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BBeaeHue

[Mapy mecsatunernii Ha3zax TpexmepHas Trpaduka Oblaa HeJOCSATaeMOW W BBI3BIBANA BOC-
xumenue. Ceifuac oHa crana MPUBBIYHON 00BIIEHHOCTHIO. C 9KpaHOB TEIEBH30POB, KOM-
IIBIOTEPOB U Ja)ke MOOMIIBHBIX Tesle()OHOB JIbETCsl NHPOPMALUS, HAChILICHHAs TpeXMep-
HBIMU 3JIEMEHTaMu. Peknama, XynoskecTBeHHbIE (DUIBMBI U MYJIbT()UIBMBI, KOMIIBIOTED-
HBIC WTPHI, BUPTyaJbHbIC CTYAMH HOBOCTEH — 3TOT CHHMCOK MOXKHO IPOAOJIKATEH JI0
6eckoneyHocTH. Mup 3D cran momynsipeH.

Bo Bpems mpocMoTpa Kakoro-HHOYAb MOMYJSPHOrO (QHiIbMa, BBl HABEpHSIKA BOCXHILA-
JHCh creldPQPEeKTaMu U PeaNuCTHIHON TpexMepHOH rpadukoil. BosmMoxkHo, naxe 3aBu-
JOBaJIM TeM CIELUATUCTaM, KOTOpble padoTany HaJ HUM. MHOTHE CUHMTAIOT, YTO CO3/a-
HUE TPEXMEPHOU TpauKu — 3TO yaen n3dpaHHbx. Huuero momo6Horo! Kamms yenman-
BOCTH, HEMHOTO BOOOpaXeHHs, a TJIaBHOE ropsdee xemanue — u mup 3D Bam
MIOKOPUTCSI.

Jns co3maHust TpexMepHO# rpaduky HYKHO CHELHAIBHOE MPOTpaMMHOE OOecTIeUeHHeE.
Celfyac uMmeeTcss NIMPOKHUI BBIOOP COOTBETCTBYIOIINX TMPHIIOKEHUH, BOT TOIBKO OOJb-
IIUHCTBO HpO(beCCI/IOHaJ'II)HbIX MMaKE€TOB CTOAT OYCHb U OYCHb AOPOTIO0. Ho Imo4YeMy HE BOC-
TI0JIb30BAThCS OECIUIATHOW aJIbTEPHATUBOM?

"BecruiaTHBI CBIp OBIBACT TOJBKO B MBIIIEIOBKE" — 3TO U3PEUYCHUE BIIOJIHE MOTJIO
NpUATH BaM B TOJIOBY, HO HE BCE Tak MpocTo. MHOTHE CYUTAIOT, YTO CBOOOHBIE U Oec-
IUIaTHBIC TIPOrPaMMbl B Y€M-TO YCTYMAKOT CBOUM NponpUeTapHbIM coOpaThsaM. Firefox,
Chrome, Open Office, Gimp, Mplayer — Bcero Juiib HECKOIBKO M3BECTHBIX MPHIONKE-
HUI, KOTOpbIE B KOPHE ONIPOBEPIar0OT NPUBEACHHYIO IIOCIOBHILLY.

Tpexmepnsiii pegaxkrop Blender — 3710 xeMuyXrHa B KOIJIEKIMY CBOOOAHBIX IPOTPaMM.
VY Hero yauBUTENIbHAS HCTOPHUS, C KOTOPOMH, IPaBO, CTOUT 03HAKOMHUTHCSL.

B panexux 80-x romax XX Beka, Koraa TpexmepHas rpaduka Obljla B HOBUHKY M €H 3a-
HUMAaJIICh BCETO HECKOJIBKO M3BECTHBIX KOMIIAHWH, MOABUIACH HEOOMbIIAs TOJIaHACKAas
aHuManuoHHas cryand NeoGeo. Beckope oHa 3aHsna auaupyomee nonoxenue. Ipommn
roJibl, U 0JIMH U3 ee¢ ocHoBaresei Ton Pozennans (Ton Roosendaal), oTBeuaBmii 3a pas-
paboTKy BHYTpPEHHETO MPOTrPaMMHOTO 00ECTIEUEeHUS], TIPHIIIEIN K BBIBOIY, YTO UCIOIb3Ye-
Mblii 3D-uHCTpyMeHTapuil ycrapen u TpeOyer 3ameHbl. Tak B Helpax KOMIAHHH 3apo-
JWICA TPOTPaMMHBIN MPOAYKT, KOTOPBIM BCKOPE CTall M3BECTEH BCEMY MHUpY MO Ha3Ba-
nueMm Blender.
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M3HavanbHO 3Ta MpOrpaMMa MUCIONb30BaJIaCh TOJBKO IS BHYTPEHHUX ISNICH CTY UM, HO
co BpeMeHeMm ToH mpwiien K BbIBOAY, uTo Blender cospern i MUPOKON ayaUTOPHH.
B 1998 roay nosiisiercst qouephss ¢pupma Not a Number (NoN), koTopas 3aHMMaeTcs
HCKITIOYUTEITHLHO pa3paboTKol 1 mpoaBmkeHueM Blender.

HoBas xommaHus mpoiBHUTana 1Mo TeM BpeMEeHaM PEBOJIOIMOHHBIM MOAXO K pacipo-
CTpaHEHHUIO MPO(PECCHOHATFHOTO MPOTPaMMHOIO MPOAYKTA, Mpeajiaras ero OecIuiaTHO,
B TO BpEeMs KakK ero coOpaThsi CTOMJIM MHOTHE THICSYHM JOJUTapoB. bm3nec-momens NaN
CTPOMIJIACh HA KOMMEPYECKOM COTIPOBOXKICHUH ITPOTPAMMBI.

B 1999 roxy koMImmanus TeMOHCTPHPYET CBOE JETHINE HA BCEMHPHO M3BECTHOU KOH(e-
penmm Siggraph. Ycmex 0b01 omenomisitonuii! Ha BoiHe mogbema mociie KoHpepeHITun
NaN nomyuaet rpoMagHOe BIMBaHHUE B BUjE 4,5 MITH €BpO. ITO MO3BOJIAET CYIIECTBEHHO
YCKOpUTH paboTy HajJ MpOrpaMMoi, W BCKOpe MosABIsAeTcs HoBas Bepcus Blender co
BCTPOCHHBIM HUTPOBBIM JIBH)KKOM. Bcero uepes moiroja KOJIMYECTBO 3apeTHCTPHPOBAH-
HBIX TIOJIb30BaTeNe Ha OQUIHMATILHOM CaiiTe KOMIAHHH MEePEBAIIIIO 32 MOJIMUILINOHA.
Bynyiee ka3anock pajyxKHbIM...

Ho neymenoe ynpasnenue, 6ospinre aMOUIIMKA U PHIHOYHBIE pealiil TOTO BPEMEHH II0-
craBmiii NaN Ha TpaHb OaHKPOTCTBA. Y KOMITAHWU MEHSETCS WHBECTOP, TMPOU3BOIUTCS
pPECTPYKTypH3aLus, a IJIaBHOE MEHSAETCS MOAXOMA K PaclpOCTpaHEHHIO MpoayKTa. Yepes
HECKOJIBKO MECSAIIEB MOSBISIETCS mepBasi komMmepueckas Bepcusi Blender Publisher. Oto
HE CracaeT IOJIOKEHUE, U UHBECTOp NpekpamiaeT (pyHkiuoHupoBanue NaN, a cooTBeT-
CTBEHHO, pa3zpaboTtky Blender.

Takast HOBOCTB B30yOpaKHJIa THICSYH MTOJIH30BATENEH, YCIIEBIINX MTPUOOPECTH U TIONTIO-
outek 5Ty mporpammy. ToH PozeHnmans nmpuHHMAaeT pelieHHe O CO3JaHuU HEeKOMMepde-
ckoii opranmzaunu Blender Foundation, rmaBHO# 3agaueil KOTOpO# OBLT MOKCK BO3MOXK-
HOCTeH JAJIs1 POJMOJDKEeHUs pa3paboTku U nponaBukeHust Blender. Bekope emy ynaercs
JOTOBOPUTHCS ¢ MHBecTopamMu NaN 0 Mpogaku UCXOJHBIX KOJIOB ITPOTPaMMEI U Iepeaa-
YW MpaBa HHTEIUIEKTyallbHON coOcTBeHHOCTH 3a 100 ThICSY eBpo.

Bruta oprannzoBana yHuKkanbHas koMmnanus 1o coopy aener "Free Blender" (CBoGoansti
Blender), xoTopast Ha yuBJIeHHE BCETO MHpPa, BCETO 3a CEMb HEZEb coOpaa TpedyemMyro
cymmy. C 2002 roma Blender oOpen HOBYIO JKM3HB W CTall TIOJHOCTHIO CBOOOTHOW TIPO-
CPaMMOM.

Cetiuac Blender — 310 yHUKanbHBIN MPOTPAMMHBIN KOMITIEKC, IIO3BOJISIFOIINAN CO3/1aBaTh
peaNbHBIM U KpaCOYHBIA TPEXMEPHBIN MUpP. ET0 BO3MOXKHOCTH CPaBHUMBI C TOITYJISPHBI-
MH KOMMEPUYECKHMMH IaKeTaMH, TakuMH kak Maya, 3Ds Max u nmaxe Ooiblle TOTO.
C momoImpio cBOOOJHOTO MHCTPYMEHTapHs BBl MOXKETE CO3[aBaTh MOJENH, padoTaTh
C aHWUMaIlMel, UCTIONIL30BaTh 3aKOHBI (DU3UKH JUTSI UMUTAIMH PUPOIHBIX SIBIICHUH.

¢ Eciu Bbl pabotaete B cdepe TeneBuacHus, Blender craHeT HEOIEHMMBIM TOMOIIHH-
KoM B co3ianuu 3¢ dekroB. Kpome Toro, oH uMeeT BCTPOSHHBIA BHACOPEIAKTOP, KO-
TOPBIH MO3BOJIAET C JICTKOCThIO OOBEIUHATh TPEXMEPHYIO CIICHY C BUJICO.

4 Ecnu B pa3pabOTUYMK UTP, TO HABEPHsKA 3HAETE, YTO MHOTHE UTPOBHIE ABIKKH IO/~
JepP’)KUBAIOT MOJENH, co3laHHble B Blender. Bac mHTepecyer sta mporpamMma Kak
UrpoBoil koHcTpykTop? Blender mmeeT MOLIHBIN, BCTPOSHHBIN UIPOBOI JBUKOK, KO-
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TOPBIA B COBOKYIHOCTH CO CPEACTBAMHU MOJCIUPOBAHUS U aHUMALMU MPEICTABISCT
co00¥1 3aKOHYCHHOE PEIICHUE JIJIST CO3/IaHMsI UTP.

Ecnu BBl nuzaiiHep WHTEpbepa, MporpaMMa HPUTOAMTCS W TYT. MOIIHBIE CpeIcTBa
pa3paboTKH, OONBIIOE KOJWYECTBO IUIATMHOB JUISI MMIIOPTHPOBAHHUS OOBEKTOB, CO3-
JAHHBIX B JIPYTUX MPUIOKEHUSX, realtime-IBIKOK, KOTOPBIA MO3BOJIHUT KIHEHTY TYT
e MPOTYJISATHCS B CO3JJaHHON KOMHATE.

N takux "ecnu" MoxkeT HaOpaThCsS BEIMKOe MHOXKecTBO. IIpmbaBhTe K 3TOMY Oecc-
IUTATHOCTh M KpoccmargopmeHHocTh. Blender ymeer pabortath B pa3HBIX ore-
pammonHeix cuctemax: Windows, Linux, Mac Os X, FreeBSD. Ilocerute caiit
www.blender.org, 4To0sl TPOCMOTPETh BCE BAPHAHTBHI U CKAyaTh HYXKHYIO BEPCHIO.
Kcraru, pazmep quctpuOyTHBa MPOrpaMMbl BeCHT Bcero okoso 30 Moaiit!

B 2009 roxy Beimuta most kaura 1o Blender: "3D-monenupoBanue n anumanus'". OHa
OCHOBBIBAJIACh Ha BEPCHH MPOTrpaMMBI 2.48, KOTOpas B TOT MOMEHT Oblila aKTyaJbHOH.
Ho 3a npomenmve roaet Blender cunbHo u3menwmics. Haunnas ¢ Bepcun 2.5x, paspa-
OOTYMKM BBIMOTHIIN KOJOCCAbHYIO paboTy TI0 ONTUMH3ALWHU U PACIIUPEHUIO QYHK-
LHMOHAJIA TporpamMMbl. VI3MeHMIICS OAXO0 K UCIIONb30BaHUIO HHTep(eiica, MOsSBIUINCH
HOBBIE HHCTPYMEHTHI U BO3MOKHOCTH. K coxkajeHuto, epBblid y4eOHUK ycTaped.

KHura, KoTopyo BbI JepKHUTE B PyKax, HE IPOCTO PACCMATPHUBAET MAXKOPHYIO BEPCHIO
porpaMMBbI (Ha MOMEHT HamucaHus 2.62), 31ech B KOpHE U3MEHEH MPHUHIUI ITO1a9’
nHpopmanun. Teneps rIaBHBIN yIoOp cliesiaH Ha MPaKTUYHOCTh MaTephaia W M3JIHIL-
HEW MepEerpyKeHHOCTH TEOPUEH HET.

B Heii umeetcst 60IIbIIOE KOTHMYECTBO HECIOKHBIX PUMEPOB, KOTOPbIE HEOOXOAUMO BbI-
MOJHATH HAa TpakTuke. Kpome Toro, B KOHIE INIaB MPHBOIATCS IOTOJHHUTEIBHEBIEC, Mac-
mrabHble YPOKH IS 3aKpeIUIeHns] MaTtepuaina. Bee mpakTiuyeckne mpuMepbl, OnMchBae-
MBbI€ B KHHUT€, BBl MOKETE HAUTH B (DaiiJIOBOM apXHBE (CM. HpuiodceHue 2).

Ecnu Bce e y Bac OCTaHYTCsl BOIIPOCHI, BBl MOKETE OOPATUTHCS K APYKEITIOOHOMY CO-
oOuiecTBy mosib3oBarenei Blender B cetn UnTepHer:

¢

¢

¢

www.blender.org — odwunuansusiii caiit Blender Foundation. 3mech pasmeriieHsr
HOBOCTH OT pa3pabOTYMKOB, CBEXKHE COOPKH MPOrPaMMBbI, JIOKYMEHTAILIHS;

www.blenderartists.org — kpynHe#nmii aHTIOA3BIYHBIA  (HOPYM, TOCBSIIICHHBIH
porpamMme;

www.b3d.mezon.ru — pycckosi3bianass wiki ¢ OOJBIIMM KOJTHYECTBOM MEpPEBEICH-
HOH TOKyMeHTaIu. TaM 5ke eCThb CChUIKH Ha PYCCKOS3BIYHBIE PECYPCHI.

Utak, oTKpbIBaiiTe ClIEAYIONIYIO CTPAaHHUILY M OKyHalTech B 0e30peKHBIA OKEaH BO3MOXK-
Hocreit Blender. Y naun!
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3HAaKOMCTBO C MHTepcencom

Korga mpuxoautcst 3amyckath HEM3BECTHOE MPHIIOKEHUE, TEPBBIM JEJIOM OOpaliaeiib
BHUMaHME Ha TO, KaKk OHO BBIIAAWT. He 3ps oxHa W3BECTHAs MOCIOBHUIIA TJIACHT:
"Berpedator 1o ofexke...". A BoT "mpoBoxkaTh o ymy' Takyio mporpammy, kak Blender,
BaM W He 3axoueTcs. Eciu Bl mobutens uin npodeccuonan B oonactu 3D-rpaduku, To
MOIIb ¥ IPOCTOTA ATOTO PEAKTOpa BaC MTOKOPST.

"Ho, mpoctuTe!, — BOCKJIIMKHET OOTOLIHBIM uuTatens. — Bens o Blender xoaut crnasa
CIIOXHOM IPOrpaMMBI C 3allyTaHHBIM HHTepdelicom". Pe30HHO 3amedy, uTo J1r060€ cepb-
€3HOE NpWIIOKEHHE TpeOyeT BIyMUYHMBOIro mM3ydeHus. Ilo mepe HakomieHHs OIBITA BCE
KaXyIIUecs: CIOXHOCTH YHWAYT Ha 3amHuii mnad. byns To Blender mmm Maya, wmm
3Ds Max — B yMelnbIX pyKax Jto0ast mporpaMmma CTaHeT MOCTYIIHBIM HHCTPYMEHTOM.

I'on Hazax paszpabotunku Blender pemmnmck Ha GecriperieIeHTHBIN IIar ¥ B KOPHE H3Me-
HIIY UHTepdeic mporpaMMbl. JNeraHTHBIN BHEIIHUN BUJ, MOJIHOCTHIO HacTpauBacMast
pabodast 00sacTh, THOKOE KOH(MUTYPHPOBAHHWE TOPSYUX KIABHUII — BCE ATO MPHU3BAHO
005erYnTh PaboTy MOJIB30BATENS, 1aTh BOSMOXXHOCTh €My CKOHIIGHTPHPOBATHCS UCKITIO-
YUTEJIBLHO Ha TBOpYeCTBEe. Eciau Bbl paHee paboTaiu C JPYTMMH [POTpaMMaMu
3D-MoaenupoBaHus, TO IEPBOHAYATIBHO MHOTOE OyJeT Ka3aTbcs HEYAOOHBIM U HeCypas-
HbIM. OJTHAKO ATO MOKAXKETCS TONBKO Ha MepBbId B3risiA. Benp Blender oGmanaer cobet-
BEHHBIM MOAX0A0M K co3lanuio 3D-KOHTeHTa, CBOEro poja MUpOBO33peHHueM. [loctur-
HYB €ro, Ha4YMHaeIllb MOHUMATh, KaK yJI00HO U MPOlyMaHHO BCE B HEM yCTPOEHO. B koH-
I1e KOHIIOB, HUYTO HE MEIIAeT HACTPOUTH MPOTrpaMMy Ha CBOH BKYC, O11aro pa3paboT4nku
MPeAIaraoT IS 3TOTO IIMPOYAIIIE BOZMOKHOCTH.

Ora rnaBa siBisiercs: 6a30BoM B moHMMaHuK padotel ¢ Blender. [IpounTas ee, Bbl u3yunre
uHTEepdeic nmporpamMMbl, HO3HAKOMUTECH C OCHOBHBIMH OOBEKTAMH M JaXe CHENacTe
CBOIO [IEPBYIO MOJIEIb.

1.1. OKOHHasaA cucrtema

Urak, Bl ycranoBunu Blender, 3amycTunm mporpamMMmy W roToBel UATH B 00if. UTO XK,
naBaliTe HAUUHATD.
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[Ipu 3amycke mporpamMma BCeT/ia BCTPEYaeT MPUBETCTBEHHBIM OKHOM C KaKOH-THOO 3a-
HUMATENBHOW KapTHHKOH. OT BepcHH K BEPCUH M300pakeHUE MEHSETCS, HO 3TO U He-
Ba)XHO. Ba)kHO TO, YTO JJAaHHOE OKOIIIKO MMEET CCHUTKH Ha TIOJIe3HbIe HHTEPHET-PECYPCHI,
nocBsimieHHbIe Blender, a Takke COAEPXKUT CHUCOK MOCICTHUX paboumx mpoekToB. Kpo-
M€ TOT'0, €CTh €III¢ JBa HHTEPECHBIX MYHKTA!

4 Recover Last Session (BoccTaHOBHTH MOCTCAHUI CEAHC) — BBI3BIBACT MPOCKT, U3
KOTOPOTO OBLI MPOU3BEICH BBIXO M3 MPOrpaMMel. J[eo B TOM, YTO KOTJa BBI 3aKpbI-
BaeTe Blender, mpoucxoaur aBToMaTHYecKoe coxpaHeHue (aiina ¢ umeHeM quit.blend
B JIOKaJIbHOW IUPEKTOpHH Temp TekyImiero moip3oBaress. JTa GyHKIHS Ype3BbIUaii-
HO TIOJIC3Ha, €CJIU BbI 3a0BUTH COXPAHUTh MPOEKT MEPe]l BHIXOIOM;

3AMOMHUTE!

Blender Hukorga He npegynpexgaeT 0 HEOBXOAMMOCTU COXpaHEHUs!, Aaxe ecrnv OHO Heoo-
xogumo!

¢ Interaction (B3aumoseiicTBrue) — AaHHas CChIIKa OyIET MHTEPECHA TeM, KTO paHee
paboran ¢ maketomM Maya. [IpocTo BbIOepHTE M3 MpeIIaraeMoro CIHCKa MPeceToB
HY)KHBIN IyHKT U TIOJyYUTE MPUBBIYHYIO PACKIAIKY TOPSYUX KIIABHIIL.

A Tenepb JaBaiiTe MOCMOTPUM Ha CKPUHIIOT CTaHIAPTHOTO OKHA Mporpammsl (puc. 1.1).

ctl o
Ctrl 0
clo 11 16 | MitchellN ¥

o _5iz:1.000
£ rROOM.blend ctrio

B R

(1) Cube
@ ObjectMode & 0 € I £ e )
@Eenc % | Y File Extensi
BW RGB | v Overwrite

[P no sync

Puc. 1.1. Npwu nepsom 3anycke Blender BbIrMaanT UMEHHO Tak
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B nelicTBUTENBHOCTH 3I€Ch HE OJHO OKHO, a LICIBIX MATh. M BBl MOXKETE JIe]IaTh C HUMHU,
YTO 3aXOTHUTE: M3MEHATH Pa3MEpPhl, T00ABIATH HOBEBIE, YAANATh HEHYKHBIE U JTaXKe OTCO-
SIUHATh B BUIE OTACIBbHOrO OKHA. llocnmemuss GyHKIHS MPUTOIUTCS TeM, Y KOTO He-
CKOJIBKO MOHHUTOPOB.

[TonpoOyem HemMHOTO MOUTpath ¢ okHamu. LllenkHuTE B MI060M MecTe MPOrpaMMBbI, YTO-
ObI 3akphITh npuBeTcTBUE Blender. Ecnu BBI moaBeneTe Kypcop K KakOW-IUOO TpaHUIIE
MEXJy MaHEIsIMU, TO OH IIOMEHSETCS Ha XapaKTEPHBIA NBYXCTOPOHHHM yKa3aTelb.
Teneps BBl MOXeTe, 3a)KaB JEBYIO KHOIIKY MBIIIH, IEPETIHYTh TPAHUITY B HY)KHYIO CTO-

pOHYy.

COBET

OKkcnepuMeHTUPYI, NpoBepsi, ncnonb3yn! BoT Baw no3yHr ons nyywero ycBoeHUs MaTe-
pvana. Bce HecnoxHble ynpaxHeHusi, NpuBeAeHHble B KHUre, cTapanTechb MOBTOPSATb Ha
npakTuke.

Becbpma opurnHaneHo B Blender BrImoTHEHO yrpaBieHHe OKHAMU: yAalleHHe, OObeIHe-
HUE U oTcoeAwHeHue. /st 3TuX omepanuii CIIy>KUT HeOONBIIONW YyroJIOK B BEpXHEM IIpa-
BOM YTJIy Ka)K10ro okHa (puc. 1.2).

Yuenurech KypcopoMm 3a JIt000i TOHPABUBIIHKCS YTOJIOK M MOMPOOYyHTE HEMHOTO Tepe-
TSHYTh BieBo. Kak BuauTe, mosiBuics AyOiaukatr okHa. YToObl 0O0BETUHHUTH WX, TOCTa-
TOYHO MEPETSHYTh TOT K€ YroJoK BIpaBo. [Ipu 5TOM BBl YBUANTE CXeMaTHUHBIE CTPEIIKH,
YKa3bIBaIoOIIe, KyJa UMEHHO "BosbeTcs" oKHO. MOXeTe MTOMEHATh HalpaBJIeHHe, Iepe-
Melasi BIpaBo WK BIEBO MBIIIb.

3amoMHHUTE 1B MPOCTHIX MpaBHIIA;

¢ 1011 0obasnenuss OKHa — NBHKEHNE MBIIILIO BIEBO UM BHU3;

¢ 115 06vedureHUsi OKOH — MBUYKCHHE MBIIIHIO HAIIPABO WIIH BBEPX.
OTcoeTMHEHNE OKHA BBITIONHACTCS €Ille MPOIIIe:

1. Haxwmure u yaepxusaiite kinapumry <Shift>.

2. Yuenureck KypcopoM 3a YTOJIOK.

3. IlepeTsHUTE MBIIIB B JIFOOYIO CTOPOHY.

Takoe ympaBieHre OKHaMH JOCTaTOYHO HEOOBIYHOE, HO HAa MPAKTHKE OKa3bIBAETCS BECh-
Ma 3 (HEeKTUBHBIM.

Puc. 1.2. KntoyeBoi aneMeHT
ONs ynpaBneHns OKHOM

Blender — mporpamMma MHOTO(MYHKIIHOHATIbHAS, TTO3BOJIICT MOJACIUPOBATH, BBHIIOIHSITH
aHUMAaIMIO, CO3/1aBaTh BHJEONOCIENOBATEIBHOCTH, TMOJAEP)KUBAET CKPHUIITOBAHHUE.
BrionmHe TOHATHO, 4TO Pa3pabOTYMKK 03a00THIIMCH HaJUICKAIIMM O0pa3oM CrpyIITUpPO-
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BaTh WHCTPYMEHTApUH OTIECIBbHBIMU OJIOKAMH JUIS

ONTUMAJIBHOTO MCIIONB30BaHUs. JlaBaiiTe MO3HAKO- (W cleraty o

MUMCS ¢ TI100aTbHBIMH OKHAMU IIporpaMMal.

8 Timeline

[IpucMoOTpUTECH BHUMATEILHO K OKHAM TPUIIOKC-  [Mevaeleaate
Hus. C mpaBoit CTOPOHBI, BBEPXY, Y KKIOW 00Iac- (Mot

TH UMeeTcsl HeOOobIasi KHOMKA, NMPH HAXKATUN KO- [ME=ly=ish
TOpOH BBICKakuBaeT MeHIo (puc. 1.3). MmeHHO B
HEM BBl MOJKETE BBHIOPATh, KAKOE OKHO OYyJET HaxXo- ca Editor

IUTLCS B JAHHOU 00JIacTH.  Text Editor

de Editor
Logic Editor
= Properties
Outliner
| User Preferences
nfo

=] "
File Browser

=] Python Console

Puc. 1.3. 310 MeHto coaepxut
BCE BO3MOXHbIE€ OKHa Nporpammbl

HpI/IBeIleM CITMCOK BO3MOJXHBIX OKOH.

¢
¢

3D View (3D Buj) — OCHOBHOE OKHO JIJIsl CO3JIaHUSI K IPOCMOTPA CIICHBI.
Timeline (Illkana BpeMeHH) — BpeMEHHas IIKaJa JJIsl KOHTPOJIST aHMMAaIlHH.

Graph Editor (Pexakrop rpadoB) — pelakTop aHUMAIMOHHBIX Kitouei. [1o3BostsieT
C TIOMOUIBIO KPHUBBIX TOYHO KOPPEKTUPOBAThH MOBEICHHE KOHKPETHOTO OOBEKTA U €ro
CBOICTB.

DopeSheet (Tabauna kioueil) — MHOTOGYHKIIMOHAIBHBIA PEIaKTOp aHUMAIIWH,
MMEIOINH TPH pekrMa paOOTHI:

e DopeSheet — ynpasneHne KIr0UeBOi aHUMAIIAEH BCEH CLICHBI,

e Action Editor (Penakrop AeHCTBHMil) — CHEIHMANBHBIA PEXUM ISl YIpPABICHUS
TOJIBKO CKEJIETHOW aHUMAaIIUEeii;

e Shape Key Editor (PemakTop xiroueii (hopMbl) — HACTpOWKa BHYTPEHHEH aHUMa-
MU KOHKPETHOTO OOBEKTA.

NLA Editor (Penakrop NLA) — HenuHeHHBIH pefakTop mocieaoBarenbHocteil. Ero
yI0OHO UCTIONB30BATh JUIS TI00AIEHOTO KOHTPOJIS aHUMAIIUH BCCH CIICHBI.

UV/Image Editor (PemakTop u3obpaxkeHuii) — cO3JaHKHe, HAJIOKEHHE TEKCTyp Ha
O0OBEKT.

Video Sequence Editor (PemakTop BHaEOMOCIEAOBATEILHOCTEH — MOIHODYHKIHO-
HaJbHAss MOHT@XHAs CHCTEMa, MO3BOJIIONIas 00bequHsITh 3D-ClieHy ¢ Buaeodaiina-
MH, HCIIOJIb30BATh IIEPEXOIBI, PA0OTATH CO 3ByKOBBIMH JIOPOKKAMHU.
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¢ Text Editor (TekcToBbIl peqakTop) — BCTPOCHHBIN TEKCTOBBIA PEAAKTOP IS HAIIH-
CaHMs COMPOBOJUTEIBHOTO TEKCTA K CLIEHE WJIM CO3JJaHus CKPUINITOB Ha s3bike Python.
IIpu 5TOM JaHHBIE COXPAHSIOTCS B CAMOM CIICHE.

4 Node Editor (Penakrop y310B). YHHKaIbHBII WHCTPYMEHT, MMO3BOJISIOIIUIA B rpadu-
YEeCKOM BHUJIC HACTPAMBaTh CBOWCTBAa 0OBEKTOB, CIICHBI, pe3yJibTaTa peHaepa (OKoHYa-
TeJIbHAs BU3yaln3aLysl CLICHBI).

¢ Logic Editor (PegakTop JTIOTHKH) — OKHO JJIs1 CO3aHUSI UTPOBO#T JTOTHKH.

4 Properties (CBoiicTBa) — OCHOBHOE OKHO, IO3BOJISIONIEE HACTpaMBaTh CBOWCTBA
00BEKTOB, CIIEHBI, pEHIEpA.

4 Outliner (Il1aHMPOBIINK) — BCIIOMOTATENBHBIH HHCTPYMEHT JJIsl IPOCMOTpPA U Opra-
HU3AIHUHU CLIECHBI.

4 User Preferences (ITonp30oBaTenbckre HACTPOMKH) — HACTPOMKH MPOTPaMMBI.

¢ Info (Mudopmanms) — rinodanpHOE MEHIO HPOrpaMMbl M TIOJIe3HAs HH(POpMAIHU
0 CIIEHE WJIH BBIJICTICHHOM O0BEKTE.

¢ File Browser (bpaysep (aiinoB) — (aitioBsIii MEHEKEp JUTS 3arpy3KH U COXpaHe-
Hus ¢aitnoB. imeer Hemano (GyHKINHM, ONTUMHU3UPOBAHHBIX TOJ HYk 16l Blender.

¢ Python Console (Koncoip) — untepnperarop Python.

He npaBaa sn, BoeyaTsiomuil CIMCOK MHCTPYMEHTApUs ISl IPOrpaMMbl 00bEMOM Bee-
ro 30 M6aiit? KonedyHo, MHOTHE TEPMHIHBI BaM TIOKa HEMOHATHBI, HO T10 Mepe MPOYTEHUS
KHUTH BCE CTAHET SICHO. A Teleph JiaBaiiTe BepHEeMcs K TeMe pasjiena.

Jlro6oe oxHO B Blender mMeer ctanmapTHbIE OOMacTH: KHOIIKA BBIOOpa pekmma (pac-
cMaTpUBaiach paHee), TCKCTOBOE WJIH Tpaduueckoe MEeHI0, pabodas obnacTh. MHTepec-
HO, YTO U BHUJ OKHA MOXXHO TOJICTpamBaTh Ha cBOU BKyc. K mpumMepy, BBl MOXKETE mepe-
MECTUTh HaBEpX CTAHIAPTHO pa3MEIICHHOE BHHU3Y MEHIO WM BOOOIIE €ro CHpsATaTh.
[IenkHUTE PaBOW KHOMKOW MBIIIK B JIFOOOM MECTE IO 3aroJIOBKY, H TIOSBUTCS HEOOIb-
nras manenap Header (3arosnoBok). Ha Heii Bcero Ba myHKTa:

¢ Flip to Top (Otpa3uth BBepx) — IMepeMeniaeT MEHI0 BBepX OKHa. [locie 3Toro
Haanuchk u3Menutes Ha Flip to Bottom (Otpasuts BHE3);

¢ Maximize Area (MakcuManibHBIiI OXBaT) — paclaxvBaeT TEKyIlee OKHO Ha BECh
9KpaH.

Bb1 MOxeTe MOTHOCTBIO CKPBITh MEHIO, €CJIM OHO He HykHO. IloaBenure Kypcop Kk rpa-
HUIIE MEXIy MEHIO 1 paboueil obmacTeio. OH JOKeH MOMEHSAThCA Ha H300pakeHUe Bep-
TUKaJBHBIX CTpeNnoK. HaxkmMuTe JeByt0 KHONKY MBIIIN U CO)KMHUTE MEHIO. A BOT AJISI BOC-
CTQHOBJICHHSI €r0 HIIUTE HEOOJBIIYI0 KPYIIIYI0 KHOMKY C KpecTukoM (cM. puc. 1.2).
3aMeTbTe, UTO TaKHe KHOMKHY MOSBIISIOTCS JUIS BCEX CKPBITHIX NTaHENIEH TEKYIIEro OKHa.

COBET

B Blender o4eHb akTMBHO MCMONb3YOTCA ropsayne knasuwun. Tak, K npumepy, Ans pacnaxu-
BaHWS aKTMBHOIO OKHa (T. €. Takoro, B KOTOPOM HaxOAMTCHA KypCOP MbIlLM) AOCTAaTOYHO Ha-
XaTb koMOuHaumio knasmw <Ctrl>+<Up>.



16 aea 1

1.2. YcTponcTtBa BBoAa N "yMHoOe MeHI0"

Pabora c mbimbio u knaBuatypoil B Blender mMeeT cBom 0cOOEHHOCTH MO CpaBHEHHIO
C abTePHATUBHBIMU MpOTpaMMaMu. 3a0yAbTe PO BCEBO3MOXKHBIE KOHTEKCTHBIE MEHIO,
BBI3BIBAEMbIE TIPABOY KHOTIKOM MBIIIN, — HX HAYTOKHO Majo, CYIIECTBYIOIINE OTHOCST-
sl K HacTpolike okoH. Bece Manumyssinnu ¢ nHTEpHENRCOM OCYLIECTBIAIOTCS JIEBOW KHOTI-
KO MBIIIH, a BOT MpaBasi CIYXXUT UCKIIOYUTEILHO AT BBIIEIECHUS OOBEKTOB M UX dIie-
MeHTOB. CpeHss KHOIKA (KOJIECHKO) MpeaHa3HaueHa Il BCIIOMOTATEIbHBIX (DYHKITHIA:
MacinTabupoBaHHe W IOBOPOT cuensl B 3D View, mpokpyduBaHue COHEPKHMOTO Ia-
HeJeH.

Bonpmoe 3Hauenue B Blender oTBoauTCs WMCIONB30BaHWIO KOMOWHAIMNA TOPSYWX Kia-
Buml. PazymeeTcs, MMEIOTCS X albTEPHATUBHI B BHUJE MHTEP(EHCHBIX 3JIEMEHTOB (KHO-
MIOK, MEHIO), HO Ha TPaKTHKE TOPa3/0 MpOIIe I0JIb30BaThCs TONBKO MMHU. Ha MHOTHE T0-
psiume KJIABHIIN MTOBEIICHBI M KOHTEKCTHBIE MeHIO. 11 OBICTpOro BEIOOpa HEOOXOIMMO-
IO MMyHKTa B HAX MOXXHO Ha)aTh COOTBETCTBYIOIIYIO IIM(POBYIO KIABUIY Ha OCHOBHOM
KJIaBHATYpe.

Opnnako ropaocTeio Blender siBiisiercst Tak HazbiBaeMoe "yMHOE MeHIO". B mpomuibix Bep-
CHSIX TIPOTPaMMBI JJIsl CO3IaHMsI HOBBIX OOBEKTOB CYIIECTBOBAJIO CHEIHMANEHOE MEHIO,
BBI3bIBaEMOE 10 KJIaBHIIE <Space™>. JTO 3HAYUTENHHO YOBICTPSIIO pabOTy HaJa CIIEHOM,
B€b HE MPUXOIWIOCH JUIIHUNA pa3 MOCEIIaTh IMIaBHOE MEHIO npuiioxkenus. Celiuac pas-
paboTunky nonwy eme Aanpiie. HoBas Bepcus "ymHO-
ro MeHIO" TO3BOJISIET BBI3BIBATH JIOOYIO (DYHKIHIO
Blender, OykBampbHO HaOpaB HECKOJBKO KIFOUEBBIX
CHMBOJIOB B TIOMCKOBOH cTpoke. [Ipudem B mpemiarae-
MBIi CIIHCOK TMOMAAyT KOMAaH[bl, HCKIIOYUTEIHHO To Sphere chift Al S
OTHOCAIIHUECA K BBIACJICHHOMY OJEMCHTY CHCHBI [
(puc. 1.4). Tak must noucka komanaer Add UV Sphere
(cozmanme mpuMuTHBAa cepbl) AOCTATOYHO HAOPaAThH

Add |lco Sphere

Add Surface Sphere

sphe.

Puc. 1.4. Napa HabpaHHbIX BykB —
1 CMUCOK roToB

1.3. KoHuenuusa aKpaHoOB U cueH

PaboTast Hajm CIECHOM, MPUXOIMTCS BBIMOIHATH MHOXKECTBO JCHCTBHI: MOACIHPOBATH,
TEKCTYpUPOBaTh, HACTPAUBATH AHMMAIMIO W (PHU3HMKY, KOMIIOHOBATh BHCOMOCIICIOBA-
TEJILHOCTH. YiKe MOHATHO, uTo Blender mpemocTapiseT mmpovaiiime BO3MOXKHOCTH ISt
HaCTpOﬁKH pa60111/1x OKOH. BOT TOJILKO MOCTOSIHHO MaHUITyJIMpOBaTb OKHaMU B 3aBUCHU-
MOCTH OT TEKYILEH 3aJau Kak-To HerenecooOpasHo. ['opa3no mpoiie 3apaHee co3/1aTh
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pa3TUYHBIC PacKIIaIKA OKOH TOJT BCe HYX/Ibl. Pazymeercs, Takas BO3MOXHOCTh B Blender
nMeeTcs. Mano Toro, pa3paOOTUMKH 03a00THINCH CO3/IaHUEM HECKOJIBKUX 3aroTOBOK
101 OIIPEICIICHHBIC 3a1aui. DTOT MEXaHHU3M IOIy4rI Ha3Banue — Screen Layout (Ma-
KET 3KpaHa).

ITonp30BaThCs 3KpaHAMU O4YE€Hb U OUEHBb IpocTo. Barmsuute Ha puc. 1.5. Hecnoxuo on-
PENENNTD, YTO 31eCh BUIEH KyCOUeK TJIaBHOTO MEHIO rporpamMmsl (okuo I1nfo).

1 2 3 4
Puc. 1.5. SnemeHTbl ynpaeneHusa Screen Layout

Paccmotpum siemenTsl okHa INfo:

1. CxematnyHOE M300paKEHUE OKOH — BBIOOP MMEIOIIEHCS PAacKIIaJKU U3 BBITIAIaroIIe-
T'0 MEHIO.

2. HasBaHue TeKyImero SKpaHHOTO MaKeTa.
3. JloGaBneHune HOBOH pacKiIaIKu.
4. YpaneHue aKTHBHOM pacKIaIKH.

Jins BBIOOpa jKeTaeMoro MakeTa JOCTaTOYHO LICTKHYTh MO KHOIKE OTKPBITHS MPECETOB
Y BBIOpATh MOIXOAIINH, 01aro pa3paboTYNKH PETYCMOTPETH HECKOIBKO BapHAHTOB:

4 Animation (Aaumanus) — HaOOp M PACIOIOKEHHE OKOH; ONTUMAJIbHO IOIXOIUT
JUTs pabOTHI C aHUMAITUCIH;

¢ Compositing (Kommosunus) — HacTpoiika MaTepuanoB u TeKcTyp B pexxume Node
Editor (PemakTop y3110B);

¢ Default (ITo ymonyanuio) — BapuaHT [0 YMOJNYaHHIO, IPEIaraeMblii pOrpaMmoit
TP TIEPBOM 3aITyCKe HIIH CO3J[aHUH HOBOTO IPOEKTA;

¢ Game Logic (MrpoBast JIOTHKa) — ONTHMAIBHO IS HACTPOUKH JIOTHKH WIPHI HJIH
MpEe3eHTAIINHY;

¢ Scripting (CkpunToBanue) — HCIONB3YHTE 3Ty PAaCKIaaKy, €ClId HEOOXO0AUMO OTpe-
JIAKTUPOBATh WIIM HAMKCATh CKPUNT Ha [TuToHe;

¢ UV Editing (Pa3eptka UV) — co3nanue, okpacka U IPUMEHEHHE TEKCTYP;

¢ Video Editing (PenakTupoBanie BHIE0) — MOArOTOBKA BHCOMOCICIOBATEILHOCTH.

COBET

Bbl moxeTe 6bICTpO nepekn4yaTtb J3KpaHHble MakKeTbl C MOMOLUbI TropAYvYnX KnaBull
<Ctrl>+<Left> unn <Ctrl>+<Right>.

I/IHOF,Z[a HMCHOIINXCA BapI/IaHTOB MAKCTOB HpOCTO HCIOCTATOYHO. K an/IMepy, BO BpeMSI
MOJICJIMPOBaHMS HEOOX0IMMO MPOCMATPUBATh pabourii 0OBEKT ¢ pasHbIX paKypcoB. s
3T0ﬁ nejan uenecoo6pa3H0 CO31aThb 3KpaHHy10 paCKna;[Ky C HCCKOJIBKMMH OKHaMH
3D View.
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ITocnenoBatenbHOCTb JCHCTBUM ClieyrOIIAs:

1. Co3nmath HOBBIM MPOGMITH ITyTEM HaKATHsI KHOTIKH C H300paKCHHUEM TLTIOCA.

2. IlepenmMeHOBaTh O0BEKT (IICIKHUTE TI0 HA3BAHUIO M BBEIUTE HOBOC 3HAUCHHUE).
3. PacnonoxuTh OKHa B HY)KHOM TIOPSJIKE.

3amMeTnM, YTO BCE CO3/aHHBIC MAKETHI, PABHO KaK W BCTPOCHHBIE, COXPAHSIOTCS B (aiine
TEKyILero mpoekra. Tak 4To, MpHU 3arpy3Ke CBOETO NMPOEKTa Bl ONSTh BEPHETECH K JIIO-
OMMBIM HaCTPOHKaM.

COBET

Cospganu yHuKarnbHble 3KpaHHbIE packragku 1 Xenaete UX UCnonb3oBaTh AMs BCEX NPOek-
ToB? HeT Humuero npouwe. Haxmute <Ctrl>+<U> unu Bbibepute nyHKT meHwo File | Save
User Settings (®ann | CoxpaHWTb HAcTpOWKW) [N COXpaHEHWUs MONb30BaTeNbCKUX Ha-
cTpoek. Tenepb Npu CO3A4aHNM HOBOTO NPOEKTa Bbl CMOXeTe paboTaTe ¢ COOCTBEHHBIMU 3a-
roToBKaMu.

B Blender nmeercs yHuKanbHas BO3MOXKHOCTh OJJHOBPEMEHHOUW PabOTHI ¢ HECKOIBKUMU
CIICHaMH. DTO HE TOBOPUT O TOM, YTO MPOUCXOIUT 3aIyCK pa3HbIX IK3EMIUISIPOB MPO-
rpamMmel. Bce mporcXoauT B OJJHOM M TOM K€ MPOEKTE. YTpaBlieHHE CIICHAMH OCYILECTB-
JISIETCSI Ha TIAHEITH TIIaBHOTO MeHIo (puc. 1.6).

Puc. 1.6. SnemeHTbl ynpaBneHust
Scene Selectors

B mpunnune, pabota ¢ 3TOH MaHEIbI0 PAaBHOIICHHA paHee PAaCCMOTPEHHOUW Screen
Layout. Ho B oTiimume OT mocienHed, Ipyu HaXKaTUW KHOMIKHU J00aBIIEHUS — MOSBHUTCS
MeHro New Scene ¢ HeCKOJIBKUMH ITyHKTaMU:

4 New (Hosast) — co3maHue HOBOH CIIEHBI 0e3 KaKMX-IIMOO OOBEKTOB. 3HAUCHHS Ha-
CTPOCK peHziepa OepyTcsl M0 YMOTIAHUIO;

¢ Copy Setting (KonrpoBanue HaCTPOEK) — CO3/IaHHE YUCTOM CIICHBI C TEKYIIUMHU Ha-
CTpPOMKaMU peHJepa;

4 Link Objects (CBs3b 00bEKTOB) — KOIMHMPOBAHUE CYIIECTBYIOIIEH CIieHbl. [Ipu n3me-
HCHUHU PACTIOJIOKEHUSI U CBOWCTB OOBEKTOB B OJHOM CIIEHE PEe3yJIbTaThl MPOSBATCS
B JIPYTOid;

4 Link Object Data (CBsi3b qaHHBIX OOBEKTOB) — B 3TOM Cilydae BO3MOKHO HE3aBH-
CHMOE IepeMelleHre 00bEKTOB, HO M3MEHEHHUS B CBOMCTBAX (DMKCHPYIOTCS BO BCEX
CILICHAX;

¢ Full Copy (ITomHas xomust) — CO3QaHUE IONIHOCTHIO HE3ABHCUMOM CIIEHBI ¢ KOIHUAMHI
00BEKTOB M HACTPOCK.
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JIJis HarJITHOCTH TIPEJICTABUM CUTYAIIHIO, KOTJ]a BO3MOXKHOCTH OJTHOBPEMEHHOU pabOThI
C HECKOJIbKHMH CIIeHaM{ HET WJIM OHa He ucmoib3yercs. [lomycTtuM, naer pabora Haj
CO3/IaHHEM HHTEphepa rocTHHOW KoMHAThI. [1o mpockbe 3aka3umka BBl pacCTaBHIN BHP-
TyalIbHYI0 MeOeb U ¢ TOPJOCTHIO IEMOHCTPUPYETE Pe3yabTaT. 3aKa3urK B IIEJIOM YI0B-
JICTBOPEH, HO MPOCUT J00AaBUTH SMU30J, TJIe 3Ta MeOeNlb pacloyiaracTcss HECKOJIBKO T10-
nHOMY. Het Hudero mpoiie, coxpaHseTe MPOeKT B Apyron (aiisr, MeHsIeTe pacioioKeHHE
00BEKTOB 1 00pabaThIBaeTe pe3ynbTaT. 3aKa34duK MPOCMATPUBAET 00a AIU30/a U 3aropa-
€TCS JKETaHUEM TTOCMOTPETh, YTO MPOU3OUICT CO CTEKISHHBIM CTOJIMKOM, €CITU Ha HETrO
ynager ayooBwiid mkad. JXKemanwme kameHTa — 3akoH. Co3maeTe yke TpeTuit (daiin, rue
KpacuBO BIpeOe3ru pasiieTaeTcsi CTONHMK. BHe3amHO MOsABIsSETCS MapTHEp 3aKa3unka U
3asBJISIET, UTO €ro He ycrpaumBaeT (opma mkada. Bee, Bech Tpyn HacMapky, a Blepean
nepeaesnKa Tpex MPOSKTOB.

CwmemrHas curyanus? Ho oHa BnosHe peanbHa. J[apailiTe TOCMOTPUM, YTO MOKHO OBLIO
OBl clienaTh, UCTIOIB3Ys MEXaHU3M clieH Blender:

1. Co3pmathk CIeHY C MOJIHOCTBIO TOTOBBIMU OOBEKTAMH.

2. BpimonHuTh KOMHpoOBaHue ciieHbl pu momonu Gyakuuun Link Object Data (Coenu-
HUTH C TaHHBIMU 00BekTa). Termeps BO3MOKHO HE3aBUCHMOE TIEpPEMEIIeHHE 00bEKTOB
B 00eHX CILIEHaX, HO JIOObIC M3MEHEHHs CBOWCTB OOBEKTOB IMPOSBSTCS BO BCEX CBSI-
3aHHBIX CIICHAX.

3. Co3math TpeTblo Komuioo, ucnonbdys ¢ynkimuo Full Copy (ITomnas xomust). Ota
CIICHa Y)Ke He3aBHCHMMa OT TEPBBIX IBYX, 3aTO COAEPKUT T€ K€ OOBEKTHl M Ha-
CTPOMKH.

1.4. O6bekThbl B Blender

Korga cmoTpumib Ha cI0XHY0, KPACHBYIO TPEXMEPHYIO MOJIENb, TO TIOHEBOJIE 3ayMbI-
BaeIIbcs, KaK ee JeTaad. TpyIHO MpeCcTaBUTh, YTO M3HAYAIBHO OHA MPEACTABIsIa CO-
0ol KakoH-HUOYIb HECIOKHBIH 00BEKT, HampuMep ky0. Takue 0OBEKTHI, KOTOPHIE CIY-
KaT NePBOPOJHBIMHA KUPIIUYUKAMU [T CO3JJaHUSI MOZCTICH, Ha3bIBAIOT NPUMUMUBAMU.

Ho npuMuTHBaMH HEe OTpaHHYHMBACTCS COCTaB CLEHBL. B HEll MpHCYTCTBYeT MHOMXECTBO
JIpyrux OOBEKTOB, 0€3 KOTOPHIX paboTa HajJ MPOEKTOM Oblia Obl HEBO3MOXKHOW. OIHU
CILyXaT Ul CO3/aHUS MOJENeH, apyrue oOecrnednBaroT OCBELIEHHE, TPETbU SIBIISIOTCS
BCIIOMOTaTeNbHBIMU TIPHU paboTe ¢ aHuManmen win gusnkoir. Blender mpemmaraer 60b-
ot Habop 0O0BEKTOB IS PeaTu3allii CaMOH CyMacIeAIei Haen.

Jli1st oGaBiieHUst HOBOrO 00BEKTa B CLIEHY CylIecTBYeT crenuanbHoe meHo Add (Joba-
BUTH) B [NIaBHOM MEHIO mporpammsl (puc. 1.7).

Blender umeer pa3nuyHbie MPUMUTHBBI, TOJAXOJSIINE ISl BBITIOJIHEHUS TOH WIIM HHOW
3amaun. [IpuueM JuId KadueCcTBEHHOIO pe3ysibTaTa Hy)KHO 3apaHee MNpPaBUIBHO OIpeEne-
JUTKCS, Kakoit 00BEKT OyeT JiekaTh B OCHOBe. Hampumep, eciiu Hy>)KHO CO371aTh MOJICIb
S0JI0Ka, TO ONITUMAIBHO UCIIOJIB30BaTh IPUMHUTHUB CPEPHI.

B HekoTOphIX Citydasx pa3Hble BUABI MPUMUTHBOB MOTYT C PaBHBIM YCIIEXOM CIY>KUTh
NepBOOCHOBOW. Tak MOZENb JOAKK MOXHO CJIENIaTh U3 TOTO Xe Ky0a, Ho OoJee yqo0HO
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Iu1s1 3Tol 1enn ncnonb3oBaTh kpuBsie NURBS. CnenoBarensHo, Hy*KHO OpHEHTHPOBATH-
cs1 B 00mnnu npuMUTHBOB Blender 1 3HaTh UX IOTEHIMAIBHBIE BO3MOKHOCTH.

Bce npumutuBel Blender pa3ienens! Ha 1Be OOJIBITHE TPYIIITHL:
4 o0bexTsl Mesh (rtockocTs, Ky0, cdepa, HIMHIP, KOHYC, TOP);
4 MareMaTH4eckue 00BEKTHI (KPHUBBIE, TOBEPXHOCTH, META00BEKTHI).

OTnuuue MEeXy HUMH 3aKJIF0YAeTCsl B CIIOCO0ax TeHEpaliy MX MporpaMMoi. Tak, eciu
CTPYKTypa MEPBBIX 0OBEKTOB MPEACTABIIET cOO0H HAOOp BEPIIMH, peOep U MIOCKOCTEH
(puc. 1.8), To BTOpBIC CO3MAIOTCS HA OCHOBE CICHHUAIBHBIX MaTeMaTHYeCKUX (HYHKIUI
(puc. 1.9). Dro obecneurBaeT HEOOBIYAWHYTO THOKOCTE MPH PEIAKTUPOBAHUH (HOPM.

Y Mesh

2 Curve

& Surface

& Metaball
Text

& Camera
E’ Lamp
e e L, Force Field

A Group Instance

Puc. 1.7. 310 MeHI0 cogepxuT Puc. 1.8. [ins co3gaHus Meva Ucnonb3oBascs NpocTon kyo
Bce 06bekThbl Blender

Puc. 1.9. A atoT 60Kkan Obin co3gaH ¢ NOMOLLLIO KPUBbIX
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OCOOHSKOM OT 3TUX MPUMHUTHBOB CTOUT 00BeKT Text. Kak BeI yxe noraiaiuch, OH CiIy-
JKUT JUIS CO3/1aHusl OYKB M TEKCTOB B clieHe. [IpemaraemMpie mporpaMmMoii BO3MOKHOCTH
Ype3BhIYAHO MIMPOKU: OT BHIOOPA M HACTPOWKH IIpU(TA IO MAHUITYTUPOBAHUS HE3aBU-
CUMBIMHU TEKCTOBBIMH Oiokamu. OOBekT TeXt sBiseTcs AByXMEPHBIM U CIYXKUT TOJIBKO
JUIS CO3/aHMs TeKcTa. B mampHelimieM ero oOBYHO KOHBEPTHPYIOT arbo B Mesh, mubo
B KpUBEIE.

Ipomomkum paccmoTperne mento Add.

¢ TI'pymmstr Curve, Surface, Metaball cogepkar npuMuTHBBI, CO31aBacMbIe C TOMOIIIBIO
MaTreMaTHueckux (yHknumil. braromaps 3ToMy penakTupoBaHHE TaKHMX OOBEKTOB SIB-
nseTcst Oosee TOUYHBIM B YAOOHBIM. OOBIYHO WX HCIIONB3YIOT MPH BBICOKOTIONHTO-
HAJILHOM MOJICTTUPOBAHUH.

¢ Armature (ApmaTtypa) — OaHHBIH OOBEKT HEOOXOOUM IIPHU CO3JAHHM CKEJIETHOM
AHUMAIHH.

4 Lattice (Pemerka) — BcroMorarelbHbI 00BEKT, KaK MPAaBHIIO, HCIOIb3YEMBIi TS
nedopMaIiy MOIEIH.

¢ Empty (IlycTeimuka) — BcroMorareiabHbIH OOBEKT, HTHOPUPYEMBIH PEHAEPOM Ipo-
TpaMMBI TIPH BU3YAJIU3aINH CIICHBI.

4 Speaker (IuHaMHK) — HCIOJIB3YeTCS Ul MO3UIMOHMPOBAHMS HCTOYHHKA 3BYKa
B 3D-nipocTpaHCTBe.

¢ Camera (Kamepa) — mpu nepBoM 3amycke Blender B criene yke ects omHa Kamepa,
HO BBl MOKETE I00ABUTH €IIIe HECKOIIBKO.

¢ Lamp (Cser) — naHHBIM MYHKT CONEPKUT MATh Pa3IMYHBIX TUIIOB HCTOYHHKOB CBE-
Ta, HAYMHAsI TOYCYHBIM W 3aKaHIHUBAsI COJTHEUHBIM.

¢ Force Field (CunoBsie mosnsi) — 0OBEKTHI, UCIIOIB3YEMbIE JJIsI HMHTAUH (U3HUC-
CKMX SIBJICHUI, TAKHX KaK BETEP.

4 Group Instance (I'pymmbl) — HHOTIA HECKOIBKO OOBEKTOB B CIIEHE BHITOIHO O0B-
eUHATh B OJHY rpymiy. [lociie co3maHusl TaKOW TPYMIbI e¢ Ha3BaHUE TOSBUTCS B
3TOM MYHKTE.

COBET

[Ins 6eicTporo Bbi3oBa MeHo fo6aBneHs 06bEKTOB B CLEHY HaXMuTe knaBuwin <Shift>+<A>
B okHe 3D View.

1.5. OpueHTauusa B 3D-npocTpaHcTBe

OcHoBHast pabota B Blender mpoucxomut B okHe 3D View. MIMeHHO B HEM CO3/1ai0TCH,
penaKkTUpPYIOTCS M pa3MmeraroTcs o0bekThl. [Ipu mepBoM 3amycke B OKHE OTOOpakaeTcs
CIICHA ¢ MUHHMMAJbHBIM KOJIMYECTBOM HEOOXOAWMBIX OOBEKTOB: KaMepOd, HCTOUHHKOM
CBETa U KyOOM.

Oxkno 3D View umeeT 60JIbII0€ KOTHYSCTBO HHTEPHEHCHBIX HJIEMEHTOB, YIIPABIISIONIINX
pexxuMamu 0ToOpaxkeHus u penaktuposanus (puc. 1.10).
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Puc. 1.10. OkHo 3D View

Onucanue 0CHOBHBIX 1eMeHTOB 3D View:

1.

Hupopmanust 0 pexxuMe POCMOTpa ¢ TOUKH 3pEHHs MOJIb30BaTess (BH CLIEHBI CIie-
peau, cOOKy, CBEpXY H T. 1.).

Tool Shelf (ITanens nHCTpyMeHTOB). CONEPIKUT OCHOBHBIC (DYHKIIMH, XapaKTEpHbBIC
TSI BBIJICICHHOTO O0BEKTA U PEXKUMA PEIaKTHPOBAHHSI.

OTa maHenb CONEPXKHUT HACTPOMKH BBIOpaHHON (PYHKIMH WM CO3JaHHOIO OOBEKTA.
K npumepy, ecnu 106aBuTh B cuieHy npumutuB Circle, To Ha naHHO#M maHean otoOpa-
3stest 3Hauenus: Verticles (Konuuectso Bepinn), Radius (Paauyc), Fill (3anuBka).

HasBanue BbIZeJIeHHOTO 00bEKTa B CLICHE.
Mode (Pexxum). Beibop peskuma pabotsr 3D View.

Viewport Shading (Pexxum otpricoBku). KauecTBo oToOpaXkeHHss 00bEKTOB Ha 3Kpa-
HE, OT CXEMAaTHYHOTO JI0 TEKCTYPHOTO.

Pivot Point (Touka nentpa). Mcmonas3yercst i yKa3aHHS TOYKH B MPOCTPAHCTBE,
10 OTHOIICHUIO K KOTOPOM OYAET BBIIOIHATHCS MTOBOPOT MIIM MACIITAOUPOBAaHHE 00b-
eKTa.
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8.

11.

Knonku BeIOOpa BUa MaHUMYISIIMA OOBEKTOM (MIEpeMeENIeHre, MacliTaOupoBaHHE,
TTOBOPOT).

. YmpaBneHue 0TOOpakeHUEM CIIOEB B CIICHE.
10.

Snap (ITpussizka). BermomoratenbHbIN pexuM, Uit 00Jiee TOYHOTO MaHUITYJTHPOBA-
HUS 00BEKTOM.

Knomnku "MraoBeHHOTO" YEpHOBOTO PEHIICPUHTA.

e HyXHO 3aMeTHTh, YTO HEKOTOPBIC AIEMEHTHI 3arojioBka okHa 3D View MoryT u3-
MEHSThCS B 3aBUCHMOCTH OT BbIOpaHHOTO pexxuma (Mode). Bonee moapoOHO oHM
OyayT U3y4yaTbes B CICIYIONINX T1aBax.

L HpI/I MOACIUPOBAHUN OYCHBb BAXKHO paCCMATpUBATL MOJACJIbL WM CHEHY CO BCEX
CTOPOH. Blender mo3BomnsieT 310 ACJIaTh PA3JIMYHBIMHA crocobaMu: ¢ MCIOJIB30Ba-
HUEM MBIIIHU U TOPAYUX KJIIaBUII.

PaccMOTpuM OCHOBHBIE CIIOCOOBI MPOCMOTPA CLICHBI.

L4

Bpawenue. OcyuiecTBisieTcss MyTeM HakaTusd U yAEp)KaHUS CpelHEN KHOMKH MBIIIN
(xonecuka). Toukoil BpalieHHs CIYKHUT HEHTP OKHA. TakuM 00pa3oM, 4TOOBI JeTab-
HO pPacCMOTPETh HYXHBIH 00BEKT, JOCTATOYHO TIOMECTHTH €T0 B IIEHTP dKpaHa.

Ianopamuposanue (epeMeIieHNne TI0 BEPTHKAIN WM TopH3oHTanu). Mcnomnb3yercs
BCE Ta )K€ CpeIHsIsl KHOIKA MBIIIH ¢ Ha)kKaToi kinaBumiend <Shift>.

Macwmabuposanue. J|Jis yBeTUUCHNUS WIA YMEHBIICHUS MacIITa0a CLEHBI UCIIOJIb3Y-
eTcs KOJIECMKO MBIIIHN. AJNBTEPHATHBON CHyXHT KomOuHauumsi kinaBumm <Ctrl> n
CpeIHEN KHOIKHU MBIIIH.

Kpome 3Tux ocHoBomoJararomux MaHUIyJsiuid, Blender mpeanaraer 3aroToBKH Mpo-
CMOTpA, BBI3bIBAEMBIE TOPSYMMH KJIABHIIAMH JOTIOJHUTEIbHOM HU(POBOI KIIaBUATYPHI:

<NumPad 1> (Front View) — Bu CLIeHBI CTIEPE/IH;
<NumPad 3> (RightView) — Bux cuieHbI CripaBa;
<NumPad 7> (Top View) — Bux ClieHbI CBEPXY;
<NumPad 0> (Front View) — npoexiiust U3 KaMephl;

<NumPad 5> — mnepekitoueHre OTOOpPaKEHHsS M3 TEPCICKTUBBI B OPTOrOHAIBHYIO
MIPOSKIINIO ¥ HA00OPOT;

<NumPad 4> u <NumPad 6> — BpaliieH1e CIICHBI 110 BEPTUKAILHON OCH;
<NumPad 2> u <NumPad 8> — BpaliieHue CIIeHbI 110 TOPU30HTAILHON OCH;
<NumPad +> u <NumPad —> — macmrabupoBanue;

<NumPad .> — BbIIe/IeHHBII 00BEKT TOMENIAETCS B IICHTP M 3allOJHIET BCIO pabo-
4yr0 00JaCTh OKHa.

Urak, Bca momomHuTenbHas mudpoBas kinaBuatypa B Blender momHOCTBIO 3aBsi3aHa Ha
yImpasieHue mpocMoTpoM okHa 3D View. 3amoMHHTE 3TH COYeTaHMs KIABHII, B OyIy-
II[EM OHU HE Pa3 MPUTOATCA.

Teneps paccmotpum Merto Viewport Shading (Pexxum otprucoBkn). Kak yke ObUIo cka-
3aHO, B HEM MOXKHO BBIOpaTh Croco0 mpoprucoBku conepskumoro okHa 3D View. Ilpu
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Hakatuu kaHonku Viewport Shading (Pexum otpucosku) (cMm. Ne 6 Ha puc. 1.10) mpo-
rpamMMa MpeaioKuT CIIEAYIONIHNA CITUCOK:

¢ Textured (TekcTypHbIE) — MaKCHMAIbHO MPUOIMKCHHBIA K PEATLHOCTH PEXKHM
MIPOPUCOBKH OOBEKTOB: TMOKA3BIBAIOTCS TEKCTYPHI, TEHH, CII0KHBIC IEHIEPEI;

¢ Solid (CrutonrHoi) — HCMOMB3YETCs M0 YMONTYAHUIO: CaMU OOBEKTHI, OCHOBHBIC I1BE-
Ta MaTepHalioB, IPOCTHIC ICHACPHI;

¢ Wireframe (Kapkac) — mpocToe, cXeMaTH4HOe MpeCcTaBIeHHe 00bEKTOB, ITOT pe-
YKUM YZ00HO UCTIONB30BATh ISl MOJICIIMPOBAHUS;

4 Bounding Box (I'panuibl 00beKTa) — peanbHble 00BEKTHI 3aMEHSIOTCS TTapauiesie-
MHIeIaMU — MUHHMAJIbHOE TPECTABICHHE, HO 3aTO MAaKCUMAJIbHasi CKOPOCTh Mepe-
PHCOBKH CIICHBI.

1.6. basoBble MaHUNYNALUN OO bEKTaMKn

B sTOM paszene BBl MO3HAKOMHUTECH C OCHOBHBIMH CIIOCOOAMH YIpaBICHUS 00ObEKTaMH
B CIIEHE, TAKMMHU KaK: IIepeMelleHNe, MacIITabupoBaHue, poTalys, 100aBICHUE U yaae-
HUE, TyOIrpOBaHHE.

3amyctute Blender u o6paTute BHUMaHue Ha 00BEKTHI, Haxofsmuecs B okae 3D View.
ITo yMOT9aHUIO WX JOJDKHO OBITH TPU: KaMepa, HCTOYHHUK cBeTa U KyO (cm. puc. 1.10).

YroObl ynpaBiaTe 00BEKTOM, €T0 HEOOXOAUMO MpeNBapUTENBHO BBIIENUTh. [ 3TOTO
CITYXKHT TIpaBasi KHOTKA MBIIH. [Ipu 3TOM Kpast akTHBHOTO OOBEKTa OTMEYAIOTCS OpaH-
KEBBIM 1IBETOM. Kpome TOro, MOsIBISIOTCS BCIIOMOTaTeNbHbIE 3JIEMEHTHI B BHJIE Pa3HO-
[BETHBIX CTPENIOK C OKpYX)HOCThI0. Tak Blender oTmMedaeT 1ieHTp 0ObeKkTa (OKPY>KHOCTB)
U TI0 YMOJYaHUIO BKJIIOYACT MAaHMIYIATOpP nepemenieHus. [lompolyiite BbIEIUTH KYO,
3aTeM yXBAaTUThCS 3a JIOOYI0 M3 CTPENOK U, HAKAB JIEBYIO KHONKY MBIIIH, OCTOPOKHO
MIEPEMECTUTD €€ B CTOPOHY — OOBEKT IOCITYIIHO IOCIEAYET 3a KypcopoM. 3aMeThTe, 4TO
B 9TOM CIIy4ae MEepeMEIleHHEe OCYLIECTBISETCS CTPOro IO BBIIEICHHON KOOPAMHATHOM
ocu. JI71s MpOU3BOJILHOIO MEPEMEILCHUS BHE OT/IEJIBHOM OCH HaBeIUTe Kypcop Ha OOBEKT
1, HO)KaB MIPaBYIO KHOIIKY MBIIIN, TBUTAWTE MaHUITYJISTOP.

Ha 3aromoBke okna 3D View ummeercst crienuaibHas rpymna KHOMOK, aKTHBUPYHOIIHX
pasHbIe TUIBI MAaHUTTYJIATOPOB (puc. 1.11):

1. BriroueHHe WM OTKJIIOYCHUE BU3YaJbHOTO OTOOPaXKCHUS B OKHE aKTHBHOTO MaHH-
myJisiTopa. DTO HE 3HAYMT, YTO OOBEKT HENb3sl OyIeT MmepeMeniaTh Wik MacIiTaOupo-
BaTh. HpOCTO OPpUACTCA UCIIOJIB30BaTh r'OPAYNEC KJIaBUIIN.

2. Pexum nepemenienns (Grab).

3. Pexum Bparenus (Rotate).

1 2 3 4 5

Puc. 1.11. MaHenb ynpaBneHns MaHUnynsTopamm
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4. Pexum macmradbupoBanus (Scale).
5. Br160p KOOpIMHATHON CHCTEMEI.

HpI/I BBI60pC pexunuMa BHUJ BCIIOMOT'aTCIbHBIX 3JICMCHTOB Y 00BEKTa COOTBCTCTBYIOIIIUM
06pa30M m3MeHUTCS. Takke MMECTCS BO3MOXKHOCTH BKIIIOUCHHS Cpa3y HCCKOJIbKHUX Ma-

Hunynatopos. [Ipocto BeIOMpaiiTe Hy)XHBIE M3 HHX, YACpPKHMBas HAKaTOW KIIABHUILY
<Shift>.

B OonbimHcTBE cityyaeB paboTaTs ¢ MaHUIyIATOpamMu 3G PEKTHUBHEE C HCIOIB30BaHUEM
TOPSIYUX KIIaBHIIL:

¢ <G> — nepemelneHue;
¢ <S> — macmtabupoBaHHE;
¢ <R>— Bpamienue.

[Ipruem nmMeeTcss BO3MOXKHOCTh JIBKEHHS O0BEKTa CTPOTO 10 HYKHOW KOOPAWHATHOU
ocH:

¢ <X>—koopauHaTa X;
¢ <Y>—koopauHata Y;
¢ <Z>— koopauHara Z.

Hanpumep, HeoOxoanmo nepeMecTuTh 00BEKT Mo kKoopauHate Z. COOTBETCTBEHHO, Ha-
KHUMaeM KiaBuiry <G>, 3areM <Z> U nepemeniaeM o0beKT. [l 3aKperieHus pe3yabTa-
Ta CIY)KHUT JieBasg KHOMKa MbIMHU. YTOOBl OTMEHUTH ACWCTBHE, AOCTATOYHO IIEIKHYTH
IIPaBOM KHONKOM MBIIIY WX HaXKaTh KnaBuily <Esc>.

COBET

Bbl MoxeTe ncnonb3oBaTb knasuwy <Shift> ana sameaneHns asmxeHus obbekTa npu ne-
pemelleHnn, macwtabupoBaHun unu potaumn. A BOT ecnu HaxaTtb knasuwy <Ctrl>, 1o
ABnxeHne obbekTa bygeT NpuBA3aHO K BCoMoraTernbHoW ceTke okHa 3D View.

HemanoBaxHBIM MOMEHTOM SIBIISIETCS BBIOOP TOIXOASAIIEH KOOpaAUHATHOH crucTembl. 11o
ymondanuio Blender paGoraeT B rimobansHOM cucTeMe, T. €. B TaKO, TJe KOOPAHMHATHBIC
ocH 00BEKTOB COBIA/IAIOT C OCAMHU CaMoOU ciieHbl. [y BeiOopa MHOH OpHUEHTAIINHU CITYKUT
COOTBETCTBYIOIIEE MEHIO Ha MaHEIH MaHUITYISITOpoB (cM. Ne 5 Ha puc. 1.11).

Bcero nporpamma npeasiaraer nsTh BapuaHTOB:

¢ View (OkonHast) — 3aBHUCHT OT Tekymiei mpoekuun okxa 3D View (Front, Top,
Right);

Normal (Hopmaii) — opreHTanus o HopMalisiM 00bEKTa;
Gimbal (Ixum6air) — KCIoNb3yeTcst PU CKEIETHOW aHUMAITHH;

Local (JlokanbHast) — cOOCTBEHHasi KOOPIUHATHASI CUCTEMA BBIJICICHHOTO O0BEKTa;

* & o o

Global (I'mobansHast) — OpHEHTAIHS TI0 OCAM CIICHEI.

Teopus 6e3 MpakTUKK HUYTO, HE TaK Ju? A Bellb Aa)Ke TOrO, YTO BbI y3HAJIHM HA 3TOM 3Ta-
me, BIOJHE A0CTATOYHO Ui Havaja paboThl Haj NpOCTEHIIeld MOJENbio, HallpuMep
KyBaJIbl.
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Urak, xyBanaa cocTOMT U3 ABYX AeTajel: pykosTH u Ooiika. Blender yxe umeer moaxo-
ISIIMe TPUMUTHBBL IS CO3AaHMsl 3THUX 00bekToB. st pykositu mopoizer Cylinder
(Humuaap), a posb 60iika BO3bMET Ha ce0st 0OBIIHBIN KYO.

Haunem c umnctoro mmcra. Co3nmaiite HOBBIA TPOEKT, HaxaB <CtrI>+<N> nim BbIOpaB
nyHkT Merio File | New (®aiin | Hossrit). Ha 3ampoc mporpammer Reload Start-Up File
(ITepe3arpy3uTh HauaILHBIN (aiin) HaxXMHUTE KiIaBuiry <Enter>.

Blender npemnaraer HauaTh paboTy ¢ IPUMHUTUBOM KyOa. B maHHBI MOMEHT OH HaM Io-
Ka HE HY’KE€H, [I03TOMY yJIaJIuM ero. J{js 3Toro BelAeNUTE KyO, HAXMUTE KIaBUILy <X> U
MIOATBEPANTE PEIICHNE B TOSABUBIIEMCS OKOIIIKE.

Ceityac HyxHO 100aBuTh B crieHy npumutiB Cylinder. DTot 00beKT MOSIBUTCS B MecTe,
Ha KOTOPOE yKa3bIBaeT BCIoMoratenbHbli amement 3D Cursor (puc. 1.12). [ns ero yc-
TaHOBKH LIEIKHUTE JIEBOW KHOIKOW MBIIIN B HY>KHOW YaCTH CLICHBI.

Puc. 1.12. OnemeHT 3D Cursor Puc. 1.13. Ota naHenb coAepXuUT HaCTPONKU
nocnegHeun BbINOMHEHHON KOMaHAbI

[Tocne TOro Kak BbI ONPEHCIMINCH ¢ MECTOM, HACTaJO BpeMs 100aBUTh CBOM IMEPBBIN
OPUMHUTUB. DTO MOXHO czenath kak u3 obuiero mento Add | Mesh | Cylinder (do6a-
Buth | Cetka | LInnnHap) BepXHEro OKHA MPOrPaMMBI, TaK U C IIOMOIIBIO ""yMHOTO MEHIO".

Tenepp obparuTe BHUMaHHE Ha JeByIO 4acTh okHa 3D View, a mMeHHO Ha Bcromora-
TEJbHYIO MaHelb ¢ Ha3BaHueM nocienanei komanasl Add Cylinder (puc. 1.13).

ITaxens COAEPIKUT HACTPOWKM, XapaKTepHble IS co3manHoro npumurtuBa Cylinder.
OcOOEHHOCTBIO €¢ SBISIETCS TO, YTO OHA TTOKA3hIBAET OIIIWH, CBS3aHHBIC C MOCIEIHEH
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BBI3BaHHOW KOMaH10#. [1oHATHO, 94TO TpU BBIOOpE APYroil (GYHKIIUN CONEPKUMOE TIaHe-
mu yrpatutcs. [IpudeM HEKOTOphIE HACTPOWKH OOBEKTa MOXKHO BBIIIOJIHUTH TOJBKO Ha
JTarme ero coznanusi. PaccMorpum ux mogpoOHee.

4 Vertices (BepuiiHbl) — 3HaYCHUE ITOTO MapamMeTpa BIUSIET Ha BHEITHUN BHI] IIPUMHU-
tuBa. Tak, eciu Bmcath UGpPy 6, TO BBI MOTyYUTE 3aTOTOBKY IISCTUTPAHHUKA. Y Be-
JUYEHUE ITOTO NapaMeTpa MpHUBEIET K Oojee rinaakoil Gpurype, Ho He MepeycepaAcT-
ByiiTe! Blender mMmeer HeMamo MHCTPYMEHTOB JUIS CIUIAKUBAHMS OOBEKTOB, O€3 yBe-
JVYCHHS KOJTUYECTBA UX DIIEMEHTOB.

¢ Radius (Paauyc) — pamuyc o0bekTa.
4 Depth (I'myouna) — pa3mep o0beKkTa 0 KOopauHaTe Z.

¢ Cap Ends (3akpbITh KOHIIBI) — Ba)KHBII ITapaMeTp, OTBEUYAIOIIHIA 32 3aJIMBKY MPHUMH-
TUBa. ECIM CHATBH rajouKy, TO MOJYYUTE CKBO3HYIO TPYOYy.

¢ Align to View (BsipaBHHBaHNE) — OuYeHb MMOJIe3Has (YHKIUSA, KOTOPas MO3BOJIIET
OpPHEHTHPOBATH OOBEKT 0 KOOPIWHATE Z B OKOHHOM crcTeMe KoopauHar. [Ipomre ro-
BOps, Kak ObI BBl HE MOBEPHYJIU CLIEHY, YCTAHOBKA 3TOW TaJIOYKU 3aCTaBUT OOBEKT
"cMOTpeTh" BEpIIMHON Ha Bac.

¢ Location (Pasmerenue) — pasMmenicHue 00beKTa.
4 Rotation (Bparuenne) — moBopoT 00beKTa.

He Oyzem mokxa MyapuTh C STUMH MapamMeTpamMH W OCTaBUM Kak ecTh. MTak, mepBbrit
MPUMHUTHUB, OCHOBA PYKOSATH, CO31aH!

Teneps npuaanM emy Gosee moaxoasiryto hopmy. HyKHO BHITSHYTH 0OBEKT [0 BEPTH-
Kaiu (KoopauHaTe Z) ¥ HEMHOTO Cy3uTh B inamerpe. KoHeYHO, MOKHO BOCIIONIB30BATHCS
MaHHITYJISITOPaMH, OITMCAHHBIMH PaHee, U BPYYHYIO MPUIAaTh GOPMY MPHUMHUTHBY, HO Ja-
BaiiTe MMO3HAKOMUMCSI C eIlie OHOI maHenbio. C ee MOMOIIBI0 MOXKHO TOYHO HACTPanBaTh
pasmeleHue, Macirab, porauuo oobekTa u MHOroe apyroe. OHa pacronaraetcs B mpa-
Boii yactu okHa 3D View. Eciu ee HeT, To HaskmuTe KiaBuiry <N> (puc. 1.14).

IMoanpaBum HemHOTO Maciitab mozaenu B myHkre Scale (Macmra6). J[is usmeHeHus
rapaMeTpa MOXKETE BOCIIOJIb30BAThCS CTPEIKaMHU WM, IIEIKHYB JIE€BOM KHONKOW MBILIN
B HY>XHOM I10JIC, BIIUCATH MHOC 3HAUCHUC:

¢ X =0.295;
¢ Y =0.295;
¢ Z=4.700.

C pyKosITBIO pa300painch, HACTANO BpeMs 100aBUTh Ooek. B kauecTBe 3aroToBKU MO-
CIy)XuT 00bIuHbId Ky0. Jlo6aBhTe ero B cueHy komanmoii Add | Mesh | Cube (Joba-
Buth | Cetka | Ky0).

Jisi MOJNTrOHKM €ro pacrolIOKEHHs Ha PYKOSITH Oyaer ymoOHee paboTaTth € pakyp-
com Front View (Bun cmepeny) B OpTOroHaibHON mpoekuuu. HakmuTe KIaBUILIH
<NumPad 1> u <NumPad 5>.



28 aea 1

[Ipunaiite Oo¥iKy BBITAHYTYIO (pOpMy M YMEHBIIHMTE OOLIMHA MacmTad B COOTBETCTBHU
C PYKOSITBIO:

1. HaxmuTe KJIaBHUITy U3MEHEHHS MaciTaba <S>, 3arem <X> miig pabOTHl ¢ KOOpAMHA-
Toif X (0OBEKT OYIEeT BHITSATUBATHCS 1O Topu3oHTaM). lllenkaure MeBOM KHOMKOM
MBIIIH JIJISL 3aKPETUICHUS] HOBOTO MacITaa.

2. C noMoIipo 0011ero MacmTabupoOBaHUsl HEMHOI'O YMEHBIIIUTE O0BEKT.

7

¥ Transform

Location:
X:0.000
¥: 0.000
Z:0.000

Rotation:
x0®

Y0

E4E4ER N EIEES

z 0
XYZ Euler

Scale:
X:0.295

¥:0.295
Z:4.700
Dirmensions:
( X:0.589
¥:0.590

Z:9.400

Eglegdieg

.

¥ Grease Pencil \\\:

s B New
[ MNew Layer ]

[Delete mee| Convert ]

Puc. 1.14. MNMaHenb OCHOBHbIX HACTPOEK BbIAENEHHOro o6bekTa

Teneps yctaHoBHTE OOCK Ha €ro MECTO B BepXHel yact pykosTa (puc. 1.15).

Jo6aBum HEOOIBIIOE YTONIIEHNE B HIDKHEH 9acTH KyBaJIIbl. DTO MOXHO CIENaTh IyTEM
nobasnenus eme oanoro npumutuBa Cylinder u moaronku ero Kk pykositi. MoXHO, HO
He HyxHo. [Tolimem Oosiee CIIOKHBIM MYTEM U 320JIHO TIO3HAKOMHUMCSI C €Ille HeCKOIbKU-
MU HOJIE3HBIMA UHCTPYMEHTAMH.

CrhenaeM KOO HallleH PYKOSITH, KOTOpPasi OCTYKUT 3aTOTOBKOM [yt yronmienus. [1po-
neaypa KonupoBanust oobekta B Blender HaswiBaercs dybauposanuem (Duplicate). Boi-
JETTUTe [WIHHADP, HAKMHUTE KiaBumu <Shift>+<D>, nepeMecTUTE MBIIIb s OTACICHHS
nyOnukara u 3a)UKCUPYHTE Pe3y/IbTaT HA)KATHEM JICBOM KHOMKHU MbIU. [TomyueHHBIH
O00BEKT SBIISETCS MOTHOW Komuel opuruHana. CoxxMute 1o Z AyOIUKaT U HEMHOTO yBe-
angbTe 00mmit Macirad (puc. 1.16).
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Front Ortho

(1) Cube

Puc. 1.15. boek ¢ pyKosiTbto

Front Ortho

(1) Cylinder001

Puc. 1.16. YTonuweHvne ans pykostn — konus npumuTmea Cylinder
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COBET

Blender npegnaraet HeCkOnNbKO BapuMaHTOB Bbi30Ba CBOMX (PyHKUMIA B okHe 3D View: ¢ uc-
NONb30BaHWEM ropsYMX KnaswL, BbIGOP U3 MeHI0 M paboTa co BcnomoraTenbHbIMU MaHe-
namu. C AByMS Bbl YK€ 3HAKOMbl — 3TO NaHenb CBOWCTB BblAeneHHoro obbekta (B npason
4acTM OKHA) W NaHenb HACTPOEeK BbI3BAHHOW KOMaHAbl (B NEBOW HWXHEW 4acTu 3KpaHa).
[Mporpamma npegnaraet ewe ogHy "yMHyH" naHenb ¢ PYHKUMAMU, XapakTepHbIMU ANS Bbl-
JeneHHoro obvekTa, — naHesnb UHCMpPyMeHmos (pacrnonaraeTcsi B NEBON BEPXHEN YacTu).
Ee HasBaHve mMeHsieTcsa B 3aBUCHMOCTM OT o6bekTa 1 pexuma paboTbl. B AaHHbIN MOMEHT
OHa HasbiBaeTcst Object Tools. Bce paccMOTpeHHble MHCTPYMEHTbI Anst paboTbl ¢ 06bek-
TOM Bbl MOXETE HalnTh 1 Tam.

Bo3nukaer BoOmpoc — Kak Teleph pa3MeCTUTh HOBBIM OO0BEKT Ha pykostu? Blender
mpeajgaracT psii HeCIOXKHBIX (DYHKIUH JJI1 TOYHOTO TO3UIIMOHUPOBAHUS OOBEKTOB IO
OTHOIIICHUIO JIpYT K 1pyry. Bce onm pasmernatorcs B rpynne Snap (IIpussska) meHrO
Object (O6wekT) okna 3D View (puc. 1.17).

Apply
Clear
Mirror

Tran Ll

Undo History Ctrl Alt Z
Redo Shift Ctrl 2

Undo Ctrl 2 |
& Object Mode

Puc. 1.17. MeHto npuBsA3ku kK o6bekTam

[TynaxTst merro Shap (Ilpusszka):

¢

¢

Selection to Grid (Bsiaenenne K pemeTke) — CMbBICT 3T (YHKIIHH B TOM, YTO BbI-
JIEICHHBIA 00BEKT OyJeT mepeMelnieH B OmKaimii y3emn BCIIOMOTaTeIbHON PEeIIeTKH
okHa 3D View;

Selection to Cursor (BeigeneHue K Kypcopy) — OOBEKT MepeMeInaeTess K MecToHa-
xoxaeuuro 3D Cursor;

Cursor to Selected (Kypcop k BbIieIeHHOMY) — OOpaTHas omeparus — Kypcop Te-
peMentaeTcs B LEHTP BBIICIEHHOT0 00beKTa. [IpuueM eciii BhIIEIEHO GOJIBIIE OHOTO
00BEKTa, TO Kypcop pasMeIaeTcs B EHTPE BCEM IPYIIIIbI;

Cursor to Center (Kypcop k mentpy) — xoopauHatsl 3D Cursor copachiBatoTCs 1Mo
YMOITYaHUIO, U OH BO3BPAILACTCS B IIEHTP BCIIOMOTaTENIbHON PEIIETKH OKHA;

Cursor to Grid (Kypcop k pemieTke) — mnepeMelieHie Kypcopa K Onmkaiiemy y3my
BCIIOMOTATEIbHOU PEIIETKHY;

Cursor to Active (Kypcop kK akTHBHOMY) — I€peMEIEHIe Kypcopa B IIEHTP aKTHB-
HOTO 00BEKTA.

B namem CJIydya€ MOXHO IIOCTYIIUTH TaK:

1.

[lepemectuts 3D CUrsOr B LeHTp pyKoATH. Beiaenure pykosTe U BbIOEpUTE ITyHKT
mento Object | Snap | Cursor to Active.
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2. Ilepemectuth HOBBIH 00bekT K 3D Cursor. Beimenure ny0nukaT u BRIOEpUTE MYHKT
mento Object | Snap | Selection to Cursor.

Teneps ocTanoch HEMHOTO HOANIPABUTH MAcIITAd YTOJILIEHNS U TIEPEMECTHUTH €ro 10 KO-
opaunate Z K Hu3y pykosta (puc. 1.18).

User Ortho

{1} Cube

Puc. 1.18. [oToBas mogens KyBanabl

Ceiiuac MOJIe)Ib COCTOHUT M3 TPEX OTHAENBHBIX 00BEKTOB. B HEKOTOPHIX cirydasx yaoOHee
ObUI0 OBl OOBETMHUTD MX B OJHO 1enoe. Crenath 3T0 MOXHO KoMaHmoi Join (O0beau-
HeHue). Beigenute Bce MPUMHUTHBBL, yAepkuBas kKiaBuiry <Shift> u menkas mpaBoid
KHOIIKOM MBIIIH 10 00bekTaM. Haxxmure komMOuHamuio kinasuil <Ctrl>+<J> 1 BbI30Ba
¢yHkuuu oovenuHenus. Tenepb KyBaiga MpeacTaBisieT cO00H HeNbHYI0 MOAECTb.

Bpone Obl Bce, HO ecTh OAMH HeOonbIolW Hemoctatok. IlocMoTpute Ha puc. 1.19, rae
3ameyariieH MOMEHT IT0BOpOTa MOJENN BOKPYT ocu Y. Kak BuiuTe, IEHTp BpallleHUs Ha-
XOAMTCS TOE-TO B cepeauHe Oolika, a yaoOHee W HpaBHibHEe ObUIO ObI IOMECTUTH €ro
BHU3Y PYKOSTH.
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Puc. 1.19. B aTon MmoAenu HenpasBuibHO PacrnofioXeH ee LIeHTP

COBET

Ecnu Bam HyxHo Gonblue MecTa anst paboTbl co cueHoi B okHe 3D View, TO MOXHO Bpe-
MEHHO CrpsATaTb BCMIOMOraTesibHble NaHenu.

Heno B ToM, 4TO npu 0OBEANHEHUN OOBEKTOB MporpaMma OepeT B Ka4ecTBe LIEHTpa I10-
CJICAHMIN BBIJICJICHHBIN NPUMHUTHUB. {7151 MpaBUIIBHON YCTaHOBKH LICHTPA HY>KHO OBLIO OBl
YCTAaHOBUTH CIENYIOIIUIA MOPSAOK BBIIEIEHHs: 00CK, PyKOsTh, yToJIleHHe. Brpouem,
BCE MOXKHO HCTIPaBUTb.

Hyxubie pynkuun Haxoasres B meHto Object | Transform okuna 3D View:

¢ Geometry to Origin (I'eomeTpHsi B OpUIHHAT) — BBICYUTHIBACTCS CPEIHEE 3HAUCHHUE,
1 00BEKT CMEIIAeTCsl B HOBYIO TOUKY IIEHTPA;

4 Origin to Geometry (OpuriHain B réOMETPHIO) — BBICYUTHIBACTCS CPEIHEE 3HaUe-
HHE, U [ICHTP CMEIIACTCS TIPHU HEMOIBIKHOM 00BEKTE;

4 Origin to 3D Cursor (Opurunan B 3D Cursor) — LEHTp YCTaHABIHBACTCS B MO3H-
muro 3D Cursor.

Taxum o6pazom, nocratouno ycrtanoButh 3D CUrsor B Hy’)XHOM MecTe, BEIOpaTh ITyHKT
mento Object | Transform | Origin to 3D Cursor, u mHOIy4YdM HYXHBIA pe3ylIbTaT
(puc. 1.20).

Bot u Bce, Bama mepBas Mojens roroBa! KoHedHo, oHa HEMHOTO HEKa3uCTa U TpeOyeT
JOpabOTKH, HO ATO YK€ TeMa CIISIYIOIIUX TJaB.
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Puc. 1.20. Mogenb KyBanabl C NpaBunbHO YCTAHOBMEHHBLIM LIEHTPOM

1.7. Nepapxusi cueHbl: rpynnbl, CBA3WU, CIIOU

Cr0xHbIE CLIEHBI MOTYT COAEPXKaTh COTHH, & TO M ThICSYM 00BbEeKTOB. Pa3zobparscs B 3TOM
coHMHILE ObIBaeT moayac clokHO. [Io3ToMy Ba)KHO HOANEPKHUBATH HMOPSIOK B CBOEM
nerumie. Blender umeer moctaTounblif HAOOp CPeNCTB Il OpraHU3alMU U KOHTPOJIUPO-
BaHUs Uepapxuu cueHbl. C OJJHUM M3 TaKHUX INI0OANBHBIX HHCTPYMEHTOB BBI YK€ ITO3HA-
KOMHUIHCh — 3T0 Scene Selectors. OqHako ecTh P U JIOKATBHBIX (DYHKIIHA.

CambIif mpocToil BUI uepapXxuu — 3T0 cea3u. Ilo 3TUM MOHKMMAaeTcs CBsI3Ka, T OJIUH
00BEKT SIBIAETCS INIABHBIM, & BTOPOH — nouepHUM. UTOOBI OBUIO MOHSTHO, UL YEro
MO>KHO UCTIONIB30BATh CBSI3H, BBITOJHUM HEOOJBIION YPOK.

Co3paiiTe HOBBIM IPOEKT U YAAIUTE UMEIOLIHcs KyO B cueHe. Tenepb 1o0aBbTe NpUMH-
B UV Sphere. [ns sicHocTu nomeHsiiTe craHaapTHoe uMs oobekTa "Sphere” Ha HEuTO
6osiee monatHoe — "Sun" (ConHile). 9T0 MOXHO CZe/iaTh Ha TAHEIH CBOMCTB OKHa
3D View, Boi3biBacMoii kitaBumieit <N> (puc. 1.21).

Puc. 1.21. 3aknagka ltem
NO3BOSISIET U3MEHUTL UMSI
obbekTa
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Cnematite mpyomukar cdepbl (<Shift>+<D>), oTOABHMHBTE €ro B CTOPOHY M HEMHOTO
yMeHbIHTe Maciitad. M3menute umst HoBoro npuMuTHBa Ha "Earth" (3emis).

Takum xe oOpa3oM co3zfaiite emnie oaHy cepy ¢ umeneM "Moon" (JIyna). B nenowm cre-
Ha JIOJDKHA BBITIISACTh MPUMEPHO TakK JKe, Kak Ha puc. 1.22.

Puc. 1.22. 3arotoeka ans ConHeYHom cucTemsbl

Urak, JlyHa sBnsieTcsi CIyTHUKOM Halllel TIaHEeThI, KOTOPasi B CBOIO OYepe/lb BpallaeTCs
Bokpyr Connua. Bes nama ConHeuHast cucteMa — 4acTh TajJakTUKUA. BoT u momnpobyem
CMO/IEJIUPOBATh ABHKEHHE Tell.

Beigenute cHayana Moon, a 3arem Earth, ynepxusas naxaroil knauiry <Shift>. Ta-
KM 00pa3oM, Mbl yKa3zaid, 94To 00bekT MooNn Oyner sBIATHCA AOYEPHHM IO OTHOIIE-
Huto k Earth. Jns co3maHust CBS3M MOXHO BOCIIOJNB30BAaTHCS IIYHKTOM MEHIO
Object | Parent | Set | Object wiu mpocto HaxaTh kinaBuinu <Ctrl>+<P>. B mocnensem
cllyyae IporpaMma BbIBEIET KOHTeKcTHoe MeHio Set Parent To c¢ mpocs6oii moarsep-
1uTh. Ecay BBI MpUCMOTpHUTECH BHUMATENIBHEE K CIIEHE, TO 3aMETUTE YEPHYIO ITyHKTHUD-
HYIO JINHUIO, COSAMHSIONIYIO CBsI3aHHbIe 00bekThl. Tak Blender oTmedaeT cBsi3u.

IIpoBepum, uro monyunnock. Beinenure o6bekt Earth u mompoOyiite ero mepemecTuTs.
Ecmu Bce caenano nmpaBuiibHO, TO TpUMUTHB MOON OyzieT MOCTyIIHO ClIe0BaTh 3a Bce-
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MU MAHUITYJIAOUAMUA POAUTCIICM, BKIIKHOYAd HOaXKC MaCH.ITa6I/IpOBaHI/Ie. B 10 ke BpeMA
NEPEMCHICHUE MO TYUHEHHOI'O 00BEKTa HIKAK HE CKa3bIBA€TCS HA OCHOBHOM.

Brirensiem Earth, 3atem Sun u co3maeM MoCIeIHIOK TOYEPHIO0 CBsA3b. UTO e B UTOTe
noxyunnocs? JlyHa MoxeT cBOOOJHO JBHIraThCs IO OTHOLIEHUIO K 3emie. B cBoro ode-
penb mpu BBLACNEHHH 3eMiId 00a 00BEKTa ¢ YCIIEXOM IepeMEelaloTcs, He 3aTparuBas
Connue. A Bot aBmxeHue ColHIA yTATUBaeT 3a coO00M Bee J0YepHUE 0OBEKTHI.

Jlnst koHTpoOutst Haj uepapxueil cienbl Blender umeer cnienmansaoe okuo Outliner. Tlo
YMOJTYaHHIO OHO PACIIOaraeTcsi B BEpXHEil npaBoii yacTu nporpamMmsl (puc. 1.23).

1 2

v Moon

4 5 6 7
Puc. 1.23. OkHo Outliner

DTO OYCHb y2106HOC CpEACTBO I MPOCMOTpa U IMOMUCKa 00BEKTOB B CIICHE. PaCCMOTpI/IM
OCHOBHEIE €TI0 0COOCHHOCTH:

1. Display Mode (Pexum mpocmotpa). 31ech MOKHO BbIOpaTh, Kakue OOBEKTHI Oy-
IyT oToOpaxaThcs B okHe Outliner, HauMHAST OT CIieH M A0 OTAEIHHO BEIICICHHOTO
00BeKTa.

2. Ctpoxa moucka. [Touck ocymectBisieTcss o Mepe BBoja cuMBOIIOB. [Ipu a3ToM coort-
BETCTBYIOIIUM 00pa30M KOPPEKTUPYETCS BHIBOJ B OKHE.

3. Y310BOii dIIeMEHT, MO3BOJISIIONINI CBOPAYUBATH MM PACKPBIBATH HEPAPXHIO MOA00B-
€KTOB.

4. Ecnu y 00beKTa HIMEETCsI BOSMOYKHOCTB €r0 PeIaKTHPOBAHUSI, TO HaKaTHE 3TOW KHOII-
ku nepeseziet 3D View B Edit Mode (Pexum pepakTupoBaHusi).

5. OTkJIrOYeHHe WK BKITIOUEHHE 0TOOpakeHus oobekTa B 3D View.
3TOT 3JEMEHT BIHIET Ha BO3MOKHOCTh BBIJICTICHUS 00BEKTA B CIICHE.

7. Ecnu OTKIIOUUTH 3TOT BJIEMEHT, TO O0BEKT He OyIeT y4dacTBOBaTh B (hMHAIBHON
BH3YaJIM3allly IPOeKTa (peHmepe).



36 aea 1

COBET

OkHo Outliner nosBonsieT GLICTPO NEPEUMEHOBbLIBaTL 06BEKTLI. NS 3TOr0 AOCTATOYHO Ha-
XaTtb knasuiy <Ctrl> u WenkHyTb NeBON KHOMKON MbILLW Ha HY>XHOM UMEHW.

Kak mpaBuiio, npu cozgaHum Oojiee-MEHEE CIIOKHON MOJIENH HCIONB3YETCS HECKOJBKO
NPUMHUTHBOB. B HEKOTOpBIX Cilydasx MX MOXHO OOBEIMHUTH KOMaHIoH JOiN, HO 3TO
CKOpee BHYTpEeHH:s onTuMu3anus oObekra. ['opazmo ymoOHee w MpaBWIIbHEE ITOJIB30-
BaThCsS TPYIIIaMHU.

I'pynnvl — 3T0 BpeMEHHOE OOBEIUHEHHE OOBEKTOB, TO3BOJISIONICC MAaHUITYJIHPOBATH
VMU KaK OJTHOM He3aBucuMO# enuuuiiei. OnHako B Blender Heckonbko mmpe TpakTyercs
9TO MIPUBBIYHOE TTOHSTHE.

BaxxHo 3HaTH, YTO CyIIECTBYET ABA TUIA TPYIIL: 3TAIOH U Konuu. Pa3Huma Mexay HUMU
OYEHb CYIIECTBEHHA. PaccMoTpuM HX Ha mpuMepe.

Co3zpmaiiTe HOBBIH MPOEKT M JOOaBbTE Ty[a €Ile Hapy NMPUMHTHBOB M3 INIABHOTO MEHIO
Add | Mesh. [Ins auaaMudHOCTH 100aBUM K 9TUM 00beKTaM 3 (dekT B3pbiBa. Boinenure
BCC MPUMHTHBBI M BbiOepuTe mMyHKT MeHio Object | Quick Effects | Quick Explode
(O6wexT | Beictpoie 3¢ dekTs | B3psiB). Temeps mpoBepuM paboTy (GU3NMKH, HaKas
<AIt>+<A> (3T0 coyeTaHue KJABHUII 3alycKaeT aHuManuio). Ecimu Bce ObUIO chenaHo
MPaBUILHO, TO OCKOJIKH OOBEKTOB PA3JIETSTCS 110 CLICHE.

J1g co3aanus HOBOM TPYIIIBI HYKHO:

1. Beimenuth Bce HeoOXOaAMMbIe OOBEKTHI. [IpuueM B Tpyrie MOTyT OBITH HE TOJBKO
MIPUMHUTHUBEI, HO M Pa3IMYHBIC BCIIOMOTAaTeIbHbIE OOBEKTHI, TAKME KaK JIAMITHI, KaMephl
UT. 1.

2. Boiopate mynkt mento Object| Group | Create New Group (O6bekt | I'pymma |
Co3mate HOByIO Tpymmy). MoxkeTe BOCIONIB30BATHCS TOPSYMMH  KIaBHUIIAMU
<Ctrl>+<G>. OxaHTOBKa y BBIJICJICHHBIX O0BEKTOB JIOJDKHA CTATh 3€JICHOTO IIBETA.

XKenatenpHo emie JaTh HOpMalbHOE MMS HOBOSIBICHHOH rpymme. Chaenarh 3TO MOXKHO
B okHe Properties (Csoiicta). ITo ymorganuto mpu 3amycke Blender ono pacrmonaraercst
B MpaBoii yacTu 3kpana (puc. 1.24).

Puc. 1.24. MNaHenb kKHOMOK OkHa Properties

DTO OKHO Ilpe3BI>I‘Iaf/'IHO Ba’XXHOC, T. K. UIMCHHO B HCM c06paHa OoJIbIIIas YacTh HACTPOCK
00BEKTOB CIICHEI. PaCCMOTpI/IM OCHOBHBIC 3aKJIaJIKH:

1. Render (Pennmep) — Busyanu3zaims ciieHbl. FIMEHHO 371eCh MOXHO BBIOpATh, B KAKOM
¢dopmate OymeT oOpaboTaHa ClieHA, ¢ KaKMM KadeCTBOM, YTO OYyJET y4acTBOBATh
B 00paboTke u MHoroe apyroe. CoOCTBEHHO, Ha 3TOM NaHEIM HAXOISITCS MUJIbIE
cepiy Jro00ro MoJieiiepa KHOTIKH 3aITycKa peHaepa.
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2.

Scene (Cuena). 31ech MOKHO BBEIOpaTh METPHUECKYIO CUCTEMY, HACTPOUTD 3BYK, (U-
3UKY.

World (Oxpyxenue). YcraHOBKa (OHA CIEHBI, TI00ATBHOTO OCBEIICHUS, HEKOTO-
prIx 3¢ deKToB (TyMaH, 3BE3/bI).

Object (O6bekT). HacTpoiika BCEBO3MOKHBIX MTAPaMETPOB BBIJEICHHOTO 00bEKTa, OT
€ro Ha3BaHUs JI0 y4acTHs B IPyIINax.

Constraints (Orpanuuutenu). BoiOop ¥ HacTpoiika pa3iHYHBIX BCIIOMOTATEIbHBIX
WHCTPYMEHTOB.

Modifiers (Moaudukaropsr). Beibop u HacTpoiika GyHKIHIA, H3MEHSIIOIUX COCTOS-
HUE U TIOBEeIeHNE 00BEKTA.

Object Data (/lanubie 00bekTa). HacTpoiika BHYTPEHHUX MTapaMeTpoB 00HEKTOB.

8. Material (Matepuan). Hactpoiiku 11BeTOB 00beKTa, OTPaXKEHHsI, TPETOMIICHHS, Te-

9.
10.
11.

HEH.

Textures (Tekctypsi). Co3maHue U HACTPOUKA TEKCTYP.
Particles (Hactuisr). Bee, 9To KacaeTcst pabOTHI C YaCTHIIAMH.
Physics (®usuka). Pabota ¢ dpusukoii Blender.

JInst i3MEHEHHsI HUMEHHU TPYIIbI HY)KHO BBIICIUTD JIF000 00BEKT B IPYIINE, OTKPBITH Ta-
uwens Object okna Properties u momensTs HaszBanue B 3akimagke Groups (I'pyrmisr)
(puc. 1.25).

Puc. 1.25. Hactpoiiku
rpynnbl

31ech BBl MOXKETE TakkKe J00AaBUTh BbIIEICHHBIA 0OBEKT B HOBYIO HJIM CYLIECTBYIOLIYIO
IpymIy Wi, Hao0opoT, yaanuTh u3 Hee. [y nobasneHus oObEKTa B CYLIECTBYIOLIYIO
rpymmy ciayxut kHornka Add to Group (J{o6asuts B Tpymmy). IIporpaMma BEIBEAET Me-
HIO C BO3MOXHBIMH BapHaHTaMH. YTOOBI CO3/1aTh HOBYIO TPYIITY, TOCTATOYHO IIEIKHYTh
0 KHOIIKE C IUIIOCOM, & 7SI yJAJICHUs] — IO KPECTHKY.

Teneps HemMHOro noskcrnepuMentupyeMm. Haxmure iaBuiry <A> sl CHATUS BblAEJIe-
HUS M LIETIKHUTE NPaBOW KHOMKOW MBILIM MO JI000MYy MPUMUTHBY B rpymme. llosBurcs
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OKAHTOBKA 3€JIEHOr0 I[BETAa. BOT TOJBKO OOBEKT BBLAEIMICS OOHUH, XOTSA MO JIOTHKE
JOJDKHA OTMETHUTRCS Bes rpymma. J{a u B okHe Outline oco6sIx m3MeHeHMit He HaOI01a-
ercsa. B uem xe ngemo?

Ortkpoiire mynkt Add | Group Instance ([lo6aButs | ['pynmel) B T7aBHOM MEHIO TPO-
rpaMMBl. 37ech T0JKHA MOSBUTHCS co3laHHas rpymma. LlenkauTe mo Hel s nobasiie-
HUS B CLICHY.

Bort Teneps B okae Outliner BuieH HOBBIN 00BEKT ¢ Ha3BaHWEM Hamiel rpymsl. [Ipuuem
IO TOBEICHUIO OH HUYEM HE OTIMYAETCS OT OAWHOYHBIX MPUMUTHBOB. Ero MoxHO mepe-
Melarh, MacmTadbupoBaTh, Bpamars. /la ¥ mpu MIeTYKe BBIACNSAECTCS BCS IPyIIa, Kak
ennHbIl 00bekT. llompoOyiiTe HaxkaTh kimaBumm <Alt>+<A> nmns 3amycka aHUMAIWU.
O06e rpynmbl OJHOBPEMEHHO PA3NETATCS HA KyCKH.

Wrak, B TEpBOM cCllydaec Mbl C BaMH CO3[ajH TPYINTY-3TaJOH, a YXe W3 MEHIO
Add | Group Instance go6aBuiu B CIIeHY €€ KOIHIO.

[TonpoOyiite BEIAETUTH TI000I OOBEKT B STANIOHE U, CKa)keM, MOBepHYTh ero. Komus mo-
CITYIITHO TTOBTOPHT TPOJICNAHHYI0 MaHHMYJIHIO. B TO ke BpeMs MaHUITYJSIIUU ¢ TyO-
JMKAaTOM HHUKaK HE OTpa3sTcs Ha opuruHane. IMEHHO ¢ KONMUSIMU M TMPOUCXOAUT OCHOB-
Has pabora.

Bo3HuKaeT 3aKOHOMEPHBIN BOMPOC, a KyAa "crpsrars” 5TajaoH, 4TOObl OH HE MEIIAJICS
B criene? Bot TyT-TO Ha momMoris npuayT crou (Layers).

Cueny B Blender MoxHO TpeIcCTaBUTh KaK MHOT'OCJIOHHBIN TOPT C PAa3IMYHON HAYMHKOM.
[To ymouanuio paboTa MPOUCXOTUT B CAMOM TIEPBOM clioe. Ho uem cliokHee CTaHOBHT-
Csl CIICHA, TEM 4Yallle MPUXOAUTCS MOJIB30BAThCS CIOSIMU. B HEKOTOPBIX Cllydasx 0e3 HUX
IIPOCTO HE OOOUTHUCH.

Layers (Cnoun) — 310 crocob pasrpaHHUYeHHs OTOOpakeHHs 0OBEKTOB CIIEHBI. Bl MO-
)KeTe YNPaBJATh pa3MelieHHeM OOBEKTOB B CIIOSIX, YKa3blBaTh, KAKHE CIIOU SIBISIFOTCS
aKTHBHBIMH JJIs1 TOKa3a B okHe 3D View, a taxke npu peHaepe OKOHYATETBHOTO PE3YIlb-
Tara.

B 3aronoske okHa 3D View umeetcs crieruanbHas 00JacTh I YIPABICHUS CIIOSIMH

(puc. 1.26).

Puc. 1.26. NaHenb Layers

Bcero mporpamma mpeamaraet 20 cnoeB s XpaHeHus oOwekToB. Ha manenmu Layers
KaX/Ibld CJIOW MpeICTaBiI€H B BUJE KBajJpaThka. BuzyaabHO OHM MOTYT BBITJISJETH IO-
pa3HOMYy:

4 cBeTias 3aMBKa — CJIOM HEAKTHBEH U HE 0TOOpaXkaeTcs B CIICHE;
4 TeMHas 3aJMBKa — CIIOW aKTUBEH M YY9aCTBYET B OTOOpPaKCHUU;
4 TOuYKa B KBaJpaTe O3HAYaeT HATMYHNE KAaKHX-TO OOBEKTOB B IAHHOM CJIO€.

BrigenuTe Bce 00BEKTHI TPYNIBI-3TAJIOHA W HAXXMHTE KiaBuiry <M>. [losBUTCS BCILIBI-
Baromee okHo Move 1o Layer (ITomectuts B cioit). IlomenkaiiTe 1eBOi KHOTIKOW MBIIIN
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mo kBagpaTukam. Ilanens Layers okna 3D View nomkna Oymer otoGpaxkaTh mepe-
MelleHHe OOBEKTOB MO ciosiM. [loMecTuTe 0OBEKT B JIIOOOH apyroii cioi (mo ymodi-
YaHUIO).

COBET

[ns ObICTporo BblAeNeHUss Bcex OOBLEKTOB rpynmnbl-3TanoHa LenkHWTe no nobomMy 13 Hux
MbILWbIO N HaxxmuTe <Shift>+<G>. B nosBmBLueMcs MeHo Select Grouped BbiGepuTe MyHKT
Group.

Urak, ceituac B okHe 3D View BujHa TOJNBKO TpyMIia-Ay0IuKaT, 4TO U ObUTIO HEOOXOIH-
MO CJIeNaThb.

Brr Moxxere BBIOpaTh 1000 CIO# Al 0TOOpakeHWsI, MIETKHYB JIEBOH KHOTKOW MBIIIN
10 HY)KHOMY KBaapaTuky naHenu Layers. {1 MHOKECTBEHHOTO BBIOOpA HMCIIONB3YyHTE
knaBumy <Shift>.

1.8. PaboTta ¢ channamm

Kak u mo6ast mporpamma, Blender umeer cpenctBa miis pa0boThl ¢ daitnamu. OCHOBHBIC
rinobaibHble QYHKIIMH COCPEAOTOUCHBI B TilaBHOM MeHio File (Daiin): coxpaHeHue u 3a-
rpy3Ka, UMIIOPT M IKCIIOPT, MpucoeanHeHne. Kpome 3Toro MeHio, HEeKOTOphIe OKHA TaK-
K€ HCTIONIB3YIOT (haiIoBBIe OTEpaIliH, HaIIpUMep, pH paboTe ¢ TEKCTYpaMH MM PEeHJIe-
pom. Bee onu BeI3bIBatOT cnienmanbHoe okHo File Browser (ITpocmotp ¢aiioB) co MHO-
KeCTBOM (YHKIIMIA 1 Bo3MOKHOCTe# (puc. 1.27).

swordl.xcf sword2.xcf Reliefs0137_M.jpg Leather0071_3_S.jps

T

swordl.blendl swordl.blend2 sword3.blend sword2 blendl sword2 blend2

sword2.blend MetalBare0104 1 ... MetalBase0081 2... MetalGalvanized... sword2.png

Puc. 1.27. OkHo File Browser
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Paccmotpum snementsl okHa File Browser:

1. Hawuramus mo npocMOTPEHHBIM HaIKaM.
Co3naHue HOBOH MaIKy.
Pesxxum oToOpakeHust GaiiioB 1 ManoK: KPaTKUH, TIOJTHBIA H SCKU3BL.
CopTupoBka 1o andaBuTy, paclIIpeHHIO, 1aTe U pa3Mepy.
AKTHBAITUS TTOKa3a CKPBITHIX (haiioB.

Knomnka BkitoueHns GuiabTpoB.

N o ok~ wbd

OunbTpeI MoKa3a: manku, npoektsl Blender (.blend), rpaduueckue, BUaeo, CKpUITHI,
(OHT, 3BYKH, TEKCTEHI.

8. BrI0Op KOpHEBOTO YCTPOUCTBA B CHCTEME.

Bookmarks (3aknmanku). s GbIcTporo mepexojia B HY)XKHYIO AUPEKTOPHIO BbI MO-
JKETe YCTAaHOBHUTH 3aKIaaKy. OTKpoiiTe manky u Hakmute kHornky Add (JJo6aBuTs).

10. Recent (ITocnenuue). OToOpaXKeHUE MOCISTHUX OTKPBITHIX MAITOK.

B HexoTophIx ciydasx m00aBISIOTCS AOMOMHUTENbHBIE MHTEpdeiicHbie 3meMenThl. 00
9TOM OyJIeT CKa3aHO OTAENBHO.

B pa6ore File Browser siBisietcst o4eHb yaI00HBIM HHCTPYMEHTOM. BhICTpoe co3maHue
JCKU30B TpapuuecKuX W BUACO(ANHIOB, IPOCMOTP COAEPKUMOTO mpoekToB Blender, uc-
MO0JIb30BaHUE 3aKJIAJ0K — Bce 3TO obiserdaer padoty ¢ daitnamu. Ho ectb HECKOIBKO
MOMEHTOB, O KOTOPBIX HY)KHO 3HATh.

Bo-niepBbIX, HE HCMONB3YITE KUPHUIUIMIYY B HA3BaHMAX MamNokK U ¢ainoB. B HeKoTOpBIX
OTIepaIOHHBIX CcHUCTeMax, HampuMmep Windows, pycckue OyKBBI BBEIBOISATCS KpaKo3s0-
pamu. IIporpamma cMOXeET OTKPBITh MOJOOHBIE MMANKK MU (Qaiiiibl, HO caMa HaBUTaIWs
BECbMa 3aTpPy/IHEHA.

Bo-BTopsIx, mpocMoTp GaiioBoi HepapxXuu MPOUCXOAUT MO METORY "OJHOTO IIendKa'.
Jns monp3oBareneir Windows 3T0 HEMHOTO HENPHBEIYHO, HO HAa MPAKTHKE IOITYy4aeTCs
ropaszo OpIcTpee.

Teneps paccmorpum menio File (Paiir) OCHOBHOTO OKHA MTPOTPAMMBI:
4 New (Hosbrit) — co3maHne HOBOTO MPOEKTA;

4 Open (OtkpeiTh) — 3arpyska ¢aiina npoekta. [Ipu 3TOM mpeabIynuid TPOEKT He
COXpaHseTcs,

4 Open Recent (OTKpbITh TOCHEIHNUN) — TpOrpaMMa HPEAJIONKHUT CIIHCOK IMPOEKTOB,
KOTOPBIE OTKPHIBAJIMCH PaHEe;

¢ Recover Last Session (BoccTaHOBUTD TOCIECIHIO CECCHIO) — MMpH Bbixoje Blender
aBTOMAaTHYECKH IMPOU3BOJIMUT 3alMCh CLEHBI B (aiin quit.blend. DTa Komanaa moarpy-
JKaeT MaHHBIN (aii;

4 Recover Auto Save (BoccTaHoBUTh aBTOCOXpaHEHHE) — 10 YMOIYaHUIO IPOrpaMma
COXpaHSET CIIEHY B OT/ACIBHOM (aiisie KaKaple MsTh MUHYT;

4 Save As (CoxpaHHTh KaK) — COXpaHCHHE MPOCKTa CUEHBI B (ailil ¢ pacuImpeHreM
blend. Eciu BBl mpocMOTpUTE Manky ¢ COXpaHEHHBIM IPOEKTOM, TO YBUIHTE €I JBa
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L4

¢aiina c pacummpenusmu blend1 u blend2. B HuX XpaHATCS aBTOMaTHYECKHE COXpaHe-
HUS IPE/IBIAYIIETO COCTOSIHUS 10 3aITUCH CLICHBI;

Save Copy (CoxpaHHUTb KOIHIO) — COXpaHEHHE CIIEHBI B HOBBIH (paiin, 6e3 OTKpBITHS
ero B Blender;

User Preferences (ITonb3oBaTenbckue HACTPONKH) — BBI3BIBACTCS OKHO C HACTPOU-
KaMU POrpamMMEl;

Save User Settings (CoxpaHeHue MOIb30BaTEIBCKIX HACTPOEK) — K MPUMEPY, €CITH
BBl XOTUTE COXPAHHUTH PACIOJOKEHUE OKOH M DKPAHOB IS OYIYIIMX MPOCKTOB, TO
BOCITOJIB3YUTECH dTOM (PYHKITHCH;

Load Factory Settings (3arpy3ka mapaMeTpoB M0 YMOJYaHHIO) — COPOC mapaMeTpOB
Blender B cooTBeTcTBHY C HACTpoOiiKaMH pa3pabOTInKa;

Link (CBs3b) — CB#3b C 00BEKTAMH YYIKOTO MPOCKTA;

Append ([lo6aBuTh) — UMIIOpTHPOBaHUE 00BEKTOB U3 JAPYrUX MpoekToB Blender;
Import (MMnopt) — UMNOPTUPOBaHNE OOBEKTOB CTOPOHHUX MPUIIOKEHHIA;
EXxport (OxcmopT) — 9KCIOPT CIIEHBI T 00BEKTOB B ApyTrHe (popmaTsr;

External Data (/lauHble TIpOeKTa) — YIpaBICHUE PECYPCaMH CIICHBI, HOIMYCTHM 3a-
IpY’KEHHBIMU TEKCTypaMHu:

e Pack Into .blend file (Vmakosate B .blend ¢aiin) — Bce cropoHHHE (ailiibl co-
XPAHSIFOTCS B MPOEKTE CIieHbl. Mcmonb3yiiTe 9Ty QYHKIHUIO /sl IEPEHOCa CIICHBI Ha
JPYToil KOMITBIOTEP UITH CHCTEMY;

e Unpack Into Files (PacnakoBath (aiibl) — oOpaTHas omnepaius HpeablayIei
¢GyHKIMH. YHakoBaHHbIE (ailbl PacMakOBBIBAIOTCS B KOPHEBYIO JHPEKTOPHIO
HPOEKTa;

e Make All Path Relative (Caenath Bce mMyTH OTHOCHTEIBHBIMH) — CKOIUPYHTE
JOTIOJTHUTENIbHBIE PeCypCHbIC (aiijibl B ManKy ¢ MPOEKTOM, BhIOEpUTE 3Ty (QyHK-
M0 U COXPAaHUTE MPOEKT. Temepp mporpamMMa MpPU OTKPBITHH MPOEKTa BCEra
Oy/ieT HaXOAUTh HYKHBIC (haiIbl;

o Make All Paths Absolute (Crenats Bce myTr abCOMIOTHBIMU) — T. €. C KECTKOM
MIPUBS3KOH K (pailIoBON CHCTEMEe KOMITBIOTEPa;

¢ Report Missing Files (ITokazats mpomyiieHHbIe (aiiibl) — Bbl MOXKETE MPOBE-
PHTH LEJTOCTHOCTh MPOEKTA HA HAJIMYHE MOAKIIOYCHHBIX pecypcoB. Iloje3Ho mpu
3aITyCKe NPOEKTa Ha APYrod MalluHE;

e Find Missing Files (ITorck mpomyiieHHbIX (aiIoB) — COMOCTABICHUE MPOITY-
meHHbIX (aitoB BpyuHyto uepe3 File Browser;

Quit (BbIxo/1) — BBIXO/ U3 IPOTPaMMbI 0€3 PEYPEKICHUS U COXPAHCHHS.

Ecnu ¢ 3anmuchio U 3arpy3Kkoi IPOEKTOB B MPUHIIMIIE BCE TOHATHO, TO GyHkuuu Append
u Link MoryT npuBecTH K 3aMeniaTesibCTBy.

L4

Append (Jo6aBnenne) — 310 n00aBiIeHHe 00BEKTOB M3 JApyroro mpoekra Blender.
B sTrom cimydae cTopoHHHE OOBEKTHI CTAHOBITCS "POTHBIME" IS TEKYIIETO MPOCKTA.
Bbl MOXeTe U3MEHATh UX U PEAaKTHPOBATh HAa CBOEC YCMOTPEHHE.
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¢ Link (Ces3ars) — 3TO CBs3b TEKYIIETO MPOCKTA C OOBEKTAMH JIPYTHUX MPOCKTOB.
31ech IPOUCXOAUT TONBKO HCIIONB30BaHNE O0OBEKTOB 0€3 BO3ZMOKHOCTH UX PEHAKTH-
poBanus. B To jxe Bpems Jr00ble M3MEHEHHUS ¢ 00BEKTAMH B OPHUTHHAIBHBIX CIICHAX
MIPUBEIYT K U3MEHECHUIO MTPUCOCINHEHHOTO 00BEKTA.

YToOBI UCTIONBE30BATh ATH (QYHKIINU, HY>)KHO pa3dupaTthcsl B uepapxuu (aiina cueHsl. Je-
70 B ToM, uro Append mwim Link paGoTaioT He CO CIIEHOH IEIMKOM, a C OTACIbHBIMU
oobekTamu. [lompoOyiite BbiOpaTh myHKT File | Append (wm File | Link) u menkHyTh
o JTI000My MpOeKTy B Opay3epe mporpaMmbl. OTKpOETCS IEIBIA PSIT MoK B COCTaBe
criensl: Brush (Kucts), Camera (Kamepa), Image (Kaptunku), Lamp (JIamma), Material
(Marepwuan), Mesh (Ctpykrypa Memr), Object (O0bekt), Scene (Cuena), Texture (Tek-
ctypa), World (Oxpyxenne). B kaxmoil nupekTopun HaxoAsaTcs (aiisl, XpaHsIue co-
OTBETCTBYIOIME NaHHbIC. Tak Ui 3arpy3kd KOHKPETHOI'O OOBEKTa €ro HY)KHO UCKATh
B nmanke Object. 3aMeTbTe, UTO MPU ITOM COXpaHAETCs Mepapxusi AaHHbIX. K mpumepy,
€CIIi MOJIeNIb MMEET CBOW MaTepuan M HACTPOEHHBIE TEKCTYpHI, TO MpPHU BBIOOpE ee U3
Object mponzoiieT MOTHOE BHEIPEHUE CBA3aHHBIX JTaHHBIX.

