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BBEJAEHUE

[IpoyKThI TPEXMEPHOTO MOAETUPOBAHUS HAXOAAT IIIMPOKOE MPUMEHE-
HUE B TaKuX cepax, Kak pekiiama, KnHemaTorpadus, IpoOMBIILICHHOE MPO-
U3BOJCTBO, JIM3aiiH, 00pa30BaHUE, CTPOUTEILCTBO, UIPOBas WHIYCTpUS
u mpoektupoBanue. Ocoboe BHUMaHUE CTOUT YIEIUTh CTPEMHUTEIbHOMY
PA3BUTHUIO TEXHOJIOTM BUPTYAJIbHOM W HOIOJHEHHOW pPEaIbHOCTH, KOTO-
pBI€ 1O CYyTH SBJSIOTCS rpaduueckuMu mpoaykramu 3D-moaenupoBaHust.

Ha cerogusimnuit news nporpaMmubiii koMmisieke BLENDER sBisiercs
OJIHUM W3 CaMbIX MOMYJISIPHBIX U Pa3BUTHIX HHCTPYMEHTOB A1 3D-Moaenu-
POBAaHUSA, U €r0 OTKPBITHIM UCXOJHBIA KOJ JIEJIAE€T €ro JOCTYIHBIM JIJIS IIU-
POKOT0 Kpyra rnoJjb3oBatesneil. biarogapss akTHBHOMY COOOIIIECTBY O30~
BaTeIud MOTYT HaxOJWTh MHOXKECTBO PECypCOB HJisi 00yueHus U oOMeHa
ombITOM, 4TO JiesaeT Blender oco6eHHO MpHBIEKATEIBHBIM JIJISI HAUMHAIO-
IMX U TPOECCHOHATOB.

YuureiBasg pacTylmlyr IOIYJISPHOCTb U PACHPOCTPAHEHHOCTh TPEX-
MEPHBIX MOJIeJIe, BAXKHO Pa3BUBATh HABBIKM M KOMIIETCHIIMU B 00JIACTH
3D-moaenupoBaHus Cpelu CTYJIEHTOB M HAay4yHbIX pabOTHUKOB. Mcxonas
W3 3TOr0, CTAHOBUTCS aKTYaJIbHBIM BOINPOC BHEAPEHUS W3YyUYEHUS JTaHHOMU
TEXHOJIOTUM cpeiu oOydaronuxcs kadeapsl MHTEIIEKTyaIbHBIX CUCTEM.

[enpro gaHHOTO Y4EOHOTO MOCOOMS SIBISETCS M3YYEHHUE OCHOBHBIX
¥ HauOoJIee MOMYJIIPHBIX UHCTPYMEHTOB CUCTEMBI JIJISi TPEXMEPHOTO MOJIe-
mupoBanus Blender.

JInst mOCTHXKEHUSI ETU MMOCTABIICHBI CIEAYIOIINE 3a1a4U:

— U3Y4UTh UHTEP(]EIC 1 OCHOBHBIC HHCTPYMEHTHI CPEJIbI MOJIEITHPOBA-

uust Blender;
— U3YUYUTh UHCTPYMEHTHI JIsl 0a30BOr0 MOACIUPOBAHUS;
— U3YUYUTh MOHIATUE U CHENUPUKY MOIU(PUKATOPOB, a TAKXKE UX TPHU-
MEHEHUE;

— W3YYUTb MOHSTUE U BUIbI IEHAEPOB IJIs1 PEAAKTUPOBAHUS HAKIIAIbI-
BaeMbIX Ha O0OBEKT TEKCTYp, IIBETOB U CBOWCTB;

— U3YYUTh HACTPOMKH OCHOBHBIX MOJYJIeH (U3HUECKON CHCTEMBI
Blender;

— peann30BaTh Ha MPAKTUKE UMUTAIMIO CTOJKHOBEHUSI OOBEKTOB;

— W3YUYUTh MaHEIb HACTPOEK CUCTEeMbI yacTuil Buaa Emitter;

— peann30BaTh HA MPAKTUKE CUCTEMY YaCTHII;

— W3YyYUTh UCIOJIb3YEMBIC B CUCTEME PACIIIUPEHUS;

— peanu30BaTh U HACTPOUTH KOMIO3UIMIO CPEICTBAMU aJIOHOB (pac-
IIUPEHUN ).



Tema 1. SHAKOMCTBO CO CPEJIOH
MOJIEJITPOBAHUS BLENDER. BCTABKA
OBBEKTOB. TOPSIYHE KJIABUIIH

[Ipexne Bcero npu rnepBoM 3amycke MmporpaMMbl OyIeT 3a7aH BOIIPOC,
KaKOW KJIABMIIEH MBIIIKK IPOUCXOJMUT BbIJEIeHHEe O0OBbeKkTa. Tak Kak
no xoay mocobus Oyner mpumeHsaTbcs [IKM (mpaBas KHOIKa MBIIIN),
TO pEKOMEHAYETCS BBIOpaTh €e.

N3yuure kHONKKA MeHI0 nporpamMsl BLENDER, noasoas k HUM Kyp-
COP MBIIIIH.

[Ipu 3anycke Blender mo ymoiuanuio B OCHOBHOM 00y1acTH oToOpaka-
eTcsi pabouee mpocTpancTBO «MakeT». ITo pabodee IPOCTPAHCTBO SBIISI-
eTCsl O0IIMM pabodYnuM MPOCTPAHCTBOM ISl TIPEABAPUTEIHHOTO MPOCMOTPA
Balllc CIICHBI M COJCPXKHUT clenymomme peaaktopel: 3D Viewport
(kentsiid), Outliner (3enensiif), CpoiicTBa (cuHuil) 1 BpemeHHas mikaia
(KpacHbIi), IpeICTaBIICHHBIC Ha puC. 1.

Puc. 1. OcHoBHBIE yacTH paboueii o6actu Blender

Hurepdeiic Blender paznenen Ha Tpy OCHOBHbBIE YacTH:

— BEPXHsS NIAHEIIb, PACIOJIOAKEHHASI B CAMOM BEPXY, COCTOUT M3 IJ1aB-
HOTO MEHIO, KOTOPOE€ HCIOJb3YETCA [JIsi COXPaHEHHUs, UMIIOpPTa
1 3KcnopTa (ailyioB, HACTPOMUKH MAPaMETPOB U PEHJIEPUHTA, & TAKKE
I IpYTUX (QYHKIINM;
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— o0OjacTtu MMOCCPCANHE, KOTOPLIC ABJIATOTCA OCHOBHBIM pa60q1/IM Inpo-
CTPAaHCTBOM;,

— CTPOKa COCTOAHHA BHU3Y, B KOTOpOfI OTO6pa}KaIOTC$I IMPCAIIOKCHUA
110 6BICTpOMy BBOOY U COOTBETCTBYIOIIAA CTATHUCTHKA.

Ha puc. 2 BeigeneHsl paboune NpocTpaHCTBa MO YMOTYaHUIO.
Sculpting UV Editing

User pective

(1) Collection | Cube

Puc. 2. Pabouune nmpocTpaHcTBa

[Tepedern pabo4mMX MPOCTPAHCTB MPEICTABIICH HIKE:

— Modeling: nis u3MEeHEHHs] TEOMETPUH TIPU TOMOIITH UHCTPYMEHTOB
MOJICIUPOBAHUS;

— Sculpting: 11t ”3BMeHEeHUs1 MEMI-00BEKTOB C MTOMOIIbIO HHCTPYMEH-
TOB CKYJIBIITUHTA,;

— PenaxktupoBanue UV: 1151 0TOOpakeHUs KOOPAUHAT TEKCTYPhI H300-
paxeHus Ha 3D-NIOBEPXHOCTH;

— Texture Paint: ”HCTpYMEHTBI Il pacKpalliBaHUS TEKCTYpP B OKHE
3D View;

— Shading (3aTeHeHue): M1 3a7aHUSI CBOMCTB MaTepuaia s peHIe-
pUHTa,

— Animation: IJIs TOro, 4ToObI CIelaTh CBOMCTBAa 0OBEKTOB 3aBHUCH-
MBIMHU OT BPEMEHH;

— Rendering (Bu3yanu3zaius): 1Jisi IpoCMOTpa U aHaJIN3a pe3yJIbTaTOB
BHU3yaJIN3aIliH;

— Compositing: 115 00beAUHEHUS U MOCTOOPaOOTKH H300paxKeHUN
U peHjepuHra napopmanuu;

— Scripting: mns B3aumopeiictus ¢ Python API Blender u nanmncanms
CKPHIITOB.

Ha puc. 3 uzo6paxen 3aronoBok 3D Beromnopra.

fode ~ \View Select Add Object

Puc. 3. 3aronoBok 3D Brronoprta

6
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Pexumbr 3D BbrOMOpTa B MEHIO BBIOOpAa MPEICTABICHBI HUXKE
Ha puc. 4.

W, Object Mode ~
Object Mode
Edit Mode
Sculpt Mode

"R Vertex Paint
5} Weight Paint

=% Texture Paint

Puc. 4. Pexxumsl 3D Brronopra

Pexxumbl 3D Bbromiopra:

— Object Mode — 00BEKTHBIN pexuM;

— Edit Mode — pexxuM pegakTupoBaHus 00HEKTA;

— Sculpt Mode — cKynbOTHHT;

— Vertex Paint — pucoBanue BeplluH;

— Weight Paint — penakTop Beca BepIluH;

— Texture Paint — TekcTypupoBanue (IIEHIUHT).

JlaHHBIE PEKUMBI IEPEKITUKAIOTCS C BKIAIKaMH padOUUX MPOCTPAHCTB
Ha BepXHEW naHenu (cM. puc. 2).

PaccmoTtpum Britanky CaoiictBa (Properties), mpeacTaBIeHHYIO HUXKE
Ha puc. 5.

=v K Cube

=
B~ Cube
¥ Transform

Location X

Y

—

& m oA R

Rotation X
Y
Zz o=
1.000
Y 1.000
Z 1.000

B;:l B;:l B;:l B::l B::l B::l B;:l B;:l B;:l

Rotation Mode  XYZ Euler

* Delta Transform

@' » Relations

* Collections

» Instancing

* Motion Paths

» Visibility

* Viewport Display

» Custom Properties

Puc. 5. Bxmanka CsoiictBa (Properties)
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CBoiicTBa 0TOOPAXKAIOT U MO3BOJISIIOT PEAAKTUPOBATH MHOTHE aKTHB-
HbIE JaHHbIE, BKJIIOYAs aKTUBHYIO CIICHY U OOBEKT.

B cBoiicTBax ecTh HECKOJBKO KaTEropHii, KOTOPhIE MOXXHO BBIOpaTh
C MOMOIIBIO BKJIAA0K (CTONOEI] 3HAYKOB cjeBa OoT Hero). Kaxmas Bkiamgka
IPYNIIUPYET CBOKWCTBA U HACTPOMKHU ONPEACICHHOr0 TUIA TaHHBIX. KpaTko
paccMOTPHUM CBOMCTBA MO HOPSIAKY CJIEIOBAHUS.

[lepBas Bkianka Active Tool and Workspace Settings, rne MKOHKa
WHCTPYMEHTOB COJICPKUT HACTPOUKH [JI1 aKTHUBHOI'O HWHCTPYMEHTa
(B 3D-oxHe pocMOTpa) U TeKyIIel pabouel 001acTu. ITU BKIAJIKU COIEP-
AT HACTPOMKU I aKTUBHOU CLICHBI.

Bropas Bknagka Render Properties ¢ MKOHKOUW (oToanmapaTa Mmpei-
CTaBIIIET HACTPOMKH pEHIEpa, KOTOPBIX Ipeasaraercs Tpu Buuaa: Eevee,
Cycles nmn Workbench.

Tperbss Brimanka Output Properties ¢ WKOHKOW NIpPUHTEpa MpeIo-
CTaBJIICT OIIMHU JJII HACTPOUKH PACIIOJIOXKEHHUS OTPUCOBAHHBIX KaJIpOB
JUISl aHUMAIIMKU U Ka4€CTBA COXPAHEHHBIX U300pakKeHUM, TO €CTh HACTPOUKHU
BBIXO/IHBIX JJAHHBIX.

YerBepras Bkianka View Layer Properties ¢ NKOHKOW M300pa)KeHUN
npeasiaraeT HaCTPOUKHU paboYuX CIOEB BHIOMIOPTA.

[Iaras Bknaaka Scene Properties ¢ UKOHKOM Karulk MO3BOJISIET HACTPO-
UTb 3JIEMEHTHI ICCTBYIOIIEH CLICHBI.

[llectass Bknangka World Properties ¢ UKOHKOW 3eMJIM OMNpPEACsieT
cpeny, B KOTOPOU IPOUCXOAUT AECUCTBHUE.

Janee uayTt BKIAIKK 1711 J0OABICHUS 00BEKTOB M U3MEHEHHU S CBOMCTB
aKTUBHOT'O 00BekTa. B 3aBUCUMOCTU OT THIA aKTUBHOTI'O 0OBEKTA HEKOTO-
pbie U3 HUX OYIyT CKPBITHI.

CenwpMas Bknanaka Object Properties ¢ UKOHKOW B BUJI€ KBajparta Io-
3BOJIIET MPOCMATPUBATh M BPYUHYIO/YHCIIEHHO YIPABJISATH MOJOXKECHHUEM,
MOBOPOTOM U JPYTHMH CBOMCTBaMU OOBEKTa B pexkuMe oObekTa. Kaxabrit
OOBEKT COXpAHSET CBOE IMOJIOKEHUE, OPUEHTALIMIO U 3HAYCHUsI MaciiTada.
B 0OCHOBHOM 3TO MO3BOJISIET BaM BBOJUTH TOUHBIC KOOPAUHATHI JIJIsi BEp-
IIMHBI WA CpeAHee TMOJIOKEHUE Il TPYyNIbl BEpIIMH (BKIIOYAs
pebpo/Tpanb).

Bocemas Bkiagka Modifier Properties ¢ UIKOHKO#M Ta€4HOTO KJTFOYa TI0-
3BoJisieT A00aBuTh Moaudukarop (Add Modifier). MoaudukaTopbl — 510
aBTOMATUYECKHUE OMEpaliu, BIHSIIONINE HA TEOMETPUIO 00BbEKTa HEpa3py-
maromumM oopazom. C momMoIb0 MOAU(PUKATOPOB Bbl MOYKETE aBTOMaTHYE-
CKH BBIMIOJIHATH MHOTHE 3(PHEKThI, KOTOPHIC B MPOTUBHOM Cliydae ObLIO ObI
CJIMIIIKOM YTOMHUTEIBHO JIeJIaTh BPY4YHYIO (HalpuMmep, MOBEPXHOCTU TOJ-
pasziesieHus1), He 3aTparvBas 0a30BYH T'€OMETpHIO Baiiero oonekra. OHuU


https://docs.blender.org/manual/ru/3.6/render/eevee/index.html
https://docs.blender.org/manual/ru/3.6/render/cycles/render_settings/index.html
https://docs.blender.org/manual/ru/3.6/render/workbench/index.html
https://docs.blender.org/manual/ru/3.6/scene_layout/view_layers/index.html
https://docs.blender.org/manual/ru/3.6/scene_layout/scene/properties.html
https://docs.blender.org/manual/ru/3.6/render/lights/world.html

paboTaroT, U3MEHss CcHnoco0 OTOOpaKEHUST M PEHJEpUHTa O00BEKTa, HO
HE TEOMETPHUIO, KOTOPYIO Bbl MOKETE PEAAKTUPOBATh HANPAMYIO. Bbl Mo-
KeTe JT00aBUTh HECKOJIBKO MOAUGMDHUKATOPOB K OJHOMY OOBEKTY, YTOOBI
chopMUpPOBaTh CTEK MOAUDHUKATOPOB WM MPUMEHUTH MOAUPUKATOP, €CIIH
XOTHUTE CAENATh €r0 N3MEHEHUS MMOCTOSTHHBIMU.

Hessitas Bknanka ¢ Particles Properties ¢ AKOHKOW B BUE KOOPAUHAT
IPEAO0CTaBIIAET HACTPOUKHU YacTUl. YacTHIbI — 3TO MHOKECTBO 3JIEMEH-
TOB, UCIIYCKAEMbIX CETYATBIMH OOBEKTaMH, OOBIYHO HCUHCISIEMOE ThICS-
yamu. Kaxxasg yactuiia MoOXeT ObITh TOUKOM CBETa WJIM CETKOM, a TakXKe
OBITH COEAMHEHHOMN WK TUHAMUYHOU. OHU MOTYT pearupoBaTh Ha MHOKE-
CTBO Pa3JIMYHBIX BO3JCUCTBHI M CUJI U UMEIOT IMOHATHE O MPOJIOIKH-
TEIbHOCTH KU3HU. JIMHaMUYECKHE YacCTUIbl MOTYT NPEACTABIATh OrOHb,
JBIM, TYMaH U Apyrue oObEKThl, TAKUE KaK MbUIh WM MarudecKue 3aKiiu-
HaHUS.

Hecsitas Bknanka Phisics Properties ¢ MIKOHKOW B BUJI€ CUHETO Kpyra —
310 ¢u3mnueckas cucrema Blender mo3Bosiser BaM MOJEIUpPOBaTh MHOXKE-
CTBO Pa3JIMYHbIX (PU3UYECKUX SIBJICHHI peaibHOro mupa. Bel Mmoxere uc-
MOJIb30BaTh 3TU CUCTEMBI ISl CO3JaHUs PAa3IUYHbIX CTATUYECKUX U JUHA-
MUYecKuX 3PPEKTOB, TAKUX KAK CUIIOBOE M0JIE, CTOJIKHOBEHUE, KUIAKOCTH,
B3aMMO/JICUCTBUE C MSTKUM WJIH TBEPABIM TEJIOM U IIpOUEE.

Onunnaanaras Bkianaka Object Constraints Properties ¢ UKOHKOU 3pH-
TEJIbHON TPpYyObl OrPAaHUYUBAET JAPYTHE CBOICTBAa 00bEKTa (HAIpUMEp, €ro
MECTOMOJIOKEHUEM, TOBOPOTOM, MACIITAOOM), HCHOJIB3YsI IPOCThIE CTATH-
YeCKHEe 3HAUCHMUSI.

JIBenanuaras Bkinanka Object Data Properties ¢ UIKOHKON B BUJI€ CBSI3U
00BEKTOB, HO JJaHHAs MKOHKA MEHSETCS B 3aBUCHUMOCTH OT BHIOOpA aKTHB-
HOro oOwbekTa B cueHe. [1o3BosisieT HacTpauBaTh CETKU, BEPLIMHBI, TEK-
CTYpY, T€OMETPHUIO0 00BEKTA U APYTOE.

Tpunanuaras Bkinaaka Material Properties ¢ ”IKOHKON KpacHOTO I1apa
MO3BOJISIET HAJIOKUTh MaTepHuall Ha 00beKT. MaTepuanbl ynpasisitoT BHEII-
HUM BUJIOM CETOK, KPUBBIX, 00BEMOB U JPYTrUX 00beKTOB. OHU ONPENEAIOT
BEILECTBO, U3 KOTOPOTO ClieNiaH O0BEKT, €ro LIBET U TEKCTYPY, a TaKXKe TO,
KaK C HUM B3aUMOJICMCTBYET CBET.

N nocnennsas Bknanka Texture Properties ¢ AKOHKOW B BUJIE IIaXMaT-
HOM JTOCKH ITO3BOJISIET HAKJIAJbIBaTh MPOLIEAYPHBIE TEKCTYpPhl Ha OOBEKT.
IIpoueaypHbie TEKCTYpPbI — 3TO TEKCTYPbI, KOTOPbIE ONPEAEISAIOTCS Ma-
TEMaTUYECKU. DTU TUIBl TEKCTYp HJEaTbHO MPWIETAIOT APYTr K JIPYTry
0 KpasiM U IPOJIOJDKAIOT BBITJISAETh TaK, KaK OHU JOJKHBI BBITJISACTD,
Jaxke Korja ux paspesaroT. [IpouenypHble TEKCTYypbl HE (PUIBTPYIOTCS
U HE CTJIaKUBAIOTCA.


https://docs.blender.org/manual/ru/3.6/physics/particles/index.html
https://docs.blender.org/manual/ru/3.6/grease_pencil/visual_effects/index.html
https://docs.blender.org/manual/ru/3.6/animation/constraints/index.html
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[lepeiinem K pacCMOTPEHUIO MEHIO BBIOOpA PEIAKTOPOB. B HMXKHEN ya-

CTH 3KpaHa HAaXOAMUTCS MKOHKA OENbIX YacOB CO CTPEIKOW, O3HaYarollen
BpeMeHHyto nuHuI0 (Timeline). 310 pexxum, BHIOpaHHBIN MO YMOIYAHUIO.
Ecnu Ha Hee Haxkath oauH pa3 JIKM (JieBasi KHOMKA MBIIIHN), TO OTKPOETCS
MEHIO BBIOOpa pelaKTOPOB, KaK Ha puc. 6.

N @ @f

a
w

A
h

User Perspective
(1) Collection | Cube

1 @ st 1 End 250
20 20 2

Puc. 6. Mento BrIOOpa peakTOPOB

General:
— 3D Viewport: okHo 3D Viewport UcCmofib3yeTcsi i B3auMOJIeH-

cTBUs ¢ 3D-CLeHON U1 pa3IMyHbIX LIEJIEH, TAKUX KaK MOJICIIMPOBA-
HUE, aHUMAIIHsl, PUCOBAHHUE TEKCTYp H T. 11.;

Image Editor: pegakrop u3o0paxkeHHil MO3BOJISET CO3/1aBaTh, MPO-
CMaTpUBaTh U PEAAKTUPOBATH M300paKEHMsI, a TAKXKE MPOCMATPH-
BaTh PE3yNbTaThl PEHACPHUHTA M MPOMEKYTOUYHBIC BBIXOJHBIC JaH-
HbIE KOMIIO3UTOPA;

UV Editor: UV-penaktop wucHoian3yercs s peaaKTUPOBaHUS
UV-kapT, KOTOpblE OMUCHIBAIOT, Kak 2D-u300pakeHue JOJIKHO
OBITh HaHeCceHO Ha 3D-00beKT;

Compositor: KOMIOHOBIIMK MO3BOJISIET BaM YIPAaBIATh y3jaMu JJis
KOMITOHOBKH Pa3HBIX OOBEKTOB CIIEHBI MEXAY COOOW U MX B3aUMO-
CBSI3HU;

Texture Node Editor: Blender BkmrogaeT B ce0s cucteMmy TreHepa-
LMK TEKCTYp Ha OCHOBE Y3JIOB, KOTOpas MO3BOJISIET CO37aBaTh TEK-
CTYpbI IyTEM KOMOMHUPOBAHUS LIBETOB, Y30POB U APYTUX TEKCTYP
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TaKHM k€ 00pa3oM, Kak MpPH HAIMCAHUM IIEHIEPOB C UCIOJb30Ba-
HUEM y3JI0B MaTepuaia;

— Geometry Node Editor: penaktop reoMeTpu4ecKuX y3/710B HCIOJb-
3yeTcs s peJaKTUPOBAHUS TPYIIIBI y3JI0B, KOTOPask UCIOIb3yEeTCs
MOJU(PUKATOPOM T€OMETPUUYECKUX Y3J0B. DTa rpymnmna y3jJI0B MO-
KET ONpPEeNEeNsATh MHOKECTBO ONEpaluil 0 U3MEHEHUIO T€OMETPHUU
00BEKTA;

— Shader Editor: pegaktop meiaepoB UCOIb3YETCS JJIsl PEAAKTUPO-
BaHUs MaTEpUATIOB, KOTOPbIE TPUMEHSIOTCS JJI1 PEHJAEPHUHTA;

— Video Sequencer: npocMOTp CBOMCTB BPEMEHHOM IIKAJIbI U MOJOCHI;

— Movie Clip Editor: TpaccupoBka Bui€0.

Animation:

— Dope Sheet: 3KCIO3ULIMOHHBII JTUCT, M300pakarolUil KaApbl BHYTPU
CLICHBI HaJl HEM, TOKa3bIBAET, KOIr/1a OyAeT MPOUCXOAUTH KaXKIbIl pu-
CYHOK, 3BYK U IIEpEMEILICHHE KaMephl U KaK J0JITO;

— Timeline: pexakTop BpeMEHHOM IIKaIbl UCIOAB3YETCA 11 MAHUITY-
JUPOBAHUS KIIFOUEBBIMU KaJpaMH U OYMUCTKH 3aroJioBKa BOCIIPOM3-
BEJICHUS,

— Graph Editor: rpadguyeckuil peakTop MO3BOJISIET MOJIb30BATEISIM
HacTpauBaTh AHUMAIlMOHHBIE KPUBBIE C TEUEHUEM BPEMEHU ISl JTIO-
00ro aHUMUPYEMOro CBoMCTBa. F-00pa3Hble KpUBbIE;

— Drivers Editor: penaktop npaiiBepoB MO3BOJSET IOJIb30BATEISIM
YOPABJISATH OJHUM CBOMCTBOM C MOMOIIBIO japyroro. Cmotpure
npaiiBepsl U F-00pa3Hbie KpUBBIE;

— Nonlinear Animation: HeJlWHEWHAsT aHUMAUs MOXET nepenpodu-
JUPOBaTh, CBSA3BIBATH BOEAMHO IMOCJIEAOBATENIBHOCTD JIBUIKEHHM
U «MHOTOYPOBHEBBIC» JCHCTBUS, UYTO YMNPOUIAET OpPraHU3ALMIO
U YTIPaBJICHUE BEPCHUSIMU Balllel aHUMALIUH.

Scripting:

— Text Editor: TexctoBblii penakTop Tuna biokHoT 17151 Habopa KoJa;

— Python Console — koHcosb Python — 310 OBICTpPHINT CITOCOO BHITIOJIHE-
HUs KoMaHj ¢ aoctynoMm ko Bcemy API Python, ucropun komann
Y aBTO3aBEPIICHUIO;

— Info Editor: napopMannoHHbIN peIaKTOp PErUCTPUPYET BHITIOIHEH-
HBIE OTIEPaTOPBI, MPEAYIPEKACHHS U COOOIIeHUsT 00 ommokax [1].

