUS
00beKkTOB (Z) BbIOEpeM myHKT Wireframe (0TOOpa)keHHE CETKH), YTOOBI Jierde
ObUIO YBUAETHh TOUKHU B Mele. [lanee nepexoaum B pexXUM peJaKTUPOBAHUS Mella
(Tab). Bce Touku Meria BeiaeneHbl. UToOb! yOpaTh BhIeIeHUE HAKUMaeM Alt+A.
Tenepb MOXHO YBUIETb, UTO TJla3a y OOE3bSHKU CIENaHbl B BHUJE OTACIBHOTO
HE3aKphITOTO Mema. /[aBanTte ynanuM ux. Beraenure mo To4ke B KaKI0M IJase, a
3areM Haxwmute Ctrl+L. DTa KomaHIa BBLIETUT BCE CBS3AHHBIC BEPIIUHBI
Yaamute memm a3 (X). Temepp HyXHO 3aKpbITh OOpa30BaBIIMECS IbIPHI B
rmazax. s 3To mepedauTe B pexXuM BbIOOpa pedep (BTopas KHOIKAa CJeBa
BBEpXY) M Npu 3akaroil knasuie Alt menkHute no peOpy riasza. Beigenurtbes
BECh KPYI' HE3aKphITOro ria3a. UtoOsl ero 3akpbiTh, HaskMutTe F (co3nmactcs HoBas
rpanb). [loBropure /uig Broporo riasa. Tenepb uepe3 MeHIO BbIOOpa 0TOOpaskeHus
00BeKTOB (Z) BepHuTech B pexum Solid (puc. 2-3).

Pucynok 2 — McnipaBiienue mema
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Pucynoxk 3 — UcnpaBnenue mema

s apobnenuss mema HyxkeH amioH Cell Fracture. [lo ymomyanwio B
Blender-e on BeikmroueH. [l ero BKIOYeHHs 3axoiuM B Hactpoiviku (Edit ->
Preferences) u mepexonu Ha BkiIanky Add-ons. [lajgee B Mmoje MoMCKa BBOJUM
HY)KHOE Ha3BaHHE U BKIIIOUaeM aJiJIoH (puc. 4).

| 0 Blender Preferences

Interface ¥, Install e
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Pucynoxk 4 — YcraHoBka aggoHa

Teneps npunio Bpems pazapoouts menl. JJisg 3Toro BeiiesieM 00€3bSHKY U
npumensieMm 3ddekr (Object -> Quick Effects -> Cell Fracture). B aTom auanore
BBICTABJISIEM HY)XHBIE mapameTpbl W HaxumaemM OK. B s3tom nmanore mHOTrO
napaMeTpoB, HO MOXXHO HHUYETO HE TPOraTh M BCE OCTaBUTHb KaK €CTh (OOBIYHO
JIOCTaTOYHO 3HA4YeHW 1o ymoiuaHuto). I[locime npoOnenHus Mema B OKHE
IPOCMOTpPa MEpapXuu CIICHBI (CIpaBa BBEPXY) BhIOMpPAEM OPUTHHAIBHBIA MEII U
nepeMeIaeM B CTOPOHY, YTOOBI CPaBHHUTH PE3YJIBTAThl (JTUOO MOXKETE YIAIUTh -
OH 0oJIbIle He TOHamo0uTes) (pHUc. 5-6).
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Pucynox 5- Co3nanue yacTuil

Sele Add | Object
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PucyHok 6 - 3agaemM (pu3MKy TBEPABIX TEN