COBET

Yacto npy coxpaHeHWM MpoeKTa CO34aloTca ero Konuu Ans BO3MOXHOCTW OTkaTta Ha npe-
AblayLimMe COCTosiHUSA. OTOT MPOLIECC MOXHO YNpoCTUTb, ecnn B okHe File Browser ncnone-
30BaTb KNasBuwm <+> N <—> Ha AOMNOMHUTENbLHON LUMMPOBON knasunaTtype. B atom cnyyae
K umeHun davina 6yget npnbaBnaTbCA UNN yMeHbLlUaTbCA nopsagkosoe yucno. Hanpuwmep:
test.blend, testl.blend, ..., testN.blend.
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NMpocTtoe MmopgenupoBaHue ¢ Mesh

B nepBoii riaBe Mbl paccMoTpenn HHTEpdEHC MPorpaMMBl, MO3HAKOMHUIIUCH C OCHOBHBI-
Mu o0bekTaMu Blender n naske caenanu mpocTy0 MOJENb KYBJIIbl C MOMOIIBIO IPUMHU-
tiBoB Mesh. XoTs BHelIHe OHa MOJy4MIIach BIIOJHE Y3HABaeMO, HO KaueCTBEHHAs ee
IopabOTKa HEBO3MOXKHA 0€3 U3MEHEHUS] BHYTPEHHEH CTPYKTYPBI.

OO6bekTsl Mesh — 310 Hambolsiee yacTo BhIOMpacMble MPUMHUTHBEI Blender B xauectse
OCHOBBI JUt Mozenu. HaBepHoe, Takast OMyJISIPHOCTD OOBSACHSCTCS JISTKUM PEIaKTHPO-
BaHHMEM CTPYKTYpBI, OOMJINEM MHCTPYMEHTApHs U METOIOB MOAEINpOBaHUs. Yero Tomb-
ko Blender e mpemmaraer B momomps noas3oBatento! OT HHCTPYMEHTOB MPOCTOTO HU3-
KOTOJIMTOHAIEHOTO PEAaKTUPOBAHUS 10 BEICOKOTOYHOHN CKYNBIITYPHOH JICTIKH.

B oroii rnaBe Bl y3HaeTe 00 OCOOCHHOCTAX CTPOEHMS 3THX HMPUMHUTHBOB, OCHOBHBIX
WHCTPYMEHTaX PEJaKkTHPOBAHMS, a TAK)KE€ O HEKOTOPHIX MHTEPECHBIX METO/aX MOJENH-
pOBaHMS.

2.1. [IpMNUTUBDbI U UX CTPYKTYpa

Korpa 3amyckaercs Blender, mo ymonmuanuio B clieHe YK€ IIPUCYTCTBYET OAWH U3 TPUMH-
tuBoB Mesh — ky6. DTo caenaHo He 3ps, T. K. IMEHHO Ky0 dallie BCEro UCHONb3YIOT TSt
co3laHug Mojenu. TpyAHO MpeAcTaBUTh, YTO M3 HETO MOXHO CIeNaTh PEATUCTHYHYIO
¢burypy uenoBeka, mpeaMmera oOuxona Wi TeXHUKH. [Ipuuem 6e3 moOaBieHUS WHBIX
00BEKTOB, MPOCTO TOCTPAMBas U PENAKTHPYS UCXOAHBIA MPUMUTHUB. [1yTeM HECIOXKHBIX
M3MEHEHU! KyOy MOXXHO TPHIATh COBEpIIEHHO WHYH (opmy, Hampumep cdepsl. Ho
MHOT/Ia BCE JKE€ BBITOJHEEC BOCIOJIB30BAThCS APYrHMH mpumuTuBamMu Mesh, Gmaro
Blender npenaraer Ha BoIOOp M0OPBIH JAecATOK 3arotoBok (puc. 2.1). Bece onu pacmosio-
*eHbl B riaBHoM MeHto Add | Mesh ([lo6asuts | Mesh).

¢ Plane (ITn0cKOCTh) — TMPOCTEHIIHNI JBYXMEPHBIH NPUMHTHB, UMEIOIINI YeThIpe
BeplIHMHEL. [lyTeM mpuUMeHEeHUsl CcrielHanbHOW (QYHKIMH €My MOXHO TPHUIATh 00BEM.
ITpumep ncrionb30BaHMA: MOJEIH CTEKIIA, 3epKasia, CTEHBbI.

¢ Cube (Ky0) — MomHOIEHHBIH TPEXMEPHBIH 00BEKT, KOTOPBIH CO3AeTCsT TIPOTrPaMMOii
[0 YMOJIYaHHUIO MPH MepBoM 3amycke. LIupoko ucmonb3yercs A MOISIUPOBAHUS
CaMBIX pa3HBIX OOBEKTOB, OT KOPOOOK 0 PUryp YerIoBeKa.
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Puc. 2.1. Mpumntuebl Mesh

Circle (OkpyxHOCTb) — IBYyXMepHBI 00beKT. [Ipu co31aHNl MOXKHO yKa3aTh KOJIU-
gyectBo BepiuH (Verticles), pasmep pamuyca (Radius), ucrnosib30BaTh U 3aJHBKY
(Fill).

UV Sphere (Cdepa UV) — cdepa, cocrosiast U3 cerMeHToB (Segments) u kourerr
(RIiNgs) ¢ paBHOMEPHO M3MEHSIOIIMMCS Pa3MepoM K mosrocam. [lomysspHblil mpumu-
THUB IS CO3/1aHMs CHePUIHBIX 00BEKTOB, HATPUMED YEITOBEUCCKOM TOJIOBBI.

Icosphere (Cdepa) — B ormmuue or UV Sphere 3toT mpUMHTHB COCTOHMT M3 Tpe-
YTOJIBHBIX TUIOCKOCTEH OMHAKOBOTO pa3Mepa.

Cylinder (I{unmuuap) — umeet cBoiictBo Cap Ends (3akpeITh KOHIIB), TTO3BOJISIOIIEE
CO3/1aBaTh TMOJBIC JINOO CIUIONIHBIE OOBEKTHI.

Cone (KoHyc) — uMeeT KpyIilyio OCHOBY, TIPH €ro TeHeparmu Ha manean 100l Shelf
(ITonka WHCTPYMEHTOB) MOXKHO HM3MEHSTh KOJIMYECTBO BepiiuH. bonbliee 3Haye-
HUEe — Oollee rIaKuii 00BEKT.

Grid (Pemrerka) — AByXMEpHBIH MPUMUTHB, HamogoOwme Plane, ¢ Bo3MOXHOCTBIO
yKa3aHus APOOIICHHS CTPYKTYPHI Ha SUCHKH.

Monkey (Manku) — Bo Bcex momyJsipHbix 3D-pemaktopax uMmeeTcsi 00bEKT, He He-
CYIIMI TPaKTUYECKOrO 3HAYCHUS, HO SBIIIOIIUICS CBOEr0 poJa TPaJHULIUOHHBIM
(x mpumepy, B 3Ds Max — ato yaiinuk). B Blender Takum npUMHUTHBOM CTaja MO-
JIeTIb TOJIOBBI 00€3bsIHKY, Ha3BaHHAs MaHKH.
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4 Torus (Top) — atoT npumuTUB 10 (opme OoJbIIe HAIOMUHAET MOHYHMK. Ero oco-
OeHHOCTh B HanmM4Mu OBYX mepeMmeHHbIx Radius (Paanyc), KOTOpBIE ITO3BOJISIOT
YIpaBIATh pa3MepaMu BHYTPEHHEHN 1 HApY>KHOW CTEHKH.

"Mesh" B mepeBojie ¢ aHTIUICKOTO si3bIka 0003HavaeT "meris", "ceTka', "suelika". Takoe

Ha3BaHWE 3T NPUMHUTHBEI TTOJIYIHIIN H3-3a CBOETO cTpoeHus. CTpykTypa Mesh-o0nekra

COCTOWT U3 CICIYIOIINX IEMEHTOB:

4 BepmmHb! (Verticles);
¢ pcopa (Edges);
¢ rpanu (Faces).

Taknum 00pa3oM, BEpIIMHBI — 3TO CBOETO POJA y3JIbI, KOTOPHIE COSANHSIIOTCS MEXIY CO-
0oit peOpamMu, a BOT 3aJIMBKA MKy HUMU SIBIISIETCS TPAHbIO.

Hns paboTbl €O CTPYKTypoll NPUMHTHBA CYNIECTBYET CICUUANBHBIA PEKUM OKHA
3D View, nepekIrouuThCsi B KOTOPBIH MOkHO Tipu momornn meHro Mode. Haiitu ero
MOXHO B 3arojioBke okHa 3D View (puc. 2.2).

7,/ Weight Paint

tture Paint

 Paint Puc. 2.2. MeHio BbiGopa pexunma
pabotbl 3D View

@ Object Mode
¥ Edit Mode

B 3aBHCHMOCTH OT BBIJICJICHHOTO 00BEKTa MYHKTHI MeHI0 Mode MoryT MeHsThes. B ciy-
yae ¢ npumuTHBamMu Mesh nporpamma npeyioxKuT CIeay Ui CITUCOK:

4 Object Mode (Pexum 00beKTa) — 3TO OCHOBHO# PEXKUM pabOThI OKHA, KOTOPBIH 10-
3BOJIICT MAHUITYJIMPOBATh 00BEKTaMU B ClieHe. MBI YK€ pacCMaTpUBAIIU €T0 B MIEPBOM
rJIaBe;

¢ Edit Mode (Pexxum pepakTupoBaHUs) — B 3TOM cilydae paboTa MPOUCXOAUT HCKITIO-
YUTCJIBbHO C BBIACICHHBIM IMPUMHTUBOM. HporpaMMa OpeaoCTaBIACT AOCTYII K €ro
CTPYKTYpE, U MOJIb30BATENb MOXKET PEAAKTHPOBATD JIFOOBIE JICMEHTBI;

¢ Sculpt Mode (PesxuM CKyIBITYpPBI) — OCOOBIH BHI MOJCTUPOBAHMUS, KOT/IA PEIAKTH-
pOBaHME MTPOUCXOANUT MIPH TOMOIIH CHEIUATFHBIX HHCTPYMEHTOB — KHUCTEH, KOTOPBIC
BITUSIIOT Ha LIENBIE 00JIACTH;

4 Vertex Paint (Packpacka BepiinH) — pexuM packpacku mozenu B 3D-okHe, 6e3 uc-
MOJIb30BAHUS] CTOPOHHHX TEKCTYD;

4 Texture Paint (Packpacka TEKCTypbl) — OOBIYHO B Ka4€CTBE TEKCTYP HCIOIb3YIOTCS
rOTOBBIC (Dailyibl, CHENaHHBIE B CTOPOHHUX NPHIOKEHHSX (Hampumep, Gimp win
Photoshop). B atom pexume Blender mo3Bomsier prcoBath Ha TEKCTypax HETIOCPEICT-
BeHHO B okHe 3D View;
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4 Weight Paint (VcranoBka Beca) — crenupHYHbIA PEXUM ISl ONPEICIICHHBIX (YHK-
muid. K mpumepy, 11 HaCTpOUKH CKEJIETHON aHUMAITUH WIN (DH3UKH.

COBET

Onsa 6bicTporo nepexoaa B PeXuM pefakTUpoBaHus BblAenuTe o6bekT U HaXMUTE KnaBuLly
<Tab>. [NoBTOpHOE HaxaTWe 3TOW knasuwM nepeBefeT okHo 3D View o6paTHO B pexum
Object Mode.

2.2. OCHOBHbIE€ MHCTPYMEHTbI peaakTUupoBaHuUs

PexxuM pepakTupoBaHMs MCIONB3YeTCs Ui paOboThl Haa (GOPMON MPUMUTHBA TyTEM H3-
MEHEHHS ero CTPYKTYphl. BBl MOkeTe mepemeniats Jr00ble SIeMEHTHI, T00aBIIsAThH HOBbIC
WIN YAAISITh HEHYKHbIE, MacIiTabupoBaTh, BpalaTh, KONUPOBaTh U MHOroe apyroe. Ho
JUIS1 3TOTO MporpaMMe HeOOXOAUMO YKa3aTb, C UeM Bbl COOCTBEHHO KellaeTe paboTaTh.

Blender mpemaraet GOJbIIOe KOJIMYECTBO MHCTPYMEHTOB JUIS BBIACICHHS CTPYKTYpHI.
OCHOBHBIE pacIoIOKeHbI B 3arojioBke okHa 3D View (puc. 2.3).

Puc. 2.3. Pexum Bbigenenuns

OTH TpU KHOIIOYKH MO3BOJISIIOT MEPEKIIOUaThCsl ISl BBIIENEHUS (ClIeBa HAIpaBo): Bep-
e, pedep, rpaHeil. Teneps HEMHOTO TOMTPAKTHKYEMCSI.

Brinenute ky0 u Haxxmute KinaBumy <Tab> ans mepexona B peKUM pelaKTHPOBaHUS.
[TepBoe, 4To OpocaeTcs B Iiiaza — 3TO TO, YTO OH OKPAIIMBACTCS B JKEITHIH 1[BET. Takum
o0Opa3oM, TporpaMma IOKa3bIBaeT BBIIENEeHHBIE YacTh. Haxxmure kmaBumry <A> s
MIOJTHOTO COpPOCa BBIICICHHS.

Hau6onee ynobno paboTtaTh CO CTpYKTYpO#i, KOr/1a HabIoaems Bce 4acTh o0bekTa. Kak
BbI, HaBepHOe, MOMHHTE, OKHO 3D View wumeer crenuanbHbIi PEXHUM MPOPUCOBKH
Wireframe. Ilepekirountech B HEroO, BHIOPaB COOTBETCTBYIONIMI MYHKT B MeH0 Draw
Mode, i npocTo HaXMHTE KIIaBHILy <Z>.

[MompoOyiiTe BBIACTUTH OJHY M3 BEPIIMH 00BEKTa MpaBOl KHOMKOHM MbiH. [Iporpamma
OKpacut ee B Oenblii 1BeT. Terneps BbI MOXKETe MAHUITYJIMPOBATh €10, KaK 3a0yaropaccy-
mutcst (puc. 2.4). Bee crmocoObl MaHUMYISIIIAA, PACCMOTPEHHBIE B TIEPBOH TIlaBe, UACH-
TUYHBI U JUIS PEKUMA peIakTUPOBAHMSL.

UToOB! BBIJIENUTH HECKOJIBKO 3JEMEHTOB, HAKMHUTE W yAepXuBaiiTe kimaBumry <Shift>.
B »TOM ciiyuae BblJIeJIEHHBIE 3JIEMEHTBI OKPALlIMBAIOTCA B PO30BBIM I[BET, & MOCIECHUNA —
B O€JIBIH.

COBET

[nsa GbICTPOro BblAENEHNS HECKONbKUX SNIEMEHTOB MOXHO BOCMONb30BATLCA paMkon. Ha-
Xmute knasuwy <B>, nepemecTute Kypcop B Hadano obractu BblAeneHus 1, yaepxuBas
Ha)kaToW NEBYIO KHOMKY MbILLWN, OXBATUTE PAMKOW HY>KHbIE SFIEMEHTbI.
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Puc. 2.4. 3nech BbigeneHa BeplumHa ky6a 1 HEMHOTO CABVHYTa B CTOPOHY

PaBHOIICHHO pa®0Ta MPOMCXOTUT U C peOpaMM, TOJILKO BBIOCPUTE COOTBETCTBYHOIIUN
pexxuM Ha maHenn okHa 3D View (cm. puc. 2.3). A BOT AJis BBIJCICHUS IPaHEH CITYyKHUT
crienuanbHas TOUKa, KOTOpask pacloyiaraeTcs CTporo Mo LUeHTPY MIOCKOCTH (puc. 2.5).

Puc. 2.5. BoigeneHnue rpaxen




48 laea 2

Jlyummii cnoco6 Hay4uThCs — 3TO cAeNaTh caMoMy. BoT u momnpoOyem cMoaenupoBarh
HECIIOKHBIH 00BEKT, 8 MMEHHO T'pHU0.

Bpone Obl mycTsik, B3ITh chepy A HIUISNKK (TOYHEE e TOTOBHHKY), B KAUECTBE HOKKU
ucnone3oBaTh Tube, a komanmoit Join Bee 310 00beAMHUTE. Tak MOXKHO CHAEIATh U JaXKe
MOJYYHUTCS YTO-TO IYTE€BOE, HO MBI MOMBITAEMCSI CMOJICIIMPOBATh IPHO M3 BCETO OIHOTO
MPUMHTHBA.

B kauectBe ocHOBHI Bocmonb3zyeMcst cpepoit. Coznaiite HOBBIN mpoekT (<Ctrl>+<N>) u
yranure KyO U3 cieHsl. [l 3TOro BBLAEINTE OOBEKT, a 3aTeM HAKMHTE KIaBHITy <X>.
IMporpamma BeIBEZET 3ampoc Ha noATBepkaeHue. Haxkmure xiasunry <Enter>.

Tenepsr mobasbre nmpumutue UV Sphere u3z mento Add | Mesh | UV Sphere. Penakru-
poBath 00BEeKT Oymer ymobHee mpu mpocmoTpe ero crepenu (Front View). Haxmure
<NumPad 1> mns nmepexmoueHus pakypca U <NumPad 5>, 4TOOBI HepeliTH B pPeKUM
opToroHanbpHO# mpoekiun. [locnenHee AelicTBrE MO3BONUT MpOCMaTpUBaTh OOBEKT 0e3
WCKPUBJICHUH TIEPCTICKTUBHI.

CHavana 3afiMeMcsl CO3JlaHueM NUTATKA. [lepeliinuTe B PeKUM peaKTUPOBAHUS (KIIaBH-
ma <Tab>) u cOpochkTe BbIICICHHE KiaBuilel <A>. Bamna 3amaya — CKaTh HIKHIOIO
9acTh C(hephl 10 MOJOBUHBI MPUMHUTHBA, & IOMOXET B 3TOM PEXUM NPONOPYUOHATILHOZO
PEOAKmMUpOBanUsl.

Beigenure neHTpatbHYIO HIKHIOI TOUKY cepsl. [ 3TOro HEeMHOTO pa3BepHUTE CLEHY
TakK, 9TOOBI TOYKa cTana jgoctymHo# (puc. 2.6). Haxxmure <NumPad 1> nmns Bo3Bpara
npocmotpa Front View.

User Ortho

(1) Sphere

Puc. 2.6. BbiaeneHune HxkHero nomntoca obbekta
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Pexxum nponopyuonanvrozo peoaxmuposanus — 3T0 BO3MOXKHOCTb IUIABHOTO H3MEHE-
HUS CTPYKTYpPbI 00BEKTa B TIpe/ieiax OTMEUCHHON 00IacTu.

Haxxmute xknaBumry <O> as BKIIOUCHHUS pexkuMa, a 3aTeM <G> miis nepeMenieHus: To4-
ku. OOpaTuTe BHHMMaHUE, YTO BOKPYT BBIACICHHS MOSBWICS KPYT, OYCPUHBAFOIIUN
o0JacTh BIMAHUS MHCTPYMEHTA. BBl MOXeTe ympaBisATh €ro mMacmTaboM MpH TTOMOIIH
KoJecuka MbIIH. llepeMecTHTe TOYKY MO BEPTHKAIM BBEPX W HEMHOTO IOWTpanTe
¢ MacmTaboM TPOIOPIVH JUTS CO3JaHus rpuOdooOpa3Hoi nuisinku. [locne 3aBepiieHUs
OTKJIIOUUTE PEKUM MPONOPLIUOHAIBHOTO PEIaKTUPOBaHUs Kilapuield <O>.

COBET

Bo Bpemsa nepemelleHus o0bekTa Bbl MOXETe HaxaTb CpeaH Knasuwy Mbiln OnA Bbl-
paBHMBaHUSA MO BEPTUKANM Unu ropnsoHTanu. lNocnegHee 3aBUCUT OT HavasribHOro Hanpas-
NeHNA OBMWXEeHUA.

Uto0Bl co3maTh HOXKKY, BaM MOHAMOOWTCS BBIACTUTH TPAaHW HIKHEW dacTu cheps
(puc. 2.7).

User Ortho

Puc. 2.7. OcHoBa Ans co30aHus HOXKU

Ecnmu monpo6oBaTh MpoCTO TEPEMECTHUTh BbIICICHUE TI0 BEPTHUKAIN BHU3, TO TOIYYUTCS
Hecypa3Hasi HOKKa C yTONIIeHHeM K muisinke. [loaToMy MBI BOCIIONIB3yeMCS METOAOM
BBIIaBIIMBAHUSI.

Extrude (BeigaBnuBanue) — 3TO KONMPOBAaHHE BBIIEICHHBIX SJIEMEHTOB, O€3 OTPHIBA OT
OCHOBHOW CTPYKTYPBHI.
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Puc. 2.8. Pe3aynbtat pabotbl Extrude

Haxwmure xnapumy <E> M mepeMecTUTe MBIIIb JJIsS BBIJABIMBAHUS HOBBIX SJICMEHTOB.
3adukcupyiTe pe3yabTat JICBOH KHOMKOM MbItH (puc. 2.8).

Yke cTaHOBHUTCS HEMHOTO TIOXOXKE Ha Tpr0, HO JaBaiTe caenaeM HeOOIbIoe YTOIICHIE
cepeIuHbl HOXKKU. BOT TONBKO MpuaeTcs: pa3ouTh €€ Ha HeCKOJIBKO YacTel myTeM J00aB-
JIEHUS] TOPU3OHTAIBFHBIX pedep.

Blender umeer 3ameuarenbhblii nHcTpyMeHT Loop Cut and Slide (Co3nats netiio u me-
pemectuThb). Bbl ero moxere Haiitu Ha manenu 100l Shelf (cneBa B okne 3D View) B
cekupn Add umu mpocto HaxaTh <Ctrl>+<R>. [Tocne akTuBauuu GyHKIHHU MOMPOOYyiHTE
MOJIBUTATh KypCOp MBIIIK MO0 00BEKTy. B 3aBUCHMMOCTH OT MECTOHaXOKAEHHUSI Kypcopa
OyayT mpenyarathcsi (UONETOBBIM LIBETOM BO3MOXKHBIC BapHaHTHI J00aBieHUs pedep.
Haenure kypcop Ha HOXKY. B aTOM citydae ¢uoneroBasi mojgocka HOSBUTCS POBHO MO-
cepenuue. [lyremM BpamieHUs] KOJIECHKAa MOXXHO BBIOpPATh KOJIMYECTBO MECT Ul pazOme-
Hus. Ham monamoOutess msith mryk. [y ¢uKcHpoBaHUs pe3yibTaTa HaXMHTE JIEBYIO
kHONKy MbImi. HoBele pebpa oxpacstcs B xenTblid 1BeT. COpochTe BBILAEICHUE C II0-
MOIIBIO KJIABUIIU <A>,

Celiyac He0OXOAMMO OTMETUTH IO KPYT'y LIEHTPaJbHbIC peOpa M BHIIOIHUTH MacIITaOu-
poBaHue. BoIIenATh MO OTACTBHOCTH BCE HYXKHBIC BJIEMEHTBI TIPOCTO HEIEIecOo00pa3Ho.
Blender u TyT npuieT Ha MOMOIb, MIPEIAOCTABUB CIIOCOO IS MUKIWYHOIO BBIICICHHS.
Haxxmure <Alt> 1 1IEIKHUATE MPaBOW KHOIIKOM MBI 110 JTIF00oMy U3 pedep. [IpoBepHuTe
CIICHY, YTOOBI yOSTUTHCS B TIOJIHOM BBIJICIICHUH BCEX SJICMEHTOB.

Haxxmure knaBumry <O> 171 BKIIOUEHHS PEKUMA MPOMOPIHOHAIBHOTO PEJaKTUPOBA-
HHSL, 3aTeM <S> 1 HEMHOT'O YBEITMYbTE TONIINHY HOXKKH (pHc. 2.9).
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Puc. 2.9. NoToBasi mogens rpuba

Jlo 3TOr0 MOMEHTa MBI C BaMH 3aHUMAJIUCh CO3UIaHNUEM, HO HE MEHEE BaXHO HAyUUTHCS
paspymarsb.

JlomycTuM, B HamieM rpube HYKHO BbIPE3aTh MApOYKy CHMIIATHUYHBIX JBIPOK, CKaKeM,
MPOE/ICHHBIX YepBsiKaMu. UTOOBI HE MOPTUTH TOTOBYIO MOJENb, CO3/IaliTe ee MyOiuKar.
[Mepeiinure B pesxum Object Mode (knaBuma <Tab>) u Haxkmure <Shift>+<D>. TTony-
YEHHYIO KOIHIO MePEBUHBTE B CBOOOTHOE MECTO CLICHBL.

Jnst ynanenust o0bekToB ciyxut komana Delete (ObicTpas knaBuma <X>). Ta e camas
(YHKIHUS HCTIONB3YETCS U B PEXKUME PEIaKTHPOBAHUSL.

Brinenute mo0o# 35eMeHT Ha nuIsnKe Tpuba U HaxMuTe Kiapuiny <X>. [losBUTCS KOH-
TEKCTHOE MEHIO CO CJIEAYIOIUMH MyHKTaMHU:

Verticles (Bepuintbl) — ynaustoTcsi TOIBKO BEPIIUHBL;

Edges (Pebpa) — ynansrorces pebpa;

Faces (I'pann) — ynansorcs rpaHy;

All (Bce) — nonHoe yaneHue Beeil CTPYKTYpbI;

Edges & Faces (Pebpa u rpann) — ymanstoTcs pedpa U rpaHu;
Only Faces (Tonsko rpanu) — ymajJeHde TPaHu;

® & & & O o o

Edge Loop (Pebpa mo kpyry) — ymajeHne pedpa co CTATHBAHHUEM IITBOB.

Ecnu mpu ucnosnb3oBanun ¢ynkimu Delete mporcxomut paspylieHne BbIICICHHOTO yda-
cTka mozenu, To Edge Loop ynanser pedpa ¢ MOCISIYIOIUM BOCCTAHOBICHHEM CTPYK-
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Puc. 2.10. PesynbTat paboTbl yaaneHuns dyHkumen Edge Loop

Typsl. IlonpoOyiiTe BBIAECINTH C MOMOIIBIO KIaBUIIM <Alt> mobyro rpynmy pedep. Ha-
xmuTe <X> u BeiOepute mynkt Edge Loop (puc. 2.10).

Tenepp BepHeMcst K OCHOBHOM 3amaue. Kak Obl Bbl He MpoOOBaiu yAAISTh 3JIEMEHTHI
rpuba, B JIydllIeM ciydae IOJIydaeTcsl MPsIMOYTObHAS JbIpKa. DTO U MOHATHO, BEIb I10-
JIMTOHBI LUIANKK OTHIOAbL HE Kpyrible. Ha momonis mpuaeT ciaenyromuid HHCTPYMEHT
Knife.

Knife (Hox) — 3To ¢yHKIMs, NO3BOISIONIAs 100ABIATh TONOJHUTEIbHBIE pedpa K BbI-
JeJICHHOH YacTH 00BEeKTa NP MOMOIIY PUCOBAHHOM (PUTYDEI.

Brinenurte weTslpe moiMrona Ha nusinke rpubda. Hakmute W yaepkuBaiiTe KiaBUIIY
<K>. Tenepp npu HaXaToi JIEBOH KHOIKH MBIIIN HOSBUTCA Kypcop B Buae Hoxa. Ouep-
THTE 00JIaCTh BOKPYT LICHTPAJIbHON TOYKH B BbIeNeHHH (puc. 2.11).

Puc. 2.11. O6nacTb, BblaeneHHas
¢ nomoupsto Knife
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Ecnu Bce cienaHo mpaBHIIbHO, TO HA MECTE BBIAEIECHUS MOSIBATCS JOMOJHUTEIbHBIC pel-
pa, a Ha manenu To0ol Shelf (ITojaka MHCTPYMEHTOB) B HWKHEH 4YacTH — HACTPOMKH
Knife Cut (Pa3pes Hoskom). O6paTure BHMMaHue Ha MyHKT TYpPe (Tum). C ero moMoIpo
MOXHO BBIOpaTh, Kak MporpaMMa OyaeT MepeHOCHTh Halle CBOOOIHOE BBIICICHHUE
B CTPOTHE PAMKH CTPYKTYPHI:

¢ Exact (Tounsiil) — pa3pe3bl IPOUCXOAAT B MecTe IepeceueHus pedep ¢ Mojb30Ba-
TEJILCKUM BBIJICIICHHEM;

¢ Midpoints (Cepenuna) — pa3pe3bl OyAyT BBINOIHEHBI CTPOrO MO HEHTPY BBIICICH-
HBIX pebep;

¢ Multicut (MHOXecTBEHHBIN pa3pe3) — MHOXKECTBEHHOE CO3[aHHEe KOmuil pebep mo
NpUHIUITY MaTperky. [Ipu BIOOpe 3TOr0 MyHKTa KOJMYECTBO KOMUI MOYKHO yKa3aTh
B mojie Number of Cuts (KosuuecTtBo pa3pe3os).

Bce Obl xopomio, BOT TOJNBKO TIONYyYEHHBI pOMO MajO0 HANOMHHAET OTBEPCTHE
(puc. 2.12). Pe3ynbrar MOXET yJIy4IIUTh YBEIHMUYCHHE IOJIMTOHOB 0OBbekTa. OTKaTHTE
Haszan npu momomm GpyHknuu Undo (OtMena) 10 mepBOHAYATBHOTO COCTOSIHHS MOJIEIN
(ncmomp3yiite <Ctrl>+<7>).

Puc. 2.12. PesynbTat paboThbl
Knife

ITporiecc MPOMOPIHOHAIBHOTO YBEIUYCHUS IEMEHTOB CTPYKTYPhI MPUMUTHBA Ha3bIBA-
ercs Subdivide (Pa3buenue). Ita GyHKIMS MOKET pabOTaTh KakK ¢ OTACIBHO BBIICICH-
HBIM ()parMeHTOM, TaK W HETUKOM ¢ 00bekToM. Mcmonb3oBanue Subdivide nmeer cBon
TFOCHI U MUHYCBI. C OTHO# CTOPOHBI, 0OBEKT CTAHOBHUTCS BHICOKOOIUTOHATIBHBIM (T. €.
CTPYKTYpa COJICPIKHUT OOJIbIIee KOJTUIECTBO IEMEHTOB), @ 3HAYHT, OTKPBIBACTCS IIPOCTOP
IUIsl TOYHOM peanu3anuu 3agyManHoro. C Apyroil CTOpOHbI, YBEJIMYEHUE 3JIEMEHTOB He-
CeT IOMOJHHUTEIbHYIO HArpy3Ky Ha Pecypchl KOMIbIOTEpA. ITO MOXET BBUIUTHCS B J0-
MOJIHUTETBHOE BpeMsi Ha 00paboTKy crieHbl. K ToMy e, HEeXelaTelbHO HCIOIb30BaTh
pa30MBKY BBIJICICHHOW 4acTH 00BbeKTa. B HEKOTOPBIX ClIydasx 3TO MPUBOAUT K HapyIIe-
HHIO IEJIOCTHOCTH CTPYKTYpbl. CIIpaBeTIMBOCTH paa HY)KHO CKa3aTh, uTo Blender nume-
eT W Jpyrue WHCTPYMEHTHI /Ul 6e3001€3HEHHOTO pEelIeHHsI STOW 3a1a4d. BBIIONHHUTE
Subdivide moxHo u3 manenu Tool Shelf (ITonka ©HCTPYMEHTOB) THOO U3 KOHTEKCTHOTO
MECHIO, BBI3BIBAEMOTI'0 KJIaBUIIeH <W>.

Urak, HasxmuTe KIaBuIry <A> Ui BBIAEICHUS BCEro o0bekTa. 3areM <W> U BeIOepuUTE
u3 mosiBuBILIerocs MeHto myHKT Subdivide. Pa3OuBKy npuMHTHBA HY)KHO BBINOJIHHTH
JIBaYK/IBL.

CHumure BoiAeneHue (<A>) U oTMeTbTe OOKCOBOH pamkoil (<B>) wacTp monuroHos Ha
nuisinke. Terneps BBl MOXKETE 3aHOBO BOCIIOJIBb30BaThcs HHCTpyMeHToM Knife.
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Puc. 2.13. OTBepcTME B WINSMNKe

OCTanoch TOJNBKO BBIICIHUT MOTYYCHHBIC TPAHH, HAXKATh KIABHILY <X> M BBIOPATh IS
ynanenus myHkt Faces (puc. 2.13).

IToctaBuM nepex coOoit emle oHy 3aa4y — cpe3aTh I'pUO, TOUHEE BBINOIHUTH pa3pe3 U
pasiesieHre HOKKU Mojenu. s 3Toro NpHAeTcsl pa3lesuTb 0OObEKT Ha JBE HE3aBUCH-
Mble yacTH. Takas ¢pynkuus B Blender, pasymeercs, ectp u Ha3piBaetcsi Separate (Pas-
JICTICHUE).

[Mepeximounte pexum orodpakenus: okHa Ha Wireframe knapuiieiit <Z>. DT0 MO3BOJIUT
BBIJICIUTh HY)KHYIO 9acTh 00BbeKTa Oe3 BpaieHus cieHbl. Ceiiuac Hy>)KHO OTMETUThH I1O-
JIOBHHY HOXKH B PEXHUME pedep.

Jlns  BBIMOJNIHEHWS OMepalMy  pasjieieHus BuImonHuTe Komanmy Mesh| Vertices |
Separate. B mosiBuBIIEeMCsi KOHTEKCTHOM MEHIO BbiOeputTe myHKT Selection (Beimenen-
Hoe). BOT 1 Bce, MoTy4nioch 1Ba OTIAeIbHBIX 00bekTa (puc. 2.14).

Cpe3 mosy4miics pOBHBIHN, TIaJKUN Ha 3aryisiieHbe. TOJMBKO MOJIEIh MHTEPECHEE IMOITY-
YUTCS, €CIIN Kpasl CIIeNaTh H3IIOMaHHBIMH, KaK OyITo Tpru0 coMari.

He nyraiitech, BaM He MpHJETCS BPYYHYIO BBIpE3aTh M3TMOBI MHCTPYMEHTOM Haroo0ue
Knife. Ectb myTh 60Jiee OBICTpBIi 1 ropasio 6osiee 3G (eKTHBHBIN.

Urak, paboraTh OyneM ¢ NMepBOH HETPOHYTOH MOAEbI0 Tpubda. Brinennute 00ObeKT U Ha-
xmuTe rapunry <NumPad > ans neHTtpupoBanHusi ero B okHe mporpammbl (Front
View). [epeiinute B pesKiM peIakTHPOBAHHS 1 COPOCHTE BhIACICHUE (<A>).

Jiist Havana BBIIENHTE C TIOMOMIBIO KJIABUINK <Alt> 1o BceMy Iuamerpy HOXKH TOpH-
30HTaJbHbIE pedpa — Te, 4TO B cepeauHe. ITo OyAeT SABIATHCS JuHKEH pasioma. Codct-
BEHHO, 3a]laya COCTOUT B TOM, YTOOBI IO KOOpAMHATE Z B OECHOPSIIOYHOM IMOPSAKE Ie-
PEABUHYTH BEPILUHBI, T. €. CO3aTh 3yOIbl.

O,Z[HaKO CHa4aJla CKPOCM HCHYXHYI 4YacCTb O6’BCKTa, 4TOOBI OBLIO y):[06Hee BO3HUTHCA
¢ pasnomom. [l 3TOro WHBEPTHPYWTE BbIACICHHE ¢ MOMOIIb0 ¢yHkuun Select |
Inverse u naxxmute knauiny <H> (Object | Show/Hide | Hide Selected).
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Puc. 2.14. Cpes HoxOM

Urak, oT o0bekTa ocTanoch JUIIb KOJIb0. BeiOepuTe pexumM BbIIEICHNUS BEPIIMH U OT-
METBTE JIIOOYIO TOUKY Ha JINHUH.

Uro0bl cO3AaTh W3JIOMaHHYIO OKPYXKHOCTbB, BOCIIONIB3YEMCSI PEKHUMOM TPOTIOPIHOHATb-
HOTO penaktupoBanus. [Ipu BKiIroueHnH 3100 pexknMa (knaBuia <O>) B 3ar0JI0BKE OK-
ua 3D View mosBUTCS TOMONHUTEIbHAS KHOIKA ¢ MeHIO (puc. 2.15).

Proportional Editing Falloff
™ Constant

# Linear

A. Sharp

™ Root

™ Sphere

A Smooth

Puc. 2.15. MeHio Proportional Editing Falloff
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B 3TOM MeHIO MOKHO BBIOpaTh THI BIMSHUS WHCTPYMEHTA MPOMOPIHOHAIBHOTO peaak-
THPOBaHUs HAa 00BbEeKT. B Hamem ciyyae rogutes mynkt Random (Cny4aiino). Beioepu-
TE €TrO0.

Haxwmure xnaBumy <G> a8 BKIIOYEHUS MaHMITYJIATOpA MEPEMEIIEHUs, a 3ateM <Z>
JUIs OTpaHUYEHHs IBIOKEHUs 1o ocu Z. HeMHOro nepeaBuHbTe BEPLIMHY BBEPX U KoJjle-
CHKOM MBIIIIH OTPETYIUPYHTE BIUSHUE HHCTPYMEHTA Ha BCIO OKPY:KHOCTH (pHc. 2.16).

BoccraHoBuTe BHUIMMOCTH OCTaJbHOM YacTW OOBEKTa IIyTeM HaKaTUsi KIaBULI
<Alt>+<H> u BBIAETUTE HIKHIOIO YacTh MPUMHUTHBA C 3aXBAaTOM OKPYKHOCTH paziioMa.
OcTasock TOJIBKO OTACITHTH BBIACICHHE C MOMOIIBbI0 QyHKIMU Separate (puc. 2.17).

Puc. 2.16. M'anoMaHHas OKpPY>XHOCTb

Puc. 2.17. CnomaHHbIn rpub
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COBET

Onsa nydywero pesynbTata K MOAEN MOXHO NPUMEHUTL CrMaxuBaHue, koTopoe ybepeT Bu-
AVMble HEPOBHOCTU CTPYKTYphbI. [Ina aToro Ha naHenu Tool Shelf B pexume Object Mode
HaxxmuTe kHonky Smooth (CrnaxueaHue). UTobbl BepHyTb MOAENb K NnepBoHayanbHOMY
BMAY, HaXxMuTe kHonky Flat (MnockocTk).

2.3. CummeTpu4yHOe moaenupoBaHue

OrnsHUTECh BOKPYT, MPAaKTHUYSCKU BCE, YTO HAC OKPYXKaeT, 00JafaeT OIpeNeICHHOMN
cummMmeTtpueii. Bo3zpMuTe mpocToil kapaHaail, MPOBEIUTE MBICICHHO JIMHUIO TOCEPEIUHE
W YBUJIMTE, YTO JIBE TIOJOBUHKU CUMMETPHYHBI IPYT K JPYTy. ITO KacaeTcs U TEXHUKH, U
JKUBOTHBIX, U JIaXKe YEJIOBEKAa. A €CJIM TaK, TO 3a4eM MPU MOJCIHPOBAHUU BBITOJHATH
JIBOMHYIO paboTy?

CummempuyHnoe moodenupogarue — 3TO cnocod co3mgaHus 00BEKTa, TAe MOJIh30BATETh
CO3/1aeT YaCTh MOJICIH, a TPOrpaMMa 3epKaJIbHO JOCTPauBaET BCE OCTAILHOC.

PaccmoTpum 3TOT croco® Ha TpaKTHKE CO3MaHUs MOIEIHM Meda. YOoOHee Bcero pabo-
TaTh, UMes nepes coboil obpasen. Ho Tak kak Meu gocraTh nmpoO1eMaTHYHO, TO OCTaHO-
BHMCSI HAa OOBIYHOM PUCYHKE.

Blender mo3Bousier 3arpy3uts B okHo 3D View B kauecTBe (oHa JH000I U3 MOIIACPKH-
BaeMbIX rpaduyeckux (aitnoB. PyKoBOJCTBYSCh TAKMM OOPa3lOM, OCTACTCsl TOJIBKO MO-
BTOPHUTH PUCYHOK B 3D.

OTKpo¥liTe IporpaMMy WIH CO3JaiiTe HOBBIM MpoeKT. HacTpoliku ¢oHa HAXOAATCSA B OKHE
3D View Ha maHenu CBOWMCTB, KOTOpasi BbI3bIBaeTCs KiaBuiinedi <N>. IIpokpytute ee
B camblii HU3 W Haimute 3akmanaky Background Images (®onoBbie H300pakeHHs)
(puc. 2.18). YcraHoBHTE TANIOYKY PSIIOM C Ha3BaHHEM 3aKJIAJKH Ul aKTHBAIMU (OHA.
Ceituac Tam Bcero oana kHornka Add Image (Jlo6aBute kapTuHKY). Haskmurte ee.

Puc. 2.18. lNaHenb
co3aaHusa poHa

Omnmcanwne smementos marean Background Images:
1. BxiroueHHe WM OTKIFOUEHHE ITOKa3a KapTHHOK B OKHE.

2. JloGaBnenne HOBOW KapTHHKU. OIHOBPEMEHHO BBl MOXKETE 3arpy3HUTh B IIPOrpamMMy
HECKOJIbKO (hailyoB.

3. OO6nacTh HACTPOEK OTACITHHON KAPTUHKH.
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4. VYxazanwue pakypca okaa 3D View, rje 5Ta KapTHHKa Oy/IeT BhIBEICHA.
5. Jlo0aBneHne KapTUHKH U3 yXKe 3arpy>KeHHbIX paHee B Blender.

6. OtkpsiTHE HOBOTO (haiiia.

7. Ynmanenue Texymero ¢oHa.

Ocob6ennocthio Background Images siisieTcst BO3MOKHOCTD 3arpy3KH HECKOJIBKUX Kap-
THHOK ¥ TIPUBS3KK UX K KOHKPETHBIM BuaM okHa 3D View. DTo yJI00HO HCIOJIb30BaTh,
€CIIM y Bac MMEETCs TOJTHOLEHHBIH CKeTd MOIeNH (PUCYHOK) € Pa3HbIX CTOPOH.

Mpsr OyneM paboTaTh Bcero ¢ OJHOW KapTuHKoW. [Tosromy Hakmute kHOmKy Open
u oTkpoite ¢aiin Scenes\glava2\sword.png w3 apxuBa NPUMEPOB K OTOM KHHUTE
(cm. npunosicenue 2) (puc. 2.19).

@ Lock Camera to View
clip:
[ Start: 0.100 7
[ End: 1000.000 )
Local Camera:
[ l) Camera ]
3D Cursor Location:
¥:0.0000
Y:0.0000
Z:0.0000
¥ ltem Q
[ [Cube ]
P Display \\
¥ € Background Images 5
[ Add Image ]
%7 sword.png x4
Axis: Al Views ¥
sword.png ‘ F |ﬂ ] 1
Source: Single Image v
- 2
[I\“;J‘ Jfisword.png |[5 |c“§‘]
C Opacity: 0.500 i 3
¢ Size: 5.000 B 4
¢ X:0.000 |y ¥-0.000 )
5

Puc. 2.19. HacTpoWikm KapTUHKM 1 camo usobpaxeHue

OnwucaHye HACTPOEK 3arpyKEHHON KapTHHKU:

1. 3akpsiTue daiina.

[Tepesarpyska paHee BHIOpaHHON KapTHHKH.

VYcraHoBKa Mpo3pavyHOCTH n300pakeHus B okae 3D View.

Macuirab nu300pakeHHs.

o~ wDn

CwMerieHne Mo BepTHKAIN U TOPU3OHTAIIH.



lMpocmoe modenuposaHue ¢ Mesh 59

Beigenute ky6 B crieHe u nepeiiaure Ha npocMoTp Front View (kiasumra <NumPad 1>)
oprorpaduueckoii mpoekiuu (<NumPad 5>). Otperynupyiite n3o0pakeHue Meda Tak,
4TOOBI LIEHTP Ky0a Haxoawics B IeHTpe nepeknaauHbl. Cam KyO cokMuTe (KiIaBHINa
<S>) 1o pa3mepos nepeknanunsl (puc. 2.20).

Puc. 2.20. Moparoxka ky6a

IMpesxie 4eM HayaTh pabOTy HaJ MOJEJBIO, HEOOXOAUMO MPABHILHO MOATOTOBHUTH TIPH-
MHTHB JUIi CAMMETPHYHOTO MOJIEITMPOBaHUs. BolnTe B pexKUM pelaKTUPOBAHUS U BbI-
JIeIUTE BCIO CTPYKTYPY KiaBuiieil <A>. Ceiiuac Hy)KHO pa3/ieliuTh OOBEKT Ha JBE MOJIO-
BUHKH. [[711 3TOTO pa3zobreM Kyd ¢ momoripio koman sl Subdivide (Pasouenwue). Haxmu-
Te kiaBuiry <W> u BeiOepuTe nmyHKT MeHto Subdivide. Y nobHee Bcero padorats Oyaer
B pexxume Wireframe, nostoMy HaKMUTE KIaBUIy <Z> JJisl €10 aKTHBALHH.

Mopgenuposath Bbl OyzeTe JIeByl0 cTOpoHy Meda. COOTBETCTBEHHO, BCS IIpaBasi CTOPOHA
NPUMHUTHUBA HE HYXXHa. Bbiienure kpaitHue BepuinHbl U yaaiute ux (puc. 2.21).

Puc. 2.21. YganeHue npaBowi CTOPOHbI
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Orkpoiite Bua Right View ¢ momompio kinasumm <NumPad 3> u ynanurte BepIIHHBI
crpaBa. B urore nosiydmiachk 3aroToBKa AJsl Meya, ITIe U3MEHATHCS OYAET TOJIBKO JIeBas
cropona, a Blender noctpout 06wekT 1o ocsim X u Y (puc. 2.22).

Puc. 2.22. MNoaroToBka npumutmBa

JagaiiTe mo3HakOMUMCS C €Ille OJHUM BaKHBIM HHCTpyMeHTOM Blender — momnduxa-
TOPOM.

Mooughuxamop — 3T0 BpeMeHHasl HaACTpoiika HaJ OObEKTOM, KOTOpasi II03BOJISIET U3Me-
HATH €T0 CBOWCTBA W BO3MOXHOCTH. J[t0OBIe NEWCTBUS, NMPOU3BEICHHBIE C TOMOIIHIO
MoaudukaTopa, MOXKHO OTMEHHUTh, yJAIUB €ro camMoro. B To ke BpeMs UMeeTCsl BO3-
MOXXHOCTh IPUMEHUTh MOJIU(UKATOP, TEM CaMbIM OKOHYATEIBHO MOATBEPAUB BCE U3ME-
HeHus. K 00bekTy MOXKeT OBITh MPUKPEIUICHO HEOTPAaHMYCHHOE KOJUYECTBO MOAU(DUKA-
TOPOB.

Pabora ¢ moaudukaropamu ocymiecTBisiercss B okHe Properties na Brimanke Object
Modifiers (Bu3yanbHO OHA BBITJISAAUT KaK racuHblil Kir04). B 1aHHBII MOMEHT K TIPHMHU-
THBY HE OBUIO MPHCOSIUHEHO HU OJHOTO MOAMU(UKATOPA, MOITOMY Ha MAHENIH JODKHA
HaxoauThkes ojHa auiib kaornka Add Modifier (JJo6asuts Mmoaudukarop). [Ipu ee Haxa-
THH MIPOrpaMMa BBIBEJIET CIIHCOK MOIM(UKATOPOB, TOCTYITHBIX ISl TAHHOTO TUIA 00BEK-
ta. Beibepure u3 vero Mirror (3epkaio). Ha nosiBUBILIeHCS TAHETH YCTAHOBUTE TAIOUKY
B mojie AXis Y (puc. 2.23).

PaCCMOTpI/IM OCHOBHBIC 3JICMCHTHBI IIaHCIIU MOI[I/I(bI/IKaTOpOBI

1. Ecnu 5Ta KHOMKA BKJIFOYEHA, TO MOJAU(HUKATOP yIACTBYET B pEHAEPE pe3ysbTaTa.

ns

I[Tpu BKIFOUCHUH pe3yNbTaT paboTsl Mo HKaTopa oToOpaxaercs B okHe 3D View.

w

HeiicTBre MoardHKaTopa paclpoCTpaHsIeTCs Ha PEKUM PEIAKTHPOBAHHUSL.

e

AKTHBaLMs 3TON KHOIIKM IPOPHUCOBBIBAET CTPYKTYPY BCETO MEIIa B PEXKUME PElIaKTH-
pOBaHMA.
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( Apply ) ( Copy J
Axis: Options: Textures:

V] & @u

] @ clipping @v

@z &

( Merge Limit: 0.001000 )
Mirror Object:

[ J

Pwuc. 2.23. MogudumkaTop Mirror

5. Kuonku ynpasiaeHuss MonupukatopoM B cTeke. Jleao B TOM, 4TO MOAH(HKATOPHI
00pa0aThIBAIOTCS 10 OYEPEIU U MECTOHAXOXKJCHHE MX MOMET BIMSTH Ha KOHCYHBIH
pe3yIbTar.

6. Kuomka ynanenust MmogudukaTopa.

Kpome stux kHomok umerorcs emie ase: Apply (ITpumenuts) u Copy (Komuposats).
B nepBoMm ciydae pe3ynpTaT paboThl MoJ(HUKaTOpa MPUMEHSIETCS, a CaM OH UCYe3aeT U3
ouepenu. Bropast KHOIIKa IPOM3BOAUT KOIMMPOBaHHE MOIU(HUKATOPA C YCTAHOBIECHHBIMU
napamMeTpamH.

Mopudukarop Mirror, kak yxe cienyeT W3 Ha3BaHUS, BBINOJIHICT 3epKATHPOBAHUE
CTPYKTYpbI 00BeKTa 1Mo BHIOpaHHBIM ocsiM (AXiS). B Hamiem ciyyae Hy»KHO yCTaHOBHTb
rajouku it oceid X u Y. ['pynma Options copeput Tpu ONiuu.

4 Merge (Crnusaue). Korma e BepmmHbI (0OBIYHAS M 3€pPKaNbHAS) HAXOASITCSA HA JTOC-
TATOYHO OJIM3KOM PACCTOSHHH, BKIFOUCHHE 3TOW OMIMH 3aCTABHUT BEPIIUHBI CIUTHCS
B onHY. PaccTosiHMe, Ha KOTOPOM 3TO CIUSHAE MOXET HMPOHM30HTH, YCTaHABINBACTCS
B mosie Merge Limit. [To ymonuaHuro BKIIFOYCHA.

¢ Clipping (O6pe3ats). IIpu BKIOYEHHH JAHHOW OMIUH MOAU(MUKATOP HE MO3BOJHT
MIPOU30HTH MEPECCUCHHUSIM MEXKIY 3ePKaJIbHOW U OOBIYHON BepIIMHAMH. BBIKITIOUCHA
10 YMOJTYaHUIO.

4 Vertex Groups (I'pynmsl BepiiuH). Eciii 00BEKT COJEPKUT CO3IAHHYIO TPYIITY Bep-
IMH, TO Monudukarop Oyaer pabdortars ¢ Heto. HectabunbHas omuust. BxiroueHa mo
YMOJTYaHHIO.

Kak Buaute, mocie n00aBjicHUS JaHHOrO MoaM(UKaTopa Hail KyO OISTh BOCCO3IAlCs
B MepBoHaYabHOM Buje. OJHAKO PEIaKTUPOBAHUE BO3MOXKHO TOJILKO OPHUTHHATBHOM
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YacTH, BCE OCTaJbHbIE NPOCTO MOBTOPSAIOT MaHumymsauuu. [lonpoOyiite moasurare Jto-
Oble BEPIIMHBI U IOCMOTPUTE Ha PEaKIHIO 0ObEKTA.

ITpomomkuM pabory Hax Monenbto. Crenmyromas 3agada — IIyTEM HCIIOIb30BAHUS
Extrude Boccoznate B 3D BepTHKanbHOE M300pakeHHe Meda. JlenaeTcs 3To Mo TakoMy
NPUHIHUITY:

1. BeimenuTh BepXHUE YETHIPE BEPIIMHBI MTPH TOMOIIHM OOKCOBOM pamKu (kiaBuiia <B>).

2. Bemmonuauth oneparuio Extrude (<E>) u nepeMecTUTh HOBbIC BEPUIMHBI 10 KIFOUCBO-
0 MOMEHTa PUCYHKA.

3. 3adukcupoBaTh pe3ynbTaT HAKATHEM JICBOI KHOIIKM MBIIIIH.

4. To ke caMoe HYXXHO CHeNaTh W JJs HIKHEHW JacTu. B memom y Bac JOMDKHA TONY-
YUTHCS TaKas 3arOTOBKA, KaK Ha puc. 2.24.

Front Ortho

Puc. 2.24. Co3paHve 3arotoBku no koopanHate Z
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JInst co3maHus BBICTYIIOB Ha PYKOSITH BBIACINTE BEPIIUHBL, Kak Ha puc. 2.25, ¥ mpooI-
JKHUTE BBIJABIMBAHKE JI0 TIONyICHUsI HY)KHOU Gurypsl (puc. 2.26).

B nenom y Bac momkHA MOMY4YUTHCS OOJIBaHKA, HAIIOMHHAIOUIAS MTEPEBEPHYTHIA KPECT.
Bot TOnbKO M3 3TOi Tpy0OOil (opMBI HEOOXOIUMO BBIKOBAaTH M3ALIHBIH Med. Ceifuac
IIPEICTOUT paboTa MO IPUBEIECHUIO MOJICNIN B HYKHBIN BU/I.

Puc. 2.25. ['pynna BepLuvH Ans co3aaHuns BbICTYMNOB

Puc. 2.26. [oTOBas 3arotoBka AN BbICTYMNOB
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AJNTOPUTM TOHKOU JOBOJIKU:

1. B okne Front View BbiienuTh TOYKY € MOMOIIBIO KiaBui <B>. BokcoBas pamka B
JNEHCTBUTEIBHOCTH OTMETHUT HE OJHY, & JIBE BEPLIMHBL, B TOM YHUCIE TY, YTO HAXOIUT-
Csl Ha 3aJIHEM ILIaHE.

2. IlepeMecTuTh BBHIICICHHUE, HCIIONB3Ys KiaaBuiry <G>, Ha KJIFOUEBOM y4acTOK M300pa-
XKeHus. 3aQUKCUPOBATh PE3yNbTaT JEBOH KHOIMKOW MBIIIH.

3. CHATB BBIJENICHHE C TOMOIIBI0 <A> U TIPOJIOJDKUTH PaboTy aajee.

4. JIoJKHO MONyYUTHCS IPUMEPHO TaK, Kak Ha puc. 2.27.

Puc. 2.27. Mogernb yxxe BbIrmaauT NoYTU Kak MeY
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COBET

He cTpemunTecb NONHOCTBLIO BOCCO3AaTh CTPYKTYPY, Kak Ha pucyHkax. Bbl Bcerga cmoxeTte
[o6aBnTb HyXHble 3remMeHTbl NpsMO Ha xody. Ecnu Bapyr okaxeTtcsi, 4To Ansi co3aaHusi
KOHTYpa He xBaTaeT pebep, To Bocnonb3ynTech yHkumen Loop Cut And Slide (Konbue-
BOW pa3pe3 u ckonbxeHne) (<Ctrl>+<R>).

Bor 310 yke cmaxuBaeT Ha Hactosuii Med. Ilepeiinute B peskum Object Mode (kia-
Buma <Tab>) u co’xMuTe MacITad MOJEH 0 KoopAuHaTe Y, YK OOJBHO OHA MUPOKAS.

Jlast TOro 4toObl CAETaTh JIE3BHE YK€, HEXKEIU PYKOSATh, BaM IMPUICTCS OMATh BOMTH
B PSXKUM PelaKkTUpOBaHUs. Pa3BepHUTE MOJETb TaK, YTOOBI BUACTH €€ B MPO(UIIb, BbIIC-
JIMTE BEPIIHMHBI JIE3BHs W MOATSHUTE WX K IEHTPY. B MaHHOM ciiydae 3Ty Omeparuio
JIydIIIe BBITIOJIHUTE B pexuMe npopucoBku Solid (<Z>).

W HakoHen-TO MpUAAANM KPOMKE JI€3BHS HYXHYIO OCTPOTY, ITyTE€M CIUSHHUS BEPIIHH.
s sToro Bocrone3yemcst ¢pyakmnuert Merge (Crustaue). [I[puHINT BRIOTHEHMS:

1. IlepBoii BEIENsIeTCS KpaifHss BEPIINHA, 3aTEM C TIOMOIIbI0 KinaBumu <Shift> mobas-
JISIeTCS MapalieNlbHasl C Hel ToYKa B cepennHe KpoMku (puc. 2.28). Cnemyiite UMEHHO
9TOMY TMOPSIKY BBIJICICHUS, T. K. OH BayKEH JUIsl KOPPEKTHOTO BBHITIOHEHUSI CITASHUSL.

2. Haxwmure knaBumry <W> Ui BbI30Ba KOHTEKCTHOTO MEHIO M BBIOCPUTE B HEM MYHKT
Merge (O6wenunenue). [losiBUTCS TOMONHUTEIBHOE MEHIO, T1i¢ BhlOepuTe MyHKT At
Last (K nocnemnnei).

Puc. 2.28. Npumep BepwnH ansa dyHkumm Merge

PaccmoTpuM BapuaHThI CIUSAHUS, BhlnaBaeMmble GyHkuueii Merge.

¢ At First (K nepBoii). HoBast Touka 06pa3yercst Ha MeCTe MepBO BBIACICHHON Bep-
IITUHEIL.
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4 At Last (K mocnenneit). HoBast BepinHa o0pa3zyeTcst Ha MECTe IMOCIETHETO BhIIee-
HUSL.

4 At Center (K uenrpy). BeicuutbiBaeTCs IEHTP MEXTy BEpPIIMHAMU.
¢ At Cursor (K kypcopy). Bepmmna o6pa3syercs Ha mecte Kypcopa 3D Cursor.

Puc. 2.29. [oToBas mogenb Mmeva

[MocneqHUM 3aBEpIIAIOIINM [ITPUXOM MOXKHO MPUMEHHUTH Moaubukatop Mirror ¢ mo-
Morbto kHokH APPlY, eciu Bbl, KOHEYHO, YBEPECHBI, YTO OH OOJIbILIE HE TOHATOOHUTCSL.

Mopens nosry4ymBIIIerocs Meda nokasana Ha puc. 2.29.

2.4. byneBbl onepauum

B ogHOM M3 puMepoB MOKa3bIBajICS BAPHAHT CO3aHMS OTBEPCTUI C IOMOLIbIO HHCTPY-
menta Knife, HO 3TO KpOMOTIMBBIA W PY4YHOH CMOCOO BBIMOJIHEHUs TAHHOHM 3amadvu.
B HekortopeIx ciydasx ucnoab3oBaHue Knife moxer ObITh HellenecooOpa3HbIM, HANPH-
Mep, IpH CO3AaHUM OOJBLIOr0 KOJIMYEeCTBa OTBepCcTH. bhiBaeT M oOpaTHas cuTyarus,
KOIrJa HY)KHO HE BbIpe3aTh, a A00aBIATH BBITYKJIbIE HMCKaXECHUS B CYIIECTBYIOLIYIO
MOJIEJIb.

[TonpoOyem mpencTaBuTh, KaK MOKHO CIIENATh ITyCcTOH siuk. Bpose Ob1 pocTas 3amaya,
HO TOJIBKO Ha MepBbIi B3risia. IlepBoe, 4TO IPUXOAUT B FOJIOBY — 3TO YBEIUYUTH KOJIU-
YECTBO JIEMEHTOB B Ky0€ M yJIaJIUTh MX 4acTh ¢ NMOMoOIIb0 KiaBumu<Delete>. [Ipapna
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JeNaTh 9TO MPUAETCS MO3TAIMHO, CKPYIYJIE3HO BrpbI3asich BHYTph 00beKTa. BTopoii Bapu-
aHT — CO31aTh COOPHBIN SMMK U3 HECKOJIBKUX MPUMHTHBOB, a 3aTEM CKJICHTh HX C IO-
Moripio Join. Caenats MOKHO, HO TIOTPATHTCS HEMAJIO BPEMEHH Ha MOATOHKY 00BEKTOB.
A ecny HY’HO B KyOe BbIpe3aTh cepuuecKyto 001acTs?

Blender npenaraet nHOM crioco0 penieHus mo100HbIX 33724 — OYJIEBbI OTEPAIIHH.

Tepmun "Boolean" yaie Bcero ncnoib3yeTcs B MPOrpPaMMHPOBAHUH I 0003HAYCHHUS
IIPUMUTHUBHBIX JIOTHYECKUX OIlepaluii, Iie pe3ynbTaToM sBisiercs 3HadeHue True (IIpas-
na) wiu False (JIoxs). B kommsrorepHoii 3D-rpaduke moJ00HBIM CIIOBOM 0003HAYAETCSI
crnoco0 B3auMOJEHCTBHA ABYX OOBEKTOB U CO3aHHs Ha UX OCHOBE CMELIEHHOI'O PE3YIlb-
TaTa.

Hns ucnons3oBanust OyneBoil ¢yHkuuu B Blender o0s3aTenbHO HYKHBI JBa OOBEKTa.
K omHOMYy M3 HHMX MPHCOETUHSETCS CreluaibHbli Moaudukarop Boolean (puc. 2.30).
KcraTu, 3Ta QyHKIMS JOCTYIHA TOIBKO s TpuMHUTHBOB Mesh.

Add Modifier

Puc. 2.30. Mogndumkatop
Boolean

Intersect

Hacrpoiiku moaudukatopa Boolean:

¢ wmenro Operation (Onepanms) MO3BONSIET BHIOpAaTh CMOCOO B3aMMOACHCTBHS JBYX
MPUMHTHBOB:

e Intersect (Ilepeceucnue);
e Union (O0benuneHume);
o Difference (Pazauune);

¢ none Object (O6bekT) — Ha3BaHWE BTOPOrO MPUMHUTHBA JJIsl AeUCTBUS. [IpH mmiemdke
MOSIBIISIETCS. MEHIO, T MOYKHO BBIOpaTh OOBEKT U3 CIIMCKA.

Paccmotpum paboty ¢ Boolean na mpumepe Cube u Cone. JlonmyctuM, K TIEpBOMY TIpH-
MUTHBY NPUCOEINHEH MOIU(PHUKATOP, a BTOPOH BEIOpaH B KaUe€CTBE B3aMMOJEHCTBYOLIE-
ro oobekta. B mento Boolean ycranosnena omepauust Intersect. Ha puc. 2.31 BBepxy
[IOKa3aH NepPBOHAYAJIbHBIN BUJ U PacIIOIOKEHUE IPUMHUTUBOB, & BHU3Y PE3Y/IbTaT Olle-
paumu.

Wraxk, pesynpTaTom Intersect ssisroTcst aBa o0bekTa, riae CONe He M3MEHseTCs, a Ky0
npuHEMaeT (popMmy 0Ope3aHHOTro KoHyca. [Ipudem, BBIXOISIIME 332 €rO MPEAeNbl YacTH
Cone He y4uTHIBalOTCS.

Crienyromast oneparms — Union. Dta GpyHKIMs MPOU3BOAUT CIOXKEHUE JBYX OOBEKTOB.
PesynbTar ee Bl MOKeTE yBUACTH Ha puc. 2.32.
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Puc. 2.31. Onepauus Intersect

Puc. 2.32. Onepauusi Union
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Difference mMoxxeT HCHONB30BaThCS [UIS CO3[aHUsI OTBEPCTHH B TJIABHOM OOBEKTE

(puc. 2.33).

Pa6ora moxudukaropa Boolean nmpoucxoaut B peansroM Bpemeru. [locie BeIOOpa Hy k-
HOIl omepanuy M yCTaHOBKHM B3aMMOJICHCTBYIOIIET0 O0BEKTa MOXKHO MaHHMITYJIHPOBATH
OPUMUTHBAMH U TIOATOHSTH MX MOJ HYXHBII pe3yibrar. ClaeayeT Yy4uThiBaTh, 4TO MPU
ucnonb3oBanuu Difference koneuHslit pe3yabTaT MOKHO YBHAETh TOJIBKO MOCIIE MPUME-
HEHUs! MogudHUKaTOpa.

Puc. 2.33. Onepauus Difference

3TO BAXHO!

Pa6ota c GyneBbiMu onepauusamu TpebyeT onpeaeneHHoW OCTOpOoXHOCTU. C nmpocTbiMU
dopmamm 06EKTOB 0ObIYHO HE BO3HMKAET HUMKAKUX NpobnemM. bonee crnoxHble Mogenu mMo-
ryT obpabatbiBaTbCsl HEKOPPEKTHO. VMHOorga aTo Bbi3biBaeT 3aBucaHue Blender. Hanbonee
TUNWYHOW MpPoBNeMon SIBNSIIOTCS Cepbe3Hble HapyLUEHWst CTPYKTypbl rOTOBOrO OOBbEKTa.
Yale BCEro oHWM BWUAHbI NPW NPUMEHEHUW CriaXuBaHus. OTOrO0 MOXHO u3bexaTtb, ecru:
a) yBENNYUTb KONMYECTBO 3NIEMEHTOB CTPYKTYpbl Yy 060MX 06beKkToB; 6) ycTaHOBUTL crna-
XMBaHWe 0o NpuMeHeHnsa mogudukaTopa.

2.5. BcnomoraTtenbHas peweTKa Lattice

B pabote co cueHoli ObIBaIOT ciay4au, KOTAa HEOOXOIUMO BPEMEHHO M3MEHHUTH (HopMy
Mozienu 6e3 HapyIleHHs ee CTpyKTyphl. Hampumep, mpu co3gaHun aHUMAIMK CILUTIONIH-
BaHMS Msua NpH yrape o cTeHy. PasymeeTcs, MOXKHO OaHAJIbHO BOCIIOJIB30BAaThCS Mac-
mTabupoOBaHHEM 00BEKTa, HO €CTh BaAPHAHT JIyYIIIE.
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Lattice (Pemerka) — 3TO BCHOMOTATENbHBIA OOBEKT, KOTOPBIH HE OTOOpaXkaeTcsi mpu
00paboTKe CLEHBI, HO MO3BOMIACT 1e()OPMHUPOBATH MOJIEIb.

Jlnst ucrionp3oBanust Lattice Hy)KHO BBITIOJIHUTD CIEIYIOIIEE:

1. JTo6aButs B crieHy cam o0bekT u3 MeHio Add | Lattice.

2. lo6aButh Momudukatop Lattice k Mosenn, KOTOPYIO HYKHO 1e()OPMHPOBATb.
3. BriOpaTh B MOIU(HUKATOPE UMEIOIIHIACS B ciieHe 00bekT Lattice.

I'maBHbIM ycioBHeM paboThl pemietku Lattice sBisieTcss MECTOHAaXOXKICHHE MOICITH
BHyTpu Hee. [lo ymomuanuio Lattice Beirmsimur, kak oObruHbI KyO ¢ 12 pebpamu
(puc. 2.34).

Puc. 2.34. O6bekT Lattice ¢ npUMMTUBOM BHYTPM

PemmeTka noaquuHsAETCS TEM XKe NpaBUIaM MaHUITYJISAIUHN, 4TO U Apyrue oObekThl. Temnephb
paccMoTpuM TaHe b Moaupukaropa Lattice. Bcero Tam HaX0IUTCS 1BE OMIIHH:

¢ Object (O6beKT) — MpH MIETYKE IO MO0 OTKPOETCS MEHIO, TJIe MOKHO BBIOpATh M3
crcka oobekT Lattice;

¢ Vertex Group (I'pynna BepmiMH) — €ClIM MOJETIb MUMEET CO3JAaHHbBIC I'PYIIIBI Bep-
IIIMH, TO JaHHOE IToJIe MO3BOJISIET BhIOpaTh U3 HUX. B aTOM ciyuae Lattice 6ymer pa-
00TaTh TOJIBKO C TPYIIION.

Nsmenenne QopMbl MOIENH OCYIIECTBISIETCS B PEKHUME PENaKTHPOBAaHUS OOBEKTa
Lattice. B oriimure OT OOBIYHBIX MPHUMUTHBOB JOCTYITHO MIEpEMEIICHIE, MAaCIITAONPOBa-
HHE W poTanus TOibKO BepuinH. COOCTBEHHO, MaHHWIMYJSIUMK ¢ BepimuHamu Lattice
BIIMSIIOT Ha J1e(hopMaIiiio MOJICIIH.
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Puc. 2.35. Hactporikn
obbekTa Lattice
SN RN | BSpline

QRPN | Bspline

O6bext Lattice mmeer cBoM COOCTBEHHBIE HACTPOWKH, KOTOPBIC IOCTYIHBI B OKHE
Properties (puc. 2.35).

B HekoTOpBIX Cciydasx BockMu To4ek Lattice ObiBaeT HETOCTATOUHO /ISl U3BMEHEHHS MO-
nenu. B HacTpoiikax 00BeKTa MOXKHO M3MEHHUTh Pa30UBKY CTPYKTYPbI C TIOMOIIBIO TTapa-
meTpoB U, V, W. PsoM ¢ 3THMH TIONSIMH HAXOAATCS MEHIO, TJIe MOYKHO BBHIOpATh airo-
put™, o kotopomy L attice 6yaet nedopmuposath Moaeins (puc. 2.36—2.38).

Puc. 2.36. PesynbtaT fecdopmauum cdepbl ¢ napametpamm BSpline
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Puc. 2.37. PesynbTat gecdopmauum chepbl ¢ napametpamu Cardinal

Puc. 2.38. PesynbTaT fecdopmaumnm cdepbl ¢ napamerpamu Linear
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2.6. BbicokononuroHarnbHoOe MmogeriupoBaHue

B sTOT pa3 pa3roBop mouaeT 0 CO3MaHUHA MOJENICH ¢ OONBIIMM KOJIHMYECTBOM ITOJUTOHOB.
s sToro B Blender nmerorcst ocoObIe CITOCOOBI peJaKTUPOBAHMUSL.

BricokononuronanabHble MoJieu 00JIaJatoT ABYMSI CBS3aHHBIMU CBOICTBaMH: BO3MOX-
HOCTBIO MAaKCHMAJILHO TOYHO IepeAars (opMy 3aIyMaHHOro oObeKTa W OOJNBIION Ha-
Ipy3KOH Ha CUCTEMY NPHU peHAEpE pe3yibTaTa.

VIMEeHHO BBICOKOIIOJIMTOHATBHBIE MOJEIN HCHONB3YIOTCS TPH CO3JaHWM KHHEMaTorpa-
¢uueckux s3¢pdexron, 3D-MynbTPuUILMOB U Jaxke B urpax. [IpaBaa, B mocneaHeM ciyyae,
OHH Yallle BCET'0 UTPAIOT BCIIOMOTATENbHYIO posb. Jledo B TOM, 4TO ISl BBIBOJA TPEX-
MepHO# Tpaduku B peaqbHOM BpeMEHH, Ja U €lIe B XOPOIIEM BH3YaJIbHOM KadecTBe,
pa3pabOTYNKN BBIHYK/IEHBI ITyCKaThCs HA pa3Hble yXUIIpeHUs. Tak, B Urpax HCHONbB3Y-
IOTCS. UCKITIOUUTEIBHO HHU3KOIOJINTOHAIBHBIE OOBEKTHI, a MEJKHE ACTATH MepeIaroTCs
C TIOMOIIBIO Pa3NUYHBIX penbeHBIX KapT (normal map, bump map u 1. a.). Blender mo-
3BOJISIET NTPH HAIMYHUH JIBYX MOJENEi B pa3HOM pa3pelieHNH W KadecTBe JeTaneil co3/a-
BaTh penbedHy0 KapTy. B manmbpHelieM Takas KapTa y:Ke HaKIaJbIBAaeTCs Ha MPOCTYIO
MOJIEJIb U TeM CaMbIM CO3JaeTcsi BUAUMBIA 3()(EKT BHICOKOMOIUIOHAIBHOTO OOBEKTA.
OTH KapThl, paBHO KaK U CIIOCOOBI CO3/1aHMsI, MBI OyJIeM pacCMaTpUBaTh 4yTh MO3XKeE.

PaGoTy Haj MOmOOHBIMH MOJETSIMH MOXHO pa30MTh Ha JiBa dTama: co3jaHue 0a30BOM
(bOpMBI U JIOBOJIKA €€ 0 YMa MEJIKHMHU JCTaISIMH.

Wrtak, Bce HAYMHACTCS C HU3KOMOIUTOHATLHOTO OOBEKTa, KOTOPBIA B OOMIMX YepTax
npezcTaBisier coboit popmy monenu. s 6osee KauecTBEHHOM OTACIKH TpeOyeTcs yBe-
JINYUTH KOJIMYECTBO AJIEMEHTOB CTPYKTYpPBI 00beKTa. MBI yiKe paccMaTpuBaiy (QYHKIIHIO
Subdivide, koTopast ponopIHOHaIBHO pa3duBaeT CTPYKTYpy npumuTHBa. HO BOT mC-
MOJIb30BaTh HCKIIFOUMTEIBHO TOJBKO €€ UIsl BBICOKOIOJIUTOHAILHOTO MOIETHPOBAHMS
KaTerOPUYECKH 3alperieHo. [[eno B TOM, 9TO yBEIHYCHHE DIIEMEHTOB BBIMIOIHUTH OYCHB
IPOCTO, HO BOT YMEHBIICHHE MX JKE IPEACTABISICT OOJNBIIYIO CIOXKHOCTB. Ilocimennee
MOJKET TIOHAJOOUTHCS, €CIIU KOJMYECTBO JIEMEHTOB CTPYKTYPBI 3aTPyIHSET MOJICIUPO-
BaHWE WM KPUTHYHO [0 BPEMEHH PEHIEpa.

Hnst paGoTel HaJ BBICOKOMOJIMTOHATIBHON MOJEIBIO JIyYllle BOCIIOJB30BATHCS CIIEAYIO-
IIUM aJITCOPUTMOM:

1. Co3nmanue HU3KOIIOJIUTOHAIBHON MOJEIIH.

2. Paszouenue ee ¢ momomnsio Subdivide (Pa36uenne) Ha MUHMMAIBHO JOCTATOYHOE KO-
JIMYECTBO SJIEMEHTOB LI PabOTHI HaJl POpMOI.

3. HUcnons3oBanue Moaudukatopa Multires (MHoroypoBHeBasi 1eTain3alis), KOTOPbIii
MO3BOJISIET KOHTPOJIMPOBATH KAUECTBO CTPYKTYPHI.

4. "OOtecpiBanme" GOPMBI C TOMOIIBIO HHCTPYMEHTOB CKYJIBIITYPHOTO MOJIEIUPOBAHHS.

OTO, KOHEYHO, OUYEHb YIIPOILUEHHBIN CIIUCOK, HO B LIEJIOM, Yallle BCETO TaK MPOU3BOJUTCS
pabora Haj KadecTBeHHOH Mesh-Moenbio.

Kax pa6otats ¢ Subdivide (Pa36uenue), Bbl yxe 3HaeTe. Tenepb MO3HAKOMUMCS C MO-
nudukatopom Multires (MHOroypoBHeBasi IeTaan3arus).
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CosnaiiTe HOBBIM MPOEKT U JI00ABHTE K YXKE MMEIOMIEMYCS KyOy 3TOT MOJIU(PUKATOP Ha
nanenu Properties (puc. 2.39). ITo ymonmyanuro Multires nukakux aeiicTBHii ¢ 00bEKTOM

npeanpuHuMaTh He Oyner. Pabota ¢ 3THM MOJU(PHKATOPOM OCYIIECTBISIETCS B PEKUAME
Object Mode.

Add Modifier

57 [gp-

Simple
N e ——
SR
S—— T

| Subdivide UVs

Puc. 2.39. Hactpoiku moaudumkatopa Multires

JIi1st yBeNMUYeHHsT KOJIMYECTBA JJIEMEHTOB Ha MaHEIH MOAU(UKATOpa UMEETCs KHOIKA C
yxke 3HakoMbIM HazBaHueM Subdivide. TlompoOyiiTe ee HaxxaTh, HO 4TO 3T0? [IpUMUTHB
Cube neoxumanuo npeBpartuics B chepy. B To ke BpeMs B pexuMe pelaKTHPOBAHUS
MIPUMHUTHB BBITJISIIUT Kak mosoxkeHo (puc. 2.40).

Puc. 2.40. CneBa pesynbTat pabotsl Multires, cnpasa ToT e 06bekT B Edit Mode
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Momudukarop Multires mpemnaraer st paboTh Ba pa3IMYHBIX alTOPUTMA Pa3OMBKU:
Catmull-Clark u Simple. TTepBbiii co3maeT criaKuBaHHe, a BTOPOH MPOCTO BBIMOIHSICT
Subdivide. TTo ymomuanuto Briouen Bcerma Catmull-Clark. Jlist nepexsiroueHus: pe-
’KUMOB Pa30UBKH Ha MaHEId MOAU(PHKATOPA UMEIOTCS OJJHOUMEHHBIC KHOIIKH.

Eciu Bam HEOOXOMMO CO3/IaTh MOJIENB CO CIUIaKEHHBIMH KPasMH ¥ TIPU 3TOM COXPaHHTh
ee (hopMy, a Takoe ObIBAET CIUIOIIb M PSIZIOM, TO HA TIOMOIIb TPUACT OObIYHAsT (PYHKIHS
Subdivide, BbI3bIBacMast B peKHME PEIAKTUPOBAHUSL.

Haxxmute eme aBa pasa kHonky Subdivide na manenn momudukatopa uis OOIbIIEro
YBEITMUYCHUS KOJIMYECTBA JJIEMEHTOB. Tereph MepeinTe B PEKUM PEIaKTHPOBAHUS U
BBITIOJIHATE HECKOJIBKO Pa3 pa30MBKY CTPYKTYPBI C TIOMOIIBIO MCHIO, BBI3BIBAEMOTO KJla-
Buieir <W> (puc. 2.41).

Puc. 2.41. O6bekT co crnaxeHHbIMy pebpamu

Bot Tenepp nomyumics Kyo co criakeHHbIMU peOpamu. OOpaTuTe BHUMAHUE Ha TO, YTO
BHE 3aBHCUMOCTHU OT CTEIICHH pa30MBKM Ha MaHEIU MOAM(DHUKATOPA, B PEKUME PElaKTH-
poBaHusl OOBEKT BBITJIAIUT Kak 00bIYHO. Bo3HHKaeT 3aKOHOMEpHBI Bonpoc, eciu B Edit
Mode He nmpou30LUIO0 BUANMBIX W3MEHEHHH M HANPSMYIO HCIOJIb30BaTh B paboTe pas-
ouBky Multires He yaacrcs, To 3aueM ero cOOCTBEHHO HCIIONB30BaTh?

Bo-nepBhix, s npuaanus Gopme o0bekTa 3hdekTa criakuBanus. 3eCh HY)KHO TIOHATh
pa3HHUILY MEXy OOBIYHBIM CTIIQ)KHBAHUEM, BBITOIHIEMbIM QyHKIHeH SMOooth u3 naxenu
Tool Shelf, u pesynpraTom paboTsl MoandHKaTOpA.
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®ynkuus Smooth cozmaer addexT crimakuBanus 3a c4eT UTpbl CBETOTCHEH, HE BIUSSL
HaIpsIMyI0 Ha CTPYKTYypy oObekTa. Multires coorBercTByronM o0pa3zom oOpadaThiBaeT
CeTKy NPHMHUTHBA, IMyTeM A00aBICHUS HOBBIX NojuroHoB. Kcratu, ams aGcomoTHON
BHEIIHEH IIaAKOCTH MOJEIH UCTIONB3YIOT OAHOBPEMEHHO 00a BapHaHTa.

Bo-BTopeix, Multires mo3Bomnser B 1000e BpeMsi H3MEHHTh CTCTICHb Pa30UBKU O0BEKTa,
BIUIOTH /IO BO3BpaTa B HAUYaJIbHOE COCTOSIHUE. DTUM yI0OHO MOMB30BAThCS MPU paboTe B
pEeKUME CKYJIBNTYPHOTO MoOAeNupoBaHus. Hampumep, BBl MOKeTe HaHECTH Ha OOBEKT
MEJIKHEe JETald B PEXKHUME CKYJIBITYPHI, a BOT 00IIyI0 (OopMy MOAETH H3MEHSTH B pe-
XKHUME PEAAKTUPOBAHUS, IPUUEM 0€30 BCSIKUX IOTEPh.

Mopudukarop Multires no3sossier ynpapnste 0TOOpaKeHHEM KadyecTBa OOBEKTa C MO-
MOMIBIO CIEAYIOIUX QyHKIuit (cM. puc. 2.39):

4 Preview (ITpeanpocMoTp) — ypoBeHb AeTann3ainuu oobekta B okHe 3D View;

¢ Sculpt (Ckysapntypa) — ypOBEHb JSTATM3AINN B PEKUME CKYIBIITYPHOTO MOJICIHPO-
BaHUS;

4 Render (O6paboTka) — ypoBeHb JACTaM3aLUK IPH PEHAEPE 00BEKTA.

HomyctuM, BRI co3fany ABOWHYIO pa3OMBKY 00bekTa. COOTBETCTBEHHO, BO BCEX ITHX
moisix Oymer croath mudpa 2. Tak, mia yObICTpeHHS MPOPUCOBKH OOBEKTa B OKHE
3D View MoxHO yka3aThb B mojie Preview Mmenbliiee 3Ha4eHHE, a BOT PE3yJbTaT peHaepa
OyZeT MPOCUYHUTHIBATHCS C MAKCUMAIIbHBIM KaueCTBOM.

Temepp paccMOTPHM CIIOCOO yaaieHusi ypoBHs pa30uBKH. KOHEYHO, MOXKHO IIPOCTO
YMEHBIINTE 3Ha4YeHus B momsix Preview u Render. Ho B HEKOTOpBIX Citydasx Jrydire
MOJTHOCTBIO yAamuTh netanusanuio. Jis storo ciayxur dyakuus Delete Higher (Vaa-
JUTH BBICIINIA), BBI3bIBaCMas OJHOMMCHHOW KHOMKOM Ha MaHead MoaupuKaropa
(cMm. puc. 2.39).

Delete Higher ynansier ypoBHH, CTOsIINE TTOCIe YKa3aHHOTO B mojie Preview. Paccmor-
puM Hebonbmoii mpumep. [lycts Ob1TO co3mano Tpu ypoBHs pa3OuBku. HyxHO ocTaBHTH
TOJIBKO TIEPBBI. YcTaHaBauBaeM B mojie Preview mudpy 1 u Haxxumaem kuonky Delete
Higher.

B 3TOM paznerne HECKONbKO pa3 MENbKaJo CIOBOCOYETAHUE "CKYJIBITYPHOE MOACINPOBa-
aue". [log »TUM MOHSATHEM TOApa3yMeBaeTCs 0COOBIH CrTocoO PadOTHI HaJ BBICOKOIIOH-
rOHAJIBHBIMU MozensAMu. CO CTOPOHBI 3TO ACHCTBUTEIBHO HAIIOMHHAET PaboTy CKYJIbII-
TOpa, KOTOPBIH ABWXCHUSIMH PYKH MPHUIAET ITIMHE HYXHYIO hopMmy.

OCHOBHBIM HHCTPYMEHTOM 371ech siBisiercst Brush (Kucts). IIpudem mist CKyIbITYPHOTO
MoJIeMpoBanHus co3narenu Blender mpemiaraior criennanbHblii pesxkum okxa 3D View —
Sculpt Mode (puc. 2.42).

4/ Weight Paint

e Paint

Paint

¥ Edit Mode
®o ode

ject Mode

Pwuc. 2.42. Beibop pexuma Sculpt Mode
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CKyJBITYPHOE MOJCIUPOBAHKUE TOCTYIMHO M 3()(HeKTHBHO TOMbKO it Mesh-00bekToB
BBICOKOTO pa3pelieHus. ITO U HEe yIUBHUTEIBHO, Belb paboumii HHCTpyMeHT Brush mpes-
cTaBIsieT cO00# OKPYKHOCTb, BIUSIONIYIO B CBOUX TIPEeNiax Ha CTPYKTYpy oObekra. ITo-
9TOMY, Y€M BBIIIE paspenieHne 00bEKTa, TEM TOHBIIE W TOYHEE MOKHO paboTarh C KUC-
Tsamu. B aToM Kak pa3 u momoxer Mmoaudukatop Multires.

V Bac e COXpaHWICS MPUMUTHB Ky0a ¢ HECKOJIIBKMMH YPOBHSIMH Pa3OUBKH MOIU(UKA-
topom Multires? Eciu na, To nepetiaure B pexxum Sculpt Mode.

B atoT MOMeHT cTanmapTHEINH Kypcop Blender mpumer popmy okpyKHOCTH — 3TO B €CTh
Ta KHUCTb, O KOTOPO# n1a peds. [Tonb30BaThCs €10 OYEHb MPOCTO — HABEIAWTE HA TPAHb
Ky0a , yiepKuBasi HAKATO! JICBYIO KHOTIKY MBIIIH, HAPUCYHTE 4TO yroaHo (puc. 2.43).

Puc. 2.43. Npo6GHbIN pocyepK KNCTbIO

ITo ymomuanuio Blender ucronb3yer kucth ¢ HazBanuem SculptDraw B peximMe BbIAaB-
nuBaHus. [TomoOHBIX 3aroToBOK y Hero 19! Onu moctymusl Ha manenu 100l Shelf
(puc. 2.44). JleiicTBre UX HATJIAAHO IEMOHCTPUPYETCS B OKHE BHIOOPA KHCTH.

ITox BBIOpaHHOW KHUCTHIO HAXOAUTCS HAOOp MapaMeTpoB, BIUSIIOLIMI HA KOHEUHBIH pe-
3ysbtar (puc. 2.45).

[TepBas rpyrma oTBeYaeT 3a MOBEICHUE KUCTH:
¢ Radius (Pagnyc) — macitad pabodeit obmactu Kypcopa,
¢ Strenght (Cuma) — cuiia BbIIaBIMBaHUS,

4 Autosmooth (ABromaTnyeckoe CriaXMBaHHE) — HCIOJIB3YHTEe ITO 3HAYCHHE IS
pEerylHpOBaHUs BIMSHUA JEHCTBHS KHCTH 32 IpeAeaMi Kypcopa HHCTPYMEHTA.
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User Persp

&m| Area Plane

Puc. 2.44. Habop kucTein Blender

Puc. 2.45. NapameTpsl
Brush

Subtract
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Crnenyromee menro Sculpt Plane (O6nmacte jenku) mo3BoJisieT BHIOPATh OPUCHTALIUIO

KHCTH:

¢ Area Plane (O0xacTp MmIOCKOCTH) — pe3yJabTaT HE 3aBUCHT OT TOYKH IPOCMOTpPA
00beKTa MU BEIOOpA I'paHH U BBITIOJIHACTCS B COOTBETCTBUH C JIOKAJILHON CHCTEMOMN
KOOpAWHAT MOJENH. JTO 3HAUE€HHE UCIIOJIB3YETCS 110 YMOITYaHHIO;

¢ View Plane (Buaumas miocKoCTh) — KUCTh Beeraa "cMOTPHUT" ¢ TOYKH 3PEHUSI MTOJTh-
30BaTeds;

¢ X,Y,Z Plane (ITimockocTh M0 KOOpPAHHATaM) — pe3yJIbTaT paboThl 3aBUCHUT OT BbI-

OpaHHOM IM0O6aTEHON KOOPAWHATEHI.

Jns mepexiiioueHus: pekuma paboThl KMCTH cymiecTBytoT kHomnku: Add ([loOaButh) n
Subtract (OtuaTs). Takum 006pa3oM, eciid BaM HEOOXOIUMO MPOU3BECTH BIABIUBAHUE,
HaKMHTE KHOIIKY Subtract.

370 OBUIM OCHOBHBIE APAMETPBI, HO €CTh €I11€ HECKOJIBKO BKJIAJOK, KOTOPBIE IIOJIHOCTHIO
OyZAyT paccCMOTpPEHBI IO3XKeE, a TOKa TOJIBKO ONHCAHHUE!

¢

¢

Texture (TexcTypa) — 3Ta BKIJIaJKa MO3BOJSET BHIOPATh MIIM CO3MIATh TEKCTYpY, KO-
Topast OyAeT UCIOIB30BATHCS, KaK MIa0JIOH ISl KHCTH,

Tool (MHCTpyMEHT) — yHHBEpCaJbHas BKJIaKa, KOTOpas CyMIECTBYET JUISi MHOTHX
pexumoB pabotel 3D View. Tak, s KucTel QyOiaupyercsi BBIOOp THIA M3 CIHCKA,
copoc mapameTpoB o ymonuanuio (Reset Brush);

Stroke (Bnusuue) — mpezyaraeTcs MEHIO, B KOTOPOM MOYXHO BBIOpATh MOBEICHHE
KHCTH:

e Space (IIpocTpancTBo) — cB0OOOAHOE pucoBaHUe. KHCTh paBHOMEPHO BBITIOJIHSET
CBOIO (DYHKIIHIO, BHE 3aBHCHMOCTH OT CKOPOCTH W HAIPABJICHUS [IBIKCHUS,

e Drag Dot (ITepememienue TOYKH) — B 3TOM Clydae JCHCTBHE KUCTH MOXET Tepe-
MeIaThes MO 00BEKTY, TMOKa yIEPKUBACTCS HaXKATOH JieBas KHoOmKa Mbimm. OT-
[IyCKaHUE KHOMKH (PUKCUPYET pe3ybTarT;

e Dots (Toukn) — pe3ynpTaT 3aBHCUT OT CKOPOCTH NIepEeMEIICHUS KUCTH;

¢ AirBrash (Bo3aymiHas KUCTh) — 110 YMOJYAHHIO ACHCTBUE KUCTH SBIISETCS OHO-
KpaTHbIM. Ecim BBIOpaH 3TOT mapameTp, TO IpPHU HaXKaTUW W YJAEpKaHUH JIEBOU
KHOTIKH MBIIIN, pe3yJIbTaT eHCcTBUS OyIeT aKKyMyJIHPOBAThCS;

e Anchored (ITpuBsizka) — JBI)KCHHE MBIIIN BBI3bIBACT HE TIEPEMEIICHNUE KUCTH, a
yBeJIMUEHHE MaciuTaba oXBaTa IMOBEPXHOCTH, T. €. IPU Ha’KaTHU JIEBOH KHOIIKOM
MBIIIH Kypcop "MpuBsI3bIBaeTCs" K BLIOPaHHOH TOUKE;

Curve (KpuBas) — TOuYHast HACTPOKa WHTEHCHBHOCTH ICHCTBUSA KHCTH OT Hadajia U
JI0 KOHIIA JIBM)KEHUS;

Options (Onmun) — HACTPOUKH PeXXMMa CKYJIBITYPHOTO MOJICTUPOBAHNS;

Symmetry (CumMmeTpusi) — TOJIC3HbIC OIIUH, TO3BOJISIOIINE TyOIMpOBaTh 1O pas-
HBIM OCSIM JICHCTBUE KUCTH;

Appearance (IlposBaenue) — 3/1eCh MOXHO yKa3aTh IIBET PACKPacKu Kypcopa KUCTH
B pexxumax Add u Subtract.
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Kax u Besne B Blender, ynpasieHne KUCTMH MOKHO OCYILIECTBISTH Pa3sHBIMHU CIIOCO0a-
mu: gepes menio Sculpt, knonkamu B Tool Shelf (ITosika HHCTPYMEHTOB) U, €CTECTBEHHO,
rOPSYNMH KJTaBUIIIAMHU.

[IpomomkuM NpakTUKy pabOThI B PEXKUME CKYJIBITYpHOTO MoAenrpoBanus. s ObicTpo-
ro MepeKIIoYeHHs KUCTH B pexkum Subtract (BraBnuBaHue) Hy»KHO MCHOJIB30BaTh Kila-
Bunry <Ctrl> coBMecTHO ¢ JeBOM KHOMKOHN MbIid. [lonpoOyiite HapucoBaTh MPOOHYIO
JIUHUIO JaHHBIM CTIOCOOOM.

OpuruHaibHO, a TJaBHOE ymoOHO crenmaHo "ropsdee” macmtabupoBanue (Radius) u
ynpasienue cuioit (Strength) kucru. Tak i M3MeHEeHHs pajuyca HEOOXOAUMO HaBeC-
TH Kypcop Ha 00BEKT U HaxkaTh KinaBuiry <F>. OOpature BHUMaHUE, YTO MIPU JBIKEHUH
MBI (He KoJecHKa!) TosBIsieTcs HOBasi OKPY>KHOCTh M TeMHas 30Ha. Ta 9acTe Kypcopa,
YTO HE M3MCEHSETCS, YKa3blBaeT Ha CTapblil paAnyc, a BOT BTOPOH KpPYyr MO3BOJSIET BbI-
Opath sxenaeMblil paauyc. TeMHas 30Ha, B CBOIO O4Yepelb, JEMOHCTPUPYET pPEalbHYIO
Pa3pelIaouIyl0 ClIOCOOHOCTh KUCTH NPH JaHHOM MaciuTaOe M 3aBUCHT OT PaHee BbI-
OpanHoro Tumna kucth. lllemdok NmeBo KHONMKOW M3MEHHT paguyc, a MPaBOd OTMEHUT
nevicteue (puc. 2.46).

Puc. 2.46. NIHTepakTMBHOE M3MEHEeHWe pagunyca

AHAJOTUYHBIM 00pa30M H3MEHSCTCS W Cuiia Haxkatus. [[Jisg 3TOro MUCmoab3yeTcs: KOMOuU-
Haius kiaaBum <Shift>+<F>, [Ipuuem, yeM MEHbIIEC pagryC HOBOH OKPY)KHOCTH, TEM
BhIIIIE 3HaYeHKE mapaMeTpa Strength.

Uto0bI BEIOpATh THIT IPOPUCOBKU KUCTHU, HY>KHO Ha)KaTh KJIaBUIy <A>. [losSBUTCS MEHIO
co 3HaKOMbIMH yxe myHkTamu: Drag, Drag Dot, Space, Anchored, Airbrush.
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COBET

PaboTa co ckynbnTypHbIM MOAENMPOBAHMEM NTOXKUTCS TSXKKUM OpeMeHeM Ha cucTtemy us-3a
Gonbluoro konuyectea nonuroHoB. PaspaboTunku Blender nogrotoBunu mexaHwsm, He-
ckonbko obnervarowmnin Hasuraumio B okHe 3D View. Tak, MOXHO YCTAHOBUTb MEHbLLEE 3Ha-
YeHue napameTpa Sculpt Ha naHenu moamdukatopa Multires. Ho aTo pelweHue He onTu-
MarnbHO, Befib B pearnbHOCTU OKHO ByaeT oTobpaxaTb AOCTAaTOYHO NPUOMM3NTENbBHYO Kap-
TuHKy. EcTb cnocob ropasgo ypobHee. Bkmiounte onuuio Fast Navigate (Beictpas
HaBuraums) Ha naHenu Tool Shelf (rpynna Options) n npu BpaweHun cueHbl Blender aB-
ToMaTnyeckm cbpocuT paspeLleHne obbekTa Ans GbicTporo NpocMmoTpa.

2.7. Npaktunka. Mopenb Beepa

WHorga cMoTpuIls Ha MpeAMET U AyMaelllb, a Kak rneperecty ero B 3D, 1a 9ro0 moObIcT-
pee u mokadectBeHHee? K mpumMepy, Bo3pMeM 00brdHEIHA Beep. [IpocTast, HecaoxHast 6e3-
JeNyIKa, COCTOSIIIAsi U3 HECKOJIBKUX OIMHAKOBBIX TIACTHUH, CKPETJICHHBIX B OCHOBAaHUH.
[TepBoe, 4TO MPUXOAWUT B TOJOBY — 3TO CO3JAaTh OPUTHHAIBHYIO IIACTHHKY, Pa3MHO-
KHTh €€, COBMECTUTDH AyOIMKATHl 1 HEMHOTO TIOBEPHYTb MO ONPEIeIICHHBIM yIiioM. Bot
TOJILKO MOPOKH C 3THUM OYZET...

Pazpaborunku Blender 03a00THIMCh co3laHNeM MHOTOYHCIIEHHBIX WHCTPYMEHTOB, CIIO-
COOHBIX 3HAYUTENILHO OOJIETYNTh PYTUHHBIN TPy MOZAEIIEPOB. B 3TOM ypoke BbI Io3Ha-
KomHTech ¢ Mogudukaropom Array (MaccuB), KOTOPBIM Kak pa3 U MOMOTaeT pa3MHO-
JKUTH 3aTOTOBKY B JI000M KonmuectBe. [locmorpute Ha puc. 2.47. Heuto momoOHOE BBI
CMOJKeTe caeNaTh OyKBaJIbHO 3a MATh MUHYT. He Bepute?

Puc. 2.47. Beep, co3aaHHbIn npy nomoLwuy Array

CoznaiiTe HOBBIM MPOEKT W YAAIUTE UMEIOIIHICSA B CIleHe KyD. B kauecTBe 3aroToBKH
JUTA TIacTHHKY mopoaet npuMutie Plane (ITnockocts). TlepekmounTech B BUI CBEPXY
(<NumPad 7>) u mo6assre mwrockocts (Add | Mesh | Plane).
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Teneps 3TOMy NIPUMHUTUBY HYKHO NpHUAATh GopMy, Kak Ha puc. 2.48. J[ist 3Toro BBIIOI-
HUTE CJICAYIOIIUE [Iary:

1. Haxwmure knaBuiry <S>, a 3ateM <Y>>, 4TOOBI pacTSHYTh IDIOCKOCTH 110 KOOpAUHATE Y.

2. Tlepeiinute B pexxuM pefaktupoBanus (<Tab>) U HAXMHUTE KJIABUIITY <A> JUIsi CHATHS
BBIJICTICHUSL.

3. Brwlgenurte JBe HWKHUE BEPIIMHBI JHOO0 paMkoil (<B>), mubo ¢ MOMOIIBIO KIIABUIIN

<Shift>.

4. Haxwmmure knaBumry <S> Ayl BKIIOYEHHS MacIITaAOMPOBaHUS M HEMHOTO COXKMHTE.

Puc. 2.48. 3aroToBka nnacTuHbl Ans Beepa

[Ipucmorputecy BHUMartenbHee K puc. 2.48. LleHTp 00beKTa TaM CMEIICH B HUKHIOIO
9acTh MPUMHTHUBA, BElb IMEHHO B 3TOH TOukKe OyayT COeMUHAThCA MyOnauKaTel. B Bamem
cllyyae, EeHTP HaXOIUTCA B CEPEIUHE TUIOCKOCTH.

J1st cMeTeHnst ero BBITTOJIHUTE CIIeAYIOIIee:

1. Beriinute u3 pexxuma penakrupoBanus (<Tab>) u ycranosure 3D Cursor B Hy:KHOM
MeCTe 00BbEKTa, IIEIKHYB JICBOH KHOIKOW MBIIIIH.

2. Beibepure nynkr mento Object| Transform| Origin to 3D Cursor (O0bekr |
Tpauchopmarus | Opurunan k 3D Cursor).
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Add Modifier

" Relative Offset

Puc. 2.49. MNMaHenb
moaudpmkaTopa Array

Teneps 106aBbTE K MPUMUTHBY MoaudukaTop Array B okue Properties (puc. 2.49).

PaccmoTpuMm ero mapameTpel.

¢

L4

Mesto Fit Type (Boibop THIa) mo3BOJISIET BEIOpATh CIIOCO0 CO3/1aHMsT MaCCHBA, T/IC:

o Fixed Count (®ukcupoBaHHOE KOJUYECTBO) — HYKHOE 3HAUCHHWE KOMHH YyCTa-
HaBJIMBaeTCs B HUKHeM mojie Count;

e Fit Lenght (ITo anuue) — mporpaMma pacCUUTHIBAET KOJIMYECTBO IyOJIMKATOB
MCXOJIs U3 pa3MepoB 00pasiia 1 3HaYeHUs ykazaHHoro B roje Lenght;

e Fit Curve (Ilo xpuBoii) — ecnu BoiOpaTh B moje CUrve mpuMHUTHB KPHUBOH, TO
KOIINH OYIyT PacIIOIOKEHBI 110 €€ TPACKTOPHH.

Constant Offset (TTocrosrroe cmernenune) u Relative Offset (OtHocurensHoe cme-
LieHue). YKazaHue cMemeHus i Konuid 1mo XYZ OTHOCUTENIbHO OPHUTHMHANa WU
C Y4ETOM MacIITaOUPOBaHHUS.

Merge (Cnustaue). IIpu BKIroueHHH 3TOH ONIMM BEPIIWHBI KON MIpH OJIM3KOM pac-
MIOJIOKEHUH OyIyT OOBEAMHATHCS, T. €. MOKHO TIOTYYHTh CIUIOIIHON OOBEKT.

First Last (ITepsslit u mocneanuii). Eciiu BKiIrOYEHa, TO MEPBbI U MOCIETHUI 00beK-
Thl OymyT oObeIUHEHbI (PacCTOSIHUE Ul CIUsIHUS yKasbiBaeTcsi B mosie Distance
(Hucraniums)). Takum 00pa3oM, 0OBEKT MOTYUUTCS MOJHOCTHIO OCCIIOBHBIM.

Object Offset (OtHocuTenpHO 00bekTa). Komuu BhICTpanBarOTCS B 3aBUCUMOCTH OT
yKa3aHHOTO B TAHHOM I10JIe CTOPOHHETO 00BEKTa.

Start Cap (Hauanbhast yacts) 1 End Cap (Koneunas yacts). 31ech MOKHO BIOpATh
00BEKTBI, KOTOpBIEC OYyIyT YCTAaHOBJICHBI B Ha4YaJle U B KOHIIE MAaCCHBA.

Monudukarop Array (MaccuB) ¢ yCIIeXOM MOXKET CO3/1aTh HY)KHOE KOJIMYECTBO KON
0 JIFOOBIM KOOPJIUHATHBIM OCSM. BOT TOJIbKO CKpENuTh MX B OJHOM TOYKE W IIOBEPHYTH
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Ha ONpeNeNIeHHBIN Tpasyc eMy He 1o cuiaM. TouHee, A 9TOro JeHCTBUS MOHAA00UTCS
BCIIOMOTaTEJbHBIN 00BEKT, ycTaHoBIeHHBIH B osie Object Offset.

B kadecTBe Takoro 00BEKTa MOXKHO HCIIOJIB30BaTh 000N MPUMHUTHB, HO Jiydine Empty
(TTycreimka). ITo cytu mena, Empty — 310 BCrmoMorarenbHbli 00BEKT, K KOTOPOMY J10-
MYCTHMBI BCE BO3MOJKHBIE MAHWITYJISAIIMH, HO HE OTPa)KaeMblii B pe3yibTaTax peHIepa.
Iob6asete ero u3 mento Add | Empty.

Ha manenu momudukaropa Bkaounte ommuio Object Offset, a B mome Hmke BbibepHTE
u3 MeHIo Empty.

PesynbraT MOXET 00€CKypakuTh, BEIb MPOIOPIIMH KOTUH MONTYYHINCh HCKaKEHHBIMH.
Hcnpasuth monoxenue momoxer (yukmus Object | Apply | Scale mms npumunTrBa
Plane.

Tenepb npu BpailleHUH W nepeMeneHnd Empty konus OyneTr mocnmymiHo clieoBath 3a
BcrioMorarensHeIM 00sekToM. [lepemectute EmMpLy BieBo Tak, 9YTOOBI OpPUTHHAT M KO-
U1 COBMECTHIIMCH, 1 HEMHOTO TTOBEPHHUTE €ro Mo KoopanHate Z (kiasuina <R>, a 3aTem
<Z>). BeigenuTe IOCKOCTh U yBenuubTe cuetarik Count go 10 (puc. 2.50).

Top Persp

Puc. 2.50. Y>xe HeMHOro noxoxe Ha Beep

Bce xopotio, BOT TOJNBKO TUIACTHHKU Beepa CIHMIIKOM OJM3KO MPUIIETAIOT APYT K JAPYTy
¥ OH BBITJISAUT H3NHUIIHE TUIOCKUM. DTO TaKXe€ MOXKHO YCTPaHWTh ITyTeM BpallleHUs
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Empty, Ho yxe mo npyrum koopauHaTtaMm. Beigenure Empty u nmepeiiante B mpocMoTp
Front (<NumPad 1>). Ceiiuac Hy>kHO HEMHOTO Pa3BEpHYTh BCIIOMOTATENbHBIH OOBEKT
o koopauHare Y (puc. 2.51).

Puc. 2.51. BpaweHve Empty no koopavHate Y npuaact okpyrnyto hopmy
1 crnerka pasgsuHeT NiockocTu

B okne mpocmoTpa TOP BO3MOXKHO BBl YBHIIUTE HEOONBLION apTedakT, CBI3aHHBIN C Te-
peceyeHrneM IUIOCKOCTeH B OCHOBAaHMU. DTO MOKHO IOAIPABUTH ITyTEM IEPEMEILEHHS
Empty no koopaunare X, a Tak paboTa Hax MOAETBIO 3aBEPILICHA.

2.8. NMpakTuka. Kycoyek cbipa

3TOT ypOK mocBsiieH pabore ¢ OyneBbiMU onepanusiMu. C 0HON CTOPOHBI, YKE paccKa-
3bIBAJIOCH, KaK MMH II0JIb30BAThCS, C APYrOM CTOPOHBI, MOJIydyaeMbli Ha NPAaKTUKE pe-
3yJbTaT 3a4acTylo oOecKypakuBaeT. beiBaet, uTo reomerpus cioxnoro Mesh-oOobekra
noptutcs. bopoTbes ¢ MONTydeHHBIMU MCKKEHUAMH OT OYJIEBBIX OIepanuil CI0KHO, HO
BCE € MMEETCS PSAA MHCTPYMEHTOB, CIIOCOOHBIX HMCHPABUTh CUTYaIMIO. MBI cO30a1uM
KYCOK KpPYTJIOTO KPYIHOSIYEHCTOro chipa U OyzeM OoTpadaThIBaTh HA 3TOM O0BEKTE Ipue-
MBI BBICOKOIIOJUTOHAIBHOTO MOJIETUPOBAHUSI.

B kadectBe ocHOBHOro npumuTHBa ucnoib3dyeM Circle (OkpyXHOCTB), KOTOPBIH MOXXHO
Haiiti B rpynme Mesh. 1o yMom4aHuio 3T0T 00BEKT CO31aeTCs ¢ KOMMYECTBOM BEPIIHH
paBHBIM 32, HaM ke HY)KHO TIOJIy4HTh TPEYroabHUK. J[00aBbTe OOBEKT B CLEHY M Ha IMa-
e Tool Shelf na 3aknanke Add Circle ycranosure 3nauenue Verticles = 3. Takum
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00pa3zom, MoSy4duTcsi OOBIYHBIN paBHOOCAPeHHbIH TpeyroabHuk. [enkuure omuro Fill
JUTSL BKJTFOUEHUS! 32JIMBKH IPIMHTHBA.

Jyist OOJIBITIEeH CXOKECTH C KYyCKOM ChIpa OOBEKT HY)KHO HEMHOTO YIJIUHUTH. ITO MOKHO
CAeNaTh B PeXUME pelakTupoBaHus. [lepeliauTe B 3TOT PEXUM C MOMOIIBIO KIIABHIIU
<Tab>, nepexmountech B BuA 10p (<NumPad 7>) u, BeIZICHB OJTHY M3 BEPIITHH, HEMHO-
IO TIEPETAHUTE €€ B CTOPOHY.

VY o0bexTa nMeeTcsl HeHY)KHas BepIIHa, KOTOpas pPacloyiokeHa B IeHTpe. Eciu monsi-
TaThCs MPOCTO €€ YAAIUTh, TO IPOU3OHJIET pa3pylieHne BUaAuMoi rpanu. [loatomy Mox-
HO OOBEIUHUTHh IEHTPATHHYIO TOYKY C KaKOH-HHOYJIh BEPIIMHOW TPEYTrOJbHUKA
(puc. 2.52). Jlyist aToro Bocmosb3yemMcst komanaoi Merge (O0beinHNTH):

1. CHuMHTE BBIAEIEHUE C IIOMONILIO KIIABUIIN <A>.

2. Belgenute cHavana [EHTPATBHYIO BEPINUHY, 3aTeM, yIepKuBas KiaBumry <Shift>,
OJIHY U3 OOKOBBIX.

3. Haxwmure kinaBunry <W> 1 B nosiBUBILIEMCsI MeHI0 Specials Beibepute mynkt Merge.

4. TlosBUTCS JOIMOJIHUTEIILHOE MOJIMEHIO, TA¢ HYKHO BbIOpaTh myHKT At Last (K mo-
CIICTHEH).

Puc. 2.52. [IByxmepHas 3arotoBka Ans MOAenu

Oo6bekr Circle sBnsercs miockum. J[nsg mpumanus oObeMa MOXHO HCIONIB30BATh
yXe TpHUBBIYHYI KoMmaHIy EXtrude. DTo Takke BBIMONHSICTCS B PEKHME PEAAKTUPO-
BaHUsL.
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[epeiimute ais ynoocrea B mpocMotp Front (<NumPad 1>) u BeIgenuTe Bce BEPIIMHEL
Haxwmure knaBunry <E> 1uisi BKIFOUYEHUS peXKMMa BBIIABIMBAHUS. 3aTE€M HEMHOTO TMPH-
MOJTHUMHUTE HOBYIO TIOCKOCTb.

Urak, nonyunics yxe 0Ob€MHBIH TPEYroNbHUK. BOT TONBKO BBIMISAIUT OH CIHMIIKOM YK
cTporo. CHUMHTE BBIJEJICHUE U BBIJECIUTE YEThIPE BEPIIUHBI C THUIBHOM cTOpOHBI. Ha-
KMUTE KiIaBumry <S>, 3areM <Z> W HEMHOTO PAaCTSIHHUTE MPUMUTHUB IO BEPTHUKAIN
(puc. 2.53).

Puc. 2.53. TpexmepHas 3arotoska Ans Mogenu

OTnu4HO, 3arOTOBKA TOTOBa. Teneph MOrOBOPUM O CO3AaHMHM OTBEPCTHH B HAIlleM Tpe-
YTOJBHHKE.

Hacrosimuii stuenctriil chlp nMeeT OONbLIOE KOJIMYECTBO HEPOBHBIX OTBEPCTUH pa3ivy-
HOTO AMAMETpa, YTO HABOAMUT Ha MBICIb MCIIOIb30BaTh IPUMHUTHUBEI chep A UX co3la-
Husl. Pazymeercs, Mbl He OyZieM BBIJABJINBATh OTBEPCTHS C MOMOILIBIO OJHOW JIUIIbL ce-
PBI, @ CO3/1aIUM MacCUB TaKUX 0OBEKTOB PA3HOTO pajguyca. BoT ToIbKO BOCIIONB30BATHCS
paHee pacCMOTpeHHBIM MoudukaTopoM Array He ynacres. K coxaneHuto, oH He yMeeT
TeHEePUPOBaTh MAacCUBBI OOBEKTOB CO CIlyYalHBIMU XapakTepucTukamu. [Ipumetcs crae-
JIaTh 3TO BPYUYHYIO.

Iepeiinute B pexxum Object Mode u mobassTe rue-HHOyAb B crieHe npuMuTuB UV
Sphere. 3agava npocras, Hy)KHO Pa3MHOKHUTh JTAHHBIA OOBEKT B XaOTHYHOM MOPSIKE U
C Pa3IMYHBIMU PaJycaMd Ha IUIOIIAJN HECKOJBKO MPEBBILIAONICH 3arOTOBKY MOJCIH.
D10 nmenaercs oObIYHONM KoMaHzo# nyOnuposanus Duplicate Objects va manenu Tool
Shelf unu ¢ momoneio ropstaux KimaBuin <Shift>+<D>. J[0JKHO MOAYYUTECS HEYTO Ha-
nomuHarommee puc. 2.54. Jlnst ynoOCTBa MaHHIYJHUPOBAHUS HX JIydile OOBCIHHHTH
B OJIMH 00BEKT ¢ moMoIibio Gpyuknuu Join (<Ctrl>+<J>).
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Puc. 2.54. Maccus ccep onsa BbigaBnmeaHus

BepHemcs k TpeyroyibHOM 3arotoBke. Eciii mpeanoaokuTh, 4TO HAIll KYCOUYEK ObLIT BBIpE-
3aH U3 KPYIJIOTO IEIHHOTO ChIpa, TO OCHOBA €T0 JOJDKHA BBITJISACTh HECKOJIBKO 3aKpyT-
neHHoN. ChenaTh 3TO HECJOXKHO, JOCTATOYHO B PEXXHME MPOMOPIIMOHAIBHOTO PEIaKTH-
POBaHMS HEMHOTO BEITSIHYTh IIEHTP OCHOBEI.

BrigenuTe 3aroToBKy M MepednTe B PeKUM peakTupoBaHus. Ham HeoOXoamMo yBenn-
YUTh KOJINYECTBO IEMEHTOB CTPYKTYpbl 00bekTa. Haxkmure kinaBuiry <A> amst Bblaene-
Hus Bcero Mesh-o0bekTa u BeimonnuTe koManay Subdivide (HaxoauTces B MEHIO, BBI3BI-
BaeMOM ropsiier knasumeir <W>). Takyro ornepannio pa30MBKH HYXHO BBITIOJTHATH Ye-
TBIPEKBI.

PasBepHuTE 0OBEKT THUILHOW CTOPOHOM M BBIJIEIUTE IICHTPAIbHBIE TOUYKH IO BEPTHKAIH
(cM. puc. 2.55).

IMepeiinure mis npocmoTpa B Bua Top View (KNumPad 7>). BrirounTe pexuM mponop-
MOHATIFHOTO pefakTHpoBaHus KiaBuiei <O> u HeMHOTro nepenasuHbTe (<G>) BhIIENE-
HUe B CcTOpoHy. CTemeHb OKPYIJIOCTH MOKHO pPEryJupoBaTh KOJECHUKOM MBIIIU
(puc. 2.55)

Ceiiuac IpeICTOUT 3aHATHCS CO3AaHUEM OTBEPCTHUH B MOJEIH C MTOMOIIBIO OyNEBBIX OTIe-
pammii. Ho maBaiite HeMHOTO OTBIIEYEMCSI ¥ IOTOBOPHM BOOOIIIE 0 paboTe MOAN(PHUKATOPA
Boolean.

Bsrisiaute Ha puc. 2.56, rae npeactaBicH pe3yibrar padoTel Boolean ma tpeyrosbHOM
3aroToOBKe 0€3 JOMOIHUTEIBHOM Pa3OUBKU €€ CTPYKTYpHI.

Hapymienue reomerpun Hauio. A eciau Takux chep ObLIO 33J1eiCTBOBAHO MHOXKECTBO?
MOKHO CMEJIO NPEATOI0KHTh, YTO TaKas MOJICIb OKaXKETCsS HUKyIa HeroaHoi. OcoOeH-
HO MCKa)XEHHsI OyIyT BUIHBI MIOCIIC MPUMEHCHHUS CTAHAaPTHOTO CriaxkuBaHus Smooth.

MOXHO HECKOJBKO yNYYIIUTh BHEIIHWH BHJ MOJEIH MOCie OyIIeBOW OMepainyu, eciu
MEPBOHAYAILHO YBEIUYHUTh Pa3pelieHne CTPYKTYPbl 00beKTa. DTO M MOHSATHO, BEb all-
roput™m Boolean 6ymer paboTtarh TONBKO ¢ Gim3IeKanUMK daeMenTamMu. Ho TyT BakHO
qyBCTBO Mepbl. UeM Oonbllie pazoura pemieTka 00beKTa, TeM MEIJICHHEE H TsDKellee pa-
6oTath ¢ Mozenbio. Kpome Toro, npu M3MUILHEH MEPErpyKEHHOCTH MOXKET BOOOIIE Mpo-
H30MTH MPOrpaMMHBIH COOM.
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Puc. 2.55. [lopaboTka ThlfIbHOW CTOPOHbI

Pwuc. 2.56. HapylweHus reomeTpum nocne npumeHeHns Boolean
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EcTh HeCKOTBKO METOJIOB OOPHOBI ¢ ATON HAIACTEIO.

¢ Pyunoe yoaneHue nuwiHUXx 21emeHmos. J|Jis OTHOCUTEIHHO HECIOKHBIX OOBEKTOB Ta-
KO# crioco0 MoJ0MAET, HO U TOJBKO.

¢ Bocnonvsosamvcs moougpukamopom Decimate (Vnpowenue). ITOT HHCTpyMEHT
MpeJHa3Ha4YeH JUIsl PEryJIMpOBaHMs KOJMYECTBA IEMEHTOB B 00bekTe. Pabora ¢ HUM
ocymiectBisiercst B pexxume Object Mode. Mmeercst Bcero onHo mone Ratio (TIpo-
MOpILHA), T7I€ MOXKHO YCTAaHOBHUTDH CTEIIEHb YNMpPOIIeHUs. BOT TonbKO ecnu reomMeTpus
3HAYHUTENILHO HapyIIeHa, TO MOJU(PUKATOpP BhIIACT coolmieHue o0 ommoOke: "Non-
manifold mesh as input". Oto o3Hayaer, 4To rae-TO B cTpyKType Mesh-o0bekTa mpo-
M30IILTA IyTaHUIa cpenu dneMeHToB. B Blender ects 3amevarensHas GyHKOus Haxo-
KICHNUS W BBIJCICHUS TAaKUX MCIOPYEHHBIX CeTMEHTOB. Haxomurcs oHa B OKHE
3D View B menro Select | Non-manifold. TTocne ee BeI30Ba mpoOeMHBIE MECTa B pe-
mreTke OyayT BBIACIEHBI. B 3aBHCHMOCTH OT CHTYaIlUH, JINIITHUE SJIEMEHTHI YAAISIOT-
cst wi o0beauHSIOTCS ¢ moMoiipio Merge. Bot toapko Decimate Bpsia jin ogoiiaer
JUIS1 BBICOKOTIOJIMTOHAIIEHBIX 00BEKTOB.

¢ Vempanume napywenusi 6 ckyibnmypHom pesicume. ONTUMAIBLHO JIJISL BBICOKOIIOJH-
TOHAJBHBIX MOzeei. IMEHHO 3TUM ciocoOOM MBI B TATbHEUIIIEM BOCTIONH3yEMCHI.

Temeps BepHeMcsi K HalleMy ypokKy. Bocmonb3yemcsi mpHBEICHHBIM paHee COBETOM
U ellle yBeTNYNM pa3OMBKY CTPYKTYpHI 3aTOTOBKH. Beiiennte Bech 00beKT (<A>) u cie-
naitre Subdivide.

3aiiMemcst co3manueM oTBepcTuil. CoBMECTUTE MacCUB cdep M 3aroTOBKY TakK, YTOOBI
MepBBIe TOKPHIBAIN OIHY M3 CTOPOH TPEYTOJbHHWKA M HAIIOJOBHHY BXOIMJIM B €r0O MO-
BepXHOCTH (puc. 2.57).

Puc. 2.57. CoBmelleHne 06bekToB Ans Oynesor onepaumm

Jo6aBbTe Moaubukatop Boolean nms 3arotoBku. B ero HacTpoiikax BBIOEpUTE METO[
Difference, a B mone Object ykaxure maccu cdep. Bo3MOKHO Ha HEKOTOpOE BpeMs
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KoMIbIoTep "3amymaercs'”, Tak 4yto Habeputech TeprneHus. [locne 3aBepiieHus npocueTa
HaxxmuTe KHOmKy Apply Ha maHenn moaudukaropa st ero NpUMEHEHHs. BreimoiaHute
9TU NEHCTBHS IS K&KI0i CTOPOHBI 3ar0TOBKHU, KPOME ThUTbHO# (puc. 2.58).

Puc. 2.58. 3aroTtoBka ¢ npofenaHHbIMM OTBEPCTUAMU

Jns Mmonenu Ha puc. 2.58 ObuIO MPUMEHEHO obmiee criiakuBanue SMooth. Ogens xopo-
110 BHJHO, YTO Kpasi OTBEPCTUH BHITJIAIAT PBAHBIMU CO CTPAHHBIMH TEMHBIMH TISITHAMH.
OTO Kak pa3 U ecTh pe3yiIbTaT HAPYIIECHHUs T€OMETPUN OOBEKTA.

OtBepcTuil 3/1eCh MHOTO, TO3TOMY CIOCOO CKPYIYJIE3HOTO DPACIUICTEHHUS 3alyTaHHBIX
BepHII/IH HCIIOJIB30BaTh HepeHTa6eJII>HO. 3aTO 3THU CaMBbIC OFpeXI/I MO>XHO HO)IHpaBI/ITI)
B POKHME CKYJBITYPHOIO MojeaupoBanus. Beidoepute mynkt Sculpt Mode B meHio
Mode.

Harma MOZACIb YK€ UMECT NJOCTATOYHYIO pa36I/IBKy CBOEH CTPYKTYPBI. Eciu ecth xkema-
HHUEC, TO MOXCTC I[06aBI/ITI> Z[OHOJIHI/ITGHLHLIﬁ ypOBeHI) C IOMOIIBHO MO)II/I(bI/IKaTOpa
Multires.

