«Arpa B KyOukm»
BasoBbI ypok no nporpamme Blender 2.93

1. HacTpouka peHgepa e
3 an yCK B o 800 px Render Engine  Cycles
Pe H,D,e pa i 600 px Feature Set  Supported
F12 LU Device CPU

2. dneMeHTbl MHTepdenca

Ha undposon (npaBon) 4acTu KnaBuaTtypbl:

1 - Bng cnepeau (Front)

3 - Bug cnpasa (Right)

7 - Bug ceepxy (Top)

S - NepeknoyarTenb nepcrekTnea/opToroHanb
0 - BUA € TOYKM 3peHuns kamepbl (Camera)

Hasuraumnst no BUAOBOMY OKHY C MOMOLLLI Mblwn unn Gizmo
3. TpaHcchopmMauna o0bLEKTOB

G - nepeMelleHne [ononHuTenbHble MHCTPYMEHTbI
R - BpalleHue TpaHcdopMaLum HaxoasaTcs
S - macwTabupoBaHue B F1EBOW YacTM 3KpaHa

Ecnu cpasy nocne knasuwin TpaHcopMaLnm HaxaTb Knasuwy X,
Y unn Z, To TpaHcdopmMmauma dyaeT oCyLeCcTBNATbCS TONbKO
BAOOSb BbIOPAHHOM OCM.

Ecnu cpasy nocne knaeBuLwmn TpaHcopMaLnM HaxaTb KnasuLly
Shift n satem X, Y unu Z, 1o TpaHchopmauuns éyget
OCYLLECTBNATLCA BAOSb BCEX OCEWN, KpOME Bbl6paHHON.

4. HacTpouka pakypca Kamepbl

- MepekntounTbes Ha kamepy, Haxas 0 Ha

LMdppOoBON YacTn KnasmnaTypbl. Local Camer
Render Region
- HaxxaTtb N.
¥ View Lock
- Boibpatb nyHKT «View», 1 B HEM NOCTaBUTb Lock to Obje .
ranoyky Lock Camera to View Lock [ To 3D Cursor

| Camera to View

- HacTtpouTtb pakypc, YopaTb ranouky, Haxatb N

- BepHyTbCﬂ B NMepcCrneKkTnBy



5. Co3naHue cueHbl

HobaBuTtb 06bekT Shift A (unn Add B neBo BepxHen 4YacTu 9KpaHa)
Ypanutb - knasuwia Delete

Shift D - cospgaTb kKonuto

Add Modifier

¥ /] Bevel i -~ X

Vertices Edges

Z : Width Type
o Grease Pencil
Amount

K Armature

¥ Lattice

}- Empty

Segments

Limit Method

Angle

6. Co3gaHue cdacku

Profile
Bblioenntb 00bekT (KybuK), KIMKHYTb Ha Geometry
MKOHKE B BME ra€4yHoro Kro4a. - Shading
Beibpate mogudpukaTop Bevel
HacTtpouTb BenuuunHy dackm (Amount). e
Subsurface 0.000
7. MpocTble maTepuansbl S race 1,000

0.200
0.100

w

Metallic 0.000

Bbligenntb o0bekT (KybuK), KIMKHYTb Ha
MKOHKe B BMAe Lapuka.

3apaTtb 6a30BbIN LBET OOBEKTA.

Boligenntb gpyron o6beKT, KNUKHYTb Ha MKOHKE
«HoBbI MaTepuany, U3MEHUTb LBET.

OB X Data
UTtobbl LBET MaTepuana nokasbliBasncs B i ot Mot
BnaoBom okHe 3D-penakTopa, BblbpaTb s el
pexum Viewport Shading.

Options
8. TekcTypbl 0 Oemo -
Bbigenute 06bekT, nepentu B pexkum Shading i

Cospatb HoBbIM Hopg (Shift A) Texture/lmage Texture
BeibpaTb TekcTypy (Open), cBA3aTb HOAbI.

[Mpn HeOBXO0OMMOCTH, HACTPOUTL ApYyrne CBONCTBA
mMarepuana, Hanpumep, (Metallic)

BepHyTbca B pexxum Layout

BbinonHute puHanbHbin peHgep (F12), coxpaHUTb KapTUHKY.



«lLlapom nokaTu...»
BasoBbI ypok no nporpamme Blender 2.93

1. Co3pgaHue cueHbl

Boliaenutb Kybuk, Haxxatb Delete
CospgaTtb NfI0CKOCTb, N HA Heun cdepy:
Shift A, Mesh/Plane

Shift A, Mesh/UV Sphere

HactpouTb pasmep n BzammHoe
pacnosiokeHne 0b6bEKTOB:

S - macwTabupoBaHue
G (x,y,2) - nepemeLleHne

Ha undpoBon YyacTtu KnasuaTtypsbl:
1 - BUA crnepegm

3 - BUAg cripasa

7 - BN cBepxy

o Shade Smooth
UTobbI WWapuk Bu3yanuamposanca 6e3 rpaHen, Shade Flat

BbIAENUTb €ro, KNNMKHYTb NpaBon Knasuwlen
MbILLN 1 BbIBpaTb NyHKT «Shade Smooth» v @ Subdiision FEED - x
(MoKasbiBaTb CriaXXeHHbIM)

Catmull-Clark Simple

Levels Viewport 2

[Nob6asntb Moandukatop Subdivision Surface Sy 5
(BblgennTb LLapuk 1 KNUKHYTb MO UKOHKE B
BUOE ra€4Horo Krio4a)

Local Camer

2. HacTpouka kamepbl

HaxaTb Ha undopoBon YacTtu knasmartypbl O S
Haxatb N pasibcis
B pasgene View noctaBuTb ranoyky Lock [ To 3D Cursor

Lock Camera to view « Camera to View

HactpouTtb pakypc n obwmmn Bua CUeHbI:
BpalueHne konécuka mblun: 6nuxe-ganblue
HakaB KONECMKO MbIlWK 1 3axaB Knasuwy Shift
- ABUraTb BfIeBO-BNPaBo U BBEPX-BHN3

[To okoH4YaHuu cHoBa HaxaTtb N
N NepenTn Ha Kakon-Hnmdyab apyron sua: 1,3 nnu 7

MU noaBuraTb HaXaTblM KONMECUKOM MbILLKN. [NpyMepHO BOT YTO AOIMKHA
«MOKa3biBaTb» KaMepa



3. HacTpouka ocBelLleHUsA

Ha Bnae ceepxy (knasuwa 7) BblaennTb Nawmna 1

3HaAYyoK «namMmna» U paamMecTuUTb ero cOoKy oT
LLapuKa.

3aTteM npoaybnmpoBaTb UCTOYHUK CBETA &
(Shift D) n pacnonoxmTb Konuto ¢
NPOTUBOMNOSIOXKHOM CTOPOHbI OT LWapuKa.

Bblﬂ,eﬂﬂﬂ nooqepéu,Ho MCTOYHUKU CBETAQA, Color _
HaCTPOUTb NX MHTEHCUBHOCTb, pa3Mep W, Power v
npu HeobxoaMMOCTH, LIBET.

Radius 0.1lm

Max Bounces 1024
OpgHy namny caenaTb sipkon, 3To 6yaer =E—
OCHOBHOW (puCytloLLMin) CBET, Apyras namMmna ¥ Multiple Importa...
oygeTt nmnTupoBaTtb pedrekchbl, €€ HY>KHO
caenatb cnabee pas B 5-6.

Use Nodes

4. HazHavyeHue maTepuanos

BblaenuTb 06beKT, KIMMKHYTb Ha UKOHKE B BUAE
LIapuKa.

Subsurface 0.000

Subsurface R... 1.000

3apaTtb 6a3oBbIv LBET obbekTa. e

BbigenuTtb apyron 06beKT, KIMUKHYTb Ha UKOHKE 0.100

«HoBbIN MaTepuarn», UsMeHnTb 6a30BbIN LBET. o swsutacec.. o [N
" Metallic 0.000

YTobbI LIBET MaTepuarna nokasbiBancs B

B1AoBoM okHe 3D-penaktopa, BbiOpaTb Knonka «Hosbli MaTepuarn

pexunm Viewport Shading. /

& O Ma.
&

* Preview

5. TeKCTypbl

Bolioenutb 06bekT, nepentun B pexum Shading
Cospgatb HoBbIn Hog (Shift A) Texture/lmage Texture  Kuonka «Pexum nokasa matepuarnios
BeibpaTb TekcTypy (Open), cBA3aTb HOAbI.

¥ Surface Add a new rmaterial.

[Mpn HeOBXOAMMOCTKN, HACTPOUTb Apyrme CBOMCTBa
martepuana, Hanpumep, (Metallic)

BepHyTbca B pexxum Layout

YcTaHOBUTbL paspelueHne nobonblue :
BbinonHuTe puHaneHbi peHaep (F12) R 1600 px

Y 1200 px
CoxpaHuTtb KapTuHKY (Image/Save As). 100%



«Puzzle forever!»

Ypok no nporpamme Blender 2.93
1. MoaenupoBaHue aAeTanu rorioBONIOMKU

[na npumepa Bo3bMEM OAHY M3 AeTanen «Kyobnkos
XenHa».

3anyckaem Blender, Bblgensiem aBTomaTnyecku
CO30aHHbIN NpU CTapTe NporpaMmmbl KyOUK 1 nepexogum
B peXum PegakTupoBaHua - HaXkumaem Knasuiy Ta

B BepxHen neson yacTtn pabo4vero skpaHa Bbibnpaem
peXnmM BblaeneHus rpaHen (Faces) - Knnkaem Ha MKOHKe
B BMAe KBagpaTuka.

Bbloensiem HyXXHyto rpaHb.

Ecnu Hy»xHO 8bi10eniumb 0OHOBPEMEHHO HECKOITbKO
epaHel, mo Krukaem ro HUM ¢ Haxamodu Knasuuweu i
Shift. CHsimb ece abiderneHus - Alt A S

[ User Perspective

Haxxumaem Ha knaBuaType nocrnenosaTtenbHo, Apyr 3a B e

ApYyrom, crnegytoLline KnasuLlu: 0\

\
—

E 2 Enter (E - aHrnuinckas, 2 - B BepxHeM pagy. Pexvm Bbiaenenms rpanei

[Mocne aToro Bblgensem Apyryto rpaHb (MnNn HECKONbKO rpaHen) n nostopsieMm E 2 Enter
A0 Tex nop, noka He rnonyy4num urypy Hy>Hon Ham ¢oopMbl.

BosBpawaemcst B O6beKTHbIN peXuMm - CHoBa Haxxnmaem Tab.

2. lo6aBnsaemM dacky

Bolioensem urypy, pobasnsiem mogudukatop Bevel - krnivkaem no MKOHKe B BUAE
ronyboro rae4yHoro Knto4va, Haxogum B cnncke Bevel, HacTpanBaem napameTpbl oacku.

Ecnu 30eck u danee 4mo-mo HEerNnoHSAMHo, cMompum ypokK «Uepa e Kybukuy!

Ecnun Hy>XHO co3faTb ewé oaHy (HOBY AeTansb), To nosTopsiem BCE gencreus:
nobasnsiem kyouk (Shift A Mesh/Cube), nepexoanm B pexxum PefaktnposaHus
(Haxxumaem Tab), BblgaBnnBaem rpaHu, Bosspattaemcst B OOGbEKTHBIN peXnM (Haxknmaem
Tab), nobasnsem mogudcukatop Bevel.



3. Coszpaém cdhoTo-cTYAUIO

Hobasngaem B cueHy nnockocTb (Shift A Mesh/Plane), ysenuyneaem eé (S)
Ha kakom-nn6o 6okosom Buae (1 unu 3 Ha uMpoBON YacTu KrnasmnaTtypbl)
pacrnonaraem Kybuk Ha nyioCKOCTMW.

