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I'eomerpuueckue Hoabl B Blender: pacnipenesienne 00beKTOB 10 OBEPXHOCTH
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AHHOTALIUA

B nmanHOI paboTe paccMaTpUBaCTCs MOATAIHBIN MPOIIECC CO3AaHUs MPOIETyPHON
CIIGHBI B pEIaKTOpe TreoMeTpuueckux HOAOB Blender ¢ wucnonp3oBannem
pacrpeaeiacHus 00beKTOB 10 3aJaHHON MoBepXHOCTH. [10opoOHO omuMcaHbl 3TAIbI
HACTPOUKH paclpeielieHuss TOYEK, MpeoOpa3oBaHUsI UX B T'E€OMETPHUIO, a TaKKe
MIPUMEHEHHUE PaHJIOMH3AIMK MapaMETPOB MacIiTada U MOBOPOTA JJISl TTOBBIIIICHUS
BU3yaJIbHOTO peanu3ma. OTAeIbHOEe BHUMAHUE YAEICHO UCIIOIb30BAHUIO BEPTEKC-
TPYIII JIJI OTpaHUYCHUST 00JIaCTH pa3MeEIIeHUsT 00bEKTOB. Pe3ynpTaTom sBIsieTCS
YHUBEpCaJIbHAs M MacliTabupyemas cucTeMa sl Te€Hepalud MNPUPOIHBIX WM
CTHUJIN30BAHHBIX CIICH.

KawueBbie cioBa: Blender, Geometry Nodes, mnporeaypHas TeHepalus,
KOMIIbIOTepHas rpaduka, pacmpeacieHue o0bekToB, 3D-monenupoBaHue,
BU3yaJIM3allusi, HOJIOBasl CUCTEMA.
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Abstract

This paper discusses the step-by-step process of creating a procedural scene in the
Blender geometric node editor using the distribution of objects over a given surface.
The steps of setting up the distribution of points, converting them to geometry, as
well as applying randomization of scale and rotation parameters to enhance visual
realism are described in detail. Special attention is paid to the use of vertex groups
to limit the area of objects. The result is a versatile and scalable system for generating
natural or stylized scenes.
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1 BBenenue

1.1 AKTyaIbHOCTH

C pa3BuUTHEM KOMNBIOTEpHON Tpadukd W POCTOM TMOTpPeOHOCTEH B
apromatusammu 3D-MopenupoBanus BcE OoJiee aKTyaldbHBIMH CTAHOBSITCS
MPOLIETypPHBIE METOJIbI CO3/laHus KOHTeHTa. [Iporpammmupyemoe pacmpeneneHue
00BEKTOB TIO3BOJISIET 3HAUUTEITLHO COKPATUTh BpEMsI PYYHOU pabOThI U YIIyUIIUTh
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TMOKOCTh B TMOCTPOCHHM CIOXHBIX cieH. Mcnonms3oBanue Geometry Nodes B
Blender oTkpbIBaeT MIMPOKHE BO3MOXKHOCTM JJIsi CO3/aHUsl  AJANTHUBHBIX,
HEpa3pyllaeMbIX CIIEH, OCOOEHHO B 00JIaCTH TelMIeBa, apXUTEKTYpHOH
BU3yanu3zauuu u VFX.

1.2 O0630p uccjaen0BaHU

B xome paGoThl Hamx TPOEKTOM OBLIM HCCIIENOBaHbI PAOOTHI BEAYIIHUX
CHEIUAINCTOB B o0nacTu 3D-MomenupoBaHUs C HMCIOJB30BAHUEM IPOTPAMMEBI
Blender. Tak, T.B. TempoB u A.A. I'onyOHHYHMIT B CBOCH CTaThe PACCMOTPEIIH
MPOIIECC CO3TaHUS TPEXMEPHON MOJCIN TaHTC€HIIMAIBLHOMN IMECKOJIOBKU, OOOCHOBAB
BEI0Op Blender kak cpensl pa3pab0oTKH, a TAK)KE IEPSUUCITUIN OCHOBHBIC METOBI U
pUEMBI MOICTUPOBAHUS, IPOJACMOHCTPHUPOBAB (UHAIBHBINA peHaep o0bekTa [5]. B
CBOIO ouepenp, benoBuk AHIpell ['eHHanbeBMY B CBOEM paboTe mpeacTaBuil
MpoliecC CO3JaHus TUIOMIAIKU JUId OyayIiel 1uopambl, aklIIEHTUPYs] BHUMaHUE Ha
npuMeHEeHUU OCHOBHbIX Hotkey-koMOuHanmii, 4TO 3HAYUTENHHO TMOBBIIIACT
addexrrnBHOCTH paboThl B Blender [4]. JLII. be3BepxoB u A.B. MankoB noipo6HO
paccMOTpei XapaKTePUCTUKN U BO3MOXKHOCTH MpOrpaMMHOro obecneuenus «3D
Blender», BbIieniuB e€ro npeuMyInecTBa U HEJJOCTATKH, a Takke 0003HAUMB 00J1acTH
s pexrrBHOrO TIpuMeHeHus [1]. Amanornuno, A.M. KneikoB m H.A. ®ponora
MpoBeJId HcclieoBaHue npuMmeHenus: Blender mist monenupoBanust TpEXMEPHBIX
OMOJIOTMYECKUX 00BEKTOB, CO3/IaB MOJIENIb KPOBEHOCHOTO KalUJUIsIpa C MOMOIIbIO
naHHou mporpammsbl [2]. Hakonen, M.P. A6nues, @.P. Ameros, W I1I. Mermntot u
O.N. ApunbiiaeBa moapoOHO OMUCAIA OCHOBHBIE (YHKIIMM W KOMITOHEHTBI
noJjib30BaTeNbckoro untepdeiica Blender, a Takke ocobeHHOCTH pabOTHI C ITOU
nporpammoi [3].

