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OpenGL

Python
Tema O. NMpumep “Hello World”

3anycTtutb npumep “Hello World”:
# coding=utf-8

mirrn

Python

Ipumep Hello World

mirn

print('Hello World!")



-

PyCharm 2020.2.1 available

Tema 1. 'padpnk pyHKUUMU

BapuaHTbl 3apaHuii:
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Mpumep BbinonHeHus (BapuaHT 3.30):



# coding=utf-8

mirrn

Python

I'vaduk

mirn

import numpy as np

import matplotlib.pyplot as plt

X = np.linspace(-2, 5, 300)

2 % (x + 1) *x%x 2 % (x — 2)

y
y = np.abs(y) xx (1 / 3) * np.sign(y)
# print(x, vy)
plt.plot(x, vy)

plt.show()



¢ Figure 1 — O .

& €| Q=

x=424778 y=4.81905

OpenGL

BapunaHTbl 3apaHua pna tem 0 — 1

BapuaHTt durypa OTTeHoOK uBeTa
1—10 TpeyronbHuK KpacHbin
1—20 Bbinyknbi YeTblipexyrofibHUK 3eneHbin
21—30 [aTMyronbHMK CuHun

31 —36 HeBbInyKbIA YeTblpexyrofbHUK MamxeHTa

Tema 0. Hello World, kBagpat



[Mpumep BbINONHEHUS:
# coding=utf-8

i

Hello World

KBagpar

mirrn

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU -import =*

pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE | DO
UBLEBUF)

aspect size[0] / size[l]

length 2

glOrtho(-length * aspect, length * aspect, -length, length, -1
ength, length)

glEnable (GL_LINE_SMOOTH)

glClear (GL_COLOR_BUFFER_BIT)

glBegin(GL_LINES)

glColor3f(1, 1, 0)

glVertex3f(1, -1, 0)
glVertex3f(1, 1, 0)



glVertex3f(1, 1, 0)
glVertex3f(-1, 1, 0)
glVertex3f(-1, 1, 0)
glVertex3f(-1, -1, 0)
glVertex3f(-1, -1, 0)
glVertex3f(1, -1, 0)
glEnd ()

pygame.display.flip()

is_loop = True
while 1is_loop:
for event in pygame.event.get():
if event.type == pygame.QUIT:

is_loop = False

pygame.quit()



&5 pygame window

Tema 1. KBagpart, BpawieHue
# coding=utf-8

i

Kpanpar

BpameHxne

i

import pygame
from pygame.locals import x

from OpenGL.GL import *



from OpenGL.GLU import =

def draw():
glBegin(GL_LINES)
glColor3f(1, 1, 0)
glVertex3f(1, -1, 0)
glVertex3f(1, 1, 0)
glVertex3f(1, 1, 0)
glVertex3f(-1, 1, 0)
glVertex3f(-1, 1, 0)
glVertex3f(-1, -1, 0)
glVertex3f(-1, -1, 0)
glVertex3f(1, -1, 0)
glEnd ()

def main():
pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
| DOUBLEBUF)

size[0®] / size[l]

aspect

length

2

glOortho(-length * aspect, length x* aspect, -length, lengt
h, -length, length)

glEnable (GL_LINE_SMOOTH)



clock = pygame.time.Clock()
is_loop = True
while 1is_loop:
clock.tick(60)
for event in pygame.event.get():
if event.type == pygame.QUIT:
is_loop = False
if event.type == KEYUP and event.key == K_q:
is_loop = False
glClear (GL_COLOR_BUFFER_BIT)
glRotatef (1, 1, 3, 1)
draw()
pygame.display.flip()

pygame.quit()

main()



&5 pygame window

Tema 1.2. KBagpaTt, nonuroH

# coding=utf-8

i

KBagparT, HOJMI'OH

i

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU import =



def draw():
glLineWidth(3)
glBegin(GL_LINES)
glColor3f(1, 1, 0)
glVertex3f(1, -1, 0)
glVertex3f(1, 1, 0)
glVertex3f(1, 1, 0)
glVertex3f(-1, 1, 0)
glVertex3f (-1, 1, 0)
glVertex3f(-1, -1, 0)
glVertex3f(-1, -1, 0)
glVertex3f(1, -1, 0)
glEnd ()
glLineWidth(1)
glBegin (GL_QUADS)
glColor3f(0.5, 0.5, 0.1)
glVertex3f(-1, -1, 0)
glVertex3f(1, -1, 0)
glVertex3f(1, 1, 0)
glVertex3f(-1, 1, 0)
glEnd ()

def main():
pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
| DOUBLEBUF)



aspect size[0] / size[l]

length 2

glOrtho(-length * aspect, length * aspect, -length, lengt
h, -length, length)

glEnable (GL_LINE_SMOOTH)

clock = pygame.time.Clock()
is_loop = True
while 1is_loop:
clock.tick(60)
for event in pygame.event.get():
if event.type == pygame.QUIT:
is_loop = False
if event.type == KEYUP and event.key == K_q:
is_loop = False
glClear (GL_COLOR_BUFFER_BIT)
glRotatef (1, 1, 3, 1)
draw()
pygame.display.flip()

pygame.quit()

main()



{3 pygame window - X

BapunaHTbl 3apaHua pna tem 2 — 6

CospaTb cLeHy, cooepyKalllyio Bapuauuio 3agaHHoro tena ¢ TpebyembiMmun
napameTpamu.

Ne Teno LiBeToBas TekcTypa
cxema

1 | viridis




plasma
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magma

cividis

Greys



Purples

Blues

Greens
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PuBuGn

KapaHpgaw BuGn
TabypeTka YIGn
Ctyn spring
Cron summer

PackpbiTaa KHUra autumn
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Lkad

’

NMunHenka “YronbHuk"

KonoHa

[Jomuk

winter

ocean

gist_earth

gist_stern

cubehelix
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MprMepbl LLBETOBbIX CXEM
(https://matplotlib.org/3.1.0/tutorials/colors/colormaps.html):
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Tema 2. Ky6, pebpa

# coding=utf-8

i

Ky6, pebpa

mirrn

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU -import =*

def draw():



vertices = [
(r, -1, -1),
(r, 1, -1),
(-1, 1, -1),
(-1, -1, -1),
(r, -1, 1),
(1, 1, 1),
(-1, -1, 1),
(-1, 1, 1),
1
edges = [
(0, 1),
(0, 3),
(0, 4),
(2, 1),
(2, 3),
(2, 7),
(6, 3),
(6, 4),
(6, 7),
(5, 1),
(5, 4),
(5, 7),
]
glBegin(GL_LINES)
glColor3f(1, 1, 0)
for edge in edges:
glVertex3fv(vertices[edge[0]])
glVertex3fv(vertices[edge[1]])
glEnd ()



def main():

pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE

| DOUBLEBUF)

th,

aspect size[0] / size[l]
# length = 2

# glOrtho(-length * aspect, length * aspect, -length, leng
-length, length)

gluPerspective(45, aspect, 0.1, 50)
glTranslatef (0, 0, -5)

glEnable (GL_LINE_SMOOTH)

clock = pygame.time.Clock()
is_loop = True
while 1is_Lloop:
clock.tick(60)
for event in pygame.event.get():
if event.type == pygame.QUIT:
is_loop = False
if event.type == KEYUP and event.key == K_q:
is_loop = False
glClear (GL_COLOR_BUFFER_BIT)
glRotatef (1, 1, 3, 1)
draw()
pygame.display.flip()



pygame.quit()

main()

&5 pygame window _ <

Tema 2.2. Ky6, pebpa, uBetoBas cxema

# coding=utf-8

i

Ky6, pebpa, LOBeToBasd CxXeMa



mirn

import pygame

from pygame.locals import *
from OpenGL.GL import =
from OpenGL.GLU -import =

import numpy as np

import matplotlib.cm

def get_colors(cname, cnum=1):
cnum_max = cnum + 2
cmap = matplotlib.cm.get_cmap(cname, cnum_max)

colors = np.array(cmap(np.linspace(l, 0, cnum_max)))

colors colors[l:cnum + 1, :3]

return np.squeeze(colors)

def draw():
vertices = [

(r, -1, -1),
(r, 1, -1),
(-1, 1, -1),
(-1, -1, -1),
(r, -1, 1),
(1, 1, 1),
(-1, -1, 1),
(-1, 1, 1),



edges = [

(0, 1),
(0, 3),
(0, 4),
(2, 1),
(2, 3),
(2, 7),
(6, 3),
(6, 4),
(6, 7),
(5, 1),
(5, 4),
(5, 7),

1

glBegin (GL_LINES)

# glColor3f(1, 1, 0)

color = get_colors('CMRmap"')

glColor3f(xcolor)

for edge in edges:
glVertex3fv(vertices[edge[0]])
glVertex3fv(vertices[edge[1]])

glEnd ()

def main():
pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
| DOUBLEBUF)



aspect = size[0] / size[l]
# length = 2

# glOrtho(-length * aspect, length * aspect, -length, leng
th, -length, length)

gluPerspective(45, aspect, 0.1, 50)
glTranslatef(0, 0, -5)

glEnable (GL_LINE_SMOOTH)

clock = pygame.time.Clock()
is_loop = True
while 1is_loop:
clock.tick(60)
for event in pygame.event.get():
if event.type == pygame.QUIT:
is_loop = False
if event.type == KEYUP and event.key == K_q:
is_loop = False
glClear (GL_COLOR_BUFFER_BIT)
glRotatef (1, 1, 3, 1)
draw()
pygame.display.flip()

pygame.quit()

main()



