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TIpu paspabotke urpst B Unity ¢ ucrons3oBanreM 3D-mozerneil BO3HHKIA HEOOXOUMOCTh CO3IaHMsT COOCTBEHHBIX
3D-mopeneii, mosToMy ObUTH POAHATM3UPOBAHBI COOCTBEHHBIE BO3MOXHOCTH Unity Ha mpeameT co3ganus 3D-Mopeneit.
Tak xak BozmMokHocTH Unity Kak cpeasl s cozganus 3D-Mozenel orpaHuyueHsbl, ObUTH PaCCMOTPEHBI CTOPOHHUE TPO-
TpaMMHBIE IPOAYKTHI, TIpeAHa3HaYEHHBIC I MozenupoBanust 3D-00bekToB. B pesynprare ananmmza i pa3paboTku 00b-
exToB ObUT BeIOpaH 3D-pemakrop Blender, B cBsi3u ¢ deM BO3HHKIIA HEOOXOAMMOCTD M3Y4YEHHsl OCOOCHHOCTEH MMITOpTa
TOTOBBIX 00BbekTOB U3 Blender B Unity. Pemenue vicnionb3oBanust B Unity 3D-monereit, co3nannsix B Blender, ucxoaut u3
orpanmdeHHocTr Bo3MoykHocTelt Unity B cdepe 3D-monemmpoBanust. M3-3a dero 66110 chopMyaIHpOBaHO PyKOBOJICTBO,
B KOTOPOM OIHCAHO, Ha YTO HEOOXOMMO 00paIaTh BHUMAHKE i1 MOATOTOBKH 00hekToB U3 Blender B Unity. B nanHO#
cTaTbe NMPUBOAUTCS KpPAaTKOE ONHCAHHE NPO(EeCCHOHAIBFHOTO MHCTPYMEHTa JUis paspaboTku 3D-Mozeneil m MrpoBoro
JIBIDKKA, B KOTOPOE MPEIOaraeTcsi SKCIOPTUPOBAHNE MOMydeHHBIX 3D-Mopaenel, BKIIOYas KPaTKyI0 HMCTOPUYECKYIO
CIIPaBKy O HHX, UX OCHOBHBIE BO3MOXKHOCTH, OCOOCHHOCTH, OJ1arofapst KOTOPSIM OHH BBIMTPBIBAIOT CPEIH NMPOYUX MPO-
TPaMMHBIX NPOAYKTOB, MPEIHA3HAYEHHBIX W11 3D-MOIENMpOBaHys M CO3MAHKS WIP, a TAKKe CBEACHMS O TOM, B KaKMX
00JTacTsX M HACKOJIBKO IIMPOKO JAHHBIE TPOIYKTHI HCHOJB3YIOTCS. PaccMOTpeHbI OCHOBHBIE OMIMOKH, BO3HUKAIOIINE TIPH
HMIIOPTE TOTOBBIX OOBEKTOB, a TAKXKE OMICaHbl OCOOSHHOCTH MOATOTOBKHM roToBbIX Mozeneii 3 Blender B Unity. Kpome
TOT0, PACCMOTPEHBI MPHYHHBI, 10 KOTOPBIM TpeOyeTcsl HCIOIb30BaHHE HECKOIBKHX POrPaMMHBIX MPOIYKTOB IS CO3/1a-
HHMS TIOJTHOLIGHHOTO MpoaykTa. [IpeacraBieHo omicaHue mporecca 3KCIopTa B paccMaTpuBaeMoM HHCTpyMeHTe. [1oapo6-
HO pa3o0paH IMO3TaIHBIH MpoLecC MOArOTOBKM 00bekTa K dKkcropty B Blender. Ilopsimok M 0cOOEHHOCTH HOIATOTOBKH
K 9Kcropty 00bekToB u3 Blender B Unity paccMOTpeHBI Ha pyMepe MOATOTOBKH M 3KCIIOpTa CMOIelIMpoBaHHO# B Blender
MOJIENTM UTPYIIEYHOTO MeBest. s 3Toro ObLT MPOBEAEH NETaTbHbINA aHAIN3 PEAMETHON 00JIacTH, Pe3yibTaThl KOTOPO-
TO TIPeJICTaBIIEHEI B JAHHOH CTaThe B BUJIE MOATAITHOTO ONHCAHUS MPOIIECcCca MOTOTOBKH 00BEKTA K IKCIIOPTY.
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When developing a game in Unity using 3D models, it became necessary to create your own 3D models, so
Unity's own capabilities were analyzed for creating 3D models. Since Unity's capabilities as a 3D modeling environ-
ment are limited, third-party software products designed to model 3D objects were considered. As a result of the
analysis, the 3D blender editor was chosen for the development of objects, and therefore there was a need to study the
features of importing finished objects from Blender to Unity. Unity's decision to use 3D models created in Blender is
based on Unity's limited 3D modeling capabilities. Because of this, a guide was formulated, which describes what
you need to pay attention to in order to prepare objects from Blender to Unity. This article provides a brief descrip-
tion of the professional tool for developing 3D models and game engine, which is supposed to export the resulting
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3D models, including a brief historical background about them, their main features, features, thanks to which they
win among other software products designed for 3D modeling and game creation, as well as information about what
areas and how widely these products are used. The main errors that occur when importing ready-made objects are
considered, as well as the features of preparing ready-made models from Blender to Unity are described. In addition,
the reasons why it is necessary to use several software products to create a full-fledged product are considered. The
description of the export process in the considered tool is presented. The step-by-step process of preparing an object
for export to Blender is analyzed in detail. The order and features of preparation for exporting objects from Blender
to Unity are considered on the example of preparation and export of a model of a toy bear modeled in Blender. For
this purpose, a detailed analysis of the subject area was carried out, the results of which are presented in this article in
the form of a step-by-step description of the process of preparing the object for export.
Keywords: 3D objects, import, export, 3D models, modeling, Unity, Blender
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Beenenune. CerojiHs ypoBeHb Pa3BUTHs MH(POPMAIMOHHBIX TEXHOJOTHI MPENOCTABISIET LIMPOKHE
BO3MOKHOCTH M OOTaTHIN apceHasl IPOTrPaMMHBIX MPOAYKTOB, S3BIKOB MPOIPAMMHPOBAHUS M TEXHOJIOTHI
JUISL YCIIETITHOTO peleHus 3a1a4 no 3D-MonennpoBanuio n co3nanuio 3D-urp v BUAEO C MCIOIb30BaHH-
eM 3D-00bexToB. OIHNM M3 MOJTYYMBIINX IIUPOKOE PaclpoCTpaHEHHE MPOTPAMMHBIX ITPOIYKTOB, MO3-
BOJISFOLIMM JIETKO MOJIEITMPOBATh U peJakTHpoBaTh 3D-Mo e, peiHa3HaueHHbIE ISl HCIIOJIb30BAHUS B
UTpax, BUICO, pekiname, spisetcs Blender [1].

