HNuTepdeiichl HAa OCHOBE BUPTYAJIbHOM PeaibHOCTH

Ceronnst Bc€ Oousbllie o0yacTei, BKJIOYAash MPOU3BOACTBO (GUIBMOB U
BUJICOUTP, MPOMBINIJICHHBIN [W3aiiH, 00y4eHUe, HCHOIB3YIOT KOMIBIOTEPHYIO
anuMarnuio. Co3laHue aHUMAILMKM SIBJISIETCSL TPYAOEMKOM 3ajadeil gaxe Juist
poeCCHOHANTBHBIX aHUMATOPOB, TIO3TOMY HJICI0 WCIIOIB30BAaHUS BHPTYAIbHOU
peasibHocTH (VR) m nmomonHenHol peanbHOCTH (AR) mpu co3naHWM aHUMAIHH
BBICKA3bIBAIM MHOTHE CTIECIIUAIHUCTHI.

UrtanpsiHckue wHccneAoBaTeNld HW3YYWIM TPEUMYIIECTBA W HEJAOCTATKU
ucnosb3oBanus VR i coznanus aHuManuu nepcoHaxei. OHM BBISICHUIIHU, YTO C
NOMOIIbI0 MHTepdelica Ha OCHOBE BHUPTYAJIbHOW PEATbHOCTH IOJIb30BaTEIU
JIOCTUTal0T HAMEUYEHHOTO pe3ysibTaTa ObICTpEe, YEM MPHU MOMOIIN TPAAUIIMOHHOTO
uHTepdeiica, CIOJb3Ys MBIIIb U KIaBUATYPY.

[Tporpammuass Hanactpoiika VR Blender Opiia paspaborana, 4YTOOBI
MO3BOJIUTh CO3JATENsIM aHUMAIlMM HCIOJIh30BaTh HEKOTOPHIE WHCTPYMCHTHI B
UMMEpPCUBHON BHUpTyanbHOH cpene. B pexume VR Blender mnoab3oBaresb
MOTPYKAeTCSI B BUPTYAIbHYIO CPEIy, COOTBETCTBYIOIIYIO IOJIOKCHHUIO TJIABHON
kamepsl Blender.
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Bug ot nepBoro nuia Ha VR unTepdetic

Cpeaun  ucnbITyeMbIX  ObUIM  HempodecCHOHAJIbHBIE  IMOJIH30BATENH,
Mocenjalime Kypc IO  KOMIbIOTepHOW  aHuManuu B Blender wu
npodeccuonanbubie. IlocnenHue wuMenu OMNBIT MPENOJaBaHUS AHATOTUYHBIX
KypcoB WM paboThl, U OOJNBIIMHCTBO M3 HHUX MPUBBIKIN pPaboOTaTh B cpemax
BUPTYaJIbHON PEATBHOCTH.

Bcex monp3oBaTeneil MOMPOCUIIN BBIMOJHUTH PA3UYHbIE AHWMALMOHHbBIE
3aJlauu, UCTOJb3ys Kak coOcTBeHHBIM nHTepdeiic Blender, Tak 1 oCHOBaHHbBIN Ha
VR wuntepdeiic: rigging (purruHr — co3gaHue apMmaTypbl, ckenera), Skinning
(CKHHHHHT — CBSI3bIBAHUE TMOJHMTOHAIFHOW TOBEPXHOCTH W pura), posing —
BOCCO3/IaHME 1103 MEPCOHAXKa C MCHOJIb30BAaHUEM IMpsIMOW M 0OpaTHOM
KMHEMaTuKU. B mocieqHeM 3aJaHuM Ipensarajoch BBIIOJIHUTH BCE OTallbl
CO3JaHMsl aHUMALUU.



Kak npodeccronanbhbie, Tak U HEPOPECCUOHANBHBIE MOJIb30BATENN ObLIN
Oosee yAOBIIETBOPEHBI HHTEpdENCOM Ha OCHOBE BHUPTYaIbHOW PEaTbHOCTH,
KOTOPBIN OKa3aJICs OYE€Hb MPOCTHIM B HCIIOJIb30BAHUH U OCBOCHUHU.

OTtBeydast Ha BOIIPOC O TOM, KaK MOKHO JOpabOTaTh CUCTEMY, I1OJIb30BATEIIN
IPEJIOKIIA BBECTH MEXAHU3MBI I aKTUBAMU (DYHKUIUN, K KOTOPHIM OOBIYHO
MOYKHO TIOJTYYHTBH JOCTYII C MOMOIIbIO coueTaHus kiaBuin B Blender. Hampumep,
JUISL IEPEKIIIOYEHHS] MEXKY BUIAAMH, JUI1 HACTPOMKH 3HAYEHUS CBOMCTB U T.A. Jlid
ATOr0 MOXXHO MPOpadOTaTh BO3ZMOXKHOCTH J00aBICHHUS KOMaH], OCHOBaHHBIX Ha
r0JIOCE WU )KECTE.
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