&5 pygame window

Tema 3. Ky6, pebpa, knacc

# coding=utf-8

i

Ky6, pebpa, kJjgacc

i

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU import =



class Cube:

def

__init__(self):

self.vertices = [

]

(1, -1, -1),
(r, 1, -1),
(-1, 1, -1),
(-1, -1, -1),
(1, -1, 1),
(1, 1, 1),
(-1, -1, 1),
(-1, 1, 1),

self.edges = [

(0, 1),
(0, 3),
(0, 4),
(2, 1),
(2, 3),
(2, 7),
(6, 3),
(6, 4),
(6, 7),
(5, 1),
(5, 4),
(5, 7),

def draw(self):
glBegin(GL_LINES)



glColor3f(1, 1, 0)

for edge in self.edges:
glVertex3fv(self.vertices[edge[0]])
glVertex3fv(self.vertices[edge[1]])

glEnd ()

def main():
pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
| DOUBLEBUF)

aspect = size[0] / size[l]
gluPerspective(45, aspect, 0.1, 50)
glTranslatef (0, 0, -10)

glEnable (GL_LINE_SMOOTH)

cube = Cube()

clock = pygame.time.Clock()
is_rotate = True
is_loop = True
while 1is_loop:
clock.tick(60)
for event in pygame.event.get():
if event.type == pygame.QUIT:
is_loop = False

if event.type == KEYUP and event.key == K_q:



is_loop = False
if event.type == KEYUP and event.key == K_SPACE:
is_rotate = not is_rotate
glClear (GL_COLOR_BUFFER_BIT)
if is_rotate:
glRotatef (1, 1, 3, 1)
cube.draw()

pygame.display.flip()

pygame.quit()

main()



&5 pygame window

Tema 4. Ky6, nonuroHs.l

# coding=utf-8

i

Ky6, HOOJMIOHEI

i

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU import =



class Cube:
def __init__(self):

self.vertices = [
(1, -1, -1),
(1, 1, -1),
(-1, 1, -1),
(-1, -1, -1),
(1, -1, 1),
(1, 1, 1),
(-1, -1, 1),
(-1, 1, 1),

1

self.edges = [
(0, 1),
(0, 3),
(0, 4),
(2, 1),
(2, 3),
(2, 7),
(6, 3),
(6, 4),
(6, 7),
(5, 1),
(5, 4),
(5, 7),

]

self.faces = [
(1, 2, 7, 5),
(4, 6, 3, 0),



(5, 7, 6, 4),
(6, 3, 2, 1),
(7, 2, 3, 6),
(1, 5, 4, 0),

1

self.colors = [
(1, 0, 0),
(6, 1, 0),
(1, 1, 0),
(6, 0, 1),
(1, 0, 1),
(6, 1, 1),

1

def draw_edges(self):
glBegin(GL_LINES)
glColor3f(1, 1, 0)
for edge in self.edges:
glVertex3fv(self.vertices[edge[0]])
glVertex3fv(self.vertices[edge[1]])
glEnd ()

def draw_polygons(self):
glBegin(GL_QUADS)
for fi, face 1in enumerate(self.faces):
glColor3fv(self.colors[fi])
for vi in face:
glVertex3fv(self.vertices[vi])
glEnd ()



def draw(self):
# self.draw_edges()
self.draw_polygons ()

def main():
pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
| DOUBLEBUF)

aspect = size[0] / size[l]
gluPerspective(45, aspect, 0.1, 50)
glTranslatef (0, 0, -10)

glEnable (GL_LINE_SMOOTH)
glEnable (GL_MULTISAMPLE)
glEnable (GL_DEPTH_TEST)

cube = Cube()

clock = pygame.time.Clock()
is_rotate = True
is_loop = True
while 1is_loop:
clock.tick(60)
for event in pygame.event.get():
if event.type == pygame.QUIT:
is_loop = False

if event.type == KEYUP and event.key == K_q:



is_loop = False
if event.type == KEYUP and event.key == K_SPACE:
is_rotate = not is_rotate
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT)
if is_rotate:
glRotatef (1, 1, 3, 1)
cube.draw()

pygame.display.flip()

pygame.quit()

main()



&5 pygame window

Tema 4.2. Ky6, nonnroHsbl, LBeToBas cxema

# coding=utf-8

i

Ky6, HOOJMI'OHEl, IIBETOBAas CxeMa

i

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU import =



import numpy as np

import matplotlib.cm

def get_colors(cname, cnum=1):
cnum_max = chnum + 2
cmap = matplotlib.cm.get_cmap(cname, cnum_max)
colors = np.array(cmap(np.linspace(l, 0, cnum_max)))
colors = colors[l:cnum + 1, :3]

return np.squeeze(colors)

class Cube:
def __init__(self):

self.vertices = [
(1, -1, -1),
(1, 1, -1),
(-1, 1, -1),
(-1, -1, -1),
(1, -1, 1),
(1, 1, 1),
(-1, -1, 1),
(-1, 1, 1),

]

self.edges = [
(0, 1),
(0, 3),
(0, 4),
(2, 1),
(2, 3),



(2, 7),

(6, 3),
(6, 4),
(6, 7),
(5, 1),
(5, 4),
(5, 7),
]
self.faces = [
(r, 2, 7, 5),
(4, 6, 3, 0),
(56, 7, 6, 4),
(6, 3, 2, 1),
(7, 2, 3, 6),
(1, 5, 4, 0),
]
# self.colors = [
# (1, 0, 0),
# (6, 1, 0),
# (1, 1, 0),
# (0, 0, 1),
# (1, 0, 1),
# (6, 1, 1),
# ]

self.colors = get_colors('CMRmap', 6)

def draw_edges(self):
glBegin(GL_LINES)
glColor3f(1, 1, 0)

for edge in self.edges:



glVertex3fv(self.vertices[edge[0]])
glVertex3fv(self.vertices[edge[1l]])
glEnd ()

def draw_polygons(self):
glBegin (GL_QUADS)
for fi, face 1in enumerate(self.faces):
glColor3fv(self.colors[fi])
for vi in face:
glVertex3fv(self.vertices[vi])
glEnd ()

def draw(self):
# self.draw_edges()
self.draw_polygons ()

def main():
pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
| DOUBLEBUF)

aspect = size[0] / size[l]
gluPerspective(45, aspect, 0.1, 50)
glTranslatef (0, 0, -10)

glEnable (GL_LINE_SMOOTH)
glEnable (GL_MULTISAMPLE)
glEnable (GL_DEPTH_TEST)



glClearColor(0.5, 0.5, 0.5, 1)

cube = Cube()

clock = pygame.time.Clock()
is_rotate = True

is_loop = True

while 1is_loop:

clock.tick(60)

for event in pygame.event.get():

if event.type == pygame.QUIT:

is_loop = False

if event.type == KEYUP and event.key == K_q:

is_loop = False

if event.type == KEYUP and event.key

K_SPACE:

is_rotate = not is_rotate

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT)

if is_rotate:
glRotatef (1, 1, 3, 1)
cube.draw()

pygame.display.flip()

pygame.quit()

main()



& pygame window

Tema 5. Ky6, TpaHchopmaums

# coding=utf-8

mirn

Ky6, TmpaHCc@opMalmus

mirrn

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU import x*



class Cube:
def __init__(self):

self.vertices = [
(1, -1, -1),
(1, 1, -1),
(-1, 1, -1),
(-1, -1, -1),
(1, -1, 1),
(1, 1, 1),
(-1, -1, 1),
(-1, 1, 1),

1

self.edges = [
(0, 1),
(0, 3),
(0, 4),
(2, 1),
(2, 3),
(2, 7),
(6, 3),
(6, 4),
(6, 7),
(5, 1),
(5, 4),
(5, 7),

]

self.faces = [
(1, 2, 7, 5),
(4, 6, 3, 0),



(5, 7, 6, 4),
(6, 3, 2, 1),
(7, 2, 3, 6),
(1, 5, 4, 0),

1

self.colors = [
(1, 0, 0),
(6, 1, 0),
(1, 1, 0),
(6, 0, 1),
(1, 0, 1),
(6, 1, 1),

