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Bo3mokHOCTH porpamMMHoro ooecnedennsi Blender past co3manus
TPEXMEPHOI KOMIILIOTEPHOI rpadpuKu

Llatioypos Anexcanop Anexcanopoguu
Ipuamypckuii cocyoapcmeennwiii yrueepcumem um. Lllonom-Anetixema
cmyoenm

AHHOTALIUA

B nmanHO# crathe mporpammuoro obecrneuenust Blender. beumn paccmotpensl ero
OmmKkaile aHalorH, a TaKKe HMX MPEUMYIIeCTB. PaccMOTpeHBI BO3MOKHOCTH
Blender, kotopsie o3BOJISIFOT co31aBaTh KoMIbIOTEpHYIO 3D rpaduky.
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Abstract

In this article, Blender software. His closest analogues, as well as their advantages,
were examined. The possibilities of Blender are considered, which allow creating
computer 3D graphics.
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C pa3BuTHEM KOMIIBIOTEpHOH Tpaduku CcTajgo BocTpeboBaHo 3d-
MoJieJpoBaHue. bplin co31anbl MporpaMMsbl, MO3BOJISIONINE CO3/1aBaTh 0O BEMHBIE
MoJienH ipeameroB. Blender oqna u3 Takux mporpamMm, KOTopast O3BOJIUT CO3/aTh
3d-Moer 0OBEKTOB U JIOKAIMH, HA KOTOPBIX 3TH 00BEKTHI PACIOIOXKEHBI. TaKxke
OH MO3BOJIUT CO3/1aTh AHUMAIIMIO B3aUMOICHCTBUSI OOBEKTOB Pa3HBIX MO CTPYKTYPE,
MaTepuaiy U Becy.

[lenbro cTaThy SBISETCS M3y4YCHHE MpOrpaMMHOTO obecrieuenus Blender u
ONMMKaMIIMX €ro aHajaoroB. BEIABIEHHE MPEUMYIECTB ITUX MPOTPAMMHBIX
obecnieuenuit. [IpogeMOHCTpUPOBAaHBI HECKOJIBKO MPOCTHIX BO3MOXKHOCTEH Mpu
ucnois3oBanuu Blender.

Blender — mnpodeccuonanbroe CcBOOOMHOE W OTKPBITOE MPOrPaMMHOE
o0ecriedeHune s CoO3JaHus TPEXMEPHON KOMIBIOTEPHOH rpadyKu, BKITFOYAOIIEE B
cebs cpeicTBa MOJCTUPOBAHMS, AHUMAIIMHM, PEHACPUHTA, IMOCTOOPAOOTKH W
MOHTa)ka BHICO CO 3BYKOM, a Tak)Ke JJIS CO3[aHMs MHTepaKkTHUBHBIX uUrp. Blender
MOKHO CKadaTh KaK ¢ OUITMAIBHOTO caiiTa, Tak u uepe3 Steam.
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A Blender 2.79

Puc. 1. I/IHTe

eﬁc Blender.

Blender MoxHO omepupoBaTh CHUCTEMaMH YacTHIl, KOHTPOJHUPOBATH Beca
OTJIENBHBIX YaCTUI[ TMPU TEKCTYPUPOBAHHUH, MNPUMEHITh HAIMpPaBJISAIONUE IPU
aHUMAaIlMd ¥ MCIOJIb30BaTh BHEIIHUE CHIIbI, Hampumep, Betep. Kpome Toro, B
nporpaMme HMMEETCS CUMYJATOp  (IIIOMIO0B, KOTOPBIA OTKPBIBACT MeEpe
MOJIb30BATEJIEM OTPOMHBIE BO3MOXHOCTH IO CO3JaHUIO0 d(PPEKTOB TEKyduX Tell,
TaKMX KaK JIbIM WJIM JKUJIKOCTU. B pexkrnMe peallbHOro BpPEMEHU MOJIb30BaTellb
MOKET MPOCUUTHIBATH (PU3UUYECKUE 3a]lauH, HAPUMEP, MOJICTUPOBATh MOBEICHUE
MSATKHX TE.

