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AnHoTanusa. B cratee paccmarpuBaeTcs CO3IaHUC JCTAM3MPOBAHHON, MpopabOoTaHHOW Tpex-
MEpPHOH TpaduKy, C 031aHIEC KOTOPOH MOXHO YIPOCTUTh, rcrmonb3ys Blender 3D. Ioka3siBaeTcst
BO3MOKHOCTh BU3yaJM3allM{ BOIHBIX MPOIECCOB, ¢ mpuMeHeHneM BlenderKit B mpoekTax ¢ BBI-
COKHMH TPpeOOBaHUAMH K QPOTOpEeanrcTUIHOCTH. ONUCHIBACTCS MPOIYKT, CO3MAHHBIN BOKCEITBHBIM
CUMYJISATOpOM Ha JBrkKe Mantaflow.

Kirouessie ciioBa: Blender 3D u ero ¢ynkumonan, BlenderKit, cumyssust, Busyanuzanms, Man-
taflow, Bokcelb, TeKCTypHpOBaHHE, JOMeH, Mojenuposanue, Fluid, Inflow

Beeoenue. Buzyanuzaiys BOAHBIX IpolieccoB B cpeze Blender mpeanonaraer co3npanue pea-
JUCTUYHOTO M300paskeHMs! KHUIKUX CPEll U BOAHBIX MpoleccoB. ByayT ncnomnap3oBarscs nuppoBbie
MHCTPYMEHTHI, TpeaocTasisiemble Blender, mis co3ganuss MHOTOypOBHEBOM AMHAMHUKH, KOTOpas
OyzeT BBITIAAETh Oojiee PEeaTMCTUYHO W NpHUBIIEKATENbHO. Mes 3akmiouaercs B TOM, 4TO OyAer
MCTIOJIb30BATHCS TEXHUKA BU3YAJIbHOTO MOJETHPOBAHUS JJISi CO3JAHHSI PEATUCTUYHOTO M300paxe-
HUS BOJBI (Ha mpumMepe (QoHTaHa). ByyT HCIIONB30BaThCA TaKUE 3JIEMEHTHI, KaK TeKCTypa, CBET,
MIPOCTPAHCTBO U TMHAMUKA JIJIs OOJiee MPaBao0noJ00HOTO N300paKeHHs BOJAHBIX MPOIIECCOB H JIPY-
T'HX aCIIEKTOB BOJBI.

Ocnoenas uacms. B nporpamme Blender 3D ¢ Bepcuu 2.9 ctanio 10CTYIHO CO3/1aHUE pean-
CTMYHOHN CUMYJISIIMU BoAbl. Blender — 3To MolHOe U yHHBEpcalIbHOE MIPOTpaMMHOE 00ecTiedeHre
s 3D-mMonenupoBaHus, aHUMAlUU U BU3YalU3alliH, KOTOPOE MOXKET ObITh MCIOJIB30BAHO B Pa3-
JMYHBIX 00JaCTAX, TAKUX KaK UIrpoBas MHAYCTpUA, KUHeMarorpadus, apXuTeKTypa, AW3aiH, pe-
KJlaMa U MH)XKEHepus. PeaqMcTUYHOCTh BOABI JIOCTUTAETCS C MOMOIIbI0 cuMyisitopa Mantaflow.
CumynsTop SIBISETCS BOKCENBHBIM, @ 3TO 3HAUYMT, YTO JJIS CO3/IaHUs )KUIKOCTU HY>KeH AoMeH. [lo-
MeH — 3T0 obnacth 3D-npocTpaHcTBa, KOTOpas MPEACTaBIAeT U3 cels mapasuienenunen (Wi Kyo),
KOTOpas 3all0JHEHA BOKCEISIMU. Bokcenn — 3T0 TpéXMepHBbIE NMUKCENH, TOX0KH Ha MaJICHbKHE KY-
OUKH, SIBIISIOTCS MUHUMAJIbHON €UHULIECH B CUMYJIALUU. YTOOBI 100aBUTH JOMEH, HY)KHO CO3/1aTh
KyO (Opyrue oObEeKTHI CO3/1aBaTh HE MMEET CMBICIIA, TaK KakK, IPHU CO3JaHUU JOMEHA, YUUTHIBAIOTCS
TOJIBKO rabapuThl 0OBEKTA).

Jlnist teMOHCTpauy paboThl CUMYIIATOpa co3aanuM (oHTaH (pUCyHOK 1), cocTosimuii U3 He-
CKOJIbKUX OJIOKOB(ITOI0HOB). BIIOKH pacmosio’kuM Ha pa3HbIX YPOBHSX, YTOOBI MPOAEMOHCTPHUPO-
BaTh COOJIIOJICHHE 3aKOHOB (PM3UKHU. B BepxHeM Mo 0He CO3/1a MM UCTOYHHK KUIKOCTH. J{71st 3TO0-
ro HeOOXOJMMO co37aTh OOBEKT U JaTh eMy cBoiicTBO Fluid. B mporecce Bu3yanuzanum npoexTa,
s obecriedeHus: OOJbIIeH pealuCTUYHOCTH CO3/1alM CBOW MaTepuai Ui KUAKOCTH. s aToro
Heo0X0auMO T00aBUTH HOBBIM MaTepHal B IuieliHy, noctaButh Mix Shader. Cozmanm Glass BSDF
U TOJKIIOUNTH Ha BepxHUM uHIyT Shader y Mix Shader’a. Roughness — na nosnp, IOR — 1.333.
OTOT mapaMeTp OTBEYAET 3a CTENEHb MCKAKEHUS 00BEKTa, Ha KOTOPBHIH MBI CMOTPHM 4€pe3 BOAY
(mns Bozbl oH paBeH 1.333). Heo6xoaumo no6asuth Transparent BSDF u mogkmounTh Ha HIKHUN
uHnyT Shader y Mix Shader’a. MoxHo nob6aButh y3en Layer Weight, ayrnyT Fresnel noakmounts
k uHyTy Fac y Mix Shader’a. JIo6aBuB mexny Layer Weight 1 Mix Shader’om y3en RGB Curves
yIpaBJisAs KpUBBIMUA MOYKHO HACTPOUTH MO ONPECTCHHYIO 3a7auy TeKCTypy. JKenaTeabHo caenarb
TaK, YTOObI IO MEpe YBEIMYECHMs TIyOMHBI CTAaHOBMJIOCH TeMHee. [l aToro nobasisem Volume
Absorption u noakioyaem K nHIyTy Volume y y3ma MaterialOutput.
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HanpaBnenue « 91€KTPOHHBIE CUCTEMBI M TEXHOJIOTUM

