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Annoramus: Lleasro TaHHOH HAYYHOH CTATHH ABIACTCS MPSACTABICHUC METOMKH H HACTPOCK
CHMYILIIMHA BOABI B porpamme Blender ¢ ncnonp30BaHneM 3a1aHHOW KpHBOH JIMHAH. B cTaTse
MIPEACTABICHBI AT, HEOOXOJUMBIC I CO3JAHMS CHMYJUIOHHM BOABL, 4 TAKXKC JCTAIBHOC
OTIMCAHUE HACTPOCK OOBEKTOB W MTAPAMETPOB CHMYJLIIUH. Pe3yIbTaThl HCCICIOBAHHS IOMOTYT
Jy4Ire MOHATh IpolecC cuMyniuu Boasl B Blender ¢ mcmonp3oBaHWEM 3a7aHHOW KPHBOH
JMHUH W HCIOJIb30BATh €T0 IS CO3NAHHS PCATHCTUIHBIX BU3YAIbHBIX 3(D(heKTOB.

KaroueBnbie ciioBa: CHMYTLAIHS, AaHUMALHS, JICKTPOCTATHYCCKUH pa3psaa

Beeoenue. Cumynanyst BOABI SIBISETCS BAKHBIM aCTIEKTOM KOMIBIOTCPHOU rpaduku M BH3YaIbHBIX
s3pdexros. Ilporpamma Blender mnpemocraBiaseTr BO3MOXKHOCTR CO3JAHUS CHUMYJSIAH BOABL €
HCITIONIb30BAHUCM 3aJaHHON KpuBOH muHuM [1]. B maHHOU cTarhe mpeacTaBiacHA METOINUKA U HACTPOUKHU
COOTBETCTBYIOIIHX [MAPAMETPOB, KOTOPHIE MO3BOSIIOT AOCTHYD PCATHCTHYHBIX PE3VIbTATOB B CO3MAHHH
JaHHoro sdiekra.

Ocnosnas uacme. 1. Co3nanve 0OBEKTOB: B IEPBOM LIare HEOOX0IUMO c(HOPMHPOBATE OOBEKTEL,
KOTOpbIC OYAYT UCTIONB30BATRCH B CUMYJILMH BoAbL. s 3TOro crpoutcs Ky0, KOTOPbIH OyICT CIVKUTh
B KauecTBe goMeHa cumysaumu. KyOy 3azmaerca tunm "Fluid" wm HacTpanmBaroTCS COOTBETCTBYIOLIHC
mapametpel: Type Domain, Domain Type Liqued, Resolution mpmmepro 120, oTkmouaror B HEM
IPaBUTALUIO.

Pucynok 1 — Ky0, koTOpBIi OyIeT CIy>KUTh B KAUECTBE JJOMEHA CUMY JISIIAN

3arem cozgactes chepa, KoTopas OYACT CIy:KUTh HCTOUYHHKOM BoAbl. Cdepe Takke 3aqacTcs THIL
"Fluid" u HactpauBarotcs mapamerpsl Tuna teucuus u noseAacHus: Type Flow, Flow Type Liqued, Flow
Behavior Inflow (310 03HauaeT, uto Boga OyAET rEHEPUPOBATHCS).
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o Hecdpren

Pucynok 2 — Cdepa, kotopast GyeT CITyKUTh HCTOUHUKOM BOJIBI

2. Vcnonpk3oBanue 3a1aHHON KPUBOW JIMHUH. 1T VIPABJICHHUS ABIXKCHHUCM BOJBI BAOJb 33JaHHOU
KPUBOU JIMHHH CO3JacTCad OOBEKT KpHBOH, koTopomy 3amactca tum "Force Field". INMapameTprl cumel u
TOYHOCTH CJICIOBAHMS BETPAa HACTPAMBAIOTCS IS JOCTIDKCHHUS »KeraaeMoro 3(p¢dexta XBUKCHHS BOMBI
prose jguaun. Hacrtpoiiku Forse Field: Type Forse, Strength -3 (cuma serpa), Flow 1 (tounocts
CICIOBAHMS BETPA).