B nanHol cpene MoenupoBaHusi OUeHb pacnpocTpaHeHa pabora ¢ ro-

pSYMMU KJIaBUIIAMU, PACCMOTPUM camble OCHOBHbIE. B Tabn. 1 ykazaHbl
OCHOBHbIE KOMOWHALIMM KJIaBUII, HUCIIOJIb3YEMbIE B IMpoOIecce pabdOThI
c Blender.
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Tabauya 1

KoMOuHanmu kiaBuimn

KoMOunams kiaBuiil JlerictBue
1 2

X VY nansier BbIOpaHHBIN A7IEMEHT
C IMAJIOTOM TOJITBEPKICHUS

Delete VnanseT BEIOpaHHBINA SJIEMEHT
0e3 aManora moJITBEP K ACHUS

A Bri6path Bce

Alt+ A CHAITB BBIIEIIEHUAE

Alt+H Iloxa3aTh CKpBITBIE 3JIEMEHTBI

Tab BrzoB pexxuma Edit Mode

HaxxaTue kosecuka MbIIIKH Bpaiienue Bokpyr o0bekTa

Haxarue [IKM Br16op o6bekTa

CRL + K01€CHKO MBIIIKH + IBUKEHUE
MBIIIKH BBEPX/BHU3

[Tpubnuxenue/ynanenue
OT BBIOPAHHOTO O0BEKTA

Kuomnka Touka

MaxkcrumManpHO€ PUOIHKEHNE
K OOBEKTY U LIECHTPUPOBAHUE
Ha BBIOpaHHOM OOBEKTE

Shift + HaxkaTOE KOJIECUKO MBIIIIKA

Ilepememenne
BBEPX/BHU3/BJIEBO/BIPABO

G [lepemenienue oObekTa MO 3 OCAM

G+X [Tepemenienue o0bekTa 1Mo ocu X

G+Y [Tepemenienue oobekTa 1Mo ocu Y

G+Z [Tepemernienrne 06beKTa 1O OCH Z

R(+X/Y/Z) W3meHeHne yriia BpaleHus

S(+X/Y/Z) W3menenne pazmepa

Shift + A Br130B MeHI0 ¢ 00BeKkTaMu

A Co3nanue NoJuroHa B APyrom MojJuroHe
HNHCTpYMEHTHI peXrMa peJakKTHPOBAHHUS

E Extrude BeITSTHBaETCSI HOBBIIA

Face/Vertices/Edges u3 craporo
CRL+B Bevel (Ckoc)
Alt+C Loop Cut

KY6, KOTOpBIﬁ PaCIOJIOKCH B ICHTPE CUCHBI 110 YMOJIYAaHUIO, ABJIACTCS

MenieM. Tak ke K KaTeropuu MeUl OTHOCAT CJIICAYIOIINC (bl/IprBIZ

— Plane — nucr;
— Circle — xpyr;
— UV Sphere — chepa;
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https://docs.blender.org/manual/ru/3.6/modeling/meshes/editing/face/extrude_individual_faces.html#tool-mesh-extrude-individual
https://docs.blender.org/manual/ru/3.6/modeling/meshes/editing/vertex/extrude_vertices.html#bpy-ops-mesh-extrude-vertices-move
https://docs.blender.org/manual/ru/3.6/modeling/meshes/editing/edge/extrude_edges.html#bpy-ops-mesh-extrude-edges-move

— Ico Sphere — uzocdepa;

— Cylinder — nununap;

— Cone — KOHYC;

— Torus — MOHYHK;

— Grid — MHCT ¢ CETKOH;

— Monkey — 06e3psHKa Chr03aHHa.

JlaGopaTopHas padora 1

JI1s KOpPEeKTHOTO BpaIlleHUsT BOKPYT BBIOPAHHOTO O0BEKTa HEOOXO-
numo nieperitu B Edit/Preferences/Navigation u yctaHoBuTh rajgouky Orbit
Around Selection.

J100aBUTH MEII MOKHO C ITOMOIIBI0 KoMOuHauu kimaBum Shift + A,
BbIOpaTh BKiIaKy Menn (Mesh). [Toodepenno BeiOepuTe Bce melu B pado-
qyr0 o0macth. Kaxkaplii Mel paccMOTpUTE B PEKHME pPeIaKTHPOBAHWS,
HaxkaB Tab.
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Tema 2. BASOBOE MOJAEJIMPOBAHUE
B BLENDER

B pexxuMe penakTUpOBaHUs CTAHOBSITCS SIBHBIMH 3JIEMEHThI OOBEKTA.
[IpaBee MeHIO BBIOOpA pexUMa HAXOASITCS UKOHKHU TPEX PEKUMOB BbIENeE-
HUs, IPEACTABICHHBIX Ha pUC. 7.

‘-:-:- Surface Project

.

T EdtMode ~ B[P Vi

Puc. 7. Mento BbI6Opa pexxuma BbIICTICHUS

[TepBoiii pexum (Vertex select): BeiaeneHue BEpIIUH (TOUEK/BEPTEK-
coB). BepummHbl BBIIENSAIOTCA JIE€BOM WM MPAaBOW KHOIMKOW MBIIIN
(JIKM/ITIKM) B 3aBUCHUMOCTH OT TOJIb30BATEIbCKUX HACTPOEK. YTOOBI BBI-
OpaTh UM OTMEHUTH BBHIJICIICHUE HECKOJIBKUX TOUEK, yaepkuBaeM Shift.

Bropoii pexxum (Edge select): Beinenenune pedep. Pedpo — 310 aBe Bep-
IIMHBI, COEAMHEHHBIEC BMECTE.

Tperuii pexxum (Face select): Boiienenue rpaneit (moauroHoB/Ppeicos).
['panb 0Opaszyercs Tpems win Oosee pedpamu.

B 6a30BOM MOJIeMpOBAaHUYN MMPOUCXOAUT BBIJICICHUE JIEMEHTOB 00b-
exTa (TOYKK/pedpa/mosurona) U NPOU3BOAUTCS ONEpalUsl HaJl HEW IMyTeM
MPUMEHEHHUS Psla UHCTPYMEHTOB, HaXOISAIINXCS clieBa OT pabodyeit oOna-
CTH, THOO C TOMOIILI0 TOPAYNX KiIaBuIill. OCHOBHBIC OTICPAIINH 10 PEIAKTH-
POBaHHUIO 00BEKTA AHAIIOTMYHBI TOMY, UTO U paHee sl HABUTAINH, TIepeMe-
menust (G+X/Y/Z), spamenus (R+X/Y/Z) u mactrabuposanus (S+X/Y/Z)
o0bekTa. Ho Tenepp oneparuu coBepiaroTcs HE HaJ OOBEKTOM B IIEJIOM,
a HaJl €ro DJIEMEHTaMHU.
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JlaboparopHasi pabora 2

B craproBoii cuiene nepexoaum u3 pexuma Object Mode B pexxum pe-
naxktupoBanus Edit Mode, BbiOupasi B MEHIO B IEBOM BEpXHEM YTy SKpaHa
an6o Haxas Tab.

Boigensiem BepxXHU MOJUTOH KyOa, HaxkaB oauH pa3 [IKM, u Beize-
JsieM BEpXHUHM TOJUTOH Ky0Oa, KaKk Ha puc. 8.

Puc. 8. Beigenenue momurona

Haxxumaem S + Y u nonydaem Tpanenuro, Kak Ha puc. 9.

Puc. 9. Co3znanue Tpaneuuu
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ONEKTPOHHbIN apxuB YIJITY

3arem HaxumaeM R + Y u popmupyem ckoc, kak Ha puc. 10.

fiew Select Add Mesh Vertex Edge Face UV

User Perspective (Local)
(1) Cube

]
®
<
b
m
()
]

=
=

"= kS A2

Puc. 10. ®opmupoBanue ckoca

[ToMumo Takux 0a30BBIX OMEpaIldii HaJl dJIEMEHTaMu OOBEKTa B pe-
KUME PEIaKTUPOBAHUsS, €CTh HAOOp CHelUaIbHbIX MHCTPYMEHTOB. Pac-
CMOTPUM (PYHKITMOHAT OCHOBHBIX HHCTPYMEHTOB.

Camblii TONYyJIAPHBIA UHCTPYMEHT — 3KkcTpyaupoBanue (Extrude).

3aHoBO Ao0aBiiieM KyO, HAXKMMaeM S U TOJIy4aeM Tpamneuuio, Kak
Ha puc. 9. Jlasiee BeICsIEM HYKHYIO TPaHb U HaXKMMaeM KiiaBuiny E U BbI-
TATUBAEM HOBBIW MOJIMTOH BIEPE] B CTOPOHY BO3HHUKAIOIIEH B ’TOT MOMEHT
muHuU. TakuM 00pa3oM co3aeTcst HOBasi TpaHb M IOMOJHUTEIBHOE KOJIBIIO
MIOJINTOHOB, CBSI3BIBAIOIIEE €€ C OCTAIBHBIM MelieM. [lanee koMOuHUpyeM
knaBuid E u R + Y ¢ moMoOIp0 MOBOPOTOB HOBBIX I'PAHEH IO OCH JTAJIb-
HEHUIIETo IKCTPYAUPOBaHUS, CO37aBasi U30THYThie (PopMbl. C MOMOIIBIO
3TUX JByX KoMOuHarui kjaBumi E m R + Y co3maaum TpexmepHyro
OykBy «Cy». JJist TOTO K CyIIECTBYIONIEH Tpalelu CrpaBa SKCTPYIUPyeM
HOBBIM MOJIMTOH, KaK MOKa3aHo Ha puc. 11.

BaXHBII MOMEHT COCTOMT B TOM, YTOOBI BECTHM HOBBIH HOJIWUTOH
B HAMNpPAaBJICHUU BO3HUKAIOMIUX JIMHUN (HOpMasel) Mpu HaXaTUHU TOPSUUX
KJIaBUII.
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ONEKTPOHHbIN apxuB YIJITY

Puc. 11. OkcTpyaupoBaHue HOBOTO IOJIUTOHA

Pexomenoayus: omseooums Kypcop nooanvuie om 6bl0eleHHOU 00a-
cmu. Yem Oanvuie 8l Oeporcume Kypcop, mem «msacuey pabomaem uHcmpy-
MeHm, Oe3 pe3KUx usMeHeHUll.

OOparuTe BHUMaHUE Ha pacrojokenne oceit Ha puc. 12. Tak kak ecnu
y Bac ¢urypa pazBepHyTa B APYTryI0 CTOPOHY, TO BMecTO R + Y pa3zBopauu-
BAaTbh HOBBIE NIOJIUTOHBI HYKHO R + X.

1 Global v Pv @iy (& SR XYz gf oOptions v
View Select Add Mesh Vertex Edge Face UV v R @ 900986 -

User Perspective

Gl
R o) cue

o

w]
A
lEl
s
(=]
“
{0
@
|
&
2
[
&
®

Puc. 12. Ilpumep pacrnonoxeHus Gurypsl Ha OCH KOOpIUHAT
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ONEKTPOHHbIN apxuB YIJITY

[locne ckpyrieHust OJTHOM CTOPOHBI, Pa3BOPAYMBAEMCS U IPOJOIIKAEM
SKCTPYAUPOBAHHUE C APYrOd CTOPOHBI OT MEPBOHAYAIBHOM TpaIeluu, KaKk
MOKa3aHo Ha puc. 13.

=5
A
|y
=
p
-
@

giroema

Puc. 13. Ilpumep pa3BopoTa 3KCTpYAUPOBAHUS (PUTYPBI

B pesynbrare momkHa MOMy4duThcsa oObeMHas OykBa «Cy», Kak IMoKa-
3aHO Ha puc. 14.

GG Vew Select Add Mesh Vetex Edge Face UV * H-9 05e80o

R User Perspective (Local)
S (1) Cube

Puc. 14. PezynbTaT paboThl B peKUME pelaKTUPOBAHUS

Coxpansiem paboTy.
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Tema 3. UIHCTPYMEHTDBI BEVEL, LOOP CUT
N INSET FACES

Bevel (CRL + B) — 310 mHCTpyMeHT «CKOC», KOTOPBIMA IMO3BOJISET
CO3/1aBaTh CKOIIEHHBIE WA 3aKPYTJIEHHBIE YIJIbl B reoMeTpun. CKOC — 3TO
3 deKT, KOTOPBIN CTIaXKUBACT Kpasi U YIJIb.

['panu peaibHOrO MUpa OYEHBb PEAKO OBIBAIOT TOYHO OCTPhIMU. BoJib-
HIMHCTBO KPOMOK HAMEPEHHO CKOILIEHBI 10 MEXaHUYECKUM U MTPAKTUYECKUM
cooOpaxkeHusiM. B peanibHOM Mupe TyIible Kpasi 00BbEKTOB YJIABIMBAIOT CBET
Y U3MEHSIOT 3aT€HEHUE MO KpasiM. DTO MPUIAET UEIbHbINA, PEATMCTUYHBIN
BU/I, B OTJIMYUE OT 00BEKTOB 0€3 CKOCOB, KOTOPHIE MOTYT BBITJISIIETh CIUIII-
KOM HJICATBHO.

Loop Cut (CRL + R) — 3T0 MHCTpyMEHT, pa3OuBaromuii Gurypy
Ha JONOJIHUTENBHBIE CErMEHTHI, BCTABJSAA HOBBIE T'PAHA HA BBIICIICHHOM
Y4acTKe.

NHCTpYMEHT SBIISIETCSI UHTEPAKTUBHBIM U COCTOUT U3 JIBYX ITAIIOB:

— IpeABapUTENIbHAsA BU3yanu3anus paspesa. [locie Toro kak HHCTpPY-
MEHT aKTUBUPOBAH, HABEAUTE KypCOp Ha HYKHbIM Kpail. IIpu HaBe-
JEHUU Kypcopa MBIIIH Ha pa3jndHble Kpas pa3pe3, KOTOPbId HE0O-
XOIMMO CJIeNIaTh, IOMEYAETC JIMHUEN ITyPIIypPHOTO IIBETA,

— BBINOJIHUTE pa3pe3. Kak Tonbko OyAeT HalJIEHO KelaeMOe MECTOIIO-
JIO’KEHHE HOBOT'O KpPaeBOro IMKJIA, KPA€BOW LIMKJI MOXET ObITh CO-
31aH ¢ nomoubio JIKM.

Inset Faces (I) — 3T0 HHCTpYMEHT, KOTOPBIA BCTABJISAET OJUH MOJUTOH

B JIPYTOM C peryJnpyeMou TOJIIIMHON U TITyOHHOM.
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ONEKTPOHHbIN apxuB YIJITY

JlaboparTopnasi padora 3

N3 crapToBo#t cueHbl ynansieM Bce oObekThl. Haxumaem Shift + A
¥ BBIOMpaeM Mell HUIUHAP. B MEHIO0 B JIeBOM HUKHEM YTy YCTaHABINBAEM
12 BepTekcoB, kak Ha puc. 15.

Puc. 15. Mento mema Hunuuap

Jlnst ymoGctBa palOOThl yCTaHABIMBAEM HAaBUTAIMIO OOBEKTa, Kak
Ha puc. 16. Jlng 3TOoro HakmmMaeM Ha ochb X M paccMaTpUBaeM OOBEKT
10 OCH Y, COOTBETCTBECHHO.

T2, Global v (v @i~ =) N\ Options v

elect Add  Object v l-@ D880 -

,
L/

>
{E;
%

2
E“

Puc. 16. IIpumep pacnonoxeHust 00beKTa Ha OCH KOOPAUHAT
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ONEKTPOHHbIN apxuB YIJITY

C nomourpto koManx G + Z u S + Z yBenuuuBaeM U pa3MeniaeM o0b-
€KT, KaK MM0Ka3aHo Ha puc. 17.

fode v View Select Add Object TR @ 80000 -

Right Orthographic (Local)
(1) Collection | Cylinder
10 Centimeters

)

N
1

A
h

Puc. 17. YBenuuenue ¢uryps Humunap

Janee ¢ BeimeneHHbIM IuIuHApoM HakumaeM CTRL + A/Scale. B ne-
BOM HHXKHEM YTJy MOSBUJIACH BKJIAJKA, €€ HY>KHO OTKPBITh U YCTAaHOBUTD
rajiouku, kak "Ha puc. 18. OTkpeiTh BKIagKy Object Properties u ybenurbcs,
4yTO mapameTp Scale mo ocsim cTouT Ha 1, Tak e, Kak Ha puc. 18.

fode v View Select Add Object R @- 56890 -

Right Orthographic (Local) (2]
BSSSSN (1) Collection | Cylinder
10 Centimeters.

N ® 8O

& mdAR < g

o oA P e 1 O S 1 End 250

100

Puc. 18. Hactpoiiku o0nekTa
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ONEKTPOHHbIN apxuB YIJITY

[Tepexonum B pexum penaktupoBanus. CTRL + R n Haxxnmaem ogun
pa3 JIKM, nanee ycraHaBivMBaeM HOBYIO I'PaHb, KaK MOKa3aHO Ha puc. 19,
Y MIOJATBEPKAaeM BTOpbIM HaxatueMm JIKM.

Edge Slide: 0.4969 (E)ven: OFF, Alt or (C)lamp: ON

Right Orthographic (Local)
(1) Cylinder
10 Centimeters.

Puc. 19. Jlo6aBnenue rpanu

[IoBTOpsieM KOMaHAy M pa3MenlaeM BTOPYIO IpaHb, KaK IOKa3aHO
Ha puc. 20.

Puc. 20. Jlo6aBnenue HOBOI rpaHu
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ITepexonum B pexum Face Select, rie BbIIEISIOTCS MOJUTOHBI. Bhije-
JIIEM BEPXHUU ITOJIMTIOH U YMEHBIIAEM €T0 pa3Mep S, Kak Ha puc. 21.

Puc. 21. PenaktupoBanue BEpXHETO MOJTUTOHA

Breinensem cienyromuit psig rpaneit Alt + IIKM u ymenbiiiaem ux aua-
METp S, Kak Ha puc. 22.

Puc. 22. Ilpumep penaktupoBaHus pazMepa Koiabla IpaHei
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ToT ke Habop omnepanuii Co CAEAYIONIUM KOJIBIIOM T'PaHel, KaK MOKa-
3aHO Ha puc. 23.

Puc. 23. [Ipumep penaktupoBaHus pasMepa Kojabla I'paHeu

Jlanee no6asisieM ewie rpanb, kak Ha puc. 24 CTRL + R.

Puc. 24. Jlo6aBneHue HOBOM rpaHu
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Jlanmee BbIIENIIEM HOBOE KOJIBIIO TPAHEW U YBEIIMYMBAEM TUAMETD, KaK
Ha puc. 25.

Puc. 25. [Ipumep penaktupoBaHus pa3Mepa KOjblla rpaHen

JloGaBmsieM clienyroIuil Kpyr TpaHel, Kak OKa3aHo Ha puc. 26.

Puc. 26. Jlo6aBnenue HOBOM rpaHu
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ONEKTPOHHbIN apxuB YIJITY

YwmenbmaeMm guametp (S). Ilepememaem nossinie (G) mo npumepy
puc. 27.

Puc. 27. Ilpumep penaktupoBaHus pazMepa Kojiblia IpaHei

Jlanee nob6apnsieM eme rpanb, kak Ha puc. 28 CTRL + R.

Left Orthographic (Local)
(0) Cylinder
10 Centimeters

'
y

y N

Puc. 28. Jlob6aBnenue HOBO rpaHu
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ITo xomange S ycraHaBIMBaeM pa3Mep Kak Ha puc. 29 u gobasisem
CIEAYIOLIUN KPYT T'PAHEN.

Puc. 29. [TapameTpsl 100aBI€HHON TPpaHU

CyxaeM ¢ NOMOIIBIO KOMaHAbI S HOBOE KOJBIO JI0 MapameTpoB,
NpUBEACHHBIX Ha puc. 30.

Puc. 30. Ilpumep penaktupoBaHus pa3Mepa KoJbla rpaHeit
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JlobGaBnsieM cneayollyl0 IpaHb W YBEIUYMBAEM JUAMETpP, Kak
Ha puc. 31.

Puc. 31. Hactpoliku pasmepa HOBOU rpaHu

Hwuxe cHOBa q00aBisieM rpaHb U YMEHbBIIIAEM pa3mep, Kak Ha puc. 32.

Puc. 32. Hactpoliku pazmepa HOBOI TpaHu
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Huxe eriie 100aBiisieM TpaHb U peTyIupyeM pa3Mmep, Kak Ha puc. 33.

Puc. 33. HacTpoiiku pasMepa HOBOU rpaHu
durypa chopMmupoBaHa, Jajiee CKpPYriasieM €€ ¢ MOMOIIbI0 KOMaH/Ibl
Bevel. Ilepexonum B pexkxum Wireframe B Viewport Shading, nHaxas

Shift + Z. Bemonnsem ckpyrieane CRL + B u nHactpaumBaem, kak
Ha puc. 34.

Puc. 34. Hactpoiiku nactpymenrta Bevel
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Cuona Shift + Z, Bo3Bpaiiaemcst B pexkxum Material Preview pabouero
okHa Viewport. BeijensieM co3aHHbIe TpaHu U yMeHbIaeMm S + Z, pe3ylib-
TaThl BEJIMYUH MOXHO MPOIMKUCATh BPYYHYIO B MOSIBUBIIIEMCs] OKHE Resize,
Kak Ha puc. 35.

Puc. 35. PenaktupoBanue pa3mepa

3arem Tak ke ao00aBisieM OJHY (pacKky Ha rpaHb Bblle. Bolaensem
rpanu no kpyry IIKM + Alt, 3arem CRL + B. IlapameTrps! packu MOKHO
HaIMcaTh BpYYHYIO B OTKPHBIBIIIEHCS BKianke Bevel, kak Ha puc. 36.

Puc. 36. Hactpoiiku nactpymenTa Bevel
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Takum ke oOpa3oMm JeHCTBYeM Jajblllie, COIJIaCHO MpUMEpPY
Ha puc. 37.

Puc. 37. Hactpoiiku unctpymenta Bevel

UtoOblI 32 OJIUH pa3 cleliaTh Cpa3y JABE OKPYKHOCTH, KaKk Ha puc. 38,
HY>KHO TP BBIIETICHUU TpaHei 100aBisaTh kinasuiny Shift. [lomyuyaercs, uto
JUTSL BBIZICJICHHS IBYX YYaCTKOB cpasdy HykHa komOuHanus Shift + [TKM +
+ Alt, a 3arem CRL + B.

Puc. 38. Hactpoiiku nnctpymenrta Bevel
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YBenu4YruM HEMHOTO BEPIIMHY MEpe] CKPYTICHHEM, KaK Ha puc. 39.

Puc. 39. PenaktupoBanue pazmepa snemMeHTa Gurypsl
Hanee no6aBuMm 5 dacok. bonee ogHO# hacku 3a pa3 MOKHO 10OABUTH

MPOKPYYMBAHUEM KOJIECHKA BO BpeMs akTUBaIMU HHCTpyMeHTa Bevel nu6o
B OJIHOMMEHHOM BKJIaJiKe, B rpade Segments. [Ipumep npuseaeH Ha puc. 40.

Puc. 40. Hactpoiiku nactpymenTa Bevel
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Buu3y tak xe no0asisieM gacky Ha 2 CerMEHTa, Kak Ha puc. 41.

Puc. 41. lo6aBneHne HOBBIX (pacok

Crnenyromnye 1Ba KOJbla Tak ke CKPYIJIsieM, HO 00aBiIsieM MO OJJHOM
dacke Ha KaXKIyH OKPYKHOCTb, Kak Ha puc. 42.

Puc. 42. Jlo6aBnenue HOBBIX (acok Ha GUTYpPY
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[lepexoaum B pexxum BbiAeneHust (eiicoB (monuronon). Ilepemena-
€MCsl K OCHOBaHHIO (PUTYpHI U YBEJIMUMUBAEM, Kak Ha puc. 43.

Puc. 43. PenaktupoBanue pazMepa OCHOBaHUS (DUTYPBI

Jlasiee ucnosib3yeM HOBBIM HHCTPYMEHT Inset Faces 1o BCTaBke HOBOTO
delica B BblIeNEHHBIM, Haxumas kinaBumty [. Ilpumep mnpencrasien
Ha puc. 44.

Puc. 44. JIo6aBiieHre HOBOT'O MOJUTOHA B CYLIECTBYIOIIMMA
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[anee nenaem skcTpyaupoBanue E, «BoaBiuBas» HOBBIM MOJUTOH
BHYTPb OCHOBHOTO, KaK ITOKa3aHO Ha puc. 45.

Puc. 45. DxcTpyaupoBanue HOBOrO OJIMTOHA

Komanna S 1y1st yMEHbIIIEHHS BBIICIIEHHOTO MOJIUTOHA, KaK MOKa3aHo
Ha puc. 46.

Puc. 46. PenaktupoBanue pazmepa MoJMroHa
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BcerasnsgeM ciieqyromuii NOJIUIoH 1Mo KoMaHae I, mapaMmeTpbl BCTaBKU
IIPEACTABIICHBI HA puC. 47.

Puc. 47. Jlo6aBiieHre HOBOTO MOJUIOHA B CYHIECTBYIOIIMMA

W noBTOpsieM nmpeAblayle JeUCTBUS C MapaMeTpaMu Ha puc. 48.

Puc. 48. PenaktupoBaHue pazmepa HOBOIO IOJIUTOHA
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ONEKTPOHHbIN apxuB YIJITY

Bosspamaemcst B pexum Object Mode (Tab), Bo Bkiaake CBOWMCTB
crpaBa HaxxumaeM Bkiaaky Modifier Properties. Jlanee Bkinajgka 100aBUTH
moaudukarop Add Modifier/Subdivision Surface. B nactpoiike moaunduka-
Topa ycranaBnuBaem Levels 3.

Jlanee HanoXuM MaTepualibl Ha 00bEeKT. Bo BKIagKe CBOMCTB mepexo-
nuM B Material Properties. Beioupaem HoBbIM Matepuan. HactpanBaem, kak
Ha puc. 49.

Puc. 49. Hactpoiiku Material Properties

CnpaBa ot okHa, rjae Hanucano Material.001, HaXoIUTCST KHOIKA BbI-
naJlaloIiero MeHo, B He Hajo BbIOpaTh komaHay Copy Material to Se-
lected. IIpumep nmpuBeneH Ha puc. 50.

v W Cylinder.003 € Material.002

Material.001
@ Material.002

8 Copy Material
~ Copy Material to Selected

Bl Dacka AMabavial

>

Copy material to selected objects.

Puc. 50. Komanma Copy Material to Selected
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ONEKTPOHHbIN apxuB YIJITY

Janee Hyx)HO eme pa3 criaaaute Qurypy. [Jms storo mepexomum
BO BKiIanKy Object/Shade Smooth, kak Ha puc. 51.

Puc. 51. Komanna Shade Smooth

Janee momy4uBIIyiocs (GUTYypy KOMUPYEM C IMOMOIIBI0 KOMOWHAITUN
Shift + D, paccraBisiem, kak Ha puc. 52.

Puc. 52. I[Ipumep pacnonoxeHust 00HEKTOB B CIICHE

Beigensiem nBe urypsl m HakjIaapiBaeM Ha HUX JPYrod MaTepHall.
Bo Briranke cBoiicTB mepexoaum B Material Properties. Beigensiem nBe cko-
nupoBaHHbIe GUTYpHI U yaamsieMm s Hux Material.001. Beibupaem HOBBII
Marepuai. HactpauBaeMm, kak Ha puc. 53.
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Puc. 53. Hactpoiiku Material Properties

CnpaBa ot okHa, rae HamucaHo Material.002, HaxoauTcs KHOIIKA
BBITIAJIAIONIET0 MEHIO, B HEW Hajo BbIOpaTh koMmanay Copy Material to
Selected [2].