1

def draw_edges(self):
glBegin(GL_LINES)
glColor3f(1, 1, 0)
for edge in self.edges:
glVertex3fv(self.vertices[edge[0]])
glVertex3fv(self.vertices[edge[1]])
glEnd ()

def draw_polygons(self):
glBegin(GL_QUADS)
for fi, face in enumerate(self.faces):
glColor3fv(self.colors[fi])
for vi in face:
glVertex3fv(self.vertices[vi])
glEnd ()



def draw(self):
self.draw_edges()
glPushMatrix()
glTranslatef (3, 0, 0)
glRotatef (45, 1, 1, 1)
glScalef(0.5, 0.5, 0.5)
self.draw_polygons ()
glPopMatrix()

def main():
pygame.init()
size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
| DOUBLEBUF)

aspect = size[0] / size[l]
gluPerspective(45, aspect, 0.1, 50)
glTranslatef(0, 0, -10)

glEnable (GL_LINE_SMOOTH)
glEnable (GL_MULTISAMPLE)
glEnable (GL_DEPTH_TEST)

cube = Cube()

clock = pygame.time.Clock()
is_rotate = True
is_loop = True

while 1is_loop:



clock.tick(60)

for event in pygame.event.get():

if event.type
is_loop =
if event.type
is_loop =
if event.type

is_rotate

== pygame.QUIT:

False

== KEYUP and event.key == K_q:
False

== KEYUP and event.key == K_SPACE:

= not is_rotate

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT)

if is_rotate:

glRotatef (1, 1, 3, 1)

cube.draw()

pygame.display.flip()

pygame.quit()

main()



&5 pygame window

Tema 6. Ky6, Tekctypa

# coding=utf-8

i

Ky6, TekcTypa

i

import pygame

from pygame.locals import *
from OpenGL.GL import x
from OpenGL.GLU import =

from PIL.Image import open



def load_texture(filename):
img = open(filename)
img_data = img.tobytes('raw', 'RGB', 0, -1)
texture_id = glGenTextures(1)
glBindTexture(GL_TEXTURE_2D, texture_id)
glPixelStorei (GL_UNPACK_ALIGNMENT, 1)

glTexParameterf (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAM
P)

glTexParameterf (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAM
P)

glTexParameterf (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_L
INEAR)

glTexParameterf (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_L
INEAR_MIPMAP_LINEAR)

gluBuild2DMipmaps (GL_TEXTURE_2D, GL_RGB, 1img.size[0], 1img.
size[1l], GL_RGB, GL_UNSIGNED_BYTE, img_data)

return texture_did

class Cube:
def __init__(self, texture_id=None):

self.vertices = [
(1, -1, -1),
(1, 1, -1),
(-1, 1, -1),
(-1, -1, -1),
(1, -1, 1),
(1, 1, 1),
(-1, -1, 1),



(_l) l)
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self.edges
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1),
4),
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self.colors
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[
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>
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0),
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def

def

def

(6, 1, 1),

1

self.uvs = [
(e, o), (1, 0), (1, 1), (6, 1)],
(e, o), (1, 0), (1, 1), (6, 1)1,
(e, o), (1, ), (1, 1), (0, 1)1,
(e, o), (1, ), (1, 1), (0, 1)1,
(e, o), (1, 0), (1, 1), (6, 1)],
(e, o), (1, 0), (1, 1), (6, 1)1,

1

self.texture_id = texture_id

draw_edges(self):

glBegin(GL_LINES)

glColor3f(1, 1, 0)

for edge in self.edges:
glVertex3fv(self.vertices[edge[0]])
glVertex3fv(self.vertices[edge[1l]])

glEnd ()

draw_polygons(self):
glBegin (GL_QUADS)
for fi, face in enumerate(self.faces):
glColor3fv(self.colors[fi])
for vi in face:
glVertex3fv(self.vertices[vi])
glEnd ()

draw_texture(self):

if self.texture_id is None:



return
glEnable (GL_TEXTURE_2D)
glBindTexture(GL_TEXTURE_2D, self.texture_id)
glBegin(GL_QUADS)
glColor3f(1, 1, 1)
for fi, face 1in enumerate(self.faces):
for i, vi in enumerate(face):
glTexCoord2fv(self.uvs[fi][i])
glVertex3fv(self.vertices[vi])
glEnd ()
glDisable(GL_TEXTURE_2D)

def draw(self):
glPushMatrix()
glTranslatef (-3, 0, 0)
glRotatef(-45, 1, 1, 1)
glScalef(0.5, 0.5, 0.5)
self.draw_edges()
glPopMatrix()
glPushMatrix()
glTranslatef(3, 0, 0)
glRotatef (45, 1, 1, 1)
glScalef(0.5, 0.5, 0.5)
self.draw_polygons()
glPopMatrix()

self.draw_texture()

def main():

pygame.init()



size = (800, 600)

screen = pygame.display.set_mode(size, OPENGL | HWSURFACE
DOUBLEBUF)

aspect = size[0] / size[l]
gluPerspective(45, aspect, 0.1, 50)
glTranslatef(0, 0, -10)

glEnable (GL_LINE_SMOOTH)
glEnable (GL_MULTISAMPLE)
glEnable (GL_DEPTH_TEST)

texture_id = load_texture('wall.jpg')

cube = Cube(texture_id=texture_id)

clock = pygame.time.Clock()
is_rotate = True
is_loop = True
while 1is_loop:
clock.tick(60)
for event in pygame.event.get():
if event.type == pygame.QUIT:
is_loop = False
if event.type == KEYUP and event.key == K_q:
is_loop = False
if event.type == KEYUP and event.key == K_SPACE:
is_rotate = not is_rotate
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT)

if is_rotate:



glRotatef (1, 1, 3, 1)
cube.draw()

pygame.display.flip()

pygame.quit()

main()

& pygame window - b4




[lakeT TpexmepHOU rpadpunkmu
Blender 3D

BeepneHue

B HacTosLee BpeMs cylLlecTByeT MHOXECTBO NporpamMm ania paboTbl C TpexmepHoOn
rpadpukon. OgHon n3 Hanbonee nonynapHbix anaetca Blender — ceoboagHo
pacnpocTpaHaemMas nnatpopma ons paspabotku 3D-rpadpukn n aHumaymu.

LLinpoknit Habop MHCTPYMEHTOB, a TaKXXe BO3MOXXHOCTb HaNnMcaHua CKPUNTOB C
NOMOLLIbIO A3blKa NporpammMmupoBaHus Python genatot Blender nonHoueHHbIm
KOHKYPEHTOM /19 €ro KOMMEPYECKUX N MHAYCTPUanbHbIX aHaNoros, U, KpoOMe Toro,
CyLleCTBOBaHME LUNPOKOro KOMbIOHUTU NpeacTaBnseT cobon cepbéaHoe
NpPenMyLLECTBO. TaKXe OH NpeaocTaBnaeT BO3MOXXHOCTb CO3aaHuUs Urp, paboTsbl ¢
XpomakeeM 1 MHOroe apyroe.

Puc. 1 lMpumep rpagpuku n nHtepderica

BoamMmo)xHoOCTH



B uenom naket obnapaet cnenylowmMM BHYLLIUTENbHbIM CIMCKOM BO3MOXHOCTEMN:

e [lonpep>xka pasHoobpasHbIXx reOMeTPUYECKUX MPUMUTUBOB, BKJIIOYas
No/MroHasnbHble Moaenu, cuctemy 6bICTPOro MoAeMPOBaHNSA B PeXnMe
subdivision surface (SubSurf), kpueble besbe, noBepxHocTn NURBS, metaballs
(meTacdepbl), CKyNbNTypHOE MOAENMPOBaHNE U BEKTOPHbIE LWPUPDTHI.

° yHI/IBepcaJ'Ibele BCTPOEHHble MeXaHN3Mbl peHaepuHra n HTerpaungd ¢ BHeLlWHUM

peHpepepom YafRay, LuxRender u MmHorumu gpyrumm.

e /IHCTpyMeHTbl aHUMaL MK, cpeamn KOTOPbIX UHBEPCHAas KUHEMATUKA, CKeneTHas
aHMMaumna n ceToyHas gepopmMauns, aHMMaLma No KAKYeBbIM Kagpam,
HeNnHenHas aHuMaums, penakTupoBaHne BeCoBbiX KOAPPULMEHTOB BEPLLUUH,
orpaHuMYnTenn, AMHaAMUKa MArkux Ten (Bknyvas onpeneneHne Konansmn
06bEKTOB NpPW B3aMMOAENCTBUK), ANHAMMKA TBEPObIX T€/T HA OCHOBE
dunsunyeckoro gemxka Bullet u cuctema Bonoc Ha ocHoBe YacTul,.

e Python ncnonb3yeTtcs kak cpencTBo onpeneneHns nHTepdenca, cosgaHus
MHCTPYMEHTOB 1 MPOTOTUMNOB, CUCTEMDbI JIOTUKWN B UTPax, Kak cpeacTteo nmnopTa/
akcnopTa ¢dannos (Hanpumep, COLLADA), aBTomaTtusaumm 3agau.

e basoBble GYHKUNM HENTMHENHOIO peakTUPoBaHNsA U KOMOUHUPOBAHUS BUAEO.