Blender obnamaer JOCTOMHCTBAMH TaKUMH Kak: OECIIATHOCTH, OTKPBITHIM
KOJOM,  KpOcCCIIaT(OPMEHHOCTh U HEOOJIBIION  pa3Mep  YCTaHOBLIMKA.
[IpucyTcTBYeT BO3MOKHOCTD CO3aHHS HEOOJBIINX UTP U BO3MOXKHOCTh PUCOBAThH
TEKCTypy npsMo Ha moneiau. B Blender Gombioe xonmmyecTBO MOAM(PHKATOPOB.
Taxke MPUCYTCTBYET BO3MOXHOCTH CO3JaHHUS aHWMAIIMHM, MOHTa)Ka M TPEKHHTA
BU/ICO.

Autodesk 3ds Max — mnoaHoQyHKIMOHAIBHAS MPOdheCcCHOHATbHAS
porpaMMHasi CUCTEMA JJI CO3/IaHus U PEIaKTUPOBAHUS TPEXMEPHOU Tpaduku u
aHMMaIuy, paspadoranHas komnanuenn Autodesk. ComepUT cambie COBPEMEHHBIC
CpencTBa ISl XyJ0KHUKOB M CTHCIIHAIIMCTOB B 00JIACTU MYJIbTUMEIHA.
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Puc. 2. UaTepdetic 3d Max.

B 3ds Max ecTb 0onbllIo€ KOJWYECTBO MHCTPYMEHTOB, HEOOXOJIUMBIX IPU
MOJICJIMPOBAHUU CAMBIX Pa3HBIX APXUTEKTYpPHBIX MpoekToB. B 3ds Max MoxkHO
CO3JaTh TPEXMEPHYIO (POTOPEATMCTUYHYIO MOJIEIb MOMEIIEHUS WM 3KCTEphepa,
MPOAEMOHCTPUPOBAB 3aKAa3YMKY KOHEUHBIN pe3yabraT. Kpome Toro, B nannom 3D-
peoaKTope MPUCYTCTBYIOT CPEACTBA Ui AHAIW3a U HACTPOWKH OCBEIICHHOCTH
TpexmepHoro mpoekta. B 3ds Max wuHTerpupoBan (QoTopeamrcTUIHBIM
BU3YyalU3aToOp, JAAIOIUNA BO3MOXHOCTb JOOUTHCA BBICOKOM pPEATUCTUUHOCTU
IPOCYUTHIBAEMOTO U300pAKEHUSI.

Autodesk Maya — penakrop TpéxmepHoit rpaduku, 1ocTynHbli Ha Windows,
macOS u Linux. Maya o6Gmagaer mupokum ¢yHkunoHaaom 3D-anumanuw,
MOJEIIMPOBAaHUSA M BHU3yanu3aluu. [IporpamMMy HCHONB3YyIOT I CO3JAHUSA
aHUMalluM, cpel, TpapuKy JBUKEHUS, BUPTYaJbHOW peajbHOCTH U MEPCOHAKEH.
[Iupoko npuMeHsieTcsl B KHHEMAaTOrpauu, TENEBUIEHUN U UTPOBON MHAYCTPHUHU.
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Puc. 3. UnTepdetic Autodesk Maya.

B nmporpamme mnOpHCYTCTBYeT BCE, 4YTO HEOOXOAMMO JUIs CO3JaHus
TpexMepHO# Trpaduku. Maya Mo3BoJisieT MPOUTH Bce 3Tambl co3fganus 3D — or
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MOJICTUPOBAHUS U aHUMALIMU J10 TEKCTYPUPOBAHHUS, KOMIIO3UTHUHTA U MOCIOHHOTO
peHJepUHra. DTOT TPEXMEPHBIN PEAAKTOP MOKET MOJEIUPOBATH (PUUKY TBEPIBIX
U MSTKUX TeJ, IPOCYUTHIBATh MOBEJACHUE TKaHU, YMYJIUPOBATh TeKyune 3P GheKTsl,
MO3BOJIAET AETAIbHO HACTpaWBaTh IMPUYECKY MEPCOHAXKEH, CO3/1aBaTh CyXOH WU
MOKPBI M€X, aHUMHUPOBATH BOJIOCHL. OCOOEHHOCTHIO MPOTPAMMBI SIBIISIETCS MOJTYJIb
PaintEffects, koTopsIii 7aéT BO3MOXXHOCTh PUCOBAaTh BUPTYaJbHOW KHUCTBIO TaKHE
TpeXMepHbIE OOBEKTHI, KaK IBETHI, TpaBa, 00bEeMHBIE Y30pbl U IIpouee. Hegoctatok
MpOTrpaMMbl B TOM, YTO OHA CJIO’KHA B OCBOCHUH.