Pe3ynbTaT mpoBeIeHHOM padOThI TPEACTaBIECH Ha puc. 54.

Puc. 54. Pezynbrat paboTsl

Coxpansem pabOory. 3amyckaeM peHAep, HaxaB BKiaaky Render/
Render Image.
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Tema 4. MOAUPUKATOPBHI B BLENDER

Kaxk Ob110 ckazano panee (Tema 1), MogupuKaTOPHI — 3TO aBTOMATH-
YEeCKHE OMEpallNH, BIUSIONIME HAa TEOMETPUI0 00bEeKTa Hepa3pylIaloluM
o0OpazoM. C moMoIIbI0 MOJU(PUKATOPOB BBl MOKETE ABTOMATHYECKH BBITIOJ-
HSATh MHOTHE 3(P(PEKThI, KOTOPBIE B IPOTUBHOM CIIy4ae ObLIO Obl CIUIIKOM
YTOMUTEJIBHO JIENaTh BPYUYHYIO, HE 3aTparuBas 0a30BYI0 T'€OMETPUIO Ba-
ero oObeKTa.

Onu paboTaroT, U3MEHSS CIOCO0 OTOOPAKEHUS U PEHIEPUHTa 00BEKTA,
HO HE T€OMETPUI0, KOTOPYIO BBl MOXKETE PEIAaKTUPOBATH HAMPsiMy10. Bbl Mo-
)KeTe N00aBUTh HECKOJIBKO MOAU(DHUKATOPOB K OJHOMY OOBEKTY, YTOOBI
chopMHUpPOBaTh CTEK MOAU(MDUKATOPOB U MPUMEHHUTH MOAUPHUKATOP, €CIIU
XOTHUTE C/IENaTh €r0 U3MEHEHHUS MTOCTOSHHBIMHU.

MonudukaTopsl HaXOASITCS BO BKJIAJKE CBOWCTB IOJ Ha3BaHUEM
Modifier Properties, Ha puc. 55 npeacraBieHbl Bce MOAU(DUKATOPHI CPEIbI
Blender, crpynnupoBaHHbI€ 110 KATETOPUSIM.

=] Add Modifier

Modify Generate Deform Physics

7] Data Transfer gol Array
Mesh Cache 7] Bevel
[0] Mesh Sequence Cache 2 Boolean

Armature ﬁj‘ Cloth
Cast td Collision
Curve % Dynamic Paint

(=]

Mormal Edit Build Displace | Explode
Weighted Normal #| Decimate

1 UV Project Edge 5plit
LUV Warp | Empty

Vertex Weight Edit (' Mask

Hook & Fluid
Laplacian Deform X Dcean
Lattice Ify Particle Instance

Mesh Deform ~ Particle System

N
&)
D)
%,
[ 3]
&H

Wartex Weight Mix e Mirror

—_
—

Shrinkwrap f+ Soft Body
Werbex Weight Proximity Multiresolution Simple Deform
i Remesh Smooth
=) SCrew Smooth Corrective
Al Skin Smooth Laplacian
Solidify Surface Deform

Subdivision Surface Warp

NS EN N Y S

Triangulate Wave

=
¥

Volume to Mesh

[ﬂ] Wireframe

Puc. 55. Bknagka Modifier Properties
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ONEKTPOHHbIN apxuB YIJITY

Cy1iecTBy€eT 4eThIpe KaTeropuu MOAU(DPUKATOPOB:

— Modify. 9To UHCTpYMEHTBI, KOTOpPbI€ OOBIYHO HE BIMSIOT Ha T'€O-
METPUI0 00BEKTA, HO KOPPEKTUPYIOT HEKOTOpPbIE APYrue JaHHBIE,
Hanpumep, TpyNIbl BEPIIUH;

— Generate. DTO KOHCTPYKTHUBHBIC/IECTPYKTUBHBIE WHCTPYMEHTHI,
KOTOpbIE OYIyT BIMATH Ha BCIO TOMOJOTUIO MelIa. OHU MOTYT U3Me-
HUTH 00U BUJT 00BEKTA WU 100aBUTH K HEMY HOBYIO T€OMETPHIO;

— Deform. B otnnuue ot kareropuu Generate BbIIIE€, OHU TOJIBKO H3-
MEHSI0T (hopMy 00BEKTA, HE U3MEHSSI €T0 TONOJIOTHUIO;

— Simulate (cumyJasinus). OHU TPEICTABISIIOT COO0HN cuMymsauuu hu-
3uKd. B OGONBIIMHCTBE ClydyaeB OHM aBTOMAaTUYECKH JOOABIISIIOTCA
B CT€K MOAM(UKATOPOB BCIKUU pa3, KOrja BKIIOYEHA CHUCTEMa Ya-
CTHI] WM CUMYJISALUS (PUBHUKH.

HuTepderic kaxxaoro MoaudukaTopa UCHOJIb3yeT OJHU U T€ e 0a30-

BbIC KOMIIOHEHTBI: THII, UM U HACTPOUKU BUIUMOCTH (4 MKOHKH IIpaBee
Ha3BaHus Moaudukaropa) (puc. 56).

Add Modifier

Mirror AP &
Subdivision YViIlE @&

Type  Catmull-Clark

Lewvels Viewport 1

Render 2

& Optimal Display

* Aovanced

Puc. 56. Untepdeiic Mogudukaropa

Omobpadicenue 6 pedicume pedakmuposarusi (3HAYOK KBaapara ¢ Bep-
[IITHAMH ) — OTOOPKEHNE N3MEHEHHON T€OMETPUH B PEKUME PEIaKTUPOBa-
HUS, a TAK)KE UCXOJTHON T€OMETPUH, KOTOPYIO BBl MOXKETE PEIAKTUPOBATh.

Omobpadicenue 60 gbtonopme (3HAUOK IKpaHa) — NEPEKIIOUECHUE BUIU-
MocTu 3(pdekTa MmoguduKaropa B OKHE BHIOIIOPTA.

Buzyanuzayus (3Ha40K KaMmepbl) — MepeKIroyaeT BUAUMOCTh 3¢ dekTa
MoauduKaTopa Py BU3YyaTU3AIHH.
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Moaundukatopsl MOKHO COXPaHSITh, YAAIATH, TIEPEMENIaTh U TyOJIn-
pOBaTh.

HeTt HE0OX0AMMOCTH paccMaTpHUBaTh MOJIPOOHO KAXKIBIN U3 MPE/ICTaB-
JICHHBIX BBIIIE MOAU(DHUKATOPOB, TTOATOMY MbI OyJeM paboTaTh B CaMbIX
MONYJISIPHBIX U3 HUX.

Bo Bknagke Modifier Properties naxxumaem Add Modifier, u3 Beimaja-
IOLLIET0 CIMCKAa MOAU(PUKATOPOB BeIOMpaeM Array. Moaudukarop Array co-
3/1aeT MacCUB Komuii 6a3oBoro o0wekTa. Kaknas komus co3maercs Ha yKa-
3aHHOM PAaCCTOSIHUM OT MpeAbIAyLIel. BeplnHbl cOCeHUX KONMUKU MOTYT
OBITh COEMHEHBI MEXKIY COOOM B Cilydyae HEOOXOIUMOCTH CO3JIaHUS 11€ITh-
Hol Mojenu. K oqHOMy 00BEeKTYy MOXKET OBITh IPUMEHEHO HECKOJIBKO MO-
mudukatopoB Array. Hactpoiiku moaudukaropa Array (MaccuB) MpeicTaB-
JIEHBI HA pUC. 57.

Puc. 57. Moauduxatop Array
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Kak u y npyrux moampukaTopoB, €CTh BO3MOKHOCTH BBHIOpaTh BHU]L
OTOOpaXeHUsI BO BBIONIOPTE, PEKUME PEAAKTUPOBAHUS WIM TPH PEHJIE-
pUHTE.

Fit Type — meton pacuera JJIMHBI MacCuBa. METOIOB pacyeTa npeio-
xeHo Tpu: 1o koHcTanTe (Fixed Count), mpoay6nmnpoBath 0OBEKT CTOIBKO
pa3, CKOJIbKO OH momMmecTuTcs mo 3aganHou ninuHe (Fit Length) u Bnucath
nyOnukartsl Bnoib kpuBol (Fit Curve).

Count — KOHCTaHTa, 3aJaronias KoJu4yecTBO AyOnukaroB npu Fixed
Count.

Length — nnmuna, Boabs kotopoit TssHercs maccus (Fit Length).

Curve — OKHO JJI yKa3aHUsl KPUBOM, BIOJIb JUIMHBI KOTOPOH HEOOXO-
JUMO pacrpenensaTh AyOIuKaThl 00beKTa.

Relative Offset — 0OTHOCUTETHHOE CMEIIICHUE (CMEIICHUE OTHOCUTEIHHO
rabapuTHOr0 KOHTEWHepa 00beKTa). YIpaBIeHHUE TaHHBIM CMEIICHUEM OCY-
niectBisercs yepe3 Factor mo ocsim X/Y/Z.

Factor (X/Y/Z) — ynpaBasitomiuii 3JieMEHT, MO3BOJISIONINN yCTaHABIIN-
BaTh PACCTOSHUE (CMEIICHUE) MEXAY AyOJIMKaTaMU OTHOCUTEIIBHO UCXO/-
HOTO TabapuTHOrO pazMepa 1o ocsim X/Y/Z.

Constant Offset —TIOCTOSTHHOE cMeIIeHHE (MOXKHO UCTIOb30BaTh IO OT-
JIEIbHOCTHU WJIM COBMECTHO C JPYTMMH HAaCTPOUKaMH CMELIEHUS! OOBEKTOB).

Object Offset — ycTanoBieHue TpaHChopMaIuu 00bEKTa OTHOCUTEIHHO
O0IIIero CMENIeHHs, TO €CTh CMEIIEHHEe, KOTOpoe 3amaeT o0bekT. Yaie
BCEr0 TaKUM OO0BEKTOM Hucnoibdyercs Empty (mycToil oOBeKT, KOTOpPHI
HE BBIBOJIMTCSI HA PEHIEP).

Merge — cnuasiHue 371€eMEHTOB MaccuBa. llepen cnusgHueM pekoMeHay-
eTCsl yAAIUTh OOKOBBIE TpaHU 0a30BOT0 AJIEMEHTA, TaK KaK MPH CIUSHUU
B €UHBIN O0BEKT BHYTPHU (PUTYPHI OCTAHYTCS TPAaHU KKIOTO AyOiauKara,
KOTOpbIE HY>KHO OyJIeT yAaliTh.

UVs — casur UV-koopAMHAT KaKJI0I0 HOBOTO AyOJuKaTa Ha 3a1aHHYIO
Benuuuny. [Ipeanonaraercst CIBUT TEKCTYphI MaTepraia 00beKTa.

Caps (3a2nywiku) — BMECTO TIOJIUTOHOB OCHOBHOM (PUTYpBI MOKHO HC-
MI0JIb30BATh APYTOil 00BEKT, KOTOPHIN OyI€T YCTAHOBJICH B HAYAJIO JTNOO KO-
Hell 6a30Boro o0bvekTa. Eciiu mocie n3mMeHenus o0beKTa-3arayniki He TIPH-
MEHSICTCS pe3yJIbTaT Ha OCHOBHOU (urype, To m3 pexkuma Object Mode
HaxkumaeM Object/Apply u BeiOupaem Rotation, mu6o Location, B 3aBu-
CUMOCTH OT TOTO, YTO MPUMEHSUIM K OOBEKTY-3ariylike, Kak Obl 3a7aBas
KOMaH]Ty IPUMEHUTh U3MEHEHUE K MOTU(DHUKATODY.

Hannpiii MonudukaTop yI1oOHO HCHOIB30BaTh BMECTE C MOAU(UKA-
topom Curve. Hactpoitku mogudukaropa Curve (kpuBasi) mpeacTaBiICHbI
Ha puc. 58.
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Puc. 58. Hactpoiiku mogudukaropa Curve

Hactpotiku Mmogudukaropa Curve:
— Curve Object — onpeaeneHne KPUBO;
— Deform Axis — yctaHoBieHre ocH aeQpopMaIiui;
— Vertex Group — orpannuenue 3¢ ¢dexra BeplimHaMu 3alaHHON
IpYIIbI BEPIIHH.

JlabopaTopnas padora 4

B cTapToBOIii clieHe ynanseM MpeayCTaHOBICHHbIE OOBEKTH U 100aB-
asiem Memr UV-Sphere. [lanee Bo Bkianke Modifier Properties Haxkxumaem
Add Modifier, u3 BpImamarmero cnucka MOAUGUKATOPOB BHIOMpPAEM
Array.

Ho6asmsiem cnenyromuii 006ekT (Shift + A) Curve/Circle. YBennuu-
BaeM pa3Mep KpUBOH, Kak Moka3aHo Ha puc. 59. Jlanee Bo Bkiagke Modifier
Properties nHaxkumaem Add Modifier, u3 BeImagaromero crucka MoauguKa-
topoB BeiOMpaeM Curve. B okae Curve Object BeIOMpaeM 100aBICHHYIO
panee kpuByto BezierCircle. UToObl 00BEKTHI HaKIaAbIBATUCh HA KPUBYIO,
BaKHO JI00aBIIATH cPepy U KPUBYIO M3 OJJHOM TOUYKM Havyajga KOOPIUHAT.
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ONEKTPOHHbIN apxuB YIJITY

User Perspective
i (1) Collection | Sphere

g

Puc. 59. Pacnionoxenue chep Ha KpuBon

Kak BugHO 1o puc. 59, chepsl pacnonaratorcst BI0JIb KPUBOMH.

¥YcranaBnuBaeM 3Hauenue Count — 20, Factor X — 1.3. B pe3yinbrare
noyiyyaem Opacier/0ychl, Kak Ha puc. 60, 4To BpyuHyI0 ObUIO peann30BaTh
JIOCTaTOYHO TPYJ0EMKO [3].

&V W Sphere

Add Modifier

vl Aara PEEEE v x =
FitType Fixed Count v

Count 20
v ¥ Relative Offset

Factor X 1.300
Y 0.000
4 0.000
» [ Constant Offset
> [ Object Offset
> [ Merge
> UVs
» Caps
L 7D o FEIEE - x =
Curve Object (W, BezierCircle X
Deform Axis X wviie

Vertex Group 233 “

o <o d pro 1 @ st 1 End 250

Puc. 60. PesynbTaT paboTsl ¢ MoguduraTopom Array

Coxpansiem pa0oTy.
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ONEKTPOHHbIN apxuB YIJITY

Camocmosmenvras paboma

Hcnonb3ys moaudukatopsl Array n Curve, HeOOXO0AUMO BBITIOTHUTH
CaMOCTOSTEIIbHO MOJICIUPOBaHUE 3a00pa, MPUMEpP KOTOPOro MpeACTaBiIcH
Ha puc. 61.

Puc. 61. Ilpumep pe3ynbraTa caMOCTOSTENBHONU PabOTHI

Iloockaszka
[Tpumep GpopMupoBaHUs KPETUICHUS MEKTY dJIEMEHTaMH 3a00pa Ipe/i-
JIO’KEH Ha puc. 62.

Puc. 62. IIpumep popmupoBanus kperuieHus 3adopa

31ech Tak ke ucnoab3oBadsl koMaHasl CTRL + R, S, E.
Coxpansiem pa0oTy.
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ONEKTPOHHbIN apxuB YIJITY

Tema 4.1. MOAND®UKATOPBI SUBDIVISION SURFACE
MIRROR U SIMPLE DEFORM

Subdivision Surface — MoaudukaTop NOBEPXHOCTU pa3AeiICHUS
(uacTo cokparnraemblii 10 «Subdivy») UcTIOAB3yeTCs 7S pa3AeNieHus TpaHei
CETKM Ha 0o0Jiee MEJIKUE TpaHu, MPUaBas €l CTIaKCHHBIN BHEITHUN BH/I.
DTO NO3BOJISET CO34aBaTh CIOKHBIE TJIaJIKUE IOBEPXHOCTU IIPU MOJEIUPO-
BaHUU MPOCTBIX CETOK C HU3KUM COJIEP>KAHUEM BEpIIMH. JTO HU30aBIIAET
OT HEOOXOAMMOCTU COXPAHATh U MOAJEPKUBATh OTPOMHBIE OOBEMBI J1aH-
HBIX U NPUJAET OOBEKTY IJIaBHBIA «OPraHUYHBIIN BU/.

Kak u B cityyae ¢ 1r00bIM MOAN(PUKATOPOM, MOPSAOK BBIITOTHEHUS (I10-
3UIMS B CTEKE MOJIU(PUKATOPOB) UMEET BAXKHOE 3HAYEHUE JJIsl PE3YIbTaTOB.

@yukuusa Subdivision ecTh U B pexuMe peJakTupoBaHus. PaszHuiia
JMIIb B TOM, YTO B PEKUME PEAAKTUPOBAHUA 3Ta (PYHKIMS paOOTAET KaK Obl
«B PYUHOM pEXUMEY, a B MOJAU(PHUKATOPE AIITOPUTMUYECKH.

Hactpoiiku Moaudukatopa Subdivision Surface mnpencraBieHbl
Ha puc. 63.

e B Cube

Add Modifier

v O subd 7 EEEE - x

Catmull-Clari Simple

Levels View...
Render 2

82 Optimal Display
¥ Advanced
Quality 3
UV Smooth = Smooth, keep cor ~

B Use Creases

Use Custom Nor...

Puc. 63. Hactpoitku mogudukaropa Subdivision Surface
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ONEKTPOHHbIN apxuB YIJITY

Y momudukaropa ects aBa pexuma padotel: Catmull-Clark (ra3Ban
B 4ecTh pa3paborunkoB anroputMma) u Simple. Catmull-Clark — anropurwm,
KOTOPBIA aBTOMAaTUYECKH MOJIpa3/IesieT MOBEPXHOCTh O0OBEKTA U CIIIAXKHU-
BaeT ee. A pexuM Simple — nmoapaszaenser NoBepXHOCTh 00bEeKTa 0e3 criia-
KUBAHMUS.
Hwxe pacnionioskeHsl yrpasJisitonue daeMeHTsl Factor:
— Levels Viewport — Konu4ecTBO ypoBHEH pazOueHus, MoKa3zaHHBIX
B 3D-0KHE mpocMoTpa;
— Render — xonuuecTBO ypoBHEH pa3OHeHMs], TOKA3aHHBIX B OKOHYA-
TEJIbHOM PEHJIEPE;
— Optimal Display (onTuManbsHOE 0OTOOpaKEHHE) — PU BU3yaJIU3aITUN
KapKaca 3TOro OOBEKTa CETKAa HOBBIX pPA3ACIICHHBIX pedep Oyner
nponyiieHa (0ToOpaxarTcsl TOIbKO pedpa UCXOAHOU T€OMETPUH );
— Bkiaaka Advanced o3HayaeT pacuIMpeHHbIC BO3MOXKHOCTU PaOOThI
C TOBEPXHOCTHIO, TO €CTh YCTAHOBJICHHE JUMHUTOB pa3OueHus
U OTIpEICNICHUS «KA4eCTBa» PACIOJI0KEHHUS BEPIIIHH.
B nannoit pabote MbI He OyjaemM o0OpamarbCs K JAOMOJHUTEIHHBIM
HACTPOMKaM, O3TOMY UX CIIEYET PACCMOTPETh CAMOCTOSITENIBLHO.

Jlnst Toro, yToOBI yBUIETH padboTy MoauduKaTopa B pexume Simple,
HY>KHO TEPEUTHU B KapKACHBIM PEKUM OTOOpakeHHsI 00bEKTa U CHATH Ta-
nouky Optimal Display, kak Ha puc. 64.

Options v T=v [Ev O
© - . v . v . .. Q6 = Scene Collection
{

v 4=

I Global v v Qi =

* [‘Y] C;]De .

—8 |ight

o+ W Cube

iY Add Modifier

g "0 swdFEEE < =

= Catmull-Clark Simple

Levels View... 2

[t
Render 3

Optimal Display
€
¥ Advanced
Quality 3
UV Smooth = Smooth, keep cor v =
¥ Use Creases

Use Custom Nor.

Puc. 64. Hactpoiika kapkacHOTO pekuMa paboThl ¢ 00bEKTOM
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ONEKTPOHHbIN apxuB YIJITY

['opsiume KIaBUIK, KOTOPBIE 3aMEHSIOT YIPABJISIOMNAA DIEMEHT
Levels Viewport monudukaropa Subdivision Surface: CTRL + 1/2/3/4/5
B 3aBUCHMMOCTH OT KOJIMYECTBA YPOBHEHN pa3OueHus 00beKTa, Kak Ha puc. 63.

Puc. 65. [lemoHcTpalus ypoBHE# pa3oueHns 00beKTa

Ha pesynbsTat pabotsl Mmogudukatopa Subdivision Surface oka3piBaer
CIJIbHOE BIIUSHUE TE€OMETPUsI 00bEKTa (CeTKa 0OBEKTa) M PaCHOJIOKEHUE
U KoJmyecTBO pedep. [loskcnepuMeHTUpyiTe ¢ pa3HbIMH MEIIaMU U YPOB-
HAMM pa30ueHHs B 000MX pexumax padoThl MoaudukaTtopa Subdivision
Surface. Tak xe pekomeHayercs yopaTb y MeLIel pa3IMYHbIE MMOJIUTOHBI
U TIOCMOTpPETh Ha paboTy Moaudukaropa (HarpuMep, BEpXHUM U HUKHUN
MOJINTOH YJIaJIUTh; TOJIBKO BEPXHHUM MOJUTOH YAAIUTh, N1O00ABUTH HOBBIC
MOJIMTOHBI ¢ oMotk Loop Cut u mp).

Janee paccMoTpum Moaudukarop Mirror.

Mirror 3epKajlbHO OTPAXKAE€T CETKY BIOJIb €€ JOKaJIbHBIX ocer X, Y
u/unu Z OTHOCUTEIBHO Havajia koopauHat. OH TakkKe MOXKET UCTIOJIb30BaTh
JIpyroi 0ObEKT B Ka4eCTBE IICHTPA CHMMETPHUH, a 3aT€M HCIOIb30BaTh JIO-
KaJIbHBIE OCH 3TOT0 0ObEKTa BMECTO CBOMX COOCTBEHHBIX.

Hactpoiiku mogudukatopa Mirror npeacTaBieHbI Ha puc. 66.

Mirror Object

Merge

Puc. 66. Hactpoiiku moguduxaropa Mirror
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Axis (ocb) —ocu X, Y, Z, 10 KOTOPOH 3epKajIbHO OTpa)KaeTcs, T. €. OCh,
NepHeHANKYIIsIpHAs MIOCKOCTH CUMMETPHUH 3epKaia. BakKHO OTMETHUTB, YTO
IJIOCKOCTh CHUMMETPUM MPOXOJUT Yepe3 HEHTPAIbHYI TOUYKY. BKITOUnTh
OTPaXXEHHUE ATOM TOUKHU BO BbronopTe MoxkHO Options/Origins. Ilo ymor-
YaHUIO OHA YCTaHOBJIEHA B IIEHTpE 00BeKTa, modTomy 3¢ deKTa 3epkaa
He OyJIeT.

Bisect — no3BossieT pa3pe3aTh MeIl BJAOJb IUJIOCKOCTH CUMMETPHUH,
TO €CTh MPU JBWKEHHUH JIBYX YacTeW 00OBEKTa 4epe3 OCh OTPaKEHHS OJIHA
KaK OBl «IIOTJIOIIAET» BTOPYIO, OTCEKasl €€ MO JIMHUU TPAHUIIBI OCH.

Flip (oTpa3ute) — NepeKIt0OueHUE OTPaKaeMOM MOITYOCH.

Mirror Object (00BEKT OTpakeHHs1)) — OOBEKT, 3aMEHSIIOLIUNA CcOOOi
TOYKY LEHTpa KOOpAUHAT (OOBIYHO MYCTHILIKA), MOJOKEHUE U BpallleHHUE
KOTOPOTro OyAyT MCIOJIb30BAThCA AJISI OMpEACNIeHUs] MIIOCKOCTEN 3epKalia
(BMECTO MCIIOIB30BaHUS TEX, KOTOPHIEC UCTIOIB3YIOTCS B U3BMEHEHHOM 00b-
ekte). Bel MOkeTe aHUMHUPOBATh €ro, YTOOBI MIEPEMECTUTH OCh 3e€pKajia.

Clipping (oTceueHne) — NpEAOTBpAICHUE IIEPEMEIICHUS BEPIIUH
4yepes3 MIOCKOCTh(K) 3epKajia MPpU UX MPEoOpa30BAHUU B PEKUME PEAAKTH-
pOBaHUs, YTOOBI HE MPOUCXOIUIIO MEePEeCeUCHUs MEKIY OPUTHHAIbHBIMH
U AyOIMpOBaHHBIMH BEPIIMHAMH MPU PEAAKTUPOBAHUU OOBEKTA.

Merge — cnisiHuE BEPILUH 110 TOPOrOBOMY 3HAYEHUIO OPUTHHAJIA U €TI0
OTPAKCHUSI.

Bximagka Data mo3Bosser HactpauBaTh OTAECIbHO UV-KOOpAUHATHI
U TEKCTYphl. B nanHo# paboTe Mbl HE OyaeM oOpaiaTbes K JOTOJIHUTEb-
HBIM HaCTPOWKaM, TIOITOMY HX CIEAYET PACCMOTPETH CAMOCTOSTEIBHO.

Ha npumepe Memia kyOnka, KOTOPBIM MOXKHO pa3pe3aTh Momojam Jrudo
NpujaTh eMy HEOObIYHYIO (OpMY, CIEAYET CAMOCTOSITEIBHO MOAKCIEPH-
MEHTHUPOBATh ¢ QyHKIUIMU Moaudukaropa Axis, Bisect u Flip ¢ aktuBHbIM
u oTkIoueHHBIM Clipping.

Paccmotpum cnenyronuii Mmogudukarop Simple Deform.

Simple Deform — moaudukarop, mo3BOJISIOMINN MPUMEHUTH K O0BEKTY
npoctyto aepopmaiuio. ledopmanus npeacrasiser co0oil 1100 BpallleHue
(ckpyunBaHue, U3rud), 1MO00 MacTaOUpPOBaHUE (CYKEHUE, PACTSHKEHUE).
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Hacrtpoiiku mogudukaropa Simple Deform npencraBiens Ha puc. 67.

Add Modifier

Y 7 Simp ? ﬂ = B -~ X

Twist Bend Taper  Stretch
Angle
@glelly
Axis

= Restrictions

Puc. 67. Hactpoiiku monuduxatopa Simple Deform

Twist — BpallieHre BOKPYT OCH Z B MPOCTPAHCTBE MOAU(PHUKATOPA.
Bend — no3BoJiieT U30THYTh MEII MO OCH Z, B MPOCTPAHCTBE MOAUGU-

Karopa.