Ha nepcnekTuBHOM BuAe Bbiaensem niockocTb, Ayonupyem eé (Shift D Knuk JIKM).
[Mocne atoro Bpawaem konuto BoKpyr ocn X Ha 90 rpagycos: HaxumaeMm R X 90 Enter.
OToaBuraem BepTUKarnbHYO NIIOCKOCTb K AanbHEeMY Kpato ropu3oHTarnbHOM NOCKOCTH.,

4. HacTtpanBaem Bug Kamepbl

Mepekntodaemca Ha Bug Kamepsl (0), Haxxumaem N, B pasgene View cTaBUM ranoyky
Lock Camera to View. HactpanBaem pakypc (HaxXnumaem, KpyTUM KOSTECUKO MbILLN,
Ha)XMMaeM KOMECUKO C 3axkaTomn knasuwen Shift).

Mpn HeobxooMmMoCTK yBenuymBaem obe nNfIoCcKoCTU Nno ocu X (aenaem mnx wmpe): S X

UTtobbl cueHa Bbirnsgena 6onee eCTeCTBEHHO, MOXHO HEMHOMO NOBEPHYTL AeTarb
BOKpYr BepTuKasibHom ocu: R Z

Mepekntoyaemca Ha Bua ceepxy (7) n gobasnsiem, pacctaBngem U HacTpavBaem
MCTOYHWKM cBeTa. B HacTponkax MOXHO 4S5 O4HOro, rMaBHOro NCTOYHMKA CBeTa
ycTaHoBUTb TUN «Sun» (ConHue). Power (ApkocTb) ons Hero criegyet 3agasatb 1 - 5.

5. MaTtepuansbl

Ha3Hayaem BCEM obbekTam cueHbl (06erm nocKOCTSaM U geTasnsiM rofiloBOSIOMOK)
MaTtepuarnsbl, a Takke gobaBnsaeM K matepmanam TeKCTYpbl. (CM. YpoK «Kyoukmy»).

[na vcnpaBneHns KoopauMHaTHOM NPUBA3KM Y AeTanu rorioBorioMku B pexxume Shading
pobasnsaem HoBbI Hoa: Shift A Input/Texture Coordinate, coegmHaem nx, kak nokasaHo
Ha pUcyHKe, U B Hoge ¢ TekcTypHoM kKapTon MeHsiem pexxnm Flat Ha Box.

[+ Common 5-512.bmp | v Principled BSDF v Material Output

]+ Common 5

® Specular Tint 0.000

¢ Roughness —

Api=otropic



«ApPXUTEKTYpPHbIe (haHTa3nuN»

Ypok no nporpamme Blender 2.93
1. Co3paHue cueHbI

Hobaesnaem nnockoctb: Shift A (Mesh/Plane).
YBenudnsaem eé (S). 3to byget Hawa
cTpouTenbHaga nnowazaka.

2. MNepBbIN cTpOUTENbHbLIN ONOK

Bolioensem Kybuk, xxmém S Shift Z (4Tobbl
3abnokmpoBaTtb MacwTabupoBaHue No BepTUKann).
[MonyyaeTtcs Wwnpokas «nnutay NpexxHemn BbICOThbI.

BeinonHntb komaHgy Object/Aplay/Scale

3. JononHuTenbHbIE KONbLUEBbIe pa3pe3bl
(Loop Cut) - CtriR

Boliaensiem Kybuk, nepexognm B Pexxum
PepaktnposaHusa (Tab). >)KmMém Ctrl R n gBuraem
MbILLKO BHYTpPU, BO3re pebpa, 4Tobbl 3agatb
NNOCKOCTb ByayLInX paspesos.

[ns BpPEMEHHOro N30NMPOBaHUS BblOENEHHOIO
obbekTa MOXHO HaxaTb / Ha undpoBom (NpaBown)
YacTu KnaemaTtypbl. [1na Bo3BpaTta - cHoBa /.

KpyTM KONECMKO MbILK, 4TOBLI 3a4aTb KONMYECTBO :
pa3pe30B. 3aTeM LLENKAEM JIEBOW KrnaBuLLEN MbILLIN = B o
ABa pa3sa.
Flipped ..‘
30ecb 1 ganee HaM o4eHb NMOMOXET TaK Ha3blBaemas B Clamp
[MaHenb nocnegHero oencteud. Ytobbl OTKPbITH €€, @ CorectUvs  WhenEvenm
HY>XHO KINMUKHYTb HA UKOHKE B HUXXHEM J1IEBOM YTy
okHa 3D-pepakTopa.

NE Dirag:

4. BbigaBnuBaHue rpaHen (Extrude) - E T I view select
Bkntovaem pexum BblgeneHus NpaHen (Faces). 3

Face select - Shift-Click fi

Boigensiem rpaHb. [N BblAeNeHNs HECKOSbKUX
rpaHemn xXmém n yaoepxmnsaem Shift, satem xxméwm E.

[lanee MOXHO 3a4aTb BENMWUYUHY BblAaBNMBAHUA NN
NPOCTO ABUraTb MbILLKOW, YTOObI BblAAaBUTb FPaHu «Ha
rnas». BolgaBnvBaHme Bcerga OCyLLEeCTBISIETCS
nepneHanKynspHO BblAENEHHON rpaHu.

[lononHuTenbHble HAacTpowukn - B [laHenn nocrnegHero
NencTBuUS.



5. Packa (Bevel) CtriB 9 <, Orientation:

B pexume BbigeneHus pébep (Edges) Bbigenntb EdtMode ~ =) m
pebpo. [Insa BbiaeneHus rpynnel pébep nomoratot _ .Y
knasuwwn Shift n Alt. )Kmém Ctrl B. T mees

(1) Cube

[lononHuTterbHble HAaCTPoOWKM - B [TaHenu
nocnegHero 4eNCTBUS.

UTtobbl co3gaTb Kakoe-TO HOBOW «34aHue»
Bo3Bpawiaemcs B O6bekTHbI pexum (Tab),
co3aéM HOBbIN KyBUK, MOXXHO BPEMEHHO €ro
N30MMpoBaThb - HaXkaTb / Ha NpaBon YacTu
KnaBmaTypbl U CHOBa nepentun B Pexnm
penaktuposaHus (Tab).

6. BctaBka rpaHu (Inset Faces) |

B pexxume BblaeneHus rpaHen (Faces) BblaenuTb
rpaHb 1 HaxaTb | (knasuLly, Ha KOTOPOK pycckas
byksa LL). NMoaBuraTe MbILLIKOMN.

[lanee MOXHO, Hanpumep, BblAENUTb U BblAaBUTb
(E) HOBY1O, BHYTPEHHIOLO, rpaHb, NMMbo, HaobopoT,
HapyXHbIn «BGopapy.

7. CozpnaHue mocTa (Bridge)

B pexume BbigeneHus rpaHen (Faces) Bbigenntb
¢ Shift ABe NpoTUBONOMOXHLIE FPaHN, KINKHYTb
MPABOW knasuLLen Mbilun 1 BbIGPaTh NYHKT
Bridge Faces.

[lononHuTernbHble HACTPOWKK - B [TaHenu
nocrnegHero 4encTeus.

Ncnonb3yem K - (Knife - Hox) ansa cosganus 2 2Rl
NPOW3BOSIbHbIX Pa3pe30B Ha rpaHu.

Strength 3.000

Angle 11.4°

KpacnBo pacctaBuTb BCe «34aHUSA» Ha MIOCKOCTH,
nobaBunTb ocBeLleHMe (NyYlle NCrnonb3oBaTb CBET
TMna Sun), maTepuansl, HACTPOUTb PaKypc Kamepbl.

[ns HaCTPOMKN OCBELLEHNS KIUKHYTb HA OObekTe
Light, 3aTem nepenTtn B HACTPONKM (3HA4YOK B BUOE
3er1éHON NamMnoykn), CMEHUTb TUM JlaMnoykn Ha
Sun v 3agaTb Strength (MHTEeHCMBHOCTL) B
npegenax 3 - 4 eAnHULbI.

3apatb HanpaeneHue ConHeuvHbIX nyyen - R.

Mpw ncnonb3oBaHUKM B MaTepuanax «3gaHuin»
TEKCTYP CMOTPW AOMONHUTENbHYHO LLNaprasnky.



«Metann v Ctekno»

Ypok no nporpamme Blender 2.93
1. Co3gaHue npocTeniien CUeHbl :

v [0 Subdivision V=8 - ¥

Ypansem co3gaHHble No ymonyaHuo Kyouk u

Namny (BblaenuTb 1 HaxaTb Delete Ha ' Coinil-C L il
KnaesuaTtype), BMECTO HUX JobaBnaem B CLiEHY Levels Viewport
Lapuk (UV Shpere) u lNnockocte (Plane) - ircdizial

Haxxumaem Shift A n B pasgene Mesh Bbibupaem ¥ Optimal Display
HeobxoaMMble OOBbEKTHI.

YctaHaBnusaem LLapuvk Ha lNnockocTu.

KnnkHyTb Ha LLapuke, npaBon knasuwien
Bbl6paTb NyHKT Shade Smooth, HasHaunTL emy
moaundoumkatop Subdivision Surface, yctaHoBUTb
oba napameTtpa Ha 2.

HacTtpouTb pakypc Kamepsl (0 Ha undposom
YacTu knasmaTtypsbl, N, noctasutb ranoyky Lock
Camera to View).

HasHnauuTb LWapuky matepuan, coenats ero subsurface Color  « [ | R RRERD
Gnectawmm (BoicTaBuTb NapameTp Metallic Ha Metallic )
MakcumyMm, a Roughness (pasmbITOCTb) - NOYTH '
Ha MUHUMYM. BbinonHuTb Render (F 12).

Specular 0:500
Specular Tint ] 0.000

McnbiTaTh YyBCTBO HEAOYMEHMUS. .. Lokl B Siis

Anisotropic 0.000

2. YcTaHOBKA KapThbl OKPY)XeHUs

¥ Surface

Knvk Ha npaBoun nNaHenu no UKoHKe B BMe pO30BOro Surface  ® Background
3emHoro wapa - World Properties (Ceonctsa Mupa). ;
Color e

3areM KIMK Ha XénTton Touke cnpasa oT Color.

Strength e 1.000

B OTKpbIBLUEMCS CMIUCKE KIUKAeM Ha MyHKTe e r:_
Environment Texture (kapTa cpefbl OKPYXeHus). Sl [Extite il S
Checker Texture Gamma
LU,éJ'IKaeM Mo KHOMkKe Open’ N B Nanke Maps/HDRI Environment Texture * Hue Saturation Value
BblGupaem noaxogsuyto KapTy. BeinonHsem Render. [EREEEEIREETE TR

|_|pI/IXOLI,I/IM B BOCTOpr. e L Add node to input.

¥ Checker Texture v Principled BSDF v Material Output

3. MaTepuan ansa naocKoCcTu cor
Ana 60nbLwero agpdekta K matepuany Vectr | \
MNOCKOCTU MOXHO J06aBUTb KaKyto-TO —

npouenypHyto TekcTypy. Hanpumep,
Checker Texture. Hactpontb

Metallic

HeobxogumMble napameTpsbl - Color Specilr
Specular Tint

(uBeT) kneTok, macwTab (Scale). o Whisivess




4. MogenunpoBaHue Tena BpawleHus

Ho6Gasnsiem B cueHy LunuHap. Ytobbl apyrve aetanu
CLUEHbl He MeLLanu MoaennupoBaTb, HaXxkumaem / Ha
undpoBom (NpaBoK) YacTn KraBmaTtypbl.

[Mepexognm B pexxum PegaktupoBaHu4 - Tab.

MNepekntoyaemcs Ha Bug cboky (1 nnu 3).

Bkntovaem kapkacHbin pexum Z | Wireframe

Cospaém konbuesomn paspes Ctrl R, aBuraem MbilLKOW BBEPX-BHU3, NOCIE 3TOro, rnpu
HeobOxogumocTn, maclutabupyem - S.