.blend

Mpwu paspaboTke B Blender ucnonbsyetca cobcteeHHbIN dpopmat pannos .blend,
KOTOpbIe, KpOMe BCEro Npoyero, NO3BONSAT XPaHUTb HECKOJIbKO CLEH B OHOM
danne. OgHako MUHYCOM ABNSAETCA TO, YTO 3TU Palsibl CIOXKHO KOHBEPTUPOBAaTh B
apyrue ¢popmatbl, N0 NPUYMHE TOrO, YTO OH CKopee npeactasnaeT cobon gpamn
obnacTv namaT! NpPorpaMmmsbl, YeM OnncaHune OTHOLLIEHUA 06BEKTOB U
NHpopMaLUN O HUX.

HaBurauyusa

Beuay cnoxxHoctn HaBurauum n pabotsl B 3D npocTpaHcTBe NPOEKTUPOBAHUSA,
HaBUraumna Ha NepBbIN B3rNaa MOXET NoKas3aTbCa HETPUBUAIbHOW, OAHAKO nocne
HEeKOTOPOW NPaKTUKN CTAHOBUTCSA BMNoONHe ecTecTBeHHOU. CyllecTByeT HECKOJIbKO
BapuaHTOB nepemelleHnsa. Hanbonee npocTbiM U UHTYUTUBHbIM ABNSAETCA
ncnonb3oBaHue codyetaHua Shift+F, aTo coyeTaHne no3sonsgeT nepemMeLLaTbcs B
npocTtpaHcTBe ¢ nomouibio WASD n CKM.

Ecnn Heobxogmmo pegakTupoBaTb 06bEKTbI, NepeMeLLeHne NPOU3BOANTCS C
MOMOLLIbIO CpeaHeN KHOMKK Mblwn, nnbo covyetaHusa Alt+JTKM, koTopoe MOXKHO



YCTaHOBUTb B HACTPOMKAX. TaM e MOXXHO 3aMeHUTb cnocob BbliaeneHnsa o6beKToB ¢
MKM Ha JTKM.

% Blender

KOM6I/IHaLI,I/II/I KnaBull

Bup

MPpoHTanbHbIN 1 NumPad
Ceepxy 7 NumPad
Monb3oBaTenbckni Ceepxy Sift+7 Num
C6oky 3 NumPad
MepcnekTuBa (BKN/BbIKN) 5 NumPad
Kamepa (HadHayeHHas No-yMo4aHuio) 0 NumPad
MacwTtabupoBaTb oTobOpaXkeHne Bcex akTUBHbIX .(Del) NumPad

(Bblﬂ,eﬂeHbIX) 06beKkTOB CLUEHbl MO pa3mMepy OKHa, U
YCTAaHOBUTb ONOPHYIO TOYKY NMNOBOPOTa NP USMEHEHUN
yrna 0630pa CLUEHbl B LEHTP BblAeJIEHUA

ameHunTb yron o63opa cueHbl MMB+drag; 1-9



YcTaHoBUTb B OKHe BUf, ¢ YeTbipex cTopoH (Quad View)

OAHOBPEMEHHO

AKTUBHbIN 06BbEKT (KamMepy) HENPaBUTb KaK TEKYLLNM
BekTop Bupa Ha 3D cueHy

O6BEKTHbBIN peXxum (MaHUNynauum ¢ o6beKTaMm CLEeHbl)

[1o6aBnTb HOBbIN U3 BUBNNOTEKN 3aroTOBOK
BbibpaTtb
COBUWHYTb
[ToBepHYTH
MacwTtabupoBaTtb
[MepeHecTun B apyrou cnou (BbI3OB OKHa Bblibopa cnos)
BbibpaTtb BCé
YpoanuTb BbibpaHHOE
[MepeKkniouYnTb B peXXnm pedakTupoBaHua reoMeTpum
OTKaT N3MeHeHun
BosBpart nocne otkara
[y6bnuposatb (Duplicate) BbigeneHHble 06BEKTHI

O6begMHUTb BbiAeneHHble 00beKTbl B OAUH

CueHa

Bbi3oB meHto ycTaHoBKM 3D-Kypcopa
PasamecTtntb 3D-Kypcop B ueHTpe
CoxpaHuTb cueHy B pann

BbibpaTb Bce 06BbEKTbI B aKTUBHbIX CIOAX

NumPad
CtrlI+Alt+Q

Ctrl+Alt+NumPad_0

Shift+A
RMB

G [xy.Z]
R [xy.z]
S [xy.2]
M

A

X

Tab
Ctrl+Z
Shift+Ctrl+Z
Shift+D
Ctrl+)

Shift+S
Shift+C
Ctrl+S
A



AKTUBMPOBATb C/IOM (YKa3aTb MbILLKOW HAa HYXHYIO
KHOMKY B NaHeNn C/oeB U LLEeNKHYTh)

MoaKMYNTb yKa3aHHbIA CNON K aKTUBHOMY
YkasaTtb cnowv gns nepeHoca akTUBHOIo 06bekTa
BbigpeneHune npamoyronbHon obnacTtbto
BbigeneHune kpyrnom obnacTtbio

MameHeHne guameTpa obnactu BblaeneHms

Bbigpenutb

CHATb BblgeneHne

3aBepLunThb BblgeneHne

Mpueaska (cnexeHune) kamepsbl K 06bekTy (TrackTo
Constraint). [1ns co3gaHuna cBS3un BHaYane npasomu
KHOMKOW MbILLW BbiaenatoT kamepy, notom (Shift+RMB)
006bEKT Ha KOTOpPbIN OHa bygeT HanpasneHa.

Penpep (Render) cueHbl

CoxpaHUTb OTPEHOEPEHHYI0 KapTUHKY B hann

OKHO

MokasaTtb naHenb MHCTPyMeHTOB (Tool Shelf)
[TokasaTb naHenb NapameTpoB
N3amMeHNTb pexum oTobpakeHns 06beKTOB

YcTaHoBUTb B OKHe BUf, ¢ YeTbipex cTopoH (Quad View)
ONHOBPEMEHHO

MaHunynaunm c apmaTtypon (ckenetom)
BblpoBHATH OCKM BpalleHNs COeANHEHHbIX 3BEHbEB

3epKanbHOe oTpa)keHne BbideNeHHbIX 3BeHbeB (KocTen)

LMB

Shift+LMB
M

B

C

Knecuko
LMB; drag
MMB
Enter; RMB
Ctrl+T

F12
F3

N
Z
CtrlI+Alt+Q

Ctrl+N
Ctrl+M [x,y,z]



HasHauuTb apmaTypy "pooutenem” mewla (BHavane
BbloenseTcsa meu, 3atem ¢ Shift apmatypa)

nepeKﬂlO‘-ll/lTbCﬂ B PEXNM No3bl

BepHyTb apmaTypy B MUCXOOHYO NO3ULUIO (0YNCTUTD
nepemMeLlleHme)

OuncTuTb BpalleHune
MeHto CoxpaHeHMe Nosbl B Kagpe

CkonupoBaTb no3y (nono)xeHune) apmaTtypbl U3 TEKYLLETO
Kagpa aHumMauum B bydpep obmeHa

BcTaButh oTpaxkeHHyt noay (X-Flipped Pose) ns 6ydepa
obMeHa B Kagp

BctaButb B Kagp nosy u3 bypepa obmeHa
MpocMoTpeTb aHMMaL NI

CospaTb HOBOE 3BEHO 00 MNO3ULKNK Kypcopa
[MooMeH0 HAaCTPONKM 3BEHbEB

BbinenuTb BepxHee/HUXHee OT TeKYLLEro 3BeHO
apmartypbl

Cos3pnaTtb 3BeHO OT BblaeneHHon BelnHbl o 3D Kypcopa
OTpennTb BblAeNeHHble 3BeHbs B OTAENbHbIN CKeneT
Ob6beonHUTbL ABa cKeneta B OOUH

Bbigenutb BCce npucoeanHeHHble 3BeHbA OAHOW NIMHUM
BknounTtb cBA3b MeXay 3BEHbAMU

YcTaHOBUTb TEKYLLEE pacnoNioXeHne 3BeHbeB CKeneTa
kak ncxogHoe (as Rest Pose)

BblpOBHFITb HanpaBJieHe BblgeJ/IeHHbIX 3BEHbEB

MpnmuTUBLI

Ctrl+P

Ctrl+Tab
Alt+G

Alt+R
[
Ctrl+C

Ctrl+Shift+V

Ctrl+V
Alt+A
Ctrl+LMB
W

1/1

F
Ctrl+Alt+P
Ctrl+J

L

Ctrl+P
Ctrl+A

Ctrl+Alt+A



¢ M Plane
2 Curve ) Cube
& Surface i Circle
o Metaball @ UV Sphere
F Text g lco Sphere

4 Cylinder
i Cone
e Torus

% Armature

H Lattice

A Empty
B Grid

W) Speaker
L ¥ Monkey
o Camera

T Lamp

Bbi6op npumutneoB B MeHto cosgaHusa Shift+A Bbi6op npumutneoB B 60KOBOM
MEH 0



Mesh — nonucetka. CTpykTypa NONMCETKN COCTOUT U3 CNEeAYIOLLINX 3NEMEHTOB:
e BepLllunHbI (vertices),

e pebpa (edges),

e rpanu (faces).