O nmpemmymiecTBaX W WCIOJNB30BaHMHM  mporpammbl  Blender B
oOpa3oBaTens,HOM Mporiecce MoxHO HaWth B crarbe JI.II. Be3Bepxomoit u A.B
Mankoga [1]. B pabore A.M. KipikoBa u A.B. MajkoBa onmvcaHo NMPUMCHEHHE
Blender B BO3MOXXHOCTH MOJICTUPOBAHUS TPEXMEPHBIX OHOJIOTHICCKUX OOBEKTOB,
IIPH TIOMOIIIH JAHHOH MPOTrpaMMBbI ObLIT CMOICIIMPOBAH KPOBEHOCHBIN Kanmuuisp [2].
B.B. Iomko B cBOeii cTaThe MMOKa3aja BO3MOKHOCTH ITPUMEHEHus s3bika Max Script
npu padote ¢ Autodesk 3ds Max [3]. O Tom, kak ucnosb3oBats Autodesk 3dsmax
JUTSL CO3JIaHusl KpUCTaITnYeckux popM MoxkHO Haiitu B cratbe M.K. Peyra u T.B.
Yepusikopori  [4]. B cratbe A.M. borateipeea u W.E. BoponuHBO#
paccMaTpUBaIOTCS BOIMPOCHl aBTOMATHU3AIllMU Pa0OThl aHUMATOpa MO CO3JAHUIO
BBICOKOKQYECTBEHHOM W  YHUBEPCAJIBHOM OCHACTKH JIMIA [EepCOHaxa U
KOMILUIEKCHBIX CPEJICTB ympaBieHus anumarmend B Autodesk Maya [5]. U.E.
Boponnna u A.M. borarteipeB omnucaau B CBOEM aBTOMATU3aIlUIO PaOOTHI
XYyJI0O)KHUKa-aHUMaTopa MO CO3[aHUI0 YHUBEPCAIBHOTO CKeJleTa JBYHOTOT'O
MepCcoHaka M KOMIUIEKCHBIX CPEJCTB yIpaBlEHUS aHUMaIued, pa3zpaboTaHHOE
NPUJIOKEHUE CHEIUaIbHO I TMakera TpexMmepHou rpaduku Autodesk Maya,
KOTOPOE€ SBJISIETCS BHEITHUM MOAKIFOYAEMbIM MOYJIEM [6].

JUist ieMoHCTpanuu co3naauM Kpyxky. g e€ cozganus 1oO0aBUM OOBEKT
KOJIBLIO.

M Plane
_:) Curve r' Cube
# Surface

Construct a circle mesh.

€ Torus

id

&, Force Field

e Group Instance

Puc. 4. JIo6aBnenne TpEXMEPHBIX 3JIEMEHTOB.
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C nomompio kmaBuml «E» um «S» pactsaruBaem a0 HyxkHOU (opmbl. C
IIOMOIIBbIO KIaBHINK «|» s cozmanus aHa. Jusa npugaHus o0béMa, HEOOXOAMMO
nobasuth Moaudukatopsr «Solidify» u «Subdivision Surface». UtoObl co3aath
PYUYKY KPYKKH, HEOOXOAMMO H00ABUTH €II€ HECKOJBKO Pa3pe30B U BBIICIUB 2
I'paHu, ¢ MOMOIIIBIO KIaBUIIIH «E» ekcTpyaupoBaTh 31eMeHT 1Mo ocu Y.

rveffect to the active

Puc. 6. IHCTpyMeHTBI, UCTIOIB30BaHHBIE JJIS TIPEIaHUs 00BEMA KPYIKKH.

