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KHOMKK B peXume pegakTMpoBaHuA.

8. [p. N2 8. «CbIp»

MoandukaTop Boolean.

9. Mp. N2 9. «TeKCcTypbI»




OCHOBHbIEe NMOHATUA

Blender npodeccuoHasnbHOe  CBODOAHOE
— OTKpbITOE nporpamMmHoe obecnevyeHue A4

CO34aHUA TPEXMEPHOM KOMMbIOTEPHOW rpadUKH,
BK/ItOYatollee B cebAa cpeacTBa MOAeNUPOBAHMUA,

CKY/IbMTUHIa, aHMMaLUun, CUMYAALUU, DEHAEPUHTa,

NOCTOOPAbOTKM U MOHTAXKa BUAEO CO 3BYKOM,
KOMMOHOBKMC TMOMOLLbK  «Yy3/10B», a TaKXe

co3g4aHuA 2D-aHnmaumi.

Bl ETal - Play | Tools Search

H3I:I OCTaBbTe
o o Theme [RE{EGGEERT
d UNCKUU

[aHHBIN KypC C034aBa/ICA Ha OCHOBE
Bepcuun Blender 2.93.5.

Next

https://www.blender.org/download/




OCHOBHbIE NOHATUA

PeHaepuHr

PeHaep ABsAeTcAa rpaduyeckum otobparkeHmem 3D mam  obbekTa.
OCEOMEHHOCTM KaKMaTepuasibl U TEKCTypbl, OCBelleHne U Takue TeHu
3PPeKTbl U Ka4yecTBO peHaepa. Yem 60/blue 3TUX 3/1€eMEHTOB BOHTMOABAAOTE, TEM
60/1€e peaMCTUYHOM CTAHOBUTCA Balla CLEHa, HO 3TO TaKXe YyBe/M4MBaeT BpeMA
CO3/4aHMA Ballero nsobpaxeHuA.

CKy/AbNTUHr — 3TOOAMH U3 cnocobos
MOAe/1MPOBaHNA 0O DBEKTOB, KOTOpPbIN
NMo3BO/IA€T MHTYUMTMBHO NpuaaBaTb Gopmy W
nobaBaATbL aAeTann, MNoAOOHO Jenke U3
N/1aCTU/IMHA U/ T/IUHBI.
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[losnie3Hble KoMaHAabl Blender

S MacwTabmnpoBaHuMe Bblge/1eHHbIX 0O BEKTOB W/1M BEPLUUH.
E Co3paHMe BCNOMOraTe/IbHOM N/10CKOCTHU (TO/IbKO
npeABapUTE/IbHO YKa3aTb rge MMEHHO).
[lepek/oveHue Mexay Pexxumom PegakTupoBaHuA
OAHOKpaTHOE Tab (peaakTMpoBaHue BepLMH) U O6BbEKTHbIM pexXumom. Eciv Bbl
HasKATUE Ha HaxoAuTecb B PeXxume peaakTMpOBaHMA OOBbeKTa M co3gaeTte
HOBbIM 0O6BbEKT, OH bygeT 06beanHeH C 3TUM ODBEKTOM.
K/1aBuULLY
R BpalleHue Bblge1eHHbIX 06BEKTOB UM BEPLUMH.
G [lepemeleHne Bblge/1eHHbIX OO bEKTOB /1M BEPLLMH.
4 [lepekatoyeHne «<KapKacHOro» OTObpaXKeHUA B «3arn0/IHEHHOe»
oToOpaxeHne 0bbeKTa.
N BkAtoyeHMe (M1 BbIK/IOYEHWE) A0MO/HUTE/IbHOM NaHe/ I CBOMCTB.




Ctrl +J)

obbeanHeHUe BblIOpaHHbIX
06BEKTOB B 0AHO Lie/10€e
(pasbeanHUTb HEBO3MOXKHO).

Shift+ D

Ayb6/1MpoBaHMe Uav KONMpoBaHUe
BblA4e/1eHHbIX 0O bEKTOB UK
BEPLLMH.

Shift

[Ipn €€ yaep*KaHM1 MOXKHO MbILLbIO
A06aBAATb K BblAE/1€HUIO
OTAe/IbHble OO BEKTHI.

Ctrl

Mpu e€ yaepKaHuu 414 Bblae/1eHNA
pAAa 0OBbEKTOB A0CTaTOYHO
LLLe/IKHYTb MbILLbKO HA NEPBOM U
noc/aeAHeEM.

