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Jlaboparopras padota «Matepdeiic BLENDER 1 ocHOBHBIE TOpSTUHE KIABUIIIH

JlabopaTopunas padora «Murepdeiic BLENDER u ocHoBHBIE

ropsiame KjaiaBHUIIIN

Hean padorwi: M3yunts mHTepdeiic rpadudeckoro pemaktopa Blender u
OCBOUTH Pad0Ty C OCHOBHBIMHU FOPSIMMMU KJIABUIIIAMHU.
Pe3yabTaThl padoThIi:

@daiin ¢ BBINOJIHEHHOU pab0OTOM, MPEeI0CTABICHHBIN NPENo/1aBaTeNIo.

HuTepdeiic mporpammel Blender

Blender — mnpodeccuonanpHoe CBOOOJHOE U OTKPBLITOE IIPOrPAMMHOC
obecricueHue I CO3JaHUsI TPEXMEPHON KOMITBIOTEPHOM IpaduKu, BKIIOYAIOIICE B
ce0s cpelcTBa MOACIUPOBAHUS, CKYJIBNTHHTA, aHUMAIIMHA, CUMYJISITUN, PSHISPUHTA,
OCTOOPaOOTKH M MOHTakKa BHUJIEO CO 3BYKOM, KOMIIOHOBKH C ITOMOIIBIO «y3JIOBY, a
Takke co3maHus 2D-anumManuii.

Wutepdeiic mporpammel Blender npeacrasinen Ha pucyHke 1.

Tak »xe, kak W B 000N mporpamMme paboTel c rpadukoi, uHTEpdENC
HAcTpamBaeTcs s yaoOcTBa TOJb30BaTeNs. YacTh TaHENeH MOKHO CKpPBITh,
HEKOTOpBIC TpaHCPOPMHUPOBATH B JIBa Psa WM OAWH psija (Kak, HaIpUMeEp IMaHENb

WHCTPYMEHTHI TpaHcpopMalun).



JlaGoparopnas padota «UaTepdeiic BLENDER n ocHOBHBIE ropsiarie KIaBUIITH

Z) Fle Edit Render Window Help «1-3Cene G (&l View Layer
r"j O I =W H Iz Global v v &) v (e Options v T=o &l O
W, Object Mode ~ View Jelect Add P TR0 - [= Scene Collection
Rl User Perspective ¥ Transform Y I &)
(1) Collection | Cube

ltem

= Camera
Location: X
x
Y
Z

Cube

Tool

=8 Light

Rotation:
X
¥
z

XYZ Euler v W Cube

Quad Remesh View

Scale:
.4 1.000
Y 1.000 . ¥ Transform
Z 1.000

W, Cube

Location X
Dimensions: %

x
%
Z

Fd

Rotation X
%
z
Mode XYZ Euler
Scale X 1.000
Y 1.000
24 1.000

» Delta Transform
Relations
Collections
Instancing
Motion Paths
Visibility

Playback v Keying ~ View Marker 4 ¢4 4 pré Viewport Display

20 30 10 50 60 70 B0 90 00 0 20 130 Custom Properties

Pucynox 1 —Mutepdeiic mporpammsr Blender




Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH
I[JBI KOM(I)OpTHOfI pa6OTBI M HaBUTallUKM B IIpOrpaMMe HEOOXOoIuMO €€

HaCTPOUTD.

3ananue 1. IlpeaBapureibHAs HACTPOHKA NMPOrPAMMBbI

1. | Otkpoiite mporpammy Blender.

2. | Beibepute mynktel MeHio Edit/Preferences. B mosiBuBIIEMcs OKHe, cleBa
BeIOEpUTE IMyHKT MeHIO INput u moctaBwTe ranouky Emulate 3 Button Mouse.
JlaHHasT MAHUTTYJISIUS TIO3BOJIUT BBIACSATH MOI00BEKTHI, UCIIONB3Ys ABONHOM

KJIUK JIEBOU KHOITKOW MBIIIIH.

3. | He 3akpeiBas okna Preferences BwiOepute nyHkr wmento Navigation wu
nocraBeTe rasiouku Orbit Around Selection — 3To mo3BONMUT BpamaTHCS
BOKPYI' BBIOpAaHHOTO »JJIEMEHTa CIIEHbI, M Tajouky Zoom to Mouse
Position — 5T0 MO3BOJMT JenaTh HPHOIMKEHHUE CICHBI OTHOCHTEIIBHO

IIOJIOZKCHUA KypCOpa MBIIIIKU HA SKpaHC.

4. | JIns mpuMeHEHUs M3MEHEHWi Haxmure Save Preferences, kak mokaszaHo Ha

pHUCYHKE 2.