Cpeoun NnpuMUTUBOB €CTb ABYyMEpPHble 00beKTbl: M0CKOCTb (plane), ceTka (grid) u
OKPYXXHOCTb (circle). OcTanbHble GUrypbl TpeXMepHble.

Mpwn co3paHnm o6beKTa B NeBOM MeHI0 noasnaeTca pasgen Add...

B Hem mMoXHO 3apaBaTh 6a30Bble XapaKTePUCTUKN 0OBEKTOB: paanyc, HavyanbHble
KoopAuHaThbl, pa3peLlleHne CeTKnN u T.4.

BakHO MOMHUTB, YTO KaK TONbKO Haf 06bekTOM BymeT nponsseneHo kakoe-nmbo
gencTeue (B TOM Yncne nepemMeLleHmne) aTo MeHI0 UCUYes3HeT.

Takye He 0b6a3aTeNbHO 3aaBaTb BbICOKOE paspelleHune o 06beKToB, Tak KaK 3To
MOXXET NPUBECTU K CNOXHOCTU 06paboTkun. CrnaxkmneaHme npoLle NnponsBecTu ¢
nomoLblo mogudukatopa Subdivision Surface pna ctaguu peHgepuHra.



Generate UV TpebyeTcs gns HanoXeHusa TeKCTyp.
Align to View pasBopaumBaeT 06beKT B
COOTBETCTBUW C TOYKOM 3PEHUA MONb30BaTENS.

ByneBbl onepauuu

Onuyun cosnaHunsa cepepbl

Add Modifier

MeHwo mogneukatopa Boolean

[na o6bekToB BMaa Mesh mocTyneH Tako MHCTPYMEHT Kak mogudukatop Boolean.
OH onucbiBaeT B3anMoaencTemne AByx 06beKTOB U CO3AaHUA Ha NX OCHOBE
CMeLLaHHOro pes3ynbTaTta, YTO MOXEeT CepPbe3HO YNPOCTUTb HEKOTOPbIE 3aaaun
mMopgenupoBaHua. [nsa ncnonb3oBaHua Boolean Hy)KHO NULLb NPUCOEANHUTD
HeobxoanMbin crneunduKaTop K OOHOMY U3 0OBEKTOB.

HacTtponku mogndoukatopa Boolean:

e MeHto Operation (Onepauwns) nossonseT BbibpaTbh cNocob B3anMoaencTBus AByxX
NPUMUTUBOB:
o Intersect (lMepeceveHne);
o Union (O6bbegnHeHne);



o Difference (Paznunuue);
e none Object (O6bekT) — Ha3BaHMe BTOPOro npuMuTuBa ana gencteund. Mpn
LLIeNIYKe NOoABNAETCA MEHIO, IIe MOXHO Bbi6paTb 06BEKT M3 CNMCKA.

K npumepy, onepauunsa Difference moxeT nossonutb coenath B Kybe oTBepcTME B
dopme KoHyca:

BcnomoratenbHas peweTtka

Lattice (PeweTka) — 3To BcnomoraTesibHbI 0O0BEKT, KOTOPbIN He oTobpaXkaeTcsa npu
0bpaboTKe cueHbl, HO No3BonaeT aepopmmpoBaTb Moaensb. [ns ncnonb3oBaHus
Lattice Hy>XHO BbINONHUTb CNeayloLLee:

1. [1obaBuTb B cLueHYy cam 06beKT u3 meHto Add | Lattice.

2. Nobasutb mogndukatop Lattice kK mogenu, KOTopyto HyXXHO AepopPMUPOBATbD.



3. Bbibpatb B MogndukaTope nmeromnincsa B cueHe obbekT Lattice.

naBHbIM ycnoBnem paboTbl pelueTku Lattice aBnaeTca MecToHaxoxaeHue Mmoaenu
BHYTPU Hee. [1o ymonyaHuto Lattice BbirnaauT, Kak obbi4HbIN Ky6 ¢ 12 pebpamu

PelueTka nogunHaeTca TeM Xe npaBunam MaHUNynsaunii, 4To u apyrue o6beKTbl.
PaccmoTtpum naHenb moandukatopa Lattice. Bcero Tam HaxoguTca gee onuuu:
Object (O6beKT) — npu Wenyke no nosito OTKPOETCA MEHIO, rAe MOXHO BblibpaTb U3
cnucka obbekT Lattice;

Vertex Group (Fpynna BepLUnH) — ecnv Moaenb MMeeT CO3faHHble rPynnbl BEPLUNH,
TO faHHoe none nossonsaeT BblibpaTb U3 HUX. B aTOM cnyyae Lattice 6ynet paboTaTb
TONIbKO C rpynnown.

B oTnnume oT 06bI4HBIX NTPUMUTUBOB AOCTYMHO NepeMelleHne, MacluTabrupoBaHue 1
poTauunsa Tonbko BeplunH. CobCcTBEHHO, MaHMNyNAUUK ¢ BeplunHamu Lattice BnnsioT
Ha pedopmaumto mogenu. [Npoctoe mopenmpoBaHue ¢ Mesh. O6bekT Lattice nmeet
cBOM COBCTBEHHbIE HACTPOMKM, KOTOPbIE OOCTYMHbI B OKHe Properties.



BSpline

B5pline

BSpline

B HekoTopbix cnyyasax Bocbmu Tovek Lattice 6biBaeT HegoOCTATOYHO AN UBMEHEHUS
mopgenu. B HacTpolikax 06beKkTa MOYKHO N3MEHUTb Pa3OUBKY CTPYKTYPbI C MOMOLLIbHO
napameTtpos U, V, W. Pagom ¢ aTumn nonsmm HaxoaaTca MeHI0, rae MOXHO BblbpaTtb
anropuTm, no Kotopomy Lattice 6ynet nepopmumposatb moaens. Bot, Hanpumep,
npeobpasoBaHue chepbl ¢ nomoLlbio napametpa BSpline:



=0

https://www.dropbox.com/s/950n7h990k5j9vb/BLENDER1.mp4?d|


https://www.dropbox.com/s/95on7h990k5j9vb/BLENDER1.mp4?dl=0

https://www.dropbox.com/s/olnhcdu3ysyps41/BLENDER2.mp47?dl=0

https://www.dropbox.com/s/b5uhjj097irnytc/Blender3.mp4?dI=0

TekcTypbl (BUAEOYpPOK)

Nanee B Node editor pobasum wengep Glossy,
YTODBLI HalLia NOBEPXHOCTL UMENa oTpaxawlue
CBOMCTBA

https://www.dropbox.com/s/fox54pclo3iadgb/BLENDER4.1.mp4?dI=0

PasHuua MeXxay TeKCTyDOI‘;I 6e3 ncnonb3oBaHUA BCOMOraTenbHbIX KapT n ¢ HUMMK:


https://www.dropbox.com/s/olnhcdu3ysyps41/BLENDER2.mp4?dl=0
https://www.dropbox.com/s/b5uhjj097irnytc/Blender3.mp4?dl=0
https://www.dropbox.com/s/fox54pc1o3iadqb/BLENDER4.1.mp4?dl=0

,D,J'IFI co3faHnda KapT CywecTBYyeT rnJjiatHad nporpamMmma CrazyBump, no3BoJidoLlad
co3gaBaTb U pefaKTnpoBaTb KapTbl TEKCTYpPbI.

CrazyBump Evaluation Loncretell (3072 x 3072) 4 X

Tnvert Shape Recngnition

Normal Map Mixer...

Mormal

Wer oy large Telait:

I'revicw

Latts rotuta Pght: mova gt Fndd las pan

PeHpep B peaslbHOM BpeMeHHU

HoBas Bepcusa Blender 2.8 cpean npoynx HoBoBBeAEHUI MNOMNYYN HOBbIN ABMKOK
onsa peHoepa — Eevee. Ero rnaBHon 0co6eHHOCTbBIO ABNAETCSA BO3MOXHOCTb peHaepa



B peanbHOM BpeMeHU. CTonb BbICOKas CKOPOCTb 06paboTKu gocTuraeTcs 3a cyet
YyNPOLLEHNIN B pacyeTax KOHEYHOIr0 M306paXKeH s, KOTOPbIe TaKXXe NCMONb3YTCS B
NTrPOBbIX ABUXKKaX.

OpHako n3-3a aTux ynpoweHuin, kotopbix HeT B Cycles, 0obutbes Toro ke adpdekTa
doTopeannama Ha AaHHbI MOMEHT HepeasbHO.

PBR SHADER COMPARISON

CYCLES : Principled BSDF Unreal Engine 4

OpgHUM N3 NpUMEHSAEMbIX YPOLLEHUN ABNAETCA 3aMeHa pacyeTa MArkKon TeHu Ha
“pasMbITyI0” TEHb, TaK Kak pacyeT MATKOM TEHWN ABNAETCA OYEHb CIOXKHOM U
3aTpaTHOW 3agayen.

Takyxe HekoTopble addeKTbl, Hanpumep Emission, He paboTaloT B 3TOM pexxume, Tak
KaK HeobxoaMmble YyNpoLLLEeHUA He AaloT UX paccymuTaTh.



