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Y po6oTi focnimkeHo Npobsiemu, NoB’'A3aHi 3 BUKOPUCTaHHAM (DI3UYHMX MoAenel y MeAnyHili oCBITi, NpeacTaBneHo nig-
Xif, [0 PO3PO6/EHHSA NPOrPaMHOro 3abe3neyeHHs 3 MOX/IMBICTIO IHTEPAKTVBHOIO MOAE/OBaHHSA aHATOMIYHMX CTPYKTYP.
BriKkoprcToByBaHe nporpamHe 3abe3neyeHHs OPiEHTOBAHO Ha JTiLEH3IiHY AOCTYMNHICTb | LULMPOKE BUKOPUCTaHHA B Meauny-
HUX BH3ax.
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The problems dealing with the use of physical models in medical education are investigated. There is presented the
approach for software development with possibility of interactive design of anatomic structures. The used software is
oriented to the licensed availability and deployment in medical universities.
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Beegenue. CoBpeMeHHbIE TIOAXOAbI K MeJULHH-
CKOMY 00pa30BaHHIO TPeOyIOT aKTHBHOTO MCITOJIb-
30BaHUsI CPeJCTB MHTEPAKTUBHOW KOMITbIOTEPHOM
rpaduku ¥ MyabTUMezua. Tak, TpaJUI[MOHHEBIE
yuebOHbIe MEeTOMKHY TIPU U3yUeHUH MOP(]OIOriyeCcKUux
JMUCIUIIAH KOHLEHTPUPYIOTCSI HA HCIO/Ib30BAHUN
yueOHHKOB, IpernapaToB, JBYMEPHbIX WITIOCTPAL|H,
JMarpaMM 1 MeJULIMHCKUX U300pakeHHui. TTpu 3ToM
MPOCTPAHCTBEHHBIE COOTHOILIEHHS CJIOKHO HHTEPIIpe-
THPOBaTh O3 BU3yannu3al[iy CTPYKTYP B TPEXMEPHOM
npocTpaHcTBe (3D) ¢ BO3MOXXHOCTBbIO UHTEPAKTUB-
HOro BO3/eHcTBYsA. Takve WHTepaKTUBHbIE yueOHbIe
MaTepuasbl MO3BOJISAIOT 3HAUNUTETBHO YIYUIIHUTE T10-
HUMaHHe TIPOCTPAaHCTBEHHBIX COOTHOIIIEHHH 1 ITPHU06-
perenue 3HaHui [4, 15]. S. C. Marks [12] yTBep>kzaer,
YTO uesioBeYecKoe Tejso — 3To 3D-00bekT. Takum
00pa3oM, 3yueHre aHaTOMHUHU JI0JDKHO T10/1arathCs Ha
H3yueHue U oreprupoBaHue 3D-uHbopMarre.

Ilens WccaefoBaHUA: UCCIe[OBaHUE TIPOOIIEM,
CBSI3aHHBIX C UCITO/Th30BaHUEM (DH3UUeCKUX Mojiesei
B MeJMIIMHCKOM 00pa30oBaHWU, W Tpe[CTaBlIeHUN
TMO/IX0Zia K pa3paboTKe MPOrpaMMHOT0O 00ecrieueHust
C BO3MOKHOCThIO MHTEPAaKTUBHOTO MO/e/THPOBAHUS
AaHATOMMUECKUX CTPYKTYP.

[MocnenHue pa3paboTKy B 06/1aCTH TIPOrPAMMHOTO
obecrieueHust ¥ yaydllleHHe KaueCTBa MeJULIMHCKUX
1300pa)keHUH TO3BOJISIOT CO3/laBaTh aHATOMM-
yeCKy TOuHble 3D-Mogie/ii, KOTOpbie 3aTeéM MOTYT
OBITH MCIO/Ib30BAaHbI B KaUeCTBe KOMIbIOTEPHBIX
3D-mopenetii gyist 06yuenus. YKesnatenbHO, UTOOBI Ta-
Kue yueOHble Moziesi ObIi Harbosiee 3 ek TUBHBIMU
B KOMOHHAI[MM C MHTEPAKTHBHBIM KOHTEKCTOM, TAKHM,
Kak, HarmpuMmep, UHTepPaKTUBHOe oOyyaroijee Mpu-
JIO)KeHWe, WU TIPU MCITO/Ib30BaHUU [IJIsl CO3/jaHus
aHUMali B Kypce aHaTOMUM uiu (usuronoruu [17].

dopMa aHATOMHUUECKUX CTPYKTYp M HUX
MPOCTPAaHCTBEHHBIE B3aMMOOTHOIIIEHUS JIyullle BCe-
r0 BOCIIPUHUMAIOTCS, KOT/IAa TO/b30BaTe/b MOXKET
B3aMMO/IeHiCTBOBaTh C CO3[aHHbIMM 3D-MozensimMu,
Tak KaK B HUX 3aJIO)KeHa BCsS CyThb 3D-CTpyKTyp
Y TPOCTPAaHCTBEHHBIE B3aUMOOTHOIIIEHHS; K TOMY JKe
MPU/IETAOIIHe CTPYKTYPhI CJIOKHO BOCTIPUHHUMATh
Ipyrumu criocobamu [4, 15]. M3yuast aHaTOMUIO Ha ue-
JIOBEUECKHX TPYTIaX, 3TO MOXKHO OCYIIIeCTBISATh B aHa-
TOMHUECKOH JTabopaTopyu, XOTI [i7ist MHOTHX MaTepH-
aJI0B (HarpuMep, KOCTH) /1715 3TOTO CYIL|eCTBYOT Orpa-
Huuenust. [TpodeccroHanbHO ClelaHHbIe TperapaThl
MOT'YT OKa3aThCsl HEMPAKTUUHBIMU [I/1s1 3aITOMUHAHMUS
U He Bce 00pasiibl pa3BUBAIOIUXCS MAaTOJIOTHH MO-
I'YT ObITh JOCTYMHBIMM, UTO 3aCTABJISIET CTYJEHTOB
YUUTBCS «CyX0» T10 YUeOHHKaM, UCIT0/Ib3Ys TEKCTOBbIE
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onucanus u 2D-u3obpakeHus. VccaegoBaHus
TO0Ka3bIBalOT, UTO CTYZEHTHI TPeATIOUNTa0T YUUTHCH,
WCIIO/b3ysl OJHOBpPEMeHHO Kak 2D-u3o06pakeHus,
Tak U UHTepakTUBHble 3D-mozmeny, a He UCIOJIb-
3ys B oTgesnbHoCTH 2D- wnin 3D-undopmanuio [6].
[IpriMeHeHMe KOMITBIOTEPHU3UPOBaHHBIX 3D-Mozeneit
M03BOJISIeT U3y4YaTh aHATOMUIO B JIFOOOM MecTe, a He
TOJILKO B aHATOMUYEeCKOM 71abopaTopu UM UCTIOJb-
3ysl TperapyupoBaHHbie MaTepuanbl [13]. CeromHs
ZIOCTyTIeH Liebld psifi aHaToMuYeckKux 3D-aTiacos,
pa3paboTaHHBIX B yueOHBIX LiesisiX (Hampumep,
AnatomyBrowser, Zygote Body u BodyParts3D). Bce
OHU CO3/laHbI C WCMOIb30BaHMEM JIaHHBIX CHUMKOB,
MO/TyYeHHBIX C MOMOILbI0 MarHUTHO-PE30HaHCHOMN
tomorpadun (MPT) nubo KOMITBIOTEPHOM TOMOTpa-
¢un. Hekotopeie, BKmtodast AnatomyBrowser, umeroT
BO3MO)KHOCTH XHUPYPTrUUeCcKOro MO/e/IupoBanust [2].