M, Object Mode

Top Orthographic
(1) Collection,| Cube
Meters Bid
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Right Orthographic
(1) Collection | Cube
Meters

2]

BWA, CripaBa
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Ctrl +Alt +Q

- YCTAaHOBUTb B OKHe BUA C
YyeTbipex CTOPOH
OAHOBpPEMEHHO.




OcHoBHble mesh-061beKThI

W Object Mode \1:"'731.:5;7‘_I{ elect

User Perspective - D Flane

L24.  (1) Collection | Cube C (D Cube
S QO Ccircle

@ UV Sphere
@ Ico Sphere
O cylinder
£ Grease Pencil (> Cone

K Armature © Tons
23 Lattice [H] Grid
2 Empty .| % Monkey

PN image

© Light
%% Light Probe

%, camera

W) Speaker
333 Force Field

&= Collection Instance

/106aBUTb HOBbIM 06BbeKT: Add - Mesh n
YKa3aTb KAaKOM MMEHHO OO BEKT HYXKeH.

Plane - npoctenwmnm aByXmMepHbIM MeLll-06DbeKT,
OYeHb NOAXOAUT ANA MOAENUPOBAHUA OCHOBAHUM
(nona).

Cube - ocHOBHOM 3D-mew-06bekT. XopoLo
noAXOAUT ANA KOHCTPYMPOBAHUA MPAMOYrO/IbHbIX
Mogenemn.

Circle — He oTob6parkaeTcAa Kak 3D-06beKT, HO ero
MOXHO BblgaB/MBaTb U GOPMUPOBATb.

UV Sphere- cdepa creHeprpoOBaHHaA U3
OKPYXHOCTEeM U CEermMeHTOoB, OHa Ha
NOXOYKa COCTOALLMIM U3 nNapasienen ¥ MepUANAHOB.

IcoSphere - cdepa, CreHepupoBaHHas
Tpeyro/ibHMKaMu.



M, Object Mode

r;'; User Perspective D Blne
24, (1) Collection | Cube C (D Cube
; QO Circle

© UV sphere
@ lco Sphere
O cylinder
£ Grease Pencil {> Cone

K Armature © Tons
21 Lattice Grid
)~ Empty s

PN image

© Light
;/ﬁ Light Probe

%, camera

W) Speaker
333 Force Field

&= Collection Instance

[106aBnTb HOBbIM 0OBbeKT: Add - Mesh v
YKa3aTb KaKOM MMEHHO OO BEKT HyKeH.

Cylinder — noxox Ha 604Ky, 3aKpbITYIO C 060MX
CTOpPOH. Ec/in ybpatb 06a KoOHUA — MNO/AYyYUTCA
Tpyba.

Cone — OCHOBHAA 3aKpbITaA KOHMYeCKaA popma.
Torus — meLw B popme 6y6/uKa (Topa).

Grid - mMoOXeT MCno/b30BaTbCA U SKCTPYAMU-
poBaTbCA (Bbl4aB/AMBATLCA) KaK M/I0CKOCTb.

Monkey - 3abaBHbIM MelW-00bEKT MO MMEHM
Suzanne.



4. Co3gaunte

3anyctute Blender v co3gainTe HOBbIV dan.

Yaanute Ky6 n gobasbte UV Sphere.

yBe/imubTe cpepy BbICTaBMB MacliTab

B KOHCTPYKTOpE K CBOWUCTB W/M
RBGLAMTe chepy, yAepxuBan

K/1aBuLly S.
eweé oaHy coepyu
pa3mMecTuTe eé Ha Bepx nepeou chepol.

[lepeaBurate  cpepy MOXKHO
yCTaHaB/IMBasAd KOOPAWHATbl LEHTpa B

KOHCTPYKTOPE W/IM C MOMOLLbKO KHOTMKMU
M CTPE/IOK.

( 1] Sphere

¥ Transform

JLocation x om E .
Y: Om | .

74 Oom .

Rotation X 0° .
Y: 0° n_-,: .

z 0° =

Mode [RArAN,
Scale X 2134 o o
Y 2.134 | .

74 2.134 1 .

