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AHHOTaHI/lﬂ. PaCCMOTpCH IpoIeCcC CO3AaHNA OKPYKAIOMIETO IMTPOCTPAHCTBA U OCHOBHBIX MOI[CJ'IGI\/'I
IJIA UI'pbl B 0okc. OnucaHbl rIaBHas HUIACA NPOCKTAa U MHCTPYMEHTBI, KOTOPBIE HCIIOJIB30BaINCH
Ipu IPOCKTUPOBAHUU. OTMeUeHBI KJIFOYEBEIC MOMEHTEI B pcajin3aliui UIrpbl U1 BAPUAHTBL e€ uc-
IIOJIB30BAaHUA.

KaroueBsie ciioBa: 3D-monenupoBanue, Blender, urpa, npumurus, ciopt, VR

Beeoenue. BusyanpHas cocTaBIsONIAs UIPHl BaKHA TaK XkKe, Kak U €€ IBWKOK. BMmecTte 3tH
JIBa KOMIIOHEHTA MO3BOJIAIOT IIOTPY3UTh IOJIb30BATENS B MHOIOYACOBOE U3YyUEHUE UTPOBOTO MHUpA.
[lenpto paboOTHI sSBISETCS pa3paboTKa OKpYKeHUs st VR Urpbl, OCHOBaHHOW Ha TaKOM CIIOPTHUB-
HOW JUCHHIUTHHE, KaKk OOKC. ABTOPOM CTaThH MOKa3aH mpolecc coznanus 3D mMozaeneit u okpyxa-
IOIIETO MPOCTPAHCTBA C MOMOIIBIO TPOorpaMMHOTO ob0ecniedenus Blender [1].

Ocnoenas wacms. Vrpa npencrapiser U3 cedst MPOCTOl CUMyJISTOp OoKca, T1e MoJb30BaTe-
JI0 HY>XHO IPOBECTU CHAPPUHI CO CBOMM COINEPHUKOM. JIoKamueil cily>)kKMT CIIOpPTHUBHBIN 3al,
HAIlOJHEHHBIN PA3IMYHBIM CIIOPTUBHBIM UHBEHTAPEM.

Jlnisi IpOEKTUPOBAaHUSI BU3YallbHONH YacTH MIPbI MCIONB3yeTcss mporpamma Blender Bepcun
3.4.1. Blender — 310 mpodeccuonanbHOe IporpaMMHoe obecnieueHue i co3aanus 3D Monenet,
UX aHMMAIK ¥ TeKCTypupoBaHus. BozmoxkHoctu Blender mo3Bossiior cumynnpoBaTh (pu3ndeckue
CBOMCTBa 0OBEKTOB, HAIIpUMEP, MOBEACHNE TKaHU. | TaBHBIM qocToMHCTBOM Blender siBisiercst ero
MHTYUTHBHO MOHATHBIN nunTepdeiic [1].

Ha nepBoM 3tane co3maércst moMenieHrne, KoTopoe OyneT UCIOoIb30BaThCsl B KAUECTBE CIOP-
TUBHOTO 3ayia. JlJI1 3TOr0 MCHOJB3YETCsl CTAaHAAPTHBIA TPEXMEpPHBIH NMPUMHUTUB «plane». lns co-
3/1aHUS BU3YaJbHOW HAIlOJIHEHHOCTH B IIOMEILIEHUE BHEAPSIOTCS KOJOHHBI, CAEIaHHBIE C TIOMOIIBIO
mpUMHTHBA «cubey (pucyHok 1).

Pucynok 1 — OcHOBa CIOPTHBHOTO 3a1a

Cnemyromum 3TanoM sBISIETCS IPOEKTUPOBaHUE Oojiee CI0XKHOIO 0OBEKTa — CHOPTUBHOIO
punra. OH HeOOXOIUM IJIsi TOTO, YTOOBI MPOBOAUTH OOM M OKYHYTH IOJIb30BaTeNsl B aTMochepy
HacTtosero 6os. OCHOBHAs 4acTh PUHIA CO3JA€TCs C MOMOIIBIO paHee YIOMSHYTBIX TPaHC(HOPMHU-
POBaHHBIX IPUMUTHBOB. B CBOIO 04epenb KaHAThI BHITOIHSAIOTCS IPU MOMOIIM CTaHAAPTHOTO 00b-
ekTa «cylinder» (pucyHok 2).
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Pucynok 2 — CiopTHBHBIH pUHT

Jlnist BOIUTOIIEHHSI aTMOC(ephl 3ajla MPOCTPAHCTBO 3aIOJIHACTCS €ro CIOPTUBHBIM MHBEHTA-
pém. Crona BXOAAT raHTENH, ITAHTa, AUCKU, YTO MO3BOJSET B JAJIbHEHIIEM MTPOU3BOANUTH B3aUMO-
JeicTBUE C JaHHBIMU IpeaMmeTraMu. UToObI BBIICINTh MHBEHTAph Ha OKpy’KarouieM (oHe, Hakia-
JIIBAaETCs TEKCTypa MeTailia Bo BKiajke «shading» (pucyHok 3).

