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AHHOTAIUSA

B craThe mokazaHsl CriocOObI, KOTOPBIE MOTYT OBITh UCTIOJIB30BaHBI P CO3JIAHUU TPEXMEPHBIX
I'MC-mopeneit B mporpammax «Blender-3D», «QGIS», B dacTHOCTH, MOKa3aHbI MPEUMYIIECTBA
00paboTKu U dKcropTa mUPPOBEIX Mojenei penbeda B TpexmepHbie cienbl 3 QGIS B Blender.
[lokazaHHble METOABl MOTYT OBITH IOJIE3HBI MPH BBHIMOJIHEHUHM 33JaHUN 10 TPEXMEPHOMY
MOJIETTUPOBaHUIO B riporpamme «Blender-3Dy u co3ganuio mpuiioKeHUH TOTOTHEHHON PEaTbHOCTH,
tpexmepHbix [MIC, B uacTHOCTH mpu u3yueHHMH Kypca «TpexmepHoe reomH(pOpMalOHHOE
MOJEIIUPOBAHUEY.

KuroueBble cji0Ba: TpexMepHOe TeOMHGOpMAIMOHHOE MOoieTupoBanue, TpexmepHast [ MC-mozens,
nudposas moaens penseda, Blender, QGIS, OpenSource.

Abstract

The article shows the methods that can be used to create three-dimensional GIS models in the
programs "Blender-3D", "QGIS", in particular, the advantages of processing and exporting digital
terrain models to three-dimensional scenes from QGIS in Blender are shown. The methods shown
can be useful when performing tasks on three-dimensional modeling in the Blender-3D program and
creating augmented reality applications, three-dimensional GIS, in particular, when studying the
course "Three-dimensional geoinformation modeling".

Keywords: three-dimensional geoinformation modeling, three-dimensional GIS model, digital
elevation model, Blender, QGIS, OpenSource.

Beenenune

B PTY MHUPDA npumeHseTcsi OpUrMHajIbHasi METOAMYECKAsl CUCTEMa MPOBEACHUSA 3aHSTHM,
HampaBJICHHAs Ha TOJIyY€HHE M 3aKpeIUIEHHE NPAaKTUYECKHX HABBIKOB CTYAEHTOB B 00JacTu
reOMEeTPUYECKOTO MOJCIUPOBaHMUs, IPapUUECKOro Au3aifHa U TPEXMEPHOTO MOJEIMPOBAHUS, B TOM
yuciae B chepe [MC-monenupoBanus [1, 2, 3]. Cuctema BKIIOYACT MPAKTUKO-OPUEHTUPOBAHHOE
o0y4yeHHEe ¥ aKTHBHOE ITPUBJICUEHUE CTYJICHTOB K HAYYHO-UCCIIE0BATEILCKOM IeITEbHOCTH.

[TonHbIi MK TEOMETPO-TpapUUecKUX AUCUUIUINH 7151 TeOUH(OPMAIIMOHHBIX CHEUATbHOCTEN
BKJIIOYAET NUCLUIUINHBL

— «HauepraTenbHas reoMeTpus, HH)KEHEpHasi U KOMITbIOTEpPHAs TpaduKay;
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— «OCHOBBI TPEXMEPHOTI'0 MOJIETTUPOBAHUS BKJIIOUAs KYPCOBOM MPOEKT MO CO3AAHUIO
tpexmepHoiri [ IC Ha oCHOBE CHUMKOB ¢ OECITMIIOTHOTO JIETATEIPHOTO armapara;

— «TpexmepHoe reonHGOPMaIIMOHHOE MOJICTTUPOBAHHE.

Opna u3 mpakTHUecKux paboT B kypce «TpexMepHoe TeomH(GOPMAIMOHHOE MOJCTUPOBAHUE)
coctouT B co3nanuu ' MC-Momenun yyacTka 3eMHOM MOBEPXHOCTH: MOJENb Masika C OKPY’KaroIuM
penbedom u 00beKTaMu MecTHOCTH (puc. 1).