Blender — nmporpaMMHBIN TPOYKT, MpeJHa3HAUYCHHBIA AJ1s co3nanus 3D-Busyann3anmii: ot craTud-
HBIX 0OBEKTOB JI0 peIaKTHPOBAaHUS BHJEO, pa3paboTaHHbIN aHUMaloHHo! ctyuei NeoGeo [2]. B 1995
Toy KOMITaHHS Hadajia MepenrchiBaHue UMEIOIUXCs Y HUX 3D-HHCTPYMEHTOB, YTO CTaJI0 HA4aJoOM CO-
3nanus Blender, mocnemnsis xe BeimymieHHast Bepcus Blender 2.80 Brinuia Ha peiHok B mrosie 2019 roga.
OnHolt U3 OCHOBHBIX ocoOeHHOcTel Blender siBisieTcst To, 9TO OH MMEET OTKPBITHIM UCXOHBIN KOI M XO-
POIIO MOAXOIUT HE TOJBKO YACTHBIM JIMIIAM, HO M HEOOJBIINM CTYIUSIM, KOTOPBIE MOTYT CO3IaBaTh
3D-BuaeopoTHKH, UMeSI B CBOEM apceHalie oauH Juinb Blender. /laHHBIA MPOAYKT MOAAEPKUBAET TaKUE
WHCTPYMEHTHI, KaK PEHICPUHT, MOJCIUPOBAHNE, aHUMAIIMIO M MEPEeHACTPOHKY CO3TaHHBIX OOBEKTOB,
KOMITO3MHT, TEKCTYpHUPOBaHHUE U Apyrue THIbl cumyisinnii. Takxke Blender npenocrasnsier nmonbs3oBare-
JIFO CJTy4ai pacIIupsITh BO3MOKHOCTH CO3/IaHHBIX MOJIeiel IpH MOMOIIH si3b1ka Python.

Ecnmu roBoputs 0 co3naHuM Urp ¢ Ucnoiab3oBaHueM 3D-moaeneil, To Xo4eTcss BBIACIUTD JUI ITHX
nenei Unity 3D. Blender nmeer cBoii HTpoBOI IBM)XOK, OJTHAKO BO3ZMOXHOCTH, npepocrasisieMble Unity,
SBJISIFOTCS OOJIee ITMPOKUMH B 3TOM IIIaHE.

Unity — MOIIHBIN MEXIUIaTGOPMEHHBIH MPOAYKT JUIs CO3JaHusI KOMIbIoTepHbIX urp [3]. OH mox-
JEep>KUBAET co3anne urp st 6osee yem 20 omepanoHHBIX cucTeM. [1epBEIil BBITyCK MPOLYKTa COCTO-
suicst B 2005 romy, mocnemHss Bepeus patupyercs anpeneMm 2019 roga. OCHOBHBIM JOCTOMHCTBOM TIPO-
IOyKTa SIBISETCS HaJIW4IHe BU3YalbHOW Cpelbl pa3paboTKH, MEXIUIaTGopMeHas MoJAepKKa U MOIYIbHAs
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cucreMa KOMIOHeHTOB. Unity TI03BOJISIET CO34aBaTh OTIMYHBIC UTPHI U JaKe UMEeT CBOH pemakTop 3D-
00BEKTOB, OIHAKO HA CETOAHSAIIHUN J€Hb BO3MOXKHOCTH BCTPOCHHOTrO 3D-penakropa JOCTaTOYHO Orpa-
HUYEHHBI [4], mo3TOMy TpeOyIoT pa3paboTKu CIOXHBIX 3D-00BEKTOB B CTOPOHHUX IPOTPAMMHBIX IPO-
nykrax, Takux kak Blender. Unity sBiseTcss KOMMEpYECKHM MPONYKTOM Uil OM3HECa, OIHAKO IIpeno-
cTaBisgeT OecIUIaTHYIO BEPCHIO poayKTa Uit o0ydeHus. Js coznanus 3D-urpsl B Unity HeoOs13aTenbHO
XOpOIIO 3HAaTh NPOrpaMMHUPOBaHKE, a HEOOXOAUMBII MpOrpaMMHbIH Ko muiiercs Ha C#, mpu HeoOXo-
IUMOCTH MX MOXKHO cKadaTh ¢ AccetStore.

C y4€TOM BBINIEH3II0KEHHOTO BBIOOp TMporpaMMHbIX npoaykToB Blender u Unity 3D mis moxenu-
poBanust 3D-00bEKTOB M CO3/IaHUsI KOMIIBIOTEPHOI UTPBI MPECTABIISETCS] OUEBHIHBIM.

Pa3padorka TexHosornu co3aanusi 3D-00beKTOB ¢ HCMOJb30BaHMEM BBICOKOMOJIUTOHAIBLHOIO
MoJennpoBanus. Eciyu npu co3naHuu 0OBEKTOB € MOMOIIBIO NPUMHTHBOB WIN 3KCTPYIUPOBAHHEM KO-
JUYECTBO TIOJIMTOHOB MBI IPHMEPHO MOXKEM KOHTPOJIMPOBATh Cpasdy, TO, KaK TOBOPHIIOCH paHEe, MPH
CKYJBIITYPUPOBAHNH KOJIMYECTBO MOJIMTOHOB MOJKET OBITH OTPOMHBIM, U ITOCIIE OKOHYAHHS MOJEIHPOBa-
HUSA (opMBI 00BEKTa HEOOXOAMMO UX KOJIMYECTBO COKpamaTh. Takum o0pa3oM, Npu CO3MaHIH 0OBEKTOB
C HCIIOIb30BAaHUEM BBICOKOIIOJIMTOHAIBHOW MOJENN JO/DKEH OBITh MPOIYMAHHBIH TEXHOJIOTHYECKUH
MpOLECC, YTO MO3BOJUT CYIIECTBEHHO COKPATUTH CPOKH pa3pabOTKH ITyTeM yMEHbBLICHUsI OMNOOK M, CO-
OTBCTCTBCHHO, BDCMCHEM Ha UX HCIIPABJICHHUC. KpOMC TOT0, HAAO NMOHNUMATh, 4YTO, KaK IIpaBUJIO, BEICOKO-
MOJIMTOHAIBHOE MOJICIIMPOBAHUE UCIIONB3YETCS JJIs CO3/IaHMs OoJiee CI0KHBIX 00BEKTOB, TAKUX KakK Iep-
COHaKH, MOATOMY JUIsSl aHUMUPOBAaHHS TaKUX 00BEKTOB TpeOyeTcs CO3/aHue CKejleTa, 0 KOTOPOMY MOX-
HO OYZIeT yIpaBIsATh MOJCIBIO IPH CO3TaHUH aHUMAIIUH.

Hioke Ha pucyHke 1 mpencraBiieHa cxema taroB co3nanus 3D-o0bekTa B pejakrope.

Co3spanue BeICOKONOIUIOHANBHOI Moaenu (high-poly)

:
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Pucynok 1 — Cxema TEXHOJIOrHYECKOro MpoIiecca co31aHusl 00beKTa
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[IpencraBneHHas cxema MpUMEHUMa M NIPU co3aaHiK 3 D-00bEKTOB C MCIOIB30BaHUEM TOJBKO HH3-
KOTIOJIMTOHAJIBHOM MOJIETH TP MCKIIOUYEHUN WJIM CMEHE MECTaMH HEKOTOPBIX 3TamloB. Takum oOpaszom,
MecTaM{ MOTYT OBITh CMEHEHBI Ja)Ke IepBble 2 IMyHKTa, ITOMY MOXET CIIOCOOCTBOBATh PSiJ| Pa3IMYHbBIX
(hakTOpOB, HaTIpUMeE:

1) coznanme psnga 3D-00bEKTOB, UMEIOIINX CXOJHOE CTPOCHHE TENa;

2) HEOOXOTUMOCTD YBEJIMUCHUS IETATU3AINH U PEATUCTUIHOCTH YK€ MMEIOUTIXCS 0OBEKTOB.

