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Co3nanue nmpoctoii anumanuu B Blender: nomaroBbiid moaxosu
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TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanno#t paboTe paccMaTpuBaeTcs MPOLECC CO3JaHUS aHUMAallMW TEpCOHaXka B
nporpamme Blender ¢ ucnonp3oBanueM CUCTEMBI pUTTHUHTA U AKCTpY3un. Onrcanue
BKJIIOYAET IOIIArOBOE PYKOBOJCTBO IO MOJECIMPOBAHMIO MEPCOHAXkKA, HACTPOITKe
VOPABISIIONIEH CTPYKTypbl W CO3JaHUI0 0a30BOMl aHumanuu Oera. Takxke
IpEJICTaBICHbl METO/Ibl aBTOMATHUECKOIO pacipe/ielieHus Beca, paboTa B pexume
NO3UPOBAaHUS U MCHOJb30BAaHUE KIIOUEBBIX KaJpoB. B crarbe mnoapoOHO
OIKCBHIBAETCSI MPOLECC CO3JaHMsl U MPOBEPKH ABMKEHHUS MOJIENIHM B Pa3IUYHbIX
1o3ax, a TaKXke CHOCOObl YIydllleHHWs AWHAMUKM aHuMmauuu. VccnenoBanue
HAIpaBJIEHO HAa M3y4YEHUE NPOLEAYp aHUMalMM M YIPaBICHUS JIBUKEHUEM
NEePCOHAXEW ¢ MPUMEHEHUEM CTaHAapTHBIX HHCTpyMeHTOB Blender.

KiroueBble cioBa: Blender, anumanus, purruir, 3KCTpy3usi, KJIIOUEBbIE KaJpbl,
aBTOMAaTHWYecKas TMpHUBs3Ka Beca, 3D MonenupoBaHWe, aHMMAIUA TIEPCOHAXKA,
nporpaMmmHoe obecrnieuenue s 3D.
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Abstract

This paper examines the process of creating character animation in the Blender
program using rigging and bone extrusion. The description includes a step-by-step
guide on character modeling, adding bones, and creating basic running animations.
Methods of rigging, automatic weight binding, Pose Mode animation, and keyframes
are also presented. The article describes in detail the creation and verification of
model movement in various poses, as well as ways to improve animation dynamics.
The research is aimed at studying rigging and animation processes for creating
functional characters using standard Blender tools.
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1 BBenenue

1.1 AKTyaIbHOCTH

B mocnegnue roasr anumarus nepcoraxein B 3D-rpaduke cTaHOBUTCS BCe
O0onee BOCTpeOOBAHHOW B TaKUX OTPACISAX, KaK BHJICOUTPHI, KHUHOWMHIYCTPHS,
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aHuMaimoHHeie TpoekThl u  VR/AR. Blender sBmsiercs omHOW #3 cambIx
MOMYJISIPHBIX O€CIIaTHBIX MporpamMMm st co3fgaHus 3D-rpaduku, Brimrouas
MOJICIMPOBaHUE, PUITUHT U aHuManuioo. Co3laHue aHUMalMd C TOMOIIbIO
PUTTHHTA U KIIIOYEBBIX KaJIPOB SIBISIETCS Ba)KHOUM dYacThio paboTel B Blender, u
YCIICITHOE OCBOCHHE 3THUX TEXHUK HEOOXOAMMO ISl CO3JaHUS Ka4eCTBEHHBIX
aHUMaIWid. AKTyaJIbHOCTh pabOThl 0OYCIIOBICHa HEOOXOIUMOCTBIO HW3YyUCHUS
3¢ (GEKTUBHBIX METOJOB CO3JaHMS W aHuMaruu 3D mepcoHaxkei, a Takxke
WCITOJIb30BaHuUs (DyHKIMOHAA porpaMmbl Blender mist aTux meneit.

