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Co3xanne urpoBbIX pecypcoB B Blender na npumepe 60uku

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmaHHOI cTaThe OIMCaH IPOILECC CO3JaHHMS HIPOBBIX PECYpPCOB Ha IPHMEpE
0oukH 1j1s1 OyayIIe JopaOOTKH B ITOJIHOLICHHYIO HTPOBYIO MOZEIb. [ co3manus
tpedyercs 3D pemaktop Blender mroboit Bepcum. IlpakTrdeckuM pe3yiabTaToOM
SIBIIICTCS CO3JAHHUE PEAAKTHPYEMOM UTPOBOM MOACTH OOUKH.
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Abstract

This article describes the process of creating game resources using the example of
a barrel for future development into a full-fledged game model. To create, you
need a 3D Blender editor of any version. The practical result is the creation of an
editable game model of the barrel.
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Blender — sTo mporpamma i co3maHus U PEAaKTHPOBAHUS TPEXMEPHOM
rpaduku. BBugy M0CTYMHOCTH W (DYHKIIMOHAJIBHOCTH IMporpamMMma IMOJy4HIia
3aCITy’KEHHYIO U3BECTHOCTh HE TOJIBKO CPEI HOBUYKOB, HO U CPEAM MPOJABUHYTHIX
3D-monenpepoB. C KaxIbIM JHEM €€ BbIOMpalOT B KadecTBe pabodero
UHCTPYMEHTA I cephe3HbIX MpoekToB. «Blender 3Dy mpakTuuecku He ycTymaeT
0 KOJIMYECTBY BO3MOKHOCTEHN M (yHKUIHMOHATY, OoJiee MPOJABUHYTHIM nakeram 3D
rpaduku.

bessepxosa JI.II.,, MankoB A.B. B cBoell cTaTbe pacCMOTPENIA MPOTPAMMY
«3D Blender», ee xapakTepuUCTHKH, MPEHMYIIECTBA, HEAOCTATKH M €€ 00JIacTh
npumeHenus [1]. Tak ke KibikoB A.M. coBmectHO ¢ ®posoa H.A. mpoBemnu
paboTy HaJ WCCIEIOBAaHMEM BO3MOXXHOCTH MOJCIHMPOBAHUS TPEXMEPHBIX
Ouonornyeckuii OOBEKTOB C MCIOJb30BAaHUEM OECIJIaATHOM MPOTpamMMBbl  JIs
cozmanust 3D-o0wekToB Blender, a Tarke npu momom JaHHOH MPOrpaMMbI
CMOTJIM CMOJIEIUPOBATh KPOBEHOCHBIN Kanmwuisip [2]. B cratee AGnmeB M.P.,
AmeroB @D.P., Mesmor W.II., ApumpmaeBa DO.M. omnmcaad OCHOBHEBIC
BO3MOYKHOCTH, (DYHKIIMHM U KOMITOHEHTBI [TOJIb30BaTeILCKOro nHTEepdeiica [3].
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Co31aeM HOBBIN MPOCKT, YAaIsAeM CTaHIAPTHBIA KyO M COYeTaHHEM KJIABHIII
«Shift + Alt» modasmsiem o6bekT «Cylinder.

[Tocne noGamieHUss HOBOrO OOBEKTa HYKHO YMEHBIIUTH KOJUYECTBO
BepinuH, 1 3toro B okHe «Add Cylinder» Beioupaem nmyukt «Vertices» u craBum
3HadyeHue 8§ (puc.l).
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PI/ICYHOK I — YMeHbIIaeM KOJIMYECTBO BCPIINH

Jlanee, HyHO npuaath 0ouke Oojee OKpyriayr (GopMy U CAelaTh Ha HEl
METaNTMYECKHe KoJblla. UToObI MpuaaTh OKpyrayr ¢GopMy HYKHO HakaTHeM
kaaBuIy « Taby mepeitu B pexuM pelakTupOBaHus, U JOOABUTH JBa MPOIOIBHBIX
«Loop Cuty, ato nmemaercs codyeranuem kiasuin «Ctlr + R». Pacmomaraem, kak
MOJKHO OJI’KE€ K OCHOBAaHUSIM, BBIICNSEM CPEIHIO YacTh Hamied OOYKH u
nobasnsiem emie nBa «Loop Cut». Beigensiem Bce mpoaoibHBIE pebdpa Kpome
OCHOBaHMH M C MOMOIIBI0 KIABHUIIU «S» YyBeIU4YMBaeM, OOdka CTaHOBHUTHCS
OKpyTJI0# (pHC.2).
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Pucynok 2 — PaboTa ¢ BU3yaJIbHOM 4acThi0 OOUKHU
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W3 TOHKHMX pa3pe3oB caeiaeM MeTalTMYeckue Kouyibla. JIiis Hagana
neperieM B peXHM BbiAeleHus rpaHei. Jlamee ¢ momomipio kiaaBuin «Shift +
JIKM» BbIZeNsieM HIDKHUH pa3pe3 U HaKMMaeM KIIaBHITy «E», 4TOOBI BKIIOYHUTH
BBIJIABIIMBAaHUE M cpa3dy ke nonareepxkaaeMm kimasumend JIKM. Ocrtanock TOJIBKO
YBEJIMYUTH KOJNBIIO KiaBumied «Sy». llpomensiBaeM ToXe caMoe € BEpPXHUM
KOJIBIIOM (puc.3).
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Pucynok 3 — Jlo0aBieHne MeTaIM4eCKUX KOJIell

Jist oOnerueHus paboOThl C KpPBIIIKOM OOUYKHM yJajsieM BEPXHIOI T'PaHb.
[lepexonqum B pexuM  BeigeneHuss  pebep.  Iloouepenno  BbiaensieM
POTHBOIIOJIOKHBIE TPAHU M HaXXMMaeM KiaBuiny «F» mist 3anonaenus (puc.4).

Pucynoxk 4 — Pabota ¢ KpbIlkoil 00YKu

Ho «kpeimka eme He 3akoH4YeHa. Bo3Bpamaemcss oOpaTHO B PEeXUM
BBIJICJICHUSI TPaHel U BbIACIIAEM KPBIIIKY. DKCTPYyAUpPYEM KiaBuiieil «E», a 3atem
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KJIaBuIien «S» 100aBiisieM elle OAHO KOJBIO pPsSIOM C OCHOBHBIM. Eme pas
DKCTPYyAUPYEM TOJBKO yxkKe 10 ocu Z BHU3 (puc.S).

PucyHok 5 — ®unanpHas paboTa ¢ KPBIIIKOM

HpaKTI/ILICCKI/IM PE3YJIbTaTOM I[aHHOﬁ CTaTbu ABJIACTCA CO3JaHHAsA MOJICIIb

O0ouku. /lanHas Mozenb MOAOUAET JJIs NAJIbHEHIEH peanu3aluu ee B urpe, uiu B
BHUJICO aHUManuu. Ha NaHHOM mpuMepe MOXKHO YOEIUThCS B MPOCTOTE JaHHOU
POrpaMMBbl, U B HE00S3aTETbHOM MPO(HECCHOHATILHOM €€ BJIAJICHUU.
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