Omnucanne MeToAa MOATOTOBKH MMIIOPTA B UIPOBOI IBM)KOK. 3aBEpIIAIOIINM ILIArOM IIPU CO-
31aHnd 3D-00beKTa O MPOEKT SBIAETCA €T0 UMIIOPT B Cpedy MCHONb30BaHUs. Kak mpaBmio, Hampas-
JICHUsI OCel KOOP/IMHAT, MaclITaObl U IpaBUIbHASI OPHEHTALUS 00BEKTOB B IPOCTPAHCTBE PA3IHYAIOTCS B
3D-penakTope W HTPOBOM IBIDKKE. TakuM 00pa3oM, Ui KOPPEKTHOTO HMIIOpTa OOBEKTa B HTPOBOM
JIBIDKOK HEOOXOIMMO BBIITOJIHHUTH €r0 MOJTrOTOBKY K 9KcHopTy u3 3D-penakropa B camom Blender.

Onucanue MeTo/1a HACTPOWKH IneiiaepoB. HanoxeHne cO31aHHBIX TEKCTYPHBIX KapT Ha OOBEKT U
HACTpOIiKa MaTepHaloB OCYIIECTBILIETCS C IIOMOIIBI0 pemakTopa melaepos. B Blender ecte Bo3MoXHOCT
CO3/IaHMs BCTPOCHHBIX HICHIEpOoB, B Unity 11t 3THX IeJied MOYKHO BOCIIOJIB30BAThCS BCTPOCHHBIME B UTPOBOI
JBIDKOK IeiiiepaMy WM CO3/1aTh CBOM C MOMOIIBIO penakTopa meinepos Shader Forge, koTopblil sBisieTcs
wiarnHoM Unity. Tak kak Unity He mojamep)XuBaeT CO3AaHHbIE NHpOLENypHO TeKCTypbl u3 Blender, To
HACTpOHKy miefinepom Oynem menats B Unity, HCTIONB3Ys 3apaHee OATOTOBICHHBIC TEKCTYPHBIE KapThI [5].

CoBmectumocTh (popmatoB Blender n Unity. Blender npenocraBnsier mupokue BO3MOXHOCTH IS
MOZEJIUPOBAHNUS, OHIM M3 TIPEUMYIIECTB 3TOTO MPOrPAMMHOTO IIPOLYKTa SIBISIETCS TO, YTO B HEM COOpPaHBI
BO3MOYKHOCTH ISl MOJICJTUPOBAHUS PA3JINYHBIMUA METOJIAMU: 3TO X HHCTPYMEHTBI JUISl CKYJIBIITYPUPOBAHHS,
¥ BO3MOXKHOCTH PabOTHI CO CIUIaifHaMu, KpHBBIMH be3be, M MonmroHainbHOE MojenMpoBaHue. Kaxmpri
13 METOJIOB MMEET CBOU MPEUMYIIECTBA U HEAOCTAaTKHU. B pe3ynbpraTe MOAEIMPOBaHUSA MBI NTOTydaeM MO-
JIETTb, KOTOPYIO MOKEM B 3TOM XK€ PEIaKTOpe OTTEKCTYpPHPOBATh, a TAKKE 3a/1aTh aHUMarmio. [lomyueHHyI0
MOJIEJIb MOYKHO HCIIONIb30BaTh KaK JUIS CO3[aHMs BHIECO WM CTATUYHOW KapTHHKH B camoM Blender, Tak
Y OKCIIOPTHPOBATh MOJENb B APYTHe MPOrPaMMHBIC MPOAYKTHI, TA€ MCIONB30BaTh IJIsI KOHEUHBIX LEIICH.
Hanpumep, B Unity a1 MCHOJIB30BaHUS MOJICIIU NP CO3aHUU KOMITBIOTEPHOH UIPHI.

Unity moanepxuBaeT pasnuussle Gopmatel aust ummopTra 3D-monerneii, BKIO4as Takue 4acTHBIE
(dopmartsl mporpamm AJisi MoaenupoBanus, kak .blend (pacumpenue Blender), .mb (pacmmpenue Maya),
.c4d (pacmmpenne Cinema 4D). Kpome Toro, n3z Blender Mo>KHO SKCITOPTHPOBATH HE TOJIBKO OTACIHHEIC
O0OBEKTHI, HO U IIETIBIE CLIEHBI.

Ecin roBoputh 0 BbIOOpe popmara A 3KCHOPTA, TO OH 3aBHCHT B MEPBYIO OYEPEAb OT JIMYHBIX
npeanoyTeHuit Mmoaeiepa. Hampumep, dpopmater .FBX, .dae (Collada), .3DS, .dxf u .obj sBusirorcst 001mu-
MH 3KcnopTHpoBaHHEIMU 3D-opmaTtamu. [IpenmyiecTBaMu nX UCIIOIB30BAHUS SBISIETCS CIEYIOLIEE:

e Ttakue (aiyibl IMEIOT MEHBIINI BEC OTHOCUTENIBHO (haiiyioB cobcTBeHHOrO (hopmara 3D-penakropa;

e Takue (aiuibl MO3BOJIAIOT HCMONb30BaTh B Unity Monenu, KOTOpble OBUIM CO3IaHBI B
MPOTPaMMHBIX IPOAYKTaX, COOCTBEHHbIE (hOPMAThI KOTOPBIX He mojyiepkuBarorcs B Unity.

Ho nenocraTkom BbIOOpa TakuX (POPMATOB MOJKET SIBIISITHCS TO, YTO TPH HEOOXOIUMOCTH H3MEHE-
HUS MOJIEIH, HEOOXOMMO BO3BpAIAaThCs K HCXOMHOMY (haiiay B coOcTBeHHOM (opmare 3D-pemakropa.

Ecmu ucnonp3oBate B Unity Moxenu B ¢popmare yacTHoro gopmara (.blend), To 310 ompenencHHO
olJier4aeT npouecc peAakTUPOBaHHUS OOBEKTOB, a TAK)KE CHMIKAET PUCK MOTEPU MCXOIHOro (aitna 00b-
€KTa, Tak Kak nMrnoptupoBaHHbI B Unity ¢aiiin MoxxHO Oyner BHIrpy3uTh B penakTop. OJHaKoO Takue
(aiinpl MOTYT UMETh OOJIBIINI BEC U COJEPIKATh JINIIHHE KOMIIOHEHTHI.

Ho Bce xe npu 3kcriopre 00bEKTOB BayKHBIM SIBJISIETCSl HE pacIIMpeHne UMIIOpTUpyeMoro daiia, a
IpeaBapuTeIbHAas MOIrOTOBKA CO3IaHHON MOJIEIH.