Wuctpyment «Bridge Edge LOOpS» Mo3BONHMT cO31aTh OTBEPCTHE B PYyUKe.
DTOT WHCTPYMEHT MOKHO BBI3BaTh HaxkaTMeM KiaaBumd «W». A QyHKIHS
«Smoothy momoxer caenaTh 00bEKT TTIaIKUM.

Puc. 7. Uuctpyment «Bridge Edge LOOps» u pe3ysbTaT ero Crojb30BaHHU.
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YroObl MPOAEMOHCTPUPOBATH B3aHUMOJCHCTBHE OOBEKTOB, HEOOXOIUMO
CO3/1aTh €Ié OJHY IUIOCKOCTh U ¢ moMolbio Gpynkuuu «Subdivide» pa3aenuts eé
Ha MHOYKECTBO 3JIEMEHTOB. DTOM IUIOCKOCTH Oy/IET JaHa CTPYKTypa TKaHHU.

viake cdge/race

Subdivide selected edges.

oop Cut an

O I0E

Puc. 8. ®yukuus «Subdivide» u e€ pe3ynbTar.

Teneppr HEOOXOAMMO K IUIOCKOCTH J00aBUTH Moaudukatopbl «Clothy,
«Solidifly» u «Subdivision Surface»
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Add a procedural operationfeffect to the active object:

E) viretrame

e Mirror I=] Laplacian Deform % Particle System
EP Multiresolution H Lattice v~ Smoke

# Remesh =] Mesh Deform > Soft Body

? Screw =8¢ Shrinkw rap

£ skin ¢ Simple Deform
£ Smooth
sl Surface Deform

- Add a procedural operation/feffect to the active object: Subdivision Surface
x) Wiri -

Puc. 9. Jlo6aBnennbie MOTU(PUKATOPHI I TKAHH.

JJist TKaHU OBLIIM BBICTABIICHBI CIEYIOUIUE TapaMeTphbl GUBHKH.
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¥ Self Collision

Puc. 10. BricTaBneHHnbie mapaMeTpbl GU3NKH TSI TKAHU.

Jlist Toro uToOBI TKAHB HE TPOIILIA CKBO3b KPYXKKY U IIOCKOCTh, Ha KOTOPOI
IPOUCXOIUT CIICHA, HEOOXOIUMO I KPYKKH M TUIOCKOCTH BBICTABHMTDH HapaMETp
«Collisiony» B pa3aene pusnka.

Puc. 11. ITapamerp «Collision»
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Puc. 12. Yertsipe kazpa U3 aHUMallUK B3aUMOJECHCTBHSI OOBEKTOB.

Jlist Toro, 94TOOBI caenaTh KPYXKKY MPO3pavHON HEOOXOIUMO € T00aBUTh
MaTepHuall CTEKIIO.
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Beckmann

Default

Puc. 13. JloGaBiieHHBIH 7151 KPYKKH MaTEepUal CTEKJIA.

JIst co3gaHuu CUEHBI JJIS PEHJEPUHTa, HEOOXOAUMO U3MEHUTH Mapamepbl
OCBEILICHUS U U3BMEHUTH TMOJI0KEHUE KaMEPBI.

Hermni

ast Shadow

v Multi ple Importance

Ernissian

Puc. 14. ITapameTpsbl 17151 OCBELICHHUS.

[Tocne Pennepunra nomyuercs ciaeaymas CleHa.
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Puc. 14. Pe3ynbTar peHjepuHra.

Takum o6Opazom Blender sBnsercs xopommm pemenueM g 3D-

MOJICIUPOBaHUsl HAYaJIbHOTO W CpeAHero ypoBHs. B HEM mnpucyrcTByeT BCE
HeoOxoaumoe Juist cozianust 3D-00bEKTOB U CO3/IaHMS AaHUMAIIMK B3aUMOICHCTBUS
00BEKTOB pa3HbIX O cTpyKType. [Iporpamma Blender sBisieTcst oHUM U3 THACPOB
Ha pPBIHKE 3a CU€T cBOero boraToro (GyHKIMOHANA, MPOCTOTEe HHTEp(eiica, a Takxke
CBOEU JOCTYIHOCTBIO.
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