A% Blender Preferences — 0

e ¥ Orbit & Pan
Interface
Themes Turntable Trackball
. 0.4°
Viewport
o Orbit Around Selection
Lights
" Auto & Perspective
Editing
Depth
Animation N
Smooth View 200

Add-ons Rotation Angle 15.000

Input

Navigation Zoom Method

Keymap |
n to Mouse Position

Sy Invert Zoom Direction

Wheel

¥ Fly & Walk

Walk

Load Factory Preferences » Camera Parent Lock

Pucynok 2 — Coxpanenue nsmenenuii Preferences
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Pabouue npocTpancTBa

Tax kax Blender MHOTO(YHKITMOHAIBHBIA PENAKTOP, TO OH MPEIOCTABIISCT
HECKOJIBKO pabodnXx MpOCTPAHCTB, KaK BUTHO Ha pucyHke 1.

[TepBoe pabouee MPOCTPAHCTBO, MPOCTPAHCTBO MO YMOJTYaHUIO — 3T0 Layout.
OHO TpemHa3HA4YEHO [JIsi TOCTPOCHUS KOMIIO3UIIMU, TO €CThb COOpKE CIICHBI U
CO3J/IaHUS MTPOCKTA.

Modeling — mnpoctpaHcTBO, TpeAHA3HAYCHHOE /IS CO3JAaHUS CIEHBl Ha
HOJIMTOHAJILHOM YPOBHE.

Sculpting — npocTpaHcTBO, NMpeaHA3HAYSHHOE I CKYJbNTHHrA. TO €CTh MpH
MIOMOIIIM KHUCTEH mpocTpanBaeTcsi popMa OOBEKTOB CIICHBI HE Ha IMOJUTOHAIBHOM
YPOBHE.

UV Editing — mpocTtpaHcTBO, IPEIHA3HAYCHHOE [T CO3JJaHUS Pa3BEPTOK.

Texture Paint — mpocTpaHCTBO, peHA3HAYCHHOE IS CO3aHUS TEKCTYDP.

Shading — mpocTpaHCTBO /I HACTPOHKH MaTepPHAJIOB.

Animation — mpocTpaHcTBO, IpeIHA3HAYCHHOE JIJISI CO3/JaHUST aHUMAIIHH.

Rendering — okHO BU3yaTU3aIlHH.

Compositing — mpocTpaHCTBO, MpeAHa3HAYCHHOS ISl CKIICUBAHUS Pa3IMYHBIX
BU3yaJIM3aLIHM.

Scripting — npocTpaHCcTBO, MPEAHA3HAYCHHOE ISl CO3JaHMs KOJa Ha S3bIKE
nporpammupoBanusi Python, mo3Bossironiero u3MeHsITh UHTEPPEHC U yBEITHMYMBATH

GbyHKIIMOHATBLHOCTH MporpaMmMbl Blender.
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HaBuranusa

Ha pucynke 3 npezacraBieHsl Bce 31eMeHThl HaBuranuu Blender.

Pucynoxk 3 — KHonku HaBuranuu

Ha pucysnke 4 nokaszan BuJ OpTo (M30METPHsI) U MEPCIIEKTUBA

Pucynox 4 — Bun 06beKkTa B M130METPHUH U MTEPCIICKTHBE

["opstame KIaBUIM HABUTAITUH:
1. Ckpomnep mbiu (CKM)(nepeMeriieHrue MBIIIU MPU HAXKATOM CKPOJLIEpe)
— BpallleHUuE BOKPYT 00BEKTa CIICHBI.

2. Shift+ maxarsiii CKM — nepemMerieHrie 00beKTOB B INIOCKOCTH 3KpaHa.



Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH

3. Bpamenue CKM — npuOmmkeHue WM OTJajieHHEe OOBEKTOB CIIEHBI IO
iaram.

4. CTRL+naxateii CKM — 1uraBHOE NpHOMMKEHHE\OTHATICHHE OOBEKTOB
CIICHBI.

5. ALT+ naxateiii CKM — BpalieHue ¢ NpuBA3KOM K OCSIM.

6. Knmomka Dot(touka) na kmaBumarype NumPad aBromaTudeckoe
pUOIM)KEHUE BO BECh DKPaH BHIOPAHHOTO OOBEKTA.

7. | —w3onsiuus BEIOPAaHHOTO OOBEKTA B CIICHE.

Ha pucynke 5 wuzobpaxena rio0anpHasi cucrema koopauHaT Blender.

XBaTasCh MBIIIKOM 3a JII000H ¢é QJICMCHT, MOJKHO TdK 7KC BpalllaTb CICHY.

Pucynok 5 — I'moGanbpHas cucteMa KOopAauHaT

Tunsl 00bekTOB B Blender

Blender npencraBisieT J0BOJIBHO MHOTO COCTABIISIOIINX JJIEMEHTOB CIICHBI.
Bot ux nepeueHs:

Mesh —reomeTpusi.

Metaball — Texyuune moBepxXHOCTH.

VVolume — o0wemHbIe 3D HEKTHI.

Surface — CAD-nioBepxHOCTH.

Lattice — pemérka nedopmaruu.

Image — 2/I-u3zo6paxxeHus.

Camera — kamepsbl.

© N o g B~ w DN

Curve — BeKTOpHBIE KPUBBIE.
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9.

