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AHHOTAUMA. B Hacmosweti pabome npedcmagienvl pesyivmanvl 3D MoOOenuposanius Manio2o pulooIosHO20 60md, a MaKice
Paspabomxu npocpAMMbl UMUMAYUU BOTH C UCNONbL30BAHUEM NPOSPAMMHBIX npoodykmos 3DS MAX, Cinema4d u Unreal Engine 4.
KutoueBsie cioBa: wikaia Boghopma, amniumyoa 601Hbl, ONUHA 60IHbL, KPYMUSHA 80JIHbL, CKOPOCMb GOIHDYL.

THE SHIP AND SEA WAVES SIMULATION PROGRAM IN 3DS MAX AND CINEMA4D
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Abstract. This paper presents the results of 3D modeling of small fishing boat and sea waves simulating program using 3DS

MAX, Cinema4d and Unreal Engine 4 software.
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CymiecTByonue B HACTOSMICE BPEMS IOIBITKH
MOJICTUPOBAHUS MOPCKHX IOBEPXHOCTEH OTIMYAIOT-
Cs OTCYTCTBHEM Yy4YeTa BETPO-BOJTHOBBIX BO3ACHCTBUH.
Hampuwmep, B mpoekTe [1] aBTOp mpeacTaBui pe3yabTaThl
Mogenuposanus 3DS MAX anumupyemMoil Mmozienu Mop-
CKOIl TOBEpXHOCTH, IPHHUMAsI BO BHUMAaHHE OOIINE OIl-
THYECKUe cBOcTBa. HemocTtaTkoM paboThI, 0 MHCHUIO
camoro aBTopa [1], sBisieTcs «ocTaBIIeecs 3a npeaeaaMu
3aJa9m» MOJICIIMPOBAHIE TCOMETPHH IIOBEPXHOCTH MOPSI.
[IpencraBienHas MOACTh IPH MPUOTIKCHIH, YIAICHUN
WJIM U3MCHCHHH yTJa HAKJIOHA KaMepbhl COOTBETCTBEHHO
MEHSAET KapTUHY MOPCKOH MOBEpXHOCTHU. B mpoekTe [2],
co3ganHoMm Ha Cinema4d, aBTOp MOKa3bIBACT BO3MOXK-
HOCTBH CO3JIaHHS BOJHOW MOBEPXHOCTH, OJHAKO ydeTa
BIIMSIHUS BETPa HAa TAKYIO IOBEPXHOCTH HET.

B HacTosmeit pabote mpeacTaBieHa pa3padoTaHHAS
3D Mojienh HaJBOHOTO CY/THA C UCIIOJIB30BAHUEM ITPOT PaM-
MHBIX TTpoaykToB 3DS MAX u Cinema4d. IIporpammusIit
npoaykt 3DS MAX wucnonb3oBajics s HCIPABICHUS
OomMOOK M OCYIIECTBICHHUS HSKCIIOPTA, MOCKOIBKY HMMe-
€T COBMECTUMOCTh C MHOXECTBOM JIPYTHX IIPOTPAMM.
IIporpammustit npoaykT Cinema4d n3-3a OTHOCHTENBHON

MPOCTOTHI UCTIOJIB30BAJICA JI1 MOACIINPOBAHUSA HAIBOJHO-
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To CyaHa. Pe3ynLTI/Ipy10u1ee IIPUIIOKCHUEC pa3pa60TaH0 C

ucronp30BaHmeM rnmporpaMMel Unreal engine 4.

3D moaempoBaHue HAIBOAHOIO CyIHA

B kadecTBe 00beKTa MOIEIUPOBAHUS (HAIBOJHOTO
CyJIHa) MCIIOTB30BAJICA MaJBIA PHIOONOBHEI 00T [3] co
CIeAYIONMMU NIapaMeTpaMu: JyinHa — 16 M, mupuna — 4
M, ocagka HocoM — 0,8 M, ocagka kopmoit — 1,6 M, Boo-
n3menieHue — 21 T, CKopocTb — 8 y3, MOIIHOCTH JIBUTATE-
st — 165 7.c.

Jns monenupoBaHus HaBoaHOTrO cynHa B Cinemadd
MCTIIONTb30BAIUCh IPUMHTHBHI (KyO, MIOCKOCTB, U T.1I.) U
criiaiiHbl. [[pUMHUTHUBEI IETUIUCH HA TOJTUTOHBI, MaCIIl-
TaOMpPOBATNCh, MAHUITYJIMPOBAHNEM BEPIIHH H pedep
MPUMUTHBBI COOTHOCUJIUCH C JICTAJSIMH PHIOOJIOBHOTO
6ota. ITo3ke HOOABISIIICH MEJIKWE JETAld U yBeIHWUe-
HHUEM TMOJIMTOHAJIBHOCTH CIJIa)XUBAJIKUCHh OCTPHIC YIJIBI
(Ha pucyHke | mpeacTaBieH pe3yabTaT OTHOTO U3 dTAIIOB
MoenupoBanus). [lociie 3aBepIiIeHus] TCOMETPUH CYyIHA
HAKJIaIBIBATICH MATEPHUAIBI (TEKCTYPHI C COOTBETCTBY-
oM (QU3NYSCKUME CBOMcTBamMu). Bcero B pabote
MCTIONB30BaHO 20 TEKCTYp: METaIT IS MOJCITHPOBAHS
OCHOBHOI 4acTH KopIyca CyJHa, IepeBO — JUIsl CTOJIa |

HE3HAUUTENbHBIX JETalle, pe3uHa U CcTekyJ0. Mopeib
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Puc. 2. Beoo napamempog 0 wimuis
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Test Point Array[1]

“Test Point Array[2]

Test Point Array[0]

Test Point Array[3]

: OceanExampleiMap (Per

Puc. 3. Touxu «Test Point Array» 6okpye Ha0800H020 CYOHA

sKcropTHpoBanack B fbx ¢popmare mist uMmopTa B Ipo-

rpaMMy UMUTAUU BOJIH.