1.2 O630p uccjaeroBaHUM

B xome paboTel Haj MPOEKTOM OBLIM HCCIEAOBaHBI Pa0OTHI BEAYITUX
CHEIUANNCTOB B o0nacTu 3D-MomenupoBaHUsl ¢ HMCIOJB30BAaHUEM IPOTPAMMEBI
Blender. Tak, T.B. TempoB u A.A. ['onyOHMYMII B CBOEW CTaThe€ PacCMOTPEIU
MPOILIECC CO3/IaHUsI TPEXMEPHOM MOJIETTU TaHTCHIIMAIBHON IMECKOJIOBKH, 000CHOBAB
BbI0Op Blender kak cpespl pa3paboTKH, a TAKKe EPEUUCITUIN OCHOBHBIE METOIbI U
pUEMBI MOICIIUPOBAHUS, TPOJAEMOHCTPUPOBAB GUHAILHBIN peHaep oobekta [1]. B
CBOIO ouepenb, benoBuk AHmpeit ['eHHanbeBUY B CBOEHM paboTe MpeAcCTaBUII
MpoliecC CO3JaHus TUIOMAIKU JUId OyayIiel 1uopambl, akKlIIEHTUPYs] BHUMaHUE Ha
npuMeHeHuu OCHOBHbIX Hotkey-komMOuHanmii, 4TO 3HAYUTEIHHO TMOBBIIIACT
s dexrrBHOCTH paboThl B Blender [2]. JIII. be3repxor n A.B. MankoB noapo0OHO
pPacCMOTpPEU XapaKTEPUCTUKU U BO3MOXKHOCTH ITporpaMMHOro odecrneuenus «3D
Blender», BbIieIMB €ro mpeuMyIIeCTBa U HEIOCTATKH, a TaKKe 0003HAUYUB 00JIaCTH
s dextrBHOrO TMpuMeHeHust [3]. Auamornuno, A.M. KneikoB u H.A. ®posnosa
MpoBeNU uccienoBanue npumeHeHus Blender mist mopenupoBanusi TpEXMEPHBIX
OMOJIOTMYECKUX 00BEKTOB, CO3/IaB MO/JIENIb KPOBEHOCHOT'O KalUJUIsipa C MOMOIIbIO
nanHou mporpammsl [4]. Hakonen, M.P. A6nues, @.P. Ameros, W III. Mesmntot u
O.N. AnunpiiaeBa mnoApoOHO OMHCAIA OCHOBHBIE (DYHKIIMM W KOMIIOHEHTBI
MoJIb30BaTeNIbcKOTO MHTepdeiica Blender, a Takke 0cOOEHHOCTH pabOTHI C ITOM
porpaMmon [5].

1.3 Ilean ucciaegoBaHusi

Lenbto uccnenoBaHus ABISETCS CO3AaHNE AHUMALIMU [TEPCOHAXka C TOMOUIbIO
purrunra B Blender, a Takke co3ganue 6a30Boi aHUMaIuu O0era ¢ UCIOJIb30BaHUEM
KITIOYEBBIX KaJpoB. B xo1e paboThl Takxke OblIa MOCTaBJICHA 3a/1a4a BBISICHUTH, KaK
3¢dexTuBHO ucnoyib30oBaTh MHCTpyMeHTHl Blender ana cozmanus 3D-
AaHUMHPOBAHHOTO TIEPCOHAXKa W TPOBECTH TECTUPOBAHWE AHWMAIIMHM B PEaTbHOM
BpPEMEHH.

2 MartepuaJjbl 4 METObI
Jlst uccnenoBanusi ucmoJib3oBanach mporpamma Blender Bepcun 3.x. B
nporuecce padoThl MPUMEHSIIUCH CIETYIOIINE METOIbI:
e MogaenupoBaHue: co3gaHue 0a30BOM MOJAENU MEPCOHAa)Ka C MOMOIIBIO
SKCTpyaupoBanus u MoaudukaTopos (Subdivision Surface, Mirror).
e Purruxr.
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e AHuMAaNMs: KCIOJIb30BAaHUE METOJIa KIIIOYEBBIX KAJPOB JJISl CO3/IaHMS
IPOCTOM aHUMAIIMK Oera nepcoHaxa. Bpems anumaruu Ob1710 orpaHUYeHO
40 xagpaMu, 4TO IMO3BOJIMIIO CO3/IaTh UK Oera.

e DKCHEPUMEHTHI ¢ TMHAMUKOW: CO3/JaHUe M HACTPOMKa M03 JJIs IPUIaHUS
aHUMAIMU PEATUCTUYHOCTH U IIABHOCTH, BKJIIOYAs 3€pKajbHbIE MO3bI U
MOBBIIIEHNE TUHAMUKH HA KIIOYEBBIX KaJipax.

3 Pe3yabTaThl M 00CYyKIEHUS
1. Co3manne MOIEIU MOX0KEN HA UEJIOBEKA.

Jlns Hagama co3gaauM 0a3zoByro ¢GopMmy Haimiero mepcoHaxa. OTKpoem
Blender u naxxmem Shift + A, BeiOepute Mesh — Cube aig co3ganusi Ha4aIbHOTO
KyOa (puc.l).

