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AHHOTALIUA

B nanHOM paboTe paccmaTpuBaeTcs Ipoliecc co3aaHus 3D-moaenu KaMeHHOM
JTOPOXKKHA ¢ TpuMeHeHneM o0bEéMHBIX (displacement) TekcTyp B mporpamme
Blender. Mogens pazpabaThiBanach C akIEHTOM Ha PEAIUCTUYHYIO Nepeaady
HEPOBHOCTEW W MPUPOJHOM CTPYKTYpbl KaMEHHOM IIOBEpXHOCTH. B xoxae
UCCJIeOBaHUsT OBbUIM TIPUMEHEHBl COBPEMEHHBIE METOJBI TEKCTYpUPOBAHUS,
BKJIIOYAs MCIIOJIb30BaHUE KApT HOpPMaJEil, BBICOT U MpoLeaypHbIX HOA. OCHOBHOE
BHUMAHUE VYAEJICHO CO3JaHUI0 [E€TATIM3UPOBAHHON TEOMETPHUM M BHU3YaJbHO
JIOCTOBEpHOTO MaTepuaia. Pabora MoxeT ObITh MOJIE3HA CIEIUANINCTaM B 00J1acTh
3D-rpaduku, KOMIBIOTEPHONW BU3YyalU3alMH, a TaKXKe CTYJIEHTaM, W3y4arolluM
1 poBOE MOJICTUPOBAHUE.

KmioueBsie caoBa: Blender, 3D-mozenupoBanue, KaMeHHas JOPOXKKa,
displacement, 00bEMHas TEKCTypa, TEKCTypUpOBaHUe, BU3yanuzamus, procedural
shading.
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Abstract

This paper discusses the process of creating a 3D model of a stone path using
volumetric (displacement) textures in the Blender program. The model was
developed with an emphasis on realistic rendering of the irregularities and natural
structure of the stone surface. During the research, modern texturing methods were
applied, including the use of normal maps, heights, and procedural nodes. The main
focus is on creating detailed geometry and visually reliable material. The work may
be useful to specialists in the field of 3D graphics, computer visualization, as well
as students studying digital modeling.
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1 Beenenue

1.1 AKTyaJIbHOCTH

CoBpeMeHHbIE BH3yalbHble Meaua TpeOyroT Bc€ Oosiee pearTucTUYHBIX
TPEXMEPHBIX MOJIEJEH IJIs MCIOJIb30BAaHMUs B UTpax, aHUMAIUH, apXUTEKTYpHOM
BU3yaNu3aluil U cuMyisimusax. OIHUM W3 KIIIOYEBBIX (akTopoB ¢oTopeanzMa
SBIISIETCS Ka4yecTBO IOBEpXHOCTEW W MarepuaioB. lcmonb3oBanue 0OBEMHBIX
TEKCTYp IO3BOJISIET MOOUTHCS BU3YaJIIbHOM JOCTOBEPHOCTH 0€3 uYpe3MepHOro
YBEJIUYEHUS! KOJTUYECTBA MOJUTOHOB, YTO OCOOEHHO aKTyalbHO AJI ONTUMHU3ALNN
rpajpuueckux cred. Blender, kak cB0OOAHOE W MOIIHOE MPOTPaAMMHOE
o0ecrnieueHne, MPEeAOCTaBIsIeT BCe HEOOXOAMMBIE HHCTPYMEHTHI ISl CO3IaHMs
TAKOT'0 pOJia MOJICIIEH.

1.2 O0630p uccjaen0oBaHUA

B xone paboThl Haj MPOEKTOM OBLIM HCCIEAOBaHBI PabOTHI BEAYIIUX
CHenuaiucToB B obnactu 3D-MomenupoBaHUsi ¢ HCIHOJIB30BAaHUEM IMPOTPAMMBI
Blender. Tak, T.B. TempoB u A.A. ['onyOHuUuuil B CBOEil cTaThe PacCMOTpPENU
MPOILIECC CO3/IaHUsI TPEXMEPHOM MOJIETN TaHTCHIIMAIBHON MECKOJIOBKH, 00OCHOBAB
BbI0Op Blender kak cpespl pa3paboTKH, a TAKKe MEPEUUCITUIN OCHOBHBIE METOIbI U
npUEMBI MOICTIUPOBAHUS, TPOJAEMOHCTPUPOBAB (GUHAIBHBIN peHaep oobekrta [1]. B
CBOIO ouepenb, benoBuk AHmpeit ['eHHanbeBUY B CBOEHM paboTe MpeACTaBuUII
MPOIIECC CO3JaHUsl TUIOMIAJKU JIJIsi Oy IyIIel Auopambl, aKIEHTUPYSl BHUMaHUE Ha
npuMeHeHuu ocHOBHBIX Hotkey-komOuHaiuii, 4TO 3HAYUTENHHO TOBBIIIAET
s dextrBHOCTH paboThl B Blender [2]. JLII. be3sepxoB u A.B. MayikoB noapoOHO
pacCMOTpEIU XapaKTEPUCTUKU U BO3MOXKHOCTH MTporpaMMHOro odecrneuenus «3D
Blender», BbiieMB €ro mpeuMyIIecTBa U HEIOCTATKH, a TaKke 0003HAUYUB 00JaCTH
s dextrBHOrO TIpuMeHenust [3]. Ananoruuno, A.M. KneikoB u H.A. ®ponora
MpoBeJIU HccieaoBaHue npuMenenust Blender mist monmenupoBanusi TpEXMEPHBIX
OMOJOTUYECKUX OOBEKTOB, CO37aB MOJIETTh KPOBEHOCHOT'O KAMMIIISIpa C MOMOIIIBIO
nanHoM nporpammel [4]. Hakonen, M.P. A6nues, @.P. Ametos, W.III. Mesmtot u
DO.U. AnunpiiaeBa mTOApOOHO OMKCAIA OCHOBHBIE (PYHKIIMM W KOMIIOHEHTBI
noJib30BaTeNIbcKoTo MHTepdeiica Blender, a Takke 0cOOEHHOCTH pabOTHI C ITOM
porpaMmon [5].