10.
11.
12.
13.
14,
15.
16.
17.

Text — Tekcr.

Grease Pencil — aaeMeHTBI prcOBaHMS.

Armature — xocTu.

Empty — nycThimkmu.

Light — cBer.

Speaker — 3Bykw.

Light Probe — snemMeHThI 3aXBaTa OTpaskeHHUH.
Force Field — cunbl 1nst cuMysiuy 1 aHUMAIIWH.

Collection Instance — 3aBucCUMBIE KOJUIEKIIUH.

Co3nanue u ynajneHne 00beKTOB CIHEHbI

Jlnst co3manust 00bEKTOB MpenHazHayeHo MeHo Add, mpoaeMoHCTpUPOBaHHOE

Ha pucyHke 6. Tak ke c031aBaTb OOBEKThl MOKHO, MCHOJB3Ysl TOpSIYME KIABUIIH

Shift+A.

Kcratn xmaBuma A HCIIOJIB3YCTCA JId BBIACICHHA BCCX 00BEKTOB U

COCTABJIAOMINX CIICHBI.

A FAle  Edit
r

User Perspective
(1) Collection | Cube

o)) Speaker

;;; Force Field

@ Collection Instance

PucyHnok 6 — MeH1o co3anusi 0ObEKTOB CIIEHBI
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VYnansercs 00beKT ¢ HMCHojib3oBaHMeM kiaBumu Delete — sto mMrHoBeHHOE
yJaajaeHue 00beKTa 6€3 AOMOIHUTENbHBIX MAaHUITYJISALHAMN.

Bropoii BapuanT npaas kaHornka Mbimu ([TIKM) mo 06bekTy 1 BEIOpAaTh MyHKT
meHro Delete.

Tperuii BapyaHT B 3J€MEHTaX CIEHbI (CMOTPUTE PUCYHOK 1), 4YTO HaxXoAUTCA
cmpaBa OT paboueit obmactu, BeIOpath TpeOyembiii 00bekT, [IKM u BeIOpaTh MyHKT
meHro Delete.

W, HakoHeN, 4eTBEPTHIM BapUaHT KJIAaBUIIA X HA KIABUATYPE TaK K€ IMO3BOJISET
YAAJIUTh OOBEKTHI CIICHBI.

[Ipu coznanum oObvekTa B Blender oToOpaskaeTcss MEHIO MOCIIETHETO ACHCTBHUSL.
B 3TOM MEHIO MOXXHO HAaCTPOMTH MapaMeTpPhbl JJI KaXIOro CO3JaBaeMOro oObEKTa
(s KaXIoro  CBOM  IApaMeTphl). MeHo  mocinegHero  JOEHCTBUSA

IPOAEMOHCTPUPOBAHO HAa PUCYHKE 7.

Ngon

+ Generate UVs

0.192 m
1Im
-0.0618 m
0
0°
0°

Pucynok 7 — MeHto nocieaHero 1eicTBus

'l Ba)kxHo MOMHUTH, YTO OKHO TOCJeAHero aenctBus otoopakaer MMEHHO
HACTPOUKH TOCIEIHETO ACHUCTBUS U ATO MOXKET ObITh HE TOJIBKO CO37aHUE O0BEKTA.
B camom okHe mociieTHero NeWCTBUs P CO37aHNN 00BEKTa €CTh CIENYIONINe

AJIEMEHTHI (CM. PUCYHOK 7):
10



Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH
1. Vertices, Radius, Depth otHocsTCs B 1IesioM K pa3mepam oObekTa (Size)
IS Pa3HBIX OOBEKTOB Pa3INYHbIC BAPHUAIUH.
2. IpuBsizka Kypcopa — ObIBaeT K rinodanpHOl cucteme koopaunar World,
K skpany View, k 3d kypcopy — 3D Cursor.
3. Location — monoxenue oobekTa B ocsix XYZ.

4. Rotation - moBopot 00bekTa B ocsx XYZ.

3aganue 2. Co3aanune 00LeKTOB

1. | Ynanure ky6 u3 cuensl Blender.

2. | Ucnonw3ys Mento Add mam coueranme kmaBuin Shift+A cospaiite chepy

IPOU3BOJIBHOIO 00bEMA.

PenakTupoBaHue 00beKTOB CHEHBI

Hactpoiiku Tpancopmanum OOBEKTOB CLEHbI HAaXOAATCS crpaBa padoyeit
obsmactu. OHM MOTYT OBITh KaK PAaCKpBITBI, TaK U CBEPHYThl B 3aBUCUMOCTH OT

MpEeAnoYTeHUI nojk30Baresnsa. MeHto Tpanchopmaliy NpeacTaBIeHO Ha PUCYHKE 8.

* Transform

-2.8548 m

0m

1.000
1.000
1.000

Pucynoxk 8 — Mento tpanchopmaru

11



Jlabopatopnas pabota «uaTepdetic BLENDER n ocHOBHBIE TOpSUYNE KIABHIIN
I'ne:
1. Location — mosoxeHrne 00bEKTa B OCIX KOOPAUHAT.
2. Rotation — moBopot o0beKTa.
3. Scale — macmrab oobekTa.

