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Co3nanne kayecTBeHHoro Janmxmadgra B Blender

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHOWM cTaThe omucaH MPOIECC CO3JaHMsS KAdyeCTBEHHOTO JaHgmadra s
Oyayiieir mopabOTKH €ro B IOJHOIECHHYIO WIPOBYIO JOKAnuio. s co3maHus
tpebyetcs 3D pemaktop Blender. [TpakTHuecKuM pe3yabTaToOM SBISETCSA CO3/IaHUE
peIaKTUPyeMOro Jagamadra.
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Abstract

This article describes the process of creating a high-quality landscape for its future
development into a full-fledged gaming location. To create a 3D editor, Blender is
required. The bottom line is creating an editable landscape.
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Blender — sTo mporpamma i co3maaHus U PEAAKTHPOBAHUS TPEXMEPHOM
rpaduku. BBugy I0CTYMmHOCTH W (DYHKIIMOHAIBHOCTH IMporpamMMma IMOJy4HIia
3aCITy’KEHHYIO U3BECTHOCTh HE TOJIBKO CPE HOBUYKOB, HO U CPEAH MPOJABUHYTHIX
3D-monenpepoB. C KaxIbIM JHEM €€ BbIOMpAlOT B KadecTBe pabodero
UHCTPYMEHTA I cephe3HbIX MpoekToB. «Blender 3Dy mpakTuuecku He ycTymaeT
M0 KOJIMYECTBY BO3MOXKHOCTEH M GyHKIIMOHATY, O0Jiee TPOABUHYTHIM nakeTram 3D
rpaduku.

bespepxosa JI.II.,, MankoB A.B. B cBoell cTaTbe paccCMOTPENIA MPOTPAMMY
«3D Blender», ee xapakTepuUCTHKH, MPEHMYIIECTBA, HEAOCTATKH M €€ 00JIacTh
npumeHenus [1]. Tak ke KibikoB A.UM. coBmectHo ¢ ®ponoa H.A. mpoBenu
paboTy Haa HCCIEAOBAaHUEM BO3MOXKHOCTH MOJACIHPOBAHUS TPEXMEPHBIX
OWonornyeckuii 0OBEKTOB C HCIOJB30BAaHUEM OCCIJIATHOW MPOTrpamMMBbl IS
cozmanust 3D-o0wekToB Blender, a Tarke npu momom JaHHOH MPOrpaMMbI
CMOTJIM CMOJICIUPOBATh KPOBEHOCHBIH Kanmwuisip [2]. B cratee AGnmeB M.P.,
AmeroB @D.P., Mesmor W.III., ApumpmaeBa DO.M. omnmcaau OCHOBHEBIC
BO3MOYKHOCTH, (DYHKIIMHM U KOMITOHEHTHI TI0JIh30BaTEIbCKOr0 HHTEpdetica[3].

Co3naeM HOBBIM TPOEKT W BBIOMpaeM JBMKOK peHpepa «Cycles», namee
couetanuneM kiaBui «Shift + Alty nobasisiem 00bekT «planey.



[Toctynar. 2020. Nel ISSN 2414-4487

[Tocne noGaBneHMsI HOBOrO 00BEKTA HY)KHO YBEIMYUTH KOJIMUECTBO pedep u
rpa”eit mist Oyaymiero danamadTa, caeaaeM 3TO ¢ MOMOIIbI0 00bIYHON (DYHKITUU
«Subdivide» craBum 3nauenue «Number of Cuts» Ha 3Hauenue 50 (puc.1).

Pucynok 1 — YBennuuBaem KOJIUYECTBO pedep U rpaHei

Jlns Gonee peanucTU4HOrO JaHamadra Hy:kHO n00aBuTh «Displacementy,
JUISL 3TOTO B IMPaBOH IMaHEIM Ha)KMMaeM Ha 3HAYOK TacYHOIO KIIF0Ya U CICAOM
xmem Ha «Add Modifier», Beioupaem momudukarop «Subdivision Surfacesy, u
MmeHsieM 3HadeHue «Viewporty Ha 4, a «Rendery» Ha 5 (puc.2).
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Pucynox 2 — JlonoJiHUTEIbHAS] HACTPOMKA 00BEKTA ISl JaTbHEUIIIETO
npumMmeHeHus «Displacementy

[Mepexomum Ha BkIamky «Layouty u mensem tun pemakropa Ha «Shader
Editor». [anee B «Viewporty nepexoaum B pexxum «Render» (puc.3).
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Pucynox 3 — Jlo6aBnenue Hona «Displacementy

B 3TOM OKHE HY)XHO CO3/1aTh HOBBIA HOJI, CAETAEM ATO COYETAHUEM KITaBHUII
«Shift + Alt», BeiOpaB «Displacement» B mynkte «Vector». [lanee cozmaem ere
onuH Hox, BeIOpaB «Noise Texture», B myHkTe «Texture». Ocrtaércst TOIBKO BCE
cBsA3aTh (pHC.4).
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Pucynox 4 — Jlob6aBieHue CBSI3M MEXTy HOJTaAMU

P€3y.]'IBTaTOM CTaTbH ABJIACTCA CO3daHHAsA JIOKAOUA B CPCAC pa3pa60TI<e

Blender 3D. Tak ke omnucaH HOMIATOBBIN MPOIECC CO3AaHUE CAMOI JIOKAIIMHU, YTO
ynpoiaer B OyAyllleM €€ pealu3aliio, OHa TaK K€ MOXET ObIThb peJaKTUPOBaHA
CHEeUaIbHO MO HEOOXOJUMYIO YacTh UTPBI/BUIEO U T.A.
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