[Toctymat. 2023. No7 ISSN 2414-4487
YK 004

TexcrypupoBanue 3D moaesu Oyprepa B nporpamme Blender

Exumosa na Cepeeesna
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHol cTaThe ObLT paccMOTPEH Mpoliecc TekcTypupoBanus 3D moaenu Oyprepa.
B wuccnepoBanuu wucmonb3oBanack mporpamMMa Blender. B pesynbrate paboTsi
MOKa3aH MpOoIECC TEKCTypUpoBaHus Oyprepa.

Kuaruessle caoBa: biennaep, Oyprep, HOZl, MUP.
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Abstract

In this article, the process of texturing a 3D burger model was considered. The
Blender program was used in the study. As a result of the work, the process of
texturing the burger was shown.
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1. BBenenne

1.1. AKTyaJbHOCTH

AKTyaJbHOCTH JAHHOM TEMbI 3aKIIF0OUAETCS B TOM, YTO B COBPEMEHHOM MUPE
CO3/laHhE KOMITBIOTEPHBIX Mojele, B yacTHoctu 3D Mopenedt, mpuobpeno
JIOCTAaTOYHO OOJBIIYI0 MOMYJISPHOCTh, TPEXMEPHBIE MOJICTU HCIOIB3YIOTCSA IS
MOBBINICHUS Ka4yeCcTBa 00pa30BaHus, IS CO3AHMS: TPE3EHTAIIUN, KOMITBIOTEPHBIX
urp, MyJabTOUIBMOB, JUIsl cO37aHusl (Pu3nueckux o00BeKTOB (mpu momomu 3D
NpuHTEpa). 3HAHWUS W HABBIKK, TNpeIjaracMbie IMPOTPAMMOM, CTaHOBSTCS
WHCTPYMEHTOM JIJII CAMOPAa3BUTHS JIMYHOCTH, (OPMHUPOBAHUS TO3HABATEIHLHOTO
UHTEpeca y 00yJaronuxcs K 3 IMOICITHPOBAHUIO.

1.2. OO030p ucciaegoBaHui

T.B. Tempor u A.A. T'onyOHWYMI paccMOTpeau TMPOIECC CO3AaHus
TPEXMEPHOM MOJIEIH TaHTCHITUATHHOM TIECKOJIOBKH, 000CHOBAJI BHIOODP B KAUECTBE
cpenbl pa3paboTku pemakTopa TpexmepHod Tpaduku Blender. Ilepeuncnmm
OCHOBHBIE METOJIbI M IPUEMBI, UCTIOIB3YEMBIC JIJISl CO3aHMS MOJIEIH, IPEACTABUIH
¢bunansHBI pengep mozaenu [1]. B.A. O6peiekoB, U.1. HecmessHOB ommcanu
crioco6 co3ganusi 3D Moaenu KaMEHUCTOM KOCTH JIOMIAJAW C HCTIOJIb30BAHHEM
peaTbHOTO aHATOMHYECKOTO Tpernapara, MepCoOHAIBHOTO KOMIIBIOTEpA, MPOrpaMm
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Meshroom, Meshlab, Blender [2]. E.1. ManbueBa u M.M. O3epoBa paccMoTpenn
0COOGHHOCTM W  TpoOIlecC CO3JaHMS MOJEIM TUTapel B  CBOOOJHOM
npodeCCHOHATFHOM MaKeTe s CO3AaHus TPEXMEPHOM KOMITBIOTEPHOM rpaduku -
Blender. Omucanu mporecc co3gaHusi MOAENTH HauWHas C MYCTOW CLEHBl U
3aKaH4YMBas PEHICPUHIOM, KaXKIbIi IIAr MOSCHWIN CKPUHIIOTOM IPOrPaMMBbI.
Omnucanu npeumymiectBa Blender: ynoOcTBO yrnpaBieHus: TOPIYUME KJIaBUIIIAMHU,
BCTPOCHHOE PE3epBHOE KOMHPOBaHUE, THOKOCTh MHTepdeiica. Caenanu BBIBOI O
ToMm, uTo Blender mosxeT 6b1Th y100HBIM 3D-penakTopoM Kak /Uit HOBUYKOB, TaK U
s ipoeccronanos [3].

1.3. Ileapb HccaeaoBaHus
Ilens nccnenoBaHus — MOKa3aTh IMporecc co3ganus 3D momenu Oyprepa B
nporpamme Blender.

2. MarepuaJjibl 1 METOABI

B nanHOM mcciieoBaHNU MCIIONIB3yeTCs Iporpammuoe odecrieuenne Blender
s co3panus 3D mopeneit. OCHOBHBIMU ITPEUMYIIICCTBAMH JIAHHOM MPOTPAMMBI
SIBJISIIOTCS: JIOCTYITHOCTD, YHUBEPCAJIIBHOCTD, HEBBICOKAS CJIOKHOCTh yIPaBJICHUS,
HEBBICOKAs MTPOIOIKUTEILHOCTh OCBOSHUSI HABBIKOB paOOThI B PEIAKTOPE.