4. Dimensions — pa3Mepbl rabapuTHOTO KOHTEHHEpA.

Brigesaenune 00bekTOB B Blender

EcTpb HECKOIBKO CIIOCOOOB:

[lepBbIil — MPOCTO KIMKHYTh MO OOBEKTY MBIIIKOH. /[00aBUTH K BBIIEICHHUIO
Shift+JIKM o mo0aBisieMoMy 00BEKTY.

Bropoii crioco6 — ucmonb3ys OutLiner, kak mpoAeMOHCTPUPOBAHO HA PHUCYHKE
9. JloGaButh/Mckirounth 00BEKT W3 BhiAcicHus kinaBuma CTRL u Ha uMeHu

o0OBEKTA.

Options v
vy @ O 0090 -

» Transform

Tool ' Item

View

@
a
9]
o
°
©
S
(e

v W Cube
W v Cube
¥ Transform

Location X om
Y -2.8548 m
z om

Rotation X
Y
z

Mode XYZ Euler

Pucynok 9 — Beigenenue oobekTa ¢ momortrsio OutLiner

12
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Bunpl BbIeeHMs: HaXO0XKJACHHE KHONKM HW3MEHEHHS BHUIOB Ha PHUCYHKC 10.
BLI60p BHJIa BBIICIICHHA goJjiroe Haxkatue JIKM u cmemenune. Tak ke MHOT'OKPATHOC

HaXaTruC Ha ropA9yro KjIaBUIly W IMPUBOAUT K NSMCHCHUIO BUJI0B BBIJICJICHU .

A= Blender

@ Fle Edit Render Window Help

Tweak

Select Box

Select Circle

Select Lasso

Pucynok 10 — Bujsl BeieneHus

Tweak — mpocToit Kypcop, BBIICICHHE C IMOMOIIbIO KIUKAHUS MBIIIKOW IO
00BEKTaM.

Select BOX — mnpsSMOYrOJbHHK, BBIJCICHHE C TIOMOIIBI OUYEPUYUBAHMUS
PsIMOYTOJIbHOM 00JIaCTH.

Select Circle — okpy»xHOCTb, BbIICTICHHE C TIOMOIIBIO Kpyra. Bee uto monamaet
B 00JIacTh OKPY>KHOCTH BBIJIEJSETCS, HO TPU TaKOM croco0e HYXHO BBIOMpPATH
panuyc Kpyra.

Select Lasso — macco, BbIIENEHHE C MOMOIIBIO OYEPUUBAHUS MPOU3BOJIBHOM
obJacTu.

Menro Boiiencaus Select, mokasano Ha pucyHke 11.

13
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A% Blender
XD Fle Edit Render Window Help Layout
;"_O\_ v h{..
M, Object Mode -~ View Add  Object
r User Perspective

(1) Collection | Cyli ~ MNone
Invert

Box Select

Circle Select

elect All by Type...

(=
=
5

elect Active Camera

Mirror Selection

Select Random
Select More/Less

Select Grouped

Pucynok 11 — MeHr1o BbII€ICHUA

O6paTI/ITC BHHUMAHHUC Ha TIOpPAYHUC KIIABHIIKM B MCHIO BbIACICHUA.

obneryarot npoiiecc padotsl B Blender.
All — BbIOpaTh Bce 0OBEKTHI
NONne — CHATH BBIJIEICHHE.
Invert — mHBEpTUPOBATH BhHICTICHHE.
Box Select — npssMoyrospHHK.

Circle Select — okpyKHOCTb.

HNucnekrop 00bexkToB B cuene Outliner

Onn

Outliner — 310 MeHI0, B KOTOPOM HaXOOSTCS BCE OOBEKTHI CIECHBI, U OHO

obJieryaet paboTy CO CIICHOM.
Paccmotpum ero 6omee moipoOHoO.

OCHOBHBIE IMYHKTHI MEHIO MOKA3aHbl U ONKMCAHbl HA PUCYHKE 12.

14
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Pucynok 12 — Menro Outliner

Ha pucynke 13 oToOpakeHo MeHIO (PUIBTPOB.

Gvyeo=mp@gOd

¥ Sort Alphabetici  |ndirect Only.
Indirect only.
& Sync Selection

« Collections

+ Objects All
+ Object Contents
& Object Children

+ Meshes

& Lights

 Cameras

' Empties

Pucynox 13 — Mento ¢punsTpos

I'me onmementsl Restriction Toggles mnpenHazHayeHbl IS CICAYIOLNIUX

EUCTBUM.

15
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1. Exclude from View Layer — pa3periaer BKIOYaTh/BBIKIIOYATh KOJICKIIUN
10 YeKOOKCY.
2. Selectable — pa3pemmrs/3anpeTuts BeIgCIEHIE 00BEKTA.
Hide in Viewport — BpeMeHHO CKPBITH/TI0KA3aTh B TEKYIIIEM BBIOIIOPTE.
Disabel in Viewports — oTk;1r0o4nTh 00BEKT BO BHIOIIOPTAX.

