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BBEJIEHUE

Bepcust 2.92 2021 roma BBOIUT B OTKPBITOE
nporpaMmmuoe obecrieuenne Blender cucremy reomert-
PHUYECKOr0o MOJIeJINPOBAHUSI Ha OCHOBE Y3JIOB, IIPEJI-
HA3HAYEHHBIX JJIs MAHUIYJISAIUA TeOMEeTPHUel Tpex-
MepHBIX 00beKTOB, Ha3biBaeMasi «Geometry Nodess.
JlaHHas TEXHOJIOIMsS OCHOBAHA, Ha, IIPOLEILYPHBIX OIle-
panusax U IpPeCTaB/seT BO3MOXKHOCTD JIeTabHOM
[HapaMeTPU3aIUU CO3/IaBAEMOI FeOMETPHUH, UTO YCKO-
psieT W yIPOIIAET MPOIECC MOJIETMPOBAHUSI, OTKPbI-
BaeT HOBbIE BO3MOXKHOCTHU IIPUMEHEHUsI TPEXMEPHOM
rpacdukn 171s1 3(pPEKTUBHOTO PeIIeHnsT TPUKJIATHBIX
3a1a4.

Hesbio 1anHOM TyOIHMKAITUE SIBJISIETCS UCCIIE 0~
BaHMe BO3MOXKHOCTEf, ocobennocreit u cdep npnme-
HEHUs HOJIOBOW CHUCTEMBI JJIsI OIIPE/IeJIEHUsT TIeJIeCO-
00PA3HOCTHU UCIIOJIB30BAHMS MAITMHHOTO 00y IeHMSI
KaK CII0co0a CHMXKEHUsI [TOPOra BXOXKJEHUS B I'eO-
MeTPUIECKOe MOJIEJINPOBAHUE.

I. OCHOBHA4 YACTb

CTpyKTypa T€OMETPHIECKUAX HOJ, UMEET CJIeTy-
IOOIYyI0 JIOTHUKY: Ha BXOJ/ U BBIXO/L IIOJIAI0OTCHA OIIpe/ie-
JICHHBbIC 3HAYCHUS, PA3JIMIaeMbIe TTOCPEJCTBOM IIBE-
ToBoit qucddepennmaru. [Ilyrem komOuHUpOBaHUS
V3JI0B U CBsi3eil MeXKy HUMH CO3/Ia€TCsS TPeXMepHAasi
MOeIb. BXOIbI pacooKeHbl B HUKHEIH JTeBOH Ta-
CTH y3J1a U IIPEJIOCTABJISIOT JAHHbIE, HEOOXOINMbIE
Y3JIy Ui BBITOJHEHUs cBoelt dbyukiun. Kakprit
BXOJ/THOM MOPT MPU OTKJIIOYECHUN IPUHUMAET 3HAUE-
HUE TI0 YMOJTIAHUIO, KOTOPOE MOYXKHO PEIAKTHPOBATD
C TIOMOIIBIO IIBETOBOI'0, YMCJIOBOTO MJIA BEKTOPHOIO
3nadennsi. BeIXOIbI PACIIONOKEHDBI B BEpXHeit mpaBoit
JacTHU y3Jia, U UX BBIXOJHBIE JJAHHBIE MOTYT OBITDH
[epeIatbl Ha BXObI APYyTruX y3j0B (cM. puc. 1).

 Extrude Mesh

v Cylinder

Puc. 1 — Ilpumep Momesnn, CO3JaHHOM C ITIOMOIIBIO
reOMEeTPUIECKUX HOJ,

Hekoropble y3ibl UMEIOT CIEIUAJbHBIE OP-
TBI, KOTOPBIE MOT'YT HPHHUMATH HECKOJIBKO BXOHBIX
JIAHHBIX. DTH MOPTHI Oy1yT uMeTh hbOopMy JLIAICA,
a He Kpyra, uTo yKa3blBaeT Ha MX 0co0oe IoBeie-
Hue. ITopTHl B y3/1aX PA3INIaroTCs MO HCIOJb3ye-
MBIM JIAHHBIM, KaKJible ¢ YHUKAJbHBIM [BETOM (CM.
puc. 2).

v Data

@ Boolan @ Collection
@ b # Objec

Puc. 2 — IIBeroBas nuddepenimarus JTaHHBIX

Wcnosib3yemble fqaHHBIE BXOJST B IPYIIILY OC-
HOBHBIX [IAPAMETPOB, KOTOPbIE KJIACCUPUITUPYIOTCS
TpeMsl TUIIAMHU.

OcHoBHBIE HAOODBI JJAHHBIX — JAHHBIE O MeIe
u meitiepax 06beKTa, BKIIOYAIOT B CeOs:

— Geometry — reoMeTpuio 00bEKTa;
— Shader — wreitepsi.