» Delta Transform

Obpamume 8HUMAHUE,

Umo eduHUUd
usmepeHus — memp.

r User Perspective

), (1) Collection | Sphere.001

A
S [ P2
v ~G

TN @5 O -



[pakTH4ecKkasa pabota N2 1. «CHeroBuk»

-
(@)
pe

i) W Sphere » @ Material001 <7

@® Material.001

5. CoxpaHuTe ¢ana B CBOKO Nanky
M He 3abbiBaMTe 3TO AenaTb
nepyoandecku B  npouecce
paboThbl.

+)

> i

Ao oo BEEN |

> Preview
¥ Surface

6. WMcnosb3ya pasaudHble mash-
0ODBbEeKTbl, a TaKXe onepauum

oD Use Nodes ]|

mMacwTabupoBaHue,

nepemelleHre U  MOBOPOT,

co3gauTe CHeroBmka no

obpasuy. 1D+ ViewportDispay

YCTaHOBKa LBeTa 0ObeKTa
(New — Use Nodes — Base Color)



1M W Sphere » @ Material001

.‘
X

CE Pl@ Material.001

+)

& | Material.001 [@Ni=ISN

> Preview
¥ Surface

E o

\%

o

> Line Art
@ » Viewport Display



[IpakTHyeckaa paboTa N2 2. «/lowapuk»

Co3paiite HoBbIM dalin (general).
BoigennTe Kyb u HaxkmmnTe KHOMKY tab. S e

HaxmMuTe KHOMKMK: rpaHb (NMO/IMroH
Y ABUXKEHMUE.

PUcoBaTb HayHUTE C HUXKHEW YacTu
3agHen Horu. BoblgennTte rpaHb Kyba wu
Ha*kKMuTe KHoOnMKy E as1a co3gaHuA
BCMOMOraTe/IbHOM M/10CKOCTH (€€ MOoKeT
ObITb HE BUAHO, HO OHA eCTb).

5.  CABMHbTE KYOUK 32 CTpesnky U YyBUAWUTE, YTO
NOABAAETCA BTOPOU KyOUK.



[IpakTHyeckaa paboTa N2 2. «/lowapuk»

6. Co3zgaunte uUrypky no obpasyy Mcnoab3ya a/iIrOPUTM: ECiM  TernepbHasKaThb
v/ Bblae/nTb FPaHb KyOa, KHOMKY S U
¢/ €034aTb BCMOMOraTe/IbHyt n10ckocTb (E); NBABHKBTHTO MOMKHO
v/ CABUHYTb HA HYXXHbIN pa3mep. NO/Iy4YnUTb C/leayroLlee:

7. YCTaHOBMTE LUBET M HaXXMuTe KHOMKy tab. CoxpaHuTte pabory.

Right Orthographic

ObpaTnTe BHUMaHue:
BblA€/1ATb rPaHb Kyba
yaobHee Ha

OO BEMHOM

HMAEOD PBEMEERTHA
MN10GROM.

YT10OO6bI yLUM HAK/IOHUTD,
POCTO CABWHbTE UX B

rTnpm-ly




. 3anyctuTte Blender n cosgainTte HOBbIM dan.

. Yaanute kyb n gobasbTe mesh-o6vexkT Kpyr.

. Mepenaunte B pexum pegaktnposaHua (tab).

Ha*XMuUTe KHOMKMU: BEPLUUHDbI 1 ABUXKEHUE.

. BblgenuTe OKpPYy»KHOCTb, Ha)*XMUTe KHOMKY E,
Ha)*XMWUTE KHOMKY Z U MNOAHUMUTE 4YaLlKy
HEMHOIr o BBEpPX.

. 3aTeéM Ha)XMUTe KHOMKY S ”n yBe/n4ybTe
pa3smep.

. Ncnonb3ya kKHonkKM E, Z, S aopucyinte popmy
YaLLKM.

¥ Edit Mode

User Perspective

3. (1)Circle

Back Orthographic

o-d, (1) Circle

10 Centimeters

\ll,
4
e
[ ]2
v A ‘\ I 7




AobaBbTe  YalWKe  TO/ILLMHY:
Ha*XMuUTe KHOMKU E, S v notaHuTe
HEMHOrO K cepeamnHe YallKu.

8. [AopenanTe BHyTpeHHUI 06béM (E, Z, S).

9. Cpenamnte gHo (E, S).




B, Object Mode

12. Korga py4yka byaet

4, (1) Collection | Circle

BoibeputeaBa  MO/MIOHa, U3
KOTOpPbIX BygeTe genaTtb py4Ky.

Haxunmas E, cherka BoITArnMBasa ¢opmy u
MacwTabupysa eé co3gamTe pyuyKy.

13. BblgesnnTteyallky

— : . Y 3aUANTE B MEHIO

© [ o : Object- Shade

' ‘= Smooth.

rOTOBa, YCTAHOBUTE
YalWKM U BbIMAUTE

peXunma pesaKkTUpOE
(tab).