IIporpamma MMHTAIUH BOJTH

Jist pa3paboTKn MpOrpaMMbl UMUTALUN BOJIH HC-
nojib3oBajcs aABmkok Unreal Engine 4, B koTOpbId 3a-
TPyKEHBl MOJENb HAJBOJHOIO CyaHA, pa3paboTaHHAS
B Cinema4d, ¥ HECKOJBKO JMHAMHYECKHX MaTEpUaJIOB
BOJIH, B3STHIX ¢ mpoekTa [4]. IIlporpammupoBaHue ocy-

mecTBisioch rpadguuecku (Blueprint) Ha sizpike CH+.
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Kon mmuTanuum BOJAH Haxomuics B kiacce BP
Ocean. IIpu ctapTe nporpamMMbl HHUIMAIU3UPOBAJIOCH
HECKOJIBKO (DyHKIIMH, KOTOPbIE 3a/]aBaJIi HAYAJIbHBIC T1a-
pamMeTpsl BoHaM. Ha pucyHke 2 noka3aH BBOJ TapaMeT-
POB ISt HYJIEBOTO OaJlia, 4YTO COOTBETCTBYET IITHUIIIO 11O
mkane bodopTa [5], 415 3TOr0 BBOAUIUCH CIICAYOLINC
mapaMeTpsl: ToBOpoT BoJHBI = 0, niuuHa BoaHEI = 100,
aMmmuTyaa BosHsl = 0 u kpyTusHa BojHbl = 0. Bece 3T
napaMeTpbl HHUIHAIU3UPOBAINCE TOIBKO MPHU CTapTe

nporpammel. [locne crapra 6ann no mkane bodopra



SKCTITYATAUNA BOJHOIO TPAHCIIOPTA, CYLJOBOXAEHNE

BBIOMpAeTCs IIOJIb30BATEIEM HaXKaTHEM Ha KJIaBHAType
Ha ogHO# u3 uudp (0-9) uau 0JHOTO U3 CUMBOJIOB -, =,
\ ms obo3Hauenus 10-12 GanioB mo mkane bodopra.
[Ipu HaxkaTH¥W MPOMCXOAUT CMEHA MapaMeTpoB (IIOBO-
poT, AJIMHA, aMIUIMTYAa, KPyTHU3HA BOJHBI), COOTBETC-
TBYIOLIAsl BBIOpaHHOMY Oasny no mkane bodopra. Bee
yYKa3aHHBIC H3MCHEHHU S IIPOUCXOAT B PEXKUME peabHO-
IO BPEMEHHU.

Kon mumaBywecTH uisi CylHa ONHCAaH B KJacce
Buoyancy. OH npucBanBaeT HaJJBOJHOMY CY/AHY Cle1y-
IOLIME TAPaMETPBI: INIOTHOCTH BOJBI O CYIHOM, IIJIOT-
HOCTh CaMoOro CyjJHa, U YeThIpe TOUYKH MaccuBa (pucy-
HOK 3), KOTOpBIC OXBATHIBAIOT CO BCEX CTOPOH CYIHO M
OIPEACISIOT PACCTOSIHUE JI0 BOJBI (3TH TOYKH HMEIOT

chepy ¢ paanycoM B OJJMH CM U IIPH KacaHUH 3TOH ce-

pOI>'I BOJAbI IPpOrpaMMa HAYMHACT NOAHUMATHh HAABOJAHOC

CYJHO).

3ak/0ueHne

B pesynprare padots nposeaero 3D mMomenuposa-
HUE HaJIBOJHOTO Cy/Ha, B KaueCTBE 00bEKTa MOJICIIUPO-
BaHUS BHIOpaH MaJblid PHIOOJOBHBIA OOT, pa3paboTaHa
nporpaMMa HMHTAIlUHA BOJH C IMOJNb30BATEIBCKUM HH-
tepdeticom. [lonp3oBaTenbckuil HHTEPPEIHC MO3BOISICT
MEHATH OaJiibl Mo ikajie bodopra, mosyyas COOTBETC-
TBYIOIIYIO aHUMAIUIO JBHKCHHS HAJABOAHOI'O CyJ/IHA IO
BOJHAaM. B panpHelilieM miaHupyeTcs AeTaaiu3upoBaTh
O00BEKT MOAEITUPOBAHUS, YIyYIINB I'paHUUECKyIO CO-
CTaBJISIOLIYI0O MOPCKOH IOBEPXHOCTH C LIEbI0 obecre-

yeHus 00JIbIICH pPeaIuCTUIHOCTH.
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