o HecAPren

Pucynok 3 — Kpusast /131 yIipaBiieHus TBUKEHHEM BOJTbI

3. OHTI/IMI/ISaLII/IH AdHUMalu: 4l ONTUMHU3AITUY aHUMallui U YHUYTOXKCHUA BOABI ITOCIIC €& TCUCHUA
cozmaercsl JONMOMHHUTENBHBIH 00bekT-Ky0. Hactpoiiku Fluid: Type Flow, Flow Type Liqued, Flow
Behavior Outflow (310 o3Hauaet, 4to Boaa OyACT MCUE3aTh B 3TOM O00BEKTE). DTOT OOBEKT HCIOIB3YETCS
A4 YVHUYTOXKCHHUA BOAbI B IPOLCCCC ONTUMU3AIUN aHUMALTUU. 3TO MO3BOJACT YHUYTOXUTH BOAY U
COKOHOMMTD PECYPCHI IIPU BU3YATH3ALHAH.
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Pucynok 4 — Ky0 7181 onituMm3aIivy aHUMAaI [y

o prer

Prcynok 5 — Cumysirust Bogpt B mporpammve Blender

4. KemmpoBanwe aHUMalMd M HAKIAObIBAHHC TEKCTYPHI. TIOCAC 3aBEPLICHUS HACTPOMKH
MapamMEeTPOB CUMYVISLMH, NPOU3BOAUTCS KCIIMPOBAHHC AHMMALMH, YTOOBl COXPAaHHTh PE3YJbTATHI
CUMYSIIMM. 3aTeM Ha MONYYCHHVIO AHWMALMIO HAKIAJBIBACTCA TEKCTYpa I Co3maHus Ooiee
peanucTuaHOro BH3yanbHOTO 3ddexra Boapl. Llleiiaep BoAb — 3TO CMOCOO UMHTUPOBATH BH3YAIBHBIC
CBOWCTBA BOJBI, TAKHC KAK OTPAKCHUE, IPEIOMIICHHE, LIBET U MPO3pavHOCTh. s co3aanns meiaepa BOabl
B OICHIEPE MOKHO HUCIIOIB30BATh CICAVIOIIUE Y3IIbL:

1 Matherial output — 310 y3¢n, KOTOPBIH OMPEACIICT, KAKOW THUIT Marcpuaia OyaeT NPUMECHCH K
obbekty. B Hamem ciayuae mbl BeibepeM Surface n noakmrounM k Hemy Bbixoa Mix shader.

2 Mix shader — 310 y3en, KOTOPBIH NO3BOMET CMEINUBATh ABA HIH Oolee MWEeHACPOB ¢ MOMOLIBIO
daxTopa cmemmmBanus. B HameMm cnyuae Mpl moakmounM k Hemy aga meiaepa: Glass BSDF u Transparent
BSDF.

3 Glass BSDF - 310 y3¢1, KOTOpBI HMHTHPYET MOBCACHHE CTCK/IA, TO ©CTh OTPAXKACT H
npeaoM/sieT ¢BeT ¢ yuetoMm uuaekca nperomicHus (IOR). B Hamem ciyuae mbr yeranosuM IOR paBabIM
1.33, uto cootBercTByeT IOR Boabl. Tak:ke MBI MOXKEM HACTPOUTH LBET U MIEPOXOBATOCTh CTEKIIA.

4 Transparent BSDF — 5710 y3e1, KOTOpBII HIMHTHPYET IOBEACHUE MPO3PATHOTO Marepraa, TO €CTh
MPOMYCKACT CBET O€3 OTPAXKCHUS U MPEIOMICHUS. B HammeM cirydae Mbl yCTAaHOBHM LIBET PABHBIM OEIOMY,
4TOOBI BOA OBILIIA MAKCUMAIBHO MPO3PAYHOM.
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5 Light path — 310 y3e1, KOTOPBII TPSIOCTABIACT HH(POPMALIUIO O TIYTH CBETA B CLCHE, TAKYIO KaK
KOJIMYICCTBO OTPAKCHUH, TIPSIIOMIICHUH, TeHH U T.1. B Hamem ciayuae Mel oakaroanm Berxon Is Camera
Ray x Bxoay Fac yama Mix shader. 3to o3nadaeT, 4to Mbl OyAEM CMEIIMBATH MCHACPHI B 3aBUCUMOCTH OT
TOTO, BHAWUT U Kamepa OOBCKT Wi HET. Takmm 00pasoM, MBI CMOXKEM YMCHBIMHUTH HEKEIATCIBHBIC
3(hPEKTHI, TAKHE KaK TEMHOTA BOJBI WITA HEPCATUCTHYHBIC OTPAKCHHUS.

» Light Path
Is Camera Ray
Is Shadow Ray
Is Diffuse Ray
Is Glossy Ray
Is Singular Ray
Is Reflection Ray
Is Transmission Ray
Ray Length
Ray Depth
Diffuse Depth
Glossy Depth
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Prcynok 7 — ITOTOBBI pe3yIbTart Imocie co3/laHus Tieiiepa 1 JoGaBIeHusT OCBETICHIS
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3aknrouenue. [lpennoxxeHHas METOIUKA U HACTPOUKH CHMYVISLHH BoAbl B nporpamme Blender ¢
WCTOIb30BAHUEM 33JaHHOU KPUBOM JIMHHH MO3BOJSIIOT CO3JaBaTh PCAUCTHYHBIC BU3YATbHBIC 3(D(EKTHI.
Hcnoms3oBanue kyba B KauecTBE JOMCEHA, C(pephl B KAUCCTBE HCTOYHHMKA BOJABI M KPUBOW JIMHUHU IS
VIOPABICHUS JBMKCHUEM BOJBI BAOJIb 33JaHHOU TPACKTOPUH AACT BO3MOKHOCTH AOCTHYL BBICOKOTO
YPOBHs peanusma B Moacauposanuu gaHHOro 3ddexra. Cozmanue cumyssiimu Boabl B Blender umeer
HECKOJIBKO MPEHMYINECTB!