YnpaB/eHue cueHou B Blender

B HoBOM Qaitie Ha cleHe /lamna AB/IAeTCA UCTOYHMKOM CBeTa. bes Hero KoHe4vHoe

HaxoaATCcA TprobbeKTa: n3obparkeHue 6b1/10 Gbl HEPHbBIM.

Kyb, Kamepa n 1amna. C MOMOLLbIO KaMepbl HaCTpanBaeTcA To, YTO byaeT BUAHO

Ha PUHAZIBHOM M306paXKeHUM, No4, KaKMM YIr/IOM U C Kakoro
PaCCTOAHMA.

lamMmna

[pu CO34aHMA aHMMALMM MOTYT NepemMeLLLaTbCA He TO/IbKO
06beKTbl, HO U Kamepa.

=& B pegakTope Outliner
=] scene Collection
| v 5 collection op@  OOBEKTbl MOHOBbBIAEAATD,
Kamepa . %Camera V. © NepeMmMeHOBbIBaTb, CKPbIBATb
> Cube © Q@

MO KOA/ZIEKUUAM U AP.




YT0ObI YyBMAETb, KaK BbIM/IAAUT rOTOBOE U300OparkeHue, Haao HaxaTb Render -
Render Image (F12). MNpou3oigeT peHaepuHr (BU3yanmnsaumusa) 4acTu CLeHbl, BUAUMOW
13 Kamepbl. [py 3TOM ByaeT OTKPbITO OTAE/1IbHOE OKHO.

YT100ObI BEpHYTbCA 0OpaTHO, HaA0 HaxkaTb Esc.

+ /v\ AN\ . < A -~ -~
| SN @ B @ «» 18




Ncnoab3ya MHCTPYMEHTbI NepemMell,eHrUA M MOBOPOTa MOXKHO HacTpanBaTh
KaMepy U UCTOYHUK CBETA, YTOObI 06BEKT Obia1 B Kagpe LLe/IMKOM.
/17 NPOBEPKN MOXKHO nepuognyecku Haxkumatob Render — Render Image.

He B/ie3aeT
B Kagp

YaobHee peryiMpoBaTbh MOBOPOT Kamepbl |
noc/1e40BaTe/IbHO B Pa3sHbIX M/I0CKOCTAX. Besblit
Kpyr — 60/1ee pe3Kkoe M3MeHeHue yr/ia noBopoTa,
LLBETHOM Kpyr — Bo/iee naaBHoe.

B/1€3ZeT B Kaap



HacTpounKa Kamepbl

AnA Toro, 4Tobbl NOCMOTPETDL Ha CLEHY Yepe3 Kamepy,
Bblge/IMTe KaMepy U  Haxkmute KHonky O (Hosb) Ha
AOMO/IHUTE/IbHOM ULMPPOBOU K/aBUaType.

YT106bl OBLICTPO NEepemMecTUTb Kamepy B HY)KHbIM BUA,
BblbepuTe pakypc, B KOTOPOM XOTUTE CMOTpPeTb Ha MOAe/b,
BbibepuTe Kamepy 1 HaxkmuTte Ctrl + Alt + 0.




HacTpounKa Kamepbl

AnAa TOro, 4ToObLI NpM BpaLLEHUM CLEHbl BCerga CMOTpPeTb Ha
MOAe/Ib Yepe3 KaMepy HYXHO BK/IKOYUTb OKHO CBOWMCTB, HaXKaB
Knasuwy N n B meHo View - View Lock noctaBuTb raziouky vy
Camera to View.

B pasnbHenwem MOXHO BpawaTb MOAeslb Kak
0ObIYHO M OHa ByaeT ocTaBaTbCA B OO beKTUBE KaMepbl.

0\2

Q




AlON0/IHUTE/IbHO MOXKHO A400aB/IATb UCTOYHUKMU CBETA Yepes (REck
4% Light Probe » X% Sun

Add - Light. T spet
[pn HEOBXOAMMOCTM UCTOYHMKM CBETA MOXKHO AY6/MpoBaTh.

MCTOYHMKM CBETA MOXKHO nepemMeLllaTb, CABUraTb M MaclUTabuUpoBaTb TaK *Ke KaK U
Apyrvue o6beKTbl.




KHOMNKMU B pexxume peaakTUupoBaHud

Bbl,ﬂ,aB/'ll/IBaHMe ' Extrude Region | | Loop Cut pa3pe3
i rno
{111 Offset Edge Loop Cut Ce4YeHUro

pexeT

OAHY
M/10CKOCTb

BpaLlLleHme
Cr/1aXKMBaHue

e Spin Duplicates Randomize
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[IpakTHyeckasa pabota N2 4. «CTONUK»

1. 3anyctuTe Blender u co3gainTe HOBbIM (pan.