1.3 Iean ucciaegoBanus

Llenbio uccienoBanus ABISETCS pa3pabOTKa TPEXMEPHON MOIeNI KaMEHHOM
JIOPOKKM € TpUMEHEeHHEeM OO0BEMHBIX TeKcTyp B Blender, oGecneunBaroiyto
BU3YaJIbHO PEATUCTUYHYIO MTOBEPXHOCTh MPU ONTUMAIBHBIX MapaMeTpax CeTKH U
TEKCTYP.

2 MarepuaJjibl U METO/bI
Jlist mccnenoBaHus UCMoIb30Basack nporpamma Blender Bepcun 4.4.3 B
npoiiecce paboThl MPUMEHSUTUCH CIEAYIOIINE METOIbI:
o Cozpmanne matepuana: padota B Shader Editor — moakitoueHnue TeKCTyp
(base color, normal, roughness, height, ambient occlusion) uyepe3
cootBeTcTBytOMMe HObI (MixRGB, Normal Map, Displacement u ap.).
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e Momudukaropsl: mpumeHeHbl Subdivision Surface (B pexume Simple) u
Displace ¢ ucrosib30BaHHEM KapThl BBICOT.

o UV-pa3Béptka: mpousBeaeHa JUIsi KOPPEKTHOTO HAIOKECHHS TEKCTYP.

e @dopmupoBaHUE JOPOKKU: C MOMOINBIO MoaupukaropoB Array u Curve
AJIEMEHTHI IJTUTKU ObUTH pa3MeIIeHbI BAOJIb KpuBoi Bézier.

e Coznmanue BOAbI: J00OaBI€HA JAOMOJHUTENbHAS TUIOCKOCTh C MPO3PAuHbIM
MaTepHalioM, HacTpOeHHbIM dYepe3 Transmission, Refraction u Screen
Space Reflections.

3 Pe3yabTaThbl U 00CYKIAEHUS

Ha nmepBom sTamne co3naércst mpocTeliuii npuMuTUB — I10ckocTh (Plane),
KOTOpasi B JaJIbHEUIIIEM OyIeT UCIIOJIb30BaThCS B KAU€CTBE OCHOBBI JJIs1 HAJIOXKEHUS
TeKCTypbl. [ 3toro B 3D-mpOoCTpaHCTBE BBI3BIBAETCS KOHTEKCTHOE MEHIO
no0aBiieHus 00bekTa ¢ momolnbio knaBum Shift + A, 3aTeM BbIOMpaeTcs MyHKT
Mesh — Plane (puc.1).
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Pucynoxk 1. Coznanue plane

[Tocne co3manus MIOCKOCTU HEOOXOAMMO CO3/IaTh HOBBIM MaTepuall. B okHe
Shader Editor ¢ aktuBHbIM ammoHom Node Wrangler ucnonbs3yercst coueranue
kinaumn Ctrl + T, 4to mo3BosisieT aBToMatuuecku q00aBuTh y3ibl Image Texture,
Mapping u Texture Coordinate. [lanee ocyiiecTBiseTcss AyOIMpOBaHUE HOJbBI
Image Texture s 3arpy3Ku CIEAYIOMUX TEKCTYPHBIX KapT:

e Base Color — ocHoBHast IBETOBast KapTa;

e Roughness — kapra 1epoxoBaTOCTH IIOBEPXHOCTH;

e Ambient Occlusion (AO) — kapTa 3aTeHEeHHUs OKPYKAIOIICH CPEJIbI;

e Normal Map — kapTa HopMaJeii.

Bce kapThl NOAKIIOYAIOTCS K COOTBETCTBYIOIIMM BXOJAaM OCHOBHOIO
meinepa (Principled BSDF), uro oGecneunBaeT peanvCTHUHYIO BU3YaTU3AIHIO
Matepuana (puc.2).
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Pucynox 2. HacTpoiika TekcTypbl

JJist aieKBaTHOTO MPUMEHEHUs penbedHoN nedopMalui ¢ OMOIIBIO KapThI
BBICOT HEOOXOJMMO YBEIUYUTh KOJIMYECTBO MOJUTOHOB. DTO pPeain3yeTcsl 4epe3
onepanuio Subdivide B pexume penakrupoBanus (Tab). [locie Beiaenenus Bce
reoMeTpuu BbiOMpaerca onuus Subdivide, u B mapameTpax YyCTaHaBIMBACTCS
KoJinuecTBo aeneHuit — 40 (puc.3).

