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Annomayus. B 1aHHOM cTaThe pacCMOTPEH (DYHKITMOHAT MOMYJISIPHOM CH-
CTeMBI IS TpexMepHoro mozenupoBanus Blender, kotopelii BkitouaeT B ceOs
cpelcTBa 11t 6a30BOTO MOJICIIUPOBAHUS, TEKCTYPUPOBAHUS, CUCTEMY UMHUTAIIUN
(bU3NYECKUX SBICHUN, MOACITUPOBAHUE CUCTEMBbl YaCTHUII, aHUMAIHIO, BCTPOCH-
HbIe MOAU(GUKATOPHI U PACITUPEHUS.
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Abstract. This article discusses the functionality of the popular system for
three-dimensional modeling Blender, which includes tools for basic modeling,
texturing, a system for simulating physical phenomena, particle system modeling,
animation, built-in modifiers and extensions.
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[TpoAYKTBI TPEXMEPHOTO MOJICIIMPOBAHMS AKTUBHO UCIIOJIB3YIOTCSI B TAKUX
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U MHOTHUE Apyrue chepbl 00MECTBEHHOM KU3HU. OTAENIBHO CTOUT OTMETUTD OYp-
HOE Pa3BUTHE TEXHOJIOTHI BUPTYaIbHOU U IOMIOJIHEHHON pealbHOCTEHN, KOTOphIE
B CYIIHOCTHU CaMH SIBJISIOTCS rpaduyeckuMu npoaykramu 3D-monenupoBaHus.
B Buay nonynsipHOCTH ¥ TOBCEMECTHOTO MCIOJIb30BaHUS TPEXMEPHBIX MOEIIEH
HE0OX0IMMO pa3BUBaTh HABBIKU U yMeHUA B cepe 3D-monenrpoBanus cpeau
OOYYarOIINXCS U HAYIHBIX COTPYTHUKOB.

OngnuM 13 HauOosiee MOMYJSPHBIX U CBOOOJHO PacCIpOCTpPaHSEMbIX MPO-
IpaMMHBIX KoMmIniekcoB 3D-monenmupoBanms siBisieTcss Blender. /lanHoe mpo-
rpaMMHOE 00ecIieueHue UMEET OTKPBIThIN MCXOIHBIN Ko oy aureH3neir GNU
GPL, ne TpeOyromuii peructpaunii Uiy Ipyrux GopMaibHbIX YCIOBHIA A yCTa-
HOBKHU. [Ipu 3TOM pa3zpaboTUMKu TaHHOU Cpejibl MOJICTUPOBAHUS AKTUBHO Pa3BU-
BaIOT CBOM MPOTPAMMHBIN MPOAYKT KaK COOCTBEHHBIMH CUJIAMH, PETYIISIPHO 00-
HOBJISISL CUCTEMY, YCTpaHssi Hey100CTBa U TPOOIEMHbIE MECTa B POTpaMMe, TaK
U IIPHUBIICKAIOT COOOIECTRBO Mojib3oBareneii Blender, 6iaronaps BHeIpEHHOM CH-
creMe pacimpennii add-ons.

Add-ons (ammoHBI) — 3TO CHCIMATBHBIC PACHIMPEHHS BO3MOXHOCTCH
Blender. AmioHbsl mpu3BaHBI OOJETYUTh KH3Hb IOJIB30BATEIIAM IPOTPAMMBI.
[IpencraBnsitoT coOo# cnienuaibHbIe MEIIU, KpUBbIE, HAOOPHI KUCTEH, TEKCTYPHI,
OCHOBBI JIJIs1 00bEKTa, 3 (PEKTHI peHIepa, OKPYKAIOIILYIO CPEly U MHOTOE JPYTO€.
Yame Bcero co3maroT ajJIoHbI Ipyrue nojbs3oBatenu Blender w BeIkiIampBaroT
B CETh IUIATHO WK OecriaTHo. Takke eCTh M OPUIIHATIbHBIC PACITUPEHUS, IPEI-
YCTAaHOBJICHHBIE B IPOrPaMMy.

