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MACTEP-KJIACC IO 3D-MOJAEJIUPOBAHUIO, KAK CPEJACTBO
MN3YYEHUSA U 3AKPEIIVIEHUSA AJITOPUTMA PABOTBI C
INPOI'PAMMHBIM OBECIIEYHEHHUEM BLENDER

AHHOTALUA

3D MopenupoBaHUE HArJSAHBIA CHOCOO 3aMHTEPECOBATh OOYYaIOUUXCS
nH(OpMaIMOHHBIMU TeXHOJOTUAMH U cdepoii IT 3a cY€T HarISIAHOCTH KOHEYHOTO
MPOJyKTa U CO3UAATENIbHOIO XapaKTepa caMoro mpouecca paboTel. Takxke 3a cyuet
BHEPEHUS Takou (hOpMbI pabOThI C 00YyYaIOIIUMHUCS, KaK MacTep-KJIacc, Mbl MOKEM B
HETIPUHYXKJIEHHOW (opMe mocTatoyHO ycmnemHo ¢GOopMUpOBaTh, pa3BUBaTh U
3aKPEIUISTh PA3JIMYHbIC METANPEIMETHBIE CBSA3M TaKUX 00JIacTe, Kak nH(OpMaTHKa,
r€OMETpHsA, C MPUBSI3KOW K UX TBOPYECKUM CIOCOOHOCTSIM M MOTHBAIMOHHBIM
MOTPEOHOCTSIM.
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MASTER CLASS ON 3D MODELING AS A MEANS OF STUDYING
AND STRENGTHENING THE ALGORITHM FOR WORKING WITH
BLENDER SOFTWARE

Annotation

3D modeling is a visual way to interest students in information technology and
the IT field due to the visibility of the final product and the creative nature of the work
process itself. Also, through the introduction of such a form of work with students as a



master class, we can quite successfully form, develop and consolidate various meta-
subject connections in such areas as computer science, geometry, in a relaxed manner,
with reference to their creative abilities and motivational needs.
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3D monenupoBaHHEe — ATO MPOIECC BU3yalM3allM OOBEKTa B TPEXMEPHOM
IPOCTPAHCTBE C TOMOIIBI0 KOMITBIOTEPHBIX IPOTPAMM.

Kommnbrotepaoe 3D wmonenupoBaHue MOXKeT cTaTh Oosee 3¢h(HEKTUBHBIM
IIKOJIbHBIM MPEAMETOM OO0yUYeHHUs. DTOT KypC OTJIMYAETCS 3HAUUTENbHON MIMPOTOM,
MaKCHMaJIbHO HMCIOJIb3YET METANPEAMETHBIE CBSI3U MHPOPMATHKH, C OHON CTOPOHBI,
U MaTeMaTukH, (PU3UKHU, OMOJIOTUH, SKOHOMHUKHU U JIPYTUX HAyK, C IPYTOd CTOPOHBI.
YroObl MOJMYYUTH TMOJHOE HAyYHOE OOBSICHEHHE, Pa3BUTh CBOM TBOPUYECKHE
CIIOCOOHOCTH, CTaTh BOCTPEOOBAHHBIMHU CHELMATUCTAMH B OyaylleM, ydaliuecs
JOJKHBI OBJIAJIETh OCHOBAMU KOMIBIOTEPHOTO 3D MO€TMpOBaHusl, yMETh IPUMEHATH
MOJTyYEHHBIE 3HaHUS B y4eOHOU 1 MPpO(heCcCHOHATIbHOU e TEIbHOCTH.

Ha cerogusmHuii J1€Hb CYIIECTBYET HECKOJIBKO croco0oB co3fnanus 3D-
MoJielel, U BBIOOp cIrocoOa 3aBUCUT OT YPOBHS HABBIKOB MOJIb30BATENs, LETU
CO3/IaHUS MOJIETTH ¥ UMEIOIUXCS B PACTIOPSKEHUH HHCTPYMEHTOB.

[Tpsimoe mpoeKkTHpOBaHKE, C UCTIONB30BAaHUEM crieruann3upoBanHoro [10.

PeBepc-unxuHupUHr, ¢ ucnosb3oanueM 3D ckanepa.

dororpamMmeTpusi,  KOTOpas  MPEANoJaraeT  IOJyYeHHE  HECKOJIbKHX
doTorpaduit 00beKTa MO pa3HBIMU YTIIaMH U UCIIOJIb30BAaHUE CIICIIUATTU3UPOBAHHOTO
IPOrpaMMHOTr0 oOecreueHus sl ClIMBaHus ux B 3D-Moenb.

Urposeie mnatopmbl, KOTOpHIE MPEANOaraloT CO3AAaHUE OKPYKEHHS,
MEePCOHAXKEN U 0OBEKTOB B OCHOBHOM JJIsI KOMITBIOTEPHBIX UTP.

PaccmoTtpum mporiece co3nanust MOJIENd, KOTOPhIE CO3AaBaId Ha MacTep Kiacce
B Texnomapke Ha ©0aze ®OI'AOY BO « Poccuiickuii rocyaapCTBEHHBIH
npo(hecCHOHANBHO-TIEJaTOTMYECKU  YHUBEPCUTET» €  ILEJIbI0  O3HAKOMJICHHUS
oOyuaromuxcs ¢ 3-1 MoJeIMpoBanueM u naTepdeiicom mporpammser blender- 3d.