[ns BblaeneHus paspesa xXMéM B 1 Bbiaensem paspes npsMoyronbHOM pamKo.

Ecnn HeobGxogmmo caenaTb «EMKOCTb» - CTakaH, Basy, (b Remesh s

KYBLUVH, Tapenky u T.4., TO B pexume PegaktMpoBaHus ) Screw { oeuico
BblaernsieM BepxHee ocHoBaHue 1 yaansem ero (Delete/ cl) Skin / 1Lz
Faces), nocne yero B O0GbLEKTHOM peXxmme HasHa4yaem Solidify Surface De

moaundoukatop Solidify u 3agaém TonwmnHy CTEHOK. O] Subdivision St 13

[MpaBon knaBuwewn Lenkaem no o6bekTy 1 3agaém pexum wenanHra Shade Smooth, a
3arem HasHadyaem moaudukatop Subdivision Surface c napametpamn 2 n 2.

YToObl «NOAYEPKHYTH» KNtoveBble MecTa (POpMbl (OCHOBaHWE, BEPXHIOK KPOMKY, U T.M.) B
pexume PenaktupoBaHus (Tab) cosgaém gononHuTerbHble KOMbLeBbIE paspesbl BO3ne
HUX - Haxxnmaem Ctrl R n gBuraem paspes k «npobneMHOMY» y4acTKy.

Ha atom aTane ny4ywle nonb3oBaTbCs KakKMM-T0 GOKOBbLIM BUAOM M BKAOYATb KapKacCHbIN
pexum (knasuwa Z)

¥ Principled ESDF

Specular

Specular Tint 0.000

Roughness 0.010
0.000

Sheen

HasHa4yaem Base martepuan. [lna npocton ummtauum SHETE
CTeKrnia HeobxoanMOo BbINOSTHUTL cregyowme 6asosble

Clearcoat Roughness
HaCTpOVIKM Martepuana: IOR

Transmission 1.000

sPU Compute
Transmission Roughness 0.000

Transmission = 1.0
ROUghness - 0 - 0-02 Path Tracing

Emis:
Emission Strength 1.000

Alpha 1.000

500

A Takke PeHpepa: Viewport £

Mormal

Clearcoat Normal




«KpacoTa KpacuBas»

Ypok no nporpamme Blender 2.93
1. Co3gaHue npocTeniien CUeHbl

Bevel H 10 5 RS

HasHauvaem Kybuky mogudumkatop Bevel.
Henaem nobonbLue acky 1 YNCNO CErMeHTOB.

Vertices Edges
Width Type  Offset

Armnount 0.3 m

Ho6asngaem lNnockocTtb, Wapuk n gpyrne Mesh-
ob6bekTbl: Shift A /Mesh Segments

KnukHyTb nooyepéaHo Ha Bcex obbekTax (Kpome
[MnockocTn) npaBow KnasuLen 1 BolbpaTb NYHKT
Shade Smooth.

Shade Srooth
Shade Flat

[ns obbekToB TMNa Cylinder n Cone genaem
AOMNONMHUTENBHYI0 HACTPOWMKY CrNaXXMBaHUS:

Vertex Colors

Face Maps

Bbiogensiem oObeKT, KnMkaem Ha 3eriéHON UKOHKEe
Object Data Properties B npaBou 4YacTtu
MHTepdenca n Tam cTaBUM raniodKy Bo3re
cTpoykn Auto Smooth.

Co3gaém KpacuByo KOMMO3ULIMIKO U3 HECKOMbKUX

0ObEeKTOB. ¥ Surface

2. YcTaHOBKa KapTbl OKPYXeHUs R * Esckaround
Knuk Ha npaBon naHenun no MKOHKe B BUAe Color

po3oBoro 3emHoro wapa - World Properties Strength 1,000

(Csoncta Mupa). ™ Colo

" o Bright/Contrast
3aTeM KKk Ha XénTton Touke cnpasa oT Color.

Gamma

Environment Texture Hue Saturation Value

B oTKpbIBLLEMCS CNUCKE KIMMKaAeM Ha MyHKTe
Environment Texture (kapTa cpeabl OKpY>XeHUS ).

Gradient Texture

Add node to input.
LU

LLIénkaem no kHonke Open, u B nanke Maps/HDRI 0.100

Bbl6|/|paeM noaxogAdiwlyr KapTy. p subsurface Color o ||| G
}I}‘. Metallic  ® 0.000

3. MaTepuanbl Ansa «KpacuBbIX» 0OHLEKTOB T P oo

Bblaensiem nepBbirt O6bEKT U LWWENKAEM MO MKOHKE Ty 0.000

"Pepaktop matepuanos" - po30BOMY LLUAPUKY B

npaBon YacTu nHtepdenca. Suface  ® Principled BSDF

Knnkaem no HenoHATHOMY cnosy «Principled Ermission
BSDF» B cTpouke Surface (noBepxHOCTb) 1 i e

Bblbupaem rnaHuesbin wengep Glossy BSDF. Gy BEDF

Hair BSDF
Color - et s

Roughness - pasmbITOCTb OTpaxeHus).

Haldout Add node to Input.



3. MaTtepuanb! Ana «kKpacuBbIX» 00BbLEKTOB

AHanorn4yHo, KakMm-To Apyrum obbekTam
Ha3Ha4YaeM matepuan «CTeknoy: Bblaensem S
HY>XHbI OOBEKT N LWENKaeM Nno MKOHKe "PenakTop :
Martepuarnos" - po30BOMY LLAPUKY B MpaBon YacTtu
NHTepdenca.

Add node to input.

Holdout

Beckmann ~

Roughness & 0.500

Krnnkaem no cnosy «Principled BSDF» B cTpouke
Surface (MoBepXHOCTL) U BbIOMpaeM CTEKNAHHbIN
wenpep Glass BSDF.

IOR @ 1.450

Mormal Default

Color - uBer.
Roughness - pa3mbITOCTb OTpaXXeHus).

Ans 60nbLlien HarnggHoOCTU npu "packpawmnsaHum”
MOXHO BKMNIOYMTb PEXUM NoKasa Mmatepuasos -
MKOHKa crnpaBa OoT 6enoro Kpykka B BEpXHEM
npaBoM yriy pabodero okHa.

.‘I-‘, Scene

Render Engine

4. HacTtpouka PeHaepa

Cycles - ato Tvn "gBWXKa". JaéT makcMmMansHoO _
peannucTnyHoe n3obpaxeHue. g 7 Sampling

Integrator  Path Tracing
[anoyka Bo3ne Adaptive Sampling o3Ha4aeT, 4yto
Blender cam 6yget yctaHaBnuBaTb Ka4ecTBO A Sl
Hanbonee CrnoXHbIX y4acTKOB U306pakeHus. w > B abaptive Sampling

[anouyka B pasgerne Denoising Bkritoyae Render B NLM
LyMOroAaBrieHune.

YT06bl HACTPOUTL PasmMep UTOrOBON KapTUHKN, A TR
crneayeT KIIMKHYTb Ha MKOHKE B BUAE MaTPUYHOIO 00 px
NpuHTEpPa U 3agaTb HeobxogMmoe paspeLleHne B . S
nUKcensx.

Aspect X 1.000

Hanpumep, ecnu Bel xoTuTe ncnons3oBatb
pesynerat PeHgepa B kadectBe 0b60eB angd
paboyero cTona KoMnbloTepa, TO HY>XXHO 3agaTtb
napameTpbl 9kpaHa. [Ans dpopmata FHD ato 6ynet
1920x1080. He nckntoveHo, 4To nocne atoro Bam
NoHagobuMTCa NOAKOPPEKTMPOBATL NapamMeTpbl
BMAOOBOro okHa "Kamepa".




«Tena BpaiwieHUAa»

Ypok no nporpamme Blender 2.93
1. DopmMupyem HapyXHbI KOHTYpP OoKana

Ynanaem Kybuk, BMecTo Hero gobasnsem LiynuHap
(Shift A Mesh/Cylinder)

[Ana macwTtabupoBaHus no sBeptukanu - S Z.
3akpenngem macwTtabupoBaHue: Object/Apply/Scale

MNepekntoyaemcs Ha kakon-nnbo GokoBown BuUA
(Haxxumaem 1 vnun 3 Ha npasou, LNPPOBON HYacTK
KnasmaTypbl.

Henaem konbueBble pa3pesbl (Loop Cut) - HaxxMmaem
Ctrl R, 3aTem BpawaemM KONECUKO MbILLK, YTOOLI
3agaTb KONMYecTBO pa3pes3os (MpUMepHo 5-7).

B pexxume BbioeneHus pébep (Edges) Bbigensiem
pamkon crion n macwtabupyem ux (S), u, npu
HeobxooMMOCTH, NepemMeLLas no BepTukanu,
nocTteneHHo oopMUpyeM BHELLHUIN KOHTYP nsgenvs.

2. Mogenupyem BHYTPEHHIOK 4YacTb

Bkntovaem pexunm BblaeneHna rpaHen (Faces) u
3agaém Bua Ha Gokan cBepxy U HEMHOrO B
nepcnekTunee.

Bbligensiem BepXHIOO rpaHb U Haxxnmaem knasuwy | n
ABUraemM MbILLIKON, YTOObI co34aTb BHYTPU HOBYHO
rpaHb - 3aJaéM TONWMNHY CTEHKW.

Haxumaewm E (Extrude - BblgaBnusaHue).
BouloaBnueaem rpaHu BHn3. Macwtabupyewm (S).

Taknm obpasom «ornyckaemcsi» Ha camoe gHo.

Cpasy xe, 4Tobbl He TEPATb BPEMEHMU, Aenaem
AOMNONHUTENbHbIE KONbLEBbLIE pa3pesbl B
«NpOBremMHbIX» MeCTax - y OCHOBaHWS, Ha BEpPXHEM
Kpato, eCnm HeobXxoanuMo - Ha HOXKeE.

BosBpaluaemMcs B 0GbEKTHbBIN PEXUM N Ha3Ha4Yaem sl
moaudumkatop «Subdivision Surface» c napametTpom ? (v O sbdvison S ERIBIEE ~ | x
Levels = 2.

Catmull-Clark Simple

port € 2
—F

3agaém pexum Shade Smooth (npason knasuwwen
MbILLN).

divisions to perform.



[obaBnsgemM NNOCKOCTb, HAacCTpanBaem
kamepy, nobasnsem HDRI-kapTy, 3agaém
mMaTtepwuanbl Ans NNockocTn u 6okana
(cm. ypok «KpacoTta kpacusasi»).

3. Mogenupyem HanNnUToOK

B nporpamme Blender Bce BHOBb
pobasnsieMble B CLEHY OObEKTDI
CO37al0TCA Ha MecTe TaK HadbiBaemoro 3D-
Kypcopa. YTobbl He My4YNTBLCA C TOYHBIM
NO3NLNOHMPOBAHMEM XUAOKOCTU B BoKane,
HY>XHO npuBsasatb 3D-Kypcop K LeHTpy
Bbokana (ckopee Bcero, B npouecce paboThbl
Bbl He pa3 cmecTunu 6okan c ero
nepBOHaYarbHOro NOSIOXEHUS).

Bbigensem 6okan, Haxumaem Shift S n
BblGupaem nyHKT Cursor to Selected - 3D-
Kypcop pacnonoxurcs B LeHTpe 6okana.

Tenepb co3gaém «KMOKOCTbY -
aHanorn4yHo camomy 6okany, n3 umnuHgpa.

[Mpn mogennpoBaHum NPOPUNSA XXNOKOCTU
HY>XXHO crneanTb, YTOoObl OHa HEMHOrO
3axoguna BHYTPb CTEHOK Bokana.

To4HO Takke BKrovaem pexum Shade
Smooth, gobasnaem moandukatop
Subdivision Surface n «nogyepkmnBaem»
HKHIOK N BEPXHUE MIOCKOCTH
AONOSTHUTENbHBIMW pa3pe3amu.