2. CaenaunTte u3 Kyba napannenenunea.

3.  BblgennTe napannenenunes v HaxkmMuTe KHOMKY tab.
4

C nomowpbro HHCcTpymeHTa Loop Cut pasagenute
napasiesenunes Ha Mmesikue 4Yactu (4e11Mm nono/siam,
eLLé rnornosiam, eLe....

3.000 T e
Y 2.500 M e
Z 0.300 J'qg .




[IpakTnyeckasa paborta N2 4. «CTONUK»

R B 5. BoigenvTte CHM3Y 4 NpAMOYrO/IbHUKA M C MOMOLLLbHO
MHCTpyMeHTa Extrude, caenaite HOXKKM aA4A
cTOAa.

6.  WM3meHAAa no/soXKeHue U yro/s Hak/10Ha Kamepbl U
MCTOYHMKA CBeTa, Aaobentecb KavyeCTBEeHHOro

File Ed Render Window m r S SLVC*HL‘ ___& L,_,Vlgvmm 2 |

L i e Easan —u & oTobparkeHus ctona Ha cueHe (Render - Render

N User Perspective ¢ =c
-1
L/ (1) Cube =\
- © : m a e
< . °
v
ves

® o R ?
4 n
" &P Y Transfo
(=l .
+
[ Y .
@ |
.
.
= —_— (=1
3 .
’l .
7 .
= o Moe
1 | Stat 1 .
200 220 240 D -

» Extrude Region and Mo

View Marker @ I« ¢ e »|
0 COXIEY
B 100 20 140 1680

00 12
() Pan View
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[lpakTnyeckada pabora N2 5. «3Be3aa»

1. 3anyctute Blender wu co3ganTe HOBbIN OKHO € napamMmeTpamu KOHyca
baWpanute Ky6 1 406aBbTE KOHYC U OCTAHOBUTECH! AOCTYNHO TO/IbKO B MOMEHT

er ero Her.
A Blender = O X A Blender = [} X v Add Cone

2 Fle Edit Render [ RAlSe N iew Layer | 2 Fle Edit Render| [ SEANSEy N iew Layer .
(e r oo o - A K & [ FrEED RN |

(2 [ Gobal -] & [

] ove iew ] 5ot | na | ovec: T i a ovectvose - (CIEDCDEE © - & T KO/IU4eCcTBO JVemces E

s e rpaHei L
@ ® - @ ‘ \ ot on Radius 2 Om
<-T-> / <-T-> ‘ \ YCTaHOBMTe
i : Depth [~ 2m
=3 :f’ - gl : M . 1 O ba Type |
‘@)’ = ':Ie:icei W C. I Gemte UVS
= : = : i
L. &l e .
fm - - BbICOTY Location X om
P | ?ﬂ'
wion (1 Tae KOHYCa Y Om
= Location X e
= ; :}3. z 0 m
Rotation X . )

0.3 Rotation o

Y
) I L] Z
» Add Cone : =,

[© | Payback - keying - [RETRNVEES Jk«()nm (@ | Payback - keying - RTINS PRI
50 100 150 200 & 50 100

Y 0*
o 150 200 ) (© ST Z 0®
J Select M) Box Select @ Rotate View : J Select M) Box Select (f) Rotate View :
o

g TEE

v
=
o

Cs
e}
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I'IpaKTuLleCKaﬂ paboTta N2 5. «3Be3aa»

[epeigunTe B pexxnum pegaktupoBaHus (tab).

BbligennTe BepLumnHbl Yepes oaHy (yaepkuas Shift).
Ha*KMUTe KHOMKY S U CTAHUTE BEPLUMHbI K LEHTPY.

C nomouwbto MHCTpymeHTa Loop CutpgobasbTe /iMHUK, U
pacKkpacbTe 3Be34y.

ssnh @

@ Material.001

* Material.002

A9 pacKpalumBaHuA
- B HECKO/IbKO LIBETOB:

{ 1. 4,06aBbTE MaTepuanbl,

).BbibepuTe rpaHb, 3.
BbibepuTe maTtepuan,

L4 HaXKMUTL-Assign




A% Blender

-8 ) = | 1. 3anyctute Blender u cosganTe HOBbIU paii.
2 - | CHETIN ©  CERCIO

£ _COIErE PECBES EB /E®C8 . Ypasiute kKy6 u gobasbte UV Sphere ¢ napametpamu
SIS View | Select [ Add | Object BRI~

o , - B Segments = 10 1 Rings = 10.
= | 3. [lepeiauTte B pexum pegaktuposaHus (tab).

