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PeanucruuHoe paspyumienue o0bekToB B Blender ¢ ucnojib3oBanueM ajajaoHa
Cell Fracture: meToabl, mapaMeTpbl U BU3YaJIbHAs I0CTOBEPHOCTD

Axenmuves [lanuna Jlenucosuy
TIpuamypckuii cocyoapcmeennwiii ynusepcumem umenu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

Busyanuzanusi paspylieHus OOBEKTOB HWIpaeT KIIOYEBYI0 pOJb B CO3JIaHUU
pPCAIMCTUYHBIX aHUMAIMii U BuU3yalbHBIX d(pdexToB. B ganHOol pabote
paccmarpuBaercsi ucnonb3oBanune angaoHa Cell Fracture, BcTpoeHHOro B
rpaduueckuit maket Blender, muist cumynsiuu pa3pyiieHus TBepabix Teu. [Iposenén
aHaJIM3 BO3MOXXHOCTEW MHCTPYMEHTA, BIMSHUE MapaMeTpoB (PpaKkTypupOBaHUS HA
(bUHaTBHBIN Pe3yNbTaT, a TAKXKE MPE/JI0KEHBI KPUTEPUU OIEHKH PEATUCTUYHOCTH
paspyuieHusi. Pe3ynpTaThl MOAETUPOBAHUS CPABHUBAIOTCA C  (PU3MYECKUMHU
aHanoramu. Paborta mMosxeT ObITh MOJIE3HA crienManuctaM B obnactu 3D-rpadukwy,
apXUTEKTYPHOU BU3yaIU3alluu U IIUGPOBBIX MeAHa.

KuaroueBnie ciaoBa: Blender, Cell Fracture, pa3zpyuienue o0bEeKTOB, CUMYJISITHS,
BU3yalibHbIE 3P ekThl, 3D-MoaenMpoBanue, peainsM, Gu3nKa B rpauke.
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Abstract

Visualization of the destruction of objects plays a key role in creating realistic
animations and visual effects. This paper discusses the use of the Cell Fracture
addon, built into the Blender graphics package, to simulate the destruction of solids.
The analysis of the tool's capabilities, the influence of the invoice parameters on the
final result, and criteria for assessing the realism of destruction are proposed. The
simulation results are compared with their physical counterparts. The work may be
useful for specialists in the field of 3D graphics, architectural visualization and
digital media.
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1 BBenenne

1.1 AKTyaIbHOCTH

C kaxapiM TofoM TpeOOBaHUS K BU3yaJIbHOW JTOCTOBEPHOCTH B IUGPOBOM
KOHTEHTE BO3pacTaroT. Pa3pyiieHne 0ObeKTOB — BaKHBIA DJIEMEHT BU3YaJbHBIX
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2b(}eKTOB B KHHO, Wrpax W TEXHUYECKOW BHU3yaM3anuu. bBOJIBITUHCTBO
Ipo(heCCHOHANBHBIX PEIICHUH TPEOYIOT JOPOTOCTOSIIIMX MPOTPAMM HITH CIIOKHBIX
cumynsanui. Blender kak OecryiaTHBIM M OTKPBITHI UHCTpYMEHT ¢ aanoHoMm Cell
Fracture mpegocTaBiseT MIUPOKHUE BO3MOKHOCTH JUTSI PEATMCTUIHOTO pa3pyIIeHus,
4TO JeNlaeT WCCIEAOBaHWE OCOOCHHO AaKTyallbHBIM JJIi MAaJbIX CTYyIUH,
00pa30BaTENbHBIX YUPEIKIACHUNA U HHAU-Pa3pabOTINKOB.