Marepuansl U MeToAbl. Pusuueckue aHamo-
Muyeckue modenu. Haunyuiieil Mozenbio st
WCC/IeJOBaHUM aHATOMHUM Ye/lOBeKa Bcerza ObuIo
MépTBoe ¢usuueckoe Tesno [1, 10]. TTockonbKy mpu
3TOM B OOJIBIIMHCTBE C/Ty4aeB BCE YaCTH TeJia Ipa-
BU/IBHO pacoJio’KeHbl, MOXXHO MPUKOCHYThCS KO
BCeM 3/IeMeHTaM, BCe CTPYKTYPhI (MSTKUe, TBEPbIe,
IJaZikve, [1epoxXoBaThble, CyXue W Biia)KHble) TOUHO
Bocco3zanbl. C JaBHUX BpeMeH H3-3a JII000MBITCTBa
JIFO[I MCC/IeZIOBA/I PaHbl U OpPraHbl CBOMX MEDPTBBIX
copopuueit. OHaKoO CerofHs JOCTYI K MEPTBOMY (1-
3UUYeCKOMY TeJly XKECTKO peryavpyeTcsl MpaBOBbIMH,
(hMHAHCOBLIMU ¥ COLMAJIbHBIMU OTPaHUYEHHUSIMU.
K Tomy >ke, naxke pu HaIMUMKU MEPTBOTO (hrizryec-
KOTO TeJia, BO3HUKAIOT MPO0JieMbl C IeMOHCTpaLei
Ta30BOM MonocTy U acuuii. I HakoHel], TIpobeMbl
ZIOHOPCTBA MEPTBBIX (PM3NUECKUX TeJl, UX XpaHeHue,
WCIO/Ib30BaHUe XUMUUECKHX BPe/IHBIX BeIlleCTB, Ha/l-
Jiekalriee 3aXOpOHEeHHe TPYIHBIX 00pa3LoB CO3Jal0T
oTipe/ie/ieHHbIe TPYAHOCTH /ISt HEKOTOPBIX Y4eOHBIX
3aBeJIeHUH.

[ns peleHWs TakKUX BOTIPOCOB HCIIOJB3YIOT
npodeccruoHalbHble aHAaTOMUUeCKHUe MOJeNu.
[lpeBHHE U coBpeMeHHble MOZIe/IM CUIbHO pasjnua-
I0TCSL U3-3a UCIIO/Ib3yeMbIX JleTasieid U MaTepuasoB.
Korpa-To /14 npesicTaBieHNsl aHAaTOMU4eCKUX CTPYK-
TYpP MUCMOMb30Baau 00bIUHOE [1ePeBO W CIOHOBYIO
KOCTb, Tarbe-Mallle uiv 6osiee feTaTbHbIe MOZIE/H U3
TIIaCTHIPS, Aajiee OB peaJruCTUUHBIe BOCKOBBIE MO-
nmemw Susini, Towne, Ziegler v HaKOHeI] COBpeMeHHbIe
rpoeccroHabHbIE MOJIeNM U3 TlacTuKa [7, 11, 18].
AHaToMHMuecKre MOJie/Id TaKKe pa3/IMuaroTcs C Tou-
KW 3peHus IPUMeHeHUs] — UCI0/Ib30BaHUe BpauaMu
JI71s1 KOHCY/IbTUPOBaHMS TIAalJUeHTOB »KEHCKOT0 M0,
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Cxauneanne 3D-Monenn Texcrypuposarne 3D-
AHATOMHUECKON CTPYETYPEL MOJIENH aHATOMHYeCKOl
(BodyPartsiD) cTpyKTypH (Blender)

CozgaHBe aHHMAITHIT

CoznaHHe H yIpaBneHHe Hanoikenne 3pyKa 0
AHHMANHAMH M. i - aHmMATTHE (Audacity)
Unity)

X

Pazpa0oTka HHTEPaKTHEHOTO

(Blender)

npuno#enRA (Unity)

Puc. 1. TTopsiiok pa3paboTKu HHTePAaKTUBHBIX yueOHBIX TIPUIOKEHHH Ha 0cHOBe 3D-Mozeneit

TMo/TyyeHHe HaBbIKOB XHPYpraMu 4, KOHeUHO, h3yue-
HMe aHatomud [9, 14].

dusnuecKre aHaTOMUYeCKHe Mozjenud o0majaroT
CBOMCTBEHHBIMUM OTPaHUYEHUSIMU TPU UX UCIIOJIb-
30BaHWM, XpaHeHUH U 00cayxuBaHUUA. CTOMMOCTD
npocdeccruoHaNbHBIX MoJeseld MOXXeT JOCTUraTh
TBICSIY [10/I71apOB, B 3aBUCMMOCTH OT MaTepuasna,
pasmepa, JieTaneii, TOUHOCTH U UHTePaKTUBHOCTHU.
K ToMy >ke ripy OOMBIIMX KOHTUHT€HTAaX CTYZEeHTOB
Takue (pHU31UeCcKre aHaTOMUUeCK1e MOZIe/Td MOTYT 10-
BPEeXK/IaThCsl ¥ CO BpeMeHeM NPUXOUTh B HEFOJHOCTb.
CoBpeMeHHbIe TIacTUUYeCKHe 00pa3iibl ToKa3aau
cBOIO 3¢ deKTUBHOCT TIpH 00yueHnu [5, 8]. OpHako
OOJBIIMHCTBO BBIIIEONHMCAHHBIX OrPAHUYEHUN TpH-
CYIL[M TAK)Ke U MIaCTUYeCKUM o0pasrjam.