Taper — 1MO3BOJSIET JIUHEWHO MAcCIITAOMPOBATH BNIOJIL OCH Z B IpO-

CTpaHCTBE MOaAUUKATOPA.

Stretch — pactspkeHre 00beKTa BAOJb OCH Z B IPOCTPAHCTBE MOAU(U-

KaTopa.

Angle — yron nedopmanmm.
Origion — opUeHTAIUS HAa BRIOPAaHHBIM 00BEKT, OT KOTOPOTO OTKJIA IbI-

BAeTCs CMEILCHHUE LICHTPATbHOM TOUYKU M OpUEHTalNU JiepopMaluu.

Axis — neopMaiiuisi BOKpYT JOKaJIbHOM OCH.

JlononHuTenbHbIE HACTPOMKH Restrictions, TO €CTh OrpaHUYEHUS.
Limit — BepXHUI U HIXKHUI npesiensl 1edopManuu.

Lock — 3anpet nedopmaruu B1osb ocu X/Y.

Vertex Group — paboTa ¢ BBIZICIICHHOW TPYIIION BEPIITUH.
CaMOCTOSATENBHO MOAKCIIEPUMEHTUPYHTE C Pa3IMYHBIMU PEKUMAMHU

pabotel Mogudukaropa Simple Deform, Takumu kak Twist, Bend, Taper
u Stretch Ha mpumepe npsIMOyTroJibHUKA.
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ONEKTPOHHbIN apxuB YIJITY

Jlaboparopnasi padora S

Jlanee paccMOTpUM NMPUMEHEHHUE JTaHHBIX MOJU(PUKATOPOB HA TMpaK-
THUKE.

[lepezanyckaem nporpammy. Jlo6asisiem men nuiuup. CMeiaem ero
B CTOPOHY OT IIEHTpa ocedl KoopAuHaTr. PacnoyioxkeHue HWIMHAPOB (BU
CBEpXY) MPEJICTABICHO Ha pucC. 68.

Puc. 68. Pacnionoxenve nuanHapOB (BUI CBEPXY)

Crnenyet mpoBepuUTh BKIIOYEHA JIM IEHTPaIbHAsl TOUKA BO BBIOTIOPTE.
Ecnu ona He oTpakaeTcs, He0OXoauMO ee akTuBHpoBaTh Options/Origins,
Kak Ha puc. 69. [lo ymomyaHuto oHa yCTaHOBJIEHA B LIEHTPE 00BEKTa, MO-
sTomy 3¢ dekTa 3epkana He OyJeT. Y CTaHOBUTE €€ B LICHTP KOOPAMHAT.

e Collection
Transform

=] Collection
Affect Only §# Origins O camera

Transform object origins, while leaving the shape in place.

Shortcut: Ctrl .

Puc. 69. AxTuBanus UeHTpPaIbHON TOUKH
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[lepexoauM B peXUM pEAAKTUPOBAHUSA W J0OABISIEM HOBBIE TPaHU
10 mryk, kak Ha puc. 70.

Puc. 70. Jlo6aBiieHre HOBBIX TpaHei

Hanee no6asnsem Mmoaudukarop Mirror U yctaHaBiuBaeMm ocu X, Y
u Z, pacrionarasi OTpaXeHus, Kak Ha puc. 71.

Puc. 71. Hactpoiiku moauduxatopa Mirror

53



ONEKTPOHHbIN apxuB YIJITY

Jlanee moGaBnsiem Mmomudpukatop Subdivision Surface u ycranaBmu-

BaeM Levels Viewport 4, peanep Tak e, Kak Ha puc. 72.

v | Cylinder.001

Add Modifier

vz wmimo FEIEE v x
Axis X
Bisect
Flip | X
Mirror Object W,
Clipping
Merge #& 0.001 m

» Data
vO swdPEEE x =
Catmull-Clark Simple

Levels View... a4
Render 4

# Optimal Display

» Advanced

Puc. 72. Hactpoiiku moaudukaropa Subdivision Surface

[lepexoauM B pexuM peaakTUPOBAHUA U yAAJsIEeM BEPXHHUI MOJIUIOH
munHapa. Jlanee noOasinseM Moaudukarop Array U HacTpauBaeM, Kak

Ha puc. 73.

Puc. 73. Hactpoiiku momudukaropa Array
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Hanee poGasnsieM Moaudukarop Simple Deform. CkpyuuBaem
o ocu Z, Kak Ha puc. 74.

v | Cylinder.001

Aara IS
« v smpTEEE v x

Twist Bend Taper  Stretch

Angle 254°

Puc. 74. Hactpoiiku moaudukaropa moaudukarop Simple Deform

Jlanee B pexuMme peJaKTUPOBAHUS yBEIMYMBaEM OObeM (UTYpHI
ALT + S, xak Ha puc. 75.

Puc. 75. YBenuuenue ¢purypsl

BpemenHno otkiroyaem otoOpaxkeHue oceil B Mmoaudukatope Mirror,
NEPEXOUM B PEXKUM PEIAKTUPOBAHUS, BBIJICISIEM BEPXHEE KOJBIO TpaHen
¥ BO3BpalllaeM BepxXHUi nmoiuroH (komanaa F), kak Ha puc. 76.
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Puc. 76. BctaBka BEpXHETO ITOJIMTOHA

[lepexoauM BO BKJAJAKy paOOThl C MaTrepuajlaMd U HacTpanBaeMm
TaK K€, Kak Ha puc. 77.

Puc. 77. Hactpoliku matepuaia

OOpaTtuTe BHUMaHKUE HA PEXKUM OTOOpakeHHUsT 00BEKTa BO BBHIOIIOPTE,
OH JTIOJDKEH ObITh BbIOpaH Viewport Shading, nHaue nmpeoOpa3zoBaHue MaTe-
puana He OymeTr oToOpakaThCcsl Ha oObekTe. Tak ke He 3a0yabTe HaXKaTh
KHOIIKY BBINAJaioNiero MeHwo mnpasee Material.001, B Heli Hamo BBIOpAThH
komanay Copy Material to Selected [4].
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B pesynbrare paboTsl AOHKHA MOIYYUTHCS. MOJEIb, IIPEICTAaBICHHAsS
Ha puc. 78.

Puc. 78. Pezynbrat paboTsl

Coxpansiem padoty.

Camocmosmenvras paboma

Hcnons3ys moaudukatopsl Array u Simple Deform, HeoO6xoamumo BbI-
MOJIHATH CAMOCTOSATEIFHO MOJICTTMPOBAHUE MOCTA, MPUMEP KOTOPOTO Mpe/-
CTaBJICH Ha puc. 79.

Puc. 79. Obpasen ans caMOCTOATENBHOM pabOTHI
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ONEKTPOHHbIN apxuB YIJITY

lloockaska

[Ipumep monenu snemeHTa mMocta npenjoxed Ha puc. 80. Heobxo-
JUMO MIOMHHUTB, YTO MPEXJIE, YEM IPUMEHITh MoaudukaTop Array, TpeOy-
€TCsl YAAJIUTh MOJUTOH OPUTHHAJIA, KOTOPbIN OyAET CIUBATHCS C KOMUSIMU
00BEKTA.

Puc. 80. IIpumep reomeTpun 3j1eMeHTa MOCTA

Coxpansiem paboty.
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Tema S. SHADER EDITOR B BLENDER

Martepuainsl, CBET U OKpyKarouui ()OH — BCE OHU OIUCHIBAIOTCS C MO-
MOIIIBIO CETU Y3JI0B, ONpENENSIIONINX 3areHeHue. Ha BbIxoge w3 y3iioB
MOJTy4atoTCsl BEKTOPA, IIBETA U LICHACPHI.

Il eiigepbl — mporpaMMbl, OTBEUAOITHE 32 (PU3HMIECKHUE CBOMCTBA 00B-
€KTOB (I[BET, MPO3PAYHOCTh, IJIAJIKOCTh U TIp.).

B Blender ucnons3yercs cucrema HOJI WK y370B. Bee y3ibl B JaHHOM
IpOorpaMMe OCHOBAaHbI Ha AHAJIOTMYHOM KOHCTPYKIIMU. DTO OTHOCHUTCA
K Jro0omy Tumny y37m0B. COKEThl — 3TO BXOJIHbIE M BBIXOJHBIC 3HAUCHUS
st y3na (moptel). OHUM OTOOpakaroTcsi B BUAE MAJICHHKUX IIBETHBIX
KPY>KOYKOB 1O 00€ CTOpOHBI OT y3ia. Heucrnonb3dyemble COKETbI MOXKHO
ckpbITh ¢ momotbio Ctrl-H. Penaktop paboTsl ¢ mieiiiepaMu NpuBEICH
Ha puc. 81.

Puc. 81. Penaktop Shader Editor

Kax1ip1ii mopT MMEET BETOBYIO MAPKUPOBKY B 3aBUCUMOCTH OT THIIA
00pabaThIBa€MbIX UM JAHHBIX. JTU YaCTH BKJIFOYAIOT 3aroJIOBOK, MOPTHI,
MpeIBapUTEIbHBIN TPOCMOTP.

JInsi mnoHMMaHus TOro, YTO HACTPAUBAIOT MApPaMETPhI y3JIOB, CIEAYET
YSICHUTH OJTHO BOXKHOE MOHSATHUE — COKET MIeiaepa. Boixogom Bcex moBepx-
HOCTHBIX U OOBEMHBIX Yy3JI0B IICHICPOB SBIISICTCS HE IBET MOBEPXHOCTH,
a MICHJep, OMUCHIBAIONIUNA B3aMMOJICHCTBUE OCBEIIECHUSI C MOBEPXHOCTHIO
WIH 00BEMOM.

OCHOBHBIE THUIIBI Y3JI0B JIJIS IICHIMHTa MPEACTABICHBI B Ta0JI. 2.
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Tabnuya 2

OCHOBHBIE TUIIBI Y3JIOB JIJIS LICHUHTA

Tun HOZ Ha3zBanue [Ipumenenne [TapameTpsl
1 2 3 4
Input Bevel Dpdexr Samples — koMuecTBO BHIOOPOK
CKpYTJICHHUS JUIS1 CKPYTJICHUS.
Radius — paaunyc ckpyrieHus
Camera Hactpoiika kamepsl Iipu peHjaepe
Data
Fresnel OTpakeHue 1 MOIJIOIIEHUE CBETA OT CJIOS
Light Path Hactpolika cBeta B 3aBUCUMOCTH OT THUIIA TaHHBIX
Particle Info | OTpakenne yacTuil
Layer BreiBoauT Bec, Blend — cMmenienne qaHHBIX
Weight JUTSL HAJIOKEHUS B CTOPOHY OJIHOTO U3 LIEHAEPOB
HIEHIEPOB CIOSIMU
C TIOMOIIBIO y371a
Mix Shader
RGB L[BeTOBOM CIIEKTP
Texture Onpenenenrie KOOPAUHAT TEKCTYPUPOBAHUS
Coordinate
UV Map UV-kapra 11 TeKCTypUpOBaHUs
Value 3ajaeT YucI0BOE 3HAUCHHE
Output Material OTtoOpaxkaet Brimagaroriee 0kHO ¢ BRIOOpOM
Output pe3yabTaT paboThl peHaepa.
HaJl MaTEPUATIOM. Surface oTBeuaet 3a oTOOpaXkeHue
Ecnu 06bekT crano- | melaepa Ha TOBEPXHOCTH
BUTCS 1[BeTa QYKCU | OOBEKTA.
(sipko-¢uonero- Volume oTBeuaet 3a oToOpaxe-
BbIi), TO 3HAUUT HUE Ieiepa BHYTPpU 00bEKTa
MIPOM30IIIJIa OIITHOKA
0TOOpakeHUs MaTe-
puasia. OOBIYHO BO3-
HUKAeT NpH OTCYT-
CTBUH JIaHHOTO 3JIe-
MEHTa B CXeMe
Shader Diffuse JIByHanpaBieHHas Color — iBeT Matepuana.
BSDF ¢ynkuus pacrpene- | Roughness — mepoxoBaTocts

JICHUS U paccenBa-
HUSI, TO €CTh pacyeT
B3aMMOJICUCTBUS
CBETOBBIX BOJIH

CO CBETOM

MTOBEPXHOCTH.

Normal — oTpakeHue cBera

B 3aBUCUMOCTH OT HEPOBHOCTEN
MaTepuana
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lIpooonsicenue maon. 2

2 3 4
Velvet Ucnonp3yercs st | Sigma — CTENEHb I1aJAKOCTH
BSDF CO3JaHus TKaHU
Emission CaeueHue Strength — cuta ceyeHus
MaTepuana
Glass BSDF | IlpeBpamaer Brimanaromniee OkHO ¢ BBIOOpPOM
MaTepual B CTEKJIO | (QYHKUIUHU pacTpeeIeHHUs.
Roughness — pe3kocTthb
MIPEJIOMJIICHUS.
IOR — onpenensiet, CKOJBKO
Jy4eld MEHSET CBOM HaIlpaBJICHUE
MIPU CTOJIKHOBEHUHU C 0OBEKTOM
Glossy [Tpunaer maTepuany | Breimagaroriee OKHO C BRIOOpOM
BSDF [UITHEL U1 3epKajl GYHKIMH pacrpeeIeHUs.
U MeTajuia Roughness — pe3kocthb
MIPEIOMIICHUS
Anisotropic | [Ipunaet marepuany | Anisotropy — CTENIEHb BbIpaXKeH-
BSDF TJISHELL, HO HOCTH 3¢ (DeKTa TIIIHIIA.
oT 3a7aHHOM Toukn | Rotation — Bpaiienue
WU KPUBOU MIPEIOMIICHUS.
Tangent — non. HacTpoiika
OTpaKEHUS
Refraction | IIpumaer marepuany Buj TsSHIA
BSDF
Mix Shader | CmeniuBaHue MIEHAEPOB C TOMOIIBIO YIIPABISIOIIETO
AJIeMEHTa «(PaKTop»
Transparent | Co3naet a¢exTt mpo3payHoCcTH
BSDF
Translucent | [Ipumaetr 06bEKTY MOTYIPO3PAYHBINA BU/T
BSDF WJIA IPOCBEYUBAHUE
Subsurface | Jlob6aBieHue mpocToro MHOTOKPaTHOTO MOATIOBEPXHOCT-
Scattering HOI'0 pacCeHuBaHMs I MaTCpHaloB TUIIA KOXU
WJIU BOCKA
Volume [To3BoJIIeT MOTIOMIATH CBET MOCIE TPOXOXKACHUS Yepe3
Absorption | 00BEKT (H-P, KUIKOCTH)
Volume Co3nanue Density — ”HTEHCUBHOCTb.
Scatter a¢dekra TymaHa Anisotropy — 3 pexT paccenBa-
HUS B 3aBUCUMOCTH OT HallpaBlie-
HUS CBETa
Toon BSDF | MynapTuUNIIUKAaMOH- | Size — yroy OTpakeHUsI.

HBIN 2P PeKT

Smooth — nepexox oTpaxeHus
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lIpooonsicenue mabn. 2

2

3

4

Hair BSDF

Co3nanue

Marepuaa BoJIoC

Offset — cmoco0 BpaleHus cBeTa
P OTPAKCHUH.

RoughnessU — npononbHas
[IIEPOXOBATOCTb.

RoughnessV — nonepeunas
[IEPOXOBATOCTb

Principled
Hair BSDF

Buszyanmuszarop
BOJIOC U M€Xa

Principled
BSDF

Base Color — 6a30BbIi1 11BET.
Subsurface — nmoanoBepxHocTHOE
paccenBaHue.

Metallic — meTannmuueckuit
addexr.

Specular — oTpaxenue cBeta

0T 00BEKTa (3epKATBHOCTH).
Roughness — mepoxoBaTocTs.
Anisotropic — pacceuBaHHE B 3aBH-
CHUMOCTH OT HaIlpaBJICHUS CBETA.
Anisotropic Rotation — Bpamienue
paccerBaHus CBETA.

Sheen — KOJIMYECTBO MSTKOTO OT-
pakeHUSs TI0 Kparo MOBEPXHOCTH.
Clearcoat — Oenblif 3epKaibHBIN
CJIOW MOBEPX OCTAJIBHBIX.

IOR — nokazaTenp npeaoMIeHuUs.
Transmission — 3¢ dexT cTeka.
Emission — 11BeT U cujia CBEYECHUS.
Alpha — npo3padyHOCTh OOBEKTOB.
Normal — nns paboTel ¢ KapTou
HOpMaJen

Texture

Brick
Texture

TekcTtypa
KHUpInya

Offset onpenensieT cmenieHue
KUPIHUYEH B pa3iIHyuHBIX psAaax.
Frequency (uactora) — T0, KaK
4acTO CTPOKH CMELIA0TCS; 3HaUe-
HHE 2 TaeT YeTHBIN/HEepaBHOMED-
HBII PUCYHOK CTPOK.

Squash — koadunment as
PETYIHPOBKH MIUPUHBI KUPITUYA
JUISL OIIPEJIETIEHHBIX PSJIOB,
ONPEAEISIEMbIA YaCTOTOM.
Frequency — T0, Kak 4acTo psiIbl
COCTOSIT U3 «CIUTIOILEHHBIX)»
KUpIIAYEn
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lIpooonsicenue maon. 2

1 2 3 4
Checker TekcTypa maxmar- | —
Texture HOW JTOCKH
Environmen | TekcTypa okp. Image — myTh 10 U300paKeHU.
tal Texture | cpenbl WNurtepnionsiius — METO1 UHTEP-
TMIOJISIIIUH, UCTIOJIB3YEMBIH J1Jist
TEKCTYPbI OKPYKEHUS.
[Ipoexnns mo3BOMISET BaM HC-
M0JIb30BATh PA3JIMYHbBIC TUIIbI
KapT OKPYKEHUS
Gradient VY3en renepupyer Type ynpasisieT TUIIOM CO3/aBae-
Texture MHTEPIOJIUPOBAH- MOTO I'paJIueHTa
HbIE 3HAYCHUS
1IBETA U UHTECHCHB-
HOCTH Ha OCHOBE
BXOJHOTO BEKTOpa
Image Ucnonwsyercsa nins | Image — 6510k TaHHBIX U300pake-
Texture NPUMEHEHUsS U300~ | HUS JJIA UCIIOJIb30BAHUSI.
paxeHnus B kauecTBe | Interpolation — coco0 yBenmnye-
TEKCTYphI HUS WM YMEHBIIIEHUS MaciiTaba
U300paXeHU N 17151 peHIepUHTa
Musgrave V3en BRIUUCIAET Dimensions — pa3mepsI Ipo-
Texture (dpakTanbHBIA IIYM | CTPAHCTBA JUIsl OLEHKH LIyMa.
Type — Tun Musgrave-TeKCTypsl
Noise Cozmaer mepoxoBa- | Dimensions — pa3Mepsl mpo-
Texture TOCTh M UCKOKEHHE | CTPaHCTBA JIJISl OLICHKHU ITyMa
TEKCTYphI
Voronoi Cospaer mym Dimensions — pa3mepsI Ipo-
Texture 0 TUITY CETOK CTpaHCTBA IS OLICHKHU LIyMa.
Feature — ¢pynkius Boponoro,
KOTOPYIO OYZET BBIUUCIIATH Y3€I
Color Gamma Perynsius sipkoctu
Hue Satura- | HaceimenHocTs 1 Hue — orTenOK.
tion Value SIPKOCTH IIBETA Saturation — HaCBIIIIEHHOCTb.
Value — sipkocTh
Invert NuBeptupyet 4/6 n3006pakeHue
Mix KomOunmnpoBanue 1ByX 11BETOB
RGB Curves | Pegakimus iBeta B Ka)KJ0M IIBETOBOM KaHaJle
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Oxonuanue maoan. 2

1 2 3 4
Vector Bump Perynsiius kapThl Strength — cuna spdexra penved-
HOpMaJIeH st HOTO TEKCTYPUPOBAHHUS.

co3nanms penbeda | Distance — MHOXXHUTEb BBICOTHI
JUTSE KOHTPOJISE OOIIEH BBICOTHI
co3/1aBaeMoro penbeda.

Height — ckanspHoe 3HaueHuUeE,
OTIPEICIIAIOIICE CMEIIICHUE
BBICOTHI OT TIOBEPXHOCTH B TOUKE

3aTEHEHHS

Mapping [IpeoGpasyer Type — npeobGpa3oBaHue B 3aBU-
BXOJTHOW BEKTOP, CHUMOCTH OT CEMaHTHYECKOTO
IOpUMEHSs TIepeMe- | TUIa BXOJHOTO BEKTOpa.
II€HUE, TOBOPOT Pacnonosxenue 1o ocsim.
1 MacIITabupoBa- Bpamenune no ocsam.
HUE Bennunna macmtabupoBanus

BJ0JIb Ka)KIOH OCH

Blackbody | IIpeobpa3oBanue TeMIiepaTyphl B CBET

Converter | Clamp VYcranaBIMBaeT auana3oH 3HAYCHHI
ColorRamp | OTtobpaxkeHne 1BeTa C TPagueHTOM

Script Script Penakimsa ¢ noMoIipo Koga

Group Make Group | I'pynnupoBka HECKOIBKHX HOJIOB

Layout Frame Pamka jy1st rpynmnel HOJIOB, YTOOBI BBIICUTD UX

B peAaKToOpe

Reroute Touka npu pa3BETBICHUH CBA3EH MEXAY y3JIaMU
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ONEKTPOHHbIN apxuB YIJITY

JlabopaTopHnasi padora 6

EcTb HECKOJIBKO c1IOCOO0OB HAJI0KEHUS TEKCTYPbl HA 00BEKT, COOTBET-
cTBeHHO padoThl B Shader Editor.

[lepBbrit cmoco06 — co3maHne COOCTBEHHOM CXEMBI TEKCTYpPBI C II0-
MOIIBIO B3aUMOJICHCTBUS U HACTPOUKU y3JIOB.

HaBoauM Kypcop Ha HHXKHIOIO TPaHUIly SKpaHa U TSHEM BBEpX, TEM
cambIM pabouyro o0JsacTh IeauM Ha Be yactu. Haxxumaem Ha Editor Type
B JIEBOM HUXHEM yriy u BeiOupaeM Shader Editor, kak Ha puc. 82.

- Playback v Keying v View Marker o Moo pre

Animation Scripting Data
#2 3D Viewport Shift F5  *3* Dope Sheet B Text Editor Shift F: T= Outliner
[ Image Editor S © Timeline tF Python Console shiit FA g3 Properties
13 vv Editor S 0 £ Graph Editor B iInfo B file Browser
@ Compositor S *2, Drivers S 6 X Preferences
Texture Node Editor S <2 Nonlinear Animation
@) Shader Editor
”i Video Sequencer

-G+ Movie Clip Editor

Puc. 82. Bknaaka Editor Type

VYnansem mem kyOuka, noOaBisieM HUIUHIP, YBEIUYMBAEM JJIMHY
(S + Z), xax Ha puc. 83.

Puc. 83. HacTpoiiku nunusapa
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ONEeKTPOHHbIN apxuB YITITY

Jna crioaxuBanus ¢Gurypel HaxkuMmaeM Ha BkIaaky Object/Shade
Smooth. B pexume penakrtupoBanusi 1o0aBbTe MONEPEYHbIE T'PAHU 10 KO-
manzae CTRL + R 17 wr., npumMep Buaa nuinHApa Ha puc. 84.

Puc. 84. JIo6aBieHue rpaneit Ha 0OBEKT

B nanenu cBOMCTB clipaBa HY>KHO 3ailiTH BO BKiaaKy Render Properties
u BbIOpaTh penaep Cycles. B Hactpoiikax pennepa Huxe BbiOpath Color
Management/Look/High Contrast. Tak e B HacTpolkax peHaepa HeoOxo-
nuMo B Beinagaroiiem okHe Feature Set BeiOpath Experimental.

Hanee no6aButh moaudukarop Subdivision, B HACTpOMKax KOTOPOTO
HaxaTh ranodky Adaptive Subdivision. /lanHbIe HACTPOWUKH CBSI3aHBI C TEM,
yTOo padboTta OyAeT MPOXOJUTh B SKCIEPUMEHTAIBHON BEpPCUU pEHAEpA
Cycles.

Jlanee Ha maHenIu CBOICTB CIpaBa HY>KHO 3alTH BO BKJIaAky Material
Properties, nepeiitu B Surface/Displacement and Bump, 4ToObI nipu TeKCTY-
pupoBaHuU OBLIO BUAHO paboTy HoAa Displacement.

Janee cienyetr mMpoBEpPUTH €Ille OJIHY HACTPONKY pabOThl C HOJAMH.
[Tepexonqum B Edit/Preferences/Add-ons. B mouckoBoii cTpoke Muiem
Node Wrangles u mpoBepsieM CTOUTH JIU TaM Tajo4yka, €CJIH HET, TO HY»KHO
€€ MOCTaBUTh, Kak Ha puc. 85.
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ONEKTPOHHbIN apxuB YIJITY

Blender Preferences

Interface Official Community Testing ¥, Install... & Refresh

-

Themes Enabled Add-ons Only All v 0 node wrangler
Viewport » [ Node: Node Wrangler

Lights

Editing

Animation
Add-ons

Input

L EWIEN]
Keymap
System

Save & Load

File Paths

Puc. 85. Hactpoiika Node Wrangles

Pexxum BbIOMOpTa YCTAaHOBUTH B OTOOpaKEHHME pEHAEpPA, Kak
Ha puc. 86.

Puc. 86. Hactpoilika pexxuma Bpronopra

JI1st mpenBapuTEIbHOTO MPOCMOTpPa TEKCTYPhl HA 00BEKTE MPU yCTa-
HOBJIeHHHM coeauHeHust Heooxoaumo Haxath CTRL + SHIFT u TaHYyTH
JIKM coenunenne Mex a1y HogaMu. Toraa MmosBISICTCS HAa JTMHUW CBSI3H 00-
pabotuuk y31m0oB Viewer. J1g pa3psiBa coequHenus HyHO npoBectu [IKM
10 JINHUY COEAMHEHUS, Haxknmas ipu s3tom CTRL.