Puc. 1. 3D-monens 3nanns Maska benknna, co3ganHas B Blender

[Ipu BbIOIHEHUU AaHHOW PabOTHI CTyAEHTaM IpeIaraeTcsi CO3/1aBaTh OKPYKAIOUIMNA penbed
CJIEIYIOIIMMH CIIOCOOAMM:

* 3arpy3ka TpexmepHOl Monmenu penbeda c momompio Monyns ans  «Blender» —
«BlenderGISy», KOTOpBII MO3BOJIAET 3arpy3UTh PSAI OTKPBITBIX TPEXMEPHBIX MOJENCH WU
KapTorpaguueckux BeO-cepBUCOB B OOBEKTHI HA TPEXMEPHOM CIICHE;

«  Co3zmaHue NOJCTHIIAIONIEH TOBEPXHOCTH Ha OCHOBE MH(OPMAIINH C TOMOTpapUIECKUX KapT
IyTeM BOCHPOHM3BEACHUS penbeda CriailHOBBIMUA OBEPXHOCTSMH.

1.  3acpyska c nomowwio BlenderGlIS.

[onkmoyaeMblif MOJYJIb IO3BOJISICT CO34aBaTh IeolpHBs3aHHbIE 00BeKThl B Blender [4, 5].
JlocTynmHO co37aHue TUIOCKOCTH C TEKCTYPOM, COCTOAIIEH W3 HM300pa)K€HWM, 3arpy’KEHHBIX C
kaprorpaduueckux Bed cepBucon (Google Satellite, OpenStreetMap u T.1.), Ha3pIBaemas Basemap;
co3anne oOBEKTOB HAa OCHOBE JaHHBIX 0a3bl OSM; 3arpy3ka nudpooii Mmoaenu penbeda (LIMP) na
BBIOPAHHYIO TEOMPUBSI3aHHYIO TNIOCKOCTH (puc. 3-4).

Google

Google

osM Server OpenTopography SRTM 30m
Bing

Esri Api Ke\ OpenTopography SRTM 30m

OpenTopography SRTM 90m

Marine-geo.org GMRT

Puc. 2. [Tanens 3arpy3ku Basemap Puc. 3. [Tanens 3arpy3ku [IMP
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Jus 3arpy3ku [IMP u3 komnekuuu SRTM HeoOxomum BBoa API-kimtouya u3 akkayHTa Ha caiTe
OpenTopography. Takxke npu 3arpy3ke [IMP yuutsiBaercst hakTop macmrada (puc. 4): mpu O6osee
HU3KOM 3HAYEHUHU ZOOMm 3arpyaercsi OOJbIlas TEPPUTOPHsL, HO ¢ HU3KOU JeTanu3anuei penbeda,
BBICOKO€ 3HAYEHHME ZOOMm II0Ka3bIBA€T MEHBIIYI0 TEPPUTOPHUIO, HO C BBICOKOM JeTanu3anueit
3arpyxaemoit [IMP. OgHako MOTYT BO3HUKATh CUTYaIlMH, MPU KOTOPBIX HEOOXOIHUMO CO31aTh
tpexmepuyto ['MMC-Moaenb GOJBIIOr0 y4acTKa MOBEPXHOCTH C MOAPOOHBIM OMHUCaHUEM pelbeda.
IIpu ucnons3oBanuu BlenderGIS 3arpyskaercs ympouieHHas Mmojaens penbeda (puc. 5). s
MOCTaBJICHHOM 3a/1a4¥l TaKOW Pe3yJIbTaT HEYA0BJICTBOPUTEIICH.

Map view : Zoom 18 - Scale 1:1 (15327315, 5752181)

> v 10 Meters

Puc. 4. HapaeTp MacmT6a npu 3arpyske Basemap

Puc. 5. 3D-monens penbeda, 3arpyskeHHas npu nomoinu BlenderGIS

2. Co30anue penvegha na ocnoge ungopmayuu c monozpaghuueckux Kapm.

B nipoexT no6asnseTcst nzoOpaxeHue Tonorpadguueckon KapThl, TIOCIIE Yero CO3AaeTCs MITOCKOCTh
C TMepemajaMyd BBICOT, UMUTUpYylomed penbed. [lpum Takom moaxome penbed MoTydaeTcs
NOJPOOHBIM, OJTHAKO WUTOTOBAas MOJEIbh BBIXOAUT HEPETYJSPHON M CIIOKHOW MPU TOCIEIYIONEeM
penakTupoBaHuu (puc. 6).