Pucynok 1. Ky0

JUist  crinakviBaHUST W TIOBBIIICHUS  JCTANIM3AIMM  MOJETU  J00aBUM
moaudukarop Subdivision Surface. DToT MoAMUKATOP MO3BOJIUT CO37aTh OoJiee
IJIaBHBIE TOBEPXHOCTHU, TIPUIaBasi MOJIeNu O0Jiee OpraHNYHbIN BUJI (puUC.2).
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i N, Cube.001

Pucynok 2. Moauduxkatop Subdivision Surface

Tenepp ¢ mnomomplo wuHCTpymeHTa Extrude (Haxars xknaBumry E)
AKCTPYIUPYEM BEPXHIOKO YacTh KyOa JIBaXK]bl, YTOOBI C(hOPMHUPOBATH TEJIO U IICHO
nepcoHaxa (puc.3).

PucyHnok 3. DkcTpy3us BepxHel yactu kyda

Jld ynpoieHus JaibHEUIIEro MOASIIMPOBAHUS JIEIaeM IIPOAOJIbHBIN pa3pe3
10 OCHU Y, MOCJE Yero yIaJisieM IPaBylO 4acCTh TE€JId, OCTABUB JIMIIb JIEBYIO YaCTh
TynoBuma (puc.4).
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PucyHnoxk 4. Y nanenue npaBoil yacTtu Tena
Jlist yno0cTBa CUMMETPUYHOIO MOJAEIUPOBAHUS A00ABIsIEM MOAU(PUKATOP

Mirror, KOTOpBIM aBTOMAaTUYECKH OyJIEeT 3epKAIUTh BCE U3MEHEHUS, UTO YCKOPSET
IPOLIECC CO3/ITaHUSI CUMMETPUYHBIX YacTel Tena (puc.S).

i W, Cube00l 7

Pucynok 5. Moaudukarop Mirror

OKCTpyaupyeM pPYKH W HOTH, OPHCHTHPYSACh Ha MPUOIHM3UTEIBHBIC
MPOTOPIIUU YEJIOBEYECKOTO Tea. DTO dTall SBISETCS OCHOBOM IS CO3JaHUS
dbopmbl KOHEUHOCTEH (pHC.6).
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PucyHnoxk 6. DkcTpy3us pyk v HOT

[Tpumensiem moaudukatop Subdivision Surface, sKCTpyaupyeM BEpXHIOIO
Y4acTh TeJNa, MOCTEIIEHHO CO3/1aBas IICI0 U TOJIOBY, MPUAABas MOACIIH XapaKTEPHBIN
qeioBedYecKuit BU (puc.7).

Pucynok 7. Co3nanue 1meu U rojioBbl

Jlist ynydiienus miaBHOCTA (GopMbl ipuMeHsieM Moaudukaropsl Subdivide
Surface 1 Smooth, yTo mMO3BONSIET AOOUTHCS OPraHUYHBIX HM3THOOB U MSITKUX
MEePEX00B MEXK]Ty YaCTSIMHU MOJIEH (puC.8).
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Pucynoxk 8. [Ipumenenue Subdivide 1 Smooth

2. Purrunar momenu.

Teneps 100aBUM MEPBBI AJIEMEHT yMpPaBICHUS, KOTOPBHIA CTAaHET OCHOBOM
Ul Hatero purruHra. J[ns storo Haxumaem Shift + A, BeiOupaem Armature —
Single Bone (puc. 9).

Pucynox 9. IlepBslii 2JIEMEHT yIIpaBIEHUS

Jnis ynoOcTBa paboThl ¢ YyIPaBISIFOIIMMH dJIEMEHTaMH BKITIOYaeM OMIuio In
Front B manenn oroOpakeHHs. DTO TO3BOJIUT BUACTh CTPYKTYPY MOBEPX MOJACITHU
(puc. 10).
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PI/IcyHo 10. Bximrouenue In Front

Ilocne co3maHust NEpPBOro  YHPABISIIOIIETO  AJIEMEHTA  UCIOJIb3YEM
uHCTpyMeHT Extrude, 4ToOBI pa3MeCTUTh YHPABIISIONINE CETMEHTBI 0 BCEMY TEITy
NEepPCOHaXka — OT MO3BOHOYHUKA JI0 KOHeUHocTeH (puc. 11).

Pucynok 11. PaccraBinenue ynpasisitolinX CETMEHTOB
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Tenepsb CBsI3bIBAEM 3JIEMEHTBI MEXKIY COOOM, (POPMUPYS HEPaAPXUICCKYIO
CTPYKTYpY. Jl71s1 3TOTO BBIIEISAEM HY)KHBIC CETMEHTHI M HCITOJIh3yeM KoMaH 1y Parent
— Make, Keep Offset (puc. 12).