[Ipu paccMoTpeHnH KpaeB 00bEKTa B pEXKUME PEAAKTUPOBAHHS OTYETIMBO BUIHO, YTO B
9THX MECTaX K BEpIIMHAM MPHUKPEIUICHO CIUIIKOM MHOTO pedep. XOTsS BU3yalbHO JIaH-
HbIE TPaHM JISKAT HA OJHOW JMHHH C IUIOCKOCThIO O0O0BekTa. [loaToMy OonTHMambHBIM
Oyzet BBIOOp KHUCTH C ACHCTBHEM CTKKUA. C IMOMOIIBI0 HEe MBI TPOCTO TOATSIHEM Kpast
OTBEPCTHH K JIe)eKTHBIM yJaCTKaM M TEM CaMbIM yOepeM BUANMYIO 00JIacTh NCKaKEHUH.
3a01HO 3TUM JieiicTBHEM HeMHOTO AedopMupyeM (HopMbl HAIIUX CIUIIKOM HICATLHBIX
OTBEPCTHUM.
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Takass kucte B Habope Blender umeercs u HaseiBaectcs Pinch/Magnify (Crsk-
ka/Pacimpenue). Beibepute ee u3 crucka kucreit Ha manenu 100l Shelf.

PasBepauTe Mozenpb Tak, 4ToObl pabodas CTOpOHa Haxoguiaach K BaMm JunoM. Ecnu mpu
ITOM JICWCTBUH CHCTEMa TOPMO3HT, TO YCTAHOBHTE rajouky B myHkTe Fast Navigate
(BeicTpas HaBuranus) B rpynne Options B HacCTpo#Kax KUCTH.

3amada cocTouT B crneAytomeM. CHavyana Hy>KHO MOJ00paTh ONTUMANILHBIN pa3Mep KUCTH
(Radius), Beap 00pabaTsiBaTh MPHIACTCS KaKI0€ OTBEPCTHE OTACIBHO. DTO BBl CMOXKETE
clesaTh TOJNBKO ONBITHBIM IyTeM. MV Bce e COBETyI0 YCTaHOBUTH CHIIy Ha)KaTHs
(Strengh) na makcumasnbHyt0 — J1eno moigeT Owictpee. IleHTp Kypcopa coBMmeriaeTe
C KpaeM OTBEepCTHS M KPYrOBBIMH JBIKCHHSAMH 3auIacTe MOBEpXHOCTH. [Ipm sToM
Kpast OTBEPCTHI MOTYT HeMHOTO aehopmupoBathes (puc. 2.59). TakuMm crmoco6oM HYKHO
00paboTaTh Bce BUAMMBIE Kpasl.

Puc. 2.59. O6paboTka 0TBEPCTUS KNCTbIO

JTo6aBbTe HEMHOTO JehOpMaIHH JIJIst CTOPOH MOJIENH C MOMOINBI0 KucTr Brush 6osmpiiio-
ro auamerpa. Ix MokHO JaenaTh kak B pexkume Add, tak u Subtract. TTonpo0Oyiite Takxke
CO3/1aTh YKyC Ha OCTpHe Mojeau. JIJist TOH e MoXeT mofoiTH Kucth Blob B pexxime
Subtract. Pa3Bepunte 00BEKT OCTpHEM K cebe M BBIAABHTE KypcopoM 00jacTh. B 00-
IleM, BCE OCTalIbHOE Ha Ballle yCMOTpeHwe U (anTasmio (puc. 2.60).
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Puc. 2.60. Mogenb chipa

COBET

Bbl MoxeTe obpaboTaTb CLeHy C NoMoLbo ropsiden knaesuwm <F12>. 3anomHuTe, peHaep
BCEraa OCYyLIECTBIAETCH C MO3NLMM KaMepbl. Tak YTo Npu HEOBXOAUMOCTU MaHUNyNMpymnTe
KaMmepon, a He obbekTamu. Ecnn BOpyr 3axoTenocb CoXpaHuTb pesynbTat obpaboTku, To
B OKHE peHAepa HaxmuTe knasuwy <F3>, n nporpamMmma NpeanoXxuT CoXpaHuTb ero B rpa-
cuyeckom chopmare.






MABA 3 —=

KpusBble, noBepxHoctu NURBS

PaboTa Ham Mozenpl0 HAUMHAETCS C IPUMUTHBA M OT TOTO, KaKoil THM ObUT BEIOpaH, 3a-
BHCHUT Ka4eCTBO M CKOPOCTh McToNHeHus. Blender mpeanaraer 60mpi1oi HA00p 0OBEKTOB
Mesh, HO B HEKOTOPBIX CiIy4asX HCHOJIB30BAaHUE HX BBINISIUT HEPAMOHATBHBIM.
HonycTuM, HYXHO cAelaTh MOJENb W3ALIIHON Basbl. [lyTeM HaJOKEHHUS Pa3IHYHBIX
MOJH(UKATOPOB, MCIIOIH30BAHUS COOTBETCTBYIOIIMX HHCTPYMEHTOB MOYKHO JOOHTHCS
XOopommx pe3yibraroB. [IpaBmga BpeMs Ha co3maHue MoJeny OyJIeT HeonpaBIaHHO OOJb-
M. A Beb B MUPE UMEETCS HeMano 00BEKTOB ¢ 00TEKAeMBIMH, MJIaBHBIMU (popMamHu:
JIOAKH, MYy3bIKalbHbIEe HHCTPYMEHTHI, UTPYIIKH, KyXOHHAsl yTBapb. sl Takux MoJeeH
CTOHT HMCIOJIF30BAaTh COBEPIIEHO HHOW TUI MPUMHUTHBOB, @ UMEHHO KPUBBIE.

B sT0i1 rnaBe BbI Y3HACTEC, UYTO TaKOC KPUBBIC, MbI IIOTOBOPHUM O CO3aHUN 06’LCKTOB C UX
IIOMOIIIBI0, To3HaKOMHUMCs ¢ ToBepxHOCTsIMI NURBS.

3.1. OCHOBHbIE NOHATUA

Kpuevle nnu, xak ux elle HasblBAIOT, CHIALHbI — 3TO IPUMHUTUBBL, CO31aBacMble IIPO-
rpaMMOH Ha OCHOBE OIPEAEICHHBIX MAaTEMAaTHUECKUX (YHKIIIH.

Mesh-00BeKT UMeeT KECTKYIO CTPYKTYPY, COCTOSIIYIO U3 BEPIIUH, pebep U MIOCKOCTEH,
JAaHHBIC O KOTOPLIX XPaHATCA B IIOJJHOM U HCU3MCHHOM COCTOSAHHWU. B cBoro odyepeab, IJid
CO3/aHWs CIUTalfHA TMpOorpamMma BBINIOJHSET OIPEICICHHbIE BBIYMCICHUS MEXIY KOH-
TPOJIbHBIMH TOYKaMHU. B urore MMOJIy4ac€TCs, YTO JJId XpaHCHUA KPUBBLIX TPATUTCA CyLIC-
CTBEHHO MEHbIIE HaMsTh, Hexkenu 11t Mesh. Ho 9To He riaaBHOe CBOMCTBO CILIAMHOB.

KpuBble v MPUMUTHBEL, CO3/IaHHBIE HA MX OCHOBE, 00JI/IAl0T OHUM HEOCTIOPUMBIM ILITIO-
COM, a MIMEHHO THOKUM M 3(QQEKTHBHBIM PeJaKTHPOBAaHWEM. B mpuHIHMIE, ¢ MTOMOIIBIO
3TUX NPUMHUTHUBOB MOKHO CO3JaBaTh 00BEKTHI 0001 hopmbl. HekoTopbie naske HCMOb-
3yIOT TOJIBKO uX, UrHOpUpYst Mesh. Ho BaxxHO yMeTh paboTaTh ¢ pa3HbIMH MOIXOAaMH,
YTOOBI BITOCIEACTBUN MPABUIHHO OIPENIEUTHCS C BBIOOPOM HadaJbHOTO "KHpPIUYMKa'.

Blender npennaraer aBe rpynmnbl IPUMUTUBOB, OCHOBAaHHBIX Ha HCIIOJb30BAHUU MaTeMa-
trueckux Qynkumsx: Curve (Kpusas) u Surface (IToBepxHocts). Eciu mepBbie mpej-
CTaBISIIOT COOOH TMPOCTBIE JBYXMEpPHBIE OOBEKTHI, TO BTOpPHIC — 3TO IIOJHOLICHHEIE,
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3aMKHYThIe (urypsl. Kpome TOro, OHU pas3muyYaroTCs MO THIY PacYeTHOW (QyHKIUH:
Bezier (Be3be) 1 NURBS (HeonmnoponHblit parroHansHblii B-crutaitn). He Oynem ka-
catbcsl MOAPOOHOCTEH 1O CIIOCO0y WX BBIYUCICHHMN, BAKHO 3HATh, YTO PEJaKTHPOBAHHE
MIPUMHUTHUBOB Ha OCHOBE UX HECKOJILKO Pa3IUIacTCs.

PaGorast ¢ Mesh, MbI onepupoBai TAKUMH TEPMHUHAMH, KaK BEpPIIUHBI, pedpa U TPpaHu.
A BOT peAakTHpPOBAaHHE CIUIAHHOB OCYILECTBISETCS TOJBKO C MOMOIIBIO BEPIIMH MWIIH,
KaK MX €Il Ha3bIBalOT, KOHTPOJIBHBIX TOYEK.

Konmponwvhvie mouku — 310 y371bl KPUBOI WX ITOBEPXHOCTH, C IOMOIIbIO KOTOPBIX U3-
MeHsieTcsi GopMa MPUMHUTHBA. DTU BEPUIMHBI MOJYUHIIOTCS OOIIMM MpaBHiaM MaHHITY-
nupoBaHus. X MOXHO mepemeInaTh, BpamaTh M MacmradbupoBaTb. B cBoro ouepens
KOHTPOJIbHBIE TOYKH KPUBBIX be3be umerot poryaru (puc. 3.1).

Puc. 3.1. KoHTponbHas Touka ¢ pbl4aramu

Puiuazu — 3TO 37€MEHTHI, TO3BOIISIONINE YIIPABIATH U3THOOM KPHUBOH MEXIY KOHTPOIb-
HbIMH ToukaMmu. Kaxkmas BeprmmHa cHaOXaeTcs ABYMsI pbldaramMu, KOTOPbIE OTBETCTBEH-
HEBI 32 CBOH CETMEHT.

Takxum oOpa3omM, mporece peJaKTUPOBAaHUS CIUTAHOB besbe 3aKimouaeTcs B pa3MeIleHIH
KJIIOYEBBIX BEPILUH B HY)KHBIX MECTaX U PETYJIMPOBAHUS IEPEXON0B MEXIY HUMHU C I10-
MOILBIO PBIYaroB.

Blender nmpezyiaraeT HECKOIBKO THITOB PHIYAroOB JIJIsl PA3HBIX HYX/I.

4 Automatic (ABromatudeckuii). Mcmonb3yeTcs mo ymondanuio. B atom pexume oba
pblUara B3aMMOCBS3aHbI ¥ IPY U3MEHEHHHU TOJIOKEHHUS OIHOTO, PABHOLIEHHO MEHSIOT-
Csl KOOPJMHATHI BTOPOTO.
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4 Vector (BekTopHsrit). Peruar Bcerna cMOTPUT B CTOPOHY CIIEIYIOLIEH KOHTPOJIBHOMN
TOYKH. COOTBETCTBYIOIIIMM O0pa3oM H3MEHSICTCS U KpHBas. DTHUM CIIOCOOOM MOYKHO
JOOUTHCS OCTPBIX YIVIOB Y CIIJIaiHa.

¢ Aligned (BeipoBHeHHBIIT). B 3TOM pexkuMe pblyar ycTaHaBIMBACTCS MapaLIeIbHO 110
OTHOLICHHUIO K COCETHEMY phlYary.

4 Free (CoOoanblil). B oTnuune 0T OCTaNBHBIX THUIOB 3/1€Ch PhIYard MOJHOCTHIO HE3a-
BHCHMBI IPYT OT ApyTa.

3aMeThTe, 4TO MPUMEHEHNE TUIIAa BO3MOXHO KaK JJI OJHOTO phluara B OTAEIbHOCTH, TaK
U K BBIJIEJICHHOM IpyIIe KOHTPOJIbHBIX TOUEK. JTO MO3BOJIIET NO-Pa3sHOMY KOHCTPYUPO-
Bath (hopMmy KpuBOi. K mpumMepy, ecii ¢ OTHOW CTOPOHBI OT BEPIIWHBI HYKEH MPSIMOI
CerMEHT, a C JIPYroi W3BWIIMCTHIN, TO MpUMEHsIOTCS TUIBI Vector u Free k cooTBercT-
BYIOIIMM pblYaram.

Beibop Tuma peryara ocymecteisiercs B Mentro Curve | Control Points | Set Handle
Type (Kpusas | KoHTposibHbIE TOYKH | YCTaHOBHUTH THUI pPblYara) WIH C MOMOIIBIO KOH-
TEKCTHOI'O MEHIO, BBI3BIBAEMOI'0 FOpsYEil KnaBuiien <vV>.

Jlo0aBUTh KPUBYIO HJIM TIOBEPXHOCTh MOXKHO CTaHIApTHBIM criocoboMm u3 Mmento Add.
Blender npeanaraeT nsaTh MPUMHUTHUBOB JUTs CTUIaifHOB U mecth — Juist NURBS.

[pumutueer Curve:

¢ Bezier — npocras KpuBas ¢ AByMsI KOHTPOJIbHBIMHU TOYKAMH;

Circle — 3aMkHyTast OKPY>KHOCTb C YE€THIPHMSI YITPABJISIOIINME BEPITHHAMH;
Nurbs Curve — npocras kpusas NURBS ¢ 4 Bepunaamu;

Nurbs Cicle — 3amkHyTast OKpy>KHOCTb C BOCbMbIO KOHTPOJIbHBIMH TOYKAMH;

* & & o

Path — BcrmomorarenbHass KpuBas IJisi CO3JAHUS TPACKTOPUHM JBIIKCHHUS JPYroOro
00BEKTA.

IMpumuTBe Surface:

NURBS Curve (Kpusas);
NURBS Circle (OxkpyxHOCTb);
NURBS Surface (IToBepxHOCTS);
NURBS Cylinder (I{uuaap);
NURBS Sphere (Chepa);
NURBS Torus (Top).

® & & O o o

3.2. pocTeniume onepauum co crnnanHamm

Ecnu mo6aButh B ClieHy KPUBYIO M TIOMIPOOOBATH 00paboTaTh, TO B HTOTE MOIyYUTE ITyC-
ToM 3KkpaH. Jleno B ToM, 4TO crutaiiHbel be3be 4acTo UCIOJIB3YIOTCS KaK BCIIOMOTraTeIbHbIC
00BEKTHI B aHMMAIMK Wik mpu aedopmanun Mesh. JIiast ncronb30BaHus WX B Ka4eCTBE
3PHUTEIBHBIX 00BEKTOB HEOOXOIUMO 100aBUTh rryOuHy (Depth). DToT u uHbIe MapameT-
pbl moctynHel Ha anenu Object Data okna Properties (puc. 3.2).
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Half

" Fill Deformed

Puc. 3.2. Hactponku
KpuBoW

Tak xak crutaiiH sBisAeTCsI 0OBEKTOM IByXMEpHBIM, a MbI Bce ke paboraem B 3D-mpo-
CTPAHCTBE, TO Pa3pabOTUNKU 03a00TUIINCH BO3MOXKHOCTBIO MEPEKIIIOUEHHS €T0 U3 PeXU-
Ma 2D B 3D. [lepekiroueHre OTHOCUTCS TOJILKO K BO3MOXKHOCTSIM MaHumyJssiuuu. K npu-
Mepy, eciau paboTa UIAET Haj CO3JaHUEM IUIOCKOIO JIOTOTHIIA, TO yIoOHee BKIIOYUTh pe-
xuM 2D. B sToM citygae He OyZeT BO3MOXKHOCTH IE€peMeNIaTh BEPLIMHBI KPHUBOU II0
KoopAuHaTe Z, 4TO UCKIIOYHT ciydaiiHoe McKakeHue (opmbl. [Ipuuem 3T0 Kacaetcs
TOJBbKO pefakTupoBanusd. [lepemernaTs 1o cleHe KpUBYIO MOXHO Kak 3a0JaropaccyauT-
cst. BeIOop pekuma oCyIecTBIsIeTcsl B HaCTpoiKax cruiaiiHa kaonkamu 2D u 3D.

3TO BAXHO!

Ecnu, npy pegakTMpoBaHuM KpyBOiA BepLUMHbI OGbEKTa pacrnosfiaraloTcsl Ha pasHoW BbiCoTe
no Z, To NepeknioyeHre B pexumM 2D BbICTPOUT BCE KOHTPOJIbHbIE TOYKM Ha OZHOM noc-
KOCTM.

I[Mpocreiinias MOfIeNIb, KOTOPYIO MOKHO CIETATh M3 KPHBOU (KOHKPETHO UMEETCS B BUIY
npumuTHB Bezier), — 3710 Bojioc, mpoBo, Tpyda U Bce ocTanbHOE B TakoM poje. Blender
npeuiaraeT ABa BapHaHTa co3laHusi oObeMa y cruiaiiHOB: Extrude (BeigaBnuBaHms)
(puc. 3.3) u Depth (I'ny6una) (puc. 3.4). O6e onuun HaxomsTcs B 3akiaake Geometry
(Teometpust) okna Properties (cm. puc. 3.2).

Ecmu dyuxmus Extrude BeimaBmuBaer o6beM 10 KoopauHate Z, To Depth mpoussogut
3T0 ¢ "rpansmu” KpuBoil. CioBo "rpaHu" He 3ps B3SATO B KaBBIUKH, BEIb 10 YMOTIAHHIO Y
CIUTalHOB WX TpocTo HeT. Ho ecnu mpencTaBUTh KpUBYHO Kak HA0Op OJIM3KO CTOSIIHX
cdep, TO MOXKHO MOHATH, Kak Depth u3MeHsieT MpUMHTHB.
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Puc. 3.3. PesynbTat nsmeHeHusi Extrude

Puc. 3.4. Pesynbtat uameHexust Depth
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CrpanHblii BHJ KpUBOii mocie usMenenuss Depth o6bscHsieTcs: Tekymumu arpubytamu
3anuBKU. Bo3MoskHbIe BapuanThl Haxostes B rpymme Fill (cm. puc. 3.2):

¢ Half (ITonosuna);
Front (Criepenn);
Back (Csamn);

Full (TTotaocThIO);

* & & o

Fill Deformed (3anuBka mocne nedopmarun). Mcnonb3yercs it KOPPEKTHPOBKH
10CJjIe MPUMEHEHHSI HEKOTOPBIX MOIU(HUKATOPOB HITH TP aHUMALIHH.

JInst mosydeHus KeJaeMoro BHa MpoBojaa Hy:KHO BeiOpath B Menio Fill mynkr Full
(puc. 3.5).

Puc. 3.5. Kpusas nocne ycraHoBku napameTtpa Fill

KBagpaTHOCTh MOzEnr 00BSICHSETCS HU3KHM pa3pelieHHeM y KPUBOH, KOTOPOE CTOUT TIO
yMourdanuio. JIjs M3MEHEHHs 3TOro cBoicTBa mMeetcs mose Resolution (Paspemienue)
B rpymnie Geometry. YBenuueHue ero NpuBeIeT K HY:)KHOMY pe3ynbTaty (puc. 3.6).

ITo cpaBuenuto ¢ Mesh GyHKIK pegakTHPOBaHKs y CIUIAHOB BeCbMa HeOOraThie, HO UX
JIOCTATOYHO ISl BOIUIOIIEHHS JIF000H 3amyMku. Bo3sMeM omsarh 3a o0Opaselr] IpUMHTHB
Bezier. ITo yMOI4aHHIO OH KMEET BCETO JIBE KOHTPOJIbHBIEC BEPIINHbI. B HEKOTOPBIX City-
Yasx 3TOro SBHO HeMocTaToyHO. CaMblil mpocToil cmoco0 A00aBiIeHNsT HOBOW TOYKH —
9TO BBIMOJHUTH XOpOWIO 3HakoMyko ¢yHkuuio Subdivide. B ortnnune ot Mesh, xena-
TEJIBHO Pa30MBaTh CETMEHT MEXTy IByMsI BEpIIMHAMH, a HEe TI0 BceMy 00beKTy. JlenaeTcs
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9TO TMPOCTO: BBIACISIOTCS BE CMEKHBIE KOHTPOJIBHBIC TOUKH, MEKIY KOTOPBIMU HYXKHA
elie OjiHa, HaKUMaeTCst KiiaBuia <W> u Beioupaercs myHkT Subdivide (kHomnka ¢ Takum
e Ha3BaHueM npucytctByeT U B T00l Shelf). Vaanenue HeHy HOW BEpIINHBI BBITOJIHSI-
eTCs1 ¢ TIOMOIIBIO CTaHAapTHO# KoMaH sl Delete (<X>).

Pwuc. 3.6. Nposopa 13 cnnanHa

MokHO Tarke McIojib30BaTh komaHmy Extrude. Ipumensats ee ciemyeT K KpaitHUM
BepiMHaM. B 3ToM cityuae OyneTr co3/iaH HOBBIM CErMEHT ¢ 100aBICHUEM KOHTPOJIbHOU
TOYKH.

WHorna ObIBaeT HYXKHO c/eNaTh KpUBYIO 3aMkHyTol. Takas gynkuus B Blender numeetcs
u HazbiBaetrcs Toggle Cyclic (IlepexnroueHue 3anuKIuBaHus1). BBITOIHUTE €e MOXXHO
TOJIBKO B pekuMe penakThupoBaHus. CMbIc pabOTHl 3aKIIOYAETCS B TOM, YTO MEXKIY
KpallHUMH BEpIIMHAMH MPOKJIAIbIBACTCSA €LIe OAMH CETMEHT M TaKUM 00pa3oM (Qurypa
3aMbikaetcs. [IpuyeM HHTEpPECHO, UTO IS €€ BBIIOIHEHHS HE0OX0IUMO BBIJCIICHUE XOTS
OBl OJIHOW KOHTPOJILHOM TOYKH, HEBa)kHO Kakod. Brtopuunsiii Bb3oB Toggle Cyclic
BEpPHET KPUBYIO B NEPBOHAYAJILHOE COCTOSIHUE. 3allOMHUTE €l OJIHY OCOOEHHOCTh —
pe3yabTaT paboThl 3TOW KOMaHAbI pa3nuieH A pexxumoB 2D u 3D. B mepBoM cityuae
BBl TOJIyYUTE 3aMKHYTYIO KPUBYIO C 3aJMBKOH, BO BTOPOM — IIPOCTO OKPY>KHOCTBH
(puc. 3.7).
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Puc. 3.7. O6wbekT cneea B 3D, cnpaBa — 2D

3.3. Nedbopmauma o6bEKTOB C MOMOLLLIO KPUBOU

YacTo KpUBYIO HMCIIOJIB3YIOT KaK BCIIOMOTATENbHBIN MPUMHUTUB IS JeopManuu MHOTO
obbekta. IIprueM B KadecTBE BTOPOTO MOTYT CIY)KHTh Kak CIUTaifiHbl, Tak u Mesh.
C mOMOIIBIO 3TOTO CIOCO0a MOXKHO C JIETKOCTBIO JOOWTHCS MOPA3UTENFHBIX YCIEXOB.
Haunewm chauana ¢ nedopmanuu CrijiaifHOB.

Homnyctum, Hyx)HO nedopmuposars npumutus Bezier Circle. Kak npasuio, B kadecTse
BCIIOMOTaTeJIbHOr0 00beKTa OepyT MPOCTYI0 KpUBYIO Bezier, Ho HUYTO He MemaeT uc-
10JIb30BATh JIFOOOH CIUTafHOBBIA IPUMHUTHB.

Ha nanenu nactpoek Bezier Circle B rpynme Geometry ects nsa momst: Taper Object
u Bevel Object (cm. puc. 3.2). VIMeHHO TaMm BBIOMpAeTCs BCIIOMOTATENBHBIH OOBEKT
B CIICHE.

Kax BbI yxe 3Haete, rpynna Bevel ynpasnser coznanuem kpomku. Eciu mpocto n3me-
HuUTh mapamerp Depth, To okpykHOCTH MOMY4UT BUJ, Kak Ha puc. 3.8.

Teneps eciu co3nath B clieHe npuMuTHB Bezier u Boibpats ero B mose Bevel Object, To
OKPY)KHOCTH U3MEHHUTCS B COOTBETCTBHH ¢ (POPMOIA BCrIOMOraTeIbHOM KpuBoii (puc. 3.9).

3TO BAXHO!

Ecnu none Depth y o6bekTa umeeTt 3HavyeHue, OTNMYHOE OT HYNEBOro, TO BbIOOP BCNOMOra-
TenbHOM KpmBown B Bevel Object c6pocut napameTp Depth.

VYnpasnenue aedopmanmeii 00beKTa OCYLIECTBISIETCS MyTEM MaHMITYTUPOBaHUS (POPMBI
KpPHBOH B pexuMe perakTHpoBaHus. Kpome TOro, Ha KOHEUHBIH pe3ysbTaT BIUSET U
MacuTad BCIIOMOraTeJIbHOrO NPUMHUTHBA.
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Puc. 3.8. PesynbTat nsmeHeHusi Depth y npumutusa Bezier Circle

Puc. 3.9. Bezier Circle npuHsina doopmy KkpuBoii

[TyTeM HecI0KHBIX MAaHUITYJSIHNA C BEPIIMHAMH KPUBOM MOKHO OBICTPO IOIYYUTH IIPH-
emiieMblii pesynbTaT. Tak, Ha puc. 3.10 u300paxkeHa Tapeika, co3JaHHas C MOMOIIBIO
omnmcanHoro crnocoba. [lpudem ocHoBHOI 00bekT Bezier Circle He moaBepraincs Huka-
KoMy penaktupoBanuio (puc. 3.10).

CmoBo "Taper" ¢ aHMHIICKOTO MOXKHO TEpeBECTH Kak 'cyxaTs'. B mpuHImme, 3to u
MPOMCXOIUT NpH akThuBanuu omipu Taper Object. maBHOE yClIOBHE €ro MCIONIb30Ba-
HUSl — 3TO HaJuuue oObeMa y MCXOIHOrO MpUMHUTHBA. Bo3bMeM, K mpuMepy, B KpH-
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BbIe besbe, rie ofHa OyneT BCOMOTaTeNbHOM, a Ipyrasi OCHOBHAs. Y CTAHOBUM JUIsl BTO-
poro oobekrta mapamerp Depth pasubiM 1, a EXtrude — pasubim 0. BeipaBHum 06e kpu-
BbIE C TMOMOIIBIO peskuMa phidaroB Vector u nodasum B noste Taper Object Bcriomora-
TEeIbHBIN MPUMHUTHUB. B uTOre mosyuntcs gammoBeiii abaxyp (puc. 3.11).

Puc. 3.10. CneBa BcriomoratenbHas kpueas, a cnpasa AedopMmpoBaHHbin npumutuse Circle

Puc. 3.11. Abaxyp n3 kpuBoi beabe ¢ nomolubto Taper Object




Kpusenie, noeepxHocmu NURBS 105

Ko BceMy cka3aHHOMY HY’KHO J00aBHTbh, YTO KPUBBIC MOKHO HMCIIOJIb30BaTh IS 1e(Op-
Marun 06bekToB Mesh. BoT ToibKo s HUX CYHIECTBYET CHEIUAIbHBIN MOIH(PHUKATOP
Curve (Kpusas) (puc. 3.12).

Jocratouno ykasats B moie Object HyXHYIO KpUBYIO M BBIOPAaTh OCh, BJOJIb KOTOPOM
Oyxer npoucxoauth Aedopmarms. [Tpunimn paboTel mpocToi: u3Mensere GopMmy KpH-
BOI — MeHsieTcst caM 00bekT (puc. 3.13).

Add Medifier

Pwuc. 3.12. Hactpoviku Puc. 3.13. CBepxy BHM3 noka3aHbl hasbl ABMKEHNS cdepbl
Moaudmkatopa Curve BAONb KPUBOMN
COBET

Wcnone3ynte mexaHuam Snap ([prBsi3ka) Ans COBMELLEHNSI LEHTPOB ABYX 00BbeKTOB. VHa-
Yye puUcKyeTe NonyYnTb HEMOHATHOE NOBEAEHME KOHTPONMpyemoro obbekTa.

3.4. Co3paHue o6beMHbIX moaenen

Y3ke MOHSATHO, YTO CIUIAHBI YI00OHO MCTIONB30BaTh JUIsl CO3IAHUS IIOCKUX MOJICNCH WiTH
00BEMHBIX (UTYP C MOMOIIBIO JTOTOJHUTEIBHONH KpHBO#. M BCe kK€ BO3HUKACT MBICIH
0 HEKOTOPOH YIIEpOHOCTH TAaKOTO POJia MOJEIHUPOBAHHMS, [0 CPABHEHHIO C BO3MOXKHO-
crssmu Mesh. Tak MOKHO M CI€IaTh YTO-IHO0 CEPhE3HOE C MX IMTOMOIIBIO?
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OxaspiBaetcs, qa. CrulaliHpl — 3TO MOIIHEWITUI MHCTPYMEHT JUIsS CO37aHus oOTeKae-
MBIX, 00BEMHBIX Mozeiei... Bece Tex ke Mesh. 1 He B kauecTBe BCIIOMOraTeabHbIX 00b-
€KTOB, a KaK OCHOBA CO3IaHMUs MOJEIH.

Bo muorux kaurax no 3D-MoIeIMpOBaHUIO B Pa3IMYHBIX MPOrpaMMax paccKas3blBaeTCs
0 crioco0e Co3MaHmsI TAKUX MOJIENEH, Kak Ba3a, Ookail, KyBImuH. M 3TO BOBce HE 3ps. Mo-
JISIUPOBAHUE ATUX OOBEKTOB — CIIO)KHOE M MYTOPHOE IO, €CJIM HMCIIOJIb30BaTh CTaH-
JMapTHbIC (QYHKIUK pelakTHpoBaHus mpuMuTuBoB Mesh. To ixe camoe OTHOCHTCSA |
k Blender.

JlomycTuM, HYXHO CIeTaTh TPEXMEPHbIN cTakaH. [lepBasi uaess — 3TO BOCIOIb30BATHCS
oowektom Circle u3 rpymmber Mesh. Kaxercst, HeT HUYETo CIIOKHOTO. BhigaBiuBaeM u3
Hero (opMy 1Mo KOOpAHHATE Z, €CIM HYXKHO, HEMHOTO pacIIupsieM MyTeM MacIuTadbupo-
BaHUSI BEPXHIOK YaCTh, yAydIllaeM BHEIIHU BU ¢ momoInsio Multeres u Byais, 00beKT
roros!

A ecny MOHAAOOMTCS CMOAETMPOBATh KYBIIUH MM OOBIYHYIO OYTBUIKY C UX HEPaBHO-
MepHoii ¢popmoii? JlaHHBIH crtoco0 SBHO HE TOAUTCS.

IMpumuteel Mesh umeroT 3ameuarensHyio Gyaknuio Spin (Bpamenune). CyTh ee 3a-
KJIIOUaeTCsl B TOM, YTO OHA CO3/aeT KOMUHU 0OBEKTa B IPOLECCE BpAILEHUs Ha OIpese-
JIEHHBIH rpagyc. B urore momydaercs, 9To JOCTaTOYHO CAENATh OAUH CEIMEHT MOJACTH U
MPOBEPHYTH €r0 BOKPYT OCH. MOXHO, KOHEYHO, JTAHHBIH 00pasel cesaTh H3HAYaIbHO B
Mesh. Ho cmmaiiHel uMeOT OZHO HeocHnopuMoe IpeumymiecTBo nepexn Mesh-
00BEKTaMU — OHHM ONTHMAJIBHO TOAXOAST U CO3AaHUs IUIABHBIX M3THOOB (DUTYPHI
PaccMoTpuM Ha pakTHKE, KAk MOKHO CO3/1aTh Ty JK€ caMy OYTBUIKY.

Hns Hauana HaliauTe B KadecTBe oOpasma molyro dororpaduio ¢ OyTHUTKOH WK BO3b-
MuTE roToBYIO U3 manku Scenes\glava3\bottle.jpg n3 apxusa npuMepoB K 3TOM KHHUTE (CM.
npunodxcenue 2). Co3naiiTe HOBBIH MPOEKT U YAATUTE KyO U3 CIICHBI.

Temnepsr ycTaHOBUTE KapTUHKY B KadecTBe (GoHa okHa 3D View Ha maHenu CBOMCTB
(<N>). Tlepexsmountech B pexkum Bupa Front View (<NumPad 1>) B opToroHamabHO#M
npoekuu (<NumPad 5>).

Jobasste B cueny npumutus Add | Curve | Bezier. TTo ymMonr4aHuio OH pacroyiaractcst
B iockoctd XY. [ToaToMy HyXHO pa3BepHyTh ero "auinoM" k cebe. Y CTaHOBHTE Ha Ta-
HEJTH CBO#CTB B rpymme Rotation cremyromue 3sHadeHus:

¢ X=90
¢ Y=-90
¢ Z=0

VBenuubTe MaciTad KpHBOW TakK, 4TOObI OHA MO BEPTHUKAIM COBHaJajia ¢ 00pa3lom
(puc. 3.14).

Hacrano Bpemst coznats KOHTYp OyTBUIKH, IPUYEM HE BCEH, a TOJIBKO OAHOM M3 CTOPOH,
CKa)keM, JieBol. [Io ymMo4aHuIO CIUTIaliH UMEET BCEro JIBE KOHTPOJIbHBIE TOUKH, YETO SIB-
HO Mauo. [Toatomy B pexume penaktupoBanus (<Tab>) BelaenuTe Bce KiaBulied <A> u
Haxxmute <W>. B nosiBuiuemcst MmeHro Specials Beibepure ¢pynkuuio Subdivide. Urak,
y’Ke CTaJio TP BepUIMHBL. Termepb MOKHO HOBYIO BEpIIMHY MOJATOHSTH 1O/ KOHTYp TpH-
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Mepa: BBIICISCTE TOUKY, IEPECHOCHTE Ha HY)KHOE MECTO, 3aTEM C MOMOIIBIO PHIYaroB Ha-
CTpauWBaeTe CTENEeHb KPMBU3HBI. TOYHO TaK K€ IMPOUCXOMHUT paboTa M Ul BCEH YacTH
oyteuikH (puc. 3.15).

Puc. 3.14. O6pasel, KapTUHKN
C NOArOTOBIEHHOW KPMBOM

Ecnu ceiiyac HemocpeICTBEHHO MEpeiiTH K omepaiuu SPIiN, TO y HAaC MOIyYUTCs OyThUTKa
U3 OUCHb TOHKOTrO cTeksa. OcoOeHHO 3TO OyIeT 3aMeTHO y ropiblika. [1o3ToMy HyKHO
I00aBUTh TONIMHY CTEKITY.

Crenatb 310 mpocTo. JI0cTaTOYHO MPOAYOIHPOBATEH B PEKUME PEIaKTHPOBAHUS KPUBYIO.
Haxxmure wmaBumry <A> i BbIIeNICHHS Bcex BepiinH W kHonky Duplicate Curve
(dy6nukar kpuBoi) Ha nanenu T00l Shelf. Teneps nepeaBuHbTE €€ Ha HYKHOE PACCTOSI-
Hre. Tak Kak AyOnuKar ObUT CO3[[aH B PEXKUME PEAaKTHPOBAHHMS, TO OH SBIISICTCS YACTHIO
Hale KpuBoi.

OOpaTtuTe BHUMaHUE Ha TO, YTO MEXKAY ABYMs KPHBBIMU HaudaJlbHbIC M KOHEYHbIE TOUKH
HE COeIMHEHBI CETMEHTaMH, T. €. CIUIaiH He 3aMKHYT. OCTaBJIATh 3TO HU B KOEM CIIydae
HeJb3s1, 10O mocie onepayu SPiN Tam OyIyT OTCYTCTBOBATh MOMUIOHbBL. HyXHO X 00b-
CIUHUTD.

BripoBHANTE KOHEUHBIE TOUKM TaK, YTOOBI OHM HAXOIAWIMCH MAapajuICNbHO APYT IPYTY.
Beigenute BepIIMHBI Ha HIDKHEH 4acTH W Haxkmure KiaBumy <F> (komanma Make
Segment (Co3aatk cermMeHT) B MeHI0 Curve). OHU TOJKHBI 00BEIUHUTHCS HOBBIM CET-
MeHToM. TO ke camoe mpojenaiite ¢ BepxHeit 4acToio (puc. 3.16).
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Puc. 3.16. loTtoBag
KpuBasi
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®ynukimsa SPin goctymHa ToibKO i Mesh-00beKTOB, MO3TOMY BBIMOJHUM KOHBEPTH-
poBanue cmaitna B Mesh. Beinenute B pexxume Object Mode kpuByro u BbiOepute
nyHkT MeHto Object | Convert to | Mesh from Curve/Surf/Text.

Kak yxe ObLIO cka3aHO, SPIN BBIMONHSAECT MMOBOPOT BBIACICHHBIX 3eMeHToB Mesh-
00BEKTa Ha OIpPEEICHHBIN Tpaayc BOKpyr neHTpa 3D Cursor. CooTBETCTBEHHO HYXKHO
YCTaHOBHTH JaHHBIN Kypcop ¢ moMorisio komanael Object | Snap | Cursor to Selected.

Boiigute B pexxuM pelakTHpOBaHUS, BBIJIEINTE BECh O0BEKT KIIaBHIIEH <A> u nepeian-
Te B OKHO TipocmoTpa Top View (KNumPad 7>).

[Mocne Haxarust kHonku SPin Ha manenu T00l Shelf otkpororest HacTpoiiku (yHKIHH.
VYcTaHOBUTE ClIETYIOIIHE 3HAUCHUS:

¢ Steps (Illarn) = 30
¢ Degrees (Yron) = 360

[MonyuuBmiasics MoJienb OYTHITKK H300pakeHa Ha puc. 3.17.

Puc. 3.17. Mogenb GyTbinku
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3.5. 3Hakomumca ¢ noBepxHocTaAMuU NURBS

Horuuku npu 3nakomctBe ¢ NURBS wacto HemoymeBaroT, JUisl 9e€ro CTOIb HEMOCHTYIII-
HBIA ¥ CIOXKHBIH MHCTPYMEHT MOeT NoHanoOuThes. B neiicteurensnoctn NURBS mo-
3BOJISICT CO3/IaBaTh CIIOKHBIC (POPMBI 332 CUMTAHHBIC MTHOBeHUS. [IpaBia, Uit 3TOT0 HYX-
HO 00JIa/IaTh OIPEJCIICHHBIM MPOCTPAHCTBEHHBIM BOOOPKEHHEM, YMETh MPEICTABISATH
OyayIIyr0 MOJENb B pa3pese, Belapb TexHoorus moaeaupoannus ¢ NURBS cunbHO oTiin-
qaeTcs OT yke mpuBsraHoro Mesh.

B orianune ot paccMmorpeHHbIX KpuBbix besbe, NURBS umeror copepiiieHHO HHYIO
CTPYKTYPY, CHOCOOBI pelaKTUPOBaHUs. DTO HE 3HAYMT, YTO (PYHKIIUHM PEIAKTUPOBAHUS U
MaHWMYJISIMKA Y HUX B KOpHE WHbIC. [IPOCTO HY)KHO YYHUTHIBATH ONpEACTICHHBIC MTPaBUIa
pa6otsl. Ecnu kpuesie NURBS B pabote ocobo He otnuyarotes ot Bezier, To ¢ mosepx-
HOCTSIMH COBCEM JIPyTast CUTYaIlHsl.

o cpaBHeHwmIo ¢ besbe, MOBEpXHOCTH MOKHO paccMaTpUBaTh KaK TPEXMEPHbIE 00BEKTHL,
HO C O4YeHb O0JbIION HaTsHkKoW. C OJHON CTOPOHBI, Y HUX €CTh JAOTIOJIHUTEIBHOE U3Me-
peHue, ¢ Ipyroi CTOPOHBI, BCE MMOBEPXHOCTH, JaKe 3allMKICHHbIE, HE UMEIOT o0bema. 1o
JIOTHKE, TPEXMEPHBIMH OOBEKTaMH MOTYT Ha3bIBaTHCS TOJIBKO TE, YTO HMEIOT OOBEM.
U Bce xe B cpaBHeHHMH ¢ mpocThiMu KpuBbIMH NURBS sBisiroTcs TpexmepHbIMU. ITO
Ba)YKHO YSICHUTB JUII TOHUMAaHUs paboThl ¢ HUMHU.

B pexumMe penakTHpOBaHUS MMOBEPXHOCTH MPEIJIATalOT CTPYKTYPY, BHEIIHE HAIIOMH-
HAFOIIYIO BCIIOMOraTeNbHbIN 00bekT Lattice (puc. 3.18).

Puc. 3.18. Nurbs Surface B pexume pegakTvpoBaHus
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a u npuniun pabotsl HanoMuHaeT Lattice. Bel He MokeTe HAMPSAMYIO U3MEHATH 00b-
€KT, HO BIMSIETE HAa HETO C TOMOIIBIO BCIOMOTaTeILHON PELICTKY.

B otnomenun NURBS BakHO 3HATh, 4TO penreTka nMeeT a8a mamepenus: U u V. B pe-
KUMe peakTupoBanus pedpa U OKpaIlleHbI KENTHIM IBETOM, 3 V — PO30BBIM.

Jns uzmenenus: GopMbl IPUMHUTHBA CYLIECTBYIOT KOHTPOJIbHBIE TOUYKH, HO B OTJIMYHE OT
Bbe3be TyT He MMeeTcs pBIYAroB, M OHHM BCErja yIpasisioTcs B mpoctpancTse 3D (a He
2D, KaK y KpUBBIX).

B ornnune oT cIaiiHOB, U3MEHATH KOJMYECTBO JIEMEHTOB CTPYKTYPHI PELIETKH BO3-
MO>KHO TOJIBKO IIEJIMKOM I10 OJHOMY U3 HampaBieHuil. CkaxkeM, B KpuBoil be3be HeT HU-
KaKUX CIIOKHOCTEH ¢ J00aBIIeHWEM OIHOW KOHTPOJHHON BEPIIMHBEL, HO B CIydae C IO-
BEPXHOCTSIMHU 100aBIIsATh npuaercs nenyro auanuio U nian V. OTo cpaBenianBo A BCeX
OCTaJIbHBIX omeparuii, Takux kak Extrude, Delete, Subdivide.

PaccmoTpuM ocHOBHBIE CLIOCOOB! PeAAKTUPOBAHUS TIOBEPXHOCTH.

¢ Pedaxmuposanue popmol. Kak yxe ObLIO CKa3aHO, 3/IeCh HET OTIIMYUH OT TOM Ke pa-
00ThI ¢ KpuBbIMU be3be. BoiessieTcss BepIinHa WA TPYIINa BEPIIUH U BBITOTHSICTCS
CTaHIapPTHOEe MaHHUITYJTHPOBAHUE: TEPEMEIIICHIE, MacIITAONPOBAHKE, POTAIIHSL.

¢ Jlobasnenue pebep. ITy 3aaady MOXKHO BBIIIOJIHHUTE, K IPUMEPY, IPH MIOMOIIN KOMAaH-
ae1 Extrude (<E>) 1 TOJIbKO 1151 KpaitHUX CTOPOH penieTku. JIJist eHTpaibHBIX pedep
BBIJIaBIMBaHNE HEBO3MOXKHO. Heo0XonumMo BBIAETUTH BCE TOUKH HYXKHOH CTOPOHBI U
Ha)kaThb KjaBumy <B>.

COBET

Blender npegnaraeT apdekTnBHbIV CNOCO6 BbiAENeHNA BCEX TOYEK MO HY>XHOMY Hanpasre-
HWto. [INa 3TOro AOCTAaTOYHO OTMETUTb OAHY KIHOYEBYIO BEPLUMHY U HaxaTb <Shift>+<R>.
OTa KkOMaHAa nepekniovaeT BbigeneHne pebpa, Ha KOTOPOM NEXWT Todvka, ¢ n3ameperus U
Ha V 1 obpaTHo.

¢ Yoanenue pebep. llpunuun Bce TOT xe. Brigensiercs ¢ momomrsto <Shift>+<R> pedpo
HY)KHOTO HamlpaBJIeCHHs W BbIIONHSAeTCS komanma Delete (<X>). B ommmune or
Extrude moxHo yxansats mobsie pedpa, a He TOJIBKO KpaiHue.

NURBS umeroT HacTpoiiku, pactosoxenHbie B okue Properties (puc. 3.19).

I'pynma Resolution ycranasnuBaer pasperieHue npuMuthBa s okHa 3D View u pen-
aepa. [IpryeM 3TO MOXHO cAenaTh Ui pa3HbIX 3Mepenuil. Omnuun Preview orsedaror
3a okHo 3D View, a Render — 3a o6pabotky. [Ipudem ycranoBka 3HadeHust 0 B MOJISIX
Preview mpuBeset Kk 06pab0oTKe MPUMHUTHBA ¢ MAKCUMAIBHBIM Ka4eCTBOM.

Bakmanka Active Spline orseyaer 3a BHEIIHHI BHI NMPHUMUTHBA. Bce mous sIBISIOTCS
YHUKAJTBHBIMH JIJIS1 Pa3HBIX HAIIPABJICHUA:

¢ Cyclic (3auukniBanne) — 3aMbIKaHUE (PUTYPBHI;

4 Bezier (be3be) — BKIFOUHMTE ITH OIIIMH, €CIH XOTHTE, YTOOBI (UTypa BBITJISICIA, KaK
mpocrasi Kpusas 0e3 o0beMma,

¢ Endpoint (KoneuHsie TOYKH) — BKJIIOYECHHE ITHX OMIHUIA 3aCTaBUT MPUMHUTUB PacTsi-
HYTBCS 110 BCEH pEILETKE;
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Puc. 3.19. Hactporikn
NURBS

+ Smooth

¢ Resolution (Pasperiienne) — kauecTBO MPUMHUTHBA 110 KoopauHaTam U u V;

¢ Smooth (CrnaxuBaHue) — CTaHIAPTHOC CTIaKUBaHUE I 00bheKkTa. PaBHOIIEHHO
To# e omiu B Tool Shelf.

Oco060 Hy)HO ocTaHOBUTHCS Ha oty Order. C ee NOMOILIBI0 MOKHO YCTAaHOBHTH COOT-
BeTcTBHE (HOPMBI MPUMHUTHBA C PELICTKOM penakTUpoBaHus. Jlydimie Bcero mpuHUUI ee
paboThl MOKHO TIOHSTH, B3TJISTHYB Ha puc. 3.20.

Puc. 3.20. CneBa Order = 2, a cnpaa Order = 4

Paccmotpum HeOonbmIoi npaktudeckuit mpumep padborel ¢ NURBS. Ha puc. 3.10 noka-
3bIBAJICS. BAPHAHT CO3[aHUSI MOJICIH TapeKH C MOMOIIbI0 IBYX KpuBbIX besbe. Tak me-
JIaTh MOXHO, BOT TOJIGKO CIIOCOO OOJBHO KANPH3HBIA M 3aBUCHT OT TOYHOCTH Aedopma-
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nuu BecnoMorarenpHoro cruraitHa. C momombro NURBS 310 MoOXHO cnemate ropasgo
osIcTpEE.

[Mpexxne yem HauaTh pabOTy HaJX MOJETBIO, HYXKHO IIPEJCTaBHTh €€ CKEJeT, TOYHee,
MBICJICHHO pa30uUTh 00BEKT Ha KIIIOYEBBIE CETMEHTHL. B KauecTBe OCHOBHOTO NMPUMHUTHBA
Bocrnosib3yemcsi NURBS Circle (OxpyxHocts). /I06aBbTe 3TOT MPUMHTHB B CICHY W3
menro Add | Surface | NURBS Circle.

3agaya oyeHb MpOCTasi — B OKHe mpocMotpa Front View (<NumPad 1>) HyxHO cie-
JIaTh elle TPH KOMHUK NPUMHTHUBA U U3MEHUTH UX MaciuTal. [IpuHiun cneyromuii:

1. B pexxume Object Mode Boinenuts Circle npaBoit KHOITKOW MBIIITH.

2. Haxatp knaBumu <Shift>+<D> ny1st BBITOTHEHUST TyOTUPOBAaHUS U IEPEMECTUTH HO-
BBIIl 0OBEKT 10 KOOpAWHATE Z.

3. Haxarp knaBumy <S> myis u3MeHeHHs MaciuTata.

B uTore crieHa 1omkHA BBITIISICTh TaK, Kak Ha puc. 3.21.

Puc. 3.21. 3aroToBku Ans mogenuv Tapenku B Bugax npocmotpa: Front, Top un User

BoT 370 1 moHMMAaJOCh N0/ OHSATHEM "TIPpOCTpaHCTBEHHOE BooOpakeHue". Kak Buamre,
CXEMaTHYECKH OKPYKHOCTH OOPUCOBBIBAIOT KOHTYP OYyAyILEH MOJIEIH.

Crenaiite emie OgHy KOMMIO CaMOMl HM)KHEH OKpPYKHOCTH, CABUHBTE HEMHOI'O BHHU3 U
YMEHBIIUTE MaciTad. DTo HEOOXOIUMO IS 3aJIMBKU THHIIA Tapeniku (puc. 3.22).

Tenepsr HyHO OOBEIMHUTH BCE NIPUMUTHBBI B OJMH OOBEKT. BhlIennTe MX M HAXKMHTE
<Ctrl>+<J>. Boiigure B pe:KHM PeIaKTHPOBAHUS M BBHIOJHUTE 3aIMBKY OOBEKTa C IMO-
Mol kinasumm <F> (puc. 3.23).

V3ke HeUuTo IMoxoxkee Ha TapeJIKy, BOT TOJILKO OTBEPCTUC B JHUIIIC...

Ha camom neme yOparh ero O4eHb JIeTKO, IMyTeM MaclITa0MpOBaHUs CaMoil HIDKHEH
OKPYKHOCTH. [[J1s1 3TOr0 nmepeniuTe B PeKUM PENAKTUPOBAHUS U BBIICINUTE BCE BEPIIM-
HBI OKPY>KHOCTH. Y MEHBIIUTE C MOMOLIBIO KJIABUIIN <S> JHUAMETP OTBEPCTHUS 1O MHUHHU-
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MmasbHOro. Tenepp mepeiiinte B HACTPOUKH MOBEPXHOCTH M BKJIOUKTE omiuio Endpoint
ast koopauHatel U B Active Spline. OtBepcTue [0/KHO HMCYe3HYTh. [10JHUMUTE BbI-
JIeJICHHbIE BEPLIMHBI HA OJUH YPOBEHb C IHMILIEM, 4TOOBl yOpaTh HEHYKHYIO BBIITyK-
JIOCTb.

Mogens noxydnnacs BecbMa 00TeKaeMoi ¢ HeSICHBIMU (popMaMu. DTO BBITJISAUT HeecTe-
ctBeHHO. [ToaTomy ymenbimTe 3HaueHue B nosie Order U Ha oJHy elUHUILy. Y BEITHYbTE
TSl KaYeCTBEHHOCTH pasperieHue B moisix Resolution mo 6 enunuin mist 06eux KOOpIH-
Hat U u V. Mogens tapesku rotosa (puc. 3.24).

Puc. 3.22. lo6aBneHne npuMmmTmBa Ans AHULLA

Puc. 3.23. Npo6HbI obpasel, mogenu

Kak Bugure, ¢ nmomorbio NURBS M0XHO OBICTPO M JTOCTaTOYHO JIETKO MOJCIMPOBAThH
no100HbIE O0BEKTHL. A Teneph NPUKUHBTE 00beM paboThl, HEOOXOAUMBIH AJISI CO3IAHUS
TapesKu ¢ moMolIbio Toro ke Mesh. Ilepesec sIBHO HE B €0 CTOPOHY.
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Puc. 3.24. NoToBas Mmoaenb Tapenku

3.6. PaboTa c TekcTom

Bb1 yxe mo3HaKOMWINCH ¢ OOJIBIIMM KOJIMYECTBOM MHCTPYMEHTOB M IPUMUTHBOB, KOTO-
pBIe IMO3BOJISIOT CO3[aBaTh MOJENH JT000W cioxHocTH. HaBepHoe, yke HE COCTaBUT
0co00ro Tpyaa CMOJETUPOBATh Mapy OYKB NPHEMJIEMOTO BHIA, HO YTO JeJaTh, €CIU
HYXKHO CO3/1aTh CJIOBO M 1enblie (pas3sl? He TpynHO mpenctaButh 06beM paboTHI, Tpe-
Oyemsblii ans sToit 3amaun. K cyacteio, Blender mpeaocraBnsier cnenuanbHbii 00BEKT,
KOTOPBIH C JIETKOCTBIO MO3BOJIAET padoTaTh ¢ TeKCTOM. COOCTBEHHO, OH TaK U Ha3bIBaeT-
cs — Text.

B monumanum Blender npumutuB Text sBisercss THMHYHBIM OOBEKTOM, KOTOPBINA MOJI-
YHHSETCSI OCHOBHBIM TIpaBHJIaM MaHMITYJSIMU. Ero MOKHO MacmrabupoBath, mepemMe-
aTh WM BpallaTh, KaK, K npuMmepy, ToT ke Mesh. Ho riaBHas uenHocts Text B Tow,
YTO OH MO3BOJISIET BBOAWTH, PEAAKTHPOBATh OOBIYHBIA TEKCT mpsMo B okHe 3D View.
[IpryeM mMerOLIMXCSl HACTPOEK BIOJHE XBaTaeT HAa HEOOJBILOW TEKCTOBBIM PeNaKTop.
Hmeercst BO3SMOXKHOCTh YCTaHABIMBATH BHIPABHUBAHKE Ha CTPAaHUIIE, BEIOUpATh WPUPT U
ero HauepTaHHe, YNPABIATh MEKCTPOUYHBIM M OyKBEHHBIM MHTEpBAJIOM. B TO xke Bpems
Text — TunuYHO TpeXMepHBI OOBEKT, K KOTOPOMY MOKHO IPHUMEHAThH Pa3InuHbIE MO-
IU(HUKATOPBI MU CO3/1aBaTh aHUMALIUIO.

Cosmanue Text mocrymuo u3 merto Add | Text. ITpu sTom Ha Mecte 3D CUrsSOr mOsABUT-
¢ 00BEKT ¢ HeaByCMbICIEHHBIM cioBoM "Text". IlompoOyiiTe MOKPYTUTH, HOJABUIAThH
NPUMHUTUB U YOEAUTECh, YTO B YNPABICHUH OH HMYEM He oTindaercs ot Mesh. A Bot
npu nepexone B pexxum Edit Mode (knaBuma <Tab>) mosBUTCS XapaKTepHbINA TEKCTO-
BBIl Kypcop, IpHriamaronmii Kk padore (puc. 3.25).
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Bce ocranpHOe HamoMHMHAET UCMONIB30BaHKE THIIMYHOTO pegakTopa. IIpocto Habupaete
Ha KJaBuarype moOyio ¢pasy, a mporpamMma MOCIYIIHO NMEPEBOAUT €€ B TPEXMEPHBII
o0bekt. Chenanu onedatky? He mpobnema, OJ0THAIM Kypcop K HY>)KHOMY MECTY H yaa-
Uiy ¢ momotpto kinaBuim <Delete>. Hauano HoBoro a03ama, Kak U MOJIOKEHO, CO3/1a-
eTcs knasuieil <Enter>.

Hactpoiiku o0bekta Text BecbMa 0OMIMPHBI U pac-
nonararotcs B okae Properties (puc. 3.26).

Center Right Justify Flush

Puc. 3.25. O6bekT Text B pexume peaakTpoBaHus Puc. 3.26. Hactpovikn o6bekta Text
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Baknanku Shape u Geometry Bel yxe 3naete. OHUM paccMaTpuBaiuch panee. IlepBas
OTBEYACT 32 Ka4eCTBO (PUTYphI (3AJTUBKA, pa3pelIcCHUE), & BTOpast — 3a U3MEHEHHE ouep-
TaHW{ (BBIOABIMBaHWE, KpoMka). KctaTu roBops, k oObekram Text MOKHO IpPUMEHSTH
BCIIOMOTaTeNbHBIE KPHBEIE s medopmanuu B moisx Taper Object u Bevel Object.
[MpuHmun paboThl ¢ HUMH OJJUHAKOB, KaK JUIsS KPUBBIX, TakK U Juis Text.

Blender mpennaraet HECKOJIBKO WHOW MOIXon B paboTe co mpudTamMu, 9eM TEKCTOBBIC
penakTopel. Bece Hy)KHBIE HACTPOWKH COCPENOTOYCHBI Ha 3akmanke Font. Ilporpamma
YMEET HUCIIOH30BaTh Pa3HbIE THITH MIPUGTOB, B TOM drciie nomysipHbiii TrueType. Jms
BBIOOpa HY)XHOTO cymecTBytoT criucku: Regular, Bold, Italic, Bold & Italic. Takum 00-
pasom, Blender TpeOyeT 1yis kax0r0 HaYepTaHUs MHAUBUAYAIBHBIN (aiin mpudTa.

[To ymomuanuio B mporpamme cojiepkutcs Bcero oauH mpudt — Bfont. CoOcTBeHHO OH
UCTIONB3yeTCsl ISl BBIBOJA HauanbHOTo cioBa "Text". Jlnms mpucoeauHEHUS HOBOTO
mpudTa UMEIOTCS KHOTIOYKH C XapaKTePHBIM PUCYHKOM JKENTOH MAaIlKu PSIJOM CO CIH-
ckoM. [locne HaxaTust OTKpOETCsl OKHO (pailioBOro Opaysepa, TAe U BHIOMpAeTCsl Hy>KHBII
(haiin. B nanpHelieM 3arpykeHHBIA MPUGT MOXKHO OyAET HAHUTH B CITUCKE AOCTYITHBIX
mpudToB mMpoekTa. IMeHHO BRIOOPOM HYXKHOTO MIpUQTa pemaercs npodiemMa KAPHLTH-
I, BeJb 10 yMordauuio Blender "He 3HaeT" pycckne OyKBEHI.

Pa3mep OykB ycTaHaBiIMBaeTCs B mosie Size, a HakiIoH — B moJie Shear.

COBET

B pasnuuyHbIXx cuctemax LWwpudTbl pacnonoxeHbl B pasHblXx MecTax. [na cemeictsa
Windows ato nanka Windows\Fonts. B UNIX-cucremax crangaptHeii nyTe: /usr/lib/X11/fonts.
Ecnu npegnonaraetca paboTtaTb C MPOEKTOM Ha pasHbIX KOMMNbIOTEPAX, TO Nyywe dannsl
LUPMETOB CKOMUPOBATb B OTAESBHYIO Narnky.

B onHOM 0J10Ke OHOBPEMEHHO MOTYT HAaXOIUTHCS OYKBBI C pa3HbIM HauepTaHUEM, HO
ofaHoro tuna wmpupTa. BeIOOp HYNKHOTO OCYLICCTBISETCS MYTEM BKJIFOYCHHS OILIUIA
B rpyme Character. BaxxHo 3amoMHUTB, 4TO Ha4depTaHHE HY)XHO BBIOMpATh 10 BBOJA
CHMBOJIOB, @ BOT U3MEHEHHE pa3Mepa M HAKJIOHA BJIMSET Ha Bech TeKCT. KcraTu, 3aMeTs-
Te, uto Blender ays moguepKHYTOro TEKCTa MO3BOJISCT YCTAHABIMBATH MPOU3BOJIBHOE
pacroioKeHUe JIMHUKA U €€ TOJIIMHBI. JTH HAaCTPOMKH JOCTymHbI B rpymmne Under-
line (ITomuepkuBanue), tae POSition — cMelieHne MOAYSPKUBAHUS IO BEPTUKAIH, a
Thickness ero TomnmuHa.

PegakTop mporpaMmbl MO3BOJISIET BBITIOJTHATH BBIJENICHHE TEKCTa. DTO BO3MOXKHO IPH
noMomy kinaBumm <Shift>. IIpuBenemM KpaTKUil CIMCOK TOPSYMX KIIABHII JJISL BBIIC-
JICHUSL.

4 <Shift>+<Left>, <Shift>+<Right>. TloOykBeHHOE BBIJCIICHHE TEKCTa BIEBO HIIH
BIIPABO COOTBETCTBEHHO.

¢ <Shift>+<Up>, <Shift>+<Down>. BrlzeneHue 1o BepTUKaH.
¢ <Shift>+<Pg Up>, <Shift>+<Pg Down>. BeiziesieHue cTpok.
¢ <Shift>+<Ctrl>+<Left> unmu <Right>. Beinenenue mo cnoam.

Kak BUAUTC, BCC 3TU COYCTAHU XOPOLUIO 3HAKOMBI U UCITOJIB3YKOTCA B OOJNBIINHCTBE TCK-
CTOBBIX PCAAKTOPOB.
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3aKOHOMEPHO IPEATNONIOKUTh, yTo Blender ymeer paboraTs ¢ TekcToBbIM Oydepom. Ma,
3TO TaK, IPUYEM UCTIOIB3YIOTCS BCE TE JKE€ MPUBBIYHBIC KOMOMHAIMN KJIABHIIL.

¢ <Ctrl>+<X>. Komanpga Cut (BeipesaTs).
¢ <Ctrl>+<C>. Komanna Copy (Komuposats).
¢ <Ctrl>+<V>. Komanna Paste (BctaBuTs).

Taxum 00pazom, pobiieM ¢ ObICTPBEIM HAOOPOM M KOPPEKTHPOBKOM TEKCTa HE MMEETCS.
K coxanenuto, BblJIelIeHNE CUMBOJIOB HEJIb3s UCIIOJIb30BATh U1 U3MEHEHHUS TUIIa Hauep-
TaHUA.

Tenmepp moroBopuM o criocobax mobaBieHUst Tekcrta. [lepBbiii camblii MPOCTOi — 3TO
py4Hoi Habop HemocpeacTBeHHO B okHe 3D View. OH romutcs, eciid BBOIUTH TpeOyeTcs
HEeOOJIBIIOE KOJIMYECTBO CHMBOJIOB. BTOpol cmoco0 — HCHOIb30BaHHUE BCTPOCHHOTO
TEKCTOBOI'0 PEIAKTOpa.

Blender, cpeau mpounx OKOH, HMEET €Ille OJHO C XapaKTepHbIM Ha3BanueM Text Editor.
DTO CrenHuaNIn3upOBaHHbIA TEKCTOBBIA PENAKTOp Ui CO3/aHHs CKPUITOB Ha SI3BIKE
Python, HO ero ¢ ycrnexoM MOXHO HMCIOJIB30BaTh ISl IPOCTOTO COIIPOBOIUTEIBHOTO TEK-
CTa K MPOEKTY WJIN KaK IMPOMEKYTOUHBI HHCTPYMEHT Ut Habopa Tekcta. Kak u Bce ok-
Ha, Text Editor BeiOupaercs npu momomu MeHo Editor Type B Hauane 3arosoBka Jiro-
6oro okHa (puc. 3.27).

e Clip Editor

MLA Editor Puc. 3.27. Beibop Text Editor
DopeShest 13 meHio Editor Type

Graph Editor
8 Timeline

D 3D View
ML C

Co3manue HOBOTO TEKCTa HauMHaeTcs ¢ Haxarus kHonku New. [Iporpamma BeiBeeT 3a-
mpoc "Create new block?", Ha KOTOpBI HY’)KHO OTBETUTHh yTBepauTensHO. [locme atoro
MOXHO BBOJUTH TEKCT B OKHE pemaktopa. [ mepeBoma ero B TpeXMEpHBIH OOBEKT
umeetcs nyHkT menro Edit | Text to 3D Object. B Hem comepxarcsi TOMOTHUTEIbHBIC
MYHKTBI:

¢ One Object (Omun 06BEKT);
4 One Object Per Line (ITo 06beKTy Ha KaXIyIO JTHHHUIO).
BriOupaeTte xeitaeMoe JICHCTBUE, M B CIICHE MTOSBIISICTCS HOBBIM TEKCTOBBIA OOBEKT.

OOmBekT Text mo3BoJisieT ycTaHABIMBATh BBIPABHUBAHKME BCETO TEKCTa M YCTAHOBKY 3HA-
YCHUH TPOMEXKYTKOB MEXIY €ro 3JieMeHTaMH. OTH (PYHKIHMM JOCTYIHBI Ha 3aKIaJIKe
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Paragraph (cwm. puc. 3.26). Knonku ot Left no Flush orBeuaror 3a Tun BeIpaBHHBaHHS
0 OTHOIICHHUIO K IIEHTPY O0BEKTa:

¢ Left — Bech TEKCT NpMIKUMAETCS K JICBOH YCIIOBHOW paMKe;
¢ Right — Tekct BeIpaBHUBAETCSI 1O TIPABO# CTOPOHE;

4 Center — BoIpaBHUBaHUE 10 LEHTPY;
¢

Justify — pacrarusanme TeKcTa MEXIy JEBOM ¥ IPaBOil CTOPOHOM, ITyTEM PEryInpo-
BaHUS pa3Mepa MPOCTPaHCTBA MEX Ty ciaoBaMu. [locieqHss ctpoka He U3MEHsETCS;

¢ Flush — pactaruBanue Tekcra mo ropusoHtanu. B ormuune ot Justify, perymuposka
OCYILIECTBISIETCS H3MEHEHUEM pa3Mepa MPOCTPAHCTBA MEXIY OYKBaMH.

3akimaznka Paragraph mo3BoJisieT ycTaHaBIMBATh 3HAYCHHUSI IPOMEKYTKOB MEXIY CIOBa-
MU, OyKBaMH U CTpOKaMu TeKcTa. Iyl 5TOro uMeeTcs crienualipHas rpymmna Spacing:

¢ Character — MeXCHMBOJIBHBIH TIPOMEXKYTOK;
¢ Word — paccrosiHue MeXy CIIOBAMH;

4 Line — paccTosiHEe MKy CTPOKAMH.

A Bot rpynma Offset ynpassier cMerieHreM BCero TeKCTa o KoopauHaTam X u Y.

B oTnnumne oT mepBhIX Tpex crmocoboB BeipaBHuBanus, Justify u Flush ¢yukinmnonupyror
TOJIBKO TIPY CO3/IaHUH TaK HA3bIBAEMBIX TEKCTOBBIX OJIOKOB (HMIITH PaMOK).

[IpencraBeTe 00BeKT TeXt, kak pabounii cron cucteMsl. OOBIYHBIE OKHA MOTYT pacioia-
raTtbCsi Ha HEM B MIPOM3BOJIBHOM MOPSIIKE, UIMETh Pa3HBI pa3Mep, HO TOJIBKO B €ro Tpe-
nenax. Takue okHa Ha3biBaroTCs B Blender mexcmoswvivu 6n1oxamu.

Frames (Pamku) — 3T0 ynoOHOE CPEJICTBO MO3UIIMOHUPOBaHUs OJIOKOB TEKCTa B IIpeie-
nax ogHoro oobekTa. C MX MOMOIIBIO, HAITPUMEP, MOKHO CO37aTh MHOTOKOJIOHOYHBIN
TEKCT.

Paccmotpum mpumep pa3zOueHHs TeKCTa Mo ABYM KomoHkKaMm. Cozmaiite HOBBI OOBEKT
Text v HamonHWTE €ro KakMM-HUOYIOb COJCp)KaHHUEM. YCTaHOBUTE BBIPABHHUBAHHE IIO
JIEBOMY Kpalo.

[To ymomuanmnro HOBBIA 00BEKT TeXt yxe umeer co3maHHyro obmacts. HacTpoiiku ¢peii-
MOB JOCTYIHBI Ha 3akianke |ext Boxes (cwm. puc. 3.26). Kaxnmas pamka mMeeT CBOIO
IPYIILY OILUIA:

¢ Dimensions (Pa3mepsr) — napametpsl Width u Height mo3Bonstor ynpasnsate pas-
MepoM OJI0Ka 110 IIHPUHE U BBICOTE;

¢ Offset (Cmermmenre) — cMerenne 610Ka OTHOCUTENIBHO IIEHTPa 00bEKTA.

BusyanpHO paMKM BHIHBI TOJBKO B PEKHUME PENAKTUPOBAHUSA B BUAE ITyHKTHUPHBIX
JVHUHN, HO B JAHHBI MOMEHT BBl UX HE oOHapyxuTe. [leso B TOM, 4TO OJIOK BIIOJHE MO-
KEeT OOXOIHMThCS 0e3 OorpaHHyHTeNel, MO YMOJNYAaHWUIO TaK W ecTh. Pa3MemeHueM
TEKCTa B 3TOM ClIydae YNpaBISET caM I0JIb30Barenb. UTOOBI BKIIOYUTH OTOOpaskeHHE
PaMOK, TOCTaTOYHO M3MEHUTH apameTpbl Dimensions. Otperynupyiite pa3mep Ha CBOM
BKYC.
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Tenepr noGaBbTe HOBBHIA OsioK, HaxkaB kHomky Add Textbox (JJo6aBUTh TEKCTOBBIi
61ok). JlobaBuTcs erne oxHa obmacts HacTpoek. Mcmonssys ommuu Offset, cmecture Ho-
BhIi O110K BrIpaBo (puc. 3.28).

Blender is the free  systems under the
open source 3D GNU General |

content creation  Public
suite, available for  License.
all major operating

Puc. 3.28. [1ByXKONOHOYHbIV TEKCT

K o6bexry Text moxxHo n06aBnsaTe Moaudukarop CUrve u TeM caMbIM YIpaBJsATh pac-
MOJO0XKEHUEM TEKCTa B TPEXMEPHOM IpOoCTpaHCcTBe. PaccMoTpuM cnocob co3gaHus 00b-
eMHBIX OYKB, H30THYTBIX 110 OKPY>KHOCTH.

Co3paiite HOBBIH TpoekT. [lobaBbTe B CleHy ciedyiomue npuMuTuBel: Text u Curve
Circle. Usmenute cranmaptabiii Tekct Ha "Hello World!" u mob6assre mMomubukarop
Curve. B nactpoiike momudukaropa B mose Object BeiOepute Ha3BaHHE OKPYXHOCTH
(puc. 3.29).

Puc. 3.29. Pe3ynbTat ucnonb3oBaHusa mogudumkatopa Curve
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Ha puc. 3.29 BugHO, 4TO TEKCT U30THYJICA 10 KPUBOM U JICKUT B OJTHOM IMIIOCKOCTH C HEH.
3T0 MPOMU301LIO U3-3a BEIOOpa KoopAHHATH X B HACTpoiikax Mogudukaropa. [lonpooyii-
T€ CcleJaTh CleIyrolee:

1. B nactpoiikax moaudukaropa B rpymmne Deformation Axes Haxxmure kHONKY —X.

2. PasBepnute TekcT mo koopamHate X Ha 180 rpamycos. Ilpoie Bcero 3To cnenarb Ha
naHeyu cBoicTB 00bekTa B okHe 3D View. Haxxmute kiaaBuiry <N> s €€ BbI30Ba U
ycranoBute 3HaueHue 180 B mone Rotation X.

3. VYBenmubte Macmtab Curve Circle tak, uroObl GYKBbI He HAIOJI3a/IM APYT Ha JApyra.

4. Ecnu BBl BBIIIOJHWIN BCE OMMCAHHBIC IIATH, TO TEKCT JODKCH BBHITIISICTh TaK, KaK Ha
puc. 3.30.

Pwuc. 3.30. BykBbl BEICTPOMINCH MO OKPYXXHOCTU

Jlnst mpumanus oObema OyKBaM Hy)KHO BbIOpaTh B okHe Properties saxmaaky Object
Data ¢ nactpoiikamu oobekra Text (cm. puc. 3.26). B rpynne Geometry ycranoBure
3HAYCHHS JUTS CICAYIOIINX OIIHNA:

¢ Extrude =0.05
¢ Depth =0.02

BoOT TakuM HECIIOKHBIM CIIOCOOGOM MOYKHO TOJIYYHTh CHMIIATHYHBIE TPEXMEPHBIE OYKBBI
(puc. 3.31).

Puc. 3.31. O6bemHble ByKBbI BOOMb KPUBOW
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COBET

Bbl MOXXeTe KOHBEPTUPOBaTb TEKCTOBbLIM 06bekT B Mesh unu kpueble. HaxmuTte <Alt>+<C>
Ons BbizoBa MeHo Convert To. MNepBbii NyHKT aToro MmeHo Curve from Mesh/Text co3pa-
eT kpuBble, NyHKT Mesh from Curve/Surf/Text reHepupyeT Mesh-o6bexT.

3.7. MpakTtuka. Kak caenatb cMaunumk

CrutaifHbel IPOCTO UACAITBHO TOIXOMAAT JUIS CO3AHUS IByXMEPHBIX MOJIEIICH, K IPpUMEpy,
norotunoB. OOBIYHO ISl 3TUX LENICH MCIONB3YIOT BEKTOPHBIC MPOrPaMMBbl, TaKHE Kak
CoreIDRAW, Inkscape. COOCTBEHHO OHH TOXEe PabOTAIOT ¢ MPUMHUTHBAMH, HAMMOI00UE
kpuBbiXx Blender. Bor Tonpko 3auem u3ydarh APYTyK MpOrpaMMmy, €CIH TO K€ CaMmoe
MO’KHO czenath B Blender?

B sToMm ypoke BbI y3HaeTe, Kak MO’KHO KOMIIOHOBAaTh HECKOJIBKO KPUBBIX IS TTOJIyYEHUS
OTBEPCTUM B MOZEIH HA MPUMEPE CO3AAHUS ABYXMEPHOIO CMAINKa. DTy yJIbIOaroNIyro-
Cs1 pOXKHILY BbI cieniaeTe OyKBaJbHO 3a apy MUHYT.

Co3paiiTe HOBBII NMPOEKT M yaanure KyO0 u3 cueHbl. B kadecTBe oOpasma OmATh-TaKu
MOXXHO BOCTIOJI30BAaTbCA TOTOBOW KapTUHKOM cMaitnmka. Bel Moxkere B3sTH (aiin
smile.jpg u3 manku Scenes\glava3, pacrojoXKeHHOW B SIEKTPOHHOM apXUBE K JIaHHOU
KHUTE, WK CKaYyaiTe MOAXOAIY 0 KapTUHKY U3 ceTu MHTepHer.

[Mepeiinure B pexum mpocmotpa Top View oproronansHoit npoekimu (<NumPad 7>,
<NumPad 5>). Haxxmure kmaBumry <N> i BBI30Ba MaHeIH CBOHCTB okHa 3D View.
Tenepsb BeI MOXeTe Ha 3akiaake Background Images (PoHoBbIC M300paXKeHHs) 3arpy-
3UTh HY)KHBIN (paitn kapTuHku (puc. 3.32).

[Tocmotpure Ha puc. 3.32. CMalnuK BBITTIAAUT OY€Hb NMpPocTo. OCHOBaHMEM CITY>KUT
OKPY’KHOCTb, TIapa OTBEPCTHH TS T71a3, Aa M3ru0 yneiOkn. COOTBETCTBEHHO IMOHAI00HT-
cst pu npumutHBa Bezier Circle u oaqna kpuBasi.

Puc. 3.32. Heuto nogo6Hoe AOmMKHO y Bac MonyyYnTbes
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Both =

" Fill Deform

Minimum ¥

Puc. 3.33. Bezier Circle B pexvme 2D npuobpeTtaeT 3anunBky

JloGaBbTe MoKa B clieHy nepyto okpyxHocTb (Add | Curve | Circle). Jaxe He nepexost
B PEXXHUM PEeIaKTUPOBAHUS, IPOCTO OTMACIITAOUPYHTE €€ B COOTBETCTBUH C IMPOIOPLIHI-
MH Hamiero kojiobka. Temeps mepeiianTe B HAcTpOWKH cIulaiiHa B okHe Properties u
yCTaHOBUTE Ha 3akiajake Shape pexxum npoprcoBku 2D. TIpuMuTHB nproOpern 3aauBKy

(puc. 3.33).

Teneps 3aiiMemcsi co3manueM ria3. UtoObl 3alMBKa HE MeIaia MPOCMOTPY KapTHHKH-
o0Opa3siia, HOKMHUTE KIIaBHILy <Z> ISl iepexo/ia B pexkuM oroopaxenus Wireframe.

[Mepeiinure B pexxuM penakTupoBaHus u aobaBbTe euie oauH npumuTuB Bezier Circle.
He BbIXOnS M3 pexuMa peJakTHpoBaHUs, HaKMUTE <G> U MepeMecTHTE HOBYIO OKpYK-
HOCTB B LIEHTP TIEPBOTO IMa3a. Briaenure aBe ropu3oHTaIbHBIE BEPIIMHBI U HEMHOTO CO-
KMUTE UX C MMOMOIMIbI0 MaciTadupoBanus (<S>). Eciu Hy:XHO TOANIPaBUTH MECTOTIOIO-
XKeHue "Tiasza", To Jydile BOCIONB3YHTECh paMKOi BeiaeneHus (knasuma <B>). Knasu-
ma <A> 371ech HE MIOMOXKET, BEAb BTOPasi OKPYXKHOCTh CTajla €AWHBIM LEJIbIM C MIEPBOIL.
Tenepb MOXKHO TIPOAYOJIMPOBATH TOTOBBIM OBaJl JJisi BTOporo riasza (<Shift>+<D>). Ha-
JKMHTE KIIaBUIy <Z> juist Beixoaa u3 pexxuma Wireframe (puc. 3.34).

Wraxk, 3amomuHaeM. UToOBI BBIpE3aTh OTBEPCTUE B JIBYXMEPHOU 3aMKHYTOM (hUrype, 10C-
TAaTOYHO B PSIKUME PEAAKTUPOBAHHS JOOABUTH K HEH ellie 0JJHY 3aMKHYTYIO KPUBYIO.

Teneprb peCTOUT KpONOTIIMBas paboTa MO BEIpe3Ke yIbIOKH. J[JIs 3TOM e BOCTIONb-
syitrecs kpuBoii besse (Add | Curve | Bezier). Ilepenecure ofHy M3 BEPIIMH HOBOM
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KpuBOi# B mo00if yron "yneioku". [{nst co3manus 0OBOAKM BOKPYT PHCYHKA MOXKETE BOC-
M0JIb30BAThCS CIIEAYIOLUIUM aITOPUTMOM:

1. Boienure cBOOOIHYIO KOHTPOIBHYIO TOUKY U MIEPEHECHTE B HYKHOE MECTO.
2. C moMoIIbio phIuaroB co3aanTe HYKHBIH U3ruo.

3. Brlgenurte mocieqHION BEPUINHY, HAKMHATE KIaBumry <E> 1uis co3gaHust HOBOM KOH-
TposibHOU ToukH. [lepeHecure B Hy>kHOE MECTO.

Puc. 3.34. Y cmannunka nosiBUNnCh rnaskm

Puc. 3.35. Tak MOXeT BbIrmsgeTb NeTns
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3TO BAXHO!

ByabTe ocTopoXHbl U He co3paBanTe neTnu. Ecnu Bce xe npyu gobaBneHny HOBOW BepLUn-
Hbl OHa MONyYMnachb, TO PackpyTUTe ee C NOMOLLbBI0 pblvaroB. Hanvuve netnen B mogenu
npvBeeT K HenpaBubHOM 3anueke (puc. 3.35).

O6BeuTe BCe M3rHOBI YIIBIOKH H JOTSHUTE KPUBYIO 110 epBOi ToukH (puc. 3.36).

Ocranoch 3aMKHYTh cIUlaiiH "yneiOku". Beyienurte fBe KpallHHUE BEPUIMHBI H HAXKMHTE
<Alt>+<C>. TlosiBUTCSI HOBBIi CETMEHT, KOTOPBIH MOXHO OyIeT OTpeAaKTUPOBATH MO
¢opme pucyHka. Eciu Bce BBINOJHEHO BEpHO, TO HaKaTWE KIIABUILM <Z> IIPOSIBUT Ha
9KpaHe yibibaronryrocs pokuiy (puc. 3.37).

Puc. 3.37. Cmaiinuk rotos!
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3.8. MNpakTtuka. Mogenb noaku

Jlonka umeeT o0TeKaeMylo 3aMKHYTYIO (popMy, ITO3TOMY JOTHYHO OBUIO OBI MCIIOIB30-
BaTh B KayeCTBE OCHOBBI CIUIAHBL. BOT TONBKO HA 3TOT pa3 JIydylle BOCHOJIb30BATHCA
NURBS. TIpasna, st 10pabOTKH MOJEIb PUIETCS KOHBEPTHPOBaTh B Mesh.

HecMmoTpss Ha mOCTAaTOYHO CHOXKHYIO (GUTypy, co31aTh (OPMY JIOIKH C IOMOIIBIO
NURBS ouens npocto. Ilo cyTH, moctatouHo pa3paboTaTh OJUH OCHOBHOW AIIEMEHT U
ero packomnupoBathb. B kauectBe ocHoBbl Bo3bMeM npumutie NURBS Circle.

CoznaiiTe HOBBIN IPOEKT U yAaiuTe KyO u3 ciieHbl. Jl06aBbTe HY)KHBIN MPUMHUTHB U3 Me-
uio: Add | Surface | Nurbs Circle.

ITo ymomuanuto Circle "cmotput" mo koopaunate Z. ITO He OYCHB YAOOHO U €r0 CIeIy-
eT pa3BepHyTh. Haxkmure kiaBumry <N> Ui BbI30Ba MaHENd CBOMCTB. B rpymme
Rotation ycranosure 3nauerue 90 st KoopauHaThL Y.

Jlnst u3ameHenust GopMbl OKPYKHOCTH riepeiiaute B mpocmotp Right View (<NumPad 3>).
B pexxume peakTUpOBaHUsI BBIJICIUTE BEPXHIOI TOUKY U OMYCTHTE €€ MOYTH 10 YPOBHSI
HIwKHe# (puc. 3.38).

Puc. 3.38. Yrnybnenve B mogenu

Takum >xe crmocoOOM C TOMOLIBIO OCTaIBHBIX BEpIIMH Jo0eWTech (OpPMBI, Kak Ha
puc. 3.39.

I[Mepeitnure B pexxum npocmotpa Front View (<NumPad 1>). Bama 3aga4ya mytem ay0-
JUPOBAaHUS IPUMHUTHBA CO3/1aTh peOepHbIi Kapkac yonku. Haxmure <Shift>+<D> u mne-
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peHecuTe BIEBO Komuio o0bekTa. Crenaiite ele ofHy KOIUIO U CIBUHBTE €€ TAKXKE BIIE-
BO. B 97011 wacTu Oyner HaxoAUThCSA HOC CyAeHbIIKa. [109TOMy HOBBIN IPUMUTHB HYKHO
HEMHOTO CXaTh C IMOMOIIBI0 MacmTaba (<S>) M mepeMecTHTh ero 1Mo KoopauHare Z 10
COBIIAJICHUS] BEpXHEH yCIOBHOM JIMHUM JUIi BceX 00bekToB. Co3faiiTe ero KOMMIO elle
MEHBIIIETO pa3Mepa, KOTOPbI OYAeT ABISATHCS KOHEYHOMN TOUKOi Hoca (puc. 3.40).

Pwuc. 3.39. [0TOBBIN NPUMWUTUB ANA Kapkaca NoaKu

Puc. 3.40. Pebpa ot LeHTpa 4o Hoca
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Taxum e 00pa3zoM HYKHO OyIET pa3MHOXHTD JIEMEHTHI U ISl CO3JaHMsl KOPMBL. Tomb-
KO Y4THUTE TO, YTO y JIOJOK KOpMa SIBISIETCS TYIIOM, MOITOMY HE IepeycepACTBYHTE

¢ macmradbom (puc. 3.41).

Puc. 3.41. Kapkac nogku

OcTasioch BBITIOJHUTH 3aJIMBKY. Bhienure Bce 00BEKTHI JOAKK U HakmuTe <Ctrl>+<J>
Ui OOBEMHEHUSI X B OAMH OOBEKT. B peknMe pemakTHpOBaHUS HAKMUTE KITABHIITY

<F> u mozens obpeteT 00beM (puc. 3.42).

Puc. 3.42. PesynbTat 06benHEHNS U 3anM1BKU
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[Monyuunocs He 0000 MOX0Xke Ha JOAKY. IIpHUHHA 3aKIIIOYACTCA B TOM, YTO MEPBOE U
nocieaHee pebpa He y4acTBOBa M B 3aiuBKe. OIHAKO JIOCTATOYHO YCTAHOBHTH TAIOUKY
B CBOMicTBe 00BeKTa ENApOint, uToOkI 0K 00pea MOJHBIE OUePTaHMS.

[Mepeiinure B peXxMM peIaKTUPOBAaHHs Ha MaHEIH CBOWCTB oObekTa (okHO Properties,
sakmaaka Object Data) u ycranoBute ciemyromnie rajgouku B rpymme Active Spline:

¢ Cyclic V — 3aMKHY/IH TTOBEpXHOCTB;
¢ Endpoint U — pactsHyu 10 rpaHHIl peTaKTHPYEMBIX KPHUBBIX.

Ocranock TOJBKO 3aKpBITh KOpMy. B mpocmotpe Front Beinenure kpaiiHue BEpIINHBI U
HaxwmuTe knaBumry <E> (puc. 3.43). He MeHss moJI0’KeHUSI HOBOM TPpyNIBI, YMEHBIIIUTE
70 MUHEMYMa Maciitad. OTperyMpyiTe mo BbICOTE U JUTHHE KOpMY Mozenu (puc. 3.44).

Puc. 3.43. BoigeneHHble BepLUMHbI 4518 3aKPbITUS KOPMbI

Ecam nmpucMoTpeThCsi BHUMATEIBHO K KpaHHUM 9acTsIM MOJEIH, TO MOYKHO YBHJIETh MPO-
pe3u, OCTaBJICHHBIC M3-3a CIeHM(UUHOrO BHIA HadalbHBIX pedep. He Oema, 3T0 oueHb
MPOCTO UCIPaBUTh MOCIe rnepesoaa moaean B Mesh. JlaHHOe KOHBEPTHPOBAHHE TAKKE
TTOHATOOUTCS IS CO3/IAHMS TIEPEKIIAINH Y JIOIKH.

JIs1st BBIMOJHEHUSI KOHBEPTUPOBaHUs Hakmute <Alt>+<C> u BbIOepHUTE B MOSBHUBIIEMCS
mento myHkt Mesh from Curve/Surf/Text. Ilepeiinure B pexuMm peqakTHPOBAHHS U
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ybenautech, uto soaka crama Mesh-o0bekToM (JOoDKHA OBITh XapaKTepHas SUCHCTas
CTPYKTYpa).

3aKkpbITh pa3pbIBBl HA HOCY W KOpMe moMoxkeT ¢yHkius Merge, kotopas oObeIuHICT
BBIJICJICHHBIC JIeMEeHTHl. OTMEThTE BCE HY)KHBIC BEpIIMHBI C OJHOTO KOHIIA JIOJIKH, Ha-
XKMuTe KiaBuiry <W> 1 B MOSBUBIIEMCS MEHIO BbiOepute myHKT Merge (puc. 3.45).

Puc. 3.44. logka noytn rotoBa

Puc. 3.45. BoligeneHHble BepLUMHbI HA HOCY NOAKU
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31eck myunie mopoieT cMenieHne Touek B meHTp (At Center). [locne o0benuHeHYS He-
MHOTO TIOANPABBTE MTOJIOKEHUE HOBOU BEPIIIHUHBL.

HOXO)KYIO OImepalnuro NpuacTcsd cACjaTh U ¢ APYIruM KOHIIOM MOJCIIN.

Teneps 3aiiMeMcs CO3IaHUEM TIEPEKIIAINH JUIsl CHICHUNA. TyT CTOUT BCIIOMHHUTB O paHee
pacckazaHHOM CIIOCOOE€ CMMMETPUYHOTO MojenupoBaHus. B camom nene, ecnmu pasne-
JIUTH JIOJIKY TOTIOJIaM OT HOCA JI0 KOPMEI, TO MOXHO OyJIEeT BBIIABUTHh HYXKHBIC TEpEKIa-
JMHBI JIMIIE ¢ OJHOM CTOPOHEI, a MogudukaTop Mirror npoxy6nupyer BTopyio.

B pexxume pemakTHpOBaHUS BBHIICIUTE BEPLIMHBI OJHOW M3 CTOPOH, Kak Ha puc. 3.46,
U ymamuTe uxX. Ymobmee Oymer, ecnmu BBl mepeiimere B mpocmorp Right View
(<NumPad 3>) oproronanpHO# mpoeknnu. Pazymeercs, BKIIOUYUTE PEKUM HPOPHUCOBKH
Wireframe xaBunmreit <Z>.

Puc. 3.46. O6bekT nocrne yaaneHus O4HOW CTOPOHbI

IMocne ynanenust CTopoHbl g00aBbTe K Moaenu Moaudukarop Mirror. Eciu 3epkanbHas
Komusi Oy/IeT MOKa3aHa ¢ HEBEPHOH CTOPOHBI, TO moMoryT omimu AXiS. Tlomenkaiite 1o
HUM JIJIS1 TOCTIDKEHUS pe3yibTaTa.

Ternepb MOroBOpUM O CO3/IaHUM TNEPEKIAIUH. B MpUHIIMIE AOCTATOYHO BBIACIHUTH BEPX-
HHI BHYTPEHHHI TOJUIOH JIOAKU U BeINONHUTH EXtrude. bexa B TOM, 4TO MOAXOIAMIETO
pa3Mepa rpaHel y JIOAKH MPOCTO HET, BEJb OHA MOJYYHIIach JOCTATOYHO HU3KOIOIUIO-
HanbHOMU. [Ipunercs 1006aBUTH enie oHO pedpo 1Mo BceMy EpUMETPY JIOJKH.

PasBepHuTE MOZIENH TaK, YTOOBI B pEKUME pelakTUPOBaHUs Oblila BUIHA pabodasi CTOpo-
Ha. Haxxmure knapumm <Ctrl>+<R> s BeizoBa nnctpymenta Loop Cut (KomnbueBoit
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paspes). Bo3smoxkHble BapuaHThl A00aBieHus: pedpa OyAyT MoKa3zaHbl (PHOJIETOBBIM IBE-
toMm. [logBuraiiTe MBIIIBIO W BBIOEPUTE ONTUMAIBHBIA BapHaHT. 3aKpENUTE MICITIKOM
JIEBOM KHOIIKM MBIIIN peOpo W HEMHOTO MEPEIBHHBTE €T0 JJISl CO3JaHUS Y3KOH IOJIOCHI
rpaHeii. BTOpWYHBIA IIETYOK MBIIIBIO OKOHYATEIBHO 3aKPENUT HOBBIE JIIEMEHTHI
B cTpyKType (puc. 3.47).

(1) SurfCircle.005

Puc. 3.47. HoBoe pebpo mogenu

Hanbiie Bce mpocTo:

1. Beigensiere npurisiHyBIIYIOCS TPaHb.

2. Ilepexmouaereck B ipocMoTp Top View.

3. Haxumaere <E> 11 BeIIaBIUBaHUS U 3aKpEIUIsiCTe PE3YIbTAT MIETYKOM MBIIIH.
4. BeITATHBaETE MOJUTOH N0 KoopAuHaTe Y (knaBumu <G> u <Y>).

ITocmoTtpuTe Ha pe3ynasTar (puc. 3.48).

Ha pucynke oT4eTnnBO BHUAHO, YTO MPOM3OINLIO MEPEeceYeHNEe IpaHeil OpUrnHaNma u Ko-
Uy, DTO HENOMYCTUMO M MOXET B JaJibHEHIIEM HPUBECTH K apTedaktaM oO0pabOTKH
(Hampumep, pu aHUMAIMU OyAeT HeNpHUsITHOEe Meplianue). Ha maHHOM 3Tamne ucrnpaBuTh
3TO MOXHO, MPOCTO pa3BepHyB (<R>) u mepeasunys rpans (<G>). KonedHno, To4HO co-
BMECTUTh KOMHIO U OPUTHHAN "Ha IN1a30K" MPOCTO HEBO3MOXKHO.

Moauduxarop Mirror B HacTpoiikax uMmeer aBe moiesnsie omuu: Merge (O0beauHe-
uue) u Clipping (O6peska). Tlepsast BEIOIHSET CIUSIHHE OIM3IIEKAIINX BEPIIMH KOITHH
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Puc. 3.48. lNepeceyeHune rpaHen

Puc. 3.49. loToBas moaenb nogku
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Y OpUTHHAJIA Ha PACCTOSHUM B 3aBUCHUMOCTH OT 3Ha4yeHus B noste Merge Limit (Orpanu-
yuTenb i o0benuHeHus). Bropas onmmsa oTBevyaet 3a 00pe3Ky JHUIIHUX 3JIEMEHTOB MPH
nepeceueHuy. Bxmounre o6e onuum.

Teneps npu aKKypaTHOM MEPEMEIICHUN TPaHU B CTOPOHY KOIUHU HY)KHO JIOOUTHCS HJe-
QITBHOTO CIUSHUS — BU3YAJIILHO 3TO MOXHO OIMHCaTh, Kak A ekt "3amenku". Ecnmu 310
He yaaeTcs ceaarh, To yBeauubTe mapamerp Merge Limit.

[Mocne co3manus Bcex NMepeKIagiH BHUMATEIBHO OCMOTPHUTE MOJIETb CO BCEX CTOPOH Ha
HamMuhe apTe(akToB B IIBE CIHSHUS, €CIM BCE HOPMAJIBHO, TO MOJH(UKATOP MOKHO
npuMeHuTh KHonkoit Apply (puc. 3.49).
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MaTepuanbl U TEKCTYpPbl

BoT BBI ¥ IpUCTYNUIIN K YTEHUIO, HABEPHOE, CaMOM MHTEpECHOM INlaBbl KHUTH. He 3Hato,
KaK BaM, HO MHE Y€ IPHEINCh MOAEIH YHBUIO ceporo nsera. C MOMOIIBI0 MaTepHaIoB
U TEKCTYP MOXKHO ZOOUTHCS MPEBOCXOIHOTO BHU3YaJbHOIO pe3yjbTaTa, PacKpacuTh IBe-
TaMU BUpPTyaldpHBIH Mup. Kpome Toro, ymenoe mx MCHOIB30BaHHE IMO3BOJIAET CKPBITh
OTpeXH MOACIUPOBAHUS U H0OABIISTH MEJIKUE JETaNH.

JonycTuM, HY)XHO caeiaTh MOAETb anelbCHHA. BHeENHe 3TOT (QPYKT BHITJSIIUT Kak
MPaKTUYeCKU HieabHas Kpyrias cdepa, HO BOT KOXKypa y Hero mynblpuatas. Co3naHue
3TUX HEPOBHOCTEH Ha 3Tarie MOICIUPOBAHUS BBIMJISIIUT, MATKO TOBOpsI, Heuenecoodpas-
HBIM, a BOT HCIIOJIb30BaHUE PENbE(PHBIX KapT MOAXOAHUT HICATBHO.

Br1, HaBepHOE, Y€ BCTpEUaauch ¢ TEPMUHOM "TekcTypa'. B moiap30BaTeIbCKOM CMBIC-
Jie — 3TO TMPOCTOH (aill ¢ KapTUHKOW. B TpexMepHOM MOJENHPOBAHUU YaCTO HCIIONb-
3YIOT TEKCTYpHI, 3apaHee CO3/JaHHbIE B IPYTrUX MpPOrpaMMax WM OTCHATHIX (OTOKame-
poii. Pazymeercs, Blender ymeer paborats ¢ Takumu (aiinamMu, HO B HEKOTOPBIX CITydasx
€CTh BO3MOXHOCTh 000MTHCH BHYTPEHHUMH pecypcamu rnporpammel. Hanpumep, nenaet-
cAa IleCBHHHBIﬁ WY METAJUTHYECKHUI mpeaAMET. 3aueM HCKaTh CTOPOHHUC KapTUHKHU, CCIIN
MOXHO BOCIOJIB30BAaTLCA MPOUCAYPHBIMU TCKCTypaMH, BCTPOCHHBIMU B CaMy IIporpam-
my! Blender npesaraer u Takoi cioco0 TEKCTYPHPOBAHUS MOJIEIIH.

A co3aaHue Mpo3pavyHbIX WM OTpakarolux npeaMeToB? OkasbIBaroTCs U 3TU 3()deKTs
CO3/IAaI0TCS C MTOMOIIBIO0 MaTePHAIIOB.

4.1. Yto Takoe maTepunan

Bo BcTyImieHHH K I1aBe 9acTo HMCIOJIb30BANIOCH CIOBO "MaTtepran'. OOBIYHO BO3HUKAET
accolManys ¢ 4YeM-TO, YTO MOKPBIBAET KaKOH-TM00 MpeaMeT, HalpuMep Kpacka Ha Kop-
Imyce aBTOMOOMIISL MIIM OZIeXKJa Ha yelloBeke. B TpexmepHOM Mupe Matepuan o603HayaeT
TO K€ caMoe — IMOKPBITHE HaYaIbHOTO Kapkaca. OTCIoa IIIaBHBIA BBIBOJ — €TI0 HENb3sI
UCII0JIL30BaTh 06e3 00heKTa.

Martepuan He CTOMT paccMaTpuBaTh, Kak IpocToil nseT Mojnesnu. Ckopee BCEro — 3T0
KOHTEHHEep, 00beINHSIOMMNI cpa3y HECKOJIBKO TEXHOJIOTHIA: IBET, MICHIEpPhI, CIIOM TEK-
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CTYyp, MPO3PavyHOCTh U IpPEIOMIICHHE, rpaaueHT. HUYTO He Melaer, CKakeM, CO31aTh
PEATMCTHYHBIN MaTepHall, HIMATHPYIOITHH XPyCTalbh WIN JEPEBO, COXPAHUTH €ro B (paiii
Y UCTIOJB30BaTh B CBOMX MpoekTaXx. COOTBETCTBEHHO, BTOPO BBIBOA — OJHMH U TOT K€
MaTepuajg MOXKHO HCIONB30BaTh JUIS Pa3HBIX 00BEKTOB. [IprdeM kK MOIEIM MOXKHO TIPH-
MEHUTH JIBa, TPH, & TO U OOJIBIIIE MATEPUAJIOB, YTO OTKPHIBACT MPAKTUICCKH HEOOBSTHBIN
IIPOCTOP JIJIsl TBOPUECTBA.

HecMmoTtps Ha MHOrOMEpHOCTB, CTPYKTypa MaTepuaia J0CTaTO4HO XkecTkas. [Ipomie Bce-
ro ee MPECTaBUTh B BUAC MHOTOCIOWHOTO Tupora. Camblii HIDKHHUH ApyC 3aHUMAaeT Oa-
306vitl yeem. K mpumepy, Ky0, KOTOPBIA €CTh B HOBOU CIICHE, YK€ UMEET IMPHUCBOCHHBIH
MaTepHall ceporo 1BeTa. HeT HUYEro cioHOTO B TOM, YTOOBI TIOMEHSTH IIBET Ha JII000M
npyroii, 6maro Blender mpeamaraer 1emyro maauTpy, HO TOIBKO OH OyIeT OTHOPOTHBIM.

Ecnu mpucMoTpeTbest K 3TOMy KyOy B CLIEHE, TO MOYKHO YBHJETH, YTO y HEr0 MMEIOTCS
TEMHbIE W CBETJIbIE 00JaCTH B 3aBUCHUMOCTH OT MECTOHAXOKACHUS MCTOYHHMKA CBETA, a
takke Omuku. Takue cBeToBble 3GQEKThI CO3MAIOTCS MPU IOMOIIN CIIEHUATIBHBIX 0mpa-
arcarowux wietioepog. 11o KenaHuI0 X MOXHO HacTpauBaTh, HOOUBASICh JKECTKOI'O WM
MSATKOro oTojecka. B nepapxum Matepuana menaeps! 3aHIMAIOT CaMO€ BEPXHEE MECTO.

A BOT TEKCTYpBI pacIioyararorcs Mexay HUMH. OHH MOTYT OBITH JFOOBIMHU: OOBIYHBIMHU
KapTUHKaMH WM TIPOLEIYPHBIMH KapTamu. [Ipndem mMeeTcss BOSMOKHOCTH HCIIONB30-
BaTb CPa3y HECKOJIBKO TEKCTYp B OJHOM MaTepuaie, kak Obl cBOeoOpa3Hoi cTonkoil. Ta-
Kasi CTOIIKA Ha3bIBACTCSI MEKCMYPHbIMU CIOAMY WU KaHATaMH.

Bce amemMeHTHI CTpYKTYpBl MaTepraza MOKHO CMEIIMBATh MEXIy CO00H pa3sHBIMH CIIO-
co0aMM: yCTaHOBKOM MpO3pauyHOCTH, (PYHKIHMSIMHU HaJOKCHUS, UCIIOIb30BAHUEM CIICIH-
QIBHBIX (QUIBTPOB.

K npumepy, paccMoTpuM MaTepHail TOTO e aneilbchHa. ba3oBbIM IIBETOM y Hero Oyner
OpaHkeBbIU. /[ co3laHMs HEPOBHOCTEH Ha KOXKYpE UCIOJB3YETCS IIPOLELypHas TEK-
CTypa, HaJlo)KeHHas rmpu nomoinu Mexanuzma Normal Map. Hy u msrkue, Hepe3kue oT-
pakarouue menaepsl.

Tak W mosrydaeTcs, 9TO MaTepuall COCTOMT U3 0a30BOTO IBETa, OJIOKA TEKCTYp W OTpa-
JKaroUIuX IEUIEepOB.

4.2. Co3paHMe n HaCcTpouKa MmaTepuana

Martepuan uMeeT OrpOMHOE KOJIHYECTBO HACTPOEK, M BCE OHU PACIIONAraloTCs Ha CIICIH-
anpHOM manenu okHa Properties (puc. 4.1).

HoBblii 00bEKT, 100aBICHHBINA B CIICHY, HE UMEET MPUCOCAUHEHHOro Matepuana. Cre-
JaTh 3TO MOXKHO JBYMsI criocobaMu: OO cO3JaTh HOBBIM MaTepuai, JIMOO BRIOPATh
MMEIONIiics u3 crcka. B mepBoM ciydae HEOOXOIMMO HaXXaTh KHOTIKY Ha maHenw New.
OOpaTtuTe BHUMaHHE Ha CTHIIU30BaHHOE HM300pakeHHe CQepbl PSIoM ¢ KHOIMKOH New.
[Ipu HaxaTny Ha Hee MOSBUTCS CIHCOK MMEIOIIMXCS MaTepualioB B ciieHe. [lo ymomda-
HUIO TaM YK€ HaXOIMTCS OJIUH MaTepHa, KOTOPBIH NPUCBOEH HadalkHOMY KyOy. UHTe-
PECHO, YTO €CIIM yIAIUTh OOBEKT M3 CLEHBI, TO €r0 MaTepHajbl U TEKCTYPhl OCTaHYTCS
B HAJIMYUH.
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Puc. 4.1. 3aknagka Material okHa Properties

[Mourpaem ¢ MaTepuaiamu Ha npaktike. Cozmaiite mo6oit Mesh-o0bekT B HOBO# clieHe
U OTKPOWTE MaHellb MarepraiioB. Kak u npenanosiaranack, oHa mycras (cM. puc. 4.1). Ha-
xmuTe Ha cepy psmom ¢ kHonkoir New u BbiOepuTe M3 crmcka matepual. BoT temeps
MIaHeJNb 3aMOJHMIIACh OOJBIIMM KOJIMYECTBOM omuid. bynem paccmarpuBarh ux 1mo 6710-
kam. CaMmblil BepXHUil ypOBEHb 3aHUMAIOT TI100aJIbHBIC HACTPOHKH (puc. 4.2).

Puc. 4.2. Mmo6anbHble onummu matepuanos

3TOT OJIOK MO3BOJISIET YNPABISATh MPUCOSAUHEHHEM M OTCOCIMHEHHUEM MAaTepUalioB K
00BeKTy. 31ech HE 3ps CIOBO "MaTepHuaibl' MCIOJIb30BAHO BO MHOKECTBEHHOM HYHCIIC.
Benp k ogHOMY 00BEKTY MOXHO MPUKPENHUTH Pa3HOe MX KonndecTBo. CaMoe KpymHoe
OKOIIKO B JaHHOM OJIOKE KaK pa3 M MOKa3blBaeT MaTepHallbl, IPUKPEIUICHHBIE K OOBEKTY.
Psanom ¢ 3TUM CIMCKOM HaXOASTCS AOMONHUTEIbHbBIE KHOKH [UIS YIIPABICHUS TOPSIIKOM
MHOECTBAa MaTepHalloB AaHHOTO MpuMuTHBa. HO Tema MynbTUMaTepHagoB 1OCTaTOYHO
obmpHas ¥ paboTa ¢ HUMHU OyJeT paccMaTpUBaThCs B OTJEIBHOM pasziesie, a Hoka oopa-
TUTE BHUMaHHUE HA CTPOKY, PACHOIOKEHHYIO UyTh HUXKE 3TOI'0 OKOLIKA.

31ech 03BOISIETCSI H3MEHUTE UMs MaTepHuaia. [IpocTo menKHuTe 0 Ha3BaHUIO U BBEIH-
Te HOBOE MMsl. BooOIile Bo3pMUTE 3a MPaBUIIO JlaBaTh IMOHITHBIC HAa3BaHHUS CBOMM MaTe-
puanam. B ganpHeleM 3T0 O3BOJIUT C JIETKOCThIO HAXOAUTh HY>KHBIN U3 CIIHCKA.

OOpatute BHUMaHKe Ha 1UGPY 2 psAAOM ¢ HazBaHueM Martepuaia. Tak Blender mokassi-
BAaCT, CKOJIBKO OOBEKTOB HCIONB3YeT JaHHBIA MaTepualt. B BaiieM ciiydae TaKUMU TpH-
MUTHBaMU SIBISIOTCS KyO, KOTOPBIM HAXOMUTCS B CI[CHE MO YMOJYAHUIO, U HOBBIA 00b-
eKT. 3allOMHUTE, €CIIM Bbl MCHSCTE HACTPOMKH TaKOTO OOIIEro MaTtepuasa, TO BCe M3Me-
HEHHS OTPAa3sITCA Ha BCEX POTUTEIbCKUX 00BekTax. UTOOBI clenaTh MPUCOCAMHEHHBIN
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Marepuas YHUKAIBHBIM JUIS TEKYIIEro OOBEKTa, HY)KHO INEIKHYTh MBIIIBIO MO 3TOH
mudpe. Crenaiite 31o.

Tenepb OTKpOﬁTe CIIMCOK MaTCpUaIOB. Kak BUUTC, B HCM YIKC HAXOHATCA [IBa IMYHKTa

(puc. 4.3).

Material

Puc. 4.3. Cnncok Bbibopa MmaTepuanos

Ecnm marepnan He MMeeT pOIUTENBCKOr0 00BEKTa, T. €. HU K 4YeMy He IPUKPEIUICH, TO
mocje 3aKpbITUS MPOTPaMMBI OH YAAseTcs W3 cUeHbl. YTOOBI 3TOro0 HE MPOU3OLLIO,
Ha)XMHUTE KHOTIKY F.

OcrasbHbIe BE KHOMKK BaM ye 3HaKOMBI. [lepBas co 3HakoM TUTiOC (+) co37aaeT HOBBIMH
Matepuai, a BTopas (X) yIauseT ero.

Crenyrolye 4eTbIpe KHOIKY MEPEKII0YAI0T PEXKUM paboThl (CM. puc. 4.2):

¢ Surface (IToBepXHOCTh) — CTaHAAPTHBINA PEeXXUM pabOThI MaTepuaa, KOTOPbId ycTa-
HABJIMBAETCS M0 YMOTYaHUIO. B 3TOM cityuae 0OBEKT BU3yalTU3UPYyETCsl, KaK €CTh;

¢ Wire (Pemerka) — B 3TOM cCiydae PEHICPHTCS CTpPyKTypa oOBEKTa, T.e. pedpa

C BepmMHaMu 0Oe3 MOJUroHOB. BHemiHe sto moxoxe Ha pexkum Wireframe oxna
3D View;

¢ Volume (O6bemM) — MHTEPECHBIN PEKHM, KOTOPBIi MO3BOJISIET 00pabaThiBaTh 00BEK-
THI C COXpaHEHHEM UX (OPMBI, KaKk OyATO OHHU 3aOJIHEHBI 0OBEMHBIM TYMaHOM;

4 Halo (Opeon) — crpykTypa 0OBEKTOB BH3YaJIH3HUPYETCSl B BHJE CBETSAIIUXCS dlie-
MEHTOB.

Puc. 4.4. PeaynbTtat peHgepa matepuanos: Surface, Wire, Volume, Halo
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3akmanka Preview oGecrieunBaeT MpOCMOTp MaTepuaia Tak, Kak OH OyJIeT BBITJISICThH
nocsie penzepa. JlonosHUTeTbHbIE KHOTIKM COOKY OKHA TTO3BOJISIOT BHIOMPATH THUITBI TIPH-
MUTHBOB JJII OTOOpa)KeHUs MpeBbl0. Beero mx mmeercs mecTh mTyK (puc. 4.5): mioc-
KOCTb, cepa, kKy0, Monkey, gactuiisl (BoiOCH), cdepa ¢ UBETHOM 3aJIMBKOM 3aIHETO
(dona.

S -

Puc. 4.5. MNaHenb Preview matepuana Puc. 4.6. HacTpoiiku ueta
N OTpaxxeHWss maTepuana

3aknanku Diffuse u Specular orseuaroT 3a HaCTPOWKY OCHOBHOTO IIBETA U OTPAKAFOIIHX
reiiiepos (puc. 4.6).

Shading (3aremHeHHEe) COMEPXKUT OIIIMH, OTBEYAIOIINE 34 PEAKIIUI0 MaTephaia Ha HMC-
TOYHHUK cBeTa (puc. 4.7).

¢ Emit (CBeuenue). YmpasieHue cBedeHHeM 00bekTa. C €ro MmoMOIIBI0 MOKHO CO3-
J1aTh, HAIIPUMEP, MaTEpUall CBETAIICHCS JTAMITHL.

¢ Ambient (Oxpyxenne) u Translucency (ITomymnpo3padyHoCTh). ITH mapaMeTphl OT-
BEUAIOT 32 MOBEACHME MarepHalia MPU BKIFOYEHHBIX OMIMAX TI00ATBHOTO OCBEIIe-
HUS, T. €. OCBEIICHUS CIICHBI, BHE 3aBUCHMOCTH OT CYIIECTBYIOIINX B HEW JIAMII.

4 Shadeless (OqnoToHHBII). BritoueHHe TOM OMIUK 3aCTaBIIET MaTepHUall HE pearu-
pOBaTh Ha UCTOYHHUKH CBeTa. Bu3yanbHO OH OyAET BBINISACTH OJHOTOHHO, O€3 MOJTy-
TEHEH.

" Cubic Interpolation

Puc. 4.7. NapameTpsbl Shading

4 Tangent Shading (Otrenok moa yriom). CrienuanbHBI PEKUM PabOThI OTpaXKaro-
IIUX IICHICPOB, KOTOPBIN MO3BOSIET CO3/1aBaTh HE TOYCYHbIE OJIMKH, a I10]] Onpese-
JICHHBIA yrioM. Hampumep, y MeTalIMYeCKOW HOXXKH PEaJbHOTO CTOJa OJMK OT
JaMIlbl UMEETCs Ha MPOTSDKCHUHM Beeil HOkKH. Heduro momoOHOE co3faeT AaHHas
OIILIHSL.
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¢ Cubic Interpolation (Ky6uueckass uHTEpIOsIUs). YCTaHOBKA JAHHOW OIIMHU I10-
3BOJIICT CO3/[aBaTh OoJiee MATKHE MEPEeX0/Ibl MOIyTOHOB. Oco00 3TO Ba)HO JIsl pado-
Thl HEKOTOPBIX THIIOB IEHIEPOB.

IMapameTpsl 3akmagok Transparency (IIpospaunocts), Mirror (Otpaxenue) u Sub-
surface Scattering (I'myOuna paccerBaHMs) OTBEYAIOT 3a OTPAKCHUE U MPEIOMIICHHE
nyueii cBeta. OHU OYyT PACCMOTPEHBI B COOTBETCTBYIOIIEM pa3fieiie.

Omuu 3aknanku Strand (Hutb) 00bIMHO UCTIONB3YIOTCS MpU paboTe ¢ dacTuiiamu. I1o-
3BOJISIIOT OOJIee TOYHO HACTpaMBaTh MaTEpHal, XapaKTEPHBIH IJISI TaKUX OOBEKTOB, Kak
BOJIOCBI.

A BOT crenyrontyro 3aknanky Options (Ommuu) paccMoTpuM OoJiee TIIATENbHO. 371eCh
pacroiararTcs OCHOBHBIE, INI00aIbHbIE HACTPOUKU MaTepHaia, OTBEUYAoLIe 3a MoBe/e-
HHE MaTepuaia 1o OTHOLICHHIO K cuieHe (puc. 4.8).

4 Traceable (TpaccupoBka). YcraHOBKa 3TOr0 Iapamerpa Mo3BOJSIET MaTepualy yda-
CTBOBAaTh B TpacCUpOBKe iydeil. JlomycTuM, B CLiEHE UMeEeTCs 3epKano, KOTOpoe
OTpakaeT psAOM Haxojsmmecss 00bekTsl. Eciu Beikmounth Traceable, To o6bekr
C JIaHHBIM MaTepuajoM OyaeT HEeBHIMMBIM IS 3TOTO 3epKaya. Takoi marepuan He
y4acTBYeT B OTPaKCHUH U MPEIIOMIICHHH.

' Traceable

" Use Mist

Puc. 4.8. 'pynna Options

¢ Full Oversampling (ITonHoe crnaxxuBanue). B mapamerpax peHzepa ClieHbl HUMEeTCs
BO3MOKHOCTb yCTaHOBKH criaxuBanus (Anti-Aliasing). Eciu BKIIOYHTE 3Ty OMITHIO,
TO Marepuall OyaeT oOpabaThIBaTbCsi B MAaKCUMaJbHOM KadecTBE. YUTUTE, B 3TOM
ciy4ae BpeMsi 00pabOTKH 3HAYUTEIIBHO YBEITMUUBACTCS.

4 Sky (He60). B aTom ciyuae uBeT MaTepuaia MeHsieTcst Ha et (ona cieHsl (SKy).

¢ Use Mist (Mcnons3oBaTh TyMaH). Blender uMeeT BO3MOXXHOCTh HCIOJIB30BATh B CIie-
He TyMmaH (He myTath ¢ pexxumom Volume matepuana). OTKIIOUUTE €€, eCITH HE XOTH-
Te, 4TOObI 00BEKT PearupoBall Ha TyMaH.

¢ Face Textures (TekcrypupoBannsie rpanu) u Face Textures Alpha (Tekctypupo-
BaHHbBIC IPaHH C MPO3PAYHOCTHIO). B 3TOM cilydae OCHOBHOM 1IBET Martepuaia Oyaer
3aMEHEH Ha BBIBOJ TEKCTYPbI B OOBIYHOM PEXHME W C anb(a-KaHaioMm (C mpo3pad-
HOCTBIO).
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4 Vertex Color Paint (Okpacka Bepiun). Blender mo3Bosnsier packpaiinBarh B pa3Hbie
[IBETa BEPIIMHBI O0OBEKTa. Y CTAHOBKA ATOW OMIIMH 3aMEHHUT 0a30BBIN IIBET MaTepHalia
Ha pacKpacKy BEpIIMH.

¢ Vertex Color Light (Ocsemienne Bepiun). J[OMOJTHATENRHOE OCBEIICHHE OT OKpa-
[IEHHBIX BEPIIHH.

¢ Light Group (I'pynma cBera). MaTepuan MOKHO MOMECTHTh B TPYIIY OTACIBHOTO
HCTOYHUKA CBETA.

I'pynna Shadow mosBossier HacTpauBaTh TeHH (puc. 4.9). [To yMOI4aHUIO OOBEKT C HO-
BBIM MaTepHalioM yMeeT OTOpachlBaTh W MPUHUMATh TE€HH, B HEKOTOPHIX CIy4asX 3TO
HeXenaTenbHO. Ecium BBl X0oTHTE, YTOOBI Ball MaTepuasl HE MPUHUMAN Jy)KHE TEHH, TO
cHuMHTE Tanouky ¢ nmynkra Receive (ITpunsarue). Uyt Huke HaxoauTcs MyHKT Receive
Transparent (ITpuasaTs npo3payHocTh). [10 yMOTYaHUIO OH OTKIIOUCH. AKTHBAIIHS J1aH-
HOM ONINH TTO3BOJUT 0OBEKTY MPUHUMATH TEHH OT ITPO3PAYHBIX MaTEPHAIIOB.

BriBaer u oOpatHas cuTyanusi, KOrja Hy>)KHa Te€Hb, HO 06e3 camoro oobekta. Omuus Cast
Only (Tospko 0TOpackIBaTh) OTKIIOYUT PEHAEP O0BEKTA H OCTABUT TOJIBKO TCHb.

HeoObruna mo pesynprary omnuus Shadows Only (Tonbko Tenn). CMbIC ee IeHCTBUS
B TOM, 4TO TEHb OCTAeTCS, a CaM MaTepuall IPHHUMAET [[BETHOCTDH (hoHa clieHBl. MMeercs
HECKOJIbKO BaPHAHTOB, JOCTYITHBIX B pacojokeHHOM Hike MeHio Shadow Only Type:
Shadows and Shading (Tenu u nonyrenun), Shadow Only (Tonsko Tens), Shadow and
Distance (Teupb u paccrosiaue). Hamprmep, B epBoM ciiydae 00bEKT OyIeT BBITIISICTH
KaK OOBIYHO, TOJIEKO C IIBeTaMH (pOHA, a BOT B TIOCJIETHEM BapHUaHTE OH CONBETCS C ¢o-
HOM CIICHBI.

v Receive +/ Cast Buffer Shadows

" Auto Ray Bias

v Cast Approximate

Puc. 4.9. HacTponku TeHu

4.3. ba3oBbIN UBeT U OTpaXeHne

[lBer MaTepuana COCTOMT M3 JIBYX COCTaBISAIONIMX: OCHOBHOTO (AM((Y3HOro) u OIHMKO-
Boro (3epkayibHoro) mebigepo. O0a 3jeMEeHTa UMCIOT CBOM COOCTBEHHBIC HACTPONKH
B cootBercTBytommx rpymmax Diffuse (Paccesuusiit win quddysusiii) u Specular (3ep-
KaJIbHBIN).

U BOT yxe, B KOTOPBIH pa3, B TEKCTe KHUTU MeJbKaeT cioBo "meinepsl”. OObIYHO BO3-
HUKaeT acCOLMAlUsA C TEXHHYECKHMMH XapakTepucTtukamu 3D-yckopurenel. [leiicTBu-
TEJIbHO, IlIeiiiepaMy Ha3bIBalOT MUHU-TIIPOIPAMMBbI, KOTOPHIE BBIIIOJIHAIOTCS Ha YpOBHE
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BUJCOKApT, YTO 00ECIEeUnBaeT UX BhICOKOE ObIcTpoaeiicTBre. B mupe Blender metinepa-
MU SBIISIOTCS CHEeNuaabHbIe (PyHKINH, OTBETCTBEHHBIC 3a MOCTOOPaOOTKY LBETa MaTte-
puana. A BOT KaK OHM BBIIOJIHAIOTCS, HA YPOBHE BHUJEOIUIATHI WM LIEHTPAIbHOIO IIPO-
Leccopa — 3TO HecyllecTBeHHO. [IpaBunbHas HacTpoika LIEiAepoB MaTepuaia Mo3BO-
JIIET TOCTUYb HYKHON peaIMCTUYHOCTH.

I'pynmna Diffuse (Auddysnsiii) o6pa3yeT Tak Ha3blBaGMblii OCHOBHO# IBET Martepuaa
(cwm. puc. 4.6). [1o ymondanuto oH cepbiii. UTOOBI BHIOpPATh WHOM, HYXKHO IICIKHYTH Jie-
BOHM KHOIIKOH MBIIIH 1o 0o0pasiy. OTkpoeTcs cneruanbHas naHens (puc. 4.10). BeiOpan-
HBIA B HEl IBET Cpa3y e 0ToOpakaeTcs B OKHE Preview u Ha poauTeabckoM 00beKTe.

Puc. 4.10. NannTpa ugeTa

[Ixana Intensity mo3BosseT yCTaHOBUTh MHTEHCHBHOCTH IBeTa (cM. puc. 4.11). A BOT
BBIOOp 1ICHIepHO# Mozenu ocyuiecTBisiercs u3 mento Diffuse Shader Model (Juddys-
HBII 1Ienep).

s muddy3Horo npeTa JOCTYIMHO MATh MISHACPHBIX (DYHKIUH, Ha3BAaHHBIX 110 UMEHH MX
co3JaTenei.

¢ Lambert. DToT mieiiiep ycTaHOBJICH MO YMOJTYaHUIO M 00ECIICUMBACT PaBHOMEPHOE
OTPaKCHUE CBETA OT MMOBEPXHOCTH.