B Hamem npoekTe MpoayKTHBHO KCIOJIB30BaTh CTOPOHHIOK Ombmuoreky — BlenderKit (pu-
cyHok 2). BlenderKit — 3To onnaiin-0a3a JaHHBIX MaTepHajoB, Kucteil u 3D-Monenei, KOTopble BbI
MOJKET€ HMCKaTbh, 3arpy’kaTh U OLIEHUBATh HEMOCPEACTBEHHO W3 aomoinHeHus. llogmonam maaum
TEKCTYpY YepHOTO Mpamopa, Ui HUKHEH TIIOCKOCTH TeKCTypy 1emenTa (B Blender 3D moxkHO pe-
aJIM30BaTh JI000I MaTepua, UCIONIb3YI0 HACTPOHKHU U3 pas/ielia — TEKCTYpUPOBaHUE).

Pucynok 1 — TpexmepHnas ciieHa ¢ gonranom B Blender 3D
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Pucynox 2 — Ownmnaita-6a3a 3D-moneneit n matepuanos BlenderKit

C nmomomuipio CBOMCTB (pUCYHOK 3) B OJIeHIEpe MOKHO HACTPOUTH KOJIUYECTBO JKUAKOCTH
(fluid — ucnyckaer u3 cBoero o0beMa KUIKOCTh OAMH pa3, inflow — HcmyckaeT JXUAKOCTh, Kak BO-
JIOTIPOBOJTHBIN KpaH), YCTAaHOBHTH ISl Hee mpensTcTBUe (obstacle, ¢ moMombto cBoiicTa free slip —
KHUJIKOCTh OYJeT CKOJIb3UTh MO TOBEPXHOCTH, NO slip — KUAKOCTH OyneT NMpUIMNaTh K MOBEPXHO-
ctu, partial slip — npomexxyrounoe mexnay free slip u no slip 3HaueHue TpeHus), yCTaHOBUTH BSI3-
KOCTb JKHJIKOCTH (MOKHO BBIOpaTh MpelyCTaHOBKY BOJbI, Macia, MeJia, HJId CaMOMY HAaCTPOUTH Ta-
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pameTp Bsi3kocTH). HacTpouB cBolicTBO partical MOKHO cO37]aTh MHOXKECTBO YacCTHUIl. XOTh U CUMY-
JISITOP BOKCEJBHBIN, OH MOJACP)KUBAET TaK HA3bIBAEMbIC BTOPUYHBIC YAaCTHIbI. Takue Tak: IJjiaBa-
IOIIME YacTULBI (TIE€HA), KaIUIW/BCIUIECKU/OpbI3ru/Tpericephl (pa3iuyHble BKIIOUYEHUS B KHUIKOCTH,
HarpuMep, Mycop B BOJIE, ATOJbI B BAPEHbE, MMy3bIPbKU B MEE U T.1.). Tak jxe B mporpaMme MO>KHO
KaK OTKJIIOYUTH IPAaBUTAIINIO, TAK U YCTAHOBUTH OIPECIIEHHOE 3HAaU€HUE IPaBUTAIIHH.
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Pucynox 3 — HacTpoiiku CBOWCTB A HICTOYHHKA JKUIKOCTH

3aknwuenue. B 3akiaroueHne MOXKHO CKa3aTbh, YTO (POTOpEATMCTUYHAS BU3YaTH3alUU KUJI-
KHUX Cpel M BOAHBIX IpoleccoB B cpene Blender mpencraBnseT co00i HArisiiHBIA MpUMEp, TOTO,
KaK MOKHO ucnonb3oBaTh Blender 3D (Takxe siBisieTcs mpuMepoM pabOThl BOKCEIBHOTO CUMYJIS-
Topa Ha JBwxke Mantaflow). Mcnonb30BaB TEXHUKY BU3YalbHOI'O MOJECIMPOBAHMS, MOKHO Kaye-
CTBEHHO IPEJICTABUTH BOJHBIC IPOLIECCH U UX TUHAMHUKY.
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PHOTOREALISTIC VISUALIZATION LIQUID MEDIA IN BLENDER 3D
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Annotation. The article discusses the creation of detailed, detailed three-dimensional graphics, the
creation of which can be simplified using Blender 3D. The possibility of visualizing water pro-

cesses using Blender Kid in projects with high requirements for photorealism is shown. The prod-
uct created by the voxel simulator on the Mantaflow engine is described.

Keywords: Blender 3D and its functionality, BlenderKit, simulation, visualization, Mantaflow,
bill, texturing, domain, modeling, Fluid, Flow
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