Hudgpoevie 3D-modenu. B nononHenue K Gu-
3MUeCKUM MOJensiM pa3paboTaHbl COBpeMeHHbIe
udpoBble 3D-BU3yanu3alii CTPYKTYP U 00pasijoB
C WCIIO/b30BaHWEM MeJULIMHCKUX H300pakeHH
u pugposoro 3D-mogenupoBanus. Lludpossie
3D-Mopze/ aHaTOMUUECKUX CTPYKTYpP LOCTYITHBI Ha
KOMITBIOTEpe, TIPU UCII0/Ib30BAHUHM MOOU/IBHBIX TTPHU-
JIOX)KeHWW WA CaMOCTOSITe/TbHBIX PAabOUMX CTaHIIMH
(narmpumep, Anatomage, Touch of Life). Hamuuue
3THX MaTepyuasioB B aHATOMUUeCKOH 1abopaTopyy 1 Ha
yueOHBIX KOMITBIOTEPAX MOYXKET CHU3UTD MOTPeOHOCTh
B (U3MUECKUX aHATOMUYECKUX MOJE/sX WM Jaxe
B I[IeYaTHBIX aT/1acax v IOMOyKeT MperofiaBaHuI0, Tipe[-
0CTaBUB yueOHbIe MaTepHaIbl Ha aHaTOMIYe CKOM CTO-
Jie. OHAKO CTOMMOCTb TaKOM CIeLaau3vupOBaHHOU
WHTEPAKTHUBHOU cUcTeMbl 3D-1300paskeHuH IB/ISIeTCS
3HauuTebHOM (pumepHo 100 000 gosi. CILIA 3a

ctos Anatomage W JONOHUTEIbHbIE YCTPOWCTBA),
K TOMY Xe C/IeflyeT yUUTBIBaThb NMOTPeOHOCTH T0-
CTOSIHHOTO TNpodeCcCHOHaNbHOTO COTIPOBOXKIEHUSI.
Wcnonb3oBanue manmieToB iPad m MoOMIbHBIX
YCTPOMCTB YMeHbIIIaeT CTOMMOCTh, HO TpeOyeT pas-
pabOTKM CreLaIbHBIX TTPUIOXKEeHH, KOTOPbIe TOXe
BIUSIFOT Ha 00yueHue.

[MpenmytectBo 1ubpoBbix 3D-Mozeneil cCoCTOUT
B TOM, UTO C HUMHU MOJKHO ITOCTOSTHHO MaHUITY/INPO-
BaTh JI/151 IeMOHCTPALX U3MeHEeHNH B CTPYKTYpe WIN
o0pa3tie ¢ yuéToM BO3pacTa v CTaIUH Pa3BUTHST; POJIH
XUPYPryuuecKoi orepanyu 6o BMelIaTen5CTBa; Me-
xaHu3Ma QyHKoHupoBanust. Lindposbie 3D-monenu
CrocoOHbI TIpeicTaBUThL MOpdoreHe3 cepAlia UM
BHYTPEHHEro yXa M TMpPOsSICHUTb 3MOpHOHA/IbHbIE
CTPYKTYPBI Y TKaHH, SIBJISFOLLINE CS] B)KHBIMU BO BpeMsI
yCIeLHbIX cTazini sMbproreHesa. K Tomy xe, c mo-
MoI1[bI0 TU(PPOBBIX 3D-Moesel MOXKHO TIPOCTIeUTD
3a 04arom Ljuppo3a reyeHy Ui MporpeccupoBaHueM
Oone3nn AnbLreiiMepa, HauWHasi C Ha4aabHOTO (op-
MUPOBaHUS 1 [I0 CTaZIMU MIOJTHOTO pa3pylleHNs TKaHU.
W HakoHel], 3TH MOZend MOTYT ZeMOHCTPHUPOBATh
MeXaHUKY (YHKLMOHHMDOBAHUsSI CyCTAaBOB B Pa3HbIX
TIOJIOKEeHUSIX 1 TIPH Harpy3Kax, JIM00 ke (PU3HO0JIOTHI0
(YHKLMOHMPOBaHUsI CepZeuHoN MbILLbl. HarpoTus,
TpebyeTcst psif hU3MUeCKUX MOJiesiel ZIJisi TOTo, UTOObI
TIOTYYUTB JIF000€e U3 TaKKX MpeCTaB/IeHrH.

OueBUJHBIM NIPEUMYILLEeCTBOM LM(POBLIX aHATO-
Muueckux 3D-Mofeneil siBasieTCs TO, UTO NpernofaBa-
TeJTb WK yuebHOe yupe)xJeHre MOTYT CO3/1aTh UX 3a
CPaBHHUTE/ILHO KOPOTKOe BpeMsI (TpeOyeTCst OTbITHBIH
OromMeaUIMHCKIIA WmocTpaTop). CTOMMOCTb MOXKET
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0Ka3aThCst OTHOCUTE/ILHO HeOOoTb11I0H (pabouast cTaH-
LS C TIPOTpaMMHBIM 00ecTieueHHeM Open-source).
OpHako 6osee 3¢ peKTUBHOE MPOrpaMMHOe obecrie-
yeHHe MOKeT ObITh loporuM (1000-5000 gom. CIITA
B rofl), Aaxe IO akaJeMUuecKou auieH3uu. LleHa
JTULI€H3UW 3aBUCUT OT Crocoba MCIoJ/ib30BaHUS
(mepcoHanbHOE MO0 AT yUpexzAeHus), mepe-
TOBOPOB, THUMA MCI0/Ib30BaHUS (KJIMHUYECKOe WU
yue6HOe). Co3nanue 6ub/IMOTEK TMO0 perno3uTopres
Mojiesiell MO)KeT YMeHbIIUTh MOTPebHOCTh B UC-
T10/1b30BaHUU OPUTHHABHBIX MOJie/iell U CHU3UTh UX
CTOMUMOCTS [3, 16, 19].
Pe3ynbrarhl U MX 00cyxaeHue. [1peziaraeMsiii ro-
PSIIOK pa3paboTKK NpuioxKeHui 3D-Moje/TMpOBaHuUs
aHaTOMUYEeCKUX CTPYKTYDP BKJ/IOYaeT Cjefyioliue
sTansl pabot (puc. 1).
Hcnoab3zoeaHue 3D-modesneli aHamomuuec-
KUX cmpyKmyp, pa3pabomaHHbIX € npoekme
Anatomography. TTpoexT Anatomography 6b11 3arty-
e B 2009 rogy B TokuiickoM yHUBepcuTeTe (0CHO-
Baresb mpoekTta — npodeccop Koycaky Oky60). ba3a
JIaHHBIX CETOYHBIX MOZle/ieli aHaTOMUYeCKHX CTPYKTYP
rosiyunsia HasBaHue BodyParts3D. Azapec mpoekTa
B uHTepHeT — http://lifesciencedb.jp/bp3d/?Ing=en.
Cetounnle nanuble 1715 BodyParts3D 6bu11 mosyyeHsl
Ha ocHoBe MPT-u306paskenuii. [Ipouiecc moctpoenust
Mozenelt anist BodyParts3D cocTosit U3 Tpex 3Taros:
1-# aTan: mpoBoAM/Iack aHaTOMUYeCKas CerMeHTaLys
Ha ocHoBe MPT-u300pa>keHH#i B CrieL{UabHOM
¢dopmate TARO;