PeHpaep B peasibHOM BPeMEHU C MOMOLLbHO PeHpgep B peasibHOM BPeMeHU ¢
Eevee nomotybto Cycles

Takon peHpgep 6e3 “wyma” B peanbHOM BpeMeHU No3BONISET YCKOPUTb paboTy ¢
MOAENAMM, YyNPOLLAa NPOCMOTP TEKCTYP U MPOYEro, a TAKXKE MOXET 3HaYUTENbHO
YMEHbLLUNTb BPEMEHHbIe 3aTpaTbl Ha PeHaep B NpoeKTax, rae He TpebyeTcsa
dpoTopeannam.

B HacTosAWMI MOMEHT 3TOT ABUXKOK HAX0AMTCS B akTUBHOWN pa3paboTke n,
BO3MOXHO, B 6yayLLeM ero BO3MOXXHOCTM 3HAYNTENbHO pacLuMpATCS.

https://code.blender.org/2018/03/eevee-f-a-q/

Q EEVEE F.A.Q. — Blender Developers Blog - code.blender.org

Python API

OpHou n3 moLHbIX Bo3MoxXHocTeln Blender'a aBnaeTca Bsanmopgencreme ¢
NHTepdecoM C NOMOLLBIO A3blka NporpammupoBaHusa Python, yto nossonser
KOHTponupoBaTb No4YTu Bce acnekTbl Blender'a. Hanpumep, Bbl MoXeTe Hanucatb
CKPUNT, KOTOPbIbI NO3BOSINT CO3AaBaTh NpeLeaypanbHO CreHepUpoBaHHbIe
TEKCTYpPbl UIN peann3oBaTb 3KCNOPT/MMMNOPT MeLlen. TakyKe BOZMOXXHO
npoueaypanbHoe co3gaHne aHuMaumMn nnu Mmoandukaums y>ke cyLecTBYHLWNX CLEH.
Kpome aToro Bbl MOXKeTe co3aaTh AN CBOEN HAACTPOMKM yaobHbIM Ans Bac
NHTepdenc n NoaennTbCs BallMM UHCTPYMEHTOM CO BCEM KOMMbIOHUTN.


https://code.blender.org/2018/03/eevee-f-a-q/
https://code.blender.org/2018/03/eevee-f-a-q/

B uenowm, ckpunT, KoTopbi pacwimpaeT Bo3mMoxkHocTu Blender'a HasbiBaeTcs
apgoHoM. BknoyaTb/BbiKoYaTh CYLLECTBYOLLINE affa0Hbl MOXHO B
nonb3oBaTenbckux HacTpomnkax(User Preferences).
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Interface Editing Input Themes File

Testing

Mogynb BPY

BPY ceasbiBaeT Python n Blender. B aTom moayne conepykaTtbca HECKONbKO

nogmopaynen. BoT HECKOIbKO YacTO MCMNONb3YyEMbIX:

e bpy.data — cBA3aH C cogep>XaHMemM akTUBHOIO JOKYMeEHTa.

e bpy.types —coaepXXuUT nHpopmauuto o Tunax od6bekToB B bpy.data.

® bpy.ops — COAEPXXUT onepaTopbl, KOTOPbIe CBA3aHbl C GYHKLMAMN CAMOr0
Blender'a. Ix MoXHO cBSi3aTb C XOTKEAMU, 3NIEMEHTAaMM MEHI0 UK KHonkamu. B
3TOM noamopyne B 60NbLUMHCTBE CNyYaeB ONpeaenstoTca HOBble onepaTopbl.
Kaykabl onepaTop AonkeH obnagaTb YHUKANbHbIM UMEHEM.

e bpy.context — comep>XuUT HacTponkn 3D pexxrnma, BbibpaHHbIX 06bEKTOB U Tak
ganee. Tak)ke 3TOT NoAMOAY/b AOCTYMNEH B KOHCONW Yepesd rnobanbHyto
nepemMeHHyto C.

e bpy.props — coaepXuT GpyHKLMK, Yepes KOTopble MOXHO 3aaTh CBOMCTBA.
[Mo3BonsieT ckpMNTy 3agaBaTb MHPOPMALUIO CLLEHE, KOTOPblE, HANPUMeEpP, MOTryT
N3MEHATbCA NOMb30BaTENIEM C NMOMOLLbIO 31eMEHTOB UHTepdenca, Ansa KOHTpona
noBedeHus cKpunra.

Mopynb mathutils

OTOT Moaynb onpenenseT MHOXECTBO BaXKHbIX KNACCOB, KOTOPbIE aKTUBHO

ncnonb3yTca Bcem octanbHbiM Blender API.

e Vector:npeacTaBneHne ABYXMEPHbIX UK TPEXMEPHbIX KOOPAMHAT.

e Matrix:cambi obwmni cnocob npeactasneHnsa nboro Buaa NTUHENHON
TpaHchopmauun.

e Euler:paeT cnocob npenctaBneHns NoBopoTa 06bekTa Kak Habopa yrnos
dnnepa, KOTopble NpeacTaBnAT cO60N NOBOPOT HA HEKOTOPbLIN yron



oTHocuTenbHo ocen X, Y n Z. B Hem cogep)XuTca LWNMPOKO N3BeCcTHasa NoBYyLLKA U3
rmpockonun — CknagbiBaHue paMokK, Ui 6NM10KMpPOBKa KapaaHHOro nogseca

e Quaternion:bofiee CNOXHbIM MaTemMaTn4yeckun cnocob onpepeneHns NOBOPOTOB.
O6napaeTt cBOMMM NpenMyLLLecCTBaMu, HaNnpumMep, OTCYTCTBMEM CKadbiBaHMS
paMoK MM nonee rnagyor MHTepnonsumen AByx Npomn3BosibHbIX MOBOPOTOB(YTO
BaXXHO ANA aHMMaL UK NepcoHaxa).

e Color:npeactaBneHue usetoB RGB n npeobpasosaHus k/n3 HSV npoctpaHcTy
(6e3 anbda kaHana).

[MepBble warwu

[Monpobyem camu co3aaTb CKPUNT.
OTkponTe HoBbIN AoKyMeHT Blender'a. B ypobHOM Bam okHe oTkponTe Bknagky Text
Editor.

= Python Console
File Browser

Info
E&| User Preferences
Dutliner

Froperties

i Logic Editor

J Mode Editor
Edit scripts and in-file documentation.
i Video Sequence E
Maovie Clip Editor

= UViimage Editor

= NLA Editar
;* Dope Sheet

- Graph Editor
B Timeline

T D View (1) Tetrahedmn

s ® Object Mode ¥

inn B BbinapatoLlem MeHto packnagku BbibepeTte BapuaHT Scripting.


https://ru.wikipedia.org/wiki/%D0%A1%D0%BA%D0%BB%D0%B0%D0%B4%D1%8B%D0%B2%D0%B0%D0%BD%D0%B8%D0%B5_%D1%80%D0%B0%D0%BC%D0%BE%D0%BA
https://ru.wikipedia.org/wiki/%D0%A1%D0%BA%D0%BB%D0%B0%D0%B4%D1%8B%D0%B2%D0%B0%D0%BD%D0%B8%D0%B5_%D1%80%D0%B0%D0%BC%D0%BE%D0%BA
https://ru.wikipedia.org/wiki/%D0%A1%D0%BA%D0%BB%D0%B0%D0%B4%D1%8B%D0%B2%D0%B0%D0%BD%D0%B8%D0%B5_%D1%80%D0%B0%D0%BC%D0%BE%D0%BA

30 Wiew Full

Animation

Compositing

Default

Game Logic

I'Ipe>+q:|,e 4yeM Ha4daTb pefakTnpoBaHue TEKCTA, HYy>XHO CO30aTb HOBbIN TEKCTOBbIN
6n0K. ﬂ,ﬂ‘il 3TOrNo HaAXXMNTE Ha KHOMKY New.

