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Anomauia

YV oawiii pobomi posensinymo ocobausocmi ma emanu mooenoéanns piznomunuux 3D-06'ekmig O Komn tomepHux
ieop, sukopucmosylouu npozpamy Blender.
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Abstract

The features and stages of simulation of multi-type 3D objects for computer games using the Blender program are
considered in this paper.

Keywords: Blender, 3D-modelling, exterior, architecture, game development, game assets.

Beryn

OpmHnM i3 po3niniB KoMiT'foTepHOi rpadiku € 3D-moxenroBanHsa. Oco0IMBO MOMYIAPHAM HAMPIMKOM
IILOTO PO3JITY y Hall Yac € HOro BUKOPHCTAHHS B CTBOPEHHI KOMIT IOTepHHX 3D-irop Ta amimanii. Ha manwii
MOMEHT PO3p00JIEHO JOCHTH OaraTo MPOTPaMHUX CEPEIOBHII TSI CTBOPEHHS TPUBHMIPHHUX 00’ €KTIB.

Tak, HanpuKIaz, TOCUTH BiJOMI MOTYXHI IHCTPyMEHTH Il poboTH i3 3D-00'ekTamMu 1151 IPOMHUCTIOBHX
uineit: SketchUp, AutoCAD, ArchiCAD Ta iH. He BUSBISIOTHCS 3PYYHUMU ISl CTBOPCHHS irpOBUX O0'€KTIB Ta
agiMari.

Iamma rpyma - e Bizomi mporpamu Maya ta 3Dsmax Bix kommanii Autodesk, sixi MaroTs y co0i Bce, 1o
HeoOXiHO cydacHOMY 3D-Xyn0KHUKY. AJe Li IPOAYKTH € JOCUTh JOPOTUMH, IO POOUTH IX HEAOCSHKHUMH IS
MOYATKIBIIIB-pO3POOHUKIB Ta THX, XTO BUBYA€E ocHOBU 3D-MonemoBanns [1].

Tomy Oarato mouatkiBHiB oOmpaioTe Blender - 0e3KOmITOBHMI Ta 3pydHHH IHCTPYMEHT IUIS
mopemoBadHA 3D-00'extiB. Ilpn mpoMy y MOpiBHSHHI 3 IaTHOIO mporpamoro Maya, Blender € we Tinmbkn
0E3KOIUTOBHUM, 2 € II¢ i HaOMKEHUM 32 (QYHKIIOHAIEHUMH MOMXJIMBOCTAMH. TakoX, IIe CTOCYeThCs BUIAIKIB
BUKOpHCcTaHHA 3D-MoemoBaHHS B HABYAJIbHOMY ITPOIIECi.

Mertoro pobotn Oymo pO3IIISHYTH OCOONMBOCTI poOOTH B mporpamMHOMy cepenosuimi Blender na
NPUKIAAI CTBOPEHHS TPUBHMIDHMX OO’ €KTIB JUII KOMII'IOTEPHOI I'PH 3 TPaHUMH IIOBEPXHSAMH (EKCTep'ep
OYAMHKY) Ta KpUBUMH MTOBEPXHAMH (IrpalIKOBHH JIITAK).

OCHOBHA YaCTHHA

OTtxe, 3amada Oyna B JOCHIPKEHHI MPOLECY CTBOPEHHS TPHUBHUMIPHHUX 00 €KTIB JUIA MOJAIBIIOTO iX
BUKOPHCTAaHHA y KOMIT'IOTEpHHX irpax Ha TpPHKIaai CTBOPEHHS [BOX ITPOBHX OO’€KTiB — OyIWHKY Ta
IFPAIIKOBOTO JIiTAKA.

BuxonanHs poO0TH BiAOYBaIOCS y TPU ETAIH:

1) Bu3Ha4YeHHS QOpMHU 00’ €KTY;
2) pmertaiizallis CKIaIOBUX 00’ E€KTY;
3) monaBaHHS MaTepialib.

Ilepex cammm mpomecoM MOJENOBaHHA OyJI0 CTBOPEHO €cKi3 OyAWHKY, Ha OCHOBI AKoro i OyB B

MIOTATBIIIOMY 3MOJEITFOBaHUH caM OyAWHOK (pHc. 1) Ta BCTAaHOBIICHI peabHi METPUYHI PO3MIpH.