2-1i 3Tar: € MOMOILbI0 MeJULIMHCKUX WITFOCTPaTOpPOB,
WCTIO/Tb3YHOLLMX ITPOrpaMmbl 3D-pefjakTipoBaHyis,
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[00aBnIsAMMCh HeOCTAIOIINe JeTasu, [Je/anrich
Oosee UETKMMU Kpas;

3-1 9Tarn: cermeHTalys U MOAUPHUKALMS JaHHBIX TIPO-
BO/JIU/IaCh B COTPYLHUUECTBE C KIUHULMCTaMH JI0
TeX Top, MOKa He ObLI0 JOCTUTHYTO KOHLIENTY-
asbHOe CXO/ICTBO.

Cetounbie Mogeu BodyParts3D pacripocTpansi-
10TCs B BUie daityio popmara OBJ. [lnst Bepcuu 3.0
TO/IHBIN pa3Mep JJaHHBIX cocTap/si 127 MB (ynpo-
1ieHHas cetka) U 521 MB (Bbicokoe KauecTBo). [1pu
3TOM KOMYEeCTBO aHaTOMUUECKUX CTPYKTYp COCTaB-
sisiet 1523. Ceropns aktyanbHasi Bepcust — 4.0.

[aHHBIE B BUJE apXUBa MOTYT OBITh 3arpy’>KeHbI
u3 ctpanulisl http://dbarchive.biosciencedbc.jp/en/
bodyparts3d/download.html.

N306parkenuisi, creHeprpoBaHHbIe B Anatomography,
Y ceTouHble jaHHble B BodyParts3D nmetoT inLieH31i0
Creative Commons license, 3To cziefiaHo C 1[e/bI0
obecrieueHus1 IIUPOKOTO MCTIO/Ib30BaHUS U IOCTYTI-
HOCTH MeJULIMHCKOTO 00pa30BaHusl.

3aMeTUM, UTO aHaTOMHUeCKHEe CTPYKTYPBhI
BodyParts3D mMoryT ObITb UHTEIPUPOBaHLI B Oomee
CTIO)KHYIO MOJieflb, CO3/laBaeMyt0, HarlpyuMep, B Mpo-
rpaMMHOM obecrieuenur MakeHuman (puc. 2).

Hmnopmupoeanue u o6pabomka 3D-modenu
@ Blender. Tlporpamma Blender mpeziaraeT mwupo-
KUH CrieKTp 0O0beKTOB [1Jis1 CO3/1aHuUsl ¥ [a/IbHEHIIIero
penakTupoBaHus: ceTkd, noBepxHocTu NURBS,
KpuBble be3bepa, BekTopHble wipudThl (TrueType,
PostScript, OpenType).

NMeeTcss UHCTpyMeHTapuil /11 Hape3aHHUs CeT-
Ku. Peann3oBaHbl OyseBcKUe (QYyHKIMU /i CETOK.

Puc. 2. ITporpamma MakeHuman mo3BosisieT Co3/laBaTh CETOUHbIE MOZIEJTH B Pa3HBIX TTOJIOKEHHSIX
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PefjakTHpOBaHMe CETOK BO3MOKHO C MCTI0/Ib30BaHUEM

BepIrH, pédbep U rpaHeil. CyliecTByeT MHOXKECTBO

GbyHKUME A1 peJaKTUPOBaHUsSI 0OBEKTOB, KOTOPbIe

T03BOJISIIOT TOTYYUTh OOBEKT MpaKTUYeCKH JTF000ro

BUJA.

C moMo1pi0 CKpUNTOB Ha s3bike Python MokHO
C03/]aBaTh HOBBbIE WHCTPYMEHTHI TIO/b30BaTe s AJist
peJaKTHPOBaHUSI.

Blender Bkstouaet B cebst cuctemy BMesh, koTopas
T03BOJISIET CO3/]aBaTh U peJJaKTHPOBAThL T'PaHU C OUeHb
CJIOKHBIM CTPOEHWEeM — HarlpuMep, COCTOsIIIVe U3
ZleCATKOB pébep.

OCHOBHBIMU /IeFICTBUSIMY TIPH UCTTO/Tb30BaHUHU MTPO-
rPaMMBbI [TPU paboTe C aHaTOMUYe CKUMH CTPYKTypPaMH
u3 6a3bl faHHbIX BodyParts3D siBasttoTCS:

* uMMopTUpoBaHue Mozend B oopmare OBJ-datina
(xomanzp! File-Import-Wavefront(.obj));

* TmipejCTaBieHHe 00BbEKTa B Pa3HBIX MPOEKIUSIX
(BUABI MOYYaOTCsl C TIOMOLBIO KIaBULI LU(-
POBOM K/IaBUATYPBI: [Jisl T€PEK/II0UeHUsT MEXY
OPTOTOHAJILHOW W TePCIeKTUBHOW MPOeKLUIMU
WCMOJ/Ib3yeTCo KaBulla 5, BUJ, criepegyu — 1, Bup,
cripaBa — 3, BUJL CBepxy — 7, BUJ, CHU3Y — 9,
MOBOPOT OKHA BWZA Ha OMpe/eNéHHbIN YTos Mo-
JlyyaeTcsd TPy HakaTWW Ha KiaBulu 2, 8, 4, 6,
TIPOTHUBOIIO/IO)KHBIE BU/IbI TTOJyYalOTCsl TIPU Ha-
»karoii knasuiie Ctrl);