B oTnnymne ot KOHCONBKOro OKHA, 30eCb NakeTbl He BCTPOEHbI ABHO. TaK YTO, KaK U B
ntobom ckpunte Ha [MnToHe, BaM He0bx0QMMO SSBHO 0bpalLaTbCs K KaXXgoMy Moayso.
Baw onepaTop byneT onpepeneH kak nogknacc nogknacca bpy.types.Operator. OH
OOMKEeH MMeTb aTpubyT knacca bl_idname, koTopbin 3agaét nmsa oneparopa u
bl label 3apaeT nma Bugnmoe nonbzosatento B cpene Blender'a.
[laBanTte cosgagmMm onepaTop, KOTopbln OyaeT co3naBaTth TeTpasap. Knacc
onepaTtopa NnpumMeT cleayrLni Bua;
class MakeTetrahedron(bpy.types.Operator)
bl_idname = "mesh.make_tetrahedron"
bl_label = "Add Tetrahedron"

Takxe ponyeH 6bITb onpeaeneH MeTof Bbi30oBa.

def invoke(self, context, event) :
MeTopn invoke Kak pa3 1 oTBeYaeT 3a BbINONHEHNEe caMon GyHKL MM onepaTopa.
[Mocne 3aBeplueHns paboTbl, OH BO3BpALLAET 3Ha4YeHne, KoTopoe cocToMT 13 Habopa
CTPOK, KoTopble ykasbiBatoT Blender'y Ha cocTosiHMe onepaTtopa. YTobbl 0603HaAYNTD
yCcneLlHoe BbINONHEHNE MeToaa OKOHYMM invoke CTpoKoM

return {"FINISHED"}



A Tenepb camoe croXkHoe: 0603HaYeHne TeTpasapa. Hy)kHo nepegatb KOOpANHATbI
BepwwnH. Co ctopoHamu, cooTBeTCcTBYOLWMMM No annHe 1 mepe Blender'a, atu
3HaYeHMa 3anuLeTca crnegyLwmm obpasom:

Vertices = \

[
mathutils.Vector((0, -1 / math.sqrt(3),0)),
mathutils.Vector((0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((-0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((0, 0, math.sqrt(2 / 3))),

1

Tenepb 3agagum 6510k Mewa ¢ umeHem “Tetrahedron”

NewMesh = bpy.data.meshes.new("Tetrahedron")
3anonHum ero y)e 3afaHHbIMK HaMUK BEPLUMHAMW U COOTBETCTBYIOLLUMU FPaHAM
MNIOCKOCTAMM:

NewMesh.from_pydata \
(

Vertices,

L1,
cte, 1, 21, fe, 1, 31, [1, 2, 3], [2, 0, 3]]

)

MeTon NewMesh.from_pydata nonyyaeTt nepBbiM aprymeHTOM MacCuB BEKTOPOB
onpeaensoLLnX BepLUNHbI, BTOPON apryMeHT-MacCcuB onepeaeneHni pebep u
TPEeTU aprymeHT-MaccuB onpeaeneHnin rpaHen. 3ameTbTe, YTO NepegaBaTb HY)KHO
nnun rpaHu unm pebpa, HO He Bce cpasy, YTO-TO OAHO HYXXHO NepenaTb NyCcTbiM
CNUCKOM.
Kpome Bcro npoyero, Heobxoaumo coobumntb Blender'y 06 o6HoBRneHUM meLua:
NewMesh.update()
Tenepb 3apgagnm 6510k 06BEKTA U YKaAXKEM, YTO OH OTHOCUTCSH K MeLLlY, KOTOPbIN Mbl
co3gaem NewMesh:
NewObj = bpy.data.objects.new("Tetrahedron", NewMesh)

O61beKT He noaBuTCS ON14 nosib3oBaTtend, NokKa He 6yu,eT CBSI3aH C aKTUBHOW CLI,eHOl‘/JI.

context.scene.objects.link(NewObj)



BoT 1 Bce, 4To HEOOXOANMO ONa co3gaHnsa CKPUNTa, KOTopbi byoeT cosgaBaTb
HOBbIV TeTpasap.
MonHbIN KOA cKkpunTa:

import math
import bpy

import mathutils

class MakeTetrahedron(bpy.types.Operator)
bl_idname = "mesh.make_tetrahedron"

bl label = "Add Tetrahedron"

def invoke(self, context, event)
Vertices = \
[
mathutils.Vector((0, -1 / math.sqrt(3),0)),
mathutils.Vector((0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((-0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((0, 0, math.sqrt(2 / 3))),
]
NewMesh = bpy.data.meshes.new("Tetrahedron")

NewMesh.from_pydata \

(

Vertices,

L1,

(e, 1, 21, [6, 1, 31, [1, 2, 3], [2, 0, 3]1]
)

NewMesh.update()

NewObj = bpy.data.objects.new("Tetrahedron", NewMesh)
context.scene.objects.link(NewObj)

return {"FINISHED"}

#end invoke



#end MakeTetrahedron

bpy.utils.register_class(MakeTetrahedron)

CnepyoLan cTpoyKa B KOHLE HY)KHa [nd Toro, YTobbl Hall onepaTop co3naHus
TeTpasgpa NosaBUACA cpean BCTpoeHHon Konnekcuun Blender'a.

bpy.utils.register_class(MakeTetrahedron)

[na sanycka ckpunta Haxxmute Alt+P. lMocne 3anycka Hall onepaTop
3aperucTpupyeTcsa cpeam octanbHbiX U ByaeT rotos K UCNonb3oBaHUo. Ecnu Bbl
CcoBepLUNM Kakne-nnbo cuHTakcnyeckme ownbkun Blender coobwmt Bam 06 aTom B
HOBOM OKOLLIKE. UCMPaBUTE UX U CHOBa nonpobynTe 3anyCTUTb CKPUNT.

[na cospaHuna Hawero o6beKTa Tenepb HY)KHO NNLLb B 061aCTU CLIEHbI HAXXaTb Ha
npoben 1 B NossBUBLLEMCA OKHE HayaTb HabupaTb UMaA onepaTopa, B Hawem cnyyae
- “Add tetrahedron”.

Co3paHue naHenu

Y106blI NONHOLEHHO NCNOMb30BATb HAaLL CKPWUNT, CieAyeT co3aaTh ANa Hero
nHTepdenc, KOTopbi NO3BONUT HE UCKATb ero Yepes npoben.

Cospagum Haw uHTepdenc B MNaHenn nuctpymeHTos(Tool Shelf), koTopyto MoXxKHO
BbI3BaTb HaXkaB B pexxume 3D npocmoTpa 'T'.

MaHenn onpepensatoTcsa nogknaccom bpy.types.Panel. Hy)kHo onpenenntb aTpnbyThl
bl_space_type, bl_region_type, bl_categoryand bl_context, 4Tobbl 3agaTbb KOHTEKCT
nosiBNeHns anemMeHTa nHtepdenca.

class TetrahedronMakerPanel (bpy.types.Panel):
bl_space_type = "VIEW_3D"



bl_region_type = "TOOLS"
bl_context = "objectmode"
bl_category = "Create"
bl_label = "Add Tetrahedron"

Takxe HY>XHO 3agaTb METO[ draw, KOTOprVI onpependeT uTto 6y,u,eT OTO6pa)KaTbCFI B
naHesn.

def draw(self, context):
TheCol = self.layout.column(align=True)

TheCol.operator("mesh.make_tetrahedron", text="Add Tetrahedr

OI"I")
#end draw

KoHeuHOo xe HeO6XOD,I/IMO, 4TOObI D,GVICTBI/IFI,, coBepLlaemMblie Mo KIINKY Ha 3/1IEMEHTbI
aTOM naHesin, MOXXHO 6bI/10 OTMEHUTD. na atoro HY>XHO noanmncartb.

bl_options = {"UNDO"}

OT0 NO3BOMNUTb OTMEHATb ,D,GVICTBI/IQ C NOMOLLbIO ctrl+Z.

Taknm O6p330M BeCb Hall CKPpUNT NpUMET BUA.

import math
import bpy

import mathutils

class TetrahedronMakerPanel (bpy.types.Panel):
bl_space_type = "VIEW_3D"
bl_region_type = "TOOLS"
bl_context = "objectmode"
bl_category = "Create"

bl _Tlabel = "Add Tetrahedron"

def draw(self, context):
TheCol = self.layout.column(align=True)

TheCol.operator("mesh.make_tetrahedron", text="Add Tetrahe
dron™)



#end draw

#end TetrahedronMakerPanel

class MakeTetrahedron(bpy.types.Operator):
bl_idname = "mesh.make_tetrahedron"
bl_label = "Add Tetrahedron"
bl_options = {"UNDO"}

def invoke(self, context, event):

Vertices = \

[
mathutils.Vector((0®, -1 / math.sqrt(3),0)),
mathutils.Vector((0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((-0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((0, 0, math.sqrt(2 / 3))),

1

NewMesh = bpy.data.meshes.new("Tetrahedron")

NewMesh.from_pydata \

(

Vertices,

[1,

(e, 1, 2], [o, 1, 31, [1, 2, 3], [2, 0, 3]]
)
NewMesh.update ()
NewObj = bpy.data.objects.new("Tetrahedron", NewMesh)
context.scene.objects.link(NewObj)
return {"FINISHED"}

#end invoke



#end MakeTetrahedron

bpy.utils.register_class(MakeTetrahedron)
bpy.utils.register_class(TetrahedronMakerPanel)

3ameTbTe, YTO Mbl IOMONTHUTENBHO BbI3blBaeM register class u gna naHenu.

Kak 1 B npowunbin pas, nocne Ha)katua Alt+P, Hnyero He npousonpet. Blender
obpaboTaeT onpeneneHnsa NogKNaccoB 1 3aperncTpupyeT Nx B COOTBETCTBYHOLLMX
MecTax.

