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OAEAUPOBAHMUE

MOAEAUPOBAHME - 3TO NPOLIECC, MPU KOTOPOM CO34al0TCA 00 bEeKThbI-Moaeny,
LileNb KOTOPbIX 3aMeCTUTb O0BbLeKT-opurnHan npu nsydyeHun. Mogens AomkHa
copgepXaTb 3HaYMMble AN AaHHOro uccrnegoBaHUA CBOMCTBA OpuUruHana

O6beKkTbl NPOrpPAMMbI:
KOHCOAb.

Pa6o4umn cToA.
PasAnYHbIE TUMDbI OKOH.
Kamepa.

OcselleHue.

O6BAQCTb KHOMOK.
Chaom.

OKHO npeAnpocmoTpa.

KOHTeKCTHOEe MeHI0.
OO6beKTbl.
MHCTPYMEHTDI




BIOTEPHOTO MOAEAUPOBAHMS _

MaTtemaTuyeckoe MoaAeAMpoBaHUE B P€AAbHOM BPpeMEeHU
(1IBAEHME MAM NpoLEeCC MPOU KOTOPOM MOAEAMPYEMAA CUCTEMA
OMUCHIBAETCA C MOMOLLLbIO pearpyeTt HQ BO3AEUCTBMSA 13 BHE,
MATEMATUHECKMX DDOPMYA); TO €CTb — B3AMMOAEUNCTBYET C

OObLEKTAMMU PEAABHOTO MUPA.
(HONPMMEP: KOMMbIOTEPHAS UTPA)

padouyeckoe
(peLernmne 30Aa4M1
C MOMOLLLbIO BU3YAAM3ALMM).




Komnac 3D AutoCAD Blender 3ds Max u Apyrue...

Smcay | Make |
[T |

Tafuce |_tiake |




* Blender — cBo6oaAHbIN — S A
NPOdoeCCHOHAAbHBIW NAKET AAR — P
CO3ACHMA TPDEXMEPHOW KOMMbIOTEPHOM = i-- Bem
rpadouku, BKAKOHAKOLWUU B cebs e s ol

CPeACTBA MOAEAUPOBAHMS,
GHUMALLUU, PEHAEPUHIA, MOHTAXA,
BUAEO CO 3BYKOM, A TAKXKE AAS
CO3AC0HUS MHTEPAKTUBHbLIX UTP. B
HaCToOSsLLLee BpeMs NOAb3yeTCH
HAMOGOABLUEU MONYASPHOCTbIO CPEeAMU
6ecnAaTHbIX 3D-peAaKTOpPOB.







STUE PEHAEPUHIA

PEHAEPUHT (BU3yaJIN3aIus)- NOCTpoeHNe NPOEKIHH B COOTBETCTBHH
MOJ€/IbI0

4
-
=
CueHaq, co3aaHHas B Blender — 310 ewe He

usobpaxxeHue. YT1o6bl NOAYHYUTb U3 CLLEHDI

rpadomuyeckmm damA Heo6xXo0AUMO - 3D-Kkypcop
(OTpEeHAEPUTb) OAUA.

POPMUPOBAHUE U30OPAXEHUSA MO
CO3AQHHOMN CLEHEe

Ha3bIBAETCSH peHAEePUHIoM (OTPUCOBKOM). B
Blender, 4TO6bI NOCMOTPETb KOHEYHOE
U30OpaXKEeHUe CAEAYEeT HOXATb KAGBULLY
F12. OToOpaxaemas CTOpPOHA Ha e, 11
MOAYHYMBLUEMCSH M306PAXEHUN 3ABUCHAT OT > '
TOro, rA€ pasMeLLLEHd U KOK MOBEpPHYTA
Kamepa. —

OTo6paxaemsbit 06bEKT, NO
YMOAYCQHUIO — KYO.




EAA

« [InAa nameHeHusa mesh-oo6LeKTOB (reoMeTpuyeckas ceTka)
npeaycMoTpeHbl MHCTPYMEHTbI, OAHUM U3 KOTOPbIX ABMNSAETCS
UHCTPYMeHT Extrude (noBepXHOCTb)

(B nepeBoae € aHrn. - BblgaBriMBaTthb, BbiNA4YMBaTb) No3BonseT
nameHATb mesh-o06bekTbl B PEXUWME PEOAKTUPOBAHUA 3a cyer
CO34aHMA KONMUN BepLUUH, pedep 1 rpaHen u nx nocrieayrowiero
nepemMelleHus, a Takxke usmeHeHusi paamepoB. B Blender ecTb
cneumanbHbIN UHCTPYMEHT Subdivide (paspgenutenb Ha YacTh),
NO3BONAKOLWNN pa3fennuTb rpaHb UK pedpo Ha YacTu.