1.2 O630p uccjaenoBaHui

B xome paboTel Haj MPOEKTOM OBLIM HCCIEAOBaHBI Pa0OTHI BEAYITUX
CHEIUANNCTOB B o0nacTu 3D-MomenupoBaHUsl C HMCIOJIB30BAaHUEM IPOTPAMMBI
Blender. Tak, T.B. TempoB u A.A. I'onyOHMYMIT B CBOCH CTaThe PacCMOTPEIIU
MIPOIIECC CO3IaHMsI TPEXMEPHOU MOJIENT TaHT€HITMATBHOU TIECKOJIOBKH, 000OCHOBAB
BbI00p Blender kak cpepl pa3paOoTKH, a TaKKe NEPEUUCIUIA OCHOBHBIE METOIbI U
npUEMBI MOJICIUPOBAHUS, POJAEMOHCTPUPOBAB (UHAIBHBIN peHaep oobekTa [5]. B
cBoto ouepenb, A.I'.benoBuk B cBoel paboTe MpeACTaBUII MPOILECC CO3TAHUS
IUIOMIAAKKA JUig Oyayled auopambl, akUEHTUPYs BHHMaHUE Ha TPUMEHEHUH
ocHoBHbIX Hotkey-komOuHaIMii, 4TO 3HAYUTENILHO MOBBIMIAET 3(P(HEKTUBHOCTH
pabotel B Blender [4]. JL.II. be3BepxoB u A.B. MankoB mopoO6HO paccCMOTpeNH
XapaKTEepPUCTUKU U BO3MOXKHOCTU TporpammHoro obecmneuenus «3D Blendery,
BBIJICIUB €r0 MPEUMYIECTBA W HEIOCTaTKHU, a Takke O0003HAuuMB 00JaCTU
s dextrBHOrO TIpuMeHenus [1]. Ananoruuno, A.M. KnsikoB u H.A. ®ponoa
MpoBENU uccienoBanue npumeHeHus Blender mist mopenupoBanust TpEXMEPHBIX
OMOJIOTMYECKUX 0OBEKTOB, CO3/1aB MOJI€JIb KPOBEHOCHOTO KaMWLIspa ¢ MOMOIIbIO
naHHOM nporpammsl [2]. Hakonen, M.P. Abnues, @.P. Ameros, U.III. Memot u
O.M. ApunepmaeBa mnoapoOHO oOmMHMCadd OCHOBHbIE (YHKIMA W KOMIIOHEHTHI
noJjib30BaTeNbckoro untepdeiica Blender, a Takke ocobeHHOCTH pabOTHI C ITOU
nporpaMmmoit [3].

1.3 Ilean ucciaegoBaHusi

Ilenpt0o wucciemoBaHusi  sBIAETCS  pa3paboTKa METOAMKHA  CO3IaHMS
pPEATHCTUYHBIX pa3pylieHuil 00beKTOB B rpadudeckoM pemaktope Blender ¢
ucnosibzoBanueM ajiona Cell Fracture.

2 MartepuaJjbl 1 METObI

JUiss  mpoBeleHMs  MCCJENOBAHMSI  HMCIOJB30BAJIOCH  MPOTPaMMHOE
ob6ecneuenue Blender 4.4.3 ¢ akruBupoBanubM afaoHoM Cell Fracture. B kauectse
Moziesied TPUMEHSUIMCh MPOCTbIe TeOMETpUYeckue OoO0BEeKThl (KyObl, cephl) u
0a30Bble apXUTEKTypHbIe (QopMbl. CHUMYISUUU pa3pylICHUH MPOBOIWINCH C
MCII0JIb30BaHUEM BCTPOCHHOM cucteMbl ¢pusnueckux ten (Rigid Body).

B xozme skcniepuMeHTOB BapbHUpPOBAINCH OCHOBHBIE MapaMeTphl pa3OueHUs:
KOJIMYECTBO (PparMeHTOB, YPOBEHb CIy4yalHOCTH, TIyOMHA pEKypcHH, Macca
00BEeKTa U CUJIa BO3JeCcTBUs. 1) OLIEHKH pe3ybTaTOB MPUMEHSUINCH BU3YaJIbHbIE
Y CpaBHUTEJIbHBIE METOJbl aHAIN3a C YYETOM PEATMCTHUYHOCTH Pa3pyLICHUS,
CTaOMJIBLHOCTU CUMYJISILIUN U IPOU3BOIUTEIBHOCTH.
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3 Pe3yabTaThl M 00CyKICHUS

Ha nepBoM starie ObuIM cO3/1aHbI JBa 00BEKTA: MJIOCKOCTh, UMUTUPYIOIIAS
MoJI, 1 MOJIEJb I1apa, MOCTPOCHHAs U3 cTaHaapTHoro kyba. K ucxomnomy kyOy
npumeHEH MmoaudukaTop Subdivide ¢ mapamerpamu: KoJlnyecTBO pazpe3oB — 10,
YpOBEHb CriaXuBaHusi — 1. DTO TO3BOJWIO TOJYyYUTh T'€OMETPHIO,
npubIMKeHHyI0 K QopMe cdepbl, ¢ AOCTaTOYHOM IUIOTHOCTHIO CETKU ISt
nocienyomieit ppakrypusanuu (puc. 1).