B pyxoBoactee Unity 3D ectb cieyromine 1moJICKa3KH Mo HOATOTOBKE 0OBEKTOB K AKCIIOPTY:

e g Memed HEoOXOOUMO MOYHCTHTH HCTOPHUIO WX TOCTPOCHHS, YNAJIUTh HEOJTHOPOIHEIC
panroHasbHbIe Oe3beCIUIaiHbI, HEOHOPOIHBIE PAllMOHAIBHO CIIIAKUBAEMbIE CETKH, a TAKXKe MPOBEPHTD,
YTOOBI BCE HOJIUTOHBI SIBISUTUCH TPEX- WIIN YETHIPEXYTOJILHBIMH;

® TEKCTYpHl JOJDKHBI 3arpyXkarbcsi Jmb0 n3 manku mpoekta Unity, qmbo w3 mamkm \textures
MPOEKTA;

® TaKKe HEOOXOOMMO IPOBEPHUTh HEOOXOAMMOCTh TPYHIl CINQKWBAaHWM W/WMIM CIJIAKHBAHUI
Melen.

Kpowme storo, B pykoBoactse Unity ecTh mpeaynpeskaeHne, 4To KaMephl 1 HICTOYHUKH cBeTa B Unity
MUMITIOPTHPYIOTCSI HEKOPPEKTHO.

Ecmu roBoputs 00 3kcopre 006pexToB U3 Blender B Unity, To B mepByIo odepens CTOUT CKa3aTh,
yto B Unity MOXHO UIMITIOPTHPOBATH!

e Bce Y3IBl C IOJOXKEHHEM, BpalieHHeM Hu MacmTaboM. LleHTpel BpamieHHS W WMEHa TOXe
UMIIOPTUPYIOTCS;

e MEIIM C BEPIIMHAMH, TOJUTOHAMH, TpeyronbHuKaMu, UV 1 HOpMaIsiMy;

® KOCTH;
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e skinned memm (MeM ¢ MPUBSI3KOI K KOCTIM);

® aHUMaIUH.

Pa3padoTka TeXHHYECKHUX PeKOMEHIAIU MOAr0TOBKH 00beKTa K UMIIOPTY B UTPOBOii IBUKOK.
Blender mpenocTaBiseT mMpOKHE BO3MOXKHOCTH IS MOAEIMPOBAHUS, OJHUM W3 MPEHMYIIECTB 3TOTO
MPOTPAaMMHOTO MPOAYKTA SBISIETCSI TO, YTO B HEM COOpaHBI BO3MOKHOCTH UISl MOJECIHPOBAHUS pa3Iny-
HBIMH METOJIaMH: 3TO M HHCTPYMEHTHI [UIS CKYJIBNTYPHUPOBAHMUS, X BO3MOKHOCTH pabOTHI CO CIIaiiHaMH,
KpHuBBIMH be3be, U monuroHanbHoe MojenupoBanue. Kaxapiid U3 METOI0B UMEET CBOM IMPEUMYIIECTBA U
HeoCTaTKU. B pe3ynpTate MoenupoBaHMsI MBI TOJIy4aeM MOAENb, KOTOPYIO MOXKEM B 3TOM K€ PeJaKTo-
pe OTTEKCTYpPHPOBATH, a TAKXKE 3a7aTh AHUMAIIHIO.

[epen sxcrioproM 00beKTa HEOOXOAUMO MPOBECTH HEKOTOPBIE MOArOTOBUTEIbHBIE pAOOTHI:

1) npoBepuTh pa3mepsl co3nanHoro 3D-o0bexTa. Heobxonumo yunTeiBath, yTo B Blender equnuub:
M3MEpEeHus 10 yMoYaHuio oaHy, a B Unity — npyrue. HecomHeHHO, pa3Mepbl 00beKTa MOXKHO HOATOHSTH
U B UTPOBOM JABM)KKE, OJHAKO CTOHUT yUHWTBIBATh, UTO NMPH YMECHBIICHUH MM YBEINUCHUH Pa3MEpOB 00b-
€KTa MOTYT BBIIE3TH HEIOCTaTKH, KOTOPBIE IIPH U3HAYAIBHBIX pa3Mepax He ObUTH 3aMETHBI;

2) mpoBepuTh HanpasieHUst Hopmaiel. Kak npasuio, B Blender B nporiecce co3panust BUAHBI HONH-
TOHBI C HETIPABWIIBHBIM HAIPaBICHUEM HOpPMaeH, OHAKO MX MOXKHO HE 3aMETHTb, €CIIH HE IPOCMOTPETh
00BEKT CO BCEX CTOPOH. /laHHYIO OIIMOKY MOXXHO MCIIPaBUTh B UTPOBOM JIBIDKKE, OZHAKO MOJOOHBIE Me-
TOJBI OYIYT pecypco3aTpaTHBIMH, TO3TOMY JIydllle IPOBOAUTH NepecyeT HopMalieid B 3 D-penakTope;

3) mpoBepuTh HampaBJeHHs JOKAIbHBIX oceil 3D-penakropa u urposoro asuxka. OmIHON U3 TIaB-
HBIX MMPOOJIEM MPU UMIIOPTE MOJEJNIEH SIBISETCS MyTaHUIA OCeH, B KOTOPBIX 3KCIIOPTUPYETCSI TOTOBBIH
o0bekT. B Blender ocblo, HanpaBieHHOW BBEPX, SIBISAETCS OCh Z, @ OCBIO, ONPECIIONICH HallpaBIeHHEe
«mua» mozaenu (forward, nepen), siBisieTcst OCh —y. ITO MOXKHO yBHJIETh Ha pucyHke 1, a B Unity BepTu-
KaJIbHOM OCBIO SIBJIETCS OCh Y, a «IIepeioM» MOJEIH — OCh Z. TakuMm o0pa3oM, JJIs MPaBUIBHOTO JKC-
nopra B Unity 3D-monenu B Blender Moziens 1oKHa CMOTPETH JIMIIOM B HAIIPaBJICHUH OCH —Y (MHHYC ),
a BEpXYIIKOH — B HAIIPABJICHUH ITOJIOKHUTEIBLHOM OcH Z;

4) tparchopmarm 3D-Mozeny TOJDKHBI 3aBepIIaThesi COPOCOM YIIIOB MOBOPOTA MOJEIN HA 3HAYCHUS
0 YMOT4aHuMI0. J[71s1 BEIITOJTHEHHS cOpoca yriioB MOBOPOTA M COBMEIIEHNS JIOKAIBHBIX ocel 3D-Monemy (vmu
ocH cpazy HecKosbknux 3D-moneneif) ¢ riobansHBIMH OCSIMH KOOPJMHAT HE0OX0AMMO BBIOpaTs 3D-Mozens
B peXXMMe 00BEKTa M HaKaTh coueTanue kiasuil Ctrl+A, BbI3BaB B OTKphIBIIEMCS MeHIO Apply. B aTom MeHto
HEoOXouMO BbIOpaTh MyHKT «Rotation». B Mernio Applay, momuMo cOpoca MOBOPOTa MOICIM H BCEro
OCTaJILHOTO, TIPUCYTCTBYET elI€ U MyHKT cOpoca Maciraba MO, DTO CBSI3aHO C TEM, YTO MOCIIe MaCIITa-
O6upoBanust 3D-MoJieTH Ha CIIEHE B pekuMe 00beKTa 3HaYeHHE TTapaMeTPOB MaCIITaOUpOBaHUsI TakKe He0O-
XOJIMMO COPOCHTh Ha 3HAYEHHMS TI0 YMOJIYAHHIO, BHIOPAB B YIIOMSIHYTOM BBIIIIE MEHIO «Scaley;

