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HNPEANCJIOBUE

JlanHblii MaTepuasl HalEeleH Ha CO3JaHue CLEHbl C S0JI0KamMHu, KOTopas
MpeACTaBlieHa Ha TUTYJHHOM JIUCTE METOJIMYECKUX pekoMmeHaanui. K mpoekty
Jydllle TPUCTYyNaTh MOCJE M3yueHHs] maTepuana «MeToauyeckue peKoMeHIaluu
0 OCHOBaM paboThl B MporpaMme TpexMepHoro mojenupoBanus Blender», Tak
KaKk B JIaHHOM Marepuajie He OyIyT paclucaHbl OCHOBHBIE JIEUCTBUS, KOTOPbHIC
OBLITM M3yYEHBI B OMIMCAHHBIX PEKOMEH/IAIHX BBIIIIE.

B manHbIX pekoMmeHAaIusx BIEpBbie OYIyT pacCCMOTPEHBI TaKUE TEMBI, KaK
cozmanne passeprok (UV-mapping), tekcrypupoBaHue, moapoOHee OyIyT
M3YUYEHBbl HOJBI Uil CO3/IaHHsI MAaTEpUAIOB, CO3JaHa CHUMYJISIUSA TKAHU U 3a/1aHbI
¢bu3nueckue cBOMCTBa OOBEKTAM.

duHanbHas BU3yalu3alys OyaeT Mmpou3BeeHa Ha ocHOBe aBmwkka EEVEE,
HO TMPaKTHYECKH BCe, YTO OyJIeT CcJAellaHo, MOXHO ©0e3 TOoCIeICTBUN
BU3YaIM3UPOBaTh Ha GoropeanucTuaHoM aBrxkke Cycles, omarogaps ux B3auMHOU
copmectuMocTH. [lpumep Bu3yanu3anuu Ha JaHHOM JBW)XKKE Takxke OyaeT
paccMOTpEH.

JlaHHBIM MaTepuan pas3feieH Ha riaBbl. Bechb Marepuan NOAKpEIUIseTcs
N300paXEHUSIMH M, €CIM HEOOXOJMMO, HCXOJHBIMH (aillaMu, C TIOMOIIBIO
KOTOPBIX OyE€T CO34aBaThCs IPOECKT.

[IpoekT cremyeT BBIMONHATHL CTPOTO B MOCIEAOBATEIBHOM MOPSAKE, OT
Hayasa Jio KOHIIa.

Bce knaBuiiv wiam couyeTaHusl KJIABHUII, KOTOpblie OyIyT MpECTaBIICHBI B
JAHHOM MaTepuaje CTporo Ha aHriauickoMm si3bike. Cokpamenue JIKM - neBas
kHomnka MmeImu, [TKM — npaBas kHomnka mbimu, CKM — cpenHsisi KHOIKa MBIIIN

(MM KOJIECO MBIIIN).
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I'TIABA 1 CO3JAHUE OFBEKTOB

Tak kak clieHa TOHSTHA, a OCHOBBI OBUIM HW3Y4YEHBl B MPEAbIIYIIEM
Martepualie (KOTOpBIM Bcerga AOCTyneH ais Bac), mepelaeM cpasy K CO3IaHUIO
BCEX HEOOXOIMMBIX 00BheKTOB. Haunem ¢ s0i0Ka.
1.1 MopeaupoBanue si6j10Ka

[Ipexne uem MoaenupoBaTh BCE OOBEKTHI, 3alJAUTE B HACTPOMKHU CIICHBI U
usMeHute B paszzaene UNits eaumuuisl usmepenus: aauabl Length ¢ MetpoB Ha
cantumeTpsl. [Tapamerp Unit Scale cnemaiite paBabiM 0,1. UTOOBI BEpHYTH CETKE
CIICHBI HCXOHBIN BH]I, 3aiTUTE B OBEpJICH U M3MeHUTE mapamerp Scale na 0,1.

JloGaBbTe B clieHy cepy M B MEHIO TOCJIEAHEr0 JACUCTBUS U3MEHHUTE
CJIeyIOlMe TapaMeTphl:

1. Segments -16.

2. Rings — 12.

3. Radius — 4 cm.

[Tepenmenyiite 00bekT B apple. B pexxuMe peaakTHpOBaHUS aKTHBHUPYHTE
MpOTNOPLIHUOHANIbHOE penakTupoBanue (kimaBuina «Oy), BBIIETUTE BEPXHIOIO
BEpIIMHY U TEPEMECTUTE €€ HeMHOro BHU3. llpumepsl TmoOka3aHbl Ha

I/I306pa>KGHI/I$IX HMKC.

CMacmtaOupyite BHYTPh JyI, OT aHra. LOOp (et COeTUHEHHBIX MEXIY

coboii pedep), KOTOPHIN MOKa3aH Ha H300paKEHUU HIKE.



Ha Bume cBepxy HeMHOTO M3MeHHUTE (PopMy sI0JI0KA, TaK KaK B MPHUPOC HE
ObIBaeT HUYETO UACATBHO POBHOTO. Takke u3MeHUTE ero (hopMy B MPOU3BOIHLHOM

BUJIE.

UtoOb1 mpuaaTh hopme s1010Ka 6oJiee raaakuil BUJ TpedyeTcs 2 onepaiuu.

1. JloGaBnenne momudukaropa Subdivision Surface. C momoinpo Hero
Blender mompazmenur kaxaywo rpaHs Ha 4, 8, 16 u T.1. pa3. 3a 3TO OTBeyaet
napametp Subdivisions. Yeenuuste napamerp Viewport o 2.

2. Ho Tak kak rpaHedl XOTh W CTaJIO OOJbIIe, BCE €IIe 3aMETHBI MTEePEXO0IbI
MEXy TpaHsIMH, JUIS UX CrIaXHBaHHS akTHBHpyiTe Smooth Shading na ITKM,
IpH BbIIeJICHHOM 00BekTe apple.

S16710K0 JOMHKHO MPUHATH TPUMEPHO CIEAYIOUINHI BHUI:



S6noky He xBataeT crTebma. YcranoBute 3D-kypcop B BEpXHIOIO
LEHTPaJIbHYIO YacTh s10J0Ka U J00aBbTE B CIIEHY LMIUHAP. B manenu nocieaHero
JEMCTBYSI U3MEHUTE CIENYIOLINE TapaMeTPhI:

1. Vertices — 8.

2. Radius — 0.15 cm.

3. Depth 1 cm.

[Tepeumenyiite mumHAp B Stem. B pexume pemaktupoBaHUs CTEOIIS
IEPEMECTUTE €r0 HEMHOT'O BBEPX. BBIAEINTE HUKHIOIO IUIOCKYIO IPaHb LIWJIMHAPA
(HaxoauTCs BHYTpH sI0JI0Ka) M yAaluTe €e, TaKk Kak oHa He OyAeT BHJIHA Ha
peHepe U COOTBETCTBEHHO HE HyXHa A oObekra. Tak ke, Mpu A00aBIeHUU
momudukaropa Subdivision Surface He OyaeT BO3HHMKATH CIHIIKOM CHIIBHOTO

CTIIA’)KNBAHUW ITOBCPXHOCTHU Y €0 OCHOBAHMNA.




Beigenure BEepXHIOIO I'paHb M Ha BHJIE CIEped C BKIIOYEHHBIM X-Ray
BbIIaBUTE JAaHHYIO TpaHb, CMAacIITAOUPYyHTE €€ M IEepEeMECTUTe HEMHOIo B
CTOPOHY, 3areM mnoBepHuTe. Co3manlTe 1Ba paspe3a MEXAY BEPXHEW I'DAHBIO U

MIEPEMECTUTE UX HEMHOTO K IEHTPY (M300pakeHHs C pe3yIbTaTOM HIIKE).

Jlo6aBbTe cTedmo Moaudukarop Subdivision Surface ¢ Hactpoiikamu, Kak
1t oobekta apple u Smooth Shading.

Bepxymika cTebns CKpyriuiach CHiIbHEe, 4eM TpeOyeTcs, MOITOMY B
pPeKUME peIaKTUPOBAaHUS 100aBbTE pas3pe3 IMOJ BEpXHEH TIpaHbiO CTEOAS U

MEPEMECTUTE €r0 MOUTH K HEM.

OO0benuHuTe CcO3AaHHBIE 2 O0BEKTa B OAMH. YOEauTeCh, YTO pa3Mephl
sI0JI0Ka COOTBETCTBYIOT PEAIbHBIM, €CIIM HET, TO CMAcCIITaOMpPyHTe 0 HY>KHBIX
pa3MepoB 1 puMeHHTEe MaciuTad ¢ momorisio Ctrl+A -> Scale.

1.2 MoaeaupoBaHue HOXKA

s cozmaHus HOXKa J00aBbTE B ClieHY pedepeHC C COOTBETCTBYIOIIUM

U300pKCHUEM, W pPa3MECTUTE €ro B CIEHE Tak, 4ToOhl Ha ocu X Oblia

PaCIIOIOKCHA IIPOCKIOMUA HOXKa CBCPXYy, HO CaMoO I/1306pa)KGHI/I€ HaxoanjioChb



HCMHOI'0O HHMIKC HadaJla KOOpJAWHAT, yTOOBI OHO HE MEIIAJIo MOACIIN HOXKa.

Pa3mepbl HOka MOKHO T10,100paTh HCX0/1s1 U3 00bekTa apple.

[Tepeiiaute Ha BUj ciepenu, mpoayonupyite pedepeHc u moBEpHUTE €To o
ocu X Ha 90 rpaaycos.

[TomectuTe Ha OCh X MPOEKIIUIO BUJIa COOKY.

Yo6enurech, uro 3D-Kypcop HaXOAMTCS B Hadajie KOOpAWHAT U 00aBbTE B
creny kKy6. CmacmTabupyiTe ero 10 BBICOTHI PYKOSTH HOXa M3 BHA CIIEpEIU U

A0 TOJINIMHBI PYKOATH U3 BUJA CBCPXY.



st pepepenca Buna criepe MOMEHSINTE HACTPONUKH, KOTOPbIE HAXOIATCS

B pasJieie NaHHBIX 00beKTa A . okHe Properties. [Tapamerp Depth nomensiite Ha
Front, axtuBupyiite uekOokc Use Alpha u HeMHOro yMCHbBIIHUTE MapaMeTp
Transparency. Cnenaiite To e camoe JiJisi Apyroro pedepeHca.

B pexxume penaktupoBanus kyOa aktuBupyWTe X-Ray m Ha Buae crepeau
n00aBbTe 4 BEpTUKAIBHBIX pa3pesa. [Ipumaiite kyOy dhopmy pykosTH ¢ pedepeHca,

I[O63BBT€ JOMOJIHUTCIIBHBIC PE3PC3bl B MECTAX U3MCHCHUS T'COMCTPUH.

JlobaBbTe Mommbukarop Subdivision Surface u yBenuubTe mHapameTpsl
Render u Viewport o 3.
UtoOsl npuaaTh NPaBUIbHBIA CKOC JJI MEPEAHEN YacTu PYKOSTH 100aBbTE

B HEH pa3pe3 U NICPEMECTUTEC K nepenHeI‘/'I qacCTu.
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Ecnu mocmotpeTs W3 BUIa CBEpXy, MOXKHO YBUIETh, YTO (opMa MOJIEIH

PYKOSITH HE COOTBETCTBYET peepeHcy.

JloGaBbTe pa3pe3 cBEpXy, KOTOpbId OyAeT pa3fensiTb PYKOSTh Ha JiBe
paBHbIC YacTu. BbienuTe TOJNBKO MpPaByI0 BEPXHIO U MPaBYI0 HIKHIOK 4YacTh
HACKBO3b (JIOJDKCH OBbITh akTHBHpOBaH X-Ray) W mnepeMecTuTe BbIICICHHBIC

BEPIIMHBI BJIOJIb OCU X B JIEBYIO YaCTh PYKOSITU COOTBETCTBEHHO pe(epeHCy.

Beigenure ueHTpanmbHBIM pa3pe3, KOTOPbIM pPa3AeiseT PYKOITh BIOJIb U

Haxkmute Ctrl+B, uTtoObI co3maTth dacky.
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6.58cm

1

Loop Slide &

JHlo6aBpre 00bekTy Smooth Shading. Ilepeumenyiite ero B Knife_handle.
Taxke npumeHute macmrtad. B 00bekTHOM pekume ybenutech, uro 3D-kypcop
CTOUT B Hauaje KOOpAUHAT U J100aBbTE B CLICHY €Ile OJUH KYO.

