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Ba3zoBble coueTannsi HOJOB M IeiiepoB B mporpamme Blender

boeamxun Maxcum Anmonosuy
Ipuamypckuii cocyoapcmeennwiii ynueepcumem um. Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B craThe mpencTaBiieHbl 0COOCHHOCTH PabOThI ¢ HOJTAMH MAaTEPUAJIOB B MPOTPaMMe
Blender. IlpuBeacHbl TpHMEpHI CO3MaHUS TPEX MATCPHAIOB C Pa3THYHBIMU
BapuaHTaMU WX HAcTpoWku. Tak OblIa TpOBEICHA BH3yaIM3aIlusl IMOJYYCHHBIX
TEKCTYp, JUIsl OOJIbIIIeH HATJISITHOCTH PE3ybTaTa.

KimoueBble caoBa: 3D-mozenupoBanue, Blender, Busyamuzanms, Hozsl
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Abstract

The article presents the features of working with nodes of materials in the Blender
program. Examples of creating three materials with different options for their
customization are given. So the visualization of the obtained textures was carried
out, for greater clarity of the result.
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1. BBenenue

Busyanuzanus — BaxHas yactb 3D monenupoBanus. OHa moMoraeT rnepeaarhb
ocobeHHocTn oOBekTa. LIBeT, ¢aktypy, CTPYKTYpy, HEKOTOpbIE (U3HUECKHE
cBoiCTBa. BCE ATO CTAaHOBUTCS BO3ZMOXKHBIM OJ1arofapsi BO3SMOKHOCTH MPUMEHEHHUSI
K 00bekTaM HabopoB TekcTyp. C Tekctypamu 3D Momens nepectaetr ObITh HA0OPOM
CEpBIX TeJ U3 pabouero MPoCTPaHCTBA — OOBEKT CTAaHOBUTCS MOHsATEH. Ha 0O0bekTe
YUTAIOTCS TEMHU, 00bEM U Tak aajiee. biaromaps npaBuiIbHOMY TEKCTYPUPOBAHUIO U
moa00py MaTepuajoB BO3ZMOXKHO TMONYYHTH 3D-miumocTpanid HEOTIUYHMBIC OT
dbotorpaduu. Bce 3TH 0COOCHHOCTH HAXOIAT CBOE MPUMEHEHHE B Pa3IMUHBIX
cdepax, OT CTPOUTEIILCTBA 10 KHHOUHIYCTPHUH.

1.1 AKTYaJIbHOCTB MCCJIEIOBAHUS

BBuay mmpokoro (yHKIMOHATa M JOCTYIMHOCTH mporpamma Blender c
KaXabIM JHEM oOperaeT BcE OoJblliee KOJMYECTBO IMoJb3oBaTeneii. Homp
MaTepHAIOB OJMH W3 CaMbIX OOBEMHBIX HHCTPYMEHTOB IMPOTrPaMMBbl, KOTOPBIH
BBICTYIIAET B POJIM CBOCOOPA3HOTO MPOTrpaMMUPOBaHUs TeKCTyp. biaromaps yemy
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MOSIBJISIETCS. BO3MOKHOCTH BOCCO37[aTh MPAKTUYECKU JTIO00N MaTepwall, MOJyYHB
noie Buszyanuzanuu dPdext dororpaduu. KadecTBeHHBIH MOAO00pP TEKCTYp
MI03BOJIACT JIOCTATOYHO TOYHO OIPEACTUTH, KaK OyIEeT BBITJISIICTh MPOCKTUPYEMBIH.
OTOT (haKT HaXOJUT CBOE MPUMEHEHHUE B pPEeKIamMe, apXUTEKType, CTPOUTENIbCTBE U
JIPYTHUX 00IaCTSX.