B Shader Editor ¢ nomoipsto komounarmu SHIFT + A no0asisiem y3en
Voronoi Texture. Haxxumaem CTRL + SHIFT u tsanem JIKM coenunenue
oT Touku BeIxoaa Distance k Touke Bxona Surface yzna Material Output.
Ha nmuaum cBsI3W TOMKEH MOSBUTHCSA 00pabOTUMK y370B Viewer, MO3BOJIsI-
IOIIMN TPOCMATPHUBATh PE3YIbTAT PaOOTHI Y3JIOB B PEXKUME PEATHHOTO BpPE-
MeHU Ha 00bekTe. HacTpoiite 610K B COOTBETCTBUU C pHC. 87.
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¥ Voronol Texture

Distance
Color

Position

Vector
Scale 8.000
Randomne 1.000

Puc. 87. ITapameTps! y31a Voronoi Texture

Hanee noOasnsem y3nel Texture Coordinate m Mapping. Cs3siBaeM
Touky Bbixoga Object y3nma Texture Coordinate u Touky Bxoga Vector y3mna
Mapping, BeIx0aHYI0 TOUKy Vector y3ina Mapping 1 BXOJHYIO TOUKY Vector
y3na Voronoi Texture. Hactpoiite y3en Mapping, usmenuB Scale/ocs Z
Ha 0.2. Cxema coeMHEeHUs IPUBEJICHA Ha puUc. 88.

Puc. 88. Cxema coeuHeHus y3/10B

JobGasnsiem y3en Noise Texture u BCTaBisieM €ro MEXIy y3jaMu
Texture Coordinate m Mapping. Ecau HaBecTH HOBBIHN y3eJ Ha COSAUHEHHE,

TO OH MOJKJIIOYUTCS K JICMCTBYIOIIECH LIEMTOYKE aBTOMATHUYECKU. Y CTaHAB-
auBaeM Scale 8.0 Detail 15.0.
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Hanee nobasnsieM y3en Mix RGB u HaknajgpiBaeM €ro Ha CBSI3b MEXKTY
Noise Texture u Mapping. Beixognyto Touky Object y3ma Texture Coordi-
nate coequnsieM ¢ BxogHo Toukoi Colorl yzna Mix RGB. Bxoanas Touka
Color2 y3na Mix RGB nomkHa ObITh aBTOMAaTHYECKH COSAMHEHA C BBIXO/I-
Hoit Toukoi Color y3ma Noise Texture, kak Ha puc. §89.

Puc. 89. Cxema coenHeHU y3JI0B

B y3n1e Mix RGB B BeinagaronieM okHe ycranaBiuaeM Linear Light,
a Factor craBum Ha 0.08.

Hwmxe nobasnsem eme onuH y3en Noise Texture. CoeuHsieM €ro ¢ Bbl-
xomHou Toukoi Object y3ma Texture Coordinate m Vector y3ma Noise
Texture, a Berxoanyto Touky Color y3ma Noise Texture coeiuHsIeM ¢ TOUKOM
Roughness mpeasinymiero yszna Noise Texture. Ilpumep coeguHeHus
npeacrasied Ha puc. 90. Heobxomumo nHactpouth y3en Noise Texture
(cm. puc. 90).

v Linear Light
v Texture Coordinate Color ®—
Generated ® Linear Light
Normal @ Clamp
uw e
Object @

Camera #!

o [l Fac 0.080
@ Colorl

@ Color2
v
Window @ Noise Texture

Reflection ® Fac ®
Color ®

Object: 'm 2

3D
From Instancer

® Vector
®  Scale 8.000
Color O\. Detail  15.000
S ® Roughness
@  Distortion 0.000

Puc. 90. Hactpotiiku mapametpoB y310B Noise Texture
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ONEKTPOHHbIN apxuB YIJITY

3arem nobGasnsieM y3en ColorRamp u BcTaBisieM €ro Mexay ABYMs
y3namu Noise Texture. HacTpauBaem mo mkasne, Kak MpeaJIoKEHO B IPU-
Mepe Ha puc. 91.

Vv ColorRamp

Puc. 91. Hactpoiiku rpaguenta y3na ColorRamp

Kaxk BusHO 13 puc. Bbllie (cM. puc. 91), rpaiueHT pa3ouT IBYMs BKJIaI-
KamMu Ha 3 ydacTka. BeiOupaem mepByro BKIAJIKy Ha TpagueHTE, HaXaB
Ha HEE OJIMH pa3, 3aT€M Ha YEpHYIO Mmojocy u ocemisieM ee 1o BIB1BI.
HaxxumaeM Ha BTOPYIO BKIIAJIKy TPaJIMEHTA, 3aTEM HA CEPYIO MOJOCY HUKE
U Tak ke B mectHaguarepuunor cucrteme ycranaBiuBaeM CECECE, kak

Ha puc. 92.

RGB  HSV  [Hex

CECECH 2

(Gamma Corrected)

m

Fac

Puc. 92. YcraHoBieHHe 1IBETA
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Tekctypa aepeBa HacTpoeHa. Ha Tekymmii MOMEHT CUCTEMa CBSI3U
Y3JIOB JOJKHA BBITJISAJIETh TaK, KaK Ha puc. 93.

Puc. 93. Cucrema cBs3u y3I110B

Jlanee wactpamBaeM mHBET 0OBekTa. [IpoBOAMM M3 TOYKH BBIXOJIA
Distance y3:1a Voronoi Texture k Touke Bxoaa Base Color y31a Principled
BSDF. Principled BSDF — at0 y3en, no6aBnsieMblii CUCTEMOM MO yMoa4a-
HUto, Kak U Material Output. Ecm ero HeT B OKHE pegakTopa, 3HAUYUT
HY)KHO €ro J0OaBUTh BPYYHYIO.

Ha npoenennyto cBsizb gobamisieM y3en ColorRamp. Ha mepByro
BKJIAJKy I'paIM€HTa yCTaHABIMBaeM LBET 967759, kak Ha puc. 94.

Puc. 94. YcraHoBiieHue 11seTa

71



JlobaBnsieM Ha TpaJMeHT elle OJHY BKJIAIKy. J[is 3TOro Haxumaem
CTRL + JIKM. CMmemaeM HOBYIO BKHaaky 10 ypoBHs Pos 0.335 u 3amaem
ert nBeT 593F29.

Ha tperbto Bknaaky rpaaventa ycrtanaBinuBaem 1Bet 0D0905 u cme-
maem ee Jieee a0 Pos 0.912. B pesynbrare AOJDKHBI IMOJTYYUTHCS
HAaCTPOMKH, KaKk Ha puc. 95.

v ColorRamp

2{€]:] v Linear

-

Puc. 95. Hactpoiiku rpaguenTa
[IpoBonuM BTOpYIO CBSI3b M3 TOYKM BhIXoAa Distance y3na Voronoi
Texture k Touke Bxoga Roughness y3na Principled BSDF. Ha sty cBsi3b

cHoBa HakjaawsiBaeM y3en ColorRamp. Ha mepByro Bkiagky rpaaveHta
yctanaBiuBaem 11seT B3B3B3, kak Ha puc. 96.

Puc. 96. YcranoBka 11eTa Ha rpaleHTe
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ONEKTPOHHbIN apxuB YIJITY

Ha BTopyro Bkinaaky rpaauenra ycranasiuBaeM 1setr EDEDED. Ha re-
KYIIIM MOMEHT HACTPOMKA I[BETA JOJKHA BBITJISIAETh KaK Ha puc. 97.

Puc. 97. Hactpoiiku 1iBeta

3aTeM 100aBUM Ha 00BEKT TEKCTYpy Mxa. [{is aToro nodasisieM Noise
Texture. CoenunsieM BXOAHYIO TOUKY Vector ¢ BbIxoaHoOM Toukoi Object
y3na Texture Coordinate, a BbixonHyto Touky Fac ¢ Viewer u panbiine
Material Output. HactpauBaem y3en, kak Ha puc. 98.

v Noise Texture
Fac @,
Color @
3D

Vector

'®  Scale 7.000
® Detail 15.000

@ | Roughness @ 0.650

L ] Distortion 0.300

Puc. 98. Hactpoiiku HOBOTO y31ma Noise Texture

Ha mnpoBenennyto cBs3b pgoOaBimsgem y3en ColorRamp. Cwmemniaem
nepByro Bkianaky a0 Pos 0.540. Bropyro BKIIaiKy cMmeliaeM BJIEBO MO Ipa-
nueHty 10 Pos 0.681.

Jlanee cmemnmmuBaeM Ha 00BEKTE HACTPOUKH, CBA3aHHBIE CO MXOM H C KO-
poit nepea. st aToro Ha cBsizb Mexkay ColorRamp u Viewer HaknaasiBaem
y3en Mix RGB.
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CoenuHeHUs CIeNyeT MPOBECTU, KaK HA pUC. 99, TO €CTh BBIXOJHYIO
Touky oT ColorRamp coenunuts ¢ Fac yzna Mix. Bxoanyto touky Colorl
y31a Mix coeanHuTh ¢ BoixoaHou Toukoi Color ot ColorRamp, y kotoporo
3 Bxiagku. Color2 HazHauuTh 11BeT 436C28 (TeMHO-3€IeHbIN).

Beixognyto Touky Color coemunuth ¢ Toukoi Bxoja Base Color
y3na Principled BSDF. Touky BSDF y3na Principled BSDF coenunuts
¢ Material Output.

Puc. 99. Cxema coetuHeHUS Y3JI0B

Janee pabotaeM Haj penbedoM 00bEKTa, TaK KaK HA JTAHHBIT MOMEHT
OH HepeanucTuuHo riaakuid. CoenunsieM Touku Distance y3na Voronoi
Texture u Normal y3na Principled BSDF. Ha HoBy1o cBsi3b 100aBisieM y3en
Bump. [To yMo4anuto oH mojkitodaeTcs: K Touke Normal, HO HyHO CBsI-
3ath Distance y3ma Voronoi Texture u Height y3i1a Bump, Torna nosiBnsercs
pensedHOCTh. B cTpoke Strength ycranasmuBaem 0.35, kak Ha puc. 100.

Puc. 100. IIpumep cBsi3u y3710B ¥ HACTPOIHKH y3m1a Strength
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Janee no6asnsieM eme ogud Noise Texture u yzen Bump. Coeaunsiem
U HacTpauBaeM, kak Ha puc. 101. Touky Vector y3na Noise Texture coequ-
HsIeM ¢ BbIXOJIHOM Toukoil Object y3ma Texture Coordinate.

Puc. 101. Hactpotiiku y3rnoB Noise Texture u Bump

JloOasisiem eiie oguH y3en Bump, kak Ha puc. 102.

Puc. 102. OOHOBIIEHHAS cCXEMa COSTUHEHUS

YcranaBnuBaem Tpethemy y3imy Bump Strength 1.

3arem mobammsiem y3en cmenienus Displacement. CoequHseM TOYKU
Distance y31a Voronoi Texture nu Height y3ma Displacement, a BEIXOIHYIO
touky Displacement ¢ Bxognoi Displacement y3na Material Output. Ycra-
HapiauBaeM Scale 0.14 [5].

Cxema coeIMHEHHUS y3JI0B IIEJIMKOM TpUBEIeHa Ha puc. 103.
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103. ITosiHast cxema COEIMHEHMS y3JI0B



Pe3ynbTaT paboThl ¢ ek iepaMu npecraBieH Ha puc. 104.

Puc. 104. Pe3ynbrar paboThl ¢ meiaepamMu

CoxpansieM MpoJieJaHHy 0 padoTy. 3aycKaeM peHJiep, HaKaB BKIIAIKY
Render/Render Image.

PaccmoTpum apyroi crnoco0 HajoKeHUsI TEKCTYp Ha oO0BekT. Jlis
3TOr0 3aHOBO OTKPBIBAEM MPOTpaMMy. YBEIMYMBAEM KYOHK C MOMOIIBIO
KoMaHZbl S + X 10 pa3MepoB, NpeACTaBIEHHbBIX Ha puc. 105.

Puc. 105. PenaktupoBanue pazmepa Kyoa
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HManee Beinonusiem komaniy CTRL + A/Scale u mpoBepsiem napaMeTpbl
Scale, yToOBI nanpHENINE NEUCTBUS HAJl OOBEKTOM a/IEKBaTHO OTOOpaXa-
auck. [Tpumep Ha puc. 106.

Puc. 106. [TapameTpsr Scale

Jlenum sKpaH Ha JABE YacCTH, Kak B MPEbIAYyIIEH padoTe, U 3amycKaeM
Shader Editor. Tak ke, kak u paHee, BbIOMpaeM OTOOpaxeHUe OOBEKTa
¢ peraepunrom (puc. 107).

0L -

Puc. 107. Boi6op pexxuma BbronopTa

Haumnaem padoty c¢ y3mamu B Shader Editor. Jlo6aBnsem y3en Image
Texture. Jlanee mepeHOCHM U3 MANKK OOIIETO OCTYIa H300paKeHUS Ha pa-
oounii cron. B nactpoiikax y3na Image Texture nHaxxumaem Open u BbIOH-
paem uzodOpaxenue Tree 4k. Coenunsiem BbIxoAHYIO TOuKy Color y3ma
Image Texture ¢ BxogHoit Toukoit Base Color y3na Principled BSDF.

Bunaum, 4To TEKCTypa HajloXujach Ha OOBEKT, HO HE HA BCEX IOJU-
TOHaX OHa BHITIAIUT KoppekTHo. Mcmonmssyem UV-pemakTop, 4YTOOBI
PacroJIOKUTh TEKCTYypy Ha oObekTe Oojnee peanmuctuyHo. UV-pemakTop
UCIONb3yeTcs s penaktupoBanus UV-kapT, KOTOpbIE OMUCHIBAIOT, KaK
2D-u300paxeHne 101KHO ObITh HaHeceHO Ha 3D-o00bekT. Hazpanue “UV”
OTHOCUTCS K ocsiM KapThl: U — Mo ropu3oHTanu, V — Mo BEpTUKAIU. DTU
OyKBBI ObLITM BbIOpaHbI, YTOOBI M30€kKaTh MyTaHUIBI ¢ “X” U “Y”, KOTOpbIE
BMECTO 3TOTO OTHOCSTCS K OCSIM B TpexMepHOM mpocTpaHcTBe. Blender
npeasiaraeT psii MPOEKUUi (MpSAMOYTOJIbHUK, cepa), KOTOpble aBTOMAaTH-
yecKku NpuMeHs 0T 2D-u3zo0paxenue Kk 3D-00beKTy, HO OHU, KaK MPaBUIIO,
paboTalOT TOJBKO JUIsl POCTHIX CETOK. {7151 GoJjiee CIOKHBIX BaM HYXHO
BMECTO 3TOro co3aath UV-kapTy. ITo miaockast 00JacTh, TAC KaK/1asi TPaHb
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3D-00bekTa HaHeceHa Ha 2D-u300pakeHne ¢ MOCIEeAYIOIUM HAIOKEHUEM
TEKCTYpPbI. DTO JAET BaM MOJHBIA KOHTPOJIb HaJl MPOILIECCOM OTOOpaKECHHUS.
st pabotel ¢ UV-penakTopoM HEOOXOIMMO IEpEBECTH BepxHee pado-
yee nosie u3 Layout Ha UV Editor. CHoBa TpeOyeTcst BRIOpaTh 0TOOpakeHHE
o0bekTa ¢ peHaepuHrom. Ilpumep oTobpakeHus skpana Ha puc. 108.

Puc. 108. UV Editor

Hanee pabotaem c moiuroHamu oObekTa. BeijensieM Bech OOBEKT,
3arem Bkiaaka UV/Smart UV Project, kak Ha puc. 109.

Puc. 109. Komanna Smart UV Project
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B menro Hactpoiiku Haxkumaem OK. Jlanee BwimensieM Bce pa3BepTKH
1 pazBopauuBaeM Ha 90 rpagycoB ¢ momombo KoMauasl R, kak Ha puc. 110.

Puc. 110. IIpumep pa3zBepTku 00beKTa

BoxoBbIe MOMUTOHBI (PUTYPBI TPUHSIIIA KOPPEKTHYIO TEKCTYpY. [Ipumep
Ha puc. 111.

Puc. 111. Bua Tekctypbl Ha 00beKTE

Tak ke ecTh BO3MOXKHOCTH yBeIMYHMBaATh/yMeHbImaTh UV-pa3BepTky
(xkomanzga S), uToObI TOT0OPaTh HanboJee yaauHyro TekeTypy. Ha puc. 112
MPEJCTABIICH BapUaHT ¢ yMeHbIleHueM UV-pa3BepTku 00beKTa.
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Puc. 112. [Ipumep nogdopa UV-pa3BepTku

TekcTypa Ha TOPIEBBIX 2JIEMEHTAX 00BHEKTA BHITJISAUT HEPEATUCTUYHO,
MOATOMY HEOOXOAUMO B ITUX MECTAX MPUMEHUTH JIPYTYIO TEKCTYpyY. Boije-
asieM o0a TOPIEBBIX KOHIIA OOBEKTAa W HaXXKMUMaeM BKJaJIKy Marepuan.
HaxxumaeM Bo BKJIajike CBOMCTB MaTepuaina +/New/Assign. [lanee nepexo-
nuM obopatHo u3 penakropa UV Editor B Layout.

[ToBTOpsiem Te ke MEUCTBHS, UTO U C MpEabIAyIeH TekcTypoil. JJobas-
nsem y3en Image Texture. B Hactpoiikax y3na Image Texture Haxxnmaem
Open u BeiOupaem uzodOpaxkenne TreeEnd. CoenuHsieM BBIXOIHYIO TOUKY
Color y3na Image Texture ¢ Bxogno# Toukoir Base Color y3ma Principled
BSDF.

3arem cHoBa nepexoaum B UV Editor u pacnonaraem TopiieBble NOJIu-
TOHBI 00BEKTA HA U300PAKEHUU TIO CBOEMY BKYycCy [6]. [Ipumep pacnomnoxe-
HUS MpecTaBieH Ha puc. 113.

Puc. 113. [Ipumep pacnosioxKeHus: TOPLEBBIX MOJIUTOHOB
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ONEKTPOHHbIN apxuB YIJITY

Bo3sspamaemcs B pexxum Layout. [lo6asmsiem moaudukatop Bevel, on
paboraer Tak ke, Kak 1 komanaa B. HactpauBaem no npumepy, npuBeaeH-
HOMY Ha puc. 114.

Puc. 114. Hactpoiiku mogudukaropa Bevel

MeHsieM pexuM BbIONIOpTa, Kak Ha puc. 115.

Puc. 115. Hactpoiiku BeronopTa

Janee no6asnsieM y3en Bump u HacTpauBaem, kak Ha puc. 116.

Puc. 116. Cxema coequHeHUs y3JI0B
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Te e HACTPOUKHU MPUMEHSIEM K MEPBOU TEKCType. BriOpaTh TeKCTypy
MOXHO 1O BbINajaronieit Bkiajake aesee Material001, kak Ha puc. 117.

Puc. 117. Bxinagka Material

Coxpansiem paboTy. 3amyckaeM peHep, HakaB Bkiaaky Render/
Render Animation.
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ONEKTPOHHbIN apxuB YIJITY

Tema 6. BUJIBI MATEPUAJIOB

PaccmoTpum Ha npuMepe co3aaHue pa3HbIX BUAOB MAaTEPUAIIOB:
— MeTa;

— IUIACTHK;

— CTEKJIO;

— Marepuall ¢ MOJAMOBEPXHOCTHBIM CBEYCHUEM;

— TOJIYNPO3PAYHbIN U ¢ 3(PHEKTOM UILTFOMUHAIUY.

JlaGopaTtopnas paGora 7
OTkpbIBaeM mporpamMmy. YBeIMuuMBaeM KyO B 2 pasza, HCHOJIB3Ys
koMaHny S + Z + 2. Jlo6asnsem monudukarop Bevel. HactpauBaem, kak

Ha puc. 118.

Add Modifier

v ] Bevel u-. v | %

Vertices | Edges
Width Type = Offset v .

Amount 0.5m

Segments 1

Limit Method = None

» Profile
» Geometry

» Shading

Puc. 118. Hactpoiiku mogudukaropa Bevel

Hanee nob6asnsiem moaudukatop Array. KoinuecTBo 3/1eMEHTOB CTa-
BUM 6, paccTosiHue MEeXIy Ayonukaramu 1.4 mo ocu X. Haxxumaem Apply,
KaK TOKa3aHo Ha puc. 119, 4ToOsI MpUMEHNUTHh MOIUDUKATOP.

Puc. 119. Hactpoitku moaudukaropa Array
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Jlanee pexxuM pelakTHPOBAHUS, BbIIENsAEM BCE OOBEKTHI U HAKUMAEM
koMaHny P, B nosiBuB1IeMcs MmeHto BeiOupaem By Loose Parts. Takum o6pa-
30M, TIOJIy4aeM pa3fieibHble OOBEKTHI.

Bri6upaem Bo Bkiazike cBoictB penjaep Cycles. Jlanee nob6asmusiem coli-
HEYHbII cBeT. 11 aToro Bo3Bpaiaemcs B pexkum Object Mode u HaxxumaeM
SHIFT + A/Light/Sun. YcranaBnuBaeM Buja cOOKY, Ha)KaB Ha ocbh X B Ipa-
BOM BepxHeM yriry. C momompro komanz G, a 3arem R ycranasivBaem uc-
TOYHHK CBETA, KaK Ha puc. 120.

Puc. 120. YcranoBka UCTOYHUKA CBETA
Jlanee 3amaem sipkocTh conHia. [lepexoaum Bo Bkiaaky Object Data
Properties. 3amaem mapametp Strength 4.

JHlob6asnisiem memn Plane u ycranaBnuBaeM ero Takum o0pa3om, 4TOOBI
buryphl Ha HEM CTOSUIH, KaK Ha puc. 121.

Puc. 121. [Ipumep pacnosioxkeHust 0ObEKTOB B CLIEHE
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Bo Bberomopte BbIOMpaeM pexuM oToOpakeHus peHaepa. HaBomum
KypCOp Ha HWXKHIOIO TPAHMILY SKpaHa U TAHEM BBEPX, TEM CaMbIM pabouyto
oOnacth nenum Ha aBe yactu. Haxkumaem Ha Editor Type B 1eBOM HUKHEM
yriy u BeiOupaeM Shader Editor.

Beinensiem nepByto ¢urypy u3 psna. [loOaBnseM HOBBIM Marepuan,
HaXXaB Ha KHOIIKY JyOJIMKaTa, Kak Ha puc. 122.

v @+ Material 6 UM x

New Material.
Add a new material.

Puc. 122. Co3nanue HOBOTo MaTepuaia

[lepBas ¢durypa Oyner umMeTh MeTaUIMUECKUi matepuai. (s 3Toro
y3en Principled BSDF crnenyet HacTpouTh Tak, kak Ha puc. 123.

Clearcost Normal

Tangert

Puc. 123. Hactpoiiku y3na Principled BSDF nns meramna
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Brigensiem Bropyro urypy m3 psga. Hasnawaem Ha Hee martepuan —
macTuK. Tak jke co3gaeM HOBBIM MaTepual, HakaB Ha KHOMKY JTyOrKara.
B y31e Principled BSDF mensieM 11set Ha 3enenslid, cHuxkaeM Roughness 1o
416, Metallic — 0, ocTayibHBIC HACTPOMKH MO YMOJTYAHHUIO, KaK Ha puc. 124.

MNormas

Clearcoat Normasl

Puc. 124. Hacrpoiiku y3na Principled BSDF nns nnactuka

Breigensiem tpetsio durypy u3 psga. Hasnawaem Ha Hee marepuain —
ctekyo. Tak ke co3maeM HOBBIN MaTepuai. Y nansem y3en Principled BSDF,
no6asmsiem y3en Glass BSDF. Ycranasnusaem et 7EE1FF B 16-puunom
BeIpakennu. Hactpausaewm y3en Glass BSDF, kak na puc. 125.

¥ Glass BSDF

Beckmann

Roughness 0.109
IOR 1.450

Normal

Puc. 125. Hacrpoiiku y3na Glass BSDF
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Briensiem uerBeptyio purypy u3 psaa. Haznagaem Ha Hee maTepuan
C TIOJIMOBEPXHOCTHBIM CBEUEHHWEM (KOXa, CHIMKOH, pe3uHa). Tak ke
co3gaeM HOBBIM Martepuan. HacTpamBaem CBSI3KY y3JI0B B MOCJIE€I0BATEIb-
HocTu Color Ramp — Mix — Subsurface Scatting — Material Output, kak
Ha puc. 126.

Color Ramp — 3eneHbrii.

Mix ycranaBnuBaem B Bhimajgaromiem crucke Color Bmecto Float,
BeT B — cunuii.

W Subsurface Scatterng

v Matertat Output
BSSROF @,

Resurt ®. A
Random Wak -
v ® Surtace

® Color
® voume
o Scme 0030
® Displacement
* Ragws
1.000
0.200

0.100

® Tnicmess

o [or 1.400
o [Mevgnness 0.270
. Antsotropy  0.000

o Norma

Puc. 126. Hacrpotiku y3na Principled BSDF nns matepuana
C TIOJIIIOBEPXHOCTHBIM CBEYEHUEM

Beigensiem nsatyto ¢purypy. Tak xe co3zgaem At TeKyiien Gurypsl HO-
BbIi MaTtepuan. CrenaeM ee mpakTUIeCKH Mpo3pavyHoid. BeibepeM ocHOBHOM
et puoneronsiii. Hactpausaem Principled BSDF, kak Ha puc. 127.

Puc 127. Hactpoiiku y3na Principled BSDF
IUISL IPO3PAYHOT0 MaTepuaa
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ONEKTPOHHbIN apxuB YIJITY

Brigensem mectyto urypy u3 psina. Haznauaem s¢dexr cBeueHus
WM WuttoMuHauio. Tak jke coznaeM HOBbIM MaTtepuall. JloGaBisieM y3ibl
Mix Shader u Emission. B y31e Emission BeiOupaem KenTbiii IBET U yCTa-
HaBlIMBaeM cuily cBeueHus — Strengt 50 mynkToB. CoeAnHsIEM BBIXOIHYIO
Touky Emission y3na Emission ¢ BxoaHoii Toukoit Shader y3na Mix Shader.

Hanee nobasnsieM y3en ColorRamp. IlepByro Bkiaaky Ha rpajueHre
ycranaBiuBaem Pos 0.504, Bropyto — Pos 0.736. CoenuHsieM BBIXOJHYIO
Touky Color ColorRamp ¢ Bxoano# Toukoit Fac Mix Shader.

JloOasiisiem y3en Layer Weight u coenunsiem Beixoqnyto Touky Facing
Layer Weight ¢ Bxoanoii Toukoit Fac ColorRamp. Ycranasnuaem napa-
meTp Blend Ha 0.3. B pe3ynbpTaTe q0/KHA MOTYYUTHCS CIEAyOIas cXema
e epoB, IPeACTaBICHHAs Ha puc. 128.

Puc. 128. Cxema coelMHEHHS y3JI0B

HacrtpauBaem penaep. Haxumaem kHonky 0 Ha NaHeNn KaJlbKyJsTOPA.
3atemM OTKpbIBaeM BKJIaAKy View cTraBuM ramouky Camera to View, kak
Ha puc. 129.