BK/AOYMTE peXMM NpoO3pavyHOCTU U
nepenauTe B MN/1I0CKOCTb.

[ ()
4 b
wv

¥ Add UV Sphere

«

o TETTTRT TN §

Segments 10

3

Pamkon  Bblaesnte
BEepXHUE MO/IFOHbI U
NOTAHUTE 3a CTPE/IKY

Rings 10
Radius 1m
Generate UVs
Location X om
Y oOm
Z om
Rotation X
Y
74

m R View Marker @
Q 50

& N | < 4 N\
i 2N ECR-"MORI (S

‘ -+
\

B pexnme npo3pavyHOCTU /1€TKO
Bbl4e/1ATb BECb 06BEKT (HY»KHO

8 Select ' Box Select (T Rotate View
o




[pakTHyeckaa paborta N2 6. «F'pubOK»

6. Bblgenaa rpaHm n maclwuTabupya v caBurasa nx, npugante o6bveKTy Bug rpuba.
7. OTK/IOYUTE peXxMM NPO3PaAvYHOCTU, pacKkpacbTe rpub.
8. BblMauTe U3 pexkMma peaakTUPOBaHUA, BblaeauTe rpub u crnagbTe NOBEPXHOCTD.




3anyctute Blender u co3aganTte HOBbIV dain.
YaanuTte Ky6 n gobasbte Plane.
NepenauTe B pexxum pegaktupoBaHua (tab).

C nomowbto UHCTpyMeHTa Loop Cut noaydute ABa
rnepeceKarLmnxca paspesa.

OT Plane Bam 6ygeT Hy)KHa TO/IbKO LE€HTpasibHAA TOYKa.
Boigennte eé€ u Haxkmute ctrl+i (MHBepcusa) M HaxkmuTe
delete.



[lpakTHyYeckasa pabora N2 7. «<Basza»

6. Boibepute nAOCKOCTb X, BblAe/IUTE TOYUKY U
MCro/b3yA KHOMKY E wn caBur Hapucyute
NO/10BUHY KOHTYpa Basbl.

34eCb MOXHO BpPY4YHYHO
MCMNPaB/AATb KOOPAMUHATDI.

Extrude Region and Move

0.03165 m
0.38508 m
Om

7. Bblaennte KOHTYp U BbIMO/IHUTE
ornepauuto BpaLleHuda Ha 360°.




8.  C nomoubto Bevel cKpyramteKpaa Basbl (He3abbiBalTe nepes 3TUM
BblAE/IATb HYXKHOE: FPaHM U/IN MI0CKOCTH).

YCTaHOBUTE UBET U BbIMAUTE U3 PEKMMA peaaKTUPOBAHUA.

[TogBuramte
pblyar.

Affect

ertl
—
Width 0.0443 m ',
Segments 1 i} ¢
e 00N
Material Index X ,
@ Harden Normals
@ Clamp Overlap
Loop Slide
Mark () Seams
@ sharp

-+ ™ AN B < A -
QPN ® B @ <




10. Bolgennte Bazy, B HacTpoMkax Bblbepute Subdivision Surface

(yBe/AMYeHMe Ko/M4ecTBa No/IMroHosB < 3!!!

%7) Data Transfer 00 Array X Armature 7 Cloth
8] Mesh Cache 7] Bevel () Cast & Collision

[B] Mesh Sequence Cache 2N Boolean _) Curve (> Dynamic Paint
% Normal Edit Ea Build Z Displace 30 Explode

% Weighted Normal 7] Decimate S Hook ¢ Fluid

) UV Project | Edge Split 1] Laplacian Deform 22X Ocean

3] UV Warp =) Geometry Nodes H Lattice I Particle Instance
45! Vertex Weight Edit (© Mask 8] Mesh Deform §S Particle System
15} Vertex Weight Mix $i3 Mirror 0] Shrinkwrap & Soft Body

15} Vertex Weight Proximity B Multiresolution 7 Simple Deform

(fh Remesh {7~ Smooth
S) Screw {7~ Smooth Corrective

) Skin {7~ Smooth Laplacian
<0 _Solidit Io] Surface Deform

[O] Subdivision Surface

/I thiariguia
& Volume to Mesh
4.7 Weld

() wireframe

), a 3aTem Object — Shade Smooth.




