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This article describes a popular software for creating 3D models, the area of its using and
further use. Creating a character in Blender software environment was also observed
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3D mopnenupoBaHHME - CO3JaHHWE, MAHUITYJSIUS M XpaHEHHE T'€OMETPUYECKHX OOBEKTOB,
OKpYXXAIOIIUX HAC WM BOOOpakaeMbix. 3D XymOKHUK pabOTaeT ¢ reOMETPHYECKUMH JTaHHBIMH,
TaKUMHU KaK JIMHUH W H30THYTHIE TIOBEPXHOCTH C LEJbI0O CO3/IaHUS KapKacHOM MOJENH, KOTopas
MIPEJICTaBIsIeT TPEXMEPHBIN 00beKT. 3D Mosenbio sBIseTCsl MaTeMaTU4YeCKOe MPECTaBIICHUE JT0-
06oro TpexMepHOro o0bekTa (peasbHbIM WM mpennosiaraemMbiil) B 3D okpykarouieil cpene mpo-
rpamMmmHoOro obecriedenus. [ToaTomy mporecc co3manus TpeOyeT CrenualIn3uPOBAHHOTO MTPOTPaMM-
HOTO 00eCTIeUeHHsI 1 HEKOTOPOTO 3HAHHSI KOMITBIOTEPHOTO KOJUPOBAHUSI.

Ob6nacts npuMmenenus 3D mopeneil pacuupsieTcss U HCIOJIB3YeTCsl B TaKUX cdepax Kak:
MIPUJIOKEHHS U UTPBI, UIT KOTOPBIX CO3MAIOTCS M MOJCITHPYIOTCS TPABIOIOI00HBIE IEPCOHAXKH U
JOKanuu; KuHeMarorpad amst ocyniecTBieHns cnend(GEeKToB, Pa3InIHON CI0KHOCTH, M BBIMBIII-
JICHHBIX TEPCOHAXEH; METUIIMHA JIJIsl POSKTUPOBAHUS MOJIENIM OPraHOB YEJIOBEUECKOTo Tela; UH-
KEHEPHOE JIeJI0 JJIsl BOCIPOU3BEIACHHS TPEXMEPHBIX MOJENEH HOBBIX YCTPOMCTB, TPAHCIOPTHBIX
cpeacTB u cTpykTyp [1].

PaccmoTpuM cambie nomynspHble U BOCTPEOOBAaHHbIE POTPaMMHbBIE CPEACTBA JUTsl CO3/IaHuUs
3D aHMMaInMOHHBIX MOEIIEH.

Autodesk Maya - oauH U3 caMbIX MOMYJISIPHBIX U MOAXOIAIINX MIPOTPAaMMHBIX MmakeToB 3D
MOJENUPOBaHUs JUIsl paboThl ¢ aHuManmeil. JlaHHas mporpaMMa mpejyiaraeT yHUBEpCaJlbHbIN WH-
CTpYMEHTApHUI IS XYyJAO0KHUKOB, KOTOPBIM MOMOXKET BOIUIOTUTH HJEH C MOMOILIBI0 MOJEIUPOBa-
HUS, aHUMAalliW, OCBEIEeHUs M BU3yalbHbIX 3(dekroB. [losTtomy Maya ucnosnb3yercs B MyJiabTH-
IUTUKAIUU U KUHeMmarorpade AJsl CO3/AaHus PeaTuCTHUHOCTH.

3Ds Studio MAX crenyroriee, HanboJIee HUCIOIB3YEMOE MPOrPAMMHOE OOECIICUCHHE IS
3D-anumarnuu nocne Maya. JlanHas nporpamma TakKe IMO3BOJIsieTCsl padoTaTh ¢ aHMMaluel, o/1Ha-
ko HambOosee rpdexTuBHO nmpuMeHenre 3DS Max mist apXUTEKTYpHOTO HCIIOJIb30BaHMS, MOJICIIU-
pOBaHMs UHTEpbepa U NMPOeKTUpOBaHMs Jiokanuil. C 5Toil HampaBIEHHOCTHIO JTAHHBIM MpOrpamMM-
HBIH MMaKeT UCIOJIb3YEeTCsI B UTPOBOM MHIYCTPHUH.