5) npoBeputh MecTomnoioxeHue Touku Origin. [lisi 00beKTOB, HE UMEIOIUX CKeJIeTa, CKopee BCero,
tTouka Origin Obula NepecyrTaHa Iepel CO3JaHWeM UM aHWMallMH, OJIHAKO €CJIM peub O MEepCoHaXax,
TO B X aHMManuu Touka Origin He MPUHUMANA y4acTus, a JUIsl IPaBUIBHON pabOThI IIEPCOHAXKA B UTPO-
BOM JIBIDKKE HEOOXOAMMO TOUKY IEPEMECTUTh Ha YPOBEHb CTYITHEH IEepCOHaXka, TAKMM 00pa3oM mHepco-
HaXH OyZyT XOIUTH 10 IUIOCKOCTH, @ HE IIPOBAJIMBATHCS 110 HEE;

6) IOYMCTUTH ICTOPHIO, YTOOBI IPH SKCIIOPTE HE YBENMUMBAJICS pasMep (haiiia HeHy»HOH nH(opMarmer;

7) NpoBEpUTH NMPAaBWILHOCTh UMEH MMIIOPTUPYEMBIX 00BEKTOB. [IpaBHibHOE HaMMEHOBAaHHME SKC-
MOPTUPOBAaHHBIX 00BEKTOB M3 3D-penakTopa HEOOXOIUMO IS YCKOPEHHs Ipoliecca HACTPOHKH 00beK-
TOB B UTPOBOM JBIKKe. Ha3BaHMS 0OBEKTOB ClleAyeT MUCATh Ha aHTIHHCKOM SI3bIKE 0€3 JTOTOIHUTEIh-
HBIX CHMBOJIOB B Hadajie (HampuMep, TUPE), TaK KaK CIUCKH OOBEKTOB B MTPOBBIX JBIKKAX pacrioyiara-
IOTCSI, KaK MPaBUJIO, B aT(paBUTHOM HOPSIIKE;

8) cimemyer cobmOATh YUCTOTY CHEHBI. [lyCcThle MM JMIIHNE CKPBITBIE OOBEKTHI MOTYT MMIIOPTH-
poBatscs B daiin FBX Bmecte ¢ o0bexToM. B pesymnbraTe yero pasmep daiia yBeIHIUTCS M BO3HUKHET
Hey100CTBO B paboTe C HUM B HTPOBOM JBHIKKE;

9) cieyeT coXpaHsTh TEKCTYpHBIE KapThl B IPaBUIbHOM (opmMate. [IpennodrurensHeM GpopMaTom
TEKCTYpHBIX KapT siBisiercst PNG. JlanHbIi GopMar npocT 1 yno0eH B pellakTHPOBaHNUH, KOPPEKTHO CO-
XpaHseT KapTUHKY U uMeeT anb(a-kaHain. @opmar PSD takke moanep>XxuBaeTcst HTPOBBIMHU JIBH)KKAMH
(aBTOMAaTHYECKH CIIMBAET CJIOM), yAO0EH, KOr/a TeKCTypa HaXOJUTCs B IPOLECCEe U3TOTOBIICHUS, HO JUIs
UCIIONIb30BAaHMSI B MTPOBOM JBHXKKE CIIEAYET 3aMEHHUTh 3TOT TSDKEJBI MHOTOCIONHBINA opMaT, Tak Kak
OH CHJIPHO YBEIIMYHMBAET pa3Mep MpoeKkTa Urpsl. bomee moapobHO 0 ureHHH GOPMATOB TEKCTYP HTPOBHI-
MU IBUKXKAMH MOKHO IPOYUTATh B JOKYMCHTAIIUU K HUM;

10) mpoBepHTH CO3aHHBIE 3aMKICHHBIC aHUMAIIUN — ITEPBBINA M IOCJICAHUH KaJp JODKHBI COBIAIATh.
Marelitiee OTKJIOHEHHE TII0 OCH, HaNpaBJICHHOW BBepX, (KaKk TMpPaBWIO, OCH Y) MOXET IPHBECTH
K TIOCTETICHHOMY IIPOBAJIMBAHHIO WJIM TTOJHATHIO IEPCOHAKa OTHOCUTEIBHO TIIOCKOCTH B IIPOLIECCE UTPHI;

11) npoBepuTh 00BEKTHI HA HAJTWIHE MTOJUTOHOB, IPOCMATPUBAECMBIX C IBYX CTOPOH;
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12) mpoBepuTh pacTpoOBYIO KapTy Ha cooTBeTcTBHE TeKCTYp UV pa3BepTke B MecTax OJM3KOTO pac-
MOJIOXKEHHS 9acTell ¢ pa3HBIMH TEKCTYPaMH;

13) mpoBepuThs B aHUMALIMN KOPPEKTHOCTH IIEPEMEIICHHUS TIOJIUTOHOB.

Omuoku npu 3xcnopre. OmudKU B nepeonpeaeaeHun oceii koopanHat. OQHOI W3 TIABHBIX
npoOJieM MpY UMIIOPTE MOJEIIEH SBIISIETCS MMyTaHHUIA OCEH, B KOTOPHIX 9KCHOPTUPYETCS TOTOBBIA OOBEKT.

B Blender ocklo, HanpaBiieHHOH BBEPX, SIBJISIETCS OCh Z, @ OChIO, OINPEACIISIONICH HapaBIeHHUE <«JTHU-
na» mozenu (forward, mepen), siBisieTcst oChb —y. DTO MOXXKHO yBHJIETh Ha pucyHke 2, a B Unity BepTu-
KaJBHOI OCBIO SBISICTCS OCh Y, @ «IEePEIOM» MOJAETH — OCh Z (puc. 3).

PucyHnok 2 — HanpaBnenus oceii B Blender

Takum 00pa3zom, ajsi paBuiIbHOTO 3Kkcropra B Unity 3D-moaenu B Blender Mmozenb goimkHa cMOT-
PETh JINIIOM B HAIIPABIICHUH OCH —Y (MUHYC V), 8 BEpXYIIKOH — B HAIIPABICHUH TOJIOKHUTEIEHOW OCH Z.

Ho u 31€ch ecTh CBOM HIOAHCHI, KOTJIa 0OBEKT MMOBOPAYUBALCTCS B OOBEKTOBOM PEKUME, TO U3MCHSI-
FOTCSl HANpaBJICHUS €ro JIOKambHBIX oceil. [loaromy momoOHBIe TpaHchopmammu 3D-Momenn MOIKHBI
3aBepIIaTHCsI COPOCOM YTIIOB IOBOPOTA MOJICITH HA 3HAYCHUS 110 YMOTIAHHIO.

