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IIpouenypHblii meiixep gaBbl B Blender

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmaHHO# cTaThe OMHCAH MPOIECC CO3JaHMs MPOLEAYPHOrO MIeHepa JIaBbl JIJis
OyIyliero MCIojib30BaHUS €€ B KauecTBe TeKcTypsl. [l co3panus tpedyercs 3D
pemaktop Blender nro6oit Bepcum. IlpakThdeckuM pe3yiabTaTOM  SIBISIETCS
CO3/IaHUE PEAKTUPYEMOTO IIeiiepa JIaBbl.
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Abstract

This article describes the process of creating a procedural lava shader for future use
as a texture. To create, you need a 3D Blender editor of any version. The bottom
line is to create an editable lava shader.

Keywords: Blender, shader, lava

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 KOMITOHEHTBI [TOJIb30BaTEILCKOro nHTEepdeiica [3].

Co3naeM HOBBIN MPOEKT, YAAISIEM CTAaHAAPTHBIN Ky0 M COYETAaHUEM KIIaBHUIII
«Shift + Alty nobasnsiem o0bekT «UV Spherey.
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[Tocne noGamBineHume HOBOro oOBEKTa, 4TOOBI cdepa BeITIsAAETa Oosee
IJIaJIKOW HY)KHO YBEJIMYMTH KOJMUYECTBO pedep M rpaHel, s 3TOro mepeiiieM B
PSKMM PEIAKTHPOBAHHMS K C IOMOINBIO O0O0bIYHON GyHKIuH «Subdivide»
ocrasisiem 3HaueHne «Number of Cuts» na 3HaueHue 1, a 3HaueHue «SMoothnessy
yBenuuuBaeM 10 1 (puc.l).
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Pucynok 1 — YBenuunBaem KOJIU4YECTBO pedep U rpaHeit

Jlanee mepexoauMm Bo BKIanky «Shading». Temeps B MeHIO OTOOpa)keHUs
BeIOMpaeM «Material Previewy, a B HacTpoiikax BeiOepem Oosiee TemHyto «HDRI»
Y YIQJIUM TOJIHOCTBIO 3aHui (oH (puc.2).
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Pucynok 2 — HacTpoiika Blender ans nanpHeiinero HanoXeHHs TEKCTYPhbI
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[Tepexomum k pabote ¢ Homamwu. Jlns Havama mobaBum «Mix Shader» u
coequaum ¢ «Principled DSDF» u «Material Outputy. doGasisiem eie OauH
mieigep moa HasBanweMm «Emissiony, coemmusem ero ¢ «Mix Shadery», u
IIPOU3BOJIMM HACTPOMKY IIBETa, BRIOMpAEM SPKO KpacHBIM M 3HaueHue «Strengt»
ctaBuM Ha 50. Yrke TOJydHIIOCh YTO-TO TIOXO0KEE Ha JIaBY, HO €III¢ HY)KHO yKa3aTh
mieiepaM, TJIe OHHM JOJDKHBI PacIoyiaraThCs Ha CO3JaHHOM OOBEKTE, NI 3TOTO
nobasiasiem Hom «Color Rampy», «Noise Texture» u coemunsiem. Temnepb uepes
«Color Ramp» MOXHO yIpaBISATh PACIOIOKEHHEM KaXI0TO meinepa (puc.3).
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Pucynoxk 3 — Pabora ¢ pacnoioxxeHueMm meiaepon

yde Cont Collection | Sphere | Verts:1,9

Jlist GonblIel peaucTUYHOCTH HY>KHO 100aBUTh penbed. Jodasnsem HOA
«Bump» u coequnsiem ero ¢ «Principled DSDF» u «Noise Texturey» (puc.4).
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User Perspective
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Pucynoxk 4 — Pabora ¢ penbedom

B nmanHO¥ ctarthe ObUT peanu3oBaH MPOIEAYPHBIN Imielaep JaBbl. J(anHas
MOJICJIb MOAOWAET ISl MAIBHEHIIECH peain3alldd €ro B HUIpax WIH B BHIEO
aHuManuu. JIro0oi MOXKET HayYHUThCS MOJICIIMPOBATh,

bubauorpadpuvecknii cnmcox
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