Maxon Cinema 4D sBnsieTcsi YHUBEpCAIbHONW KOMIUIEKCHOM MPOrpaMMOM Ui CO3JIaHUs U
peAaKTUPOBAHUS TPEXMEPHBIX 3 PexToB 1 00bekToB. [loanep:kka aHUMAIN U BHICOKOKaueCTBEH-
HOM Busyanu3anuu. OTimdaercs 0osee mpocThiM UHTEp(dericoM, YeM y aHalIoroB, Tak K€ MO3BOJIS-
eT OBICTPO MEPEKITIYATHCA MEXKAY MOJCIUPOBAHUEM, aHUMAITUEH U 11abIoHaMu.

ZBrush - mporpammHas cpefia TPEXMEPHOTO MOJICIUPOBAHUS C YHHUKAJIBHONH TEXHOJIOTHEH
«CKYJIBITUHTa», TTO3BOJISIONIEH MOJETUPOBaTh OOBEKTHl OUEHb BBICOKOW JIETaIM3alMu 0€3 CUIIbHBIX
Harpy3ok Ha ammapatHoe o0ecredeHue. JTa nporpamma crnocobHa paboTaTb ¢ MOJEISIMH, COCTOS-
IIMMH U3 MIJUTMOHOB TIOJIMIOHOB, YTO HEBO3MOJKHO € MOMOMIBIO Ipyrux 3D-nporpamMM. MopiiyHsl,
CKIIAJIKK KOKH, BMSTHHBI, YEIITysl - BCE 3TO JIETKO co3/aeTcs ¢ momouipio ZBrush [2].

Blender - oOwenocTymHbIil podeccHoHaNBHBIH MAKeT I CO3AaHHs TPEXMEPHOU KOMIIbIO-

TepHOﬁ Fpa(bI/IKI/I. Z[aHHLIfI MaKeT MOAACPKUBACT CPEACTBA MOACIUPOBAHNA, aHUMAIIUHU, BU3YyaJIU-
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3allMM, OTCIIEKUBAHUS JIBUKEHUS,, MOHTaXKa BUJIEO CO 3BYKOM, a TAaK)Ke€ JUIsl CO3JaHMsI MHTEPaKTHB-
HBIX Urp. Takxke MPUroieH A CO3aHUS MYJIbTHILNTUKAIIMOHHBIX (PUIBMOB, OJTHAKO UMEET OTpaHu-
YEHHBIC BO3MOXXHOCTH JUTS TIPO(ECCHOHATBHOTO IpoeKTUpoBanus [3].

Br160p mporpaMMHO# cpesibl 3aBUCUT OT HAIIPABICHHOCTH KOHEYHOH LIEJH, TIOATOMY JIeTiast
BBIBOJI O BBIIIECKA3aHHBIX MPOIPAMMHBIX MTPOAYKTaX MOXKHO CKa3ath, uTo Autodesk Maya ucroiib-
3yercsi B aHMMallui, KHHOMHIYCTpUH, TeneBuaennu; 3Ds Studio Max NmoaxoauT Uit apXUTEKTyp-
HOTO TIPUMEHEHUSI, KOMITBIOTEPHBIX U, CO3AaHUs HHTEephepa; ¢ momonibio Cinema 4D co3narorcs
crieiddexThl B KMHO U TEJICBUICHNUH, pekiaMa; ZBrush ucnonb3yror isi CO3IaHus IepcoHaXa B
urpe, kuHo; Blender noaxoaut ass mepcoHaXHOW aHUMAIIMU M CO3JJAHUS UI'P.

B nanpreiimem 3D Momenn MOXXHO UMIIOPTUPOBATH B MPOTPAMMHYIO CpEAy JUIS IPUMEHe-
HUS B Pa3IMYHBIX NPUIOKEHUSIX U Urpax. OJHU U3 caMbIX MOMYJISIPHBIX UTPOBBIX JBUKKOB SIBJIS-
totcs Unity, CryEngine, UDK. UrpoBoii JBHKOK SIBISIETCS OCHOBO JIF000# MBI, OH 00eCIieunBa-
€T OCHOBHBIE TEXHOJIOTUH, BKIIIOYAET B c€0sl BU3yalIU3aToOp, PU3NUYECKUM JBUKOK, 3BYK, CUCTEMY
CKPHUITOB, aHUMAIUIO, UICKYCCTBEHHBII MHTEJUIEKT, CETEBOM KOJI, yIpaBJIeHUE NMaMAThIO U MHOTO-
MTOTOYHOCTb.