PEXXUMbI BLENDER

«Blender Internal» (RENDER) -
3TO OPUTMHAABHbIU ABUXKOK
peHAepuHra Blender, ncxoAHbIU
KOA KOTOPOro 6bIiA HANMCAH
ewe B 90-X. 3TO cMeCb HOBbIX U
CTAPbIX TEXHOAOIUU
PEHAEPUHIA, BKAIOYAIOLWLUX B
cebs TPACCUPOBKY Ay4ew,
OTPAaXeHne U OCBeLleHue.

Cycles — 3TO HOBbIU
BU3YCOAU3ATOP, BBEAEHHbIU B
Blender 2.61. OH HaOUWeAeH Ha

NPOCTOTY UCNOAb3OBAHUSA U
UHTEPOAKTUBHOCTb.




BLENDER GAME ENGINE

bAeHAEep umeeT cO6CTBEHHbIN
BCTPOEHHbIN UTPOBOU ABUXOK,
KOTOPbIU MNO3BOASIET CO3AABATD
UHTEepPAaKTUBHbIEe 3D
npuAaoxeHus. Blender Game
Engine AsBASieTCS MOLLLHbIM
UHCTPYMEHTOM
BbICOKOYPOBHEBOIO
NPOrpamMmMUpPoOBaAHUSA. ABUXKOK
umeeT cBoM f3bik Python API,
KOTOPbIM MOXXHO UCMOAb3OBATb
AAS HONMUCOHUSA CKPUMTOB AAf
YNpPABA€HUSA UTPOM.




BU3YAABHOE MPOIrPAMMUPOBAHMU

3TO cnocob CO3A0HUA NPOrpAaMMbl AAS DBM nyTem
MOHUNYAUPOBAHUSA rpacbu4eckmmmn oobeKkTamm
BMECTO HANMMCOHUSA e€ TeKCTa. BusyaabHoe
NPOrpaAMMUPOBAHME HOCTO NMPEACTABASIOT KAK
CACAYIOLWLUU 3TAN PA3BUTUA TEKCTOBbLIX 13bIKOB
NPOrpaMMUPOBAHMA.

OHO UCMOAb3yeTCSl AASl CO3AQHUSA MPOrPAMM C
rpacpm4eckum UHTEPMDEUCOM. DTO A3bIK CXEM,
OCHOBQOHHbIN HO naee «duryp U AMHMM), KOTOPbIMU
MO>XHO MAHUMYAUPOBATb UHTEPAKTUBHBIM OGP A3OM.
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Add-ons AonoAHeHue (aAAOH)

NODE WRANGLER

[Mo3BoAsieT paboTaTb C Y3AOMMU B ﬂ\
Cycles n yckopsieT npouecc paassi : o
CO3AC0HNA MATEPUAAOB. o

Hanpumep, npu CTAOHAQPTHOM g
CO3AQHNN MaTepUuaad tom B
Heo0B6X0AMMO CMELLUATb ABQA |
weunaepa (Tekctypa). AAg aToro,
BcTaBAaseTe Mix Shader, aAaaee
noAkAlo4daeTe ero K Material
Output u camum wenaepam. C
nomoubio Node Wrangler,
AOCTATOYHO BCEro AMLLUb OAHOro
ABUXEHUSA MbILLKM, YTO Obl
CAEAQTb TOXE camoe.




E TPEXMEPHOI I'PAOUKH X

= MOI[eJII/IPOBaHI/Ie B IPOMBIIIJICHHOCTH ;

* Kunemarorpadgus;
* MoaeaupoBanue Janama@pra, 3/aHUA 1 HHTEPbEPOB;
* MeauiuHa;

* ApXxeoJiorusi;

* Peknama;
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- y4eb6Hoe nocobue no Blender/



https://studfiles.net/preview/5762542/

KTnu4yeckue paboTobl B Blender.
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