Jis BRIMONTHEHMS cOpoca yIiIoB MOBOPOTA W COBMEMICHUS JIOKAJIBHBIX ocell 3D-Monenu (wim ocu cpa-
3y Heckodbkux 3D-mozernell) ¢ TI00ANEHBIMH OCSIMH KOOpPAMHAT HE0OXOMMMO BEIOpaTh 3D-Mozmensb
B pexxuMe 00beKTa U HaxkaTh coueraHue kiaBuin Ctrl+A, Bbi3BaB B OTKpbIBLIEMcs MeHIO Apply. B saTom
MEHI0O HE00X0auMO BbIOpaTh MyHKT «Rotation». B Menio Applay, momuMo cOpoca moBopoTa MOACH
1 BCETO OCTAILHOTO, MPUCYTCTBYET €MI€ U IyHKT cOpoca Macrrada MOAEIH. DTO CBA3aHO C TE€M, YTO IOCTe
MacmtabupoBanus 3D-mMoenn Ha CliegHe B pexurMe OOBheKTa 3HAUEHHUE MapaMeTpOB MacIITaOUpOBaHHU
Taxke He0OXOIUMO COPOCHUTH Ha 3HAYECHUS [0 YMOTYAHHUIO, BEIOPAB B YIIOMSHYTOM BEIIIIE MEHIO «Scaley.

Opnnako Blender, HecMOTpst Ha MOIOOHBIE MOATOTOBKH OOBEKTA, PU IKCIIOPTE MOKET UMETH IIPO-
OIeMBI ¢ IOBOPOTOM MOJICIH, TO €CTh, Ja)Ke MPOJIENIaB COPOC YIJIOB U COBMEIICHUE OCEH, MOXKET OKa-
3aThCs TaK, YTO B pe3ysbTaTe SKcnopra oobekra B Unity Momenb OyIeT CMOTPETh JIUIIOM B CTOPOHY OT-
pHUIATEIBHOM OCH Y, a «BEPX» — B CTOPOHY Z. DTO CBA3aHO C TEM, YTO B HACTPOMKAX OCEH JJIsl IKCIIOPTHU-
pyemoii mozenu B Blender mo ymomdanuto croutr Forward: —y, Top: z, To ecThb OCcH IepeBEepHYTHI,
u Blender npenaraer B KauecTBe <«UIMIIA» MOJCIH UCIOJIB30BATh OTPHUIATEIHHOE HAINPABICHHE OCH Y,
a B Ka4ecTBe «Bepxa» — och z. [103ToMy HEOOXOAMMO U3MEHSTh UX Ha cucTeMy koopauHat Unity, BeicTa-
BUB B HACTPOIKaxX JJIS OCEH HYKHBIE TapaMeTPhl, U TOJIBKO TOCIE 3TOT0 SKCIOPTHPOBATH MOAETb.
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PucyHnox 3 — HanpaBnenus oceii B Blender

Ho 1 310 MOXET HE TOMOYb, TO3TOMY CIIEIyeT MOBEPHYTh 3D-MOENb ClIeAyIoNM 00pa3oM:

1 mrar. z — Bepx, —z — HU3 MOJIEINH, JINIO — B HAIIPABJICHUU OCH —Y.

2 mar. [Tocie gero BeIOpaTh 3D-MOIENB BUAA «CIIPaBay

3 mar. Heo6xoaumo moBepHYTH €e BOKPYT OCH X 10 9acoBOH cTpenke Ha 90 rpamgycoB. DTo BBIIOIN-
HSETCS] HAKaTHEM Ha KJIaBHIIY «R», 3aTeM Ha)XxnMaeTcst KJ1aBuma «X» AJst BIOOpa OCH, 3aTeM BBOJIUTCS
3HadeHne 90 — yroyi NoBOpoTa, MOATBEPKACHUE BBITIOIHACTCS HAXKaTHeM KiiaBuiu Enter.

4 mrar. Tenepb HE0OXOAUMO COPOCHTH 3HAUYCHHMS MMOBOPOTA M MaciiTaba MOJCIH HAa 3HAYCHUS IO
YMOJYaHHUIO M TOBEPHYTh MOJENb B HCXOJHOE MojiokeHHe (Ha MUHYC 90 rpagycoB BOKpPYT OCH X),
Y TOJIBKO TI0CJIE ATOTO MOKHO CMEJIO dKCIopTHpoBaTh 3D-moxens s ucnoib3oBanus B Unity3D.

Owmudku npu 3xcnopre. OmnOKU, cBA3aHHbIe ¢ TOukoii Origin. Kpome oceii, mpu sxcriopte
00BEKTOB BaKHBIM siBisiercst Touka Origin — B Unity oHa SIBIISieTCS] LIEHTPAJIbHOM WIIM HYJIEBOM TOYKOU
MO/IEJIH, OTHOCHTEJILHO KOTOpO npou3Boautcsi noBopot 3D-moxenu. Ecnu umnoptuposares B Unity of-
HY M Ty K€ MOJieNb 2 pa3a, HO B MepBbId pa3 Touky Origin ocTaBUTh B CE€peIMHE HMKHEH rpaHUIBI 00b-
€KTa M0 YMOJTYaHHIO, 2 BO BTOPOH pa3 0OBEKT CMECTHTh OTHOCUTEIBHO 3TOW TOYKH, TOT/IA IIPH BpaIle HUH
obbekra B Unity Mogenn OynyT BecTH ceOs mo-pasHomy. [lepBblit OyzeT Bpamarscst Ha MecTe, a BTOpOi —
BOKpYT HeBHAMMOro o0bekra. Ha camom nene o6a odbekta OynyT Bpamarbest BOKpyr Touku Origin, on-
HaKo JJISl IEPBOTO O0BEKTa OHA OYZET SIBIATHCS OChIO CaMOro 00BEKTa, a JJIsl BTOPOTO — TOUKOH, BOKPYT
KOTOPOTO XOIUT 00BeKT. TakoMy OOBEKTY OYeHb CIIOXKHO omnucarh QYHKIMM ABwkeHus. [lostomy s
ycrpaHeHus: npobsembl Touky Origin He0OX0JUMO OyIEeT CMECTHTh, YTO MOXKHO ClHeliaTh, KaKk BEPHYB
mo/ienb B Blender, Tak u B Unity npu OnucaHuM CKPUIITOB.

Kpome mpsimpIx crioco6oB pemakTupoBaHus Touku Origin, MOXKHO CO31aTh «KOCTBUIBY» IS TAKHX
00bekTOB. [lJIs1 3TOr0 Ha CIIEHE CO3JAETCsl MYCTHIIIKA, M IYCTHINIKY HAa3HAYAIOT OOBEKTOM-POIMUTENIEM
TaKOW HEMpaBWIBHO SKCIOpPTHpoBaHHON 3D-Monenw, a camy 3D-Moens, COOTBETCTBEHHO, TOYKOH 00B-
eKTa-mycThIKU. Ho Takoil KOCTBUIb MOXKET OKa3aThCs BECbMa I'POMO3JKHM, IO3TOMY IIPOIIE BCEro HC-
MIPaBJIATh TaKylo OMIMOKY Ha 3Tare MOJIEIUPOBAHUS U MOJTOTOBKH K 3KCIIOPTY.