Cpeau BBILICTIEPEUNCIIEHHBIX TPOAYKTOB s co3manus 3D moaenu Obut BoiOpan Blender 3a
€ro MpoCTOTY, 00IIETOCTYITHOCTh, HEOOIBINION pa3Mep U HEBBICOKHE TPEOOBAHMUS, @ TaKXKe MPOABH-
HYTbIi HaOOp WMHCTpYMEHTOB. Iy CO3JaHMs MEpPCOHa)Xka HAXOJUM MOJXOAsIlee H300pa)xKeHue,
HMMeEIoIIee J1Ba BUJIA - criepeau u cOoky (puc.l). [Ipexae Bcero, cneayer co3aaTh Kapkac Teja, KO-
TOpBIN 3aTeM OyJeT MCIOIb30BaH ISl KCTPYAUPOBAHUS («BBIIABUTHY», «BBITOJIKHYTH») MOJEIIH.
CoznaeM KyO M SKCTPYIUPYEM BEPIIMHBI U3 UMEIOIIMXCS BUIOB. BN MCMOIB30BaHbl TaKUe WH-
CTPYMEHTHI Kak Subsurfaces - manHblif MOIU(UKATOP TMHAMHYCSCKHA BBIYHMCIISET IIAJAKUN BBICOKO-
MOJIMTOHHBIN 00BEKT U3 IPyOOTr0 HU3KOMOJUTOHHOTO 00bekTa; MIrror - myomupyer 00beKT TaKuM
o0pas3oM, 4TO CO3/aeTcs 3epKaibHOe oToOpakenue; Edge - B mepenenax 3amanHoOro genaer pedbpa
CTJIa)KEeHHBIMU WM OCTPBIMU U Jip. KOHEeUHbIN pe3ysbTar MpeacTaBieH Ha puc.2.

Ty ™
| A=)

a) 0)
Puc. 1. Hcxoonoe uzobpasicenue: a - 6uo cnepeou, 6 - 6uo co6oKy
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Puc. 2. Ilepconanxc, cozoannwiii ¢ Blender

[Tocne co3nanus MojJienu ee Hy>)KHO TEKCTYpUpOBaTh, T.€. pa3yKpacUTh MEPCOHAXa, 3TO J10-
CTUTaeTCsl IMyTEM BBIJICJIEHNS HYKHOM 00JIaCTU M BOCIIOJIb30BAaThCA MaTEPUaJIOM WM CTPYKTYPOM.
[Tocne sToTO MpHBEJEM B JBIKCHHE HAIIETO T'eposi MOCPEICTBOM «pUTTHHIra» (rigging). JlaHHbrit
MpOLECC O3HAYAET CO3/JaHUE apMaTypbl M CBS3aHHBIX C HEW OrpaHudYeHun. «CKUHHUHTOM)
(skinning) Ha3pIBaeTCsI MPUCOEANHEHUE CETKU K apMaType TaKUM 00pa3oM, YTOObl MaHUITYJISLIUH C
apMaTypoi MPUBOJIMWIM K COOTBETCTBYIOIIMM Aedopmarusam ceTku. CeTka J0KHA CIe10BaTh IBU-
KEHUSM apMaTypbl IIpreMiieMbIM 00pa3zoM. B o0mux yeprax 3T0 JOCTUraeTcsi MyTéM Ha3HaYeHHs
Ka)XJI0W KOCTH BIIMSIHUS HA TBKEHHE OTpeIeIEHHBIX BepinuH [3].

Ha 3aBepmiaromiem stane aHMMalMM MOJIYYUBIIErOCs NEpCOHa)ka MOMENIAaeéM B UTPOBOM
aBrxoK UNity juts maipHEeHIero NCroib30BaHus ero B MPHIOKCHUH UITH UTPE.
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This article describes basic principles and rules of constructing domain model and ad-
vantages of domain-driven design.
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