CmacmtabupyiiTe ero Tak, 4ToObl OH 10 TabapuTaM TOBTOPSUT Pa3MeEpbl

ne3Bus (MOJIB3yHTECh KaKk BUJIOM CIIEpPEIH, TaK U CBEPXY)
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[TpumenuTe macmtad oObekTa. [Ipekme dem nmenaTh CKPYTJICHHE JIC3BUIO
CO3/IaliTe EMY PEKYIIYIO KPOMKY.
Brinenute HIWKHIOI €r0 YacTh W CMAaIITaOMPYHTE BBIICICHHBIC BEPITUHBI

Ba0sb ocu Y B0 (S->Y ->0).

Ho B HmHElH yacTu BCe €Ile HaXOAATCS 0 2 BEPLIMHBI, IPOCTO IPYr Ha
apyre, 4ToObl yJaJIuTh JyOJHMKaThl BBIJCIUTE BCE BEpPHIMHBI OOBEKTa U C
nomoisio M — By Distance n36aBbTech OT BEpIIKH, PACTIONIOKESHHBIX OJH3KO IPYT
K JIpYTYy.

JloGaBbTe pa3pe3bl y IMepexoAa JE3BHUs B PYKOSITb M IO LIEHTPY MEXKAY

IMpaBbIM €TI0 KOHIIOM H IIEPEXO/a B PYKOATh.

N3MeHnTe mosoKeHHue BEPIIMH B COOTBETCTBUU C pedepeHcoM (HO He

00513aTEeIbHO €r0 TIOBTOPSITH C UACATHLHON TOUHOCTBIO, 3TO MPOCTO 00paselr).
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Breigenute mpaBoe BepxHee peOpo Je3BUS W U3 BUIA CIEPEAM CO3/AiTe
dacky. B manenu mnocnegHero JeHCTBUA 100aBbTE HECKOJIBKO BEpPUIUH Y
napameTpa Segments, Ho He CHJIBHO MHOTO, OkoJjio 7. Takke MOXHO HM3MEHUTh

napametp Width.

0.752cm
7

0.500

LoopSlide §4

Breienure 1nieHTpanbHbIN paspe3 U Toxke co3naite dacky ¢ 4 cerMeHTaMHU.
[Ipoaemnaiite To ke camoe y mepexo/ia JIe3BUs B PyKOATh, YTOOBI CO3/1aTh IJIaBHBIN

HepexoI.
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Jlo6aBeTe Smooth  Shading. TlosBuimchk  apredakThl  (MCKaKEHHS
otoOpaxkenus) CymiecTByeT cHoco0 peluTh JaHHYK MNpoOsieMy: B JIaHHBIX
oObekra B paznene Normals aktuBupyiite uek6okc Auto Smooth.

Jlo6aBbTe Moaudurarop Bevel nns ne3Bus u BhICTaBUTE ClEAYIONIUC

napameTpsbl:

Apply
Width:  0.02cm
Segments: 1 ¥ Clamp Overlap
Profile: 050 & Loop Slide
Material 25 S5

30°

Percent

Al

[Mepeumenyiite ne3sue B knife_blade.

Tak kak pyKOATh W JI€3BHE€ HMMEIOT pa3Hble MOIU(DHKATOPHI, UX HENb3S
OO0OBEIUHUTL B OJMH OOBEKT, KaK 3TO OBLIO CIENaHO C SI0JJOKOM M CTeOJeM.
[ToaTOMy TIPHUBSKUTE JIE3BUE K PYKOSTH C TMOMOIIBIO CBSI3U POIUTETH-TIOTOMOK.
Brigenute ne3Bue, 3aTeM, HE CHUMAs BBIJICIICHUE, BBIJICTUTE PYKOATh U HAKMUTE
Ctrl+P -> Object. [Ipumenure macirad ¢ nomorinpio Ctrl+A -> Scale. Coxpanure
Bam .blend daiion.

1.3 MoaeaupoBaHue 4aiu

Jlo6aseTe B cueny UV-chepy. Ymenbiniure ee 10 pa3smepoB 25 cMm B

quaMeTpe u npuMenute macirad. M3 Buaa cnepenu B pexxuMe peaakTUPOBAHUS C

BKJIIOUEHHBIM X-Ray BbIZIeINTE BEPXHIOI YacTh c(hephl U yJanuTe ee.
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Vertices

Boigenure Tpyu HIKHHUX METIU pedep U cMaclTabupyinTe uxX K HyJIO [0 OCH
Z (S -> Z -> 0 -> Enter) v mo1oABUHHTE MOJYYUBINYIOCS TUIOCKYIO TIOBEPXHOCTH

HCMHOTI'O BBCPX.

He cHumas BblAeneHus ¢ HWKHEH 4acTh akTUBUpPYHTE MHCTpyMeHT Inset
Faces u ciBUHBTE MOJTYYEHHbIE TPAaHU HEMHOTO K LIEHTPY. 3aTeM Haxmute «E» u

BbIAABUTC JAHHOC BbIACJIICHUC HCMHOI'O BHM3.

CHuMUTE BBIJICJICHUE C HUKHEW YaCcTH U BBIACIHUTE BEPXHIOIO METII0 pedep,

BBIJIABUTE €€ HEMHOTO BBEPX U CMACIITAOUPYHTE HAPYKY.
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B 00bekTHOM pekuMe cMaciTabupyiTe MHUCKY MO Oocu Z, 9TOOBI HEMHOTO
CIUTFOLUTH €€.

B naHHBIM MOMEHT, €C/IM MPOU3BOANTH MAacIITAOMpPOBaHHUE WIN BpAIICHUE,
TO OHO OYZeT OCYLIECTBIATHCS HE 3a HIDKHIOW 4YacTh vamu. Jns ynoOcTsa
JANbHENIINX MAaHUITYJISIUI B PEXKUME PETAaKTUPOBAHHUS BBIJICIUTE BCE BEPLIMHBI U
IOJTHUMUTE 4Yally TakK, yTOObl LEHTP M HWXKHsSA 4acTh coBmazaiu. Ilpumenure

macirad ¢ momorusro Ctrl+A -> Scale.

YroObl npuaaTh TOJNIKHY, H00aBbTe Moaupukatop Solidify. YBemuuste
CTaHJapPTHOE 3HAYCHKE TOJMIIMHBI Thickness ua 0,4 cwm.

Jlns ckpyrieHust yriioB 1o0aBbTe Moaudukarop Bevel. 3menute mapamerp
Width 0,08 cm. Segments yseauubte a0 2, a Limit Metod na Angle.

Cnenyrommum  nob6aBere Momudukarop Subdivision Surface. Ilapamerp
Render u Viewport 1o/mkHbI ObITh paBHBIMH 2.

[Tpumennte mas gamm Smooth Shading. CopockTe Bce nepeMenieHus yaiim

Ha Alt+G. He 3a0yapTe coxpaHuTh (ai.
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1.4 MopaeanpoBaHnue mojaa

Jlns nona mo6aBbTe B ciieHy KyO. Ilepenmenyiite ero B Wood. YMeHbIuTe
ero o cieayromnmx pasmepon: X=200 cm, Y=15 cm, Z=1,5 cm. Ilpumenure
maciurad. [TomecTute ero BepXHIow 4acTh Ha OCh X,

HobaBbTe momudukatop Array. 3nauenue Count ysenmuubte 10 15. B
pasaene Relative Offset mist 3nauenus Y BoicraBbTe 3HaueHue -1,01 (octambHbIC
JIBE OCH JTOJDKHBI ObITh B 3HaueHHH (). [IpumennTe macmrad ¢ momomnipio Ctrl+A -
> Scale. [lo6aBeTe Tarke momudukatop Bevel. IMapamerp Width BricTaBbTE
pasubM 0,15 cm. Ho mpu npumenennn Smooth Shading monens otoOpaxkaercs He
COBCEM KOPPEKTHO, MO3TOMY B HacTpoilikax moauduxaropa Bevel mis mona
akTuBHpyWTe uekOokc Harden Normals m He 3a0ynbTe Takke aKTHBHPOBATH
4eKOOKC B TaHHBIX 00bekTa B paznerne Normals y Auto Smooth.

1.5 MoaennpoBaHue TKAaHU

Ckpoiite B okae Outliner s6oko u HOX. Jlo0aBbTe B CIEHY IIOCKOCTH H
noMmectute ee HaJ vamei. [lepenmenyiite ee B fabric. 3amenute ee mapameTpsl mo
X u Y no 50 cm. [Mpumenure macimtad. B pexume penaktupoBaHust (IOTKHBI
OBITh BBIICJICHBI BCe BepIIuHbI) ¢ momomnbsio JIKM BezoBuTe komanay Subdivide.
B nanenu mociieaHero ACHCTBUS YBEJIMYbTE KOJMYECTBO MojpaszaencHuit po S0.
[lepemecTuTe TKAaHH HEMHOTO OT IIEHTPA K KPAIo Yallu.

s cozmanust (hOpMBI TKaHW B Yalllk, CO BCEMH CKJIAJIKAMH H 3arubamu
BOCIIOJIb3yeMcsl cumyJisiiiieid Tkanu B Blender. UtoOb1 Tkanb B3auMoieficTBOBaa
c 00beKTaMu, 711 HUX HEOOXOAMMO aKTUBUPOBATH MapaMeTp CTOJKHOBEHUH, WIIH

no auria. Collision. Beigenure wainry uw B pasiaeie CHUMYJISIHNA, OTMEUYCHHBIN

WKOHKOM B okHe Properties, naxxmute Ha kHonky Collision. Caemaiite To *Ke
camoe IS 1oJIa.

Bhiennre mIocKoCTh, KOTOpas OyIeT BBICTYIIATh B KayeCTBE TKAaHU, M B
9TOM ke paszeine Haxmure kHonky Cloth Simulation. OcraBbeTe Bce HaCTPOWKH 1O

YMOJI4YaHHIO, 3a HCKIIIOYCHHUCM CJICAYIOIINX:

18



1. Axruupyiire yex6okc Self Collisions. biarogapst manHo# onmuu TKaHb
OyZer B3aUMOJICHCTBOBaTh e€me W C CcOo0OH, a HE TONBKO C BBHIOPAHHBIMHU
00BbEKTaMHU.

2. B paznene Collisions y uex6okca Object Collisions momensiite Distance
Ha 0,1cm. Tak TkaHb OyaeT compuKacaTbCs ¢ 00bEKTaMH UyTh OJIMKE.

3. UToOBl elie YMEHBIIUTh PACCTOSHUE MEXAYy TKAaHBIO M OOBEKTaMH,
HEO0OXOIMMO U3MEHUTH TTapaMeTPhl CTOIKHOBEHUS It ATUX 00BeKTOB. Bribepute
yairy U B €¢ HaCTPOMKax CTOJKHOBeHHUs m3meHute B pasaene Softbody And Cloth
napametp Thickness Outer na 0,01. [ToBropute naHHBIE NEHCTBHSA Al 00BEKTa
noJ (wood).

[TepexmounTtecs Ha pabodee mpocTpaHcTBo Animation U HaKMHUTE KIIaBUIITY
«[IpoGem», dYTOOBI BOCHPOM3BECTH CUMYJANHIO. JloKIWTECh, KOTJa TKaHb
HOJTHOCTBIO YIAJIET, 3aTeM HaKMUTe elle pa3 kiasumry «IIpodem.

Jlns Toro, 4toOBl pazHooOpasuTh (opMy TKaHu, mepeiaute Ha 0-i1 Kamp
aHUMAIMH U B PEKUME PENAKTUPOBAHMS TKaHU C TIOMOIIBIO MPOMOPIHUOHATBHOTO
pEIaKTHPOBAaHUS HEMHOTO W3MeHHTEe e¢ (opMy, Kak »d3TO T[OKa3aHO Ha
N300paKeHNH HIDKE. 3aTeM IOBEPHHTE €€ TOJ YIJIOM K IOBEPXHOCTH IOJia W
NpOUrpalTe aHMMAILMIO CHOBA. BBl MOXeTe€ OCTAaHOBUTH AHMMAIUIO B JIFOOOM

MOMCHT U ((Saq)HKCHpOBaTB» ITOJIOXKCHHUEC TKaHU

JloGeliTech pe3ysbTara MPUMEPHO, KaK Ha U300pa’KEHUU HUXKE.
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YToObl IPUMEHUTHh BCE M3MEHEHHUS B pasjiesiec MOAU(PUKATOPOB MPUMCHUTE
moaudukatop Cloth mis Tkanu Ha kHOnKy Apply. OTKIFOYNTE CTOIKHOBEHUS IS
YaIIK U 1M0JIa.