¢ Oren-Nayar. IIpu Beibope cranoBuTcs goctynen napamerp Roughness (Illepoxosa-
tocTh). Eciu yecTHO, BU3yaabHO He 0c000 oTiaruaercst ot Lambert.

4 Toon. OueHb UHTEPECHBIH HEPEATUCTUYHBIN MISHep, co3AatoNHid dPPEKT MYJIbTSII-
HOCTH. DTO MPOUCXOJUT 3a CUET JOCTATOYHO PE3KUX MEPEXO0J0B MEXKIYy OCBEIICHHbI-
MH M TeMHbIMH obnactsiMu. Mimeetcst Ba mapamerpa: Size (pa3mep OCBELICHHOU 00-
nmactu) ¥ SMooth (cremens CriaaKeHHOCTH MEXAY 00macTsaMu). JIJist JIydIero pesyib-
tara napamerp Smooth gomken umeTr MUHHMATBHOE 3HAYCHHUE.
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¢ Minnaert. DroT mieiizep co3maeT OIIYIICHHE MSTKOM, 0apXaTHCTOW MOBEPXHOCTH.
Nmeetcst Bcero oaun mapamerp Darkness (3atremuenwue). OnTHMalbHBIA pe3yibTar
MIPH HYJIEBOM 3HAYEHUH TOTO IMapaMeTpa.

4 Fresnel. Dot weitnep, oOpatHslii o pesyibraty Lambert. B otianune ot nocienne-
ro, MecTta, KyJa majarT JIydd HCTOYHHKA CBETa, KaXyTCsl 60Jiee TEMHBIMH, a BOT 3a-
TEHEHHbBIC, Ha00OpOT, mpocBeTsiIoTes. Mmeercs nBa mapamerpa: Fresnel (crenensb
BBIIETIEHUs obmacTeii) n Factor (pe3kocTs rpaHui).

Puc. 4.11. OuddysHble wengepsl: Lambert, Oren-Nayar, Toon, Minnaert, Fresnel

[leiinepsr Specular wam, kak WX elle Ha3bIBAIOT, 3€PKAJbHBIC LICHICPbl OTBEYAIOT 3a
co3nanue O6J1KOB Ha 00bekTe (puc. 4.12). B aTy rpynimy BXOIAT MATh (QYHKIHH.

¢ CookTorr. OcHOBHOH 3epKalbHBII IHICHIep, YCTAaHOBICHHBIN MO yMoiuanuio. Jaer
pasmbIThie Onukd. Hemnoxo moaxomuTt Ans BH3yaJW3alMM IUIACTMACCOBBIX ITOBEPX-
Hocreil. Mimeercst mapamerp Hardness, KoTopslii OTBeYaeT 3a IUIOIIAAb HU3ITydCHHS
Omnuka.

¢ Phong. Ileiinep, nanonooue CookTorr. Mmeercs Takoit xe mapamerp Hardness.
Pazpaborunku Blender coBeTyloT HCIOIB30BaTh €ro Uil OPraHUYECKUX IOBEpPX-
HOCTEH.

4 Blinn. B otimune ot mepBbIX IBYX, 3TOT miekaep umeeT uHueke npenomieHus IOR
(Index of Refraction), uro sBmnsiercst Oosiee Ka4eCTBEHHBIM MO (PU3UIECKUM 3aKOHAM.

CAll

4 Toon. 3akomblil yxe "MynbTAIMHBINA" meinep, Ho ToAbKo OnuKoBbI. [lapameTpsl Te
e camble, 9To U 'y nuddysHoro cobpara. OnTUMaIbHO UCTIOIK30BATH MICH IEpEl 100N
B Iape JApyT C IPYTOM.

¢ Wardiso. YHuKaIbHBIN HIeHIep, MO3BOJISIONINIA CO3aBaTh OJMKH C PE3KMMHU OYepTa-
HusiMH. Takue OMUKM XapakTEepHbI, CKaKeM, A METaUTMUYECKUX I[TOBEPXHOCTEH.
Nmeronuiics mapametp SIOpe kak pas ¥ MO3BOJISIET YCTAHABIMBATh KECTKOCTh H3ITY-
YEHMUSL.

KomOuHMpy#iTe pa3Hble THITBI HICHEPOB IS TOJyYSHHsT ONITUMAaIBHOTO pe3ysbTara!
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Puc. 4.12. brninkoBble wenaepsl: CookTorr, Phong, Blinn, Toon, Wardiso

4.4. PamnoBble Wwenpepbl

B peanpHOM MHupe penko OBIBAIOT MPEIMETHI C MTOTHOCThIO OJTHOTOHHON OKpackoi. [1pu-
CMOTpHUTECH K CBOEH COOCTBEHHOM KOXke. JIeTKo 3aMeTHTh, YTO B Pa3IMYHBIX MECTax OHA
HUMeeT pa3Hble OTTCHKU. lIpudeM OueHb CHUIIBHO BIIMSET HA BOCIIPHUATHE PACIIONOXKEHHE
HNCTOYHUKOB cBeTa. My, Hanpumep, miaaMs KOCTpa, I'Zie OTYETIMBO BUIHA Ipajauus IBe-
TOB OT CBETJIOTO K TEMHOMY.

J1s KOppeKTHpOBKM OCHOBHOTO IiBeTa Marepuana Blender mpemmaraer crermambHBIH
HHCTpYMEHT — Ramp (pammoBsblii meiigep). B ocHOBe ero paboThl IeXKHUT CMEHINBaHUE
6a30BOro I[BETA C TPAAUEHTHON NAIUTPOil, KOTOPYIO MOIb30BATEIb YCTAaHABIUBAET CaM.

Hleiineper Ramp goctynsel kak st aud@ysHoro nsera, Tak W anas Omukosoro. Ilo
YMOJTYaHUIO JaHHas (QYHKOWS OTKIIOYeHa. J[Js ee akTHBalUM JOCTATOYHO YCTaHOBHUTH
rajiouky B nosie Ramp B HyxHoi#1 rpymie meiinepos (puc. 4.13)

G oot

n o Rarnp

oS UL UUL

A
¥

Shader

CookTorr

Puc. 4.13. Onuusa BrntoyeHnss Ramp Puc. 4.14. NapameTpbl Ramp

IMoce BKIFOYEHHS STOW OIIMHM CTAHOBUTCS OCTYIHOM I[ejasi TpyMma [apaMeTpoB
(puc. 4.14).

ITocTpoeHue rpagueHTa OCyIIEeCTBIACTCA Ha CIIEHUAIbLHON IKaJe C TOMOIIBI0 METOK WIIH
KOHTPOJIBHBIX TOYEK. BU3yaahbHO METKH BBITIISIAT, KaK BEPTHKAIbHBIE mTpuxu. llo
YMOITYaHHUIO TPAJIUCHT y)KE HMEET JIBE METKU OT YEPHOTO K Oenomy 1Bety. KoHTponbHbIe
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TOYKHM MOKHO IEPEMEINIaTh 10 MIKajae, TEM CaMbIM M3MCHS HHTEHCUBHOCTD M PACIIOJIO-
JKeHwre 1BeToB. J{j1s aToro ciay:kurt moie Pos (puc. 4.15).

OmHAaKO 70 3TOTO HY>KHO BEIOpaTh caMy METKY, JJIsi KOTOPOH OyIyT MPOU3BOJUTHCS H3-
MeHeHUs. Ha manenu Ramp umeercs crienMaibHOE TI0JIe, KOTOPOE yKa3biBaeT HOMEP aK-
TuBHOU MeTKH. IlocMmoTpute Ha puc. 4.16. [lo ymoa9aHuio TaM BCeTJa CTOWT IepBas
KOHTpOJIbHAsI TOYKa (cyeT MeTOoK B Blender Haumnaercs ¢ Hyis). lllenkas mo yriaoBeIM
CTpeJIKaM JIaHHOTO TMOJIsi, MOXKHO BBIOPATh HY)KHYIO METKY.

Puc. 4.15. 'pagneHTHas LwKana n MeTk1 Puc. 4.16. [None onsa akTMBauum HY>XHON METKN

JUiss M3MEHEHHs I[BeTa KOHKPETHOTO CEKTOpa CIIYXHUT II0Jie, PACIONIOKEHHOE PSIOM
¢ mapametpom Pos. I1[emakoM J1eBO# KHOMKK MBIIIN TT0 HEMY OTKPBIBACTCS YK€ MPUBbBIY-
Hast maauTpa 1BeToB (puc. 4.17).

Puc. 4.17. MNone-obpa3sew 1 oTKpbITas nanutpa

OOparute BHUMaHKE Ha TO, 4yTo Blender mo3Bonsier ycraHaBiIMBaTh MPO3pavHOCTh (A —
anb(a-KaHa ) BMECTE C BRIOOPOM I[BeTa. Takum 00pa3oM, Bbl MOXKETE yKa3aTh Mporpam-
Me, KaK U B KaKuX MPOMOPLUSAX OYAyT CMEIIMBaThcs 0A30BbIM IBET C IIBETOM JAHHOTO
ceKTopa. YCcTaHOBKa mapaMerpa ajdb(bl B HOJIb 03HAYAET MOJHYIO IMPO3PavyHOCTh, T. €. B
JAHHOW TOYKe OyIeT MOKa3bIBaThCS HMCKIIOYUTEIHLHO OCHOBHOM IBET MaTepHana. 3a-
METhTE, YTO €CJIM LBET BTOPONM METKH MMEET MEHBIIYI0 MPO3PAavyHOCTh, TO MPOrpamMma
BBITOJIHUT TIOCTENIEHHYIO 3aMEeHy 0a30BOTO IBETA I[BETOM KOHTPOJIBHOU METKH. MICITOmb-
3ys ajb(a-KaHajl, Bbl MOXKETE JM00 CMEIIMBATh I[BETA, JUOO MOJHOCTHIO 3aMEHUTH €0
IPaUeHTOM.
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B HekoTOphIX ciydasx JBYX KOHTPOJBHBIX TOYEK ObiBaeT Mayo. Blender mo3BomsieT mo-
0aBJIATH POBHO CTOJILKO METOK, CKOJIBKO HYXHO. DTO JIemaeTcs ¢ moMoinsio kaornku Add.
[Mocne mobGaBieHUs HOBOIM TOYKH €€ MOXKHO TEPEMECTHTh Ha HYXKHYIO MO3HIIUIO C TI0-
MOIIBI0 mapamerpa POS u ycTaHOBUTH CBOW IBeT. HeHykHas MeTKa ynamsieTcs ¢ Io-
Molbio KHonku Delete.

PammnoBEri meﬁﬂep HUMCCT CLIC /IBa BAXKHBIX ITapaMeTpa.

4 Input (Bxoxm). 3mece yka3piBaeTcs TOYKa Bxoja s paboTel miedgepa. Mmeercs
YeThIpe BapHaHTa:

e Shader (Illeiinep) — 3TOT mapameTp YCTAaHOBIICH O YMOJI-
JaHui0. Pe3ynbTaTtoM ero JeCTBHS CTAHOBUTCS M3MEHEHHE
[[BETa Marepuala Mmoj BO3ICHCTBHEM HAIPABICHUS M3ITyde-
HHSI CBETA,;

| Add
Multiply

Subtract
e Energy (MomHOCTh) — B 3TOM cilydae, BMECTe C HaIlpaB- |

JICHUEM U3JIYYCHHUSA YUHUTBIBACTCA U €T0 MOIIHOCTD; | Divid
ivide

e Normal (Hopmains) — pe3ynbTar paOOTBl OPUCHTHPYETCS  [npai
M0 OTHOLICHHUIO K KaMmepe CIICHbL. BU3yanbHO 3TO MpOSBIIs- |
ercs, Kak yCHJICHHE JEHCTBHA TpaJMEHTa MO KpasMm [y
00BeKTa; | Overtay

e Result (Pe3ynpTaT) — B OTJIHYHE OT MEPBBIX TPEX BapHaH- ' Dodge
TOB, 37IeCh paboTa Iieiiepa HaYMHAETCS TOJNBKO IO 3aBep- Ml
IIEHUN BCEX OCTAIBHBIX BBIYMCICHHMH. M3-3a 3T0il ocoOeH- (A
moctd Result MOXHO HCIOB30BaTH COBMECTHO C TEKCTY- (sl
pamu. Value

Light

Linear Light
| Diffuse Ramp Blend

Puc. 4.18. MeHto cmewmBanus Blend

¢ Blend (CmemmuBanue). DTOT mapamMeTp yKas3blBaeT, KAKHM HMEHHO oOpa3om Oyner
MMPOU3BOAUTHCA CMCHIMBAHUE I'paJUCHTa C OCHOBHBIM IIBETOM. Hy)KHLIﬁ BapuaHT BbI-
Oupaercst u3 cnenuanbHoro MeHto (puc. 4.18). Ilo yMom4aHHIO YCTAaHOBJICH PEKHUM
cMerrBanusi MiX, KOTOpBI MPOCTO IMOKAa3bIBAET CJIOM B COOTBETCTBUH C ajb(a-
KaHajaoM. THmsl CMCIIMBaHus, MPEACTABJICHHBIC B MCHIO, UCHIOJIB3YIOTCA U IJId OAPY-
rux MHCTpyMeHToB Blender, Hampumep xaHanoB TekcTyp. PaccMaTpuBaTh BCe THIIBI
HET CMBICIIA, TONPOOYITE UX Ha MPAKTUKE.

st Bcex BapHaHTOB CMEIIMBAHUSI HMeeTCs r100anbHbIil mapametp Factor (Koaddumu-
eHT). C ero moMoIpo Bbl MOKETE YCTAHOBHTH HEOOXOIMMBIN YPOBEHb BIHSHUS PaMIIO-
BOTO IIElepa Ha MaTEpHal.

COBET

Kak n nonoxeHo, pe3ynbraT paboTbl pamnoBOro Lengepa OTobpaxaeTcs B OKOLLKe
Preview naHenu matepuana, Ho 3To He coBceM yaobHo. Blender npegnaraet BO3MOXHOCTb
MorHoro npocmoTpa martepuanos B okHe 3D View, npaBga ¢ HeGonbLIMM yCnoBueM, y Bac
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AormKHa BbITb 4OCTaTOYHO MoLHas Buaeonnarta. Ha naHenu csoncts (<N>) okHa 3D View
HavauTe 3aknagky ¢ HasBaHuem Display. Ha Hen Haxogutca cnucok Shading. No ymonya-
HWUIO TaMm ycTaHoBneH BbiBog MultiTexture. 3ameHuTe ero Ha GLSL. Hangute B 3aronoBke
okHa 3D View meHio Viewport Shading u Beibepute nyHkT Texture (cm. puc. 1.10). Tenepb
nporpaMma, B 3aBMCMMOCTM OT MOLLIHOCTW Ballen BnaeokapTel, byaeT crapaTbCs BbIBOAWUTL
06bEeKTbl B OKHE C MaKCUMarbHO Ka4eCTBEHHbIM OTOBpaXeHneM MaTepuarnos 1 TEKCTYP.

4.5. AddekTbl Halo

Marepuansr Blender umeror ocoOsiit pexkum Halo, KoTopsiii T03BOJISIET BHIBOAUTH BEp-
IIMHBI O0BEKTA B BUJE CBETAIINXCS 3JIEMEHTOB. JTO HE 3HAYMT, YTO MaTepHal HAUNHACT
(bYHKIIMOHUPOBAThH HAMMOI00ME UCTOYHHUKOB CBeTa. B meiicTBuTensHOCTH cBeueHne Halo
HE OKa3bIBaCT BIMSHUS Ha PSAAOM Haxojsmuecs 00beKThl. C MOMOIIBIO 3TOTO pPeKUMa
MO>KHO CO3/1aBaTh BECbMa JIIOOOIBITHBIE 2PQEKThI, HAPUMEDP CBEUEHUE 3BE3/1 WU (hapbl
aBromoOmiisi. Yacto Halo mcmone3yroT 11 BU3yann3aluy Tak Ha3bIBAEMbBIX JTHH30BBIX
sddexro (Lens Flares). [TogobHbie OJIMKH MOKHO B pealbHOM MHPE YBUACTH MPH POTO-
WM BUACOCHEMKE, PACTIOJIOKHBIINCH O] OTIPEETICHHBIM YTIIOM K HCTOYHHKY CBETA.

st pabotel ¢ Halo HeoOX0aMMO MEPEKITIOYNTh MaTepUall, MEIKHYB 10 OJHOMMEHHON
KHOTIKE B HacTpoiikax. [Ipu »ToM maHens CyIIECTBEHHBIM 00pa3oM H3MEHUTCS
(puc. 4.19).

Kaxk yxe Obu10 cka3ano, Halo mpumeHsieTcst TOJIBKO K BepLIMHAM OOBEKTa, MPHYEM HC-
nobk30Bath yaacres numb Mesh. ITocie ero akTuBanuy NPUMHUTHB TPUMET BECbMa He-
00braHBIN BuA. OT TOTO k€ MPHUBBIYHOTO Ky0a B CIIEHE OCTaHYTCS JIMIIb BOCEMb TOUECK.
Takum ob6pa3om, Blender moka3siBaeT, 4TO HaHHBIA OOBEKT BU3yaTU3UPOBATHCS IIOJI-
HOCTBIO HE OyJIeT.

Bcero mporpamma mipeiaraet yetbipe 3 dexra Halo, e cuuras Flare, kotopsrit pacmo-
naraeTcs B apyroit rpymme (puc. 4.20):

4 Halo (Opeon) — 3TO OCHOBHO#M THII, KOTOPBIil BCEraa BKIFOYEH MO yMOTYaHHIO. Bu-
3yaJIbHO BBITJIAANUT, KaK CBECTAIAACA TOUKA,

4 Rings (Kosbla) — OKpyKHOCTH BOKpYT opeojia. KoiandecTBO KoJiell MOXKHO peryiiu-
pOBaTh B OTHOMMEHHOM I10JIC;

¢ Lines (JIuaun) — XaOTHYHO BBIXOJsIIME TpsiMbie u3 eHTpa Halo. Mmeercst mome
kondectna Lines;

4 Star tips (3Be3anbie yun) — 3¢ dekT Hamog00ue LINes, Ho B OTIHYKE OT HEro, JIy4n
pacronararoTcs Ha OJMHAKOBOM pAacCTOSHMU JApyr oT apyra. KommuectBo Takxke
MOYKHO peryaupoBath napamerpom Star Tips.

I'pynna Halo numeet kak o01ue onmuu Ajst BceX TUIOB 3P (EKToB, TaK U UHIAUBUIYaTb-
ueie. K mpumepy, Rings u Lines, kpome napameTpa KOJMUECTBA, MPEIaraloT HHANBHIY-
QJIBHO U3MEHATh CBOHM LIBET. DTO MOXHO CJelaTh, IEJIKHYB 110 00pa3ily COOTBETCTBYIO-
miero addexra.

K o0muium mapameTpam OTHOCSTCS:
¢ Alpha (ITpo3pautnocTs);
¢ Size (Pasmep);
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Surface Wire Volume

Puc. 4.19. Hactpovikn Halo n Flare

Puc. 4.20. 3ddekTbl Halo
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¢ Hardness (KecTkocTh) — YeM MEHBIIIC 3HAYCHHUE, TEM WHTCHCUBHEE H3IyUYCHUE
Halo. K apyrum sddexraM 3T0 He OTHOCHUTCS;

4 Seed (Pa30poc) — M3MeHss 3TOT MapameTp, MOXKHO JJOOUTHCS Pa3IMiIHOTrO PacIoIIo-
JKeHUs 37eMeHTOB y 3 dekror Rings u Lines;

¢ Add (Jo6aButh) — crenenp BozaeiicTBus Halo Ha MaTepuan s TONMOTHUTETBHBIX
OIILINIA:

e Texture (Tekcrypa) — eciu BKIoueHo, To Halo B3amMoneiicTByer ¢ TekcTypamu
JTAHHOTO MaTepHana;

e Vertex Normal (Hopmans BepiimHbl) — B CTaHAapTHOM BapuaHTe 3(PQEKThI
BCET/Ia HAIlPaBJIEHBI "JIHUIIOM" 1O OTHOIICHWIO K KaMepe. Y CTaHOBKA 3TOH OIIINU
3actaBuT Halo co3naBaTh cBeueHne B CTOPOHY HOpMaiH BepiinH. Takum o0pa3om,
SIPKOCTB 1 pa3Mep dPPEKTOB 3aBUCUT OT yIila HOBOPOTa BEPIINHBI;

e Extreme Alpha (Cepxnpo3payHocts) — anb(a-kaHan ¢ 0ojiee BBICOKMM Ka-
YECTBOM;

e Shaded (3arcHeHHbIE) — BKIIOYUTE 3Ty OIIHI0, 4To0bI 3ddextsr Halo pearnpo-
BaJIM HA HCTOYHUKH CBETa M TeHU. [10 yMOTYaHHIO 9Ta QYHKIHS OTKIIFOUYCHA;

e Soft (Msrkocts) — ecnu nepecedenre Halo ¢ reomerpreii qpyrux 0ObEKTOB BbI-
3bIBAET apTe(DaKTHI, TO TA OIIIHS MO3BOJIUT CMSITYUTH TAKHE EPEXOJIBI.

Teneps 3aiimemcst adpdexrom Flare u paccMorpum paboTy ¢ HUM Ha HECIOKHOM IPH-
Mmepe.

B kHHTaX MO TpEXMEPHOMY MOJEIMUPOBAHHIO OYEHb YacTO IPHBOIAT YPOK MO CO3JAHUIO
KOCMHYECKOi crieHbl ¢ ydactuem 3emun u CounHila. HaBepHOe, moTOMYy, 4TO OH HECIO-
JKeH B pa3paboTke, HO 3penuinHo 3 dekteH. [IpaBna, BbI OKa eIl He JOIUIH J0 pas3iec-
J1a, OTIMCHIBAIOIETrO paboTy ¢ TEKCTypaMu, HO BOT JIMH30BHIA 3PQEKT ¢ ydacTnemM 0ObId-
HOH cepbl co3aaTh cymeere.

Dddexr Lens Flares B Blender He crnenyer BceM (GHU3MUECKUM 3aKOHAM, a JIUIIb IPU3BaH
BU3YyaJbHO YIIyUlIaTh KAPTHHKY. TeM He MEHee PacroIOKeHHe KOJIell, CUIIa U3ITyUeHHS U
LBETOBAsI HACBIIIEHHOCTH 3aBUCST OT MHOTUX (PAKTOPOB, B TOM YHUCIIE OT MECTOIOJIOKE-
HUs 00BEKTOB. B 3TOM mpuMepe, B ClieHEe OYAyT y4acTBOBaTh YEThIPE OOBEKTA: KaMepa,
HCTOYHUK CBeTa, cepa U MIOCKOCTh. [103ToMy MpHUroTOBETECH MAHUIYIMPOBAaTh UMH B
TOYHOCTH C YKa3aHMsIMHU. YIoOHee BCero il 3TOro OyAeT MOJb30BaThCS IAHENbIO
cBoiicTB okHa 3D View (BbI3biBaeTcs KiaBuiieit <N>).

CosnaiiTe HOBBIM MPOEKT M yIaIUTe KyO 32 HeHaioOHOCThIO. J[00aBbTE B CLIEHY TIPUMU-
B ceppr u3 meHto Add | Mesh | UV Sphere. Otkpoiite maHenb CBOICTB 00BbeKTa.
B rpynme Location nomeHsiite mapamMeTpsl Ha CIICIyOIINE 3HAYCHHS:

¢ X=13
¢ Y=13
¢ Z=-3

B rpynme Scale ycranosute 3HaueHHe 11 BceX KOOpAMHAT, paBHoe 3.8. He momemaer
TaKKe J00ABHUTH CIIIaXKHBAHUE K cepe. DTO MOKHO CHIENaTh, HIEIKHYB KHONKY Smooth
Ha na”enu Tool Shelf.
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Teneps HaXXMUTE KIaBUITY <A> JJIsl CHATHS BBIJIEIEHHS CO BCEX 0OBEKTOB U 100aBbTE B
creny miockocts (Add | Mesh | Plane). Tlepemecture mpuMHUTHB B TF000€ MECTO CIIEHBI,
9TOOBI OH HE TIEPEKPHIBAJICS CHEPOH.

IInockocth 6YI[CT urpaTtb poJib COJ'IHLla. TouHee HE Bes OCJIIMKOM, a JIMIIb OJHa M3 €€
BCPIIMH. HCJ'IO B TOM, 4YTO B Blender ne npeaycMoTpeHa BO3MOXKHOCTb I[06aBJ'IeHI/I$I
B CIICHY 00BEKTa C BCErO OI[HOﬁ BCPMHHOﬁ, U CaMbIM IPOCTBIM BAPHUAHTOM ABJIACTCSA
HCIMOJIB30BAHUC TNIOCKOCTHU € YAAJICHHBIMU TPEMSA TOUKAMMU.

Boiinute B pexum pepaktupoBanus (<Tab>) u Beigenure a00ble TPH BEPLIMHBI (B 3TOM
cilyyae yJOOHO HCIIONIb30BaTh paMKy, BBI3BIBAEMYIO KiaBHiei <B> B mpocmotpe Top
View). HaxmuTe kinaBuiry <X> sl UX yAaJIeHHS.

UTtak, y Hac OT INIOCKOCTH OCTAIOCh BCETO OHA TOYKa. BOT TOJNIBKO IEHTp 0OBEKTa Tyd-
1€ COBMECTUTh C OCTaBILIEHCSA BEpUIMHOW. BrIiauTe U3 pexxuma peJakTHPOBaHUS C IO-
Mmorpio kinaBuii <Tab>. Ha 3aronoske okna 3D View Boibepure u3 menio Object
¢bynkmio Transform | Origin to Geometry.

IMomectum Oyayiiee ConHile B Hy)kHOM Mecte. Ha manenu cBoiicTB B rpymme Location
MIOMEHSIUTE apaMETPhI:

¢ X=-6
¢ Y=15
¢ Z=-55

Haiigure B okae Outliner o6bekt Lamp u BeigenuTe ero. IT0 HCTOYHUK CBETA IO YMOJI-
yaHuio. HeMHOTro mepeiBUHYB €ro, BBl MOJy4uTe OoJiee TMpaBUIIbHYIO KoMmo3unuio. Ha
IIaHEeJI CBOWCTB B rpymme Location ycraHOBHUTE CeAyrOIHe 3HAYCHUSL:

¢ X=05
¢ Y=7
¢ Z=3

[lepeiimuTe B pexxuM MpocMOTpa Kamepoi ¢ moMoIpo knapumi <NumPad 0> 1 Haxxmu-
te <F12> mns OsicTporo peHmepuHra. Ecim y Bac MONYyYMIIOCH TO ke caMmoe, YTO Ha
puc. 4.21, To IOATOTOBKA CLEHBI 3aBEPILCHA.

Ceituac 3aitmemMcs Hactpoiikoit Lens Flares. B okue Outliner Beizenute o6wext Plane.
Ortkpoiite manens Material u n06aBbTe HOBBIN MaTepHan C IMOMOIIBIO KHOMKHA New.
IMepeximounTte ero B pexxum Halo.

OcuoBubiM 11BeToM CostHita Oyaer 6enbrit. [To ymoruanuio B HacTpoiikax Halo ycranos-
JeH cBeTio-ceprlil (puc. 4.22). [TosTomMy mienakHUTE O 00pa3lly LBETa M B MapaMeTpax
RGB BBenute 3HaueHue 1 (IMETY0K JIEBON KHOMIKH MBIIIU 10 HY>KHOMY ITOJTIO TIO3BOJIAT
BBECTH B HEToO UQpy).

OcrTanbHble napaMeTphI I'PYIIILI Han BBCAUTC M3 CJICAYIOLICTO CITUCKA:
¢ Seed=5

¢ Size=1

¢ Hardness =50
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¢ Add=0
¢ Rings=4
¢ Lines=12

Puc. 4.21. 3arotoska ans Flare

[ HRNE)

Volume

Puc. 4.22. YcTtaHoBka LBeTa anst Halo

Bxirounte onmmu Rings m LiNes, ycTaHOBUB TaloYKH B COOTBETCTBYIOIIUX ITOJISIX.

B kauectBe mBera 1 0o0oux OyAeM HCIONB30BaTh CBETIO-PO30OBBIA C MapaMeTpamu
RGB:

¢ R=1
¢ G=0.75
¢ B=0.63
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Size: 1.000 1 Subfiares: 1 ¥

Boost: 1.000 1 Subsize: 1.000 L
Seed: 6

Puc. 4.23. Hactpowiku Flare

Dddexr Flare akruBupyercs myTeM yCTaHOBKH T'aJOYKH y COOTBETCTBYIOIIEH HAIIHCH.
ITocsie 3TOro CTaHOBHUTCS HOCTYITHOM Iieiast rpyrma omnmuii (puc. 4.23).

Paccmotpum napametpsr Flare:
4 Size (Pa3mep) — oOmmmit pasmep st KoJer,

4 Boost (Ycunenne) — ka4ecTBO NMPOPUCOBKHU. boibiliee 3HaueHUe jaaer Oojee SpKyIo
KapTUHKY;

¢ Seed (CmemmBanue) — C MOMOIIBI0O JAHHOTO TapaMeTpa MOXKHO IMepeMelaTh pe-
3ynbTaT pabotel pykiuu Flare;

¢ Subflares (JlomosHUTENbHBIE BCIBIIIKH) — KOIMYECTBO KOJIEIT;
4 Subsize (Pa3mep BeIblieK) — MaKCHMAIBHBIM pa3zMep caMoro MepBOro KoJblia.

Kak Bumure, mapametpsl Flare mpocteie, HO myTeM NpaBUIIEHON MOJOOPKH 3HAUCHUI
MO>KHO JOOUTHCS KaYeCTBEHHOTO Pe3yNbTara.

YcraHOBHTE CIEAYIOLIME 3HAYCHHS JUTS OTUX MapamMeTpoB U Haxkmurte <F12> s oOpa-
0otku (puc. 4.24):

¢ Size=5

4 Boost=0.2

¢ Seed=6

¢ Subflares=7
4 Subsize =3

Puc. 4.24. ekt Lens Flares B genctaun
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4.6. MynbTumaTepmanbl

B pa3z0. 4.4 pacckaspiBasioch 0 PaMIOBBIX II€iiepax, KOTOPBIE MO3BOJSIOT MPEBPAILATh
OJIHOTOHHBI MaTEpHaJl B Pa3HOLBETHBIN I'PAJMEHT, HO 3TO NEHCTBUE PaclpOCTPaHSIETCS
TOJILKO Ha Bech 00beKT. Ilo cyTu nena, rpagleHT — 3TO BO3MOKHOCTh KOPPEKTHPOBKU
6aszoBoro uBeta. Blender npenmnaraet MOIIHBINA U yIOOHBIH HHCTPYMEHT ISl IPUCBOCHHUS
OTICTBHBIM YacTsAM MOJENN COOCTBEHHBIX MaTEPUAIIOB.

Kak u IIOJIOKECHO, pa60Ta C MYyJIbTUMATCpHUaJIaMi OCYHICCTBIACTCA Ha IMAaHCIH Material
okHa Properties (puc. 4.25).

i 5| Data

Wire Volume Halo

Puc. 4.25. NaHenb matepunanos

Pa60Ta C MyJIbTUMATCpHUaIaM BO3MOXKXHA B PCKUME PCIAKTUPOBAHUA 06’beKTa. HpI/I €ro
BKIIFOUCHUHU B OCHOBHOﬁ rpynne HaCTpoeK CTAHOBATCA I[OCTYHHBIMI/I JOIIOJIHUTCIBHBIC
kuomku: Assign, Select, Deselect.

[Mocmotpute Ha puc. 4.25. B 6onbiiom okomrke BeigeneHo cioo "White". Ito HazBaHue
Marepuaa, IPUCBOSHHOTO K 00beKTy. Ecim BB mombITaeTech BHIOPATh WIIM CO3IATh HO-
BbIil MaTepuai, To "White" Oyaer 3aMeHAThCS COOTBETCTBYIONUM MMeHeM. [1o ymosua-
HHIO K OOBEKTY MPHUKPEIJIEH TOJIBKO OAWH MaTepHal, U AEHCTBUE €ro PacIpOCTpaHsAeTCs
Ha BCIO CTPYKTYpY.

JUst mprcoeANHEHUs ellle 0JHOTO MaTepHaa K 00beKTy Hy)KHO CHayaja BBIICIUTh B pe-
KHUME peaKTHPOBAHUsI 00JaCTh CTPYKTYpbI ipumMuTHBa (pHc. 4.26).

HasxaTne KHOIKH ¢ M300paKEHHEM IUIIOCa PSIJIOM CO CIIMCKOM B OKHE CBOMCTB JIOOABHT
HOBBIN MycTO# 0j10k. TakuM 00pa3oM yKa3bIBAaeTCS, YTO K JAHHOMY O0BEKTY IPUKpEILIC-
HO JBa MaTepuaia. [1o yMOTUaHHIO STOT OJIOK HE COACPIKUT KOHKPETHOr0 Marepuana u
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nporpamMMa Ifpejiaraet co31aTh HOBbIA. M0OXHO HakaTh KHOIIKY New, a MOKHO BBIOpaTh
U3 CITUCKA yXKe UMEIOIuiicss MaTepuai (cM. puc. 4.26).

Ho HOBBII MaTepua noka He 3a/ieiicTBOBaH. BOT TyT-TO ¥ PUTOIATCS TOTIOTHUTEIBHBIC
kHomouku: Assign, Select, Deselect.

Puc. 4.27. Ccpepa c oBymss MaTepuanammu
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Haxarue xkuomku Assign (ITpucoeAnHUTh) MPHUMEHUT BBIOPAHHBIH MaTepuan B CITUCKE
K BBIZIEJICHHOM 00acTti o6bekTa. Kuomku Select u Deselect ciykar s KOHTpoIrpoBa-
HUs o0acTu Bo3neicTBus Marepuana. Haxarue kuomku Select 3acraBut mporpammy
BBIJICIIUTh B OKHE PEIAKTHPOBAHUS 00JACTh BEPIIHMH, K KOTOPOW TMPHUBSI3aH MaTepHal, a
Deselect coorBeTcTBeHHO CHUMAET BhIgeneHue (puc. 4.27).

s ynanenusi MaTepraia IMeeTcsl KHOTKa "—", pacIoyloKeHHAs PSAIIOM CO CITUCKOM.

4.7. OTpaxeHue N npernioMmrieHue

Ber yxe 3HaeTe, 4TO IBET MaTepraia MOKHO CIENaTh MPO3PAYHBIM C TIOMOIIBIO alb(a-
KaHajla, a OTpakeHue OJIMKOB OCYLIECTBISETCS 3epKalbHbIMU IIelaepamu. Ho 3To Manas
4acTh TOTO, YTO TTO3BOJISIET AeNaTh Blender ¢ mpo3payHbIMu U 3epKaIbHBIMU OOBEKTAMHU.

CymecTByeT creunuanbHas TEXHOJOTHs TpaccupoBku nyueil (Ray tracing), kotopas
IpeJHa3Ha4YeHa Uil TOYHOIO pacdera MPeJOMIICHHUS U OTPaXEHHUs B COOTBETCTBHU C 3a-
KoHamMH (Gu3uku. CMBICI €€ 3aK/II04YaeTcs B TOM, YTO Jy4d CBETa, MOMaJaroliue Ha 00b-
€KThl, MHOTOKPATHO OTPa)ar0TCs OT HUX, IOCTEIIEHHO TEPsisl HACHIILIEHHOCTh B COOTBET-
CTBUM C HACTpoOilkaMu mpernomiieHus. Ray tracing — upes3BBIUaiiHO pecypcoeMKas 3ama-
ya, moaTroMy B Blender mmeercss BO3MOKHOCTh BBIOOpa 0ojiee MPOCTHIX aIrOPUTMOB.
PaccmoTpuM cHauana co3ganue Npo3pavyHoro Marepuana.

Bce HeoOxoauMble HACTPOWKH HAaxOAATCS B Tpymme Transparency maneau Material
(puc. 4.28).

Z Transparency Raytrace

1 Fresnel: 3.060 r
Blend: 1.250

Puc. 4.28. Hactpoiku npo3payHocTym

Blender nmpeiaraer Tpu pexxnmMa yCTaHOBKH IIPO3PAYHOCTH IO CTETICHW Ka4eCTBa U TPY-
JOE€MKOCTH BBIYHCJIICHUA:

¢ Mask (Macka) — camsblii mpocToit BapuanT. OOBEKT CTAHOBHUTCS HPO3PAvHbIM, HO
TOJILKO JiJIs1 ()OHA CIICHBI;

¢ Z Transparency (IIpo3padnocts mo Z) — B 3TOM cilyyae, CKBO3b TaKOH MaTepHai
CTaHOBATCA BUAHBI APYTHUC O6’I)6KTI)I, HO HC YUUTBIBACTCA MPECIOMIICHHUEC,

4 Raytrace (TpaccupoBka iyueil) — MOJHOLEHHAS MPO3PAaYHOCTb C pacueTaMmu Mpe-
JIOMJICHUS ¥ pa3MbIBaHus. Takol pexuM MO3BOIISIET, HAPUMED, TOYHO MOJICTHPOBATh
MPETOMJIEHUE JTyUeld CBETA B AKHUJKOCTHOU CpeEJIE.

BreI00op HY)KHOTO pexuMa OCYIIECTBISICTCS OJHOWMEHHBIMUA KHOMKaMH. J[nsi KaXkaoro
BHJIa CTAHOBSATCS JOCTYIIHBIMH OIIPEIEICHHBIC IPYIIbI OILHUI.

Pexxum Mask (puc. 4.29) npenaraet ciaeayromme HaCTPONKHY:
¢ Alpha (Anbga) — obmiast mpo3pavyHOCTh MaTepHaa;
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4 Fresnel — sTot mapaMerp OTBeyaeT 3a CTEHEHb MPO3PAYHOCTH, KOTOPAsk H3MEHSIETCS
B 3aBHCHMOCTH OT yTJla IpocMOTpa. YeM MEHbIIIe yroi MeXIy HOpMajbio 00BEeKTa 1
TOYKOI IPOCMOTpa, TEM IPO3pavyHee MaTepHua;

4 Blend (CmemmnBanue) — CTENEHb CMEIIUBAHHS MEXKY MPO3PAYHBIMH U HETpO3pad-
HBIMHU 00JacTsMU. boibliee 3HaUeHHE — OOJBIIAs TPO3PAYHOCTb.

Puc. 4.29. Pexxum Mask no3BonsieT BUAETb TOMbKO OOH CLieHbI

Hns Z Transparency K paHee pacCMOTPEHHBIM OIIUSM J00aBJsIeTCS BCETO OJHA —
Specular (3epkanbHblif). DTO HE YTO MHOE, KaK YK€ 3HAKOMBIN OJIMK OT 3€PKAbHOTO
mieiinepa. YBenuueHne ero 3HaueHus IPUBOIHT K Oosiee sipkomy otoiecky (puc. 4.30).

A Bot Raytrace o6oraiaercst 60JIbIINM KOJHYECTBOM HacTpoek (puc. 4.31).

Puc. 4.30. Pexum Z Transparency genaet o6bekTbl Npo3padyHbiMu 1 ¢ Grivkamm



Mamepuanbi u mekcmypbl 157

Z Transp

Puc. 4.31. Hactpoiikm Raytrace

JleBas rpynmna HONOJIHUTEIBHBIX ONLMM OTBEYAET 3a HACTPOUMKY MPENOMJICHUS MaTe-
puana:

¢

IOR (Index of Refraction, unmexc npenoMieHus) — OCHOBHOM mapameTp, OTBEUYaro-
M 3a WHIEKC NpeloMIIeHHs. B peaqsHOM Mupe y KakIoro Mpo3padHoro mpeaMeTa
nmeetcs cBor uHAekc. Ha odunmansaom caiite Blender ects 3ameuarenbHas Tabnuna
JUTSE MHOTUX MaTepuaioB. Tak o0bruHOe cTekiio 0ynetr umeth |OR paBabiM 1.517;

Filter (®uibTp) — BBl MOKETE HCIOJIB30BATh ATOT MAPaMETP ISl KOHTPOITHPOBAHUSI
OCHOBHOTO I[BE€Ta IIPO3pavyHOro Marepuana. Yem Bblllle 3HaUeHHE, TeM Ooiblile 0a3o-
BOTO IIBeTa Oy/eT UCTIOIb30BAThCS,;

Falloff (Cnax) — orpaHuveHne MOTIOLICHHS JTyda MaTepuaioM. MOXeT HCIHOJb30-
BaThCsI JJIs HACTPOUKH TONIIUHBI CTEKIIA;

Limit (Jlumut) — ucnons3yercs coBMecTHO ¢ mapamerpom Filter. YcranaBnuBaercs
IIOPOT, 32 KOTOPBIM HAYMHACT JeHCTBOBATH 0a30BbIil LIBET;

Depth (I'mybuna) — rinyOuHa mpocuera. Bel MoxeTe yCTaHOBUTH 0Oojiee BBICOKOE
3HAUCHHUE, €CIIU CUUTAETE, YTO Ka4eCTBO TPACCUPOBKH HEYAOBIETBOpHUTENbHOE. O/1HA-
KO 3TO NPUBOJUT K YBEJIMUCHHIO HArPYy3KU HA CUCTEMY.

Ha puc. 4.32 nokaszana npo3pauHas chepa C HHACKCOM IMPESIOMIICHUS IS OOBIYHOIO
crekia. B kadecTBe 3epkanpHOro Imeiinepa ucnonb3zoBasics Wardiso, marommii Gosee
JKECTKHUI OTOJIECK, YTO XapaKTEPHO IS CTEKJIA.

Pexxum Raytrace mpeaaraeT erie ofHy HHTEPECHYIO BO3MOXKHOCTb — CO3J[aHHE MaTo-
BBIX MOBEpXHOCTEH (prc. 4.33). DTu HacTpoiiku pacrnonaratorcs B rpymne Gloss:

L4

Amount (KonnuecTBo) — mpu MakCHMaJbHOM 3HAYCHUH SICHOCTHb MPEIIOMJICHUSI HE
HU3MEHSETCSl U OCTAbHBIC ONLUHU OTKIIOYEHBI. YeM HIKe 3HaueHHe, TeM Ooyiee MarTo-
BOE M300paXKeHUE MOTyYaeTCs;

Threshold (ITopor) — mopor 4yBCTBUTENBHOCTH. [Ipu OMpe/ieieHHOM 3HAUCHUH JCH-
CTBHE OCTAHABIUBACTCS,

Samples (O6pasipr) — kadecTBO 3epHa. UeM BhIlIe 3HAYCHKE, TEM OOJIee MEIIKOE IT0-
nydaercs 3epHO. [Ipr 3TOM NMPONMOPIMOHATBHO YBEITUUUBACTCSA BpEeMs 00pabOTKH.
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Puc. 4.32. CTeknsiHHbIN Wwap

Puc. 4.33. MaToBbIn Wwap

Ha 3TOM 3aK0HYMM paccMOTpEHHE PO3PAYHOCTH U TEPEHIeM K CO3IaHUI0 OTPasKAFOIIIIX
MaTepuaoB.

I'pynna Mirror (OtpaxeHre) NO3BOJISIET HACTPOUTh MaTepUall TaK, YTO OH HAYHET OT-
paxaTh B cebe OKpyKaromue npeametsl (puc. 4.34). Ota QyHKIUS Takke MOCTpOeHa Ha
TEXHOJIOTHH TPACCUPOBKH Jy4eH, 4TO 0OecreyrBaeT BBHICOKOE KAa4eCTBO OTOOpPaKEHUSI.
Mirror MoXHO HCITOJIB30BAaTh OAHOBPEMEHHO ¢ Transparency. Jlist BKIIOUEHHUS STOH
BO3MOYKHOCTH HY’KHO YCTaHOBHUTH rayouky psimom ¢ Mirror (puc. 4.35).

PaccMmoTpuM mpesiaraeMele mporpaMMoii Hactpoitku Mirror:

¢ Reflectivity (KoadduiumeHnt oTpakeHus1) — KadecTBO OTpakeHHs. [Ipy MUHHMAIb-
HOM 3HaYE€HHH MaTePUall HUYETO HE OTPaXKacT;
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L4

Puc. 4.34. OtpaxeHne 06e3bsiHKM B NII0CKOCTH

Pwuc. 4.35. Hactpoviku
Mirror

Depth (I'myOuHa) — KOJIHYECTBO BO3MOXHBIX MEPEKPECTHBIX OTPAKEHUIT MEKITY 3ep-
KaJbHBIMU O0BEKTaAMHU,

Max Dist (MakcuMmainbHasi JAUCTaHIMS) — YCTaHOBKA MaKCHMAaJbHOTO PACCTOSHUS
IUISL OTPXKEHHBIX 00OBEKTOB, TIOCIIE YETr0 OHHU MepecTaroT oToopaxarscs. 1lo ymonua-
HUIO 3Ta ONUUS OTKIoYeHa u coiepkuT 0. Eciam n3MeHHuTh ee 3HaueHHe, TO CTaHET
JOCTYIIHO JIOIOJIHUTEIFHOE MEHIO, KOTOPOE MO3BOJISET BEIOPATh METO/ PaCTBOPEHMS:
SKy (¢dhon cuensr) uau Material (uBet marepuana);

Fresnel — namomoOue Takoil sxe omimu, kak y Transparency (IIpo3padHocTs).
TonbKo B JaHHOM ClTy4ae OT Hee 3aBUCHUT HE PO3PAYHOCTh, a 3ePKAIbHOCTD;

Blend (CmemuBanne) — cMeIIeHHEe MEKIY OTPAKAIOIIUMHU W HE OTPAKAIOIIMMHU 00-
JIACTSIMH.

HHTEepecHO, YTO MMEETCS BO3MOXHOCTh YCTAHOBKH COOCTBEHHOTO I[BETA OTPaKAIOIMIECH
MTOBEPXHOCTH. DTO BBITOJHIETCS IyTeM M3MeHeHus obpasna Bau3y omnrmu Reflectivity.

Hacrpoiiku Mirror Takke MO3BOJSIOT YHPABIATh PACIUIBIBYATOCTHIO OTPAKCHHUS
(puc. 4.36). Tauusie mapameTpsl HaxomsaTcs B rpymme Gloss. TTapamerpsl ee HUUEM HE
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Puc. 4.36. Mpumep oTpaxeHus ¢ BKMoYeHHbIMK onumamu Blend, Tangent Shading

OTJIMYAIOTCS OT OJAHOMMEHHOH aisi Transparency, Ho UMeeTcs OJHa JOMOJIHHUTEIIbHAS
omust — ANisotropic. DTta omius MO3BONSIET KOHTPOJIUPOBATH KaYeCTBO M300PaKCHHS
npu ucnons3oBannu GyHknuu Tangent Shading B rpynme Shading.

4.8. CozgaHMe n HacTpomKa TEeKCTyp

Ilox cnoBom "tekcrypa" B Blender monumaercst Heuto Oosbllee, HEXEIH MPOCTOM Ipa-
¢uaeckuit daiin. Tekcrypamu MoOryT OBITH Tpadudeckue u BUAeO(aisbl; NpoLeaypHbIe
(yHKUIWY; KapThl CMEIeHHs, penbeda U OKpyXKeHus. Bece MX MOKHO KOMOMHHPOBATH,
CMEIINBATh C MMOMOIIBIO Pa3INYHBIX aJTOPUTMOB M TEM CaMbIM JOOWBATHCS MOCTABICH-
Hoii 3agaun. Co3ganre MOAEIH HE 3aKaHUYMBAETCS TOJIBKO pa3pabOTKOil Kapkaca — B Hee
HYKHO BIOXHYTb JKU3Hb, CIIENaTh PEATUCTHYHON U KpacuBoi. C IOMOIIBIO MaTepHaoB,
a TOYHEee MYJIbTUMATepUaJIOB, JOOUTHCS MOXKHO HEMHOroro. B my4mem cinydae y Bac mo-
JydaTcs IUTacTMaccoBble (Gurypku. YToObl JOBECTU MOJIENb IO COBEPIIEHCTBA, HEOOXO-
JIIMO TIOJIb30BATHCS TEKCTYPaMHU.

JonycTuM, HYXKHO CHENaTh JAEPEBO AJS MCIONb30BaHUS B Urpe. HU3KOMOIUTOHATBHBIH
KapKac IUTIOC TOTOBAas TEKCTypa HAPUCOBAHHBIX BETOK M YK€ MONYyYHJIOCh HEYTO CMaxu-
Batoliee Ha nepeBo. Ho coBpeMeHHbIE TPl TPEOYIOT OOJIbIIE IEeTaTH3alry IPEIMETOB.
A Tak Kak 5TO HeNb3s JelaTh TONBKO HapallrBas MOJUTOHBI, TO MPUXOIUTCS BBIKPYIH-
BaThCs 32 CUET TEKCTYP W TEXHOJOTHH ¢ HUMH CBSI3aHHBIX. B X071 yke umyT penbedHbie
TEKCTYpPbl, UMHUTUPYIOIIUE KOPY, 3apaHee MPOCUUTAHHBIC KapThl OCBEIICHUS W MHOTOE
opyroe. B ciydae jxe cozmaHus peaUCTHYHONW MOJENH TaKhe TeKCTYPbl MCUHCISIOTCS
JECSITKaMH.

Be1 yxe 3HaeTe, 4To K 00BEKTYy MOXKHO MPUKPEIUTh HECKOJIBKO MaTepuaoB. Ho 1 k kax-
JOMY MaTepuaily MO>KHO IpuUCBOUTH A0 18 Tekctyp! Ilpudyem kaxnas u3z Hux Oyaer o0-
JlazlaTh YHUKAJIbHBIMM IIapaMETpaMu CMEIIMBAaHUs CO BCEMH OCTaJbHBIMU. Tak B OAHOM
CTOIIKE MOTYT CBOOOJHO Y>KHUBaTbCci OOBIYHBIC TEKCTYphl M KapThl BbBIIABIMBAHMS,
Buzeodaiisl U npoueaypHbie TeKCTyphl. Eciu ko BceMy 3ToMy 100aBUTh 6a30BBIN IIBET,
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paMIoBbIe HICHACPHI, OJIMKH, MPEIOMICHUE U PePAKIHIO, TO TPUXOAMIIb B BOCTOPT OT
TOM Moy, 4To Aaput Blender XynoxHHKY.

Bce MaHHUyISIME ¢ TEKCTYpaMHu OCYLICCTBIISIIOTCS Ha aHesu Textures okxa Properties
(puc. 4.37).

Puc. 4.37. MNaHenb
Textures
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TekcTyphl HeNb3s MPUCOCAMHATH K 00bEKTy 0e3 marepuana. CHayana HyKHO JOOaBHTh
Marepuall, a JIMIIb HOTOM C03/1aBaTh caMH TEKCTYphL. B ciyuae eciu marepuan y o0bexra
oTcyTcTByeT, To Blender mpeanoxuT co3maHue TEKCTYphI TOJBKO JUI MHCTPYMEHTOB
KHCTH (HampuMep, CKYJIBIITYPHOTO pexuMa) M OokpyxeHus. [locmotpute Ha puc. 4.38,
IJie IpeicTaBIeHa 00IacTh YIPaBICHUS CIOTAMH.

None

Puc. 4.38. TekcTypHble CrnoThbl

Bepxnue Tpu KHONIKH KaK pa3 U MEPEKITI0YaloT PEKUM co3ianus Teketyp: Material (Ma-
tepuai), World (Okpyxenue) u Brush (Kucts). Blender cam ompezensieT pexum, U eciin
BBIZICJICH 00BEKT C MaTepuaiom, To Oyaer Beiopan Material.

[IpuHiun ynpasieHUs! CIOTaMH WM TEKCTYPHBIMHM KaHalaMu HE 0CcO00 OTIMYAeTcs OT
paboThl ¢ MynbpTUMaTepuaaMi. EAMHCTBEHHOE HCKITIOUEHHE — CIIOTOB MMeeTcs (hruKcu-
pOBaHHOE KOJIMYECTBO, a UMEeHHO 18 mTyk. [ co3manust miu 100aBIeHUsT HMEOIeHCs
TEKCTYpHI HY)KHO BHavaje BbIOpaTh CIIOT B OKHE KaHajoB. Eciiu BbIIENEHHBIH CIIOT myc-
TOM, TO HAXKMUTE KHONKY New 1u1st cozfnanust TekecTypsl. [lpu Hann4mm yxe Kakoi-mubo
TEKCTYpPbI B CJIOTE€ MOXKHO BOCIOJIb30BaThCSI KHOMKOM "+" U1 co3MaHus HOBOW HJIU BbI-
OpaTh U3 CIIHCKA YK€ UMEIOLIYIOCS.

OOpatuTe BHUMaHHE HA TO, YTO KAHANBI B CITUCKE MOXKHO HE YAaJsITh, 2 BPEMEHHO OT-
KITI0YaTh, YOUpas TajJovKy B COOTBETCTBYIOIIEM cioTe. KpoMe TOro, BBIJACICHHBIA CIIOT
MOXXHO TIOJJHUMAaTh WM OTIYCKaTh B CIUCKE COOTBETCTBYIOIIMMH KHOIKAMHU
(cm. puc. 4.38).

3TO BAXHO!

He nytante noHATMS "TEKCTypHbIA cnoT" n "Tekctypa”. Cnot — 370 OTBEAEHHAs syelika B
CTOMNKe KOHKPETHOro Matepuana, a TeKcTypa — He3aBWCUMBbIN 3f1eMEHT, KOTOPbIA MOXeT
MCrnonb3oBaTbCcs B N0O6OM cnoTe u ¢ nobbiM MaTepranom.

UyTb HWXKE CTPOKH C MMEHEM TEeKCTyphl MMeeTcs OueHb BakHoe MeHio Type (Tum).
VIMeHHO OHO IO3BOJISICT BHIOPATh HYKHBIN THIT TeKCTYpBI (puc. 4.39).
Wmeetcst TpH rpymniibl BO3SMOXKHBIX TEKCTYP.

¢ Ilpoyeoypuvie. Co3nanue 3TUX TEKCTYP OCYIIECTBIISETCS C MOMOIIBIO CIIEIHATBHBIX
MaTematnueckux ¢yukiuii. K mum ortnocsres: Blend, Clouds, Distorted Noise,
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Magic, Marble, Musgrave, Noise, Stucci, Voronoi, Wood. B Gonblueit crernenn Bce
OHH SIBJISTIOTCS PE3yJBTATOM PabOTHl Pa3IUYHBIX IITYMOBBIX alTOpuUTMOB. IIporemnyp-
HBIE TEKCTYPHI OYAYyT paCCMOTPEHBI B COOTBETCTBYIOIIEM pa3fieiie.

¢ Daiinosvie. K HUM OTHOCSTCS CTOPOHHUE Tpaduueckre uian Buaeodannbl, 3arpyxae-
MBbIe B porpamMMy. Blender BocipuHMMaeT 3TH TEKCTyphlI Tak, Kak OHH ecTb. Kpome
OTACNBHBIX (aiiIoB MMEeTCsl BO3MOXKHOCTh CO3JaHMSI CBOMX COOCTBEHHBIX TEKCTYD
HerocpencTBenHo B Blender. Takoii pexxum HasbiBaeTcs Texture Painting u Oyzner
PacCMOTPEH OTAEIBHO.

¢ Oxpyoicenue. ITOT THI TIPEICTABISET BCEro oaHa Tekctypa Environment Map. Kap-
Ta OKPY>KEHHsI Aa€T BO3MOXXHOCTh 3aMEHBI TPYIOEMKHUX IO BBIYMCICHUIO OTPAKEHUM
B CIIEHE TOTOBOW TEKCTYpPOH, KOTOpas co3qaeTcs 0COOBIM 00pa3oM caMoil Mporpam-
MOH.

Ty
B ocean

E Moise
I
B Musarave

Generated

Flat

B Clouds
B2 Blend

ne

Puc. 4.39. MeHio BbIbopa Tuna TekCTypbl Puc. 4.40. M'pynna HacTpoek Mapping

Crenyromiast rpymma ommmii Mapping (OtobpaxeHune) oTBEYaeT 3a PaclooKeHUE TEK-
cTypbl. Tak Kak 00BEKTHI B CIIEHE TPEXMEPHBIE, & TEKCTYPhl JBYXMEPHEIE, TO CYIIECTBY-
0T OIpe/ieNICHHbIE CIIOCOOBI coBMenieHus ux (puc. 4.40).

CHauana HY)XHO OIpPEICTHUTHCS C BHIOOPOM CHCTEMBI KOODJMHAT JUIsi TEKCTYPHI. JTO
Bo3MokHO B MeHio Coordinates (Koopaunater). [1o ymMom4aHuio Tam BbIOpaH ITyHKT
Generated (I'enepupyemblii). B aToM ciyuae mporpamma HCIONb3yeT CTaHIApPTHBIC KO-
OpJAMHATHI 0€3 UX KOPPEKTUPOBKH. A BOT CIIOCOOBI HAJIOKCHUS TEKCTYPhI Ha OOBEKT
npemiaraet mento Projection (ITpoekiust). Beero tam mpeacTaBieHO YeThIpe MyHKTA 110
Haubonee momymsipHeiM Gopmam: Flat (Tlnockuit), Cube (Ky6), Tube (Tpy6a), Sphere
(Cdepa). B 3aBucumoctd OT (GopMBI MOJCIHA HYKHO BbIOpaTh HauOOJEe MOIXOMSIINI



164 aea 4

Puc. 4.41. Ky6 c TeKCTypoli B pa3fimyuHbIX MPOEKLIMSIX

tun npoeknuu. Ha puc. 4.41 mokazaH Ky0 ¢ HalOXEHHOH TEKCTypOoW MO KOOpAMHATaM
Generated B npoexkrusix: Flat, Cube, Sphere, Tube.

IMomumo Generated menro Coordinates npemaraer erite 10 BapHaHTOB:

¢

L4
L4

UV (TekcTypHbIE KOOPIUHATHI) — CaMBIA ONITUMABHBIA CITOCOO TOYHOTO HAJIOKEHHS
TEKCTYpHl Ha 00bekT. Kaxnas BepiminHa numeeT AByxMepHble koopauHaTtel UV, KoTo-
pBI€ BIOCIEACTBUU MOTYT OBITh TIEPEHECEHBI Ha TEKCTYpY. ISl 3TOr0 MOKHO MCIIOJb-
30BaTh BCTpoeHHbIH pepakTop UV Editor;

Sticky (JIumkue) — mpuUMEHSIeTCS TIPH UCIOJB30BAHWN TaK Ha3bIBACMBIX "JMTHMKHX"
koopauHat. Heato Hanogobue UV

Object (O6bekT) — 1 TO3UITHOHUPOBAHUS TEKCTYPBI HCIONIB3YETCS BCIOMOTa-
TENbHBIA 00BEKT, HarpuMep Empty, xoTopslii yka3biBaeTcsl B OMHOMMEHHOMN OMIINH.
IMepememenne EMpty BbI30BeT nepeMeriieHne TeKCTyphl;

Global (I'moGanbHbie) — y4uTHIBarOTCS TI100abHBIE 3D-KOOpANHATHI CIICHBI. B 3TOM
cllyyae KOOPAMHATHI TEKCTYyphl HE MPUBA3BIBAIOTCA K 00BeKkTy. Ilpu ero nBmxeHun
nzobpakeHne OyneT Kak Obl IIBITh 110 MOBEPXHOCTH 00BEKTA;

Stress (Ctpecc) — ecnu 00beKT nehOpMHPOBaH MOAN(PHUKATOPAMH, TO MOXHO IIO-
po0OBaTh JaHHEIN CIIOCO0;

Reflection (OtpaxeHne) — y4nuTHIBAIOTCS KOOPAWHATHI OTPAKAIOLIETO0 BEKTOPa. JTOT
BapHaHT HEOOXOAMMO HCIIONB30BaTh st ENvironment Map;

Normal (Hopmane) — B KadecTBe KOOPAWHAT HMCIOJIB3YeTCS HAIlpaBJICHHE BEKTOpa
MOBEPXHOCTH. Pe3ynbTar 3aBUCUT OT yriia IpoCMOTpa;

Tangent (Tanrenc) — ecnu y Marepuana BKIoueHa omus Tangent Shading
(cm. pazo. 4.2), To 1S paBUIIBHOM pabOThI 3ePKAIbHOTO IIeiepa HCIOIb3yiTe Ha-
noxenne Tangent, KOTOpoe TaKKe YUUThIBaeT KoopAUHATH UV;

Window (OkHO) — 371eCh HCHIONB3YIOTCS KOOPAUHATHI OKHA PEHICPA;

Strand/Particle (Hactuisl) — maHHBIA BapHaHT MOAXOMUT IS TEKCTYPUPOBAHHMS
YaCTHIIL.

Pe3ynpTar MpOEKIUH MOYKHO TOAKOppPEeKTHpoBaTh HacTtpoiikamu Offset (Cmerenue) u
Size (Pasmep).

I'pymma ommuit Influence (Biusiare) oTBeyaer 3a B3aMMOCHCTBHE KOHKPETHON TEKCTY-
PBL C JPYTHUMHU CIIOTaMH W CaMUM MarepuaioM. MIMEHHO 37ech MOYKHO HAaCTPOUTH CMe-
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Puc. 4.42. T'pynna
Influence

[IMBaHKE, BIMSHNC MICHAEpPOB MaTepuaia, paboTy anropuTMOB penbeda u KapT cMmerie-
HUS, @ TAK)KE MHOTOE Jipyroe (puc. 4.42).

IMpusenem omucanue onmuit Influence.

¢ I'pynma Diffuse oTBeuaer 3a B3aumMojeiicTBHE TEKCTYPBHI C OCHOBHBIM IIBETOM MaTe-
puana:

e Intensity (MIHTEHCHBHOCTB) — OTpa)karolas CriocoOHOCTh 0A30BOTO 1IBETA;

e Color (LlBer) — cTemneHb CMENIMBAHUS TEKCTYPBI C OCHOBHBIM IIBETOM MaTepHaia.
[Ipn MUHUMAaNBHOM 3HAUYE€HUH BBIBOJ TEKCTYPHI OTKIIIOYEH;

¢ Alpha (ITpo3paunocTb) — HacTpoiika ajiba-KaHaia;
e Translucency (ITomynpo3pa4HOCTB).
¢ I'pymma Specular perynupyer paboty ¢ 6GnukaMu:
e Intensity — BiusiHUE TEKCTYphI Ha KOIPPHUIUCHT OTPAKCHUS 3ePKaJIBHOIO IIeii-
Aepa;
e Color — B3anuMo/IeHCTBHE C LIBETOM OTPAKEHHUS;
e Hardness (JKecTKOCTb) — JKECTKOCTh OTPAKCHUSL.
4 Geometry (I'eometpusi). 31ech HACTPOMKH ANTOPUTMOB KapT penbeda 1 CMEICHHUS:
e Normal — nacrtpoiika penbedHOI KapThI;

e Warp — nedopmarius 1mo TeKCTypHBIM KoopauHaTaM. [Ipuuem 3To neicTBHE pac-
HpOCTpaHSIeTCSI Ha BCC KaHaJIbl 0 TEX HOp, II0Ka HE BCTpeTI/ITCSI z[pyroe 3HAYCHHUC
Warp;

e Displace — mactpoiika KapThl CMEIIEHHS.
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¢ Menio Blend nossossiet BbIOpaTh croco6 cMemmuBanus. [10 yMOTYaHUIO YCTaHOBJIEH
Bapuant MiX. B3aumoseiicTBie Bceraa MPOUCXOUT CO CIOTAMH, PACIIONOKESHHBIMU
HWKE TEKYIIIETO.

4 RGB to Intensity. 3amenienne BBHIOPaHHBIM IBETOM TEKCTYphl. B3amMojeicTByeT
¢ ommrueit Intensity rpymmer Diffuse.

4 Negative. Co3naercst HeraTUBHOE H300paKCHUE TEKCTYPBI.

4 Stencil. Ilpy BKIIOYECHHM STOW ONIMU TEKYIIas TEKCTypa MCIOJNB3yeTCsi KaKk Macka
JUL BCEX MOCIEAYIOIIUX.

¢ I'pynma Bump Mapping ortBedaer 3a Oojiee TOUHYIO HACTPOWKY (YHKIMH peibed-
HBIX KapT.

N 570 eme He Bce mapaMeTphl, KOTOPbIE BO3MOXKHBI AJI1 HACTPOUKHU TEKCTYyphl. Kaxkapii
TUI TEKCTYpHl JOOABISET Ha MaHEeNb CBOM COOCTBEHHBIE omiuu. PaccMoTpum paboty
¢ Hanbosee momysapHbIM THIOM IMage/Movie.

HetpynHo moramathbcest, 9TO JaHHBIA THM MO3BOJISIET MCIIOIB30BaTh CTOPOHHUE Tpaduye-
CKHE WK BUACO(alIbl, a TaKKe TEKCTYphL, co3aanHbie B Blender.

OTKpo#iTe HOBBIH MPOEKT W yBENUYbTE MacmTad kyda s ymoocTBa pabotsl. [lo ymon-
YaHUIO 3TOT MPUMUTHB YK€ UMEET MaTepHall U CO3AaHHYIO HYIEBYIO TEKCTypy (T. €. Ta-
KyI0, B KOTOpoii He BbIOpaH Tum). [lomeHsliTe 0a30BBIi cephlil IBET MaTepuaia Ha YTO-
HUOYIh HHOE W OTKPOITE MaHenb | extures.

Tax kKak MepBbIi CIOT YK€ 3aHAT HYJIEBOM TEKCTYpOil, TO BEIOEPUTE U3 MEHIO | YPEe IMyHKT
Image or Movie (Kapruaka win Buaeo). Ha maHenb n00aBATCS IEIBIX IMATh HOBBIX
rpyni: Preview (ITpennpocmotp), Colors (Lgera), Image (Kaprunka), Image Sampling
(Beibopka), Image Mapping (OtobpakeHne n300pakeHus ).

Ortkpoiite rpynmy Image. 31eck Bbl MOKETE CO3[aTh WM BBIOpaTh TEKCTYpHBIN (haiin
cootBercTBYlomMMHE kHOoKamu New u Open. OctaBuM Moka B TIOKOe co3laHue daiina.
Haxxmure xHOnky Open u B okHe (aitnoBoro Opaysepa BeiOepuTe TeKcTypy blender.png
(Scenes\glava4 u3 apxuBa NpUMEPOB K 3TOH KHUTE, cM. npunodicerue 2). T1o xenaHuro Bbl
MOXETE 3arpy3uTh JIt00y0 nHyto (puc. 4.43).

Single Image

)

[

Puc. 4.43. T'pynna Image

OOpaTuTe BHUMaHUE Ha MEHIO SOUrce. B HeM MOXHO BbIOpaTh, Kakoi (aiin Oymer 3a-
IPY>KeH B JAHHBIN CIIOT, IPUYEM y KaXJIOTO THIA UMEIOTCSI CBOM HACTPOMKH.
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4 Single Image (I'paduueckuii paiin). ComepKUT JBE OIIIHN:

Fields (ITomst) — mons uMmerorcst B BHaeo(aiiiax, MPH 3TOM PasIndyaloT HIKHEE
mosie (Lower) u Bepxuee (Upper). Ucnonszosanue Fields ¢ oOsranbiMu rpagude-
CKUMH (haitiaMu SBHO HU3JIHIITHE;

Premultiply (Ycunenue anb(pl) — BKIIOUUTE 3Ty OIIMIO, €CIH BOKPYT H300pa-
XKeHUs ¢ anbda-kaHanoMm Habromaercs "Mycop".

4 Image Sequence (ITocnmemoBarenbHOCTh KapTUHOK). Blender ymeer mpourpniBaTh
aHUMalMIo 13 Tpaduyeckux (GainoB ¢ MOpsAKOBEIME unciaMu (Hanpumep: filel.jpg,
file2.jpg,..., fileN.jpg). 3arpysure KapTHHKY ¢ HaUMEHBIIMM YHCJIOM, a IpOrpamma
HaleT Bce ocTanbHble. Dailyibl TOMKHBI HAXOAUTKLCS B OJTHOW U TOM ke mamnke. Image
Sequence no6aBisieT CBOM COOCTBEHHBIE OIIIHH K YXKE PACCMOTPEHHBIM paHee:

Frames (Kaapel) — nmaHHOE TOJI€ YKa3bIBaeT KOJHUYECTBO BO3MOXKHBIX KaJpOB
B aHUMaIMH (B CKOOKax), a TAK)KE TIO3BOJISICT BRIOPATh aKTHBHBIN KaJIp;

Start (CtapTt) — HOMEp Kajipa, ¢ KOTOPOT0 HAYHET MPOUTPHIBATHCS aHUMAITVIS,

Offset (Cmerenre) — CKOJIBKO MPOIYCKATh KaIpOB MPH KaXIOM I1are aHMMAaIlnH.
MO>KHO MCIIOTB30BaTh COBMECTHO C MOJISIMH;

Auto Refresh (ABTOOOHOBIICHHE) — €CITH BKJIIOYHTH, TO OYAET MPOHUIPHIBATHCS
AQHMMAalLMOHHAsl TIOCIIeIOBATEIbHOCTh, WHAYe 00padaThIBACTCS TOJBKO AKTHUBHBIM
KaJzp, BEIOpaHHEIH B osie Frames;

Cyclic (IIuxauuHO) — BKJIFOYHTE OIIKIO, €CIM XOTUTE, YTOObI aHUMAIUSI TIPOUT-
pBIBasIach OECKOHEUHO.

¢ Movie File (Daiin Buneo). Comepxur Te ke HaCTpOKu, 4To U Image Sequence.

¢ Generated (T'enepupyembie). DTO BCErO JIHIIb M300pakeHMs, TeHEPUPYEMBIC MPO-
rpaMMOM, KOTOpbIE MOKHO HCIOJB30BaTh AJisi TecTUpoBaHus. Ompn X 1 Y M03BO-
JSTFOT YCTAaHOBUTH pa3pellieHne KapTuHKY. Blender nmpeznaraer Tpy BapuaHTa TEKCTYpPBI:

Blank — gucras, yepHas TeKcTypa;
UV Grid — gepno-0ernas pemrerka ¢ moIepxkoi koopauuar UV,

Color Grid — 1BerHas pemerka.

COBET

B Poccumn n ctpanax CHI™ ncnonesyetcs TenesBu3noHHbI dopmat PAL/SECAM, koTopbin
obecneymBaeT nepegady BMAEO CO CKOPOCTLIO 25 kaapoB B cekyHay. lNpun aTom Ang cosga-
HWS KaPTWHKX MCNOMb3YIOTCHA NOMYMNOSs, YTO B COBOKYMHOCTU COCTaBnsAeT uenbin kagp. Pas-
nuyarT HwkHee (Lower) n BepxHee (Upper) nons, OAHO M3 KOTOPbIX SBMSETCA NepBbIM.
Ecnu B HacTponkax Blender nepenytaTb o4epegHOCTb NOMEN, TO BO3MOXHO MOSIBNEHNE
achdekTa gpoxanus. MNoaTomy nNpu 3arpyske BUOEO B CMOT TEKCTYPbl HEO6GX0AMMO yCTaHO-
BMTb MMEHHO TO rorie, KOTOpoe XapakTepHo Ans Tekyliero danna. Hanpvumep, nonynsapHbIv
dopmat PAL DV no ctaHgapTy nepBbiM MokasbiBaeT HukHee none. Bo usbexaHue npo-
6rem xenaTernbHO Takom Xe NopsAaoK Nonern UCnonb3oBaTh B mapaMmeTpax peHgepa.

Ecmu BBl 0OpaboTtaeTe clieHy, TO yBUIHUTE, YTO KAPTHHKA 3aHUMAET TOJIBKO OJHY CTOPOHY
Ky0Oa. JI1s1 3am0THEeH s BCeX CTOPOH HEOOXOIMMO TIOMEHSTh TEKYIIIyto npoekuuo Flat Ha
Cube. Oto MoxHO caenats B rpymne Mapping.
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Pesynprar mpoeknMy TEKCTYyphl Ha OOBEKT MOXKHO MOJKOPPEKTUPOBATH C IOMOIIBIO
ommii rpymmbel Image Mapping, nanpuMep pa3MHOXHTh H300pakenne. OTKpoiTe yKa-
3aHHYIO TPYIIY M Haiaure B Hei meHio Extension (Pacmmpenue). Beibepure myHKT
Repeat (ITosTop).

OTKpOIOTCS JOTIOJTHUTENBHBIC mapaMeTpsl. [l moneit Repeat X u Y 3ameHuTe 3Hade-
uue 1 Ha 2 (puc. 4.44).

Repeat

Generated

Puc. 4.44. Ky6 c HacTpoiikamn Repeat

Paccmortpum Hactpoiiku Image Mapping. IlepeximodeHne pexMMOB OCYIIECTBIISACTCS
¢ moMoIIbI0 MeHto Extension.

¢

¢

Extend (Pacummpenue). 3a mpeaenamu H300paKeHUs] PACTATUBACTCS LBET KpalHHUX
ITUKCEJIOB.

Clip (O6pe3ka). Cmpicn 3Tol (YHKIHH B TOM, YTO OHAa MacIITAOHPYeT TEKCTypy
Mexay koopauHaTamu Crop Minimum u Crop Maximum. OctaBmasicst 00iacTb Ha
MIOBEPXHOCTH O0BEKTa CTAHOBUTCS IPO3PAYHOM M MOBTOPEHUsS] KapTUHKH HE IPOUC-
XOJIHT.

Clip Cube (Kybuueckas obpeska). @ynkuusi pabotaer Hanogobue Clip, HO Tonbko
C TPEXMEPHBIMU KOOPANHATAMH.

Repeat (ITosTop). OOecnieunBaeT pa3sMHOKEHHUE KapTHHKH 10 KoopAauHatam X U Y.
HmeeTcst BOSMOYKHOCTD 3€PKAIBHOTO OTPAXKEHUS TEKCTYPhI 0 000UM HaIpaBICHUIM
(Mirrar).

Checker (Ilamku). Criocod pa3MHOKECHUs KAPTHHKH B [IaXMaTHOM Hopsike. Omuun
Even/Odd mo3BoIsitOT mepekIroyaThess MKy YETHBIMH U HEYETHBIMU (OPMHpPOBa-
uusmu. Tloe Distance cmyurt s co3manus paccTosHus Mexay "mamkamu". J{is
paboThl pyHKIMK MacIITad TEKCTYPHI CIEAYET YMEHBIIUTE JIMOO C IIOMOIIBIO HACTPO-
ek Size rpymmer Mapping, mu6o B 3T0# ke rpymme ¢ momorinbio Crop (puc. 4.45).
Hanpumep, Bbl MokeTe OBICTPO CO3AATh MIaXMATHYIO JOCKY, €CIIM B OZHOM cJoTe Oy-
JIeT HaXOAUThCs Oenasi TeKCTypa ¢ BKJIIOYEHHBIM EVen, a B apyrom uepHas, HO yxe
c omumei Odd.
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Puc. 4.45. Mpumep ncnons3osaHua Checker

I'pynna Preview, koTopast HOsIBUIACh MOCIE BRIOOpA THIIA TEKCTYPBI, TaK K€ KaK U B Ha-
CTpOMKax MaTepuaia, CIY>KUT UL MPeIBApPUTEILHOIO IPOCMOTPa TEKCTYPHI, HO UMEET
HECKOJIBKO JOMOJHUTEIbHBIX CBOHCTB.

JTobaBMIIHCH KHOTIKU [Tl BRIOOpA THIIA BBIBO/IA B OKHE Preview. Dto MoxeT ObITh cama
TeKCTypa, MaTepuan win oba BMecte (puc. 4.46). [IpuueM Marepuan AEMOHCTPUPYETCS
CO BCEMHM TEKCTypaMH, BKJIIOUas M HacTpauBaemyro. J[is ym1o6CTBa MpoCMOTpa UMEETCs
onuusi Show Alpha, kotopasi moka3bIBaeT TEKCTYpY € BKJIFOUYCHHOH MPO3PavyHOCTBIO, €C-
JI OHA, KOHEYHO e, €CTh.

Texture Material

Puc. 4.46. I'pynna Preview

Omumu Image Sampling npenna3zHadeHs! [1u1st 6a30BOi HACTPOMKHU 3arpyKEHHON TEKCTY-
pbL. 31eCh MOYKHO BBIOpATh Criocod onpeeseHus aibda-kanana (Alpha):

4 Use (Mcnonb3oBaTh) — HEKOTOpHIE (OPMATBI TEKCTYPHBIX (aiijioB yKe UMEIOT HH-
(hopmanuio o Mpo3payHbIX 00JIACTAX, K TAKUM OTHOCATCS, Harmpumep, popmatsl PNG
u Targa. Orta onuus BKJIIOYAeT UCIOJIB30BaHNE allb(a-KaHalla, eClIM TAKOBOW nMeeTcs
y KapTUHKH;
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4 Calculate (Beicuntats) — BTOpOi BapHaHT BBIYKMCICHHUS TPO3PAYHOCTH TPHU OTCYT-
CTBMH aJib(ha-KaHaJa 10 IPUHLUILY: YeM TEMHeE IIMKCE, TEM BbIIE [IPO3PaYHOCTb;

¢ Invert (MuBepTupoBaHne) — MHBEPTUPOBAHUE KAPTHHKH.

ITo xemaHmi0 MOXKHO TIEPEBEPHYTh TEKCTYPY, BOCIOb30BaBIIUCh omuueit Flip X/Y Axis.
Kpowme Toro, B 3TO# rpyIime MOXKHO ONMpPEAeTUTh TeKeTypy, kak Normal Map s nocine-
JYIOIIETO CO3/IaHus penbeda.

I'pyrnma Colors 1mo3BosisieT KOPPEKTUPOBATE IIBET, APKOCTh, KOHTPACTHOCTH TEKCTYPHI
(puc. 4.47).

/| Ramp

Linear

Pwuc. 4.47. T'pynna Colors

31ech PUCYTCTBYET YK€ 3HAKOMBIH BaM pamrioBwlid mmreraep (Ramp). PaccmarpuBats
BTOPHYHO ero He OyaeM. Hy:XHO TOTBKO OTMETHTB, UTO BIHMSIHUE TPaJUEeHTa paclpocTpa-
HSIETCS TOJBKO Ha TEKYIIYIO TEKCTYPY.

KoppekTupoBka spKOCTH, KOHTPACTHOCTH M HACBIIIIEHHOCTh BO3MOYKHA B 00JaCTH mapa-
metpoB Adjust:

4 Brightness (SIpkocTb);
4 Contrast (KontpactHOCTS);
4 Saturation (HachImeHHOCTS ).

[lapa nBW>XEHMIA MBIIIBIO U HET HUKAKOH HEOOXOJMMOCTH OTKPBIBATh CTOPOHHUHN pelak-
top. Kpome storo, Blender npeanaraer Bo3MOXXHOCTh "OAKPYTHTBH" LIBETOBOW OasaHC
n300paKeHHUsI C MOMOIIBIO CTaHAapPTHOM perynupoBku RGB.

4.9. NMpoueaypHbie TEKCTYPbI

Kak panee ObUIO CKa3aHO, MPOIEAYPHBIE TEKCTYPhI CO3IAIOTCS C MOMOIIBI0 MaTeMaTHUe-
ckux (GyHKIMHA. B CBsI3M ¢ 3THM OHHM HMEIOT HEKOTOpPbIE OCOOCHHOCTH B CPaBHCHUH
¢ (ailyIOBBIMU TEKCTYPaMHU.

[TpouenypHbIe TEKCTYpBI SBIAIOTCS OECIIOBHBIMH. DTO O3HAYaeT, YTO B MECTaX CTHIKOB
He OyaeT BUAHO pe3Koro ckadka. [lo cyTu aena oHM HE UMEIOT OTpaHUYEHHUH IO pa3Mmepy,
BeIb MpH HeoOxoxumocTH Blender mpomomkuTt renepupoBath H300pakeHHE B COOTBET-
CTBUH C HACTPOIKAMHU TEKCTYPBHI.



Mamepuanbi u mekcmypbl 171

Bropas 0coOeHHOCTD 3aKmioYaeTcsi B BO3MOKHOCTH IIUPOKOTO PETyINPOBAaHUS BUA PH-
CYHKa B COOTBETCTBHH C HCHOJBb3yeMOH (yHKIued. Yarie Bcero B CBOCH OCHOBE OHHU
HUMEIOT ILIYMOBBIE aJTOPUTMBI, KOTOpPbIE IO3BOJIAIOT HACTpaWBaTh LIAr M I'€HEPALHIO
mymMa. [IpudeM 3agaHHBIE TapaMETPhI BCET1a TEHEPUPYIOT OJMHAKOBBIA PUCYHOK.

B Hanmunm nmeercst 10 mpoueaypHBIX TEKCTYP.

¢ Wood ([lepeBo). Yike 1Mo Ha3BaHUIO MOHATHO, YTO JaHHAs (DYHKIIUS MOIXOIUT IS
CO3/IaHusl TEKCTYphI jepeBa. C ee MOMOIIBI0 MOXKHO C JIETKOCTBIO CIeNIaTh Kak KOJb-
IIeBBIC Pa3pe3bl, TaK U MPOIOJIbHBIC 3aBUXpeHUst. TeKCTypa uMeeT OONbIIoe KOJHYe-
CTBO HacTpoek (puc. 4.48):

e kuonku Sine (Cunyc), Saw (ITua), Tri (TpeyroibHUK) MO3BOJISIOT BBIOpATh Ha-
YabHYI0 (POPMY BOJIHBI JJIsl TEHEPAIIUH MOJIOCOK;

&= wood

\JCC Ao
A -

Material Both

Tri

Rings Ring Moise

Blender Criginal

Puc. 4.48. Tekctypa Wood ¢ HacTpovikamu

e COOCTBEHHO PHUCYHOK TEKCTYpPbI BHIOHpAETCs ¢ MOMOIIbI0 KHOMOK Bands (Bosok-
ma), Rings (Koxema), Band Noise (IIlym Bosokon), Ring Noise (Illym komerr).
Bands u Band Noise npeana3HaueHsl AJs1 CO3AaHMs TPOAOIBHOIO PHCYHKA, & BOT
JIBE OCTaBIIHMECS KHOIKH TEHEPUPYIOT XapakTepHble Kojbia. Ocobo obparute
BuuManune Ha onmuu Band Noise u Ring Noise. DT pexuMbl IMEIOT TTapaMeTpPhI
JOTIOTHUTENBHOM IIYMOBO# (DYHKIIMH, MO3BOJSIONINEG UCKA3UTh HAYAIBHBINA Y30D.
[py uX BKJIOYCHUH CTAHOBATCS AoCTymHbIMU KHOmku SOft u Hard, kotopsie mo-



172 aea 4

3BOJIAIOT TEHEPUPOBAThH IIYMBI ¢ MATKHUMH MEPEXOAaMH U, COOTBETCTBEHHO, C pe3-
KAMH OYepTaHUSAMH. BakHO 3HAThH, YTO JaHHbBIE ONIMH PabOTAIOT TOJNBKO TOT/A,
KOT/Ia U3MEHEHBI mapameTpsl 1ryMoBoi pyrnkuun. K Hum otHocsTes: Size (Pasmep
uckaxenus) u Turbulence (3aBuxpenue y3opa). MOXHO 3aMEHHTh THIT JOTOJHH-
TeNIbHOU IyMOBOU (pyHKIMHU B MeHIO Basis.

4 Blend (CmemmuBanue). Dta QyHKIHS MO3BOSIET CO3/aBaTh Pa3IMYHbIC THIBI TPAIH-
eHTOB. Ee MOXHO UCIIOJIb30BaTh, HAPUMED, JJISI CO3AaHHUS MACKUPYIOLIEH TEKCTYpPhI
(puc. 4.49). B Heit HEeMHOTO ITapaMETPOB:

e wmeHi0 Progression (ITporpeccusi) mo3BoseT BEIOPATh CIIOCOO 3aIUBKH rpaJUCHTa
OT JJMHEWHOTO JI0 C(hepUIHOTO;

® IS HEKOTOPBIX MYHKTOB Progression craHoBsTcst 1OCTyMHBIMA KHOIIKH HOrizon-
tal u Vertical, kotopbie mepeksroyaoT HaIpaBICHNE 3aTUBKH.

& Blend

Material Both

Diagonal

Puc. 4.49. Tekctypa Blend nosBonsieT cosgaBaTb 3aroToBKU A NEPEXOO0B

4 Clouds (O6naka). O4yeHb UHTEpecHas! HYHKLHUS, KOTOPYIO MOXKHO HCIIOJIb30BaTh JUIs
TeHepallry JIbiMa WK TeX ke 00makoB (puc. 4.50). ['pynna HACTPOHKH IIyMOB HHYEM
HE OTJIMYAeTCst OT Takoif ke, kak B Wo00d. 3aro Clouds mo3Bossier BRIOHpATh YepHO-
Oernblil WK LBETHOM y30p kHonkamu Greyscale u Color. Kpome toro, 3ty dyHKIHIO
UCTIONB3YIOT AJISI CO31aHHs MEJIKO3EPHUCTOTrO IIyMa, KOTOPBIH B JajbHEHIIIEM MOXKET
MPUMEHATHCS Kak penbedHast kapra. [lomoOHOE romuTes Ui UMHTAlUN MEJKHUX He-
pPOBHOCTEH Ha 00BEKTE, HATPUMEP KaMHSL.

¢ Distorted Noise (MckaxeHHBIH 1ryMm). Y30pbl C TIOMOIIBIO TOW (PYHKIIUH MOTYT I10-
Jy4aThcsl OYeHb pasHooOpasHbMu (puc. 4.51). OcoOeHHOCTH €e B TOM, YTO AJIS CO3-
JlaHWsl KAPTUHKU MCIIONb3YETCs Cpa3y [Ba IIyMOBBIX TeHepaTopa. [1epBblii, OCHOBHOI,
BbIOMpaeTCs u3 MeHio Basis, a sropoit u3 Noise Distortion.
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Material

Color

Blender Original

Puc. 4.50. MpoueaypHas Tekctypa Clouds

£ Distorted Noise

Material Both

Original Perlin

Puc. 4.51. MpouenypHas Tekctypa Distorted Noise
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JIJ1st TIOCTIEIHET0 TeHEePaTopa UMEIOTCS TOTOHUTEIbHbBIC OIIIUH:
e Distortion (MckaxeHue);
o Size (Pa3mep).

¢ Magic (Bomme6Hast). Ota (QyHKIMsS yMEET T'€HepHpPOBaTh OUYCHb KPACHUBBIC Y30PBI
(puc. 4.52), HO MpaKTHYECKas IIEHHOCTh €€ COMHHTEbHASA. TOJIBKO B OUEHD CIEIH(H-
YEeCKHX CIy4YasX yJIacTcs €€ UCIONb30BaTh, HAPUMEP, PU CO3JaHUU Pa3HOIBETHOM
rupisHAbL. ViMeercst Bcero JiBa mapamerpa:

e Depth (I'my6uHa nmpocueTa) — HU3MEHSsI TapaMeTp, BbI MOJyYaeTe HOBYIO MAIUTPY
LBETOB;

e Turbulence (3aBuxpenne) — yeM BBINIE 3HAUYCHHE, TEM OOJIbIIEE MCKAKECHUE U
MEHBIIIE MacIITao.

oo Maagic

Puc. 4.52. Y30pbl "BonweGHON" TEKCTYpbI

¢ Marble (Mpamop). @yHkuus ¢ OOJIBIIMM KOJHMYECTBOM IapaMEeTpPoOB M pa3HOOOpa3-
HOW reHepanueii y3opoB (puc. 4.53). iMeeT mupokoe NpuMEHEHHE, HAYMHAs OT TeK-
CTYypHUpPOBaHHMS KaMHEH M 3aKaHumBas orHeM. B aToii Tekctype, kak u B Wo00d, Takxe
MMEIOTCSI KHOTIKH JUTsi BbIOOpa (opmbl BostHbL: Sin, Saw, Tri. Tun reHepaiuu 10CTy-
neH B MeHI0 Basis, koTopoe conepHT yKe HNPUBBIYHBIN HAOOp (QYHKIHMH LIyMOB.
Marble npeanaraer Bo3MOKHOCTh YCTQaHOBKH YPOBHSI MSTKOCTH IIEPEXOJIOB MEKTY
TEMHBIMH M CBETJIBIMH OOJIACTSIMH Yy30pOB. [l 3TOro Ha maHenu HMEIOTCS TPH
KHOTIKH:

o Soft (Msrkwuit),
o Sharp (Pe3kmit);
e Sharper (Ouens pe3kuii).
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& Marble

Material

Sharper
Sin

Sin: Use a sine wave to produce ba

Blender Original

00

Puc. 4.53. MNMpoueaypHas Tekctypa Marble

¢ Noise (IlIym). Ogenp mpoctas GyHKIHUS 6€3 KaKux-mubo mapaMeTpoB. IIpou3BoOIUT
redepaiuio "o6enoro myma" (puc. 4.54). [lonoOubIi 3hdekT MOKHO co31aTh C TO-
moisio Clouds u ¢ ee 0OUIMPHBIMU TAPAMETPAMH.

£ Noise

Material Both

Puc. 4.54. "Benbinn wym" ot Noise

4 Stucci (ToueuHnasi). B 0CHOBHOM 3Ta ()YHKIIMS HUCIIOJB3YETCS Ui TEKCTYp, UMHUTH-
PYIOLIMX IIEPIIaBOCTh pa3sHOro paszmepa. C ee MOMOIIBI0 MOXKHO CIeNaTh KOXYpY
amnenbCcruHa, KaMEHHBIE CTEHBI U T. . Yalle Bcero oHa MpUMEHSETCS KakK pelbedHas
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kapta (puc. 4.55). MHTepecHO, YTO MMEIOTCS CHEUHAIbHBIC OMIKH, MO3BOJISIOLINE
nprcnocoOuTh StUCCI K TEKCTYpHUPOBAHUIO BHYTPEHHUX M BHEIIHUX YACTEH MOJEIIH:

e Plastic (Tlnactmacca) — reHepHpyeTCst y30p ¢ OYCHb MITKHMHE MEPEX0AaMHU MEK-
Iy obnacTsamu;

e Wall in (BHyTpu CTE€HBI) — ONTUMAJIbHO MOJAXOIHUT JJIsl 3aJMBKHA OTBEPCTHH U
BIIAJIVH;

e Wall out (Cuapys#) — 3TOT THIT PEKOMEHIYETCsI IPUMEHSTh ISl HAPY)KHBIX Yac-
Tel B pesKUMe penbeHON KapThl.

Both

Wall in Wall out

Puc. 4.55. Tekctypa Stucci

¢ Voronoi. Ouenp MomHas (GYHKUUS JUI TEHEPHPOBAaHHsS Pa3HOOOPA3HBIX Y30pOB
(puc. 4.56). C ee moOMOIIbI0O MOXKHO CO3/1aBaTh BIOJIHE 3aKOHYCHHBIC TEKCTYphI. Pa3-
Max MPUMEHEHHS IIHPOK, OT CO3JIaHMS TOBEPXHOCTH OTHEHHOMW JIaBBI O MHOTOLIBET-
HOW BHUTPaXHOH MO3aWKH. Y30pbI, T€HEpUPYEMbIE €0, CTPOr0 CTPYKTYPHUPOBaHHBIE,
HaIlOMHHAIOLINE JeTCKUH nasil. MmMeercst BO3MOXXHOCTB perynupoBanus Gpopmel "mas-
na", paccTOSIHUS MEXIy HHMH, HACTPOWKA IIBETHOW 3amuBKU. DopMa 3J€MEHTOB BbI-
Oupaercs B Mento Distance Metric (MeTprka AUCTaHIMK): OT CTPOTUX KBAJIPaTOB [0
MPUYYIAIHBO pa3pe3aHHbIX KycoukoB. I'pymma ommii Feature Weights (Xapakrepu-
CTHKa Beca) OTBEYAET 3a PAcCTOSHUE MEKAY KieTkamu. C UX MOMOIIBIO MOXHO CHe-
JaTh TaK, YTO 3JIEMEHTHl HAUHYT HANo3aTh APYT Ha Apyra M 3TO T'€HEpUpYyeT He-
o0brunble Bu3yanbHble d(dexTsl. Omipu MeHio COloring mo3BoisOT BBHIOpATh THIT
3aJIUBKU:

e Position (ITo3uiyss) — reHepUpyeTcsl [BETHAS MO3aMKa C YETKHMH MEpeXOfaMu
MEKYy IEMEHTAMU;
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e Intensity (MHTEHCHBHOCTB) — dYepHO-Oeasi TEKCTypa ¢ MATKUMH [EpeXOiaMu
Mekay 00macTaMu. MOXKHO HCTIONIB30BaTh ISl CO3JaHUS JaBhI;

e Position and Outline (ITo3unus ¥ OKaHTOBKA) — IIBETHas MO3aWKa C YEPHOU
OKaHTOBKOH 3J1eMeHTOB. HamoMuHaeT CTHIIb MyJIbTSIITHOCTH,

e Position, Outline and Intensity (ITo3wummsi, OKaHTOBKA W HWHTEHCHBHOCTBH) —
CMEIIMBAHUE BCEX TPEX BAPHAHTOB.

B2 voronoi

Material

Position and Outline

Puc. 4.56. LiBeTHOM BATpax Npu NMOMOLLM TEKCTypbl VOronoi

4 Musgrave. Pazpaboruuku Blender coBeTyroT HCIIONB30BaTh ATy (DYHKITUIO TSI CO3-
JaHUST OPTraHUYeCKUX TeKCTyp (puc. 4.57). OyHKIMs MO3BOJSET U3MEHATH: THII (Pppax-
taja (MeHto Type), anroputum tuyma (Basis), HacTpoiiku ¢pakranos. PesymbraT pado-
THl €€ Ype3BBIYaiHO OOIIUpEH: OT MEPEIyICTEHUH YeTKUX JIMHUK 10 PacIubIBYATHIX
ISITEH.

Utak, BbI MO3HAKOMMIINCH C KPaTKUM ONHMCAaHHEM NpoLeaAypHBIX TeKcTyp Blender, a Te-

neps MopadoTaeM ¢ HUMH Ha IPaKTHKE.

3aiiMeMcsl CO3JaHUEM MOJIENIU MPOCTOr0 AEPEBSIHHOTO OpycKa, CIENIaHHOTO U3 LEIHHOTO

Kycka nepeBa. COOTBETCTBEHHO, HAa HEM JOJDKHBI OBITh XapaKTEpHBIC IPEBECHBIE Pa3-

BOJIBL.

Co3paiiTe HOBBIH MTPOEKT M OTMACIITAOMPYHTE UMEIOIIMNCS KyO Tak, YTOObI OH HAIllOMH-

HAaJI TOJICTYI0 HOCKy (puc. 4.58).
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M usgrave

Material Both

Ridged Multifractal

Original Perlin

Puc. 4.57. MpouenypHas TekcTypa Musgrave

Puc. 4.58. 3aroTtoBka ans 6pycka

OTtkpoliTe HacTpOWKHM Marepuaiga NPUMHTHBA. B KauecTBe OCHOBHOIO I[BETa BO3BMEM
CBETJIO-KOPUYHEBBIN €O crnenyromuMy napaMmerpaMu RGB:

¢ R=0.800
¢ G=0.370
¢ B=0.117
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Teneps 3aiiMeMcsi TEKCTYpOM HOJisi CO3/IaHUA Ha Ma-
TepHaje XapaKTepPHBIX APEBECHBIX y30poB. OTKpOii-
Te maHenb |extures. Tak kak TekcTypa Obuia co3ma-
Ha MO YMOJYaHHIO BMECTE C MaTepHaloM Ky0a, TO
ocTaeTcsi TOJNBKO BBIOpaTh ee Tul. B 3TOoM ciydae
ONTHMAIbHBIM OyIeT HCIOIb30BaHUE (YHKIHH
Wood. Beibepute U3 MeHIO TYpPe HyKHYIO IpoIie-
AypHYt TeKcTypy (puc. 4.59).

Jlnst ynobcTBa MPOCMOTpa BKIIFOUMTE KHOMKY Both
B rpymne Preview. Tenepp nmporpamma Oyaer oto-
Opaxarh caMy TEKCTypy W COOCTBEHHO MaTepHall.
IMpumuTHB 17151 BBIBOAA B Preview mydie BbIOpaTh
Kyondeckoil opmbl. HaxkMuTe KHOMKY C COOTBET-
CTBYIOLICH (UTYPKOH.

El Irnage or Movie
E| Erwvironment Map

Puc. 4.59. Beibop TekcTypbl Wood

Brinonaute HACTPOUKY TEKCTYPHI:

1. Haxwmure knorky Brand Noise.

Haxxmute knonky Saw. M3o0paxkenne npumet Oojiee YeTKUE OUepTaHUsL.
B mone Size BBenute 3HaueHue 2. 0. [Ipou301U10 yBEIHUYEHHE y30pa.
Turbulance = 41. JIuauu y30pa 3aKpyTHIIUCE.

o bk~ wn

Ortkpoiite rpynmy Mapping u usmenunte npoeknuio Flat na Cube (mento Projection)
1151 GoJiee MPaBUIILHOTO OTOOPaKEHHUS TEKCTYPhI Ha MOJICITH.

6. Haxxmure knaBumry <F12> u cpaBHUTE CBOM pe3yibTar ¢ puc. 4.60.

Puc. 4.60. Y aTOM TEKCTYpbl HENPaBUIbHbIV LBET
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VY Bac M0MKHA MOJMYYUTHCS TEKCTypa C BIIOJHE CHMIATHUHBIM y30pOM, HO MOYEMY-TO
(noneroBoro nBera. Bee ouens npocto. [lo yMomganuio TEKCTYpBI CO3Jat0TCs AEUCTBU-
TEJIBLHO (PHOJICTOBOTO 1BETa. 3aMEHUTh ero MokHO B rpymre Influence, menkuyB mo 00-
pasily 1BeTa. Y CTaHOBUTE JUIsl TEKCTYPHI cheayromue 3HaueHus RGB:

¢ R =1.000
¢ G=0.600
¢ B=0.218

Bort Teneph mosydniiach 0cka ¢ HOpMaJIbHBIMHU 1BeTaMu (puc. 4.61).

Puc. 4.61. [oTOBas AepeBsHHas gocka

4.10. Kaptbl Normal u Displacement

Cy1iecTByeT 30J0TO€ MPAaBUIIO: €CIH XKelaeTe, YTOObl MOjeNb ObllIa MaKCUMAJIbHO pea-
JUCTUYHOM, TO OyIbTe TOTOBBI YAEIUTh BHUMAaHUE CaMbIM MelKuM aetainsim. Ho Beico-
KOZETaNM3upoBaHHy0 Mojens Blender mMoxxer oOpabaTbiBaTh MHOTME Yachl, a €CIIH €€
HY>KHO KCITONIb30BaTh B MPOrpaMMax peaibHOro BpeMeHH?

CoBpeMeHHbIE KOMIIBIOTEPHBIE UTPHI PATYIOT CBOMX MOYHTATENECH OYeHb KPAacOYHOW U
HACBHIIICHHONW KapTUHKON. TpexMepHble Tepord U OKPYKCHHE BBITVIAIAT PEATUCTHUIHO.
HeBosibHO 3amaciiibesi MBICIBIO, KAK UIPOBOM JBHYKOK yMYZApseTcss padoTaTh ¢ Takou
CJIOKHOH TpaKoH 1a elie B peaJbHOM BpeMeHH, ecii TOT ke Blender TpaTut gacer Ha
00paboTKy MOX0Kel KapTUHKY.

B neiicTBuTenbHOCTH B paKkypce UTPOBOI KaMephbl OJJHOBPEMEHHO HaXOJSATCS HECKOIBKO
JIECATKOB THICSIY TIOJUTOHOB CIICHBI. A TaKOil 00beM COBpEeMEHHbIE TpaUUecKue TIIAThI
C JIETKOCTBIO "TIPOKPYTAT".

JonycTuM, B UTPOBOM ClIeHE NOJDKHA OBITH JOpOTra, MoIeHHas OyiabbKHUKOM. Ecim Bce
n3ruobl, BOAJIUHBI MEKIY KAMHSIMU, 1a U cCaMU OyJIbDKHUKH IPOPHUCOBBIBATH C OMOIIBIO
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MOJIMTOHOB, TO BU3YyaJlU3allsi OJHOW JIMIIb TOPOTH MOKET 3aHATH BCE PECypCHI rpaduye-
cKoro mporeccopa. Ilpome crenars HU3KOMOIMIOHAIBHYIO MOJENb TpyOoi (Hhopmbl
C TeKCTypoi OynbpDKHHKA. BOT TonmbpKO Takas mopora OynaeT BBITJISACTH IUIOCKO U HE-
B3pauHo. Ho cTout k Hell 1006aBUTH 0co0YI0 TEKCTYypy, 00pabaTbiBaeMyl0 IpPOrpaMMoit
C TOMOIIBIO CIEHUAFHOTO aITrOPUTMA, W TOMYYHUTCS KaueCTBEHHasl, JAeTaibHas Kap-
THHKA.

B HacTosiee BpeMs CyLecTBYeT OOJIbLIOE KOJHMYECTBO aITOPUTMOB, CIIOCOOHBIX HAa OC-
HOBE IUIOCKOM TEKCTYpHI JEMOHCTPHPOBATH OOBEMHBIE AeTand. B HefcTBUTENBHOCTH,
IIPU 3TOM CTPYKTypa MOJEIIU He HOoBepraeTcs KakoMy-Inbo H3MEHEHUI0, a penbed co3-
JlaeTcs 3a CYET UIPbl CBETOTEHEN.

Bosbpmem amst mpumepa MOAENs EPEeBSIHHON OCKH, caenaHHOoN paHee. OHa MOMYYHIACH
[NIaIeHBKOM, Kak OyaTo ee otuuiudoBanu (cM. puc. 4.61). [Ipeamonoxum, yTo nocrasie-
Ha 3a/1a4a c/eJIaTh XapaKTepHble HEPOBHOCTU Ha TOPIAX, KOTOPBIE OCTAIOTCS MOCTIE pac-
Mwia NUIod. MeJKue BIaguHbl U BBIITYKJIOCTU CO3JaBaTh Ha 3TAle MOAEIMPOBAHUS MIPO-
CTO HepanuoHaIbHO. [I03TOMY BOCIIONB3yeMCsl OHOM M3 MPOLETYPHBIX TEKCTYp U TEX-
HoOJIOTHel OaMIHHTa.

Bump Mapping — anroput™m, peanusyonmii peibed Ha 00bEKTe € MOMOIIBIO YEPHO-
Oenoit TekcTypsl. [Ipu 3TOM yuuTBIBaeTCsS MHTEHCHBHOCTD I[BETa muKkcena. YeMm TemHee
MIUKCEJ, TEM HIDKE OH OITYyCKaeTCsl, 1 HA00OpOT.

OTkpoiiTe Ball TPOEKT C MOJCIBI0 JOCKM WM 3arpy3suTe TOTOBBIM W3 MAIKH
Scenes\glavad\glava4 wood.blend u3 apxuBa MPUMEPOB K ITON KHHIC (CM. MpULodxNce-
Hue 2).

Celiyac B HeM UMeeTCs BCEro OJMH MaTepual U Tekctypa. s TeKCTyprupoBaHHs TOPLIOB
HeoOXonuM OyAeT HOBBI Marepual, Belb PENaKTHPOBAHHE HMEIOLIErOCs MPHUBEIET
K U3MEHEHHUIO BHELTHETO BUIA MOAEIH LIETUKOM.

Orxkpoiite HacTpoiiku Material u 1006aBbTe elie OAUH CIOT B OKHE MYJIbTHMATEPHAIOB
(HaXXMHTE Ha IUTIOCHK, PAcIIONIOKEHHBIN cipaBa). He cnemuTe co3naBath HOBBIM MaTepu-
aJl, Be/Ib MPU 3TOM NPHUIECTCS €ro 3aHOBO HACTPAMBaTh B COOTBETCTBHUHU C OOIIMM MaTe-
puanoM. Jlyumie BbIOpaTh MOCIAEIHUHA U3 CIIKMCKA C MOMOLIBI0 KHONKH MEHIO, PAcIoJo-
YKEHHO# ciieBa ot kHonku New (puc. 4.62).

Puc. 4.62. [NprcBoeHme cTaporo Matepuana HOBOMY CIoTy

[Tocne sTOro nmeHCTBHS OCHOBHOW Marepuan OyIeT MPUCBOCH OOOWUM CJIOTaM MOJEIH
(puc. 4.63).
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Brinenute HOKHUH CIOT M HAKMHUTE KHONIKY ¢ IU(PO 2 psAAOM ¢ Ha3BaHWEM MaTepHuaa.
Tenepr OH CTalm YHUKaJIBHBIM, HO C TEMH € HAacCTpOMKamu, Kak U OCHOBHOM. JKenmaTens-
HO €ro MepenMeHoBaTh BO N30eKaHe My TaHUIbI, HanpuMep kak "Noise".

Bropoit MaTepuan 10mKeH ObITh IIPHCBOCH HE KO BCEi MOJIEIH LIEITUKOM, a TOJIBKO K TO-
nuroHam topuoB. Haxmute knaBunry <Tab> 1iis peskuMma pelakTHPOBAHHUS U BBIICITUTE
¢ oMoIpio <Shift> rpanu ¢ 000ux KOHIIOB MOzeH. [IJIsh MPUCBOCHUS BBIJICIICHUS K Ma-
TepHajy HISJIKHUTE 1o KHomke ASSigNn Ha manesne Material.

Tenepp Hy)HO 100AaBUTH HOBYIO TEKCTYpY sl penbeda. OTkpoiite manens Textures u
BbIJIENUTE CBOOOMHBIN cloT B criicke. Haxkmure kHONKY NEW 11st co3AaHusl TEKCTYPBI.
IMocneantoro nmeperMenyiite Takke B "Noise" u Birounte ee (puc. 4.64).

iy S| Data

Wire Volume Halo

Puc. 4.63. MaTtepuanbl obbekTa Puc. 4.64. Hoas Tekctypa Noise

B kadecTBe THMa TEKCTYpBI BBIOEPUTE U3 MEHIO Type myHKT Stucci. 3menute ee mapa-
METPBI B COOTBETCTBUH CO CIEAYIOIINMHU:

1. B rpynmne Noise naxxmute knonky Hard.
2. 3uauenwue Size ycranosure B 0.0001.
3. IMapametp Turbulence caenaiite paBHbIM 5.

Celiyac TekcTypa OTOOpakaeTcss Kak OOBIYHBIN TUIOCKUH PUCYHOK. )i MCIIOJIb30BaHUS
ee B Ka4ecTBe pelbeHOM HY)KHO HACTPOUTh HEKOTOPBIE OMIuK Ha 3akmazake Influence:

1. Cuumute ranouky c¢ onuuu Color B rpymne Diffuse. Dto BeIkIIOUHT OTOOpaskeHHEe
TEKCTYPHI.

2. Bxumounte om0 Normal B rpynne Geometry u ycTtaHOBHTE B Hell 3HauCHUE, PaB-
Hoe 0.600. Takum oOpa3om Obu1 akTuBHpoBaH pexxum Normal Map, T. e. anrroput™
00paboTKu penbeHON KapThl. 3Hau€HHE 3TOTO MapaMeTpa BIUSET Ha [IIyOUHY
penbeda.

3. B rpynne Bump Mapping umeercs menro Method (Metopx). Beibepute B HeM MyHKT
Best Quality (Hawmnyuiee kauecTBo).

ITocse 3THX MaHHUITYJIAIMIA Hallla JOCKA BRITJISIANT Oojiee ecTecTBeHHO (puc. 4.65).
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Puc. 4.65. CneBa rnagkasi oocka, a cnpasa obpesHasi

B xagectee Bump Map (Kapra BeimaBiamBanws) MOKET OBITH HE TOJIBKO MPOIEIypHAs
TEKCTypa, HO 1 OObIvHas (aitnoBas. Takylo TEKCTypy MOXKHO CO3[aTh B JIIOOOM JIBYX-
MepHOM penaktope, Hamomobue Gimp wmim Photoshop. BaxHo yuuTeiBaTh, 4TO OHa
JOJDKHA OBITH YepHO-0e110# B OOJIBIIIOM pa3pelIeHn .

Kaptb! BeIaBIMBaHus JIETKO CAENaTh U HACTPOHUTH, HO Y HUX €CTh OJMH CYIIECTBEHHBIN
HEZ0CTaTOK — OHU Maliod(h(PeKTHBHBI B CO3JaHUH BHICOKOTOYHOTO, CIOXKHOTO penbeda.
X mydmre ucrionap30BaTh IS TeHEpaiy HeOOIbIINX HEPOBHOCTEH, TAKMX KakK: MIEPOXO-
BaTOCTh JOCKH, MEJIKAE BHIOOMHBI Ha KaMHAX. J{j1st 6oJiee CIOKHBIX W BBITYKIBIX pellbe-
¢dos Bump Mapping He roautcss — UX MpocTo He OyJIeT BUIIHO.

Blender npemnaraer ertie ogHy TexHONOTHIO co3nanus penbeda — Normal Mapping, xo-
TOpasi MO3BOJISIET 0OJICe TOYHO MOJICTUPOBATh HEPOBHOCTH. Kak u B OammuHre, 37eCh Uc-
MOJIb3yETCsl UHTCHCUBHOCTD IIBETa MUKCENIOB TEKCTYPhI, HO YK€ HE YepHO-0eoN, a mo-
HOIBETHOH. OO TEXHOIOTHH paboTAIOT C HOPMAISIMHU 00BEKTA.

Hopmans — 310 BekTOp, pacnojararoliuiics NepHeHIUKYISIPHO HOBEPXHOCTH M CMOT-
pAIuil Bcerza B OXHOM HampasieHWH. Hopmanmy urparoT BaKHYIO POJib B PaziIMYHBIX
cdepax pabotsl ¢ mporpamMmmoi. Hampumep, mpu MOJCTUPOBAaHUU CTOKA BOJABI B COCYI
¢ nomoulpio pusuku Blender BaxHO MpaBUIIBHO YCTaHOBUTH HOPMaJIU 00BEKTA (B CTOPO-
Hy *XMIKOCTH). B mpoTuBHOM ciydae, Boga OyAeT CIIOKOWHO HMPOXOIUTh CKBO3b CTEHKH
MOJIETIH.

Blender no3BosnsieT yBuaeTs HOpMaIu O0ObEKTa M U3MEHUTH UX pacnonoxenue. Ha nane-
JU cBOMCTB mpuMHUTHBA (<N>) B peXHMe peIaKTUPOBAHUS MOSBISCTCS HOBas 3aKJajKa
Mesh (Mermr) Display (Oxpan) (puc. 4.66). B neit umeercs rpymma Normals (Hopmanm)
C HECKOJIbKUMH OILIUSIMHU:

4 Face (I'panp) — BBIBOJ HOPMAJU TPaHEH;
¢ Vertex (Bepmmna) — BBIBOJ HOpMaJX BEPILINH;
¢ Normal Size (Pa3mep HOpMain) — pa3Mep HOpMaJIe JUlsi BU3yaIU3allii B OKHE.

,Z[JDI HU3MCHCHHS HaIIpaBJICHUA BEKTOpPa MOXXHO BOCIIOJIB30BAaTHCA KHOIIKAMH Ha IaHCIIU
Tool Shelf rpymmer Normals:
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4 Recalculate (ITepecuer) — M3MeHEHHE HAMTPABIEHUs BCEX HOpMaJIell 00bEKTa BHYTPh
(Inside) mnmu mapyxky (Outside) BHEe 3aBHCHMMOCTH OT HAa4YaJbHOTO COCTOSIHHS BEK-
TOPOE;

4 Flip Direction (M3MeHUTD HapaBlieHHE) — MPOCTOC HHBEPTUPOBAHUE HAIPABICHHS.

v Face

v Vertex

< Normal Size:1.14 ¢

Puc. 4.66. Hopmanu ky6a

Kaptsr HOpMarneit xpaHaT nH(pOpMAaNKo 0 HaNpaBIeHUH BEKTOPOB B kKaHamax RGB. Dto
JaeT BO3MOXKHOCTD YYHTBIBATH PACIIOJIOKECHUE ITHKCENTa B TPEXMEPHOM IPOCTPAHCTBE,
4To obecrieunBaeT OONBIIYI0 TOYHOCTh BU3yanusauuu penbeda. Omxnako Normal Map
HE BBITOHO OTJIMYAETCSI OT CBOETO codpara TeM, YTO BPYUHYIO TaKyl TEKCTYpy He Hapu-
Cyelllb.

Cy1iecTByeT MHOTO CTOPOHHHX MPOIrpaMM, MO3BOJISIOIIUX reHepupoBate Normal Map
Ha OCHOBE MMeIolIeiicss ToToBOM TeKCTypbl, Hampumep peaaktop GIMP c¢ mmarmnom
Normal. Ho Takue aBTOMarn4ecku co3laHHBIE KapThl HE BCETAa MOTYT IepeaaTh HyX-
Hblii penbed. Hanbomnee Touno momayunts Normal Map MoxHO U3 peaibHOU TpeXMEpHOH
mozenu. Blender nmeer BozamoskHocTh rerepanuu Normal Map.

Co3nanue penbeHOM KapThl MOXKHO pa30UTh Ha HECKOJIBKO STAlloB:
1. Pa3zpabotka MoJeny ¢ MUHUMaIbHO HEOOXOAMMOM IeTanu3aueH.

2. Jlopabotka metaneil ¢ MOMOIIBbI0O HHCTPYMEHTOB BBICOKOIOJIMTOHAIBHOTO MOACIHPO-
BaHMs, TaKUX Kak Moaudukarop Multires, ckynenrypHas nenka. B npusImne MoxxHo
CO311aTh KOIIMIO OCHOBHOM MOJIETIH U YK€ €€ U3MEHSITb.

3. Tenepanus Normal Map aist BRICOKOTIONMTOHATIBHOTO 00BEKTA.
4. HanoxxeHue roTOBOM KapThl Ha 0a30BYI0 MOJICIIb.

PaccmoTpumM Bce 3TH 3Tambl Ha MPUMEPE CO3JAHUS MOJICTH KyCOYKa JOPOTH, BHIMOIICH-
HOM KaMHSIMH.

B xauecTBe OCHOBHOTO MPUMHUTHBA MCITOIB3yeM ItockocTh (Plane). To6asrte ee B ciie-
HY ¥ HEMHOTO BBITSHHUTE 0 KoopauHate X (puc. 4.67). Cpasy ycTaHOBUTE CrIIa)KMBaHHE
JUTA Hee, HaXkaB KHOMKY SMooth #a manenm Tool Shelf.
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Puc. 4.67. NnockocTb Ans goporu

[To cytu, mmockocTs U OYIET SIBIATHCSA TOW HHU3KOIOIWTOHAIBHON Mofenbto. Crenaiite
ee Komuro ¢ momotnipio <Shift>+<D> u maxxmute KinaBunry <M> ams mepeHoca JayOmrKa-
Ta B Apyroii cioi. Ha mocneaHeM sTarne UMEHHO 3Ta KOIUs OyIeT UrpaTh pojib OCHOBHOMH
MOJIEIIH.

Beigenure oCTaBIIyiOCs TUIOCKOCTh, HAXMHUTE KiIaBuiny <Tab> st mepexoja B PexXuM
peIaKTUPOBaHUs. YBEIHUYbTE KOJMYECTBO 3JIEMEHTOB CTPYKTYphl B 4 pasa ((GyHKIHs
Subdivide) u nepeitnure B peskum Sculpt Mode.

XOTsI MPUMHUTHUB YK€ UMEET HEKOTOPYIO JACTATU3AINIO, HO €€ HEJOCTAaTOYHO ISl pabOThI
B peKHME CKYIbITYphl. OTKpoiiTe maneab MoAupHUKaTOpoB B okHe Properties u no6asb-
te Multires. YcranoBute pexxum Simple. Jlns Toil 3amauu, 9T0 HYXKHO OyIeT BBINOJ-
HHUTh, MUHUMAJIbHO KOM(OpTHBIM paspemiennem Multires sisisiercst ypoBens 6. Haxmu-
te kHonKy Subdivide B HacTpoiikax Moxudukaropa mects pa3 (mois Sculpt u Render
JOJDKHBI TIOKa3bIBaTh LGPy 6). B uaeane HyxHO ele Ooblie IeTaNU3alyi, HO 9TO Jisi-
KET TSDKKUM OpeMEHEM Ha CHCTEMY TPH BBIUMCIICHUH KapThI.

3aiimemcs co3gaHueM OYJIBDKHUKOB Ha MOCTOBOH. Pasymeercs, 3To Oyner nenaTbcs He
BPYYHYIO, a C TIOMOIIIBIO ITPOIIEYPHOM TEKCTYPHI.

Ortkpoiite nanens Textures u Haxxmure kHonky New. Tak kak MaTepuai K 00bEKTY elle
HE TMPHUKPEIUICH, TO TeKCTypa Oyner co3nana s ucnonb3oBanus B World (Okpyxenue)
u i Brush (Kucts) (puc. 4.68).

Puc. 4.68. HaxxmuTe KHOMKY € n3obpaxkeHneM kapaHpaiua Aans Tekctypbl Brush
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B xauectBe THIA TCKCTYPhI HOI[OﬁI[eT Voronoi. U3smeHute ero HaCTpOfIKPI B COOTBECTCT-
BHUU C YKa3aHHBIMU:

B mento Distance Metric BeiGepure Actual Distance.
B mento Coloring mynkr Position and Outline.
NurencusHocts (Intensity) ycranosute B 1.

[MTapamertp Size cnenaiite paBubiM 0.10.

NI

VYcranosure 3naueHune Nabula pasabiv 0.025.

Tekctypa cnenana. B okne 3D View Brimounte
pexum mpocmotpa Top View (<NumPad 7>) st
ymoOCTBa pHCOBaHUS.

Top Persp

Hagaiite yOemmmcs, 9TO TEKCTypa CO3[aHa I WC-
[I0JIb30BAHUS B KAUECTBE KUCTH M JIOCTYITHA HA MaHe-
nu uHCTpyMeHToB Brush (manenmu Tool Shelf). Haii-
IUTE Ha Hel 3akmanky Texture u otkpoiite ee. Ecin
BCE ClIENIaHO MPaBHJIBHO, TO B OKHE Preview Oymer
MOKa3bIBAaThCs HCIIONIb3yeMast TeKCcTypa (puc. 4.69).

YcraHoBHUTE 1A KUCTHU MAKCHUMAJIBHBIC 3HAYCHUS
JUIS TapaMETPOB CUJIBI HAXKaTHs U paauyca:

¢ Strength=1

4 Radius =200 O sl
ITomecTnTe KUCTH Hal IMMPUMHUTUBOM TakK, qTO00BI OHA
HaxoauJ1aCh HaJ HECHTPOM U MOJIHOCTBHIO €T0 OXBAThI-

Bana (puc.4.70). Bbl MoxeTe KOJECHKOM MBIIIH
ITOATOHATH MPOEKITUIO OKHA TTOJT pa3Mep KUCTH.

Subtract

Puc. 4.69. MNaHenb Brush
N aKTMBHas TeKCTypa

OJHOKpAaTHO HAXKMHUTE JICBYIO KHOITKY MBIIIHN, YTOOBI BBIIABUTH PUCYHOK (puc. 4.71).

IIpucMmoTpuTech K pe3ynbraTy. Ha pucyHKe OTYETIMBO BHIHO, UYTO CHJIA HAXKATHS KUCTH
SIBHO HE OJMHAKOBas, OJIKE K IIEHTPY CHIbHEE, a K KpasMm ociabeBaet. HyxHO caenaTsh
TakK, 4yTOObl KHCTh BBIJABIMBAJa PABHOICHHO MO Bceil oOmactu. HaxmuTe KiaBHIM
<Ctrl>+<Z> nns oTKaTa N3MEHEHHIA.

[MoBeneHue KUCTH perynupyercst Ha nanean Brush B rpynmne Curve. ITo ymonuanuioo tam
yCTAaHOBJICHA IUIaBHAs KpHBas, KOTOpas Kak pa3 o0ecrnednBaeT HepaBHOMEPHOE BBIJaB-
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nuBaHUe. BHU3Y OKHa ¢ KpPHBOH €CTh DSl KHOIOK, MPEJIAralonuX 3aroTOBKU (OPMBI
crutaitna. Haxkmurte caMyro TIOCIIEAHIO0 KHOMKY (puc. 4.72).

BeimonuuTe eie pa3 BeIAaBIMBaHNe pUCYHKa (puc. 4.73).

Puc. 4.70. PaamelleHne KNCTU Hag, NioCKOCTbIO

Puc. 4.71. BbicokononuroHasnbHas Mogesb C HapyLleHUsMn
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Puc. 4.72. Hactpoiika
NoBeAEHUs KUCTU Puc. 4.73. BugHo, 4T0 BbicOTa 6YnbPKHUKOB OTHOCUTENBHO paBHast

Temneps HYXXHO MOATOTOBHTH MOJIEb yis co3nanus Tekctypbl Normal Map. Jlis storo
Oymet BoIMOMHEHA pa3BepTka UV-KOOpPANHAT U COMOCTABICHUE MX C TEKCTYPOH B peaak-
tope UV Editor. Pabora ¢ HuM moapoOHOo Oy/eT omucaHa B CISAYIONIEM pasJere, a moka
MPOCTO BBITIOJIHUTE YKA3aHHbBIC Jajiee TPEITUCaHusL.