HasHauaem Martepuarn, genaem peHgep.




«bokan BuHa»

Ypok no nporpamme Blender 2.93
1. PopmMupyem HOXKY Gokana

Ynanaem Kybuk, BMecTo Hero gobasnsem LiynuHap
(Shift A/ Cylinder)

Mepexoaum B Pexxum PepnaktuposaHusa (Tab),
Bkrntoyaem kapkacHbI pexum (Z) unu B BEpxXHEM
npasom yrny 3-D pegaktopa.

- S
&5~ Scene

[Mepekntovyaemcs Ha kakon-nmbo 6okoBon BUA

(Haxxumaem 1 vnun 3 Ha npasou, LNPPOBON HacTH B3 X Y| 2 §F Options v

KimaBuaTypbl. o - @. 98986 -
h

Henaem konbueBble pa3pesbl (Loop Cut) - HaxXumaem Viewport Shading
Ctrl R, 3atem BpawaemM KONECMKO MbILLN, YTOObI '
3agaTtb KONMYECTBO paspes30B (NPUMEPHO 5-7).

B pexume Bbigenenuns sepivH (Vertex) Boelgensem
pamMKou crion n macwtabupyem ux (S), u, npu
HeobxogMMOCTH, NepemMeLLas no BepTukanu,
nocTeneHHo POpPMUPYEM KOHTYPbl HUXKHEN YacTu ""

bokana.

2. Mopenupyem BepxHKOK YacTb 6okana

Bkntoyaem pexum BbigeneHus rpaHen (Faces) u /] (i
3agaém Bua Ha Bokan cBepxy U HEMHOIO B il
nepcrnekTuee.

Bbliaoensem BepxHIO0 rpaHb U Haxknmaem knasuwy |
ABUraem MbILWKOW, YTOObI CO30aTb BHYTPU HOBYIO
rpaHb.

Haxxnumaem Alt v knukaem Ha Kakou-TO rpaHn Ha
«obogke». BbigensieTca Becb 00040K.

Haxxnmaewm E (Extrude - BolgaBnueaHue). NogHumaem
rpaHun BBEPX.

[Mocne aToro cHoBa nepexoanm Ha Bua cooky (1 nnu
3), BKITH0MaeM KapKacCHbIN peXxmnM 1 CHoBa fenaem
KonbLeBble paspesbl, POpMUPYS BEPXHIOK YacTb
Bbokana, aHanorM4Ho TOMY, Kak Mbl Jenanu HOXKY.

BaxHoe 3amevaHue: KonbueBble pa3pesbl HY>XHO
Aenartb OTAernbHO AN BHYTPEHHEW N HapyXXHOM
nosepxHocTten bokanal




[Ana nameHeHus ToMWMHbI CTEHKN MOXHO NepenTu
Ha pexxum BblaeneHus Pébep (Edges), ¢ 3axaTbim
Alt Bbigensiem Hy>KHOe BHYTPEHHE KOmbLO U
mMacwTabupem ero (S)

Mo 3aBepieHnn Bo3BpawaeMcs B O6beKTHbIN
pexum (Tab), npaBon KnaBuLen MbILLKN 3adaéM
pexum Shade Smooth 1 HazHavaem mogundomkaTop
Subdivision Surface c napameTtpamn 2 n 2.

[Mocrne aToro cHoBa nepexogum B PeXnm
penaktnpoBaHus (Tab) n B «knto4eBbIX» MecTax
pobasnsem KonbLeBble paspesbl, nepeasurasi Ux no
BepTUKanu.

[obaBnaemM NNOCKOCTb, HAacTpanBaeM Kamepy,
nobasnsem HDRI-kapTy, 3agaém matepuans! ons
nnockoctn n 6okana. (cMm. ypok «Metann u
CTtekno»)

3. Mogenupyem HanuUTokK

B nporpamme Blender Bce BHOBb AobaBnsiemMble B CLiEeHY OO6beKTbl CO34al0TCA Ha MecTe
Tak HasbiBaemoro 3D-kypcopa. YToObl HE My4YMTLCA C TOYHLIM NO3ULIMOHUPOBAHUEM
XnagkocTtu B 6okane, Hy>kHO npuesasaTtb 3D-Kypcop K LeHTpy 6bokana (ckopee Bcero, B
npouecce paboTbl Mbl HE pa3 cMecTunu 6okan ¢ ero NepBoHavYanbHOro NOIOXKEHUS).

Boigensem 6okan, Haxxumaem Shift S n BbiGupaem nyHkT Cursor to Selected - 3D-
Kypcop pacnonoxuincs B LeHTpe 6okana. Tenepb co3naém «KMOKoCTb» - aHaNOrmyHo
HOXKe Bokana, u3 uunuHapa.

Mpu MogenupoBaHn NPOMUNSA XKXNOKOCTU HYXKHO CrieauTb, YTOObl OHA HEMHOTO
3axoguna BHYTPb CTEHOK Ookana.

ToyHo Takke BknovaeM pexum Shade Smooth, gobasnsiem mogndukaTop
Subdivision Surface n «nog4yepknBaemM» HUXHIOK N BEPXHUE MIIOCKOCTU
AONOMHUTENBbHBIMU pa3pe3amu.

4. MaTepuan XXUakocTu

[na matepmana Xngkoctu ycTaHaBnMBaeMm
napameTp Transmission Ha MakCcumMyMm,
Roughness - Ha MmuHumyMm, IOR (koadhdomumneHT
npenomnexHuns) sagaém 1.33 n gobaensem ewé
oanH Hop - Shift A /Shader/Volume Absorption.

MeHss napameTpbl Density ([1noTHOCTL), a Takke
Color (uBeT), MOXHO 3a4aTb pasfNYHbIA LBET U
«TyCTOTY» HanuTka.

[enaem PeHpgep.



«dom mebenn»

Ypok no nporpamme Blender 2.93
1. JononHuTenbHbIEe KonbueBble pa3pesbl (Loop Cut) - Ctrli R

Belaensem Kybuk, nepexognm B Pexxum
PepaktnpoBanus (Tab). 2)Kmém Ctrl R n aBuraem
MbILLKOW BHYTpPMU, Bo3re pebpal, 4tobbl 3agatb
MNNOCKOCTb ByayLUmMX paspesos.

KpyTvM KOnécuko MblIlK, YToObl 3aaaTh KONMMYECTBO
pa3pe3oB. 3aTeM LWENKaem nesoi KnasuLein MbilLu
[Ba pasa.

34ecb 1 garnee HamMm O4YeHb MOMOXET Tak Ha3biBaeMas
MaHenb nocnegHero gencrTeusi. Ytobbl OTKPbITH €€,
HY>XHO KIMMKHYTb Ha UKOHKE B HUXXHEM NIEBOM YrIy
okHa 3D-pepakTopa.

2
0.000

0.000

B aTon naHenn MOXHO 3aaaTb ’ ¥ Clamp
AOMONHUTESNbHbIE HACTPOWKM NocneaHemn T ¥ Correct UVs
onepauuu - pasamep oobekTa Unu .
napameTpbl ero TpaHcopmauum,
KONIMYEeCTBO pa3pesos 1 T.4.

2. BbigaBnuBaHue rpaHeu (Extrude) - E

INT o
View Select

Bkntovaem pexum BblgeneHus paHen (Faces).
User Perspecti

Bbioensiem rpaHb. NS BblAeNeHns HeCKOMbKUX (1) Cube

rpaHen Xmém n yaepxmsaem Shift, 3atem xmém E.

Face select - Shift-Click

[lanee MOXHO 3a4aTb BENMWYUHY Bbl4aBNMBaAHUSA U
MPOCTO ABUraTb MbILWKOW, YTOObI BblAaBUTb rpaHN «Ha
rma3s». BblaaBnvBaHue Bcerga OCyLLEeCTBISIETCS
nepneHanKynspHO BblAENeHHON rpaHu.

[lononHuTenbHble HACTPonkK - B MNaHenn nocnegHero
NEencTBuS.



3- ¢aCKa (Bevel) Ctrl B ¥ . Orientation:

B pexume BbigeneHunsa pébep (Edges) Bbigenutb dit Mode v |}
pebpo. [ins BblaeneHus rpynnbsl pébep nomoratoT — perspecnue*
knasuwwu Shift n Alt. XKmém Ctrl B. L2, cube

[lononHuTerbHble HAacTPoWKM - B [aHenu
nocnegHero 4eNCTBuS.

3akoHuYMB MogenMpoBaTb 0QHO nsgenue
MebenbHOW NPOMbILLIEHHOCTH,
Bo3BpaLlaemca B OOGbEKTHbIN pexnm
(Tab), cosgaém HOBbIN KyOUK, MOXXHO
BPEMEHHO €ero n3onMpoBaTb - HaxaTb / Ha
NpaBoW YacTu KnaBnaTypbl U CHOBa
nepentn B Pexxum pepaktuposaHus (Tab).

4. BctaBka rpaHm (Inset Faces) |

B pexume BblaeneHus rpaHen (Faces) Bblgenntb
rpaHb U HaxaTb | (KnaBuLly, Ha KOTOPOW pycckas
6yksa LU). NMNogsurate MbILLKOMN.

[anee MOXHO, Hanpumep, BbIAENUTb U BblAaBUTb
(E) HOBYlO, BHYTPEHHIOO, rpaHb, NMMbo, HaobopoT,
Hapy>XHbI «Bopatop.»

5. CozpaHue mocTa (Bridge)

B pexxume BbigeneHus rpaHen (Faces) Bbigenutb
¢ Shift gBe NPOTUBONOMOXHbLIE rPaHN, KINKHYTb
MPABOW knasuLLEN MbILLW 1 BbIGPAThL MYHKT
Bridge Faces.

Extrude Individual Faces
[ononHuTesibHble HacTPOuKK - B NaHenu Inse

nocrnegHero AencTBuUS. Poke Faces
Bridge Faces

h

Create a bridge of faces between

[lo6aBuThb B cueHy MnockocTb, paccTaBuTb BCE -
KpacuBo, 006aBUTb OCBeLLeHMe, maTepuansi,
HacTPOUTb PaKypc Kamepbl.

Triangulate

Tris to Quads

[ns ncnpaBneHns KOOPOMHATHON NPUBSA3KM Yy KaXXO0ro obbekTa mebenu B pexmve
Shading go6aensiem HoBbIM Hoa: Shift A Input/Texture Coordinate, coeanHsiem unx, kak
NnoKasaHO Ha puUCYyHKe, U B Hoae ¢ TeKCTypHOM KapTon meHsem pexum Flat Ha Box.

[+ common 5-512.bmp | v Principled BSDF v Material Output

Object: 'm 0.000

i s e age w ——
From Instancer o [ Specular 0.500

ecular Tint 0.000




«KyXoHHble nocuaenkmy»
Ypok no nporpamme Blender 2.93
1. Co3paémM non " CTeHbl KYXHW.

Boigensem Kybuk, n ysennumsaem ero npuMepHo B
AecaTtb pas, 3abrnoknupoBas rnpu 3TOM U3MEHEHMe Nno
BEpTUKaNn - Haxxnmaem Ha knasuartype S u Shift Z.
970 ByaeT non Hawen KyxHu.

Mepexoonm B Pexxkum PegaktupoBaHma - xxmém Tab.

C nomouwbto nHcTpymeHTa Loop Cuts (Ctrl R) gpenaem
paspesbl U CABUraeM MX K Kpasim.

3apaém pexum BblaeneHus rpaHen, solaensiem (c Shift)
rpaHun u BbigasnvesaemM nx seepx (E).

Bosepaluaemcs B 06bekTHbIN pexkum (Tab), cosgaém
HoBbIN KyBuk, cHoBa nepexoaum B Pexxum
PenaktnpoBaHus 1 HAYMHaAEM MOAENMPOBATb HYXXHYHO
Ham mebenb. MNogpobHee - cM. ypok «[Jom Mebenuny.