CrannmapTHBI BCTPOCHHBIM WHCTpyMeHTapuii Blender npemiaraer cBoum
M0JI30BATENSIM CIIEAYIOIIME BO3MOKHOCTHU JIJIsl MOJEIMPOBAHUSA: PACIIUPEHHBIE
WHCTPYMEHTBI KJIACCUYECKOTO 0A30BOT0 MOJICTUPOBAHMS, a TAK)KE CIICUATBHBIHI
WHCTPYMEHTApPUHN JUIsl CKYJIBIITUHTA U KUCTH, 3D-prucoBanne TEKCTYpPHBIMU KH-
CTSIMU U MacCKHPOBAHHEM, HACTPOMKAa aHMMAIIMH, MOJACPKKA Pa3HBIX TEXHHUK
MMUTAIIMU CBETA, PEAKTOP IICHIepOB, BCTPOCHHBIE MOAUGDUKATOPHI. BCTpoeHsI
HECKOJIbBKO MEXAHU3MOB JJIsl peHjepuHra. [IpucyTcTByeT BCTpOEHHasi cucTeMa
paboThI ¢ YacTUIIAMU ¥ (PU3UUYECKUX SIBJICHUHN peaTbHOr0 MUPA, TAKMX KaK IPaBu-
TallMsi, BETEP, CUIIOBOE MOJIE, UMUTAIUS KUJKOCTH U ra3a. [loMuMo nepeyuncieH-
HOT'O, €CTh BO3MOXHOCTh CO3/1aBaTh COOCTBEHHbIE HAICTPOMKHU C MOMOILBIO J10-
crynHoro Python API Blender.

st obecnieueHus: 00MMUPHOTo PyHKIIMOHANIA TAHHOTO MPOrPaMMHOTO KOM-
IJIeKca MPeayCMOTPEHBI Pa3JIMUHbIC PEKUMbI pa0OThI, 3aKJIFOYEHHBIE B CJICIYIO-
1iye paboure MpoCTPaHCTBA WM peaakTopsl. [lepeitnem kK paccMOTPEHUIO MEHIO
BBIOOpa peTakTOpoB. B HMKHEW YacTu SKpaHa HAXOIUTCS BPEMEHHAs JIMHUS
(Timeline) — aTo pexuM, yCTaHOBJIEHHBIN M0 yMOIYaHHO. Eciv Ha Hee HaKaTh
onuH pa3 JIKM, To 0TKpoeTcsi MEHIO BBIOOP PEIaKTOPOB, Kak Ha puc. 1.
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Puc. 1. Menro BeIOOpa pe1akTopoB

General:

— 3D Viewport — okuno 3D Viewport ucrnonb3yercs isl B3aUMOICHCTBHS
¢ 3D-crieHOM AT pa3IMYHBIX TeJIel, TAKUX KaK MOJICITHPOBAHKE, aHUMAITUS, -
COBaHUE TEKCTYyp H T. 1.,

— Image Editor — pemakTop n3o0pakeHuil O3BOJSAET CO3aBaTh, IPOCMAT-
pUBaTh U PEAAKTHPOBATH M300PAXKCHHS, a TAKXKE MPOCMATPUBATH PE3yJIbTATHI
PEHICPUHTA U TIPOMEKYTOUHBIC BEIXOHBIC JIAHHBIC;

— UV Editor — UV-penakTop ucronb3yercs 11 peaaktupoBanus UV-kapT, Ko-
TOPBIE OMUCKHIBAIOT, Kak 2D-n300paxkeHue 10KHO ObITh HaHeceHO Ha 3D-00beKT;

— Compositor — KOMITOHOBIIUK TTO3BOJISIET YIIPABIIATE Y3JIaMH JJIT KOMIIO-
HOBKH Pa3HbIX 00BEKTOB CLIEHBI MEXKIY COOOW U MX B3aUMOCBSI3H;

— Texture Node Editor — Blender Bkiouaet B ce0st CHCTEMY I'eHEpaIMK TeK-
CTyp Ha OCHOBE y3JIOB, KOTOpasi MO3BOJISIET CO3/1aBaTh TEKCTYPHI IIyTeM KOMOU-
HUPOBAHUS IIBETOB, Y30POB U JPYTHUX TEKCTYP TAKUM K€ 00pa3oM, KaK P HaIlH-
CaHWH IIEHICPOB C UCIIOJIL30BAHNEM y3JIOB MaTeprala,

— Geometry Node Editor — pegakTop reoMeTpUYECKHX Y3JIOB HCITOJIb3YETCS
JUIST PENaKTHPOBAHMS TPYIIIBI y3JI0B, KOTOPasl UCIIOJIb3YETCS MOIU(PUKATOPOM
TE€OMETPUYECKUX Y3JI0B. DTa TPYIIa y3JI0B MOXKET ONPEACIATH MHOKECTBO OTIC-
parmii o U3MEHEHHIO TEOMETPUH 0OBEKTa,

— Shader Editor — pegaktop mieiepoB HCIOIB3YETCS AT PEIAKTHPOBAHUS
MaTepHAIIOB, KOTOPBIE HCIIONB3YIOTCS JUIS PCHICPUHTA,;

— Video Sequencer — mpocMOTp CBOMCTB BPEMEHHOM MIKAJIBI U TIOJIOCHI;

— Movie Clip Editor — TpaccupoBka BH1€O0.