B kauecTBe MOBEPXHOCTH 3eMJIM MOXHO HCIIONB30BATh IIOCKOCTH, HO 3TO
HE HaJeKHBIN CIIOCO0 - €CIM YacTUYKa MaJICHbKasi, & CKOPOCTh €€ MepeABIKCHUS
OTHOCHUTEIILHO OOJIbIIasi, TO OHa MOMET TMPOJIETETh CKBO3b IUIOCKOCTH (€ciu B
OHOM Kajpe (u3nueckod CcuMynsuuMu oOHa ObUla HaJ IUIOCKOCThIO, a B
CIIEYIOIEM HM3-32 CBOEM CKOPOCTH M pa3MepaM OHa OKa3ajach MOJHOCTBHIO MOJ
IUIOCKOCTBIO, TO (DU3MUECKUN JABIKOK MOXKET IMpPOIMYCTUTh €€ Jajblle, He
nocyuTaB (GU3MKHU CTOJKHOBeHUH). [loaTomMy /1 Hage)XHOCTH BO3bMeM KyO. s
storo co3gaaum kyO (Shift+A -> Mesh -> Cube), pasmecTuM ero Tak, 4ToObI €ro
BEPXHSS TpaHb ObllIa B HYJIE U pacTsHeM ero 1mo ropu3oHTanu (mo X umo Y) B 10
pa3 (S, X, 10, Enter, S, Y, 10, Enter). Ilocne sToro mepeigeM Ha MaHEb
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(bU3NYECKUX CBOWCTB M aKTHBUPYEM JIJIsl HETO, KaK W JJISl YacCTHI] Memia, QU3NKY
tBepabix Ten (Rigid Body). Ho Teneps yxe 3aganum mapamerp Type B Passive -
4yTOOBI Hama "3eMys" He nBUranach (puc. 7).

Pucynok 7 - Co3naem "3emio"

Temeps MOKHO 3aIyCTUTh CUMYJIAIUIO (QU3KKK. [ 3TO IMPOCTO HAKMHUTE
npoOes. TIpocMOTpUTE CUMYJISIIIMIO U ONPEACITUTECh CKOJIBKO KaIpOB aHUMAIHH
BaM HYXHO. [lociie 3TOro CUMYJISIIMIO MOYHO 3aredb. J[Js 3TOro BBIACIMTE BCE
yacTullbl U neperaure B MeHio Object -> Rigid Body -> Bake to Keyframes. B
OKHE 3alleKaHUs YKaKHTE HOMEpa MEPBOro M IMOCICIHEro Kajapa s 3arcKaHHs
CUMYJISIIIMM B aHUMAIIMIO, a TaKXe IEePHOJANYHOCTh BBICTABJIICHUS KJIFOUYEBBIX
kaapoB. [locie naxkarus kuonku OK Blender co3aact Hy»HYI0 aHMMAIUiO (puc.

8).

Fluid

Rigid

Rigid Body

Pucynok 8 — anumarus pusuku

AHMMaIMIO MOXeM uHBepTHpoBath U B Unity, HO B Blender-e 3to cnenath
npoie. Takxe 3To Oyzaer yaoOHo, ecnu ucnoiaszyere He Unity, a kakoi-To Apyrou
JIBUKOK, KOTOPBIH HE TIPEIOCTABIIECT BOSMOXHOCTH WHBEPTHPOBAHMS aHHUMAIIHH.
M tak mepeMecTuTe Kypcop Ha BpPEMEHHYIO HIKalTy (HUKHSS MaHelb), BBIICINUTE
BCE KaJpbl (€CIM OHM Yy ellle HE BBIJCJICHBI), IEepeHIuTe B Hayalo aHUMAlUUd U
HaxxkumaeM S, 3ateM -1 u Enter. Bce kaapbl MHBEpPTUPYIOTCS B JIEBYIO CTOPOHY
OTHOCHUTEJIbHO TeKyIlero kaapa. Jlanee npocto ¢ momouipio kiasuiu G cMecTuTe
KJTIOYEBBIE KaJIpbl 0OpaTHO BIPABO, YTOOBI OHU CTaJIM Ha CBOU MecTa (puc. 9).
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Pucynok 9 — MHBEpTHpYEM aHMMALIAIO

4. BpIBOBI
B naHHOU cTaThe MOKa3aH MPOLECC CO3AAHUs AHMMALMU PEKOHCTPYKLUU

00beKTa, B TAaHHON CUTYaIlUH TOJIOBBI O0C3bSHBI.
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