&5+~ Scene
Options ~ T
vl -0 EeSH- U
¥ View s

Focal Length 50 mm
Clip Start 0.01 m
End 1000 m

View Tool Item

Local Camera Camera ol

¥ View Lock

B8 Camera to View

¥ 3D Cursor

Enable view navi i

Location:
X

Puc. 129. Komanna Camera to View
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Takum oOpa3oM OKHO, 0TOOpakaemMoe Ha dKpaHe, OyJeT MOKa3bIBaTh
pesynbTaT peraepunra. Ha puc. 130 npuBeneH npumep pacroyioxKEeHUs Ka-
Mepbl OTHOCUTEIIBHO 00BbEKTOB. OOBEKT CO CBEUYEHUEM BBIHECEH 3a MCTOY-
HUK CBeTa, 4TO0bI 3(pPeKT ObLT 3aMeTHEE, JaHHOE JCHCTBHUE JejaTh He0O0s-
3aTenbHO [7].

Puc. 130. [Ipumep pacnonokeHust KaMepbl OTHOCUTEIIEHO OOBEKTOB

Pesynbrat paboThl ocie peHAepUuHra npeacTanieH Ha puc. 131.

Puc. 131. Pe3ynbTar paboThl

Coxpansem pabory. 3amyckaeM peHAep, HaxaB BKiIaaky Render/
Render Image.
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Tema 7. DUSUYECKASA CUCTEMA BLENDER

®duznueckas cucrema Blender mo3Bosisier BaM MOAECIUPOBATH MHOXKeE-
CTBO PasNUYHBIX (PU3NUYECKUX SBJICHHUH peaqbHOro mMupa. Bel Moxere uc-
M0JIB30BATh ATU CHCTEMBI JUIsl CO3/IaHMsI PA3IMYHBIX CTAaTUYECKUX U JIMHA-
MHUYECKUX A((PEKTOB, TAKUX KaK:

BOJIOCHI, TPaBa M CTaJa;
CTOJIKHOBCHHE TECI;
BETED;

HOXKIb,

JIBIM U TIBLTB;

BOJA;

TKaHb U T. JI.

PacnonararoTcst HacCTpONKH (PU3NUECKON CUCTEMBI B JIECSITOM BKJIAJKE
naHeIu CBOMCTB (crpaBa ot Beronopta) Phisics Properties ¢ mkoHKOM B Buje
CHUHEro Kpyra.

B aT10if BKIIajiKe TipepiaraeTcst MOAKIIYUTh (PU3NUecKoe BO3/ICHCTBIE
pPa3HOro BUJA:

Force Field — cunoBoe noiie;

Collision — CTOIKHOBEHHUE;

Cloth — TkanB;

Dynamic Paint — tunaMmuueckas Kpacka,

Soft Body — msrkoe teno;

Fluid — sxunxoctu;

Rigid Body — TBepaoe teno;

Rigid Body Constraint — orpannueHue *KeCTKOCTH Tena.

PaccMoTpuM moapoOHEee MHCTPYMEHTHI KakIoro (usnueckoro 3¢-

dekra.

Force Field
Tumel CUIIOBOTO MOJIA:

Force Field — paguanpHOe mose mo HampaBJIeHHUIO K IEHTPY 00b-
€KTa, TJIe BEKTOP MOJIsl HAIpaBjIeH BAOJbL pagnyca GUTypsl K ee
HCHTPY;

Fluid Flow — cuioBoe moje moToka >KHIKOCTH CO3JAaeT CUITY,
OCHOBAaHHYIO Ha MOTOKE BO3AyXa, HMUTHUPYIOIIEM IMMOTOK KHJ-
KOCTH;

Drag — cuna conpoTUBIEHUS IBWKECHUS 00BEKTA, CITOCOOCTBYIO-
11ast €CTECTBEHHOMY 3aMe/IJICHUIO;
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— Turbulence — cuioBoe nosne TypOyJIE€HTHOCTH CO3[AET CIydaii-
HbIH ¥ XaoTW4HBIN 3D-1rymoBo#t 3 PekT, Moxoxui Ha CTpyu
BOJIbI WJIA T€U3€EPHI I10JT OKEAHOM;

— Boid — cnenuanbHOe CUIIOBOE TOJIE JJIT PadOThI ¢ YacTUIIAMU
Boids;

— Curve Guide — HanpaBisifonas KPUBOM UCIONIB3YETCS JIJISl TOTO,
4YTOOBI 3aCTaBUTh YACTHIIBI CIIEOBATH M0 OMPEICTICHHOMY MYTH,
ornpeneasieMoMy 00BbEKTOM KPUBO;

— Texture — TEKCTypHOE CUIIOBOE IOJIE JJIsl CO3/1aHUS CIOKHOTO CH-
JIOBOTO TOJIsI, CHJIa KOTOPOTO B TPEX HAIpPaBIECHUAX 0003HauYeHa
I[BETOM;

— Lennard-Jones — cuiia 04eHb Majoro pajnyca 1eicTBUs, TOBEIEC-
HUE KOTOpOHM ompenaessieTcs pasmepamu 3(pdexropa U BO3/EH-
CTBYIOIIEH YACTHUIIbI;

— Charge — cwioBoe moJie 3apsijia aHaJOTUYHO CUJIOBOMY IIOJIIO,
32 UCKIIFOYEHHEM TOT'0, YTO OHO M3MEHSIET CBOE MOBEACHHE (TTPH-
TATUBACT/OTTAJKUBACT) B 3aBUCHUMOCTH OT TIOJIA 3apsiia BO3-
JEHUCTBYIOIIMX YacTHUI] (OTPULIATEIEHOTO/TIOJI0KHUTEIBHOIO), M0~
JTO0OHO peaNbHBIM YaCTUIIAM C 3apsA0M. ITO 03HAYAET, YTO IMOJIe
OKa3bIBAET BIUSHUE TOJIBKO HA YACTHIIbI, KOTOPHIE TaKke 00Ja-
TAIOT 3apSIOBBIM TTOJIEM;

— Harmonic — uMuTanusi rapMOHUYECKOTO CHIIOBOTO MOJIS, UCTOY-
HUKOM KOTOPOTO SIBJISIETCS HYJIEBas TOUYKa TapMOHUYECKOTO Te-
HepaTopa (Mpy>KUHbI, MasITHUKA);

— Magnetic — umMuTaINMA CHJIBI MarHeTHU3Ma Ha HaMarHUYEHHBIX
00bEKTaX;

— Vortex — BUXpeBO€ CUIIOBOE IM0JI€ CO3/1a€T CIIUPATICBUIHYIO CUITY,
KOTOpasi U3MEHSET HaIlpaBJICHUE TOYEK BOKPYT JOKAILHOUN OCH Z
CHUJIOBOT'O OOBEKTA;

— Wind — uMuTaiusi BeTpa CO3Ja€T MOCTOSIHHYIO CHJIy B OJHOM
HaIpaBJICHUH, BJIOJIb JIOKAJTLHON OCU Z CUJIOBOTO OOBEKTA;

— Force — co3maeT MOCTOSHHYIO CHJTy B HamlpaBJICHUH (ITOJIOKH-
TeJbHAs CWiIa) Win OT (OTpHULAaTeNIbHAsI CUJIa) UCTOYHHKA 00b-
CKTa.

HacTpoiiku cuimoBoro moss:

— Shape — ¢opma 3amayu HampaBlIeHHs, KOTOPOE HCIIOIb3YETCs
JUTSL pacyeTa CHIIBl BO3JIEUCTBHUSA. MoOryT OBITh BEIOpAaHBI TOYECU-
HBIC, TUHEHWHBIE U TUIOCKUE (POPMBI;

— Strength — cuna »¢dexra moss;
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Flow — nmotok. Eciiu 3HaueHue He paBHO HYIIIO, 3TO J00AaBIISIET
CHJIy COINPOTHUBJICHUS, MPONOPLUHUOHAIBHYIO U MPOTHUBOIOJIONK-
HYI0 CKOPOCTH TOYKHU;

Affect — BIusgHME, onpeaensieMoe MECTOTIOIOKEHHEM (PpacIoio-
KEHHE YacTHI] U APYrux (HU3NUecKuX 0ObEKTOB) M BpaIlICHUEM
(BpallleHHEe YacTUIl C TOMOIIBI0 JUHAMUYECKOTO BpAICHUS.
OTOT mapaMeTp He aKTyalleH Mg JPYTUX TUIOB (PU3MUYECKHUX
CUCTEM);

Noise Amount — ypoBeHb IiTyma J00aBJIsSET MTyM K CHIJIC BO3JICH-
CTBUS;

Seed — n3mMeHeHne HaYaIBHOTO 3HAYEHUS YPOBHS IITyMa;
Absorption — cuia HOTJIONIEHUS CTAIKHUBAIOIIUXCS OOBEKTOB;
Wind Factor — gaktop BeTpa yka3pIBaeT, HACKOJIbKO yMEHbBIIIA-
€TCs YCUJINE IIPU BO3JIEUCTBUU;

Falloff (cnan):

Shape — ¢hopma cniaga cunmoBoro mosist (KoHyc, chepa, TpyOa);

Z Direction — HampaBjIeHHE, B KOTOPOM CHJIa BO3JCHCTBYET
Ha OCb Z;

Power — u3MeHEeHHEe MOUTHOCTH CHJIOBOTO MOJSI C PaCCTOSHUEM
OT CHUJIOBOTO TOJIS;

Min Distance — paccrosiHue OT Hadajla KOOpJAMHAT OOBEKTa
JI0 TOT'O MECTA, T/Ie CUJIOBOE M0JIE IEUCTBYET B MOJIHYIO CUITY;
Max Distance — MakCUMaIbHBIN pagnuyc, B Ipeaeax KOTOpOoro
CHJIOBOE I10JI€ BO3JEHCTBYET Ha APYrUe OOBEKTHI.

Collision:

Field Absorption — onpeneneHue 4acT CHIIbI, KOTOPast TEPAETCS
IPU CTOJKHOBEHHH;

Particle — nacTpoiiku gacTuir;

Permeability — 1075 npoHUKaOMKMX YaCTUIL, TPOXOSAIIUX YEPe3
CETKY;

Stickiness — CKOJIbKO YacCTHIl IPUIIUMIAET K OOBEKTY;

Kill Particles — yHuaTOX)XeHHEe 4acTHI] IPH YIape;

Damping — 3aTyXxaHue NPy CTOJTKHOBECHHH,

Randomize — ciny4aliHoe nuamMeHeHue a1e(popMUpPOBAHUS;

Friction — TpeHure mpu nepeMenIeHus X Mo MOBEPXHOCTH;
Randomize — cinyuaiiHoe u3MeHEeHUE TPEHUSI.

Soft Body and Cloth (Msarkoe Teno u TkaHsb):

Damping — BeIM4YMHA OTCKOKA, KOTOPYIO OyJyT UMETh MOBEPX-
HOCTHU;
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Thickness — paccrosHue oTctyna sl IpeAOTBpaIllEHUs TIepece-
YeHUS,

Outer — BHELIHSS 30HA CTOJIKHOBEHHS;

Inner — BHYTpEHHSIS1 30HA CTOJIKHOBEHHSI.

Hactporiku MoaenupoBaHus TKaHU U JUHAMUYECKHUE KPAaCKU B JaHHOU
pabote paccMarpuBarhCcs HEe OyAYT, TaK Kak SIBISIOTCS creuu(prUuecKuMu
WHCTPYMEHTAaMU, TOATOMY MOKHO X U3yYUTh CAMOCTOSATEIIBHO.

Soft body

MopaenupoBaHue MSTKOrO Tela HUCIOJb3YETCS ISl MOJEIUPOBAHUS
MSATKUX JeDOopMHUpPYEMBIX 00BEKTOB. MoienupoBanre paboTaet myTeM 00b-
€MHEHUS CYIIECTBYIOIIECH aHUMAIlud 00bEKTA C CUJIaMU, JICHCTBYIOIIMMU

Ha HETO.

Collision Collection — xosuIeKus A1 CTOJIKHOBEHHH. BO3MOXHOCTH
MMHUTAILIUA CTOJIKHOBEHHSI MATKOI'O Tejla HE ¢ 00BEKTAMHU CLIEHBI, 4 00BEK-
TaMH U3 3aJJaHHOM KOJIJICKIIUH.

Object (00BEKT):

Friction — TpeHue okpyxaromend cpenbl. Kak npaBuio, TpeHue
ocnadsieT ABmxkeHue. Yem Ooubllie TpeHHE, TeM 0oJiee BI3KOU
ABIISIETCS CPENIA;

Mass — 3HaueHne Maccsl 11 BepluH. bosbiias Macca 3ameiser
YCKOPEHUE, 3a UCKIIIOYEHUEM I'PABUTALINH, T/I€ ABUKEHUE MOCTO-
SIHHO HE3aBUCHMO OT Macchl. boubiias Mmacca 03HadaeT O0IbIIYIO
WHEPLUIO, TOATOMY TOPMO3UTh MATKOE TEJIO TAKXKE CIIOKHEE;
Control Point — KOHTpOJBHAS TOUKA, KOTOPAs MO3BOJISIET HAPUCO-
BaTh BECA U UCIIOJIb30BATh YKA3aHHYIO I'PYNIy BEPILUH JUJIS 3HA-
YEHUU MAaCCHI.

Simulation (cumymsius):

Speed — ckopocTh, yCTaHABIUBAIOIIAS KOPPEISIITUI0 MEXKTY Ya-
CTOTOM KaJpOB U TEMIIOM MOJICIUPOBAHUS;

Cache — HacTpoOWKH KEIMTMPOBAHUS MOJIEIIH;

Goal (memp) — 3TO ’XelmaeMoe KOHEYHOE ITOJI0KCHUE BEPIIHH,
OCHOBAHHOE Ha aHUMAIIIH;

Vertex Group (rpyIima BepIIUH) — UCHOJb30BAHUE IPYNIbI BEP-
IITMH JIJTS ONIPEICIICHUS Beca IIeJIeH KaXK0W BEPIIUHEI.

Settings (HacTpoiikn):

Stiffness — kecTKOCTb MPYXKUHBI ISl AOCTHXKEHUS 1enu. Huzkoe
3HaUCHHUE CO3/1aeT OYCHHh CJla0ble MPYXKUHBI (0ojiee THOKYIO
«MPUBSI3aHHOCTBY K 1I€JIH ), BICOKOE 3HAYEHUE CO3/1a€T CUIIbHYIO
npyXuHY (00Jee KECTKYHO «IIPUBSI3aHHOCThY K L[ETIH);

Damping — koabpunueHT TpeHust s 1eiu.
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Strengths (cuna):

Default (mo ymonuanuto) — 1ieseBoil Bec/cuiia Jijisi BCEX BEPIIIUH,
€CJIM HU OJIHA TPYTIa BEPIIMH HE Ha3HadeHa. Eciu BbI UCTIONB-
3yeTe IPYIITy BEPIINH, BEC BEPIINHBI OMPEICTSACT €€ 1EIb;
Min/Max — npenensl 3Ha4eHHU Beca il rpynmnbl BepiinH. Ca-
MBI HU3KUW BEC BEPIIMHBI CTAHET MUHUMAIIBHBIM, CAaMOE BBICO-
KO€ 3HAYCHHE — MaKCUMAJIbHBIM.

Edges (pebpa/rpann):

— Springs (npyXuHBI) — 3HAUEHUE MTPOUYHOCTU MPYKHUHBI, KOTOPOE
UCIIOJIB3YETCS C YKa3aHUEM TPyl BEPIINH;

Pull — >xecTkoCTh IPY>KUHBI IS pedep (HACKOJIbKO pedpam pas-
penieHo pacTsaruBatbes). Huskoe 3HaueHrne 03HayaeT OueHb cra-
Oble Py UHBI (OYCHb AJIACTUYHBIA MaTEepHal), BRLICOKOE 3HAUE-
HUE — CWIBbHYIO MPYXUHY (00Jiee )KeCTKUI MaTepuan);

Push — comporuBnenue tena cxkatuto. Huszkue 3HaueHus s
TKaHU, BHICOKUE 3HAYEHUS I HAJAYTHIX MPEIMETOB U KECTKOTO
MaTtepuana;

Damp — ko3 puumeHT TpeHus 1isi KpaeBbIX MPYKUH;

Plastic — HeoOpaTumas nedopmaiiusi 00BEKTa MOCie CTOJKHOBE-
HUs. BepmmHbl 3aHUMaOT HOBOE TOJIOKEHUE 0€3 MPUMEHEHUs
MoauduKaTopa;

Bending — nmurtanms uzruda pedep. Co3naroTrcs BUPTyaIbHBIC
COCJIMHEHUs] MEXTYy BEPUIMHOW W BEPIIMHAMH, COCTUHEHHBIMU
C €€ COCeIsIMH;

Length — BO3MOXHOCTH peOpa OOBEKTa YBEIMYUBATHCS WIIU
YMEHbIIIAThCA MOCII€ BO3/IEUCTBUS. JTO 3HAYEHHUE 3aJ]aHO B MIPO-
nenrax, 0 otkiroyaet 3ty pynkuuto. 100 % o3Hauaer oTcyTCTBUE
M3MeHeHuM, Tesno coxpansier 100 % cBoero pasmepa;

Collision Edge (cronkHoBeHue pedbep) — mpoBepka pedep Ha co-
MIPUKOCHOBEHHUE C CETKOW JIPYToro Tena;

Face — nmpoBepka MoBEpXHOCTEN HA COMPUKOCHOBEHUE C CETKOMN
JPyroro Tena;

Aerodynamics — aspoiMHaMUYeCKas CUjla OKPY’KaroIen cpeibl.

Simple — mpocToii, koraa pedpa moaydaroT CHITY COMPOTUBICHUS
OT OKPYKarOIIEU CPEIBIL;

Lift Force — dakTop moabeMHOM CHJIBI IPU MIPOXOKICHUH Yepes3
OKPYKaIOIIYIO CPELy;
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— Factor — 3HaueHHe a3pOAMHAMUYECKON CUIIBL;

— Stiffness (crenens xecTkocTu pedep, KOTOpas OCTaHABIMBAET
MOJIHOE pa3pyllIeHue rpaHeil IPU CTOJKHOBEHUH ).

Self Collision (mpemoTBpaliieHre nepeceueHus MSATKoro Tejia ¢ CaMuM
cobofii):

— Calculation Type (Tunsi pacuera);

— Ball Size — ko3 punmenT, KOTOPHIN YMHOXKAETCSA HA JJIUHY TIPY-
AKUHBI. JTO chpepuueckoe paccTossHUE (paanyc), B Mpeaenax Ko-
TOPOTO, €CJIM BXOJUT APYyTas BEpIINHA TOW KE€ CETKH, BEPIIMHA
HAYMHAET OTKIJIOHATHCA, YTOOBI N30€kKaTh MEPECEUCHUS IEMEH-
TOB MATKOTO TEJa;

— Stiffness — cTeneHp 37aCTUYHOCTH M 3KECTKOCTH 00BEKTA;

— Dampening — k03QGUIIUEHT yCTaHABIUBACT PEAKIIUIO BEPIIHMHBI
IIPU HEYTIPYTOM CTOJIKHOBEHUH.

Solver (onpeaeneHre TOYHOCTH MOJICTUPOBAHUS):

— Step Size Min — MUHUMAaIBHBIN pa3mep 11ara Ha KaJp;

— Max — MakcMMalbHO€ KOJMYECTBO IIIaroB MOJIEIUPOBAHUS
Ha KaJip;

— Auto-Step — aBTOMaTu4eCcKO€ ONPEAECICHUE pa3Mepa 11ara;

— Error Limit — mpeaen norpemnHocTy.

Diagnostics (IuarHocTuka):

— Print Performance to Console — BEIBO Ha KOHCOJIb HH(POpMAITUN
0 TOM, Kak pabotaet Solver;

— Estimate Matrix — orieHOYHBIC TIPeoOpa3OBaHMS.

Helpers (momomnaukm):

— Choke — ymeHbI11a€T CKOPOCTh BBIXO/IA;

— Fuzzy — HewyeTKOCTh MpU CTOJKHOBEHUU, BBICOKHE 3HAYCHUS
nenaroT 00pabOTKy CTOJIKHOBEHUM Oosiee OBICTpOil, HO MEHee
CTAOMIIHLHOM.

Field Weights (cTtenens BausiHUS OTAENBbHBIX CUIOBBIX MOJIEH).

Effector Collection — kosutekiust 3¢ hexToB. MoxkeT ObITh OrpaHUYCHA
ornpeeraeHHoN rpymnnoi. ToapKO HCTIOTHUTETN U3 TON TPYMIbI Oy IyT OKa-
3bIBATh BJIMSIHUE HA TEKYIIYIO CUCTEMY.

OnemenTtsl Effector Collection:

— Gravity — KOHTPOJIb BIIUSIHHS TPABUTAIINH HAa CHCTEMY;

— All — BnusHue Bcex moJIei;

— Fluid Flow;

— Drag;

— Turbulence;
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— Boid;

— Curve Guide;

— Texture;

— Lennard-Jones;

— Charge;

— Harmonic;

— Magnetic;

— Vortex;

— Wind;

— Force (mogpoGHoe onucanne CUIOBBIX NoJel cM. . Force Field).

Hactporiku cuimoBoro nosst

Fluid. ®u3uka XUIKOCTEW HUCHOJB3YETCS s MOJAeNupoBaHusa (u-
3UYECKUX CBOMCTB JKUJKOCTEH, 0coOeHHO BoAbl. [Ipu co3gaHuu ClIEHBI
B Blender onpenenenubie 00bEKTHI MOTYT OBITH MOMEUYEHBI, YTOOBI CTATh
yacThio MojienupoBanus fluid. Jljist MoenupoBanus JKUAKOCTH Y Bac J0J-
KE€H OBITh IOMEH, ONPEICIISIFOITUN MPOCTPAHCTBO, KOTOPOE 3aHUMAET MOJIe-
JupoBaHue. B HacTpoiikax JOMEHa Bbl CMOXETE OMPEETUTh TNI00aTbHBIC
napaMeTpbl MOJICTUPOBAHUS (TaKKUE KaK BA3KOCTh U TPaBUTAISA).

MopenupoBaHue ra3a uin JbIMa SBJISIETCA MOJIMHOKECTBOM KUJIKOCT-
HOM CHCTEMBI U MOXET MCIOJIb30BaThCA ISl MOJEIUPOBAHUS CKOIUJICHUI
B3BCIIICHHBIX B BO3/IyX€ TBEPJBIX YACTHII, KUJIKUX MAaKpPOUACTHI] U T'a30B,
TaKuX KaK T€, U3 KOTOPBIX COCTOUT AbIM. OH UMUTUPYET IBUKEHUE KUJIKO-
CTH B BO3/IyX€ U TeHEPUPYET AaHUMUPOBAHHBIE BOKCEIbHBIE TEKCTYPhI, MPE/I-
CTaBJIAIOIIUE TUIOTHOCTh, TEIUIO U CKOPOCTh JIPYTUX KUIKOCTEH WU B3BE-
IIEHHBIX YaCTHII.

Type:

— Domain — HacTpOWKH ISl BCIIOMOTaTEIbHBIX O0BEKTOB, UCIIOb-
3yEeMBbIX MIPU MOJICTUPOBAHUH TTOTOKOB XKHUJKOCTH WM Ia3a;

— Flow — MonienupoBaHue NoToKa dUJIKOCTH, ra3a, OTHS WIH JIbIMA;

— Effector — onpenenenne Bo3AeMCTBUS Ha MOTOK KUIAKOCTH.

Kaxxaplil T, ucnoiab3yeMblil B (U3UKE KUIKOCTENH, UMEET CBOIO CH-
CTEMY HACTPOEK, KOTOPbIE CTOUT U3YUYUTh CAMOCTOSITENBHO.

Rigid Body. MonenupoBaHue «IOBEJICHUS» TBEPAOrO Tella B pas-
JUYHBIX CUTYalUsIX: TUHAMUKE; CTOJIKHOBEHUHU C JIPYTHUMU TEJIaMU CILICHBI;
1101 BO3JCHCTBUEM OKPYKArOLIEH CPEbl.

Type:

— Active — aKTUBHBIE T€JIa, KOTOPhIE MOJETUPYIOTCS TUHAMUYECKY;
— Passive — maccuBHbIE T€J1a, KOTOPBIE OCTAIOTCS CTATUYHBIMU.
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Settings:

— Mass — Macca 00BbEKTa;

— Dinamic — auHaAMHMKa BKJIIOYACT/BBIKIOUAECT MOJICIMPOBAHUE
TBEPJIOTO TeJIa JiJis 00BEKTa;

— Animated — aHUMUPOBAHHUE TO3BOJISIET JOMOJHUTEIIBHO YIIPaB-
JISITh KECTKUM TEJIOM C TIOMOIIBIO aHUMAIMOHHON CUCTEMBI.

Collisions:

— Shape — omnpenenenue Gopmbl CTOJIKHOBEHHSI 00BEKTA; UX MOXK-
HO Pa3JeNNUTh Ha IBE KaTETOpUU: MPUMHUTHUBHBIE (DOpMBI (KOpOOKa,
cdepa, Karcya, HWIMHAP U KOHYC WK Melll) U (OpMbI Ha OCHOBE
ceTk. @OpMBI Ha OCHOBE CETKH (BBIMyKjas 000J0YKa M CETKa)
PaCCUMTHIBAIOTCS HA OCHOBE TEOMETPUH O0BEKTA;

— Source — UCTOYHUK CETKHU, UCIIONIB3YEMOM AJid CO31aHusl (OPMbI
CTOJIKHOBEHUSI:

e Base — 0a3oBas ceTka 00BEKTa;

e Deform — no6aBnenue k ceTke M00bIX GpopM nedopmaniu;

e Final — Bkirouaer B cebs aeopmarini 1 MOIU(DUKATOPHI.
Surface Response (peakiius TOBEpXHOCTH HA CTOJIKHOBEHUE):

— Friction — comnpoTuBieHHe OOBEKTa JBUKEHUIO. YKa3bIBaeT,
Kakasi CKOPOCTh TEpSIeTCSl NMPU CTOJKHOBEHUU OOBEKTOB JPYT
C ApYroM;

— Bounciness — CKIIOHHOCTh 00BbEKTa OTCKAKMBATH MOCJIE€ CTOJIKHO-
BeHUS ¢ IpyruM (0T 0 10 1 — OT KECTKOTro /10 UeaqbHO J1aCTHY-
HOTO);

— Sensitivity — cTenieHb TPOYHOCTH P CTOJIKHOBEHUH:

e Collision Margin — ycTaHOBJIEHUE TIOJISI BOKPYT (DUTYPBI
IPU CTOJKHOBEHUH;
e Margin — nmopor paccTosHUs BOJIM3U MOBEPXHOCTH, HA KO-
TOPOM BCE €I1l€ PACCMATPUBAIOTCS CTOJIKHOBEHMUS;
e Collections — KoJIEKIUH OOBEKTOB MPHU CTOJIKHOBEHHUU
(MakcuMyM 00beKTOB — 20 1mIT.).
Dynamics:

— Damping Translation — Beau4rHa JMHEHHON CKOPOCTHU, KOTOpas
TEpsIETCSI C TCYCHUEM BPEMEHH;

— Rotation — Be1n4umHa yrioBoil CKOPOCTH, KOTOpasi TePSETCs C Te-
YEHHEM BPEMEHHU.