* reoMeTpUuecKUe Mpeodpa30BaHUs aKTUBHOTO 00b-
eKTa (repeMelljeHre — KJIaBUILa g, 000poThl —
KJIaBHLIIA T, MacIITabOMpOBaHWe — KJIAaBHLA S);

* TOMy4YeHWe CETOYHOTO Mpe/CTaB/leHUs] MOJeu
(xnaBuiua g);

* Tepexo/, B Pe)XUM DeJaKTHPOBaHUS W 00paTHO
(xnapwina Tab);

* peJaKTHUpPOBaHHeE B PeXXKMMaXx BepIluH, pédep, rpa-
Hell (K/IaBUIIM HIDKHEro MeHI0);

* Ha/o)KeHWe MaTepuasna (CO3ZaHHOTO Ha OCHOBE
TEKCTYpBbl) Ha COOTBETCTBYIOLIME TPAaHH).

Cucrema anumanuu B Blender ocHoBana Ha
WCTIO/Ib30BaHMU TIPSIMOM M 00paTHOW KMHEMaTHUKH.
IMoamep)xrBaeTcsi aBTOMAaTHUeCKWN CKUHHUHT, UHTe-
PaKTHBHOE PHCOBaHHWe pacripefesieHrsi BeCOB Hero-
Cpe/iCTBEHHO Ha 00BeKTe, pyyHOe pelaKTUPOBaHKe
criocoba 06pabOTKM KapKaca [ijist KaXK/[0H BepIIHHbI,
cuctema «envelopes».

Peanu3oBaH MUKCep He/JMHeWHOU aHUMaLUU
C LMKJIOM TIepeBWKeHus BOIb KpuBoi. [1pu sTom
BO3MO)KHO aHUMUPOBATh []a’Ke OT/leTbHbIe BePIIMHEI,
YTO TI03BOJISIeT paboTaThk AaXke C OUeHb CJAOKHBIMHU
C TOUKH 3pPeHHUsI TIOCTPOEeHHs 00beKTaMH (TaKUMHU, KaK
aHaTOMHUUeCKHe CTPYKTYPbI).

[TocTpoeHne aHMMalLUM OCHOBAHO Ha UCIO/b-
30BaHUU CHUCTEMBbl aHMMAalLMOHHBIX KPHUBBIX, TaK
HasbiBaeMbIX KpuBbIX [PO. IToagepxuBaeTcst IPUHLMIT
«driven-keys», Mpu KOTOPOM H3MeHeHHe 3HaueHUst
OJJHOTO TMapameTpa (Hampumep, LIMPUHBI) PUBO-
JIUT K aBTOMaTUueCKOMY H3MeHeHHIO (TpOropLiro-
HaJbHOMY WM HET) 3HaueHWs JpPYyroro (Harpumep,
BBICOTHI). BO3MOXKHO KOHTPO/IMPOBATh 3HAUeHUs Ma-
paMeTpoB C MOMOLLbI0 MaTeMaTHyeCKUX BbIpayKeHUI
(HarmMcaHHbIX Ha s3bike Python). OGecrnieueHo uc-
T0/Tb30BaHMe 3BYKOBBIX (Daii/ioB ¥ MX pe/laKTHPOBaHe
C 1]eJIbI0 COOTBETCTBYIOILeH CUHXPOHU3aLUH.

[Nopmep>kBaeTCsl CHHXpOHM3ALMs HAa OCHOBE TeX-
Hosoruu Motion capture.

K Tomy >ke CKpUMTHI, HarMcaHHbIe Ha si3bike Python,
CO03/1al0T HOBbIe aHMMAaLJMOHHbIe BO3MOXHOCTH.

YnpaBieHue cO3JjaHUeM aHUMallih OCyILecT-
BJISIETCS C TIOMOIIbI0 MeXaHW3Ma K/IFoueill KaHasoB
(peanu3oBaHbl KaHastbl iepemeltienus (Location), 060-
paunBanus (Rotation), mMaciurabupoBanust (Scaling)
U BCEBO3MOXKHbIe KoMOWHanmu KaHanoB (LocRot,
LocScaleu . 1.). Ha 0CHOBe yCTaHOB/IEHHBIX K/TFOUEH
rapaMeTpbl MOZle/I U3MEHSIOTCS BO BCeX OCTa/IbHBIX
Ka/ipax Ha OCHOBe aBTOMaTUUeCKH CTeHepUPOBaHHBIX
WHTEePNOJISILIMOHHBIX KPUBBIX (aHUMaLMOHHbBIE
KpHBBIE), KOTOPbIe UMeloT rpaduyecKyro BU3yain3a-
uuto (puc. 3). [Ins co3manus anuManyy Blender mpu
BK/TFOUSHHOM KHOTIKE 3alyCH aHWMald{ yKa3aTesb
KaZlpa yCTaHaB/IMBaeTCs Ha OMpe/e/IéHHBIN KaJp.
CosziaHue KJTtoua KaHasa OCy1eCTBIISIeTCS Ha)KaTueM
KJ/IaBHLLIM i ¥ BBIOOPOM COOTBETCTBYIOLEH KOMaH/bl
KOHTEKCTHOTO MEHIO.

Co3paHHbIe TAKUM 00pa30M aHUMALK MOTYT fjajiee
OBITE UCITO/Ib30BAHBI TTPU CO3/JaHUU UHTEPAKTUBHOTO
TIPUJIOKEHMUS.