OueHb BaXXHO: KaXabl pa3, 3aKOHYMB CO3gaHne
oyepeaHom mebenu, Haxnmaem Tab, yTobbl NnepenTn B
O6beKTHbIN pexnm, fobaBnaemM B cLeHY HOBbIN KyOunk
n cHoBa 3axoaum B Pexxnm PepaktupoBaHus (Tab),
4YTOObLI caoenaTb HOBYO Mebensb.

CosgaHue konun (aybnmpoBaHme) Mebenn Hy>KHO TakKke
ocywecTtensaTe B O6bekTHOM Pexnme!

2. Copoc «McTopun macLutTabmpoBaHua»

B npouecce mogenupoBaHnsa OOBOSIbHO YaCcTO MOXHO
CTOSIKHYTbCA C Takon cUTyaumen: npenmer,
noaBeprwmMmncsa MactTabmpoBaHmio, HEKOPPEKTHO
BOCMPUHUMAET HEKOTOpPbIE Npeobpa3oBaHus, B
yacTHocTH, Bevel (Ckoc).

MocmoTpuM, 0 YEM MAET pedb N KaK ¢ 3TUM B6opoThCS.

Cosgagum Kybuk n BbITAHEM €ro B BbICOTY - S Z.
Ecnu nocne atoro HasHaunTb Kybuky mogudumkatop
Bevel, TO Mbl yBUOMM, YTO (packu pasHoro pasmepa -
Mo BEPTMKaNn OHU BbITAHYTbIE!

UTobbl n3bexaTb aT0ro, HeobxoaMmo nepeq
Ha3Ha4YeHMeM MoanduKaTopa BbINOMHUTL CNeayoLLyo
KoMaHgy (B BepxHeM neBoMm yrny okHa 3D-penakrtopa):




3. Co3pgaHue HOBOro o6bLeKTa Ha OCHOBe UMEHLMXCA rpaHeun

[aHHas MeToguka NPUMEHSIETCSt OBOSbHO 4acTo,
MOCKONbKY CYLLECTBEHHO 0brneryaeT XunsHb
«TPUOSLIHMKAY, N30aBnsas ero oT TPY40EMKOro
npouecca TOYHOro NO3ULIMOHNPOBAHMUS OAHOMO
06bEeKTa MO OTHOLLEHUIO K APYrOMy.

PaCCMOTpVIM, KakK 3TO p860TaeT, Ha npumMmepe
asepubl 451 KYXOHHOIMo HaBeCHOIo LI.IKanLII/IKa.

B Pexxume PepgaktnpoBaHus Bblaensiem
nepenHol rpaHb (MU HECKOMBKO rpaHen) u
cHavyana gy6bnupyem (Shift D), knnkaem nesown
KnasBuLen MbiK, U MOCIIE 3TOrO HaXXUMaem
knasuwy P n 3atem nyHKT Selection
(BblgeneHHoe). 3Ta KoOMaH4a co34acT HOBbIN
0OBbEKT HAa OCHOBE BbIAENEHHON rpaHun, B YEM
MOXHO nerko ybeantbcs, nepenaa B O6beKTHbIN
PeXum - lWwkag4mk n HoBbIM 0OBLEKT ByayT
BblAeNATbCA NO-OTAENbHOCTW.

Bbligenve o6bekT, Nony4YeHHbIA U3 NAIOCKOCTU U
BEpHYBLUMCL B Pexxnm PegakTtupoBaHus, MOXHO
AobasunTb TONWWHY «dacagy» Wwkadumka, CHATb
dacky, nobaBuTb pyyku 1 T.4. Camoe rnaBHoe -
ABepuam MoXxHoO 6e3 Tpyaa HasHaunTb MaTtepuan,
OoTNnYarLWKnMCcsa OT camoro wkaduymka!

4. AmuTaumsa cBeTa U3 OKHa

[lenaem B 04HOW 13 CTEH OKOHHbIN MPOEM
(Bblaensiem o6bekT CTeHbI, B peXnme
peoakTUpoBaHUs Aenaem AONoSTHUTENbHbIE
paspesbl, pa3MeLLaeM Ux B HyXkHOM MecTe,
BblOersieM rpaHb U Bbl4aBnnBaeM e€ BOBHYTPb
CTEHbI.

[lanee, Kak onucaHo B n. 3, co3gaém 13
BHYTPEHHEN NNOCKOCTN OKOHHOIO NPoé&ma HOBbIN
OOBEKT, CTaBUM €ro 4yTb Nobnmxe (BHYTPb KyXHW)
N Ha3Ha4YaeM 3TOMYy OOBLEKTY «CBETALNNCS»
Marepuarn - Knmkaem B cTpoudke Surface n
Bblbupaem wengep Emission (CeeyeHue).
HacTtpanBaem no cBOeEMy YCMOTPEHUIO LBET U

MHTEHCUBHOCTb. BbinonHaem Render. Emission
Glass BSDF

Disconnect

Diffuse BSDF

Glossy BSD Add node to input.
JI0SsY ball

Hair BSDF

ace Principled BSDF

GGX v oo

Christensen-Burley~ =



«Bpycok. NMpocTo 6pyCcok»

Ypok no nporpamme Blender 2.93
1. UV - pa3BépTKa

Bpycok MNpocto Bpycok\bpycok 02.blend

Cospaém cam 6pycoyek - Cube. Macwtabupyem no
HY>XXHbIM ocsiM. 3akpennsemMm maclitabupoBaHue:
Object/Apply/Scale.

UV Editing

Boigensiem 6pycok un nepexoaunm B pexxum UV Editing.
Bbigensem pébpa, no KoTopbiM Kak bbl paspexeTcs
pa3BépTKa - BKITOYAEM PeXMM BblaeneHus pébep n c
3axartou knasuwen Shift Bbigenaem pébpa.

Mocne atoro wénkaem nNpasoun KrnaBuULEN MbILIN U
Bblbupaem nyHKT Mark Seam.

BblaeneHHble pé€6pa okpacunnch B KpacHbIN LBET.

Tenepb HyHO BblaenuTe BCE rpaHun (A).

Mepexognm B nesoe OKHO, XXMEM U 1 Bbibnpaem
Unwrap.

OKCNoOPTUPYEM MOMNYYEHHYO Pa3BEPTKY B OTAESNbHbIN
pacTpoBbln hann: UV/Export UV Layout.

3arpyxaem B PhotoShop dainn n pegaktnpyem.

Mo oKoHYaHWK coxpaHaeM MONYy4YMBLLYIOCA TEKCTYPY.
Jlyywie - B HOBbIM hawnn.

Bosepaluaemcs B Blender n nogrpy>xaem co3iaHHyo
TEKCTYpY K matepuany 6pycka.

HactpanBaem kamepy, CBeT, Aenaem peHaep.




«KBapTUpPHbLIA BONpocC»

Empty
Ypok no nporpamme Blender 2.93 T T
a1 B

1. Jo6aBnsaemM pedepeHc nnaHa. Light el
.___ e Add a re

3anyckaem Blender, yganaem co3gaHHble Mo

ymonyaHuto Kybuk u Jlamny, nepexogmMm Ha B,

cBepxy (7) Ha uMdpoBON YacTu KraBnaTypsbl. Opacity| 58 e

Only Axis Aligned

¥ Image

[ob6asnsem PedepeHc nnaHa kBapTupbl: Shift
A Image/Reference v Bbibupaem KapTUHKY C Ll flom 02pg
MOHPaBMBLLUMMCS NSTAHOM. : ; T
Source  Single Image
YBenuuvsaem KapTUHKY (S) n genaem eé ¢ E:\Mou ypoku no Blen... KeapTupa\dom_02.jpg
nNpo3padHoun, YTobbl Obino yaobHee paboTtatb. b <Rce

, Scene 1] &1 view Layer

UTtobbl criy4anHo He cABUHYTL peddepeHc B Y .
|_=v ||__ L% =

npoLecce MOAENMPOBaHUS CTeH, 3abnoknpyem
ero: gobaBsvm B 3aknagke «uUnbTPbI» ranoyky
«Selectable» (Bblbnpaembiin) u cHUMeEM eé y

PedepeHca B okHe Outliner. v 1§ Empty

A& | dom 02.jpg

2. Mopenupvem cbyHOaMEHT.

Cospaéwm lNnockocTb (Shift A Plane),
mMacwTabupyem eé (S) n pacnonaraem rae-
HWOyAb B yrny AomMa unu B Havarne cteHbl (G).

[Mepexoanm B Pexxum PegaktuposaHus (Tab).

A

3apaém pexum BblaeneHus Pébep (Edges),
BblgensieMm pebpo n Bbligasnueaem ero (E) X -
ecnu Bbl4asnmBaTth No ropusoHTanu n'Y, ecnu
BblJaBNMBaTb HYXHO MO BepTUKanu.

BolgaBnueatb pébpa HY>KHO 0
BHYTPEHHEIO yrna, 4tobbl B yrny nonyyuncs
KBagpar.

[onas oo aoBepHoro rnpoéma,
«nepernpbirmMBaeM» 4Yepes Hero: Bblaensiem
pebpo, aybnmpyem ero (Shift D) HemHoro
noasuMraemM MbILLKOM N OTMEHAEM
nepemMelleHne npaBou knasuwen. [Nocne atoro
C NOMOLLIbIO MHCTpPYMeHTa Move cTaBum A
aybnukat pebpa Ha HOBOe MecCTO - MO APYryto
CTOPOHY OBEPHOro Npoéma.

UTobbl coegmHnTb ABa NPOTUBOMONOXHbBIX
pebpa, Bbliaensem mnx ¢ Shift n Haxnmaem F.



3. Co3naHue cTeH

[enaem B1ug HEMHOro B NepcrnekTuee, YToobl
6b1N0 NyyLle BUOHO BbICOTY CTEH, BKNOYaeM
pexunm BblaeneHnsa rpaHen, BblaensemM Bce rpaHu
(A) v BblIdaBnMBaem NpUMepHO Ha OAHY TPEeTb Mo
BbICOTE (40 YPOBHA NOLOKOHHUKOB).

[MockonbKy Bce rpaHn BblgeneHbl, CHUMaem
BblOEeNneHne ¢ Tex, KoTopble NPUXOAATCA Ha
OKOHHbIe MPOEMbI (KNuKaem rno HUM C 3axkaTom
knasuwewn Shift) n npogomkaem BbigasnueaTth (E)
[0 BEPXHEro YPOBHSA OKOH U ABEPHbIX MPOEMOB.

BbICOTy OKOHHbIX N ABEPHbIX MPOEM MOTOM MOXHO
M3MEHNTb NHONBWNAYAJIbHO, BblOENNB
cooTBEeTCTBYHOLLME rpaHn 1 nogsuraB X BBEPX-
BHUS.

He MeHsAs BbiaeneHne, BbiAaBnMBaeM rpaHu eLlé
pas3 - 40 YPOBHS NOTOSKA.

UTtobbl 3aN0NHUTL NYCTOThLI HAA ABEPAMM U
OKHamu, Bblgensem rnonapHo (¢ Shift)
NPOTUBOIMONOXHbIE rPaHu, KNnkaem npasBom
KnasuLLen MbllLn 1 BbibMpaem komaHgy Bridge
Faces.

Mo 3aBepLUEHMIO MOAENNPOBAHUS BEPHYTHCA B
O6bekTHbIN Pexxum (Tab), pasbnokupoBaTb
pedepeHc 1 yganuTtb ero (Mnu caenatb
HeBMANMbIM), [OBaBUTb NIIOCKOCTbL Nona,
MCTOYHMKWN OCBeLLEHNS (MOXHO 3aaaTtb TN Sun -
ConHue ¢ napaMmeTpoM UHTeHcMBHOCTK (Strength)
npumepHo 4-5), pacctaButb «Mebenby, 3agatb
pakypc Kamepbl 1 BbINONHUTL PeHaep.