Tumbl JaHHBIX — Pa3/IMYHbBIE JIOTUYECKHE BHYT-

peHHEE JaHHble 00bEKTA, IPEJICTABIAIOT CODO
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— Boolean — OyseBbie 3HaveHNUS;

— Color — nBera ¢ Hajm4IneM ajabda-KaHaIa WX
0e3 Hero;

— Float — uncna ¢ mnaBaromeii Toukoit. lan-
HBII TIOPT TakKe IpUHUMaET 3HadeHus (value
map);

— Integer — 1estoUmC/IEHHBIE 3HATEHUST

— String — TeKCTOBbIE 3HAMEHUST;

— Vector — undopmarnust 0 BEKTope: HaIpaBJie-
HU€e, KOOPJIUHATHI 1 HOPMAJIU.

['pymmbl faHHBIX — BTOPOCTEIIEHHBIE TapaAMET-
PBI, OTBEYAIOIIe 3a CTPYKTYPY IPOEKTa U BHYTPEH-
HUX OO'BEKTOB Ileiijiepa, COCTOST U3:

Collection — KoJureKIUiA 0OBEKTOB;
Object — 00 bEKTOB;
Material — maTepuaJios;

— Texture — TekcTyp;

— Image — m306parkennii.

ITomMuMO 3TOTO, K BasKHBIM ACITEKTAM JIAHHBIX
BHYTpH JIF000# TpEeXMEpPHOI MOJIe/in CJIelyeT OTHe-
CTH mapaMmeTpbl pa3BepTkun — UV-KoopamHATBHI U
AHUMAIIUIO TI0 KJTIOYEBBIM KaJIPaM.

II. OCOBEHHOCTH U ITPOBJIEMBI HOJOBOI'O
MOJEJINPOBAHUN I

BaxkHo, 9TO IIpH MCITOJIB30BAHUU HOJIOBOTIO MO
XOJ[a MOXKHO MCKJIFOUUTD Psif] OMIMOOK B TOIOJIOIUH
OOBEKTOB, T.K. MOJIEIb CO3/IAETCS IYTEM ITOCJIEI0-
BATEJILHOIO HAJOYKEHUsT JIOTHIECKUX U TeOMEeTPH-
qeckux oneparmuit. Kpome sroro, Mojesnu, crpoek-
TUPOBAHHBIE C IIOMOIIBI0 €OMETPUM, UMEIOT BO3-
MOXKHOCTh JMHAMUYIECKON ITapaMeTpu3aliui, T.K. BCs
UX CTPYKTYPa COCTOUT U3 OJIOKOB JAHHBIX, 3HAUE-
HUST KOTOPBIX MOXKHO M3MEHSITDH B JIFO00E BpeMsi, 4TO
HEJIOCTYITHO B KJIACCUYIECKOM MOJIEIMPOBAHUN M KaK
CJIEJICTBHE — BO3MOYXKHOCTh CHMXKEHUsI TPY/103aTpaT
Ha MojesupoBanue. [lyrem mpoekTHpoBaHUsT HOJIO-
BOT'O JIepPeBa, BBICTYIAIONIETO B KadeCcTBe “Kapkaca’,
MOXKHO M€HEPUPOBATH HAGOPHI MOJEJel 3a KOPOT-
koe Bpems [1], [2] wepes mamenenme mapameTpos.
Kpome Toro, crout 06paTuTh BHUMAHIE Ha BaXKHYIO
0CODEHHOCTBIO TipejicTaBiieHust ¢aiiyioB B Blender:
KaXKJIbIil IPOEKT MOXKET OBbITH IIPEJICTABJIEH B BHUJIE
unabopa mupekropuii. Hammane mupexkropun “Node
Trees” mo3BOJISIET MHOTOKPATHO MCITOJIB30BATEH HOJIO-
BbIE JIEPEBbs B JIPYTUX MPOEKTaX M CO3/IaBaTh OMO-
JIMOTEKH II0JIyIeHHbIX TeoMerpuil. Takxke K gucyy
JIOCTOMHCTB M€OMETPUYECKOr0 MOIX0Aa MOYKHO OT-
HECTHU ONTUMU3AIIIO MAITUHHBIX pecypcoB. B psiie
BAPUAHTOB UCIIOJIHL30BAHUS MOJEJMPOBAHUE C IIPH-
MEHEHHEM HOJI IPEBOCXOJIAT TPAUIMOHHBIN METO/T
[0 pa3Mepy UTOTOBBIX (ailjIoB U 3aTPavYeHHBIM Pac-
YeTHBIM MOITHOCTsIM [1].