Co3paHue UHTepaKTUBHOTO MIPU/IO’KEHHS Ha 0CHOBE
3D mogeneii aHaToMuuecKrx cTpyKTyp BodyParts3D
HauboJiee 11e71eCO000pa3HBIM CEroHs IPe/ICTaBISeTC s
C UCI0JIb30BaHWeM Urposoro asuraress Unity. Unity,
coueTasi B cebe BCe CBOWMCTBA COBPEMEHHOU CpEJIbI
3D-pa3paboTKH, UCITO/L3YEeTC s Ha 0CHOBAHUH JIULEH-
3uu Proprietary, kKoTopast [Ipy UCII0/Ib30BaHUHU JIJIS1 CO-
3[1laHUS KOMITbIOTEPHBIX UI'P HaK/aJblBaeT OrpaHuue-
HUSI Ha OFO/IPKET UT'PbI ¥ KOTMUECTBO KOHKYPHUPYFOLLX
urpokoB. [Tpu 3Tom nuiien3us Personal ¢ 6romkeTom
urpel 1o 100 000 monn. CIITA u KOMMYeCcTBOM KOH-
KyPHPYIOIUX UTPOKOB /10 20 siBjisieTcst OeCriaTHOM.
Pa3paboTKa WHTEePAKTHBHBIX yueOHBIX MPUTOKEeHUN
BIIOJIHE COOTBETCTBYET TAKMM OTPaHUUEHUSIM.
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Puc. 3. O6pabortka B Blender nmmnoptrpoBanHo# Mogenu u3 BodyParts3D:
a) ceToyHasi Mo/iesib; 0) co3aHre aHUMaLU

VHTepakTHBHBIE MPUIOYKEHUS C UCTIOIb30BaHUEM
aHaTOMHUYeCKUX CTPYKTYP MOTYT aKTUBHO ONUPaThCS
Ha MCII0/Ib30BaHKeE C/IeAYIOLMX COCTaB/somumx Unity.

®dusnyeckuii 1KoK Unity gB/IsSeTCS OAHUM U3 Ha-
n0oJs1ee BaKHBIX KOMIIOHEHT /17151 CO37aHus 3 deKToB
BUPTYaJIbHOM peasbHOCTH. /17151 TOro uTo661 00beKT 3D
(B maHHOM cjyyae aHaTOMMUUYeCKasi CTPYKTypa)
obpabarkiBaicst (GU3UUECKHUM JIBWKKOM, OH JIOJDKEH
coziepkath B cebe komrnoHeHT Rigidbody. B fansHeii-
IIeM 3TO TTO3BOJISIET CBSI3aTh C JAHHBIM KOMIIOHEHTOM
TaKye CBOMCTBA, Kak Macca (B OTHOCHUTEJTbHBIX eZIHH-
Llax U3MepeHNs1), yCKOpeHHe TiepeMellleHus], YITIOBoe
YCKOp€eHHe, UCMO/b30BaHNe TpaBUTallMM, KUHEMa-
TUYHOCTH; UHTEPIIO/INPOBaTh epeMelleHHs], YKa3aTh
TOUHOCTb OOHApPYyKeHHsI CTOJIKHOBEHUH (KOJUTH3UA).

Co criocobom oOHapy>KeHUsI KOJUTU3UN CBS3aHO
WICTI0/Th30BaHKe COOTBETCTBYIOIIUX KOMIIOHEHT (hu-
3UUeCKOTO JBWKKa, a uMeHHO: BoxCollider ciemyet
WCII0/Th30BaTh B C/Iyyae OTC/IEKUBAHUS CTOTKHOBe-
HUSI 00BEKTOB KyOHuecko (Gopmbl (MK OJTU3KOrO
K 3ToMy), Sphere Collider — cdepuueckoii, Capsule
Collider — B Buzie karcynbl, Mesh Collider — B Buzie
cetky, Terrain Collider — B Buzie c/io>kHO# OpPMBI 110-
BepXHOCTH. [TpH 3TOM CTOUT YUHUTHIBATh, UTO UCITONb-
30BaHMe /IByX TOC/IeTHUX KOMITOHEHT 3HaYUTeTHHO
yBeIMYMBaeT Harpy3Ky Ha rpaguuecKuii poLeccop,
YTO TpeObyeT MX OCTOPOYKHOTO MCIIOTb30BaAHHS.

Cnepytoijasi Tpymnma KOMIOHEHT (GU3UueCcKoro
JBIKKA CBsi3aHa C MCTIOb30BaHWEM COeNMHeHUN
¢usuueckux ten. IIpu 3TOM MOAAEPKUBAIOTCS
TakKWe Ba)KHbIe /IS aHATOMHUUYeCKHUX CTPYKTYP
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TUIBLl coefijuHeHUli: noaBuwKHbBIe (Hinge Joint),
dukcupoBanusie (Fixed Joint), ymnpy-
rue (Spring Joint) U coeguHeHUs! C MMPOU3BOJILHOMN
koH¢wurypanuei (Configurable Joint).

BHe1HI010 MPUIOKEHHYIO CUTY CefyeT MOJenu-
poBars rnocpezcrsom KomroHeHta Constant Force.

Hcnoab3oeaHue aHUMAYUOHHOU cucmembl
Mecanim. Unity o651ajaeT U30LpEHHON aHUMAL[OH-
HoU cuctemor Mecanim. OHa 00ecrieurBaeT MpoCTOTy
CXeMbl yrpaB/ieHrsl ¥ HACTPOUKM aHUMaL[|H JIJIs1 BCeX
sneMeHToB Unity, BK/TFouast 00beKThI, X YaCTH U CBOM-
CTBa; MOJ/IePKKY UMITOPTHPOBAHHBIX aHUMalJMOHHBIX
KJIUIOB M aHUMalMi, co3jaHHbIX BHyTpu Unity;
repeHale/lMBaHye TYMaHOU/IHbIX aHUMaLiii — CIIo-
COOHOCTh TIPUMEHSATh aHUMAaLUM U3 OFZHOM Mogenv
repcoHa)ka Ha JPYrylo; YHOpPOIeHHBIN TpoLecc
BbIDaBHMBAHHWSI aHWMAL[MOHHBIX K/IWTIOB; yAOOHBIN
Tipe/IBapUTe/IbHBI MPOCMOTP aHUMALIMOHHBIX KJTU-
OB, TIepexo/ibl U B3aUMOZENCTBUS MeXIy HUMHU.
OTo MO3BOJIsSIET aHUMaTopaM paboTarthk Oosiee He3a-
BHCHMO OT MPOTrPaMMUCTOB, OTJIa&XKMBaTh aHUMaL[u1
eI1lé 10 HaJIO)KeHHUs1 TPOrpaMMHOTr0 KOZia; YIpaB/sTh
CJIO’KHBIMH B3aMMO/eMCTBUSIMU MEXXy aHUMaLsMHU,
WCIIO/Tb3Y$1 BU3ya/IbHOE POTrPaMMHOE CPe/ICTBO; TaK-
JKe TI03BOJIsieT aHUMKPOBaHKe pa3/IMYHbIX YacTell Tesia
C pa3HoM JIOTUKOM, MHOTOyPOBHEBOCTb.