1 Tubxocts u kouTpoas: Blender npeanaracT mupokue BOZMOKHOCTH AJTsl CO3AAHUS U HACTPOUKH
cumynsimu Boabl. [IporpamMma mo3BonseT mMpeaBapUTEIbHO HACTPAHBATE U KOHTPOIUPOBATh (BH3UUCCKHC
napaMeTphl, TAKUC KaK TCUCHHUC, BA3KOCTh, CHJIA TPABUTALIMH MU APYTHE, YTOOBI JAOCTHYB JKEIACMOTO
BH3yaIbHOTO 3 deKTa.

2 Peamucrrunocts: Blender mpeanaraet BHICOKOKAYECTBCHHBIH (PU3HUCCKUH IBIKOK CUMYIILIHY,
KOTOPBIH MO3BOMSET MOACIMPOBATh Pa3NuuHbC peanucTiduHbie 3(dekTs ¢ Bomoil [3]: kamnenazcHue,
BOJIHCHHUE, TICHY U OPBI3rH HA OCHOBAHUH HCIIOIB30BAHUS COOTBETCTBYIOUIUX HHCTPYMCHTOB H HaCTPOCK
MPOTPAMMEL.

3 Hurerpauus ¢ apyrumu ¢pyakumsavu Blender: cumymsaus Boxer B Blender mosker ObITh JerKo
WHTCTPUPOBAHA C APYTUMU (DYHKLIHAMHU TPOrpamMmbl. Bo3MOKHO COUCTaHHUE CUMYITSALINN, MOACIUPOBAHUS
00BEKTOB, CO3AAHMS TCKCTYP, HACTPONKA OCBCLICHUS W OPTaHU3aLUsd aHUMALMU B HEIX (PopMupoBaHus
KOMILICKCHBIX U PEATUCTUIHBIX BOTHBIX CIICH.

4 Orkpeitoe mporpammHoe obOecoeucHue: Blender sBmseTcss CBOOOAHBIM M OTKPBITBIM
MPOTPaAMMHBIM OOCCIICUCHHEM, YTO O3HA4YacT OCCIUIATHOC MCIOIb30BAHHE €r0 M BO3MOXKHOCTH HMETh
JOCTYI K HCXOAHOMY Koay [2]. 9T0 B LEIOM MO3BOISCT PACIIMPUTh (HYHKIHOHAIBHOCTh U CO3IATh
JTOTIOTHUTE/IbHBIC HHCTPYMCHTHI U IUIATHHBI JJIsi CUMYJISILIUA BOIBI.

5 Anunmarnms u Busyanusanusi. Blender 061agaeT COOTBETCTBYIOMINM MOTCHIMATIOM /TSI CO3AAHUS
AHUMAIIMA W BU3YAIU3ALUH CHMYJSIUH BOAbl. DYHKIMOHAT NPOrpaMMbl TO3BOMSICT CO3AABATh
JBWKYIIUECS CHCHBI C BONOH, COXpaHATh aHUMAIUIO B (opMarax BHACO WIH 33TaHHOU
MOCICAOBATCIPHOCTH M300PKCHUH U HCIIONB30Barh ¢€ B AaMbHCHIIEM AN PECaTH3alMd B Pa3THYHBIX
MPOCKTaX.

Taxum oOpazom, Blender npeaocTaBiseT MOIIHBIC HHCTPYMEHTHI IS CO3AAHUS KAuCCTBCHHOMN
CHUMYJISIIIUM BOJbI, KOTOPBIC MOTYT OBITh HCIIOIB30BAHBI B PA3IHYHBIX 00JACTIX, TAKHUX KaK JU3aliH,
AHUMALIHSL, BU3YAJIU3ALINS, HI'PBI, PSKIaMa U IPYTHE.
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Abstract: The aim of this scientific article is to present a methodology and settings for water
simulation in Blender using a specified curve line. The article provides the necessary steps for
creating a water simulation, as well as a detailed description of object settings and simulation
parameters. The research results will help to better understand the process of water simulation
in Blender using a specified curve line and utilize it for creating realistic visual effects.
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