1.3 Ilean ucciaegoBaHusi

Llenpro uccnenoBanus sBIAETCS pa3pabOTKa W JIEMOHCTpPAIUS MOATAITHOM
METOJMKH CO3J]aHUsl TPOIEAYPHOU CIEHBI C pachpenesieHneM OOBEKTOB II0
MOBEPXHOCTU ¢ moMoriblo HHCTpyMeHTOB Geometry Nodes B Blender,
o0ecIeunBaroIIei BU3yallbHOE pa3HOOOpa3ue U y100CTBO JalbHEHIIIeH HaCTPOMKH.

2 MarepuaJjbl U METO/bI
B kauecTBe OCHOBHOTO WHCTPYMEHTa HCIOJB30BAIIOCH TMPOTPAMMHOE
oOecrieuenue Blender. [Ins co3panust u pacrpesesieHus 0OBbEKTOB MPUMEHSIACH
cucrema Geometry Nodes, BKITFOUAOIIas CIETYIOIINE OCHOBHBIE HOBI:
¢ Point Distribute — ans reHepauu ToueK Ha MOBEPXHOCTH;
e Point Instance — st pasmereHust 00bEKTOB Ha TOYKAX;
e Attribute Randomize — mist pangoMH3alMK MaApaMeTPOB MaciTada u
MOBOPOTa OOBEKTOB;
e Vertex Groups — aiis 3aganus ooacTeit pacnpeaesieHus: 00bEeKTOB.

JIns1 HATO)KEHUSI TEKCTYP Ha INIOCKOCTh UCIIOJIb30BaJIUCh:
® [POLEAYPHBIE TEKCTYPHI;
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® U300paXKeHMI B BUJIE TEKCTYPHBIX KapT.

B xauectBe 00BEKTOB ML paclipCacIICHUA UCIIOJIb30BAJIaACh KOJUICKIIUA 3D-
MOIICHeﬁ ACKOPATUBHBIX 3JICMCHTOB.

3 Pe3yabTaThl M 00CYy:KIEHUS
Ho6asnsiem minockocts (Shift + A — Mesh — Plane) u yBennuuBaem eé
macmtad (S — 10), uToObl OHa cTana OCHOBOM I paclpeaeieHus: OOBbEKTOB.

Pucynok 1. Co3ganue Plane

Boeigensiem mI0CKOCTh, B CBOMCTBAaX OOBEKTAa MEPEXOJUM BO BKIAJKY
Modifiers, Haxkumaem Add Modifier — Geometry Nodes — New. OTkpbiBaercs
peaaKkTop HOAOB, TJI€ MOKHO CO3/1aBaTh MPOLIEYPHYIO CUCTEMY (puUC.2).

Pucynok 2. Monuduxarop Geometry Nodes
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Teneppr HeoOxomumo OTKpbITH penakrop Geometry Nodes. B HomoBoii
CHUCTEMe TIepBBIM JiesioM ao0aBisieTcs y3en Point Distribute, KOTOpsIif oTBeUaeT 3a
TCHEpaIMIo0 CIyYalHBIX TOYEK Ha TOBEPXHOCTH IUIOCKOCTH. [[msi Toro d9TOoOBI
pe3yNbTaT MOXKHO OBUIO BH3yanu3upoBarh B 3D-mpocmoTpe (OIHOBPEMEHHO H
UCXOJIHYIO TUIOCKOCTb, M pa3MellaeMble Ha Hell 00BEeKThI), JoOaBisieTcs y3en Join
Geometry, COeTUHSIONINMA BCE JIEMEHTHI B OJIHY (pUHAIBHYIO reoMeTpuio (puc. 3).

Pucynox 3. [logkiroueHne HOIOB

Jlms Toro 4ToOBl KaXkaas TOdYka OblIa 3aMEHEHA Ha 3aJaHHBIM OOBEKT
(HanpuMep, 3IEMEHT PaCcTUTENBHOCTH), B cXxeMy Jo0asisiercs y3en Point Instance.
B HEM BbIOMpaeTCs KOHKPETHBIM OOBEKT WM KOJUICKIUS OOBEKTOB IS
pacmpeenieHdss 1o TodkaMm. Eciau HCMonb3yeTcss KOJIEKIHS C HECKOJIbKUMHU
pJEeMEHTaMHM, Ba)KHO OTKIouuTh omnmuio Whole Collection, 4ToObI M30€KaThH
JTyOJIMPOBAaHMS BCEX JICMEHTOB B OJIHOM TOYKE.