Kak mpaBusio, ¢ KaxzabiM 3D-00beKTOM CBsi3aH
psii aHUMalUii, CO3/JaHHBIX paHee. YMpaBjeHUe
BBITIOJIHEHUSI TaKMX aHUMaLUi OCYIeCTB/SEeTCS
C TIOMOLI[BIO CIelMa/JbHO CO3Z,[aHHOTO KOMIIOHEHTa
Animator Controller. TTepektoueHnst Me>Ky aHUMa-
LMSIMU TIPOMCXOZAT TIPY HaCTYIJIEHWH B ITpOrpamme
ompejiefleHHbIX COOBITHI. Harpumep, MOXKHO 3a-
MyCTUTb aHUMAaLMI0 000pauMBaHUs aHATOMUYeCKON
CTPYKTYPBI, HakaB KiaBuuly r. [laxe eciu cyue-
CTBYEeT TO/JBKO O/INH aHHWMAaL[MOHHBIN KJIUI, OH BCE
PaBHO /10/DKeH ObITh TIOMEILEH B KOMITOHEHT Animator
Controller ayist ero ncnosb3oBanust B Game Object.

KoHTponnep ynpasnseT COCTOSHUSMH Pa3HbIX aHH-
Maliil U Tlepexo/jlaMu MeXXy HUMU TaK Ha3bIBaeMOi
MaIlIMHON COCTOSTHUM, KOTOPYH0 MOXKHO cebe mipe[-
CTaBUTb KaK OJI0K-CXeMy WM MPOCTYIO MPOTrPaMMmy;,
HanMCaHHY10 Ha BU3ya/IbHOM s13bIKe TIPOrpaMMHpOBa-
Hus BHyTpU Unity. CTpyKTypa KOHTpoJ/ulepa Animator
Controller co3gaércs, npencTaBasieTCss U U3MEHSIETCS
B okHe Animator Window.

Kaxaprit Animator Controller orpeziesnsier BXofHOe
COCTOSIHME TI0J, Ha3BaHWeM Entry, BbIXO[HOe COCTO-
gHue — Exit. [lanee KaXJOMy KJIMITY, CBSI3aHHOMY
c obbekTOM (KOMMOHeHTBI Animation), oTBeuaeT
CBOE COCTOsTHME (COOTBETCTBEHHO O/10K B O/10K-CXeMe

B Oy0K-cxeme okHa Animator). ITepexosl MeXxay
coctosiHUsIMU (0/10KaMU, aHUMALUSIMUA) CO3/aI0TCs
C TIOMOLL[bI0 BU3ya/IbHOTO MHCTPyMeHTapysl Mecanim
Ha 0JIOK-CXemMe C MOMOIIbI) KOHTEKCTHOTO MEHIO
Make transition.

Kakzplil mepexos; MeXXly aHUMaLUsMA TIpefiCTaB-
JIsIeTCsl B KaueCTBe 00BbEKTa, KOTOPbIM HacTpauBa-
eTCsl B OKHe WHCIeKTopa 00bekToB. [Tpu aTom st
yTpaB/eHus TlepexofiaMy UCTOb3YOTCS ClieL{halbHO
co37iaBaeMble BO BK/ajke Parameters okHa Animator
napameTpsl. Takve mapameTpbl MOTYT OBITh YeTHIPEX
tunos: Float, Int, Bool, Trigger. ITpnuém mipu yrio-
Tpebnenny OyneBckoro mapamerpa turma Trigger ero
3HaueHue KaXK/bIi1 pa3 mepeK/rouaeTcs TPy UCIOJIb-
30BaHMM €ro /15 Iepexofa.

Co3zaB mapameTpsl U OMNpefeNvB C UX MOMOLbI0
YCJIOBUSI BBITIOJTHEHUS TT€PEeX0/I0B MeXKy aHUMaLWsi-
MM B MHCTIEKTOpe 00BEKTOB [ijisl TIepexo/ioB (TiaHes b
Conditions) fasiee co31aHHBINA MeXaHW3M yTIpaB/ieHMsI
aHUMAaLUsSIMU MO>KET OBbITh UCITI0/Tb30BaH B TIPOTPaMM-
HOM Ko/ie Ha si3bike C#. Hanpumep, Tak o6pabatbiBaeTcst
Ha’KaTue K/IaBHL K/IaBUaTyPhl [/ BbI30Ba aHUMaL[i:
r — obopaurBaHusi, S — MacIITabUPOBaHMUSI:

using UnityEngine;
using System.Collections;

public class Skull3D
{

MonoBehaviour
Animator animator;

// Use this for initialization
void Start () {
animator =
GetComponent<Animator> () ;

// Update is called once per frame
void Update () {
if (Input.GetKeyUp (KeyCode.r))
{
animator.
SetInteger (“state”,1);
// rotation
}
if (Input.GetKeyUp (KeyCode.s))
{
animator.
SetInteger (“state”, 2);
// scaling
}
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Puc. 4. Co3zanue 1 yrpaBieHre aHUMaL[MsIMU C TIOMOILIbIO CUCTeMbl Mecanim

AHI/IMaL[I/ISI MOXKeT 6])IT]) TaK)Xe BbI3BdHA TIPU CTaJl-
KWBaHUU C APYTUM OTIpefie/ieHHbIM 00BeKTOM (BO3-
HUKHOBEHHe KOJ/UIU3UN):

void OnCollisionEnter (Collision col)

{
if (col.gameObject.
CompareTag (“wall”))