Deactivation:

— Start deactivation — oTJI0’K€HHas aKTUBAIMA 00bEKTa, CTAHOBUTCS

aKTUBEH MPH B3aNMOJICHCTBHH JIPYTUX aKTUBHBIX TE;
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ONEKTPOHHbIN apxuB YIJITY

— Velocity Linear — nuHeliHas CKOpOCTh J€aKTUBAIMU, HIXKE KOTO-
poil TBepAOE TENO JACAKTUBHUPYETCA U MOJEIHUPOBAHUE OOBEKTa
IIPEKPAILAETCS;

— Angular — yrioBasi CKOpOCTb JI€aKTUBAIIMH, HUXKE KOTOPOH TBEp-
JI0€ TEJIO JCaKTUBUPYETCA U MOJIETUpPOBaHUE 00bEKTa IpeKparia-
ercq [1].

JlaGopaTtopnas padora 8

VYnansiem u3 cuieHsl Ky0, 100aBiisieM MeEIll MJIOCKOCTh M YBEJIMYHUBAEM
pasmep a0 100, kak puc. 132.

Puc. 132. PenaktupoBanue pa3mepa Mmi0CKOCTH

anee nob6apmisieM MelI TOPYC U yBEIUYMBAEM €ro pa3Mep B 5 pas.

Ilepexonum B pexuM penaktupoBanus. Ilogaumaem Topyc 1o ocu Z.
BriOupaem pexuM paboTsl ¢ peOpaMu. BeiesnseM Koab1o rpaHeil B HHIKHEH
4acTH Topyca, ucnoiab3ysa komounamuto Alt + IIKM kak Ha puc. 133.

i ‘J'

Puc. 133. Beienenue Kosblia rpaleil Topyca
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ONEKTPOHHbIN apxuB YIJITY

Komangon F BcTaBmsgeMm emie oAuWH IMOJIUTOH, 3aTEM JBaXKJbl BBIMOJI-
HsIeM KOMaHAy I, 9TOOBI 3aMOTHUTE «THO» (PUTYPHI, Kak Ha IpUMeEpE, MPH-
BEJICHHOM Ha puc. 134.

# Boundary

¥ Offset Even

Puc. 134. BctaBka HOBBIX MOJIMTOHOB B CYIIECTBYIOIINMA

Beixonum u3 pekrMa pelakTUPOBaHUS C MOMOIIBI0 KiaBuiu Tab.
OnyckaeM 00BEKT Ha TIOCKOCTh, Kak Ha puc. 135. Jlobasnsiem Ha durypy
moaudukarop Subdivision Surface.

Puc. 135. Pacnionoxenue o0beKTOB OTHOCUTENBHO OCH KOOPJIMHAT
Hactpoiiku MoaudukaTopa npuBeieHsl Ha puc. 136.

Add Modifier

v[O suwdFEIEE v x ==
Catmull-Clark Simple

Levels View... 2
Render 2

Optimal Display

¥ Advanced

Quality 3

UV Smooth = Smooth, keep cor v e
¥ Use Creases

Use Custom Nor... e

Puc. 136. Hactpoiiku mogudukaropa Subdivision Surface
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ONEKTPOHHbIN apxuB YIJITY

Haxumaem Apply, utoOsl nmpuMenuTs Moaudukarop. Jlagee BbIOU-
paem Bkimaaky Object/Shade Smooth.

Hanee no6asnsem mem UV-chepa. Pazmeriaem Hax Topycom, Kak mo-
KazaHo Ha puc. 137, u ymenpmaem pasmep. [lanee BbiOMpaeM BKIAAKY
Object/Shade Smooth.

Puc. 137. Pacnionoxenue o0bEKTOB OTHOCUTENBHO OCH KOOPJIMHAT

Janee crnaxuBaeM cepy. Beioupaem Briagky Object/Shade Smooth.
3arem npumensieM Kk cepe moaudukarop Array. Count — 3, Factor
X — 1.2. [Ipumep npuBeneH Ha puc. 138.

Puc. 138. Hacrpotiku mogudukaropa Array

Haxxumaem Apply, uToObI mpuMeHUTh MoauduKaTop. Jlanee moBTopHO
npumensieM Kk cdepe moaudukarop Array. Count — 3, Factor X — 0,

Factor Y — 1.1.
[Ipumep npuseneH Ha puc. 139.
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ONEeKTPOHHbIN apxuB YITITY

Puc. 139. Hacrpotiku mogudukaropa Array

Haxumaem Apply, uro6sl mpuMeHuTs Moaudukarop. Jlanee moBTOpHO

npumeHsieM k cgepe moaudukarop Array. Count — 3, Factor X — 0, Factor
Z-1.1.

[Ipumep npuseneH Ha puc. 140.

v M, Sphere

Add Modifier

vl A FEAEE -V x -
Fit Type  Fixe« unt
Count 3
v # Relative Offset

Factor X 0.000
Y 0.000
z 1.100
> Constant Offset

> Object Offset

> [ Merge

> UVs

Puc. 140. Hactpoiiku mogudukatopa Array

Haxumaem Apply, uToOb1 mpuMeHUTH MOoauduKaTop. Maccus u3 chep

ClIelyeT pa3BepHyTh Ha 45 rpamycoB, HaxaB R + 45. Pacnonaraem ¢urypsi
TaK, KaK yka3aHo Ha puc. 141.

Puc. 141. PacnionioxkeHue 00bEKTOB OTHOCUTEIILHO
OCH KOOpJIMHAT
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ONEKTPOHHbIN apxuB YIJITY

Hanee cuoBa komanaa R, ycranapnuBaem maccuB cep no ocsam X/Y/Z
TaK, KaK yKa3aHo Ha puc. 142.

Puc. 142. Pacnionoxenue o0bEKTOB OTHOCUTEIBHO OCH KOOPJIMHAT

[Tepexoaum Ha BU U3 KaMmephbl kiaBuiiei 0. 3atem HaxxumaeM N U 1ie-
PEXO0JIUM K HACTpoMKaM Kamephl. 3axoaum Bo BkIanky View/Lock Camera
to View. Takum 006pa3om BUI U3 KaMephl «IIPHUBS3aH» K Kypcopy. Hactpau-
BAEM BHUJI KaMephI, KaK MOKAa3aHo Ha puc. 143.

Puc. 143. Bua kamepsl
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[Tocne nactpoiiku kamepsl cHuMmaeM rajgouky Lock Camera to View.

[lepexoaum k pazneneHuto maccupa cep. Boigensiem maccus, nepe-
XOJIUM B PEXHUM PEIaKTHUPOBaHMs, HaxkuMaeM P u BbiOMpaem KOMaHIy
By Loose Parts. 3atem Bo3BpaiaeMcsi B OOBEKTHBIM PEXUM, HAKHUMaEM
BKiasiky Object/Set Origin/Origin to Geometry, 1j1si TOTO, YTOOBI Y KaXI0M
cdephl ObLIIa CBOSI IIEHTpaIbHAS TOUKA.

[lepexoauM BO BKJIAAKy (pu3nyeckux cBOMCTB oObekTa. HazHauaem
chepam cBoiictBa Rigid Body, HactpauBaeMm no oopasiy (puc. 144).

FH Rigid Body Constraint
¥ Rigid Body
Type Active
Settings

Mass 0.5 kg
& Dynamic

Animated

Collisions

Shape &7 Mesh

Source  Deform

Deforming

Surface Response
Sensitivity
Collections
Dynamics

2.90.1

Puc. 144. Hactpoiiku Rigid Body

Jlanee, 9yToOBI PUMEHHUTH CBOMCTBA K KaXXIOW OTHEILHOM cdepe,
HykHO HaxaTh Object/Rigid Body/Copy from Active.

Brinensem topyc u HazHayaeM eMmy cBoiicTBa Rigid Body. Type nac-
cuBHbIN, Shape — Mesh.

Brizensem menn moBepxXHOCTh U Ha3HauaeM emy cBoiicTBa Rigid Body.
Type naccuBnblid, Shape — Mesh.

3amyckaeM cuMmydsiuio. [ 3TOoro Hy»XKHO HakaTh KjiaBuinry Play
Ha BpeMEHHOW JuHUH. [locMOTpHTE CUMYISIIUIO, MPU HEOOXOAUMOCTU
MOTIPABHTE TIOJIOKEHUE U Pa3MePhl 00BEKTOB CAMOCTOSITEHHO.

HakmagpiBaeM Ha 00BEKTHI MaTepHaibl. BeiOnpaeM OBEPXHOCTD, Tie-

pEXoauM BO BKIJIAJKy CBOMCTB MarepuasioB. Ha3Hauaem cepwlii IIBET,
Roughness 783.
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Jlanee ycranaBiauBaeM MaTepuain i «0acceiiHa». ba3oBblii IBET ycTa-
HaBlMBaeM KpacHslil, Roughness 0.303, Clearcoat — 0.606.

Brinensem HIDKHUH IIapuK, HA3Ha4YaeM eMy OMPIO30BbIN 1BET. Bhije-
JsieM Bee cephl, KpoMe BETHOTO. 3aTeM ¢ KHomKkoi Shift BeiOupaem mnser-
HOM mapuk (Tmoiydaercs, 4To Bce cdephl BblzieNeHbl). [lanee koMOuHAIIIO
kinaBuml CTRL + L B mosiBuBIIEMCs: OKHE BhIOMpaeM komaHAy Materials.
Takum 00pa3om, BCe IIAPUKHU OKPAIIMBAIOTCA B OUPIO30BBIi 1BET [8].

BbronopT mnepekiroyaeM B PEXUM OTOOpPaKEHUS IPU PEHJACPUHTIE.
HacrtpanBaem cBer, kak Ha puc. 145.

Puc. 145. Hactpoiika cBeTa

Coznaaum ayOnvKaThl CBETa, Kak Ha puc. 146.

Puc. 146. Pacnonoxenue n1y0ImMKaToB cCBETa

Hasnagaem myommkaram Power 5000.
HacrtpauBaem penaep, kak Ha puc. 147.
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ONEeKTPOHHbIN apxuB YITITY

» Ambient Occlusion
# Bloom
Depth of Field

Max Size 100.000 px

Subsurface Scattering
Screen Space Reflections
Motion Blur

Volumetrics

Performance

Hair

Shadows

Cube Size 512 px
Cascade Size 1024 px
& High Bitdepth
& Soft Shadows
Light Thresh... 0.010

» Indirect Lighting

» Film

> Simplify

Puc. 147. Hactpoiiku penaepa

3axoauM BO BKiIanKy cBoiictB Output Properties/Output u BeiOnpaem
nanky JJisi coxpaHneHus: (aiina mocie peHaepa. YcraHaBiuBaeM (popmat
FFmpeg video. Bkinanka Encoding/MPEG-4. Ha BpemeHHoO nuHUU ycCTa-
HaByimBaeM End — koHneunsiii kaap Ha 160.

Coxpansiem paboTty. 3amyckaem peHjep, HaxaB BkIajaky Render/Ren-
der Animation.
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Tema 8. CUCTEMA YACTHUII B BLENDER

YacTtuubl — 3TO MHOXECTBO 3JIEMEHTOB, MCITYCKA€MBIX CETYATBIMHU
o0ObeKTamMu, OOBIYHO HCUHcCTsieMoe Thicsiyamu. Kaxknas yacTuiia MOXeT
OBITH TOYKOM CBETA MJIN CETKOM, a TaKKe OBITh COeIMHEHHON MIIN JUHAMUY-
HOM. OHM MOTYT pearupoBaThb Ha MHOXECTBO PAa3JIMYHBIX BO3JIECHCTBUIA
U CWJI U UMEIOT MOHATHE O MPOJOJIKUTEIBHOCTH XKU3HU. J[MHAMUUecKue
YaCTHUIIBl MOTYT MPEJICTABISATh OTOHbB, AbIM, TYMaH U APYTUe OOBEKTHI.

Yactuiipl THMNA BOJIOC MPEACTABISIIOT COO0M MOAMHOKECTBO OOBIYHBIX
yacTtull. BoyiocsHbie cuCTEMBbl 00pa3yl0T KPUBBIE, KOTOPbIE MOTYT MpEj-
CTaBJIATh BOJIOCHI, MEX, TPABY U LIETHHY.

Ha aBuxenune 4acTuil MOTYT BIUSATD CIAEAYIOMINE (PaKTOPHI:

— HayajJbHasg CKOPOCTh BHE CETKHU;

— TMEepeMeIleHHe CaMoTo U3IydaTes (BEpIINHbI, TpaHu WU 00b-
€KTa);

— JBWKEHHE B COOTBETCTBUM C «TPABUTALIMEN WUIIU «COMPOTHUBIIE-
HUEM BO3IyXay;

— BIUSHHUE CWJIOBBIX MOJICH, TAKUX KaK BETEP, BUXPU WJIM HAIIPaB-
JIEHHUE 110 KPUBOW;

— B3aUMOJICHCTBUE C JPYTUMU OOBEKTaMH, HAMpHUMEpP, CTOJIKHO-
BEHMUSL.

HacTpoiiku cuctembl 4acTHI] HAXOAATCS BO BKJIAJIKE MMAHEIU CBOMCTB
Particle Preferences. Hactpoiiku BepxHell 4acTH MaHEIN CUCTEMBbl YaCTHUIL
CXO0XH co BKIagkon Materials. EcTh cierimanbabie PyHKIIUU 111 pacipo-
CTpaHEHUsI CBOMCTB OT/ACIbHBIX YaCTHUI] WU AKTUBHBIX 00OBEKTOB Ha JAPYTrHe
aJIEeMEHTHI clieHbl. [Ipennaratorcs ciaeayrone BapuaHThI:

— Copy Active to Selected Objects — komupoBaHUE aKTHUBHBIX
YacTHI[ Ha BbIOpaHHbIE 00BEKTH. KomupyeT akTUBHYIO CUCTEMY
YaCTHIl Ha BCE BEIOPAHHBIE OOBEKTHI;

— Copy All to Selected Objects — komupoBaHKE BCEX YACTHII B BBI-
OpaHHbie 00BeKThl. Konmupyer Bce 3JEMEHThI CHUCTEMbI YaCTHII
U3 aKTUBHOTO 0OBEKTA BO BCE BHIOPAHHBIC OOBEKTHI;

— Duplicate Particle Systems — gyOnupoBaHHE€ CHUCTEMbI YaCTHI]
BHYTPH aKTHBHOTO OOBEKTA.

Type:

— Emitter — yacTuIpl UCIycKatoTCs U3 OOBEKTA;

— Hair — umuTarnusa Bojoc B Buje npsaei. MoaenupoBaHue BOJIOC
U MeXa MpeJCTaBIsIeT CO00M OTMENbHYIO CUCTEMY CUMYJISIIUH,

107



Emis

MO3TOMY MBI He OyJeM B JaHHBI MOMEHT Ha HEW OCTaHaBJIH-
BaThCs. CucTeMa MOJCITMPOBAHUS BOJIOC OCTACTCS Ha CaMOCTOSI-
TEJILHOE U3yUCHHE.
sion:

Number — MakCMMaJIbHOE KOJHYECTBO MCXOJHBIX YaCTHII, HC-
MI0JIb30BAaHHBIX P MOJICITMPOBAHNH;

Seed — Bapuanum cydaifHBIX YHCENI BO BpeMs MOJICITUPOBAHMS;
Frame Start — HawanbHBIN KaJp UCITyCKAHHS YaCTHII;

End — xoHEYHBII Kaap UCITyCKaHUS YacTHL;

Lifetime — npoa0KUTENBHOCTD KU3HU YaCTHIL;

Lifetime Randomness — pangoMHast Ipo10IKUTEILHOCTD KU3HU
YaCTHII.

Source:

Cach

Emit From — onpenenenue mecra, U3 KOTOPOTro OyAyT pacupo-
CTPAHSTHCS YaCTHIII (BEPIINHBI/TIOJIMTOHBI/00beM (PUTYPHI);
Use Modifier Stack — mpumeHnsTh cTek MOIU(DUKATOPOB K YACTH-
aMm;
Distribution — pacnpezaeneHue BpIOpoca 4acTHUIl ¢ TOBEPXHOCTH
00beKTa (HepaBHOMEPHOE/PAHIOMHOE/TIO CETKE 00BEKTA);
Random Order — BbIesieHHE IEMEHTOB B CIIy4ailHOM MOPSIKE
00 TUHEHHO, €CIIU HEaKTHUBHO;
Even Distribution — pacnpenenenue 4acTui] IPOU3BOIUTCS PaB-
HOMEPHO B 3aBUCUMOCTH OT TUIONIAN TTOBEPXHOCTH DJIEMEHTOB;
Particles/Face — koinuecTBO BEIOPOCOB Ha MOJIUTOH;
Jittering Amount — BeuunHa KoJieOaHus B BEIOOPKE.

e:
External — cunThiBaHME K3111a U3 BHEIIHETO XPAHUIIUIIIA,
Cache Step — mar ksmmpoBanusi. KonnuectBo KaapoB MexXIy
KIIIMPOBAHHBIMU KaJIpaMu;
Disk Cache — coxpanenue (aita Ha quCK;
Use Library Path — ucnonb3oBanue nyTtu k ¢ainy ang kima
C IMCKa TIPY MOJKIIOYCHUN OMOTNOTEKN K ApyroMy dainmy;
Bake — 3amekanue (GpU3N4IECKUX CBOICTB;
Calculate To Frame — BIYUCIUTH TIO KAIPY;
Current Cache to Bake — 3anekaTtp Tekyuii Keli;
Bake All Dynamics — 3anekaTh BCe JUHAMHUYECKUE DJIEMEHTHI;
Delete All Bakes — yganuth ko111 3arie4eHHbIX 0OBEKTOB B CIICHE;
Update All To Frame — Bce mokaapoBo 0OHOBUTb.
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Velocity (mapameTpbl HaUJIbHON CKOPOCTH YaCTHII):

Normal — HopManu K TOBEPXHOCTH U3TydaTes;
Tangent — HayanbHAsi CKOPOCTh YACTHUIIBI 33/1aHA KACATEIbHOM;
Tangent Phase — moBopoT kacaTeabHON K MTOBEPXHOCTH OOBEKTA;

Object Aligned X/Y/Z — ycraHoBieHHE HAYaJIbHOW CKOPOCTH
o ocsim X/Y/Z;

Object Velocity — ycTaHOBIE€HHE YaCTHUIE HAYAIBHOW CKOPOCTH;
Randomize — panaoMHOe Ha3HaUYEHHE HAYAIbHONU CKOPOCTH.

Rotation:

Orientation AXis — 3a7a€T HayaJIbHOE BPAIICHUE YaCTHUIIbI ITyTEM
BBIPaBHUBAHUSA OCU X;

Randomize — panoMHOE BpallleHUE;

Phase — nauanbHas ¢asa BpaieHus;

Randomize Phase — no6aBmnsier cinyuaiinoe n3aMeHeHue K (asze;
Dynamic — eciu BkitoueHa GyHkius Dynamic, yactuiipl OyayT
WHULIUATN3UPOBAHBI TOJIPKO B COOTBETCTBUHU C BHIOPaHHBIM Bpa-
IIICHUEM U YTIIOBOW CKOPOCTHIO, 2 OCTATBHOE IPEIOCTABUT (HH3H-
YECKOMY MOJICTUPOBAHUIO. 3aT€M YaCTHUIIBI H3MEHSIIOT CBOIO
YTIIOBYIO CKOPOCTb, €CJIM OHHM CTaJIKUBAIOTCS C IPYTUMH OOBEK-
TaMd. B MpoTUBHOM cily4ae yriioBas CKOPOCTh ITOCTOSIHHA U 3a-
JlaHa 3apaHee.

Angular Velocity:

AXIis — ofpeJiesIieHUe YTII0BON CKOPOCTH;
Amount — BEJIMYMHA YTIIOBOW CKOPOCTH.

Physics:

Physics Type:
Newtonian — 9acTHIlbl OyAyT JBUTATHCA B COOTBETCTBUU C KJIac-
CUYECKON (HBIOTOHOBCKOWM) MeXaHUKOW. YHacTUIbl HAYMHAIOT
CBOIO KM3Hb C 3aJaHHBIX HAYaJbHBIX U YTIJIOBBIX CKOPOCTEH
U JBJKYTCSI B COOTBETCTBUU C BHEIITHUMH CUJIAMU;
Keyed — TpaekTopusi 4acTuil ¢ KJIIOUOM OMPEACISIETCS MEXIY
YaCTUIIAMU JTIOOBIX ABYX (WK 00J€€) CUCTEM YaCTHII;
Boids — ympaBnenue orpaHu4eHHBIM UCKYCCTBEHHBIM HHTEIUICK-
TOM, KOTOPBIM MOXKET OBbITh 3alpOorpaMMHUPOBAH Ha CJICOBaHUE
OCHOBHBIM MpaBUJaM U TOBEJICHHIO, YTO WJICAJIbHO MOJXOIUT
JUTSI MOJICTTUPOBAHUS CTal, pOeB, TAOYHOB M KOCSIKOB Pa3JIMYHBIX
BUJIOB JKMBOTHBIX, HACEKOMBIX U PhIO;
Fluid — umuTtanms noBeaeHus 4acTUL] )KUIKOCTH;
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Mass — macca 4acTHIlbI;
Multi Mass with Size — npousBeieHre Macchl Ha pa3Mep YacTHIL.

Forces:

Brownian — BenuunHa OpOYHOBCKOTO JIBUKE€HHs. bpoyHOBCKOe
JBUKEHUE 100aBIISET YaCTULAM CITy4aitHOE IBM>KEHUE, OCHOBAH-
HOE Ha OPOYHOBCKOM LIIYMOBOM IIOJI€E;

Drag — BenuunHa cuibl conpotusiieHus. [lapamerp ymeHbIIaer
CKOPOCTb YaCTHUIIbI 10 OTHOLIEHUIO K €€ CKOPOCTH U pa3Mepy;
Damp — 3ameasieHue CKOPOCTH YaCTULIBI.

Deflection:

Size Deflection — pa3mep yacTuil mpu OTKJIOHEHUH;

Die on Hit — yHuYTOXEHUE YaCTUI], TOMAJAIOMINX B OTpakaro-
I 00BEKT;

Collision Collection — 4acTHIBI CTAJIKUBAIOTCI C OOBEKTAMU
13 KOJUIEKIIHH.

Integration:

Integration — 3T0 HaOOp MaTEMAaTHUYECKUX METOJIOB, JOCTYITHBIX
JUTS pacueTa ABUKEHUS YaCTHIL;

Timestep — KOIMYECTBO BPEMEHHU MOJICTUPOBAHUS (B CEKYH/Iax),
KOTOPOE MPOXOUT B TCUCHHUE KAXKIOTO Kajpa;

Subframes — KOJWYECTBO IIAroB MOJCIMPOBAHUS B KaKJIOM
kaape. Ilogkaapel mjs MoaeaupoBaHUsT OOECIICUYHMBAIOT TTOBBI-
IIEHHYIO0 CTa0MIBHOCTh M 00JI€€ TOHKYIO JIETAIM3AINIO IIPH MO-
JETPOBAHHH.

Render:

Extra:

Render As — oToOpakaTh 4acTHIIBI, KaK OOBEKT, JIMHUH, KOJIJICK-
AW | TIP.;

Scale — macmra0;

Scale Randomize — panoMHbBI MacITao;

Show Emitter — oToOpaskeHHe CETKN U3ITydaTesisi YaCTHIL;
Instance Object — ykazaHHbBIN OOBEKT CO3/1a€TCSI BMECTO KaXKJI0U
YaCTHUIIBL;

Global Coordinates — rio06anbHbIE KOOPIAUHATHI O0BEKTA JJIS CO-
3JTaHUS SK3EMILISAPA;

Object Rotation — BpariieHue 00bEKTa;

Object Scale — pazmep oOBbeKTa.

Parent Particles — Bu3yanu3zanusi poJIuTeIbCKUX YaCTHIL,
Unborn — BU3yanu3aius 4aCTHII 10 UX POXKJICHHUS;
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— Dead — Bu3yanu3zaius 4acTuil ocjie OKOHYAHUS UX )KU3HEHHOTO
UKIIA;

— Viewport Display;

— Display As — oToOpaxkaTh 4acTUILIbl, KAK OHU CO3JaHbl B padouei
00J1acTH; TOUKH, KPYTH; KPECTUKHU U TIP.;

— Color — oroOpaxeHue 11BETA;

— Amount — NpoIIEHTHOE COOTHOIIEHUE BCEX YaCTHUII, OTOOpakae-
MBIX B OKHE MPOCMOTDA;

— Show Emitter — oToOpaskeHue uzityyaresns B OKHE TPOCMOTPA;

— Children — nodepHue 3JI€MEHTHI — 3TO BOJIOCHI WJIM YaCTHUIIbI-
U3JIy4YaTeIu, TPOUCXOISIINE U3 OTJCIbHBIX YaCTHIL;

— Field Weights — crenenp BAUsSHUSA OTJAEIBHBIX CHJIOBBIX TOJIEH
Ha cucteMmy uyactuil. OmnucaHHE OTJIENbHBIX CHUJIOBBIX MOJEH
npencrasiaeHo B Teme 7,

— Force Field Settings — maneiap HACTPOEK CHUIIOBOTO TOJIS MTO3BO-
JISIET CUJIOBBIM TOJISIM BO3/IEHCTBOBATH HA IPYTHE JUHAMUYECKHE
CUCTEMBbI WJIK JIPYT HA JIPyTa;

— Vertex groups — nmanenp «l pymnmsl BEPIIMH» O3BOJISET yKA3aTh
TPYIIIBI BEPIINH, KOTOPBIE OYAYT UCTIOIB30BATHCS I HECKOJIb-
KHUX JIOYEPHUX HACTPOEK;

— Texture — nob6aBiIeHNE HOBBIX TEKCTYP (BHEUIHUX);

— Custom Properties — no6aBieHHe BHEITHUX MOJIb30BATEIbCKUX
HacTpoek [1].

JlabopaTopnasi padora 9

[lepemernaem ky0 o 0THOM U3 OCEH KOOPJUHAT B CTOPOHY, J0OABIISIEM
memn ukocgepsl. [Ipumensiem k Meury moaudukarop Subdivision Surface.
VYcranaBnmuBaem Levels — 3, Render — 3. Jlanee ckpyrisieM ¢ HOMOIIBIO
komaHael Object/Shade Smooth.