Pucynok 12. ®opmupoBaHue CTPYKTYphI yIIpaBiICHUS

OObeauHsIeM MOJIETb U YIPABIISAIONLYIO CTPYKTYPY: CHayaa BbIIEIsSIEM
MOJieJIb, 3aTE€M CTPYKTYpY, U BbiOMpaeM Parent — With Automatic Weights nns
aBTOMATUYECKOT0 paclpe/IesIeHns Beca Kax 101 yactu mojent (puc. 13).

Pucynoxk 13. [IpuBsa3ka MoAenu K CTPYKType YIPaBICHUS

ITepexonum B pexum mno3upoBanus (Pose Mode, uepes Ctrl + Tab) u
NpOBEPSEM JIBIDKECHHUS YNPAaBISIONIEH CTPyKTypbl. Eciu Mopaens aBuraercs
KOPPEKTHO, 3HAYUT, PUTTHHT BBITIOJIHEH MPaBUIbHO (puc. 14).
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Pucynox 14. [IpoBepka qBH>KEHUN
3. AHMMHPOBaHUE MTEPCOHAKA.
VYcraHaBiauBaeM IMepCcOHa)ka B HAYaJIbHOE TOJIOKEHHUE JUIsl aHMMAIlWU,

BEIJICIISIEM BCE YIIPABIISIONINE CETMEHTHI M JOOABIISIEM KIFOYEBOM Kap, Hakumas |
(Be1Oupaem Location, Rotation u Scale) (puc. 15).

Pucynox 15. HauanbHas no3unus

OnpenensieM JJIUTEIBHOCTh aHUMAIMK. B 1aHHOM ciiydae, aHumMarus Oyaer
nutbes 40 KaapoB, MOPTOMY HAa BPEMEHHOM IIKAJIE CTaBUM OorpaHudeHue Ha 40
KaapoB (puc.16).



[Toctymat. 2025. Ne6 ISSN 2414-4487

* Inverse Kinematic

~ Rigify

» Custom Propertieq

Pucynoxk 16. Orpanuuenue anumanuu

Ha 10-om kaape nmojHMMaeM MEepCOHa)ka HEMHOTO BBIIIE, YTOOBI JOOABUTH
JTWHAMUKA K aHuManuu (puc.17).

Pucynox 17. 10 xanp

Ha 20-oMm kazape 3epkajiuM MO3y MO OTHOILIEHHUIO K MEPBOMY Kaapy, YTOOBI
CO37aTh CAMMETPUYHOE ABMKEHHE. (puc.18).
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Keca b

Pucynox 18. 20 xanp

Ha 40-om kaape Komupyem HadallbHYyIO MO3Yy, YTOObI aHUManus Obuia
3aMKHYTOH U1 IJIABHOM.

4 BpIBOIBI

B pesynbrare BhIMOJHEHHS padOThl YIajdoCch CO37aTh MPOCTYIO, HO
byHKIHOHATBHYIO aHuUManuio Oera mnepcoHaxka B Blender. Mcnonb3oBanue
MoaudukaropoB Subdivision Surface u Mirror 3HaYUTEIIBHO YIPOCTHIIO MPOIIECC
MOJICIMPOBAHUS, a MPUMEHEHUE PUITHHTA C aBTOMATHYECKOW MPUBSI3KOM Beca
MO3BOJIIIIO OBICTPO M TOYHO MPHUBA3aTh MOACIb K YIPABIISIONIUM CETMEHTaM.
AHuMaIMs, Co31aHHas C UCMOJIb30BaHUEM KITFOUEBBIX KaJpPOB, BHITJISAUT IUIABHO U
€CTECTBEHHO, YTO TMOATBEPXKIAaeTCa KOPPEKTHOUW padoroit monmenu B Pose Mode.
JlaHHBIN TpOLIECC TMO3BOJSET 3HAYMTEIBHO YCKOPUTH CO3/IAHUE AHUMAIUW I
MepcoHaXke W MOXKET OBITh HUCIIOJB30BaH B PA3IMYHBIX MPOEKTaX, OT UIP 10
aHUMALMOHHBIX PUIbMOB. Pe3ybTaThl paOOThI MOKA3bIBAIOT, 4TO Blender siBnsiercs
MOIITHBIM MHCTPYMEHTOM JIJI1 MOJICJIMPOBAHMS U aHUMAIMHU, TOCTYIHBIM Kak st
HOBUYKOB, TaK U JJIsl TPO(PECCUOHATIOB.
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