1.2 O0630p uccaeroBaHui

B cratee O.P. ['apaeBa paccMoTpeHbI OCHOBHBIEC OIIMMOKH, BOSHUKAIOIINAE TIPH
UMIIOPTE TOTOBBIX OOBEKTOB, @ TAKXKE OMMMCAHBI 0COOEHHOCTH MOITOTOBKH TOTOBBIX
mojeneit u3 Blender B urpoBoit «asmxok» Unity[1]. B padote B.C. IlamkeBud B
nporpamme Blender ¢ momompi0 cHCTEMBI KOMIIOHOBKH Y3JIOB, KOTOpas
pacmnonoxeHa B penaktope Shader Editor, ommcana mporeaypa pa3paboTku
MaTepHalIOB W peaiu3aius npuMepa pekiamHoro mocrepa [2]. Crenano A. IO.
NUIIeT 00 UCMOJIB30BaHUKM CHUMKOB MarHUTHO-pe30HaHCHOM Tomorpaduu (MPT)
BBICOKOTO paspemieHusi, (oTo-pedepeHCOB M aHATOMHYECKUX AaTjacoB JUIs
MOJICTTUPOBAHUS aHATOMUYECKU TOYHON MOJICNU YelioBeka B porpamme Blender. B
CTaThe TAK)KE 3aTparuBacTcs TeMa TekcrypupoBanus 3D mozpeneii [3].

1.3 Leab ucciieoBaHust

Llens uccienoBaHus — 0OO3HAYUT OCHOBHBIE MPEUMYILECTBA MPOTPAMMBI
Blender kak WHCTpyMEHTa JUIsl CO3J@HUS HMHTEpPbEpPa JKWIOTO IOMEIICHHUS.
[TomyunTh pealMCTUYHBIC BU3YaJW3allMA WHTEPbEpa, CO3JAHHOTO Oa30BHIM
Ha0OpOM MHCTPYMEHTOB.

2. MeToab! MCCJIeI0BAHUSA
B pabote ObuT NpUMEHEH aHATUTUYECKUI METO/: ObUIH MPOAHATU3UPOBAHBI
MaTepHalibl U 00yJarolue pecypchl o padote B nmporpamme Blender.

3. PesyabTar

B nepByto odepens, il IpaBUIILHOTO HAIOXKEHUS IICHIEPOB HA 0OBEKT, OH
JIOJDKEH UMETh XOPOITYI0 TEOMETPHUIO — 3TO MPEAOTBPATUT TMOSIBIICHUE apTedaKTOB
Ha TTIOBEPXHOCTH MOJIEIH.

Jlns mpumepa ucnonb3oBaia ICO Sphere ¢ yncioM cerMeHTOB paBHBIM IATH
(pucyHok 1). Tak sxe k Hel Obl1a npuMeneHa Gyukius Shade Smooth ¢ yriaom B 30°
(pucyHOK 2).
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Pucynok 1 — Ucxonnbiii 00BEKT

Pucynok 2 — Pesynbrat pabotsl ¢pynkuuu Shade Smooth

Tak sxe cieayer 3apaHee MPOBEPUTH MOJICIb, TPABUIIBHO JIM Ha HeE OymyT
NPUMEHSTHCS CO3/1aBaeMble MaTepHaiibl. J[s 3TOro ciaeayer MpUMEHUTh Ha Heé
TekcTypy nposepku Metal Carpaint (pucyHok 3). Pe3yabTat mpoBepKu mpeacTaBicH
Ha pUCYHKE 4 — apTe(haKkThl OTCYTCTBYIOT.
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Pucynok 3 — OKHO HaJIO’)KEHHS TECTOBOTO MaTepHalIa

PucyHok 4 — Pe3ynbraT npoOBEPKM KaueCTBA TOBEPXHOCTH

Jlns ynobctBa paboThl Jydine Bcero mojpouaer Oenwiii pon. Ctpykrypa
HOJIOB JIJIsI co3/1aHwst 0es10ro (hoHa, COXpaHEHUEM CBOUCTB ocBemeHus cieHs World
MPEICTaBJICHA HA PUCYHKE 3.
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Pucynok 5 — CtpykTypa HOAOB JiJ1sl co3aaHus o6enoro ¢poHa

[lepBbIM W OTHUM W3 CaMBIX PACIPOCTPAHCHHBIX MATEPHAIIOB CTAHET —
nepeBo. B ero ocuoBy niernia Hoga Noise Texture. be3 g0moHUTEIBHBIX 00pabOTOK
OHa BBIAET HA OOBEKTE CICAYIOMINHN pe3ynbTaT (PUCYHOK 6).