3.  Pesyabrarsl

Blender 3D — GecruaTHbIN MpOrpaMMHBIN MPOAYKT, MPETHASHAYCHHBINA JIIIS
CO3JaHMs M PeAaKTUPOBaHUS TpexMmepHou rpaduku. [IporpamMmma pacnpoctpaHeHa
Ha BCEX MOIMYJSIPHBIX MJIAT(GOpMax, UMEET OTKPBITBIA UCXOJHBIM KO U AOCTyIHA
COBEPILIEHHO OECIIJIaTHO BCEM KEJIAIOIINM, a TAK)KE €CTh BEPCHS HA PYCCKOM S3BIKE.

JUis Hayana BbIAENMM Bechb Oyprep W mnpunogHuMeMm ero. Haxumaem
kiaBumm «R», «X» u HeMHOro moBopaunBaeM Oyprep (puc.l).

Puc.1 IToBopoT Oyprepa

Tenepsr mobamisieM Kamepy, it 3Toro B MeHio «Add» Beioepem «Meshy
«Camera». B nactpoiikax kamepsl MeHsieM ¢ «Perspective» na «QOrthographicy

(puc.2).
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End

Degtict ) ad

Puc.2 HacTpoiika kamepsl

Jlanee Haxxumaem coueranue kiasui «Ctrl+Alt+0» u nacTpanBaeM Kamepy
(puc.3).

Puc.3 Hactpoiika kamepbl

Teneps mepexoaum B pazaen «Output Propertiesy wm mwuimem pasperneHue
1500x1500.

&5 Scene
Format

Resolution X 1500 px
Y 1500 px
100%

Aspect X 1.000
Y 1.000

Render Region

Frame Rate 24 fps
Frame Range

Frame Start
End
Step

Time Stretching

Puc.4 3smeHnenue paspenieHus
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[Tepexoaum 0OpaTHO B HACTPONKH KaMEPhl U MEHSIEM 3HAUYCHHUS.

Puc.5 UsmeHenunsa 3HaUeHU A

Teneps HacTpauBaeM peHjep, Ui 3Toro nepexoauM B «Render Propertiesy,
B nyHkre «Render Engine» mensem ¢ «Eevee» na «Cyclesy (puc.6). B myHkTe
«Device» mensiem ¢ «CPUy na «CPU Compute» (puc.7).

Puc.6 N3menenne mapamerpa

Puc.7 3menenne mapamerpa

Jlanmee MeHseM mapameTphl.
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Sampling
Viewport
Noise Threshold

Max Samples

Min Samples

Denoise

Render

Noise Threshold

Max Samples
Min Samples

Time Limit

& Denoise

Puc.8 M3amenenue napamerpa

[Tepexonum B myHKT «Color Managemer» u BeiOnpaem napametp «Very High
Contrasty.

> Film

Performance
Very Low Contrast
» Bake -
qu Contrast

» Grease Pencil Medium Low Contrast
Freestyle Medium Contrast

Medi ig ast
v Color Managerner Medium High Contra:

High Contrast

Very High Contrast

Display Device

View Transforn  None
Look = Nane
Exposure

Gamma

Sequencer

Puc.9 Beibop mapamerpa

Jlanmee mo0OaBMM ocBemlieHue, nepexoaum B mup «Viewport Shading» u
pacTsaruBaeM OKHO Ha 2. 3aTem nepexoauM B yHKT «Shader Editery.
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»

Puc.10 [epexon B mynkt Shader Editer

Teneps ¢ mynkra «Objecty Ha «Worldy.

R File Edit Render Window Help Layout

@~ W Object ~ View Select Add Node
B, Object
&) World

,L:? [:In'. L SR
Edit shader nodes from World.

Puc.11 Iepexon B mynkT World

Teneps no6aBisieM Heckobko HOOB. [lepBriit HOx «ENvironment Texturey,
BTOpOiIt «Mapping» u Tpetuii «Texture Coordinatey», 3aTemM MOAKIIOYAEM HX.

Puc.12 IMogknroueHne HOIOB

Jlanee y Homa «Environment Texturey, BeionpaeM Mup, AJIs 3TOTO HAKUMaeM
«Openy, u BeIOMpaeM «courtyard.exr».
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Puc.13 Bei6op mupa

JHobasasiem emé Hox «Mix Shader» u mogkirouaem ero.

Puc.14 TTonxmrouenue Hona Mix Shader

Jyomupyem nox «Backgroundy, modasisem ere omun Hox «Light Pathy u
nepexoauM B apyroi mup «Viewport Shadingy.

Puc.15 /lo6aBnenue HOfa v IepeXo/l B APYrod MUpP
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Teneps meHsiem 1BeT PoHa.

Puc.16 N3menenue nisera pona

B nome «Mapping» y «Rotation» craBum 3naueHue -30.