Jns Ttkanu noGaBbTe Mommbukarop Subdivision Surface u mocraBbTe
snauenue Render u Viewport B 3nauenne 2. Criaabre 00bekT, 100aBUB SMOOth
Shading. M3menuTe B pexxuMe peIakTUPOBAHUS C MMOMOIIBIO POTOPIIMOHATHEHOTO
penakTupoBaHus (OpMy TKaHH, €CIIM OHa B HEKOTOPBIX MECTax MPOXOAUT CKBO3b

yarry.
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I'TABA 2 CO3JAHUE PAZBEPTOK

Jlo sToro (B mpeaplaylieM NpoeKTe) ObUIM W3Y4YeHbl MPHUEMbl CO3JIaHMS
OJTHOLIBETHBIX MarepuanoB. Ho ogHOro uBera HEIOCTATOYHO MJiA CO3JaHHUS
pPEATMCTUYHBIX MMOBEPXHOCTEH. UTOOBI T0OABUTH TOBEPXHOCTSIM OOJIbIIIE peain3mMa
UCIIOJIB3YIOTCSL TeKCTyphl. [IpobiieMa B TOM, YTO TEKCTYphl - 3TO JIBYXMEpHbIE
00bekTh, a B Blender mpoucxoaur pabora B emie OJHOM H3MEPEHHHU, TO €CTh
OOBEKTHI MOMPOCTYy UMEIT 00beM. Tak kak H00aBUTH NBYXMEPHBIM OOBEKT Ha
TpexMepHbIi? [ 3TOT0 UCIONb3YIOTCS pa3BepTkH, i no anri. UV Map. U u V

UCIIOIB3YIOTCS KaK KoOpAuHAThl X U Y, TOJIBKO JJIsl U300pakeHUsI.

Bechb mporiecc co3ganusi pa3BepTKH MOXKHO MPEICTaBUTh Tak, Kak €cliu Obl
KapTOHHYIO KOpOOKYy paspe3aji B HECKOJIbKHX MeCTaX, YTOObl €e MOKHO ObLIO
pa3BepHYTh U clielarh IUIOCKMM OOBEKTOM. 3aTéM Ha 3TOT IUIOCKHH OOBEKT
HaKJIaJpIBaCTCsl Kakasg-mu00 TEKCTypa M OOBEKT 3aHOBO COOHMpaercs B YyxkKe

KOpPOOKY C TEKCTYpOIl Ha HEH.
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Ho B 3D Ham He HYXHO HampsIMyl0 pa3pe3arb U Ppa3BOPAYMBATH
TpEXMEpPHbIE OOBEKTHI, JOCTATOYHO OTMETUTh HEOOXOoaHMMble pedpa Kak IIBBI.
[Tocne 3TOr0 MOMHO 3alyCTUTh NPOLECC CO3/aHUS PaA3BEPTKU TPEXMEPHOTO
oO0bekTa. Ternepsb, MOMECTHB TEKCTYPY Ha 3Ty pa3BepTky, Blender monumaer, Ha

KaKOM 9acTH 00bEKTa KaKas 4acTh TCKCTYPbI IOJIKHA OBITh.

Jliist co3maHus pa3BepTOK MCHob3yeTcs kak okuo 3D Viewport, tak u UV

Editor (Pemakrop pasBepTok). [Jis mepexitoueHusi B COOTBETCTBYHOIIee pabouee

npoctpancTBo, menkaute no UV Editing B Bepxueli yactu okHa Blender. B nesoii
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JacTu OKHa nporpammbl Blender Oyaer mokasaH pe3yibTaT pa3BepTKH, a B OKHE
3D-Buna OynyT HacTpauBaThCs €€ MmapaMeTpbl (He0OXO0 MBI IIBHI).

CrannapTHble 00BEKTHI (ITOJMIOHANIbHBIE MEIIHN) YK€ UMEIOT Pa3BEPTKY MO
ymomyanuto. Ho eciii ux m3MEeHHUTh, TO pa3BEPTKY HEOOXOUMO TIEPECO3/1aBaTh.

[Ipumep cosnanus pa3BepTku OyAeT Moka3aH Ha 00bekTe «bouka». JlanHas
MOJIeJIb HAaxXOAUTCS BO BCIOMOrarenbHbIX (aiimax Kk mpoekty. llepeiinure B
pabouee mpocrpanctBo UV Editing m B oxHe 3D-BHIa BKJIIOYUTE PEKHUM
npeanpocMorpa Mmatepuana. [Ipexxme, deMm co3gaBaTh €€ pa3BEpTKY, CO3AaTUM
Marepuan Ha monenu. HazoBem ero «uv testy. IllenknyB HampoTHB OKHa BbIOOpa
0a30BOr0 IBETAa MaTepualia o MKOHKE ¢ TOYKOH, BEIOEpeM yHKT «lmage Texturey
U BMECTO TOro, 4TOOBl J00aBJISITh CTOPOHHEE HW300pa)KeHHe, Co3qaauM
cTaHmapTHoe, ¢ moMoriblo kHomku «Newy. Hazoem ero «uv testy m B myHKTE
Generated Type Beibepem koMmanay «UV Gridy. leaxuaute mo kuomnke OK.

Tak kak pa3BepTKka Ha MOJEITU OTCYTCTBYET, TO Ha JaHHBI MOMEHT Ha
MOJIENTA OHA HUKAaK HE OTOOpa)kaeTcs, TaK e OTCYTCTBYET CO3/laHHAs TEKCTypa B

okaue UV Editor. UtoObl 0TOOpakaTh TEKCTYpPY B JaHHOM OKHE, IICIKHUTE IO

UKOHKE , HaXOJAIICUCS B BEPXHEW LIEHTPAJIbHOW YacTU JAHHOIO OKHA U
BBIOCPUTE TOJBKO YTO CO3JAAHHYIO TEKCTypy. B maHHOM CIMCKE MOTYT OBITh U
JIpYTHE TEKCTYphl, HO JaXe eciu Bbl WX BKIIOYHTE, TO Ha OOBEKTE OyIeT
0TOOpaXKaThCA TOJNBKO Ta TEKCTYpa, KOTOPasi B JaHHBIM MOMEHT MOJKIIOYEHA K €T0
MaTepuaiy.

Tenepb, 9TOOBI CO3MaTh Pa3BEPTKY, HEOOXOAMMO OTMETUTH HEKOTOPHIC
pebpa Kak IIBHI.

Obpamume nuManue: WBAMU MO2YM OblMb OMMeUueHbl MOIbKO peopa.

Boimenum pebOpa xak Ha M300pakKeHUHM HIDKE U, YTOObI OTMETUTH JaHHBIC

pe6pa KaK IIBbI, MOXXHO HCITIOJIB30BAaTh HCCKOJIBKO HYTeﬁ.
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1. B mento UV mosxHO BeIOpaTh myHKT Mark Seam.

2. OTkpbITh 310 e MeHio (UV) depes ropsiuyro kinaBuinry «U» u BbIOpaTh
nyakT Mark Seam.

3. Ctrl+E -> Mark Seam.

4. TTIKM -> Mark Seam.

[Tocme »TOrO0 OTMEYEHHBIE pedpa OTMETITCS KPAaCHBIM IBETOM. UTOOBI
yOpaTh OMETKY IIBa, BbIOEPUTE HYKHOE pedpo, OTKpOHTE MEHIO BbIOOpa IBa
OJTHUM U3 MpeabIaynux 4 croco6oB u BeiOepute myHKT «Clear Seamy.

CozmaauM pa3BepTKy, YTOOBI MOHSATH, JOCTATOYHO JU JTOTO IIBA [T
CO3/1aHUS KOPPEKTHOM pa3BepTKU. J{JIsl 3TOTO BBIAEIUTE BECh OOBEKT C MOMOIUIBIO

KJIaBUIIM «A» u BeiOepuTe B MeHI0 UV mynktr Unwrap.
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Ceiiuac aKTUBEH PEKUM, MPU KOTOPOM OTOOPaKArOTCS TOIBKO BbIJEICHHbBIC

gacTh 00bekTa. Ecii CHATH BBIIEIEHNEe ¢ 00BEKTa, TO MPOIAIET U pa3BepTka. Kak
neperT B peXuM, KOTr/la pa3BepTka He OyJeT nmponaaarh MPU CHATHUHU BBIICICHUS
¢ 00beKTa, OyJIeT MoKa3aH Mo3Ke.

Ceifuac Ha MOJENW BHIHO, KaK TEKCTypa pAaCTATUBACTCS B HEKOTOPHIX
MecTax. JTO 3HAK, YTO pa3BepTKa HEKOppeKTHa. Xopolias pa3BepTka Oynaer
pPaBHOMEpHO pacmpesereHa Mo Bcedl Moaenu. UToObl MPaBWIIBHO «pa3pe3aThy
JAHHBI OOBEKT WM APYrHe TpPEeXMEpHbIe OOBEKTHI, MPEACTABISNTE, YTO OHU
co3zanbl U3 OymMard 1 Bam HeoO0XoIMMO MX pa3pe3aTh Tak, YTOObl OHU MOTJIU
cTaTh WIOCKMMH. KOHKPETHO B TAaHHOM CJIy4ae BBIJCIUM BEPXHIOI M HIDKHIOIO

4acTu 00YKU M OTMETUM HMX KaK IIBEI.
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Ilocme BHeceHMS Kakux-1u00 W3MEHEHMH B IIBBI, HEOOXOIUMO
«Tepepa3BopavynuBaThy» MOJIEb, TO €CTh MOBTOPHUTH KoManay UV -> Unwrap.

Tenepb TeKCTypa Jierja Ha MOBEPXHOCTh MOJIENH Ky/Jla JTy4llle.

HOBTOpI/ITe KOMaHOy A CO3daHuA Pa3BCPTKH MU II0CIIC €C CO3JaHUA

OTKPOWTE MEHIO MOCIETHETO JCUCTBHUS.
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Unwrap

Method Angle Based v
Fill Holes &
Correct Aspect &

Use Subsurf Modifier

Margin 0.028

[Tapamerp Margin ompenenser Ha KaKOM PacCTOSHUM APYT OT Apyra OyayT
COCJIMHEHHBIC MEXAy CO00HM yacTH (Ha3bIBaeMble OCTPOBAMH Pa3BEPTKU WU TI0
aurt. UV Island) passeptku. Bcerma xopomo WMETh HEKHH 3a30p MEKIY
OCTPOBaMH, TaK KaK B MOCJCICTBHUA MOXXHO CIy4ailHO HapHCOBAaTh TEKCTYPOH B
HCHY)KHOM MECTE, U OHA «HAJIOKUTCS» Ha IPYrOd OCTPOB.

WHorma MoOXeT mMOKa3aThCs, YTO pa3BepTKa HEMHOTO Ae(opMHUpOBaHA.
N3mennB meromx ¢ Angle Based ma Conformal moxnO momydnTts mydime
pE3yJbTaThI.

Teneps naBaiiTe y3HaeMm, Kak ONMpPEICIUTh, B KAKMX MECTax Ha pa3BEepPTKe
UMeroTCcs  UcKakeHus. Jlns osroro otkpoiite B okHe UV Editor manens
tpanchopmarmu Ha kiaasuiny «N» u Bo Bkiagke View -> Overlays aktuBupyiite
yekOokc Stretching. Ha nanHbIil MOMEHT Bce OTOOpaXKaeTCsi CHHUM LBETOM, U 3TO
O3HAYaeT, YTO pa3BepTKa cJellaHa MPaBHIbHO, a WMEHHO pa3Mepbl U (opma

Pa3BEPTKU MOJTHOCTHIO COBIAIAIOT C pa3MepaMu TpaHel Ha TPEXMEPHOU MO/ISIH.
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. v ﬂ H': v @I
2 BRI} &v view Select Image UV ]~ uvtesn O @ X

¥ Display

Aspect Ra... 1.00

7'” Y £ 10

Repeat Image

Pixel Coordinates
Overlays

Di slay As  Outline

Faces

Smooth

Modified
v + Stretching
Type Anglev

v 2D Cursor

Cursor Location:
X 0.000
Y 0.000

Ecnu xe HayaTh U3MEHATH HEKOTOPBIE YAaCTH PAa3BEPTKHA HE3ABHUCUMO JAPYT
OT Jpyra, TO 3TH 4YacTH OyJyT OKpaliuBaThCcs B Jpyrue IBera (Bce Oosee
KpacHbie). TekcTypa B 3TOM MecTe Takxe OyAeT uckaxena. [Ipumep nmpuBeneH Ha

M300pKEHUN HUXKE.