«Mon MUKPOPaANOH»
Ypok no nporpamme Blender 2.93

Mopgenupyem MHOroaTaXxHble AomMa.

Yoansaem co3fgaHHbIN N0 YMONYaHuo KyOuK,
nepeknovyaemMmcs Ha Bug ceepxy (7) n gpobasnsem B
cueHy pedgepeHc Shift A/ Image / Reference.

YBenuynsaem pedepeHc B Tpu-4eTbipe pasa (S).

[obaendaem B cueHy nnockoctb Shift A/ Mesh / Plane,
mMacluTabupyem eé n pasmellaemMm B Ha4yane Kakoro-
HMByab ooma. Ecnv AoM nanomaHHbIn B NNaHe, To
nydyuwe nocTaBUTb KBagpaTuK B yry.

BeinonHaem onepauwnto Object / Apply / Scale.

Konupyem atoT kBagpaTuk (Shift D) u "packuabiBaem”
MO BCEM OCTaBLUMMCS JOMaM MUKPOpanoHa.

Belaensiem oguH KBagpaTuK, nepeknovyaemMcs B
pexum peaaktTupoBaHus (Tab), BKnoyaem pexmm
BblaeneHnsa péodep. L e

(1) Plane

Select | Add Me

Centimeters

Bboliaenaem ogHo pebpo u BblgaBnvBaem ero BAosnb
Hy>XHOW ocu (Hanpumep, E Y Enter).

[ns AoMOB, pacnonoXeHHbIX Nog, YrioM, HY>HO
BKITHOYaTb JIOKarbHY CUCTEMY KOOPAMHAT.

[oBoamm pebpo Ao kpas goma Unm Ao creayoLwero
yrna.

dopmupyeM KBaapaTHbIA Yron U Ha4YMHaM
BblOaBNMBaTh ApYyroe pedpo B NnepneHanKynspHoM | B
HanpaBneHuu. o> om

0om
0.03 m

Korga nnaH Bcero goma 6yget rotoB, Bblaensem Bce
rpanu (A) 1 BblgaBnmBaem mx B BbiCcOTy (E).

"TonwuHa" ctaHgapTHbIX NaHesbHbIX A0OMOB - 12
MeTpoB. BbicOoTy AOMOB fjenaemM n3 pacdéTa, 4To OanH
aTax - npumepHo 3 MeTpa.

UT0b6bl OAHOTUMNHbIE AOMA ObINM OAHOW BbICOTHI,
3anomMmHaeM napameTp BblAaBNnBaHUS B NaHENW
nocrnegHero AencTBuUS.

PacctaBnsem «aepeBbsi», CTaBuM cBeT Sun. Takxke
MOXXHO MOKpPacuTb UINu gaxe TEKCTypupoBaTb AOMA.




«B Ha4vyane ObINO CNOBO...»

Ypok no nporpamme Blender 2.93

1. Co3naHue u pegakTupoBaHue TeKcTa.

3anyckaem Blender, ygansaem co3gaHHbIN MO
ymorn4yaHuio Kyouk.

HobGaensem ob6bekT TekcT (Shift A/ Text)

UTo6bl n3bexatb npobrnem ¢ Habopom
KMPUNNMYECKNX CMMBOSIOB, CHa4yana npucBoum
00bekTy «Texty cooTBeTCTBYOLLMI LWPUPT
(Font) - Bbiaensiem Text u WENKaem Ha MKOHKe
B Buae Oyksbl A Ha NpaBoOW NaHenn CBONCTB.

[anee packpbiBaeM Bknagky Font (Lupndt) n
BblBMpaem HyXXHbI LWIPUAT.

Ans pegaktpoBaHus (U3MEeHEeHNA) TEKCTa,
Haxxumaem Tab. Knasuwen Backspace
CTUPaeM HeHyXHble 3HaKu1, BBOAUM C
KnasuaTypbl HOBbIE.

BosBpaluaemcs B 06beKTHbIN pexum (Tab),

CTaBMM HaAlNnncb BEPTUKalribHO - NOBOpa4vYnBaem

eé Bokpyr ocn X Ha 90 rpagycos - R X 90
Enter.

MpnaaHve Hagnucu ob6véma, nobasneHune
dracok 1 NpoyYme HaCTPOMKM OCYLLECTBNAEM B
npaBou NaHesnM CBOUCTB, B YaCTHOCTU, B
pasgene Geometry (feometpus) - Extrude
(BoligaBnusaHue) n Bevel (dpacka).

[obaBndem NNocKocTb, Apyrue
3MIeMEeHTbI CLEHbl, CTaBUM
oCBelleHNe, HacTpanBaeMm
Kamepy, matepuarnsl,
pobasnsem, npu
HeobxogumocTn, HDRI-kapTy
OKPY>XEHUS, BbINOSHAEM
Render.

==
=

S

Add a text object to the scene.

1.000
Word Spacing 1.000

Line Spacing 1.000

¥ Font

Regular F ~ ArialBlack )
Bold I3
Open Font

Italic Load a new font frorn a file.




«OO0BLEMHBLIN noroTun»

1. 3arpyxaem pecepeHc noroTmna. Ypok no nporpamme Blender 2.93
Yaansiem cosfaHHbIn no ymonyaHmio Kyouk, 2 Lotice
nepekniodaemMmcs Ha Bug cesepxy (7 Ha umdpoBon YacTu
KJ'IaBVIaTypr). Ima ja” gérfirr'er.mlce : h‘

[obaensem B cueHy pedepeHc norotuna - Shift A/
Image / Reference. YBennuneaem pedepeHc pasa B
yeTblpe (S)

Only Axis Aligned
[na 6onee koMmdpopTHOW paboTbl MOXHO caenaTb Opacity & 0.421
KapTUHKY BriegHon (Monynpo3payHon): Belaensem 3
KapTWUHKY, LWENKaemM no BTOPOM CHU3Y MKOHKE «CBONCTBA
KapTUHKWY, cTaBuM ranodky Opacity (Henpo3padHoOCTb)
N 3a4aém HY>KHOEe 3Ha4YeHue.

¥ Image

[a]~ Blender-Logo.jpg

2. ObBOAKa KOHTYpa noroTvna.

[obaensaem B cueHy OkpyxHocTb: Shift A/ Curve / Circle.

MacwwTtabupyem (S) n nepemewaem (G) OKpY>XHOCTb,
aobumeBadack Toro, YTobbl OHa coBnana Cc Hapy>XHbIM
KOHTypom norotuna Blender.

[Mepexoonm B Pexxum pegaktmpoBaHUA U HaYMHaeEM
«06BOOUTLY» KOHTYpP norotuna. AKTUBHO UCMNOSb3yeM
Handles (PykosaTkn).

2PORNUJG

[Mpn pegakTMpoBaHUKM KPMBOW Ham ByayT NOME3HbI
cnegyrowime KoMaHabl U UHCTPYMEHTBI (Kpome
TpaguunoHHblx Move):

- YUTo6bI co3aaTh AONONHUTESNbHbIE BEPLLMHBI, HY>XXHO
BblOENUTb ABe COCeHNe BEPLUUHDI, LWWESKHYTb MNPABOW
Knasuwen Mblwn 1 BbIOpaTb NyHKT Subdivide
(nogpasgenuTs). B naHenn nocnegHero 4encTBUS MOXHO
3aaTb KONMYECTBO BEPLUUH.

- Coenatb cerMeHT npsiMbIM: BblAENUTb Be cocegHue
BEPLUMHbI, KNMNKHYTb V 1 BbIOpaTb NyHKT Vector.

- Ins n'smeHeHns TMna BepLMHbl (HAaNpUMep, BMECTO
CrnaXxeHHoW caenatb y3roByto U HaobopoT): BbiAENUTb
BEPLUMHY, HaXkaTb V 1 BbIOpaTb HYXXHbIN NMYHKT.

- YTto6bl cOeaMHNTL OABE KpaHUE BEPLUMHDI, BblAENNTb
nxX n Haxatb F.

- YoanuTb CerMeHT - BblAENUTb ABe BEPLUMHbI, LWENKHYTb
NpaBon KnasuLlen Mblwn 1 BbibpaTb «Delete Segment».




3. Co3zpaHue o6bLEMA.

BaxHo: 4TOObI caenaTb BHYTPU ouUrypbl oTBEPCTUE, HE Taper Radius
BbIXO4S U3 peXnMa pegakTtmpoBaHust 4o6aBnUTb HOBYHO
OKPY>XHOCTb (NTMb6o npoaybnunpoBaTb uMetoLytocs (Shift
D) n 3aTtem cmawwtabupoBaTtb 1 pa3smMecTUTb Ha HY>XHOM
MecTe.

Depth
Ans npugaHna o6bEma, HY>XXHO B OOBLEKTHOM pexume Resolution
BblOENUTb KPUBYIO U LLENKHYTL MO MKOHKE B BUAE
3eMéHOoN NINHUM B NPaBOW NaHesin CBOUCTB.

Bkritoyaem criegytowmne pexumel:

¥ Shape

BenuuuHy BbligaBnuBaHua v, Npu =1

HeobxoanmocTu, hackn, 3agaém B W Resolution Preview U

COOTBETCTBYHOLLMX NONAX pasgena & Btz

Geometry. Twist Method Minirmurm
Smooth 0.00

AHanorn4yHole 4enCcTBNA OCYLLECTBIISEM MO

OTHOLLEHMIO K APYrMM COCTaBHbIM YacTsMm

noroTtuna.

Fill Mode  Both
Fll Deformed

Curve Deform
PedepeHc ¢ nsobpaxeHnem norotmna
MOXHO yp,aJ'II/ITb! : Bounds Clamp

HasHayaem maTtepuansl, HacTpanBaem
paKypc Kamepbl, OCBeLLEHNe, BbIMONHAEM
Penpep.

OnucaHHbIM cnocoboM MOXHO co3aaBaTb
He TONbKO NOroTunbl, HO BOOOLLE NtoOble
NITOCKOCTHbIE 0ObEKTbI, UMelLLInEe
KPUBOSIMHENHbIE KOHTYpbl. Camas
noaxoasias aHanormsa Taknx oObeKkToB -
9TO Bblpe3aHHbI€ N3 KaKoro-To fIMCTOBOro
Martepwuana (taHepbl, nnacTnka) urypsi.

MoxxHO akcnopTupoBaTb B Blender
BEKTOPHbIE KOHTYpPbI, CO34aHHble B APYrnx
nporpammax, Hanpumep, Adobe lllustrator
unu Corel DRAW - onst 3Toro BbINOMHAEM
komaHay File/lmport.

Override

Object




«B TpaBe cuaen Ky3He4yuK...»

Ypok no nporpamme Blender 2.93

Mepen Hayanom paboTbl BHUMATENBHO U3yYaeM «HaTypy» U Npunaralowmecs YepTexu,
YTOObI XOPOLLIO NPeAcTaBUTb Ce6e KOHCTPYKLMIO MoaenMpyemMoro oobekTa.

TOP VIEW

Wheel spacer washer —. Leg spacer washer
) i
L
. } I [f\ N |
[
L) ) L i

1. 3arpyxaem pedepeHc YepTexa.

Yaanaem co3gaHHbIv no ymondaHuto Kybuk,
nepekntovaemcs Ha Bug cnepeamn (Front) - 1 Ha
umdcpoBon (NpaBoKn) YacTu KrasmaTtypebl.

[1na 6onee koM opTHOM paboTbl Aenaem
KapTUHKY NMonynpo3paYHo.

Image

2. ObBoagka kKoHTYpa Tena KysHe4yuka

IE' v Ky3sHeyuk _01.jpg

[obaBnsaem B cueHy 06bekT KpnBas besbe:
ShlftA / Curve / BeZier Source  Single Image

7 E:\Mou ypoku..3He4nk_01.jpg
PasBopaynBaem Kpusyto besbe Ha 90 rpagycos
BOKpyr ocu X: R X 90 Enter.

MacwTtabupyem (S) n nepetackneaem (G) Kpmsyto
Besbe Kyaa-To Ha Kpato KOHTypa Tena KysHeuunka u
nepexoaum B Pexxum pepaktupoBaHus (Tab).