Puc. 6. 3D-monens penbeda, co3TaHHas Ha OCHOBE TONOrpaduyecKoi KapThl
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[Ipy wWcnonB30BaHMU CHEUMATM3UPOBAHHOTO [uid paboTbl ¢ reofgaHHbiMH [1O, MOXHO
CYILIECTBEHHO MOBBICUTH KaYECTBO CO3aBAEMbIX MOJIEIIEH.

QGIS — cBobonmHO pacmpocTpaHseMasi TeOMHPOPMAITMOHHAS CUCTEMA C OTKPBITHIM HCXOJIHBIM
koqoM [6]. Hannas ['MIC umeeT MHCTPYMEHTHI Jisi pabOThI ¢ TPOCTPAHCTBEHHBIMUA BEKTOPHBIMU U
pacTpOBBIMU JTaHHBIMH, B TOM 4YHCIIE, JaHHBIMU O penbede. Pactpel LIMP noctymHs! 1iist 3arpy3ku
3 oTKphIThIX McTouHUKOB (EarthExplorer, OpenDEM, ArcticDEM u nap.). Mepapxus mpoekra B
QGIS BrirOYaeT cneayronue YpOBHU: UCTOYHHUK JAHHBIX — CJIOW — OKHO KapThl (B OJJHOM IIPOEKTE
MO>KHO CO3/1aTh HECKOJIbKO OKOH KapThl).

Cranpaptroit ¢pynkuueit QGIS sBiseTcst co3naHue TPEXMEPHBIX CLEH M3 BBIOPAHHOTO OKHA
KapThl, Ha3pIBaeMbIX 3D Buzmom kapthl (puc. 7). [lo ymomuanuio Bce 0OBEKTHI MPOCHUPYIOTCS Ha
IUIOCKOCTh B BHJE TEKCTYpbl. BEKTOpHBIE CIOM MOTYT OBITh BHU3YaJIM3UPOBAHBI B TPEXMEPHOM
MPOCTPAHCTBE MPHU YKa3aHUM COOTBETCTBYIOIIMX cTHieH uryp (puc. §). Takke MOXHO yKa3aTh
[IMP B kauecTBe MOJCTUIIAIONIEH TOBEPXHOCTH. B pe3ybpTare co3/1aercsi TpeXMepHOe U300paKeHHe
MECTHOCTH C Y4EeTOM BBICOTHI (puc. 9). JlocTynHa HacTpoiika MaciuTada rmo BbICOTE I «YCUIICHUS
BIUSTHUS UCXOAHOH BBICOTHI U3 LIMP Ha utorosyro monaens (puc. 10-11).

0 Cnod  Hactporkn Mogynw Bextop Pactp  bBasa gaHHblx  WMHTepHer Mew  SCP Ananus gadHelx  Cnpaeka

¢y HoBOE OKHO KapThl Ctrl+M 1 £ | T n -‘j - &

3D kapTbl Ctrl+Alt+M

@ MpoKpyTKa KapThl

Puc. 8 OtoOpaxeHne BEKTOPHBIX CI0€B B BUae  Puc. 9. OToOpakeHrne TpeXMEepHOTO penbeda
00BEKTOB U TEKCTYP

& Hacrpoiien 3D s
A General ) Pamad I
Penved Tan UMP (pacTpoeest Ciof) _L ;
WcTousivxm ceeTa e »
& o Buicna B nas_e137_tare_3 - e
- Kameps v okpyserme Bepminanseieil Macual oo al:
& Jonanmmrensno Paspeweias T 256mmc a3
Buicoa nopona 10,0 epyeany xapres %
Davenenws penveda
e pmper e e
Puc. 10. Hacrpoiika napameTpoB Puc. 11. OrobpaxkeHne TpexXMepHOTo penbeda