Ho, ecnu Tenepb nepentu K Hawen cueHe, Object Mode, HaxxmuTe T, yT0bbI BbI3BATD
naHesb MHCTPYMEHTOB, Bbl YBUOMTE HOBYIO MaHesb

3apaHue cBoUcTBa

CeowcTBa HeobxoaMMO 3afaBaTh Ha TOM Xe CTaauu, Ha KOTOPOW npoucxoauTt
perncTpaumns Hawunx knaccos. YaoobHee bynet cobpaTtb BCE 3TO BMeCTe B OHOM
meToge. HasoBeM ero register.

def register()
bpy.utils.register_class(MakeTetrahedron)
bpy.utils.register_class(TetrahedronMakerPanel)

bpy.types.Scene.make_tetrahedron_inverted = bpy.props.BoolPr
operty \
(

name = "Upside Down",
description = "Generate the tetrahedron upside down",

default = False
)

#end register

Mbl pobaBnsem CBOMCTBO Kak HOBbIN aTpuObyT cueHbl. Vicnonb3yem
bpy.props.BoolProperty pna cosnanusa nonsa gpnaxka.

YTto6bl Haw ¢pnaxkok nossBuACS Heobxoanmo 0ob6aBUUTL CneayrLLyo CTOPKY K draw
mMeTony:



TheCol.prop(context.scene, "make_tetrahedron_inverted")

[lna KoppekTHOro pyHKLUMOHUPOBaAHUA agaoHa npu nybnnkaumm Heobxoanmo
co3naTthb MeTof, KOTopbl ByaeT OTMEHATb UBMEHEHUSA BHOCUMbIE CKPUMTOM.

def unregister()
bpy.utils.unregister_class(MakeTetrahedron)
bpy.utils.unregister_class(TetrahedronMakerPanel)
del bpy.types.Scene.make_tetrahedron_inverted

#end unregister

B KoHUe Hawero ckpunTa Hy»KHO [06aBUTb

if __name__ == "__main__"
register ()

#end 1f

yTOoObI BbI3BATb pernctpauunto B ciny4vae, ecsimn Blender He coenaeTt 3Toro cam.
[lns 3apaHna camoro cBOWCTBaA HY>XHO MCNoOsIb30BaTb €ro B MeTofe execute.

Scale = -1 1if context.scene.make_tetrahedron_inverted else 1

OTUM Mbl UHBEPTUPYEM MOJSIOXKeHUe No Z KoopanHarTe.
Peaynbrar:

import math
import bpy

import mathutils

class TetrahedronMakerPanel (bpy.types.Panel)
bl_space_type = "VIEW_3D"
bl_region_type = "TOOLS"
bl_context = "objectmode"
bl_category = "Create"
bl_label = "Add Tetrahedron"

def draw(self, context)
TheCol = self.layout.column(align = True)

TheCol.prop(context.scene, "make_tetrahedron_inverted")



TheCol.operator("mesh.make_tetrahedron", text = "Add Tetra
hedron")

#end draw

#end TetrahedronMakerPanel

class MakeTetrahedron(bpy.types.Operator)
bl_idname = "mesh.make_tetrahedron"
bl_label = "Add Tetrahedron"
bl_options = {"UNDO"}

def invoke(self, context, event)

Scale = -1 if context.scene.make_tetrahedron_inverted else

Vertices = \
[
mathutils.Vector((0, -1 / math.sqrt(3),0)),
mathutils.Vector((0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((-0.5, 1 / (2 * math.sqrt(3)), 0)),
mathutils.Vector((0®, 0, Scale x math.sqrt(2 / 3))),
]
NewMesh = bpy.data.meshes.new("Tetrahedron")
NewMesh.from_pydata \
(

Vertices,
L1,
rre, 1, 21, (e, 1, 31, [1, 2, 3], [2, 0, 3]]
)
NewMesh.update ()
NewObj = bpy.data.objects.new("Tetrahedron", NewMesh)



context.scene.objects.link(NewObj)
return {"FINISHED"}

#end invoke
#end MakeTetrahedron

def register()
bpy.utils.register_class(MakeTetrahedron)
bpy.utils.register_class(TetrahedronMakerPanel)

bpy.types.Scene.make_tetrahedron_inverted = bpy.props.BoolPr
operty \

(
name = "Upside Down",
description = "Generate the tetrahedron upside down",
default = False

)

#end register

def unregister()
bpy.utils.unregister_class(MakeTetrahedron)
bpy.utils.unregister_class(TetrahedronMakerPanel)
del bpy.types.Scene.make_tetrahedron_inverted

#end unregister

if __name__ == "__main__"
register ()

#end 1if

CamocToAaTenbHbIU agaoH

[lna Toro, 4Tob6bI COENaTb CKPUNT yCTaHaBIMBaEMbIM U OOCTYMHbIM AN1A
pacnpocTpaHeHns agaoHOM HY)KHO 3aaaTh ans Hero rnobanbHbi napameTp bl info.



bl_info =\

{
"name" : "Tetrahedron Maker",
"author" : "YourName <yourmail@example.com>",
"version" : (1, 0, 0),
"blender" : (2, 5, 7),
"location" : "View 3D > Edit Mode > Tool Shelf",
"description"
"Generate a tetrahedron mesh",
"warning" : "",
"wiki_url™ : """,
"tracker_url"™ : "",
"category" : "Add Mesh",
}

[Mocne 3TOro CKPUNT FOTOB CTaTb NOMHOLEHHbIM agaoHoM. CoxpaHMM CKPUNT HaXas
Save As n 3apaB emy nmsa. Hanpumep, TetrahedronMaker.py.

Tenepb oH 6yaeT gocTyneH ana yctaHoBku ¢ nomouwbto: User Preferences>Add-
ons->Install Add-on from File...
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O3By4yeHHble ypoku Blender

MopenuposaHue CkpunTtbl (BPY)

e blender-1-interface.mp4 ¢ 1-blender-py-overview.mp4
e blender-2-objects.mp4 e 2-blender-py-object.mp4
e blender-3-edit.mp4 e 3-blender-py-bezier.mp4
e blender-4-mods.mp4 e 4-blender-py-modifier.mp4
e blender-5-nurbs.mp4 e 5-blender-py-material.mp4
e blender-6-materials.mp4 e 6-blender-py-skelet.mp4

e blender-7-animation.mp4
e blender-8-physic+light.mp4
e blender-9-python-ui.mp4

I'Ipmmep BbIMOJIHEHUNA KOMMNJIEKCHOIo 3agaHud
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Ccbilnku Ha Bugeo

https://www.dropbox.com/sh /oogOrgfk6ot62gn/AAAcFio-g30Q45CvP8XoflUMa?dI=0?dI=
0

CamocToaTtenbHas pabora

MpumepHoe 3agaHue No MoaeNNpPOBaHUIO

CMOﬂeﬂVIpOBaTb YTO-TO N3 CMUNCKa.

[MnHremH

CHeroBuk

PoboT

MpAHNYHBIN YenoBek

MepBepb

MpuoymaTb noboro nepcoHaxa, Hanpumep, COCTOALLEro U3 KyBUKOB nnu
LLApPUKOB

Cpenatb Mmogenb no Teme pabotbl OpenGL

ns I'IOJ'W'-II/IBLLIGIZCH MoOesNin 3aaTb MaTepumalbl (LI,BeT, TEKCTYPbI N npoqee).


https://www.dropbox.com/sh/oog0rqfk6ot62gn/AAAcFio-g3oQ45CvP8XoflUMa?dl=0?dl=0

HacTpouTb NCTOYHNKM OCBELLEHUNA B CLieHe, nonpoboBaTb 06aBUTb pas3nnyHble
TUMbl OCBELLEHUNA, ANA NoNyYeHnsa oNTUMabHOro pe3ynbraTa.

CpenaTb NpoCTOM CKeNeT Ans Moaenu 1 co3gaTb aHMMaL U0, Hanpumep, NoxXoaKa,
B3Maxu pyKamu, MOBOPOT rofIoBbl U NMpoyee.

PeanusoBaTb B cueHe dpusnyeckuni apdekT, Hanpumep, B3ammMmoaencTeme
nepcoHa)Xa ¢ MAYMKOM, caenaTb eMy ofeXXay, Bonochl, 006aBUTb B BETep, BOAY, AbIM U
T.0.

MpumepHble 3apaHua no ckpuntam (BPY)

e CospaHue obbeKkTa: nupamuaa, oKTasap, TeTpasap v T.n.

e BapwuaHT ogHoro ns mogmudukatopos Blender, Hanpumep, Array

e CBoW BapunaHT nonesHoro mogudurkatopa

e mnopT 3D-mopgenu us dpanna (Hanpumep, obj)

e CospaHue nonuroHanbHom kpueon besbe B Buge 6ykebl: A, b, B 1 1.n.

e llamepeHune onuH Kpuebix besbe

e [lobaBneHue Toyek B Kpusble besbe

e [1ns 3agaHHbIX 06BEKTOB BbIYUCINTb UX OyNeBy pasHuLy

e YcTaHoBuTb pinned-rpynny ana mogudukatopa Cloth

e CpenaTb 3afaHHbI 0O6BEKT NPO3pPaYHbIM

e ll3meHUTb LUBeT 06beKTa

e AHMMauMAa: npucegaHne, BpalleHne roloBon, B3amaxu pykamu, crubaHue Hor,
noxogka

3apaHune pna Blend4Web/Verge3D

KonBepTuposatb cueHy B Blend4Web nnu nyywe Verge3D kak B crnegytoLiem
npumepe.


https://www.soft8soft.com/ru/verge3d/
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