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JlobaBJienune geraJjieil qmopamsl B mporpamme «Blender»

benuxos Anopeii I'ennaovesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOM cTaThe OBLT paCCMOTPEH MpoILIecC H00aBICHUS AeTajel 1 JuopaMbl. B
WCCIICIOBAaHMK HCIIOJIb30Bajach mnporpamma «Blender». B pesymbraTe paboThI
ObLIa co3/IaHa JIeTaIU3UPOBAHHAS JHOpaMa.
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Abstract

In this article, the process of adding parts for a diorama was considered. The
"Blender" program was used in the study. As a result of the work, a detailed
diorama was created.
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AxTyalbHOCTBh cO37aHMs auopaMm B mporpamme «Blender» o6yciosinena
BBICOKOM BocTpeOoBanHOCThIO 3D nuzaitHepos B Game Dev unayctpumu.

[lenb maHHOW CTAaThM, MOKAa3aTh MPOIECC ICTATU3UPOBAHUS JAMOPAMbl B
nporpamme «Blendery.

Hnst co3manumsi mpoekta Obuta paccMmoTrpeHa ctaths JILII. besBepxosna,
A.B.MankoB B cBoed cTaThe paccMoTpenu mnporpammy «3D Blendery, ee
XapaKTEePUCTUKU, MPEUMYIIECTBA, HEAOCTaTKM M ee o0JiacTh mpuMeHeHus [1].
Tak xe A.M. KiubikoB coBmectHo ¢ H.A. ®posoBa mnpoBenud pabOTy Haj
UCCIIEJOBAHUEM BO3MOXHOCTH MOJIEIMPOBAHUS TPEXMEPHBIX OHOJIOTHYECKUI
OOBEKTOB C UCIOJb30BaHMEM O€CIUIaTHOW mporpaMMbl st co3gaHus 3D-
o0bekToB Blender, a Takke mnpu MOMOIIM JAaHHOW MPOrpaMMbl CMOTJIU
CMOJICIMPOBATh KPOBEHOCHBIM kamwuisip [2]. B cratee M.P. AoGnues,
®.P.AmetoB, MWN.III. Mepmor, O.M. AnunpimaeBa oOmnucajld OCHOBHBIC
BO3MOXKHOCTH, (DYHKIIMU ¥ KOMITOHEHTHI ITOJIb30BaTEILCKOT0 HHTEpdeiica [3].

C momomipi0o Ky0OB coO37a€M JEPEBSHHBIC AJIEMEHTHI JIOMa, TaKHWe Kak
JBEepb, OaKu Ha Kpbilie U pambl Ha okHe (Puc. 1).
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Pucynoxk 1 — /IepeBsiHHbBIE 3JIEMEHTHI JOMaA

Tak kak HEKOTOpbIE AEPEBSIHHBbIE AJIEMEHTHl €CTh Ha OCHOBHOM MOJEIH
oMa, HeoOXOJIUMO cJielaTh WX OTAENIbHBIMU OObeKTaMu. /[ 3TOoTrO BBLIEpaeM
Oasky BOKpyT jJoMa ¢ moMoInbio «Alt+JIKM» u BeIIEINM PSIOM JI)KAIUe TPaHH
¢ nomompo «Ctrl++» nanee Haxumaem «P» u «Boigenenue», To ke camoe
JeraeM U ¢ Oankoi Haxosmelcs Ha kpbiire (Puc. 2).

Pucynok 2 — JlepeBsiHHbIE 3JIEMEHTHI

Crnenyrommm marom o0beAMHUM BCE AepeBsiHHBIC deMeHTHI (Puc.3).
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Pucynoxk 3 — O0beanHeHNE N1EPEBSIHHBIX JIEMEHTOB

Jlanee nobGapimsem «®acky» M HacTpaMBaeM TaK JK€ KaK W IPEAbIIYIIUC
anemeHTHI (Puc.4).

Pucynok 4 — O6paboTanHbIe 1ePEBIHHBIC DIIEMEHTHI

Jlasiee co3mamuM pydKy JIBEpH M BBIBECKY Ha JOME, JUIS 3TOTO TaK JKe
ucnosibzyem «Merm» (Puc.5).
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Pucynox 5 — Tabnnuka u pydka 1Bepu

Jlanee TakuM K€ METOJIOM CO3JaTUM OKPY>KEHHE, 8 UMEHHO KaAMCHHYO
TPONHMHKY, IepeBo, Oouku u 3a00p (Puc.6-9).

Pucynoxk 6 — JlepeBo
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Pucynok 7 — TponnHka

Pucynok 8 — 3abop

Pucynok 9 - bouku

B urore paboThl 10KHA TOTYYUTHCS TOTOBas Mojaeb auopamsl (Puc.10).
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Pucynox 10 - 'oToBast Moiens AMOpaMBI

B nanHo# cTaThe ObUT MOKa3aH Mpoliecc 100aBIeHUs AeTanei sl TuopaMbl
B iporpamme «Blendery.
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