MoaudukaTop Boolean

ety Gehersts Deform RiiveEs MNcnoab3yoTCA BCEro Tpu onepauuu:
7] Data Transfer 00 Array A& Armature L7 Cloth .
Mesh Cache ('] Bevel () Cast B Collision |:| nepecequme - InterseCt)
Mesh Sequence Cache ) Curve (& Dynamic Paint . .
& Normal Edit Bg Build Z Displace Op Explode |:| O6'be,£I,VlHeHl/le - Unlon)
& Weighted Normal ] Decimate o Hook ¢) Fluid .
%] UV Project |T] Edge Split Laplacian Deform ZX Ocean |:| pa3H OCTb — Dlﬁerence.
2] UV Warp =) Geometry Nodes H Lattice %; Particle Instance
5} Vertex Weight Edit (®© Mask Mesh Deform IS Particle System
=} Vertex Weight Mix $i3 Mirror (O] Shrinkwrap (& Soft Body Pe3y/1bTaTOM ﬂepece‘-IEHMf-l AByX
5} Vertex Weight Proximity El Multiresolution 7 Simple Deform
(B Remesh 7 smooth mesh-06beKkToB AB/AeTcA 06aacTb
S Screw {7~ Smooth Corrective
d)) Skin {7~ Smooth Laplacian nX neperblTMH'

[py 06 bEeAMHEHUM NPOUCXOAUT COegMHEHNE OOBEKTOB B OAMH.

B cayyaeBbluMTaHMA OaAMH OOBEKT  Bblpe3aeT M3 apyroro Ty 006/1acThb,
KOTOPYIO MepeKpbl.



MoaudukaTop Boolean

B 6yseBon onepauun y4yacTBYIOT ABa 06beKTa, O4MH M3 HUX —
rMaBHbIM — TOT, K KOTOPOMY MPUMEHAETCA MOANDUKATOP U KOTOPbIU
6yaeTr wusmeHeH. BToponM 06BEKT urpaetr po/ab CBOEro poga
MHCTPYMEHTa MOoAUIUKALMKU, OH He MEHAETCA U MO 3aBepLUEHUU
onepaummn OCTaeTCA npexHum. Ecim B Hem HeT HeobxoaMMOCTH, ero
YAQNALOT.

A/NropuTmM AEUCTBUM:

Bbl4e/IMTb /1aBHbIM mesh-06beKT (TOT, KOTOPbIN HYXKHO M3MEHUTD);
n06aBuTb Moaudukatop Boolean; @
BbIOpaTb Z1I0rMYeCKylo onepaumio;

YKa3aTb BCMNOMOraTe/IbHbIM OO BbEKT KAMKHYB /160 Ha KyouK, mbo
Ha NUMNeTKY;

Ha*KaTb Ha raz04Ky u BoibpaTe Apply.

N SKXKX




Moaudukatop Boolean

NcxoaHble 0O BbEKTbI:
Ky® 1 unuavHap.

MepBbin O06BEKT — TOT, KOTOPbIM XOTUM
npeobpa3oBaTb, BTOPOM OO BEKT — ncHesaeT cam
MO 3aBepLUeHUM oOmnepauum UM  €roHy»KHO
YAQ/NTb BPY4HYHO.

lNepeceyeHue: O61beguHeHue: Pa3HoCTb: Pa3HoOCTb:
UUAMHAD — KYD. Ky® — uMAnHAP. Kyb — umManHAP. UUAMHADP — KYD.



¥ Add Cylinder

Vertices
Radius
Depth

i (T

3anyctute Blender 1 co3gainTe HOBbIM pann.

Yaanute kKyb u gobaBbTe Ha ero MecTo UMAnHAP, NPpU ero
CO34aHUUN YKAXKUTE KO/IMYECTBO FPaHeu - 3.

[puganTe 06beKTY QGOPMYKYCKa Cblpa, @ MUCMNO/b3YA
moaundukaTop Boolean, sobaBbTe B Cbip AbIPOK.




» @ Ambient Occlusion
» @@8loom
» Depth of Field

3anyctute Blender un oTkpomnTe dpaina co cTonom.
lNomeHsanTe Render Engine Ha Cycles.

Co3ganTe HOBbIM MaTepuan C  MOBEPXHOCTLIO
(Surface)

Principled BSDF 1 nepenmeHynTe ero.

‘ditor.