TpEXMEPHOTO penbeda

23



QGIS He mo3BONISIET peAAKTUPOBATh OOBEKTHI BPY4YHYIO. [l 3TOro ymoOHO HCIONB30BATh
TpexmepHblii penaktop Blender. Tpexmepnas cuena skcnoptupyercs u3z QGIS B ¢opmar
TPEXMEPHOU TeOMETPHUH .0bj, KOTOPBI MOXKHO OTKPHITH B Blender (puc. 12).

o Hetd e

Puc. 12. 3arpy3ka penbeda TpexMepHOii ciieHsl, co3aannoi B QGIS

HabGop wuncrpymentoB QGIS moxer ObITh pacHIMpeH 3a cyeT 3arpy3Kd I0JIb30BaTEIbCKUX
MOJyJI€H, BBINOJHAIOIIMX Pa3JIMYHbIE JOMOJHUTENbHBIE onepanuu [6]. I[lmarun DEMto3D
MO3BOJISIET AKCIOPTUPOBATH LU(pOoBbIe Mojienu penbeda B popmart stl [7] u, B oriuuue ot 3D BuaoB
KapT, UMeeT OoJiee MPOCTYI0 HACTPOMKY KOOPAMHAT MPH AKCIIOPTE BRIOpAaHHOTO pernoHa (puc. 13).
Baxxubim nocronnctBoMm DEMto3D siBisieTcst To, 4TO MOZAEIb SKCIIOPTUPYETCS B TOTOBOM ISt
3D-neuatu Buze (puc. 14). B Moayiie He mpeayCMOTPEH IKCIIOPT TEKCTYPhl. TeKCTypa Juisl MOACIIH

B OTOM CJIy4ae CO3[aeTCs COBMECTHBIM MCIONb30BaHHEM HMHCTpyMeHTOB QGIS u rpaduueckux
PEaKTOpOB.

DEM 3D printing had

Layer extent
Layer: :-' n45_e137_larc_v3 [EPSG:4326] b

[ x: |15331056.082 Y: |5756546.939

D X: |15323540.805 Y: |5748225.867
Show width/length 2 82| [¥

Model size

Spacing (mm): 0,2 Recommended 0.21 mm

Width (mm): 75.15

Length (mm): 83.21

Scale: 1:100000 v

Vertical exaggeration: | x 1,000 >

Terrain inversion: enable

Divide model: 1 row = x | 1column =
Model height

Height (m): 20 Lowest point: -9.0m

Base height (mm): |20.00 Highest point: 299.0 m

Model height: 22.8 mm
Sides

V| Build sides Border (mm): 0

Puc. 13. [Tanens nuncrpymeara DEMto3D, HacTpoiika KOOpIMHAT BHIOPAHHOTO PETHOHA
LIMP nipu skcniopre B popmart stl
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Ha puc. 16 Mmonenp skcnopTupoBaHa B cpey pa3padOTKH KOMIBIOTEPHBIX UTP M MHTEPAKTUBHBIX

npunoxkenuit Unity (puc. 15-16).
tpexmepHas [C

Puc. 14. 3arpy3ka penbseda, cozmannoro miaruaom DEMto3D
15.

Puc.
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User Perspective

(0) namna | Cube.002

C HAJIO’)KCHHOU HAa MOJICJIb PCIILEC
Rendering Done
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@ UnityGIS - SampleScene - Windows, Mac, Linux - Unity 6 (6000.0.29f1) <DX11> - a X

File Edit Assets GameObject Component Services

Window Help

Puc. 16. Tpexmepnas ['MMC-monens yuacTka 3eMHOM TOBepXHOCTH B cpene Unity

BriBoabI

B nannoit paboTe moka3aHsl MpeuMyIiecTBa UCoab30Banus «QGIS» mpu cozmanum TpexXMepHBIX

I'MC-monenei. [Ipeanaraemsrii moaxon mo3BodsieT co3naBaTh [ MIC-momenu yqyacTkoB ¢ penbedom
000T0 YPOBHSI JIeTaTU3alMK Ha TI0OOM TEPPUTOPHAIBHOM OXBaTe.
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