(1) barrel.014

[To ymomuanuio wucnoib3dyercs mapamerp «Stretching» ¢ tumom Angle,

KOTOpBIN OIpeJenser coBhnajgeHue no yriuy. Pexum sxe Area omnpenenser

28



COBHIAJECHHUE IUIOWAAU (WM pa3Mepa I'paHeil) OTHOCUTENIBHO JIPYTrMX YacTeil Ha
pa3BepTKe.
2.1 ManunyJsiiuu, NpuMeHsieMble K pa3BepTKam

XOTh Ha JAHHBII MOMEHT CTaHJApTHAas TEKCTypa BBIMJISAUT OTJIIMYHO Ha

MOACIIN 60‘-IKI/I, HO pa3BCPTKa HC ITOKPLIBACT BCC IIPOCTPAHCTBO TCKCTYPHI.

JUis  MaHUOYJISOUU € OCTPOBAaMHM  pa3BEPTKU  HUCHOJb3YIOTCS
COOTBETCTBYIOIIME HMHCTPYMEHTBHI, KOTOpBIE TMOSIBISIFOTCS IPU HaXXaTHUH Ha
kinapumy «T» B okHe UV Editor. Tak xe npu Haxkatuu Ha kiaaBumy «N» Bo
BKIagke 100l OymyT moKasbIBaThCs CBOMCTBA AaKTHBHOTO Ha JAaHHBIA MOMEHT
UHCTPYMEHTA.

[lepemeniaTh NpOCTPAHCTBO PA3BEPTKU MOKHO TaK K€, KaK U EpEeMeIaThCs
B okHe 3D-Bupa, 1.e. Ha Haskatue CKM Oyner mpoucxoauTh nepemMelieHue, a eciiu
kpyTuTh CKM, TO OyaeT U3MEHAThCS MacIITao.

B neBoii BepxHel yacTu UMEIOTCS MHCTPYMEHTHI JIJIs1 pa0OTHI C BEPIIMHAMM,

pedpamu, rpaHsIMH U OCTPOBaAMH Pa3BEPTKU m

Co BceMHu 4YacTIMHM pa3BEPTKH MOXKHO MPOU3BOJUTH TE€ K€ MaHUIYJIALHH,
KaKk U ¢ OOBEKTaMH B TPEXMEPHOM IpocTpaHcTBe. J[€MCTBYIOT OHM Ha TE XKe
KJIABUILIM U pabOTalOT MO TOMY € MPUHLMUILY, TOJIBKO MO ABYM ocaM. [TomMumo
CTaHJApPTHBIX IE€pPEMEILEHUI, MOBOPOTa W MAacCIITaOMpPOBAaHUS MJs Pa3BEPTOK
UMEETCSI TPU «KUCTH», KOTOPBIE MO3BOJISAIOT U3MEHATh T€OMETPUIO PA3BEPTKHU Kak
eciu Ol Bol paboTanu B pexume CKyiapnTHHTa. JT0 HHCTpyMeHTHl Grab, Relax u
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Pinch. Hx pabora WHTYUTHBHO TIOHSATHA W PACKPBIBACTCS 32 CUET
COOTBETCTBYIOIIUX HKOHOK. OHHM HCHOJB3YIOTCSI B OCHOBHOM IIPH CO3IaHUU
pa3BEpPTOK OPraHUYECKHX OOBEKTOB, Ui Pa3BEPTOK TBEPIOTEIBHBIX OOBEKTOB
UCTIONIB3YIOTCSl CTaHIApTHBIE TpaHCHOpMaIuy.

Hrak, Tak Kak pa3BepTKa HE MOKPHIBAET BCKO YacTh TEKCTYPHI, TO Mbl HE
CMOXEM HKCIIOJIb30BaTh BCE €€ paspellleHhe, YTO SIBIISETCS HEBBITOAHBIM. Her
CMBICJIa HE 3aHUMAaTh IIyCTOE MECTO TEKCTYphI, KOTOpas OyIeT ImpocTO 3aHUMATh
NaMsITh U HUKAaK HE UCTIOIh30BAThCS.

YT0oOBI UCTTPaBUTh 3TO, HEOOXOAMMO pa3pe3arh OOIBIION OCTPOB Pa3BEPTKU
Ha HECKOJIbKO MajieHbkuX. Co3/aBaTh BB MOKHO M B okHe UV Editor.

Pa3zpexxem cHayama OCTPOB TOPHU3OHTAIBHO Ha JIBE YaCTH, a 3aTeM
BEPTUKAJIbHO, TOXE Ha JaBe dacTH. llocie 3TOro moOMeTHMM IIBBI, Kak Ha
n300pakeHun HIKe. Tenepp yacTel JOCTaTOYHO LIS TOTO, YTOOBI PABHOMEPHO HX

pacnpereauTh N0 00JIaCTU TEKCTYPBHI.
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[Ipu 3TOM Ha MOJEIM YETKO CTalu OTOOpa)KaThbCsl IIBBI, HO B JaJlbHEHIIEM
IpU TEKCTYPUPOBAaHWM JIaHHOM Mojelu OyAeT HCHOJIb30BaThbCsl METOMA, IpHU

KOTOPOM JAHHBIC IIBLI HC 6y,ILYT 3aMCTHBI.

2.2 Pemienne npo0JieM, BOBHUKAKIIMX MPU CO31AHUM Pa3BEPTOK

1. IlepBast mpobsieMa — HEKOPPEKTHBIM MaciiTad o0bekTa. YOeauTech, 4To
MacmTab y Bcex Tpex oceil paBeH eauHuile. Ecim 3To HE Tak, TO MPUMEHUTE
TeKyIIni MacmTad 3a exuuuiyy, Haxas Ctrl+A -> Scale. ITosropute nporeaypy
CO3JaHus Pa3BEPTKHU.

2. Jlng mpocThix 00BeKTOB ((hOpMBI, HAIOMHHAIOIINE TMapasLICICTUTIC IbI)

MOXKHO HCIIOJIB30BaTh ABTOMATHU4YCCKOC CO31aHHUC Pa3BEPTOK, KOTOpOC
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aktuBupyercss B meHro UV -> Smart UV Project. B okue UV Editor moxer
MIOKa3aThCs, YTO BCE XOPOIIO, HO Ha MOJETH TEKCTypa MOXKET OBITh pacTsSHYyTa.
Jleno B ToM, uto Blender no ymonuanuio pactsarupaer mojsyuyeHHYIO pa3BepTKy 110
TPaHUI] TEKCTYphI, 3a 3TO OTBe4aeT uekOokc Stretch to UV Bounds B mento
nocieaHero aeicTeus komanael Smart UV Project.

3. IlepekpbITHE OCTPOBOB Pa3BEPTKH MOXKET MOCIYXHUTh MPOOJIEeMOil Mpu
TEeKCTypUpOBaHUH 00BEKTOB. [Ipu pucoBanuu Tekctypamu Bul Moxkere oOpaTtuth
BHUMaHHUE, YTO, CJeJaB HECKOJBKO IITPUXOB B OJHOM MECT€, OHH MOTYT
MOSIBUTHCS B IPYTOM, XOTs BBl HE MPOBOAWIN 1O HUM KHCTBIO. ITO TPOUCXOIUT
U3-32 TOTO, YTO Ha pa3BepTKEe APYr Ha Apyra HaKIaJAbIBAIOTCS OCTPOBA WIH UX
yactu. Ecnu Baia pa3BepTka I10CTaTOYHO OOJIbIas U IMEET MHOKECTBO OCTPOBOB,
CYIIIECTBYET MHCTPYMEHT, KOTOPBIM MO3BOJISIET OBICTPO MOKa3aTh, B KAKOM MECTE
nepecekaroTcss dactu pasBeptku. B okae UV Editor B menro Select BeiOepute

xomany Select Overlap. Beygenstcs Tonpko nepecekaroniecs rpaHi pa3BepTKH.
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[Ipexxne yem cos3maBaTh pa3BEPTKy yOEAWTECh, YTO BCE OOBEKTHI MMEIOT

macmrad 1.

1.000
1.000
‘oo

Dimensions:
X: 13.9cm
Y: 0.155cm

74 1.83cm

CrannapTHbie 00BEKTHl UMEIOT MpU cede yKe CO3JaHHYI0 pa3BepTky. s
yamu OyJeT co3/jaHa MpoleaypHas TEKCTypa, KOTopas He 3aBUCUT OT Pa3BEPTOK.
2.3 Co3nanue pa3BepTKH s10J10Ka

XoTh A si0670Ka ¥ co3anach pa3BepTKa, HAM OHA HE TOJOWJET, TaK Kak
OyIoyT co3laHbl MIBBI M pa3BepTKa MEPECTPOUTCS. B pekume penakTUpOBaHUS

s0JI0Ka CHUMUTE BCE BBIACIICHHUC. HepeKJIIO‘II/ITeCB Ha pa60qee IMPOCTPAHCTBO uv

Editing u B okne UV Editor aktuBupyiiTe KHOMKY , C IOMOIIBIO KOTOPOM
MPOUCXOANT CHHXPOHM3AIMS BhIeneHus 3D-Moaenu u pa3BepTKH.

Haxxmurte coueranwe knaBum «Alt+JIKM» mo BepTukambHOMY pedpy
s0710Ka, 4yTOOBI BBIIEIUTh BEPTUKAIbHYIO NETI0. Beiaenure Takum oOpazom 4

METIU ¢ HaXkaTou kiauen Shift.
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UtoOsl MOMETUTH JaHHBIC METIW Kak mBhl Haxxmute [IKM u BeIOepuTe
komanay Mark Seam. UtoGsl yOpath IBBI, BBIACIUTE HYKHBIC peOpa 1 BeIOCpUTE
komanay Clear Seam B KOHTEKCTHOM MEHIO (T.€. MEHIO, KOTOPOE MOSIBIISICTCS TIPH
Haxatuu [IKM).

Uto0b1 yio0Hee ObLIO CO3/1aBaTh Pa3BEPTKY IS CTEOIIsI, BBIICIUTE SIOJIOKO C
NOMOIIBI0 KJaBulM «L» u ckpoiite ero Ha knaBumly «H». YToObl MOJHOCTHIO
pa3BepHYTh CTeOENb, HEOOXOIUMO BBIICTUTh BEPTHKAIBHYIO METII0 U BEPXHIOIO
4acTh, 3aTeM IOMETHTE JIaHHBIE peOpa Kak MBBL. BepHHTE BHAMMOCTH OOBEKTA

s10J10KO.

Tenepb MOXKHO pa3BepHYTh JaHHYIO MOJENb. BbinenuTe Bce BEPIIUHBI U B
meHto UV okna 3D-Bupa BwiOepure xomanmy Unwrap. B manenu mocrienHero
JNEUCTBUS MOXHO YKa3aTh PACCTOSHUE MEXKIY TMOIYYEHHBIMU «OCTPOBAMID)
passeptku B okHe UV Editor. Takxke 31ech MOXHO HM3MCHSTH IOJIOKECHUE M
BpalllcHUE 4YacTeld pa3BepTKH, HO HE JKENAaTeIbHO U3MEHATh pasMep B
OTJIETbHOCTH, TaK KaK BCE YaCTH Pa3BEPTKU MO MacuITady COOTBETCTBYIOT JIPYyT
npyry. Pekomenayercs pa3Mmerars 4acTH pa3BEPTKU B MOJIE PA3BEPTKU TaK, YTOOBI
OHM 3aHUMaJId KaKk MOXXHO Oojpiie mecra. Pa3mecture Bce 4acTu pa3BEepTKU

IMPUMCPHO TaK, KaK ITIOKA3aHO Ha I/1306pa)I(€HI/II/I HIMXKC.
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2.4 Co3nanue pa3BepTKH HOXKA

Ckpoiite B crieHe s0JI0KO (OCTaBbTE TOJNBKO HOX) U TICPEMECTHTE €0 B
HAYajJo0 KOOpJIWHAT, COpOCHB moOjoeHHe B m3HauaiabHoe (Alt+G). Bwimenwute
Je3BUE C PYKOSATHIO M 3alIUTE B PEKUM PEHAKTHPOBAHUS. BbIIeaWTe TOIBKO
Je3Bre C MOMOIIbIO KiIaBUIIU «L» u ckpoiTe ero u3 Buaa. B pexxume BoiaeneHus
pebep BBIACTUTE METIIH, KaK TOKa3aHO Ha U300paKCHUH HIKE U MMOMETHTE MX Kak

IIBBI.