{
animator.SetTrigger («broken
down») ; B
}
}
omnpeseneHHbIM TeroM wall. Co3zaBast 1 UCTIONB3Ys
TakuM o0pa3oM 0/I0K-cxeMbl cucTeMbl Mecanim, zio-
CTUTalOTCsl BeCbMa CJIOKHbIE MeXaHU3Mbl yTIpaBJIeHUs
aHUMalWsIMH, CBA3aHHbIMU € 3D-mogensimu (puc. 4).
Co30aHue uHMepakKmMueHoCmMu ¢ NOMOWbio

mpuezepoe. 1oz, Tpurrepamu, Kak rpaBu/io, UMET
B BH/ly OUeHb 00Ire Cyl[HOCTH (BO3MOXKHBI /laXe
(yHKIMH, TPOTrPaMMHBIN KOZ, U T. [I.), C TIOMOILbIO
KOTOPBIX OCYIL|eCTB/SIeTCs yrpaBieHre BbIOTHEeHUS
TporpaMMbl Yepe3 Kakve-TO B3auMOZelCTBUS (UHTe-
pPakTUBHOCTH). B cnyuae 3D-rpacduku Unity moHsitue
TPUTTEPOB MCTIONb3YeTCs [Ji1 CBOMCTBA KOMIIOHEHT
tuna Collider ¢pusnyeckoro JBrXKa. YCTaHOB/IEHUE
JlaHHOTO CBOMCTBA [i/11 KOMIIOHEHT T103BOJISIET Jjasiee
oOpabaTtbiBaTh COOBITHS, CBsi3aHHBIE C KOHTAKTaMH
C JaHHBIM 00BEKTOM: TP BXojie (CTOJKHOBEHWH)
B JIaHHBIN OOBEKT, TIPY HaXOXKeHUU B JAHHOM 00B-
eKTe, MPU BbIxoJe U3 obbekTa. Takue meicTBUs AJist
obecrieueHHst THTEPAKTUBHOCTH MOTYT ObITH 00pabo-
TaHbl B COOTBETCTBYIOLMX METOZAX:

void OnTriggerEnter (Collider

collider)

{

// DmemcTBUS NPO BXOIE B TPUTTEP

void OnTriggerStay(Collider
collider)

{

// OencTBUS IPM HAXOXIEHUU B
TpUTTEepe

}

void OnTriggerExit (Collider
collider)

{

// memcTBMS [OCJIe BHIXOOA M3 TpUrrepa

}

BbiBojib1. Takum 06pa3om, B paboTe MpoBeieHo KC-
criejoBaHye 1pobsieM, BO3HUKAIOIUX TTPU 00yUeHUH
CTYZ€HTOB-MeJMKOB Ha (pU3HUeCKUX MOJEeISIX, U IIpe-
JIOXKeH TIoAX0 /1711 pa3pab0TKH MHTePAaKTUBHOTO TPO-
rPaMMHOT0 00eCriedeHusl, UCTIO/Tb3YIOILero KOMIIbIO-
TepHY!0 rpaduky 3D B MeJULIMHCKOM 00pa30BaHUU.

YKakeM, UTO yKa3aHHBIM MOpPAJOK pa3pa-
OOTKM OpMEHTHUPOBAH Ha HCIIOJb30BaHUE YXKe
TIPUTOTOBJIEHHBIX 3apaHee MO/eJell aHaTOMHUe CKUX
CTPYKTYp, CO3/aBaeMbIX, HallpuMep, Ha OCHOBe
MPT-u3006pakeHud U TpeACTAaBIEHHBIX B Pa3HBIX
Pero3uTOpusiX — KaK KOMMepueCKHX, Tak U CBOOO/I-
HO pacnpocTpansieMbix (Harpumep, BodyParts3D).
[anee mporiecc COCTOUT B UCIIOIb30BaHUM Oecriat-
HOTO MPOTPaMMHOT0 00eCrieueHusl, UTo, 10 MHEHUFO
aBTOPOB, CITOCOOCTBOBAJIO ObI IIMPOKOH pa3paboTke
MHTEPaKTUBHBIX 00YYaIOIIMX TIPOrPaMM B MeJULFH-
CKHX By3ax.
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Tabauya 1
B03MO0)XHOCTD JIMI|eH3UPOBAHUS MPe/I/I0KEHHOT0 MPOrPaMMHOT0 00ecreueHus:
Ncnone3zyemoe
OTart paboTsI MIpOrpaMMHOe Komrmanust-pa3paboTunk JIuiieH3ust
obecrieueHue
Vcrione3oBanre 3D-Mozenelt aHaToMIue-
CKMX CTPYKTYP, Pa3pab0TaHHBIX B TIPOEKTe BodyParts3D Anatomography Free open-source
IAnatomography
[TonyueHue ceTeBBIX MOZesel uesoBeKa
y A MakeHuman The MakeHuman team AGPL
C BO3MO)KHOCTbIO MOJJU(UKALIUU
VImropTrpoBaHue 1 06paboTka 3D-Mozenu .
pTIp o P AETH, Blender Blender Foundation GNU GPL
CcO3JaHre aHUMAal[H
Co3maHue UHTEePAKTUBHOTO MPU/IOKEHUS . . . . Proprietar
A P P Unity Technologies Unity Technologies P y
C yIpaB/isieMbIMUA aHUMALIASIMU

ABTOpBI CUMTAIOT, UTO UCII0/Ib30BaHKE COBPEMEHHBIX
JULIeH3UPOBAHHBIX CpefCTB pa3paboTku (tabs. 1),
KOTOpbIe TIO/yUM/Id CErofHs MOIY/sIpHOCTh, B Tep-
BYIO ouepeZb, TIpU pa3paboTKe pa3BieKaTeabHBIX
MPOrPaMMHBIX MPOAYKTOB (KOMITbIOTEPHBIX WIp),
VMeeT psifi IPerMyILLeCTB TIPY MCIO/Ib30BaHUN [JIst
pa3pabOoTKU TPUJIOKeHUH KOMITBIOTEPHOU rpaduKu
B MeJMLITHCKOM 00pa30BaHWM: BO-TIEPBBIX, HAIlpaB-
JIEHHOCTh Ha 00pabOTKy C/IOXKHBIX CETOUHBIX MO/ie-
neit, 3D-Busyanu3aiuro, co3nanue 3¢¢heKToB, UHTe-
PaKTHUBHOEe yIIpaB/eHHWe aHWMAaL[UsIMU; BO-BTODBIX,

JIuteparypa.
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5. Douglass C. Plastination: preservation technology
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Ha/IMuhe ZI0CTaTOYHOTO KOJTMUeCTBa CIeldajuCcTOB-
MPOrPaMMHUCTOB, BJIa/IeIOLIUMU JaHHBIMU TEXHO-
JIOTUSIMU; B-TPETbUX, [JOCTATOYHAsI OTIaKEHHOCTh
JaHHBIX TPOTPaMMHBIX cpej (ripu pa3paboTke
npoektoB Blender, Unity 3azeiicTBOBaHO MHOTO
BBICOKOK/TAaCCHBIX ITPOrPaMMHCTOB, TTPOEKTHI TIOZ1ep-
JKUBAIOTCS [OCTATOUHO JJIUTeNbHOEe BpeMs, ce-
rofiHs pa3paboTaHo OO/bIIOe KOJUUECTBO BepCUU
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