Pucynok 1. Co3nanue 00beKTOB

JUis peanu3anuu mpolecca paspylieHuss Obll aKTUBUPOBAH BCTPOCHHBIN
annon Cell Fracture (puc. 2), mocie 4ero BBINIOJHEHO €ro MNPUMEHEHHE K
chepuueckomy 00bekTy. IlociemoBarenbHOCTh NEWCTBHI BKJIIOYania BBIOOD
o0OnekTa, nepexon B MeHo Object — Quick Effects — Cell Fracture (puc. 3). B
OTKPBIBIIIEMCsI OKHE HACTPOEK OBUIH 3a/IaHbl CIASAYIOIINE 3HAUCHUS:

e Source Limit — 300 (ompenensieT KOJIM4eCTBO (PparMeHTOB);

e Noise — 0.82 (BHOCHUT HcKkaxeHHE (HOPMBI (HParMeHTOB);

e Random Factor — 0.85 (onpexmensier CTemeHb CIIy4ailHOTO
pacnpeziesieHus: Touek (ppaKkTypupOBaHHUSA).

BriOpannbie mapamMeTpbl 00€CleurBarOT OallaHC MEXKIY PEaTUCTUYHOCTHIO
pa3pylieHusT W BBIYMCIMTENBHOM  Harpy3koi. HacTpoitku MOryt ObITh
aJanTUPOBAHBI MOJ| crieU(UKY KOHKPETHOHM ciieHbl uiu 3anauu (puc. 4). Ilocne
MOATBEPKICHUSI MMapaMeTPOB aAJI0OH aBTOMATUYECKU CO3JIaET KOIUIO MCXOHOTO
00beKTa, pa30UTYIO Ha OTJIETIbHBIC AJIEMEHTHI (pucC. 5).
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Pucynok 5. PabGota annona

Janee Obla HacTpoeHa PU3MKa B3aUMOJIEHCTBUS 00BEKTOB. J1JIsl MIOCKOCTH
(mona) B pasnmene Physics Properties Obuin akTuBupoBanbl cBoiicTBa Collision u
Rigid Body, nmpu 3ToM Tum tena usmMeHéH Ha Passive, 4To0bI 3aukcupoBaTh OOBEKT
B npocTpaHcTBe (puc. 6). Bce aeMeHThl pa3pyIIeHHOTO 11apa ObLIN BIACICHBI U
npeoOpa3oBaHbl B akTUBHbIC (Pusnueckue Tena yepe3 komanay Object — Rigid
Body — Add Active (puc. 7), 4TO MO3BOJUJIO CHUMYJUPOBATh MaJCHUE U
B3aMMOJICHCTBHE C TTIOBEPXHOCTHIO.
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Pucynok 7. loGaBnenue ¢pusmku

Jist HaOmroIeHMs TTOJTHOW JUHAMUKH pa3pylIeHus OblIa YCTaHOBJICHA JTMHA
anuMaitui B 200 KaapoB, MOC/C Yero BBIMOJHEH 3amycKk cuMyisiuu (puc. 8-9).
[TosryueHHBIH pe3ynbTaT JEMOHCTPUPYET MOCIEI0BATEIbHOE pa3pylieHue 00beKTa
IPU CTOJKHOBEHUU C TJIOCKOCTHIO, a TaKKE€ KOPPEKTHOE MOBEACHHUE OTIEIbHBIX
(dbparMeHToB ¢ Y4ETOM 3aJJaHHBIX (PU3UYECKUX ITApAMETPOB.
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Pucynox 8. Pa3pymienue o0bekTa

Pucynox 9. Pazpymienue o0bekra

4 BeIBOABI

HNuctpyment Cell Fracture B Blender mo3BossieT co3maBaTh JOCTOBEPHBIC
CUMYJISILIMM pa3pyllieHHus MpH MPaBUIBLHON HacTpoiike mapamerpoB. OCHOBHOE
BIMSHUE HA pealu3M OKa3plBaIOT IUIOTHOCTH JIEJICHHSI W KOPPEKTHOE
ucrnoiib30Banue pusuuecknx napamerpos rigid body. Blender, HecmoTpst Ha cBOIO
JOCTYITHOCTh, CIHOCOOCH KOHKYpHUPOBAaTh C KOMMEPUYECKHMHU PEHICHUSIMH TIpU
CO3JaHMU pa3pylIeHUi B aHuUMalmu. Pabora gemMoHCTpUpYeT, 4TO METOAOJIOTHS
paspylieHus: MOXKeT ObITh CTaHJapTU3UPOBaHA W MPUMEHHMa B Pa3IUYHBIX
IPOEKTax C BHICOKMM YPOBHEM BU3YaIbHOM JOCTOBEPHOCTH.
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