Tenepp BepHUTE JIE3BUE B CIEHY W CKpPOUTE pyKoAThb. llomerbre

BbIJIeJIEHHbIE peOpa Ha N300paKEHUH KaK IIBbI.
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Bepuute BUIUMOCTD PYKOSITH, BBIICIIUTE BCE BEPUIMHBI U PYKOSITH U JIE3BUS,
Haxxmutre B MeHio UV komanny Unwrap. B manenu mnocnegHero JencTBUS
noMmeHsiTe mapamerp Margin Tak, 4ToOBI OCTpPOBa Ha pa3BEPTKE BBITJIAICIIN

IPUMEPHO, KaK Ha H300paKEHUU HUXKE.

Angle Based
Fill Holes &

Correct Aspect W

0.073

[epeiinuTe B pabouee npoctpaHcTBo Layout u coxpanure ¢aii.
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I'TABA 3 TEKCTYPUPOBAHUE

3.1 TekcTtypupoBaHue HOXKA

Brigenure sie3Brue U CKpOUTE €ro U3 BUAA. BbIIENUTE PYKOSATh U MEPEUIUTE
B pabouee npoctpanctBo Texture Paint. Kak Bel MoxxeTe 3aMeTUTh, pyKOSThH CTalla
¢GbuoNeToBOro IBeTa, 3TO O3HAYaeT, YTO HA JaHHBIHK MOMEHT K OOBEKTY He
npuBsi3aHa TeKcTypa. UtoObl m100aBUTH TEKCTypy, B okHe cieBa (Image Editor)
HaxxMuTe KHOMKY New. B oTKpbIBIIEeMCS OKHE 3aJaiiTe Ha3BaHUE TEKCTYpbI
knife_paint. Mi3amenute paspemenne Ha 2048, Kak I MIMPHHBI, TaK U BHICOTHI. B
paznene Color uamMenute nBeT Ha 0EKEBO-KOPHUYHEBBINA, HO 3TO HE 0CO00 BaXKHO,
MOTOMY YTO TOBEpX OyAeT HaJoXeHa Jpyras TEeKCTypa, KoTtopoid Bwi Oynere
pucoBath. Kimkaute no kaonke OK. Xotek u B okHe Image Editor mosiBuiach
TEKCTypa, OHa HE MOJKIIOYEHAa K MOJENIH, 3TO MOXKHO 3aMETHUTh [0 BCE €Ile

¢dbuoneroBoMy 1BETY pyKosiTd B okHe 3D-Buma. UToOBI 3TO cenaTh B HACTPOIKax

10 WKOHKE B okHe Properties B pasgene Texture Slots mamenute Mode ¢
Materials na Single Image u B mosiBuBIIIEMCSI BLIOOPE TEKCTYPBI BHIOCPUTE TOJIBKO
4TO CO3/MAHHYIO TEKCTypy U3 OmOmuoreku. Ilocie 3TOro craHeT AOCTYITHO
pPHCOBaHKE IO MOICIIH.

B paznesne Brush mMosxHO M3MEHUTHh HACTPOWKHM KHCTH, TAKHE KaK pa3Mep H
cuiy. PasMep MOKHO Tak:Ke U3MEHSTh C MIOMOIIBIO ropsidyeid kiaBuim «F». UToOsl
pUCOBATh TEKCTYPOl, HEOOXOIMMO HCTOJIb30BATh CHIIY KUCTH paBHOM 1.

B kauectBe kuCTHM OyleT HCMOIB30BaThbCs TeKCTypa. UToOBI ee 100aBUTH

MEpEeUINTE B pa3liesl C TEKCTYpOU IO MKOHKE E B OkHe Properties, Haxxmute
kaonky New. Hasosute ee Kknife, naxmure mo kHonke Open u g00aBbTe
n3oOpakenne Kknife w3 mnankm textures. [lns Toro, YTOOBI MPHCOCTUHUTH
N00aBIIEHHYIO TEKCTYPY B KQUECTBE KUCTH BEPHUTECH B MPEABIIYIINE HACTPONKHU U
B paznene Texture momensiite pexkum Mapping va Stencil. Teneps npu HaBeneHUM
Kypcopa B okHe 3D-Buna mosiBisieTCs TEKCTypa, U €€ MOXHO HCIOJIb30BaTh Kak
nepeBoHy0 Oymary. [lepememniaTe JaHHYIO TEKCTYpY MOXKHO ¢ momorbio [TKM.
YroObl BEpHYTh MAacIITA0 M300paK€HHUS B MCXOJHBIA BHUJ, a HE KBaJpaTHbIH,

niesikHuTe 1o kHonke Image Aspect B paznene Texture.
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[epefiaure Ha BUA CIIEPEad M YBEIHUYBTE pa3sMep TEKCTYPhI C IOMOIIBIO
couetanus kiaBuin «Shift+IIKM», ¢ momompo «Ctrl+ITKM» MokHO Bpaiiarhb
n3o0paxkenne. YToObl yMEHBUIUTH MPO3PAYHOCTh, YBEIMWUYbTE 3HaueHue [exture
Alpha B pazmene Cursor m crenaiite akKTHBHOW HKOHKY , 9TOOBI TEKCTypa
npornaana B okae 3D-Buza, koraa Bel Oymere menarh MTPUX KUCTHIO.

[IpoBenute kKuCThIO TO pykosATH ¢ momomibio JIKM, 49ToOB MONIY4YUTH

pe3ynbTaT Kak Ha N300paKCHUH HITKE.

Haxmure 9 ©Ha 1uudpoBoil kiaBmatype, dYTOOBI TEPEMECTUTHCA Ha
MPOTUBOMNOJIOKHBIM BUJ. Ho TekcTypa HampaBiieHa HE B Ty CTOpoHY. UTOOBI
OT3EPKAIUTH €e 1Mo ocu X BBEJHUTE 3HAUCHHUE «-1» B OKHO Size X HacTpOeK KUCTH

(pasmen Brush). To e camoe cuenaiite u ast ocu Y.

[lepemecTurech Ha BUA CBepXy BepHHTe 3HadeHus Size mgng X u Y B
u3HavyanpbHoe 3HaueHue (1). M3menurte pasmep Kuctu Ha Oosee MaleHbKUN U

ceJIaiiTe WTPUX, YTOOBI 3aKPACUTh BEPXHIOIO YaCTh.

CremaiiTe TO K€ caMoe€ ISl H)KHEN 1 OOKOBOM YacTel HOXKa.
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YToObl COXpaHUTh MOJYYCHHYIO TEKCTYPY HEAOCTATOYHO COXPAHUTH (ailn
nporpammbl. UToObI ee coxpanuth BbiOepure B okHe UV Editor B menro Image
KoMaHay Save As, mepeinutre B Bamry manky ¢ TEKCTypamMu U COXpPaHHUTE €€ C
umeHem Knife_paint.

Bepuure BunuMocts se3Buto. [lepeiiute B OOBEKTHBIN PEKUM BBIJCIUTE
JIe3BHE€ M BEPHUTECh B PEXUM pHUCOBaHUSA TeKCTyp. CrenaTb 3TO MOXKHO U C
nomotipio coueranus kinaBumr «Ctrl+Taby». Ckpoiite pykosrs u3 Buma. Ha Bume
CIIepeIX HAapUCYUTE TEKCTYPOU JIE3BUE.

YtoOBl HApUCOBATH MO BEPXHEW U 3aJIHEN YaCTH JIE3BUs, HE O0ACh 3aTPOHYTh
y>K€ CYIIECTBYIOIINE MOKPAIIEHHBIE YaCTH, IEPEUIUTE B PEXKUM PEIAKTUPOBAHUS

U BBIIACIUTE BEPXHUE WM 3aJHIOK0 TpaHb Jie3BUsd. CHOBa NEpEeHauTE B PEXUM

Texture Paint u akTUBUPYHTE HKOHKY PUCOBAaHUS TOJBKO IO BBIJACICHHBIM
rpaHsiM, KOTOpasi HAXOAUTCS B JieBoM BepxHel yactu okHa 3D-Buma. Hapucyiite
TEKCTYpOU 10 JaHHBIM MecTaM Jie3Busl. [lepecoxpanure TEKCTypy.
3.2 TekcTtypupoBaHue sidj10Ka

CkpoiiTe B ciieHe Bce, Kpome sibjioka. B 00BEKTHOM peKruMe C TTOMOIIBIO
«Ctrl+Tab» nepexntountech Ha pexkuM prcOBaHUS TeKCTyp. Ha JgaHHBI MOMEHT
TEKCTypa HOXa HaJOXWIach Ha 5070k0. UTOOBI ee OTKIIUUTh HaXKMUTE Ha
uKOHKY Kpectuka B okHe UV Editor. Co3nmaiiTe HOBYIO TEKCTypy, Ha30BUTE €€
apple_paint ¢ paspemenuem 2048x2048, neaktuBupyiite uekObokc Alpha u
Haxmutre OK. Tenepp HEOOXOAMMO NPUCOCAMHUTH TOJIBKO YTO CO3JaHHYIO
TEKCTYpy K 00bekTy. CripaBa B HacTpoiikax B pasaene Texture Slots BeiOepute B
OMOJIMOTEKE TOJIBKO YTO CO3/IaHHYIO TEKCTYPY.

UtoOsl OTHEnBHO OT CTEeONs TEKCTYpUpOBaTh SOJIOKO, B PEXKHUME

PCOAKTUPOBAHUA BbIACINUTC cTedesb U CKpOi’ITe €ro. BCpHI/ITGCB B PCKUM

pPUCOBaHUSI TEKCTYp, AKTUBHPYHUTE WKOHKY . Ho s6moxo He BBIJCICHO,
BBIICIUTE €T0 Ha KIaBWIly «A». B pasnene TekcTypsl MIETKHUTE HAa KPECTHK,
4TOOBI OTKIIIOYMTH TpeAbLAyInyio TekcTypy. Haxwmure New, nasoBute apple u
100aBbTE COOTBETCTBYIOIIEE M300pakeHne u3 namnku textures, meakHyB Mo UKOHKE
C TIAIKOM.
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[lepelinnre Ha BHI Criepeau W MPOBEINUTE IITPUXAMHU CKBO3b TEKCTYpPY IO
mozenu sionoka. CrapaiiTech pucoBaTh TOJBKO B LIEHTpe si0y0ka. [enaercs 3To
JUISL TOTO, 4YTOOBI MEpPeXOoAbl MEXAY WTpUXaMU OBbUIM MEHEe 3aMETHbl WU
HE3aMETHBI BOBCE.

[Tepeiinure Ha BUI COOKY, U HAPUCYWUTE TEKCTYPY M3 IPYrod MPOCKIMH Ha
n300pakeHnu. YOenurech, 4YTO TEKCTypa Ha MOJEIM 3aJ€BA€T YacTb U3
IpeabIAYIIEro BUa Juist 0osiee MIIaBHOIO MEPEX0/a IITPUXOB.

[lepeiiaute Ha BUA chepedau, HaXMUTE 9 Ha HUPPOBON KIaBHAType U
CHEJIANTE TaK’KE HECKOJIBKO IITPUXOB.

[leperinuTe Ha BUJ CBEPXYy M CHEHAWTE HECKOJIBKO IITPUXOB. bynabre
OCTOpPOXHBI C PUCOBAaHHEM, TaK KaK IO KpasM YK€ HMMEETCS TEKCTypa M HET
HEOOXOIMMOCTH IEPEPHUCOBBIBATh JaHHblE MecTa. Chemaiite TO Xe camoe s
HUKHEH YyacTu 10J10Ka.

CoxpaHuTe TMOJIY4YCHHYIO TeKcTypy moa wumenem apple_paint. Taxke
COXpaHuTe (aii.