Animation

L]
W, Cube » @ Aepeso +9 3D Viewport Shift F5 *2* Dope Sheet

[ Image Editor shit F10 @ Timeline

i3 uv Editor Shift F10 2/ Graph Editor
|ld Compositor Shift F3 424 Drivers

P Texture Node Editor Shift F3  §J2 Nonlinear Ar
=) Geometry Node Editor ~ Shift F3

@ [lepeso

KaHb

>

e - BEE

> Preview

Shift F8
Shift F2

¥ Surface

-Surface @ Principled BSDF l

Playback Keying View Marker




[IpakTHyeckaa pabota N2 9. «TeKCTypbI»

Add multiple images at once

T 5. flobasbTe K BEeTBU
o U mMaTepuana  usobpakeHue-
o TeKCTypy Add -

Image Texture
Magic Texture I g T t T t -
s T CRETTm— - Mmage lexture. lexiure
L Search... Point Density
Sy T 6. 3arpysuTe C AUCKa HYXKHYHO
Output Voronoi Texture
Shader Wave Texture Name: 2
Texture White Noise

- KapTUHKY.

Color
C » (@ Color i=

vvvyvy v vElv vy

Vector GGX = =
Converter Christ Burl ¥ Properties

A ristensen-Burie 3
sar . ‘
Grot
i — Christensen-Burley 8
Layout Cordolobpboiodeedes

P)  subsurface 0.000

©x 7
Subsurface Radius

[ ) Subsurface Co...

0.000

GGX

Christensen-Burley v

) Base Color

Subsurface 0.000

¢l Subsurface Radius v

) Subsurface Co...
Metallic 0.000




[IpakTHyeckaa pabota N2 9. «TeKCTypbI»

7. [AnA peryanpoBaHusA NO/0XKEHUA, BpaLL,eHUA M MacluTaba n3obpaxKeHUA-TeKCTypbl

po6asbTe Add - Vector — Mapping.

8. YT106bI NpaBUAIbHO creHepupoBaTb n3obpaxkeHue: Add - Input — Texture Coordinate.

@ From Instancer

Metallic

Specular

Specular Tint
Roughness
Anisotropic
Anisotropic Rotation
Sheen

Sheen Tint

0.000
0.500
0.000
0.400
0.000
0.000
0.000
0.500

0.

CoeagnHute wuX Mo
obpasuy M HaxmuTe
Ha KHOIKY:



10.

11.

12.

A06aBbTe N/0CKOCTb, CABUHbTE €€ BBEPX U yBE/IMYbTE B pa3mepe.

Nepeignte B pexum pepgakTupoBaHuA (tab) v wenKHyB npaBoi KHOMKOW MblK
Bblbepute Subdivide. loBTOpUTe oOnepauni0O HECKOAbKO pa3, 4ToObl pasgennTb
M/1I0CKOCTb Ha Me/IKMUe KBagpaTbl.

BbinaUTE U3 peXkuma pegakTUPOBaHUA. |

S
e CICN -~ EECW0 BTRER EB
e Qe CIETCIFET— ¢ & @

[

g Top Orthor gmph Subdivide
i, (1) Plan =
Meters Extrude Faces

Extrude Faces Alond
Extrude Individual Faces
Inset Faces
Poke Faces

Subdivide selected edges.

UV Unwrap Faces U»

Triangulate Faces CtiT
Tris to Quads Alt )

Shade Smooth
Shade Flat

Un-Subdivide
Split
Separate Py
Dissolve Faces
Delete Faces




13. HacTponTe  TeKCTypy A4/14  TKAHMU CKaTepTu
aHa/Z1I0MMYHO
TEKCType AAA CToa.




[IpakTHyYecKkasa pabota N2 9. «TeKCcTypbl»

= 14. Bblgennte  cKkaTepTb M B
HaCTPOMKAX PUIUKU

moandukaTopsElotpuTe

15. Bblgenute CTon U B HACTPOMKax
dU3nKKM Bbibepute MmoaudUKaTop

%7] Data Transfer

Modify Generate Deform Physics C I I o o
ollision.

7] Data Transfer 00 Array K¢ Armature £7 Cloth

] wesh Cace 1 seve O con

Y IS -

HaxkmuTe Kaasully npoben M TKaHb HauyHET | gy =T
nasaTtb Ha CTO/. B MOMEHT Korga oHa yAayHo (3 Appty s Shape Key

(@ Save as Shape Key
/ler/1a Ha CTO/ OCTaHOBUTE CUMY/IALMIO U

Copy to Selected
MPUMEHUTE MOANPUKATOP A/1A CKAaTEPTW. 4 Move to First
v Move to Last