[Monb3yack MHCTpymMeHTOM Move, Bblaensem
BEPLUMHbI U PYKOSATKM 1 AobMBaeMcs coBnageHus
Kpuson besbe ¢ koHTYypoMm Tena KysHeuuka.

YTtoObl npogomkuTb Kpuyto besbe, Boigendem
BepLUNHY 1 Haxkumaem E (Extrude).

[nsa BCTaBkW SOMNOSHUTENBHOW BEPLUNHBI -
BblaenuTb ¢ Shift ABe coceaHne BepLUNHBI U
KNUKHYTb NpaBon Knaeuvwwen moiwmn - Subdivide.

YT00bl COEQMHUTE NOCNEaHIO BEPLLMHY C NEPBOWN,
Bblgensiem mx ¢ Shift u Haxxmumaem knasuwy F.
MoanpaBnsaem, nNpyM HEO6XOOMMOCTU, KOHTYP.



3. MpupgaHve KpnBOU 06BLEMA.

Onsa npuaaHna o6béma HyXHO B OBbEKTHOM pexnme
BblAENUTb KPUBYIO U LLEMKHYTb MO MKOHKE B BUAe
3eréHON KpMBOKM B NpaBoOW NaHenn CBOWUCTB.

Bkntoyaem crnegyowme pexnmbi:

BenuunHy BbigaBnnBaHus 1, npu HEOOGXOAMMOCTH,
dhackn, 3agaém B COOTBETCTBYHOLLMX NONSAX pasgena
Geometry.

Konéca, ecnun genatb Ux «no npasunamy, T.e. C
KpYrrbiM OTBEPCTUEM MO LIEHTPY, MOAenupyem
aHanormyHbiM obpaszom. Ho MOXHO B3Tb U FOTOBbIN
npumutne Linnuuap (Shift A/ Mesh / Cylinder),
aKTMBHO MCMNONb3ys UHCTPYMEHT S.

Ocu - ato Toxke Unnnngpel. He 3abbiBaem ans
60nbLuen kpacoTbl 406aBNATL BCeM 06bekTam dhacky
- mogudhukartop Bevel.

BaxHo: Bce HoBble aeTanu gobasnsem B O6GBbEKTHOM
pexunme! BKountb «pexnm npocsevnBaHusa» - Alt Z

O TonwuHe Bcex AeTanei ceBepsieMcsl Mo BUay CBEpPXY.

Utob6bl MmoandmkaTop Bevel pabotan KOppekTHO,
BbiNonHsiem komaHay: Object/Apply/Scale ans
cbpoca nctopum TpaHcopmauuu.

YUTtoObl geTtanun, co3gaHHble u3 LiunnHapos,
BU3yarnu3npoBannucb KOPPEKTHO, HYXXHO BbIMOMHUTb
cnegyowine OencTBnA:

- BblAeNUTb OOBbEKT N NpaBoOn KNaBULLEN MbILLN
Bbl6paTb NyHKT Shade Smooth

- MepenTun B pasgen Object Data Properties (MkoHka B
BMAe 3enE€HOro TpeyrosibHMKa) 1 Tam B pasgerne
Normals noctaButb ranoyky Auto Smooth.

«lmasa» KysHeunka nenaem ns ctaHgapTHOro
npumutnea UV Sphere.

[Mpwu xenaHum, MOXHO B Pexxnme pefakTtnpoBaHus
yOanuTb JIULLHWE MOMUIOHbI.

3apatb pexum Shade Smooth, HasHauUNTL
moaundukatop Subdivision Surface.

OT3epKkanuTb - KUK nNpaBown Krnasuwen moiwn Mirror

Bounds Cla

Minimum

Smooth 0.00

Fill Mode  Both

» Fill Deformed

Auto Smooth [




3. DuHuwHaga oTaenka

Ha peHpgepe (ga v Tak, B okHe 3D-
peaakTopa) Mbl BUOUM, YTO CKIaaKu TKaHM
HeKpacuBble - KBagpaTukamu. 3To
NPOUCXOANT NOTOMY, YTO MOKa y Hac eLwé
TONbKO 3aroToBKa TKaHW. Mcnpasum aT1o!

Moasuraem "nonsyHok" Ha BpeMeHHOM
LuKane, 4tobbl BbIOpaTh Hanbonee ygavHoe
COCTOsHME cKaTepTu. 3aTteM duKCUpyem
3TO COCTOSIHUE - 3aX0OMM B pasaen | v 17 Cloth = E| - IS
MO-DaM(bMKaTOpr N NpUMEHAEM Settings are inside the Physics tab
moaudukatop Cloth.

Modifier

7  Clth

|

Settings are

[Nocne aToro ckarepTb CTaHOBUTCA -
0ObIYHbIM CTaLMOHAPHBIM MeSh-06bEKTOM. o Bl

Catrmull-Clark Simple
MpuMeHuM K Hen moandmkaTop Subdivision 2 | Levele viewport
Surface ¢ napameTpom Levels = 2 Render 2

» Optimal Display

n 3agagmm Shade Smooth (knuk Ha
ckaTepTu NpaBou KriaBuLLEN MbILLIN).

[enaem Render.

BoTt Tenepb coscem gpyroe geno!
HacTtpanBaem kamepy, cBeT, fob6aBnsem
apyrne o6bekTbl (Ha Non - CTynbs,
TabypeTkn), Ha CToN - Tapenku, bokanel.

Ana 60nbLlwen peanncTUYHOCTU MOXHO
nobasutb HDRI-kapTy oKpy»xeHus,

[enaem ntorosbin Render.

CoxpaHsieM KapTUHKY.




4. Mogenupyem nankuv  YCUKM.

Ecnn BbIkntoveH, TO CHOBa BKITHOHAEM PEXUM
npospayHocTu - Alt Z. B OBbekTHOM pexume
co3gaém OkpyxHocTb Shift A/ Curve / Circle.

PasBopaunBaem eé: R X 90 Enter.

MacwTtabupyem (S) n pasmewaem (G) B Havyane
Kakon-nnbo nanku KysHeyuka. [1ns BpemeHHom

N30NALMM HAXXUMaeM Ha LMPOBON YacTu
KnasuaTtypbl /.
B pexume Pepaktnposanus (Tab) (nockonbKy Bce
BEPLUNHbLI BblaeneHbl) xXmém V n 3agaém tun Free.
| {-a.\

Pamkow BbigensieMm Tpu npaBble BEPLUUHbI, KKK
NpaBoK KraBULLEN MbILLW 1 BbIOMPAEM MyHKT BHU3Y
Delete Segment. NonyyaeTcs nonoBuHkKa
OKPY>XHOCTMW.

Ay6nupyem eé, capuraem KOnuio Brnpaso U
3epkanum (npaBon knasuvwen moilwn Mirror).

Bbigensiem gBe BepxHue BepLUNHbI U coeanHsiem - F.
[MoToMm Tak Xe - HMKHNe. BosBpallaemcs B
O6bekTHbIN pexkum (Tab) 1 npugaém o6bEM,
aHanorn4yHo Teny KysHeunka u npoumm Konécam. |
|
KctaTtu, TonwuHa Jlanok n Konéc gomxHa obiTb ;
oauHakoBou! N

[MoBopaymBaem 3aroToBKy Jlanku BOKpyr ocu Y, (-
4TOObI OHa coBnana ¢ Yeptexom - RY.

B Pexxume pepaktuposaHus (Tab) Bbigensiem Tpu
KpanHue BepLUnHbI. Bkroyaem nokanbHble
KoopanHaTbl (BBEPXY 9KpaHa) u nepemeLlaem

BEPLUMHbI HA HY>KHOe paccTosHue. Jlanka rotosa! Iz Global +

«{ Local

o MNormal

Ay6bnupyem, sepkanum nanku. Bctaensem ocu -
LnnuHapel. Mpyn HeoBXxoanMMOCTN, MEHSIEM UX OJSTUHY
B Pexxume pepaktuposaHusi. He 3abbiBaem
BKIIOYNTb KapKacHbIN pexnm npocmotpal

Ycukn genatotcsa n3 oobekta Curve Bezier, Tonbko
npu npngaHnm obbema MCnorb3yeTcs NnLlb
napametp Bevel.

Ynansiem pedepeHc YyepTexa, HazHa4yaem
MaTepuansl, CTaBUM CBET, BbiNonHsemMm Penaep!
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«MapoB0O3 NO penbcamMm MUYMUTCA»
Ypok no nporpamme Blender 2.93

HacTtpanBaem paboyee okpyxeHue = it : ——
Background Scene .;53
[etanu Ham npeacTouT Aenartb AOCTAaTOYHO MeSikue, sctive Clip

NO3TOMY HACTPOUM eAUHWLIbI U3MEPEHUS Hallen
CLIEHbI.

Unit System  Metric

Unit Scale
N.®. 060 B npanbHenwem
¥ Transform i pa3Mepb| p'eTaﬂer/] Raotation
Location _ KOHTpONupyem B e
- pasgene G
= . . Time

0 mm L ._Ei Item/DlmenS|0nS

Temperature

(npaBas naHesnb
j cBoncTts, N)

Lights
Editing

Animation
Add Mesh: BoltFactory
Add-ons

0.004

Add Mesh: Extra Objects

Keymap

[MockonbKy Bce geTanm KOHCTPYKTOpa COeaMHAITCS
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«CKaTepTb-camobpaHKa»

Ypok no nporpamme Blender 2.93
1. PopmMmupyem HapyXHbIW KOHTYpP Ookana

B kayecTBe cTOna Mbl UICNOMb3yeM CO34aHHbIN NO
yMOSYaHunio Kyouk. TonbKO HEMHOIO 3aKpyrinMm ero
pébpa - nobasnm moandukatop Bevel (dacka).

Cosgagum Takke "non" - no6aBnM B CLIEHY MOCKOCTb
N yBENUYUM €é.

Ha 6okoBOoM Buae noctaBuM KyOGuMK pOBHO Ha
MIOCKOCTW.

[o6aBum eLlé oaHy NOCKOCTb - 3TO OyAeT ckaTepThb.
YBenu4mum 1 paamectum eé HEMHOrO Bblille KyOuka.

Boligensiem ckatepTb U nepexogmm B Pexxnm
penaktuposaHus (kmém Tab).

Subdivide

Extrude Faces

Krnrkaem KypcopoM B NycToe MeCTO CLEHbI, YTOObI
CHSITb BblENEHNe, 3aTEM BblOMpPaeM pexum
BblEMNEHUs rpaHel 1 BblaensieM eqUHCTBEHHYIO rpaHb
cKaTepTu.

Mocne atoro knvkaem MPABOW knasuLiei Mbilv 1
BblbMpaem camblin BepxHUM nyHKT "Subdivide".

B Nanenn nocnegHero gencteBua 3agaém Ynucno
nogpasgeneHni goctatodHo 6onbwmm (50 - 100). —

Collision

BoaBpaliaemcsa B O6bekTHbIN pexum (Tab).

2. 3apnaém U3NKY TKaHM ' coson

Clath
b

3apaem ana nona u ctona ceoncteo Collision.

[na ckatepT HadHavyaem ceBoncTeo Cloth.

Rigid Body

I Rigid Body Constraint

MOo>XHO 3aT B MEHIO0 NPeayCTaHOBOK M BbiOpaTh 13
cnncKka Kakomn-To rotoBbIn npecet. Hanpumep, Cotton =
(Xnonok) unu Silk (LLI&nk).

UTobObl TKaHb He nepecekanacb cama ¢ cobown, CTaBuM
COOTBETCTBYOLLYIO "ranouyky” B pasgene Collision:

0.015m

3aynyckaem aHMMaumio (HaxaTb Knasuwy "npobden”).

