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TexkcroBast anumanus ¢ 3¢ dexToM NpoBoJIOYHOrO0 JoroTumna B Blender

bopooynun Anopeti Baoumosuy
Ipuamypckuii cocyoapcmeennwiii yrueepcumem um. Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

JlanHast cTaThsl TOCBSIEHA CO3JAaHMIO TEKCTOBOW aHMManuu ¢ dddexTom
MIPOBOJIOYHOTO JIoroTuna B mporpamMe Blender. Dta ctathst Oyner mosie3Ha Kak
HAYMHAIOIIMM, TaK M OIBITHBIM Moyb3oBarensiM Blender, >xemaromum co3naTh
3G (EeKTHYI0 aHMMAIUIO TEKCTa C MCHOJIb30BaHMEM 3(PQeKkTa TPOBOJIOYHOIO
JOrOTHIIA.
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Abstract

This article is devoted to the creation of text animation with the effect of a wire logo
in the Blender program. This article will be useful for both beginners and
experienced Blender users who want to create a spectacular text animation using the
wire logo effect.
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1. BBenenue

1.1 AKTYaJIbHOCTH MCCJIeIOBAHUS

Uccnenoanue Ha Temy "TekcroBas anumarus ¢ 3¢pHEKTOM MPOBOJIOYHOTO
jorotuna B Blender" akTyansHO B COBpeMEHHOM MUDE, Tie BU3yaIbHbIE 2P (HEKTHI
Y aHUMAIIUS WTPAIOT BAXXHYIO POJIb B CO3JaHUM KOHTCHTA JIJIS Pa3JIMYHBIX IICJICH.
Blender mnpemocraBiseT MIMPOKHE BO3MOXKHOCTH JIJISi CO3JAHMS  CIIOXKHBIX
aHUMAIIMH, BKIIFOYast TEKCTOBYIO aHMMAITHIO ¢ 3 ()EKTOM IMPOBOJIOYHOTO JIOTOTHUIIA.
HccnenoBanre MMeeT MPAKTHYECKYH 3HAYMMOCTh, TOMOTas pa3pabdoTyukaM |
aHUMaToOpaM CO3/aBaTh IPUBJICKATEIbHbIC BH3yallbHBIE J(P(EKTh, a TakKe
aKaJeMUYECKYIO IICHHOCTh, PACIIUPSS 3HAHKS O TEXHOJOTHUAX U METOJIaX CO3/IaHMsI
annManuu B Blender.

1.2 O630p ucciaenoBaHuii

JIns co3maHust MpoekTa Obla pacCMOTpeHa cieayrorias ctaThs A. A.Ilpaxos
KOTOPBI# ucmonb3oBan 3D MonenupoBanue u anumanuto B Bkender [1]. Tak xe P.
B. AxumoB Komruteke ypokoB o Teme" 3D rpaduka u anmmanus B Blender" [2]. B
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cratbe B. A. becxne6uwiii, E. B. ®demmna ommcaiu aHaim3 COBPEMEHHOTO
nporpaMMmHoro obecrnieueHus mo 3D moaenupoBanuio[3].

1.3 lleap ucceaoBaHusi
[lenpl0  HCCIIEOBAHUS  SIBISCTCA  CO3JaHWE TEKCTOBOW  aHUMAIUH
IIPOBOJIOYHOTO Jiorotuna B Blender

2. MaTepuaabl H METOIbI
Co3manue aHWMAIlMd C HCIIOJIb30BAHWEM OCCIUIATHOTO IMPOTPAMMHOIO
o0ecneuenus «Blender 3D».

3. Pe3yabTaT 1 06CyxkaeHue
Jls Hayana co3gaguM TEKCT AJist paboThl ¢ HUM (PucyHok 1).

Pucynok 1. Cozmanue Tekcra

Cnenyromum 1maroM  jao0aBiisieM TEKCTy O0BEM U MPOU3BOIUM
npeodpa3oBaHusl ISl TOro 4TOOBI B JaybHEHIEH paboTe HE BO3HHUKIIO OIIMOOK
(Pucynok 2).

Pucynok 2. KoppekTupoBka Tekcra
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Jlanee ncnomp3ys IUIaruH uctonb3yeM Gynknuio «Bounce Spline» (Pucynox

3).

Pucynoxk 4. [IpeobpazoBaHue TeKcTa B KpUBbIE

CJIGIIYIOHII/IM marom IIO6aBI/IM TOJIIHUHBI ITOJTYYHUBINUMCA KPHUBbBIM (PI/ICYHOK
5).
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Pucynok 5. Jlob6aBieHue TONIIUHBI

Jlanee TPOW3BOIUM HACTPOWKY IOJIOKEHHUS KaMepbl W HACTpauBacM
mreriaepsl (PucyHok 6-7).
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Pucynok 7. Hactpolika menepoB

[Tocnie HacTpoukH MIEWAEPOB MEpPexoau K aHumauuu tekcra. [IpousBonum
JUTISL KaKJI0M OYKBBI 110 OT/IEJIbHOCTH U BBICTABJIsIEM KiIFOUeBbIe Kaphl (PrucyHok §).
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PucyHok 8. AHUMUpPOBaHHE TEKCTa

BriBog
B nanHOU cTaThe OBLT MOKa3aH MPOIIECC CO3AAHMS AaHUMAIIUU TeCTa C
3¢ (heKToM POBOJIOYHOTO JIOTOTHITA B Tporpamme Blender.

bubuaunorpagpuyeckuii CHucoK

1. IIpaxoB A. A. Blender: 30-monenupoBanue U aHumanusa. PyKOBOJCTBO aJis
HaunHatouux. CII10.: BX B-Iletepoypr, 2009. 272 c.

2. Axumos P. B. Kommiekc ypokoB o teme" 3D rpaduka u anumarnus B Blender"
//MH)OpMalIMOHHO-KOMMYHUKAITMOHHBIE ~ TEXHOJIOTHH B IEJarorH4eCKoOM
obpazoBanuu. 2013. C. 13-14.

3. becxneonwrii B. A., ®emuna E. B. Ananu3 COBpEMEHHOro IpPOTrPaMMHOTO
obecrieuenuss mno 3D  wmoxenupoBanuto //IludpoBuzanmsi  IKOHOMUKH:
HarpaBJeHUs, MeTOibl, MHCTpyMeHThI. 2022. C. 148-151.