3
4
5. Disabel in Renders — oTkmounTh 00bEKT Ha peHIEPE.
6. Holdout — Bu3yanu3upoBaTh TOJbKO MacKy 0ObEKTOB.
7

Indirect Only — Bu3yanu3upoBaTh TOJBKO OTPaKCHHBIH CBET.

Tpancdopmanusi 00beKTOB

[Tanens TpaHchopMalMu HAXOAUTCS cieBa paboyeil 00JacTH, OHa MOKa3aHa Ha

pucyHke 14.

A Fle Edit Render Window Help

_T,“_a.r b h-{:—n

M, Object Mode View

User Perspective
(1) Collection | Cylinder

Pucynox 14 — Ilanens Tpanchopmarum

Move — oTBedaeT 3a nepemMenieHne 00beKTOB, ropsyas kiasuima G.

Rotate — Bpamaer 00beKThI, TOpsiyas kinaBuiia R.

Scale — maciTabupyeTr 00beKThI, TOpsIUas KjaBuiia S.

All Transform — oaHOBpeMeHHO TIO3BOJISIET IIepeMEIaTh, BpamaTh M

MaciTadupoBaTh OOBHEKTHI.

16
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'l Baumanue — eciad BBIJACIHUTH OJHY U3 oceM, To TpaHC(bOpMaIII/IH 6y,Z[€T

IMPOU3BOIUTHLCA 110 HEH.

Tpanchopmaniuss ¢ TMOMOIIBIO TOPSYMX KJIABHWIN, IOCJIEIOBATEILHOCTh

EVCTBUU:
1. BbigenuTb 0ObEKT.
2. HaxaTp Ha KJIaBHaType ropsauyro kiaBuiry Tpancopmaruu G, R, S nanee

HaXaTh KJIABMIIY, COOTBETCTBYIOIIYIO HAa3BaHHWIO OCHU U LHUPPY WIM Tpaayc

TpaHCHOPMAIIHH.

OpueHTanust ocell KOOPAUHAT

Menro ynpasieHus ocsiMu KoopauHaT HasbiBaercs Transform Orientations, ero

HaxO0XXJICHUE B paboueil 001acTH ITOKa3aHo Ha PUCYHKE 15.

Iz, Global ~ (5~

ansform Orientations
12, Global

« Local

o Normal

X5 Gimbal

L, View

Pucynok 15 — MeHo ynpaBieHust OCIMH KOOPJIUHAT

I'ne:
Global — rimobanmpHast cucTeMa KOOpIWHAT, TO €CTh OCH JIHOOOro OO0BEeKTa
HarpaBJIeHbI Kak rio0anbHbie XY Z.

Local — nokanmpHasi cucTeMa KOOPAMHAT, TJI¢ OCH HAaIpaBJICHbI JIOKAJIHHO B

3aBHCHUMOCTH OT IOJIOKEHUSI 00bEKTa B MPOCTPAHCTBE.
Normal — ocu HampaBjeHBI 1O HOPMald K IOBEPXHOCTH. ITa (PYHKIHS

JIOCTYITHA B PEKUME PEAAKTUPOBAHUS TEOMETPUH.

17
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Gimbal — mapHHpHAasg OCh HY>KHA IJI1 aHUMHPOBaHUA MCXaHHU3MOB.
View — ocu HaIIpaBJICHBI OT INIOCKOCTH dKpaHa.

Cursor — ocu HampaBieHbI OT nostoxkerus 3D Cursor.

JlokanmpHast cucTeMa KoopauHAT HasbiBaeTcs Origin u MeeT CBOM HACTPOUKH.

OHa npejcraBiieHa Ha pUCYHKE 16.

| Bounding Box Center
3D Cursor

Y Individual Origins

Median Point

Pucynox 16 — Origin

Bounding Box Center — ocu HanpaBJieHBI OT TaOapUTHOTO LIEHTPA.

3D Cursor — ot nonoxenus 3] kypcopa.

Individual Origins — y kaxmoro o0bekTa OyIeT CBOsl CHCTEMa KOOPMHAT.

Median Point — ocu KkoopAMHAT pa3MecCTITCS B LEHTPAIBHON TOYKE
BBIOPAHHBIX OOBEKTOB.

Active Element — oT akTHBHOTO 3JI€MEHTA.

Tak e JOKaJbHYI0 CHUCTEMY KOOpPJIMHAT MOKHO BbIOpaTh, HaxkaB [IKM u

BbIOpaB MyHKT MeHIo Set Origin.

3D Cursor

3D Cursor — 3TO OTHENBHBIA BCIIOMOTATENbHBIM DJIEMEHT B CIEHE. Bce
0OBEKTHI B CIIEHE CO3/Ial0TCS TaMm, rae pacnosioxken 3D Cursor.
3D Cursor moxxHO mepemeniatb. i 3TOoro Hajo Haxath kiapumry Shift u

menkHyTh [IKM B MecTe, Tie He0OX0AMMO Pa3MECTHTh KypCop.