JI7151 TOBBIIIICHUST PEATMCTUYHOCTH paCTIpeIeIIeMbIX 00BEKTOB J0OABIIACTCS
nBa y3ia Attribute Randomize. Onun 3 HuX oTBeuaet 3a MaciTad (B rmoje Attribute
yKa3bIBaeTcs 3HaueHue "scale"), a BTOpoil — 3a ciydallHbIH TOBOPOT (aTpulOyT
"rotation"). DTO TO3BOJISIET KaXIOMY SK3EMIUISIPY OOBEKTa MMETh YHUKAIbHBIC
XapaKTepUCTHUKH MaciiTtaba W OpUeHTamuH, co3maBas 3()(PEeKT eCTECTBEHHOIO
pazopoca (puc.4).
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Pucynok 4. Hactpoiika HOJI0B MaciiTabupoBaHUs U TOBOPOTA

UtoObI yBEIUUUTH OOIIEE€ KOTMYECTBO OOBEKTOB Ha MJIOCKOCTH, U3MEHSIETCS
napametp Density Max B y3ne Point Distribute. Hanmpumep, ycTaHOBKa 3Hau€HUS
750 1o3BOJIAET 1OOUTHCS BHICOKOM TJIIOTHOCTH pa3MenieHus (puc.S).

Pucynok 5. U3MeHeHne konruecTBa 00bETOB

Jlnia pa3MenieHust 0ObEKTOB TOJIBKO B 33JJaHHOM YacTH TJIOCKOCTH CO3AaéTCs
rpynma BepimH (Vertex Group). [locne Boienennst Hy>kKHOW 00J1aCTH TOBEPXHOCTH
3TH BEPIIUHBI JOOABISAIOTCA B CO3/1aHHYI0 Ipymiy (puc. 6). Ha3Banue rpyriibl 3aTem
yka3biBaeTcsi B mapamerpe Density Attribute y3zna Point Distribute (puc. 7). 9t0
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MO3BOJISIET PETYJIUPOBaTh IUIOTHOCTh TOYEK (M, COOTBETCTBEHHO, OOBEKTOB) B
3aBUCUMOCTH OT BE€Ca BEPTEKC-TPYIIIIHI.

Pucynok 6. Jlo6aBieHue rpyIibl

Pucynok 7. Jlob6aBnenue atpudyra

Jliist noGaBieHNsI HOBBIX BHJIOB OOBEKTOB (HAIpUMEpP, CMEILIMBAHUS PA3HBIX
pactenuii), HeooxoauMo npoayoaupoBath y3ibl Point Distribute, Point Instance, a
Takke cooTBeTcTByromue wuM Attribute Randomize. Bce HoOBBIE BeTkH
MOACOCANHSIOTCS Yepe3 oommil y3en Join Geometry, 4To MO3BOJISIET 0OBEIUHUTH
HECKOJIbKO MOTOKOB T'€OMETPUU B OJIHY cxemy (puc. 8). B mpoayOnupoBaHHBIX
y3JaX MOKHO U3MEHUTH MapaMeTphl MJIOTHOCTH, MacilTaba Wik BbIOpaTh APYrou
00beKT (puc. 9).
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Pucynoxk 9. Hactpoiika HOZIOB

JInst 3aBeplIeHHs CLEHBI J00aBIsSETCS TEKCTypa 3€MJIM, Ha3HadaeMas Ha
IUIOCKOCTB, UTO YIIy4llIaeT BU3yalbHOE BOCIIPUATHE CLIEHBI. B pesynbraTe coznaéres
npoleypHasl CHCTeMa, IO3BOJIOMAs TMOKO W PEaTMCTUYHO paclpeneisTh
00BEKTHI IO 33JaHHBIM 00JIACTSIM OBEPXHOCTH (puc. 10).

Pucynox 10. Pe3ynbTar

4 BpIBOABI

Peanuzanus mpouenypHoi cucteMbl pacnpeneneHus o0bekToB B Blender ¢
WCITOJIb30BAHUEM T€OMETPUUECKUX HOJIOB TMO3BOJISIET aBTOMATU3UPOBATH MPOIECC
MOCTPOEHUS CIICH, 3HAYUTEIHHO MOBBIIIAS MPOU3BOIUTEIHBHOCTh U BAPUATUBHOCTh
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pe3ynbTaToB. IlpuMeHeHune ciaydalHBIX TpaHcQoOpMalMii U BepPTEKC-TPYIII
o0ecrieunBaeT BBICOKMM YpOBEHb BU3YaJIbHOI'O PAa3sHOOOpa3us IMPH COXPAaHEHHUU
IIOJIHOTO KOHTPOJISI HaJ CTPYKTYpou creHsl. [IpencraBineHHas METOOUMKA MOYKET
OBITh MCHOJb30BaHa Kak 0Oa3a s Oosiee CIOXKHBIX MPOLEAYPHBIX PEIICHUN B
obnactu 3D-rpaduku u au3aiiHa.
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