Animation:

— Dope Sheet — 3KCMO3UITMOHHBIN JIMCT, U300pAKAIONINI KaIpbl BHYTPH
CIICHBI HaJl HeH, TIOKa3bIBasi, Korna OyJeT MPOUCXOAUTh KaXKIbIi PUCYHOK, 3BYK
¥ TepeMeleHre KaMephbl B TEYCHUE 3aIaHHOTO TIPOMEKYTKA BPEMEHHU;
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— Timeline — penakTop BpeMEHHOM IIKAJIbl KCIIOJIB3YETCS JJI1 MAHUITYTUPO-
BaHUs KIFOYEBBIMH KaJIpaMH U OYHMCTKH 3ar0JIOBKa BOCTIPOM3BEICHHUS,

— Graph Editor — rpaduyeckuii peaakTop IO3BOJIIET TOJIb30BATEISIM
HACTpanBaTh aHUMAITMOHHBIE KPUBBIC C TEYCHUEM BPEMEHH IS TF0OOT0 aHUMHU-
pyemoro cBoiicTBa. F-oO6pa3Hbie KpUBEIE,

— Drivers Editor — pexaktop npaiiBepoB IMO3BOJISET MOJIE30BATEISIM yIIPaB-
JSATH OAHUM CBOWMCTBOM C ToMolpl0 japyroro. CMoTpute ApaiBepbl
u F-o0pa3Hble KpUBEIE,;

— Nonlinear Animation — HenMHelHAs aHUMAHAS MOXKET TepenpodUIUpo-
BaTh, CBA3BIBATH BOEIWHO TOCIEIOBATEIBHOCTh JABMKCHHNA M «MHOTOYPOBHE-
BbIe» JIEHCTBUS, YTO YIPOIIAET OPTaHMU3AIMIO U YIIPaBJICHUE BEPCUSIMHU Balleil
aHVMAIIHH.

Scripting:

— Text Editor — TexcToBBIi penakTop THIa biokHOT 1151 Habopa Koja;

— Python Console — kouconbs Python — 310 ObICTpBIil CIOCOO BBIMTOJHCHHS
KOMaH/I ¢ 1ocTynoM ko Bcemy API Python, nctopun koMaH 1 aBTO3aBEPIICHUIO;

— Info Editor — urdopmMaImoHHbIH peAaKTOP PETUCTPUPYET BBHITOJHCHHBIC
OIepaTopbl, NPEAYIPEKICHUS U COOOUIEHUS 00 OMMOKAX.

CBoiicTBa OTOOpaXXarOT M MO3BOJISIIOT PEAAKTUPOBATH MHOTHE AKTHBHBIC
JaHHBIE, BKIIIOYAsl aKTUBHYIO CIIEHY B 00BEKT. B CBOMCTBaX €cTh HECKOJBKO Ka-
TErOpHii, KOTOPHIE MOKHO BBIOPATH C MOMOIIBIO BKIAA0K. Kakas BKkIaaka rpyr-
IIAPYET CBOKMCTBA U HACTPOUKH OIPEAEIEHHOTO THIa JaHHBIX. KpaTko paccmoT-
pPHUM CBOMCTBA IO MOPSIKY CIICAOBAHUSA:

Active Tool and Workspace Settings — HacTpO¥KH JJ1s1 aKTUBHOM CIICHBI,

Render Properties — HacTpoiku peHaepa, KOTOPBIX IpeiaraeTcs TP BUJA:
Eevee, Cycles wmun Workbench. Peraepunr — mporiece mosyueHus: u300pakeHusI
1o 3D-Mofenu ¢ TOMOIIbIO KOMITBIOTEPHON MTPOrPaMMBl,

Output Properties — HacTpOHKH PacIONOKEHHSI OTPUCOBAHHBIX KAJAPOB IS
aHUMAIIMU M KauyeCcTBa COXPaHEHHBIX M300paXKEHUM, TO €CTh HACTPONKU BBIXOJ-
HBIX JIaHHBIX;