VYyacTHUKaM MacTep Kjacca ObUIO MPEUIOKEHO CO3/4aTh MOJENb Yucia T.
JlaHHBIN CMMBOJ OBLT BEIOpAH TaK Kak MacTep Kiacc ObUT MPUypOYEH K THIO YUCIIA T.

1) ITepBbIM 1e5TIOM HEOOXOJMMO CKa4aTh MIIOCKOE M300paKeHUE vncia m (CM.
puc 1).



Puc 1 Pedepenc uncna nt
2) OtkpeiBaeMm blender- 3d. 3axoaum B pazaen Add (couetanue kiapuir Shit+a),
BbiOUpaem Image ® Background, B mosiBuBIIEMCS OKHE BhIOMpaeM ¢ailn ¢ HalIUM

n300paxeHuem (cm. puc 2).
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Puc 2 Jlo6aBnenue n3o0paxeHus
3) [Ipu momomm aTpuOyToB Rotation (cMm. puc 3), HacTpauBaeM IOJIOKECHUE
M300paKeHHs, TakuM o0O0pa3oM, 4YTOObl H300pa)K€HUWE HAXOIUJIOCh B MPSIMOM
MTOJIOKEHUH KaK TTOKa3aHO Ha M300paxkeHun Huxe (cM. puc 4). ToecTb nzo0paxeHue
JOJKHO UMETh CIICAYIOIINe 3HaYeHHs YyrioB HakioHa 90°-0°-90°.

W Empty
M, v Empty

v Transform

Location X 0Om
Y Om
Z Om

Rotation X 90°
Y 0°
Z 90°

Mode XYZ Euler

Scale X 1.000
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Puc 3 Hactpoiika Rotation



Puc 4 UtoroBoe mnosoxeHne n300paxeHus
4) 1obGaBmsieM IIOCKOCTb, 3aX0oAuM B pazaen Add (couetanue kiraBum Shit+a),
BbIOMpaeM Mesh ® Plane (cm. puc 5). HactpauBaem mojioKeHHE IUIOCKOCTH CO

3HauYe€HHUEM yrJIoB HaksioHa (0°-90°-0°.
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Puc 5 JloOaBieHHE MIOCKOCTH
5) Utorooe moyioskeHre IIOCKH, IIOKa3aHO HA PUCYHKE 6

Puc 6 toroBoe monokeHUE MI0CKOCTH
6) YBeauunBaeM MacmTal IMJIOCKOCTH, UCIOJB3YSI COYCTAHHE TOPSIMX KITABHII
S + IBIKEHHE MBI, Y BEIMYMBAEM TIOCKOCTD JI0 Pa3MEpPOB U300paKCHHS Ynciia 1t
(cm. puc 7).



Puc 7 YBennuenue miockocTu
7) Ilepexoqum Bo BKiIanky Modeling u BKIIOYaeM pPEXHM OTOOPaKEHHUSI
Viewport Shading Wireframe.Tem caMbIM cJieaB II0CKOCTh MPO3padHoil (cM. puc 8).

&5 Scene
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Puc 8 Ilepexon B Viewport Shading Wireframe
8) Ucnonmb3yss wmHCTpyMeHT Knife(ropsiuas kmaBuma K) «BbIpe3acm» H3
MJIOCKOCTH u300pakenue. [locie Toro kak KOHTYp GUTypbI OyJeT 3aMKHYT Ha)KMaeM
kiaBunry Enter (cM. puc 9).

Puc 9 Toueunoe o6o3HaueHnE HUTYPBHI
9) Y nansiem He HykHbIe ToukH (cM. puc 10).

Puc 10 Y nanenue Touek



10) [Tepexoaum B peskum Layout. /loGaBiasieM K IUIOCKOCTH MOIU(UKATOP
Solidify s mpumanms wiockoi ¢purype oobéma (cMm. puc 11).
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Puc 11 JloGaBnenue moauduxkaropa
11) Usmensiem mapametp Thickness mo 3nauenus 0,3. (cM. puc 12).
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Puc 12 IIpumenenue moauduxkaTopa
12) PackpacuM mosyduBIIytocs GUrypy, s 3Toro mepeiném B material u
co37aIMM HOBBII Marepuai. Beibepem B mapamerpe Base color Hy»HbI HaM LBET U
nepeiaém pexxum otoopakennst Material Privy (cm. puc 13).
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Puc 13 Co3nanue marepuana
B urtore nonydaem nBETHYIO MOJIeb ynucia Tt (CM. puc 14).

Puc 14 Utorosas ¢urypa
JHanee nonydeHHas purypa MOxeT ObITh OTIpaBJICHA JJIsl U3rOTOBJIeHUs Ha 3D
MIPUHTEP WU MOXKET OBITh JIOMOJHEHA APYTUMU (PUTYpaMU WIIM KOMITOHEHTAMH.

J171s1 3aKperieHns aIropuT™Ma paboThl U MOJTYYEHHBIX HABBIKOB B3aUMOECHCTBUS
C IMPOrpaMMHBIM 00ECIIEUEHHEM, MOXKHO pa3OUTh 00yYarolMXCsl Ha Mapbl U BbIIATH
o0pa3sisl (pUryp asst caMoCTOSITENIbHOM pa3paboTKU U MOCIEAYIONIEr0 U3TOTOBIICHUSI.
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