Generated
Normal v Mapping
u
Object
& Type:  Point
Camera
Vector
Window
Location:
X
Y

r4

Reflection

Rotation:
Equirectal

Single Im
Color Spacq
Alpha

Vector

Puc.17 smeHeHne 3HAYCHUS

[Tepexoaum B myHKT «Objecty.

Puc.18 Iepexox B mynkT Object

BriGepem Oyiouky ¥ cO31aiM HOBBIM MaTtepua, JJis dTOr0 HAKUMaeM Ha
«Newy.
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Puc.19 Co3nanue marepuana

N nobGasiasiem Heckonbko HOmoB «ColorRampy», «Mapping», «Texture
Coordinate».

Tenepyr HactpamBaem B Hojae «ColorRamp» mBer, y mepBoro duaxka
ykasbeiBaeM 1BeT «fac77by» (puc.20), y Broporo «724b2ax» (puc.21).

Pnc.20 Ycranoska 1iBeta

l I
RGB H5V Hex

Puc.21 Ycranoska 1iBeta

Color @

Alpha @
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Jlo6aBum erie oauH (IakoK U ycTaHOBUM emy mapametp 0.164.

Puc.22 YcranoBka napamerpa y BTOporo diakka

N y camoro mocaemnero ¢uaxkka ycraHoBuM mapametp 0.695.

Puc.23 YcranoBka mapamerpa TpeTbero Quiaskka

Y Broporo ¢uiaxkka qo6aBum mpet «bc7ad3» (puc.24).

Puc.24 Ycranoska 1iBeta

Y "Homa «Mapping» mensiem mapameTpsl «Rotation» Ha 55 u 45 rpaaycos.

Puc.25 3meHnenue napameTpon
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Tenepsr Ha OymoUKy 10O6ABUM TEKCTypy XJieba, M1l 3TOro J00aBISIEM HOJBI
«Bump» u «Nolse Texsture» u coequnsieM HX.

Pnc.26 Coenunenue HOOOB

Y "Homa «Bump» mensem mapametp Ha 0.1.

Invert

® Strength 0.100
® Distance 1.000

® Height

Normal

Puc.27 N3meHenne napameTpoB

VY Homa «Mapping» mMensiem mapametpbl «Scale» ua 15.000.
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v Mapping

Type: Point
Vector

Location:
X
\f
VA

Rotation:

Puc.28 M3meHnenne mapaMeTpos

Teneps NpUMEHUM AAHHYIO TEKCTYPY K HHXKHEW 4acTH OYyJIOYKH, JJI ITOTO
BbIOEpEM yXKe CO3JJaHHBIA MaTepua.

Puc.28 [IpuMenenue marepuana

Puc.29 [Ipumenenune marepuana

Teneps 3aTeKCTYpUpPYyEeM KYHXKYT, 100aBisieM eMy HOBBIH 1IBET «8c4000.
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Puc.30 Jlo6aBneHue misera

Jlanee npuMeHsIEM YK€ CO3AaHHbIN MaTepUal AJisl BCEro KyHXyTa.

Puc.31 IIpumenenne matepuaia

Teneps TekcTypupyeMm 3eneHb, HaxumaeM «NEW» U yKa3blBaeM emy
napameTp 1BeTa «5eaa33d».
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Puc.32 JloGaBneHue misera

Jlanee BbIIENsieM HWKHUN CJIOW 3€JIEHM W BBIOMpAEM [JIsi HEro YyXKe
CO3JaHHYIO TEKCTYpY.

Puc.33 [Ipumenenue marepuana

Jlanee TeKCTypUpyeM MOMUIOPHI, 1Jisl Hee BeiOupaeM 1BeT «C80elly.
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Puc.34 Jlo6aBieHue 1iBeTa

JInst oCTanbHBIX MOMHAIOPOK IPUMEHSIEM YKE CO3AAHHYIO TEKCTYPY.

Puc.35 [Ipumenenue marepuana

Jlnst ceipa BeiOupaem mBet «fa9900y.

Puc.36 Jlo6aBneHue nsera
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Teneps BbIIEIsIEM KOTIIETY U BhIOMpaeM el 1iBeT «7d3c1ly.

Puc.36 Jlo6aBneHue misera

Tenepp k KOTIIETE MPUMEHUM HECKOJIBKO HOOB «Bumpy, «Nolse Texsturey,
«Mappingy, «Texture Coordinate». Coemuaum ux (prc.37), 1 y IByX HOJIOB MEHSIEM
napameTpel. Y Homa «Nolse Texsture» B mapamerpe «Scale» crasum 5.000, B
napamerpe «Detaly 2.000, 3atem Mmensem mapameTpel y Homa «Mapping» B
napametpe «Scale» crasum 10.000 (puc.38).

Puc.37 Coenunenue HOIOB

Puc.38 Jlo6aBneHue nsera
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Puc.40 T'otoBslit Oyprep

4, BriBoabI
B nanHo#t crarbe OBLIO MOKa3aHO, Kak co3/aBaTh Oyprep B mporpamme

Blender.
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