18



Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH
INopsiuast knaBuiia pazmemienuss 3D Cursor B rio0aJbHOM IIEHTPE KOOPAWMHAT

Shift+C.

Peskumbl oTOOpakeHust

Object Types Visibility — mento, pacmonokeHHOe crpaBa paboueil 00acTH,

MO3BOJIAIONIEE CKPbIBATHL 00bEKTBLI B paboueM mpocTtpancTBe. OHO MOKa3aHO Ha

pucynke 17. Ecnu HaxkaTh Ha 1J1a3 B03J€ 00BEKTa, TO BCE 00BEKTHI 3TOTO TUTIA Oy Iy T

BPEMEHHO CKPBITHL. THITBI 00BEKTOB Takue ke Kak ¥ B MeHI0 Add (cM. pucyHoK 6).

&5+ Scene

Option

rrav@ 3 0000

Transform

©ov
100 o
©or
©r
©or
O
©vr

oy
©v
©or
©ov
©vr
©or
104 o

Pucynox 17 — Object Types Visibility

Viewport Overlays — MeHI0 O0TOOpakeHUsS BCIIOMOTATEIbHBIX DIIEMEHTOB

cuensl. [Toka3ano Ha pucyHke 18.
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Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH

[Viewporl: Overlays]

~ Floor

1.000

Floor - cetkanonas nepcnekTuee.

XYZ - ocw.
Scale - macwTab ceTKK.

3D Cursor — noka3sbiBaTb 3d Kypcop.

8 Extras Bores ——Wireframe — nokasbiBaTb CETKY MogenMu.

B LA ' Face Orientation — nokasbiBaTb
o Outline Selected o Origins -

Hineseied i OpVeHTaLMIo NosepxHocTen. s yero
3TO HYXHO, Yy3HaeM nosxe.

Pucynok 18 — Viewport Overlays

Hacrpoiiku oTo0paskeHHs: MATEePHAJIOB B padoueM OKHe

Grid — ceTka nona B NpAMBbIX NPOEKLUMSX.

Viewport Shading — MeH0 HAacTpOKH OTOOpaKEHUS MaTepHAIOB B pabouem

OKHE, TOKA3aHO Ha pUCyHKe 19.
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Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH

O E@ST

Studio MatCap

3

Material Object
Single Random Texture
Background

World Viewport

| Outline

¥ Specular Lighting

Pucynok 19 — Viewport Shading

I'ne:

1 — Lighting: Studio — sto cryauitaeiii cBer, MatCap — 3to marepuanbl u3
crucka, Flat — npocToii, To ecTh 6€3 OJIMKOB U OTPaKEHHI.

2 — Color pexum mnBera oowekToB Bo Viewport: Material — ot marepuana,
Object — ot oObekTa, Vertex — ot 1Bera BepiiuH, Single — ogun nser, Random —
Cily4ailHbIi LBET, TeXture — ¢ TEKCTypoi.

3 Background — ¢ou padodero okna: Theme — ot Temsl opopminenus, World —
oT mupa, Viewport — ot pabouero okHa.

4 Options — wnactpoiiku ortobOpakenus: Backface Culling — mnoka3biBaTh
IOJIUTOH € JABYX cTOpoH, X-Ray — cuia npo3paunoctu, Shadow — noka3sbiBaTh TEHH,

Cavity — mokassiBath yriy0sienus u kpas, Depth Of Field — mokassiBaTh T1yOHHY
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Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH
peskoctu, Outline — mnokaseiBaTh 00BOAKY, Specular Lighting — noka3biBaTh
OTpaXKCHHS NCTOYHUKOB CBETA.

Ecimm maxkate mo miapuky B MeHro Viewport Shading, To MoXHO BBIOpaTh

nieiiiep u3 BHIOPaHHOM IPYIIIbI, KaK MOKa3aHo Ha pucyHke 20.

Studio MatCap

: .
- “i ‘q.

: »
o &4 m‘ O Y .
G *
Hhe>e

Pucynox 20 — Bei6op Shading

Tak xe menro Viewport Shading coaepHUT KHOIKH OBICTPOro JOCTYIIA,

ITOKA3aHHbIC HA PUCYHKE 21.

KHonku 6eicTporo goctyna meHio Viewport Shading.

X-Ray - caenatb reoMeTpuio NoyNpo3padvHon.

[E8) wireframe - nokasatb ceTky Mogenein.

[7) Solid - nokasatb npocTon wengep.

Material Preview — noka3aTb NoO/IHOLEHHbLIN MaTepuran.
@) Rendered - BK1HOYUTb BU3yanm3aLumio.

Pucynok 21 — Knonku 6sicTporo goctymna Viewport Shading
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Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH

ITono0nexTHI B Blender

JIrob6ast 3D Moaeab COCTOUT U3 BEPIIMH, pedep U MOJUToHOB. M ¢ KakapIM U3
ATUX MOA0OBEKTOB MOKHO COBEPIIATh PA3TUNIHBIC MAHUITYJISIUH.