HecmoTps Ha nepedncieHHBIE JTOCTOMHCTBA,
OCBOEHHE T€OMETPUIECKOTO MOETMPOBAHUS MOXKET
MIPECTABJISITh TPYAHOCTHU JJIsi HEKOTOPBIX ITOTB30-
BaTeJseil, B CHIy HEOOXOIUMOCTH TOHUMAHUST TUTIOB

U CTPYKTYP [JAHHBIX U IPUHITAIIOB IPEICTABICHUS
un xpaHeHusi o0bekToB B Blender misa mpoexkTupo-
BaHUsI HOJIOBBIX JI€PEBbEB. [IOMHUMO 3TOro, CTOUT
OTMETUTH U TOT (PaKT, YTO IOCTPOEHUE MOJEIEN ITy-
TeM CO3JaHUS HOJOBBIX CBs3€l BO3MOXKHO HE JJIst
BCEX TUIOB MOJIeJIell, HAIlpUMEpP TAKUM CIOCoboM Oy-
JIET CJIO’KHO BOCCO3JIATH MOJIE/N, TPeOyIoITIe 0coboit
TOYHOCTHU, MOJIEJIN JIIOZEH U Psifl IPYTHUX, OTHAKO [IPH-
MWHEHIE U BO3MOXKHasl JJOpabOTKa TAKOro ITOJIXOJIA
MOYKET IT03BOJIUTH YIIPOCTUTH U YCKOPUTH HEKOTO-
pble HadaJIbHBIE STAIBI HMANIIAlHA B TPEXMEPHOM
MOJIEJIMPOBAHUH.

III. BrIBOA

Ucxo/ist 3 IpOBEIEHHOrO aHAIN3a, MOYKHO BbI-
SIBUTH PsiJi IPOOJIEM, BO3HUKAIOIIUX IpU paboTe ¢
TeOMETPUYIECKIM MOJeINpoBaHueM. B kadecTBe pe-
IIeHns IPOOJIEMBI OCBOEHHUS BHICOKOI'O IIOPOra, BXOXK-
JeHUS B F€OMETPUYECKOEe MOJIEJINPOBAHUE MOYKHO
[IPEJJIOKUTH TeHEPUPOBAHIE NeOMETPUHU € TIOMOIIIBIO
MOJIeJIell MAITUHHOTO 00y YeHMsI, ITO IMO3BOJIAT IIPO-
IIyCKATh ITAIl IPOEKTUPOBAHNS HOMOBBIX I€PEBLEB U
Ccpa3y MepexouTh K HACTPOHKAM IapaMeTPU3AINMN.

Co3zianne HEHPOHHON ceTH, IPUMEHSAIOIIEH HO-
JIOBOE MOJIEJINPpOBaHUE, MOXKET HeCTU B cebe psijy
KJIFOUEBBIX ocobenHocTeil. Mojesnn, reHepupyemMbie
TaKOil HeMpPOCeThIO, OYAYT CTPOUTHCS IO 3apaHee
[IO/ICOTOBJIEHHBIM JIOTHIECKUM TIapAMETPaM — HOJIO-
BOII CTPYKTYP€e MOJEJINPOBAHUs, 9TO HeCeT B cebe
3HAYMTE/IbHBIE [IPEUMYIIECTBA 110 CPDABHEHUIO C Cy-
[ECTBYIOMUMY aHAJIOTaMU HEPOHHBIX CeTeil JJist
dopmupoBanust TpeXMEPHBIX Mozeseit. K Takum mpe-
AMYIIECTBAM MOXKHO OTHECTH CJIEJYIOIINe TTapaMeT-
pBI:

— [PABUJIBHYIO TOIOJIOIHMIO CO CPaBHUTEJIHHO
HEOOJIBIINM KOJUIECTBOM ITOJIMTOHOB, YTO 3HA-
YUTEJIbHO YIPOCTUT NAJBHEUITYyI0 paboTy ¢
MO/JIEJIBIO;

— BO3MOXKHOCTH JI0PaOOTKH PE3yIbTUPYIONIX
00DBEKTOB OJ1aroiapss HAJIMIHNIO TMHAMUAIECKOT
rapaMeTpu3alum;

— HACTPOEHHYIO JIOTUYECKYIO COCTABJISAIONTLYIO
00BEKTA YTO MO3BOJIUT CO3aBATH AHAJIOTUYI-
HbIE€ MOJEJIH B JIIOOOM IIPOEKTE.

Texymeit ocnoBHO# 3a1ateil M1 CO3TaHus Helt-
pocetu siBjsieTcst ¢OOp JIaTaceToB, HA OCHOBE KOTO-
PBIX OYyJEeT IPOBOIUTHCS ee 00yJeHue.
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