B BepxHeit yactu mporpammel BeibepuTe u3 MeHio Screen Layout mymxt UV Editing
(puc. 4.74).

Puc. 4.74. MNepekntoveHne B1aa
OKHa MporpamMmmel

Video Editing

DKpaH MporpaMMBl pas3faeiuTcs Ha aBe mojoBuHKH. Ciea mosButcs okHo UV/IMmage
Editor, a cipaBa crannaptaoe 3D View.

B mpaBom okHe mepeitnute u3 pexkuma Sculpt Mode B Edit mode. Haxxmure kmaBumry
<A>, 4yT00bI BBIICIUTH BCIO CTpyKTYypy. KiaBuma <U> BeizoBeT Mento UV Mapping ms
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Hactpoiiku UV-koopanHat oOobvekTa. Beibepure Tam nepsolii mynkr Unwrap. Takum o6-
pa3oM ObuIa BEINTOJIHEHA Pa3BepTKa MOJIEIH.

BHUMAHMUE!

B pexume pegaktmpoBaHusi MOAenb BbIMSAAUT Kak 0BblYHas NrnockocTb 6e30 BCAKMX Ade-
dopmaumin. 3To HopMansHo, BeAb MoaudukaTop Multires, ¢ NOMOLLBIO KOTOPOro BbIMON-
HANOCb CKYNbMTYpHOE MOAENMPOBAHWE, HE 3aKperneH.

PesynbTaT co3manusi kKapThl HOpMaJel JOMKEH KyJa-To coxpaHsaTbes. [loaTtoMy cospia-
IIMM TS Hee HOBYIO TeKCTypy B okne UV Editor.

Haiimure n HaxkmuTe KHOTTKY NEW Ha 3arojoBke OKHA pemaktopa. [IosSBUTCS BCIUIBIBATO-
miee okHo New Image. Huuero He MeHsiiTe, mpocTo HaxkmMuTe B HeM KHomky OK.
[To ymomganuto Blender cozgact 4epHy0 TEKCTYpY, a TaK Kak JI0 9TOro Obljia BHIMOIHEHA
pasBeptka UV-koopaunat, To UV EditOr HamoXuT 3Ty CeTKy Ha HOBYIO TEKCTYpY.
Beibepure B Screen Layout mynkr Default ans BocctaHOBICHHMS MPEXKHETO BHUAA MPO-
TpaMMBI.

Ceityac Hactano Bpems 3aHsAThcs reneparuedi Normal Map. Drtor mpouecc B Blender
HaspIBaeTCs "BbIeYka" M BBIMONHSAETCS OH PEHAEPOM MPOTpaMMbl. s 3TOTO HYXHO
OTKpBITh MaHes b HacTpoek Render B okue Properties (puc. 4.75).

Puc. 4.75. KHonka Bblbopa naHenn Render

Buusy nanenu nainute 3akinanky Bake (Beimeuka). Pabora ¢ peHaepom nporpammsar 0y-
JeT pacCMOTpPEHA B COOTBETCTBYIOIIEM pasziene, a oKa Beioepute u3 MeHio Bake Mode
myakT Normals.

Yyts HWKE HaxomuTcs eme ogHo MeHo Normal Space, kotopoe mo3BoJsieT BbIOpaTh
Croco0 co3AaHus KapThl:

4 Tangent (Tanrenc) — HanOosee COBEPIICHHBIN crIoco0 00paboTKH HOpMaliel 00beK-
Ta BHE 3aBHCHMOCTH OT Je(OopMaIii U H3MEHEHHUs] 00bEKTa C MOMOIIBI0 MAaHHITYJIsI-
TOPOB;

¢ Object (O6BEKT) — yUYHTHIBAIOTCS KOOPAMHATHI 00beKTa. Pe3ynbTaT 3aBHCHT OT €ro
neopMaIii, HO OCTAalOTCSl B CTOPOHE MAHUITYJISIH;

¢ World (Oxpyxenne) — pacdyer HOpMaieil B COOTBETCTBUHU C TIIOOAIBHBIMH KOOPIH-
HaTaMH. 3aBUCUMOCTD U OT Ae(hOpMaIii, U OT MaHUTYJISALHT;

4 Camera (Kamepa) — cnoco0 mpoennrpoBaHus KapThl ¢ TOUKU 3pEHHs KaMephl. Ycra-
HOBHTE KaMepy TaK, KaK XOTelx Obl BUIETh penbed.

Beibepute B 3ToM MeHto myHKT Object (puc. 4.76).

Teneps BbIICTNUTE IUIOCKOCTh B CIIEHE M HAXKMHTE KHOMKY Bake. Takas BBICOKOIOIUIO-
HaJbHAsl MOJENIb MOKET oOpabaThiBaThcs HEKoTOpoe Bpems. [Ipomecc paGoThl MOKHO
HaOJI0IaTh BBEPXY MPOrPaMMbI B BHJIE TIPOLIEHTHO# MOJI0CKH (puc. 4.77).
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MNormals

Ohject Puc. 4.77. 3peck Blender BeiBoAUT UHGOPMaLIMIO
0 Tekylien pabote

Automnatic ¥

Puc. 4.78. BpemeHHOe OTkIo4eHne
Puc. 4.76. Hactpowikv peHaepa Normal Map moaudukaTopa

JagaiiTe mpoBepuM, Kak porpaMMa BBITIONHIIIA 33a7aqy. Bo-TiepBhIX, oTKIItOunTE paboTy
moaudukaropa Multires must okna 3D View u pennepa (prc. 4.78). Knonka ¢ m300pa-
KeHueM (oToarnmnapara yrnpasiseT BEIBOJIOM peHepa, a "rna3" — ms okna 3D View.

Bei6epure B 3aromoBke okHa 3D View B mento Viewport Shading mynkr Texture s
M0Ka3a TEKCTYPhI B OKHE Mporpammel (puc. 4.79).

NS
(n)

@ Solid
® w

ireframe

I'Z Bounding Box

S 3% +&) P Global  §

Puc. 4.79. Tak Bbirnagut Tekctypa Normal Map

Celiyac CBEXCBBINICUCHHAST KapTa UCIOJIb3YETCs KaK OOBIYHAS TEKCTypa, B KAUECTBE HC-
moJis30Banus ee kKak Normal Map Hy»HO BBITIOJIHHUTE HECKOIBKO HACTPOCK.

Co3paiiTe HOBBIM MaTepual U 100aBbTE K HEMY TeKcTypy. sl mocneaHell ycTaHOBHUTE
tun Image and Movie. B rpynmne Image HaxmuTte Ha 3HAYOK C KAPTUHKOW U BBIOCpUTE
U3 MEHIO CBOIO TEKCTYpY.

Orkpoiite 3akiaaky Image Sampling u Brmounre ommo Normal Map. Buusy noa
OMIIMEH UMEETCs] MEHIO, IIe HYXKHO BBIOpaTh paHee MCIOIb30BaHHOE MPOCTPAHCTBO TPH
BBINIEYKe KapThl. Y craHoBuTe Tam 3Hadenne Object.
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Tak kak Normal Map Gbuta paccuntana ¢ momorsio UV-koopauHar, To BEIOEpUTE CO-
OTBETCTBYIOLIMI MyHKT B MeHI0 Coordinates 3akmaaku Mapping.

Teneps Brmrounm ee kak Normal Map. Otkpoiite 3aknaaky Influence:

1. Otxirounte omuto Color B rpynme Diffuse. B aTom ciydae TekcTypa mokas3siBaThCst
He Oyjer.

2. Brxmounte ommioo Normal B rpymne Geometry. Vcnmonb3yiite 3HaueHue s
Normal, pasroe 0.5.

COBET

Ckopee BCero, Bbl CTOMKHYNNCb C T€M, 4YTO, HECMOTPS Ha U3MEHEHUS HaCTPOEK TEeKCTypbl,
okHo 3D View npopormkaeT ynopHO AeMOHCTPUPOBaTh TOT BapuaHT, KOTOPbIV BelibpaH B UV
Editor. Bl moxeTe BknounTb pexum GLSL ana okHa nporpammbl B cBoicTBax Display
(<N>) nnu oTcoeanHNTb yXXe HEHYXXHYI TEKCTypy B okHe UV Editor (Haxmute Ha KpecTuk
PSAOM C UMEHEM).

Puc. 4.80. [0TOBbIN HU3KOMONUIOHamNbHbIA OGBEKT C UCMONb30BaHWEM TexHonorun Normal Mapping

B nauazne paboThI HaJ MOJENBIO BBl COXPAHWINA KOIHIO TUIOCKOCTH 0€3 YBEIHUYESHHS dIie-
MEHTOB CTPYKTYyphl. [lonpoOyiiTe k Hel MPUCBOUTH CO3JaHHBIN MaTepHaa ¥ yOeIUTECh,
YTO BCEro 4 BEpIIUMHBI C OJHOHM TPaHBIO CIOCOOHBI BBIAABATH CTONb JETANBHYHO Kap-
THUHKY.

BHUMAHMUE!

Mocne 3akpbiTUA NporpamMmbl NoTepsieTcs co3gaHHasa Tekctypa Normal Map. Ee HyxxHO nu-
60 coxpaHuTb, NMBO ynakoBaTb B chaiin ¢ NpoekToM. [nsi cOXpaHeHusi oTKponTe okHo UV
Editor n Haxmute knasuwy <F3>. [Insa ynakoBku BbiGepuTe NyHKT MeHto: File | External
Data | Pack into blend file.
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Bbl, HaBepHOE, yXKe 3aMETHJIM, YTO pe3ysbTaT paboThl TexHojgorui#é Bump Mapping u
Normal Mappping cuibHO 3aBUCUT OT yIjia MPOCMOTpa MoAeNu. Tak mpH pa3BopoTe
Plane pebpom k cebde 3 ekt penbeda npomnagaet, YTo U HEYAUBUTEIBHO, BEb 3TO BCETO
JIUIIb UTPa CBETOTEHEH.

Blender umeer u eme ouH crocod co3aaHus penbeda ¢ MOMOIIBI TEKCTYPhI, HO B OT-
JIMYHE OT PaHEee PACCMOTPEHHBIX, OH (DaKTHIECKU M3MEHSET reoMeTpuio Mojenu. Koned-
HO, 9TOT AJITOPUTM YK€ He U3 paspsaa peanbHoro Bpemenu (Realtime).

Displacement Map (Kaprta BblmaBiuBaHusi) — CIIOcO0 M3MEHEHHS TEOMETPUU MOJICITH
Ha OCHOBE OOBIYHOH TeKCTyphl. C €ro momompio MOKHO CO3/1aBaTh, HallpUMeEp, JaH[I-
madT1el. B ornmune ot kapT penbeda, nogydeHHas MOAETb SIBISETCS MOJHOCTBIO TPEX-
MEPHOM U MOIYHHAETCS BceM 3akoHaM 3D (MCrob3yI0oTCs TEHH U OCBEILCHHE).

B kauectBe ocHoBbl st Displacement Map moryT ObITh Kak HpOLEIypPHBIE TEKCTYPHI,
Tak 1 ¢ailioBbIe, KaK I[BETHBIE, TAaK U YepHO-OeTbIe.

Umeercs nBa ciocoba paboThI ¢ TAKMMHU KapTaMU:

¢ cmanoapmmuelii — ¢ IOMOINBIO HacTpoitku ommuit Influence;
¢ pacuupennviii — ¢ ioMoIpo Mogudukaropa Displace.
PaGora ¢ mepBBIM BapraHTOM:

1. JIo6aBHUTH TEKCTYpY K MaTepuaTy U BEIOpATh €€ THIL.

2. Ha 3zaknanke Influence Beikirounts oo Diffuse Color.

3. Tawm ke BkarounTh omimio Displace u otperynupoBath cTeneHb BO3ACHCTBHS TEKCTY-
pol Ha Mesh-00bexT.

HyxHo 3ameruts, yTo paboTa 1Mo mepBoMy cHnoco0y HECKOJbKO HeyAoOHa M3-3a HEBO3-
MOYHOCTH TPOCMOTPETh pe3yibTaT B okHe 3D View. Jleno B TOM, 4TO KapThl BbIIABIIH-
BaHus pakTruecku u3MeHst0T Mesh Tonbko mpu peHzaepe, a B OKHE HO-PeKHEMY OyaeT
0CTaBaTbCsl CTAHAAPTHBINA PHUMHUTHB.

Dtoro HeynoOCTBa JHieHa paboTa ¢ moaupukaropom Displace (puc. 4.81).
PaccmoTtpum ero HacTpoiku.

¢ ['pynna Texture ciry>xuT ajisi CO3/IaHusl WM BbIOOpa UMEIOIICHCS TEKCTYPhI U3 CITH-
CKa, HamoJo0ne TaKoM ke, Kak Ha maHeau 1extures.

Add Modifier

MNormal

Puc. 4.81. MogndumkaTop Displace
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¢

¢

¢

Mento Direction (HanpasieHne) MO3BOJSET YCTaHOBUTH CIIOCOO BBIAABIMBAHUS
Mesh-o6nekTa. IMEIOTCs BapHaHThI:

¢ Normal — ucnons3oBanue Hopmaseil BepInH;
e X,Y,Z— ABWKeHHE BEPIINH M0 YKa3aHHBIM KOOPAHHATAM;

e RGB to XYZ — st IBETHBIX TEKCTYP, IJIe KaX bl [BETOBOW KaHAI IPUCBAUBA-
eTcsl K KOHKPETHOH KOOpIMHATE.

Vertex Group. Pa6oTa He ¢ 00bEKTOM IETUKOM, a TOJIBKO C YCTAaHOBICHHOH IrPyMIOi
BEPILHH.

Texture Coordinates. YcranoBka TekcTypHbiX koopaunat: UV, Local, Global,
Object.

Midlevel (Cpenuuii ypoBeHb). YcTaHOBKA BBICOTHI ISl BCEX BEPIUUH BBIACICHHOI

TPYIIIBL.
Strength (Cuna Bo3aeiictusi). Crioco0 peryIupoBaHuUs CUITbI BbIIaBINBAHUS.

PaGorats ¢ momudukaTopoM odeHs mpocto. Coznaercs HyKHas TEKCTypa, MOXKHO TPSIMO
C MaTeprajoM caMoro oobekTa. UToObl TEKCTYpa Ta HE BU3yalH3HPOBaIach, HY’)KHO OT-
kmounth om0 Diffuse Color B ee Hactpoiikax. B camoM moaudukatope BrIOHpaeTe
CO3ZIaHHYIO TEKCTypy M HACTpaWBaeTe €€ BO3/ICHCTBHE yKa3aHHBIMH paHee OIIHAMH
(puc. 4.82).

Puc. 4.82. PesynbTaT ucnonb3oBaHus Displacement Map

VYuTHTEe TOJIBKO OJMH Ba)KHBII MOMEHT B pPad0OTe ¢ KapTaMH BbIIABIMBAHUS — JJIsI Kaue-
CTBEHHOH pabOThl OHM TPEOYIOT BBICOKOJICTAIU3UPOBAHHBIA 00bekT. UeM Ooliblie 3iie-
MEHTOB, TEM KayeCTBCHHEE U IUake OyeT kapTuHka. Kpome TOro, Bl MOXKETE CIIOKOWHO
penaktupoBats ucxomaubiii Mesh-o6bext. Anroputm Displacement yurer nsMeHeHus
MEePECTPOUT KOHEYHYIO KapTHHKY.
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4.11. HanoxeHune TeKCTypbl No pasBepTke UV

O0mwexThl Blender ncrons3yroT TpexMepHbIe KOOPAUHATH X Y Z JIJIsl TO3UIIMOHUPOBAHHUS
B IIpeZieNiax CLEHBI, HO y HUX €Ille €CTh 0c00ast CeTKa KOOPAMHAT, KOTOpas IpeiHa3Haue-
Ha JUIs pabOThI C TEKCTYpaMH.

UV — 3710 ABYXMepHbIE KOOPIUHATHI, KOTOPbIE UCIIOJIB3YIOTCS IPOTPAMMOM JIs TIPUBSI3-
KM KaXXI0M BEPIIHHBI K OIPENEICHHOMY MECTY Ha TEKCType, COOTBETCTBEHHO, pa3gepmi-
xou UV Ha3pIBaeTCS MPOIIECC PACIIPEICICHUS ITUX KOOPIUHAT.

Blender npeanaraer nBa croco6a coznanus pazseptku UV: aBTOMAaTHYECKUI U PyUHOM.
B nepBoM ciyuae MMEIOTCSI HECKOJIBKO 3arOTOBOK, KOTOpbIe Oojiee MIIM MEHEe MOTYT
MIPaBUIBHO PACHPEAEINTh CTPYKTYPY, 3aTO BTOPOH BapHaHT IO3BOJIAET TOYHO OIpelie-
JIUTh MECTO ISl K&KION BEPUINHBI Ha TEKCTYpeE.

[ns ynpaBieHust pa3BepTKOM NporpaMMa IpeAsiaracT HCHOJIb30BaTh CIIELUAIbHBIA
penaxktop UV/Image Editor. Kpome Toro, y:ke ©MeeTCs 3ar0TOBKA PaCIIOIOKEHHS OKOH,
ONITHMANTBHO TTOIXOSIIAs TSt padoThI ¢ TeKcTypamu (puc. 4.83). BeibpaTts ee MOXKHO U3
MeHIo Screen Layout Ha 3aronoske nporpammsl (myskt UV Editing).

Kak Bugute, B 3TOM pexxnmMe umeercst Bcero asa okna: UV Editor u 3D View. Takas
KOH(UTYpanusi OKOH JIEHCTBUTENFHO camasi yJo0Has, HO Bbl MOXETE CO3/1aTh JTHYHYIO
II0JT CBOIO 33/1a4Yy.

LI UV Editing

\ose

Puc. 4.83. Packnagka okoH UV Editing
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Pabora ¢ UV-koopauHaTamMu BO3MOXHA TOJBKO B PEXKUME pPEAAKTHUPOBAHHS OOBEKTA.
[IprueM MOXKHO M3MEHATH Pa3BEPTKY Kak ISl BCETO OOBEKTA MENUKOM, TaK | JJIs BbIje-
JICHHOM 4acTH CTPYKTYPBHI.

Nmeercs ocaoBroe mento UV Mapping asis yripaBiaeHus: pa3BepTKON, BBI3BIBAEMOE KITa-
Butieii <U> B okHe 3D View. Ono comepxwur 10 MyHKTOB.

¢ Unwrap (Passeptka). Haubonee ObICTphIi criocod co3manus passepTku. [Ipu sTom
MOJTyYEeHHAs ceTKa OyJIeT ONTHMAJIbHO MOKPHIBATH BCIO TEKCTYPY.

4 Cube Projection (Kyoudeckas npoekitusi). OnTHMANbHO TOAXOIUT IS MOACTCH Ky-
omaeckoit popMbl. DTO MOTYT OBITH MOJENH: ITKada, TeJIeBU30pa, CTOJA.

¢ Cylinder Projection (ITunuuaposas npoekitust). [TogxomauT ans Mojaeneit uInHIpHU-
4ecKoi pOpMBI: KapaHIaIli, CTAKaHbI.

¢ Sphere Projection (Chepuueckas mpoekius). [Togxomut ajst Mojenei chepudeckoit
dhopmer (puc. 4.84).

¢ Project from View (Oxpannas npoekius). [Tone3Hslii pekuM, KOTAa pa3BepTKa CO3-
JIaeTCsl 10 MPHHIMITY: "Kak €cTh IpH mpocMoTpe”. Bbl MokeTe pasBEepHYTh MOJENb
WITH CIIEHY B HYXKHOM paKypce, a porpaMma BBIITOJHUT CBOETO POJia CHUMOK SKpaHa.

Puc. 4.84. Npumep packnagku cdepsbl ¢ nomowsto Sphere Projection

¢ Project form View (Bounds) (Dxpannas mpoekiust ¢ 3amoiHenneM). To ke camoe,
YTO M BBIIIE PACCMOTPEHHAs OIS, HO B 3TOM Cly4ae pa3BepTka OyaeT 3aHMMAaTh
BCIO TEKCTYPY.

4 Reset (Cooc). CoOpoc KoOpAHUHAT.

¢ Smart UV Project (Ymuas pa3zseptka). MHCTpyMeHT ajisi pa30ueHUsT pa3BEepTKH Ha
HECKOJIbKO HE3aBHCUMBIX 30H.
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¢ Lightmap Pack (Pa3epTka mnst kapt ocBeuieHHOCcTH). Co31aHue CreIHAIbHON pa3-
BEPTKH ISl HCTIOJIb30BaHMA ¢ Kaptamu Lightmap (ocBemienue).

¢ Follow Active Quads (CrnenoBaTh 3a akTHBHBIMU KBajapaTtamu). Paboraer ¢ Bbiie-
JICHHBIMHU TPAHSIMH M CTapaeTCsl BBIMOJHUTH Pa3BEPTKY, MOKA IEMOYKa MOJTUIOHOB HE
3aKaH4YuBaercsa. PaGoTaer He Bceraa ONTUMAIIBHO.

PesynbTar paboThl pa3BepTkH 00beKTa OyIeT oToOpakaThes B okae UV Editor. He 6ena,
ecM OHa He moaxoauT dopMe pabouelt momenu. Beerma MoxxHo BEIOpaTh B MeHio UV
Mapping nyukt Reset u HauaTh Bce CHavasa.

Tenepb caMoe BpeMs 3arpy3uTh TEKCTYpY M COBMECTUTH Pa3BEPTKY C KapTHUHKOM. J[id
yIpaBJieHus TEKCTypamu Ha 3arojoBke okHa UV Editor umeercs crangaptHas 001acTh
TSl BBIOOPA MITH CO3/IaHUSI HOBOU TEKCTYpHI (pHc. 4.85).

= B : 57

Puc. 4.85. YnpaBneHue TekcTypamu

[Monpobyem mourpartes ¢ UV Editor na npakrtuke. Brmrouute packimanky okon UV
Editing. Beigenure umeronuiicst Kyo u nepeiiure B pexkuM peaaktupoBanus. Haxmure
kiapuiry <U> u BeiOepute myHKT MmeHro Cube Projection.

Teneps co3mamum aist paboThl HOBYIO TeKCTypy. Haxkmure xHomky NEw B 3arojoBke
okna UV Editor. [TosButcst okHO ¢ HacTpoiikamMu TeKcTypbl (puc. 4.86):

¢ Name (Ums);

Width (Llluprna) — yka3bIBaeTCs B MUKCENAX;
Height (BricoTa);

Color (IIBet) — ob6sacTsh BbIOOpPA IBETA IS 3ATUBKH;

* & o o

omums Alpha (Anbha-kaHam) — eclii BKIIOYEHO, TO TEKCTypa OyIeT coaepiKaTh J0-
TIOJTHUTENBHBIN KaHaJ MPO3pavyHOCTH;

L 4

UV Test Grid (TecroBas perierka) — reHepupyeMas TEKCTypa;
¢ 32 bit Float (I'my6una 32 6ut) — riyOuHa 1Bera.

Name
Width
Height

¥ Alpha

U Test Grid
32 bit Float

[ ok ]
I

Puc. 4.86. HacTpovikn HOBOWM TEKCTYpbI
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Brioepure mynkt UV Test Grid u naxmure kaonky OK. ITox umeromieiics pa3BepTKoi
KyOa TOJDKHA TOSIBUThCS TeKeTypa. s ynoocTBa npocMotpa Bimouynte B okHe 3D View
pexum Texture B mento Viewport Shading (puc. 4.87).

Puc. 4.87. Pa3BepTka C TEKCTYpOW 1 cam Kyo

UV Editor mo3sossieT ynpaBisTh pa3MeIieHHEM KaK BCEH CETKH LENUKOM, TaK U OT-
JIeTIbHBIX €€ AJIEMEHTOB. 3/1eCh JCHCTBYIOT CTaHAapPTHBIC BO3MOKHOCTH OKHa 3D View no
BBIJICTICHUIO, TIEPEMEIIICHUIO U MAaCIITaOUPOBAHUIO JIEMEHTOB.

[Tonpobyem yBenmuuTh N300paskeHNE TEKCTYPHI Ha KyOe. BeigenuTe BCIO CETKY B pelak-
Tope KinaBuiiel <A> (110 yMOJYaHUIO, TTOCIIE CO3[[aHUs Pa3BEPTKH OHA yXKe BbIACICHA) U
HaXMUTe <S> I BKIOYeHHs MaciutabupoBanus. Coxxmute BeiaenacHue (puc. 4.88).
Kaxk BuauTe, HIYEro CI0KHOTO B PEIAKTUPOBAHUN CETKH HET.

WHoraa ObIBAET HYKHO OIPEICIUTh PACIIONIOKEHHE KOHKPETHOTO 3JIEMEHTA CTPYKTYPhI
Mesh-o0bekTa Ha TeKcType. B 3TOM cilydae D0CTATOYHO BBIACIUTH HYKHBIH 3JICMEHT
B okue 3D View. UV Editor mociie 3Toro mokaxket TOJIBKO T€ BEPIIUHBI CETKH, KOTOPHIE
OTHOCSITCS K ITAHHOMY JJIEMEHTY.

Ilo TaKOMY K€ IMPUHIUITY OIPOUCXOAUT CO3JAHUC PA3BCPTKHU JISA BBIACICHHBIX IMOJIMTOHOB
o0nekTa. [lommpoOyiiTe BeIIENUTH ABE CMEXKHBIE TPaHU W BEIOpaTh MyHKT UNwrap B me-
o UV Mapping. C 310ro MrHOBEHHS 3Ta CETKa CTAHOBUTCS OTIEIBHBIM 3JIEMEHTOM
pa3BepTku Kyba. Bel Moxere cBOOOAHO MaHMITyJMpPOBaThH €€, Kak 3aliaropaccyaurcs.
Takoi a1eMeHT enie Ha3biBaeTcs: "ocTpoBKOM". UTOOB! YBUAETH MOTHOCTHIO BCIO CETKY,
JOCTAaTOYHO BBIJACIIUTH BECh OG’LGKT.

UV Editor umeet cBoii cOOCTBEHHBIN HAOOP KHOIOK, HEPEKITIOYAIONINH PEKUM BhIIEIIE-
HHsI, HalO100Me Takoro e, kak B okHe 3D View (puc. 4.89).

Ecau paccMaTpuBaTh UX CJIEBA HAIpaBO, TO II€PBasd KHOIIKA OTBCYACT 3a BEPIIMNHBI, BTO-
pad 3a pe6pa, a TPCThA BBIACIIACT I'PAaHU. Oco0eHHO TToNIe3Ha nocjieAHAd 4€TBepTasd KHOII-
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Puc. 4.88. Pe3ynbTaT nsmeHeHusi maclitaba pa3sepTku

Puc. 4.89. KHonku ynpaBneHusi BblgeneHnem

ka. Ee HasHaueHwe — B BbLICNICHHH OCTpOBKOB. C 3TUM HaOOpOM Nepekirouareneit
MOJKHO He OOATHCS 320y IUTHCA B IEOPSAX pa3BEPTKH.

Ky0, koTOpbIii BB ceifuac TeKcTypupyeTe, — oueHb npocToil 00bekT. Ho ObiBaroT Moze-
JIY, COCTOSIIIME W3 COTEH, & TO W THICSY MOJUTOHOB. J[Isl TakuX OOBEKTOB pa3BepTKa
MOKET OBITh OuYeHb CHOXHOH. KOHEUYHO, MOXKHO HCHIONB30BaTh CHUCTEMY "OCTPOBKOB"
U BPYYHYIO BBIOMpATh MOJMIOHBI JUIA UX CO3LAHUS, @ MOXKHO MOPYYHUTH 3TO AEJO MpO-
rpamme.

Seam (I1loB) — MHCTpYMEHT, MO3BOJISIOMINI C JIETKOCTBIO "pa3pe3ars” MOAenb Ha Kyc-
KM, MIPUTOAHBIC IS CO3AaHUs pa3BepTKH. ECTeCTBEHHO, HUKAKOTO peajbHOTo paszerne-
HUSL 00BEKTa HE MPOUCXOJHT, MMPOCTO TAKUM 00pPa30M YKa3bIBAOTCS TPAHUIIBI, MO KOTO-
priM Blender cMoKeT BBITOTHUTE Pa3BEPTKY.

Pab6ota 3ta BemonHsercs B okue 3D View. IpuHiunm qeficTBUS 3aKII0UaeTCsS B CIIEAYIO-
LIEM:

1. Buibop obaacmu. BeinenasTs jydie Bcero pedpa, T. K. HMEHHO 10 HUM OYZAET IpoXo-
JUThH IIOB. BhlAeraeHne JOMKHO MPEACTaBIsATh COO0M 3aMKHYTYI0 00JacTh. Y I00HO
UCIOJIb30BaTh MHCTpyMeHT Edge LOOp, KOTOphIA cTapaeTcsi BBIACIUTH 3aMKHYTbIC
pebpa (MCIOJIB3YITE MBIIL COBMECTHO ¢ HaxkaTol Kiaapuiiei <Ctrl>).

2. Cozoanue wea. J{ns sroro ucrnonb3yiite mento: Mesh | Edges | Mark Seem. Orme-
YyeHHbIE pebpa okpacsaTcs B KpacHbIi nBet (puc. 4.90).

A nmanpme Bce mpocto. Ilocnme co3maHusi HyXKHBIX objactedl oTKpbiBaeTe MeHio UV
Mapping (<U>) u Beibupaere mynkt Unwrap. Eciu nony4deHHbIe OCTPOBKH HE YCTpau-



Mamepuanbi u mekcmypbl 199

BAIOT, TO MOKHO yIaJWTh HEHYKHBIN [IOB U CO3/1aTh HOBBIA. [yl yaajeHus miBa BbIJc-
nute pebpa u BeimonHuTe komanay Clear Seam u3 menro Mesh | Edges.

BriBaer curyamusi, Korga U3 HECKOJBKMX OCTPOBKOB Pa3BEPTKH KaKHE-TO IMONYYHIIHCH
yaauHbIMU. YTOOBI clly4aiiHO HE HApYLIUTh HYXKHBIE CETKH, TAKUE OCTPOBKH MOXKHO Bpe-
MeHHO "3aMopo3uTh". Hy>KHO BBIZIETUTH OCTPOBOK M HakaTh KiaBuiry <P> B okne UF
Editor (pyukuust Pin mento UVS). [Ist CHATHS 3aIMUTHI CAYKUT KOMOWHAIMS KJIaBUIII
<Alt>+<P>.

Puc. 4.90. Npumep BblaeneHus Seam

HonycTuM, Hy>KHasi pa3BepTKa BBHIMOJHEHA. XOPOIIO, €CIIU YK€ MMEETCS TOTOBas TeK-
CTypa, M CeTKa IOI0THAHA M0J] Hee, HO ObIBaeT 0OpaTHasi CUTYyalus, KOT/ia TI0J] CETKY pH-
cyercs m3oOpaxenue. Blender nMeer BO3MOXXHOCTb COXPAaHEHHUS Pa3BEPTKU B BHIE
o0bryHOTO rpadudeckoro daiina. Takoi ¢aiin MOXKHO 3arpy3uTh B JIH000H ABYXMEPHBIH
pelaKkTop M co3/AaTh KOHTEHT MO uUMerolleiics cxeme. UToObl COXpaHUTh Pa3BEpTKY Kak
KapTHHKY, ucrone3yite ynkimo UVS | Export UV Layout.

4.12. Py4yHasa okpacKa TeKCTypbl U BEepLUUNH

Blender mpeyaraeT Bo3MOXHOCTh PacKpalllMBaHUsI TEKCTYp, HE BBIXOJS U3 TPHIIOKE-
Hus. KoHedHo, HamoOHOCTh B CTOPOHHEH NporpaMme JJisl peAaKTUPOBAHUS TEKCTYPHI
HE OTNAaJaeT, HO HEKOTOPhIE HECIOXKHBIC BEIIM MOXKHO C YCIIEXOM CIeNaTh MPsSMO Ha
MecTe.
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Packpacka TekcTypsl MOkeT BeImonHAThCs B okHe UV/Image Editor, uyro sBusercs
OUYeHb YMOOHBIM: CO3JAJIM TEKCTYPY, 3aTE€M Pa3BEPTKY M TYT K€ OKPACHIN HYXHBIMU
[IBETAMHU.

Jns BKIIIOYEHHUS] PEeKMMa PAcKpacKd Ha 3aroJioBKE OKHA PEAaKTOpa MMEETCsl KHOIIKa
C XapaKTepHBIM PUCYHKOM Kapanmaiia (puc. 4.91).

Puc. 4.91. KHomkv ynpasneHns packpackon

[Tocne ee BKIIOYEHMS MaHEIb CIIeBA OKHA [OTOIHSIETCS HECKOJIbKUMH 3aKIIaKaMH.
B mpuHIMITEe OHM MPAKTHYECKH HUYEM HE OTIIMYAIOTCS OT TAKOH XKe TMaHeIH, KOTOPast UC-
nosnb3yercs B Sculpt Mode.

IManens Paint (puc. 4.92) mo3BoJsIET CO3/1aTh WIIK BBIOPATH
KHCTb, a TAK)Ke YCTAaHOBUTH €€ I[BeT. PacCMOTpHM OCHOBHEIE
KHCTH:

4 Brush — craniapTHast KUCTb JJIs PUCOBaHHS,

4 Clone — mno3BoJisieT MUKIIMPOBATh JIBE TEKCTYPHI, TIE
onHa 0azoBas, a BTopas BeiOupaercs B mose Image. D-
(eKT mpu pUCOBaHUU MOTYYaeTcsl, Kak OYATO KUCTh CTH-
paeT 0a30BBIN CJOH, a CKBO3b HErO MPOCTYMAeT BTOpas
TEKCTYpa;

4 Smear — 5Ta KHCTb BBINIOJHIET pacTUpaHUE, Pa3Masbl-
BaHUE PUCYHKA M0 IOBEPXHOCTH TEKCTYPHI;

¢ Soften — B ormuume oT Smear, JaHHas KUCTh BEIIOJIHS-
€T MPOCTOe pa3MbIBaHNE, HE HApyIIas (JOpMy PUCYHKA.

[MoMumo pucoBaHUsSI TPOCTBHIMH LBEeTaMH manuTpbl, UV
Editor mo3BosisieT KCHONB30BaTh OTACIBHBIC TEKCTYPhL. JTa
¢yHKuus noctynHa B rpynme Textures. YroOwl BeIOpaTh
TEKCTYpY, HYXKHO IIEJIKHYTh MBIIBIO MO 00pa3ly Ha Ta-
HEJH.

Puc. 4.92. NaHenb Paint

PucoBanue TekcTypoil MOXKET OBITH CIUIONIHBIM (TIapaMeTp 10 YMOIYAaHUIO) U QUKCHPO-
BaHHBIM. B mepBOM ciy4ae mpu MBWXKCHHH KHCTH TIONYy4aeTcs cCMa3aHHas I10JI0ca, BO
BTOPOM KHCTh KaK ObI OTKPBIBAET YaCTH CTOPOHHEH TEKCTyphl. BKItOUeHHE M OTKIIOYe-
HHUE 3THX PEKUMOB BO3MOKHO ¢ oMoripto omuu Fixed Texture (®ukcamnus TEKCTYpPHI).

OcrasibHble BO3MOKHOCTH PEKHMa PUCOBAHMS HHYEM HE OTJIHYAOTCSA OT TaKHX JKE
B Sculpt Mode. Oto rpymmsr: Tool (Muctpymentsi), Paint Stroke (Hactpoiika kuctn),
Paint Curve (IToBeneHune KHCTH).
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IMogoOHast packpacka TEKCTypbl BO3MOKHA ¥ B okHe 3D View, HemocpeacTBeHHO Ha ca-
Mol Momenu. Jis 5Toro Hy:KHO BBIOpaTh pexkuM Texture B menro Viewport Shading,
CO3/1aTh Pa3BEPTKY MOJIEIH U COMMOCTABHUTE €if TEKCTYPY.

BrroueHrne pexiMa PUCOBaHHS BBITIONHSIETCS C MOMOIIBIO BhIOOpa TyHKTa Texture
Paint B merro Mode oxua 3D View (puc. 4.93). Bee unctpymentsl manenu T0ol Shelf
COOTBETCTBYIOT TakuM e B okHe UV/Image Editor.

ht Paint

rtex Paint Puc. 4.93. MeHio
Mode

"" Sculpt Mode

¥ Edit Mode

[Momumo packpacku TekcTyphl Blender npeayaraer okpacky BepiuH. [IpudeM BBITOTHS-
€TCs DTO JIeHCTBHE HEMOCPEACTBEHHO Ha Mojieu B okHe 3D View.

Vertex Paint — 3To0 BO3MOXHOCTh PYYHON OKPACKU BEPIIUH 00BEKTA JIFOOBIMHU IIBETAMH
MAJUTPhl ¥ COBMEILICHUE HX C TEKCTypaMu Mo HeoOxoaumocTH. HyKHO 3HaTh, YTO O/IHO-
BpeMeHHasi pabora 6azoBoro mBera Diffuse oObekTa M OKpalleHHBIX BEpIIUH HEBO3-
MOXHa.

JIns BKIIFOUSHHMSI peXKMMa PHCOBaHHS HYKHO BbIOpath Vertex Paint B meno Mode
(cm. puc. 4.93).

B »10it Bepcun Blender pazpabotunku moctapanuch 00JIETIUTh H3YYEHHUE TIPOTPaMMEBI U
MaKCHMaJIbHO YHU(DUIIMPOBATh MoxXoxue GyHKIH. [103TOMy HET HHYEro yAWBUTEIBHO-
ro B ToM, 4to peskumel Sculpt Mode, Texture Mode, Vertex Mode uMeroT oMHaKOBBI#
Habop maHesnel U MHCTPYMEHTOB. PaccMOTpuUM TONBKO mpeajaracMble KACTH Uil OKpa-
CKH BEpIINH:

¢ Add ([loGaBienue) — cMelIMBaHHE [IBETOB BEPLIMH IMyTeM NPHOABICHUS HOBOTO
I[BETa K CTapoOMy;

4 Blur (Pa3mbiBaHKe) — BBIMONHEHHE pa3MbIBaHMs I[BeTa. [Ipu 3TOM majiuTpa HE HC-
HOJIb3YeTCs;

Brush (Kuctb) — OCHOBHASI KHCTb JJISl PUCOBAHHS;
Darken (3aremuenue);
Lighten (Ocsetnenue);

®* & & o

Mix (CmermBanue) — 00a 1BETa CMEIIMBAIOTCS B 3aBUCUMOCTH OT YCTAHOBJICHHOT'O
ko3 duIneHTa,

¢ Multiply (YMHOKeHHE) — YMHOKEHHE IBYX HBETOB. Ilomy4arorcst Gojice MSATKHE
MIEPEXO/IbI;
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¢ Pinch/Magnify (CtsHyTb/YBEeIHYHT) — MOCTEIIEHHOEC H3MEHEHHE LIBETA MTYyTEM CTSI-
TMBaHUS,

¢ Subtract (Berunranue) — 3HaueHre RGB HOBOTO 1BeTa BBIUUTACTCS U3 UMEIOIICTO-
cs. JTa KUCTh MOKET MPUTOJUTHCS AJI CO3JaHUS PE3KUX, KOHTPACTHBIX MIEPEXO/I0B.

[To ymomyanuio 00paboTKa OKpaIICHHBIX BEPIIMH B MaTepuaie BHIKIIIOYEHA, XOTS B OKHE
3D View uBera OynyT BUAHBL [ yripaBiieHHs: 3TOW BO3MOXHOCTBIO €CThb omius Vertex
Color Paint (Oxpacka BepIMH), pacIojOKeHHAass B CBOMCTBaX MaTepHajga TPYIIIBI
Options. Bxirounte ee, ecian X0TUTe 00pabaTHIBATh OKPAIEHHBIE BEPIIMHLI, BMECTO Oa-
30BOTO I[BETa MaTepHaa.

4.13. NpakTuka. 3amwenbin KaMeHb

Bpone, uro Takoe xamenn! Kak roBoputcs, pa3-IBa U ToTOBa MOZeNb. BOT TOJIBKO HC-
MOJIb30BaTh B paboTe mpuaercsl OOJbIIOoe KOJMYECTBO HMHCTPYMEHTOB, €CJIH, KOHEYHO,
OYEHb XOUETCS JOOUTHCS MPUEMIIEMOTO Pe3yIbTara.

BrbI yxe npounTany MOJOBHHY KHUTH U, TIOBEPHTE, CIIOCOOHBI HA MHOTO€ — CO3/1aTh Ka-
YECTBEHHYIO MOJCIb W CHAa0IWTh € He MEeHee KauyeCTBeHHBIM marepuanioM. Ilo cytw,
ATOT YPOK IOABITOXKHMBAET ITOYTH BECh MPOUTEHHBII MaTepuai. B pabore OymyT 3ameiicT-
BOBaHbl MHCTPYMEHTHI CKYJBIITYPHOI'O MOJIEJIUPOBAHHUS, MPUIETCS BCIIOMHUTH OCOOEH-
HOCTH WCIIOJIb30BaHusl 00ObekTa Lattice, a Mmarepuan cHaOAUTh MHOTOYUCICHHBIMU TEK-
CTypaMH € pa3HbIM cMmemmuBaHueM. CKYIUTbCA Ha 3TOT pa3 HE NMPHIETCSA, KOHEYHasi MO-
nens Oyzer oOnamaTh OONBIIMM KOJMYECTBOM IIOJMIOHOB M JOCTaTOYHO MEIJIEHHO
IMPOCYUTHIBATHCA. BI/I3yaJII)HO KaMCHb JOJDKCH BBIIVIAAECTH MOKPBIM, IOKPBITHIM BOAOPOC-
JISIMM, KaK JaBHO HaXOJUBIIHMICS B BOJE.

B kadecTBe ocHOBBI OyzeT Mcnoib3oBathes mpuMutuB UV Sphere. Jlo6aBbTe ero B ciie-
Hy, a Ky0 ynmamute. Cdepe HyKHO npHuaaTh oBalbHYO (Gopmy. [Ipoie Bcero BbLACITUTD
OPUMHUTUB M PACTSHYTH C IOMOIIBI MacIITaOUPOBaHUS MO OCH X (HAKMHUTE KIABHUIILY
<8>, a 3ateM <X>).

OBanpHas (hopMa HE COBCEM MOIXOAMT JJIS KaMHS, 3HAYUT, HY)KHO €€ HEMHOTO H3Me-
HUTb. MOXXHO 3TO CAENATh B PEXKUME PEIAKTUPOBAHUS, IyTEM CMEILLCHUS IPYI BEPIIHH,
a MOYKHO MCIIOJIb30BaTh BCIIOMOTaTenbHbIH 00hekT Lattice. ITocnenuuit Bapuant Hanbo-
Jiee IPEAOYTUTEIbHEN U MPOILE B UCIIOJIHEHHH.

Ilo6aBeTe B cueny oobekt Lattice (Add | Lattice). HaxkmuTte <S> 1 pacTSHUTE €ro Tak,
4T00BI chepa okazanmach BHYTpH Hero. ITo ymomuanuto Lattice mmeer Bcero 8 BepimH,
9TO HEJ0CTAaTOYHO T nedopmartuu npumutrBa. OTKpoiite manear Object Data B okue
Properties u no6aBbTe nomnonHuTeNbHBIC peOpa B mapamerpax UVW (puc. 4.94).

Jlns ucnionb3oBanus Lattice k cdepe HY)KHO MPUKPETUTH MOAU(PUKATOP C OAHOMMEH-
HbIM Ha3BaHueM. He 3a0y/pTe ykaszaTh B HacTpoikax Moaudukaropa cam Lattice (ommms
Object).

A BoT manbie Bce B Bammx pykax. Mcnome3yiite BepumHbl Lattice mis m3meneHus
¢dbopmbl 00BeKkTa, Kak 3abmaropaccyautcs. Moxere BBIACTATH Cpa3y HECKOJIBKO TOYEK
C MOMOIIBIO paMkH (<B>). Y MeHs IM4HO MOJIy4YHI0Ch BOT Tak (puc. 4.95).
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OT0 Bcero JMmib 00Ias 3aroToBka Oyaymiero kamHs. HyxHO m00aBUTH K Heil Ooiee
MEJIKHUE HEpPOBHOCTU. PasymeeTcs, Bpy4HyIO JellaTh 3TO HE OyAeM, a BOCIIOJIB3YeMCS
MIPOTICTYPHBIMU TEKCTYPAMH B PEKUME CKYJIBIITYPHI.

CHavana Hy)>XHO yOpaTh U3 CIIeHBI 0TpaboTaBuIHit cBoe 00bekT Lattice. Jlyurre He yaa-
JISITh €r0, a MPOCTO CKpBITh. Beimenure Lattice m maxmure xmasumy <H> (pyHKIms
u3 mento Object | Show/Hide | Hide Selected). Dta xomanma BpeMeHHO yOHpaeT Bbije-
JIEHHBIH 00BEKT U3 crieHbl. OH IpoaohkacT PYHKITMOHUPOBATh, HO €ro He BUAHO. Ecin
MOHA00UTCS BO3BPATUTH HA MECTO CKPBITHIC TAKHM CIIOCOOOM OOBEKTHI, TO HUCTIOIB3YHTE
knaBumm <Alt>+<H>,

[MoaroroBum Bce He0OXoaAMMOE Uit pabOTHI B CKYJIBNTYpHOM pekume. CHavamna 100aBb-
Te 00BbEeKTy HOBBI Moaupukarop Multires, Beab UCXOAHOW CTPYKTYpHI SIBHO HEIOCTa-
TouHo. Jlo6aBbTe mapy ypoBHe# paspemierus (kuomnka Subdivide). Iepeitnute B pexxum
ckynpnTypHoro monenuposanusi (Mode | Sculpt Mode) u otkpoiite manens Textures
B okHe Properties. J[o6aBbTe HOBYIO TEKCTYpPY, KOTOpasi OYAET UCIIOIb30BATHCS KUCTHIO
IUIs MozienupoBaHus. B kadecTBe Tuma BnomHe rogurcs Musgrave ¢ mapaMeTpaMu 1o
YMOITYaHUIO.

W BOT HacTan MOMEHT pucoBaHHs. KHCTh OCTaeTcs 1Mo YMOJYAHHUIO, a BOT IOBEACHHE
KPUBOM HY)KHO H3MEHHTH TaK, 4TOOBI OHa pAaBHOMEPHO Je(OpMHpOBaIa mo Bceil padboueit
obnactu. Otkpoiite Ha nanenu T00l Shelf 3aknanky Curve u Ha)XMUTE KPallHIOK KHOTI-
Ky (cMm. puc. 4.72).

[Ipexne yem HavaTh JIENIKY, IPOBEphTE Ha 3akjaake 1exture s KUCTH HaJu4dhe cO3-
naHHO# Tekctypsl Musgruve. Eciu okomiko Preview mycroe, TO IIEIKHUTE 11O HEMY U
13 IPEASIOKEHHOTO OKHA BBIOEPUTE HY)KHYIO TEKCTYPY.

IMpouece nedopmanuu — aeno cyry0o JUUHOE, TYT CIOKHO AaTh KaKUe-THOO peKOMEH-
nmarn. KpyTure crieHy, UCTIONB3yWTe KOMECHKO MBIIIH U MaciiTaba M co3aaBaiTe He-
POBHOCTH Ha CBO#i BKyC (puc. 4.73).

Puc. 4.96. Mogenb nocne o6pabotku B Sculpt Mode
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COBET

HedopMauns noBepxHOCTN OOBLEKTA B PEXUME CKYNbNTYPbl MOXET CONPOBOXAATLCS MOSIB-
NeHMEeM HENPUSITHLIX CTsShKeK. Bbl MoXeTe M36aBUTbLCA OT HMX C MOMOLbO kuctu Flatten/
Contrast.

Urak, cozganue u rpybas oOpaboTka Gopmbl Oyaymiero KaMHsl Ha 3TOM 3aBepiieHa. Ha-
CTaJIO BPEMSI 3aHATHCS €T0 PACKPACKOM.

Ha manenun Material waxxmure xHOmky NEW [ist CO3MaHUS W TPUBA3KH MaTepHaia
K OOBEKTY.

Iser nnst Diffuse Oymer cBeTno-KOpHUUYHEBBIH. YCTaHOBUTE i 6a30BOTO IIBETa Clie-
nytoriue 3HaueHus: RGB:

¢ R=0.152
¢ G=0.126
¢ B=0.103

[ToBepx OCHOBHOTO IBETa HYXKHO PACIOJIOXHUTH 3€JICHBIA, KOTOPBIA OyIeT Urparh poib
Bogopocien. [ aToro 7o6aBbTe HOBYIO TEKCTYPY K MaTepuaiy M HazoBuTe ee "Base".
B kagectBe Tuna ontuMansHo moaxoaut Clouds. Hactpoiite ee mapamMeTphl ¢ MOMOIIIBIO
yYKa3aHHBIX 3HAYEHUH:

4 B rpynne Noise HaxMuTe KHOTIKY SOft;
4 mnapamertp Size ycranoBute paBHbIM 1.30;
4 mnapametp Depth cnenaiite 2.

Teneps HyKHO yKa3aTh TEKCTYpE, Kak OHa OYJET CMEMINBATHCS ¢ 6A30BBIM MaTEpHAIOM.
Ha 3axnaake Influence sxmrounte onuumro Diffuse Color. Ycranosure miis ee usera cie-
JYIOLINE 3HAYECHHS:

¢ R=0.232
¢ G=0.120
¢ B=0.198

A BOT pexxuM cmemmBanus B MeHoo Blend nHyxHO m3MeHuTh ¢ mpuBbiuHOro Mix Ha
Subtract. B pesynbrate aTHX aeiicTBuii 06padoTka cuensl (<F12>) momkHa BeIIATh Kap-
THUHKY, BHEIIIHE MTOXO0XYI0 Ha puc. 4.97.

[lepBrIii pe3ynbraT 00pabOTKH BBIAAET OJNEKIYI0 U COBCEM HEPEATUCTUYHYIO KAPTHHKY.
3nech SIBHO HE XBaTaeT MeNKUX jAeTtaneil. JJo6aBuM eme oH TEKCTYpHBIH YPOBEHb, KO-
TOPBI HEMHOT'O Pa3HOOOPA3UT LIBET KAMHSL.

IllenkHUTE MBIMIBIO B ITyCTOM CJIOT TeXtUres u co3maiiTe HOBYIO TEKCTypy. HazoBure ee
"Noise". 3agaua cOCTOUT B AONOJIHEHHH HECIOKHBIMU Y30paMH MaTepuana KaMHs, 4To-
Obl OH HE BBIMJIAJEN CTOJIb IYCTBIHHO. 3/€Ch HEJb3sl HCIIOJIb30BAaTh TEKCTYpHl THIIA
Clouds — oHM BBIIAIOT CIIMIIKOM HACBHIIICHHYIO [IyMaMH CTPYKTYPY. MOXHO mompo6o-
BaTh BOCIIOJIB30BAThCS OHOM M3 opraHmdueckux (GyHkwii, Hampumep Distorted Noise.

YCTaHOBI/ITe 3TOT THUII TCKCTypH N N3BMCHHUTC €€ 6330BI)IC napaMeTpLI:
¢ Distortion = 7.440
¢ Size=0.70
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Puc. 4.97. basoBbin UBeT + TekcTypa Base

B kauectBe 1mymMoBBIX (PyHKIME TycTh ocraeTcs Oe3 m3MeHeHui anroputm Blender
Original.

B napamerpax 3akiagku Influence Hy)xHO M3MEHHTH HACTPOMKH IBYX OIILIHIA:

4 LlBeT TekcTypshI:

e R=1.000
e G=0.940
e B=0.967

4 Bxurounre oo Color rpynmsr Diffuse u uamenure ee 3nadenue Ha 0.135.
[MompoOyiite 06padoTats KapTHHKY. [IpuMepHO MoMy4HTCs, Kak Ha puc. 4.98.

KameHp BRITTISINT MHTEpPECHEE, HO OH BCE €Ie CIUIIKOM Iiaakuid. Jlo0aBieHne MEIKIX
HEpOBHOCTEH MpPUAACT MaTepHally IIepoxoBarocTh M 3ddexT Bmaxunoctn. Ha stor pas
HOBas TEKCTypa OyJeT UCTIOIL30BaThCS KaK penbedHast KapTa.

Jlo6aBbTE HOBYIO TEKCTYpY B IyCTO# ciioT U uamenute ee tun Ha Clouds. ITo ymonya-
HHIO y30p €€ BBITJLSIIUT CIHUIIKOM KpymHbIM. OTKpoiite mapamerps! 3aknaaku Clouds u
MOJIKOPPEKTUPYHTE UX:

4 B rpynne Noise Haxvute kHonky Hard;

¢ 1mymoBas ynkius ocraercs Blender Original,
4 napamerp Size caenaiite paBabiM 0.20;

¢ ry6una (Depht) mycts O6yner paBHa 6.
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Puc. 4.98. Pe3ynbTaT 06paboTkv ¢ ABYMSI TEKCTypamu

Puc. 4.99. PeannctuyHas Mogenb KamHsi
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B nactpoiikax 3axnanku Influence orxmounte onmmio Color, T. K. IBET TEKCTYPhI TYT HE
HyXeH. Bxirounre onuuro Normal B rpynme Geometry u yctaHoBuTe ee 3HaueHue B 1.

Pabora ¢ Tekctypamu Ha 3TOM 3aBepineHa. OCTAIOCh TOJEKO HEMHOTO TOJIKOPPEKTHPO-
BaTh 3epKalbHBIN mieiinep Marepuana. [lo ycinoBuio 3aiaun KaMeHb JOJDKEH BEHITIISACTD
KaK TOJBKO YTO BBIHYTHIM M3 BOABL ITosToMmy meiimep Specular momkeH BBIHaBaTh pes-
Kkuii, yeTkuii otoneck. C oot 3amaueit cupasurcs ¢pyukius Wardiso. YcraHoBuTe 310T
mieiigep Ha 3aknmaake Specular u HaxxmuTe kiaauiry <F12> mns o6pabotku (puc. 4.99).
Mopens roToBa!l

4.14. NpakTuka. CouyHoe A650KOo

PaGotas Hag KHUTOW, I METAHXOJIWYHO TPHI3 SI0JOKO U pa3IyMbIBaNI, KAaKOW MPEAMET HC-
[I0JIb30BaTh AJIsl MOJENMPOBAHUS B 3TOM ypoke. PaccmaTpuBasi mpeameTsl B KOMHATe,
sl OCTAaHOBMJI B3IJISLI Ha sI0JI0KE, KOTOPOE MPOJODKal JepKaTh B pyKe. A moueMy Obl U
HeT? COuHBIM, KPyHNHBIM IJIOJ TaK M MPOCHJICS 3alledarieThcsl Ha 3KpaHe MOHHUTOPA.
Caetno-xenroe s07J0K0 ¢ HEOONBIIMMH BKPAIUICHUAMH O0JacTeH 3€JICHOrO 1IBETa BBI-
riseno 3¢ QexTHo.

Utak, B 3TOM ypoKe BBI y3HaeTe, Kak CO3/1aTh MOJENb PeaIuCTUYHOrO s010Ka. BynyT uc-
M0JIb30BaThCS PaMIIOBBIE IIE€HAEpbl, MUHUMYM TEKCTYp M OYEHb NIPOCTas 3aroTOBKa
Mesh.

Cozpnaiite HOBBIN MpoeKT. Mmeromuiicss B IeHTpe KyO He HyXeH, MOITOMY YAAIUTe ero.
OcnoBoii mozenu mociyskut UV Sphere. Jlo6aBbTe e¢ B IPOEKT.

CrpykTypa OpUMUTHBA AJIS 3TOH 3a7a4M COACPKUT CIMILKOM Majo 3JaeMeHTOoB. Ilepeii-
IUTe B pexxuM pemaktupoBaHus (<Tab>), Haxxmute xiaBuiry <W> U BeIOEpHUTE ITyHKT
Subdivide.

dopwma 610K 0YeHB TpocTast. Ta ke cdepa, HO HEMHOTO CILTIOCHYTas C TOJOCOB, TPHU-
yeM HeogHopomaHO. CBepxXy, Tlleé HaXOJUTCS YEPEHOK, BABIMBAHHE OOIBINE, a CHU3Y
MEHBIIIE.

BergenuTe neHTpanbHYIO BEPHIMHY B BEPXHEH 4acTH MPUMHTHBA. ECIHM mpocTO MONBI-
TaThCs MEPEMECTUTH €€ M0 KOOpAMHATE Z, TO OHA yWJeT BHYTPb 00bEKTa, HE W3MEHUB
ero (opMbl. 31ech HY>KHO HCIIONB30BaTh PEXKHUM MPOMOPIIHMOHATIBHOTO PEJAKTUPOBAHUS.
Haxmute knasumry <O> 1u1s ero BKIIOYEHUS. Ternepb MOXKHO CMENIO U3MEHSTH (hopMy.

Bxkirounte manunynsrop Grab (<G>), HaKMUTe KIaBUIly <Z> JUis JBHXKCHHUS 110 OCH Z
U TIEpEMECTUTE BEPLIMHY HEMHOT'O BHU3. Macmitab oxBaTa MOSBHBILECS KPYTOBOH pam-
KM YIPABISIETCSl C MIOMOIIBIO KOJIECHKA MBI, MaHUIyIupys: MaciitaboM OKPY>KHOCTH
U IBIKCHUEM BEPILIMHBI, 1o0eiTech (GOopMbl IPUMUTHBA, Kak Ha puc. 4.100.

To xe camoe neiicTBUE HYKHO HPOJENaTh M C HIKHEH 4acThl0 00BEKTa, TOIBKO C MEHb-
LIUM YTITyOJIeHUEM.

3aiiMemcsi co3aHueM uYepeHka. BrimounTe mpocMoTp cueHsl TOP View B OpTOroHaib-
Hoi npoekunu (<NumPad 7>). HyHO BbLAEINTE YacTh MOJUTOHOB I (OPMUPOBAHHUS
yepeHka. bokcoBas pamka 311ech He moaxonuT, Ho Blender umeer eme oguH BapuanT —
Kpyriyro paMky (ObicTpas kinaBuma <C>). Ilepekmtounte Ha 3arojoBke okHa 3D View
PEKUM BBIJICIICHUS TPaHEe U OTMETHTE MOJIUTOHBL, Kak Ha puc. 4.101.
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Puc. 4.100. Co3gaHue yrnybrneHusi nog YepeHok

Puc. 4.101. BolgeneHve obnacTtu Ans YepeHka

3Ty 4acTh MOJICIH HYXKHO BBIJIABUThH, HEMHOT'O IIEPEIBUHYTH U CKaTh O] pa3Mep YepeH-
ka. CHavaja BBIKIFOUUTE PEKUM IMPOMOPIMOHANIBHOTO PENaKTHPOBAHUsS, YTOOBI HE Me-
mrasicsi. Haxxmure knasuiry <E> mist BeizoBa pynkuuu EXtrude u HeMHOro rnepeaBuHbTe
HOBBIC IMOJIMTOHBI BBEpX. MCHosb3ys MHCTpYMEHT MaciTaOupoBaHus (<S>), COXMHTE
BBIJICJICHUE JI0 TIOAXO/ISIIET0 pa3Mepa.
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Cospats uepeHok npocto. Mcnonb3yiite Extrude ams cozmanust ouepenHoii mopuuu mo-
JIUTOHOB M HEMHOTI'O BBITAruBaiTe BBepX. Ilocie kaxaoro srama BbIAABIMBAHUS MOXKHO
HEMHOT'O HaKJIOHUTh BBIJEJICHUE, YTOOBI UEPEHOK NPHHSAI U30THYThIH Bua. Jlydiie Bcero
nepekounThes B mpocMotp Front View (<NumPad 1>), rae mpoiiie KOHTPOIHPOBATH
JUIMHY ¥ HaKJIOH yepeHka. i HakJIOHA MCHONB3yHTe KiIaBUIly <R> coBMecTHO ¢ Kia-
Bumeil <Y>, 4To0bl OTPaHUYUTHh POTAIMIO KOOpAMHATOH Y. B KOHIlE YepeHOK MOKHO
HEMHOT'O YBEJIMYHTH MPU TIOMOIIH MaciintabupoBanus (puc. 4.102).

Puc. 4.102. NoToBas copma sibrioka

Ha sToMm atan MozmenupoBaHHs 3aKOHYEH, HACTAIIO BPEMs 3aHAThCA packpackoil. Tak kak
LBETa CaMoro s0J0Ka 1 YepeHKa pa3Hble, TO MCIOJIb30BaTh OyIeM BO3MOKHOCTH MYJb-
TUMaTEepUAIOB.

Brinenure 4epeHOK U OCHOBaHME NMPUMUTHBA, Kak Ha puc. 4.103. YioOnee OyneT BKIItO-
YHUTh PEXKHUM BBIACITICHUS TPaHEH.

Co3snaiiTe HOBBII MaTepual, HAKMHUTE KHONKY ASSIQN JJist MPUBA3KHU K BBIJACICHHIO U Ha-
3oBuTe ero "Slip".

Haxwmure kHOnKy "+" psioM cO CIMCKOM MaTepHajoB Ul co3JaHus HOBoro ciora. Cos-
JaiiTe emie oauH MaTepuai U HazoBuTe ero "Base". UTOOBI HE MYyYHUTHCS CO BTOPHUYHBIM
BBIJIEJICHUEM YK€ caMoro si010ka 0e3 depeHKa, MO>KHO BOCIIONIB30BaThCs KOMAHAOW MH-
BepTupoBaHus. BeiOepute myHKT Inverse u3 menio Select wimm HaxMuTE KIIaBHIIN
<Ctr[>+<I>. Tenepb MO’)XHO PUKPEITUTH HHBEPTUPOBAHHOE BBIAEICHUE K HOBOMY Mare-
puany.

CHauana 3aiiMeMcsi CaMbIM CJIOKHBIM — HACTPOHKOW Marepuaina s6710ka. CI0XHBIM 110
CPaBHEHHIO C YEPEHKOM, a He 110 JCHCTBUIO — M B 3TOM BbI ceiiyac yOeanTecs.
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Puc. 4.103. BblgeneHve anemMeHTOB A/ NepBOro marepvana

B kadecTBe ocHOBHOTO 1BeTa ycranosute et Diffuse kak 3emensrii:
¢ R=0.133

¢ G=1.000

¢ B=0

OTO BechbMa SAJOBUTHIM LBET, HO MPHU MOMOIIM PaMIIOBOrO LIEHAEpa OH 3HAYUTEIBHO
CMATYUTCA U IPUMET HYKHBIC OTTCHKHU.

Bxirounre onmuio Ramp na 3aknanke Diffuse. Kak BbI, HaBepHOE, IOMHHTE, IO YMOJI-
yannio Blender yxe mMeer co3maHHBIe [Ba Kio4a. B mpuHmmie storo OyneT mocrta-
TOYHO.

Bri6epuTe mepsbiit kitod (¢ Touku 3peHus Blender o OyneT HyneBbIM) M U3MEHHUTE €r0
LBET:

¢ R=0.145
¢ G=1.497
¢ B=0
¢ A=1

i BTOporo Kitoya OyJIET MCIIOJIb30BaThCS JKEITHIM 1BET CO CICAYIOUMMH I1apaMerpa-
mu RGB:
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¢ R=1
¢ G=0.984
¢ B=0
¢ A=1

B kauectBe Bxozaa (Input) HyxHO ocTaBuTh Shader, a HamoxeHue OyIeT BBIIOIHATHCS
¢ nomorpto cranaaptaoro Mix (puc. 4.104)

N ot
nr ‘/F'.arnp

(« 1 e Puc. 4.104. BbigeneHue anemMeHToB
NS nepeBoro Matepuana

Tenepb Hy>KHO HEMHOTO HacTpOUTh Onuku. Jlyumie Bcero ams sS0JI0Ka MOOWAET menaep
Phong. Ycranosure ero B rpymrme Specular.

OcTtanoch HACTPOUTH MaTepual yepeHka. Beytenure matepuan Slip B cniucke mynbTuma-
TepHuasioB. Y cTaHOBHTE cieaytonue nsera ast Diffuse:

¢ R=0.119
¢ G=0.07
¢ B=0.03

JIsi depeHKa Jydiie BCEro MPAaKTHYECKH BBIKIIOYHTH ONuKH. [l03TOMy B Tpymie
Specular ycranoBute s mapamerpa Intensity snauenwue 0.

W B kadecTBe MOCIEIHETO PHIBKA MOUTPAcM HEMHOTO CO CBETOM B ClieHEe. Bwimenure
nammy (o6bpekT Lamp B oxue Outliner), naxkmure kimaBuiiry <N> i BBIBOJIA CBOMCTB
00BbEeKTa U BBEAUTE CIICAYIOIINEe KOOPAMHATHI /151 rpymmbl Location:

¢ X=7.900
¢ Y =-2500
¢ Z=7.000

OnHON JTaMITbl B CIIEHE SBHO Majio, Mo3ToMy Haxkmute <Shift>+<D> misg co3ganus Ko-
muu 00bekTa Lamp. Beigenure HOBYO JaMIly U M3MEHUTE JJIsl Hee KOOPAUHATHI:

¢ X =0.400
¢ Y =-13.600
¢ Z=-1.000

Bot Teneps Bce roToBO, Haxkmute <F 12> u Hacnaxmairecs peyiapratoM (puc. 4.105).
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Puc. 4.105. NoToBas moaenb siérnoka
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AHnMauun

Ha MPOTS’KCHUU YCTHIPEX TJIaB Bbl MOCTUTAJIM OCHOBBI U MPEMYAPOCTU MOACINPOBAHNA,
HO BAOXHYTbH XU3Hb B CBO€ ACTUIIC ITIOMOXKET UMEHHO 3Ta 4aCTh KHUTHU.

BcenomuuTe coBpeMeHHbIE (PUIBMBIL, TIIE€ TPpEXMepHast rpadyiKa OpraHUYHO MEePEeIIeTaeTCs
C J)KMBBIMU aKTepaMH U pealbHbIMU ACKOPALMSIMU. JTO M HallyMmeBIIas cara o Bammu-
pax, u craBmue OecTceluiepaMu cepud MaTpHIbl, H... CIIUCOK MOXKHO MPOAOJDKATH 10
6eckoneyHocT. 3D OykBanbHO MPOHU3BIBAET BCE COBPEMEHHOE KMHEMAaTOorpaduuecKoe
nuckycctBo. KoHeuHO, MHOTO€ 3aBUCHUT OT Ka4eCTBa MOJEJIEH, HO €CIIM OHH B CLICHE JBU-
raroTcsl HEECTECTBEHHO, TO Ha PEATUCTHYHOCTH MOYHO ITIOCTaBUTh KPECT.

Co3nanre aHMMAalUU B TPEXMEPHOU MPOrpaMMe 3acily>KEHHO CUUTAETCSl CAMOU CII0KHOU
TEMOW [ U3yYEHHS] HAYMHAIOIIMMU MOJIb30BaTENSIMHU. Oo6unue WHCTPYMEHTOB B Blender
MI03BOJISIET BOIUIOTUTH B PEabHOCTD JIIOOBIE CMEINbIE WJCH, BOT TOJBKO BBHIOpATh HYXK-
HbIE — 3aJa4a HE U3 JIeTKUX.

B sro0ii raBe Bbl y3HaeTe 0 0a30BBIX NPUHIMIIAX AHUMALUU OOBEKTOB, HAYYUTECH UC-
[0JIb30BaTh Ae(OPMaLIUIO B ABIKEHUH M, KOHEUHO Xe, pa3depeTech co CKEIETHON aHu-
Marei, KoTopast IpUMEHSETCS IJIs CIIOKHBIX MOJIeeit.

5.1. OcHoBbI aHumauum B Blender

Haunewm c Toro, uto B Blender MoXHO aHUMHPOBATh MPAKTHYECKH BCE, HAUWHAA OT ca-
MHUX OOBEKTOB M 3aKaHYMBasi TEKCTypaMmu. B OONBIIMHCTBE CiydaeB ISl TOTO MCIOJb-
3YIOTCS OIHH M T€ XK€ MHCTPYMEHTBI, YTO CHJIBHO objerdaer pabory. Bcero mmeercs
YeThIpe BUJa aHUMALUH.

¢ Anumayus ob6vekmos 6 cyene. Ilom 3TUM MOHMMAETCS, YTO JHOOBIC MaHUIYJISLMH
¢ 00bEeKTaMH MOTYT OBITh AHUMHUPOBAHbI, TAKWE KaK: MacIITaOMpPOBaHKE, TIEpEeMEIIIe-
HHUE, POTalus.

& Buympenuss anumayus. YHUKAIbHAas BO3MOKHOCTH 3all€4aTiIeTh B IBWKCHUH H3Me-
HEHHS BHYTPEHHEW CTPYKTYpBI 00bEKTa.
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¢ Cxenemnas anumayus. Vicmonb3oBaHue BCIOMOTaTeNbHBIX 00beKTOB ("KocTel'") mist
aHUMAaIMX 9aCcTeH CIIOKHBIX MOJACIEH.

¢ Qusuxa. AHUMAIHS BBIMOIHICTCS C YUETOM 3aKOHOB (DU3UKH (M. 2n1agy 6).
Bce THITBI aHUMAIK MOTYT OBITH IPUMEHEHBI K OTHOMY U TOMY K€ OOBEKTY.

KpaeyrospHpIM KaMHEM JII000H aHMMAaIUH SIBISIETCSl MCIIOJIb30BaHNE "KIIFOUEBOTO Kai-
pa". Kmou (Key) — 3To cnoco0 (uKcanuy TEKyIUX MapaMeTpoB 00BEKTa B ONPE/ICIICH-
HBIE MOMEHT BpeMeHU. TakuM 00paszoM, I CO3JaHMs MPOCTEHIIEeH aHNMAaIK B CIICHE
JOCTaTOYHO YCTAHOBHTH HAYaJIbHBIH M KOHEUHBIN KIIIOYEBBIC KaJApbl, a MPOTpamMma J0-
MOJTHUT HepocTaromue (a3pl ABmkeHus. JIroObie 3adrkcupoBaHHbIe apaMeTPsl 00BEKTA
MOXHO U3MEHSATb, JOOABIATH WIH yIalATh. B cBOIO ouepens 1 KITIOUN MTOIIAI0TCS pelaK-
THPOBAHUIO — IEPEMEICHHUIO MX 10 BpEMEHHOM IIIKaJIe.

Blender npemaraer HECKOIBKO BCTPOCHHBIX PEAAKTOPOB JUISI KOPPEKTUPOBKH KIIIOUEH,
VX 3HaU€HUH U aHUMAallUY B IIEJIOM.

¢ Timeline (BpemeHnnas mikana). Y100HOe CPEICTBO Ul YIPABICHUS MPOCMOTPOM
aHUMalMu B 1ejaoM. [Ipencrasiser co0oil BpeMEHHYO IIKaTy, OTOOPaKaIoOIIyIO K-
YU BBIICNICHHOTO 00BEKTa W CHAOXKEHHYIO MHTEP(EHCHBIMU SIIEMEHTAMHU ISl TIPOUT-
pbIBaHHsI aHUMAIIUH. 3/1€Ch HET BO3MOKHOCTH PEIaKTUPOBAHUSI ITAPAMETPOB KITFOUCH.

¢ Graph Editor (Penaktop kpuBbIX). Mcrnonb3yercs s IPOCMOTPa U PeIaKTHPOBAHHS
KJTF0YEH BBIICICHHBIX 00beKTOB. Kak/ibiil 3aUKCHpOBaHHBIH MapaMeTp MpeICTaBlIcH
B OKHE pelaktopa B Buje KpuBol. C MOMOIIBIO KPHBBIX MOKHO TOYHO HAaCTpaMBaTh
MOBEJICHNE OOBEKTA.

¢ Dope Sheet (Ta6suma kiaroueit). Pegakrop, nmpeagaratonmii HECKOJIbKO PEXKUMOB IS
Pa3IUYHBIX BUI0B aHUMAIIMHU, HO C OJIMHAKOBBIM UHTEP(EHCOM U YIIPaBIICHUEM:

e Dope Sheet — pexum yrpaBiieHus KITFOYaMU ¢ TTapaMeTPaMH BceX 00BEKTOB, yda-
CTBYIOIIMX B aHUMaAIUU. I/ICHOH])?)YCTC}I JJIsL TOYHOM IMOATOHKKW BPEMCHU BBITIOJIHE-
HUS aHUMAaIMA KOHKPETHOTO 00BEKTa M0 OTHOIICHUIO K CIIEHE. DTO YKE peAaKTop
OoJiee BBICOKOTO YPOBHS | 110 cpaBHeHHIo ¢ Graph Editor He mMeeT BO3MOXHOCTH
KOPPEKTUPOBKH IMapaMeTPOB KITIOYa;

e Action Editor (Pegaktop aeiicTBHIi) — aHAJIOTHYHBIA PEKHM, HO TOJIBKO JUISL BbI-
neneHHoro oobekra. [1o3BoseT co3naBarh Tak Ha3biBaeMbie deticmeus (Action);

e Shape Key Editor (PemakTop kimodeit Gopmbl) — peKUM IS YIIPABICHUS BHYT-
peHHel aHuMaIe o0beKTa.

¢ NLA Editor (Pemaktop NLA). BbICOKOYpOBHEBBIH pelakToOp A OKOHYATEIBHOTO
MOHTa)Ka CIICHUYECKOW aHMMaluu. Bcs aHMManus mpeacTaBlieHa B BHJIE 3JIEMEHTOB
(me¥icTBUil), KOTOPBIE MOYKHO TEepeMelaTh (CABUTaTh BO BPEMEHH), U3MEHSATH CKO-
POCTh, THPAKUPOBATb.

5.2. MpocToe ynpaBneHue ¢ Timeline

IMpu 3anycke mporpammel okHo Timeline (puc. 5.1) oroOpakaeTcsi B HIKHEH 4acTh K-
paHa (mo ymomdanuio). CrenaHo 3To BOBCe HE 3psi, T. K. OHO TO3BOJISET C JIETKOCTBHIO
YIPaBJIATh MPOCMOTPOM BCEH aHMMAIMU CHEHBI ¥ MIEPEXO0J0M MO KIIF0YaM KOHKPETHOTO
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o0bekTa. Ho npexKAC YCM OCYHICCTBJIATH IMPOUTPBIBAHMEC aHUMAllMU, €€ HYXKXHO cobct-
BCHHO CO3/11aTh.

Co3naHne aHMMAIMOHHBIX KaJpOB OCYHIECTBISCTCS € moMmolnbio okoH 3D View u
Timeline. Bo3aMokHO Kak aBTOMAaTHYECKOE, TaK U PYYHOE JOOABICHHE KITIOYEH.

Kniou — 310 0600m1at0IIee Ha3BaHUE IS 3a()UKCUPOBAHHBIX B OMPEICICHHBI MOMEHT
napameTpoB 00bekTa. B 0JJHOM KITFOYEBOM KaJape MOTYT OJHOBPEMEHHO HAXOIUTHCS KO-
OpIaMHATBEl 00BEKTA, €ro pa3Mmep, poranus. X MOKHO yCTaHABIMBATh M PEIAKTHPOBATH
HE3aBUCHMO JAPYr OT apyra. B anmmarmu Blender Takue (uKCHpOBaHHBIE MapaMeTphbl
HasbIBatoTCs Ktouesvimu kananamu (key channels).

Puc. 5.1. OkHo Timeline

PaccMoTpuM cHauana BapHaHT ¢ aBTOMAaTHYECKUM H00aBieHHeM Kitoueil. CMbICIT ero
3aKJII0YaeTcss B TOM, YTO NMPOTpaMMa YIaBIMBAET JIFOObIE MaHWITYJISIUH, TTPOBOIMMBIC
¢ o0vekToM B okHe 3D View, u co3maeTr K04 C HY)KHBIM KaHAJIOM ISl aKTUBHOTO
Kajpa.

IMocmoTpute Ha puc. 5.1. Boaburyio gacts okHa Timeline 3anumaet mikana, pa3ouras Ha
obnactu, moAnucanHbie mudpamu. B manHOM ciydae mm¢pbl 0003HAYAIOT Kaaphl, HO
MOTYT BBIBOJMThCS 3HAa4eHHs B CeKyHIax. Ha 3aronoBke okHa uMeroTcs moist Start m
End, koTopbie MO3BOJISIIOT YCTaHABINBATH HAYAJIO U KOHEIl JUIs BCEH aHUMAllUK CLCHBL.
HmenHo 3TOT Kycodek OyIeT MpOUTphIBATHCS M 00padaThIBaTHCSI PEHIIEPOM MPOTPAMMEI.
A BOT cocenHee ¢ HUMH nioste Current Frame (1o yMoi4aHUIO TaM CTOMT SIWHHIA) YKa-
3bIBaeT HA aKTWBHBIM KaJp cleHbl. TakuM o0pa3om, Ui YCTaHOBKM HOBOTO KJIFOYA HEOO-
XO/IMMO BBHIOpaTh CHayaja aKTUBHBIM Kaap. DTO MOXHO CHeNaTh, M3MEHHWB 3HAUCHHE
B none Current Frame nubo menkHyB JEBOH KHOMKOW MBINIM MO MiKane. B mobom
ciygae Timeline BusyanbHO OTOOPa3sUT B YKa3aHHOM MECTE BEPTHKAIBHYIO 3CIICHYIO
MOJOCKY — Kypcop. Ilepememias mociemHuif, MOKHO IIPOCMATpPHBATh AHHMAIUIO
B 3D View.

[Tocie BpIOOpa aKTHBHOTO Ka/ipa HY>KHO BKJIIOYHTH PEKUM 3alHCH aHUMAIH. [11st 3Toro
HE00XOIMMO Ha)KaTh KHOTIKY C KPacHBIM KPY>KKOM Ha 3arojioBke okHa (puc. 5.2). Tenepb
MIpH TIEpEMEIICHNH, POTAllMU WM MacIITaOUpOBaHWM OOBEKTa OyAeT YCTaHOBIICH WIIH
O0OHOBIIEH KITFOUYEBOH Kajp.

Puc. 5.2. KHonka aBTOMaTU4eCKOM 3anncu 1 ee HaCcTPONKN

JonycTuM, HYy>KHO CIBUHYTh OOBEKT OT ToukH A 10 Touku b. Tak kak aBTOMaTHdeckas
3armuch paboTaeT TOJIBKO MPH KAaKOM-JIMOO0 NEHCTBUM, TO MPUACTCS BPEMEHHO CABUHYTH, a
3aTeM BEPHYTb OOBEKT B MPEKHEE MOJI0KEHUE — 3TO MEPBOE, YTO MOXKET MPHUHUTH B TO-
noBy. Ha camom gmene B 3ToM HeT HagoOHOCTH. HeoOXoauMo TOJNIBKO BOCIOIB30BATHCS
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PYYHBIM CIIOCOOOM YCTaHOBKH KJTfoua. JIOCTATOUHO YCTAHOBHUTH OOBEKT B HYKHOM MeC-
Te, HaXkaTh kimaBumry <[> B okue 3D View u BeIOpaTh M3 mosBuBIIErocs meHmoo Insert
Keyframe (Bcrasuth kimoueBoit kaap) mynkr Location (ITosumust). Dta KomMaHma co3-
JIacT JUIs aKTUBHOTO Kajpa KIII0Y ¢ KaHaJIOM TO3UIUH 00beKTa. A BOT JANIBIIEC MOXKHO
CMEJIO UCTIONIb30BATh ABTOMATHUCCKYIO 3aITUCh.

Wrak, cTaHIapTHBINA aJITOPUTM CO3/IaHUS aHUMAIIUH:
1. IloaAroTOBHUTH OOBEKT IS 3AIIOMUHAHUS TTEPBOM TTO3HIIHH.

2. Haxatp xiaBumy <[> B aktuBHOM OkHe 3D View u BBIOpaTh M3 MECHIO HY)KHBIH Ka-
Han. Haumbonee wucnonesyemsbie: Location (ITepememenune), Rotation (Potarms),
Scalling (MacmtabupoBanue). OcTajgbHbIe MPEACTABIAIOT CO00H BO3MOKHBIC KOM-
OWHALIUK U3 ITHX TpPeX.

3. Bxmrouuth KHOIIKY 3aIllniCH.

4. BwIOpaTh Apyrod akTUBHBIA Kajap ¢ moMompio noist Current Frame wim mpocro te-
PEIBHHYTH 3€JICHBIN Kypcop B okHe Timeline.

5. IlepenBuHYTH OOBEKT Ha HOBOE MECTO.
6. OTKIIOYNTH KHOTIKY 3aIIHCH.

7. B mpuHIUIE aBTOMAaTUYECKYIO 3allUCh HCIOJIB30BaTh HE HYKHO, €CIHM HEOOXOIUMO
MIPOCTaBUTH TOJIBKO JBa KJI0Ya, HO B CIIyyae CJIO0XHOM, MHOTOKJIIOUEBOM aHMMalluu
3TOT PEKUM BBIPYYaeT.

3TO BAXHO!

B Timeline knioyeBon kagp oTobpaxaeTcs Ha LWKane B BUAE BEPTUKANbHOW MONOCKU, Npu-
4YyeM oHa MOXeT ObITb pa3Horo useTa. Kaxabin uBeT obo3HavaeT onpeaeneHHyto rpynny Ka-
HamnoB: XenTbl — KoY MaHUNynsauum obbekTa; opaHXeBbl — KITHYM, CBA3aHHbLIE C Ma-
Tepunanom; ronybon — KoYy CKeneTHoON aHMmaLuu.

PaccmoTpum npyroit npumep. omycTum, UMeeTcs CIOXKHAS aHUMAlMs JBIKEHUS 00b-
ekta. K xiroueBsIM Kagpam HYKHO 100aBUTH elle M3MEHEHHE poTauuu. Ecnu akkypaTHO
yCTaHaBIUBATh POTAIMIO 00BEKTa OT KJII0Ya K KUY, TO MpobiieM He Bo3HHKHET. Ho
BIIOJIHE BEPOATHA CUTyallusd, KOrla BMECTC C pOTaHHCﬁ BBITIOJIHWJIACh HCHYKHAsA MaHU-
MyJSAUs,, HalpuMep ciydaiiHoe mnepememnieHne. EcrectBeHHo, Blender mepesammrer
KaHaJI 1 TEM CaMbIM UCHIOPTUT aHUMAIIUIO.

YroObl 3TOr0 HE CIAyYMIOCh, B OkHe Timeline nmmeeTcs BO3MOKHOCTD YCTAHOBKH THIIA
KaHaja JUIsi aBTOMAaTHYECKOW 3armncu. B urore, kakne ObI MAaHUITYISIUN ¢ OOBEKTOM HE
BBIMOJHSJIUCh B KJIFOUEBOM KaJpe, Mepe3anucaHHbIM OyAeT TOJbKO BBIOpAaHHBIA paHee
KaHaJ.

Jlist ucnionp3oBanust 3Toi GyHKIMU Heobxoaumo u3 crucka Keying Set BbiOpath HyX-
HBI KaHal ¥ BKIIOYHTH KHOTKY MAacKHpPOBaHWS (OHA PAcIoOJIOKEHa PSIOM C KHOMKOH
3anucH). Ha puc. 5.3 xak pa3 m3o0pakeHa HACTpoWKa KaHajda MPUMEHHUTEIHHO K pac-
CMaTpUBaEMOMY IIPUMEPY.

BarstHuTe otk Ha puc. 5.3. Psamom ¢ mento Keying Set umerotcst erre ABe KHOMOYKH.
Haxarue Ha MepByl0 YCTaHOBHUT KIIIOU B COOTBETCTBUH C BHIOPAaHHBIM KaHAJIOM B MEHIO
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Keying Set, a BoT BTopasi ¢ H300paKeHHEM MEPEUCPKHYTOTO KITFOUa, HA0OOPOT, yIAIHT
U3 KaJapa KoY BIOpaHHOTrO KaHana. MTak, sta yacTe manenu Timeline mo3Boaut Bam
MaKCHMaJIbHO OCTOPOKHO paboTaTh ¢ KINIOYaMHU aHUMAaInH.

OcTanoch TOMBKO pAcCMOTPETh JIICMEHTHI YIpaBieHus aHumarmeir B Timeline

(puc. 5.4):

ITepemoTka B Hauasno Bcelf aHMMAIMU B COOTBETCTBHH CO 3HAUECHHEM B Tosie Start.
[epexon Ha mpeapIAYIIMI KITIOYEBOM KaJp BBIACICHHOTO 00BEKTA.
[IpourpriBaHuE UTHBEPCHON aHUMALUU.

[IpourpeiBanrie aHUMaIMK BIEPE.

Ilepexon Ha crenyromuiil Kaap aHUMalUH.

ITepemoTka B KoHel[ anuMaruu (mapametp End).

Mento Sync Mode.

No ok~ wdh e

Available

Delta Location
Delta Rotation
Delta Scale
Location
LocRot
LocRotScale
LocScale

RotScale

Puc. 5.3. MeHto Bbibopa akTMBHOrO KaHana Puc. 5.4. KHonku ynpasneHus aHumaumen

Oco000 CTOUT OCTaHOBHUTHCS Ha MeHIO Sync Mode, KoTopoe Mo3BOJIsieT BHIOpATh CIoco0
BOCIIPOM3BEICHHS aHUMAIIUH:

¢ No Sync (be3 cuHXpOHM3aIMK) — CTAHIAPTHBIA PEXHM, KOTJa aHUMAalus B OKHE
BOCTIPOM3BOIUTCS 0€3 3BYKa U HE B PEKUME PEATBbHOIO BPEMEHH;

4 AV-Sync (CunxpoHU3alms C BHJEO) — €CIU KaKOH-TO 00BEKT B CIICHE OTOOpakaeT
BHUJICO CO 3BYKOM, TO 3Ta OIIMs MMO3BOJISET MPOCMATPUBATh AHUMAIIUIO U MPOCITYIIH-
BaTh 3BYK;

¢ Frame Dropping (ITponyck KaapoB) — 3TOT BapHAHT MPUTOIUTCS ISl IPOCMOTpA B
pearbHOM BpeMEHHM aHWMAIlMU CIIOKHOW CIEHBI, Korjga cranaaptHeiidi NO Sync He
crocoOeH o0ecreunTh HY)KHYIO CKOpocTh. B aTom pexkxmme Blender Oyner mpomyc-
KaTh HEKOTOPOE KOJHMYECTBO KaJPOB, KOTOPHIE MO3BOJAT 00ECHEUNUTh HYKHYIO CKO-
pocTh mpowurpeiBaHusa. KomudecTBo KaapoB Jiisi pealbHOTO BPEMEHU OepeTcsl U3 Ha-
CTPOEK peHziepa MpOorpaMMBbl.
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5.3. TouHaa HacTpomnka aHumauuum ¢ Graph Editor

Graph Editor — 3t0 BcromMoratenbHbIH PEAAKTOp ISl TOYHOM HACTPOUKH aHUMAIIUH
KOHKPETHOTO 00BEKTa C MOMOIIBIO KPUBBIX, KOTOPHIE BU3YaJIbHO OTOOpaXKaroT M3MEHe-
HUE KaHaJIOB BO BPEMEHU U IIPOCTpaHCTBE. J{0cTaTOYHO HENPOCTOI MHCTPYMEHT, II03TO-
My paboTy ¢ HUM JIy4Ille pacCMaTpUBaTh Ha HEOOIBIINX MPAKTUUECKUX MPUMEpax.

Kazanocs, 9T0 CIIO)KHOTO B CO3JaHUM MPOCTeHIeil aHnMariu aBrxeHns oorexra? Tem
HE MEHEE Pe3yJIbTaT €€ MPOUTPBIBAHUSA HEPENKO CTABHUT B TYNHMK HAYMHAIONIETO MOJIB30-
BaTessl. UTOOBI MOHATH, O UM UJAET pedb, CO3aAUM ITO CaMO€e ePEMEICHUE.

Ortkpoiite Blender u BbiOepuTe packiaaky okoH Animation w3 riaBHOrO MEHIO TpO-
rpammbl. [lepeBenure okro 3D View B pexum mpocmorpa Front View oproronaibHoM
TIPOEKIIUH.

Beigenure ky0, 3aTeM HakMuTe KiaaBuiry <[> u BeiOepute myHkT Location mis dukcu-
pOBaHUs TEKyIlel Mo3uIMU 00bekTa. YcTaHoBHUTE 3HaueHHE 50 B OKOIIKE aKTHBHOTO
kagpa. Teneppb nmepemectute KyO 1O KoopanHate X B JIIOOOM HampaBlIeHHH U OMAThH CO3-
naiite ximou Location.

[Morpo0yiiTe MpOWrpaTth aHMUMAIMIO, Ha)XKaB COOTBETCTBYIOIIYKO KHOIKY Ha MaHEIH
Timeline win ropstune knaBuim <Alt>+<A>. O6pariTe BHUMaHHE Ha TO, YTO CKOPOCTh
JBUKEHUST 00BEKTAa HEpaBHOMEpHas. MalleHbKash TMPU CTapTe, OHA JOCTHIaeT MaKCH-
MaJbHOTO 3HAYCHHs K CepeiMHE aHMMAlUHM M TaK e IUIaBHO ociabeBacT K (DUHHUIILY.
C 0IHOI CTOPOHBI, 3TO JIOTUYHO, C JPYroil CTOPOHBI, TAKOE HE BCEraa MOAXOIHUT IS
3alyMaHHOTO.

A BOT Temepb HacTajo BpeMsi OTKpbITh okHO Graph Editor. Tounee, oHO yxe umeeTcs u
pacmoIoKeHO B HIDKHEH JIeBOM yacTu skpaHa (puc. 5.5).

Okno Graph Editor moaeneno Ha 1Be 30HbBI, B JIEBOH OTOOPAKAIOTCS KAHAIBI BBIICIICH-
HOro 00BEKTa, a B MMPaBOM — KPUBBIC ITHX CaMbIX KaHajaoB. HaBepHoe, BbI yike 0Opa-

> % < Cube
¥ © |ocation
< X Location
< ¥ Location
< |7 Location

Puc. 5.5. OkHo pepnakTopa kpuBbix Graph Editor
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TWJIM BHUMaHUE, YTO OJHA KpHBAas pacrojaraeTcs HECKOJbKO MHAde, HEeXKEIU ApYyTHE.
Ecam ydecTh, 9TO KaKIOBIA CIUTAH TpadWdecKd W300pakaeT IOBEICHHE OTICITHHOU
KOOpIMHATHI Ky0a, TO HEOOBIYHAs KpWBas COOTBETCTBYET M3MEHEHHWIO 3HAa4eHHS X BO
BpPEMEHHU M MPOCTPAHCTBE, BeAb O0BEKT KaK pa3 M MepeMelaeTcs Mo 3TOH KOOpIUHATE.
OO0nacTh KPUBBIX CHAOXCHA JBYMS IIKAIAMH, TNI¢ TOPU3OHTAIbHAS YKa3bIBAET KaJpbl
aHUMalMH, a BEepTUKaJIbHAas — 3HAauY€HHE NIEPEMEHHON B JaHHBIA MOMEHT BpemeHu. Kpo-
M€ TOr0, UMEETCSl YK€ NMPUBBIYHBIA TOPU3OHTAIBHBIM 3€JI€HBIN KypCcOp, MO3BOJISIOIIMMI
POKPYYMBATh aHUMALUIO, He BeIX0s U3 okHa Graph Editor.

IIpucmotpurecs k camoil kpuBoii. Ha Heil MOKHO 3aMeTUTh JIBE BEpIIMHBIL. Kak pa3 oHH
U SIBIISIIOTCSl YCTaHOBIICHHBIMU KJIIOUYaMH aHMUMaluh. A BOT (opma cIiaifHa BOBce He
mpsiMasi. OTUM U OOBSACHSETCS HepaBHOMEpHAsl CKOPOCTh JIBIDKEHHS 00BekTa. JIormaHo
MIPEIIIONI0KNTD, YTO BHIIPSIMIICHHE KPUBOM KaHama X 3aCTaBUT OOBEKT JBUraThCs C OJU-
HAKOBOH CKOPOCTBIO B JIFO0OH YacTH aHUMAIIHH.

Pabora co crutaitnamu Graph Editor auuem He OTIMYaeTCs OT MaHHUITYIMPOBAHUS KPH-
BeiMH B okHe 3D View. Bbl MOXeTe BBIICITUTh HY)KHYIO KPUBYIO C IMOMOIIBIO MPaBOM
KHOTIKM MBIIIH, HAXaTh KiaBuiry <Tab> s mepexoia B PeXXuUM PEIaKTHPOBAHHUS H,
YIPaBIIsisl pbIYaraMu, CIPaBUTh (HOpMy CrutaifHa. TOYHO TaK e JOCTYIHBI ISk MAaHHITY-
JIMPOBaHMsST BEPIIMHBI KpuBOil. [lepemernieHre WX MO TOPU3OHTAIH W3MEHHT HPHBSI3KY
KJTF0YEH BO BPEMEHH, M0 BEPTHKAIN — MOBEICHHE 0OBEKTA.

COBET

Ecnu pepaktupoaHue kpuebix B okHe Graph Editor 3aTpygHeHo, TO Bbl MOXeTe UCMOoNb30-
BaTb KONECMKO MbILLM ANS MaclTabupoBaHns, a BOT HaxaTue u yaepXvwsaHue ero xe npu-
BeAeT K MaHOpPaMMpPOBaHWIO COAEPXNMOTrO.

JHeiicTBUTENBHO, U3MEHUTH (POPMY KPWUBOM, MepeMelasi pplyari, He COCTaBUT 0COOOTO
TpyZAa, HO 3a4eM JIelaTh 3TO BPYUHYIO, €CIIH MOKHO TIOPYYHTh Iporpamme?

Iepeseaute Kypcop Meim B okHo Graph Editor u naxxmure knasumry <N>. Oka3biBa-
eTCsl 'y 9TOTO OKHa eCTh IaHelb CBoicTB Properties, nmpasia ¢ HEMPUBBIYHBIM HAOOPOM
omwii (puc. 5.6).

Brigenute BepmuHy kpuBod X sl HAYAJIBHOTIO KiI04Ya aHUMauuu. OTKpOUTE BKIAAKY
Active Keyframe (AKTHBHBIM KiTIOY) Ha TAHENH CBOWCTB. 31€Ch HMEETCS MEHIO
Interpolation (Mutepnossinust). Beidepute B Hem myHkt Linear (Jluneiinsiii). [Tocie
9TOro ACWUCTBHS KpUBasi aKTMBHOI'O KaHajla CTaHEeT aOCOMIOTHO MPSAMON OT TOYKHU A0 TOY-
ku. Takum 00pa3oM, CKOpOCTh aHWUManuu OyneT Heu3MeHHOW. MojkeTe MpOBEPHTH,
HaKaB KIaBuIIM <Alt>+<A>.

Teneps naBaiite paccMoTpuM JieByto yacth okHa Graph Editor. 3nech yka3biBatoTcst Bce
MMEIOIINECs] aHUMAI[OHHBIC KaHAIIBI BBIICIICHHOTO 00beKTa (puc. 5.7).

Tak xak B aHMMAaIMK Ky0a MCIOB3yeTCs TOJNBKO TIepeMElIeHUe, TO U KaHaJIbl COOTBETCT-
ByIOT rpymnmne Location. O6patuTe BHUMaHUE HA KHOTOYKH, HAXOSIIMECS PSIOM C Ha-
3BaHusMH. OHU NIpeHa3Ha4YeHbI JIs1 YIpaBJIeHUs] BUAUMOCTBIO U paboToOil KOHKPETHOTO
KaHaja:

4 KHOIKA C HM300pa)keHHEM TIJla3a OTBEYAET 3a IOKAa3 KPUBOW MM TPYIIBI KPHBBIX
B okae Graph Editor;
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4 KHOIIKA C I/I306pa)KCHI/I€M JUHAMHUKA — 3TO BOBCC HC YIIPABJICHUC 3BYKOM. Brikmoun-
TC €€, CCJIN XOTUTC, YTOOBI JTaHHBIA KaHAII HE IMpUHUMAJI YH4aCTUEC B aHUMAIINH;

4 KHOMKa ¢ U300paKEHUEM 3aMKA — 3alllUTa KaHalla OT PeAaKTHPOBAHHMS.

Cursor from Selection

© CursorX:3 ¢ | ToKeys

_* Cursor¥:-3.041 * | To Keys |

X 31.226
¥ 4.286

* % © Cube

2
T

X 68.774 —

Y 4.286

¥ | ocation
o

o

Add Modifier

Puc. 5.7. AHMMaUMOHHbIE KaHanbl
Puc. 5.6. MNaHenb Properties okHa Graph Editor obbekTa

Paccmotpum Bropoit mpumep ucnonszoanus Graph Editor. [lomyctiM, Hy)KHO cenath
MOCTOSIHHOE BpallleHHe 0OBEKTa BOKPYT LEHTPA, HE OrPaHUYCHHOE BO BPEMEHH U C OJIU-
HaKOBOU CKOPOCThIO. Takoe MOXKET MOHAOOUTHCS IS AaHUMAIIMHA MOJICIH TUTAHETHI.

MoskHO co3aTh MEePBBI KITFOY, 3aTeM BTOPO# CO cMelleHrneM poTtaruu Ha 360 rpaaycos,
a TIOTOM Pa3MHOXXUTh MX B HEOOXOOMMOM KojudyecTBe. OIHAKO TaKOM BapHaHT 4peBat
omrOKaMy, 1a U MPOCTO HyAeH B ucnoiHeHuu. Blender npennaraer nHoi cnoco6 pere-
HUS 3TOH 3a/1a4M, OUYeHb IPOCTOH M 3((HEKTUBHBIM.

Jo6aBbTe B cuieny HOBbIi npumutuB UV Sphere, kotopslit Gyaet urpats pojib IIIAHETHL
[epexitounTe akTUBHBIM KaJap B MO3UIMIO 1 M yCTAaHOBHTE HEPBBIN KIIOY IS Cepbl
(HaxkaTp KiaBuiny <[>, 3arem BeIOpaTh U3 MeHIO MyHKT Rotation).
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Cnenaiite aktuBHBIM 50-i kaap Ha nuHeiike Timeline. HemHoro passepHute cdepy mno
ocu Z (<R>, <Z>) u ycTaHOBUTE BTOPOU KITFOU.

Wrak, npourpeiBaHue 3TOW aHUMAIIUU BBITJISIIUT KaK 000POT 00BEKTa BOKPYT OCH U OC-
TaHOBKA JIBMKEHUS TIOCTIE MTePECEYCHMsI KOHCUHOTO KIIFOUYEBOTI0 Kaapa, 9To, COOCTBEHHO,
CJIENOBAJIO OXKUIATh.

A BOT Temeph oOeIIaHHOE MajicHbKOoe uyn0. Beinenure B okae Graph Editor kpusyio,
OTBETCTBEHHYIO 3a KOOpAWHATy Z (OHa MOJDKHA OBITH CHHETO I[BETa). ITO MOXKHO Clie-
JaTh, MIETKHYB MBIIIBIO HEMOCPEICTBCHHO IO KPHBOW WIM TPOCTO BBIICIHUB KaHAN
Z Euler Rotation B neBoit yactu okHa. [lepeBeanuTe Kypcop MBIIIH B 00J1aCTh C KPUBBIMK
Y HOXKMUTE KJIaBUITY <A> JUIsi OTMETKH BCEX BEPIIMH aKTUBHOTO CIUTAlHA.

Bomnmeonas ¢ynkuus Haxomutes B MeHro Channel na 3aronoske oxkna Graph Editor
(puc. 5.8). Otkpoiite ero u Bemoanute ¢yHkmuo: Channel | Extrapolation Mode |
Linear Extrapolation (Kanan | Pexum skctpamonsiuu | JInHeHHAsS 3KCTPArOAIs).
KpuBas mociie 3Toro mpeBpaTuTcs B MpMYI0, YXOSIIYI0 B 0eCKOHEYHOCTb. [lonpoOyiite
MpOUTpaTh aHUMAIUIO U YOCIMTECh, 4TO cdepa Bpamaercs C OJAWHAKOBOH CKOPOCTHIO
BHE 3aBUCHMOCTH OT PEATbHO YCTAHOBJICHHBIX KIFOUCH.

Revive Disabled F-Curves
Mowve...

Collapse Channels MNumpad
Expand Channels Numpad +

v
\/

Tab M (F-Modifier)

AltwW Clear Cyclic (F-Modifier)
Shift Ctrl W
Shift W

e F-Curve Editor ¥ || % ,ﬂ __..!5 (+) MNearest Frame

Puc. 5.8. MeHio Extrapolation

PaccmoTpuMm emie onuH NpuMep aHUMALMH, HO YK€ C IUKJINYHBIM ITOBTOpEHHEM. Takum
IBIDKEHHEM, HallpuMep, 001agaeT MasTHUK YacoB.

CHavana co3maguM mMojenb. OHa Oyzaer odeHs mpoctas. [loragoburtcs Bcero qBa mpuMu-
tiBa: Tube — s cosmanus crepxxus; UV Sphere — B kayecTBe rpysuia.

COBET

MepeBeaunTe Kypcop Mbiwn B okHO 3D View n Haxmute knasBuwm <Ctrl>+<Up> ans pacna-
XMBaHWS OKHa Ha Becb 3KpaH. [locne 3aBeplueHMs CO34aHWA MOAENW UCMONb3ynTe Ty Xe
KOMBUHaLuIo KNaBuLw Ans BO3BPALLEHUS CTaHAAPTHOro pa3mepa OKHa.

JlobaBbTe B ClieHy 00a NPUMUTHBA M PACIIONIOKHUTE UX TaK, YTOOBI chepa OoKazanach Ha
KOHIIe cTepikHst (puc. 5.9).
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Puc. 5.10. HoBblli ueHTp Ans o6bekTa
Puc. 5.9. 3aroToBka gns masTHuka ykasbiBaeT 3D Cursor

Brienute 06a IpuMHUTHBA B 00BEIUHHUTE MX B OOWH KoMaHmou Join (<Ctrl>+<J>). Ha
puc. 5.9 BUAHO, YTO IIEHTp 00BEKTA pacmoaokeH mocepeante. Heo6X0oauMo mepeHecTH
€ro B BEPXHIOIO YaCTh CTepP)KHs. [IpHOIM3bTE BHI OKHA KOJCCHKOM MBIIIH M IICTKHUTE
JICBO# KHOIKOM MbIiH it iepenoca 3D Cursor B HoByro nmo3umio (puc. 5.10).

B oxue 3D View Bribepure mynkt mento Object | Transform | Origin to 3D Cursor
(O6bexT | Tpanchopmanus | Opuruaan k 3D Cursor). Dta KoMaHIa CO3MaCT HOBBIH
[ICHTP 00BEKTA B MECTE, YKa3aHHOM KypCOPOM IPOTrPAMMBI.

s co3naHus MUKIUYHOTO JBIDKEHHUS HEOOXOJMMO MOATOTOBUTH O0pa3ell aHUMAIlUH.
Brinonnure cneayroye maru:

1. Tlepeiiaute B okHO Front View oprorpadudeckoii MpoeKIuHm.
2. Haxwmure knaBuiry <N> [is BbI30Ba MaHe M CBOMCTB B okHe 3D View.

3. Beeaure 3Hauenue 10 s moist Y rpymmbel Rotation. MastHuk goimKkeH O0yaeT OTKIIo-
HUTBCS HEMHOTO BJICBO.

4. Ycranosute Ha maHenau Timeline mepBeiii Kaap B Ka4eCTBE aKTUBHOTO.

5. Haxwmure knaBuiry <I> B okae 3D View u BeiOepute mynkt Rotation. Timeline oto-
Opa3uT [UIs IEPBOTO KaIpa HOBBIM KITIOY.
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6. Ycranosure B okHe Timeline sHauenune 25 11 aKTUBHOTO KaJipa.

7. Usmenute B none Rotation Y nanenu ceolicts 3Hauenue Ha —10. MasTHUK KadyHETCS
B IIPABYIO CTOPOHY.

8. VYcranorwute kirou Rotation mist atoro kamapa.
9. ®uHanbHBIN KITFOY OyAET pacronaratbes 1t kaapa 50. I3MeHnTe ak THBHBIN Kap.

10. BBeawuTe 3Ha4YeHue 10 i KoopauHaThl Y rpymnsl Rotation. MasTHUK mepeMecTHT-
cs1 0OpaTHO BIIEBO.

11. YcraHoBuTE KII0Y M ISl TON MO3HUIIMH.

[ompoOyiiTe mpourparh aHUMAaNWIO, HAKaB KOMOMHaMI0 KiaBu <Alt>+<A>. Ecnu
MAasITHUK COBEPILUT OANHOYHOE KayaHUE U3 CTOPOHBI B CTOPOHY, TO 3aTOTOBKY BbI clela-
v paBuiIbHO (puc. 5.11).

Puc. 5.11. ®opma kpvBoWi kaHana Y Ans aHumauum-obpasua

3anMKINTh aHUMALMI0 O4YeHb mpocto. Bribepure B Graph Editor kpusyro Y Euler
Rotation, zarem ¢yuxmmio B mento Channel | Extrapolation Mode | Make Cyclic
(Kanan | Pesxum sxctpanossiiun | Co3maTh MUMKIT). DTO AeHCTBHUE CO3ACT KOIIMK 00pasiia
U Pa3MHOXHT €ro 10 OeCKOHEYHOCTU. Temeph MasTHUK OyAeT CIIOKOWHO KadaThCs U3
CTOPOHBI B CTOPOHY HeOoTpaHuueHHoe Bpems (puc. 5.12).

JlonycTuM, HYXHO CeIaTh TaK, 4YTOOBI MAATHUK HAYMHA U 3aKAHYHBAJ CBOC JIBMIKCHHE
B OIIPEJICNICHHBIX Ka/Ipax. ITO MOXKHO CJIENIaTh B HACTPOHKAX CO3JJAHHOTO IIUKJIA.

B neiicTBurensHOCTH, B pe3ynsTare npuMenenns Gyukmuu Make Cyclic k BeiaeneHHoi
KpuBoii 6611 ipucoeauneH moauduxarop Cycles (Iukisr). B oTauune ot yxe IpUBBIY-
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HBIX MOJH()UKATOPOB 0OBEKTOB, CO3aHKE U HACTPOUKA aHUMAIIMOHHBIX MOAU(PHKATOPOB
BBITIOJTHSCTCSI Ha maHenu cBoiictB okHa Graph Editor. Haxxmure kiaBumry <N> 1ist BbI-
30Ba ATOH MTAHENH.

Ecnu kpuBas Y Euler Rotation B maHHbBI MOMEHT BbIZIC/ICHa, TO Ha TTAHETH CBOWCTB Ha
saksagake Modifiers Oynyt naxoautscst HacTpoiiku Cycles (puc. 5.13).

Puc. 5.12. Kpuasa Y nocne npumeHexuns dpyHkumm Make Cyclic

Pwuc. 5.13. Hactpoviku
MoaudukaTopa Cycles

Mo Cycles = Repeat Motion

I'pymmer Before (JTo) u After (ITocie) orBevaroT 3a co3aHue IUAKIIA TIEPBOTO U MOCTEI-
HETOo KJIFOYEH COOTBETCTBEHHO. JIJIsl KaKI0T0 BapHaHTa MMEETCSI OJJMHAKOBOE MEHIO BbI-
6opa pexxrma paboThl U T0JI€ YCTAHOBKH KOJIMYECTBA IIUKJIOB. MEHIO COEPIKHT YEThIPE
MyHKTA:

4 No Cycles (be3 uukia);
4 Repeat Motion (IToBrop ABHKEeHUS);
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¢ Repeat with Offset (IToBTop co cMmerieHneM);
4 Repeat Mirrored (3epkaibHblii HOBTOpP). ITO 3HAUCHHE 110 YMOIYAHHUIO.
[lycTp nBMKEHNE MasTHUKA HAYMHAETCS C HYJIEBOTO Kazpa, a 3aBepmaetcs B 200.

Cuauvana B rpymnme Before nyxuo Beiopats u3 Menro mynkt No Cycles. B okre pemakro-
pa TyT e yOepyTcsi CO31aHHbIE MOBTOPHI IO HYJIEBOTO Kajpa.

A BOT s octaHOBKH MasTHUKA 10 200 mpuaercs HeMHOTO moTpyauThes. [Ipobmema B
ToMm, uto nose After Cycles npennasHadeHo 1Uisi BBoJa KOJIMYECTBA KOJIeOaHMid, HO HE
kaapoB. [Ipoie NoCTynuTh CleAyomuM 00pa3oM: YCTAaHOBUTh AaHUMALIMOHHBINA Kypcop B
HY>XHOM MECT€ M OMBITHBIM IyTeM MOA00paTh 3HaueHue sl 3Toi onuun. TakoBBIM sIB-
nsercs 3 (puc. 5.14). Keratn, ycraHoBka 3Tux noneit B 0 03HadaeT OTKIIOUYEHUE JTIOOBIX
OTpaHWYEHHH, YTO U OBUIO MO YMOITYAHHIO.

at Motion

Puc. 5.14. Pe3ynbTaT paboTbl orpaHuunTeNnen uukna

5.4. IBnXxeHne o6beKTa No KpMBOw

Hcnonb3oBaHre KPUBBIX — YPE3BBIYAHHO MOMYJISIPHOE CPENCTBO IS TPOKIIAJKH TpacK-
TOPUM JBMXKEHUSI 00beKTa. DTO O0O0BsICHAETCA yHOOCTBOM MaHMITYJIMPOBAHUS CIJIAHHOM
B TPEXMEPHOM MPOCTPAHCTBE U MPOCTOTON HACTPONKH aHUMALIHU.

PaccMoTpuM HECIOXKHBIN TPUMEP aHUMAIMK 00BEKTa C IIOMOIIBIO KpHBOi. B kauecTBe
ITOIONBITHOTO CO3/IaJM OOBIYHYIO CTPEIKY, YTOOBI MOXKHO OBLJIO OTCIETUTH OpHUEHTA-
10 00BEKTa B COOTBETCTBUY C TPACKTOPUEH.

Cosnaiite HOBBIM MPOEKT, HakMUTe Kiapumy <NumPad 7>, zatem <NumPad 5> mns
Mepexoia B MpocMoTp TOP OPTOrOHATILHOM MPOCSKIIHH.

Crpenka OyneT co3/1aBaThCsl Ha OCHOBE MMEIOIIErocs KyOa B ciieHe. UTOObI HE BBIMOJI-
HSTB JIMITHEH pabOThI, BOCMIOIB3YEMCSI IPUHIIUIIOM CHMMETPUYIHOTO MOJICIIUPOBaHHS.
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Haxmure knaBuiry <Z> i BkiroueHus pexxuma Wireframe. 3atem ¢ momompo paMku
(<B>) BblienuTe KpaiiHue NpaBble BEPLINHbI U YAAIUTE UX.

Ortkpoiite manens MoauGUKAaTOPOB B okHe Properties. J106aBbTe 13 MEHIO MOAUGDUKATOP
Mirror.

Hy»xHo HEMHOTO CXaTh 0OBEKT 1O KoopAuHaTe Z. s 3TOro NepeKIIounTe CLEHY B MPo-
exiuto Front View (<NumPad 1>), HaxxmuTe KinaBuiry <A>, 4TOOBI BBIICIUTH BCE BEP-
muHbL. Mcrmons3ys MacmrabupoBanue (<S>), HEMHOTO COKMHUTE MPUMHUTHB IO KOOPIH-
Hate Z (<Z>). B memom y Bac qoiKHA TOJTYYUTRCS 3ar0TOBKa, Kak Ha puc. 5.15.

Puc. 5.15. MogroToska Kyba Ans co3aaHust CTPerku

Uzmenuts dpopmy Kyba ajIst MOTyYeHHsT CTPENIKH OYeHb MpocTo. [lepeiiante cHOBa B Mpo-
cmotp Top. CHadana HEOOXOAUMO OOBEIMHHUTH BEPXHHUE BEPIIUHBI B OJHO 1enoe. Jlis
9TOTO BBIJICIUTE UX, HAKMHUTE KIaBUITy <W>, a B IOSBHBIIEMCS] MEHIO BHIOCPUTE MTYHKT
Merge (At Center). ITocie 3Toit omepanuu y o0ObeKTa MOIYYUTCS JBa OCTPHs, BEIb
BEPIIUHBI ObUTM 00BETUHEHBI 110 IEHTPY. Briaenute 60KCOBOH paMKoOil HOBYIO BEpIIMHY
Y TIEpPEIBUHBTE €€ BIIPABO /0 MAKCHMAIFHOTO CONMKEHMSI ¢ 3epKalbHOU Komuei. Teneps
HYKHO €¢ HEMHOT'O BBITSHYTbH BBepX (pHc. 5.16).

Ocrasnock Jo/enath XBOCTOBYIO YacTh. CHUMHUTE BBIJICIICHHE CO BCEX BEPIIMH TOW Ke
KiIaBumied <A>. BpigenuTe HWKHHN yron W TEPEIBHHBTE €ro K IEHTPY OOBeKTa
(puc. 5.17).

Tenepp OTMETHTE BCE BEPIINHBI HIKHEN YaCTH M IEPEMECTUTE BBEPX ISl CO3/IaHUS Tpe-
yroJibHUKA. XBOCTOBAs 4acTh OyJeT cienaHa ¢ moMoiibio onepamuu Extrude. Haxmure
knaBuiry <E> 1 BbIZIaBUTE IOJTUTOHBI BHU3. B HiToTe y Bac MOIy4YuTCa MPUMEPHO TaK, Kak
Ha puc. 5.18. Moxere npuMeHUTs MOAU(DUKATOP — OH OOJIbIIE HE MOHAAOOUTCs (KHOII-
ka Apply Ha maHenu HacTpoeK).
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Puc. 5.16. HakoHe4HWK onsa cTpenku Puc. 5.17. NogrotoBka Anst OCHoBaHMs

Puc. 5.18. loToBas cTpenka

B kadecTBe TpaeKTOpHUH MOMKET CITY>KUTH JIFOOOM THIT KPUBOW, HO JyYIlle HCITOJIB30BaTh
cnenuanbueii mpumutuB Path. JTo6aBeTe ero B crieny ¢ momoinsio Merio Add | Curve |
Path. ITpumuTtuB Path npencrasnsier coboii 00brunyro kpuByto NURBS, mostomy mpo-
0J7eM ¢ MaHMITY AU UM BOSHUKHYTH HE JTOJDKHO. Ecii mMeroTcst BOmpockl, To 00paTH-
TECh K enase 3.

[Tyctb cTpenka O6yaer orubath B criere chepy. CoznaiiTe 00bEKT U pacIONOKUTE KPUBYIO
1151 9TOTO AeicTBus (puc. 5.19).

Hacrano Bpemsi Mo3HaAKOMUTBCS ¢ elle oaHuM noHsTueM B Blender — ato Constraint
(OrpannunTtens). [Tomo6Ho momudukaropam, Constraint moxker ObITh HNPHUCOCAUHEH
K 00BeKTy B J1000i MOMEHT. TOJILKO B OTJIIMYHE OT TOCIEIHUX, OTPAHHYUTENN OOBIYHO
MPUMEHSFOTCS i71sl aHUMali. C UX MOMOIIBI0 MOXKHO YIIPABISTH NMOBEACHUEM 00BEKTa
IpH JBIDKCHHH Wik BpanieHud. Constraint uMeer cBor0 COOCTBEHHYIO 3aKIaJIKy B OKHE
Properties (puc. 5.20).
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Puc. 5.19. TpaekTopus ans obbekTa

Add Constraint

Puc. 5.20. MNMaHenb Constraint

B naHHOM ciydae Ui TPHCOCIMHEHHS] TPACKTOPHU K CTPEJIKE MOHAJ00MTCS OTpaHH-
gurens Follow Path (Cnemosanme mo Tpaektopun). OTkpoiire 3akmaaky Object

Constraints (cm. puc. 5.20) u BbIOEpUTE M3 MEHIO Ha MAHENU HYXHBII OrpaHHYHUTENb
(puc. 5.21).

Beibepure B mose Target cosmannsiii panee oowekT Path. Teneps mocmoTpute B OKHO
3D View — cTpernka nepemMecTuiach B Havano kpuBoil. Ho anumarus paborath moka He
Oyzer, T. K. Jaxke 3/1eCh [IOHAA00ATCSI aHUMALIMOHHBIE KITIOYH.

Hactpoiika kmodeld mpou3BOIUTCS HECKOJIBKO HENPHUBHIYHO. OHHM AOJKHBI OBITH yCTa-
HOBJICHBI HE A1 00BEKTa, KOTOPBIH NIBMXKETCS, a Ul KpUBOH. Brlaenure mpuMUTHB
Path, sarem otkpoiite manens Object Data B oxue Properties (puc. 5.22).

Cpenu HEX MUMeeTCs 3aKiIajKa ¢ Ha3BanueM Path Animation (o yMor4aHuio oHa JT0JK-
Ha ObITH BKJIFOYEHA). JIs cO3MaHMs aHMMAIlMM MOHAI00MUTCS 3aJCHCTBOBATh BCETO JBE
OIIIIHH:

¢ Frames (Kagpbr) — koinu4ecTBO KaJpoB JUIsl BBIOJHEHUS BCel aHUMAIINY;

4 Evaluation Time (Bbrurcnsiemoe BpeMsi) — UTHHA KPUBOI, KOTOPYIO JOJDKEH MPOii-
TH 00BEKT B TEUEHUE BPEMEHH, YKa3aHHOTO B mosie Frames.
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Add Constraint

~ Radius

Puc. 5.21. NapameTpbl Follow Path Puc. 5.22. Hactporikun Path

CremaHo HEMHOTO MYAPEHO, MOITOMY PacCMOTPUM HACTPOHKy mo mmraram. Jlomyctum,
YTO CTpeNKa JOJDKHA MPOMTH HEe BECh MyTh, a JHIIb MOJOBUHY OT JUIMHBI KpuBOM. [1pu-
yeM A1 Beert anumanuu otBoautcs 100 xaapoBs:

1.

Beigenure KpuByIo U OTKpoiTe 3akiaaky Path Animation ma manenn Object Data
(cM. puc. 5.22).

2. YcraHOBHTE MEpBbIN Kaap aKTUBHBIM B okHe Timeline.

3. Hasenure kypcop Mbiiu Ha nojie Evaluation Time u HaxxmMuTe paByr0 KHOIKY MbI-

. [TosBUTCS KOHTEKCTHOE MEHIO, TJe HYXKHO BbIOpaTh myHKT Insert Keyframe
(BcTaBuTh KITIOY).

4. YcraHoBUTE B II0JI€ aKTUBHOTrO Kazapa 3Hayenue 100.

7.

Teneps Hy)KHO BBIOpaTh MECTO HAa KPUBOM, IIC OCTAHOBUTCS CTPENIKA. DTO BBIMOJIHS-
eTcs ¢ momoineio most Evaluation Time. Tlpu u3MeHeHHH €T0 3HAYEHHS, OOBEKT OY-
JIET IBUTATHCS TI0 TpaeKTopuu. Beibepure Hy)KHOE MecTo.

[enkuuTe mMpaBoil KHOMKOW MeImu mo omiwu Evaluation Time u mobaBwTe erie
OJMH KIIIOY.

Vcranosure 3HaueHue 100 B moire Frames.

Tenepb MOXKHO MTPOBEPUTH aHMMALIUIO. BOT TOJIBKO OpUEHTAlMA CTPEJIKU HPU ABUAKECHUU
ocraercsi 6e3 u3MeHeHwuii (puc. 5.23).

COBET

[Mpy HEOOXOAMMOCTM KIOUYM KPUBOM MOXHO KOppeKkTupoBaTb B okHe Graph Editor. Opyrown
cnocob — yaanuTb Unv nepesanucaTtb HeNpaBWIbHbIN KIoYeBon kagp. Onsa aToro yctaHo-
BUTE €ro B KayecTBe aKTMBHOIO, LLENKHUTE MpPaBOW KHOMKOM Mbiwmn no nonto Evaluation
Time un BblbepuTe nyHKT Delete Keyframe (Yganute kntoy) unm Replace Keyframe (3ame-
HUTb KItoY).
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Puc. 5.23. 3oecb ocTpue cTpenku "He cneguTt” 3a TpaekTopuen

Ortkpoiite orpannuntens Follow Path, npukpernnennsiii kK 00bEKTY, U aKTHBUPYHTE OTI-
o Follow Curve (CnemoBath 3a KpuBOii). OTa (QyHKIMS 3acTaBIsIeT 00HEKT U3MEHATh
CBOIO OPHMEHTALIMIO B COOTBETCTBUH ¢ M3rubamm Tpaekropuu. Omimu rpynmsl Forward
(Brnepen) mo3BONSAIOT pa3BepHYTh OOBEKT Tak, KaKk HY>KHO. Temeph aHUMaIUsl CTPEIKU
COOTBETCTBYET 3alyMaHHOMY (pHc. 5.24).