Pucynok 3 — TexcTypupoBaHue CIIOPTUBHOTO HHBEHTAPSI

3aBepLIaONIUM 3JIEMEHTOM CIYXHUT HENOCPEACTBEHHO Mozeb Ooiina. Heobxoaumo co3nars
00BeKT, HamoMHUHaMUi yenoBeka. [Iporpammuoe obecniedenue Blender ¢ momomnsio ¢yHKIuN
«sculpting» mo3BossieT 3a/1aBaTh J00bIE POPMBI U 00BEKTa (PUCYHOK 4).

KitoueBbIM MOMEHTOM B pealin3alliil UIphl SBISETCS IBUKEHUE TMepcoHaxa. [l atoro co-
30a1MM TIpocTyro aHuMario. CHavaia mepexoanM BO BKIAJKY «animation». Ilepememias kioye-
BbI€ TOUKH, IPUBA3aHHBIE K 000JI0YKE, MBI H3MEHSIEM IOJIOKEHHE MOJIEH B pocTpancTse. [Ipose-
JIAaHHbIE MAHUITYJIALUU OTOOPaXaIOTCS Ha BPEMEHHOM IIKaJle B BUJIE KITIOUEH.
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Pucynox 4 — Monens nepconaxa

Bonpimas gacte 3D-Mozeneli BBIMOIHACTCS B CEPhIX IIBETaX, YTOOBI HE OTBJICKATh IOJIb30BaA-
TeJsl OT UTPOBOTO Tporiecca. Takke caMo IMPOCTPAHCTBO CO3AETCS HOXOKUM Ha PEaTUCTUYHOE JUIs
MIOJTHOTO TOTPYKEHHS B BUPTYaJIbHBIH MuUp. MoJenb 0oiilia ClIpOeKTUpOBaHa TAKUM 00pa3oM, 4To-
ObI ero opMbI OBLIH ITOXOXKH Ha MaHEKeH. B JaHHOM cilydae crielManibHO HE MPeayCMaTpUBaCTCs
TOYHAsl KOTIUS YEJIOBEeKa, YTOOBI MOXHO OBLIO OTJIMYUTH PEabHBI MUP OT BUPTYAJILHOTO M HE pa3-
BUBATh arPeCCHIO M )KECTOKOCTh CPEIH IOJIb30BaTENCH.

B nanpHelimeM minaHupyercsi 10pabOTKa MPOEKTa Ha YPOBHE WACH, YCOBEPLICHCTBOBAHHUS
3D-00bekTOB 1 100aBlieHHUs HOBBIX. [IpemycMaTpuBaeTcs CO3AaHUe Pa3IMYHBIX YPOBHEH CI0XKHO-
CTH, PEeXKHMBI «TPEHHPOBKW», «COPEBHOBAaHHE», «OHJIAHH-CIappuHr». Tarke OyIayT H00aBICHBI
NePCOHAIBHBIC TPEHUPOBKH C TPEHEPOM, B KOTOPBIX OYAYT IMOKa3bIBaThCS BHIOJIHEHHE PAa3IUUHBIX
npuéMOB U X OTpabOTKA.

3axnrouenue. 3D MonenupoBaHUe — ESITENBLHOCTD, TPEOYIOMIast MOCTOSHHOM MpakTUKH. Co-
3[JaHUE CIIOKHBIX (POPM M3 MPUMUTHBHBIX TPEXMEPHBIX OOBEKTOB OYEHb YBIICKATEIBbHBIN MPOIIECC.
CrnennaucThl B 3TOI 00JaCTH TOCTATOYHO BOCTPEOOBAaHbI HA phIHKE. JlaHHAs Mrpa TO3BOJUT OTpa-
0aThIBaTh CBOM NMPO(ECCHOHAIBHBIC HABBIKU HIIH MIPEACTABUTh CE0s B POJIM CIIOPTCMEHA.

Cnucok Jaumepamypol
1. Blender 3.4 Reference Manual [Electronic resource] / Blender. — Mode of access : https://docs.blender.org/manual/en/latest/. — Date of
access : 11.03.2023.
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Annotation. The process of creating the surrounding space and basic models for playing boxing is
considered. The main idea of the project and the tools used in the design are described. The key
points in the implementation of the game and its use cases are noted.
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