Pucynox 3. Moaudukarop Subdivide

C 1enplo0 JIOTOJIHWTEIBHOTO CraXHBaHUS TEOMETPHUH, HO 0e3 ToTepu
dbopmel, npumensercs: moauduxkarop Subdivision Surface B pexxume Simple. Ito
MO3BOJISICT TOBBICUTH IUIOTHOCTh CETKHM, HE Hapyllas HadaJlbHOW T€OMETPUH
II0CKOCTH (puc.4).
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PucyHok 4. M(bI/IKaTop Subdivision Surface

Jlist coznanust penbeda MOBEPXHOCTH HA OCHOBE KAapThl BHICOT JOOABIISAETCS
moaudukarop Displace. B napameTpax yka3biBaercs:

e Tun xoopnunar: UV;

o [IpensaputenbHo coznannas pazseptka (UV Map);

e Cwa BozaeiictBus (Strength): 0.3;

e Ucrounuk pepopmManuu — HOBas TEKCTypa, TMOJAKIIOUEHHAs B

COOTBETCTBYIOILIEM pa3Jieie.

Takum 00pa3om, reomMeTpusi MIOCKOCTH HCKAXKAaeTCd B COOTBETCTBUHU C

JAHHBIMH U3 TEKCTYPBI BBICOT (pHC. 5).
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Pucynok 5. Monuduxkarop Displace

B paznene Textures momaudukaropa Displace co3mgaércsi HOBas TeKcTypa,
MIOCJIE Yero 3arpykaercs n3o00paxeHue KapThl BeICOT (grayscale image). JlaHHbI
mar oOecleynBaeT KOPPEKTHOE CUWThIBAaHWE HMHGPOPMAIMK O BBICOTAX,
HeoOxoauMoi it nedopmariuu reometpun (puc.6).
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PucyHnok 6. JlobaBieHue TEKCTYpPhI

Jmg  co3maHus MPOTSHKEHHOW JOPOKKHM HAa OCHOBE OJHOTO CErMEHTa
ucrosib3yercst mMoaudukarop Array. B mapamerpax yka3bIBaeTCs KOJIUYECTBO
KOIUHU BJIOJIb OJTHOM OocH, HarpuMep, 4. Moaudukarop aBTOMaTHUYECKH pa3MeniacT
TyONMUKAThl BIIOJIb 33JJaHHON OCH, (POPMHUPYSI HEMPEPHIBHYIO KAMEHHYIO TOPOKKY

(puc.7).
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Pucynox 7. Moaudukatop Array

Pe3ynbTaToM BBINOJIHEHWS BCEX BBIIIENIEPEUYUCICHHBIX IIaroB SBISETCA
BU3YaJIbHO pEAMCTUYHAs KaMEHHAas JIOpOXKKa, 0O0Jiajaromas BbIPaXKEHHOU
r€OMETpUEN, KOPPEKTHBIMA HOPMAJSIMH M OTPAXKAIOIIMMH  CBOWCTBAMH.
[1IoBepXHOCTh afanTUBHA JUJIS PEHACPHUHTA B JBUKKAX PEAIbHOIO BPEMEHU U MOKET
ObITh KCMOJB30BAHA B APXUTEKTYPHOM BU3yalIM3allUM WJIM UTPOBBIX MPOEKTAX

(puc.8).

Pucynok 8. TekctypupoBaHHas KaMeHHasi JOPOKKa ¢ 00bEMHON reoMeTpuei

4 BpIBOABI
B pesynbrare paboThl OblIa cO3/1aHa BBICOKOIeTanu3upoBantas 3D-monens
KaMEHHOM IOPOKKHU C PEaTMCTUYHBIM BHEIIHUM BUOM 0J1aroiapsi UCIOJIb30BaHUIO
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00bEMHBIX TekcTyp. [Ipumenenue displacement-kapt B Blender mo3Bomnmio TouHo
nepeaatb penbed TMOBEPXHOCTH 0€3 Ype3MEpPHOTO  YCIOKHEHHS CETKH.
[IponemoncTpupoBano, uto Blender npegocTasiiseT moiHbIi HAOOP HHCTPYMEHTOB
JUIE KOMILJIEKCHOTO MOJICTUPOBAHMSI U TEKCTypUPOBaHHS OOBEKTOB C BBICOKHM
YPOBHEM BH3YyaJIbHOTO KauecTBa. [lomyueHHbIE pe3ynbTaThl MOTYT OBIThH
UCTIOIb30BaHbl B ApPXUTEKTYPHOH BU3yalu3alluy, TeldM-Iu3aiiHe W y4eOHBIX
IPOEKTaXx.
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