Haxxmute «Alt+H», 4To0BI BepHYTh BUAMMOCTD BCEM CKPBITBIM OOBEKTaM,
«Alt+A» 4T00BI CHITH BCE BBIICIICHHE, YCTAHOBUTE KypCcOp Ha SO0JIOKE U HAXKMHTE
«L», 9TOOBI BBIENIUTH TOJIBKO €r0, CKpOWTE ero ¢ momoiisio «H», mepelinure B
pPUCOBAHUE TEKCTYP U HAKMUTE «A», YTOOBI MOTHOCTHIO BBIIETUTh CTEOEIIb.

Hapucyiite Tekctypy ctebis, ucnosib3ys pasiaudHbie Buabl. [locie sToro

NEPECOXPAHUTE MOTYUYEHHYIO TEKCTYPY.
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I''TABA 4 CO3JAHUE MATEPHUAJIOB

Jlns si6;10Ka co3aiTe CIeayIONTyIO CBSI3KY HOJIOB.

¥ Principled BSDF ¥ Material Output
Al

Surface

¥ apple_paint
G| N Volume

Color

Alpha

Subsurface

) )

e Subsurface Radius

RO Subsurface Color
Color ®, Metallic

Alpl Specular
Single Im Specular Tint
Roughness

Color Space
Anisotropic
Vst Anisotropic Rotation
Sheen
Sheen Tint
Clearcoat
Clearcoat Roughness
IOR
o Transmission
Invert Transmission Roughness
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®  Distance Alpha

® Height Normal
Normal Clearcoat Normal

Tangent

Principled BSDF
v Mater

@ Surface

¥ knife_paint.png ® Volume
Base Color

Color Displac
Subsurface

Sub:
v ColorRamp. Subsurface Color
Color @, L2
Specular

Specular Tint
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_ Anisotropic Rotation
et Sheen
Sheen Tint
Clearcoat
Clearcoat Roughness
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Normal Transm
Invert Uiy
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Distance
Normal
Height
| Clearcoat Normal
Normal
Tangent
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Marepnan ne3Bus:

¥ Principled BSDF

Chri
@ \olume
Base Color Di
v knife_paint.png Subsurface
Color
Alpha ¥ ColorRamp Subsurface Color

Color @, Metallic

2 UM & x

Alpha @ Specular

Sheen
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Marepnan nona:

+ Principled BSDF T

¥ Hue Saturation Value BSDF ®,

Hue 0450

Saturation 0.400

Value 0.200
Fac 1.000

» ColorRamp
¥ Mapping ¥ woodipng

+ Texture Coordinate v Alpha ®

v Linear

ingle Image . v Bump
Non-Color v Normal

Invert

Jlist Matepuana TKaHu J00aBbTe CAEAYIONIYIO CBS3KY HOJOB:

BSDF @, v Material Qutput

* ColorRamp.
[y~ fabricjpg

Linear

¥ fabric_normal.jpg

Alpha &

maljpg () (O

® & 5.6 0.5 0.5 0 605 0 06 0 0

¥ Normal Map

JUist Toro, 4ToOBl TEKCTypa TKaHW OblIa YyTh MEHBLIE HA OOBEKTE, B OKHE
UV Editor BeigennTe BCe BEPIIMHBI U YBEIHULTE PAa3BEPTKY, YTOOBI OHA 3aHMMAaJla

OoJIbIIIe MECTa, TaK TEKCTYPa MOKPOET OOBEKT ¢ OOJIBIIUM MacCIITaOOM.
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YroObl yBHIETh MPO3PAYHOCTh TEKCTYPhl B HACTPOMKAaxXx Marepuaia B
pasnene Settings momensiite nmapamerpsl Blend Mode u Shadow Mode na Alpha
Clip.

Jlns Ooyiee pBaHBIX KpacB HEMHOTO0 HU3MEHHUM OOBEKT. B pexume
PEIAaKTUPOBAHHMS TKAaHH CHHUMHUTE BCE BBIACICHHE M BBIICIWTE C IMOMOIIBIO
Shift+Alt+JIKM B pexume BbIJICICHUS TPaHel BBIACIUTE METII0 KpalHUX TpaHen

tkauu. C nmomornpto Ctrl+«+» Ha udpoBoi K1aBUaType yBEINYbTE BbIICICHUE.

[Tonpa3nenute MaHHBIE TPaHU, BHIOPAB B KOHTEKCTHOM MEHIO KOMAaHIY
Subdivide w B maHenm TmOCIEIHEro JEWUCTBUS YBEIHUYBTE KOJHMYECTBO
noapaszeneHuii 1o 3, mapametp Fractal mo 2.

Briarogapss MHCTPYMEHTY BBIICICHUS OKPYXHOCTh BBIICIUTE HEKOTOPBIC

BCPpHIMHBI KPACB TKAHH, KaK ITOKa3aHO Ha I/I306pa)KeHI/II/I HMKC, COSHaﬁTe JJIs1 HUX
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TpyIIy BEpPIIMH B HACTPOWKAX JaHHBIX 00bekTa, Ha3oBuUTe ee hide m HaxMmuTe

Assign.

N
pesRSE—
T

LN AT
PR IALLS
= ~.',':.,".',.0.

74y
RO oAk
L
. AL
L7

JloGaBbTe mist TkaHu Momudpukarop Mask, KOTOpbeIii TTO3BOJIIET CKPHIBATH

rpynmnsl BepiiuH. Beibepute B paznene Vertex Group ToiabKo YTO CO3JaHHYIO

rpymny BepmuH hide W oTMEThTE KHOIKY , 9TOOBl MHBEPTHPOBATH TO, YTO
Oyner ckpeito. Ilepemecture manHbli Momudurartop Bbeimie, yem Subdivision
Surface.

4.1 Co3panue JaucTa 1Jisi cTe0JIs U MaTepuasia 1Jisi Hero

Jlo0aBbTe IMIIOCKOCTH B CIIEHY M I00ABHTE €i CIIeyIONTNI MaTepHal:

v Tansparent BSDF

¥ leafpng

¥ Principled BSDF

v ColorRamp,
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W3menurte pa3Mepsl JHCTa TaK, YTOOBI Yy HETO COXPaHsUIOCH MPaBUIBHOE
COOTHOLIEHHE cTOpoH. CrenaTh 3TO MOKHO B IIaHENIU TpaHc(OopMaluu B pasjese
Dimensions okxua 3D-puma. Ilapamerp X=3,22 cm, Y=7,52 cm. Ilpumenure
macitad, eciu Bel ero m3menssiu. UToObl yBUAETH MPO3PAuHOCTh TEKCTYpHI B
HACTpOMKax MaTepuasia B pazzaeie Settings nomensiite mapamerpsl Blend Mode u
Shadow Mode na Alpha Clip.

[Tpunaiite popmy nucty. B pexxnme penaktupoBaHus 100aBbTe pa3pesbl U €
MOMOILBIO MPONOPIUOHAIBHOTO PEAAKTUPOBAHMS COTHUTE OOBEKT MPUMEPHO TaK,
KaK IMOKa3aHo Ha U300paKeHUH HIDKE.

C nomouip0 MHCTpYMeHTa HOX (ropsiyast knaBuma «K») cosmaiite paspes,

KOTOPBIN OyJeT MPOXOAUTH IO IIEHTPATBHON YacTH JIKCTA.

He cuumas BhIiesieHHs ¢ JaHHOTO pa3pe3a, IEPEMECTUTE €ro HEMHOIO BHU3
C TOMOUIBIO MPOIMOPLHUOHAIBHOTO penakTupoBanus. Jlo6aBpTe Mo Ookam erie 1Mo
paspesy c¢ mnomormipto Ctrl+R u Takke oOmycTHTe WX HEMHOTO BHH3, YTOOBI

CKPYIVIUTh EPEXOJ OT LIEHTPAIBHOM YACTH K KPAsIM JIUCTA.
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[Tpumennte s Hero Smooth Shading. /lo6aBbre st incta MOAU(PUKATOP
Subdivision Surface ¢ Hactpoiikamu 1o ymoia4anuto. [ToMecTuTe JUCT K SIOJIOKY.
[lepeumenyiite ero B leaf u npuskure, kak Bbl 3TO jgenanu ¢ Je3BUEeM H
PYKOSITBIO HOXKA.

4.2 Co3paHue pa3pe3aHHOro si0Jioka M1 MaTepuaJia J1Jisl Hero

Beinenure s610k0 W mpoayonupyite mo ocu X. Ypanutre crebenb y
nybnukara. BeimenuTe ABe pacmofioKeHHbBIE IPYT MPOTUB JAPYTa METIU U HAKMUTE
V. UTtoObl OTAENUTH BBIJIEJICHHBIE BEPIIMHBI, CO3/1aB 2 4acTH s0io0Kka. Beigenure
OJTHY TIOJIOBUHY 5I0JI0Ka U B KOHTEKCTHOM MEHIO BBIOepuTe Separate -> Selection.
HazoBute ogny uacth siosioka apple_cut 1, a mpyryro apple_cut 2. OronBunbTe
MOJIOBUHBI W TIOBEPHUTE MX pa3pe3aHHOM CTOpoHOW BBepX. Boimenure o6e
MIOJIOBHUHBI M 3aMIUTE B PEXKUM peAakTHpoBaHus ¢ momoinbio Alt+JIKM Beiaenure
BCIO BEPXHIOK TETIIO0 pebep y OIHOM M3 IOJOBUH s070Ka W B MeHI Face
BeiOepuTe komanmy Grid Fill. B manmenm mnocnemHero neicTBus TOMEHSITE
napametp Span ma 6, a Offset ma 1. Haxmute | u cXJIOMHUTE TpaHM HEMHOI'O
BHYTpPb, YTOOBI CO3/1aTh 00JIEE OCTPYIO KPOMKY pe3a.

JloGaBbTe 1O pa3pe3y cjieBa M CIpaBa B BEpXHEH dHacTh S0JI0KA, YTOOBI
MOTPAaBUTh TO, KAaK BBHITJIAIUT TEKCTypa Ha oObekTe. Ha u300pakeHusX HUXKE

IIOKa3aHa pa3Hrla 10 U ITOCJIC CO3AaHUs pa3pe3a.

ch
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Tenepb HEOOXOTUMO 100ABUTH TEKCTYPY B IJIOCKOCTH pe3a.

Boigenute oaHy W3 MOJIOBMH M mepeiiaure B padouee HPOCTPAHCTBO
Shading. /loGaBbTe HOBBIM CIOT Marepwala W MPUMEHHUTE Ui HETO MaTephall
apple. IlpomybOnupyiite ero u mepeuMenyiite B apple _cut. Yaamure HOm ¢
TEKCTYpPOH M TEpeTalluTe B OKHO HOJOB M3 IMPOBOJHHMKA TEKCTypy apple_cut.
3aHOBO MPUCOECTUHUTE €€, KaK 3TO OBbLIO C MPEIBITyIIEH TEKCTYPOI.

Uto0bpl Ha3HAYMTHh JAHHBI MaTepuall TOJbBKO Ha MECTO pe3a, B PEKUME
pEelaKTUPOBaHMs BBIICIUTE €ro0 M B HACTpOWKax wmarepuaia juis apple_cut
HOKMUTE Ha KHOmKy ASSign. OTKOPPEeKTHPYHTE BBIACICHHE, €CIH  3TO
HE0OX0IMMO, TaK Kak u3-3a Moaudukaropa Subdivision Surface Tekcrypa moxer
ObITh pacTsHyTa, BeiencHue ¢ Ctrl+«+» Ha nndpoBoil ki1aBuatype U NpuMEHEHNE

MaTepuaia pelnT JaHHYI0 TpooieMy.
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Ha maHHBIi MOMEHT MaTepuall MPUMEHEH, HO TEKCTypa pacIojiokeHa Ha
coBceM BepHoO. [lepelimute B padouee npoctpancteo UV Editing. B okne 3D-una
BBIJICJIUTE BEPXHIOIO YacTh (€CJIM CHUMAIIU BBIICJICHHE) TIEpeiInTe Ha BUJ CBEPXY
u B MmeHo UV BeiOepure komanmy Project From View. B oxne UV Editor
HACTPOWTE pa3BEepTKy TaK, YTOOBI OHA MPHMEPHO COBIAJaia ¢ M300paKeHHEM
paspe3a. He o0s3arenbHO, uTOOBI pa3pe3 HICATBHO COBMAJal C Pa3BEPTKOM

MOICIIN.