View Layer Properties — HacTpoiiku pabOUYUX CJIOCB BHIOTIOPTA,;

Scene Properties — HacTpOWKH 3JICMEHTOB JCHCTBYIOMICH CIICHBI,

World Properties onpenensier cpeny, B KOTOPOH MPOUCXOIUT ACHCTBHE;

Object Properties — ympaBieHue TOJ0XEHUEM, MMOBOPOTOM U APYTUMH
CBOMCTBaMU 00BEKTA B PEIKUME OOBEKTA,

Modifier Properties no3Bomnsier 106aButh Moaudukarop. Moaudukaropsr —
9TO aBTOMATUYECKUE OTIEPAINH, BIHSIONINE HA TEOMETPHI0 00BEKTa Hepas3pyIia-
oM 06pazoM. C moMoIIbi0 MOIU(DUKATOPOB MOKHO aBTOMATHYECKH BBITION-
HATH MHOTHE 3(P(EeKThl, KOTOPhIE B MPOTUBHOM Ciiydyae ObLIO OBl CIIHMIIKOM
YTOMHTEIBHO JIeJaTh BPYYHYIO (HampuMep, MOBEPXHOCTH TOIpa3/IeJICHNs) U HE
3aTrparuBas 0a30ByI0 Fr€OMETPHUIO Baiiero oosekra. OHU paboTar0T, U3MEHSIS CII0-
co0 OTOOpakeHUSI U PeHJIEpUHTa O0BEKTa, HO HE TEOMETPHUIO, KOTOPYIO MOYKHO
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https://docs.blender.org/manual/ru/3.6/render/eevee/index.html
https://docs.blender.org/manual/ru/3.6/render/cycles/render_settings/index.html
https://docs.blender.org/manual/ru/3.6/render/workbench/index.html
https://docs.blender.org/manual/ru/3.6/scene_layout/view_layers/index.html
https://docs.blender.org/manual/ru/3.6/scene_layout/scene/properties.html
https://docs.blender.org/manual/ru/3.6/render/lights/world.html

ONEKTPOHHbIN apxuB YIJITY

penakTupoBath Hanpsmyio [1]. [IpumMep ucnosp3oBaHus MOaAU(BUKATOPA MPE-
cTaBJieH Ha puc. 2 [2].

Puc. 2. [Tpumep ucnonab3zoBaHust MoaupuKaTopa

Particles Properties — Hactporiku gyacTuil. YacTHIIBI — 3TO MHOXKECTBO 3JIe-
MEHTOB, UCITYCKAEMBbIX CETYATHIMU 00bEKTaMH, OOBIYHO UCUUCIISIEMOE ThICSTUaMHU.
Kaxxnas gactuia MoXeT OBITh TOYKOM CBETa MJIM CETKOM, a TaK)Ke OBITh COC/IH-
HEHHOW MW AUHAMHAYHOM. OHM MOTYT pearupoBaTh Ha MHOXECTBO Pa3JIMYHBIX
BO3JCHCTBUN U CUJI U UMEIOT TTIOHATUE O MPOAOJLKUTENBHOCTH KU3HU. JMHaMu-
YECKHE YaCTHUIIbl MOTYT MPEACTABIATh OTOHb, JIbIM, TYMaH U JIpyru€ OObEKTHI,
COCTOSIIIIAE U3 MaJIbIX YacTull. [IppuMep npuMeHEHUs CUCTEMBI YaCTHIL IPEJACTAB-
jeH Ha puc. 3 [3].

Puc. 3. IIpumep npumeneHus cructembl yactuil B Blender
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https://docs.blender.org/manual/ru/3.6/physics/particles/index.html

Phisics Properties — ato ¢usnueckas cuctema Blender, kotopast mo3BoJisiet
MO/ICJIMPOBATh MHOXKECTBO Pa3IMYHBIX (PU3UYCCKHUX SBICHUN PEaJIbHOTO MHUDA.
JIaHHYIO CHCTEMY MOKHO HMCITOJIb30BaTh JIJISl CO3/IaHMsI Pa3IMYHBIX CTATHUCCKUX
U TUHAMAYeCKHX (P (HEKTOB, TAKUX KaK CHIIOBOE IOJIC, CTOJKHOBEHHUE KUIKOCTH,
B3aMMOJICHCTBHE C MSATKHM HJIM TBEPJBIM TEJIOM U mpouee. [IpumeHenue dusu-
gyeckoil cucremsbl Blender mpuseneno Ha puc. 4 [4];

Puc. 4. Ilpumenenne ¢pusndeckoii cuctemsl Blender

Object Constraints Properties orpaHn4muBaeT ApyrHe CBOWCTBA OOBEKTa
(HanpuMep, ero MeCTOMOI0KEHHE, TOBOPOT, MAcITal), HCIOJb3Ys IPOCTHIC CTa-
THUYCCKUE 3HAUYCHUS,

Object Data Properties mo3BosyisieT HacTpauBaTh CETKH, BEPIIMHBI, TCK-
CTypY, TEOMETPHUIO OOBEKTA U IPYTOE.