Pﬁc.l

Ha mepmomy ertami (puec. 2, 3), y BikHi «CreHa» y rpadi OJWHHUIG BHMIpPIOBAHHS BCTAHOBJIECHO
«Metpranra cuctema» (Scene — Unit Presets — Metric), a TakoX IpH CTBOPEHHI 3araibHOI Gopmu Oyiio
BUKOpUCTaHO iHCTpyMeHTH «Extrude» (altte B pexumi pemarysanus) ta «Olidify» mMomudikatop (y BikHI
Moudikaropis, y cnucky «CtBoputm» (Generate)).

Puc. 2 Puc. 3

Ha apyromy erami (puc. 4, 5), npu MOJCIIOBaHHI CiTKM OAJIKOHHHMX TEPHJI Ta YEPENHIli Aaxy, Oyio
BUKOpUCTaHO MoaudikaTop «Macus» 3i criucky «CtBoputm» (Modifiers — Array).

Puc.4 Puc. 5



Jis HamaHHS OIBIIOT PEaNiCTUYHOCTI BIKHAM Ta IBEPsSM, OyJ0 BHKOPHCTAHO IHCTPYMEHT «3pi3»
(Bevel) (ctrl+b y pexxnmi penaryBanss).

Ha tpetpomy etami (puc. 6, 7) Oyno nomano pisHi «Marepianm» (Materials) 10 OkpeMHUX €lIEMEHTIB
( Materials — Add material).

Puc. 6 Puc.7

3acTocyBaHHsS MaTepiajiB € OJHUM i3 HAHBaKIMBIIINX €TaliB, a/p)ke caMe BOHH BH3HAYAIOTh SIKICTh
KIiHIIEBOTO pe3yiIbTaTy. ToMy IpoIecy CTBOPEHHIO MaTepialiB IPUALTIEThCA HAHO1IbIIe Yacy Ta yBaru.
Bizyanizaris (Rendering) kiHIeBoro pe3yabTaTy 300paXkeHuii Ha puc. 8.

Puc. 8

HdpyruM 3aBmaHHsAM Oyrno MopemioBaHHS Jitaka. [lns mporo OyB BHKOPHCTaHHM TOTOBHI €CKi3,
3aBaHTaXCHHUH 3 OE3KOIMTOBHOTO pecypey. Jlami OyB nmpoBeneHuil anami3 Gpopm, sKi € CKIaTOBUMH YaCTHHAMM
00’€eKTy.



Ha mepmiomy erami cTBopeHHs jitaka (puc. 9, 10) Oyno BHKOPHUCTaHO iHCTpyMeHTH «extrude» (alt+e B
pexxuMi penaryBaHas) Ta «Scale» (s — B pesKuMi pearyBaHHs).

Puc. 9 Puc. 10

Ha nmpyromy erami (pmc. 11,12), mpm MonemoBaHHI Kpwi, TBHHTa Ta Kojec OylI0 BHKOPHUCTAHO
moaugikarop «Subdivision surface» mist HamaHHS OiTBII PEaNiCTUYHOIO BUAY Ta BIAONMCKIB y TpoIieci
Bizyasi3arii.

Puc. 11 Puc. 12

Ha Ttperpomy erami Oyno momano pisHi «Martepiamm» (Materials) mo okpemux emementiB (Materials —
Add material).

VY mporeci cTBopeHHs Bi3yamizamii (peHaepy), OyJIO HAJaIITOBAHO CHCTEMY OCBITJICHHS IUIIXOM
CTBOPECHHS TUIONIMH, IO BHUIIPOMIHIOIOTH cBIiTIO (shiftta — Add Mesh — plane; Materials — add material —
Emission). Pe3ynpTat Bisyanizaiii mpogeMoHCTpoBaHO Ha puc. 13, 14,



Puc. 13 Puc. 14

BucnoBkn
B pesymbraTi poOOTH OyINO pPO3TISHYTI OCOOTMBOCTI CTBOPEHHS TPUBUMIPHHUX OO0 €KTIB IS
KOMIT'FOTepHOI TpH B TporpaMHOMY cepenoBuili Blender Ha mpukiami 00’€KTiB 3 TpaHUMHU Ta KPUBUMH
noBepxusMu. Lle miarepauno, mo Blender — nie 3py4Huii iHCTpyMeHT [yt cTBopeHHs1 3D-Moneneit aist chepu
KOMIT'FOTepHHX irop. Y Jianma3oH HOro MOMIJIMBOCTEH MOXE BXOIUTH peatizallis HaBiTh (OTOpEaTiCTUUIHUX
MOJIEJICH, 10 € BAXKJIUBUM SIK Y iIrpOBil IHIYCTpil, MPOEKTyBaHHI, TaK i B aHimaii [2, 3].
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