[loxoaTbCsl OKOHYaHUSA npouecca.




«TenedoHa-TenedoHa»

lMepeBopg ypoka «Blender 3.0 Phone lllustration Full Tutorial» komnaHun Polygon Runway

1. Kopnyc TenedoHa

Ynanutb Bc&, co3aaTtb Plane, B Pexnme
PepaktupoBanus (Tab) npugate oopmy TenegoHa.

HasHauntb mogundomkatopbl Bevel, Subdivision Surface,
3agaTb pexum Shade Smooth.

2. Pblvyar
B Pexxume PegakTnpoBaHus BblOENUTL BEPXHIOK rPaHb U
ycTtaHoBuTb 3D-kypcop B €€ ueHTtpe (Shift S).

BepHyTbca B O6bekTHbIN Pexxum, cosgath Plane,
OBA3ATENbHO MEPENTU B PEXXM
PEOAKTUPOBAHWA, n B HEM ymMeHbLUNTL Plane u
Pa3MeCcTUTb C Kparo BEPXHEWN NITOCKOCTW.

Hob6asutb mogudukatop Mirror, BKIouMB ocb Y.

Mpnaatb «poxkam» pblyara Heobxoaumyro oopmy,
nobaBuTb MoandmkaTop Subdivision Surface.

3. TpyOka

Cospatb 06bekT Circle, B naHenu nocnegHero 4enNcTema
3agaTb KONMYECTBO BEPLUMH 12.

B Pexxume PepaktnpoBaHus yMEHbLUNTb, pacnonoXnTb B
HY>XHOM MecTe, HaxaTb F ans 3anonHeHnst BHyTPEHHEN
obnacTtun, ¢ NOMOLLbIO BblAaBnMBaHUS, MacluTabupoBaHus
N NepemMeLLeHns CMOAENMPOBaTb Hayano TpyokKu.

«PacuepTuTb» BEPXHIOK rpaHb - Bblaensiem
NPOTUBOMNOSOXHbBIE BEPLUNHBI U HAXXUMaeM J.

[lenaemM A0onNoNHUTENbHbLIA TOPU30OHTanNbHbIN paspes u
BblOaBMNMBaeM ABe rpaHu K LEHTPY. YoanuTb KpanHue
rpaHu.

HasHauntb mogndomkatop Mirror (CM. KapTUHKY) U
CABWHYTb (BblAENNB B KAPKACHOM peXxnme) KpanHmue
BEPLUMNHLI. 3aBepLlumB mogenuposaHme, B O6beKTHOM
Pexume gobasute mogudumkaTtop Subdivision Surface,
3agatb Shading Smooth, «nog4epkHyTb» rpaHn ¢
NMOMOLLLbHO AOMONMHUTENbHbBIX KOMNbLEBLIX pa3pes3os U Inset.

7
T
7
il

Mirror Object H
Onyctntb TPYBKY Ha pblyar, Nnpy HeobXoAUMOCTN, % Clipping
pasnBuHYB KpanHWe BepPLUMHBI. Merge B 0,001 m




4. Co3gaHue aucka

CtaBum 3D-kypcop Ha mecTo - Shift S. Cozpgaém
okpyxHocTb (Circle).

B Pexxume PegaktupoBaHus maclutabupyem,
3anonHsem (F), BblgaBnuBaem.

CtaBnm 3D-Kypcop B LeHTpe Ancka.
Cosnaém BcnomoraternbHbIn [TycTon 06bekT - Shift
A Empty/Plain Axes.

Cospgaém Lununap.

B Pexxume PegaktupoBaHus Macwtabupyem u
ctaBum LunnHgp nobnvxke K kpato ucka.

B O6bekTHOM pexnme HazHa4yaeM MasrieHbKOMY
LnnuHapy mogudpukatop Array ¢ nokasaHHbIMU
HacTpouKamMu.

3atem B pasgene «Object Properties» 3agaém
yron nosopota 36 rpagycos.

Monyyaem 10 ManeHbKUX UWNITMHOPOB,
PacCnoNOXeEHHbIX MO Kpyry.

B Pexume PegaktnpoBaHust MOXXHO M3MEHSATb
pasmep LMNMHOPOB U NX NOSTOXKEHNE
oTHocuTenbHo [ucka.

Bblgensiem Bce maneHbkne LMnNuHApbl U 3atem ¢
Shift [uck. NMocne atoro npumeHsiem
moamndukatop Boolean nnu BHewHun nnarvH Bool
Tool (TpebyeTcs npeaBapuUTENbHO YCTAaHOBUTDL!)

3apatb Shade Smooth, n 3atem B pasgene Object
Data Properties noctaButb ranodky Auto Smooth.

CosgaTtb B BepxHeun Yactu [incka ewé oavH
NSIOCKNA UMNNHAP, BblAennTb BCE, HaxaTb Ctrl P n
BblbpaTb Object. Bce 06beKTbI CrpynnMpoBaHbl.

Pacnonoxuntb [Juck Ha kopnyce TenedgoHa.
Ob6beanHUTL BCE.

¥ Normals
Auto Smooth

> Texture Space

J= Empty
ﬂ Image

Light

o0 Array
Fit Type
Count

ve Offset

Constant Offset
v | Object Offset

Object W, Empty

Rotation X

1.000



5. Co3paHue cdoTo-cTYOAUMU

Boigenntb TenedoH, yctaHoBuTb 3D-Kypcop B ero
bueHTpe Shift S Selected, cosgatb Plane, yBennumntb.

B Pexxume PegaktnpoBaHusi BblAeNUTb ganbHee
pebpo, BblgaBnUTb ero BBepx. [ns cpegHero pebpa
caenatb packy (Ctrl B). B naHenn nocnegHero
AEeNCTBUS 3a4aTb NapameTpsbl.

B O6bekTHOM Pexume 3apgatb Shade Smooth.

3agatb BMA cnepeau N HEMHOIo CBEPXY, co3aaTb
kamepy n Haxatb Ctrl Alt O (Ha undpoBon YacTn
KnaBuaTypbl).

Kamepa aBTOMaTU4ECKM HACTPOUT BbIOPAHHbIN
pakypc.

Ana koppekumn Haxatb 0, N n ces3aTb Kamepy C
BUOOBbLIM OKHOM.

6. OcBewieHue

[obasuTtb Jlamny (Area)
PasmecTuTb B CLeHe, HanpaBuTb Ny4 Ha TenedoH,
HaCTPOUTb MHTEHCUBHOCTb.

HasHaunTb matepuansl Yactam TenedoHa, a Takke
«apanunpoBke» PoTo-cTygun.

Cospatb (NpoaybnnpoBaTb UMEKOLLMECS) UCTOUHNKN
ocBeLleHNs, NoacBETUTb 3a4HNN (OOH. BbINOMHUTL
nTorosbin PeHpep.




«OcTpoOB B OKeaHe»

Ypok no nporpamme Blender 2.93
1. Mogenupyem ocTpoB

Cosgaém nnockocTtb (Shift A/IMesh/Plain).
YBenuymsaeM eé B HeCKOIbKo pas (S).

Mepexognm B pexnm pegaktupoBaHus (Tab).

[enaem nogpasgeneHue - Werkaem rnpaBown Knasulen
MbILUN U BblIBUpaem BepxHUI NyHKT Subdivide. B

naHenu nocneaHero AencTBus 3agaém Yncrio
nogpasaenexuin (50-100).

Bkntovaem pexxmm nponopumoHansHOro S S
penaktupoBaHus - O (byksa, a He uudpa). B
Quad ¢ . Straight Cut

Bbligensem kakyto-To BepLIVHY, ABUraemM eé€ BBepX U ; 0.000
BHKU3 (N0 ocun Z) N ogHOBPEMEHHO KPYTUM KOSTECUKO
MbILLKW, HacTpaneas obnacTtb 3axBaTa (Bnepéa - nimatior
yMeHbLLaeT obnacTtb, Ha cebs - yBenmumBaer). 12, Global
[Ona cosgaHus menkoro penseda MOXHO BPEMEHHO
BKINIOYNTL pexkum Random - nonuroHsl 6yayT
BblbMpaTbca cnyyanHoiM ob6pasom u3 obnactu 3axsara.

O6bIuHbIN peskim - Smooth. el LR

Mo okoH4YaHWW MoaenvpoBaHus (He 3abbiBaem ottt
BbIKIMIOYNUTb PEXUM NPONOPLIOHANBHOIO
pefakTupoBaHus!) B 0ObLEKTHOM pexnme BKNoYaem S\ Smooth
Shade Smooth (npaBo KHOMKOW MbILLIW) U Ha3Ha4aeMm pF_'*_'ffE
moaundumkatop Subdivision Surface. ik

[ Imverse Square

. : harp
B okHe Shading HacTpanBaem maTepunan ans ocTposa. A Lihear

B y3ne Converter/Color Ramp nogbupaem upeta ans — Constant
necoB, fnyro., Ckan u BEYHbIX CHEroB. A\ Random

MoBopoT Ha 90 rpagycos no ocn Y B yane "Mapping"
HY>XeH, YTObbI rpagueHT BbiN pacnonoXeH no
BepTMKanu.

v Principled BSOF

Input/ Converter/Mapping
Texture AR Converter/Color Ramp

C O_ O rd i n ate il v ColerRamp

¥ Text

@ Fac
|

Textu re/Gradie'nt Texture




2. Mogenupyem mope.

Cospaém ewwé ogHy nnockoctb (Shift A/Mesh/Plain).
HasHayaem HoBow nnockoctn mogudmkatop Ocean.

YMeHblwaem (S) KkBagpaTuk 1 3aTemM TUPaXupyem ero
HEeCKOJbKO pa3 no ocam X u Y.

Pacnonaraem «mope» Takmm obpasom, 4Tobbl co3naTtb
apdekT ocTpoBa B okeaHe. [1na ygobcTtea MOXHO
Ha3Ha4YUTb MOPHO KaKOW-TO NPOCTEHbKUI rony6omn
Marepwuarn.

MoxxHO nourpaTb pasnnyHbIMW HacTponkamu. B
YacTHOCTH, B pasgene Waves nameHuTb oopMy BOSTHbI.

3. OKpyXxeHue.

Hobaesnaem HDRI-kapTy okpyxeHusi. 3T0 MOXHO caenaTtb B okHe Shading. lNepexogum B
pexum World. [lobaBum koe-kakne Hofabl, YTOBbI bonee To4HO pacnonoxmte HDRI-kapTy
MO OTHOLLEHWUIO K CLiEHE.

Mpn HacTporkax no ymonyaHuio 6yaet BuaHa HekpacmuBas cepasi MMHUSA roOpu3oHTa.
UTtobbl cnpaTate €€, HeMHoro yBenuymaemM napameTp "Z Location" B yane "Mapping".
Mo OKOHYaHMK HY>KHO NepekntYNTLCS 0bpaTHO B pexxum Object.

ect Add Node @ UseNodes

Input Converter

v Mapping

k‘ ¥ Texture

e o Texture/Environment Texture

v ¥ Background
¥ Sky O1.hdr Background @-—
"

Strength 1.000

¥ Principled BSDF

Linear

4. MaTepuan ans BoAbl.

Belioensem Boay, nepexoanm B okHO Shading n BHOCuUM
N3MEHEHUs1 B MaTepuarn Boabl - 3agaém LBeT,
rMagKkoCTb U NPO3PaYHOCTb.

5. Busyanusauus.

o 8 0 9 & 0 &+ O 90

HacTtpaunsaem kamepy. CBeT ny4Lle NoOMeHATb Ha Sun,
B 3TOM Criydae Ofsi HEro Hy>XHO YyCTaHOBUTb
WHTEHCUBHOCTb NpuUMepHOo 3-4 eguHuubl. [lenaem

peHaep.
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