Puc. 5.24. CTpenka nsameHsieT HanpasreHue B COOTBETCTBUM C KPUBOW
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5.5. AHumauua n gedopmauus

B Teruibix Mopsix oOuWTaeT ofHAa WHTEpEeCcHasl ppIOKa, KOTOpas CTaja MpooOpa3oM repoen
MHOYECTBA MOMYJISIPHBIX MyJIbT(QUIBMOB U KOMIBIOTEPHBIX UTP. Pedb uIeT 0 Tak Ha3bl-
BaeMBIX phI0ax-ekax. B MUHYTY omacHOCTH 3Ta OTHIONb Hebe300uTHas priOka MIHOBEH-
HO pa3JyBaeTCsl W OIICTUHUBACTCS KOJIOYKAMHU, OTYETO HATIOMUHACT CBEPHYTOI'O B KITY-
0ok exxa. KoneuHno, MofiemupoBaTh BCIO PHIOY IIETUKOM MBI He OyJleM, HO aHUMAITUIO KO-
JmoYek caenaeM. TeM Ooliee, STOT MpUMEP KaK HENb3s Jy4YIle MOJXOIUT JJIsl JTAHHOM
TeMbl. PasroBop moiiner 06 0ocoObOM BHJE aHWMAIIMW, KOT/a MPOUCXOIUT HE JBIKCHHE
00BEKTa B MpeJieNiaX CICHBI, a TpaHCPOpPMaIHsl Ha YPOBHE €T0 JJIIEMEHTOB.

ITycTh mpOTOTUIIOM PHIOKK OymeT ciayXuTh npumutuB Icosphere. JIo6aBbTe €ro B ClieHy
u3 mero Add | Mesh. OcoGeHHOCTBIO 3TOr0 00BEKTa SBISIETCS €0 CTPYKTYpa, Ie dJie-
MEHTBI IPEJICTABISIIOT CO00M TPEYroNIbHUKH OJMHAKOBOrO pa3Mepa. OJHAKO Ui co3/a-
HUSI KOJTFOYEK CTaHIapTHOTO paspericHus chepol HemocTatouno. Ha manenu Tool Shelf,
B HI)KHCH YacTH TPH CO3JaHUU MPUMUTHBA MOSBISIETCS BKJIAAKa C HACTPOWKAMHU
Icosphere, rne napamerp Subdivisions oTBeuaer 3a kauecTBO CTpyKTyphl. [lomeHsiiTe
ero Tekyiee 3HadeHue Ha 5 (puc. 5.25).

_ Puc. 5.25. Hactpowiku Icosphere
npu cosgaHum

Pabora ¢ BHyTpHOOBEKTHOW aHUMAIIWEW, KaKk W Be3le, 0a3upyeTcs Ha UCIOIh30BaHUU
kiaroueid. TosbKo B TaHHOM ciydae HasbiBatoTcst onn Shape Keys (kmoun hopmsr). Coz-
JaHUuC u HaCTpOﬁKa HX PASUTECIIBHO OTIIUYACTCA OT YKC€ IIPHUBBIYHBIX KIIHOUCBBIX KaIpOB U
ocymiecTBaseTcs B ogHonMeHHo# rpymme Shape Keys nanenun Object Data.

Kitoun opMel ycTaHaBIMBAIOTCS B PEKUME PEIaKTUPOBAHUSI 00BEKTa U MPHUBSI3BIBAIOT-
Cs K BBIACICHHBIM dJIeMEHTaM. BakHO 3HATh, 4TO KakABIH KiIou Shape mMoxkeT uMeTh
pa3IMyHOE COCTOSIHUE: OT MCXOTHOM MO3UIMH 3JIEMEHTOB U 10 KoHeuHou. Kpome Toro,
BO3MOJKHO HCIOJIb30BaTh MPOMEXyTouHOe 3HaueHue. CobcTBeHHo, Shape Keys xpansr
TOJIBKO U3BMCHCHU S CprKTypI)I, a BOT caMa aHuManus OCYHleCTBJ'IHeTCH C IIOMOIIBHO HpI/I-
BBIYHBIX KITFOYEBHIX KasipoB. Ho He OymeM 3aberaTh BHepes.

Otkpoiite manens Object Data pemaktupyemoro o6nekra. ITo ymosiuanwio Tpyrima
Shape Keys ne numeer kiroueii (puc. 5.26).

Kak Buaute, ynpasneHue kiouyamu GOpMbI HE OTIIMIAETCS 0000 CIoKHOCThIO. KHomka
C IUTIOCOM CO3/1aeT KJIF0Y, @ C MUHYCOM — yJaJIsIeT €ro U3 CIUCKa.

3anoMHHTe, YIIPaBICHHE KIFOYaMH (CO3aHKe, yIaleHHe, HACTPOIKa) BO3MOXKHO TOJIBKO
B pexkume Object Mode, a BoT npucBOeHHUE JICHCTBUS OCYILECTBISCTCS B PEKUME pelak-
THPOBaHHs 00OBEKTA.
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Haxxmute Ha xHONKY "+". IIporpamma co3fact mepBblid Kitou ¢ HazBaHueM "Basis". 3to
0a30BBII KJTI0Y, KOTOPBII HeceT MH(OopMAaIHIO 0 HadanbHOU opMe 00bEKTa.

Haxwmure Ha 3Ty *e KHOIIKY emie pa3. B cnmcke nmosiButca HoBbld kimrod "Key 1". Eciu
Ha3BaHHE HE HPABUTCS, BBl BCET/Ia €r0 MOYKETE U3MEHUTH B I10JIE, PACIIOI0KEHHOM BHU3Y
criucka (puc. 5.27).

+ Relative

Puc. 5.26. 'pynna Shape Keys Puc. 5.27. Hactpovikv pabo4yero kntova

BLIJICJ'H/ITG HepBHﬁ KJIIOY B CIIMCKC. HpI/I]J_UIO BpEMs 3aHATHCA CO3JaHUCM UIJI Yy 1Iapa.

Jlornuno MMPEAIOJIOXNUTh, YTO €CJIM BBIACINUTL BEPIIMHBI 00BEKTA uepe3 OJHY U NpUME-
HUTDHb MaCHITaGHpOBaHI/Ie, TO IOJIy4daTcs HCOGXOI[I/IMI)IC KOII0YKU. BOT TOJBKO BPpY4YHYIO
ACJIaTh 9TO COBCEM HEC HYXHO, MBI HpI/I6eFHeM K O)IHOﬁ HEOOIBIION XUTPOCTH.

Botigute B pexum penaktupoBanus (<Tab>) u BbLIENINUTE BCIO CTPYKTYpPY (<A>), eciu
OHa, KOHEYHO, elle He oTMeueHa. PaboTa OyaeT MpOMCXOIUTHh HAa YPOBHE TOJHUIOHOB,
M03TOMY BKJIFOUMTE COOTBETCTBYIOIIYIO KHOIKY Ha 3arojioBke okHa 3D View.

B Blender umMeeTcst yHUKATbHBIH HHCTPYMEHT, MO3BOJISIIOIINI M3MEHATh TEKYIICE BbIIC-
JICHHE B COOTBETCTBHHU C JKEJIAEMbIM KOJIMYECTBOM 3JIEMEHTOB, KOTOPbIE OyIyT HPOITyC-
kaTbest. OTkpoiite mento Select u BeiGepute mynkr Every N Number of Verts (Kaxmoe
uucno N BepuinH). Ha manenu Tool Shelf nossrcs HacTpoiiku 3T0i GyHKIUH, T03BO-
JSIFOIINE BBOJMTH HYKHOE KOJIMYECTBO MPOIMYIICHHBIX eMEHTOB. [10 yMOI4aHUIO B 1M0-
ne N Selection 3naunTcs mdpa 2, mycts oHa U octaercs. Pe3ynbratr paboThl 3T0# QyHK-
LUK BBl MOKETE YBUCTH Ha puc. 5.28.

Crenyromiast 3aja4a — 3TO BbiAaBiauBanue urin. CrammaprHas ¢yukius Extrude mepe-
MEIIaeT IEMEHTHI B OTHOM HAIPaBJICHUH, HAM XK€ HY>KHO MHJIMBHIyalbHOE BbIIABINBA-
uue. Takas ¢pynkuus B Blender umeercs u nassiBaercst Extrude Individual. Ber moxxete
BBIOpaTh ee U3 MeH Mesh win Haxkate kinaBumm <Alt>+<E> U MIEIKHYTh B MOSBHB-
memcst MeHio o myHkty Individual Faces. B mo6om citydae mporpamma co3ziact J10-
HOJIHUTEIIbHBIC TIOJIUIOHBL. VCIONb3yiiTe MBIIIb /IS BBITSTHBAHUS HOBBIX JICMEHTOB Ha
HEOOJIBIIIOE PACCTOSHUE OT OOBEKTA, BEAb B JAHHOM CIydae Mbl MOJCIHPYEM KOJIOYKU
"pBIOBI" B CIIOKOMHOM COCTOSIHUY.
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Puc. 5.28. 3pecb NONuUroHs! BblaerneHbl Yepes oanH

Uraxk, Obuia caennana Mmoaudukamms 6a30B0it hopmel Monenu. Tenepb BhIOEpUTE BTOPOH
ko4 Shape. Haxmure kinaBuiry <S> U BBITSHHUTE UIIIBI ene 6oubiie. OcTanock TOIbKO
CKaThb KpallHWEe TIpaHH Al MPHUIOAHMUS OCTPOTHI HIVIAaM. DTO MOXHO CIENaTh, €CIH
WCTOJBb30BaTh MHAMBHIYyAIbHOE MaciiTabupoBanue (<AIt>+<S>), HO ecTh BapHaHT IoO-
n3amHee. Haxmute knaBumy <W>, BeiOepute ¢yHkuuro Merge, a B mosBUBIIEMCS
mento — nyHKT Collapse (CtsiruBath).

Hactpotiika xmoueid ¢opMbl 3aBeplieHa U caMOe BpeMsl 3aHAThCsS MX aHuMmanued. Ha-
XKMHTE KJIaBuIy <Tab> ayst BbIXo[a U3 pekuMa peaakTUPOBaHMUS.

PesynsTar HaBepHsKa Bac obeckypaxut. Beixon u3 Edit Mode 3actaBuin 00beKT MIHO-
BEHHO CXKaThCs U MIPUHATH (GOpMy, KOTOpast OblIa c/enana uis kiroya Basis (puc. 5.29).

Pasramka kpoercst B 3HaueHun mons Value mis Broporo kimroua (cm. puc. 5.27). 3mech
perynupyercst cTerneHs aedopmaru ot 6aszoBoro Basis o Key 1, B nanHom ciryuae. Tak
ipu 3HadeHnn 0 pesynbrar nedopmaiuu OyaeT oTcyTcTBoBaTh. [lompoOyiiTe moaBUraTh
claijep JUisl MPOCMOTpa IMepexo/a, HO €CIU Bbl HaXMETE <AlIt>+<A>, TO IBIKEHHS
B CIICHE HE OYIeT.

CobcTBeHHO, aHMMAIIHS BBITOJIHIAETCS B crenuanbaoM pexnme ShapeKey Editor B pe-
nmaxTope DopeSheet.

Otkpoiite okoHHYIO packiaaaky Animation. Oxrao DopeSheet mo ymomuanuio pacmoina-
raercs B JICBOM BEpXHEH YaCTH IPOTPaMMBl.
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Puc. 5.29. PesynbTaT peHaepa cdepbl ¢ urnamm

D10 yx)e Oojee BBHICOKOYPOBHEBBIH pemaktop, Heskenu Graph Editor. 3mech MokHO
yIpaBJIATh aHUMAIUeH KOCTeW (CKenera), BceMH Kio4amu ciieHbl 1 Shape. B Hamem
ciiydae HyXHO BbIOparh W3 MeHo Mode B stom okHe mnyHkT ShapeKey Editor
(puc. 5.30).

Puc. 5.30. MeHto Mode okHa DopeSheet Puc. 5.31. 3gecb ykasbiBaloTCA KMovn obbekTa

ITocne atoro B jeBoit yactu DopeSheet mosiBsitest Bee kimoun Shape BeiaeeHHOro 00b-
ekTa. B Hamem ciydae ato Oyzaet Key 1 (puc. 5.31).

Co3znaBaTh aHUMAIKIO C TIOMOIIBIO ATOTO pPellakTopa oueHb npocTo. [lonpobyliTe moaBu-
ratb ciaimep B okue (cm. puc. 5.31). Ilpu usmenennn 3HaueHus Value mpoucxomur as-
TOMAaTHYECKasl yCTAHOBKA KJTF0YA B TEKYIIEM KaJIpe CIICHBI.
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COOTBETCTBEHHO, aHUMAIHS KITF0oUel Shape oCyIIecTBIsSEeTCS 0 AITOPUTMY:
1. YcraHoBuTh HaualbHBIH Kaap B Timeline.

Bri6parts xemaemoe 3HaueHme Kimoua Shape B okae DopeSheet.
YcTaHOBUTH KOHEYHBINA Kajp.

Bri6pats nHOE 3HaueHune nmapamerpa Value.

o~ wD

B stom ciyyae OyayT co3maHbl KIIFOYHM, KOTOpbIe MosiBATCs B camoM DopeSheet,
Graph Editor u na Timeline (puc. 5.32).

Puc. 5.32. Knoun B okHe DopeSheet

Xorts B pexume ShapeKey Editor mo3sosisiercst co3maBath kiaroun Shape, Bce xe riaB-
HOe Ha3HaueHue penakropa DopeSheet B ynpapiennn aHuMaIuen.

JIoIyCTHM, UMEIOTCST HECKOIIBKO KJTF0Uel Shape, KoTopsie CO3aroT pa3indHyI0 MUMUKY
nuna. B okHe pemakropa OyayT OMHOBPEMEHHO ITOKa3bIBATHCS BCe aHMManmu Shape
¢ kirouamu. [TyTem mepeMenieHus KITFOUEBbIX KapOB B MPABOM YacTH PEAaKTOpa MOXKHO
YIPaBISITH BDEMEHEM CTapTa U 3aBEpIICHUS Kax a0 anumanuu Shape. J{ist 3Toro Hy:KHO
BBIICJIUTD TIPABON KHOTIKOW MBIIIH KITFOY M IEPEMECTUTh Ha HOBOE MecTo (<G>). MOKHO
U yIAIUTh HEHYXXHBIE KITF0UeBbIe Kaapsl Shape npu momomwm Gyrkuuu Delete (<X>).

5.6. OcCHOBbI aHUMaLUMKN NepcoHaxa

Coznanvie aHuUMaIUK Uil MEPCOHaKa 3aKOHOMEPHO CUMTAETCsl TPYIHBIM NeiicTBHEM,
BBUJIy CJIO)KHOCTH caMmoro o0bekTa. Bo3bMem, k mpuMepy, Mojienb desnoBeka. [IBikeHne
PYK, HOT, NaJbLIEB, BPalllEHUE T'OJIOBBl — BCE 3TO NPAKTUUYECKU HEPEAIBHO BBIIOJIHUTH
C MOMOILLBI0 PACCMOTPEHHBIX paHEEe MHCTPYMEHTOB. KOHEUHO, eclnu MOJenb COCTOUT U3
OTJIENBHBIX, CBSI3aHHBIX MEXIY CO00M O0OBEKTOB, TO MOKHO OTPAHHYUTHCS MTPOCTHIM HC-
MOJIb30BaHNEM aHMMAIIMOHHBIX KJIFOUEH, HO HE CTOUT, €CTh BapuaHT OoJiee yI0OHBIH.

Crenemnasn anumayus — 3TO CIIOCO0 aHUMAITUH MOJCITH C MTOMOIILI0 BCITOMOTATEIBHBIX
00bekToB. CBOC Ha3BaHHE OHA IMOJIyYHJIa M3-3a AHAJIIOTUU CO CTPOCHUEM JKHUBOTO Opra-
HU3Ma, TJIe KapKacoM SIBJISICTCS CKEJIET, COCTOSIIUI U3 KOCTEH, CBA3aHHBIX MEXIY CO00H
cycraBamu. C MOMOIIBIO CHCIHATBHBIX HHCTPYMEHTOB KapKac 0ObEAMHSICTCS ¢ MOJCIIbIO
Y TIpU JIBIKEHHUH €T0 SJIEMEHTOB OCYIIECTBISIETCS aHUManusg 4actedl oobekra. Ckener
OCTaeTCs HEBUANMBIM ISl PEHAEPA POrPAMMBI.

Cucrema xocreii B Blender Hocut HazBanue Armature (ApMatypa) u TOCTyIIHA JUISL CO3-
nanust u3 meHo Add | Armature (JJo6aButh | ApMaTypa) rJIaBHOrO OKHA MPOTPAMMBIL.
[To yMOIYaHHIO 3TO MEHIO COACPKUT Bcero oiauH myHKT Single Bone (Opunounas
KOCTb).

Bone (Kocts) — 310 31eMeHT apmarypbl. C MOMOIIBIO KOCTEH BBICTPAMBAETCS CKEJIET
JUIL MOJeTH. BpaiieHne Wid nepeMelneHre KOCTei MO3BOJSIET BBIMOJHUTh aHHUMAIIHIO
HY)KHO# yacTtu oObekTa (puc. 5.33).
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Puc. 5.33. Apmatypa kuctu

B cBoo ouepear Bone cocrout m3 Tpex snemeHtoB: ocHoBanus (Root), Tema (Body)
u HakoHneunuka (Tip). Tak ocHOBaHHE ¥ HAKOHEYHHK CIYKAT IS CO3MAHMS IPYTUX KOC-
TeH, a TakKe SIBIIOTCA CBOeoOpa3HbIMU mapHupamu (puc. 5.34). K xoctsMm MoryT OBITH
MPUCOCIUHEHBI pa3HooOpa3Hbie orpannuntenn (Constraint), ¢ MOMOIIBIO KOTOPHIX
yCTaHaBIUBAIOTCS OIpEieNICHHbIC TIpaBuiia aHuManui. K npuMepy, roixosa yenoBeka He
MOXET Bpamarbcsi Ha 360 rpaaycoB BOKpYr cBoedl ocu. i1 OrpaHHyY€HHUs HOBOPOTa
MOYHO HCIIOJIb30BaTh CrieiuanbHbiii Constraint.

Ti

Puc. 5.34. CtpoeHune
KOCTU

IMocrne co3manus apMaTypbl U HACTPOMKH JBIKCHHS KOCTEH CIleayeT dTam MpUCcOeanHe-
HUs ckejieTa K Mozenn. Takoe mefictue B Blender Hocut HasBanue SKinning (CkuHuHr).
3ajava Mojiesuiepa 3aKJIrYaceTCesl B MPUCBOCHUN YacTeil 00bEKTa ONPEACICHHBIM KOCTSM.
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C moMouIpi0 crenranbHbIX WHCTPYMEHTOB MMEETCS BOZMOYKHOCTh YCTAaHOBKM 00JacTu
BIIMSHMSA Ka)XXJOH KOCTH WM mapHupa. Hampumep, pu IBIKEHUN PYKH y KHBOTO YeJI0-
BeKa M3MEHSIOTCS (POPMBI IPYIHBIX MBIIII, IUIEYEBOTO MOsica U ciuHBL. Ecim ObI 3TOM
BOo3MOXHOCTH B Blender ne Obu10, momyunscst 661 3G QexT ciioMaHnHONH KoHeuyHOCTH. s
yrpoueHus Hactpoiiku SKiNNiNg mporpamma npejyiaraeT aBTOMaTHueCcKoe pacrpezese-
HHE 00JIacTel BIMSHUS KOCTEH CKereTa. B HEKOTOpHIX ciaydasx 3Ta GyHKIUS padoTaer
HEKOPPEKTHO, ITOITOMY UMEETCS BO3MOXXHOCTh PYYHOH ITOJrOHKHU pe3yJbTara.

TpeTuid, 3aKII0YUTENBHBIN 3Tall — Cco3JaHue aHuMaluu. JJjist 3Toro mporpaMmma mpejia-
raer CIENUaIbHBEIN peKUM pabOTHl ¢ apMaTypo#, KOTOpbli HassiBaeTcs Pose Mode
(Pesxxum 1mo3s1). Pabora 3akirovaercss B CO3JaHMM aHUMAIMOHHBIX KITIOYEH IS KaxJI0TO
JIBIDKCHUsI. DTH TOCIEI0BATEIbHOCTH HOCAT Ha3BaHue Action (JleficTBre) U MOTYT KOM-
OMHHUPOBATHCS B CHEIIHATHFHOM PEIAKTOPE.

Takum 06pa3om, a7t pabOTHI ¢ apMaTypoOil MporpaMMa HMEeT LEIIbIX TPU PeKUMA:

4 Object Mode (Pexum 00beKTa) — MaHHITYJISIIUS BCEM CKEJIETOM B MpE/esiax CLCHBI;
4 Edit Mode (PexuM peakTupoBaHus) — peAaKTUPOBAHHUE KOCTEH M HACTPOMKa CBSI3CiH;
¢ Pose Mode (Pexxum 1mo3s1) — CO3/1aHie aHUMAIIHH.

Bce 9TH peXHUMBI CTaHOBATCS JTOCTYIMHBIMU B MeHIO Mode okra 3D View mipu Bbigese-
HuM o0bekTa Armature.

KoHeuHO jKe, MCIOJIb30BaTh apMaTypy MOXKHO HE TOJBKO ISl JABUKECHHS MEPCOHAKCH.
PaccmarpuBaiiTe CKEETHYIO aHUMAITHIO JIMIIT KakK eIie OJHH 09eHb d((EKTHBHBIH CITO-
c00 aHnMManuu oobEKTA.

5.7. Co3paHue u pepakTupoBaHue cKkeneTa

Co3znanue ckeneTa, MpaBHiIbHAsS HACTPOHKA KOCTEM — OUYEHb BaKHBIN 3Tall, OT KOTOPOTO
6y,ueT 3aBHUCETh NAJIbHEWIIas aHUMalMs mMonenu. Tema CloKHas U MHOTOrpaHHas, Mo-
ATOMY paccMaTpuBaTh paboTy ¢ apMaTypoil OyaeM ¢ IMOMOIIbI0 HEOONBIINX IMPaKTHIE-
CKHUX YPOKOB.

Kak BHI yke 3Haere, 6a30BOH 4acThIO cKenera sBiseTcs Bone, wimm xocts. MeHHO ee
npeaiaraet co3nath Blender B menro Add | Armature. Apmarypa siBIsieTCst CTaHIapT-
HBIM O6T)CKTOM IIporpaMmalI, KOTOprﬁ MOAYNHACTCA OCHOBHBIM IIpaBWJIaM MAaHUITYJIUPO-
BaHus B creHe. KocTh kak OTaenbHBIN dneMeHT Armature gocTymnHa ajis peJakTHPOBa-
uus B pexxume Edit Mode.

[Ipexne yem HauMHATh pabOTy CO CKEJIETOM, COBETYIO BKIIIOYHTH PEKUM IPOCMOTpPA
Front View, kotopsii siBisiercss Haubosee ynoOHbIM. MTak, 100aBbTe B CIIEHY O0OBEKT
Single Bone u naxxmute kiaBuiry <NumPad 1>.

B pexxume penakTUpOBaHUSA Yy KOCTH MOKHO BBIIEISTh U MaHUITYJIHPOBAaTH BCEMU AJie-
MeHTamu (cM. puc. 5.34). IlpaBna, B 3aBUCUMOCTH OT BBIIEICHHUS OYIyT JOCTYITHBI pa3-
HBIC PEXKUMBI MAHUITYIMPOBAHUS:

4 Root u Tip mo3BOJIAIOT U3MEHSATH pa3Mep U OPUEHTAIIMIO KOCTH C MOMOIIBI0 MaHHITY-
msiropa Grab (<G>);
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¢ BoyierneHne Body oTMedaeT nenukoM BCIO KOCTb, TIO3TOMY CTAHOBSTCS JTOCTYITHBIMHU
BCE€ TPY BUa MaHUITYJISIMN: TIEpEMEIIEHIEe, POTAIHs, MacIITaOupOBaHHUE.

Co3maBaTh OMOTHHUTENbHBIE KOCTH MOXKHO Pa3IMYHBIMH CIIOCOOaMH, HO yJoOHee HC-
MOJIb30BaTh CTaHAAPTHYIO QyHKIMI0 EXtrude. Beinenure BepxHioto cdepy koctu (Tip) u
Ha)kMuTe Kaapuiny <E>. CABMHBTE MBIIIE B II000M HampasiaeHuu (puc. 5.35).

Puc. 5.35. PesynbtaT Extrude ans Tip

Teneps nponenaiite Ty *xe onepaiuio, Ho co chepoit Root neproii koctu. U B 3TOT pas
CO3/1aCTCS HOBBIM 3JEMEHT, HO MEXIY ITHMH, Ka3aJlocCh, OJUHAKOBBIMU pPE3ylbTaTaMU
HMEeTCsl cepbe3Hoe oTInure. B mepBoM ciydae Oblia co3maHa HepaspblBHAS LIEMOYKA,
I7ie HAaYaJIbHBIA OOBEKT SBISJICS POJUTEIBCKAM, & BTOPOH — MOAYMHEHHBIM. [TonpoOyii-
TE CABMHYTH JF00OW M3 HUX (BbLAENMTE /Ui 3Toro Body) m yOeauTech B TOM, 4TO OHHU
HEPa3pBIBHO CBSI3aHBI MeXAy co00i. OHAKO MOMbBITKA IEPEMECTUTh TPETHIO KOCTb, CO3-
IaHHyl0 u3 ROOt, mpuBeneT Kk TOMy, YTO OHa OTOPBETCS M OTHPaBHUTICA B "CBOOOAHOE
IJIaBaHue", Kak OTICNIbHBI 00bekT. Takum oOpazom, Bone, cozdannas uz RoOt opyeoi
KOCMU, ABNAEMCA OMOETbHbIM DNIEMEHMOM, HO NPUHAONEHCUM K OOHOU U MOl dHce apma-
mype. JTO CIENyeT 3aIIOMHHTD.

JIns penakTHpoBaHUS CKeJeTa MMEETCsl CTaHJapTHBIA HaOOp (QYHKIMIA, 4TO M IS dJIe-
mentoB Mesh: Extrude, Duplicate, Subdivide, Delete, Merge. Kak u 06sI4HO, OHH JOC-
TYIHBI B BHJC ropsuux Kiauii, Ha manenu 100l Shelf win B mento Armature. Tpun-
ILIMIT UCTIOJIb30BAHMS UX MPAKTHYCCKA HHUYEM HE OTIIMYACTCS OT paHee PacCMOTPEHHBIX
o6wvekroB Mesh. TloaTomy 3a0cTpsiTh BHUMaHHE Ha HUX He OyneM. Bel Becerma cMmokere
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HaWTH omHcaHue (YHKIIMH B COOTBETCTBYIONIEM paszieiic KHUrd. KoHEYHO ke, ecTh U
cneunpuuecKkuii Habop, XxapakTepHbI ToIbKO A1 Armature.

VY manurte U3 cueHsl Bce KOCTH, KpoMe TepBoi. Passepaure Bone mo ocu X Ha 180 rpaxy-
COB, T. €. Tak, yToObI chepa ROOt okazanack BBepxy o0bekTa. Boinenure Tip u co3nmaiite
HOBYIO KOCTh ¢ momoineio ¢yukiuu Extrude. Eme pa3 Beiaenure Tip mepBoi KOCTH H
n00aBbTE BTOPOH IIEMEHT.

Ha puc. 5.36, @ HOBBIE KOCTH pacHojararoTcsi CBOOOJHO, UMCIOT Pa3HBIN pa3Mep U Me-
cToroyiokenue. Bpone Obl HMUEro HEOOBIYHOTO, HO €CITU YUYECTh, YTO CTPOCHUE JTFOOBIX
JKUBBIX OPTaHU3MOB CHMMETPHYHOE, TO JIETKO MPEACTaBUTH 00beM pabOTHI, HEOOXOIH-
MBIH IS CO3aHUs ONWHAKOBEIX YacTEH CKeJIeTa.

Pa3paboTyrKu MPOrpaMMBbI TPEUIAraroT JIETKUM CIIOCO0 CO31aHuss CHMMETPHYHOM apma-
TYpbI, HO JUIA 3TOTO HY)KHO YYHTHIBATh BAKHBIH MOMEHT — J1aBaTh MpPaBHJIbHBIE HMEHA
3BEHBSIM. JTO BBIMIOJHACTCS Ha ClieuaibHOM maHean Bone okua Properties (puc. 5.37).
B BepxHeii yacTH MaHENId MMEETCs OKOIIKO, I/IE MOYKHO M3MEHHTH TEKYIEe MM dJie-
MEHTAa.

ITo ymomuanuio Blender cosmaer mpowmsBomHbie WMeHa oT cioBa Bone (BoneOOl,
Bone002 u 1. 1.). [aiite crenyromue Ha3BaHHU IMEIOIIIMCS DJIEMEHTaM:

4 mepsas, ri1aBHas KocTh — ROOL,;
4 xoctb cipaBa — Shoulder_R;
¢ xocth cieBa — Shoulder_L.

C anrmmiickoro cinoBo "Root" mepeBoamtcs, xak "Kopens", a "Shoulder" — "[lneuo".
Jleno BOBCe HE B KOHKPETHOM CJIOBe. BbI BIpaBe Ha3bIBaTh KOCTH Kak 3abiaropaccyauT-
csl, HO €CJIM XOTHTE HCIONb30BaTh CHMMETPUYHOE PElaKTHpOBaHUE, TO NpUOAaBIIsIHTE
K UMCHH Yepe3 NOoJUepKUBaHNEe KITIOUEBbIC OyKBBI:

¢ "R" unu "Right" nyist npaBo# cTOpoHBI;
¢ "L" umn "Left" mist 1eBoi CTOPOHBL.

B sToMm ciydae mporpaMma CMOXKET ONPENENIUTb, YTO JaHHBIC 3BEHBS SIBISAIOTCS CUMMET-
PUYHBIMH 110 OTHOLICHMIO APYT K OPYTY.

JIiist BKITIOYEHHST COOCTBEHHO PEKMUMa CHMMETPUYHOTO PEAAKTHPOBAHHSA HMEETCS CIIEIH-
anpHas onmus X-Axis Mirror na nanenu Tool Shelf (puc. 5.38).

VYcraHOBHTE TaOUYKy B JaHHOM OMIMH M MOMPOOYyiTe epeMecTuTs Tip J1t000ro u3 3je-
mentoB ¢ umenem Shoulder. IIporpaMma MrHOBEHHO BBIPOBHSET MapajuiesibHyro Bone
CUMMETPUYHO BbIAeNeHHOH (puc. 5.36, 6). Teneps nro0ble onepannuu ¢ TAKUMH KOCTSIMU
(mobaBiieHue, MaHUITYJIUPOBAaHUE, YAaleHUEe) OyIyT MyOIMpOBaThCs MPOTHBOIOIOKHOM
CTOpOHOM. MHTEpecHo, 4TO IIporpaMma IIpH CO3IaHUKA HOBOTO dJIEMEHTA yKe OyaeT npu-
0aBIATH yKa3aHHBINA CYy(Q(PUKC K er0 UMEHHU.

Ycranu aepxath pyky Ha Mbimke? [logHuMuTe W B3MaxHHTE €0 B Bozayxe. Kak Bu-
JUTe, JBIWKCHHWE HAYMHACTCS OT IUIeYa, KOTOpOE MOCTYMAaTelIbHO IepelaeTcss BCel
pyke. B mupe Blender Takoe moBeneHHe KOCTEH HA3BIBACTCS MPAMOU KUHEMAMUKOU
(Forward Kinematics, FK). Ilo ymonuanuto apmatypa paboTaeT UMEHHO Tak. A Tenepb
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Puc. 5.36. Koctu co3gaHbl B "cBobogHOM" pexume (a),
pesynbTart BktoYeHUst pyHKumMmn X-Axis Mirror (6)
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OpeaACTaBbTC, YTO BBl C KEM-TO 3J0POBACTCCH 3a PYKY. B stom cJIydac, IBU)KCHHUC HAYU-
HACTCA C KUCTHU U TCPCHACTCA IO ICIOYKE Hasal. 9T0 YK€ UHeepcHas KuHemamurxa
(Inverse Kinematics, 1K).

v ¥-Axis Mirror

Puc. 5.38. Onuunsa X-Axis Mirror
o ans apmarypsbl

Inherit Rotation

~" Local Location

Pwuc. 5.37. HacTpovikv oTaenbHoM KocTh Pwuc. 5.39. Pexxum Pose Mode meHio Mode

JInst HACTPOMKHM KMHEMATHKU M CO3/IaHMs aHUMAIIUH MCIIONIb3YETCs CICIUATBHBIA PEXUM
Pose Mode (Pexum mo3s1) (puc. 5.39).

[TepexirounTech B 3TOT PEKUM U MEPESIBHHBTE JIOOYIO KOCTh, 8 TENEPh HAXKMHUTE Kila-
Buity <Tab> ms Bo3Bpata B Edit Mode. Bbl yBuante, 4To pacronoxeHne KocTel pas-
HOE, B 3aBUCHMOCTH OT BBIOpaHHOTO pesxuma. Manunynayuu ¢ Pose Mode ne erustom na
OCHOBHOE cmpoeHUe apmamypsl, B TO ke BpeMs H3MeHeHne KocTel B pexkume Edit Mode
orpasutcs s Pose Mode.

Hns monnmanus pa6otel FK u IK BBIOIHUM HACTPOWKY PyKH, OT KHUCTH 10 Tuieda. J{o-
6aBbTe erle TpU KOCTH K Jito0oit 3 Shoulder u nasosure ux Forearm (mpeamuieuse),
Arm (pyka), Hand (kicTb) COOTBETCTBEHHO.

[Mepeximountech B pexxum Pose Mode u monpoOyiite cnBunyTh KocTh FOrearm. Benen
3a 9T0i BONne Oyaer nBurathes ocraibHas yacth "pyku" (puc. 5.40).

COBET

Mo ymonyaHuto B cueHe Blender npucyTctByeT BcriomoraternbHasi pelleTka, kotopasi TloMo-
raet NoAroHATb y3nbl o6bekTa npu ModenuposaHuu. Ecnn oHa Bam MeluaeT, TO ee MOXHO
BPEMEHHO BbIKMOYNTL ¢ nomoLbio onuun Grid Floor Ha 3aknagke Display naHenn cBoncTB
(<N>).
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Puc. 5.40. 3gecb aBwkeHune pyku ot nneva (FK)

A Tenepp MOATOTOBUM "pYKy" K Kpemkomy, Apyxkeckomy noxatuo. Coznanue IK-cBszu
MO’KHO BBIMTOJIHUTE Pa3HBIMU CIIOCOOAMHU, HO HAaHOO0JIEe IPOCTON — 3TO BOCIIOIB30BATHCS
crienmanbHeiM Constraint. Beyrenure kucts (Hand) B pexxume Pose Mode u otkpoiite
nanens Constraint B okue Properties (puc. 5.41).

Puc. 5.41. Hactpowikn IK

7 Use To
4 ChainLength: 0 * ) B3 =5

| Target
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Hyxwubrit orpannuntens naszpiBaercs |IK (Inverse Kinematics). Ilocne ero moGasneHus
Kk Bone Bbl yBummTe NMyHKTHPHYIO JIMHUIO, NMPOTAHYBIIyIocs oT kuctu no Root. Tak
Blender ormeuaeT areMeHThI, KOTOpBIe OymyT ydacTBoBaTh B Iernouke IK. Ecmu Temnepsb
MonpoOoBaTh MEPEABUHYTh KUCTh, TO BECh CKENET MpUAET B JBMKeHHe. Ham atoro e
Hy*)HO. [IpaBUIBHBIM pelIeHueM 3TOH MpoOJeMbl sBIseTCs orpaHnueHue uenodku 1K
kocthio mreda (Shoulder).

3T0 MOXHO caenaTh B HacTpoiikax orpanuuntens |K (cm. puc. 5.41). 3mecs Bcero b
HY)XKHO yKasaTh B mapamerpe Chain Length kommdecTBo KOCTel, yuacTByrOmuX B Iie-
nouke IK. ITo ymomganumio Tam Haxoaurtcs 3HadeHue (. B aToM cioydae, orpaHUYHTENH
HCHOJB3YeT MaKCHUMAaJIBHO BO3MOKHOE KOJIMYECTBO 3BeHbEB. Beemure B mone uudpy 4
W MyHKTHp nepedpocutcs Kk kopHto Shoulder (puc. 5.42).

Puc. 5.42. 3pecb ABMXEHWE PYKN OT KUCTU K Nnevy

Tenepb BO3MOXKHO JIBUJKEHUE KOCTEH PyKH, KaK OT ILIeda, Tak U oT Kuctu. IIpu sToM oc-
TaJIbHbIE KOCTH CKeJIeTa B IPOIECCe HEe yJacTBYIOT. 3arioMHuUTe, B ominune ot Edit Mode
¢ BKJIFOUCHHOM omiedt AXis Mirror, nactpoiika kocteil B Pose Mode ocymiectBisiercst
nHIMBHLyabHO. He paccuuThiBaiiTe, 4Tto nponenanHele Manunysanuu ¢ IK orpassarcs
Ha JpYrod 4acTH CKeJIeTa.

BHuUMaTEIIbHBIN YNTATENb, UCIIBITABIIMN HA MPAKTUKE 3TOT YPOK, 3aMETUT HETIPABUIILHOE
noBesieHue Koctei pyku. Tak, medo (Shoulder) ciauiikom BbIABUTASTCS TP IBHKESHUN
KHCTH BIIEPE] WIIM Ha3al, TO e CaMoe MPOUCXOIUT MPH MOAHSATHN WM OIyCKaHHU KO-
HeyHoctu. [TonpoOyiiTe camy BBIOJIHUTH MOXOKUE ABWKEHHUS PYKOH, YTOOBI MOHSTH,
0 YeM HJET pedb. Y peabHOr0 YeI0BEKa 9Ta YacThb TeJla OTHOCUTEIHFHO HETIOABIKHA.
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Blender nmo3BosnsieT HACTPOUTH HHANBUAYAIBHO KaKAYIO KOCTh, YUAaCTBYIOIIYIO B LIENOY-
ke IK. Dtu mapametpsl Haxomsatcs B rpymme Inverse Kinematics B oxne Properties
(puc. 5.43).

VcranoBka orpannyenuii (He mytath ¢ Constraint) Bo3amMosHa MO BCEM OCSAM 3JIEMEHTA.
Tyt Bce mpocTo, BrIOMpaeTe HYKHYIO OCh, BKJIrO4YaeTe omiuio Limit u B cootBeTcTBY!IO-
LIMX MOJISIX yCTaHABIMBAETE MUHUMAJIbHBIM U MaKCUMAaJIbHBIN YTOJ1 OTKIOHEHUS.

Beigenure miedo (Shoulder). JIBmkeHue mieya MOKET OCYIIECTBIATHCSA TOJIBKO 110 IBYM
koopauHatam: X u Z. COOTBETCTBECHHO, HEOOXOMMO OTKJIIOYHMTH MEPEMENIEHHE €ro 10
Y, Cunenath 3TO MOKHO, BKJIFOYMB KHOIMOYKY C 3aMKOM C COOTBETCTBYIOIIEH OYKBOM
(cM. puc. 5.43).

YcranoBure ranouku B moisix Limit (Jlumur) anst oceit X u Z. [IporpaMma aKTHBUPYET
OIIIMY HACTPOMKH 3HAUEHUM.

O6patute BHMMaHKE, 4TO B OKHE 3D View MmosBUINCH OKPY)KHOCTH KPAaCHOTO U CHHETO
[IBeTa BOKPYT BBIJENCHHOW KocTH (puc. 5.44). Tax Blender oToOpaxaeT BO3MOXKHBIN
yroJl JBIKEHHS dJeMeHTa. [1o yMom4aHHI0 MUHMMAlIbHBIE U MaKCHUMallbHbIC 3HAUCHHS
st 0benx oceit ycranosneHsl B 180 rpagycoB — 370 siBHO mznuimHe. [IycTh miedo Oy-
JIeT ABHUTAThCS JIMIIb B mpeaenax 20 rpaaycoB B KakI0M HampaBieHud. [loMensiite 3Ha-
YeHHe JIMMHTA IS BeeX monieid. He 3a0yapTe coxpaHATh 3HAKH TUTIOCA WM MUHYca!

Bor TCHCPb ABMIKCHUEC KOHCUHOCTHU BBITTIAAWUT Iropa3ao €CTCCTBCHHEC.

Legacy =

Stiffness: 0.000

Stiffness: 0.000

Stiffness: 0.000

0.000

Puc. 5.43. Hactpowikn IK Puc. 5.44. BusyanbHoe oTobpaxeHue
ANS BblAENEeHHOW KOCTH NMMUTa ABWDKEHNS
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5.8. HapawuBaem "msco"

CoznaHue 1 HacTpOHKa CKelleTa — 3TO BCEro JIMIIb HoJesa. Tenepb Hy)KHO IPaBUIIBHO
MPUCOCTUHUTD €0 K MOJIEIH, JJIsl KOTOPOH OH CO3IaBaJICs.

Blender npesyiaraet HeCKOJIBKO BapuaHTOB co3manust npusszku (SKinning). Ymobuee Bce-
r0 WCIOJb30BaTh aBTOMATHYECKHUil, KOTJa MPOrpaMMa Ha OCHOBE COMOCTABIECHHS dJie-
MEHTOB CKeJIeTa M MOJIENU CO3/1aeT 001acT Bo3/eicTBus. [IpaBia, Bce paBHO HEKOTOPbIE
MecTa NPHUIETCS 10pabaThIBaTh BPYUHYIO.

C moMo1bio pazo. 5.7 BbI yiKe CAETAd apMarypy, Iie HMEeTCsl HAaCTPOSHHAsE HHBEPCHAS
KHHEMAaTHKa OJIHOM M3 pyku. Ecii HeT, TO BBl MOXETe BOCIOJIb30BAThCSI TOTOBBIM (haii-
oM Scenes\glavab\glavaS simple armature.blend u3 apxuBa mpuMepoB K 3TOH KHHTE
(cm. npunosicenue 2).

OpnHako CHavaia HY)KHO CO3[aTh MOJENb Ul apMaTypbl. OrpaHUYUMCS CO3JaHHEM Ye-
JIOBEYECKOT0 TOpCca ¢ JBYMsI KOHEYHOCTAMH. He OyeM TOHATBCS 3a pealucTHYHOCTHIO,
Ba)XKHO Hay4HThCs paboTath co SKinning.

OCHOBO# MOJIEJTH MOCITYKHUT 00bI4HbINA puMuTHB Cube. J[o6aBbTe KyO B H060M ym100-
HOM MECTE CLICHBI U MEPEKIII0YNTECh B OPTOrOHAIIBHYIO poekuuio Front View.

JIi1st GBICTPOTHI BOCTIONB3yEMCsl IPHHIMIIOM CUMMETPUYHOTO MozenupoBanus. Haxmure
<Tab> mnsa pemaktupoBanus KyOa u, ucnonb3ys ¢ynkuuro Subdivide (<W>), nBaxpt
pasoeiite cTpykTypy oObekra. [lepexmountech B pexum Wireframe (<Z>) u ynanute
BCC BEpUIMHBI C JICBOH CTOPOHBI 10 LeHTpa. J[o0aBbTe K MPUMHTHBY MOIH(UKATOP
Mirror (puc. 5.45).

Puc. 5.45. 3aroTtoBka ons topca

Coxmute HeMHOTO Ky0 1mo ocu Y ¢ nomoinsio Scale (<S>). DTo MOXHO clienath U B pe-
JKUME pellakTupoBaHus. Temeps eMy HYXKHO NpuaaTh Oosiee o0Tekaemyto popmy. Beiie-
JIUTE BEPIIWHBI, KaK MOKa3aHo Ha puc. 5.46. Vcnonb3yss HHCTPYMEHTHI MacIITaOUpOBa-
HUS ¥ IepeMEILeHUS, T00eHTeCh OKPYTIOH (hOPMBI.
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Puc. 5.46. lNepemectute 371 BEPLUNHDI Puc. 5.47. CyxeHune Topca K OCHOBaHUIO
ANs CrmaxvBaHWs Kpaes

Teneps BBIIACINUTE IIEHTPATBHBIC BEPUIUHBI MEXAY YKa3aHHBIMU Ha pHUC. 5.46 U HEMHOTO
CIABHUHBTE I10 OCH X.

[MonyunBIIHIACS MIMHIP MAJIO TOXOX Ha YeloBevYeckuil Topc. Briounre obiiee cria-
KuBaHUe s 00bekTa (310 MoxHO crenath B 100l Shelf myrem naxartus kHOIKH
Smooth, wo Tomeko B pexxume Object Mode) u moGaBbre eme oauH MOAH(MUKATOP
Subdivision Surface (Pa36uenie moBepXHOCTH). ITOT HHCTPYMEHT paboTaeT Harmo00ue
Multires u co3maer criaxeHHbIE MOBEPXHOCTH MYTEM YBEIHUYCHHS MPOMEKYTOUHBIX
JNIEMEHTOB. YCTaHOBHTE B HACTpoiikax Moaudukaropa uudpy 2 B omuusx View u
Render.

[onmy4yeHHbIi 00BEKT OOJIBIIIE CMaXHBAET HA KYCOK MbLIa, TOPTOMY HEMHOTO A0paboTaeM
ero. BeienuTe Bce HIDKHHE BEPUIMHBI U CMECTUTE BHU3 MO OCU Z ISl IPUAAHUS OOBEKTY
BBITSIHYTO#H (opmbl. Mcnonb3yst Mmanumysstop Grab, cy3pre Hu3 monenu (puc. 5.47).

Teneps octanoch neno 3a ManblM — 100aBUTh pyku. OCHOBONM KOHEYHOCTH IOCIY>KaT
JIBa [TOJIUTOHA B BEPXHEH YacTH Topca. BrimonHuTe ciaeayronye mar:

1. HaxxmuTte knaBuiny <E> 1 HeMHOTO BBITSHUTE HOBBIC rpanu. [Ipoaenaiite 3ty onepa-
nuio TPKAbl. TakuM 00pazoM BBI CO3AaaUTe MECTO JUIsl m3ruba rureda. Brmocmenct-
BHH 3TO MPUTOJUTCA.

2. Bemonnute Extrude u mepemecTuTe MOJIMIOHBI Ha PACCTOSIHHE, TOCTATOYHOE IS
CO3JIaHMA NPEAIUIeybs. Y MEHBIINTE pa3Mep rpaHe ¢ MOMOILIBI0 MacITAOMPOBAHMSL.

3. Cozpnaiite eme Tpu CTYIEHH IPaHeH AJ1s IOKTEBOro Cruda.
4, Haxwmurte <E> u BBIIABUTE CIICIYIOIIYIO YaCTh KOHCYHOCTH. Y MEHBIIIUTE MACIITA0.
5. IlponenaiiTe 3TH e ONepaIuy AJis CO3AaHUSI KUCTH.

Takum 00pa3oM, y Bac OJDKHA MOJYyYUTHCS Ipy0ast 3aroToBKa PyKH, Kak Ha puc. 5.48.
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Puc. 5.48. MakeT pyku

ITo xemnaHuro BBl MOKETE JOBECTH MOJEIbL TOpca IO MpueMieMoro Buaa. Mcnombe3yiite
MepeMeIleHne BEpIINH, WHCTPYMEHT MPOMOPIHOHATLHOTO pPEAAKTUPOBAHHS W Jaxe
CKYJBNTYpHbIE KUCTH. [loMHHTE, ecli MMEIOIIeHCs CTPYKTYpBl HEIOCTATOYHO, TO BBI
BCer/ia MOJKeTe 100aBUTh HOBBIC pebpa ¢ momornsio nacTpyMenta Loop Cut and Slide
(Co3matp metiio u iepemectuth) (<Ctrl>+<R>).

A BOT Temepb HacTaJo BpeMsl COBMECTHTh apMartypy ¢ monenbio. B pexume Object
Mode nepemectuTe ckenet B HeHTp Mozend. CKOppeKTHPYiTe MacTal, eClii 3TO HYKHO.

OcHOBHas 3ajjadqa COCTOHUT B TOM, YTOOBI KaXK[as KOCTh M KaXKIBIH CYCTaB HAXOIHJIICS
B MoJioKeHHOM MecTe. Tak kocth Shoulder momkna 3akaHYMBaTHCS Ha CyCTaBe Ijeya,
Forearm — B mecte nokTs, a Hand — mokpeiBaTh KucTh. [ToAr0OHKa KOCTEH OCYIIECTB-
JISIETCS B PEKUME PEJaKTUPOBAHUS apMaTypEHI.

HaBepHsika BO3HUKHET CIIO)KHOCTh M3MEHEHHUSI KOCTEH M3-3a TOTO, YTO OHU NEPEKphIBa-
I0TCSI CTPYKTYpoii Mojenn. Koneuno, Moxno nepexountbes B Bug Wireframe, vo ects
croco0 MMOu3sIIHEE.

Blender mmeer rnmoGanbHble HacTpoilku Armature, KOTOpble IO3BOJISIOT YNPaBISATH
BHCIIIHUM BHJIOM CKeJieTa M He TOJIbKo. Bce 9T omumu J0CTymHbI B OKHEe Properties
rpynmnsl Display (puc. 5.49).

Kuonku Octahedral (Bocemurpannuk), Stick (ITamka), B-Bone (B-xocts), Envelope
(O6osmouka), Wire (ITpoBosioka) OTBEYaIOT 3a BHEIIHHMN BUJ KOCTCH. MI3MeHEHHE CTaH-
napraoro Octahedral Ha uro-To Apyroe Moxert OBITH MOJE3HO MPH CIICHUPUYHBIX 3a/1a-
yax, HarpuMep Stick ymo6Ho UCIIoNb30BaTh AJIs apMaTypHI MajIbIIEB.

[ToMHMO KHOTIOK B TPYIIIIe UMEIOTCS MePEeKIIoYaTeNu:

4 Names (Umena) — mpu BKIIOYEHWH 3Toi ommuu Blender Oymer oroOpaxars MM
Ka)K70M KOCTH B CIICHE;
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Puc. 5.49. Hactpoiku
apmarypbl

Stick  B-Bone Ernwvelope  Wire

v Colors

¢ Axes (KoopauHaThl) — MOKa3 JOKAIbHBIX KOOPAUHAT KOCTel. Paboraer /s Bbie-
JICHHBIX 3JIEMEHTOB M TOJIBKO B peskumax Edit Mode u Pose Mode;

¢ Shapes (®opmsr) — 11t yI00CTBa MOXKHO TIOMEHSATEH BHEIHHM BHI KOCTH Ha JII000H
uHOM 00bekT. Omipst Shapes mo3BossieT 3TO CACaTh;

4 Colors (I]eta) — nBeTHOE 0TOOPaKEHUE TPYIIIT KOCTEH;

¢ X-Ray (PentreH) — ycraHOBKa JaHHOW ONIMM 3aCTaBUT apMaTypy NPOCBEYNBAThH
CKBO3b MOJICITB;

¢ Delay Refresh (3amepxka OOHOBIIEHHS) — OIS HCIOIB3YeTCs TOJNBLKO B POSe
Mode. OtkimrouaeT aedopmariuio.

Bxirounre X-Ray u ycranoBure kocTH, Kak Ha puc. 5.50.

Puc. 5.50. CoBmeLLeHne apmaTypbl C MOAENbIO
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3TO0 BAXHO!

Mepen BbINONMHEHNEM MOATOHKM apMaTypbl K MOAENW XenaTenbHO BbINOMHUTL cOpoc napa-
MeTpOoB TpaHcchopMaumm kocTen, 0cobeHHO poTaumu. ATO MOXHO caenaTb B pexume Pose
Mode, BbiGpaB cooTBeTcTBYlOWMIA TUN B MeHio Pose | Clear Transform. Bo usbexaHue
npobnem ¢ aHMMauueln BbIAENUTE KOCTU U HaxxmuTe <Alt>+<R>.

JIiist PUBSI3KK apMaTypbl K MOfeNu mepeBeaute oba oobekta B pexkum Object Mode.
CHavana BBIICIIMTE MOJICHb, 3aT€M, yIEpKWBas Haxaroil kiaumry <Shift>, ormersTe
ckener. Haxmure kimasumm <Ctrl>+<P> a4 BbI30Ba KOHTEKCTHOrO MeHI0 Set Parent u
BeiOepute B HeMm myHkT With Automatic Weights (ABromaruueckuii Bec).

Omnuus 3acrasut Blender co3naThk rpymnibl BEpIINH U1 MOJENIN U MPHUBS3aTh X K COOT-
BETCTBYIOIIUM KOCTSIM.

TI'pynner eepuwiun — 3TO 3aMOMUHAHHE YACTH JIEMEHTOB OOBEKTA IS IOCICAYIOIIETO
UCIIOJIb30BaHUSI CTOPOHHUMH (DYHKIHMSIMH, HaPUMEp MOAN(UKATOpaMH. YBHUIETH CO3-
JlaHHbBIe TpyNIbl MOkHO Ha Tanenu Object Data (puc. 5.51).

Puc. 5.51. I'pynnbl
BEPLUVH

B crucke Vertex Groups HaxoasTcs TPYIIIbBI, TPUBSI3aHHbIE K ONMPEICTICHHBIM KOCTSIM H
HMEIOIIHKE TE K€ Ha3BaHMsA. PaboTa ¢ HUMH HE OTIIMYAETCS OT UCIIONb30BaHMS MYJIbTHMA-
TEPUAJIOB, KOTOPBIE PACCMATPHUBAIHCH B 2iase 4. [locie BbIICICHUS HYKHOH TPYIIIBI BbI
MOJKETE TPOCMOTPETH diteMeHThI (Select), mobasuTh HOBBIE BepuruHb (ASSigN) mim ya-
Utk ux (Remove).

Bepuemcst k Harueit monenu. [TomnpoOyiite B pexxume Pose Mode moaBurate KocTsiMU
apMmatypbl. Bbl yBuauTe, 4TO 4YacTu Mojenu OyXyT IOCIYIIHO CIIEAOBAaTh 3a HUMH
(puc. 5.52).

Xots Blender crapaercsi B aBTOMAaTHYECKOM pPEXHAME MPABIIILHO CO37aTh M TPUBS3AThH
TPYMIBI BEPUIMH K KOCTSIM, HO HE BCET/a 3TO TJaJIKO Moixydaercs. beiBaer Tak, 4ro mpu
JBMKCHUN KaKOW-TMOO KOCTH IepeMenaeTcs HeHY)KHasi 4aCTh MOJAENH WK, KaK B JaH-
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HOM clydae, MPOUCXOJUT HaloKeHHe moBepxHocTd Mesh-o0bekTa (mprCcMOTpUTECH
BHUMaTeENIbHEE K 001aCTH KHBOTA Ha puc. 5.52).

BoT 311 uckaxeHUs HEOOXOIUMO HCIIPABIIATH BPY4YHYIO. ECTh /1Ba MyTH: OTPENaKTHPO-
BaTh 00JacTh BEPIIMH KOHKPETHON KOCTH B CHEIHMAIHHOM PEKUME WU CO3]IaTh HOBYIO
TPYHITy C MPUBSI3KON K apMaType.

Puc. 5.52. ApmaTtypa npus3aHa k Mmogenu

B Ttepmunonorum Blender mmeercs mousitue "ec sepuiur”, KOTOPOE HCIIONB3YyeTCS B
pa3HbIX 00JacTsIX mporpammbl. B mpumenennu k SKinnNing moj 3TuM moHMMaeTcs cTe-
MICHb MOJBIKHOCTH BEPIIMH 110 OTHOIICHHIO K KaXJ0il koctH. Blender npeanaraer cre-
uatbHbi peskum Weight Paint (Okpacka Bepiun) okHa 3D View, KOTOpbIii O3BOJISIET
BU3yaJIbHO HACTpaWBaTh BeC BEpIIMH. BriOpaTh ero MoxkHo B MeHro Mode, npensapu-
TEJILHO BBIICIHB peaakTupyemblii Mesh-oobekt (puc. 5.53).

Ecnu BeienHTh JII00YIO KOCTH apMaTyphbl, IPUBS3aHHOHN K MoJienu, To Blender oToOpasut
B I[BETOBOW raMMe CTelleHb BIUsSHUS BONne Ha Onmusnexaniue BeplUIMHBL. YeM TeMHee
LBET, TeM MEHee NOABIKHA BepIIMHA. TakuMm 0Opa3oM, MPOIIEIKaB M0 BCEM KOCTSIM,
MOKHO ONpEAEINTh, Kak Iporpamma OyzaeT neopMupoBaTh MOAEIb NPU AHUMALIUH.
OnHako ri1aBHOE HA3HAUCHHE ITOTO PeKUMa — PeJaKTHpPOBaHKe Beca BepuiuH. [lo cyTw,
MHCTPpYMEHTapHii 37IeCh HUYEM HE OTIHMYaeTCs OT paHee paccMoTpenHoro Vertex Paint
(Okpacka BepiinH). Bl MOkeTe BbIOpaTh THI KHCTH, CHIy BosueiictBus (Strenght),
pamuyc kypcopa (Radius).
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CHayana HY>KHO BBIJIEIMTH KOCThb, KOTOpas HEMPABUIBHO Je(OPMHUPYET MOJENb, U Ha-
crpouth kKucTh. Ha maremn Tool Shelf ects omms Weight (Bec). Uem Gobie 3HaueHne
9TOTO TapaMeTpa, TEM sipue [BET OKPAIIUBAEMOM BEPIIMHBI, H COOTBETCTBEHHO, OHA CTa-
HOBHUTCS 60JIee TTOIBHKHOM M0 OTHOIICHHUIO K BBIIEIEHHON KOCTH.

Puc. 5.53. Mogens B pexume Weight Paint

[Tocme HACTPOWKM KUCTH MOXHO CMEJIO OKpaIluBaTh BepmIuHbI. [ ymobcTBa Oyner He-
JUIIHAM Pa3BEepPHYTh KOCTh TakK, YTOOBI ObUTH BHIHBEI Hapymienus. [Ipu stom Blender B
peasbpHOM BpeMeHH OTOOpa3HT M3MEHEeHHE JieOopMal OOJIACTH BEpPIIMH [0 Mepe UX
HaCTPOMKHU.

[Mocmotpute Ha puc. 5.52. Pa3peIB B 001acTh KMBOTa BBI3BAH TEM, YTO CKEJIET MOACIH
c/IeJlaH He MOJHOCTBI0 M IporpaMMa He CMOTJIa MPaBUILHO HACTPOUTH Bec BepinH. OT-
PEeNaKTUPOBATh HyKHbIE 001aCTH ISl UMEIOIIMXCS KOCTEH, KaK yKe 0Ka3aJloch, He Mpell-
craBisger ocoboro Tpyaa. Ho moxHo mobaButh HOBEIe BOne x apmarype u mpuBsi3aTh
K HuM rTpymmsl BepummH. OcHOBHas paborta BeimonHsercss Ha manenu Object Data
B rpymre Vertex Groups. Kak padorats ¢ rpynmamu, MBI y’Ke paccCMaTpHBaJIH.

[locne co3manusi HOBOW TPYMIBI €€ HYXXHO MPUBSA3aTh K KOCTH. JTO MOXHO C/elaTh
¢ TIoMoIIbI0 MeHI0 Parent, Ho B 3TOT pa3 HyxHO OyzeT BbIOpaTh myHKT Bone. Ilocie npu-
BSI3KH TPYIIIIBI K KOCTH HEOOXOIMMO HACTPOHTh Bec BepiunH B pexxume Weight Paint.

5.9. [inA 4yero HyXHbl "orpaHununtenun”

BrI yixe 3Haere, uto Constraint — 3to A0NOIHUTENBHBIE (DYHKIIMH, KOTOPHIE TO3BOJISIOT
KOHTPOJIMPOBATh aHUMAIMIO 00BheKTa. HekoTophie W3 HUX YK€ pacCMaTpUBAIUCH, TIPH-
MEHHUTEIBHO K CKEJIETHOW aHUMAIl|H, HO MCoib3oBanue Constraint e orpaHuyrBaeTCst
TOJILKO apMaTypoil.
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Menro Constraint B okxe Properties conepkut 0601bI110€e KOIMYECTBO IMyHKTOB (pHc. 5.54).
Bce onn pa30uThl Ha YeThIpe TPy

4 Motion Tracking (OtcnexuBanue npmwxenus). Haunnas ¢ Bepcun 2.61, B Blender
mosiBUIack TexHonorust Motion Tracking. DTo maer BO3MOXKHOCTB IPOrpamMMe OT-
CIIETUTD TIepEMEIICHUE 00BEKTa Ha BUJICO C TIOMOILBIO CIICUATBHBIX METOK.

¢ Transform (Tpaucdopmanus). Habop orpaHudutesneii, 00eCneInBarONX KOHTPOIIb
HaJl CBOMCTBaMHU 00BEKTOB: ITO3UIINN, MACIITa0, POTAITHL.

¢ Tracking (Cnexenue). 3mech npemiaractcsi Habop (GYHKIHH, CIIOCOOHBIX HACTPOHUTH
MOBEJICHUE OJJHOTO O0BEKTa B 3aBHCUMOCTH OT Jpyroro. K mpumepy, ¢ MOMOIIBIO
orpannuutesst Track TO MOXKHO ¢ JIETKOCTBIO 3aCTaBUTh KaMepy BCerja CIeAuTh 3a
repeMenieHneM 00BeKTa.

4 Relationship (Cssi3p). OrpaHuuuTeNIn TaHHOW TPYIIBI O3BOJSIFOT MaHUITYIHPOBAThH
CBSI3sIMU MEXIy 00BbeKTaMH, Kak, Hanpumep, pyHkuus Follow Path.

traint
lotion Tracking T form T | ationship

Cam 0 io ! [ on

Follow Track opy Rotatio npe: ck Child Of

Floor

Puc. 5.54. MeHto Constraint

Pabora ¢ Constraint HanmoMHHAET YeM-TO MCIIOIb30BaHUE MOJU(DUKATOPOB. 3/1€Ch TAKKE
HMEETCsl BOBMOKHOCTh JOOABICHUSI HECKOJIBKUX OIpaHUYHUTENEH K OZHOMY OOBEKTY, HO
B oTMure oT Moaudukaropa, Constraint He moskeT ObITh MprMeHeH (puc. 5.55).

CrannapTHblii 3aronoBok CoNnstraint mo3BoJsieT: neperuMeHOBaTh ero, OTKIFYHTh pabo-
Ty (KHOIIKa B BHJE IJ1a3a), IEPEMECTUTh MO CTeKy U yAanuTb. Oco00 BakHAs OMLUSI —

Add Constraint

Puc. 5.55. 3aronosok Constraint
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3TO TEpeMEIICHHe MO CTeKy. Pe3ynbrar paOoThl HECKONBKUX OTpPaHHYUTENCH MOXKET
3aBHCETH OT MOPSIKA UX PACIOIOKEHHSI.

Hawubonee momynspHas rpymnma mo MCIHoJb30BaHHIO — 3T0 Transform. Haunem pac-
CMOTpPEHHUE OTpaHHUHTENEl! C Hee.

B sty rpynmy BxoauT aecsite Constraint.

4 Copy (Location, Rotation, Scale, Transforms) (Kormuposats (Pacnionoxenue, Bpa-
mienne, Macira6d, Tpanchopmanus)). 3amada 3TUX OrpaHHYHUTENCH COCTOUT B KOIU-
pOBaHUM BHIOPAHHBIX MApaMETPOB Yy 00BbEKTa, YKa3aHHOTO B moJie Target, u mpucsoe-
HUU WX K TeKylieMy o0bekTy (puc. 5.56). B orpaHHUMTENSIX 3TOTO THIIA MPUCYTCTBY-
IOT OTIIAY BBIOOpA KOOPAWHATHBIX OCEH M CHCTEMBI (JIOKaIbHAS WK TII00aIpHas).

Puc. 5.56. OrpaHnuutenn
Copy Location

| Offset

Local Spac v | & Local Spac v

Ha nmpakTuke Takne OrpaHHIUTENN MOTYT HCIIOJIB30BaThCS AJI HACTPOMKHU BCIIOMOTa-
TENBHBIX 2JEMEHTOB IIPH aHMMAaluM ckenera. Tak, Ha puc. 5.57 mokazaHa apMmarypa
KHCTH, TA€ Ui ABIKEHHUS YKa3aTeIbHOTO Majblla HCIOJB3YETCS JOIMOJIHUTENIbHAS
KOCTh, HE mpuBsizaHHas k Monenu. CobctBenno, Constraint mpumeHen k ¢ananre
najbla. B 1aHHOM npumepe ucnosb3yercs orpannuutens Copy Rotation.

¢ Limit (Distance, Location, Rotation, Scale) (Orpanuunuts (Paccrosiaue, Pacroso-
xxeHue, Bpamenne, Macmrtab). Kak BB yxe moraganvch, Ha3Ha4eHHE OTHX
Constraint B orpanr4YeHHH IBWKEHUS WM AeGOpMAIMK O OMPEICIICHHBIM OCSIM.
Bo3bmewM, k npumepy, aHHMAaIMIO Nanbla Ha pyke. B peanbHOCTH y )KMBOTO YenoBeka
MaJbIbl MOTYT Pa3[BUTATHCS WM THYTHCA Ha OMpeeNeHHbI yron. [lo ymomganuio
KOCTH KHCTH Ha puc. 5.57 ciocoOHBI BpamaThes Tak, Kak UM 3abnaropaccynutcs. Js
YCTAHOBKM JIMMHWTA Ha BpallleHWe MOKHO WCIONB30BaTh OrpaHuyurens Limit
Rotation. B macrpoiikax Constraint qocratoyHo BeIOpaTh HYXKHYIO OCh BpaIllCcHHS,
YCTaHOBUTh MHHHMAJIbHOE M MaKCHUMAIBHOE 3HAYCHHs I1apaMeTpPOB JBIKCHUS

(puc. 5.58).

Oco6usikoMm B rpymme Limit naxoautces orpanmuntens Limit Distance. Ero ucnosns-
3YIOT JUISl YCTAHOBKH MHHHMAJIBHOTO PACCTOSHUS, KOTOPOE MOJDKHO BBIICPKUBATHCSI
MeXIy aByMsi oObekTamu. [Ipu ABIKEHHH [TIABHOTO OOBEKTa MOJYMHCHHBIN BCer/a
OyJeT cie0BaTh 3a HUM Ha YCTAHOBJICHHOM PAacCTOSHHUU. [I[pHMEpOM MOXKET CIYKUTh
JBWKEHHE JIOKOMOTHBA C BATOHAMH.
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¥ Limit X
*-45.839° ¢
Pwuc. 5.58. Orpannuntens
Limit Rotation

' For Transform

Local Space

COBET

Muorne Constraint umMetoT B CBOMX HacTpolkax napameTp Influence, KoTopblii OTBeYaeT 3a
TOYHOCTb BbIMOSTHEHUSI MOCTABNEHHOro YCroBus. Mpy YMEHbLUEHUN 3TOTO 3HAYEHUs Y KOH-
Tponupyemoro oGbekTa nosiensieTcs Gonbluas ceobona B AeCTBUM.

4 Maintain Volume (O6cnyxuBanue oobema). OueHb MPOCTON OrPaHUYUTEIb, TO3BO-
JISIOLIUI KOHTPOJIUPOBATh C:kaTUe 00bekTa. He crout myrarh 3TOT 3 (EeKT ¢ U3MEHe-
HueM Maciitaba! HacTpoliku TyT MHHHUMaJIbHBIC: BHIOOP OCH M YCTAHOBKA KavecTBa
nedopmartu (puc. 5.59).

I'pymma Tracking comepskur cemn Constraint.

¢ Clamp To (®uxcuposats). [To cBoeit QyHKIIMOHATBHOCTH ATOT OFPAHUYUTEIb MOX0XK
Ha paccMarpuBaeMmslii panee Follow Path. Oxxako asst paGoThl ¢ MOCTIEAHUM HYKHO
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Puc. 5.59. Maintain Volume. CBepxy pe3ynbTat paboTbl orpaHnymTensl, cH13y obblyHOe MacluTabupoBaHue

CO371aBaTh BPEMEHHbIEC KIIIOUH (cM. pa3d. 5.4). icnons3oBanue orpanuuutens Clamp
To HaMepTBO MPUBS3BIBAET OOBEKT K TPACKTOPUH, YTO TIO3BOJIIET aHUMHUPOBATH €TO
C IOMOIUBIO NMPOCTBIX aHUMALMOHHBIX KIIOYEH MO3MLIHU. PacCMOTpPHM HECIOXHBIN
puMep.

Co3naiite B crieHe nBa oobekta — Cube u Curve Path. M3menuTe ¢hopmy KpHBOiA,
Kak BaMm 3a0maropaccyaurcs. Jlo6aBbre k KyOy orpanuuuresns Clamp To (puc. 5.60).

Add Constraint

Puc. 5.60. OrpaHuuutens Clamp To

Hcnone3oBate 3torT Constraint mpocro. B mone Target HeoOX0AMMO YCTaHOBUTH
kpuByto Path, BeiOpath ocb B rpymme AXiS u, Ipy HEOOXOIMMOCTH, 3aLUKIUTh aHU-
marnuio B omiu Cyclic.

BrImonHuTe BBIIIE OMHCAHHBIC JEHCTBUS M MOMPOOYHTE MPOCTO MEPEABUHYTH KYO.
Bl yBupmTe, YTO BHE 3aBUCHMOCTH OT BHIODAaHHOW OCH JBIDKEHUS OOBEKT OyneT
nepeMenaThCsl TOIbKO MO YCTAaHOBICHHOU KpUBOW. [ cO3MaHUsI aHUMALUU HY>KHO
YCTaHOBUTH OOBIYHBIC KITFOUEBBIC Kaphl Location.

[ompoOyiite caenate npocteiiityio anumanuio. Caenaite HyJeBOH Kaap KJIIOYEBBIM,
Ha)KMHUTE KJIaBuiny <I> u BbibepuTe myHKT Location B mosBUBIIEMCST MEHIO. Y CTaHO-
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BUTE APYroM aKTUBHBIM Kaap, TMepeABHHbTE OOBEKT W [00aBbTE HOBBIA KIIOY
Location. Coueranue kinaBui <Alt>+<A> 3acTaBUT Ky0 IBUTaThCS 1O KPUBOH.

Kak Buaute, ucnosnb3oBate Clamp To ropasmo ymoGuee, nexenu Follow Path. Ho
y O3TOr0 OrPaHUYMTENS UMEETCS OIMH CYIIECTBEHHBIH HEIOCTATOK. 37€Ch HET BO3-
MOKHOCTH YCTaHOBKH OPUEHTALMH OOBEKTA MO ABKEHHIO.

¢ Damped Track (Msrkoe ciexenwue). Mcmob3yiiTe 3TOT OrpaHUYHTEND, €CITH XOTHTE,
4TOOBI OCh 00BEKTa Bceraa "cmorpena' B CTOpOHY Apyroro o0ObekTa. B HacTpoiikax
rMeeTcs BeIOOp Target u ycTaHOBKH OCH.

¢ Inverse Kinematics (MuBepcHasi kuHematuka). IHBepcHasi KHHEMaTHKa paccMaTpH-
Bajach B pazo. 5.7.

4 Locked Track (biokupoBka crexenus). CMBICI 3TOTO OTpaHUYUTEINs 3aKIF0YaeTCs B
"3amMopakuBaHUU" OHON U3 ocH oObekTa. [Tporie Beero mpeacTaBuTh padoty Locked
Track Ha mpumMepe 00braHOTO KOMIaca. Bel MOkeTe mepeBopaunBaTh KOMIIAac, Kak 3a-
OaropaccyauTcs, HO CTpenka Beeraa OyaeT ykas3blBaTh Ha CeBEp, IIPU ITOM Bpallasich
Ha OCH ILITIHJIS.

¢ Spline IK (Kpusas IK). Orpannunrenb, KOTOPBI TOMOKET BBIPOBHSATh KOCTH apMa-
TYpPBI [IPU IOMOIIY KPUBOH. DTO MOXKET HPUTOIUTHCA, K IPUMEPY, AJIS CO3MaHUS MO-
nenu 3men (puc. 5.61).

Add Constraint

. Chain Length: 4

' Bven Divisions

' Chain Offset

¥ Stretch
Mone

" Use Curve Radius

Puc. 5.61. OrpaHuuutens Spline IK

4 Stretch To (Dnactuunoctsh). OOBEKT, MOCIE BHIOOpA TOTO OrPaHHUYMTENs, BCErAa
"cMoTpuT" Ha Target u u3aMeHseT CBOW MacmiTad 1O OJHOM U3 OCH IPH JBHKCHUH
MIOCJIE/THETO.

¢ Track To (Cnexenue). Haubonee nomymsipusiii Constraint, koTopseiii yaiie Bcero
HCIIONB3YETCs JIUIsL IPUBSI3KH OJHOTO 00BeKTa K Apyromy. K mpumepy, ¢ MOMOIIbI0
HET0 MO’KHO 3aCTaBHTh KAMEPY CJCIUTD 3a IBHXKYIIUMCS OOBEKTOM.
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COBET

HekoTopble Constraint HaCToNbko NOMYMSIPHbI, YTO MOTYT YCTaHaBNUBATLCH rOPAYMMM KNa-
Buwamu. K Takum otHocaTca: Damped Track, Track To u Lock Track. Beijgenute nepsbiv
0ObEKT, K KOTOPOMY AOMKEH ObiTb NPUCOEAMHEH OrpaHUYUTENb, 3aTEM C MOMOLLBIO KIaBu-
wu <Shift> nobaebTe 06beKT Target U HaxkmuTe <Ctrl>+<T>. [NoABUTCA MEHIO C yKa3aHHbI-
mu Constraint. HyxxHo 3ameTuTb, YTO B AaHHOM cry4dae Blender BbinonHWT aBTOMaTMye-
CKYI0 HACTPOWKy OrpaHuyMTEeNen, KoTopasi BNofHe okasbiBaeTcs paboTocrnocobHoN.

I'pynmna Relationship (Cesi3b) comepxur erie 8 TUIIOB OrpaHHYHUTEIICH.

4 Action ([eiictBue). OrpaHUYHTENb, MTO3BOJSIONINI HCIIOIH30BATH AHUMAIINIO 00BEK-
ta Target mis coOCTBEHHOW aHMMAlWH. 3BYYUT JOCTATOYHO 3allyTaHHO, MO3TOMY
PAcCCMOTPHUM €ro UCIIOIb30BAaHHE Ha IIPOCTOM IIpUMeEpeE.

Jobasste B crieHy npumutiBbl Cube u Sphere. ITycts ky6 y Hac OyaeT UMeTh mpo-
CTEHIITYI0 aHMMAIIUIO JBIKEHUSI U3 TOUkU A B Touky b 3a 25 xaapos. Co3zgaiite 3Ty
aHMMALMIO C OMoLIbIo Kirouei Location. [To ymonuanuio nporpamma 100aBUT JIeH-
crBue ¢ HasBanmem CubeAction (Bl ero MokeTe YBHICTh, HANpUMEp, B OKHE
DopeSheet).

Teneps k chepe nprcoeaunuTe orpannuutens Action (puc. 5.62).

[d

X
-

Puc. 5.62. Hactpoinku
Location X Action

World Space

B omuuu Target Beibepute u3 cnucka npumutus Cube, a B Action — CubeAction.
IMapamerp Transform Channel orseuaer 3a aeiictBue, KOTOpoe OyaeT MPOU3BOAUTD
o0wekT. Beibepute u3 crnmcka omuuo Location X (mBmkeHue mo koopauHate X).
I'pymmma Action Lenght mosBomsier BoiOpats Havanbubiil (Start) u xomeunsiii (End)
Ka/Ipbl aHUMaImu. Tak Kak JBIDKeHHE KyOa ocyecTsisiercs ¢ 1 mo 25 kazap, To ycra-
HOBHTE B COOTBETCTBYIOILKE MMOJIst 3TH 3HaueHus. Action Length orseuaer 3a Bpems
AHUMAIIUH TJIABHOTO OOBEKTA.

I'pynma Target Range mmeet momst 111 YCTaHOBKH MUHUMAJIBHOTO M MAaKCHMAaJIBLHOTO
3HAYEHUI CMELIEHU IVIaBHOr0 00bekTa. YcraHoBuTe ux B 0.

Teneps mpu NPOUTPHIBAHUY aHUMANUK OyIET BHIHO, 9TO cepa COBEPIIACT MPBDKOK
u3 Toukd A B Touky b, moka nwxkercs ky0. [lonpoOyiite ycraHoBuTh B mosie Max
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3Ha4YeHue 3 U elle pa3 BKIHOYUTC aHUMAIUIO. Ha stot pas C(bepa COBCPUIUT INIABHOC
nepeMCIICHUEC BMCCTC C KY6OM

4 Child Of (JouepHwuii onemMeHT). YCTaHOBKA POJMTEIBCKOM CBSI3M MEXAY OOBEKTaMU
HarosoOve n3BecTHO# GyHkum Parent. B oTindme oT mocnegHed MMeeT BO3MOXK-
HOCTH OoJiee MIUPOKOM HACTPONKH CBS3H OOBHEKTOB.

4 Floor (TTox). Otor Constraint MokeT UCIOIL30BATHCS ISl CO3IAHUST HETTPOXOAMMBIX
MPEMSATCTBUHN, TAKUX KaK CTEHBI WIH TI0JI. CMBICIH €ro 3aKJIF09aeTcsl B TOM, YTO IO J0C-
TXEHUH 00BheKTa Target orpaHUYMTENb 3alpenacT MePeMEeIICHHIE TTIaBHOTO 00bEKTa
B BEIOpaHHOM HaIpaBJICHUU.

Cosnaiite B mpoekre Plane u pacnonoxure Hax Hum UV Sphere. Ipucoenunure
K cepe orpannuntens Floor. B xauectBe mapamerpa Target BeiOepuTe NPUMHUTHB
Plane. Tak kak aBmkeHue cdepbl OCYIICCTBISIETCS IO KOOpAUHATE Z (CBEpXy BHH3),
TO BKJIFOYHTE KHOTIKY Z B HacTpoiikax Floor (puc. 5.63).

Add Constraint

World Space

Puc. 5.63. Hactporikn Floor

[ompoOyiite nepemecTuTh cepy BHU3, U BBl YBUIUTE, YTO OHA "ynupaercsa" B ILIIOC-
KOCTbH (CBOUM IICHTpOM). Bl MokeTe mepeaBurath ee o koopanHaram X wid Y, Win
naxe 1o Z, Ho He Hke Plane.

B napametpax Floor umeercs ommust Sticky. Bxirounre ee, ecnu xoture, 4To0ObI che-
pa TpU CONPHUKOCHOBeHMM "mpuiumana" k Target. B atom ciiydae ocraeTcs JHIb
BO3MOKHOCTB JIBIOKEHHSI 00BEKTa 10 0CH Z BBEPX.

¢ Follow Path (Crnenosats maprpyTom). J[BikeHHE TI0 TPAEKTOPHH PACCMAaTPHBAIOCH
B pazo. 5.4.

4 Pivot (Leutp). [To ymonuaHuio BpalieHHe 00bEKTa OCYIIECTBISCTCS BOKPYT €ro LeH-
Tpa. DTOT OrpaHUYUTENh MO3BOJSET HCIOJIH30BATH B KadeCTBE IIEHTpPA BpaIlCHUS
00BEKT, YKa3aHHbIH B nojie Target.

¢ Rigid Body Joint (Coemunutens Rigid Body). CrnenmpuuHblii orpaHHYUTENh, UC-
MOJIb3yEMBIN /17151 HACTPOHKU (U3HKH 00BEKTA.

4 Script (Ckpunr). [To3BossieT BEIOpaTh CKPUNT IS BBINOMHEHUs. [10 yMoI4aHuio Bep-
cust Blender ne nmeer croponnux ckpumntoB Constraint.



AHumauyusi 261

¢ Shrinkwrap (YnakoBka). C MOMOIIbIO ATOTO OrPAHUYMTEINIS MOKHO IMOIYYUTH (-
(hexT, Koraa oguH OOBEKT MPU COIPUKOCHOBEHUHU C JAPYTUM Kak OBl OOTEKAeT ero co
CTOPOHBIL.

5.10. PaboTa c Action Editor

BbI yxe 3HaeTe, 4YTO aHUMAIlMsS apMaTyphbl co3aaercs B pexume Pose Mode. Tpuniun
paboTHI BCE TOT K€ — HCIIOJIB30BaHUE KITIOYEBBIX KanpoB. OTkpoiite mpoekT Blender,
TJIe BBl CO3/Jalld CKEJNET YeIIOBEYECKOTO Topca, WU 3arpy3ute Qaitnm Scenes/glavas/
glava5 skin_simple.blend u3 apxuBa mpuMepoB K 3TOM KHUTE (CM. npuiodceHue 2).

Beigenure apmarypy u Bkiarounte pexxum Pose Mode. [ HacTpOWKH aHMMAIld| OTITH-
MaJIbHO TIOIXOAUT packiaaka okoH Animation. Beibepute ee U3 IIaBHOrO MEHIO TPO-
IpaMMBl.

B omimune ot paHee paccMOTPEHHBIX CIIOCOOOB, aHUMAalLWsl apMaTypbl BBITJISAUT He-
CKOJIBKO CIIOYKHEE M3-3a OOMJIHS 3JIEMEHTOB ckejeta. [loaTomy, B TaHHOM citydae, yao0-
HEe HCIONIb30BaTh PEXHUM aBTOMATHUYCCKOM 3amucu (CM. puc. 5.2). AKTUBHpYiTE Kpac-
HYIO KHOTIKY 3amucH B okHe Timeline.

Teneps mompoOyem co3znaTh mepBoe IBIKeHHE ckenera. Ilycts 3To Oyamer momHsTHE
BBEpX PYKH, KoTopas nMeeT HacTpoeHHBIH [K-ipuBoa. Texymmm ¢peiimoM ycraHoBHTE
kagp 0. Beibepute camyro HuwxkHIOW BoOne, Haxxmute xnaBuiry <[> i BBI30Ba MEHIO
Insert Keyframe (puc. 5.64).

Location
Rotation
Scaling
LocRot
LocScale
LocRotScale
RotScale

Visual Location

Visual Rotation

Visual LocRot

Puc. 5.64. HayanbHas no3nuus ckeneta

Jli1st paboThI ¢ apMatypoii nanHoe MeHto umeet myHkt Whole Character (Becs nepco-
Hax). [Ipu BeIOOpe 3To0M ommmu Blender co3mact kimoueBbie Kaapbl BceX KOCTEH BbIje-
JICHHOTO CKeneTa. BeiOoepuTe 3TOT MyHKT.



262 naea 5

Ecnu o1 mocmoTpute Ha okHa Dope Sheet u Curve Editor, To yBuaute CIECOK BCex
Bone, yuacTByrommx B aHUMAaIUH.

Teneps nepeBHHBTE aHUMAIIMOHHBIN Kypcop Ha HECKOJBKO KaJpoB aajibiie. [logHumu-
Te pyKy. Tak Kak KHOITKa 3aliCcy aHUMAIMU paHee ObLIa BKIIOYEHA, TO IPOrpamMma Co3-
JacT KITIOYH JUIs HY)KHBIX KocTei (5.65).

~ 7/ Armature
- 0:6
Root
Shoulder_R
Forearm _R
Arm_R
Hand R
Shoulder L
Forearm _L
Armn_L
Hand L

IR ban S aE o b andar e S an b

b
2
2
b
2
2
b
2
2

Puc. 5.65. OkHo Dope Sheet ans apmatypbl

Takum 00pa3oM, Bbl MOXKETE CO3/aBaTh JIOOYI0 MBICIMMYIO aHUMALUIO CBOCH MOJEIH.
Pabora ¢ Dope Sheet u Curve Editor yxe paccmatpuBaiacs.

Temepb mpencTaBbTe CUTYAIMIO, KOTJa HEOOXOAWMO BHIIIOJHEHHWE DPa3HBIX JEHCTBUH
nepcoHaxa. Jlomyctum, Moaens 10DKHA YMETh XOAUTh, Oerarb, 1a XOTh IUISICaTh BIPU-
caaky! Bce 3To chenath MOXXKHO, HO HECIOXKHO JIOTaJaThCs, Kako oObeM aHWMAaluu
MpUIETCS BBIOJIHNUTE. Benp naske U1t oMHOro AeHCTBUS, CKaxeM Oera, OyayT 3aieict-
BOBaHbI IOYTH BCE KOCTH ckeneta. OOMIMeM KITIOYEBbIX TOYCK B aHUMAlIMOHHBIX peaaK-
Topax BbI OyneTe obecnieueHsl. M eciu BAPYT OHAIOOUTCSI CKOPPEKTUPOBATH BPEMsI BbI-
[IOJTHEHUS HY>)KHOW aHMMAIUU, TO HEMYAPEHO OyIeT 3alyTaThesl.

"JeiictBue" (ACtion) — 3TO CIIOBO YK€ HE pa3 HCIOJIb30BaJIOCh B KHHUIC, HO B JaHHbIN
MOMEHT 37IeCh TIOHUMAETCsI CIelnaabHasi BO3MOXKHOCTD, IIPEIOCTABIIsIeMas TPOrPaMMON.
eilicmeuem Ha3pIBaeTCS 3aKOHYCHHAS aHMMAIWs, OOBEAMHSIOMAs B ceOc MHOMKECTBO
JIBHDKCHUI 37IeMEeHTOB 00bekTa. Takum 00pa3om, Oer, xoap0a, misicka — 3o Action.

KOHe‘-IHO, BbI BIIpaBC HE MCIIO0Jb30BAaTh JICHUCTBHS B CBOCH aHuMalliy, a IpoCTO OrpaHu-
YUTHCA KI0YaMH, HO ITIOCMOTPHM Ha NPEUMYIICCTBA 3TOH TEXHUKH.

4 Action He 3aBHCAT APYr OT Apyra. A 3TO 3HAYHT, YTO BBl MOKETE PEIAKTHPOBATH
KaXJ0€ JelicTBre, 0e3 OOS3HN HAPYIIUTh IPYTHE.

4 Action MOryT MHOTOKpPAaTHO HCIIOJIb30BaThCsl B OOLICH aHMMAIMU 00BEKTa CO CIBH-
T'OM BO BPEMEHU WX JIa’Ke CKOPOCTH MCIOIHEHHUS.

4 Action MoryT 3KCmopTUpOBaThCs B Apyrue (opMarsl (BMECTE C MOICIBIO) Ul HC-
MOJIb30BAaHUSI B CTOPOHHUX IPOrpaMMax.

Jaxke ecnu BB He IUIAHWPYETE HCIIONB30BaTh JIEHCTBHS B CBOEH ClieHe, IpH pabote
¢ aguManuen Blender aBromatnuecku ux cosgaer. Ho OHU SABISIOTCA ONMHOYHBIMU JUIS
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Kaxaoro oobekra. [locmorpure Ha puc. 5.65, rae mokassiBaeTcs okHo Dope Sheet.
B neBoil wacTm pemakTopa CIMCOK KOCTE€H OOBEIWHEH B TAamnKy C Ha3BaHUEM
ArmatureAction. DTo 1 ecTh aBTOMaTHYECKU CO3/IaHHOE ICHCTBHE /IS apMaTypBbI.

3aberas Bnepex ckaxy, uro B Blender mmeercst crienuaibHbId pelakTop s pabOTHI
¢ Action — NLA Editor. C ero moMoIipi0 ¥ KOHTPOJUPYETCs riio0abHas aHUMAIns
o0bekTa U cieHbl. Ho cHavana HyKHO Hay4uThbCsl CO31aBaTh CBOM COOCTBEHHBIE ACHCTBUSI.

Hnst atoit menu pemaktop Dope Sheet umeer cnenmanbubiii pexkum Action Editor
(Penakrop neicTBuit), KOTOpBIA qOCTyreH B MeHI0 Mode Ha 3aromoBke okHa (puc. 5.66).

Root
Shoulder R
Forearm _R
Arm_R
Hand_R
Shoulder_L
Forearm _L
Arm_L
Hand_L

2
2
2
2
2
2
2
2
2

T T AT T o o S T

* Grease Pencil

Kak Bugure, Buemne Action Editor oco6o me ornuuaer-
cst ot cranaaptHoro Dope Sheet. Ilo cyTu mena, 3To Bee-
ro JIMIIL CMEHa pekuma pabotel okHa Dope Sheet, u
OCHOBHBIC BO3MOYKHOCTH PEIAKTUPOBAHUS aHUMALUH
3/1eCh HE MPETEPNENN HUKAKUX U3MeHeHni. Ho Heckomb-
KO W3MEHWICS 3arojoBOK OKHA, TJie MOSBHJIOCH IIOJE
yIpaBieHus aeicTBusiMu (puc. 5.67).

OF
0 idle

0 Run

Puc. 5.67. Onuun ynpaeneHus
n0encTBUSMn

OT0 cTaHIApTHBIN MHTEP(EHC co3manus HOBBIX 010k0B naHHbIX Blender. Takoi, Hanpu-
Mep, HCIOJIB3YeTCs Ul MyJIbTUMATepHaIOB MM TEKCTyp. Bel MoXeTe: mepeMMeHOoBaTh
TEeKyIIee IeHCTBHE, MISIKHYB 10 €ro Ha3BaHUIO; BHIOPATh MHOE U3 CIHCKA; 100aBUTh WIN
YAAIUTH C TOMOIIBIO KHOMOK "+" 1 "x".
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Tak kak BHI C/IeJIalId paHEe aHUMAITUIO JIBUKCHUS PYKH, TO JEHCTBHE YXKE CYIIECTBYET U
HaseiBaeTcss ArmatureAction. Temepp IIENTKHATE 1O KHOIKE CO 3HAKOM ILIIOC JJIS JIO-
Oasnenns Hoporo Action. Buemste mpu atom B okue Action Editor auuero me m3menut-
cs. [leno B ToM, uTo Blender npu co3maHum AeiicTBUS KONMMPYET NaHHBIC KIIOYCH U3 aK-
THBHOW 30HBI. BBIENHTE BCE KIIOYM KIABHIICH <A> M HaXMuTe <X> ISl YAAJICHUS.
Teneps BbI MOXKETE CO3/]aBaTh HOBBIC ABMKCHUS TIEPCOHAXKA.

5.11. NLA Editor — 3aknroumTesnibHbIN aKKoOpA

Non-Linear Animation Editor (HeJluneitaprit Annmannonssiii Pegaktop) — 3T0 BBICO-
KOYPOBHEBBIN PEeaKTOP, KOTOPBII TTO3BOJIICT KOMIIOHOBATh BCE aHUMAIIMU CIEHBI y100-
HBIM U TIOHSATHBIM JIJIS TIOJIb30BATENIsS CIIOCOOOM.

C nomomsro NLA Editor nosiBisieTcss BO3MOXHOCTh KOMITOHOBKA aHUMAILlUU B JIFOOOH
MOCTICIOBATEILHOCTH U C Pa3iuyHBIME dQQekTamMu. Bes aHnManus B OKHE pegakTopa
BBITJISITUT B BUJE MOJIOCOK, C KOTOPBIMHU U NMPOUCXOIUT paboTa. Bel MoXxeTe BBICTPOUTH
WX OJIHYy 3a APYrod, M3MEHUTH BpeMs 3aIlyCKa, YBEIWYHUTh WM YMEHBUIUTH CKOPOCTh H
MHOTOe Apyroe. Ecnu Bbl paboTanyu paHbIe ¢ KakoH-HHOYIb IPOTpaMMOi BHIEOMOHTA-
a, TO MOI00HAasT KOHIIeTHs OyAeT BaM 3HAKOMOM.

Paccmotpum paboTy ¢ 3THM pegakTOpOM € IMMOMOIIBIO TPOCTOrO MpuMepa. B Harmei ciie-
He OyayT ydacTBoBath JBa oobekTa: Cube u UV Sphere. Ky6 auraercs mo ropusonTa-
JIM, CTAJIKUBAETCS CO c(hepoid, KOTopasi OTIICTAeT B CTOPOHY.

Co3spaiite HOByIO cieHy Blender u no6aBete cepy. [lepexinounrecs B pexXuM MPOCMOT-
pa Front. PasmectuTe 1Ba 00bEKTa HA HEKOTOPOM YAAJICHHUH APYT OT APYTa.

CHavana Hy)XHO CIIeliaTh aHUMAIWio. Brirounte packiaaky okoH Animation u aktusu-
pyiite B okae Timeline pexxum aBromaTtnveckoi 3amucu (puc. 5.68).

Puc. 5.68. lNoarotoBka kK aHMmauumn

Beigenure ky0, HaxxmuTe KiaBuiny <I> s Bei3oBa mento Insert Keyframe. B stom me-
HIO BeIOepuTe MyHKT Location. YcraHoBuTe aHMMALMOHHBIH Kypcop B okHe Timeline na
kaap 20. Teneps nepeaBuHbTE KyO BIpaBo OJIU3KO K cdepe.
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3aiiMeMcst aHuManueil cepsl. Y CTaHOBUTE aKTUBHBIM TIEPBBIN Kaap. Bridepute chepy u
co3maiite kimou Location. 3atem B kaape 20 mepeaBuHbTe cdepy BIPaBO HA HEKOTOPOES
paccrosiHue.

Haxwmure xinapumu <Alt>+<A> mis npowrpelBaHUS aHuUMaIwu. Bel yBuauTe, 4ro 00a
00BEKTa OTHOBPEMEHHO YeAyT B MPaBYIO CTOPOHY. DTO, KOHEYHO, HE TOT Pe3ybTar, KO-
TOPBIiA HY’KHO IOCTHYb, HO Bce MOxHO uctipaButh B NLA Editor.

Ortkpoiite B mo60oM yno6HoM Mecte okHO NLA Editor, nanpumep na mecte Dope Sheet.
OxHO pemakTopa pa3dWTO Ha JBE O0JIACTH: B JIEBOW OTOOPaXKarOTCs OOBEKTHI, a B Tpa-
BOI — cOOCTBeHHO KItouH (puc. 5.69).

Puc. 5.69. OkHo NLA Editor

B neBoii yacTu perakTopa KMEeTCsl CITIUCOK OOBEKTOB CIICHBI, Y KOTOPBIX €CTh aHMMAIIHUSI.
Ceituac Tam naxomarcs Cube u Sphere. JIns xkaxgoro npumurea NLA Editor mokassi-
BacT JeWCTBUE, KOTOpoe Obuto mocieanuM B okHe Action Editor. ITo ymomvanuio
Blender coznan neiicteus: SphereAction u CubeAction.

BoIrasimuT nmpocto, HO €ciM Bbl HONBITAETECh NEPEABUHYTH JIFOOYIO TOUKY B IIPaBOH 00-
JIACTH OKHa, TO motepnure nopaxenue. [eno B Tom, uto NLA Editor B nanHblii MoMeHT
[IOKa3bIBACT JIMIIb HAINYME JEHCTBUH IUISI OOBEKTOB, HO paboTaTh OH YMEET TOJBKO
¢ cOOCTBEHHBIMH JaHHBIMH. [109TOMY Ha3BaHUS aHMMAIMH BBIICICHBI KPACHBIM IIBETOM,
KaK HEeaKTHBHEIE.

IMpucmotputech k Action B okHe pemaktopa (cM. puc. 5.69). CrpaBa y Kaa0oro Ha3Ba-
HUS UMeeTCs HeOoJbllas Kpyrias KHomka. Eciiu ee HaxaTh, TO peJakTOp CTaHET pado-
TaTh ¢ aHUMaIMel, kak ¢ ganHbiIME NLA. IllenkHuTe 10 3TUM KHONIKaM y 000UuX 00BheK-
ToB (puc. 5.70).

I[aBaﬁTe PacCMOTPUM, YTO KE IOJYUYHIIOCH. Bo-nemex, Ka)K)II:Iﬁ 00BEKT IoJryuuJjn 10-
MoJIHUTENbHBIE TToaockl ¢ HasBanusamu NlaTrack. BO-BTOpBIX, B IJIaBHOM 00NAacTH OKHA
TIOABHIIMCH ITOJIOCKH KCJITOI'O IBCTA C HA3BaHUSAMU HeﬁCTBHﬁ.

B tepmunosioruu Blender monocku xenToro 1geta Ha3bBatoTCst Strip (CTpwii, mosocka).
[Ipormie roBops, Kaxkaast U3 HUX SBISETCS TEM WIH UHBIM JieiicTBHeM 00bekTa. Tenepb BBl
MO’KeTe HACTPOUTH aHUMAITUIO TaK, KaK HEOOXOIUMO.

[llenkHUTe MpaBoii KHOMKON MbIiH 1Mo Strip ¢ Ha3Banuem SphereAction. Ber yBuauTe,
410 moJsiocka ¢ umeHeMm CubeAction craner ceporo nsera. Takum obpasom, Blender mo-
MeYaeT BhIIEIeHHBIN Strip sxenTeiM GoHOM.
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- NlaTrack

Puc. 5.70. NLA Editor B pexvmMe pegaktmpoBaHusi

Hasxmure npaBoii kHomKoW MbIH o SphereAction u, He OTIycKas ee, CABUHBTE B CTO-
pony. Strip usmenut Ha3Banue Ha TempMeta u craner ¢guoneroBoro 1sera. Ho camoe
[JIaBHOE, YTO TENeph ABIKCHHEM MBI Bbl MOXKETE IEPETACKUBATH MOJIOCKY B JI000E
mecto. [Tepemectute ee B koHen mojocku CubeAction u HaXxMHTE JIEBYIO KHOIIKY MBIIIN
i puKcanuu pesynbrara (puc. 5.71). BoT Tenmeps aHMManus CTOJIKHOBEHHSI KyOa co
cdepoit Oymer paboTaTh KOPPEKTHO.

M '-'-

1 :|::|

HWil'em  CubeAction

Puc. 5.71. [NpaBnnbHO HACTPOEHHas aHumaums

IMonoce ¢ naszsanusmu NlaTrack sisiorest cnosimu. B kakIoM TakoM ¢I0e MOTYT Ha-
XOIUTBCS HECKOJIbKO Strip ¢ pasmuunsimu Action.

[epenBUHBTE aHUMAMOHHEIN Kypcop B OKHE pelaKTopa TaK, YT00bI OH He HAXOAWIICS HU
Ha oxHoMm u3 Strip. Beimenute Strip ¢ mumenem SphereAction m HakMUTE KIABHIIH
<Shift>+<A>. [losBuTCS MEHIO, I'le IPOrpaMMa BbIIACT CHMCOK MMEIOIINXCA ACHCTBHUN
B cueHe. Bridepute mynkt CubeAction (puc. 5.72).

Puc. 5.72. Cnoii ¢ HECKONBbKMMU aHUMaLmMsaMu



AHumauyusi 267

Kak Buaute, k anumanuu SphereAction npucoemununace CubeAction. IMonpoOyiite
[POMIPATh TO, YTO MOTYIMIIOCH. Pe3yabTar Bac HaBEpHsKa 00ECKYPaXKHT.

Hecmotpst Ha TO, uTo BTOpas aHmManus HasbiBaetcsi CubeAction, ona pacronoxkena B
kaHaie npumutHBa Sphere. JIOTHYHO MPeAnoNoKUTh, YTO MPOU30UACT MOBTOP JBIIKE-
HUA KyOa. B neiicTBuTeNnbHOCTH, BTOPHYHO OyAeT ABUraThes cdepa, mpuyeM MpH STOM
IyOaMpoBaTh aHUMaIMI0 Kyba. Takoe Bo3MOKHO u3-3a Toro, uro NLA Editor cuuraer
Action He3aBHCHMBIMH OT HX OOBEKTOB. DTOT (POKYC MO3BOJSIET HCIOIb30BATh UYIKYIO
aHMMAIMIO Ha Pa3HbIX 00BbeKTax (mpaBjaa, He Bcerma). IlompoOyiiTe pacctaButh Strip,
Kak Ha puc. 5.73, ¥ BBl NOIy4HUTE CBOCOOpa3HbIE JOTOHSIIKH OOBEKTOB APYT 32 IPYTOM.

¥ \/ Sphere

Wi

£

Puc. 5.73. 310 pacnonoxeHwue Strip noMeHsieT MecTaMu 06bEeKTbI B aHMMaLm

ITo ymomganuio NLA Editor co3maet mo ogHOMY CIIOI0 JUIsS KXI0T0 00bEKTa U TOMe-
maeT B Hero Strip ¢ mocienHUM aKTHBHBIM JEHCTBHEM. Bl MOXKETE YIpPaBIIATh KOJTHAYE-
CTBOM TaKHX CJIOCB.

st 3TOr0 HY’KHO CHavania BbIAEIUTh UMsI IOCIEIHETO CII0s JeBOM KHONMKON MbImu. I1o-
cJie 3Toro OyKBBI cTaHyT Oenoro sera. {1 co3gaHns HOBOTO CIIOS BOCIIOJIB3YHTECH Me-
Hio Add | Add Track B 3aronoske okaa NLA Editor. UtoOb! ynanuTh ciioi mycToi Win
co Bcemu Strip, mepeBeAnTe Kypcop MBIIIU B JICBOE MOJIE, BBIICIUTE HAa3BAHHE HY>KHOTO
KaHaJla ¥ HAXXKMUTE KIaBuILy <X>.

D10 0a3oBbie Bo3MOkHOCTH mcnonb3oBanus NLA Editor, Ho ecTs emie y Hero Hemasio
JOTIOJTHUTENBHBIX (QYHKIUH.

HomyctuM, BaM 3ax0TeNOCh OMMH M3 Strip mpourpath B 0OpaTHOM HaIpaBICHUH U
C YOBOEHHOM CKOPOCTBIO.

Boigenure o060 Strip u Hakmure kinasuiny <N>. B mpaBoii yacTh oKHa pemakTopa
MOSIBUTCS MaHes b Properties st JaHHOTO 105t 1 00beKTa Ha HeM (puc. 5.74).

31ech Bbl MOJKETE TIEPEMMEHOBATh CaM CIION MJIM OTACNBHO BhIOpaHHbIH Strip. M3MeHuTh
npuBsizanHoe aeictBue k Strip (ommms Action sakmagku Action Clip). BooGie oTkitro-
4yuTh Strip ot yyactus B anuManuu (omiws Muted) u mHOTOE IpyToOE.

B Hamiem ciydae moHago0uTCs 3a1eCTBOBATh BCEro JBE (DYHKIUU:

¢ Reversed (3akmanka Active Strip) — npu BKIFOYECHHH JaHHOM OMIIMK aHUMAIHS BbI-
JeneHHoro Strip 6yaeT mpouTrpsIBaThCS PEBEPCHBHO;

4 Scale (3akmaaka Action Clip) — macmtabupoBanue Strip npuBOAUT K TOMY, YTO H3-
MEHSIETCSI BpeMsI IPOUTPHIBAHUS aHUMAI[HH.
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Puc. 5.74. NaHenb cBOMCTB
okHa NLA Editor

[Monpo6yiite B mone Scale ycranoButh 3Hauenue 0.5 u
BKIIOUNTh onuuio Reversed. Bel yBuanTe, 4TO JaHHBIH
Strip OyzmeT MPOUTpHIBaThCS C KOHIA C YABOCHHOW CKO-
POCTEIO.

5.12. lNMpakKkTuka.
Xapum anyHuuy

[TomawmTE TIpOTIECC XapKu AMIHULIBI? bepercs sito, pa3ou-
BAaeTCs, M COJCPIKUMOE BBUIMBAETCSA Ha CKOBOpOnKY. Heuto
no700Hoe OyJieM JieNlaTh B 3TOM ypOKe.

PaccmoTtpum 3Tamnsl pemesus 3Tol 3aJauu:

1. Coznanue Mogeneil: CKOPIyIBl, COOEPKUMOIO sila,
CKOBOPOJIKH.

2. AHuManus pacKpbITUS CKOPIYIIBL.
3. AHUMAaNus BBITEKAHUS KUOKOCTH SHNA.
4. Anumarys pacTeKaHHs SHIa TI0 CKOBOPOIKE.

Ecnu ¢ nmepBeIMU ABYMSI TIyHKTamMyd BOIPOCOB BO3HUKHYTH
HE JIOJDKHO, TO TIOCNIEAHUE BHI3BIBAIOT coMHeHue. [1o cyTw,
paboTy C )KUAKOCTSIMH HY>KHO BBIIOJIHATH C IOMOUIBIO (H-
3uku Blender, HO T. K. 3Ta TeMa IIOKa HE PacKpbIBajiIach, TO
npuaercs OOOHTHCh TEMU MHCTPYMEHTaMH, KOTOPBIE YK€
W3BECTHHI. B JeHCTBUTENBHOCTH, HMCIOJIB30BATH (H3HUKY
JUTSL TAKOTO TIPOCTOTO JICHCTBHUS HE HYXKHO. [leno B ToM, 4To
pacueT (U3MKH KUAAKOCTH 3a/Jadya BechbMa TpyIoeMKas U
noTpedyeT HeMasIoro NPOLECCOPHOTO BPEMEHH.

Bam mnpuneTcs BCIOMHUTH TPUHIMIBL MOJAEITHPOBAHHSA,
paboty ¢ mMomuduKaTopaMu U, KOHEYHO XK€, HCIOIB30Ba-
HUE aHUMALHMOHHBIX PEJaKTOpOB. Tak KaK ypOK MOCBSIICH
pabore ¢ aHMManuel, TO HACTpOKa MaTepHaioB OyIeT
caMOi MPUMUTUBHOM.

" Aute Blend InfOut

Haunewm ¢ cozmanus momenu siidna. IIporie Beero ee caenars u3 npumuTtuea UV Sphere.
OTkpoiiTe HOBBIH MPOEKT, YAAIUTE U3 CLCHBI Ky0 M co3maiite cdepy. Beinenurte Bepx-
HIOIO BEpIIMHY chepbl U MEPEKII0YUTECh B pexkuM mpocmotpa Front View.

Jnst mpunaHus OCTPOKOHEYHOH (POpPMBI HYKHO BBITSHYTH BBLICJICHHYIO BEpPIIMHY TIO
KoopauHarte Z BBepX. BOT TONBKO JenaTh 3TO HYKHO C BKIIIOUEHHBIM PEKUMOM TIPOTIOP-
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LMOHANBHOTO penakTupoBaHus. Haxmure knmaBumy <O>, 3atem <G> u <Z>.
IlepemectuTe BepIIMHY BBEPX, OHOBPEMEHHO PETYIUPYs KOJIECUKOM MBIIIN 30HY OXBa-
ta (puc. 5.75).

Puc. 5.75. Co3gaHue BHeluHen 060ono4km anua

Bxurouure pynkimo Smooth B pexxume Object Mode, u BHemHss hopma sifiia roTosa.
Haxxwmure kinasunry <H>, 9T00bI BpeMEHHO CKPBITH MOJIETb B CLICHE.

Tenepp 3aiiMeMcsi CO3JAHHEM CKOBOPOAKUA. B KauecTBE OCHOBBI IJIsl HEE MOCITYXKUT
npumuteB Circle u3 rpynnsr Mesh. TlepekmounTtecs B pesxum mpocMoTtpa Top View
(<Num Pad 7>) u 106aBbTe OOBEKT.

Ha manenu Tool Shelf maiinure rpynmy Add Circle, koTopasi cogeput HaCTpOWKH HO-
BOTO MpuMuUTHBa. Bmounte B Hux ommuio Fill (3anmska).

I[J'IH CO3JaHUsA CKOBOPOJAKH BBIITOJHUTC CICAYIOMINUC MIaru:

1. Tepexmtountech B pexxum Front View (KNumPad 1>) u BoiinTe B peXkUM peaaKTH-
poBanus (<Tab>).

2. Haxwmure kHonky Extrude na manenu Tool Shelf (wm npocro <E>) u BeITsSHHUTE He-
MHOTO BBEpX BblAeieHHe. He 3a0ynpTe OTKIIOYHTH MEepel 3TOH Olepanuedl pexuM
MPOMOPIMOHAIFHOTO PEIaKTUPOBaHHA. Teneph ¢ MOMOIIBIO MacIITabupoBaHus (<S>)
HEMHOT'O PaCIIMPhTE BEPXHIOK 4acTh 00bekTa. Takum 00pa3om, Monyduiach 00beM-
Hast Mojenb (puc. 5.76).
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Puc. 5.76. Co3gaHne copmbl

3. He cuumas Bwizesenue, nepekiarountech B 10p View. Haxmvure kiaBumry <E> st
BBITIOJIHEHHS OTIEpalliy BBIAABIUBAHUS U Cpa3y e 3adUKCHUPYHTE pe3yibTaT Iemd-
KOM JIEBOH KHOIIKM MbIIIH. HEMHOTO COXMHTE BBIAECICHHE C IIOMOIIBIO HHCTPYMEHTA
Scale (<S>). Dtum BBI caenaeTe 3ar0TOBKY VTS THHIIA CKOBOPOAKH (puc. 5.77).

Puc. 5.77. 3aroToBka Ans cosgaHus yrnybnexus

4. PazBepHuTe cueHy IUisg ynoOHOro npocMotrpa. OmycTuTe BblIENEHHE OO0 AHHMIIA CKO-
BOpPOIKU. Bo3MOKHO, mpueTcs HEMHOTO MOJOrHATH MacIuTal OMycKaeMOH YacTH.

5. Beliinute u3 pexuMa peJaKTUPOBaHUS W 100aBbTe K OOBEKTY MOIU(PHUKATOP
Subdivision Surface. YcranoBute 3nauenue 2 mis onuun View (puc. 5.78).

3aiiMeMcs CO3laHHEM COACPKMMOro siina. Ponb ero Oymer urpath npumutus UV
Sphere, Ho cHavana HaxMuTe KiaaBuiry <H>, 4T00bI BpDEMEHHO CKPBITH CKOBOPO/IKY.

Ilob6aeete chepy B crieny u3 menio Add | Mesh | UV Sphere. Cpa3sy ke Brimounte st
o0beKTa criaakuBaHue KHOMKOH Smooth na manenu Tool Shelf. B npunmune pepakTu-
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poBaTh OOBEKT HET HAIOOHOCTH, HO HEMHOTO HACTPOUM MaTepHuall Jyis OOJBIICH MPaBIo-
MOJO00HOCTH.

[Mepeiinute B HaCTpOWKK MaTeprana B okHe Properties u Haxmure kaonky New. Dtot
Mmarepualn OyAeT Urpatb posib Oellka, HOATOMY OH JOJDKEH ObITh Oen0ro IBera. Y CTaHO-
sute 1Bet Diffuse 6enbim. TTepenmenyiite matepuan kak White.

Puc. 5.78. FoTOBas Moaenb CKOBOPOAKM

JloGaBbTe HOBEIH CIIOT B CITUCKE MaTEPHAIIOB, CO3/IAliTe MaTepHal, H3MEHHTE €T0 IIBET Ha
xenTeiit u HazoBuTe ero Yellow (puc. 5.79).

IlepelimuTe B peKUM pENAKTHPOBAHHA M BBIACIUTE BEPXHIOIO 4YacTb fAMIA, Kak Ha
puc. 5.80.

COBET

Ucnonb3ynte nHctpyment Circle (<C>) gns kpyro-
BOro BblaeneHus B npocmotpe Top View.

Ha nanenu Material BeiGepuTe U3 criricka MaTepua
¢ umeHeM Yellow u Haxmure kHOmKy ASSigNn. Bei-
JeneHHast 00JIacTh Cpasy K€ OKPACHTCS B IKEINTHIH
L[BET, BCE OCTAIIbHOE OCTaHEeTCst OernbiM. Eciu 4to-T0
HE MOJIYYaeTcs, elle pa3 npouTure paso. 4.6. & k| 4| Data

Wire Volume Halo

Ha stoM co3manue mozeneil 3aBepiieHo. Haxmure
knaBunmm <Alt>+<H> nns Bo3BpaiieHuss B CIEHY
CKPBITBIX OOBEKTOB.

Pwuc. 5.79. Mynbtumatepumansi
0N COAEePXMMOro anua
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Puc. 5.80. BblaeneHue xentka

Beinenure ckopiyny M yMEHBLIMTE €€ MacIiTad B COOTBETCTBUH C Pa3MEpPOM CKOBOPOII-
ku. [lepemectute ee HemMHOrO BhIie. Haxkmute kitaBumry <N> /15l BEI30Ba CBOWCTB 00'b-
ekTa. YcraHoBute 3HaueHue —90 B mapametp Rotation Y mis pasBopora sitna mo ropu-
3onTanu (puc. 5.81).

Puc. 5.81. lNoarotoBka cLeHbI
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HyxHO pa3nenuth CKOpIIyIy Ha JIBE YaCTH TaK, YTOOBI Kpast y HUX ObutH pBaHbie. HeuTo
MoA00HOE YKe IeTaOCh BO BTOPOH IiIaBe C HOXKKOH rpuoa.

Brigenute ckopiyiy, Haxmure kinasuiry <NumPad >, 3atem <NumPad 1> — akTuBHBIi
00BEKT 3aliMeT BCIO pabouyro 00JacTh OKHA B pexuMe rpocMotpa Front View. Beigenu-
T€ B IIEHTPE 00BEKTA KPYTOBYIO JIMHUIO pa3ioMa. DTO MOXKHO CIIEIaTh B PEKUME pabOTHI
¢ peOpamu ¢ yJaepKuBaeMoi HakaToii kiaBuiei <Alt> (puc. 5.82).

Puc. 5.82. JluHna pasnoma

Hnst ynobcrBa paboThl HY’KHO CKPBITh BCE OCTabHBIE 3JIeMEHTHI 00beKkTa. MHBEepTHpYiiTE
BeIZeneHrne ¢ nomorneio Gyakuun Select | Inverse. Haxwure wnaBuiry <H>, 4rto0bI
CKPBITh BBIJICTICHHUE.

BrigenuTe ofHy U3 BEpLIMH OCTABIIETOCS B CLEHE KoJbLa. [ co3gaHus M3IoOMaHHOU
JUHUN HEOOXOAWMO BKIIOYHTH MPOMOPIHUOHAIBFHOE PENAKTHPOBAHHE B PEXKHME
Random. Dto moxHo caemate B Menito Proportional Editiing B 3aromoBke okHa
3D View (puc. 5.83).

Haxwmure knaBuiry <G>, 3atreM <X> U HlepeBUHbTE BIEBO MbIIIb. C IOMOIIBIO KOJECH-
Ka MBI OTPEryJIUpyiTe 00J1acTh BO3ACHCTBUS Tak, 4ToObl GyHKIMs Random oxsaruia
Bce KoutbIlo (puc. 5.84).

BoccTaHoBUTE CKPBITHIE AJIEMEHTHI C MOMOILBIO <Alt>+<H> u BBIAEIUTE IIOJIUTOHBI OJI-
HOM TOJIOBUHBI CKOPITYTIBI TaK, YTOOBI 3aXBAaTUTh JIMHUIO pa3ioMa. Ternepb MOXXHO BOC-
nosb30BaThest GyHKIUEH pasaeneHus oobekta Mesh | Verticles | Separate. Bor tak u
MOJIyYHMJIOCH aKKYPaTHO pasjioMaHHoe SiIo (puc. 5.85).

[Ipumo Bpemst 3aHATHCS aHMMALMEed — HaYyHEM CO CKOPJIYIbl. BeimenuTe omHy moiio-
BUHKY H MONpPOOYyiTe pa3BepHyTh ee (<R>). [lomyunrcs HeuTo HecypasHoe, Kak OyaTo
0JTHA ITOJIOBMHA STHTIA BIABIMBAETCA B Ipyryio (puc. 5.86).
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Sphere
. Smooth

3@ % B

Puc. 5.83. BkntoyeHne Random

Puc. 5.85. [1Be nonoBuHKK ckoprynbl
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Puc. 5.86. C ueHTpom no ymonyaHuio aHMmaums 6yaeT HenpaBuibHON

[MpoGiiema B TOM, 4TO TOYKa BpallleHUs] OOBEKTA pacrojaraercs B ero nentpe. Ham ke
HY)KHO CMECTHTh LICHTP K OJHON M3 BEPXHHX BEPIIHH O0BEKTa. ITO MOXKHO CHENATh C
nomoripio ycranoBku 3D CUrsor B Hy)xHOM MecTe U QyHKIuHU nepepacdera Origin To
3D Cursor.

Bpyunyto ycranoBka 3D Cursor Ha mecte oJTHOH U3 BEPLIMH — JIEJIO TPYJ0EMKOE U He-
onaromapaoe. [Toatomy Bocmonbzyemcst pyHKIueH Snap.

B pexume pemaktupoBanusi (Front View) BeiaenuTe OJHY W3 BEPXHHX BEpIIMH Ha
auHUM pasnoma. Beimonnute ¢ynkuuro Mesh | Snap | Cursor to Selected. 3D Cursor
[IEPEMECTUTCSI B HYXKHOE MecTO. BplinnTe W3 peXMMa pedakTHUpOBaHMA. BrI3oBHTE
¢yukmo Mesh | Transform | Origin to 3D Cursor. I[Ipoaenaiite To %e caMoe CO BTO-
Ppoii oIOBUHKOM ckopiytsl (puc. 5.87).

UroObl B nanbHEHIIIEM HE 3aIyTaThesl B 00BEKTaX, HEOOXOIMMO UX IIEPEUMEHOBATh B He-
4to Oosee moustHoe. [Iporue Beero 1o caenars B okHe Outliner. Mpunimn cnenyommii,
BBIJICISICTE TIPUMUTHB, HaxoxuTe ero B Outliner, menkaere eBol KHOIKOW MBIIIU TIO
Ha3BaHHIO, OTHOBPEMEHHO yaepskuBas <Ctrl>, u namensere ums.

Hcnone3ayiiTe crenyroiye MEeHa 1Jis 00bEKTOB:
4 JieBas MOJIOBMHKA cKopiynbl — egg_left;

4 1paBasi OJIOBUHKA CKOPIYIbl — egg_right;
4 cxoBopoaka — Target;

4 BHYTPCHHOCTH siiiia — egg_in.

st aHMMalMK PAacKPBITHS CKOPIIYIIBI BOCTIONB3yeMCsl OOBIYHBIMU KJIFoUamMu. Beibepute
MEePBBIN ()peliM aKTUBHBIM KaIpOM.
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Puc. 5.87. lMpaBunbHO HaCTPOEHHbIE LLEHTPbl 06LEKTOB ANs aHMMaumn

Beigenure o6wbekt egg_left, maxkmure wmaBumy <[> W yCTaHOBHTE TEPBBIA KITIOY
Rotation. Crnenyrommii kirou OyaeT HaxoauThes B 25 kanpe. Haxmure <R> st pasBo-
poTa 00beKTa M yCTaHOBHTE elie oauH Kirou Rotation. IIponenaiite To e camoe ¢ 00b-
exToM egg_right. B urore y Bac 10/DKHA MOTYYHTHCS aHUMAIIHS JJIUTEIBHOCTBIO 25 KajI-
POB, TI€e MPOUCXOJUT pacKpbITHe stitna. Haxmure <Alt>+<A> mis npoBEpKH MPOUTPHI-
BaHMs aHuMaIiwu (cM. puc. 5.87).

Tenepp camoe uHTepecHoe. HyKHO 3acTaBUTh BBITEKATh JKUIKOCTh U3 WA Ha CKOBO-
poaky. CHauana momectute 00beKT €gg_IiN Tak, YT00bI OH MOJHOCTHIO CKPBIBAJICS B 3a-
KpbITOH ckopiyre. [lpunaiite eMy oBaimbHYI (Gopmy. Mcnonb3yite st 3TOT0 UHCTPY-
MEHTBI MaCIITAOMPOBAHUS U TIEPEMEIIICHUSI.

s vckakeHus: GOpMBI COEPKMMOTO sTifIla Bocmonb3yemes moaudukatopom Lattice.
OmHako cHadana j00aBbTe B clieHy caMm o0bekT Lattice. 3aiiaure B HacTpoiiku Lattice u
YCTaHOBUTE CJEIyIOIlIee pa3pelieHre 0 0CIM:

¢ U=3
¢ V=3
¢ W=14

Bonsiree koanuecTBO pe6ep MTO3BOJIMT 00JIEe TOUHO HAaCTPpOUTb aHMMAIHIO.

Kax BbI y)xe 3HaeTe, ¢ IOMOLIBI0 U3MeHeHus popmbl Lattice MoxkHO yrpaBisth hopmMoit
npumutHBa. Jlo6aBpTe K 00BEKTY €gg_in moaudpukarop Lattice. B ero Hactpoiikax
B mojie Object BeiGepuTe panee 100aBICHHBIN OOBEKT.

Teneps, uTo Bam HY*)HO crenatb. OTMacurradbupyiite oobekt Lattice tak, 4ToObI OH Ha-
YUHAJICS OT CKOPJIYIHI, a 3aKaHYUBAJICS Y MMOBEPXHOCTH CKOBOPOJBL. B pexume penakTu-
poBaHus U3MeHUTE (HOpMy OOBEKTa TaK, YTOOBI OH BBHITJISIZIENI CBOCOOPA3HBIM TyHHENEM
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C pacIIMpeHUEM BHaJajie W B KOHIE. [l TOYHOM MOJACTPOMKH Ie(opMaii Bbl MOXKETE
nepensurath €gg_in mo ocu Z W KOPPEKTHpOBaTh ero ¢opmy ¢ momormipio Lattice
(puc. 5.88).

Puc. 5.88. NpumepHas cdopma Lattice

ITopa paccraBiath kimoun s egg_in. IlepemecTrTe aHUMAIMOHHBIA KYypcop B OKHE
Timeline na mosunuio 1. YcranoBute siiio B BepxHel Touke. Haxmute kinapuiry <I>
JUTS BBI30Ba aHMMAIMOHHOTO MEHIO, a B HeM BhIOepuTe yHKT Location. Ycranosure ak-
TUBHBIM KaJpoM 25, mepeMecTHTe OOBEKT Ha HU3IIYI0 TO3MIUI0 U J00aBbTE BTOPOM
kimou Location. TTonpoOyiite mpourpaTh aHMMAITHIO [T IPOBEpKH (puc. 5.89).