Taxoke cymiecTByeT ommnOka, korja Touka Origin HaXOAUTCS HE 110 HWKHEMY Kparo 00BEeKTa, a B ce-
penune oobema urypsl, Toraa nocne skcrnopra B Unity Monenb OyneT NMpoBalnMBaThCS IO 3EMIIIO.
B Takux ciryyasx Takxe HeoOX0IMMO UCTIPABIATh pacroioxenue Touku Origin.
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Oco0ennocTn TekcrypupoBanusi. Kak npasuiio, 3aiaHue MaTepuangoB M TEKCTYPUPOBAHUE — 3TO
TOCJIeTHIH mar npu co3ganuu 3D-monenu, u npu sxcnopre/ummnopre 3D-monenu n3 Blender B Unity3D
X04YeTcs, YTOObI MaTepualsl U KapThl HOpMaJel cpa3y Ha3HA4aINCh IS MOJIEIIH.

Kak roBopuiocs paHee, TEKCTypBl AOJDKHBI 3arpyaTtbcsa I100 u3 manku mpoekTa Unity, mmbo u3
narnku «\textures» MpoexTa, I03TOMY Kak Obl MbI HU CTApaJIUCh, COXPAHUTH MOJIENIb U TEKCTYPbI €IMHBIM
¢aiinom He momyuntcs. OHAKO 3TO HE 3HAYUT, YTO MPOLIECC HOATOTOBKU TEKCTYP CIHMIIKOM CIO0XKHBIH.

Jnist 0O0beKTa B CBOMCTBAX B pa3zene MaTepraia HeoOXoauMo 100aBUTh HOBBIM MaTepHall.

[Tocne 3Toro HEOOXOMMO CO31aTh TEKCTYPY MaTepHally U BEIOpaTh H300pakeHHe, KOTOPOE CIIeTyeT
ucrob30BaTh i Hee. B Blender ecth cymiecTBeHHOE OrpaHHYeHHE, 32 OJMH Pa3 MOKHO 3aredb TOJIBKO
1 Tum marepuaina: Mpo3pavHOCTb, IVISTHEL, cBedeHHe U T.A. [103ToMy eciii 0OBEKT CIIOXKHBIH — TpedyeT
Pa3HBIX TEKCTYp, TO HEOOXOIMMO OyIEeT BOCIIOIB30BATHCS AOMOJHUTEIBHBIM NPOTPAMMHBIM OOecIede-
HHEM ¢ 0oJiee MNUPOKIMHU BO3MOXXHOCTSIMH TSI TEKCTYPUPOBAHMS 0OBEKTA.

ITocne Toro kak mpeaplymne AeHCTBUS OyIyT BBIIIOTHEHBI, HEOOXOAMMO OyJIEeT CO3/aTh €IIe OIHY
TEKCTYPY W Ha3HAUUTh eil KapTy HopMmaiei [6]. [Ipomecc moOaBieHUs KapThl HOpMayel MOYTH HUYEeM He
oTimyaeTcs ot godaBieHus A Hy3HOH KapTHL.

B pesynbraTte co3maHus KapThl HOpMaJeH MOKET HOIYYUTHCS HE TO, YTO BBI XOTENIH YBHIETh. JTO
CBSI3aHO C TEM, YTO TEKCTypa OyAeT Temeph OTOOpakaThcs Ha MOBepxHOCTH 3D-Momenn kak oObIYHAS
muddysnas xapra. s Toro 4ToObl Kapra HOpMaied oToOpaxkanach Kak kapra Hopmaieil B Blender,
HEeo0X01MMO 0003HaYNTh Ha3HAUEHHYI0 3D-MozeIH TEKCTYpy Kak KapTy HOpMajeld B MEHIO TEKCTYpBI BO
BKJIaKax «Image Samplingy» u «Mapping».

BosBpamasice k ToMy, uto B Blender skcmopT TeKCTypbhl HE MOJYYUTCS COXPaHUTH BMECTE C
3D-Mopzenslo, penieHne o4eHb npoctoe: 3D-Monens MOXKHO dKcnopTHpoBaTh B popmate FBX, a Tekcry-
PBI IPIIIOKUTE K Helt Bo BpeMs mmiiopTa 3D-moxenu B Unity3D.

B wurore momyuwntcst, aro npu ummopte B Unity HeoOxoanmo BeIOpaTh (aiir FBX u 1Be KapThl: KapTy
HopMmasiel U ¢ dy3HyIo KapTy (TEKCTypy) M IEpEeTalluTh MX BCE BMECTE B OJHY W3 IANOK «Assets»
B Unity3D. Ecim Bce ObIIO ceiaHO MpaBWIBHO, TO cpasy mocie ummopra Unity3D mpemioKuT moMeTHTh
KapTy HOpMaJsei Kak KapTy HopManeil. JJaHHOe IpeyiokeHne MOYKHO NPUHATH JIHOO0 OTKa3aThCsl M HACTPO-
UTbh aTpUOYTHI JUI M300pa’KeHNS B MEHIO HACTPOUKH n300paxkeHus B «Inspectory mudo B MEHIO MaTepHaa.

Teneps npu 100aBICHHH MMIOPTHPOBaHHOW 3D-MOzEnH Ha CIIEHYy MOJEIb OyleT MT00aBISATHCS
BMECTE C MaTepHajaMy U TEKCTYPO, KOTOpble ObLIH co3aanbl B Blender.

Yro kacaercsi 00bEKTOB, COJIEPIKALIMX BOJIOCH HJIM BOPCHHKH, CO3/JAHHBIEC C IIOMOUIBIO CUCTEMBI Ya-
crun B Blender, Takue Texctypbl uMnoptupoBath B Unity He mosyuurcs. st co3nanusi 00beKTOB, UMEIO-
IIUX MEPCTh UM BOJIOCHI, HEOOXOAMMO JTHOO CHCTEMY YacTHIl C IIOMOIIBIO Psijia MOAN(HUKATOPOB IepeBe-
CTH B MEIIH, B pe3yJsibTaTe dero nomydurcs «highpoly» 0ObeKT, 4TO COBEpPIICHHO HE MOIXOAWT JUIS CO3/1a-
HUA urp. JInbo HeoOX0MMO CO31aHNEe NMHTALIMH BOJIOC ITyTEM HAJIOXKEHHSI COOTBETCTBYIOIINX TEKCTYP.

3akmouenue. s paboTsl B chepe 3D-MonenupoBaHus B 3aBUCHMOCTH OT IIeJIeld MOXKET OBITh J10-
CTaTOYHO W OJIHOTO MPOrpamMMHOI0 MpoAyKTa [7, 8], oAHAaKO, KaK MpaBUIIO, BO3MOXKHOCTEH OAHOM Mpo-
rpaMMBbI HEJIOCTATOYHO JUIS peasii3anny 33 yMaHHOro npoekTta. Unity — HE TOJBKO MpodecCHOHANBHBII
MOIIHBIA HHCTPYMEHT AJIsI CO3JaHus UTP M WHBIX NPHIOKEHUH ¢ ucnonb3oBanueM 3D-moznennpoBanus,
HO M HEIUIOXO OCHAIIEHHAs IutaTdopMa A CO3MaHus NPOCTHIX 3D-00beKTOB, HEAOCTAIONINX I BU3Yya-
IM3aluy Kakux-nmubo cued. OgHako Gonee clloxkHble 00BbEKTHI y100HEe BCEro CO3/JaBaTh B CIEHATBHOM
penakrope Blender, mocie gero moxydeHHsIH 00beKT HMIOpTHPOBaTh B Unity, XOTh M MPOIECC UMIIOP-
TUPOBAHMS UMEET CBOU HIOAHCHI.