OxoHuaTenbHast CBSI3Ka HOIOB [JId MATCpHala pPaA3PC3aHHOTO s10710Ka

npcacTaBjiICHa HUXKC.
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I'TABA 5 CO3JJAHUE KAIIEJIb BO/IbI
CkpoiiTe B crieHe Bce, KpoMe s10J10Ka U 100aBbTe B CIIeHY KyO, 3HAYUTEIHLHO
ero yMmeHbluB. Ilpumenute Macmitad U J100aBbTE MJIsI HEro Mojaudukarop
Subdivision Surface B ypoBeHb 2. B pexume pelakTHpOBaHHS CILTIONTUTE JTaHHBIH
kKy0 Bmonb ocu Z. JloOaBbTE€ TOPHM3OHTAIBHBIM pa3pe3 U NEPEMECTUTE €ro K

HIDKHEH yactu kyOa. [lepenmenyiite ero B drop.

B oObekTHOM pexkume mpoayOnupyiTe JaHHBIA OOBEKT BAOIbL OCU X U
co3faiiTe emie 3 BapuaHTa Kareib, J00aBIIss KaKI0M MPU HEOOXOAUMOCTH HOBYIO
reomerpuro. [Ipumenure Smooth Shading.

L3

JloGaBpTe OMHOW W3 Kamelb MaTepuas, Ha3zoBuTe ero water. [Tapamerp
Transmission caenaiite paBubiM 1. [Tapamerp Roughness cnenaiite paBHbIM 0.
YroObl MaTepuas Kamejlb B3aUMOJEWCTBOBAJ JAPYT C JAPYroM (MpeaoMJICHUs) B
pasaene Settings akruBupyiiTe yekOokc Screen Space Refraction, B mactpoiikax
peHaepa akTuBHpyiHTe yekOokc Screen Space Reflection u uex6okxc Refraction.
Beprurecs B HaCTpOWKHM MaTepualia U YBEIHUYbTE SIPKOCTH IIBETA JI0 MaKCHMyMa.

[IpumeHuTe naHHBIA MaTEpUall HA OCTAJIBLHBIE KaIUIU.
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YToOBI KCIIOIB30BaTh BCE KAIUIM B CUCTEME YaCTHII, HEOOXOIUMO T00aBHUTh
UX B OTJCIbHYIO KoJuiekiuio. Hazosute ee drops.

Beigenute s070K0 U 100aBbTE U1 HErO HOBYIO CUCTEMY YacCTHI], HA30BHUTE
ee drops. [Tomenstiite i cuctemsl yactuil Ha Hair. B pasnene Render momensiite
nyHkT Render As ua Collection. B pasnesne Collection, koropslit pacmosiokeH 4yTh
Hibke, y mapamerpa Instance Collection BeiOepuTe TONBKO YTO CO3IaHHYIO
KOJUICKLIMIO, B KOTOPOM HaxoAsTca Karmiv. Ha [aHHBIA MOMEHT YacCTHIIbI
pacrojIoKeHbl HE COBCEM TakK, Kak HaMm TpeOyercsa. AkTuBupyite yekbokc Object
Rotation B pasmeme Collection, 3arem BblAenUTE CO3MaHHBIC paHES KaIlUld |
noBepHuTe WX Ha 90 rpamycoB mo ocu Y. Beimenure sS0J0KO M B HACTpOWMKax
peHIlepa CHUCTEMBbl 4YacTUI[ MOMeHsWTe mnapamerp Scale na 0,031, a Scale
Randomness na 0,721.

UroObl MpuaaTh TaKKe BapUATHBHOCTH BpAIllCHHUs, aKTHBUPYHTE YEKOOKC
Advanced B HacTpoiikax 4YacTWI, 3aTeM IMOSBUBIIMICA dYekOokc Rotation.
Packpoiite maHHBIN pasnen, yBenuubTe napamerp Phase no 1 m Randomize Phase
1o 2.

UtoObl HM3MEHUTh KOJUYECTBO Kallejdb Ha s0JI0Ke, B pasumeiaec Emission
nomMensiiite 3Hadenne Number na 250.

Tak kak IEHTp OOBEKTOB Kallejbh PacrojaraeTcsi He y UX Kpas, BBIICIUTE
BCE KaIlIH, B PSXKUME PEAAKTUPOBAHUS BBIICTUTE BCE BEPIITMHBI U TIEPEMECTUTE MX
TaK, YTOOBI OHU OBLIM Y OCHOBAHHS KaIlelb.

Uto0Bl pazHOOOpa3uTh PACHOJIOKEHHUE Kalellb aKTUBUPYHTE B HACTPOMKAX
CHCTEMBI 4acTHI[ B paszeine Source yexbokc Use Modifier Stack u u3smenute
Distribution na Random.

s Toro, 4toObl yOpaTh Kamid cO CTeOds, 3alauTe B PEXKUM
pEeIaKTHPOBAHUS S0JI0KA, BBICITUTE CTEOCTh U J0OaBbTE BBIICIICHHBIC BEPIITHHBI B
HOBYIO TPYIIITy BEpPIIWH, Ha30BUTE €€ SteM u mpuMeHuTe Ha KHOMKY ASSign.
Bepuurech B HacTpoiikum cucTeMbl YacTWIl ¥ B pasaene Vertex Groups mis

napamerpa Density BbiOepuTe TOJBKO YTO CO3JAHHYI TPYIIY BEpIIHH,

AKTUBUPYWUTE KHOIIKY HWHBEPTALUU , KOTOpasi HaXOJUTCS HAIPOTHB BHIOOpA
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TPYIIIBI BEPIIVH, JJII TOTO, YTOOBI CHCTEMa YacTHIl HE B3aMMOJICHCTBOBAJIA CO
cTebeM.

BepHuTe BHAMMOCTH IBYX TOJOBUH 50JI0Ka, MT00aBbTE HAa OMHO W3 HHUX
CUCTEMY YaCTHII, BEIOpaB M3 OMOIMOTEKU CO3/IaHHYIO paHee, MPOoAyOIupyiTe ee u
nepeumenyiite B drops_apple_cut. YMeHbIINTE KOJIMUYECTBO YacTHUI[ BBOC. UTOOBI
n30eKaTh TIOSIBJICHUS YaCTUIl HA pa3pe3e J00aBbTE€ €r0 B HOBYIO TPYIITY, KaK 3TO
ObuI0 caemano ana crebns. ChenmalTe TO K€ caMoe Ui BTOPOW TOJIOBUHBI,

no0aBUB I Hee TaKyro ke cuctemy vactuil (drops_apple_cut).
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I'TIABA 6 CbBOPKA CIHEHBI
Yrobbl coOpaTh clieHy HEOOXOIWMO MOHMMATh, C KaKOW CTOPOHBI M Kak
OyJlleT HalpaBJieHa Kamepa, U3 KOTOpOW OyeT CKJIaIbIBaThCsl BUJI CLIEHBI B CAMOM
KOHIIE.
JloGaBbTe B ClieHy Kamepy (eciid ee HET) U HAaCTPOWTE pakypc MPUMEPHO

TaK, KaK Ha I/I306pa)KeHI/II/I HWXKEC.

UToOBI TMOCTOSIHHO HE TEPEKII0YaThCAd MEXAY BHIOM €3 KaMepbl H
HaBUTAIMEH B TPOCTPAHCTBE, pa3aenuTe okHO 3D-Buaa BEPTHKAIBHO U B OJHOM
U3 HUX BKIIOYUTE BHJ M3 KaMepbl. B HacTpoiikax Kamephl JUIsl BUJIa U3 KaMEpPHI B
pasneie Passepartout yBenuuabre nmapamerp Opacity no 1. Takum o6pa3om, Bce 9To
3a MpejesiaMu Kajpa KaMmepbl OyIeT 3aKpailieHO YePHBIM IIBETOM.

Pa3mectuTe OOBEKTHI B CIICHE MPUMEPHO, KaK Ha H300paXCHUU HUKE.
Nyomupyiite s16;10ku ¢ moMotbio Alt+D, 9To0bI OHU OBLTH CBSI3aHBI MEXTY COOOM.
Tak ¢aiin Oymer 3aHMMaTh MEHBIIE MeCTa M TOSBHUTCS BO3MOXXHOCTh
pEeIaKTUPOBAHUS TOJIBKO OJTHOTO SI0JI0KA, @ U3MEHEHHUS OyayT MPOUCXOJNUTH Y BCEX

TaKUM 00pa3oM MpoayOIMPOBAHHBIX SIOJIOK.

54



6.1 Cumynsuus Gpu3nNKu

UroObl MOMECTHTH SIOJOKM B 4Yally BOCIIOJIB3YEeMCS CHMYJISIHCH
¢usnueckux cBoucTB. Ilepeiinute B pabouee mpoctpancTtBo Animation. [lis
Hayaia CO3JaJiM T'PaHUILY, 32 KOTOPYIO sIOJIOKM HE CMOTYT ymacTh. Pazmecture
3D-kypcop y lieHTpa 4amm, yOoeauTech, 4TO HAXOJIUTECh B KOJUICKIIUUA SCENE U
no0aBbTe B CIICHY IIWIMHIP, B TAHEH MTOCIICIHET0 AercTBUs momersiite Radius yf
15 cm, Cap Fill Type na Nothing. He caumas BeiieIeHHS ¢ IIUHAPA, 3alTUTE B
MEHIO JaHHBIX 00beKTa M B MeHI0 Viewport Display momensiite mapamerp Display
As nwa Wire. YtoObl mpourparb CUMYJSIHIO (HU3UKH, HEOOXOAMMO Ha3HAYHUTH
HY>KHBIM 00beKTaM TpeOyeMble CBOMCTBA 1 BKIFOUUTH AHUMAIIHIO.

Beiienure nuiIMHIpP, KOTOPBINA OBUT TOJILKO YTO JTOOABJICH, 3aiINTE B MCHIO
¢usukm okHa Properties m Haxxmute Ha KHomKy Rigid Body. B mosBuBmemcs
MeHIO Hibke B pasneie Rigid Body momensiite mapamerp Type na Passive, urto
O3Ha4yaeT, YTO JaHHBI OOBEKT He OyJeT MepeMenathcs B MPOCTPAHCTBE TPHU
npourpeiBannu anumaruu. B pasgene Collision momensiite mapamerp Shape Ha
Mesh, uroosr Blender ucnonb3oBan nHGOpMaIIHIO 0 TEOMETPUU JAaHHOTO 00BEKTa,
T.c. B KOHKpeTHOM ciy4ae Blender 6yzer ucnonp3oBats mycrory B muiuHiape. B
pasgene Sensitivity usmenute mapamerp Margin Ha 0,01 cm. IIponenaiite
BBIIIICOMTUCAHHBIC JICHCTBUS JIJIS Yalllu.

C nmomomsio Alt+D mipoayOnupyiite si0JI0KO W IMOMECTHTE €ro HaJl JalleH.
JloGaBbTe ais si0noka ¢usmyeckoe cporictBo Rigid Body, momeHsB ero tum Ha
Active, Shape ma Mesh u Margin #a 0,01 cm. 3amosHUTE TPOCTPAHCTBO YAIlU U3
BUJIA CBEPXY, TyOIUpPys YK€ HACTPOCHHOE S0J0KO M TTOBOpAaYMBas IyOJIUKAThI JJIs

W3MEHCHHUS HaYaJIbHOM IIO3NMIINHY aHUMalluu.
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[Tocne pa3merteHus S0JI0K yOSIUTECh, YTO CHHUI CTOJIOMK B okHe Timeline
HaxoAuTcsa Ha oTMeTke 0, u mpourpaiTe aHuManuoo. YToOb! Kariu nepeMecTUIIUCh
K s10;10KaM, BBIIEIUTE Bee, 3aiauTe B okHe 3D-Buma B menro Object -> Animation
u BeiOepute myHkT Apply Transformation. Ho cumynsius Bce erie akTHBHA, U
9TOOBI €¢ yOpaTh, HE CHHMAas BBIJICJICHUS CO BCEX OOBEKTOB, 3alaUTEe B
NpebIIyIee MEHIO W BbIOEpHTE TYHKT Remove, uToObl yaanuTh HACTPOHKH
¢busuku. Ilocne ynaneHuss QU3UKKM pa3MeCTUTE JOMOJHUTEIBHO SIOJIOKH WU
yIaTUTe HECHYKHBIC, YTOOBI ITOJIYIHTh PE3yJIbTAaT MPUMEPHO, KaK Ha N300pakKCHUH

HUMXKC.
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Cnenaiite nyOnumkar mucra ¢ nomombio Alt+D u ounctute npUBSZKY
poautenb-moroMok B MeHro Object -> Parent Beioepure komanmy Clear and Keep

Transformation. Pa3amectute ero y mpaBoro BEpxXHero si0J10Ka Jaliu.
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I'JTIABA 7 HACTPOMKA OCBEIEHUA
[Mepexmrountecs i ABYX BHIOB Ha pexkuMm Rendered B mpaBoit BepxHeit
yactu okHa 3D-Buma. Yb6enurech, uto aktuBeH aBuxkok EEVEE B mactpoiikax
peniepa okaa Properties. B HacTpoiikax Mupa H3MEHUTE [IBET MUPa Ha YSPHBIA.
JloGaBbTe B clieHy UCTOYHHK ocBerieHus: Area. [lomecture ero Haa yariei

noj YrjioMm (Kak Ha M300paXKE€HUU HMKE) U YBEJIMYbBTE €ro MOLIHOCTH 10 25W,

nomeHsB popmy Ha Rectangular. Takxe yBenuabTe mapamerp Size s ocu X.