PucyHok 6 — Pesynbrar padotsl Honel NoOise Texture

Jlanee nob6assiem Hoabl Texture Coordinate u Mapping (Pucynok 7). JlanHbie
HOJIbI TIO3BOJIAT M3MEHSATh F'€OMETPUYECKHE MapaMeTphbl BBIXOJHOTO pe3ysbTaTra
(monoXkeHne TeKCTypbl, MacTad U yrojl IOBOPOTA).
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Pucynok 7 — [IpomexyTouHasi CTpyKTypa HOAOB

JUiss  monydyeHuss Marepuaia JEpeBO, HEOOXOJMMO  BBIACIUTh U3
IOJIyYMBILIETOCs pe3yibTara LBeTa NpUcylue aepey. g 3Toro nonoinaér Houa
Color Ramp. B Heit HeoOx01MMO yKa3aTh TpeOyeMbIii JUana3oH [BETOB, HAIIPUMED,
TEMHO KOPHUYHEBBIN U CBETJIO KOPUYHEBBIN (PUCYHOK 8).

Pucynok 8 — toroBast cTpykTypa HOZIOB

OpHako, pU 3aKOHYCHHOW IIETIOYKE HOJI, J)KEJIAaeMOTO pey3ibTaTa IMOJTyYUTh
He ynactes. Tak Kak He0OXOAMMO HAaCTPOUTH CIIEAYIOIIHNE TapaMeTPhI:

Mapping: OtperyaupoBath 3HaueHus Scale mo Bcem 3 ocsim

Noise Texture: Ycranosuts 3HaueHue Details B nuamasone ot 14 no 16 u
Roughness ot 0,5 mo 7.

Hcnonn3oBath amwkok Cycles.

Pe3ynbTaT HACTpOIKK MPECTABICH HA PUCYHKE 9.
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Pucynok 9 — OcHoBHBIE TapaMeTPbl TEKCTYPHI

B 3aBepiienuu cnegyert 106aBUTh TEKCType PakTypy, AJIL 3TOro NOTpedyeTcs
BKJIIOYHTH B IIETIOYKY HOy Bump (pucyHok 10).

Pucynok 10 — [TonHas nienoyka HOAOB

Pe3ynbTaT penaepa npeacrabieH Ha pucyHke 1.

Pucynok 11 — Pe3ynbTar npuMeHeHus MaTepuana
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CTpyKTypa HOJOB CIIEAYIOLIEr0 MaTepuala BHITJSAUT CIACAYIOUIMM Opa3oM
(pucyHok 12). 3gech cxeMa MoXOoIUT Ha MaTepual JepeBo, 32 UCKIOYEHUEM TOTO,
yro Homa Noise Texture 3amensercs Ha Voronoi Texture. [Iyis peryaupoBKH
JIOCTYTHBI BCE TE e MapaMeTphl, U OJsTofaps TaKoH CTPYKTYpe MOXHO MOJTY9IHUTh
00JIBIIIOC KOJUYECTBO MaTepuaioB (pucyHku 13-14).

Pucynok 12 — Ilpumenenune Hoapl VOronoi Texture

Pucynox 13 — I'pyOslii miiactuk
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Pucynok 14 — butasa meap

Emé onun BapuaHT npuMeHeHus VOronoi Texture — Cco3manne XaoTHYHBIX
TpelrH B cTekie. Llenouka HOIOB mpeacTaBieHa Ha pUCyHKe 15.

Pucynok 15 — [lenouka mo1oB 1Jist CO3JaHUsI TPELIUH B CTEKJIE

Pesynbrat paboThl Takoro Habopa HOJOB M300paXkeH Ha pUCYHKE 16.
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Pucynok 16 — XaoTH4YHBIE TPELIUHBI B CTEKIIE

4. BpIBOABI

B pesynbrare uccinenoBaHusi ObUIM COCTaBIICHBI 3 HOJOBBIE CTPYKTYpBHI,
OTMCaHbl HAa3HAYEHWsS OCHOBHBIX IMapaMeTpoB. IIpuBeneHbl MpuUMEpHl BapHaIruit
HacTpouku. /[ co3manmsi MatepraaoB ObUTH HCITOIB30BAaHbI CTAaHIAPTHBIC HOJIBI,
Ha CTAaHJAPTHBIX PEKUMax WX paboThl. MaTepuansl ObUIM BU3YTM3UPOBAHBI JIJIS
OOJIBIIIEN HATISITHOCTH
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