Bo03M0OHO, aHUMaIKsS B CIIeHE OYIeT BRITIAACTh HECHHXPOHU3UPOBAHHOMN MITH CAMIITKOM
MeIeHHOM. DTo MoxkHo ucnpasuts B NLA Editor.

[Mepeiinure B packiaaaky okon Animation. Otkpoiite okao NLA Editor Bmecto sr060ro
apyroro. IlenKHUTe MBIIIBIO O KPYIJIOW KHOMKE PSIIOM C KaKIbIM HAa3BaAHHEM aHHMa-
uuu Ui BrimoueHus: pexxuma NLA. BoT Temeph BbI MOXETE CMENO KOPPEKTHPOBATH
aHUMAIIMIO Ha cBOit BKyC (puc. 5.90).

Koneuno, ¢ nomomsio Lattice ymnanochk m00UThCS BecbMa rpy0Oi aHUMAIMH BIKCHUS
KUAKOCTH. Tak Kak CONMEpKUMOE sIifIia IOCTaTOYHO BS3KOE 110 KOHCHCTEHITUH, TO B 3TOM
ciiydae ucrosb3oBanue Lattice onpasmanHo, a BOT CMOJIEMPOBATh BOIY TaK YKE€ HE IMO-
ayautcs. JIas 3Toro nmpuaeTcs Mcnoib3oBaTh (Gusuky Blender, HO 3T0 yke TeMa apyroi
IJIaBhI.



278 naea 5

Puc. 5.89. Bug cueHbl B kagpe 25

- NlaTrack

Puc. 5.90. Hactpoiika NLA Editor



I -

rMABA © S

dusuka

Bce uro Hac okpyKaeT, MOAYMHSETCS Pa3IMYHBIM (QU3MUECKUM 3aKOHAM: POIHUK, ObIO-
M U3 3eMJIN; OTOHb, MTBUIAIOIINH B MEYH; MBUIMHKA, TAHITyIOIIas B Bo3ayxe. M eciu BB
XOTHUTE CO3/IaTh AEHCTBUTENHHO PEabHBIA MUD, TO 0€3 NCIONB30BaHus (GU3NKH HE 000H-
THUCB.

Koneuno, maHOTOE MOXHO caenats B Blender 6e3 yqactus pr3nueckux 3aKOHOB, 3aMEHSS
WX TOJCOOHBIMHU CpelCTBaMu. Tak, HampuMep, MPaKTUIECKUN YPOK MPEabIAyIIeH TIIaBbl
MPOJIEMOHCTPUPOBAIT UCTIOIB30BaHUe Monudukatopa Lattice mis umMuTanuu IBIKCHUS
xuakocTd. Ho Kyzma peamucTudHee STOT K€ NMpHUMeEp BBITISAAEN OBl ¢ MCHOJIIB30BaHHEM
¢uzuku Blender.

Ho 3a Bce HyxHO pacmiaunBaTbes. Vcnonb3ys (Gu3uKy, Bbl NOIy4YUTe KAUECTBEHHOE I10-
BEJCHUE aHMMAalMu B ymepO MPOM3BOAUTENBHOCTH. Bpems oOpaboTku maxe MpOCTOi
CIICHBI MOXET OBITh OY€Hb JJUTEIBHBIM, M €CITH €CTh BO3MOKHOCTh MTOJMEHBI PEaTbHON
(u3MKN IpyTUMH CPEeICTBaMH, TO, BEPOATHO, JYUIE STUM BOCIIOIB30BATECSL.

EcTh 1 emie onquH MuHyC HCIoyib3oBaHus pu3uku. Kak npaBuio, HaCTPONKH 3TUX (PyHK-
Ui OYEHBb CJIOXKHBI M OOIIMPHBI. Majeiias HETOYHOCTh MPUBEACT K HEIPABHILHOMY
pe3yabTaty. [loaTOMy mpoyTuTe 3Ty IJ1aBy BHUMATEIBHO, IOBTOPSISI BCE MPUMEPHI HA
MPaKTHUKE.

6.1. ®usnyecknn mup Blender

JIrobas ¢usndeckast QyHKIHS B IPOrpaMMe MOAYHHSCTCS TPaBUTAINH, KOTOPAsi OMHCHI-
BaeTcs B 3aKOHE BceMHUpHOTO TaroTeHuss Hetotona. He Oynem BnaBatkest B nebpu dyH-
JaMeHTabHON (Gu3nku. BaxkHO 3HATH, YTO YCKOPEHHE NPUTSIKEHHS MPEIMETOB K 3emMile
B peaJbHOM MHUpe paBHO 9.8 M/c. D10 ke 3HadeHue ycTaHoBieHO B Blender mo ymo:n-
YaHUIO.

B kxauecTBe OCH NPUTSDKEHUS HCIIONB3YeTCs Z, T. €. 00BEKT ¢ BKIIOYCHHOU (pu3ukoil Oy-
JeT majgath BHU3 1o ocu. OqHako MHorue QpyHKiuu Blender nmerot cBoe 3HadeHue rpa-
BUTAILIMHU, KOTOPOE SIBISIETCS OTHOCUTENBLHBIM TI0 OTHOIICHHIO K TIobambHOMY. B cBoro
o4epeab r00aIbHBIA MapaMeTp MOKHO W3MEHHUTh Ha MaHenu Scene okua Properties
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(puc. 6.1). M3meneHue sTOro mapamerpa OyAeT KacaThCs BCEX JIOKalbHBIX Gravity
B CIIEHE, II03TOMY KOPPEKTUPYHTE €TO C OCTOPOKHOCTHIO.

Omnueckuii mup Blender obmmpen. Bel MoxkeTe ¢ ero moMoIb0 UMHUTAPOBATh JIBUXKE-
HUE KUIKOCTEH, TOpEeHNe OTH, AbIM, B3PbIBEI U MHOTOE npyroe. Bee addexTs pazouts
[0 TeMAaTHYCCKUM IpyIrnaM B okHe Properties. OcCHOBHbIC HACTPONKU CKOHIICHTPHPOBA-
Hbl Ha maHenn Physics (Pusuka) (puc. 6.2).

Puc. 6.1. [nobanbHasi nepemeHHas Gravity Puc. 6.2. Naxenb Physics okHa Properties

¢ Force Field (CunoBsie mosst). 3aech CKOHLEHTPUPOBAHbI (YHKINH, OKa3bIBAIOIIHE
JAMHAMAYHOE BO3JCHUCTBHE HA OCTaNbHBIC (hr3nuecKie 00beKThl. K mpumepy, ¢ ux mo-
MOIIIBIO MOKHO HMHTHPOBATh JIyHOBCHHE BETpA.

4 Collision (CronkHoBenue). Hactpoiiku moBefeHHs 00BEKTOB MPU B3aUMOJICHCTBHU
apyr ¢ npyrom. Hampumep, kakum oOpa3om Oymet BecTr ce0st TKaHb, MOJOKCHHAs Ha
00b1uHbIi Mesh-00bekT.

¢ Soft Body (Msarkue Tena). DTOT MHCTPYMEHT MOXHO WCITOJIB30BATEH IS CO3TaHUS
TKaHel, Bojoc, npykuH. OH MPEKpPacHO B3aUMOJCHCTBYET C MOJSIMH U CTOJKHOBE-
HUSIMH, TO3TOMY ONTUMAIbHO MOJXOAUT K WMHTAIMH pPACKAUYMBaHHS 4Yero-Imoo,
HarmpumMep Quiara.

¢ Cloth (Tkans). CroenuaiabHble HACTPOHKH, ONTHMAIBHBIC IS CO3MaHHS OJCHKIBL.
HmeroTcs 3aroTOBKM pa3inyHBIX TKaHeld. KoHeuHo, UIS 3TOro MOXKHO MCIOJIB30BaTh
Soft Body, o Cloth npexnoutuTenbHei.

¢ Fluid (OKunkocts). 31ech Bbl HaiineTe oOMIMpPHBIC HACTPOWUKH ISl UMUTALUH JKUIKO-
creid. C MOMOIIBIO0 TaHHOTO MHCTPYMEHTAa MOXKHO C JIETKOCTBIO CO3/1aTh: CTPYHKY BO-
b1, JIBIOIIEHCS U3 KpaHa; BOASHbIC OPBI3TH; TAIOIIUH JIe]l © MHOTOE IPYroe.

¢ Smoke ([IpiM). IHCTPYMEHT /11 UMHUTAIIMHU {bIMa, HAIPHMED OT KOCTpA.

¢ Dynamic Paint (dunamu4nas Kpacka). YHHUKaJIbHbBIH HHCTPYMEHT, MO3BOJISIOIIHIA
co3/1aBaTh AWMHAMHUYHBIEC JACTAlIM, TAKUE KaK CJIeJ KPacKd OT Ma3Ka KUCTBIO 10 CTEHE,
clie/ibl OT LIMH B IIBUIH, OTIEYATKH CaIlor B CHETY, psi0b Ha BOJE.

Ectb u ere onna nmanens Gpuznku B okHe Properties, koropas Hocur HaszBauue Particles
(Hacturen) (puc. 6.3).

C HUX MBI ¥ HAYHEM TIOCTUTaTh CTOJIb CIOXKHBIN M TpekpacHbid Mup (usuku Blender.
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Emitter

Puc. 6.3. Hactponku Particles B okHe Properties

6.2. Co3paHue N HacTpoMKa YyacTuy,

Yactumpr (Particles) mpeacraBisitor co00if MHOXECTBO MEIKHX OOBEKTOB, TMOXYHUHSIFO-
nmxcst pusmdeckuM 3akoHaM. OHH TIPEKPAcHO MOTYT B3aUMOJCHCTBOBATh C JPYTUMH
cucremamu Qusuku Blender. C mOMOIIBIO YacTHI] MOXHO CO3/laBaTh KaK JHUHAMUYHBIC
OOBEKTHI, TaK W cTaTHuyHble. Hampumep: ¢QeliepBepk, OroHb, IbIM, (DOHTAH, BOJIOCHI,
IepCTh, MEX H T. 1.

Jnst Toro 4ToOBl YacTUIBI MOTIH (YHKIIMOHUPOBATh, M HYKEH POJUTEIBCKHNA OOBEKT,
KOTOpBIA Ha3piBaloT smutTepoM (Emitter). B kadecTBe sMUTTEpa MOTYT CIYXKUTh MPH-
muTHBb Mesh.

Co3nath 4acTuilsl 0O4eHb Jierko. HyxHo Beimenuth Mesh B ciieHe, mepeiiti Ha TaHelb
Particles oxua Properties (cm. puc. 6.3) 1 HaxaTh KHOIKY C IUTFOCOM. DTO JeiCTBHE
CO3/1aCT HOBYIO cHcTeMy JacTuil. K oqHOMY U TOMY k€ 0OBEKTY MOXKET OBITh IPHUCOEIH-
HEHO Cpa3y HECKOJBKO CHCTEM YacTHI] C Pa3HbIMU HacTpolikamu. Hampumep, ams cosna-
HUS OTHS TIOHAI00SITCS YaCTUIIBI, MMUTHPYIOIINE TIaMSl, U 9aCTHUIIBI, CO3AIOIIHE IBHIM.

[MompoOyiite 106aBUTH YaCTUIBI K KyOy, KOTOPBIH conepxkutcs B cueHe Blender. Yike mo
YMOJTYaHHIO OHU HACTPOCHBI Ha HEMPEPHIBHYIO TCHEPAIMIO U T1aJIeHHE BHH3 I10J] CHUIION
TsbKecTH (puc. 6.4).

YacTuisl MOTYT OBITh CTATHYHBIMU U TUHAMHYHBIMU. [IepekIroueHne PEeKUMOB I'eHepa-
UK OCYILECTBIIsIETCS B MeHIo Type (puc. 6.5).

Cratnunble (MyHKT MeHIO Hair) onTuManbHO MOAXOMAT ISl CO3IaHus BOJIOC, MeXa, Tpa-
Bbl. ClI0BO '"cTaTHuHble" HE 3HAYUT, YTO OHU HE MOTYT JABUTAThCSA. Hampumep, BOJIOCH
MMEIOT OJTMHAKOBYIO JJIMHY, HO CIOCOOHBI IIEBENUTHCS MO BO3IEHCTBHEM BETpA.

Junamuunsie (myHKT MeHo Emitter), Hao6opor, y)ke M3HaYaIbHO YIaCTBYIOT B aHUMA-
mu. C X TIOMOIIBI0 MOYKHO CO3aBaTh OOBEKTHI, MEHSFOIIHE CBOKO POPMY CO BpEeMEHEM:
JIOXK]b, CHET, OT'OHb, JBIM, B3PBIBBL. DTOT THUI SIBJSICTCS] AKTUBHBIM 110 YMOJIYAHHIO.

B 3aBHCHMOCTH OT BBIOPAaHHOTO THIA H3MEHSIOTCSA BCE MOCIEAYIOUIME HACTPONKH
Particle. Cuauana paccMOTpuM pabOTy ¢ TUHAMHYHBIMH YaCTHUI[AMH.

Camplii TTIaBHBI TapaMeTp, TOYHEEe TPyIma omiwmid, — 3710 Emission (Mznyuenue).
VIMeHHO 3/1eCh BBIMOJNHACTCS HauallbHAasl HACTPOiiKa reHeparopa yactuil (puc. 6.6).
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Puc. 6.4. FeHepauysi 4acTuL, MO yMOMYaHUio

4 Start:1.000 ¢  Lifetime: 50.000

Vert Volume

+' Random + Even Distribution

Bandom Grid

4 Particles/Face: 0 * \:1.000
Puc. 6.5. Mmo6anbHble HacTpolk1 Puc. 6.6. 3aknagka Emission —
CUCTEMbI YacTuL, HacTpoika reHepaTopa

CucrteMa TUHAMWUYHBIX YaCTHUIl MOXET (PYHKIIMOHUPOBATH TOJIBKO OMpPENEIEHHOE BpeMs,
KOTOpO€ ycTaHaBiuBaeTcs B mapamerpax Start (Hauano) u End (Koner). ITo ymomua-
HHIO TaM YCTAHOBJICHBI 3HAUEHHS aHUMAIIIH CLIEHBI B IIETIOM.

[lepeBeanTe aHMMAIMOHHBIA Kypcop Ha HyJeBOH Kaap U HaxkxMuTe <Alt>+<A>. Bbl yBU-
JUTE, YTO YacTUIbl HAYMHAIOT T€HEPUPOBAThCS IOCTENEHHO. B HEKOTOPBIX Cilydyasix 3TO
MIpUEMJIEMO, HAIlpUMeEp CIeHa BKIIOYeHMs ayma. Ecnu BaM moHanoOUTCs M3HAYaIbHO
ITOJIHBIM MOTOK YaCTHIl, TO CABMHBTE 3HaUCHHUE MapameTpa Start Ha HECKOJIBKO KaJpoB
Ha3aza. Tak 1Jis ceHsl 10 YMOJTYaHHIO BBl MOXeTe ykazaTh "—50".

Ecnu BB oTheneTe OT Ky0a HECKOJIBKO Jajbllle, TO YBUAMWTE, YTO JBHKCHHUE YacTHI] 00-
PBIBaETCSL B HEKOTOPOH TOUKE U AAJBLIE OHU MPOCTO HCUe3aroT. Bo3HUKAET olylieHue,
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YTO MMOTOK PE3aHYIIM OCTPHIM HOKOM. 3/1€Ch JEHCTBYET €IlIe OJHO OYCHBb BaXKHOE CBOWCT-
BO vacTHil — 310 Bpemst ku3uu (Lifetime). Ha puc. 6.6 mone Lifetime comepskur 3uaue-
are 50. DTo 3HAYUT, YTO KaXKJas MCITyCKaeMasl YacTHIa )UBET poBHO 50 kampoB. A Tak
KaK 4aCTHIIbI TIPOXOJIAT 332 OTBEICHHOE BPEMsI )KM3HHU OJTHO U TO K€ PACCTOSIHUE, TO H MO-
ayqaetcst 3 PEeKT pe3Koro oOphIBa.

Ho ects emnie ouH napaMeTp peryimpoBaHus BpeMeHu sku3Hu — 310 Random (Cuyyaii-
He1it). [o ymMomuanuio oH BBIKIIIOYEH U coaepkuT 0. MI3MeHuTe ero B O0JBIIYIO CTOPOHY,
9TOOBI BapbHPOBATEH CIIYIAWHBIM 00pa3oM BpeMs KU3HHM Kakmoi dactuilbl. [lonmpoOyiite
ycTaHoBUTH B mosie Random 3nauenue 1 u mpourpaTh annMmanuio. Bot Tenepp ucuesa-
HUe JacTul OyIeT KpaliHe HepaBHOMEPHBIM.

3TO BAXHO!

HacTtpaunBas yacTuupbl, NPUXOQUTCS YacTo NPOBEPATbL UX B AENCTBMU MyTEM 3anycka aHuMa-
uun. XKenatenbHO YCTaHOBUTb MEPBbIM aKTUBHLIM KagpoM B aHUMauuW 3Ha4YeHwe nonsi
Start, xoTs1 66l BpemMeHHo. [leno B TOM, 4YTO €Cnv NpourpbiBaHME aHMMauuu HadvHaeTcd
C TOro Xe Kajpa, YTo M 3anyck yactuy, To Blender aBTomatuyeckm cbpacbiBaeT No HOBOWA
reHepaTop yacTuu. B npoTMBHOM crnyyae Bbl, BO3MOXHO, HE yBMAUTE pesynbTarta OT CBOMX
MaHUMyNAUMIA C HAaCTPOMKaMM YacTuLl.

IMoe Number (Ywucio) ykaspiBaeT, CKOJIbKO YacTHI] OyIeT CO3IaHO B COOTBETCTBUHU
¢ mapamerpamu Start u End. Byasre oCTOpOXHBI ¢ HAM, U3JHUIIHE OOJBIIOEC 3HAUCHHE
MPHUBEACT K MEJIEHHOH paboTe CHCTEMBI.

Ha 3akmaake Emission npucyrctByer eme ogna rpymnma Emit From (Mzmay4ats u3), Ko-
TOpasi OTBETCTBEHHA 32 BBIOOP MCTOYHHUKOB TeHeparuu. J[e10 B TOM, Y4TO YaCTHI[Bl MOTYT
UCITyCKAThCsl Pa3HBIMH YacTIMH 00bekTa. [10 YMOIYaHUIO AIMUTTEPAMH SIBISIFOTCS TLJIOC-
KOCTHU IIPUMUTHUBA, HO BBl MOKCTEC UCII0JIB30BATh B KAYECTBC I'C€HCPATOPOB BEPIIMNHBI 06'])-
ekTa. 3a 310 oTBeuaroT kHonku Verts (Bepimnsr) u Faces (I'paun) (puc. 6.7).

B 3aBucuMocTH OT BbI6paHHOFO TUIIAa UCTOYHHKA CTAHOBATCA AOCTYIIHBIMU JOIIOJIHU-
TeNbHbIC HACTPOMKH. Tak, U BepIIUH UMeeTcs Bcero oaun mapamerp Random. C ak-
TUBHOM OMNIMEH YacTHIBI TEHEPUPYIOTCS, MPOW3BOIBHO BHIOMpas BEpIIMHBI O0BEKTa
B KadecTBe 3MUTTepoB. Eciam oTkimounTh mapamerp Random, To reHepanusi 4acTwiy
OyzeT MpoUCXOaUTh MOOYEPEIHO U3 KaXKI0H BEPLIMHBL.

CoBcem Jpyroii o0beM HACTpPOEK IOSBUTCS, €CIM BHIOpaTh THI HCTOYHMKA Faces
(cm. puc. 6.6). PaccMoTpuM 311 onmuu.

¢ Random (Cny4aiiHblii). AHaJTOTHYHO TaKOH e OILHUHU, KaK U B ciiydae ¢ Verts.

¢ Even Distribution (Pacnpenenenue). BriounTe 3Ty OMIUIO, €CIU XOTHTE, YTOOBI
MHTEHCHBHOCTB UCITYCKAHUS YaCTHI[ 3aBUCENIA OT pa3Mepa KOHKPETHOH MIIOCKOCTH.

¢ Kuonku Jittered, Random, Grid mo3BosioT TOMOTHUTEIBHO HACTPOUTH SMUTTEPHI
00BEKTA.

o Jittered ([Ipokanue). BxiaroueHo 1Mo yMoyaHWIO. YKa3bIBacT, KakKuM 00paszom
KaKJas MI0CKOCTh OyIeT UCIyCcKaTh YacTuIbl. MiMeeTcs Ba mapameTpa:

@ Particles/Face — oTBeuacr 3a KOJIHYECTBO MCTOYHUKOB HA OIHOM IUIOCKOCTH,
YCTaHOBKA 3HAYCHHUS B HOJIb BKJIIOYAET ABTOMATHUYECKOE OIPE/ICIICHHE;

o Jittering Amount (3xaueHue IposkaHus) — Ka4eCTBO CMEIICHHUS.
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Puc. 6.7. 3neck BepLUMHbI SBNAOTCA AMUTTEPaMU

e Random (Cnyuaiinbiit). IcTOUHMKH ONpPEACNSIOTCS CiIydaiHbIM criocooom. Jlo-
MOJIHUTCIIbHBIX HACTPOCK HET.

e Grid (Cerka). [ToaHroHsl pacCMaTpUBAIOTCS B BUIE CETKH. DTO MO3BOJISACT TOIY-
9aTh HHTEpECHbIC P QeKTr TeHepanun. [1o yMomdanuio ceTka npsMoyroyibHas, HO
¢ nomolpto onuun Hexagonal ee MOXHO caeaTh MECTHYTOIBHOM.

3aknagka Cache (Kemr) mpennasHaueHa Uit CO3MaHUS U HCIOJIB30BAHUS 3apaHee pac-
CUMTAHHBIX 4acTHl. [lo yMonuaHWMIO YacTHIBI T€HEPHPYIOTCS B pPEalbHOM BPEMEHH.
Cache no3BossieT coxpaHaTh pe3ynbTaThl TEHEPAIMH B TTAMATH KOMITBIOTEpA WITH Ha JKe-
CTKOM JTUCKE — 3TO 3HAYUTEIHbHO SKOHOMUT BpeMs IIPU MPOCUETE BCEH CIIEHBI.

Ecau 1o aToro Mel paccMaTpuBaiy, Kak CO34aBaTh YacCTHULBI, TO IIPHUIIIO BpeMs Pas3o-
OpaTbcsl, Kak IMH YIIPABISATh M YTO OHH JOJDKHBI J1enaTh. [1o yMOIYaHUIO YacTHIIBI TIPO-
CTO ochImaroTcs 1no ocu Z. Pasymeercs, Blender umeer cpencta s ynpaBieHUs IBH-
JKEHHEM YacTHIl, U OHH OUYCHb OOIINPHBIE.

Sakmanka Velocity (CkopocTh) COMEp)KHT MapaMerpbl, OTBEYAIOIINE 33 HAIpaBICHHE
JBWOKEHUS yacTull (puc. 6.8).

I'pynma Emitter Geometry (I'eomeTpusi u3iaydaTess) MO3BOJISET 3a71aTh HAYaIbHYIO
CKOPOCTh TeHepaluH. 3/iech Bcero aBa KioveBbix mapamerpa: Normal (Hopmaibe) u
Tangent (Taurenc). B nepBoM ciy4ae 4acTUIbl OyayT IBUTAaThCS BIOJb HOpMaJeH rpa-
Heil. YBenuuenue 3Hauenust B Normal mpusezet k 6osiee BbICOKOit ckopoctH (puc. 6.9).
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(« Normal: 1.000 ) 0.000

[+ Tangent:0.00 " | ¥: 0.000
000 0.000

0.000 Random: 0.000

Puc. 6.8. HacTtponku asmkeHus

Puc. 6.9. Ncnonb3ayinte Normal anst nonyyeHusi acpcbekta hoHTaHa

Bo BTOpOoM cnydae ucmyckaHue yactull OydeT MPOU3BOIUTHCA MO YIJIOM, IPUYEM Ha-
KJIOH MO’KHO perynpoBaTh onmueii Rot.

I'pynna Emitter Object (M3my4aTenb) no3BOMIseT BHIOPATh HAIIPABICHHE BIKEHHUS BCEX
YaCTHIl, BHE 3aBHCHMOCTH OT PACIOJIOKCHUSI UCTOYHHKOB. JIJIsi 9TOrO0 MMEKOTCS CTaH-
nmaptabeie ot XY Z (puc. 6.10). Vcmons3yiiTe Bcriomorarenbaoe mone Random, aroosr
BHECTHU Pa3HOOOpa3ue B JIBIKCHHE YACTHIL.

Baxmaaka Rotation (Bpartenue) coaepKuT mapaMeTpsl I YIPABIEHUS poTalueii Jac-
tur (puc. 6.11).

I'pymma Rotation AXxis (Ocu BpaineHwust) O3BOISET BBIOPATh U3 MEHIO OCh BpAIlECHS
KaKI0M 4acTHIBI OTHOCHTENbHO KoopauHathl X. Omus Phase (®aza) orBeuaer 3a Ha-
YaJIbHBINA yroj MOBOpOTa. Bel MOskeTe mMcmonb3oBaTh Random st mobaBiieHus Cirydaii-
HOCTH BBIOOPKH.
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Puc. 6.10. 3gecb YacTuvubl ABUraloTCs BAOMb NOMOXUTENbHOM ocu Z

- A
Vel ty s IBsE! aoo

at=laln AR X Tulw (w] LU

0

i ~ RTINS

Puc. 6.11. HacTpovikv BpaLleHus

I'pynna Angular Velocity (YrioBasi ckopocTh) COAEPKHUT HACTPOHKH CKOPOCTH Bpalle-

HUS YacTull. B MeHIO TpH MyHKTa:

¢ None (Hu ogHoro) — BpaiueHus He OynerT;

4 Spin (BpameHue) — CKOpPOCTh BpaIlICHHs YCTAHABIMBACTCS PSIOM HAXOMSIIAMCS
oJieMm;

¢ Random (CryuaiiHbli) — reHepupyeTcsi Clay4aitHblii BEKTOP.

Ouens muTepecHa omusas Dynamic (JIunamuka). ITo yMoI4aHHIO OHA OTKJIIOYEHA, HO
€CIIi ee aKTHBHPOBATh, TO YACTHIBI OYyAyT B3aMMOJACHCTBOBATH Mexay coboi. OHa He
BIIUSIET HAa HaYaJbHOE TIOJIOKEHHE AJIEMEHTOB, a BOT YIJIOBas CKOPOCTh U BEKTOpP OYAyT
3aBHCETh OT CTOJKHOBEHHS YaCTHII.
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3TO0 BAXHO!

He nytaiite atu age rpynnbl! Rotation Axes oTBeyaeT 3a TO, MOJ KaKUM YrioM YacTuubl
OynyT reHepupoBaTbcs, a Angular Velocity ycTaHaBnuBaeT pJanbHelillee BpalleHue
Yyactuu,

Crenyromast 3akiaaka PhysicS mo3Bossier BbIOpaTh aqropuTM, KOTOpPBIA OyaeT ympas-
JISITh TIOBEICHHEeM JacTuil (puc. 6.12).

No Fluid

© smo0s0
Randorn Size: 0.000
jan: 0. r

Micort :
4

Damp: 0.000

Puc. 6.12. ®dusmka yactuy,

OueHb CcnoXHasi ¥ HACHILIEHHAs TpyIna onuuMi yactul. PaccMarpuBaTh Bce UX IIPOCTO
Herenecoo0pa3Ho. B nanpHeieM HEKOTOpbIE U3 HUX OyAYT pacCMOTPEHBI HA IpaKTHYe-
CKUX IpuMepax. A MoKa KOCHEMCS TTIaBHBIX 0COOEHHOCTEH.

I'pynna KHOIOK 1O3BOJISIET BEIOPATH IIIABHBINA alrOpUTM (PU3HMKM YACTHIL:

4 None (Hu onmHoro) — ¢u3uka ABWKECHHUS MOTHOCTBIO OTCYTCTBYET M TPOUCXOIUT
TOJIBKO T'€HEePaLHsl YaCTHLI;

¢ Newtonian (Hpl0TOHOB) — KHOIKA aKTHBHA IO yMOJYaHWIO. J[BM)KEHHE YaCTHI[
OCYIIECTBIISIETCS B COOTBETCTBHHU C (PU3NIESCKIUMH 3aKOHAMH;

¢ Keyed (Kiroueast) — TeKyIlas CHCTEMa YacTHIl OyIeT B3aUMOAECHCTBOBATh C IPYTH-
MU CHCTEMaMH, 4TO MO3BOJISET CO3AaBaTh IETIOYKH JEHCTBUNA. DTO MOAOHAET, K TIPH-
Mepy, IJIs aHUMAIUH IBUKSHHUS BOJIOKOH B TKAaIIKOM CTaHKE;

¢ Boids (Mmuranust) — H03BOJISIET CO3[aBaTh CBOCTO POJa UCKYCCTBEHHBIH MHTEIUICKT,
KOTOPBIH XapakTepeH AJIsl IPYINOBOro noseaeHus. Hampumep, ¢ ero moMomso Mox-
HO aHUMHUPOBATh CTAIO MTHL, PHIOHBIN KOCSIK WM POl IMIe;

¢ Fluid OKuakocTs) — uMeeT HaCTPOMKM /il TeHEepalMy IBIKCHHSI YACTHIl 10 3aKO-
HaM >KHJIKOCTEH.

BHe 3aBHCHMOCTH OT BBIOpAaHHOTrO anroputMma 3aknaaka Physics mmeer oOmue Ha-
CTPOMKU:

4 Size (Pa3mep) — pa3mep yacTwi,

¢ Random Size (Cayuaiinslii pa3mep) — BapHuaius pa3Mepa OTHOCHTEIBHO YKa3aHHOTO
B none Size;

4 Mass (Macca) — Bec 4acTuIl. DTOT TapaMeTp UMEIOT BCe aNropuTMsbl, Kpome None;
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¢ Multiply mass (MHoxecTBeHHasi Macca) — HM3MEHEHHE Beca YacCTHIIbI MPOUCXOIHUT
B COOTBETCTBHH C €€ pasMepamu. IIpw 3TOM OepeTcsi 3a ITAJOH 3HAYEHHE OIIHH
Mass.

Cucrema gacTur] uMeeT OOJIbIIOE KOJIHMYECTBO HEPACCMOTPEHHBIX HacTpoek. C HEKOTO-
PBIMH M3 HHX BBl I03HAKOMUTECH B OCTAIBHBIX pa3/iesiaX KHHUTH, @ YTO-TO MPHICTCS UC-
KaTh B ourmansHOi nokyMeHTanuu Blender, Ho riaBHas 4acTh reHepalvy U TIOBEICHUS
OCBeIleHa. TeM He MeHee XOTeNOoCh OBl BKpATIe OCTAHOBUTHCS €IIe Ha JBYX 4acTO HC-
nosb3yeMbIX rpymmax omimii — 310 Display (Qkpan) u Render (Penaep, O6paboTka)
(puc. 6.13).

~ Emitter

Mone Halo Line Object Group Billboard

Mone Point Circle Cross

Material

Puc. 6.13. Hactpovikvn Busyanusauum 4yactuy,

Baxnaaka Display (DxpaH) mo3BoseT HACTPOUTH BHEITHUI BUL dacTHIl B okHe 3D View.
D10 He OyJeT BIMATH Ha Pe3yNIbTAaT peHIepa, a CIYKUT JIHIIb BCIOMOTaTeIbHBIM CPEICT-
BoM KoHTpossi. Tak rpymma kaomok None (Hu omuoro), Rendered (O6pabGoranHbIit),
Point (Touka), Circle (OkpyxHocts), Cross (Kpect), Axis (Ocu) mo3BossieT BbIOpaTh
BHEIIIHUI BUJ| YaCTHUIl OT HYJIEBOTO (MX BOOOIIE HE BUIHO B OKHE) JO Pe3yJIbTATHBHOTO
(xkaomka Rendered mokakeT 4acTHIBI TaK, KaK OHH OYAyT BBITJISLICTH MOCIE PEHIEPA).
Kpome Toro, MoxHo ncronb3oBarh onmuu Size (Pasmep), Velocity (Ckopocts), Number
(Uucno), KOTOpbIE, COOTBETCTBEHHO, BHIBEIYT JIOMIOTHUTEIBHYIO HHQOPMAIIHIO K KaX[0-
My DIIEMEHTY CHCTEMBI O €€ pa3Mepe, HalpaBicHuN U HoMepy (puc. 6.14).

Baxmaaka Render (O6paboTka) oTBeyaeT 3a BHEIIHUI BHJ YACTHI[ IIPH OKOHYATEIHHOM
BU3yaJn3aluu cieHbl. [1o yMom4anuio 00beKT-3MHUTTEp OyIeT MPUCYTCTBOBATh B PEHIIC-
pe KapTHHKH, HO MO’KHO OTKJIFOYHTH €r0 ¢ MOMOIIIbIo oniuu Emitter.
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Puc. 6.14. PesynbTaT BkntoyeHus Size, Velocity, Number

A BOT C MOMOIIBI0 MMEIOMIEHCS TPYMITHI KHOTIOK B JaHHOM 3aKJIaJKe MOYKHO BBIOPATb,
4710 OyJIeT MPUCBOCHO KAXKIOH yacThile npu oopadboTke. [1o ymMonuaHuio peHaep 4acTuil
Oymer ocymiecTBiIAThC B Buae Halo, Ho MOKHO yCTaHOBUTE Apyro# o0nekT. PaccMoT-
PUM, KaK 3TO MOKHO CHIEJaTh.

Jlo6aBbTe B crieHy 00bIuHyIO chepy. OTKimounTe om0 Emitter, uto6s1 BEIBOI Kyba He
Mmeman npocmotpy. Haxxmure kHonky Object B Hactpoiikax Render (puc. 6.15).

(« Material:l ) Paremt [(d |

MNone Halo Line Path Group Billboard

Puc. 6.15. Hactpowikun Object

IMosuBmieecs mostie Dupli Object mo3BossieT BEIOpaTh U3 CIMCKa JIF000H 0OBEKT B CIie-
He. Beibepure chepy. Yceranosute napametp Size (Pasmep) pasubim 0.5, a Random Size

(Cnyuaiinsrii pazmep) paBasiM 0.584. Haxkmure knaBumry <F12> nis penaepa KapTHHKA
(puc. 6.16).
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Puc. 6.16. MprMnTMB Ccdepbl UCMONb3YEeTCH Kak 3TanoH ANs YacTul

6.3. MogenupoBaHue BOfiocC U mexa

CucTeMBl YaCTHIl ONTUMAJIBHO MOAXOAT Ui CO3JaHUs OOJIBIIOTO KOJTUYECTBA MEJIKHX
neTaneli, Hampumep Iepctd. Mano toro, Blender mpemiaraer creluaibHBIA PEKAM
rerepanuu yactuil Hair (Bomockr), KOTOPEIH IMEET COOTBETCTBYIOIINE HACTPOUKH.

Paccmotpum paboty ¢ Hair na nmpocrom npumepe. [ob6aBbte cdepy B ciieHy. Ona Oyaer
CIIYXHUTB dSMUTTEPOM it yacTull. Co3aiTe Ui Hee CUCTEMY YacTHII, Ha)KaB KHOMKY "+
Ha nadenu Particles.

Bribepure B Mento Type myHkT Hair (cMm. puc. 6.5). BHemnuii BUa U OBEICHUE YaCTHI]
TyT ke m3MeHutcs. [lepBoe, yTo OpocaeTcs B Iia3a, — 3TO HEpaOOTAIOIIAs aHUMAIIHSL.
Bce mpaBuibHO, BeAb y JaHHOTO THHa 4acTull Her moseit Start, End wmu Lifetime
(puc. 6.17).

3ato nosiBuiicst HOBBIN mapamerp Hair Length ([muna Bosoc). CoGCTBEHHO TOBOpS, OH
W OTBEYAET 3a JUTMHY YacTHIl. TOJBKO MMeEIoIeecs: 3Ha9YeHNe M0 YMOTYaHUIO SIBHO CIIHIII-
KoM Ooutbinoe, uamenure ero Ha 0.2 (puc. 6.18).

Puc. 6.17. Hactpoviku reHepaumu YacTuy B pexume Hair
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Puc. 6.18. YacTuubl C yMEHbLUEHHOW ONMHON

Ecnu BeI OmIpoOyeTe 00paboTaTh CIIeHy Tak, Kak OHa €CTh, TO MOIyYHUTE HEUTO MOXO0KEee
Ha CBEPHYBIIETOCS] MAIOCTh OOJIBICEBIIETO €ka. KOHEYHO, MOYKHO YBEIMUUTH KOJIMYECT-
Bo uactuil B osie Number, Ho ecTh BapHaHT MOM3SIIHEH — 3TO KCHOJIB30BAHHE BTO-
puunbix gactui (Children).

PaccmoTpum ocobernHocTr ucnons3oBanus Children-gacruir.
¢ BropuyHbIe YaCTHIIBI HACTIEIYIOT BCE MIPU3HAKU, MATEPHAIIBI CBOETO POJUTEIS.

¢ Jlns Busyanusaiuu Children ve tpeOyercs nepepacuera pU3HMKH, T. K. OHU OCHOBAHBI
Ha POJHUTEIbCKUX YaCTUIIAX.

4 B nononHeHre K OCHOBHBIM DIIEMEHTaM BTOPHYHBIE MOTYT NIPUOABUTH CBOM HACTPOU-
KH, 9TO TI03BOJISIET MTOTy4aTh HHTEPECHBIE d((EKTHI.

B wnactpoiikax Particles mmeercs 3akmamka, koropas Tak W HaswsiBaetcs Children
(puc. 6.19). ITo ymomuanuio 3Ta GYHKIMS OTKJIIOUYEHA (aKTHBHA KHOMKa None).

Haxxmure knorky Simple, uto0sl co3aaTh BropuuHbie YacTHils (puc. 6.20).

Ilo pe3ynpTaTy OTYETIMBO BUAHO, YTO YACTHI TOJYYHIIOCH CIMIIKOM MHOTO, M OHH OyK-
BAJIbHO HacllauBalOTCs Apyr Ha apyra. He 6exa, ncnpaBuTh 3TO JIETKO.

B nacrpoiikax Children umeercst nsa mapamerpa: Display (Qxpan) u Render (O6pa6ot-
ka). O06a OTBEYAIOT 3a KOJMYECTBO BTOPHYHBIX YACTHI[ OTHOCHTEIBHO POTHTEIBCKUX.
TosbKo TIepBBIH CIYXKHT ISl BU3yanu3aiuu 4actuil B okae 3D View, a BTopoit — peH-
nepa. YcTaHOBHTE B 000uX mojisix 3HadeHue 20.

Ecnu BB eme pa3 oOpaboTaeTe ClieHy, TO YBHIHMTE, YTO XOTS KOJIMYECTBO IJIEMEHTOB
OBUIO YMEHBILEHO, PE3YNbTaT AajJeK OT MAeaja U BBIMIAIUT CIUIIKOM Ipyo6o. [Ipobiema
3aKJIFOYAETCs B HACTPOIKaxX peHiepa MporpaMMBl.
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MNone Interpolated

4 Render:100 * 0\ ¢ Random:0.000 *

Eﬂ_ Unifc 0.000
0000 J L« szer000 )
«  Seed0

Curl Radial Wave Braid

Puc. 6.19. HacTpoiikn BTOPUYHbIX YacTuy

Puc. 6.20. PesynbTaT peHaepa ¢ ucnons3osaHvem Children

[To ymomyanuto Blender oOpabatbiBaeT MaTepuai 00beKTa (8 3HAYUT, M YACTHII) TaK, KakK
OoH ecTh. Ho pa3paboTyMku TpemrycCMOTpENH CHelUadbHbIe HACTPOHWKH Marepuaia
Strand, koTopble MpeaHa3HaAYCHbI KaK pa3 i BU3yaTH3al[id MeXa HIIH BOJIOC.

Ortkpotite 3akiaaaky Render mamenu Particles m Bxmounte ommmio Strand render
(puc. 6.21).
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Viateri

" Emitter

MNone Object Group

" Strand render

Puc. 6.21. 3aknagka Render gns pexuma Hair

DTO 3aCTaBUT Mporpammy 00pabaThiBaTh YaCTHUIIBI B COOTBETCTBUH C mpaBmiamu Strand
(puc. 6.22).

Puc. 6.22. PesynbTaTt 06paboTku cdepbl ¢ napameTpom Strand

HaBepHoe, BbI yKe JOrafalinch, Kak ¢ MOMOIIBI0 YaCTUI] TEHEPUPOBATH BOJIOCKL. JIeHCT-
BUTEJIBHO, YTO MOXKET OBITh MPOIIE, YBEIUUMIHN [UIHHY 3JIEMEHTOB, TOOABUIIN CMEIICHHE
B mapamerpax Velocity, Rotation, Physics, u Bce roroBo. Ho He TyT-TO OBLIO, XOTS OBI
MOTOMY, YTO THX TPYII B HACTpoiikax Hair ne nmeercs.

B3amen aToro pazpaboTUMK{ MPOTPaMMEI MPEIarafoT BONIMIEOHYI0 BO3MOXKHOCTH TBO-
PHUTh IPUYECKH HEmocpeacTBeHHO B okHe 3D View. Onsrb-Taku pacCMOTPUM CO3IaHuUe
BOJIOC C TIOMOIIBIO HECTIOXKHOTO MPUMEpA.

OmpiTel OyzeM mpoBoauTh Ha mpumuTHBe MONKeEY, KOTOpBIN pachoyiokKeH B TPyIIIe
Mesh mento Add. Co3naiite HOBBIM TIPOEKT, yAaaUTE KyO U 100aBbTE 00E3BAHKY.

Hns ynoOctBa paboTsl TpeOyeTcs 0OBeKT pa3BepHYTh JIMLEBOW 4YacThio K Kamepe. Ha-
’KMUTe KiaBuiry <N> i BBeJuTe 3HaUeHHe 90 /it mapamerpa Rotation X. Jlo6aBbre mst
KpacoThl criaxkuBanue (Smooth) u mogudukarop Subdivision Surface (puc. 6.23).
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Puc. 6.23. MogonkITHLIN 06pasel,

Ecnu ceituac npubaButh K 00beKTy cuctemy Particle, To dacTuibl TOKPOIOT BCIO MO-
€N, YTO COBCEM He HyXHO. Heo0X0aMMO 0TBECTH 4acThb 31eMEHTOB Ha rosoBe Monkey

JUTSL CO37IaHus TPyMIbl. BeigenuTe ux, kak Ha puc. 6.24.

Puc. 6.24. BeigeneHne nonnroHoB Ans rpynbl
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Heo0Oxomumo co3aTh rpymily BEpIIMH O] BBICICHUE. DTO MOKHO CIENIaTh HA TTAHETH
Object Data oxna Properties. Otkpoiite 3aknanky Vertex Groups, HaXMUTE KHOIKY
¢ n300pakeHHeM Iutoca, a 3ateM Assign (puc. 6.25).

Puc. 6.25. Co3gaHwue rpynnbl BepLUWH Puc. 6.26. Vicnonb3oBaHwue rpynn BepLUnH
ans yactuy

Bot Teneps MoxHO 100aBUTH K 00BEKTY cucTeMy dacTuil. ChenaiiTe 3TO M BKIIOYHUTE
pexxum Hair ¢ momornsio merto Type.

Ilo ymom4anuto yacTuipl OyoyT FeHEPHPOBATHCS BCEMU IpaHsiMH 00bekra. UToOBI 3a-
JeCTBOBATH TPYIIY BEPIIMH, OTKpOTE 3aKknanky Vertex Groups B HacTpoiKax cucre-
MBI yacTuil ¥ B niosie Density BeiGepute rpymimy BepiiuH (puc. 6.26).

Ha puc. 6.26 BUAHO, YTO YaCTHIBI MOTYT 3aJ€HCTBOBATh Cpa3y HECKOJBKO TPYII BEp-
MUH. DTO CENaHO AJs MPHUBSA3KH K MMEIOIIMMCS HACTPOIKaM BTOPUYHBIX JJICMEHTOB
Children. Eciau Bbl He X0TUTE, YTOOBI Kakas-HUOYAb IPyIIa y4yacTBOBaja B MPOLECCE
TeHepaIii, TO YCTAHOBHUTE TaJIOYKY B TOJIC HAIPOTHB MMCHHU IPYIIITHL.

Ortkpoiite 3aknaaky Emission u ycranoBurte mmHy uyactuil B moje Hair Length, pas-
nyto 0.5.

Teneps Hy)XHO akTHBHpOBaTh renepaiuio Children. Bxirounte B qaHHOM Tpyrine KHO-
Ky Simple, a B mapamerpax Display u Render BBeaute 3HaueHue 10. B HacTpoiikax
Render akrusupyiite onuuro Strand Render (puc. 6.27).

A BOT Temeph obemannoe BoimedcTBo. Otkpoiite Mmenio Mode oxkuna 3D View, u Bbl
yBuauTe HOBbIN myHKT Particle Mode (Pexum yacTuir) (IPUMHUTHB € YaCTUIIAMH JTOTDKCH
OBITh BBIZIEJICH). DTOT PEKHUM ITO3BOJIAET B PEaIbHOM BPEMEHH € TIOMOIIBIO CHEIHATbHBIX
KHCTEH yNpaBisaTh yKJIAAKOH YacTUI] HA OOBEKTe.

O6parute BHManue Ha manenb 100l Shelf, kotopast comepkuT Bce HEOOXOUMbIE HHCT-
pymeHTsI (puc. 6.28).
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Comb

Add
Length
Puff
Cut

Weight

Particles
' Deflect emitter

v Lengths
" Roat

Puc. 6.27. Monkey SIBHO Hy>XOaeTcsi B CTPUXKE Puc. 6.28. MNaHenb
Tool Shelf B pexvume
Particle Mode

[Mpunuun padboTel npocToil. BeiOupaeTe HyXHYIO KUCTh Ha 3akiaake Brush u penakrtu-
pyere dacTuilsl. Becero numeercs 7 BapuaHTOB:

¢ Comb (Pacuecka) — 3ddekT paBHOICHEH ASHCTBHIO pealbHON pacdyeckd. HacTHIlbl
OyayT YKJIAABIBAThCSA B CTOPOHY JABHXKCHHUS 3TOM KHUCTH;

4 Smooth (CriaxxuBaHue) — 3Ta KUCTh MO3BOJIICT BBIPOBHATH U3THOBI BOJIOC;,

¢ Add (JIo6aBuTh) — j006aBiIcHUE HOBBIX YaCTHIL;

¢ Length (Jlnuna) — ynpaBieHue JIMHON BOJIOC;

¢ Puff (Ctskka) — wucnonb3yiiTe ee, eciaM XOTHTE, YTOObI BOJIOCHI PACIONAralliCh
B COOTBETCTBHHU C HOPMAJIBIO MIOBEPXHOCTH;

4 Cut (Bripesats) — ynajeHne YacTHII,

¢ Weight (Bec) — ucnonb3yeTcs ipy aHUMAIMU MATKHUX Tel. Bec 1 — BoOJIOCHI He 1BU-
ratorcst, Bec 0 — IMOJHOCTHIO TTOIBEPKEHBI aHUMAIIHH.

Hab6op HeOoJIbI1I0H, HO BIIOJIHE JOCTATOYHBIH.

Bbl, HaBepHOE, YK€ 3aMETHIIH, YTO YACTHIIBI B 3TOM PEKUME BBITISIAT KaK-TO HE Tak.
Jlemo B TOM, YTO MO YMOJYAaHHIO BHIKIIIOYEH BBIBOJ BTOpMUHBIX srementos Children.
ITpu HeoOxoaumocTH MokeTe BKMo4nTh om0 Children na mawmenn Tool Shelf
(cm. puc. 6.28).
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IMonpoOyiiTe cienarh CBOK YHHKAIBHYIO MpudecKy. Boibepute kucts Comb u npuyernu-
Te 00e3bstHKy. IIporie Bcero aTo caenaTh B pesxume mpocmorpa Top View (<NumPad 7>).
Bel MOkeTe M3MEHHTH pasMep KHCTH B mapamerpe Radius w cmiy Haxatus B TOJE
Strength.

ITpoBenute kucThio 1Mo BosocaM Monkey Haj yo0bIM yxoM. Bel yBHanTe, 4TO KHCTBH
BO3JICHCTBYET TOJBKO Ha BEPXHUH 0¥ yactuil. Ecian 3To BBI3bIBacT HEYH0OCTBO, TO OT-
Kimounte KHotky Limit Selection, pacnionoskennyto B 3aronoske okna 3D View (puc. 6.29).

B 3aximoueHne 3Toro paszena pacCMOTPHUM CIOCOO MOJKITIOYEHHS MaTepHana K CHCTeMe
yactull. [lo yMOm4aHUIO YacTHLBI HCIONB3YIOT MaTephal O0BEKTa-3MUTTEpa. JTO He
Bcer/ia ObpIBaeT yAoOHO.

Cosnaiite marepuain a1 Monkey. On OyaeT ABIATHCS OCHOBHBIM it 00bekTa. Temepsb
B OKHE MYJIbTUMAaTEpUAIIOB 00aBbTE CIOT M CO3/aiTe elie OOuH MaTepuai. M3meHuTe
€ro LBET Ha YEPHBII.

OTkpoiiTe HaCTpOHKK yacTuIl W HaiauTe moje Material B rpynme Render. TTo ymonua-
HUIO TaM HaxoawTcs enuHuma. [lomeHsailiTe ee Ha IOBOWKY M 00paboTaiiTe pe3yibTar
(puc. 6.30).

Lirnit sel

Puc. 6.29.
KHonka
Limit Selection Puc. 6.30. MNpuyecka gna Monkey

6.4. PaboTa ¢ Soft Body

dusuka msekux mei, Kak euie Ha3biBaoT SOft Body, HaxoquT mupokoe NpuMEeHeHHE PU
co3naHuy aHuMauuu B Blender. OTo kpaeyroibHbIi KaMEHb MHOTUX MHCTPYMEHTOB TPO-
rpammbl. C momoripio SOft Body BbI cMOkeTe CO37aTh KAYeCTBCHHYIO aHUMAIIUIO JIBH-
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JKEHUS TKaHEH, pacKaurBaHUE IOJBECHOI0 MOCTa, KOjicOaHHEe BEPEBKU U MHOT'OE APYroe.
[IpakTHdeckn Bce, YTO OKPYXKaeT HAC B PEalbHOM MHPE, MOXKET OBITh WMUTHPOBAHO
¢ momomnsio Soft Body. Ho xBarut pa3roBopoB, mopa MO3HAKOMHUTBECS C DTHM 3BEPEM
HOOIMKE.

Kak u momosxeno, Hactpoiiku Soft Body oOrmmpHbie, 3aragovHbie ¥ HEMOCTHKUMBIC, HO
TOJIBKO Ha TepBhIi B3IsiA. [lompobyeM hu3nKy B HeCTBHM.

Co3naiiTe HOBBII MTPOEKT, yAanuTe Kyd u nodasbre npumutuB Plane. Cuenaiite ero mps-
MOYTOJIbHBIM. [[n1 (hpu3nky oueHb BaXKHO KauecTBO CTPYKTyphl Mojenu. Boinute B pe-
KHM PEIaKTHPOBaHUS U, UCTIONB3ysl HHCTpyMeHT Subdivide, paszoeiite Plane Heckoibpko
pas.

Otkpoiite manens Physics B okue Properties u naxvure kHomky Soft Body
(cMm. puc. 6.2). Huuero He mensiiTe B HacTpoiikax. [lonpoOyiiTe mpourpaTh aHUMAIHIO B
okHe 3D View. Bbl yBuaunTe, 4TO IIIOCKOCTH HaYalIa IIABHO PACKAYUBATHCS 1O BEPTHKAIHL.

D70, KOHEYHO, HE CMaxHBaeT Ha JIEMOHCTPALMIO BHYLIMTEIBHBIX BO3MOXHOCTEH SOft
Body. [laBaiiTe HEMHOTO YITydIlIUM PE3yJIbTaT.

[IpencraBeTe, 4TO NMPOU3OWUAET, €CIM YIJIBI 3TOW IJIOCKOCTU MPUOWUTH BHUPTYaJbHBIMU
rBo3asMu. [IpaBuiIbHO, TOyYUTCS TaMak, OaTyT U BCE B 3TOM POJie.

Ponb rBo3zieit OymyT Mrpath yriioBble BEpIIMHbI, O0BEIMHEHHBIC B OJHY Ipymily. Boiae-
JITE MX B PEXKHUME PeIaKTUPOBaHUs U OTKpoiiTe 3akiaanky Object Data. Haiigute omipn
Vertex Groups (I'pymrbel BepiiuH), HOKMUTE KHONKY C IUTFOCOM, a 3aT€M KHOIIKY
Assign. Beprautecs B HacTpoiiku Soft Body u Haiinute 3akmaaky Soft Body Goal (Iesne-
Boit Soft Body) (puc. 6.31).

4 Default: 0.700 » 4 Stiffness: 0.500 ¢

“ Minimurm: 0.000 * |'L ¢ Damping: 0.000 *
¢ Maximum: 1.000 *

Pwuc. 6.31. Hactpoviku Soft Body Goal

CroBo "goal" mepeBonuTcs kKak "mens". ITH OMIKMU MOKHO PaccMaTpHUBaTh, KAK CBOETO
poma OrpaHUYMUTENH, NPUBSI3aHHBIE K OIpEIeNeHHON Tpymme. Bridepure cBOIO rpymmy
B noie Vertex Group. Haxmute <Alt>+<A> uis npourpeiBanus anumanuu (puc. 6.32).

Brl YBUAUTE, YTO IIJIOCKOCTH COBECPHIACT BCE TC XKC KoJiebaTeILHbIE BCPTUKAJIBHBIC JIBU-
JKCHUS, HO YTJIbI YK€ HCIMOABHIKHBI. 9T0 BBITJIAOUT 0oJiee TOXOKUM Ha raMak, HO ABH-
JKCHHUC €T0 CJIMIIKOM 3aTOPMOXKCHHOC.

Soft Body umeer riobanbHble MapamMeTpbl, KOTOPBIC OMPEACIIAIOT MOBEICHHE 00BEKTA.
OHuM pacmosararoTcs B 3aKJIaAKe ¢ OJHOMMEHHBIM uMeHeM (puc. 6.33).

Paccmotpum ux:

¢ Friction (Tpenune) — HacTpoiika BS3KOCTH BepiinH. UeM OOJble 3HAYCHHE DTOTO
napameTpa, TeM 6oJjiee BSI3KOH CTaHOBUTCS Cpefa;
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Puc. 6.32. MNnockocTb, NpuwnuneHHas no yrrnam, ctana 6onblie noxoxa Ha ramak

.:.

Puc. 6.33. NmaBHble HacTpolikn Soft Body

4 Mass (Macca) — 4yem OoJbliie 3HaYCHHUE, TeM 00JIee HHEPTHBIM CTAHOBUTCS O0BEKT;
4 Speed (CkopoCTh) — CKOPOCTH BBIMOJIHEHUS CHMYIISILIAH.

Boaroiir PyNIe MMECTCA €1€ OAWH IapaMeTp Mass, KOTOpBIﬁ II03BOJIACT BI)I6paTI) u3 Me-
HIO TpYNIly BepIMH o0bekTa. Eciu Bel 3T0 ceifuac crenaere, TO HE MOIYYUTE HUKAKOTO
BuguMoro s¢dexra. [leno B ToM, 9TO HaHHAS OMIUS MO3BOJSIET B UMUTAIIMN UCTIOIH30-
BaTb BEC BCPUIMHBI I'PYIINLI, HO TaK KaK OHH 110 YMOJIYaHUIO BCC OAMHAKOBLIC, TO HC 6y-
JC€T U 3(1)(1)6KT3. I1o JKCJIaHHIO, BBl MOXKETC U3MCHHUTH BEC BCPHIMH C IMOMOIIBIO PEXKUMaA
Weight Paint okua 3D View.

HasaiiTe onpoOyeM neiicTBHE 3THX HACTPOEK Ha IpakTHke. BeennTe 3HaueHue 10 B moje
Mass u 3anyctute anumaro (puc. 6.34).

Bsl yBumute, uro Plane BhIMONHSAET MOIIHBIC KOJTEOAHUS U MPAKTHYECKU 0e3 3aTyXaHHsI.
A Teneps nomnpoOyiiTe n3MeHuTh mapamerp Friction. YcranoBute B HeM 3HaueHue 15
U elle pa3 mpourpaiire anuManuoo. B 3T0T pa3 II0CKOCTh 3HAYUTEIBHO OBICTpEe yCIIo-
KOHUTCAL.

3TO BAXHO!

Kak u cuctema yactuu, Soft Body TpebyeT Ans KOPPEKTHOrO O0TOBPaXKEHWUsS M3MEHEHHbIX
HaCTPOEK 3anyck C CaMoro Nepeoro Kagpa aHuMauum.

VYcnoxuum 3agady. Jlo6aBuM B cuieHy cdepy U 3aCTaBUM NphIraTh ee Ha Oatyte. [Ipuuem
cdepa 1omKHA BecTH ce0sl, Kak OOBIYHBIN yIPYruid Msd, T. €. Ae(OpMHUPOBATHCS OT yaapa
0 [IOBEPXHOCTb.
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Puc. 6.34. C yBenuyeHHoM Maccoi NocKoCTb coBepLuaeT 6onee cunbHble ABWKEHNS

Jlo6aseTe B crieny npuMutie UV Sphere u pacmoioxure ee Hajl I0CKOCThI0. Briroun-
te Soft Body. Hamr Msuuk OyeT UMETh Apyre mapaMeTpbl TPSHUSI B MAcChl, B OTIIMYNE
ot Oaryra. BBenurte crnenyronue 3HaYCHUS:

¢ Friction=0.1
¢ Mass=0.5

Tax kax cdepa gomKHA CoBepIIaTh CBOOOTHOE MaJeHHE HA IUIOCKOCTh, TO HEOOXOIMMO
OTKIIFOUUTH rpynmy ornuuii Soft Body Goal, koTopbie BBINOJIHSIOT MPUBS3KY OOBEKTA
B IIPOCTPAHCTBE, U BKIOUUTh rpymimy Soft Body Edges (Pe6pa Soft Body) (puc. 6.35).

Push: 0.900
Dia 0.500 Lift Force

Hend 0.000

_engt 0

Puc. 6.35. Hactpoikn Soft Body Edges

OTH ONUUU MO3BOJIIIOT YIPABIATh BHYTpeHHEH Aedopmanyeii 00beKTa MpyU CTOIKHOBE-
HUH C APYTHUMHU OOBEKTaMH:

¢ Pull (Hampsbkenue) — HacTpoiika pactspkeHus pedep. UeM MeHbIle 3Ha4YCHHE, TeM
0o0JIee ATaCTUYHBIN MaTepua,
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¢ Push (Ynopyrocts) — cOmMpoTHBIACHHE OOBEKTAa MPH TOMBITKE €ro CxkaTvs. MHHH-
MaJbHOE 3HAYEHNE XapaKTepHO I TKaHeH;

¢ Damp (Jammuar) — cuna TpeHus i pedep. Uem MeHbIe 3HaueHHe, TeM OoJblie
TpEHUeE;

4 Plastic (IlnacTuk) — uCHONB3yiTE ITOT MApaMeTp, €CIIM XOTUTE, YTOOBI COXpaHsIach
nedopmarnyst 00bEKTa OCIIE CTOIKHOBEHMUS,

¢ Bending (M3ru6) — Heuro Hanogobue Damp, HO co3maer CBA3M MEXIy BEpUIMHAMU
10 JIHaroHaJIH;

4 Length (Jnuna) — uto OyaeT mpoucxXoauTh ¢ 00beKTOM. Ecin yCTaHOBUTH CITUIIKOM
MaleHbKYI0 HpPY, TO IPOU30HAET pa3priB pebep. 3HaueHue B ) OTKIIOYAET JaHHYIO
(dhyskmmro, 3HaueHne B 100 He oKa3pIBaeT BIHMSHHUA.

YcraHoBUTE CIEMYIONINE 3HAUCHUS IS JAHHBIX OTIIHHN:

¢ Pull=0.9 4 Plastic=0
¢ Push=0.9 ¢ Bending =10
¢ Damp =05 ¢ Length=0

Ecnu BBI monpoOyeTre npourpats aHMMAIHIO, TO YBUAUTE, YTO cdepa MpoJieTaeT CKBO3b
Plane. Bce mpaBuiibHO, Be/ib INIOCKOCTh HE UMEET BO3MOXKHOCTH MPOCYUTHIBATH CTOJIK-
HOBeHMs. [yt 3TOro Hy)XHO BKIO4YMTH KHOMKY Collision BBepxy mnanemu Physics
(cMm. puc. 6.2). Bot Teneps pusnka Oyaet paboTaTh J0KHBIM 00pa3zoM (puc. 6.36).

Puc. 6.36. Kagp n3 aHumaumm Soft Body
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COBET

BeposTHO, Bbl CTONMKHETECH C TEM, YTO @aHUMauUMs (PU3MKM BbIMOSHAETCA CIULIKOM MeasfleH-
Ho. MoxHo Bocnonb3oBaTbes pyHkumen Cache ana cosgaHus npegBapuTenbHOro Npocye-
Ta. OTkporiTe 3aknagky Soft Body Cache (KewwupoBanue Soft Body) y nio6oro o6bekTa,
yyacTByoLero B aHumaumn. Hangute B atow rpynne kHonky Bake All Dynamics (Bbineyka
BCEN AVHAMUKN) U HaxxmuTe ee. 3anacuTeck TepreHmem. [locne HeKOTOpPOro BpeMeHN Kell
6ynet cospaH. Tenepb Bbl MOXETE NPOCMAaTPMBaTb aHUMaUMIO (PU3NKM C NPUEMMNEMON CKO-
pocTbto. [ina cbpoca kewwa psgom nmeetcs kHonka Free All Bakes (CGpocuTb BCHO BbiMney-
Ky). OTO MOXeT NoHagobuTbCs, eCcnu Bbl peLumMTe peaakTupoBaTh napameTpbl hU3nkm 06b-
€KTOB.

6.5. Co3gaHue TKaHM

JIi1st co3maHusi IMUTALUK JBIKCHHS TKAaHW MOXKHO HCIojib3oBaTh SOft Body, Ho myuine
BOCIIOJIB30BaThCs crienuaibHbM monpasaenom Cloth (Tkaub), KOTOpbIi pacronaraercs
Ha ToM ke manenu Physics (cm. puc. 6.2).

OTkpoiiTe HOBBII MPOEKT, 100aBbTe B CLeHY NpUMHUTHB Plane u pacmosoxure ero Haj
KyooM. IImockocTs OyaeT urpaTh poiib TKaHH, KOTOpas MPH MAJACHUN JOJDKHA OyAeT mo-
BUCHYTh Ha KyOe. Vcmonp3ys MacmTabupoBanue, yBenuubTe pasmep Plane. Pasoeiite
CTPYKTYpY KyDa HECKOJIbKO pa3 mpu momord pyukimu Subdivide.

Beigenute miockocTs U BKIIOYKTE 11s Hee moapasnen pusuku Cloth (puc. 6.37).

Puc. 6.37. Hactporikm Cloth

I'maBHOoe mocrtomHcTBO pasgena Cloth B Tom, uTo OH mpeaHa3sHAYEH HCKIFOYHTEIHHO
TOJIBKO JJIS UMUTALUU (DPU3UKU TKAHEH, T03TOMY HaCTPOESK 3/I€Ch MaJio.

ITo ymomuanuto Cloth mpemnaraet 3aroToBKM MapaMeTpOB HECKONBKUX THIOB TKAaHEH.
Ecnu HM OlMH U3 HUX BaM HE MOJXOIUT, TO MOXHO BBIIOJIHUTH CAMOCTOSTEJIbHYIO Ha-
CTPOWKY U COXPaHMTh €€, KaK OTIEeJIbHBIN OJIOK TaHHBIX.
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3aroToBKH pacronararoTcsi B MeHio Presets (3arotoBkn):

4 Cotton (Xmnormok); 4 Rubber (Kayuyk);
¢ Denim (DxuHchi), ¢ Silk (IIenxk).

¢ Leather (Koxa);

Beibepute 1060# U3 IPEceToB A MIOCKOCTH. XOTsl HACTPOWKA TKAHU 3aBEpIICHA, HE
CTOMT HakuMmath kHOmKy Play B okxe Timeline — Tkanb mposeTut ckBo3b Ky0. Bce
OpaBUIbHO, K KyOy HYXHO 100aBUTh (H3HUKY CTONKHOBeHHH. HakmuTe KHOIKY
Collision B nactpoiikax ¢pu3uku npumurua Cube (puc. 6.38).

Puc. 6.38. TkaHb npy nageHunn obneraet ky6

XOTs UMEIOIIUXCS 3arOTOBOK BIIOJIHE JIOCTATOYHO, HO, BO3MOYKHO, TIOHAJJO0UTCS CO3/1aTh
YTO-TO YHUKaJbHOE. [I03TOMY paccMOTpHUM HACTPOWKH TKaHHU.

¢ Quality (KauectBo). YcraHoBka KauecTBa 00paboTku. UeM BEIlIE, TEM JIydllle, HO U
Me/IJICHHEE.

¢ I'pynnma Damping (3aryxanue):

e Spring (TIlpyxuHa) — CKOpOCTb AePOpMAIHU TKAHH;

o Air (Bo3ayx) — yBenndeHHe mapaMeTpa 3aMeIseT MaicHie TKaHH.
¢ I'pynma Material (Marepuan):

e Mass (Macca) — macca TKaHH;

e Structural (Ctpykrypa) — omnpenessieT )ecTKOCTb TKaHu;

e Bending (U3ru6) — Gosbliee 3HaYCHHE MPUBEIET K 00JIee CUITbHBIM U3rHOaM.
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¢ Pinning (Kpemienue). Heo6xoaumo BeIOpaTh TpPYIITy BEpLIMH, KOTOpas HE OyaeT
y4acTBoBaTh B MMuTanuu. Heuro momoOHoe mmeercst y Soft Body mon HasBaHuem
Goal.

6.6. CunoBble nons

Bosmoxuoctu Blender B co3mannu aHUManuu moYTH OE3TPaHUYHBI U BCE KE OBIBAIOT
CUTyallUM, KOTJa 3TOr0 SBHO HEAOCTaTO4YHO. Bo3bMeM, K mpumepy, Takoe IPHUPOIHOE
SIBIIGHUE, KaK MeTellb. Bo3HMKaeT 3aKOHOMEpHBIH BOIPOC, a Kak 3To caenaTtsh? KoHewHo,
MOXXHO CO3/1aTh YaCTHIIBl, HACTPOUTh COOTBETCTBYIOIIMM 00pa3oM MUHAMUKY W TIOTY-
YUTHh KPACUBBIN, TAAIONINIA CHET, HO He METENb C €€ MOPBIBAMH, PE3KUMH ITepeMEeHaMU
HarpaBJieHUs BeTpa. B 3TOM ciydae ymoOHee OyIeT BOCIOJIb30BaThCS CHIIOBBIMHU IIO-
JISIMU.

Force Fields (CunoBsie momnsi) — 3710 eme ogHa yacth usuku Blender, npeanararomas
CIICIMAIbHBIC AJITOPUTMBI JJIsl BHECCHHUS IMHAMUKY B CIIeHY. PasymeeTcs, 3T0 mprUMeHH-
MO TOJIBKO K 00bekTaM, ucrons3yronum ¢usuky Soft Body, Particles, Cloth.

CuitoBbIe ToJIsl OCTYMHBI Ha 3akiaake Physics (cm. puc. 6.2). Kak u 6onbmHCTBO (-
3MYECKHX CHUCTEM, OHH MMEIOT IJ100ajbHbIe HACTPOMKH, XapaKTEepHBIC IJsl BCEX THIIOB
nosieit (puc. 6.39).

Poirt

&
v
A
v
e e

" Location

" Ratation

Sphere Cone

Both Z

Puc. 6.39. HacTpoiiku cnnoBbix nonewn

B nactpoiikax Force Fields umeercss menio Type, KOTOpoe COAEpKUT GoraTbiii HaGOp
aJrOpUTMOB NoJiel. PaccMOoTpuM UX JIECTBHUE IPUMEHUTENIBHO K YaCTUIAM:

¢ Force (Cuia) — mpocreiiiiee moje, He UMEIOLIEE JOMOJHUTEIBHBIX HAacTpoeK. D¢-
(eKT cayBaHMs YacTHI OT LieHTpa FOrce k ero rpaHunam;



Pu3suka 305

¢

L4

L4

Wind (Berep) — Hambonee 4YacTo ymoTpedisieMoe IMoje, WMHTHPYIOIIEe BETep.
B 3aBucMMOCTH OT OpHEHTAIMM OOBEKTa-HOCHUTENS MOJs, MEHSETCS HalpaBJeHHE
JBIKECHUS TOTOKA,;

Vortex (Buxpp) — 3¢ dekT 3akpyunBaHUs YaCTHII BOKPYT LIEHTPa IO [0 CIIHPAJIH;

Magnetic (MarHeTnsm) — HCMONB3YHTE 3TO MOJIe I monydeHus 3ddekra marne-
THU3Ma. 3aBUCUT OT CKOPOCTH YaCTHII,

Harmonic (lT'apMoHus) — BH3yallbHO IEWCTBHE OIS BBITISANT KaK MPUTATHBAHUE
YaCTHI K CBOEMY IICHTPY C IMOCJICIYIOIUM BBIOPOCOM;

Charge (3apsin) — mnpuBJIeUYEHHE WU OTPAKEHUE YACTHUI], €CITU YCTAaHOBIICHA 00JaCTh
BiusiHus Charge;

Lennard-Jones — maHHOE moJie CTapaceTcsl YACP)KHUBATh YACTUIBI HA OJUHAKOBOM
PAcCTOSIHUY JPYT OT APYTa, MPH YCIOBHH, YTO MEXKIY HUMU M3HAYAILHO HEOOJIbINAS
JHUCTAHIIN,

Texture (TekcTypa) — CI0XKHBIN aITOPUTM, KOTOPBI TIO3BOJISECT CO3/IaBaTh CBOE TI0O-
Jie ¢ YHUKaJILHBIMU NapamerpamMu. [Ipu aTom nHpopManms 06 NCKaKEHUIX XPaHUTCS
B RGB Ttekctypsr;

Curve Guide (Hanpasnsitoniass KpuBas) — eIie OJHO I0JIe, TO3BOJISIONIEe MPOH3-
BOJIbHO HACTpaWBaTh €r0 BIMSHHE. B TaHHOM ciydae 3TO OCYIIECTBISIETCS C IIO0-
Mo1bio KpuBoi. [Ipudem HocuTeneM 3Toro mojist A0JDKHA OBITH KpHBasi. DTO MO3BOIS-
€T c03/1aBaTh HEOObIUHBIC 2P (PEKTHI;

Boid (MmuTarust) — moste, oopatHoe neicteuto FOrce;

Turbulence (TypOyIeHTHOCTD) — JAEHCTBHE MO OCHOBAHO Ha IIYMOBOM aJITOPUTME
Noise B 3D-nipocTpaHcTBe;

Drag (Ilepemernienne) — 3aMeuIg€T CKOPOCTh YaCTHII.

Kak BuanTe, HaOOp THUIIOB MMOJIEH JOCTATOYHO OOIIMPHBIH.

ITo ymom4aHHIO AeHCTBHE TOJICH OCYIIECTBISETCS IO BCEM HANpPABICHUSIM, HO MOXKHO
OrPaHUYHTh €r0 TOJBKO IO KOOpAHHATEe Z. DTO BHINONHIETCS ¢ HOMOLIBI0 MeHIo Shape.
B Hem conmepkutes nBa myHkra: Point (mo Bcem Hanpasienusm) u Plane (oce Z).

Kpome stux n1Byx MeHI0 B HacTpoiikax Force Fields mpucyTcTByroT riio0aabHbIE OIIINH:

¢
¢
¢
¢

L4

Strength (Cuna) — cuma Bo3aeicTBuS;
Flow (IToTok) — cKOpoCTb OTOKA;
Noise (Illym) — dakTop ciy4aiiHOCTH, JOOABIACMBIiA B JCHCTBUE MOJIS;

Seed (CraproBoe 3HaueHune) — HacTpoiika mis NOise, mo3BoJIsiomas nepeHacTporTh
reHeparop mryma;

Effect point (Touka Bo37eHCTBHUS) — 3/1€Ch MOYKHO BBIOpaTh, HA YTO OyIET BIMATH
nanHoe noje: Location (ITosunus) u Rotation (Porarust).

Jns mcnonb3oBaHms T0JICH B ClieHE HEOOXOIUMBI 00BbEKTHI-HOCHUTENIN. B KauecTBe HUX
yaie BCEro MCHojb3yroT Empty. PaccMorpum paboTy ¢ mossiMu Ha HEOOJIBIIOM IPH-
Mepe.
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Co3naiiTe HOBYIO ClieHy, Ho0aBbTe B Hee mpuMuUTUBBl Plane m Empty. Crabaure mioc-
KOCTh CUCTEeMOM yacTuil. Huuero He MeHsIiiTe B ee HacTpoilKax.

AxruBupyiite 1t Empty kaonky Force Field u Beioepute B Menro Type mynkt Wind.

ITo yMOT9aHUIO YaCTHIIBI CHITUTIOTCS BHU3 10 KoopauHaTe Z. OIHAKO MO BO3AECHCTBHEM
BeTpa WX OyJeT CHOCHTh B CTOpPOHy. YcraHosute cwiay Wind, pasuyio 4 (mapametp
Strenght). Teneps npu U3MeHeHNHH opueHTalMd EMpty Bbl MokeTe yrnpaBisTh Hampas-
nenneM Berpa (puc. 6.40).

Puc. 6.40. Yactuubl CHOCUT BETPOM

ITo ymMoT4aHuIo mMoJist BO3AEHCTBYIOT Ha BCe (DU3MUIECKHE OOBEKTHI, HMEIOIIHECS B CIICHE.
[Tpr HEOOXOAUMOCTH, MOYKHO YCTAHOBHUTH 30HY BIHSHHS TOJIs. DTa QyHKIMS TOCTYIHA B
rpynme Falloff (cm. puc. 6.39).

ITporpamma mpemiaraet tpu (opmsr 30H: Sphere (Cdepa), Tube (Tpy6a), Cone (Ko-
nyc). [locne Be1Oopa Mmo00H U3 3TUX KHOMOK HEOOX0AUMO OyJIeT YCTaHOBUTh MUHUMAIIb-
HO€ W MaKCHMallbHOE 3HAuYeHHs TpaHull oOmactd. [Ipy BKIIOYEHWH OSTHX OIIHIA
B okHe 3D View Oyayr BH3yadbHO OTOOPaXKaThbCs TPAHHIIBI BIMSHUS, B COOTBETCTBHH
¢ BeIOpaHHO# popmoii obnactu (puc. 6.41).
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Puc. 6.41. 'paHuubl Bo3genctamsa Wind npu coopme obnactn Tube

6.7. AMnTaumna xmnakocTtu

Hnst coznanus sxxuakoct B Blender nmeercst Hemano HHCTPYMEHTOB U TEXHHK, HAIpUMEp
moaudukarop Wave, nporenypras tekcrypa Ocean, kaptel Displacement. B kpaiitnem
ciiyJae, TMOJOUIET W BCIIOMOraTebHbIH 00bekT Lattice. 1 Bce jke KaueCTBEHHYIO aHH-
MAIMIO BOJIBI MOYKHO CO3aTh TOJIBKO C IOMOLIBIO YECTHON (PU3HUKH.

Blender ymeer npekpacHO HMHUTHPOBATH JBHUKEHHE KUIKOCTH. JIJIS1 ’TOr0 MMEETCs CIie-
ratbHbIi pasnen Gpusnku — Fluid (Kuakocts) (cMm. puc. 6.2).

OcHoBoii cuctemsl Fluid sisisiercss Domain (Jlomen). DTo cBoero poja mpocTpaHCTBEH-
HBIN OTpaHUYUTECIIb, B IIPEACTIaX KOTOPOI'O BBIIIOJIHACTCA UMUTALIUA. O6’I)€KTI)I, YTO HaAXo-
JSITCSL BHE €ro, He y4acTBYIOT B pacderax. J[OMEHOM MOKeT OBITh JI00O0H NPHUMHUTHB
Mesh.

OrtkpoiiTe HOBBIN MPOEKT. Bbimenure Ky0 W BKiItouuTe isi Hero kHomky Fluid B Ha-
crpoiikax Physics. Ky0 Oyzmer sBisATbCS HOMEHOM, MOITOMY BBIOCpPHUTE U3 MEHIO Type
nyskt Domain (puc. 6.42).

Camoe rnaBHOE, YTO HY>KHO CIeNaTh B 3THX HACTPOMKAx, — BBIOPATh THII >KUAKOCTH HWJIH
co3aTh CBO# cobcTBeHHbIN. Haiitn ux moxno B rpymmne Domain World (Oxpyxenue
nomena) B Merro Viscosity Presets (ITpeceTsl BA3KOCTH).
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Bcero umeercs 4 nyHkra:

4 Water (Boga);

4 Oil (Macno);

¢ Honey (Men);

¢ Manual (Pyunas HacTpoiika).

Dormain

Pwuc. 6.42. Hactpoviku JomeHa

Tak kak pa3Has )XKHIKOCTh NMEET CBOM MapaMeTpPhbl BSI3KOCTH, CPEIU UMEIOIINXCS TPex
BIIOJIHE MOXHO MOA00paTh cede moaxoasmui tum. [lycTs Hama )KuakocTh OyneT oObId-
Ho# Boyoit (Water).

Crenyronyii y9aCTHHK B MMHTAIIMH — 5T0 ucTouHuk win Fluid. B kauectBe Hero moin-
KEH BBICTYIIATh YK€ Ipyroi mpuMuTuB. Jlo6aBbTe B CiieHy chepy, YMEHBIIUTE €€ pa3Mep
U pa3MECTHTE B IIEHTp Ky0a (puc. 6.43).

Bxutounre anst cdepsl Gusuky kuaxkocted (cm. puc. 6.2), a B MeHIO TYpe BbiOepute
nyukt Fluid.

B npuHImMmne Bce roroBo, HO HE CIEHMIUTE HAXUMATh <Alt>+<A> s NpOUrphIBaHUS
aHUMaIMu — ee npocto HeT. CHavana Hy)KHO CIeNaTh MpeBapUTENbHbII MPOCYET, U 3TO
sBisieTcss o0si3aTenpHbIM. [Ipoune pasmensl ¢usuku B Blender mpenmnararor ¢yHKImio
KEITMPOBAaHUS TOJIBKO KaK JOTOIHUTEIbHYIO, HO He Fluid.
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Puc. 6.43. CueHa c o6bektammn Domain u Fluid

Beigenure nomen (mpumutuB Cube) u otkpoiite 3aknaaky Fluid B nactpoiikax ¢usukn
(cm. puc. 6.42). Ilo yMOT9aHUIO TYT YCTAHOBIICHBI BIIOJTHE KOPPEKTHBIE MapaMeTphl IPo-
cdeTa, HO MOKHO OTPETyJIMpPOBATh UX HA CBOH BKYC.

IIepeunciuM HaCTPOUKH TOMEHA.
¢ Kuonka Bake (Brineuka) npena3zHadeHa s 3amycka mpocyera.

¢ ['pymma Resolution (Pa3pemienune) ycraHaBnuBaeT pa3pelieHHe B MPOIEHTHOM COOT-
HoureHnu i okHa 3D View (mone Preview) u okondarensHoro pesynbrara (Final).
VYutute, 4To M3MeHeHue nmapamerpa Final moxer mpuBecTH K HEOOOCHOBAHHO 0OJIb-
[IOMY BPEMEHHU BBIYHCIICHHUSI 0€3 YIydlIeHHs BHIMMOro KauecTBa. M3MeHsiitTe ero
TOJIBKO B CITy4ae HEOOXOAUMOCTH.

¢ Menio Render Display (Dkpan penaepa) mo3BosisieT BbIOpaTh, B Kakoil Gopme Oyaet
NpEICTaBICH OKOHYATEIbHbIN pe3yabTar: B MakcuManbHOM kadectse (Final), B dop-
Me MpeaBapuTesbHOro mpocMmorpa (Preview) wmid B BUAE PEUICTKH T'€OMETPUH
(Geometry).

¢ Menro Viewport Display (Dxpan mpocMoTpa) UMEET Te K€ MmapaMeTpbl, 4TO U pac-
CMOTpPEHHbBIC paHee, HO TOJIBKO MPUMEHHTETBHO K OkHY 3D View.

¢ B rpymne mapamerpos Time (Bpems) BbI MOKETe BBICTABHTh HadaibHbIA (Start) u
koHeunblil (End) kaapbl uMuTaImN.
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[To ymomganuio mporpaMmma coxpansieT (haiyibl Kela B Manke ¢ MpOeKTOM, HO BBl MOKETE
U3MEHUTh IIyTh, IIEIKHYB KHOIKY C XapaKTEpHBbIM PHUCYHKOM IIallkl B HMKHEHW 4acTH
HAacCTPOEK JAOMEHa.

Tenepsr HaXxMuTe KHONKY Bake u uauTe CIIOKOWHO MHUTH YaIleuKy Ko)e — pacueT Jaxe
CTOJIb TMPOCTON MMHUTAIMU TOCTATOYHO JUTUTENIBHBIH. 3aMeThTe, YTO BO BPEMsI MPOCUETa
Blender mo3BomnsieT paboTath ¢ APyruMU OOBEKTaMH B CIIEHE. A CIIEIUTH 32 XOJIOM BbI-
MOJTHEHHUS BB MOYKETE B CTATYCHOW CTPOKE TJIABHOTO 3ar0jI0BKA MPOTPAMMBI.

Puc. 6.44. PesynbTaT npocyeTta cuctemsl Fluid

Ecnu BB He kenaeTe *AaTh OKOHYAHMSA IIpocueTa GU3MKY, TO HAKMHUTE KiaaBuily <Esc>.
OTO MpHUBENET JIMIIb K OCTAaHOBKE KEUIMPOBAHMsI, HO HE yIalleHHs Yy)ke oO0paboTaHHBIX
KazpoB. [ToaToMy BBl cMOXKETE OLIEHUTh KA4€CTBO UMHUTAIIUH 110 HECKOJIBKUM MMEIOIINM-
csl Kazpam.

Ha puc. 6.44 oT4eTIMBO BUIIHO, YTO KHAKOCTH PACIIOIATaeTCsl TOJBLKO B Mpeeiax rpa-
HUIl JoMeHa-KyOa. UTo >xe nenaTth ¢ 9TUM Aajibiie? MOoXHO co31aTh MOJENIb EMKOCTU H
noJorHate GopMy IOoMeHa moJ Hee (moTpedyeTrcs mepepacyer), a MOXHO 100aBUTh eM-
KOCTh HEIIOCPEICTBEHHO BHYTphs Domain.

COBET

O6bekT Fluid cnyxut nuwb ona o603HayveHns opmbl, o6bema 1 HayanbHOro MecTomnoro-
KEHMS XKNOKoCcTM B ummutaumun. MNMocne o6paboTkn OH B CLEHe sIBNSIETCS SIBHO NMLWHMM. He
ypanante ero. JInbo ckporite ¢ nNomMollbio KnaBuwm <H>, nubo cnpsybTe B CBOGOAHLIN
CIoMn.
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Co3panuM HECIOXKHYIO0 MOJEIb KBaJpaTHOH eMKOCTU. JJ06aBbTe B CLieHYy €Il OAUH KYO.
Haxxmute xnaBumry <S>, 3atem <Z> ans ymeHbIIeHHs1 MaciuTaba no ocu Z. Crenaiite
KyO MPSMOYTOJIBHUKOM.

Boiigure B pexum penaktupoBanus (<Tab>) u Tpwkabl pa3belTe CTPYKTYpY HHCTPY-
menTom Subdivide.

IMepeiiqure B mpocmotp Top View (KNumPad 7>) u BbifennTe MOJHMIOHBI, KaKk Ha
puc. 6.45.

Puc. 6.45. BbigeneHve ans cosgaHust eMKOCTH

PasBepHuTe ClieHy U, HCIONB3yst MaHumyasitop Grab, mepeMecTuTe BbIJIEICHHBIC diie-
MEHTBI BIIyOb 00BeKTa 110 OcH Z. JIJist yaydIIeHUs] Ka4eCTBa MOJICIH BKIIIOUYUTE CTIIAM -
Banue (Smooth) u no6assre Momudukarop Subdivision Surface. ITomecture omy4eH-
HYIO BaHHOYKY B IOMeH (puc. 6.46).

He criemure BBIMONHATE TIEpepacyeT MMHUTAIMHA — HUYETO HE MOJTYyYHUTCS. XOTS EMKOCTh
HAaXOMUTCS B JOMeHe, HO Blender He 3HaeT, Kak TaHHBIA OOBEKT JTOJKCH B3aUMOJICHUCT-
BOBaTh C KUAKOCTBIO. J[JIs 3TOr0 K BaHHOYKE HEOOXOTMMO TOOABHTH CBOM SK3EMILIAP
¢usuku Fluid.

Ortkpoiite nanens Physics, Bkmounte kHonky Fluid, a B Mento Type BoIOepuTe MyHKT
Obstacle (ITpensitctBue). Termeps BhIACTATE OOBEKT JTOMEHA M CMENO JKMHUTE KHOIIKY
Bake (puc. 6.47).

COBET

MHorga GbiBaeT HYyXXHO yaanuTb pesynbTaT kelumpoBaHusa dusukm Fluid. K coxanenuto, Ta-
Kon cpyHkumm B Blender nodyemy-to He npedycMoTpeHo. [NpocTerwnm BbIXOAOM SBRSIEeTCs
cuanyeckoe yaaneHme ainnos Kkewwa u3 nanku ¢ NpOeKToM.
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6.8. Kak coenaTtb gbim

EnuHcTBEeHHBIN crioco0 co3maHusl AbIMa — 3TO MCMOJIb30BaTh CUCTEMBI yacTull. Kak pa-
00TaTh ¢ HUMH, PaccKasbIBaJOCh B pa3d. 6.2. Ho ecTh u emie onuH BapuaHT, KOTOPBIHA
Takke 0a3upyercs Ha YacTUIaX, 3aTO MpeajiaraeT 0ojiee yA00HOe YIIpaBIEHUE UMHU.

Ha nanenu Physics umeercs kaonka Smoke ([Isim) (cM. puc. 6.2). Boigenute ky0 B HO-
BOIi ciieHe U BKIrounte Smoke (puc. 6.48).

Domain Flow Collision

Puc. 6.48. MobanbHble kHOMKM HacTpoiikn Smoke

B macrpoiikax SmOKe BbI yBHIWTE HECKOJIBKO KHOIOK C TOJO3PHTEIHHO 3HAKOMBIMH
HasBaHUAMU. JIeHCTBUTENBHO, pa3/ie)l TeHEPAIH JbIMa HUCIIOIL3YET TY K€ CUCTEMY J0-
MeHoB, uto u Fluid.

ITycts Tekymmii KyO B CiieHe OyAeT SIBIATHCS JOMEHOM, HAXXMHTE COOTBETCTBYIOIIYIO
KHOIIKY B HacTpoiikax Smoke.

Teneps nobGaBbTe emie 0JUH KyO, YMEHBIIUTE €0 U IIOMECTUTE BHYTPh JoMeHa. Bropoit
OPUMUTUB OyJeT UrpaTh pojib reHeparopa. Beigenure ero, Bkiarounte Gpuszuky Smoke u
BbIOCpHTE KHOTIKY Flow.

[Iporpamma aBTOMaTH4ECKH NOOABUT K 3TOMY INPUMHUTUBY CHCTEMY YacTHIL C OIpele-
JICHHBIMH HacTpolikamMu. Bbl MOkeTe mHpoBepuTh ITO Ha 3akiaake Particles oxna
Properties.

B omnmmune or ¢usuku Fluid 3mecs He Tpebyercs 00s43aTeNbHOTO MPEIBAPUTEIHHOTO
[pOCYeTa UMUTALIMHI, IO3TOMY HPOCTO HAXMUTE KIaBULIH <Alt>+<A> (puc. 6.49).

Bl yBuauTe, 9T0 BOKpPYT KyOa-MCTOYHHKA HAYMHAIOT CKAIUIMBATHCS YACTHLBI IbIMA, KO-
TOpBIE COBEPLICHHO HE XKEJal0T yCTPEMIIATHCS BBEPX MM KyAa-Inoo ee.

KoHe4HO, MOYKHO OTperyJMpoBaTh COOTBETCTBYIOIIME HACTPOHKH B CHUCTEME YaCTHII,
MPUKPETUICHHOW K 00BEKTY-UCTOUYHHUKY, HO TOT/Ia HET CMbICTIa BOOOIIE BO3UTHCS C JIOMe-
HOM. B IeHCTBUTEIBHOCTH, /10 OOCTOMT ropasao mpoiie. Bel MoXeTe ynpaBisaTh Ha-
NPaBJICHHEM U CHJIOW CKOPOCTH MOTOKA YAaCTHIl IIyTeM W3MeHeHHs1 GopMmbl 1oMeHa. [1o-
mpoOyiite BEITAHYTH Ky0 DOmain mo ocu Z u cHoBa HaxkaTh <Alt>+<A>. Bor Temepb
pe3yJbTar 6oJblie MoXox Ha abiM (puc. 6.50).
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Puc. 6.50. YacTuubl ycTpemnsoTcs BBEPX
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Haxwmure knasumy <F12> nnis peHaepa clieHsl, U Bbl YBUIUTE Ha KapTUHKE TOPAO TOP-
Jamuii Kyo 6e30 BCSIKOro Hameka Ha JbIM. Jleso B ToM, uTo x0T Smoke co3nan, HacTpo-
€H 1 KOPPEKTHO 0TOOpakaeTcsi B OKHE NMPOTrPaMMBl, CHCTEMa peHepa He B Kypee, Kak eif
o0pabateiBaTh 3TH 4acTHLBl. OOBEKTYy JOMEHa HEOOXOAMMO HMPUKPENUTh MaTepHan CO
CIIELUAJIbHOMN TEKCTYPOH.

Beigenure momeH, otkpoiite Bkiaanky Material, u eciu marepuarna HeT, TO CO3/1aiTe ero.
VYcranoBure Tun Matepuana kak Volume, a B mose Density (ITnoTHOCTh) BBeAUTE 0
(puc. 6.51).

Smoke
T
Density
Linear

Clip

Hd| S Data

surface Wire Halo

Puc. 6.51. Hactpovika maTepuana Ansa geima Puc. 6.52. Hactpoiika TekcTypbl

Iepetinute Ha manens Texture u Beibepute u3 Mento Type myukt Voxel Data (Jlanmbie
o0bemMa). BeImosHKUTE CeAyroLIKe [Iark [0 HaCTPOiKe TeKCTyphI (puc. 6.52):

1. Vkaxwure B none Domain Object texymmii ky6.
2. Ha saknamake Influence exmounre ompro Density u orkmounte Emission Color.

Tenepr HY)XHO OTKJIFOYUTH BBHIBOJ KyOa-MCTOYHHKA TIPH PEHJEpPE pe3ysbraTa. ITO MOXK-
HO C/IeNaTh B HacTpodkax yactuil. Haligure Bkiaaky Render u cHumwuTe rajouky y ofl-
i Emitter.

Bo3moxkHO, pe3ynbraT 00paboTKH KapTUHKH Bac HE YJOBJICTBOPUT M3-3a U3NHUIIIHE CBET-
Joro 1eeTa asiMa. [ompoOyiite n3Menutsb mapamerp Density Scale y matepunana momena
(puc. 6.53).
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Puc. 6.53. PeHgep abima ¢ napameTpom Density Scale = 5

6.9. Npaktnka. CozpgaHme TopHaao

Korga 3axomuT pa3roBop O CO3JaHMU CLEHBI C BO3JCHCTBHEM CTHXHWU MPUPOABI, BCE
OKUJIAIOT OYEHb CIIOKHOW | jonroi padotsl. C Blender 3To He Tak. B 3TOM ypoke Mbl

paccCMOTPHM, Kak MOXHO CMOJEIHPOBATh TAKOE MPUPOTHOE SBICHHE, KaK TOPHAIO
(puc. 6.54).

TopHago MOKHO paccMaTpHBaTh C OOBIBATENBCKON TOUKH 3pEHUsI, KAK BUXPEBOH BOPOH-
KOOOpa3HBIN MOTOK, BpaIAIOIIUICS ¢ OOJIBIION CKOPOCTHIO BOKPYT MHLEHTpa. TopHaI0
OBIBAIOT Pa3HBIMHU, HO MBI TIOTIBITAEMCsl CMOJICTIMPOBATh TaKOH, Kak Ha puc. 6.54.

HecMmotps Ha cBOil TpO3HBIN BUI, CMEpPY CO3/1aTh OYEHB MPOCTO. B KadecTBe ero OCHOBEI
Oyner cinyxuth cuctema Particle, B koTopoit yacTuipl OyayT ABUTaThCS BBEPX IO KOOP-
JIUHATe Z ¥ OTHOBPEMEHHO 3aKpyUMBAThCSI BOKPYT 3TOH OCH.

UroOBl HE cO37aBaTh CHCTEMY YacTHILl C HYJIS, BOCHONb3yeMcs yxke roToBoi. OTKpoiTe
HOBBI TIPOCKT U BBIACIHUTE KYO.

B menro Object okna 3D View umeercs 3ameuarenbHblii myHKT QUick Effects, kotopsrit
COJICPIKHUT MPOCTHIC 3arOTOBKH HEKOTOPBIX BHIOB AP (HEKTOB:

¢ Quick Fur (Mex);

¢ Quick Explode (B3psiB);
4 Quick Smoke (Ipm);

4 Quick Fluid (OKuakocts).
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Puc. 6.54. TopHapo. PoTo c caiita theepochtimes.com

[Ipu BBIOOpE MOOOTO0 W3 MYHKTOB IpOrpaMMa A00aBUT COOTBETCTBYIONINE (DYHKIIHU
(busuku BeIEICHHOMY 00BeKTy. Celiuac Hac unTepecyer omus Quick Smoke. Bribepu-
TE ee.

Bbl yBumuTe Ha 9KpaHe craHmapTHyto cucteMy Domain u Flow, kotopas paccmatpusa-
Jach B MpEABIAYyIEM paslielie KHUTM. JTa 3aroTOBKA ONTHMAIBHO MOIXOIUT JUIS 3ay-
MaHHOM 3a7]a4d, HO KOe-4TO MPUAETCS HACTPOHTb.

Bo-niepBhIX, pacTSHUTE JOMEH TaK, YTOOBI OH 3aHSUI BCIO BCIOMOTATCIIBHYIO PEIICTKY
okaa 3D View. Jlyuime 3T0 aenaTh WHIAXBHAYaAIbHO MO ocsiM X U Y. Takke HEMHOTO
YMEHbIIHTE KyO-HCTOUHUK (puc. 6.55).

3arotoBka Quick Smoke yxe mMeerT HacTpOCHHBII MaTepuaj, KOTOPbIA MPUCOSANHEH
K moMmeny. OctaBuM ero 0e3 N3MEHEeHHH.

Ecau BBI ceiiyac MpoUrpaeTe aHUMAaLU0, TO YBUAUTE, YTO JbIM CIIOKOWHO MOJHUMAETCS
BBEPX M0 OCU Z, ¥ 3TO a0COJIIOTHO HE MOAX0AUT. [l co31aHus BpallleHHsI BOCIIONb3yEM-
Cs1 CWJIOBBIM T1osieM VOrtex.

Jlo6asbTe B crieHy 00bekT Empty us mento Add. Pacnonoskure ero Tak, 4To0bl OH HaXo-
JIMJICS BHH3Y JIOMEHA IMOJ] IIEHTpOM KyOa-ucrounuka. OTkpoiite Bkiaaky Physics okna
Properties u naxxmure kaonky Force Field. B mento Type BoiOepute myHkT VOrtex.

ITo ymomganuo VOrtex cosmaeT CiuiikoM ciaboe BpaineHue. [IycTh cuia BO3aeHCTBHS
(Strenght) 6yner pasna 10, a Flow = 5. Ha aToM HacTpoiika 1moJis 3aBepiieHa.
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Puc. 6.55. PacnonoxeHune o6beKkToB B CLieHe

Puc. 6.56. NckyccTBEHHbIN cMepy
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IMo ymomuanuto yacTHilel SMOKe MMEIOT CITUIIKOM MPOJODKUTEIBHOES BPEMS JKHU3HHU.
Brigennre 00beKT JOMEHA M B HAaCTpoiikax (pusmku Haiimure ommumio Dissolve (3aryxa-
uue). Brmounte ee. ITox Heil mmeercs mone Time. M3menure ero 3HadeHune Ha 25.
Takum 00pa3oM, Kaxkaas 4acTHIla OYIyT )KUTh He OoJiee 25 KalIpoB.

Bot u Bce, HaxkmuTe knmaBumM <Alt>+<A> um HacnaxxgalTech HEHCTOBBIM CMEpUYeM
(puc. 6.56).

6.10. NpakTuka. Cneabl Ha Boge

Bce, HaBepHOe, XOTh pa3 B KM3HU KUAAIU KaMHH B BOJy U C MHTEPECOM HAOIOJaNN 3a
MOSBISIIOMIUMHUCS KpyramMu BoJiH. PaccmaTpuBaemas gajee TeXHHUKa IMO3BOJISIET C Jier-
KOCTBIO CO3/1aBaTh MMOJO0HBIE CIIEAbLI OT MaJCHUS WX IBKEHUSI 00BEKTA B BOJIE.

HecMoTpst Ha CBOIO KaXKyILyIOCS CIIOKHOCTB, 3Ta 3aJada pelIaeTcsi O4eHb MpoCcTo, a Mo-
MOXET B 3TOM YHHKaJIbHbIA HHCTpYMEHT Dynamic Paint (Jlunamuunoe pucoBanue).

Co3snaiite B HOBOIi ciieHe Ba oObekta: Plane u UV Sphere. ITnockocts Oyner urparhb
pOJIb IOBEPXHOCTH BOJBI, a cepa, COOTBETCTBEHHO, BO3MYTHTENS CIIOKOWCTBUS. YBe-
JMYbTE MACIITA0 IUIOCKOCTH 110 CBOEMY YCMOTPEHHUIO.

Huctpyment Dynamic Paint (Jlunamuuroe prcoBaHKe) HE 3psi MOJYYMIT TAKOE CBOE Ha-
3BaHue. [IpUHLIMI HCMONB30BaHUSI ITOrO WHCTPYMEHTAa OYCHb HAllOMHUHAeT pPadoTy
XyIOKHHKA, KOTJ]a TOT Ma3KaMH KHCTH IO XOJICTY CO3/1aeT cBoe mpousBeneHne. Heuro
noo0HOe MOXKHO HabronaTh U B Blender.

B nuHaMu4HO crieHe prucOBaHUS 00s3aTENHFHO TOJKHBI yUacTBOBAThH /1Ba oObekTa. [lep-
BBIi WMIPaeT pojib XOJICTa M K HEMY IIPUMEHSIOTCS COOTBETCTBYIOIIHME HACTPONKH
Dynamic Paint, a qpyroi — posb KUCTH.

Beinenure Plane, otkpoiite manens Physics u Brimounte knHomky Dynamic Paint
(puc. 6.57).

Puc. 6.57. Onuum Bbibopa rnobanbHbix HacTpoek Dynamic Paint

Tak kak npumutB Plane siensiercst xoncTom, To HaxxMuTe KHOnKy Canvas, a 3arem Add
Canvas, uToObl OTKPBITH HACTpOiikH (puc. 6.58).

HecmoTpst Ha oOMIMPHBIA psil BKIAIOK U ONMIKH, HacTpouTh Canvas 1ocTaToquHo MpocCTo.
Camoe riaBHOE 371€Ch ONPEACIHUTHCS, KaKOH ciell OyIeT OCTaBIATh KHUCTh Ha XOJICTE,
Bens Dynamic Paint ciocobeH Ha ropasio Gouibliiee, HEXENU CO3/[aBaTh KPYTH Ha BOJIC.

D10 MOXHO caenaTh B MeHto Surface Type (Tum moBepxHOCTH) 3akianku Dynamic
Paint Advanced:

4 Paint (PucoBanue) — KHCTh OyIeT OCTABIISATh HAa MOBEPXHOCTH XOJICTA LIBET WITH TEK-
CTYpY B BUJIE CJIe/Ia OT JIBHKCHUSI;
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¢ Displace (Ilepememnienne) — TPOUCXOAUT AehOpMAanUs MMOBEPXHOCTH XOJICTa IMPU
CTOJNIKHOBEHHH C HEH KHUCTH;

¢ Waves (Bosubl) — co3nanne 3¢ ¢eKra BONH, XapaKTEPHBIX IS CONPUKOCHOBEHHUS
npeaMeTa ¢ BOJOM;

¢ Weight (Bec) — n3MeHeHHe Beca BEPIIMHBI B MECTE CTOJIKHOBEHHSI OOBHEKTOB.

B namewm ciryuae BeiOepure myHKT Waves.

Brush

Paint

¥ Slow

Puc. 6.58. Hactpoiku Canvas

Tenepp 3aifiMmeMcsi HaCTpOWKOH KHUCTHU. Boiienute cdepy, BKIIOYUTE A HEE KHOIKY
Dynamic Paint. Akxtusupyiite kHonky Brush, a 3arem nHaxxmure Add Brush. Bor u Best
HACTpOIKa KUCTH.

OcTanoch TOMBKO M3MEHHTH CTPYKTYPY IMPUMHUTHBA XOJICTA. JIeJ0 B TOM, Y4TO Ka4eCTBO
pabotel uHCcTpyMenta Dynamic Paint odens cuibHO 3aBucuT oT KadectBa Mesh. Uem
O0JIBIIIC AIICMEHTOB B PEIIETKE, TEM JIydIile pe3yibrar. [[03ToMy BBIOJIHUTE pa3OueHUE
cTpyktypsl Plane ¢ momomipio nrnctpymenra Subdivide neckonsko pas.
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ITposepum Dynamic Paint B aefictBum. J{jisi 3TOro He HYKHO BBIMOJNHSTH MPEIBapH-
TeNBHBIA MpocyeT (GU3MKH, XOTS Takas BO3MOXKHOCTH y Canvas mmeercs. JlocTaTouHO
BKJIFOUHTH aHUMAIHIO CiieHbl (<Alt>+<A>) u mpoBectu cdepoit mo moBepxHoctu Plane

(puc. 6.59).

Puc. 6.59. Cneabl Ha BoAe 04eHb peanucTUyHble






FMABA 7

CBeT, Kamepbl N OKpYXXeHune

l'oToBBIC MOnENH, HACTPOCHHAS! aHUMAIUs U (PU3UKA — STO HE 3aBEpIICHHE PaOOTHl HAJ
CIICHOH. bonpioe 3HadeHHe MMeeT NMpaBUIBHOE PACIONIOKEHHE MCTOYHHKOB CBETA, MX
THUII U LIBET, a TAKXKe COIYTCTBYIOLIee OKpyxeHue. [laxke 1BeT (poHa MOKET BJIUATH Ha
oflee BIeYaTIEHUE OT CLIEHBI.

Blender mpemraraer MHOTOYHCIIEHHBIE BO3MOXKHOCTH IJISl OKOHYATENBHON TOpabOTKH
MpOeKTa: TI00aTbHBIN CBET, TyMaH, TpafucHTHBIN (PoH, aTMocdepHble d3PPEeKTH U MHO-
roe Jpyroe.

7.1. ACTOYHUKMN cBeTa

B HoBoii criene Blender mo ymMor4aHuio y:ke KMEETCS OJMH UCTOYHUK CBETA M 3TO Kpaii-
HE HEOOXOIMMO, BEIb MHAuYe BBl Obl HHYETO HE YBHIEIM IPU 00pabOTKE pes3ynbTara
(puc. 7.1).

Hcrounuk cBeta win sammna (Lamp) — 3to cranmaptHbiii 00bekT Blender, koTopsiit
MOJYMHSACTCS OCHOBHBIM IPaBWJIAM MaHUITYJSIIMH. BBl ero Moxere mepeMernarb, Bpa-
1aTh, MAaCIITaOMPOBATh, a TAKXKE HCIIOJIH30BATh B AHUMAILIHIH.

Puc. 7.1. \cTOYHWK CBETA NO YyMOM4aHuWio
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KOHC‘IHO, HC BCC MaHUINIYJIATOPLI IPUMCHUMBI IJId JIaMIIbI, 1O KpaﬁHeﬁ MEpC K TOﬁ, 4qTo
HaXOoAUTCs B CHCHE MO YMOJIYaHUIO. TaK, HalmpuMep, BBl HC CMOXKETC €€ Pa3BCPHYTh. T0
CBA3aHO C TCM, 4YTO OHaA ABJIACTCA TOYCYHBIM HCTOYHHKOM CBCTAa, KOTOpBIﬁ PaBHOMEPHO
OCBCIIAcCT 0OBEKTHI 10 BCEM HaIlpaBJICHUAM. Ho Bot ¢ APYTUMHU TUIIAMH TaKO€ JeicTBue
BO3MOXKHO.

Bcero Blender npezsiaraet nsith TUIIOB JIaMIT, KOTOPBIE JOCTYIIHBI JUTS CO3aHHs B MEHIO
Add | Lamp. UuTepecHo, 9TO B JH000H MOMEHT MOXXHO M3MEHWTH THII YK€ IPHCYTCT-
BYIOIIEH B CIIEHE JIAMIIbI B €€ HACTPOHKaX.

Tune! 1am:

4 Point (To4e4Hblit) — TOYEUHBIH UCTOYHUK, PABHOMEPHO OCBELIAIOIINI OOBEKTHI BO-
KpyT ce0st. Mcmonb3yercst Mo yMOI4aHuIo;

¢ Sun (Comnile) — 3TO CHEIHATBHBIA THII JAMIIbI, ONTHMAIbLHO MOAXOMSIINH /151 UMH-
TaIlMX OCBEIICHUS MTOBEPXHOCTH CIICHBI TaK, KaK MPOUCXOJNT B peallbHOM MHpe. MMme-
€T YHUKAJIBHBIC HACTPOUKH, TO3BOJISIONINE YIUTHIBATh aTMOC(EPHBIC UCKAXKCHUS;

4 Spot (CnoT) — NposKeKTOPHBIH THI, KOTOPBIH XapaKTePH3yeTCs] HATMIHEM KPyTOBOU
WM KBaJIpaTHOW OONAacTH OCBEIICHHOCTH. IMeeT BO3MOXKHOCTh POTAaLMH JAJIS U3Me-
HeHHs HampasieHus u3nydeHus. OOBIYHO HCIMOJB3YeTCsl B CIEHE Ui OCBEILCHHS
KOHKPETHOTO O0OBEKTa;

¢ Hemi (HanmpasneHHbIi) — 3Ta jaMiia mpeaiaraet MUpoKoe, HapaBIeHHOE OCBEIlle-
HHC,

4 Area (O0macTs) — TMO3BOJIACT BBIICIATH B CIICHE NPSIMOYTOJbHBIE 007acTH st
ocBerenus. Hampumep, ¢ ee OMOIIIBIO MOXHO Ce/IaTh CBET B OKHE.

HyxHo 3HaTh, 4TO BHE 3aBUCHMOCTH OT THUIIA JIAMIIBI M €€ JCHCTBHsI, BU3yalbHO OHA HE
OyzeT MpUCYTCTBOBATh B KAPTHHKE peHjepa (ecTh 0HO HCKItoueHue). Tak, eciu BHI 3a-
XOTHUTE C/eNaTh OOBIYHYIO JIAMIIOYKY B CLEHE, TO MOHAIOOHMTCS MOJEIbh C COOTBETCT-
BYIOIIMMH HAacTpOWKaMH MaTepHana. JIaMImbl — 3TO MCTOYHUKHM CBETa, HO HE PEaTbHO
BUIMMBIE OOBEKTHI!

Hacrpoiika 1amMi OCyIIECTBISIETCS Ha CIENHanbHON 3akimanke Lamp okxa Properties
(puc. 7.2).

KoneuHo, G0onbIIMHCTBO OMUMil 37€Ch SBISIOTCS YHUKAJIbHBIMM ATl KQKJOrO THIA HC-
TOYHMKA, HO €CTh U 00IIue napaMeTpsl. Bo-nepBrix, nanens Lamp nmeer o0nacts npen-
npocMoTpa. ITo, CKOpee BCEro, sl MPUMEPHOT0 03HAKOMIICHUSI C BO3/ICHCTBHEM JIAMITHL.
Bo-BTOpBIX, 3/16CH MOYKHO H3MEHUThH THII IIPY TIOMOIINA COOTBETCTBYIOIINX KHOTIOK.

JIro6ast mamna umeet napamerp Energy (OHeprus) u mosie AJisg yCTAHOBKY I[BETA U3JTy4e-
Hus. C nomouisio ENergy Bel MojkeTe KOHTPOIMPOBATh CHITY HCTOUHHUKA.

[o ymouaHHI0 NaMITbl UIMEIOT OeJIbIH IBET M3My4eHus. Ho HIUUYTO He MelaeT BaM 3ame-
HUTH €r0 Ha JPyroil M3 CTaHIApPTHOM MalIUTPBI, KOTOpas MOSABISETCS IOCIE IIeTYKa
MBIIIBIO 10 00pa3iy. L{BeT mammbl ABISETCS CHIIBHBIM CPEACTBOM IS MOJYEPKUBAHUS
aTMocQepsl CLeHbI!

Kpome sHepruu u 1iseTa UMEIOTCS U Ipyrue oOIue napaMeTphl:

¢ Negative (HeratuB) — WHBEPTHPOBAHHME OCBEIIEHHOCTH YJYaCTKOB Ha MMOBEPXHOCTH
MOJCTICH;
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5 Jil ok Hemi

o Specular

v Diffuse

Puc. 7.2. ColictBa namnbl

¢ This Layer Only (Tonbko 3TOT CI0i) — BKJIFOYUTE 3Ty OMIIHUIO, €CIIH XOTHUTE, YTOOBI
JlaMmIia ocBeliana 0ObEKThI TOIBKO CBOCTO CIIOS;

¢ Specular (3epkasbHblif) — BIMSHHE HA OJIMKOBBIC IICHIEPHI;
¢ Diffuse (Iuddy3ubiii) — BIussHUEC HA OCHOBHOM LBET MOJICIIH.

Haubomee nmomyssipHoit mammoii ocite Point simsercs Spot. Yacto /1 BHITOIHOTO BBI-
JIeJICHUs1 00BEKTa B CLICHE IPUMEHSIOT HAIIPABJICHHBINA HA HErO UCTOYHMK cBeTa. Kak pa3
JUTSL ATHX TIeJieH TpeiHa3HaueH SPot.

JeiicTBrE 3TOr0 THIA JIAMITBI CPAaBHUMO C MPOKEKTOPOM, KOT/a B CLEHE OCBEIIAIOTCS
TOJIBKO T€ 00OBEKTBI, YTO MOMAAIOT B KOHYC cBeTa (puc. 7.3).

OueHb yIOOHBIM SIBJIIETCSl BU3yaJbHOE OTOOPAKCHUE B OKHE MPOrpaMMbI IPAHUI] U Ha-
MIPaBJICHUS] UCTOYHUKA SPOt. DTO MO3BOJISIET € JIETKOCTHIO MO3UIIMOHUPOBATD JIAMITY TaK,
KaK HYXHO.

Spot B cuity cBOeH 0COOCHHOCTH MOJYMHSACTCS M3MEHEHHUIO MaciiTaba u poraiuu. [Ipu-
YeM IIepBOE CHENaHO He MpocTo As ramoykd. OOpaTtuTe BHHUMaHHE Ha OKPY)KHOCTb
TBUIOBOM yacTh KoHyca. Tak Blender ormeuaer rpanutibl cBeta (puc. 7.4).

W3mensist Macitab 00bekTa SPOt, MOXKHO KOPPEKTUPOBATh THAMETP OKPYKHOCTH, HO IS
9TOM eI BCE JKe JIYYIIe BOCHOJIB30BAThCS COOTBETCTBYIOIIMMHU HACTPOMKAMH Ha TaHe-
au Lamp (puc. 7.5).
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Puc. 7.3. O6bekT Spot

Hemi

v Specular
erse 5 e + | |V Diffuse

1 istance: 4.496 »

Blend: 0.150

Puc. 7.4. Y4yacTok ocBeLLeHHOCTU OT namnbl Spot Puc. 7.5. Hactponku Spot

3aknanka Spot Shape (Popma criora) COASPHKUT OIMIIUH, XapaKTEPHbBIC TOJIBKO ISl 3TOTO
tuna gamiel. [Tapametp Size (Pa3mep) kak pa3 u npeAHa3HAUCH AJIsI H3MECHEHHS AUAMET-
pa OKpY>KHOCTH KOHYCA.

Ilo YMOJIYaHUIO JIaMIla TCHEPUPYET CBET C PE3KUM IIEPEXOJIOM B TEMHOTY 3a NIpEACIaMU
KOHYCa. B HEKOTOPBIX ClIy4dasX 3TO HEKEJIATCIBHO. Pa3smpITh T paHuLbl OCBCIICHHOCTHU

nomosket ormust Blend. Yem Beiiiie ee 3HaueHne, TeM 060Jiee MATKUI TOTYYaeTCsl IEPEXO0T
(puc. 7.6).
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Puc. 7.6. YyacTok ocBeLLeHHOCTH Puc. 7.7. Spdekt Halo ans uctoynHmka
C YBENUYEHHbIM 3HaveHneM Blend

B macrpoiikax Spot Shape umeercst onust Halo (Ceuenue), KoTopas 0 yMOJTYAHUIO
OTKJIIOYEHa. DTO HE YTO MHOE, KaK MpUIaHNe BHUIMMOCTH KOHYCY CBETa B pe3yJbTaTax
pennepa. [Toxoxwuii a¢dexT HabIrOmAeTCs Y peaabHOro nposkekTopa. [locie BkItoUeHUs
Halo cranoButcs moctymHo mosie Intensity (MHTEHCHBHOCTB), € TOMOIIBIO KOTOPOTO
MOXHO yIpPaBJIsATh CUIIoN 3¢ dekra cBeueHus (puc. 7.7).

Eile oMM Ba)KHBIM MApaMETPOM 3TOM JIaMIIBI (M HEKOTOPBIX APYTHX) SBISCTCS TMOHS-
tie "oucmanyus”. SPot u Point — 3T0 aMIIBl, MOIIHOCTH CBEUEHHSI KOTOPHIX HAYMHACT
ocnabeBaTh Mocye ONMpeeIeHHOW TOYKU. PaccTosHIe OT MCTOYHHMKA /IO 3TOM TOYKH Ha-
spiBaeTcss Distance ([ucranims). DTy om0 Bel cMoxkere Haiiti B rpymmne Falloff
(cm. puc. 7.2).

COBET

Mo ymonuaHuto Spot reHepupyeT KOHYC CBETa B BWAE OKPYXHOCTU. Bknouute onuuio
Square (Keagpar) B rpynne Spot Shape, 4Tobbl nonyunTb KBagpaTHy 06nacTb.

BrI yxe 3HaeTe, 4To Oelblid BET U3TYUYEHUS JIAMIIBI MOKHO 3aMEHUTH Ha JII0OOH JAPYToii.
Ho Blender npezanaraet BO3MOXHOCTb UCTIOJIb30BaHUS TEKCTYPBl. DTO MOKHO C/IENATh Ha
cTa"zapTHoll manenu Textures. Hampumep, eciiu UCHIONIB30BaTh MPOLEAYPHYIO TEKCTYPY
C aHMMalMeH, TO MOJYYMUTCS cBOeoOpa3Has Wrpa CBETa, XapaKTepHas AJsl ITUCKOTEK
(puc. 7.8).

B peanpHOM MHpe mpeaMeThl Bcersia 0TOpachIBalOT TEHH O] BO3EHCTBUEM JIIOO0T0O HC-
TOYHMKA CBETa, HO B Blender BbI MokeTe ynpaBisITh TEHBIO IO CBOEMY YCMOTPEHHIO.

Jlammbl, kpome Hemi, umeroT B cBoux Hactpoiikax 3akianky Shadow (Tens). Omnmmun
B HMX NMPAKTHYECKH OJMHAKOBEIE I BcexX THmoB Lamp (puc. 7.9).

BbI MOKETE OTKIIOYUTH T€Hb, TCHEPUPYEMYIO TEKYIIIUM HCTOYHHKOM CBETA C MOMOIIBIO
kunorku No Shadow (Be3 TeHM) M, COOTBETCTBEHHO, BKJIIOYHTH KHOMKOH Ray Shadow
(OtOpachIBaTh TEHB).



328 aea 7

Puc. 7.8. 3gecb namna npoeumpyeT Ha OGbEKT TEKCTYPY

No Shadow

Constant QMC

Threshaold: 0.001

Puc. 7.9. Hactpoiikn Shadow

I'pynna Sampling (BeiGopka) conepsKUT HAaCTPOWKH, KOTOPbIE OTBEYAIOT 33 KAYeCTBO
teHeil. Tak, yeM BbIllIe 3HAUCHKE 1OJIsT SAMPIES, TeM BbIlie Ka4eCTBO TEHEH.

[To yMom4aHuIO TE€HbP UMEET TOCTATOYHO PE3KHE TPAHUIIBI TIepexo/a K CBeTy. Bbl MoxeTe
BOCIIOJIb30BaThCst omiueii Soft Size (Pasmep cmsirdeHus) AJsi CMATYCHUS MEPEXOTHBIX
rpaHwuIl.

7.2. ConHue n atmoccepa

B mamutpe ucrounukoB cBera Blender umeercst mamma, KOTOpas TO3BOJISIET CO3/1aBATh
CIICHBI C PEATMCTUYHBIM JHEBHBIM CBeTOM. Peub maer o Sun (ComHie). D10 neicTBH-
TENhHO YHHKAIIbHAS JIaMI1a, XOTs ObI TIOTOMY, YTO €€ MOXKHO BHJETh BH3YAIBHO IMOCIE
peHIiepa KapTHHKH.
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OCOOEHHOCTBIO ATOTO HCTOYHHKA SIBJISETCS HE3aBUCUMOCTb CHJIBI H3JIyYCHHS OT €ro
MECTOIOJIOKEHHST B CIicHe. PoJIb MrpaeT TOJBKO Yrosl HakiaoHa. Jlamma JaeT O4eHb
HACBIIICHHOE H3JIydeHHE, KOTOPOE HE HW3MEHSETCS B 3aBHCHMOCTH OT PACCTOSHHUS
(puc. 7.10).

Puc. 7.10. Ky6, ocBeLLeHHbIV ICTOYHMKOM Sun

Jlamma Sun HCIONB3yeTcsl Uil OCBEIEHHUS OTKPBITHIX CLEH, HalpUMEp T'OPHOIO JIaH[I-
madra. [Ipuyem ee HaCTPOHKHU MO3BOJISAIOT TEHEPUPOBATH aTMOC(EPY C TOPHU3OHTOM.

OOGBI4HO 1151 co3nanms HeOa ucmonb3yoT SKybox (GeciioBHbIC TEKCTYpBI, HATSHYTHIC Ha
BHYTPEHHIOIO TIOBEPXHOCTH Ky0a), HO C y4€TOM BO3MOXKHOCTEH SUN B 3TOM OOIbIIIEe HET
HEOOXOIUMOCTH.

ITo ymomuanuio reHeparmsi atMocepsl U Heba OTKIFOUYCHBI. BBl MX MOXETe HAWTH Ha
sakiagke Sky & Atmosphere (He6o u atmocdepa) (puc. 7.11).

Blender yxe mpeyaraeT rotoBble 3arOTOBKM HECKOJIBKHX THIIOB aTtMocgep, KOTOphIe
MOXHO Haiitu B MeHto SKy Presets, Ho naBaiite pazoepeMcsi ¢ mapamMeTpamu Uit Py4HOi
HaCTPOMKHU.

Brurouenne SKy coznact HeOO ¢ BHAMMBIM COJTHIIEM, KOTOPBIC OYIyT CMELIaHbI C OCHOB-
HBIM 11BeTOM (hOHA (T10 YMOIYaHHUIO OH cepblii). [lepeurciarmM oy 3Toi rpyIlbL.

¢ Turbidity (MyrtHoCTh). YipaBienue ynctoroii Heba. Uem Bhlliie mapaMeTp, TeM 00-
Jiee TyMaHHO He0O0, KOTOpOe MPHOOPETaeT KPacHbI OTTEHOK, a BOKPYT COJIHI[A CO3/1a-
€TCsl XapaKTEPHBIN Opeod.