AxtuBupyiite mapamerp Contact Shadows B HacTpoiikax JaMIlbl U

yBenuubTe mapamerp Distance mpumepHo a0 5,5 cm.

=v | Area T\ Area.001

W coor (R -
Power 1ow .

(5] Specular 1.00

=

o

Shape Rectangle
] Size X 382cm
Y 89.5cm

&
Custom Distance
Distance

v ) Shadow

Clip Start
Softness

Bias

Exponent

Bleed Bias
v M Contact Shadows

Distance ¢

Softness

W3menuTe 1BET JaMmbl Ha TEIUIBINA, opamkeBbiid 1BeT (Hampumep R:1.000;
G:0,360; B:0,113). Yrtobwl cuemath Oojice Kpyrjble Kpas cBeTa Ha IOy,
yMmeHbinuTe napamerp Custom Distance, mosyduB pe3ynbTaT NPUMEPHO Kak Ha
n300pakeHnn HIke. Hipke TpuBeAeHBI pe3yiabTaThl O U TOCIAE HACTPOUKHU

JAHHOTO TapaMeTpa.
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[MponyGmupyiite nmamny c¢ nomompto Shift+D u pasmecture ee mepen
cueHoit (Tak HaspiBaemblii Key Light) mpumepHO kak Ha WM300pakeHUM HUKE.

M3mennTe mapamerps Custom Distance u Power, eciu 3170 HE0OX0UMO.

bonbmas yacth cBeTa JOJDKHA IMaJaThb HAa HOXK W pa3pC3aHHOC 516.]101(0, TakK

KaK OHM BBICTYMAIOT «aKTepaMmu» B JaHHOU creHe. [IpomyOmmpyiite BTOpYIO
JaMIly U MMOMECTUTE €€ HAMPOTUB MEPBOM JIaMIIbl, U3BMEHUB €€ IIBET HA XOJIOIHBIN

orreHok (Hampumep R:0,052; G:0,878; B:1,000). M3menute momurHoCcTh 70 3W.
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[loBepuure mon mo ocu Z Tak, UTOObBl JUHUM JOCOK ObuIH

NEePHeHAUKYJIApHbl JIMHUM TKaHW crnpasa. [IpuMep mnokazaH Ha H300paxKeHUU

HMXKC.

HemHoro m3mMeHuM mMartepual moja, 4ToObl cliesaTh ero TeMHee. B pabouem
npoctparctBe Shading mo6aeere B okHe Shader Editor mis matepuana mosia HOZ
Brigth/Contrast mocne Homa Hue Saturation Value momenstiite ux mapaMeTpsl Tak,

KaK Ha U300paKECHUU HIKE.

v Hue Saturation Value

v Bright/Contrast
Color @

Color
Hue: 0.940

Saturation: 1.100 Color

Bright: 0.000
Contrast: 0.200

Value: 0.200
Fac: 1.000

Color

Color

Alpha
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Takum 006pazoM, JOCKU OyAYT BBITISAACTH peanuctudHee. Ho 9To0sI myurie
OTpasuTh AaHHBIA 3 deKT yBennubTe HeMHOro mapamerp Custom Distance mis
OpPaH)KEBOT'O NCTOYHHKA OCBEIIICHHSI.

Jliis matepuana siojoka momeHsiTe Hactpoiiku Homxa ColorRamp.

v ColorRamp

Color

Alpha

Jlns matepuana TKaHM Takke u3MeHHTe mapameTp Homa ColorRamp,

KOTOPBIN TOIKITF0UeH Ko Bxoxy Alpha.

v ColorRamp

Color

Alpha

RGB v Linear

[TocnequuM U3MEeHUM mapameTphbl MaTepuana Jucta. Ha 1aHHBI MOMEHT B
HEM OTCYTCTBYET MPO3PavyHOCTh. J[00aBbTE HEAOCTAIONIME HOJBI U COCAUHUTE UX

Kak Ha u3o0paxenun Hiwke. (Taxke nomensiite napameTpsl Hoga ColorRamp)

¥ Principled BSDF

* Mix Shader

¥ ColorRamp

[TonoOGuBI 3 dekT caemaem nms TKaHH.
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* Tanshucent BSOF

 Material Output

¥ Principled BSOF.

ubsurface
o
urfai
Wetall

 Colorkamp
) fabric jpg
G Speclar

Repeat

fabric_hormaljpg ¥ Calorramp,

.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
oA

Normal
Clearcoat Normal
Tingent
e
= Normal Map

i

fabric
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I'JIABA 8 HACTPOUKA PEHJIEPA HA JIBUKKE EEVEE
B pabGouem nmpocTtpancTBe Layout BkirounTe BUI U3 KaMepbl Ha Bech 3D-Bu
¥ OTKITIOYUTE OBEPJIEH U TU3MO.
AKTUBUPYWUTE 711 KAMEPBI TITyOUHY PE3KOCTH U m3MeHuTe mapamerp F-Stop
Ha 2,8, moMecTHB ()OKYC Ha HOXKE.
[lepetinure B HacTpoiiku peHzaepa. AxTuBupyiite uvekOokc Ambient

Occlusion ¢ HacTpolikaMu, Kak Ha U300paKCHUH HUXKE.

v & Ambient Occlusion

Distance 5cm
Factor 1.00
Trace Precision 0.250
BentNormals W

Bounces Approximation &

AxrtuBupyiite yek0okc Bloom ¢ HacTpoiikamu, kak Ha N300paKESHUH HUKE.

v & Bloom

Threshold
Knee
Radius
Color
Intensity

Clamp

AxrtuBupyiite uexkO6okc Screen Space Reflection (ecnu we cmemamu 3toro
paHee) U HaCTPOMTE ero Kak Ha n300paKeHUU HUXKE.
v & Screen Space Reflections

Refraction &
Half Res Trace

Trace Precision 0.250

Max Roughness 0.500

Thickness 2cm
Edge Fading 0.075
Clamp 10.000
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B paznmene Shadows momensiiite mapamerp Method na VSM u Cube Size Ha
1024px. Taxxke aktuBupyiite uekbokceesl High Bitdepth u Soft Shadows.

B pasnene Film aktuBupyiite uvekOokc Overscan ¢ HacTpoWKamMH IO
YMOJTYAHHUIO.

B pasnene Color Management momenstiite mapametp Look na Medium High
Contrast.

Jliist mamriel ¢ GeTbIM CBETOM JeakTUBUpYHTe uekOoke Contact Shadows.

B Hactpoiikax Output yToObl moay4uTh OOJIEE BBICOKOE pa3pelieHue
(GUHATHPHON BU3yalU3alllK, HO C TEM € COOTHOIIeHneM ctopoH, uro u Full HD,
JIOCTAaTOYHO BIHCATh 3HAYCHHE B TapaMeTp mporeHTa moa X u Y.

HeOounbimast aeranb: aisi TOro, 4TOOBI JIE3BHE HOXKA OTPa)kalio CBET Tak,
9TOOBI OBLIAa BHJHA €ro CTPYKTypa W TEKCTypa, IOCTaTOYHO €r0 HEMHOT'O

IMOBCPHYTH B CTOPOHY OTPAKCHHOI'O HCTOYHHUKA OCBCIICHU.
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I'JIABA 9 HACTPOMKA PEHJIEPA HA JIBUKKE CYCLES

[MepexmounBiiuch Ha aBMKOK CyCleS MOXHO yBHAETh, YTO KaIUld CTaJu
4yepHOro 1BeTa. Takke BUIHA IpaHUIIa oJa.

JIns perieHus: BUAUMOCTH T10J1a B PEKUME PEAAKTUPOBAHUS 10J1a YBEIUYbTE
MacmTad JOCKM BAOJL €€ JUIMHHOW CTOpPOHBL. Takke yBEIWYbTE KOJIUYECTBO
kot B moaudukarope Array npumepHo g0 30. Takum oOpazom, mepexoq OT
moJia K yepHoMy (hOHY CTaHET IJIaBHEe.

Briienure 00bEKT Karuio U 3aliIuTe B HaCTpOHKH ee matepuana. Co3nairte

CBSI3KYy HOJIOB Kak Ha M300pakeHMH HWxke. JlaHHas HacTpoiika Oyaer paborarh U

Ha nemxke EEVEE.

v Material Output

® Fac

® Shader

@ Shader
v Tansparent BSDF

BSDF @

Metallic

Speclar

]
*
.
[}
.
[}
[
.
[}
(]
.
[}
]
.
*

Uto0pl HM30aBUTHCA OT IIyMa B CI€HE NpU (PUHAIBHOW BHU3yalIH3aluHy,
BOCIIOJIb3yeMCsI  HOJIOM IOCTOOpaOOTKH, KOTOpBIA HaseiBaeTcs Denoise. B
HACTpOMKax cioeB okHa Properties B pasmene Passes mynkra Data akrusupyiite
gyekOokc Denoising Data. M3smenuTe mapamerp Samples B HacTpoiikax peHjepa Ha
250. ITocne 3TOro MoKeTe co34aTh BU3yaIUu3alHIoO.

UtoObl HACTPOUTHh JAHHBIM LIYMONOJABUTENb INepeinure B pabdouyee
npoctparcTBo Compositing u aktuBupyiite yekbokc Use Nodes. /s BuauMocTu
BCEX M3MEHEHHUI MoCcTOOpabOTKM KIMKHHTE 1Mo Hoay Render Layers ¢ momorisio

Ctrl+Shft+JIKM. U3menuTs Macrad poHOBOM BH3yaaH3allMd MOKHO C TIOMOIIBIO
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V — 4T00b1 yMeHbIIUTE U Alt+V — 4T00BI yBenmunTh n3o0paxenue. JJobaBpTe HOZ
Denoise, kotopsrii Haxoautcs B meHio Add -> Filter. Coeaunnre BbIXOABI HOMA

Render Layers ¢ Homom Denoise Tak, kak oKa3aHO Ha H300paKCHUH HUXKE.

¥ Viewer
¥ Use Alpha
v Render Layers (>} ® Image
o " e Apha  1.000
Alpha ® Z 1.000
Depth

s v Denoise
Noisy Image

Denoising Normal e ) v Composite o
Denoising Albedo 2 ¥ Use Alph:
. se Alpha
Denoising Depth ® Image Ne |
mage

@ Alpha 1.000
e Z 1.000

Denoising Shadowing Normal
Denoising Variance ® Albedo
Denoising Intensity

Denoising Clean

&5+ Scene

View Layer

B oxne Image Editor B menro Image BeiOepute komaHay Save AS u

COXPaHUTC BU3YyAJIM3Al[MIO B COOTBCTCTBYIOIIYIO IAIIKY Ha Bamem KOMIIBIOTEPC.
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CIIMCOK NCITOJBb3OBAHHBIX HCTOYHUKOB
1. Blender 2.8 Beginners Course [DnekTpoHHbIi pecypc] — Pexxum gocryma:
https://academy.cgboost.com/p/resources/,  cBoGoaHbIN  moctym,  TpeOyercs
peructpanus. (06.08.2020)
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