Beigensiem cdepy u mepexoauM BO BKIIAJIKYy MaHenu cBOMCTB Particle
Properties. Haxxumaem «+» 1 co3iaaHus HOBOM cucTeMbl yacTuil. Ha-
cTpauBaeMm, kak Ha puc. 148, End — 250, Lifetime — 250, Physics/Damp — 1,
Field Weights/Gravity — 0. Ha Bpemennoit manu End — 250.
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W, Icosphere I ParticleSettings

IS ParticleSettings =@

IS v ParticleSettings.001 ) (B3 X

“Emitter Hair

¥ Emission
Number
Seed 0

Frame Start 1.000
End 250.000
Lifetime 250.000
Lifetime Ran... 0.000

» Source
» Cache
> Velocity
B Rotation
» Physics
» Render
> Viewport Display
» Children

B N B

Puc. 148. Hacrpoiika manenu cBoiictB Particle Properties

ITo xomanne Shift + A nmo6asnsem Force Field/Turbulence. ITo ymor-
YaHWIO OHA YCTaHABIIMBACTCS B IIEHTP Cephl, TaK U OCTABIIsIEM. Y CTaHaB-
muBaem Strength — 60 Bo Bkiagke Physics Properties. Noise Amoun — 10,
Seed — 81.

3aTeM yMeHblIlIaeM cepy u pacrosaraeM, kak Ha puc. 149.

Puc. 149. Pacnonoxenue o0ObeKkTa B CLIeHE
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Bo3Bpamraemcsi B cucTeMy YacTHI[ W OTKPHIBAEM BKJIAJIKy MaHETH
cBoiictB Render. Render As BwiOupaem ky0, Scale — 0.002. Bxuagka
Emission/Number — 30000.

Beigensiem ky0 W OTKpbIBaéM BKJIAAKy NaHeIM CBOMcTB Material
Properties. Surface BoiOupaem Emission, isetr — FFB948 (unu ycranoBute
CaMOCTOSTENbHO), Strength — 5.

Hanee mepexoguM Bo BKiIaaKy mnanenu cBorctB World Properties.
Y cTaHaBIMBAEM LIBET — YEPHBIM.

3aTeM nepexo UM BO BKJIAJKy cBoMcTB Render Properties, ctaBum ra-
nouky Raytracing, Tun penaepa — Eevee. Ha BepxHell maHenu nepexoanum
BO BKiIasiky Compositing, ycranaBiuBaeMm rajgouky Use Nodes. JloGaBisem
y3en Glare, B BeinagatoieM cnucke Beioupaem Bloom. O6pazen HacTpoiku
npeacrasieH Ha puc. 150.

Puc. 150. Hactpoiika pexuma pabotsr Compositing

UToOBI TIOCMOTPETh CHUMYJISIIMIO PACIPOCTPAHEHUS YacCTHIl, HYXHO
HaxaTh Play Ha BpeMeHHOM JTMHUY BHU3Y paboueil 00J1acTu.

[To komaunge Shift + A nodasisiem Force Field/Vortex. YcranasimuBaem
Strength — 1.5 Bo Bkianke Physics Properties. Pacnionaraem nop chepoi,
Kak Ha puc. 151.
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Puc. 151. Pacnonoxenue VorteX OTHOCUTEIHHO Chepsl
HactpauBaem kamepy, knaBuma 0 Ha Numpad. 3atem HaxumaemM N
U MEepexoJUM K HacTpoWKaMm Kamepbl. 3axoauMm Bo Bkiaaky View/Lock

Camera to View [9]. Beibupaem Haubosnee yaaunbsiii pakypc. [Ipumep npu-
BEJICH Ha puc. 152.

Puc. 152. IIpumep Bua Kamepsl

OTtkiroyaeM OTOOpakeHHE KyOa B CIIEHE, Ha)XKaB Ha «TJia3» B MEHIO
KOJUJICKIIMM CLICHBI, KaK Ha puc. 153.
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Puc. 153. MeHI0 KOJJIEKIIUU CIIEHBI

MoXHO N€aKTUBUPOBATh BCE BCIIOMOTaTEIbHBIC IJIEMEHTHI B CIICHE
TaK, KaKk 3TO NPEACTaBICHO Ha puc. 154.

Puc. 154. Hactpoliku ciieHbl

[Tocne HacTpoiiku kamepsl neakTuBupyeM BkIaaky View/Lock Camera
to View.

Boinensiem cdepy u nepexouM BO BKIAJIKy MaHenu cBoMcTB Particle
Properties. 3arem nepexonum B Cache/Bake u 3amekaem To, Kak MOACIUPY-
forcs yactuupl. llocne naHHONW mpoueAypbl MECTOIOJIOKEHHE YaCTHULL
MO>KHO OTCJIEKMBATh HAa BPEMEHHOM JTMHUY BHU3Y pabouei o0iacTu, He J0-
KUJASICh TTPOTOHA.

3axonum Bo BkiaAKy cBocTB Output Properties/Output u BeiOMpaem
nanky JJisi coxpaHeHusi (paiina mocie peHjepa. YcraHaBiauBaem (opmar
FFmpeg video. Bknanka Encoding/MPEG-4.

Coxpansiem paboty. 3amyckaeM peHiaep, HaxaB BkiIaaky Render/
Render Animation.
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Tema 9. ADD-ONS B BLENDER

Add-ons (agaoHbI) — 3TO CHENUAIBHBIE PACIIUPEHHS BO3MOKHOCTEN
Blender. Apnonsl mnpu3BaHbl OOJEr4UTh >KU3Hb MOJIB30BATEIAM IIPO-
rpamMmbl. [IpencTaBissroT co0oil crienraibHBIE MEIIH, KPUBBIC, HAOOPHI
KHCTEH, TEKCTYPhI, OCHOBHI JiJI1 00bEKTa, 3P (HEKTHI peHIepa, OKPYKAIOITY IO
cpely U MHOroe npyroe. Yarie Bcero co3aroT ajioHbl APYyTHE MOIb30Ba-
tenu Blender u BBIKIIAABIBAIOT B CETH IUIATHO WM OeCIUIaTHO. Tak ke eCTh
U opuITMaIbHbIC PACIIUPEHUS, TIPEAYCTAHOBICHHBIE B IPOTPaAMMY .

Annonsl HaxoasTcsa B meHIo Edit/Preferences/Get Extensions, oTkpo-
€TCsl HOBOE€ OKHO, Kak Ha puc. 155. Haxumaem knHonky Allow Online
Access. Jlanee 3arpy»kaeTcsi CIIUCOK aJJOHOB.

Puc. 155. Oxuo Add-ons

Kax bl agnoH nMeeT BKIAJKy, pa3BEpPHYB KOTOPYIO MOKHO O3HAKO-
MUTBCS C KpaTKOW WH(OPMAIMOHHOM cripaBkoi 0 HeM. CripaBKa COACPKUT
CIEAYIOIINE JaHHbIE:

— KpaTkoe onucaHue GyHKIIMOHAJA, KOTOPBIH UMEET JaHHBIH
aJl10H;

— cnoco0 BbI30Ba ajijioHa BHYTpu Blender;

— (¢usnyeckoe pacnojioxenue Qaiina B paitioBoit cucreme;
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— aBTOpP;

— BepCHs pacIIupEHUS;

— CCBUIKM Ha JOKyMEHTalHI0 00 aJJIoHe, a TakkKe BO3MOKHOCTb
coo0IMTH 00 OMMOKE pazpaboTUMKaM.

Jlaboparopnasi padora 10

B ocHOBHOII clieHe ynansieM Ky0, 100aBIsieM MIOCKOCTb, YBEIMUUBAEM
ee pasmep B 15 pa3. B mento Edit/Preferences/Get Extensions akTuBupyem
annon Extra Objects.

JloGaBmnsieM B clieHy HOBBIN 00beKT ¢ nmomoibio Shift + A/Mesh/Wall
Factory. /lo06aBuiicst HOBBII M€Ill B BUJI€ KAMEHHOM CTEHBI, Kak Ha puc. 156.

Puc. 156. Hacrpoiiku o6nexta Wall Factory

O6parute BHUMaHue Ha BkJIanky “Add a Masonry Wall”, tak kak
HACTpanBaTh 0OBEKT MOKHO TOJILKO YEPE3 NAHHYIO MMaHEellb, a IPHU HaXKaTuu
Ha 3JIEMEHTHI CLIEHBI BKJIaJIKa MPOMnajgaeT 0€3B03BPATHO.

HacTpoiiku 00bekTa BKIIIOUAIOT B ceO0s:

— Construct — KOHCTpYKLHS;
— Wall Size — pasmep cTeHsr;
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ONEKTPOHHbIN apxuB YIJITY

— Block Sizing — pazmep kupnuua;

— Merge Blocks — 00bemuHUTH OJTOKH;
— Qrout — 3aTUpKa MEXIY KHUPITHUYAMMU;
— Wall Shape — ¢popma creHsr;

— Opening — OKHO;

— Repeat — moBTOpUTS;

— Top Arch — BepxHsist apka;

— Bottom Arch — HIKHSS apka;

— Slots — 6oliHHUIIA;

— Crenels — 3y011b1;

— Shelf — HaBec;

— Steps — crynenu;

— Location — pacnonioxxeHue;

— Rotation — Bpaiienue.

AxtuBupyem Crenels (3yOusl Ha crene) u Grout/Thickness — 0.07,
Wall Size — 15, aktuBupyem Repeat. OcTanbHble HACTPOWKH OCTaBIISIEM
0 YMOJIYaHHUIO.

[Ipumensem wmonudukarop Simple Deform u nHacTpanBaem, Kax
Ha puc. 157.

> @ waonz & 7

v & Wal.oo2

i Add Modifier
s

@ v s PEEE x

Twist ﬂﬁend7 Taper  Stretch

Angle 60°
Origin W, 2
ais IFIENIED -

» Restrictions

Puc. 157. Hacrpoiiku monugukaropa Simple Deform

Tak ’ke MOXHO HEMHOI'O Pa3BEPHYTh CTEHY C OMOILbI0 KOMOWHAIIUU
Kiasuu R + Z.

Janee BoiaensieM cteHy u nepexoaum B Shader Editor. Beigensem y3en
Principled BSDF u naxumaem komOunanmro CTRL + SHIFT + T, oTkpo-
eTcsl HOBO€ OKHO, B KoTopoMm Haxoaum nanky Rock020 4K-JPG, oTkpsl-
BAE€M U BBIJIEJISIEM BCE TEKCTYPHI, KaK Ha puc. 158.
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ONEKTPOHHbIN apxuB YIJITY

Puc. 158. Boi6op ¢aiinos manku Rock020 4K-JPG

B pesynbrate onepanuu B Shader Editor nomkHa mosiBUTBCS cxema,

npeJicTaBiIeHHas Ha puc. 159.

et i u
W Use Nodes Siot v @ Material001 D% =

Puc. 159. ABTomatuueckasi cxema y3JioB
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3aTeM BBIIEISIEM IUIOCKOCTh W HaxxkumaemM kKomOumHaimo CTRL +
+ SHIFT + T, oTkpoercs HOBOE€ OKHO, B KOTOPOM HAXOJIWM IAIKy
3emusi_4k.blend. Brinensiem Bce u300pakeHHsI U IPUMEHSAEM K IOBEPXHO-
ctu. JloOasisiem y3en Bump u BcTaBisgem ero Mmexay yznamu NormalMap
u Principled BSDF. Coenunsiem Bbixonnyto Touky NormalMap c¢ Bxoa-
HOM Toukoi Normal y3ma Bump u BeIXoHy!0 TOuky Bump ¢ BX0aHOM TOY-
kot Normal y3na Principled BSDF. YcranaBnuBaem g mapaMeTpoB y3ia
Bump Strength — 1, Distance — 30, kak Ha puc. 160.

Puc. 160. Hactpoiiku y310B NormalMap u Bump

Ha puc. 161 npencrasnena o61asi cxema y3J0B ISl TEKCTYpPUPOBAHUS
IOBEPXHOCTH 3€MJIU B CLIEHE.

Puc. 161. O0mas cxema TeKCTypHUpOBaHUSI MIIOCKOCTH
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AxTtuBupyem cieayroumi annoH — Sapling Tree Gen. JloGaisiem
B CIieHy HOBbI 00bekT ¢ momoiibto Shift + A/Curve/Sapling Tree Gen.
[TpuHIMI pabOTHI CX0K C HACTPOMKOW CTEHBI: B YTy dKpaHa MOSBISCTCS
HoBas BkJagka “Sapling: Add Tree”. Eciin 0ObeKT JeakTUBUPOBATH UJIH T1€-
PEMECTUTH KypCOpPOM, TO BKJIaJKa 0€3BO3BPATHO MPOIIAJIET.

Kak Tonpko JepeBo co3/1aHO, €CTh BOCEMb HACTPOEK ISl IIOCTPOCHUS
Baiuero Jepesa. [Ipu co3nanuu Baiiero nepeBa 4yacTo Jydllle UCIOJIb30BaTh
HACTPOMKHU MO TOPSAIKY, MOKAa Bbl C HUMH HE O3HakoMuTechb. OCHOBHBIE
HAaCTPOMKHU OOBEKTA:

Geometry (reometpusi):

Bevel (ckoc) ompenensier, AOMKHA JIM KpUBas OTOOpa)kaTbCs
BO BCIO €€ TOJUIMHY WiH HeT. [lo yMoiluaHuIO OTKIIOUEH IJis
oOecrieueHns OBICTPOl OOpAaTHOM CBSI3M MPU U3MEHEHUU Tapa-
METPOB;

Bevel Resolution — 3T0 mapamerp, omnpenensiomuid IUIaB-
HOCTh CKOCAa KpUBOW. YUeM MEHbIIE 3TO 3HAYEHUE, TEM MEHBIIIE
YHUCJIO BEPIIMH, HO PE3yJbTUPYIOIIas reoMeTpus Oyaer Oosee
rpyooii;

Curve Resolution m3meHsieT TUIaBHOCTH KPUBOM IO BCeil ee
JUTHHE;

Handle Type — onpenenenrne MareMaTuyecKoro MeToia pacyera
KPUBOU MEXIY TOUKAMMU;

Shape — pacnpenenenue BeTBel, onpeaensonmx GopmMy KpOoHbI
JIepeBa;

Custom Shape — HectannapTHas (hopma BETBH;

Secondary Splits — BTopuuHbIE pa3BETBICHHS BETBEH;

Branch Distribution — pacnpeaenenue BeTBEl Mo HAMPaBICHUIO
K BEpIIMHE UM OCHOBAHUIO JIEPEBA;

Branch Rings — pacnipegenenne BeTBel KOJIbIIaMH;

Random Seed — napamerp, Ha OCHOBE KOTOPOTO T'€HEPUPYIOTCS
BCE CJIyYaifHbIe 3HAYCHUS JIJIs IepeBa.

Tree Scale:

Scale — 6a3oBbIi pazMep nepeBa B equHuiiax Blender;

Scale Variation — makcuMalbHasi BEJIMYMHA, HA KOTOPYIO Mac-
mTab JepeBa MOXKET U3MEHATHCSA (B OOJIBIIYIO MIIM MEHBIIYIO
CTOpPOHY) OT 3HaueHus Scale;

Radius Scale — macmTad pagnyca y OCHOBaHHS JAepeBa.
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Preset:

Preset Name — Ha3BaHue 1madaoHa JJisl SKCIOPTA, YTO MO3BOJIUT
AKCIIOPTUPOBATH BCE TEKYILIME CBOMCTBA JIEpEBA B MAaNKy IMpea-
ycTaHoBOK Sapling B Buje py-daiina;

Export Preset — akcniopT npeayCcTaHOBIEHHBIX HACTPOEK;

Load Preset — reneparop 11abJIOHOB JIEpPEBbEB;

Limit Import — npeaycTaHOBKH, HalJIEHHbIE B KAaTaJlore Mpea-
yCTaHOBOK Sapling, MOr'yT ObITh UMIIOPTHUPOBAHbI. A JaHHBIH a-
pamMeTp OrpaHMYMBaET F€OMETPHIO MIA0JIOHA, HAalpuMep, OyayT
CT€HEpUPOBAHBI TOJBKO JIBa YPOBHS BETBEM 0€3 JINCTHEB;
Branch Radius — 370 moJiMeHIO0 COAEPKUT HACTPOMKHU pajinyca
OTBETBJIEHUS. 3/1€Cb MOKHO HACTPOUTh CKOC U KOHYCHOCTH
BETBEH;

Branch Splitting — 3T0 mogMeH10 COIEPKUT HACTPOUKHU JIJIs pa3-
JeJIeHUs BETBEU. 371€Ch Bbl MOKETE HACTPOUTH CI1Oc00 hopMHpO-
BAHUs U paszaerneHus BeTBed. HacTpoilku BKIIOYAIOT ypPOBHH,
BBICOTY U yTOJI pa3/ieiICHuUs];

Branch Growth — 3To moaMeH10 coaepKuUT HaCTPONKH JJIsl pOCTa
BETBU. BBl MOXKETE€ HACTPOUTH, KaK 31€Ch pacTyT BeTBU. Ha-
CTPOWKH BKJIIOUAIOT JJIMHY, YTOJI HAKJIIOHA U KPUBU3HY BETBEM;
Pruning — 370 NOJAMEHIO COIEPKUT HACTPOUKHU JIsl OOPE3KH BET-
BEH;

Leaves — 3TO MOAMEHIO COJAEPKUT HACTPOWKHU ISl JIUCTHEB.
MO>KHO TOKa3aTh WM CKPBITH JINCThS, & TAKKE HACTPOUKH BKIIFO-
qaroT (opMy, TUIl 00BEKTa, TOBOPOTHI U MACILTAO;

Armature — 3TO IMOJIMEHIO COJICP)KUT HACTPOMKH JIJIsT JOOABICHUS
apMarypsl K BalleMy JE€pEeBY U1 MOCIEAYONIEN aHUMALNH;
Animation — 3TO MOJMEHIO COJIEPKUT HACTPOUKH JJII aHUMAITIH
nepeBa. PaboTaeT TONBKO ¢ apMUpOBaHHBIMH JAepeBbimu. Ha-
CTPOWKH BKJIKOYAIOT CKOPOCTh, CUIIY BETPA M aHUMALIMIO JINCTHEB.

B Load Preset Bei6upaem small Maple. [lepexonum B pazaen Branch

Splitting u ycranasnuBaem Levels — 3. 3arem nepexoaum B pa3aesn MEHIO
Leaves u ycranaBnuaem Show Leaves.

B pazgene meHio Armature aktuBupyem Use Armature. [lanee

B pazjene MeHo Animation Armature Animation u ycraHasiuBaeM Loop
Frames — 100.

[Tepexoanum K TEKCTypUPOBAHUIO iepeBa. JlepeBo BMecTe ¢ apMaTypou

MO>KHO TIEPEMECTHUThH BIIEPE]] CIICHBI, BBIJICTUB tree Arm B CIIUCKE OOBEKTOB
B IPABOM BEPXHEM YTy, TaK KaK Ha puc. 162.
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ONEKTPOHHbIN apxuB YIJITY

Puc. 162. Pacrnionoxenue 00ObEKTOB B CLICHE

Boronopt HacTpauBaem 1o npumepy, npuBeaeHHoMy Ha puc. 163. O0-
paTuTe BHUMAaHUE, YTO, I00aBUB apMaTypy Ha OOBEKT, Mbl IOJIy4aeM OOJIb-
I0€ KOJIMYECTBO MOJOOBEKTOB, MO3TOMY IPHU MEPEMEIICHUH JIepeBa He-
00X0IMMO BBIJICTIATH €r0 HE B caMOoW paboueil o0jacTH, a B CIIMCKE BCEX
OOBEKTOB CLEHBI, BBIENSS BECh MOACIUCOK, OTHOCSIIMICS K IEPEBY U €r0
apmarype.

©C00D v
Viewport Shading

Lighting
¥ Scene Lights

Scene World

Rotation

@orld Opacity
‘Blur

Qlezas

Render Pass

Combined

Puc. 163. Hactpoliku Beronopta
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[Tepexoaum B Shader Editor. /lob6aBisieM HOBbIE Y3Jbl U YCTaHABIIU-
BaeM CJICTYIOIIHE CBSI3U:
1. Texture Coordinate (Normal) — Mix1 (Colorl);
2. Texture Coordinate (Object) — Mix1 (Color2);
3. Texture Coordinate (Object) — Noise Texturel (Vector);
4.Noise Texturel (Fac) — ColorRamp]1 (Fac);
5.ColorRamp1 (Color) — Mix2 (Fac);
6. Mix2 (Color) — Principled BSDF (Base Color);
7.Noise Texture2 (Fac) — ColorRamp2 (Fac);
8. Noise Texture2 (Fac) — Map Range (Value);
9.Noise Texture2 (Fac) — Bump (Height);
10. ColorRamp2 (Color) — Mix2 (Color1);
11. Map Range (Result) — Principled BSDF (Roughness);
12. Bump (Normal) — Principled BSDF (Normal);
13. Principled BSDF (BSDF) — Material Output (Surface).
Ha puc. 164 npencraBneHa cxemMa y3JI0B TEKCTYpPUPOBAHUSA KOPBI
nepeBa.

Puc. 164. Cxema y3710B TEKCTYpUPOBAaHUS KOPHI J€PEBA

[lepexonqum K HacTpoiike y3i0B. Noise Texturel ycranaBiuBaem
B BhimajaaroneMm okune 4D, W — 0, Scale — 2, Detail — 2, Roughness — 0.5,
Distortion — 0. B ColorRamp1 niepBas Bkiajka ycranoBieHa Ha Pos 0.442,
BTopas — Pos 0.931, mBera mo ymomuanuto. Mix2 mapamerp Color2
ycTaHaBiuBaeMm B mecTHaguarepuunon cucrteme 054B00. Noise Texture2
ycTaHaBnuBaeM B BhimagaromeMm okHe 4D, W — 0, Scale — 40, Detail — 2,
Roughness — 0.5, Distortion — 0. B ColorRamp2 nepBas Bkiiagka ycTaHoB-
neHa Ha Pos 0.286, user — 2E1700, Bropas — Pos 0.746, usetr — 866045.
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ONEKTPOHHbIN apxuB YIJITY

MapRange ycranaBnuBaeMm napamerpsl From Min — 0.2, From Max — 0.8,
To Min — 0.6, To Max — 0.9. Bump napametps! Strength — 0.4, Distance — 1.

IlepexoauM K TEKCTYpPHUPOBAHUIO JINCTHEB. BhiaeiseM JIUCTbs B OKHE
IIPaBOr0 BEPXHETO yIJia, TJ€ MPUBEIECH CHUCOK O0BEKTOB B cueHe. Co3-
nmaem HOBbIM Marepuan B Shader Editor. Haxxumaem komMOuHaIuio
CTRL + SHIFT + T, oTkpoeTcss HOBOE OKHO, B KOTOPOM HAaXOJHUM MaIKy
Leaf 2K. Brinensem Bce n300pakeHUs U IPUMEHSIEM HX. ABTOMaTUYECKH
BBICTPAMBAETCA CXEMa TEKCTYPUPOBAHHUS IUISl JUCTHEB, NMPUMEP KOTOPOU
IIPEACTAaBIICH Ha puc. 165.

Puc. 165. Cxema y3110B TEKCTYpHPOBaHUS JINCTHEB JEPEBA

VY nansem HCTOYHUK CBETa M 1o0aBiisieM cojiHiie. Hactpoliku mpeacras-
JieHbl Ha puc. 166.

Puc. 166. Pa3zMmenienrne HCTOYHUKA CBETA B CIIEHE
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HacTtpauBaem kamepy peHzepa NpuMepHO, Kak Ha puc. 167.

Puc. 167. Hactpolika kaMmepbl peHaepa

Ha BpeMeHHOl TuHUK yCcTaHaBIMBaeM KOHEUHBIN ppeiim 10. 3axoqum
BO BKJIaAKy cBoiicTB Output Properties/Output u BeIOUpaem namnky st co-
XpaHeHus (Qaina mocie penaepa. YcranaBnuaem gopmar FFmpeg video.
Bxnanka Encoding/MPEG-4 [10].

PesynbTat mponenanHoi paboOThI MpecTaBieH Ha puc. 168.

Puc. 168. Pe3ynpTaT paboThl

Coxpansem pabory. 3amyckaeM peHAep, HaxaB BKiIaaky Render/
Render Animation.
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SAK/IIOYEHHE

TpexmepHOe MOJEIUPOBAHUE CTAIO0 HEOTHEMJIEMOI YacThIO COBpE-
MEHHOM 1TU(POBOI SKOHOMUKH, TPOHUKHYB B KJIIOUEBBIE C(EphI: OT MpPO-
MBILIJICHHOTO JH3aliHa 10 BUPTYyaJIbHOU pealbHOCTU. [loBcemecTHOE
ucrojias3oBanue 3D-rpadrku OTKPHIBAET HOBBIE TOPU3OHTHI JIJISI BU3yaInu3a-
MU JTAHHBIX U MHTEPAKTHBHOTO B3aWMOJCUCTBUA I0JIb30BaTeNich. Takum
0o0pa3oM coBpeMeHHBIE pealinu (OPMHUPYIOT 3aMpOC Ha PA3BUTHE COOTBET-
CTBYIOIIIMX HAaBBIKOB M KOMIIETCHIIUN Cpe/id O0yYaroImnXCsl, OCBAUBAIOIINX
oOpa3zoBaTeNbHbIC MporpaMMbl MO HampabieHuto «lIpukiannas uHdpoOp-
MaTHKa.

JlanHoe y4eOHOe mocoOue OpPUEHTHPOBAHO HA CTYJIEHTOB Kadeapbl
WHTENmmeKTyalbHBIX CUCTEM U PEIIacT aKTyalbHYIO0 33/1a9y: (HOPMHUPOBAHHUE
KOMIIETEHIIMM B 00JaCTH TPEXMEPHOIO0 MOJICIMPOBAHUS YE€pPE3 OCBOCHHE
0a3o0Boro (yHKIMOHANa mporpaMMHOro komiuiekca s Blender. Ilenb
y4eOHOTO MOCOOHUS TOCTUTAETCs O1aroaps Mocie10BaTeIbHOMY H3YICHHUTO
uHTepdeiica, OCHOBHBIX KOMaH]I ISl MOJCITMPOBAHUS U TEKCTYPUPOBAHUSI,
PACCMOTPEHUIO BCTPOEHHBIX MHCTPYMEHTOB, TaKUX Kak MOIU(DUKATOPHI,
CUCTEMbI, UMUTHUPYIOIINE (U3UYECKUE SBICHUS WIH YacTullbl. OTaeIbpHOe
BHUMaHUE YJICJICHO MHTETPAllUM PACIIMPEHUN, YTO MO3BOJISET B JalbHEH-
IIIeM KaCTOMHU3UPOBATh PadOTy MO KOHKPETHBIC 3aa49H.

OcBoeHmne mporpaMMHOro kKomiuiekca Blender cTaHOBUTCS BaKHBIM
maroM B Tpo¢eCCHOHAIBHOM TOATOTOBKE CTYACHTOB, OOecreumBas HX
KOHKYPEHTHBIMH HaBBIKAMH B YCJIOBHSX PACTYIIETO CIpoca Ha IU(pOBBIC
pelieHus.
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