J17is1 TOro 4TOOBI IMETHh BO3MOYKHOCTH pab0TaTh ¢ MOJO0OBEKTAMH HEOOXOIMMO
Ha)kaTh rops4dyio kiaBuinry Tab wmiu BeiOpats Edit Mode Bo Bkmaake Modeling,
MOKa3aHHYI0 Ha pucyHke 22. [locie BbIOOpa MOSABSATCA JOMOJHUTEIbHbIC MAHETU U

MCHIO IJIA PCAAKTUPOBAHHA HO,I[O6’I)€KTOB.

XD File Edit Render Window Help Layout

i gl aitt
v &) [y/m View Select Add Mesh Vertex Edge Face UV

User Perspective
(1) Cylinder

Pucynok 22 — Edit Mode Bo Britaake Modeling

[Tocne BeiOOpa Edit Mode mosiBisiercsi BO3BMOKHOCTh pabOTaTh OTACIBHO C
Beprekcamu (Vertex), peopamu (edge) m mnonmronamu (face). Beibop momoObekTa
OCYIIECTBIISICTCS HAXKaTHEM Ha KHOIKHW, MOKa3aHHble Ha pucyHke 23. Wmm ¢

MOMOIIIbIO TOpsuMX KiaBui 1 — vertex, 2 — edge, 3 — face.
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JlaGopatopnast padota «uTepdeiic BLENDER u 0CHOBHBIE rOpsidKe KIABUILI

0 = Bt

) /m

Eer F arsp.acive
) Cylir. der

Pucynok 23 — Bei0op 1mo100b€KTOB AJIs peIaKTUPOBAHHUS

3apanue 3. Tpanchopmanusi 00beKTA.

1. | Paamectute 3]1 Kypcop B LIEHTPE KOOPUHAT.

2. | Co3maiiTe UIMHAD.

3. | 3aTem cozmaiite koHyc. OOpaTHTe BHUIMAaHHUE, OH CO3/1AJICS BHYTPH IUJIUHAPA,

KaK Ha pUCyHKe 24.

Pucynox 24 — Co3znanue koHyca

4. | IlepemecTuTe OCHOBAaHHME KOHYCAa HAa BEPXHUW TMOJUTOH LUIMHIpPA, Kak
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Jlabopatopnas pabota «uaTepdetic BLENDER n ocHOBHBIE TOpSUYNE KIABHIIN

MOKAa3aHo Ha pUCYHKe 25. [ nepemMerieHus UCIOoJb3yHTe TONBKO OCh Z.

PucyHnok 25 — Pa3menienne konyca

5. | IlepeiimuTe B pe:KuM peTaKTUPOBAHUS, HAXKaB KJIaBUIILy 1ab.

6. | Boibepute BepxHUl BEpTEKC KOHYCa M IEPEMECTUTE €ro BBEPX MO OcU Z, Kak

MOKa3aHO Ha PUCYHKE 26.
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Jlabopatopnas pabota «uaTepdetic BLENDER n ocHOBHBIE TOpSUYNE KIABHIIN

Pucynok 26 — Ilepemenienue Beprekca

7. | CaMOCTOATENIBHO CO3/1aliTe 00BEKTHI, Kak MOKa3aHO Ha pUCYHKe 27.

Pucynoxk 27 — Co3nanve u peakTUpOBaHUE 0OBEKTOB

8. | OkpachTe Kaxaplii OOBEKT B MPOW3BOJLHBIN MBET. [[s 3TOrO BBHIOEpHTE

0o0beKT, B TMaHENW HACTpoeK BbiOepuTe Bkiaaky Material Properties.
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Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH

BriGepute co3manme HOBOTO Marepuaiga W JauTe eMy HH(POPMATHBHOE
Ha3BaHUC Ha AaHIJIMICKOM s3bIKe (Hampumep oOo3HaueHUe QUTYpHI).

JlelicTBue moka3aHo Ha pUCyHKe 28.

(i | A—
M Torus

New

Add a new material.

Pucynok 28 — JloGaBiieHre HOBOTO MaTepuasa

9. | Ima Toro 4ToOBl YBHJETh MaTe€puall HAJO BKJIIOUUTH BHJI OTOOpaKCHUS
Material Preview (cMm. puc. 21). ims MaTepualia u BRIOOD IIBETA MMOKA3aHbI HA

pucyHke 29.
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Jlaboparopras padota «Uatepdeiic BLENDER 1 ocHOBHBIE TOpSYHE KIABUIIIH

=~ W Cylinder @ Cylinder

Cylinder

|

&~ Cylinder
> Preview

¥ Surface
Use Nodes
Surface Translucent BSDF
Color ®

Normal Default
¥ Volume

Volume None
¥ Settings

Backface Culling

Blend Mode  Opaque

Pucynox 29 — Beibop 1BeTa aiist 00bekTa

10.

