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Annoranus. Vccnenosan crocod ontumusanuu 3D-monenu. HarmsimHo oka3aHa pa3HHUIIa MEX-
oy 3D-MonenssMu ¢ pa3HBIM KOJIMYECTBOM ITOJUTOHOB. [IpoBe€H CpaBHUTENBHBIN aHAIIN3 MOJh-
30BaTeNLCKUX UHTEPPEicoB u ynoocTBa padotel 3D-penakTopoB Cinema 4D u Blender.
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Beeoenue. CyuiecTByeT MHOXXECTBO mporpamm st 3D-MonenupoBaHusi, AJsl TOTO YTOObI
BbIOpAaTh ONTUMAIBHYIO MPOTPaMMy HEOOXOIMUMO MPEABAPUTEIBHO ONPENETUTHCS C KPUTCPUSIMH,
[0 KOTOPBIM OYJEeT MPOUCXOAUTH CPAaBHEHHUE, TO €CTh C TPeOOBaHMUAMH, NPEAbABIIEMBIMU K 3D-
penakropam. BaxubiM (akTopoM siBiseTcss ynoocTBo ontumuszanmu 3D-moxenu. Onrtumuzanueit
SBIISICTCS YMEHBIIEHUE 3aTpaT MPOU3BOAUTEIBHOCTH JJIS OTOOpakeHus JaHHOH Monenu. OCHOB-
HBIE AJIEMEHTHI, U3 KOTOPBIX COCTOUT 3D-Mozmens - monuronsl. [1onuron — 3710 MUHUMaJbHAS T10-
BEPXHOCThH /ISl BU3yallU3aliu, KoTopas oopa3syer ero ¢popmy [1]. OHu co3maioTcsi HA OCHOBE TOUYEK
u pebep, KOTOpbIe OTPAHUYMBAIOT JAHHYIO TIOCKOCTh. YeM Ooublie KOJMYECTBO MOJIUIOHOB, TEM
OoJiee KaUeCTBEHHOH U JI€TalM3UPOBAHHON MosrydaeTcst Mojienb. OIHaKO OYeHb OOJIBIIOE KOJINYe-
CTBO TOJIMTOHOB IJIOXMM 00pPa30M CKa3bIBAeTCsl HA MPOU3BOAMTENBHOCTU. Ecian Moenp clumkom
CHJIBHO BJIMSET Ha MPOU3BOAUTEIILHOCTh, MOXKET TIOMOYb PEAYKIUS MOJUTOHOB. TO ecTh yrporie-
Hue 3D-Monenu myTéM o0beIMHEHHS TPYIIBI OJUTOHOB B OMH. B CBOIO ouepes OONBIIMHCTBO
3D-penakTopoB UMeeT CHOCOOHOCTh PEryJIMpOBaTh OajlaHC MEXIY AeTalu3alueldl M MPOU3BOAM-
TenbHOCThIO0. Ha pucyHke 1 HarisiiHO MpeacTaBiIeHO CpaBHEHHE HU3KOMOIMIOHANBHBIX (C MaJIbIM
KOJIMYECTBOM TOJUTOHOB) U BBICOKOIIOJIMTOHAIBHBIX (C OOJBIINM KOJTHYECTBOM MOJUTOHOB) 3D-
MOJEIIEH.

850 polys 1850 polys 9130 polys

[

Pucynok 1 — PazHuia B KonM4ecTBe MOJIUTOHOB
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Hanpasnenue « 91€KTPOHHBIE CUCTEMBI M TEXHOJIOTUM