B cratse ObUIH pacCMOTPEHBI TIABHBIE OMIMOKHM, BO3HUKAIOIIHE B MPOIIECCE IKCIOPTa 00BEKTOB U CIIO-
cOOBI MX YCTPaHEHHs], YTO 3HAYNUTEIILHO 00JIErIuT pe3ysbTaT rnepeHoca o0bexToB u3 Blender B Unity, Tak kak
BO3MOJKHBIE IPOOIIEMBI OY/IyT YCTPAHATHCS HA ATarle TI0JJrOTOBKM OOBEKTOB K SKCIIOPTY.

Takum 00pazoM ObIIM c/1eNIaHbl CIEAYIOIINE BEIBOIBL:

® OCHOBHBIE CIJIOXXHOCTH dKcnopra o0bekToB n3 Blender B Unity cBsi3aHbI ¢ pazinyuieM OpHEHTAIUH
Oceii B 3THX MporpamMMax;

e Ui 00beKkTOB, KoTOophle B Unity OymyT HMCIIONB30BaThCs KaK AMHAMHUYECKHE, BAKHO NPABHIIBHOE
omnpenenenue Touku Origin;

® MaTepHall ¥ TEKCTYPHI IS OOBEKTa HEeJIb3S COXPAHUTH €IUHBIM (DAJIOM C OOBEKTOM;

e mpu co3naHuu oObekTa B Blender MOXXHO TpeayCMOTpPeTh TONBKO E€IUHYIO TEKCTYpYy JJIsl BCETO
00BEKTA;

e pvmopt B Unity cuctemsl 9acTul, co3aaHHbEIX B Blender, HeBO3MOXKeH Hanpsamylo;

e BbI0Op hopmara st axcriopra u3 Blender B Unity 3aBucut ot npeanouTeHuii moaeepa.



CASPIAN JOURNAL: Control and High Technologies, 2020, 4 (52)

Bubauorpadguyeckuii cnucox

1. Blender. — Pexxum nocryma: https://www.blender.org/about/license/, cBoGoqHBIH. — 3ariaBue ¢ 3kpana. — S13. aHIL

2. Blender 2.80 PykoBozacTBo. — Pesxxum mocryma: https://docs.blender.org, cBoGoaHbIi. — 3armiaBue ¢ 3KpaHa. —
S13. anmn.

3. Xoxkunr xozed. Unity — B neiictBun. Mynsrumiardopmennas paspaborka Ha C# / Xokunr [[xo3ed. —
Cankr-IlerepOypr : ITutep, 2016. — 336 c¢. — ISBN 978-1617292323.

4. Unity. ProBilder. — Pexxum noctyma: https://unity3d.com/, cBoO0qHEIIA. — 3arnaBue ¢ 9kpaHa. — 3. aHr.

5. Kennu Jlammepc. Hleiinepst u adppextsr B Unity. Kaura penentos / Kennu Jlammepc. — Mocksa : JIMK-
npecc, 2016. — 274 c.

6. 3amexaeM KapThl HOpMajell B TEKCTypy M JICHHBOE TeKCTypHpoBaHHe 3D-momnenn uepe3 aBTOpa3sBepTKy U
3amekanue TekcTypsl B Blender aist urposoro nsmxka Unity3D. — Pexxum noctyma: http://www.3dbuffer.com/articles/
zapekaem-kartyi-normaley-v-teksturu-i-lenivoe-teksturirovanie-3d-modeli-cherez-avtorazvertku-i-zapekanie-
teksturyi-v-blender-dlya-igrovogo-dvizhka-unity3d/#.Xc_ByVczblU, cBoGoambIil. — 3ariaBue ¢ skpaHa. — 3. pyc.

7. buxmymmHa U. . Pa3paboTka METOAMKH aBTOMAaTU3UPOBAHHOIO CHHTE3a MH()OPMALMOHHBIX CHUCTEM Ha
OCHOBE CEMaHTHYECKUX OTHOMIEHHH mpenmerHoi obnmactu / Y. U. bukmymmuaa, U. A. Bapkos, A. I1. Kupnnunnkos
// Bectauk Kazanckoro TexHonorudeckoro yuusepeurera. — 2015. — T. 18, Ne 7. — C. 236-242.

8. IlaexoB V. M. Opranuzamnus BU3yansHOTO npeacTaBieHus qanHbix / WM. M. lllaexos, U. U. bukmymmna,
A. T1. KupnnunukoB // Bectauk Kaszanckoro TexHonmorunueckoro yaupepcurera. — 2019. — T. 22, Ne 6. — C. 167-169.

References

1. Blender. Available at: https://www.blender.org/about/license/

2. Blender 2.80 Manual. Available at: https://docs.blender.org

3. Hawking Joseph. Unity — in action. Multiplatform development in C#. St. Petersburg, Piter Publ., 2016. 336 p.
ISBN 978-1617292323.

4. Unity. ProBilder. Available at: https://unity3d.com/

5. Kenny Lammers. Shaders and effects in Unity. A book of recipes. Moscow, DMK-press Publ., 2016. 274 p.

6. Zapekaem karty normaley v teksturu i lenivoe teksturirovanie 3D-modeli cherez avtorazvertku i zapekanie
tekstury v Blender dlya igrovogo dvizhka Unity3D [Bake normal maps into a texture and lazy texturing of the 3D model
through auto-expansion and baking of the texture in Blender for the Unity3D game engine]. Available at:
http://www.3dbuffer.com/articles/ zapekaem-kartyi-normaley-v-teksturu-i-lenivoe-teksturirovanie-3d-modeli-cherez-
avtorazvertku-i-zapekanie-teksturyi-v-blender-dlya-igrovogo-dvizhka-unity3d/#.Xc ByVczblU

7. Bikmullina I. 1., Barkov I. A., Kirpichnikov A. P. Razrabotka metodiki avtomatizirovannogo sinteza infor-
macionnykh sistem na osnove semanticheskikh otnosheniy predmetnoy oblasti [Development of methods for automated
synthesis of information systems based on semantic relations of the subject area]. Vestnik Kazanskogo Tekhnolog-
icheskogo universiteta [Bulletin of the Kazan technological University], 2015, vol. 18, no. 7, pp. 236-242.

8. Shaekhov I. M., Bikmullina I. 1., Kirpichnikov A. P. Organizatsiya vizualnogo predstavleniya dannykh [Organ-
ization of visual representation of data]. Vestnik Kazanskogo Tekhnologicheskogo universiteta [Bulletin of the Kazan
technological University], 2019, vol. 22, no. 6, pp. 167-169.