4 Blending (CmemuBanue). DTO MEHIO COICPIKUT CTAHAAPTHBIA CHHMCOK (YHKIHN IS
cmermrBanus dddexra SKy ¢ Gonom cuensl. CTeneHb CMEIIMBAHUS YCTAHABIMBACTCS
¢ TIOMOIITBI0 TTapameTpa Factor.
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¢ TI'pynma Horizon (Topusont) comepkut aBa mapamerpa: Brightness (SIpkocts) u
Spread (PacmpoctpaneHue). YmpaBisis 3THMH JBYMsI OIIHMAMH, MOXXHO TOOUTHCS
pa3HOTrO BU/Ia TOPU3OHTA.

¢ T'pynma Sun, oTBETCTBEHHA 3a BUJ COJHIA. Tak ¢ MOMOIIBIO apameTpa SiZ€ MOKHO
YCTAQHOBHTH pa3Mep COJHIA, a mapameTpoM Brightness 3amate ero sipkocts. Eme ox-
HO TioJie B 9TO# rpymme Back Light oTBeuaer 3a creneHb 1OMOTHATEIBHOTO CBEUCHHUS
BOKpYT COJIHIIA.

v Atmosphere

Puc. 7.11. lononHutenbHble onuum Sun

3aknanka omuii Atmosphere mo3Boissier ucnonb3oBaTh dPQPEKT paccerBaHHs Ty4deit
COJIHIIA, KOTOPBIE POXOIAT yepe3 arMochepy. Hanpumep, 0OBeKTHI Ha TOPU3OHTE OKa-
KYTCS B JIBIMKE.

3neck rpynna napamerpoB INtensity momo)ker HACTPOUTH MHTEHCHBHOCTH COJIHEYHOTO
cBera. Tak, pu yBEIUUCHUH 3HA4YEHHS MO SUN, nanekue oObeKThl OyayT BBHINIAIETh
OoJee CHHUMH. A rpyIma mapamerpoB Scattering oreBeyaeT 3a pacceMBaHUE COJHEYHBIX
JTy4en.

HaGop 3TuX B 11€JI0OM HECIOKHBIX MTAPaMETPOB TIOMOXKET CO3/aTh MPEKPacHOe HEGO C pe-
abHBIM CcoHIeM (puc. 7.12).
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Puc. 7.12. Npumep peHaepa Heba

7.3. PaboTa ¢ kKamepou

Kamepa — 310 okHO B Mup Blender. UMenHO ¢ ee pakypca OCyIIecTBIsIeTCS KOHEUHAs
oOpabotka criensl (peraep). [locie OTKpBITHS MPOTrpaMMbI B HOBOMW CIIEHE BCErJa MpH-
CyTCTBYyeT ojiHa kKamepa (puc. 7.13).

Puc. 7.13. Kamepa B cLeHe
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Kamepa — 3TO TUNMUYHBIN OOBEKT CIIEHBI, KOTOPBIM MOXHO YIIPABJIATH CTaHIAPTHBIMU
MaHunyiasTopamu. OHa MOXET y4acTBOBaTh B aHMMAIIUH, UCTIONH30BATh MOJTUPHKATOPHI
u Constraint. Tak, 04eHb 9aCTO Uil aBTOMATHYECKOTO CIICKEHHSI KaMephl 32 00bEKTOM
MIpUMEHSIETCS OrpaHnyuTes Track To.

Ecmm maxats wimaBumry <NumPad 0>, To Blender mepexmouuT mpocMOTp aKTHBHOTO
oxna 3D View B pexxnm kameps! (puc. 7.14).

Pwuc. 7.14. TunnyHbin Bug npocmoTtpa Camera View

To, 4TO HAXOAUTCS B paMKe MPOCMOTPA, MOMAACT B Kaap 0OpabOTKH, BCS OCTalbHASA
YHaCThb CICHbI 3aTCMHCHA. CTCHCHI) 3aTEMHEHUSI HEAKTUBHOU 30HEI MOXKHO peryimpoBaTb
¢ momoIibio mojst Passepartout 8 rpymme Display.

OOpaTuTe BHUMaHKE Ha TO, YTO aKTHBHAs paMKa KaMepbl 110 YMOJIYAHUIO SBJISCTCS IU-
pokodopmartHoii (B mpomnopiiuu 16:9). Ee Bua B nmepByto odepesab 3aBUCUT OT YCTAHOB-
JICHHBIX TTApPaMETPOB peHzepa (paccMaTPHUBAIOTCA B CIEAYIOIIEH TliaBe), HO HEMaIOBaX-
HOE 3HAYCHHE UMEIOT COOCTBeHHBIC HacTpoiiku. OHU pacrosiararorcsi B okHe Properties
(puc. 7.15).

COBET

MoMUMO HanMumsa aKkTMBHOWM pamKu Mpu BKMYeHUM npocmotpa Camera View, nporpamma
MOXeT BbIBOAUTb AoMnonHuTenbHylo pamky Tittle Safe (Be3onacHas 3oHa TuTpoB). OHa
oyepumBaeT 30HY, KoTopas sBnsieTca Ge3onacHo AN BbIBOAA KIHOYEBOW MHAOpMaumu,
HanpvMep TekcTa. JTO caenaHo And Toro, Ytobbl Takas uHdopmauns obssarensHo Obina
BMAHa Ha nObIX TUMax TeneBu30poB, KOTOpPble MOryT MpPOU3BONbHO obpesaTb Kap-
TuHKy. Pamka Tittle Safe gocTymHa nocne BKMOYEHUS aHaNOrMYHOW onuuu B rpynne
Display nanenn Camera.
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Orthographic

Millimeters

Blender

Auto

Composition Guides

Passepartout

Puc. 7.15. Hactpowikun kamepsbl

CrannapTHasi HaCTpoWKa KaMephl MO3BOJIAET el "BHIETH" OOBEKT Ha OYeHb OOJBILIOM
paccrostHUU. BBl MOXkeTe OTpaHHYHTh BHAWMOCTH CLEHBI C TMOMOIIBIO TPYIIBI OMIIUA
Clipping (O6peska). 31ech umerotcs mapamerpsl Start (Hauano) u End (Koner).

Jl1st ynoOcTBa perympoBaHus pacCTOSIHUS IPOCcMOTpa 00bekT Camera MoxeT BU3yaib-
HO 0T0Opa3uTh B okHe 3D VieW COOTBETCTBYIOIIYIO HpsiMy0. J[jisi 3TOro BKIIFOUHTE
ommto Limits (JIlumutsel) Ha 3aknanke Display u nepeiiaute B m:000it Apyroii BuI npo-
cMortpa (puc. 7.16).

Ilocne ycTaHOBKH 30HBI MPOCMOTPA HYXHO ONIPEAECIUTHCS € JTMH30H 11t Kamepbl. O0bIu-
HO HUCIIOJIb3YeTCsl CTaHAapTHas 35-MuuiuMeTposas JinH3a. OHa e U YCTaHOBJIEHA IO
ymoruanuo B napamerpe Focal Length (@okycHoe paccrosiaue). M3meHsis ero 3Hade-
HUE, MOXHO YIPaBJIATh BUIUMBIM OXBaTOM CLIEHBI.

Kak u B peanbHOI Kamepe, Bl MOKETE YIPABISATH €€ (POKYCOM, T. €. CIIOCOOHOCTBIO MaK-
CHUMaJbHO YETKO MPOCMAaTpUBaTh HYXHBIH 00BeKT. Bce ocranbHOE OOBIYHO NMPH 3TOM
pacIibIBaeTCsI.
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Puc. 7.16. 3gecb kyb He nonagaeT B More 3peHUsi Kamepbl

IMapameTpsl (okyca Haxomsrcs B rpymme omuuii Depth of Filed (I'my6una peskoctn).
Bbl MOXeTe yCTaHOBUTH MOCTOSIHHOE 3HAYCHHE Ul PAcCTOsHHS (DOKyca ¢ MOMOIIBIO
Distance (/Iucranmus), HO Kyaa yaooHee QyHKIMS aBTOMAaTHUECKOro (pOKyca I ompe-
neneHHoro oo0bekra. [y storo cmyxut noine Focus (Pokyc), B KOTOPOM HYXKHO BbI-
OpaTh OOBEKT U3 CITUCKA.

COBET

B HacTpoikax kamepbl nmeetcs rpynna Camera, KoTopas Mo3BonseT onpenenvtb 30HY
YyBCTBUTEJIbHOCTW. O6bIYHO 3aech He Tpe6yeTc9| BbINOSHATL Kakon-nnbo KOPPEKTUPOBKW.
Ho gns makcumanbHoro adhdpekta MOXHO MonbiTaTbCA Bbl6paTb TN peanbHON Kamepbl u3
COOTBETCTBYHLLEro Cnmcka. OH HacuuTbIBaET napy OecATKOB KaMep U3BECTHbIX 6peH,D,OB.

B mpoekTte MOTyT OBITH OTHOBPEMEHHO Cpa3y HECKOJNbKO Kamep. J[00aBHTh WX MOXXHO,
Kak 00bruHo, u3 MeHro Add. Ho Tonbko onHa J0/bKHA OBITH AaKTUBHOM M C €€ MO3HLUU
OyJeT MPOBOJIUTHCS PEHAEP CIICHBI. DTO MOXKHO CJIEJIaTh, €CJIU BBIICIUTD HY)KHYIO KaMe-
py 1 Haxkath Kiapumu <Ctrl>+<NumPad 0>,

7.4. OKpyxXeHue:
3Be3Abl, TYMaH, rnobanbHbIN CBET
Korz[a B HpOCKTC paCCTaBJ'IeHLI 06’LCKTH, HaCTpoeHa aHuUMalus W MCTOYHHUKH CBETa,

X04eTcst ObICTpee 00paboTaTh CIICHY M HACAaIUThLCS MOJydeHHOW kKapTuHkoi. Ho crme-
muTh He cTouT! Blender uMeeT B cBOeii KONMIIKE €Il HECKOIbKO HHTEPECHBIX 3(PPEKTOB,
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KOTOpBIE CIETAIOT BHIPA3UTEIBHOM M00YIO CLieHy. 3[4€Ch Mbl PACCMOTPHM IIOCIETHUI
9Tamn pabdoThl HaJ] MPOEKTOM — HACTPOHKY MapaMeTPOB OKPYKECHUSI.

[To ymonmuanuio oH CIEHBI UMEET CBETJIO-CephIi IBET. ET0 MOYKHO C JIErKOCTBIO TTOMe-
HATH HAa MHOW IPYyTOH IBET U JaXke J0OaBUTH I'paJueHT. B HEKOTOPHIX cirydasx 0e3 Kop-
peKTHpOBKH (poHA MpocTO He oboiiTrck. Hampumep, ecnu pe3ynbTaT 00pabOTKHU CLIEHBI B
JanpHeineM OyfeT MCIoIb30BaH B KakoH-HUOyah mporpamMme BupeoMoHTaxa. CoBpe-
MEHHBIE PEIAaKTOPBI BHJICO MO3BOJISIIOT COBMEIATh KaIpbl HECKOJIIBKUX (PaiiJIOB C HCIONb-
30BaHMeM pa3nuiHbiX 3(d¢dekro. Hambonee momynsipHbiM U3 HuxX sBisercs Green
Screen wnu npousBoAHbE OT Hero. CMbICT MOCIEIHEro 3aKJI0YaeTcs B TOM, YTO IPO-
rpaMMa youpaert u3 KaJapa BCE IMHKCENbl YKa3aHHOTO I[BeTa (OOBIYHO HUCIOIB3YeTCs 3eIIe-
HBI uiu cuHui). Tak, 06paboTaB CleHy ¢ 3eJeHBIM (POHOM, BBI MOMYYHUTE BUAEO, KOTO-
pO€ ¢ JIETKOCTBIO MOKET OBITH UCIIOIB30BAHO ISl COBMEIICHHUS C IPYTUM H300pasKeHUEM.

Hacrpoiiku okpysxenust pasmeniatorcs: Ha nanenn World (Oxpyxenne) okna Properties
(puc. 7.17).

3nech UMeeTCsl IPUBBIYHOE OKHO Preview, ¢ moMompo KOTOPOro MOXKHO KOHTPOJIUPO-
BaTh HACTPOIKU OKPYKEHUSL.

Puc. 7.17. O6wuii Bug naHenu World
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@OH CIICHBI MOKET OBbITh U3MEHEH IICTYKOM MBIIIH M0 00pasiyy ¢ Ha3Banuem Horizon
Color (IIset ropu3sonta). IIpu 3ToM OH OymeT crutoniHbM. Ho ecTh erie BO3MOYXKHOCTh
N00aBIIEHNS TPAAUCHTA, KOTOPBIA OyIeT YYUTHIBATH MOBOPOT M MECTOIOJIOKECHUE Kame-
pbl. Tak MOXHO CO31aTh IPOCTOE HEOO € TOPU30HTOM.

Omnmuu ynpasieHus: GoHoM:

¢ Blend Sky (CmemmBanue (oHa) — pPEKHM CMENIMBAHMA, IJI€ YYacTBYIOT I[BETa
Horizon Color (Ilet ropusonta) u Zenith Color (Llger 3enura). DT0 MPOCTOIi rpa-
JINEHT, KOTOPBIN CO3/aeT TMEPEX0JI 10 BEPTHKAIH MEXKIY IBYMS [[BETAMU;

4 Paper Sky (O6eptka (oHa) — ero JeicTBHE PaBHOLIGHHO HMEPBOMY ITYHKTY, HO TIPH
9TOM YYHTHIBAETCSI TOBOPOT KaMephl;

¢ Real Sky (Peanbnbiii ¢poH) — IBOIHON TpaIWeHTHBIH Mepexo[, IJe LEHTP dKpaHa
3anumaet et Horizon Color. B aTom ciyuae y4nuThIBalOTCS pacloNOKEHHE U POTa-
LU KaMepBhl.

OTH ONIIMU MOXHO KOMOMHHPOBATH MEXIy COO0O0# ISl MoydeHus: HyXHOro sddekra

(puc. 7.18).

Pwuc. 7.18. Mpumep rpagneHTta doHa

OOGBIYHO B CIICHE Pa3MEIIAIOT HECKOJIbKO MCTOYHHKOB CBETA JUIS BHITOJHOM JAEMOHCTpa-
UK MOJIEJIH, T. K. OJIHOM JIAMITBI SIBHO JJISl 3TOTO HefaocTaTtouHo. Blender npesaraer He-
CKOJIBKO aJITOPUTMOB OCBEIICHHUS, CIIOCOOHBIX MPUIATh JIFOOOU CIICHE SIPKOCTh M HACHI-
meHHocTh (puc. 7.19).

Haunbomee momymsapusiii u3 uHux — 310 Ambient Occlusion (O6bemusiii ceer). Ero
MOJKHO paccMaTpuBaTh Kak IOMOJHHTENbHOE ocBerieHue ciieHbl. Ambient Occlusion
MOXET MPEeKPacHo paboTaTh 6€3 HCTOYHHKOB CBETA, HO HAJTMUYKE TTOCICTHUX HEOOX0IUMO
JUISL CO3/IaHMsl TCHEH. DTOT ajJrOPHTM IMO3BOJIAET MOJYYHTh Ka4eCTBEHHYIO KapTHHKY,
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mpaB/a 3a CYeT BO3POCIIeH Harpy3ku Ha cuctemy. Oco00 3TO KacaeTcs Mpo3pavyHbIX Ma-
TEpHAJIOB ¢ Mcnonb3oBanueM Ray Tracing.

Hactpoitku Ambient Occlusion pacronoxeHbl B 0OJHOMMEHHOW rpymie. J[0CTaTOuHO
YCTaHOBHTH TaJIOUKy Y Ha3BaHUS TPYIIIbI U BEIOPATh CTCIICHb CMEIIMBAHUS B IIAPaMETpe
Factor (puc. 7.20).

Puc. 7.19. PeHpep cLeHbl C O4HUM UCTOYHUKOM CBeTa

Puc. 7.20. PeHgep cueHbl ¢ Ambient Occlusion (Factor = 0.5)

Ecan Ambient Occlusion co3naer rino6ansHoe OCBELIEHUE CLEHBI, TO IEWCTBHE €IlE Of-
Horo anroputma Indirect Lighting (HenampaBieHHOe OcBeleHIE) O3BOJISET CO3/1aBaTh
YAUBUTENBHBIE 3PQPEKThI CBETANMXCA 00beKTOB. [log00HO MEpBOMY OH TakKXe Ipe-
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Puc. 7.21. PesynbTaT BKntodeHus Indirect Lighting

KpacHO 00X0IuTcsi €3 OCHOBHBIX HCTOYHUKOB CBETa, HO U TCHU HE reHepupyer. CMbICT
Indirect Lighting 3aktouaercsi B OTpaKeHHH OT 00BEKTa CBETOBBIX JIyueii (puc. 7.21).

B mactpoiikax MatepuanoB ecth omius Emit (Msnydyenune) B rpymme Shading, kotopas
OTBeyaeT 3a cBeueHue oowvekra. Ho Tonbko B coBokymHoctu ¢ Indirect Lighting moxxHo
OITy4uTh 3(pPEeKT CBeTOBOr0 0TONIECKA Ha OIM3NIEkKAIMNX 00BEKTaX.

JIs1st MCTIONb30BaHKS 9TOM (QYHKIMU 00s13aTeNbHO BKIIOUNTE mapametp Emit B HacTpoii-
kax marepuana. Indirect Lighting paGotaer B cBsizke ¢ Gather (C6opka), rae HyXHO
BeIOpaTh Metoa Approximate (ITpubnusutesnbHbii) (puc. 7.22).

Puc. 7.22. Hactpouiku Indirect Lighting

B nactpoiikax Indirect Lighting umeetcs Bcero nsa napamerpa:
¢ Factor (Koadduuument) — gem Bblle 3HaUCHHUE, TEM BbIpazuTenbHen 3P deKT;

4 Bounces (Bo3sparsl) — yBenuueHHE 3TOr0 Imapamerpa co3naeT 0ojee MATKHE mepe-
XOJIbI OTPa’KEHUH.

Blender ymeer co3nmaBaTh TyMaH, KOTOPBIH OXBaThlBaeT BClo cueHy (puc. 7.23). Ilpu-
YeM HMMEETCS BO3MOXKHOCTb DPErYJIHMPOBaHMSA €ro IUIOTHOCTH, BBICOTHI M PACCTOSHHSA
(puc. 7.24).

[Mapametpsr Mist (Tyman):
¢ Minimum (MuHHMYM) — MHHHMaJbHAsi HHTEHCUBHOCTh TyMaHa,

4 Start (Hauano) — paccrosiHue OT KaMephbl, OTKYyla HAYMHAECTCS TYMaH;
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Puc. 7.23. CueHa 6e3 TymaHa (a) u ¢c TymaHom (6)

Pwuc. 7.24. HacTpolika TymaHa
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¢ Depth (I'nmyouna) — riyOuna Tymana. OTcueT HauumHaeTcs OT Touku Start. Uem
Jajblie OT Hee, TEM XYXKe BHIUMOCTb;

¢ Height (Beicota) — BBICOTa TyMaHa. [10 yMONTUYaHUIO €TO TUIOTHOCTH SIBISCTCS HEU3-
MeHHOH. C TOMOIIBI0 3TOTO MapaMeTpa MOXKHO YCTAHOBUTH HAWBBICIIYIO TOYKY, TJIE
TyMaH OyIeT MOJHOCTBIO OTCYTCTBOBaTh. JTO MO3BOJISAET CO37aBaTh Ooyiee peanu-
CTHUYHBIC CIICHBI.

MOHO BPYYHYIO OTBITHBIM ITyTEM JOOUTHCSI HEOOXOUMON KOHCHCTCHIIMU TyMaHa, 13-
MeHsis TlapaMeTpbl MiSt u mpoBepsisi pe3ysbTar peHaepa. A MOXHO BOCIOJIb30BaThCS
CMOCOOHOCTBIO Kamepbl oToOpakaTh B okHe 3D View otpe3ok BuammocTH. [ 3TOTO
HY)KHO OTKPBITh TapaMeTpbl KaMepbl, HaiiTu rpymmy Display u Bkiarounts mynkt Mist.

Eme omgHuM BbIpasuTenbHBIM cpeacTBOM B Blender siBisieTcss BO3MOXKHOCTD T'eHEpaIiu
3BE3JIHOr0 HeOa. DTH HACTPOMKH pacroiiararotcs Ha 3akiajke Stars (puc. 7.25).

vy

4 Size:2.000 ¢ “ Min. Dist: 0.000 *
“  Colors: 0.000  * JL “Separation: 15.000 *

Puc. 7.25. Hactpoinka 3Be3q

Omuu Stars:
¢ Size (Pa3mep 3Be3n);

¢ Colors (IlBeTHOCTB) — TPH MUHHUMAJIBHOM 3HAYCHUH IIBET y 3BE3J OJWH — OCIIBI.
Uem BbIIIE 3TOT MapaMeTp, TEM HACBHIICHHEH W Pa3HOOOpa3HEeil CTaHOBUTCS ILBET
TOYEK;

Puc. 7.26. Mpumep 3Be3aHoro Heba
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¢ Min. Dist. (MunuManbHas AUCTAHIUS ) — PACCTOSHHUE OT KaMmephl 10 3Be3. Creante
3a TeM, 4TOOBI STOT mapaMeTp ObLI OOJBIIE, HEXKEIN YIAICHHOCTh CAMOTO JATBHETO
00BbEKTa B CLIEHE OT KaMephl. B IPOTHBHOM Cily4ae Bbl PHUCKYETE MOJYYUTh 3BE31y Ha
caMOM OOBEKTE;

4 Separation (Pa3nmenenne) — pacCTOSIHUE MEKIY TOUYKaMU. DTUM MapaMeTPOM MOYKHO
PETyIUPOBATH TIOTHOCTH 3BE3JIHOTO Heda.

3Be31bI — DTO HE UTO MHOE, Kak 00beKTHI, mogoonsie Halo. Blender BeImonnsger cMmemnu-
BaHHE HMX C IBeTOM (poHa mim armochepHbiME dddektamu Sun. C momornrsio Stars u
TPaIUEeHTHOTO (hOHA MOXKHO C JIETKOCTBIO JOOWUTHCS MPEKpPacHOTo 3Be3aHOrO Heba. Emme
OJTHOW OCOOCHHOCTBIO Stars sBnsieTcs TO, YTO OHU HE MPHBSI3AHBI K KaMepe W MpH Bpa-
IICHHUH TTOCTIeTHEH ocTaroTcs Ha Mecte (puc. 7.26).

7.5. NpakTnkKa. 3aKkaTt conHua

B aTroM ypoke paccMOTpUM, Kak MOXHO CHENaTh COJHEYHBIH 3aKaT ¢ MCIOJIb30BAaHHEM
pacIMpeHHBIX HACTPOEK UCTOYHMKA cBeTa SUN. Co3naliTe HOBBIM MPOEKT U yIalauTe KyO.

UYroObl kapTHHKa ObLIa OoOJiee MHTEPECHOM, 0OABMM B CIIEHY MPOCTOW JaHmmadt Ha
ocHoBe mpumutuBa Plane. Co3maiite IIIOCKOCTh W OTKPOWTE MaHENIb CBOWMCTB B OKHE
3D View (<N>). 3peuInHOCTb 3aKaTa CHIBHO 3aBHCHT OT PACIIOIIOKEHHUS BCEX 00BEKTOB
YYaCTHUKOB clieHbl. [loaTomMy Gomnblias 4yacTe MaHMUMYJSIIAA OyAET COBEpLIATHCS C IIO-
MOLIBIO ITAHEIU CBOUCTB.

Coznate ¢opmy mangmadTa MOKHO pa3HBIMHU CITIOCOOaMH, HO HauboJee MpoCcTO — 3TO
BOCITOJIb30BATHCSI  MPOLIEAYPHOH TeKCTypoir 1o TexHonoruu Displacement Map
(em. paszo. 4.10).

CHavaja HY’)KHO YBEJIMYUTh pa3Mep IJIOCKOCTH. BBeauTe 3HaueHHe 8.300 B IMapaMeTphl
Scale s Beex oceii oobexra (puc. 7.27).

Puc. 7.27. MacwrabuposaHue Plane Ha naHenn cBOWCTB

[Tocne 3TOM KOPPEKTUPOBKHU TUIOCKOCTD JIOJDKHA 3aHSTh BCIO BCIIOMOTATEIBHYIO PELICTKY
B okHe 3D View. 3aiimemcs co3aanueM nanamadra.

Ortkpoiite manenb Textures B okue Properties. Co3naiiTe HOBYHO TEKCTypy, HaKaB
kHOTIKY New.

B kauectBe TekcTypsl OymeMm wucrnonb3oBath ¢GyHkimioo Cloud, ona momkHa ObITH 1O
YMOJTYaHUIO B MEHIO TYpe. B HacTpoiikax TeKcTyphl HaitmuTe 3akiaaaky Clouds u ycra-
HoBuTe B mojie Size 3unavenue 1.50. DTO yBENUUUT y30p PUCYHKA, T. K. UMEIOIIUICS 110
YMOJIYAHUIO CIUIIKOM MEJKHM.
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Orkpoiite manens MmoxudukaropoB B okHe Properties m n06aBbTe K IUIOCKOCTH
Displace. B ero nactpoiikax, B cBoiictBe Texture BeiOepute co3aanHyro TekcTypy. [Ipu
3TOM BU3yaibHO B okHe 3D View Huvero He usmeHurcs. st TOro 4ToObI MPOU3OIILIO
CMEII[CHUE BEPIIHH, HCOOXOAMMO YBEIUYUTh CTPYKTYpy perierku Plane ¢ momoripto uH-
crpymenta Subdivide. Beimonnurte nsatukpaTtHyro pa3ouBky Mesh-oGbexta. Moxere u
Ooblile, Beb YeM Ka4eCTBEHHEW pelleTKa, TeM JIydiie OyneT Bersaers Janamadr. Ho
HE TiepeycepAcTByiTe!

Bxirounrte criaxkunBanne Smooth mis mockoctu B pexume Object Mode. Jlangmadr
roToB (puc. 7.28).

Puc. 7.28. loToBbIN NaHgwadpT

Teneps MOMECTUM KaMepy TakK, YTOOBI OHA CMOTpPEJIA BJIOJIb JIaH Ia()Ta B CTOPOHY TOPHU-
30HTa. Beigenute B ciieHe 00bekT Camera u BHeCUTE CICAYIOIINe U3MECHEHHS Ha TTaHeIn
CBOICTB:

¢ Location X=0 ¢ Rotation X =90
¢ LocationY =-12 ¢ RotationY =0
¢ LocationZ=2 ¢ RotationZ=0

Ecnu Bce cnenano mpaBmiibHO, TO BUJ U3 Kamepbl (<NumPad 0>) BbIacT KapTHHKY, KaK
Ha puc. 7.29.

KoneuHnast kapTuHKa Heba 3aBHCHT OT POTAL[MM MCTOYHMKA CBeTa. B ciydae ¢ Sun me-
CTOMOJIOKEHHE 00BEKTa HENPHHIUITHAIBHO. BBIIEInTe MCTOYHUK CBETA, OTKPOMTE €ro
HacTpoiiku (3akianka Light B oxue Properties) u nomensiite ero tum Ha Sun, HaxaB
COOTBETCTBYIOLIYIO KHOMKY. Brirounre rpymmst SKy u Atmosphere.
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Puc. 7.29. NaHgwadT ¢ no3mumnm kamepbil

Teneps pazBepHEM UCTOYHMK CBETa TaK, YTOOBI Jy4H MPOELUPOBAINCH BIOJb JIaHAIIA]-

Ta TOJ YIJIOM COOTBETCTBYIOIIEMY 3aKkaTy. BHecHTe ciieayrominue KOPPEKTUBEI Ha TTaHEIN
CBOICTB 00BEKTA:

¢ Rotation X =54
¢ Rotation Y =-83
¢ Rotation Z = -161

IMonpoOyiite 06paboTath crieHy ¢ momMoipto Kiasumu <F12> (puc. 7.30).

Puc. 7.30. ConHue pasMeLLeHO BEpHO, HO 3TO He 3akaT
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Ha 3akat TO, 4TO BBI OJIy4MTE, IOXOXKE O4eHb Majno. ColHIEe He BUIHO, HEOO KaKOe-TO
KenToe. 3/1ech SBHO TpeOyeTcss KOPPEKTUPOBKA MMapaMeTpoB Sun.

He Gynem Tporath ropusoHT, 3aiiMeMcs BUIOM coiHia. Ha 3aknanke SKy umeercs rpyr-
ma Sun, KoTopasi OTBeYaeT 3a BHEIIHUI BHJT cBeTHIIA (CM. puc. 7.11). YBenuuum ero pas-
Mep U SIPKOCTE:

4 Brightness =3

¢ Size=10

Ecnu BBl 0OpaboTtaere CrieHy, TO pe3yibTar OyJeT JiydIie, HO Bce ke He To. CIuImKoM
SpKoe He0O, CIMIIKOM HAaCHIIIIEHHOE COJHIIE.

O6parumcs k omuusm Color Space, kKoTopble MO3BOJISIOT KOHTPOJIUPOBATH IBETOBOE
npoctpancTBo cBeTa. Haxkmure kHonky CIE u ycranoBute B mone EXposure 3Hauenue
0.2. DTO 3HAUMTENHHO CMATYUT CBEUEHHE COJHIA M HACHIIIEHHOCTD (hOHA.

[TocrmegarM mMTPUXOM B CO3/IaHUM 3aKaTa OyaeT u3MeHeHne (oHa CIieHbl. BbI Beaph oM-
HUTE, UTO SKY CMEIIHUBAETCS ¢ ITUM IIBETOM?

Ortkpoiite mapamerpsr World B okue Properties. ITo ymonyanuio nset (oHa sSBIsSCTCS
cepbim. LlenkuuTe mo ob6pasiry Horison Color u 3amenute nBeT Ha YepHbIil. BoT Tenepn
y Bac MOJIy4YHIICS HacTOSIMU 3aKkat (puc. 7.31).

Puc. 7.31. 3akat conHua
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Cucrtema peHpgepwuHra Blender

Pennep — BOT OHO cllafikoe CIOBO JUIA KaXKAOTO MOJENIEpa. DTO MOMEHT UCTUHBI, 3a-
KIIOUHUTENBHBINA dTam paOdoThl HaJ MpoeKToM. W XOTs co3gaHue CUEHBI 3aBEpIICHO, OT
MIPaBUIIFHOW HACTPOWKH CHCTEMBI 00pa0OTKH 3aBUCHT OYeHbh MHOTOE. Maeas HeTod-
HOCTb M pe3yibTaT OyJdeT UCIOpYeH. A Belb BHU3YyaINM3alLlUs Nake OJHOIO Kaapa MOXKET
IUTUTHCS YaCaMH.

B aToii rmaBe BBl y3HAETE, YTO TAaKOE PEHIEP, KaK €ro HacTpauBaTh, Kak cOaJaHCUPOBATh
Ka4yecTBO U OBICTPOTY U1 JOCTHXKEHUS HAWIYUIIEro pe3yabTara.

8.1. OcHOBbLI 06pPaboOTKMN

Ha npoTspkeHun Bcell KHUTH BBl YacTO BCTPEYad CIOBO "peHuep" W AaKe BBITOJIHSIIN
OBICTPBIN IMPOTOH CIIEHBI C TOMOIIBIO KiTaBhIH <F12>.

Penoep (Render) — 510 cucremMa BH3yaiM3allid MPOCKTA W COXPAaHCHUE pe3yJibTaTa
B BHJE TpaduyecKuxX Wi BUaeodailmoB. B To ke BpeMs peHAepoM Ha3bIBaeTCs COOCT-
BEHHO pe3yNbTaT 00pabOTKH.

B Mupe cymecTByeT MHOTO cucTeM Buiyanuzauuu 3D M HEKOTOphle U3 HUX MOJAEPIKH-
BaloTCs mporpamMmoii. [loaToMy pa3nnvaioT BCTPOEHHBIE PEHAEPH U CTOpPOHHHUE. B 310
Bepcun Blender yxe mMeercss Tpu BCTPOGHHBIX 00pabOTUYHMKa, KOTOPBIE MOXXHO HAalTH U
BbIOpaTh B MeHIO ENgine (JIBMKOK), pacrojoKEHHOM B 3ar0JIOBKE TJIABHOT'O OKHA IPO-
rpammsl (puc. 8.1).

Blender Game

C Render

Puc. 8.1. BcTpoeHHble peHaeps! Blender
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Penpeps! Blender:

4 Blender Render — 310 camblii IepBbIii BU3yaIH3aTOP MPOIPAMMBbI, OH HCTIOIB3YETCS
10 YMOJTYaHHIO;

¢ Blender Game — nBwKOK Ul BU3yalU3alUK CLEHBI B PSKUME PEATEHOTO BPEMEHH.
Blender — sTo He ToNMBKO TpOrpamMMa [yt cozaanust 3D, HO ¥ MOIIHBII HTPOBOW KOH-
CTpYKTOp. BbIOMpaliTe 3TOT MYHKT, €CJIM BBl CO3AAETE UIPY WU IIPUIOKEHUE pealb-
HOTO BpPEMEHU;

¢ Cycles Render — HOBbIif peH/iep, MOSBUBIIMICS B BEpCHHU mporpammel 2.61. Paspa-
OOTYMKH TIPOpOYAT €My BEJIMKOEe Oy/aylee W B JaJbHEHIIEM MPEIIOIAraloT UCIIOb-
30BaTh €r0 10 YMOIYAHHIO. J[BHXKOK CBIPOM, HO HMEET OYEHb XOPOIIHE BO3MOXKHOCTH.

ITomumo BCTPOCHHBIX O6pa60T‘II/IKOB Bbl MOXCETC HCIOJIb30BATh HCKOTOPLIC IOpPYTHUC.
Hawubonee momynsipueivu siisitotest: YafRay, LuxRender, Pov-Ray, Rendermfarm.
9TI/I ABWXKHU NOAKIIIOYAIOTCA K IporpamMme € MOMOIIBIO BCTPOCHHOTO MEXaHHU3Ma IlIa-
THUHOB.

Kaxxnprii peHznep xopour mo-cBoeMy, y KaXJI0T0 €CTh CBOU CHUJIBHBIE U CJIa0ble CTOPOHBI.
Tak, k npumepy, HoBeimuii Cycles umeeT BO3MOKHOCTh YCKOPEHHSI TPOCYETA 33 CUET
pecypcoB rpaduueckoro GPU (Bumeomnatsi). YafRay coBeTyroT ucnonb30BaTh Uis
CIICH, COAEPIKAIUX MaTepHaibl C IPEJIOMIIEHHEM U OTpakeHHueM. Ho Hy)XHO 3HaTh, 4TO B
OOJBLIMHCTBE CIy4aeB CIEHY M MaTepuasbl 0OBEKTOB IPUAETCS MOATOHITH MoJ Tpedo-
BaHUs KOHKpeTHOTo peHnepa. [losToMy B AaHHOH rinaBe OyneT pacCMOTPEH JIMIIb CTaH-
naptueiii Blender Render. Ero Bo3MOKHOCTEH BITOJIHE JOCTATOYHO JIJIsl BU3yaIH3aIlN
CIIOYKHEHIINX CLEH.

O6pabotunk Blender crmocoben coxpaHsATh pe3yabTaT B pa3IndHBIX (hopMaTax rpadudae-
ckux u BupeodainoB. Tak, npu HaxkaTum KinaBumm <F12> BeimonHsiercss oOpaboTka
OJTHOT'O TEKYIIETo Kajpa, KOTOPBIH MOKHO COXPAaHHUTh HA UCK. DTO AeTaeTcs JIubo ¢ mo-
Mmorpio MeHio Image | Save As Image B okHe pesyibprata 00pabOTKH, JHOO MPOCTO
HaxaB knasumry <F3>. [lo yMmonyaHuio mporpamMma NpeajoXUT COXPaHUTh KapTUHKY
B popmare PNG. A BOT U3MEHHTH €r0 MOKHO B HacTpoiikax perepa (puc. 8.2).

B BepxHeit yactu nanenu Render npucyTCTBYIOT B OOJBIINE KHOMKH, KOTOPBIE TT03BO-
JISFOT 3aIyCTUTh Tporiecc 0opabotk — 310 Image (Kaprunka) u Animation (Aauma-
ust). Yoke 1Mo Ha3BaHMIO MOHATHO, YTO 3a 4TO oTBeyaeT. IIpomecc obpaboTku Blender
JneMoHcTpupyeT B okHe Image Editor, koTopoe aBTOMaTHYECKH 3aIlyCKaeTCsl PU cTapTe.
Ho BbI MOKeTe BBIOpATh HHOM THIT BbIBO/IA B MeHI0 Display.

Onnako mepen 00pabOTKOW cHaudana HYXKHO MPAaBUIBHO OMPEIETUTHCS C BHIOOPOM BBI-
XOIHOro (hopmaTa M Ka4eCTBOM KapTHHKH. BooOiie, mojoOHbIe Bely JTydllie AenaTh Ha
caMoOM TIEpPBOM JTalle CO3IaHus CUeHbl. Tak Kak jaxe OaHaIbHOE M3MEHEHHWE pasperie-
HUSI KAPTHHKU MOXET MPUBECTH K HEOOXOIMMOCTH KOPPEKTUPOBKH OOBEKTOB B CIICHE U
aHUMaIliu.

Hactpoiiku n3006paskeHus BBIMOIHAIOTCS Ha 3akinaake Dimensions (Pasmepsr) (puc. 8.3).

[pu 3anmycke mporpamma npejiaraetT oopadareiBaTh KapTUHKY B paszpemenun Full HD,
T. €. 1920 na 1080 nukcenoB. DTO, KOHEYHO, BEJIUKOJICITHO, HO B OOJIBIIIMHCTBE CIy4YacB
u3nuiiHe. Bel MOKeTe BpydYHYIO YCTaHOBHTH paspereHue B moisix Resolution. Tosbko
YUYTHTE, YTO HEOOXOAMMO MPABUIILHO YCTAaHOBHTH COOTHOIIEHHE cTopoH (Aspect Ratio)
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1 gacTtoTy kaapoB (Frame Rate). Beas cymiecTByoT onpe/ieieHHbIC CTaHAapThl TEICBH-
3MOHHOTO BellaHus (Ha HUX OPHEHTHPYIOTCs (hopMmathl Buaeo). Tak, y Hac B CTpaHe UcC-
nosib3yeTcst PAL, xoToperit umeeT paspemenue 720x576 MUKCENIOB ¢ 4acTOTOH 25 KaapoB
B cexyHay. B ctpanax Eppomsl momymsaper NTSC ¢ coBcem ApyrumMu mpOMOPIHSIME U
4acTOTOM, a Beb €CTh €Ille BCeBO3MOXHbIe BapuaHTsl HD. Eciu BBl He 3HaeTe KOHKpET-
HBIX JAaHHBIX HEOOXOAMMOTO CTaHIApTa, TO Jy4lIe BOCIOJIB30BATHCS 3arOTOBKAMH
Blender B Mento Dimensions. 3ieck ecTh IPaKTHYESCKH BCE MOMYIISPHbIC TEICBH3UOHHBIC
CTaHIAPTHI pa3HbIX CTPaH.

Irage Editor

Puc. 8.2. HacTtponka peHgepa Puc. 8.3. HacTponku paspeLueHuns

ITocne Toro xak BEI OMpeaACININCE C Ppa3pCIICHUCM KAPpTUHKH, HYKHO BI)I6paTI), B KaKOM
dopmare OymerT coxpaHeH pe3yinbTar. JTo jaenaercs Ha 3aknaiake Output (Bwixon)
(puc. 8.4).

[To ymonmuanuro Blender coxpansier pezynbTar B nanke Tmp. B 3aBucumocTn ot onepa-
LMOHHON CHUCTEMBI, OHa MOXKET HaXOJUTHCS B pa3HbIX MecTax. Bbl Moxere ykasarb Ipy-
rOH MyTb, IEJIKHYB 10 KHOIIKE C XapaKTEPHBIM PUCYHKOM IalKH.

I'maBHbIii BEIOOD ocymiecTBiseTcs B MeHio File Format (@opwmar daiina) (puc. 8.5).

¥ Owverwrite

= smp W

Puc. 8.4. Hactpoiika BbiBoga
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File Form

mage

™ smp ™ cineon
™ pos & orx

E Iris E MultiLayer

™ puG ™ ope

& jrec ™ Radiance HDR i
eI o
g Targa g TIFF m File Extensions

E Targa Raw

Puc. 8.5. dopmaThl hannos, nogaepxmeaemMbix NporpaMmMmon

dopmartsl pa3outel Ha aBe rpynnbli: Image (Kaprunkn) u Movie (®unbm). [Ipu BeIGOpe
HY)KHOTO ITyHKTa IpOrpaMMma MpEUIOKHUT JOMOITHUTEIBHBIE HACTPOHKH, XapaKTEePHBIC
s Hero. Ecim ¢ rpaduyeckumu (aiinamu Bce MpoCTO, TO BUAEO PACCMOTPUM IIO-
IpoOHee.

Crnucok (opmatoB Bujpeo pocrarouno obmmwmpeH: AVI Codec, AVI JPEG, AVI Raw,
H.264, MPEG, Ogg, Xvid. MHorue, HaBepHOe, BaM 3HaKOMBI. Ho 4TO e BHIOpaTh w3
3TOr0 00MINA?

DT0 NEHCTBUTENHHO OYEHB CIIOXKHBIN 3Tal, Belb B OOJBIIMHCTBE CITydaeB st 00paboTKH
Blender Oyzer ucnonb3oBaTh CTOpOHHHE Konekd. KoHeuyHO, MHOTOE 3aBHCHUT OT ycTa-
HOBJICHHBIX IIapaMeTpoB Ha 3aknaake Dimensions. HekoTopsle KoieKH cOCOOHBI BbIa-
BaTh MPUEMIIEMOE Ka4eCTBO TOJBKO B ONPEACICHHOM Pa3peIIeHHH.

[lepBrie Tpu BapuanTa AVI gBIsIOTCS HAYEM MHBIM, KaK COOpaHHBIMHU B OOIIUI KOHTEH-
Hep rpaduueckumu (aiinamu coorBercTByromero tuma. Tak, AVI Codec cozmaer
Bujco(daiin 6e3 Kakoro-mmdo CKaTusi, OJUH K OJHOMY, C MAaKCUMAJIbHbIM KaueCTBOM H
6onp1I0rO0 00BEMA.

Bce octabHbIE THITBI — 3TO KOJIEKH, OCYIISCTBIIAIONINE C)KATHE BHJCO IO OMPEIEIICH-
HBIM ajroput™Mam. Ecnu BbIOpaTh M000# M3 HUX, TO OTKPOKOTCS TOMOMHHUTENBHBIC Ha-
CTPOUKHM C GOJBIINM KOJHUIECTBOM oriuii (puc. 8.6).

HyxHo ObITH crienuamicToM, 4ToObl pa3o0paThcs B 3THX MapameTpax WU HITH OIbIT-
HbIM myTeM. [IpaBna, pa3paboTYMKH 03a0OTHIINCH CO3aHHEM 3arOTOBOK IS KOJCKOB,
KOTOpBIC COJIeprKaTcs B MeHIO 3akiaaku Encoding.

[To mmyHOMY OTBITY 3aMedy, UTO JIydIlle BCEr0 00padaThBaTh BUAEO BOOOIIE Oe3 CkaTHs
¢ ucnons3oBanueM AVI Codec. A roToBbI BapHaHT yK€ MOXHO 'mepexaTs' ¢ Io-
MOIIBIO JIF000# cTOpoHHE! nmporpaMMel. Tak moirygaercst ropasio ObicTpee.

Ho ects Bapuant myume. Blender, xak u mo6as nporpamMma, MOXeT J1aTh cOOi B mporiec-
ce 00paboTku. Byzer odueHb 00HMIIHO, €CITM HECKOJIBKO YacOB pPeHepa MOHIyT HacMapKy.
Ecnu B kauecTBe BbIXOonHOTO (hopmara BbIOpaTh rpaduueckuii gain (manpumep PNQG), a
3aIlyCTUTh 00pabOTKy aHWManuu, To Blender BBIMONHUT peHpep KaxIoro Kajapa B OT-
nenbHbIN rpaduueckuil daiin. Ilpuyem Bce oHM OyAyT MMEHOBAaHBI HOPSIKOBBIMH LUQ-
pamu. B aToMm cimydae He cTpamieH cOoil mporpaMMel, Beb HOCIE Iepe3amycka MOKHO
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IPOJOJKUTE 00pabOTKY € COpBaBILErocs MecTa. B nanpHelemM 3To0 MHOXKeCTBO (aiiaoB
MOXHO MOMECTHTh B BHJIE ITOCIIEAOBATEIFHOCTH B OHY M3 MOHTaXHBIX Iporpamm. Ha-
pHUMeEp, MOMYJISPHBIA BUIeopenaktop Adobe Premier MoxeT HMIIOPTHPOBATH MOPSIIKO-
BbIe Trpaduueckue (aiibl, KaKk eJUHBIA MOTOK.

Presets

o Cornpositing

o Sequencer

Puc. 8.6. HacTtponikn kogekos Puc. 8.7. Hactponka Fields

Bpose 6b1 ¢ popmaTtamu ONpeAETHINCh U MOKHO TIPUCTYIAaTh K 00paboTKe, HO HE TYT-TO
obu10. ECTh eriie Takoe crpariHoe nmousTue, kak moss (Fields).

Jlnst Toro 4To0bl YeNOBEUSCKHH Ti1a3 nepectali pUKCUPOBATh CMEHY KapTHHOK M OLIYIIAJ
UX KaK eIMHOE 1IeJI0e, OHHU JOJDKHBI YepeI0BaThCSl CO CKOPOCTBIO HE MeHee 25 KaJIpoB B
cekyHIy. Ho mpm pe3kux IBIKEHHSAX MPEIMETOB B KaJIpe 3TOTO SBHO HexocTaTouHo. [1o-
3TOMY MpPUAYMaId pa30uBaTh KaKIbIH KaJp Ha IBa MOJTyKaapa wiH mojs. OHU MOTy4rIIn
nasBanus: Bepxuee nose (Upper Field) u mwknee mone (Lower Field). Bo Bpems npo-
UTPBIBAHUS TOJSI OIISATH CMBIKAIOTCSl B ONPECIICHHOM IMOpsIKe. DTOT (OKYC TO3BOISIET
MOKa3bIBaTh YABOCHHOE KOJIMYECTBO KaIpoB, T.e€. i PAL dusnueckue 25 mpespama-
torcst B 50. Bee Ob1 HHYEro, HO cyliecTByoume (HopMaThl BUICO HUCIONB3YIOT Pa3HbIC
TI0JISL, M €CJIM BBl OMINOJINCH B BBIOOPE MPAaBIIIBHOTO MIEPBOTO MOJIS, TO MOTYYSHHOE BHICO
MOXET HENPHATHO Jeprarbesi. OmaTh-Taku HEOOXOIMMO OIPEACIUTHCS, B KAKOM KOHEY-
HOM (popMaTe JA0JDKEH MOTYYUTHCS POJUK M 3aTEM BBICTABIISATh HY)KHbBII MOPSIOK MOJICH.
Hacrtpoiika mome#t ocymiectBisercs Ha 3akiaake Post Processing (ITocrobpabotka)
B rpymne Fields. YcranoBuTe ranouky B Ha3BaHWUH TPYIIIbI U HAKMUTE KHOIKY C HYX-
HBIM 110J1eM (puc. 8.7).

ITo ymomuanuto Blender o6paOaTsiBacT aHMMAIHMIO B COOTBETCTBUU C Mapamerpamu Start
u End okxna Timeline. Ho MoxHO BbIOpaTh WHBIC KaJApbl B HACTpOiiKax peHnaepa. Ha 3a-
kmaake Dimensions umerotcs moist Start Frame u End Frame, xotopsie kak pa3 u yka-
3BIBAIOT MPOrpaMMe, YTO HYKHO 00paboTath (cM. puc. 8.3). B 310ii ke rpymnme ects ere
OIMH BakHBIH mapameTp — Frame Step (Lar xazxpa), oTBevaronuii 3a cMemeHue. Tak
€cIIM B HEM YCTAHOBJIEHA €MHUIIA, TO IPOrpaMMa BBIIOJIHUT 00paboTKy KaskA0ro Kaapa
0e3 mpormycka.

Bort Teneph peHiep NOIHOCTBIO HACTPOSH, K MOYKHO CMEJIO kaTh KHOMKY Animation!
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8.2. lononHuTesnibHble BO3MOXHOCTU

B niepBOM pazjene riiaBbl ObLTH PACCMOTPEHBI HACTPOWKH, SIBJISFOIIHECS 00sI3aTeIbHBIMU
JUTS BU3yasU3aiuu ciieHbl. Ho Ha 3TOM BO3MOXKHOCTH peHIepa He 3akaHuuBaroTcs. Mme-
eTCsl ellle IENbIA Psiji TapaMeTPOB, KOTOPbIC MOTYT YJIYUIINTh WU U3MEHUTH PE3yIbTaT
00paboTKH.

[Iponenaiite HeOombION onbIT. [logHUMETE PYKY U OBICTPO OmycTHTE ee. Bl 3ameruTe,
YTO YeM BBIIIE CKOPOCTh, TEM 00JI€e CMa3aHHBIM BBIIVISIIUT ABMKECHHE PYKH. DTO OTHO-
CHUTCS K JIIOOBIM OBICTPO ABUTAIOIIUMCS PEAMETaM.

Ecnu B crieHe mMeeTcsi MOJeNb, KOTOpasi OBICTPO MEPEMEIIAeTCsl U3 TOYKH B TOUKY, TO
npu 00paboTke BBl YBUJIUTE HEMPHATHOE TOJCPrUBaHHME BHJCO. [J1a3a BIOIHE MOTYT
MPOCJIEUTh BCE ITAIBI JIBHKCHUS 00beKTa. J]a, MOYKHO UCIIOIB30BaTh MOJIs, YTOOBI yBeE-
JUYUTH 00BEM KapTHHOK, MPOXOASIIUX 32 CEKYyHy BpeMeHH (¢ moysimu Blender oO6paba-
THIBA€T B JBa paza Oounbie kaapos). Ho u 3Toro GpiBaeT HEMOCTATOYHO.

Blender mognepxusaet Texnonoruto Motion Blur (CmassiBanue nikenusi). TexHude-
CKH 3TO BBITJISIUT, KaK CO3J[aHNe JOTIONHUTEIbHBIX IaroB JBIKECHHUS OOBEKTOB B OJTHOM
u ToM ke Kanape. Mcnons3oBanne Motion Blur odeHp CHIBHO OTpakaeTcsi Ha BPEMEHU
00paboOTKH, HO ATO €AMHCTBEHHBIN CIIOCOO 0TOOPA3UTh ABMKECHUE B Kaape 0e3 PhIBKOB.

Hacrpoiiku Motion Blur naxonstcs Ha omHOoMMeEHHO# 3akiaake manenu Render
(puc. 8.8).

Shutter: 0.500

Pwuc. 8.8. Hactpownkn Motion Blur

B mone Motion Samples HykHO yka3aTh KOJMYECTBO JyOJIMKATOB B KaJpe, a mapameTp
Shutter otseuaeT 3a paccTosiHre MeXAy HUMH. K coxaneHuro, 1aTh peKOMEHIAINH 110
Hactpoiikam Motion Blur HeBo3MOKHO, T. K. BCE 3aBHCHUT OT TeKyIiero npoekra. Hermro-
X0€ KauecTBO MOTYT narh 3HaueHus Samples = 6 u Shutter = 1. Ho 310 omnsite-Taku
OYeHB MPUOINZUTENHHO.

Motion Blur otHOocuTCst K Tak Ha3biBaeMbIM MocT3hdekTam. DTO O3HAYACT, YTO OH
BBITIONHSETCA TTOCIie 00pabOTKU CaMOM CIICHEI.

Pennep mporpamMmbl UMEET €IE HECKOJIbKO MOJIE3HBIX BO3MOXHOcTed. Hampumep, BbI
MOJKETe MpHUIAaTh MYJIbTALIHBIM, HAPUCOBAHHBIM BMJ CBOMM IeposiM B cleHe. Bcero
HECKOJIbKO HACTPOCHHBIX ITapaMeTpoB M Mporpamma obpaboTaer OOBEKTHI C JTOTIOTHH-
TeNbHOM 00BOIKOI pedep (puc. 8.9).

DT HACTPOMKH BBIMOJHSIOTCS Ha 3aknaake Post Processing (ITocroopabotka). Biitro-
qyute om0 Edge (Pebpo), ycranoBute TpeOyemyto Tommuny ooBoaku B Threshold u
BeIOEpUTE HYKHBIH 11BeT (puc. 8.10). Ecnu ycTaHOBHUTH 1718 1ISHIEpOB MaTEPHAIIOB aJro-
put™ T0OON, TO pe3yNbTaT CTAHET elle JIydllle.

B mapamerpax penjepa ecTh Tpylia omuui, o0bemuHenHas 3akmaaxoir Anti-Aliasing
(CrnaxuBanue). DTO HE YTO WHOE, KaK JOMOJIHHUTENbHAs 00paboTKa Il yAaJcHUs Xa-
PaKTepHBIX CTYIEHEK Ha U300paxenuu (puc. 8.11).
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Puc. 8.9. MNpumep MynbTALWHOM 06paboTkm

¥ Edge

Puc. 8.10. Hactpoiikn Edge Puc. 8.11. Ha pebpax kyba BUAHbI CTyNeHbKM

ITo ymomuanuto dynkims Anti-Aliasing BkiodeHa, HO Bbl MOXKETE MOAKOPPEKTUPOBATH
€€ HACTPOMKH JJIs IOJTYy4EHHs ONTUMAIBHOTO pe3ynibTara. ['pynma KHOMOK C YHCiIaMu S,
8, 11, 16 orBeyaer 3a kauecTBO maroB oOpadoTku. YeM OoJibIlle 3HAYCHHUE, TEM JIydIIe
KayecTBO. XOTsl, JaKe CTaHIApTHO BBHIOpaHHAs MATEpKa JaeT XOpoIui pesynbraT. Ecim
BbI XOTHTE 00padaThIBaTh CLEHY B OOJBIIOM pa3pelieHnH, TO CTOUT BBIOpaTh 0ojee BbI-
cokoe 3Hayenue Anti-Aliasing (puc. 8.12).

Mitchell-Nef

Puc. 8.12. Hactpovikn Anti-Aliasing

IToMuMO BH3yaiM3alMu CLEHBI, PEHAEP MPOrPAMMbI CIIOCOOCH BBINEKATH Pa3INYHbIC
tekcetypsl: Normal Map, Displacement, Shadow u ap. Pa6oTa ¢ HEKOTOPHIMU H3 HHX
omrcaHa B 2nage 5. HacTpoiiku BbIIEUKH HAXOAsATCs Ha 3aknanke Bake.
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Yto ewie ymeet Blender

B TedeHne BocbMU TJ1aB BbI MIPOLIIH BCE 3TAMbl pabOTHI CO CLIEHOH, HAaUWHAs OT CO3aHUS
MoOjIeTiell 1 3aKaH4MBas HACTPOHKO# peHnepa. Kazamnock, 9To eme MOKHO paccka3arbh 00
stoit mporpamme. Ho Blender MHOrOrpaneH u, 9ro0bl OmMHMcaTh BCE €r0 HEPACKPHITHIC
BO3MOKHOCTH, IOHAJOOUTCSI €I1Ie HE OJ{HA COTHS CTPAHMIL.

Orta r1aBa MOCBSIIEHA HECKOIBKUM YHUKAIbHBIM HHCTPYMEHTaM, KOTOpPbIE MOTYT 00JIer-
YUTh TPyA Mopemiaepa. Mcmons3oBaTh B cBoeil paboTe ux BOBCE HEOOs3aTeNbHO, HO
3HAaTh, 4YTO OHU CYLIECTBYET — IIOJIE3HO.

9.1. U3yyaem Node Editor

Node Editor (PegakTop y3710B) — 4pe3BbIYAHO MOIIHOE CPEACTBO JUIS CO3MaHUSI KOM-
no3unuu npoekra. C ero MmoMoIbl0 MOXKHO HacTpauBaTh Kak TMOBEICHHE M CBOMCTBA
00BEKTOB, TaK M PEHACP CICHBI IIEUKOM. BbI MOXeTe pelakTUPOBATh MAaTEPUAITBI, TeK-
CTYpBI, YIPABIATH CIOSIMH, TTocTdPdekTamu U MHOroe npyroe. Bee HacTpoliku B 3TOM
pEeXHUME 0TOOPaKAIOTCS B BUJIE MEPAPXHU TPaPUUICSCKUX OJIOKOB, KOTOPBIE COSAUHSAIOTCS
MEKTy CO00# MPOBOAHMUKAMH U KOTOPhIE MOKHO C JIETKOCTBIO peaakTuposath (puc. 9.1).

Kak u 00b1uHO, okHO Node Editor MmoxHO OTKpBIThH B J1000ii 06aactu Blender, BoiOpaB
COOTBETCTBYIOIIMI MyHKT U3 MeHio Editor Type (cm. puc. 1.3). Ho aToT penakrop Ha-
CTOJIbKO MOIyJISIpeH cpeau nojib3oBaTeneil Blender, uto pa3paboTunku nporpaMmsl HoA-
TOTOBIJIHM CHCHHMATIBHYIO PACKIaZKy OKOH, KoTopas Ha3biBaeTcs Compositing (Kommo3u-
1Ms1) ¥ HaXoauTcsl B MeHio Screen Layout (cm. puc. 1.5). B MakeT BXOST HSTh OKOH:
Node Editor, UV/Image Editor, Properties, 3D View, Timeline.

B sTOM penakrope mro0Obie AelicTBHS 0a3MPYIOTCS Ha y3Jax, WIH HOJax. ITO CaMOCTOS-
TEJIbHBIC €AMHUILIBI, KOTOPBIE COAEP)KAT HACTPOUKH Kakoi-mn0o ¢pyHkiuu B Blender. Ho-
Ja MOKET OBITh CO3/laHa U3 CIICLHAJIbHOTO MEHIO, IEpeHeceHa B JII000e MECTO OKHa pe-
JAKTOpa, CBEpHYTa WJIH ylajeHa U3 MpoeKTa. YTIPaBsATh HOIOM oueHb mpocto. s me-
peMeIIeHus ee B OKHE HYXKHO ITOMECTUTH KypCOp MBIIIN B 00JIaCTh HOZBI, HAKATh JIEBYIO
KHOIIKY W, yIAepXHBas ee, IepeiBUHYTh Ha HoBoe MecTo. Ilpum HeobOxomumoctu y3en
MO’KHO CBEPHYTb, €CJTH HICIKHYTh [0 CTPEJIKE B 3arojI0OBKe OKOJIO Ha3BaHus (puc. 9.2).
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Puc. 9.1. TunnyHbii BUAO okHa Node Editor

~" Use Nodes

Puc. 9.3. Onuus aktnsauum
Pwuc. 9.2. Hoga pepaktopa Node Editor

Bce HacTpoiKH, BBIOJHEHHBIC B 3TOM PEIaKTOPE, SBISIFOTCS YHUKAIbHBIMHU U HUKaK HE
MEePECEeKAOTCsl C HACTPOUKAMH, CICIAaHHBIMU OOBIYHBIM MyTeM. Tak eciiu K 00BEKTy yikKe
NpUCBOCH Matepuan B okHe Properties, o 8 Node Editor Bam mpumetcs caenath 310
eme pas. IToaromy B 3aronoeke Node Editor umeercst cienmansuas ommus Use Nodes,
BKJIIOYEHHE KOTOPOit 3actapisieT Blender BIMOMHATH JtOOBIE ISHCTBUSI B COOTBETCTBUU
¢ HacTpoiikamu y3ioB (puc. 9.3).
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Hozbl MOTYT HCIIOIB30BATHCS IS CO3/IaHKsI U KOHTPOJISI MaTepHaIoB, TEKCTYP U, COOCT-
BEHHO, Kommo3uiwn. [Tostomy B 3aromoBke okaa Node Editor mMeeTcs rpyrma KHOITOK
JUTS BBEIOOpaA HYKHOTO pexxuma (puc. 9.4).

IMepBast KHOMKA (OHHM pAacCMATPHUBAIOTCS CIICBA HAMPaBO) BKJIIOYAET PEKHM MAaTCPHATIOB
(Shader Nodes). 3mech MOKHO cO31aTh W HAaCTPOMTH MaTepHai. Bropas kHomka (Tex-
ture Nodes) maet monHBIN KOHTPOJIb 38 TEKCTYPaMH CIICHBI, TIPHYEM HE TOJIBKO 00BEK-
TOB, HO M OKPY)KE€HHsI WIIH KUCTEH. TpeThsi KHOMKa OTBETCTBEHHA 3a KoMmosuimio (Com-
positing Nodes). 9ti Bo3MOKHOCTH TO3BOJISIOT CO3/IaBaTh KOHBEHep peHmepa, HacTpau-
BaTh MOCTAIH(HEKTHI, YIIPABIATE CIOSIMH.

Cuna Node Editor B Tom, 9TO y311bI MOTYT OBITH CBSI3aHBI MKy COOOW B €MHBINA KOH-
Beliep, KOTOPBIA Ha BBIXOJAE BBIJACT HY>KHBIM pe3ysbTaT. PaccMOTpUM MpOCTON mpuUMeEp
CO3JaHHs MaTepHaa.

Ortkpoiite maker okon Compositing. Ilepexarounte Node Editor B pexum paboThI
¢ Matepuanamu (cM. puc. 9.4). Ycranosute ranouky B omuu Use Nodes.

[Tocme >TuX MEeHCTBUI B OKHE pelaKkTopa MOSBUTCS MUHUMAaIbHAS 3arOTOBKA, HEOOXOIH-
Mast 11 QyHKIHOHUpOBaHus Matepuaina (puc. 9.5).

Puc. 9.4. Bbibop pexuma paboTbl
penakropa Puc. 9.5. Pexxum matepuanos

V3en Material npeanasnauen it co3qanust, HACTPOWKK WK BbIOOpa Matepuana. Oopa-
THTE BHUMaHHE, YTO Ha OJHOMMEHHOI MaHenu okHa Properties mosiBiiach mpeaynpex-
naroras Haanuchb "No material node selected" (He BbieeH MaTepua HOIBI).

Beigenure ky0 B crieHe. Bl mnoMHHUTE, 4TO NPH CO3IaHUU HOBOH CIIEHBI KyO IO ymoIrda-
HUIO YK€ UMEEeT MaTepuall, HO JaHHas HOJla HUKaK ceOsl He MPOsIBUIIA MTOCIIC BBIACICHHS.
Bce mpaBuiibHO, ¢ Touku 3penus Node Editor nanubiii 00beKT He UMEET MaTepuaa.

HacTpoiiku O0JBIIMHCTBA y3JI0B COOTBETCTBYIOT TaKMM K€ Ha MaHesssx okHa Properties.
Tak, obnacts Hoael Material comepkuT MHUHUMaJBHBIE TTAPAMETPHI YIIPABJICHHUS MaTe-
puaamu: KHOITKa co3aanusi, ocHoBHbIe 1iBeta Diffuse u Specular.
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Haxxmure xHonky New B y3me Material. Bot Teneps k 00bEeKTy MpHUCOSIUHEH HOBBII
Marepual. 3aMeThTe, YTO OJHOMMEHHAs MaHedb B OKHE Properties comeput mosHbie
HACTPOIKM MaTepuaia HObI, U BBl MOXKETE MX PEJaKTUPOBATH Ha CBOE YCMOTPEHHE.

Kpome Material B okne Node Editor npucyrctByer emie oana Hoga — Output. Dtot
y3€ell IIOKa3bIBAE€T KOHEYHOE COCTOSHIE MaTepHaa.

Honbl momkHBI OBITH COCAMHEHBI MEXAY COOOW MPOBOAHHMKAMH, KaK, HallpuMep, Ha
puc. 9.5. Tak pesyasrar paborsl Hombl Material mepemaercs Output. Eciam yzen He
BKJIIOUYEH B KOHBEMEP, TO OH HE y4acTBYET B JICHCTBUH.

Jnst cBsi3n Mexay co0oit HOIBI MMEIOT 10 O0KaM mmaHesel Toukn — kaHaibl. [Ipudem c
MpaBOl CTOPOHBI PACIONAraroTCs BBIXOJBL, a C JeBOil — Bxoapl. HaBenure kypcop Ha
Touky ¢ HazBanueMm Color y Homel Output u HaxkmMuTE JEBYIO KHONKY MbI. KpuBas
MIPOBOJHHKA TYT K€ MpomazeT, a Hoga Output moremueet. B 3Tom cinydae ObLIO BBIOI-
HEHO pa3beIuHEeHHEe KoHBeliepa (puc. 9.6).

v Specular
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&
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Puc. 9.6. KoHeenep pasbeanHeH

Hagenute xypcop Ha Touky kanama Color ysma Material. HaxmuTe neByro KHOMKY
MBI U TOJIBEIUTE MOSBHUBIIYIOCS KpHuBYI0 K Bxoay Color nomer Output. Ces3b Boc-
CTAaHOBJICHA.

B03MOXHO, 3Ta JEeMOHCTpalMsl Bac HE BIEYATIIMIA, HO HE CIemuTe CKuabiBath Node
Editor co cueroB! PaccmoTpumM npumep 100aBieHHs €lie OJHOW HOIbBI, KoTopas obec-
OBCTUT MaTcpual.

[IlenkHuTE J€BOM KHOMKOM MbIIH 1Mo obpasmy usera Color moxer Material. Beioepure
13 MAJIMTPHI JTI000# 1BET, OTIIMYHBIN OT Oesoro. Teneps pazbeauHUTE 002 y3ia.
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Menro Add, pacmonoxeHHOE B 3arojIOBKE PEIaKTOpa, COACPIKUT OOJBINOE KOIUICCTBO
HOJI, KOTOpBIE MOTYT OBITH CO37aHbl B TekyineM pexxume Node Editor. Bribepure u3 He-
ro nmyukt Convertor | RGB to BW. ITomectrte HOBYIO HOAY MKy umeromumucs. Co-
enunute Beixoq Color ysna Material ¢ Bxoqom RGB to BW, a ero BeIXoa ¢ KaHAJIOM
Color mogsr Output (puc. 9.7). Haxkmute knasumry <F12> 1ist mpoBepKu pe3ysIbTaTa.

Ecnu HOZa Bam Oosibllie HE HyXHA, TO BBl MOYKETE YAAIUTHh ee. BriaenuTe MemdKoM Jie-
BOW KHOITKH MBITITH ¥ HAKMHUTE KIIaBHAITY <X>,

Puc. 9.7. KoHBeliep ans obecuseumBaHus

9.2. BcTpoeHHbIN pegakTop BUAEO

B 2nase 5 pacckaspiBasioch 06 NLA Editor — cucreme aist T100ab5HOTO YIIPaBICHUS
anuManuen cuensl. Kazamock Obl, 3aueM Blender HykeH emie oiWH BBICOKOYPOBHEBBIN
penakrop?

WHorna TpexmepHasi ClieHa CO3[aeTcsl C y4eTOM TOro, 4TO OHa OyIeT HUCIOJIb30BaHa
B KadecTBe 3(dekra a1 OCHOBHOTO BHIEO, CHATOrO Ha Kamepy. B 3Tom ciyuae cueHy
00pabaTeiBaloT ¢ (POHOM, KOTOPBIM MOXKHO OyIeT B JajdbHEWIIEM JIETKO yOpaTh CpencT-
BaM{ CTOPOHHEW CHCTEMBbl MOHTaXa. A Tenephb MpeACcTaBbTe, Kak ObLIO Obl YI00HO, €CIU
051 B camoM Blender Mo»HO OBLITO BBHITONHATE KOMITIOY3HHT (0m auei. composing) Tpex-
MEpPHOM CIIeHBI ¥ OOBIYHBIX BUcO(aiinoB. Takas cucrema B IporpaMMe ecTh M Ha3bIBa-
ercs ona Video Sequence Editor (PemakTop BUIEONOCIEI0BATEIBHOCTEN ).

[IpodeccruonanbHble MPOrpaMMbl BUACOMOHTAXKa — 3TO LENBIH KOMIUIEKC (DYHKIMHA IJIs
pabotsl ¢ Buneo. Berpoennsiil penakrop Blender, koHewHo, mpolie, HO ¢ €ro TOMOIIBIO
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TAKXXC MOXXHO C JICTKOCTBIO KOMIIOHOBATh BUJICO, UCIIOJIB30BATh NMEPCXOAbl UITN 3(1)(1)CKTI>I
HaJIOXCHHUA.

Video Sequence Editor (VSE) umeer tpu pesxuma otodpaxenus (puc. 9.8):
4 Sequence (CekBeHCOP) — BCE OKHO PEIAKTOPA 3aHUMAIOT IPOCKTHBIE IOPOKKH;
¢ Preview (ITpeanpocMoTp) — BBIBOJ] BUJIEO ISl KOHTPOJISI CEKBEHCOPA;

4 Sequence/Preview (CekBercop/IIpennpocMoTp) — B 3TOM cilydae OKHO peaaKkTopa
pa3duTo Ha JBe 00JIaCTH, T/Ie OJJHA CEKBEHCOP, a Ipyrast IPEBbIO.

Puc. 9.8. BbiGop pexvma otobpaxeHus VSE

BbI MOXeTe BBIBECTH B pa3HBIX 00JIACTSAX NPOrpaMMbl HECKOJBKO OKOH VSE 1 BKITIOUHTH
COOTBETCTBYIOIIME PEKUMBI, HO MOXKHO TIPOCTO BhIOpaTh 3arotoBky Video Editing (Pe-
JAKTHPOBaHHUE BUIC0) U3 MeHIO Screen Layout ¢ yo0HBIM pacioioKeHueM OKOH.

Cuctema MoHTaxka Buzeo B Blender siBisiercs MHOromopoxeuHol. Kaxkaplii 3arpyseH-
HBIH (haitn npeacTaBiseT codoit momocky (Strip), KoTopas U MoaABepraeTcs peaaKTHPOBa-
uuio (puc. 9.9).

461 | buttonl

Puc. 9.9. Tak BbIrnsgauT cekseHcop

VSE moxer pabotath ¢ pasHbIMH (popmatamu (aiiioB: Buaeo, 3ByKOBbIE, TpadyuuecKue.
Jlist moGaBneHus aiiiaa B mpoeKT ciayXuT MeHio Add B 3aroioBke OKHa pejakTopa:

¢ Effect Strip (Oddexr);
4 Sound (3Byk);

¢ Image (Kaprtunka);

¢ Movie (Buneo);

4 Scene (Cuena).

ITocse BEIOOpA HYKHOTO THITA M 3arpy3ku (aiina B okue VSE mosisures Strip. Ecnu Ha-
*atb KHorky Play B okue Timeline, To pegakTop HauHET BOCIIPOM3BEICHIE BUJIEO.
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COBET

Ecnu Bbl obpaboTanu aHMMauMio CUEHbI Kak MocrnefoBaTeNnlbHOCTb MHOXeCTBa rpaduye-
CKMX (palinoB, TO MOXETe 3arpy3nTb 3T channbl B BUAe ogHon Strip B okHo VSE. Bbibepute
Image B meHio Add, BbigenuTe Bce dalnbl peHaepa u 3arpysute B NPOeKT.

Strip MoxxHO mepeMeInaTh Kak B Mpejaeiax JOPOKKH, Tak U ¢ OJHOHN Ha apyryro. [Ipocto
IIETKHUTE MPaBOil KHOMKOW MBI Ha HYKHOM MOJIOCKE U, YAEPKUBasd €e, IepEMECTUTE
B Apyroe mecto. s ¢pukcanym pe3yabTara CIYy)KHT JIeBas KHOIIKa MBIIH. Pasymeercs,
B okHe VSE moniepkuBaercs cTannapTHas kiaBuina <G>, KOTOPYIO BBl MOXKETE UCTIONb-
30BaTh 1A TIepeMerteHus Strip.

Buneopenakrop Blender mo3BonsieT co3naBath nepexoasl Mexkay Strip. Hampumep, wc-
MOJB3Ysl CTaHAapTHEIN nepexox Cross, KapTHHKA OHOTO BHAeodaiina OyeT ImIaBHO 3a-
MEHATBCSA KapTHHKOH Ipyroro. Kpome mepexo 0B MOKHO HCIIONIB30BaTh BUACO3((PEKTEHI,
C TIOMOIIBIO KOTOPBIX MOKHO HACTPOUTH Mpo3pauHocTh Buaeo (Alpha Over), koppekTu-
poBarts ero uset (Color), ynpaenste ckopoctsio noroka (Speed Control) u maOTrOE IIpY-
roe. YtoOs1 106aBUTh 3(h(heKT, Hy)KHO BBLACTUTHh OAWH (haiil WK JBa C IMMOMOIIBIO Kila-
Buiny <Shift> (17151 mepexom0B) ¥ BEIOpaTh COOTBETCTBYIONIMI MyHKT B MeHI0 Add.

COBET

Kaxpas Strip nMeeT cBOM yHMKanbHble HACTPOMKKM, KOTOPbIE coaepKaTcsl Ha AOMONMHUTENb-
HOWM MaHenu, Bbi3biIBaeMon knasuwen <N> B okHe VSE. 3aecb MOXHO M3MEHUTb JOPOXKY
(Channel), HacTtpouTtb npo3payHocTb (Opacity), BbibpaTe HanoxeHue (Blend) n mHoroe

apyroe.

U HakoHel, BB MOXKETE 3arpy3UTh TEKYLIYIO CIEHY B KauecTBe Strip. st 3Toro Hy:KHO
BeIOpaTh MyHKT Scene mento Add. OTkpoercsi IOMOJHHUTEIFHOE MEHIO, CO/epIKaliee
CIIMCOK MMEIOIMNXCS CleH B mpoekTe. [locie BrIOOpa HYXKHOM, ClieHa MOSBUTCS B BHIC
Strip B okHe cekBeHcopa. Tenepsb Bbl MOKETE YIPABJISAThH €10, Kak 0ObIdHOM Strip, T. e.
nepemMenaTh, HaKIaapBaTh dPGEeKTs U nepexoasl. Tonbko yutute, uTo 00padoTKa KO-
HEYHOTO Pe3yJIbTaTa CTaHeT AOJbIIe, T. K. OyJIeT BHIMOTHATHCS pocyeT 3D.

[To ymomuanuto Blender yxe HacTpoeH Ha 00paboTKy mocienoBatenbHocTerd B VSE. Ec-
JIM 3TO HE MPOMCXOAUT, TO BKJIIOYHUTE OMIMI0 Sequencer Ha 3akmaake Post Processing
nanen Render (puc. 9.10).

~ Compositing

v Sequencer

Puc. 9.10. YnpasneHue BbiBogom VSE

9.3. BockoBowm kapaHaaL

B nabope ¢ynkumii Blender Hammioch MecTto HeoObluHOMY HHCTpyMeHTy — (Grease
Penicil (BockoBoit kapanmair). C ero moMoIns0 MOYKHO PUCOBAThH MPOU3BOJIBHBIE JTMHUH
B okHe 3D View. Heuto mogo6Hoe npeiaratoT AByxMepHbie peaaktopsl (Gimp, Photo-
shop). Kazanoch Obl, 3a4eM TpeXMEpHOi POrpaMMe TaKOe H300pasuTeIbHOE CPEICTBO?
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VipaBieHne KapaHIalioM pacroiaraercs Ha aByx nanemsix 3D View. Onmun nepexiro-
YeHust peKUMOB paboTsl Haxozstest B T00l Shelf (puc. 9.11, a), a KOHKpETHbBIE HACTPO¥A-
k1 — Ha nanenu Properties (puc. 9.11, 6).

View

Surface

a

Puc. 9.11. Pexumbl paboTbl Grease Pencil (a) n HacTpolikv kapaHgaiua (6)

OcnoBubie pexxumMbl Grease Pencil, koropeie Haxoastes B Tool Shelf:

4 Draw (PucoBanme) — MpoH3BOJIBHOE PUCOBAHHE, JIMHUS TMOSIBISETCS B MECTax JBU-
KEHHs Kypcopa;

¢ Line (Jlunus) — prcoBaHKe OJAWHOYHBIX TPSIMBIX JIHHUIA;

¢ Poly (MHOXeCTBO) — pHUCOBaHHE MPSAMbBIX JHHUH, KOTJa KaK1as HOBas JIMHUS SIBJIS-
€TCSI MPOJIOJHKCHUEM TIPEABLTYIICH;

¢ Erase (Crupanue) — ynaneHue pucyHKa MU €ro YacTel.

PaGorate ¢ kapangamom mpocto. BkitoyaeTe HyKHBIM THII HHCTPYMEHTA U, yAEPKHUBas
JIEBYIO KHOIKY MBIIIHM, 3aHUMAaeTeCh XyJoxecTBOM. [locie oTmyckaHHs KHOIIKH IPO-
rpamMma BO3BpaIaeTCsl B MPUBBIYHBIN peXuM paboThl. Bbl MokeTe BKIIIOUHTH onmo Use
Sketching Session (Mcnons30Bath pexxuM ckerda) Ha manenu T0ol Shelf (em. puc. 9.11, a)
IUIsL 3aKpEIUICHUS] pekuMa pucoBaHusl. UToOb!l BBINTH U3 HETO, HY>)KHO Ha)KaTh KJIABHILY
<Esc>.

C omuo#t croponsl, Grease Pencil— 3To MHCTpyMEHT i CO3[aHHs JABYXMEPHBIX
PHCYHKOB, a C JAPYroil CTOPOHBI, Pe3yJbTaT ero paboThl PacloiaracTcsi B TPEXMEPHOM
npoctpancTBe. Blender mpesaraer HeCKOJIbKO BapUAHTOB NPUBSI3KH PHCYHKA K IPO-
CTpaHCTBY. DTH HACTPOWKH HaxomasTcs Ha 3aknaake Grease Pencil manemn Properties
(puc. 9.12).

Korna B prcyeTe mepByro CBOIO JIMHUIO C IOMOIIBIO KapaHiama, Blender co3maer mis
HETO0 OTAEeNbHBIN ciioi. KoHeuHo, BBl MOKETE ypaBIsTh cI0sAMH BpyuyHyto. Knonka New
Layer mobaBisieT Ciioi B BHIE€ OTAEIBHOTO OJ0Ka HacTpoeKk Ha 3akmanky Grease Pencil
(cm. puc. 9.12). lllenkHyB MO XapaKTEPHOMY KPECTHKY OKOJIO HA3BAHWMSI CJIOS, BBl BBITIOJ-
HUTE yJajieHue OJoKa.

Hcnonb3oBaHue CIOEB AJisI KOHKPETHBIX YacTE€d PUCYHKA MMEET CBOU BBITOJIbl. Bo-miep-
BBIX, BBl MOXETE€ MaxoM yOpaTh HEHYKHYI YacTh, IPOCTO YJIAIHUB OJIOK, BO-BTODBIX,
CJIOM — 3TO €IMHCTBEHHBIH CIIoco0 0E30MacHOr0 peJaKkTUpOBaHus prcyHKa. JlomycTum,
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BBl HAPUCOBAJIN B OKHE HECKOJBKO IMEpeceKaroIuxcsl JMHUH. Ecau BBl 3aX0THTE C TO-
mompio Erase (Crepers) cTepeTs OHY U3 HHUX, TO HaBEPHSIKA MOBPEANTE APYTYIO. A BOT
PacIOIOKUB 3TH JIMHUH B PA3HBIX CIIOSX, BBl TOTO HUKAK HE ClIETacTe.

B nactpoiikax Grease Pencil umeercs rpymmna kHomok Drawing Settings, ¢ momoribio
KOTOPBIX MOYKHO BBIOPATh PEKMM MPHUBSI3KH PHCYHKA K 3D-MPOCTpaHCTBY.

L4

L4

¢

View (ITpocmoTp). PucyHoK mo3uimoHupyercs oTHOcHTebHO okHa 3D View. B stom
peKMMe HapUCOBAHHBIC JTMHUM OCTAIOTCS HAa CBOMX MO3UIMAX IIPU BPALLICHUH CIICHBI.

Surface (IToBepxHoCTh). PHcOBaHHE B COOTBETCTBHU C YIIIOM IPOCMOTpa cieHbl. [1o-
JyYCHHBIH PUCYHOK MMEET TPEXMEPHbIC KOOPIUHATBHI, )KECTKO MPUBS3aHHBIC K CIICHE.
B sTOoM pexumMe yaoOHO prCOBaTh JIMHUH, PACTIONATraloNIMecss OTHOCUTENBHO TIOCKO-
CTeil TpeXMEPHBIX OOBEKTOB.

Cursor (Kypcop). Co3nanvie TpexMEpHBIX IUHHN, TPUBSI3AHHBIX K KOOpPIAHHATAM
3D Cursor. Tako#i BapuaHT TOAUTCS, €CIH HY>KHO TOYHO MPOBECTH JINHUIO B OTpee-
JIEHHOW TOouke mpocTpaHcTBa. Yem Ommke mpoxoaut pucyHok k 3D Cursor, tem
Oosiee TOYHO OH TO3MHUOHHpYeTcs. MokHO ucronb3oBatk 3D Cursor, kak LeHTp
o01I1ero pucyHka.

Stroke (/IBwkenue). BKIrounTe 3TOT PEKHM, €CIM XOTHTE CO3/1aBAaTh 3aMKHYTBIC
KpHBBIE.

Hcronb3ysi 3TH BapHaHThl, MOKHO PHCOBaTh OOBeMHBIC ¢urypsl B okHe 3D View
(puc. 9.13).

Kaxk pucosats ¢ nmomomsio Grease Pencil, Mbl paccMoTpesu, HO B 4eM Ke MpaKTHYeCKast
LEHHOCTb 3TOT0 HHCTPYMEHTA?

Stroke

Puc. 9.12. PaclumpeHHble HaCcTpONKM Puc. 9.13. 310 TpexmepHbIi pUCYHOK
KapaHaalua
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HpI/IBGI[CM BapHaHThBI UCIIOJIb30BAHUA KapaHaallla.

Ber Mmoskete ucnonb3oBate Grease Pencil mis moscHUTENbHBIX 3alKCcel K CBOMM 00BEK-
TaMm, BeIb IpU OOBIYHOM PEHZIEpe PUCYHKOB He OyNeT BUAHO.

PucyHoK MOXKHO KOHBEPTHUPOBATh B TPEXMEPHBIi ciuiaitH. B atom cirywae Grease Pencil
CTaHOBHTCS] YAOOHBIM CIIOCOOOM PHCOBaHMS MPOHU3BOJIBHBIX KPUBBIX. [l KOHBEpTAIMN
HYXXHO HakaThb KHonKy Convert B HacTpoiikax mHCTpyMeHTa (cMm. puc. 9.11, 6). Ilpo-
rpamMMa BBIBEIET 3alpoc, B Kakoil (opMaT JOJDKEH OBITh mepeBeseH pucyHok (Bezier
Curve uu Path).

Br1 moxeTe CO30aTh CCPUI0 PUCYHKOB U BBIBOAWUTH UX B BUAC aHUMAIIUU.

Ecnu ¢ mepBbIMU ABYMsI MyHKTaMH BCE MOHSTHO, TO TMOCIEIHUN OYEHb MHTEPECHBIM.
B netctBe, HaBepHOE, KaX bl TPOOOBaI AeTaTh MPOCTEHIYI0 MyIbTHILINKALMIO B BUIC
(ha3 pucyHKa Ha Kax[o# cTpaHmdke OiokHOTa. [Ipm OBICTPOM MEpeNUCTHIBAHUH CO3/1a-
Basicst addext nemwkerns. Heuro mogobnoe npemiaraet Grease Pencil.

B oxHe HacTpoek kapanpama uMeetcs nmose Frames (cm. puc. 9.12). OHo npenHa3Have-
HO JUTst co3anust (a3 pucyHka. [IpuHIUI paboThl 3aKITI0YACTCS B CIICAYIOMIEM:

1. Co3pnath pUCYHOK.
2. VI3MeHUTh aKTUBHBIN Kaap anuMmaruu B Timeline.
3. IepekmounTs ciemyrollyo a3y B moje Frames.

Takum o0pa3zoM cozfaercst Lenasi cepusi pUCYHKOB, rie (as3bl IBIKEHUS IPUBSI3aHBI
K KazipaM anuManmu. Haxmure <Alt>+<A> u puCyHOK 0XKHBET.

A Temeps HeOOJbIIAsS XUTPOCTh. [l0 ymMom4aHWIO peHAep MpOrpaMMbl HE YMEET BBIBO-
JIMTh PUCYHKH, co3IaHHbIe ¢ TomoInsio Grease Pencil. KoneyHno, nx MOXXHO KOHBEPTH-
pOBaTh B CIUIAHBI U J00ABUTH 00bEMa, HO 3TO HE CaMbIH JIydIIHi BapuaHT. B 3arojoBke
okra 3D View umerorcs ase knomku s 3amycka OpenGL-penmepa (puc. 9.14). B mep-
BOM cilydae OyaeT oOpaboTaH aKTHMBHBIM Kajp, a BO BTOPOM — IOJIHOCTHIO aHMMAIIHSI.
IMTapameTpsr OpenGL-pennepa HacTpauBarOTCs B CTaHIAPTHHIX ommusax manenud Render
(ycraHoBuTe pazMep, MyTh BBIBOJAA, KOIUIECTBO Ka/poB). CaMoe TiIaBHOE — 3TO TO3BO-
JISIeT BBIBOAUTH HA KapTUHKE pucyHku Grease Pencil coBMecTHO ¢ TpeXMepHBIMH 00BEK-
Tamu!

Puc. 9.14. KHonku 3anycka OpenGL-peHaepa cueHbl

9.4. CKpbITble BO3MOXHOCTU

Ecnu BbI cunrtaere, 4to yke Bce y3Haiu npo Blender, To riyboko ommbaetecs. B MeHio
BbIOOpa OKOH wMMeeTcs oaHo ¢ HasBanuem User Preferences (ITomb3oBatenbckue
HacTpoiikn). KoHeuHo, 3To He 4To MHOe, Kak HacTpoiku Blender, u oHM XpaHSAT 1enbie
3aJIC)KH MOJIE3HBIX (DYHKIUH.
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Okno User Preferences moxker ObITh BBI3BAHO TAK)KE U3 TIABHOTO MEHIO MPOrPAMMBI
File wiu myrem Haxkatus ropsianx kiasuin <Ctrl>+<Alt>+<U> (puc. 9.15).

Bce HacTpoiiku mporpaMMbl pa3OUThI HA TPYIIIBL:

¢ Interface (Uurtepdeiic) — riodanbHbIe MapaMeTphbl, OTBEYAIONINE 332 MOBEJACHUC HH-
Tepdeiica;

¢ Editing (PemaktupoBaHue) — HAaCTPONKH, OTHOCSIIHECS K TPOIECCY PEIaKTHPOBa-
HUS,

4 Input (YmopaBienne) — HACTPOHKM TOPSYMX KIABHII M MPHUBSI3KA UX K (YHKIUSIM
MIPOrPaMMBl;

Addons ([lonoiHeHUs) — CNUCOK BCEX MIarHHOB MPOrPaMMBI;
Themes (Tembl) — Bu3yasibHOE 0QOPMIICHHE U TTATUTPA OKOH;

File (®aiin) — Hactpoiika (aiiioBoi CHCTEMBI, yCTAHOBKA KATAJIOTOB M0 YMOIYaHHIO;

* & & o

System (Cuctema) — TOHKHE HACTPONKH sIIpa MPOTPaMMEI.

Interface Input Addons

v

World + Curve

Auto Clamped

, v XYZ to RGB v, _
v Global Undo = Armature

v Lamp

v Action

Puc. 9.15. OkHo User Preferences

Camoe unTepecHoe u3 Beero 3toro — rpymmna Addons (Jononuenus). CkaunBas Blender
¢ caiita pa3paboTuUMKa, Bbl MOJIy4aeTe MOTHOQYHKIIMOHAIBHYIO MPOTrPaMMy, CIIOCOOHYIO
o4eHb Ha MHoroe. Ho, oka3bIBaeTcs, eme 0oiblas 4acTh BO3ZMOXKHOCTEH MPOCTO OTKIIIO-
yena. He 3a0biBaiite, uro Blender — 310 mporpamma Open SouUrce, KoTopas OY€Hb
JUHaMHU4YHO pa3BuBaeTcs cooduiectBoM U Blender Foundation. Te ¢ynkuunu, uro mpomiu
ouIManpHOe TOATBEP)KACHHE, ABTOMATHYECKH BKIIIOYAIOTCA B TEKYIIYIO BEPCHUIO
Blender. MHOXECTBO MEPCHEKTUBHBIX IUIATMHOB CTOPOHHUX Pa3pa0OTUYMKOB TaK)Ke Ha-
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xozstest B Blender, mpaBja, B BBIKIIFOYCHHOM COCTOSIHUM. [IprdmHA 3TOTO0 MOXKET OBITh
pa3Hasi, HarpuMmep, TUIAruH AyOIupyeT Kakue-HUOyIh yKe UMeromecs (GYHKIMU I
HaXOJMTCSI B TECTOBOM CTaTyce, WM ITO CIUIIKOM PEIKO HCHOJb3yeMasi (YHKIHS He
JU1s1 GOJIBIIIOTO KPYTa MOJIb30BATEICH.

IIpu BBIGOpe manenu AdAONS MOSBIAETCS CIMUCOK BO3MOKHBIX KATErOPHUM IUIArMHOB
(puc. 9.16).

Interface Editing Input: Themes

Puc. 9.16. NaHens Addons

OGparute BHUMaHue Ha rpymmny kHormok Supported Level (TTogaepxuBaemblii ypoBEHb).
C noMouIpi0 HUX BBl MOXKETE COPTUPOBATH TIATUHBL:

¢ Official (Opuumnanbueie);
¢ Community (Coo0recTBo);
¢ Testing (Tectupyemsie).

HasBaHusi HEakTHBHBIX TUIATMHOB B CITMCKE MMEIOT CBETJIO-CEPHIi IBET. BBl MOkeTe OT-
KPBITh ONHUCaHHE JTI000i (PyHKIMM C TTOMOIIBIO LIETYKa 10 TPEYTONBHUKY PSAAOM C Ha-
3BaHMeM. B0O3MOXHO, KpaTkoe omucaHue OyaeT MaJoMH(OPMAaTHBHO, TOTJAa IPOCTO
Haxxmute KHomky Link to the Wiki, uro0sl nepeiitu Ha caiit, cogepskamumii ucueprbi-
BaroIMi 0030p miaruHa. YToOB! BKIIOUWTH WM OTKJIIOUUTH HYKHYIO (YHKIHIO, I1O-
CTaBbTE TAIIOYKY HAIIPOTUB Ha3BAHUSL.

PaccmoTpum Hanbosee HHTEPECHBIE U MOMyJIsipHbIe iaruuel. B rpynne Add Mesh ume-
eTcs TUIaruH ¢ Haspanumem BoltFactory. DTo He 4TO MHOE, KaKk KOHCTPYKTOP JUIA CO37a-
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HUs Mojenell 0oiToB U rack. KoHeuHO, Takue 00BEKTHI MOXKHO C/IeTaTh CaMOMY, HO 3a-
4eM MydYaThCs, eCIIH €CTh yike ToToBbIe (prc. 9.17).

Ha puc. 9.17 nokasansl Bcero Tpu o0bekTa. B peiictBurensHocTH, BoltFactory nmeer
IIMPOKKE HACTPOMKH /ISl CO3MaHHs PAa3HOrO BUJAA raek, mrypymnoB u OontoB. Ilocie
BKIIOYeHns iaruHa B Merio Add | Mesh mosieistercst mynkt Bolt. TTocme ero BeiGopa
B Tool Shelf otkpriBaeTcs nanens Hactpoek (puc. 9.18).

BOLT
M3
NONE
HEX
Head Height: 2.00 *
< FlatDist:550 *

“ Shank Length: 0.00 *
4 Shank Dia: 3.00 *

“Thread Length: 6.00"
*  Major Dia: 3.00 *
“ MinorDia: 2.62
1 Pitch: 0.35 »
“ Crest Percent: 10 *
* Root Percent: 10

Puc. 9.17. O6pasubl mogenen, Pwuc. 9.18. HacTtpoiiku
co3faHHbIX ¢ nomoubio BoltFactory BoltFactory

ITnarua ANT Landscape B rpymnme Add Mesh — reneparop nanamiadtoB. OCHOBbBIBa-
€TCS Ha IIyMOBBIX (DYHKIUAX, MPUMEHHUTENBHO K IJIOCKOCTH. [locie mobaBieHus ero B
cueny nosisisiercs Plane ¢ nedopmarueii, a Taxke menas rpymma Hactpoek B T0ol Shelf
(puc. 9.19).

Ecnm y Bac CIIOKHOCTH C CO3MaHHEM CKeJeTa JUIS MOJENU WIH MPOCTO HET BPEMEHH,
Bocmosb3yitech miaruaoM Rigify u3 rpynmer Rigging. B menio Add | Armature mo-
SIBUTCSI IyHKT HUMaN, KOTOpBIH MO3BOJUT AOOABUTH B CIEHY MOJHOLEHHYIO apMaTypy
ISt uenoBedeckoil purypbl. Hukakux HacTpoek 311ech Het, mpocTo ckenet (puc. 9.20).

Bac ne yCTpanBacT BCTpOGHHLIfI peHacp HpOl”paMMH? Torz[a 3arjJiII1HUTEC B CIIMCOK IlJIaru-
HOB B I'pynric Render. Tam numeetcs Ha6op HCCKOJIbKUX MOMYJIAPHBIX PCHACPOB, adallTH-
poBanHbix K Blender: Network Renderer, Pov-Ray, Renderfarm.

COBET

Ob6na3aTenbHO 03HaKoMbTeCh C nnarnHamu B User Properties n ux dyHkumoHanom. Bos-
MO>XHO, HangeTe nonesHble MHCTPYMEHTbI U A11s1 CBOEro MpoeKTa.
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v Mesh update

v/ Smooth

multiFra ¥

Blender ¥

Puc. 9.20. Apmatypa, co3gaHHas ¢ nomowpto Rigify
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9.5. lMpakTuka. NMpuembl paboTbl ¢ Hogamu

HauwnHarornue monb3oBaTeny 00bIYHO cTapatotcs He padotats ¢ Node Editor, necmotps
Ha ero MoIlb U THOKOCTh. BO3MOKHO, 3TO BBI3BaHO HEJOCTATKOM WH(OPMAIHH 10 KITIO-
YeBBEIM HOJaM B odunuanbHOW qokyMmeHTanmuu Blender. B aToM paszzaene mpuBeneHb He-
CKOJIBKO TIOJIC3HBIX IIPUMEPOB MPAKTUIECKOTO UCTIOIH30BAHUS HOJI.

PaccmoTtpum paboTy ¢ TeKCTypaMH Ha HpUMEpe CO3MaHMs TEKCTypsl Mpamopa. Camoe
MPOCTOE, YTO MPHUXOAMT B TOJIOBY, — O3TO BOCIIOJIB30BaThCs MPOLETypHOH (yHKUIUEH
Marble (Mpamop). ITycTh B kKauecTBe HCIBITYeMOTro 00beKkTa OyaeT Kyo.

Co3snaiiTe HOBYIO CIIEHY, OTKPOTE 3aroToBKY okoH COMPOSIiting u akTHBUPYHTE PEeKUM
paboter Textures Nodes (cm. puc. 9.4). Beigenure kyd ¥ MOCTaBbTE TaJOYKY B OIIHH
Use Nodes.

[IporpaMMa aBTOMAaTHYECKH CO3AACT 3arOTOBKY Ui PabOTBI C TEKCTYPOH — HOMBI
Checker u Output. IlepBas siBusieTcsi IPOLETYPHOH TEKCTYpOH, TEHEPUPYIOLICH B IIax-
MaTHOM IOpSIIKE J1Ba yKa3aHHBIX 1BeTa. OHa HaM He HyxHa. [103TOMy HIEIKHUTE JIEBOM
KHOTIKOH MBIIIU 10 Y31y M HaXMUTe KinaBumry <X> mns ymanenus. Oxomko Output
CIIYKUT KOHEYHOU TOUKON KOHBeHepa.

Hobassre u3 mento Add | Textures vony Marble. Coenunure xanamst Color o6omx
y31oB (puc. 9.21).

[MonyumBmiasics TekcTypa siBIsieTcs depHo-Oenoit (Output moka3piBacT KOHEUYHBIH BUJ
TEKCTYpBI), UTO W HE YAUBHUTENBHO, BeAb TaKkas OHA n3HadanbHO. HyHO 100aBUTH K Hel

Sharp Sharper
Hard

s A
Blender Original v

Saw Tri
®
- B
U« size0.250
L)« Turbulence 5.000

Puc. 9.21. NpocToit BbIBOA TEKCTYPbI
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HEMHOTO 1BeTa. J[71s1 3TOTO MOHamOOHUTCs erie aBa y3naa u3 rpymmsl Color menro Add:
Mix u Compose RGBA.

Homa Mix mpenHa3HaueHa /it CMCIIUBAHUS IBYX UCTOYHUKOB. OHA MO3BOJISCT BRIOPATH
CTaHIAPTHBIN aTOPUTM CMEIIMBAHUS, YCTAHOBUTEL OaJlaHC C TIOMOITBI0 ommuu Factor.

Hona Compose RGBA sBiisieTcst HIYeM MHBIM, KakK MPOCTHIM T€HEpaTOpoOM IIBETa C IO0-
MoIIbIo moyisyHkoB RGBA.

PasbequuuTe HOMBI B OKHE pemakropa. UTak, y3en MiX OymeT cMEmIMBaTh BBIXOJ| TEK-
crypsl Marble ¢ Berxogom Compose RGBA, a pesynsrar mogaBats Ha Output. Caemnaii-
T€ 9TH CBsA3M U HacTpoiiTe BeT RGBA (puc. 9.22):

¢ R=0.68
¢ G=0.40
¢ B=0.40
¢ A=100

° B
L 4 Size 0.250 =
(< Turbulence 5.000 * I L]

. Maormal

Puc. 9.22. CmelunBaHue uBeTa C TEKCTYpOM

BoeIrmsaaur aydine, HO HEIOCTaTOYHO. MOXKHO HONMPOOOBAaTh JA00ABUTH €IIE OJHY IPO-
LIENYPHYIO TEKCTYPY [JI CO3JaHus 3€pPHUCTOCTU. 7151 3TOM 1ieNn JIydIie BCero nojomaer
Cloud. JTo6asste HOmy Cloud u3 menro Add | Textures u emme oaun y3en Mix.

ITo ymomuanuto Cloud renepupyeT cauIkom OOJbIIONH y30p. YCTaHOBUTE B MapaMeTpax
HoJIBI 3HaueHue Size paBubM 0.05.
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3amava B cienyromeM. HyxHo BbiBOA mepBoro y3ina Mix mocnats Ha Bxo BToporo Mix
u K Hemy e mpukpenuts Cloud (puc. 9.23).

Teneps MOXkHO 00pabOTaTh CLIEHY M TOJII000BATHCS Ha pe3yibTat (puc. 9.24).

Paccmotpum erie omuH OoJiee CIOXKHBIA IpUMEp 0O0bemuHeHHs H300pakenus Green
Screen ¢ ocTaabHOMU CIICHOM.

o

L' | ‘Green 0.40"

o

D (Cipra 100
- G T
) i il - MNorral
L « Turbulence 5.000 *

A

()
° D

LJ(«  Size0.050
T 4

Puc. 9.23. JobaBneHne 3epHUCTOCTH K TEKCTYpe

Puc. 9.24. MpamopHas TeKCTypa, co34aHHas C MOMOLLbIO HOL,
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Green Screen (3eneHblil 9KpaH) — 3TO HA3BaHUE IS TEXHUKY BBIPE3aHUS OJJHOTOHHOTO
(oHa ¢ LeNbIo TOCIeaYIOIIESH 3aMeHbI ero APYroi KapTUHKoil. Tak, HanpuMmep, nenaercs
MPOTHO3 MOT0J/bl Ha HEKOTOPBIX TEJIEKaHaaX, KOTIa BeAylIHid CTOUT Ha (OHE IBHKY-
[IAXCS KAPTHHOK. B IeHCTBUTEILHOCTH, TUKTOP CHUMAETCS Ha (DOHE 3aHUKA CILIOIIHO-
IO 3€JICHOTO MJIM CHHEToO I[BeTa. B JanbHEHIeM 3TOT 1BET yOMpaeTCs U MOJCTaBIISACTCS
HY>XHOE H300paskeHHe.

Co3mamuM IpoCTyIO CIEHY, CKBO3b TeKcTypy Green Screen, HaTAHYTYIO Ha IUIOCKOCTS,
JOJDKHBI TIPOCBEYHMBATH APYTrUe OOBEKTHI CLICHBI.

Co3paiiTe HOBBIH MIPOEKT, yaanTe KyO U3 crieHbl. J100aBbTe TUIOCKOCTh | chepy. Pacrio-
JOXKHUTE WX TakK, 4ToObl cdepa ckpwiBasack 3a Plane ¢ Touku mpocmorpa Kamepsl

(puc. 9.25).

Puc. 9.25. lNMoaroToBKka CLUEHbI

B kagectBe m3o0paxenuss Green Screen moxere o0padoTath cueHy ¢ Kyoom. Toibko
ycraHoBute B mapamerpax World uset oHa 3eneHbIM U COXpaHUTE KapTHHKY B (aii.

Cosnaiite matepuan misi Plane, no6aBbre Tekctypy Image u 3arpys3uTe B Hee MOIrOTOB-
JeHHoe n300pakenue (puc. 9.26).

3amava oTHIOAbL He mpoctas. HykHo OyneT co3farh cpasy HECKOJIBKO KOHBEHEPOB s
BbIpe3aHus (oHa, H00aBICHUS anb(a-KaHala U MHUKIIHPOBAHUS C OCTAIBHOW CICHOM.
Yno6Hee Bcero OyaeT pasMeCTUTh KIIIOUEBbIe O0BEKTHI 10 pa3HbIM ciiosiM. IlycTs mtoc-
KOCTh C KapTHHKOH OCTaeTcsi B NEPBOM CIIO€ MO0 YMOJ4YaHHI0, a cdepy mepemecTure
B PSAIOM HaXOHsILIUics ciioi. [ oToOpakeHUs BCeX OOBEKTOB B CIICHE aKTHBHPYHUTE
oba crost (puc. 9.27).

Ortkpotiite 3aroToBKy okon Compositing, sxmounte pexxum Compositing Nodes u ycra-
HOBHTE ranouky B oo Use Nodes.
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Puc. 9.26. MNpu peHaepe cLeHbl cdepbl He BUAHO

Puc. 9.27. AKTMBHbIE Croun

HporpaMMa CO3JaCT 3aroTOBKH IJIA 3TOT'O pEKUMa:

¢ Render Layers (Cnou 00pabOTKH) — METaciod, yCTaHABIMBAECMblii Ha MaHEIN
Render okna Properties, KOTopblii MOKET HMETh CBOM YHHKaJIbHbIe HaCTpOWKH. [1o
ymonmuaauio Blender Bcerna mmeer oguH Takod ciioi. DTa HOJa MO3BOJISET BHIOPATh
CJIOM peHzepa B KAYECTBE UCXOIAILENH TOUYKH KOHBEWEPa;

4 Composite (Kommosuius) — KOHEYHast TOYKa BBIXO/IA.

HaxaB knaBumry <F12>, BBl MOKETE IPOBEPHUTH PAOOTOCIIOCOOHOCTD TAHHOH 3ar0TOBKH.
A Temnepb pa3beIUHUTE 3TH Y3JIbI.

YroObl BhIpe3aTh ()OH y KapTHHKH, MOHamoOuTCs crenuanbHas Homa Difference Key
(Auddepenupoannas npo3padnocts). JlobaseTe ee u3 Meno Add | Matte. Coennnunte
BeIxo Image ysma Render Layers ¢ Bxomom Image 1 HOBO# HOMIBI, HO TIPH 3TOM HHYETO
ue msmenntcs. Homa Difference Key ymopro He XodeT moKa3siBaTh COAEPKAMOE B CBO-
eM OKHe. MOXHO COeIMHUTH ee BbIxoa lmage ¢ omHonMmeHHbIM Bxogom Composite u,
ucnonb3ysi <F12>, mocTossHHO OOHOBIATH pe3ynbrar. KoHewno, 3to He ymoOHo. Ecmu
BKIIOUKTEH om0 Auto Render B 3aronoske oxra Node Editor, To mporpamma Gyner
ABTOMATHYECKH BBINOJHATH PEHJEP IPU JIIOOBIX BBINOJIHEHHBIX M3MEHEHMsX. Bropoii
BapHaHT — 3TO BOCIOJIb30BAThCs clienuanbHOi Homoit Viewer (menro Add | Output),
KOTOpasi JIEMOHCTPUpPYeT paboTy KoHBekiepa Oe3 mpocuera B Buae (ona okna Node
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Editor. TToxxmounte ee k Bbixoay Image momer Difference Key, Bkimrouwrte ormimio
Backdrop B 3aronoBke OKHa U CIIOKOWHO pelaKkTHpYiTe mapaMeTphl. B nanpHeiem Bbl
MOXeTe MOAKI0YaTh VIEWer K JIlo00My COMHUTEIIBHOMY y3J1y Ut KOHTpoJIst (puc. 9.28).

A
RenderLayer v

El} v Use Nodes | Backdrop B3

Puc. 9.28. MNpoeepka paboTbl kKoHBeepa

Hactpoiika noap! Difference Key 3akmtouaercst B cienyrommem:
1. Hlenkuute mo oOpasimy mBera Image 2. Beibepure 3e1eHblil 1BET.

2. C momomipio m3MeHenust mapamerpos Tolerance (Jomyck) u Falloff (3aryxanue) no-
OeiiTech McYe3HOBEHUs (POHA B OKHE MPOCMOTpPA HOJBI. BBl MOXKETe MOJKIFOYHTH BbI-
xon Matte (Macka) k Viewer ajist 6oiee TOYHOTO PEryIHupOBaHHsI.

Urak, Ha Bbixoze y3na Difference Key obpasoBanock aBa nzobpaxenus, rae Image —
opuruHainbsHoe, a Matte ero macka.

Tenepp m06aBuM HOABI Tt co3nanus anbda-kanama: AlphaOver (IIpospauHocTs) U3
rpymmsl Color u Color Spill (3anmuBka uBerom) u3 rpymnmsl Matte. Cosnaiite emie y3en
MiX 11st OKOHYATETBHOTO CMEIIMBAHUSL PE3y/IbTaTa. BBIOMHUTE MOAKIIOYEHHE HO, KaK
Ha puc. 9.29.

Hrak, uro Mel umeeM. M3o0pakenne ¢ momornpio Difference Key pacmernnsercs Ha oc-
HOBHOE M MAacKy. 3aTeM cojiepkuMoe KaHaia lmage mogaercs Ha BepxHuit Bxoa Image
y3nma AlphaOver, a Beixon Image moaer Render Layers coeanteH ¢ HHKHAM BXOIOM
Image y3na AlphaOver. TlonyuaeTcst aTakoe mepekpecTHOE coenuHeHne. B pesynbrate
u3obpaxeHue ¢ anbda-kananom nocrymnaet y3iay Color Spill, koTopsiit yaasnser 3eneHsiit
uBet (B ero Hactpoiikax Hakmute kHonky G B rpymnme Despill Channel). 'otoBoe u3o-
OpakeHHe BXOJHT BO BTOPOi KaHait MiX.
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Simple =

R G B

Ll Fac1000 -]

Puc. 9.29. KoHBeliep 0bpaboTku anba-kaHana

Teneps npu peHaepe Bl yBHIUTE Ky0 Ha 4epHOM (hOHE. DTO KOHEUHO COBCEM HE TO, UTO
OXKUIAJIOCHh TIOJYYUTh, HO BCE €Ille BIEpead. Y HAc €lle OCTalach HEMoJCOCANHEHHAsS
macka. [TogxmounTe kanan Matte k Bxoxy Fac (Factor, Koaddunuent) yzina Mix. Io-
cite 3Toro (OH N300paKEHUS CTAHET OEITBIM.

Ceifuac mpou3BOIUTCS peHiep 000UX CIIOEB C yIaJIeHUEM I[BETa, HACTPOIKH MPO3pavuHO-
ctu U T. A. Ham ke Hajo oTAenuTbh OT OCHOBHOTO KOHBelepa ciioi co cdepoil u moaars
ero Ha ocTaBIuiicst BXxox MiX 6e3 m3menenuit. Hy)HO co31ath ele OuH CIoi IS peH-
nepa.

Ortkpoiite manens Render oxkna Properties. Ha sakmaake Layers yxe umeercst Ciion
¢ nazBanuem RenderLayer, mis kotoporo ObUT co3maH KouBeiiep. IlepenmMenyiite ero
kak GreenScreen (puc. 9.30).

Tak kak clnenaHHbIM KOHBelep NOKEH 00pabaThiBaTh TOJBKO CJIOH C IUIOCKOCTBIO, TO
B rpymnne Layer ycranoBute ero akTuBHBIM (cM. puc. 9.30). CHUMHUTE TaJ0UKy C OMIUH
ZTransp B rpynne Include.

HaxmuTe KHOIIKY C IUTFOCOM JUTS CO3aHUs eme oxHoro ciosi. HazoBure ero "Scene" n
YKa)XUTE BTOPOIi cioi B rpymme Layers.

Iepetinute B okro Node Editor. fo6asste u3 mento Add | Input noxy Render Layers.
BeiGepure n3 MeHIO y3i1a ciioi ¢ Ha3BanueM Scene. Coequuute ero Beixoa Image ¢ oc-
TaBIIMMCS CBOOOIHBIM BXogoM MiX. BoT Tereps Bce, HACTpOMKa HOJT 3aKOHYCHA.

JloGaBbTe MCTOYHMK CBETa BO BTOPOM CIIOH JJIsS OCBEIICHHUS CLIEHBI M HAXKMUTE KJIABHIITY
<F12> (puc. 9.31).

COBET

Ecnu npu ncnonb3oeaHum Difference Key He yaaeTcs nonHocTbio yopatb oH, To obaBb-
Te Nocrie Hero eLle oauH Takon y3en ans 6onee TOHKON HACTPOMKN.
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' olid v Sky
v Halo ' Edge

' Strand

Puc. 9.30. Hactpoiiku cnoes peHaepa

Puc. 9.31. 3eneHblii hOH yaaneH u cueHa NpocBeYMBaET CKBO3b TEKCTYPY
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NMPUNOXEHMUE 1

UMHcTannauua Blender

Paspaboturku mporpaMmbl Ha cBoeM o(duImMansHOM caiite (Www.blender.org) Beikia-
IOBIBAIOT pasHble cOopku Blender mms momyssipHBIX omepanuoHHBIX cucTtem: Windows,
Linux, Mac Os X u FreeBSD. Ilpuuem wumeroTcss Bepcum Kak 32-OMTHBIC, Tak H
64-6utHeie. Ecnu BBl ucnonb3yere 64-OUTHYIO CHCTEMY, TO TPEANOYTHTENHHO yCTaHAB-
JMBATh UIMEHHO €€, ISl yIy4IeHUs IPOU3BOAUTEIbHOCTH.

M1.1. YctaHoBKa nporpammbl B Windows

B 3aBucumoctu ot BeiopanHoit OC, mocTaBKa mporpaMMbl MOXKET OCYIIECTBISITHCS B BU-
Jie YIIaKOBaHHOTO apX¥Ba WM HCIOJHseMoro ¢aiina. B menom ycranoBka ocobo HE OT-
nnyaeTcs Ha pa3Hbix OC, HO eCTh HEKOTOpBIE HI0OAHCHl. PaccMoTpuM npuMep MHCTaIUIS-
1uu Bepcuu Blender gy Windows.

IMTocne 3amycka ckauaHHOro (haiiaa MHCTAIATOP HNOTPeOyeT MOATBEPAUTH COIJIAILICHUE
o nmunensuu. Koneuno, Haxxmute kHomnky | agree!

CrnenyronmM OKHOM OyAeT BBIOOP KOMIIOHEHTOB. B NEHCTBUTENBHOCTH 3/1€Ch BHIOUPATH
0c000 He u3 yero. HaGop ¢yHKIui MPUBBIYHBINA U BCE OHU SBIISIOTCS aKTUBHBIMU:

4 Add Start Menu Shortcuts (JIo6aBuTb CCBUIKY B CTAPTOBOE MEHIO);
¢ Add Desktop Shortcuts (JIo6aBuTh cchlIKy Ha pabo4mii CTON);
4 Open .blend files with Blender (OtkpsiBath (haiist .blend ¢ momomnpio Blender).

A BOT K CJEIyIONIEMYy OKHY ¢ OaHAIBHBIM TPEIATIONKCHUEM BBIOpATh MECTO YCTAHOBKH,
CTOUT OTHECTHCHh Oonlee BHUMarenbHO. Bepcuu Blender BeIxomsT odeHb yacto, ObIBaer,
YTO Pa3pabOTUYNKH BBHIKJIAABIBAIOT Ha CalT, Tak Ha3bpiBaeMble development build, T. e. Tec-
ToBBIe cOOpkH. Pa3zBe HEMHTEpECHO MOMPOOOBATH CBEXKEHCIICYCHHBIC BEPCUU TPOTPAM-
MbI? KOHEUHO, HHTEPECHO, HO CTOMT ITOMHHTD, YTO OHM MOTYT OBITh HECTAOWJIBLHBIMU U
Jydille, €CAM PSIIOM HAXOAMTCS CTapblid pelin3 mporpamMmbl. VITOro BBIBOJ, yCTaHABIIH-
BaiiTe MporpaMMy B HaNKy ¢ YHHKaJIbHBIM UMeHeM. Hampumep, myTh 10 YMOJYaHHIO B
Windows:

C:\Program Files\Blender Foundation\Blender
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Bribepure, uto-TO Bpoae:
C:\Program Files\Blender Foundation\Blender?2.62

HasxaTtue xaonku Next nauner YCTAHOBKY IPOTpaMMBbI B YKAa3aHHYTO ITAIKYy.

M1.2. YcTtaHoBKa nporpamMmmbl B Linux

Linux cmaBuTCS GOJBIIMM KOJIHMYECTBOM TUCTPUOYTHUBOB C PA3IMYHBIMH MEHEKEpaMu
OKOH, MO3TOMY Tpolie Bcero OyneT OOBSICHATH MPOLECC YCTAHOBKH, ONMUPAsSCh HA KO-
MaHIHYIO CTPOKY.

HomyctuM, BBI ckadanu ¢aill blender-2.62-linux-i686.tar.bz2 B MaNKy TEKYIIErO
TIOJIB30BaTENSA. TO JBOWHOMN apXWB U €T0 HY)KHO PaClaKOBaTh:

4 S bunzip2 blender-2.62-linux-i686.tar.bz2 — pacmaKkoBKa apxuBa bzip;
4 S tar xvf blender-2.62-linux-i686.tar — paclaKkoBKa apXuBa tar.

[Tocne oTpaboTKM TOCEAHEH KOMaH/bI B MMAIKE MOJB30BaTENs OyIeT HAXOMUThCS KaTa-
JIOT ¢ OJHOMMEHHBIM Ha3zBaHHeM. Temepb caMoe BpeMsl PelluTh, KyJa YCTAaHOBUTH IMPO-
rpammy. st 3TOro yaiiie BCero UCIoib3yeTcs KaTajaor /opt. BEIMOMHUTE TepeMeIIeHue,
HO YK€ C TIpaBaMH CYIIEpPITOJIb30BaTEIS:

# mv blender-2.62-1inux-1686/opt

Juis paGoThl IporpamMmbl, BO3MOXKHO, TOHANOOUTCs yctaHOBUTH Python Bepcun 3.2 (amst
yKkazaHHOW cOopkn Blender). BrimmomauTe 3T0 B MakeTHOM MEHEKEpE Ballero IUCTPH-
oytusa. [Ipumep st auctpubyTrBa, ocHOBaHHOTO Ha Debian:

4 # aptitude search python — HIIEM MMAKET C HOAXOIAIINM HMCHEM;
¢ # aptitude install python3.2 — YCTaHOBKa.
Bor u Bce. Jlns 3anmycka Blender ucnonb3yiiTe koMaHy:

$ /opt/ blender-2.62-1inux-i686/blender
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dannoBbIN apxmB

DONeKTpOHHBIH apXWB K KHUTe BbUIOkeH Ha FTP-cepBep m3marenscTBa 1Mo ampecy:
ftp://85.249.45.166/9785977508230.zip. Cchuika NOCTyNHA M CO CTPAHUIIBI KHUTH Ha
caitfre www.bhv.ru.

ApXUB comepKUT MpoeKkThl Blender paccMOTpeHHBIX TPUMEPOB U MPAKTHYECKHX YPOKOB.
B OMPEACICHHBIX ClIyYadX BaM MOTYT HOHaI[O6I/ITI)CH BCIIOMOI'aTCJIbHBIC (baﬁﬂbl JJIA BbI-
MOJHEHUs 3a/lanusi. Bce oHn PacIiojIOKEHBI B ITAITKaX, COOTBETCTBYIOIUX HOMEPY I'JIaBhIL.
HaHpI/IMep, MOZACJbL ME4Ya, CO3JaHUC KOTOPOTO pacCMaTpuBajIOCh BO BTOpOI\/'I rjiaBse, CO-
JCPKUTCSA B IAIIKE: Scenes/glava2.
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Clipping 333
Cloth 280, 302
Collision 280
Color Space 344
Color Spill 372
Composite 371
Constraint 253

Convert To 122
CookTorr 143
Current Frame 217
Curve 95

D

Damp 301

Delete 51

Depth of Filed 334
Difference Key 372
Diffuse 142
Dimensions 346
Displacement Map 192
Domain 307

Duplicate 28

Dynamic Paint 280, 319

E

Emission 283
Emit 139
Encoding 348
Extrude 49

F

Fluid 280, 307

Focal Lenght 333
Force Field 280, 304
Frame Rate 347
Fresnel 143

Friction 298

G

Grease Pencil 359
Green Screen 370
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H O
Hair 281, 290 Oren-Nayar 142
Halo 147 Outliner 35
Hemi 324
Hide 54 P
Horizon Color 336
Paper Sky 336

Image Mapping 168
Image Sampling 169
Indirect Lighting 338
Insert Keyframe 218
Interpolation 221
Inverse 54

IOR 157

J
Join 48

K

Key 216
Knife 52

L

Lambert 142

Lamp 323

Lattice 70, 276

Layers 38

Lens Flares 150

Link 42

Loop Cut and Slide 50
Lower Field 349

M

Mass 299

Mesh 43
Minnaert 143
Mist 338
Motion Blur 350

N

NLA Editor 264
Normal Mapping 183
NURBS 96, 110

Particle Mode 295
Particles 281, 290
Path 229

Phong 143

Pinning 304

Pose Mode 243
Post Processing 349
Properties 22, 36
Pull 300

Push 301

R

Ramp 144, 211
Ray Tracing 155
Real Sky 336
Render 345
Render Layers 371
Resolution 346
Rigify 365

S

Scene Selector 18
Screen Layout 17
Sculpt Mode 77
Seam 198
Separate 54
Shadeless 139
Shading 139
Shadow 141, 327
Shape Keys 233
Show 54
Skinning 247
Sky 329, 342
Smoke 280, 313
Snap 23, 30

Soft Body 280, 298, 300
Spin 109

Spot 324

Spring 303

Stars 340

Strand 140

Strip 265
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Subdivide 53
Subdivision Surface 248
Sun 324

Surface 95

Sync Mode 219

T

Taper Object 102
Text 115
Timeline 216
Toggle Cyclic 101
Tool Shelf 22
Toon 142
Translucency 139
Transparency 155

U

Upper Field 349
UV 194
UV Mapping 195

Vv

Velocity 284

Vertex Groups 251, 298
Vertex Paint 201

Video Sequence Editor 358
Viewport Shading 22, 23
VSE 358

W

Wardiso 143
World 335

Z
Zenith Color 336

b

besne 96

BrigasauBanue 49

r

I'pynmst 36
¢ BepmmH 251

a

Jy6nupoBanue 28

7

WuBepcHas kuHeMaTtuka 243

K

Kiou 216

KounrposnbHble Touku 96
KoopaunartHas cuctema 25
Kpussie 95

Maker Okpana 17
Marepuan 135
Mopuduxartop 60
¢ boolean 67

¢ Lattice 276

¢ mirror 60

¢ multires 73

¢ subdivision surface 248
MynpTumarepuans! 153

H

Hopmans 183

(0

Oxkna

¢ DopeSheet 235

¢ Graph Editor 220
¢ NLA Editor 265
¢ Node Editor 353
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OxHa (npoo.)

¢ properties 36

¢ timeline 217

¢ User Preferences 362

n

ITpuss3ska 23
[IpumuTHBHI
¢ curve 97
¢ mesh 43
¢ path 229
¢ surface 97
¢ text 115

[IpomopunonansHOE penakTupoBanue 48

IIpocmoTp crieHs!

¢ Bpamenue 23

¢ maHopamupoBanue 23
¢ wmacmrabupoBanue 23

ITpouenypusle TekcTypsl 170

IIpsimas kuHematuka 241

P

Pa36uenue 53
Pazseptka UV 194
Paznenenue 54
Pammnoseii mweiinep 144
Pennep 345

Poruaru 96

C

Css3u 33

CuMMeTpHYHOE MOIETHpOBaHHe 57
Ckenernas anumanus 237

Crom 38

Crnaiiael 95

T

Tenu 141
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