Ocnosnas wacmp. ONHUMH U3 caMbIX pacnpocTpaHéHHbIX 3D-penakropos sBistores Cinema
4D u Blender. Cinema 4D umeet Goyiee HHTYUTHUBHO MOHSATHBINA TOJIB30BATENBCKUI HHTEPEIic, B
CBOIO ouepenb, Blender cinoxuee B ocBoennn. He Oyzaer npeyBenuuenuem ckaszarb, 4yto Cinema 4D
obyajjaeT JIydlIMM MOJb30BaTeIbCKUM HHTepdeiicom cpean Bcex 3D-nporpamm. DT0 aenaer
Cinema 4D 6onee ynoOHBIM mporpaMMHBIM obecriedeHreM s HaunHatomux. B Cinema 4D Bce
CBOMCTBa 00BEKTa, HACTPOMKU KUCTH, HAZACTPOHKU U Apyrue (yHKIMHA MOXHO HAaWTH B OHOH 00-
nactu. B Blender pa3Hbie HacTpoiku 0TOOpaxaroTcsi Ha OT/AEIbHBIX MAHETSX, YTO MOKET COMBAThH C
TOJIKY M 3aTpOMOKAaTh 3KpaH. Emé oqunm npenmymectBoM Cinema 4D sBrsieTcst nucrneryep o0b-
€KTOB, CUCTEMa YyTIpaBJIEHUs] BCeMU 00beKTaMH B cuieHe. Korja Bbl umMeere J1e10 co CIEHAMU Mpo-
M3BOJICTBEHHOTO YPOBHS, B KOTOPBIX €CTh THICAYM OOBEKTOB B OJHOW CIIEHE, OTIMYHAs CHUCTEMa
ynpaieHus: abcomoTHo HeobxonuMma. [Jucneruep o6wekToB Cinema 4D ympomraer paboty 6maro-
Japsi CUCTeME TEroB, CUCTeMe ayOJeil, BO3SMOXKHOCTSAM IEpPEeTacKUBaHUS U MHOromy apyromy. U
Cinema 4D, u Blender oTnu4HO MOAXOAAT IS MOJIUTOHAILHOTO MojenupoBanus. Ho koraa nemo
noxomut a0 ckynbntuHra, Cinema 4D mpourpeiBaer Blender. CkynbnTuHT — 3TO 0c000€ HampaB-
nenue Blender, ¢ 00nbIIMM KOIMYECTBOM CKYJIBNTYpPHBIX KHuCTeH [2]. D10 nenaer Blender myumnim
BBIOOPOM U JIJIsi MOJICIIMPOBAHUS NepcoHakel. IHcTpyMeHThI ckynbntuHra Blender takxke xopoio
MOJXOMAAT JUIS CO3JaHMs IeTAIM3UPOBAaHHBIX 3MaHui. Korja aemo 10X0auT 10 3aroHEHHs CLICHBI,
oubmoreka pecypcoB Cinema 4D ymporaer 31o. OH uMeeT OOMHUPHYIO KOJIIEKIHI0 3D-00beKTOB,
MaTepHaJIOB U KaICyJ y3JI0B, KOTOPbIE MOXHO HMCIIOJIB30BaTh il ObICTpOl cOOpKHU clieH. Pe3yib-
TaThl MOJienupoBaHus nepconaxa B Cinema 4D u Blender npeacraiensl Ha pucyHkax 2 u 3.

Pucynoxk 3 — [Nonp3oBatensckuii nHTEpdeiic n 3D-monens B Blender
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MoxHo npsimo B Blender co3naBaTh MaTepHuaibl, YTO MOJE3HO ISl PEHACPUHIa U UTPOBBIX
mozeneii. [Iporpamma moanepkuBaer MHOTHE OCHOBHBIE opmaThl: FBX, OBJ, DAE u T.1., Kak u
O0nbIIMHCTBO ApyTruXx 3D makeros.

B Cinema 4D, no cpaBaenuto ¢ Blender, meHblie miuaruHoB, HO oHU ecTh. Camble "momynsp-
Hele" Groyw fX (a7 co3gaHust pealuCTHUHBIX pacTeHuil), BeimeynoMsnyTeiii TurbulenceFD (as
apIMa, orHs U 11p.), Greebler (s "BbliaBIMBaHUA" pa3IMYHBIX JeTalell U GUIyp HA MOBEPXHOCTH
Mama. OTnu4Ho noaxoaut uid sky fi komnosunuu) u T.1. [Ipu 10MKHOM 3HaHUU S3bIKA MTPOrpam-
MupoBaHus Piton, BO3MOXHO CaMOCTOSITETILHO MHCATh CKPUMITHI.

Ha ocHOBe Bcero BBIIIEU3NIOKEHHOTO, ObLIa COCTAaBJIEHA CpaBHUTENbHAs TAaOJIHUIIa KPUTEPHUEB
Cinema 4D u Blender (Tabnuna 1):

Tabnuna 1 — CpaBHEHHE KITIOUEBBIX KPUTEPUEB

Kputepun Cinema 4D Blender
[Tonb3oBarenbckuit HHTEPGEIC + -
Coznanne 3D-mopeneit nepcoHaxei - +
Co3pnanue cueH 00beKTOB + -
ITognepxkka paciupeHuit + +
WHuTerpanus ¢ IpyrumMu cucTeMaMu + -
[InarvHsl ¥ CKPUIITHL - +

3akniouenue. Takum 00pa3oM CleIyeT, YTO OCHOBHBIM CIIOCOOOM ontumuzanuu 3D-monenu
SABIISICTCS PEAYKLUS MOJIMTOHOB — OOBbEAMHEHUE TPYIIIBI TOJIUIOHOB B OAMH. CpaBHUTEIBHBIN aHa-
i3, npoBea¢HHbIN B 3D-penakTopax Cinema 4D u Blender, moka3zan, 4To /uist co3qaHus ¥ ONITUMHU-
3allMU CIICHBI C OOJIBIIMM KOJMYECTBOM OOBEKTOB Jyullle nmoaxoaut peaakrop Cinema 4D, Tak kak
B HEM IPUCYTCTBYET OMOIMOTEKa pecypcoB ¢ oOmmMpHON koutekuueit 3D-00bexToB. B cBoto oye-
penpb AN CO3[JaHMsA M ONTHMM3ALUHU JIETATM3UPOBAHHBIX MOJIENEN HIPOBBIX MEPCOHAXKEH JIydlie
nogouaeT penakrop Blender, B cBA3u ¢ HamuuneM 0co0OT0 HaNpaBIEHUS — CKYJIBITHHT.
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Annotation. The method of optimization of the 3D model is investigated. The difference between
3D models with different numbers of polygons is clearly shown. A comparative analysis of user

interfaces and usability of Cinema 4D and Blender 3D editors has been carried out.
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