Wtor BbIONIHEHHONW pabOThl Moka3zaH Ha pucyHke 30. LlBeta moryT OBbITh

aBTOPCKHUMHU.

Pucynok 30 — MtoroBerit Bua paboTs
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Jlaboparopras padota «Matepdeiic BLENDER 1 ocHOBHBIE TOpSTUHE KIABUIIIH

T'opsiume KIaBUIIN:

CTRL+O — oTkpsITh (haid.

CTRL+S — coxpanuTts (aiin.

CTRL+N — HOBBIi1 (aii.

CTRL+Z — oTMEHUTH ACHCTBHE.

ESC — oTMeHa BRIOpaHHOTO 3JIEMEHTA WITH MEHIO.
Enter — moaTBepkIeHNE NEHCTBUA.
SHIFT+CTRL+Z — moBTOpUTH JEHCTBUI.

CKM - BparieHue BOKPYT CLICHBI.

SHIFT+CKM — nepeMernieHue B MIOCKOCTH KPaHA.

Scroll+CKM — npuOirmkeHne/0TaaIeHNE TI0 IIaram.

CTRL+CKM - maBHOE IPUOIMKEHUE/OTIAICHNE.
ALT+CKM — BpanieHue ¢ npuBsI3KON K OCSIM.
| - n3onsyst 0OBEKTOB B CIICHE.

A — BrIOpaTh BCe.

ALTHA — cHSTB BbIICTICHUE.

CTRL+| — uaBepTHpOBaTH BBHIJCIICHNUE.

H — ckpbITh BbIIETIEHHE.

ALT+ H — noka3atb CKpbHIThIE IPEIMETHI.
CTRL+C — xonupoBaTh OOBEKT.

CTRL+X — BbIpe3aTb OOBEKT.

CTRL+V — BcTaBUTH OOBEKT.

SHIFT+D — ny6nupoBaTh 00OBEKT.

SHIFT+ ITKM — nepemectuts 3] Kypcop.
SHIFT+ C — 31 kypcop B Ha4ajio KOOpAUHAT.
G — nepemereHue.

R — Bpamienue.

S — macmrabupoBaHue.

T — mokazaTh maHenb TpaHchopMaIiu.
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Jlaboparopras padota «Matepdeiic BLENDER 1 ocHOBHBIE TOpSTUHE KIABUIIIH
N — moka3atb OOKOBYIO TTaHEJIb.
X/Delete — ynanenue.
M — coequHeHue BEPIIMH.
P — oTcoeauHUTE NOA00BEKTEI
CTRL+J — coequHUTh T€OMETPHIO B OJJUH OOBEKT.

Tab — pexxum penakTupoBaHUs.

1-3 — mepexiroueHUE Ha BEPIIMHBI/ peOpa/TIOIUTOHBI.
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Jlaboparopras padota «Matepdeiic BLENDER 1 ocHOBHBIE TOpSTUHE KIABUIIIH
KonTposbHble BONPOCHI K J1adopaTopHoii padoTe Nel
1. Ckonbko pabouux npoctpancts B Blender?
2. Ilepeuncnure © TPOJEMOHCTPUPYHTE pPalbOTy TOPAYMX  KIIABHUII
Hasurainuy B Blender.
3. Kakue ciocoObl y1aiuTh 0OBEKTHI CIICHBI €cTh B Blender?
Kak M0kHO c0371aTh 00BbeKTHI clieHbI B Blender?

YTto TaKkoe OKHO MOCJICAHEr0 ACUCTBUS U JIJISI UETO OHO HpCI[HEBHa‘IeHO‘?

4
5
6. Kakwue ciocoObl penakTupoBaHus 00BEKTOB BbI 3HAETE?

7. Kaxkue BuJbI BBIICJICHUS CYIIECTBYIOT?

8. Kak u3MeHstoTcs BUJbI BbIIETICHUS?

9. MeHtI0 BBIJICTICHHS U TOPSIYME KIIABUIIN JJISI BBIICTICHUS.

10. Kakue 00bekThI TpaHchopmammu BbI 3HaeTe?

11. Kakas opueHTanus oceii KoopAauHaT npejcrasieHa B Blender?

12. Yro Takoe Origin u s dero oHa ucnojb3yercs. Kakne e€ HacTpouWKu
CyLIECTBYIOT?

13. Jlist gero npeanaznauen 3D Cursor?

14. Memnto Viewport Shading mist yero ucnosb3yercs?

15.T'ne HaxomuTcs W Ui 4YEro IpeJHA3HAYCHO MEHIO OTOOpaKCHUS
BCIIOMOTATEIbHBIX 3JICMEHTOB CIICHBI?

16. Object Types Visibility uro 310 Takoe W I 4ero mpeaHa3HAYCHO B
Blender?

17. Kakue mogo0beKThl cymiecTByoT B Blender?

18. Kak oHU BBIOMPAIOTCS, ONUIIUTE TTOCIE0BATEIHHOCTD JEHCTBUINA?
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