Material Properties mo3BosisieT HaJIOKUTh MaTeprall Ha 00bEKT. MaTepuaibl
YIPaBJISIOT BHEIIHAM BUIOM CETOK, KPUBBIX, 00BEMOB U APYTUX 00BEKTOB. OHU
OMPEICTSIOT BEIIECTBO, M3 KOTOPOTO CHeNiaH OOBEKT, €ro IBET U TEKCTYpY,
a TaKKe TO, KaK C HUM B3aMMOJICHCTBYET CBET. B 3aBUCHUMOCTH OT Pa3jinIHOIO
COYETaHHUs TTAPAMETPOB B HACTPOHKAX MOXHO MOJYYHTh PA3IHYHbIC TUIIBI MaTe-
puaJioB, Kak Ha puc. 5 [5].

Texture Properties mo3BossieT HakJIaAbIBaTh MPOIEIYpPHBIC TEKCTYPhI Ha
00bekT. [IporeaypHbie TEKCTYPhI — 3TO TEKCTYPhI, KOTOPBIC OIPEACISIOTCS Ma-
TEMATHYECKH. DTH THITbI TEKCTYP HACATBLHO MPUJIETAIOT APYT K APYTY MO KpasM.
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https://docs.blender.org/manual/ru/3.6/grease_pencil/visual_effects/index.html
https://docs.blender.org/manual/ru/3.6/animation/constraints/index.html

Puc. 5. [Ipumep pa3nuyHbIX TUIIOB MAaTEpUAIIOB

PaGota ¢ amgoHamMM  TPOM3BOAMTCS  4epe3  BKJIAJKY  MEHIO
Edit/Preferences/Add-ons. Tlpumepsr npumeHenus aamoHoB Extra Objects
u Sapling Tree Gen. mpeacTaBiieHbl Ha puc. 6.

Puc. 6. [Ipumep npruMeHeHMs aJJIOHOB

Mo3KHO pe3rOoMUPOBaTh, YTO MIPOrPAMMHBIN KoMIuTeke Blender spisercs mo-
CTYITHBIM, MHOTO()YHKITHOHAJTEHBIM U 3HAYMMBIM HHCTPYMEHTOM, TTO3BOJISIONIAM
CO3/aBaTh aKTyalbHbIE TpadUUecKue MPoIyKThl. ITO JOKa3bIBaeT, uTo cpeaa 3D-
moenupoBanus Blender sBisercst nHCTpyMEHTOM HHU(POBBIX TEXHOJIOTHH, 3a-
CIIY’KHUBAIOIIUM BHUMAHUS Pa3pabOTUYNKOB M YUEHBIX Pa3IMYHBIX chep AesTeNb-
HocTH. ClenyeT OTMETUTh, YTO TMOMHUMO Pa3BUTOTO (YHKIIMOHAJA, JTaHHAS
cucTemMa KpoccriaThopMeHHa, UMEET CIIOKHBIN, HO XOPOIIO OPTaHW30BAHHBIM
uHTepdeiic, TakKe €CTh PYCCKOS3bIYHAS BEpCUS U CIpaBOYHAs HH(pOpMAITHS.
K HemocraTkaM cHCTEMBI MOKHO OTHECTH BBICOKHE TPEOOBAaHUS K TEXHUYCCKUM
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XapaKTepUCTHKaM KOMIbIOTEpa. bosblas crigHa MOJeIMpOBaHusl, BHICOKOE Kaue-
CTBO PEHJICPUHTA WJIM HAKJIQJbIBAaHUE PA3IMYHBIX MaTepuanioB U 3((eKToB Tpe-
OyeT cepbe3HOl 00pabOTKH CO CTOPOHBI MpoIleccopa U BUACOKApThI paboueit Ma-
HIMHBI, YTO MOXKET OTPAHUYUBATH U KOPPEKTUPOBATH JEATEILHOCTh pa3padoTUuKa.
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