BBesieHHe B UTPOBYIO rpadpUKy

Jlekuuda Ne1 mo gucuunimHe CKyJIbITypHOE
MO/JIeJINPOBAaHUE U aHUMallUA

CT. npen. Kageapbl «MeauaTexHOJOTUH»
[lonoBa OkcaHa AJieKCaHIpPOBHA



NrpoBas rpaduka

NrpoBas rpadrka — 3TO COBOKYITHOCTb MHOX€ECTBaA
3J1eMeHTOB. Cr0/1a BXOAAT reOMeTpUs, TEKCTYPhI, CBET,
3¢ PeKTHI, 3BYK U AP.).

O6pabaThiBaeTCs B peajlbHOM BpeMEHHU — BUJleOKapTa
BU3YaJIU3UPYET 3JIeMEeHThI CIleHbl CO CKOPOCThI0 30 — 60
KaZIpOB B CEKYH/Y.


https://www.youtube.com/watch?v=4i9PXww6arU

Asset - JIl000M 3JIeMEHT HAIIOJIHEHHUS
CLleHbI, KpOMe NMePCOHaXKeU U CYIIEeCTB
C aHUMallMeU, KOTOPbIX HAIMIOJIHAET
CLIEHY.

KaxxabIM 3J71EMEHT CLIeHbI CO31a€eTCH
OT[EJIbHO, a 3aTEM COOUpPAETCS B
OT[EJIbHOM JIBHUKKE.

Hanpumep B Marmoset Toolbag 3




PIPELINE

[TaMniIaH — 3TO HECKOJIBKO MOCJIe0BaTEe/JbHbBIX 3TAIlOB
pa3pabOTKU MOJENH, CBA3aHHBIX APYT C APYIOM, KOTOPbIE Ha
BbIXO/l€ JAT ONTHUMU3UPOBAHHOIO IIEPCOHAKA AJId UT'PhI C
MaKCHMaJIbHbIM Ka4€CTBOM M BbIPA3UTEJbHOCThIO.



Siranns) IMIPIEIIINAE

NUneqa — pa3apaboTKa OCHOBHOM KOHIENIUH UTPHI.
O6cyxaeHue uaeu, CTUJIMCTUKH, OKPYKEHUS, STIOXH U T. II.




Jtanbl PIPELINE

Storyboard - packazpoBKa CLieHBbl.




Siranns) IMIPIEIIINAE

DESIGN - paspaboTka gu3arviHa KOMIIbIOTEPHOU UTPHI.
CroZia BXOJAT MpaBUJIa, COJlep>KaHre, UTPOBOU IIPOIECC TO
eCTh 1[eJIOCTHOE BHU/JIEHHE UTPHI.
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Siranns) IMIPIEIIINAE

CONCEPTING - co3gaHue aTMOChepPhI U AeKOpaLuU
[IPOEKTA, XapaKTEPOB IepCOHAXeH, pa3pab0TKa HACTPOEHUS
[IPOEKTA.




Jtanbl PIPELINE

R&D- QpyHKIIMOHAJIbHBIN 0JIOK B KOMIIAHUH, 00’ beJUHSOIIHUU
HEeCKOJIbKO IoApa3AeJIeHU U OTBeYarollMy 3a CO3/JaHHE,

BbIBEACHHWE Hd PbIHOK IITPOAYKTAd U YIIPABJIEHHUE €I'0
KN3HEHHDBIM IITUKJIOM.
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Siranns) IMIPIEIIINAE

MODELING - co3ganue 3d KOHTEHTA AJid UTPhI.
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» View
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TEXTURING - paspaboTKa TEKCTYPHBIX PeLIeHH
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Siranns) IMIPIEIIINAE

RIG/SETUP - co3/1aHre OCHAaCTKHU (pura) nepcoHakeu u
[peJMeTOB JJIs MOCJeAy0ller aHUMalUH.

File Edit Modify Create Display Window Assets Animate Geometry Cache Create Deformers Edit Deformers S&tﬂj Skin  Constrain ;haracher Help

R B m R R EEER & &) WY ot o B & & E|~Bx ¥ =z £ oS
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m| ® O ISE AT ,ﬂ\ °w S ) -° £ A 4 ] ] ] -1
2N EERAMN N L o DIiI% I AL Rapt metonm R
Reroot Skeleton
.| View Shading Lighting Show Renderer Panels Remove Joint Channel Box / Layer Edtor (X
b Disconnect Joint L0/
Connect Joint Channels Edit Object Show
3 s S L_UPR_lLeg
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Joint Labelling - = = < Translate Y -0.005
HumanIK > = . Translate Z 0.032
3 <) Rotate X 4.262
Set Preferred Angle Rotate Y 0
Rotate Z 0
ScaleX 1
Scale Y 1 B
X Saalez 1 =
[Bisplay Render  Anm
Layers Options Help
st e

R /|reference_Shoe
R /|referenceHead

(V][]  geometry

R /|referencelayer
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Siranns) IMIPIEIIINAE

ANIMATION- co3gaHue JBUXEeHUA IIepCOHAXKEN U
[IpeIMETOB B UIPE.
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VFX

BHU3YydJIbHBIEC

3G PEKThI,

Siranns) IMIPIEIIINAE

KOTOpbIE CO34al0TCA

MOCpPeACTBOM KOMIIbIOTEPHOU I'PaPUKH.

.

-
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Siranns) IMIPIEIIINAE

LIGHTING - pa3paboTKa CUCTEM OCBeleHUH.

~




Siranns) IMIPIEIIINAE

PROGRAMING - pa3paboTka JIOTUKH HUIPOBOT0O IIPOEKTA,
MHTEPPEUCOB U T. [I.
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Siranns) IMIPIEIIINAE

FINAL - okoHYaTeJibHasA TOTOBHOCTD IPOEKTA.
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J/leTasin3anudg aTalnoB MOAEJINPOBaHNA

bJ1IOKMHTI - GOpMHpOBaHME CaMOM KPYNHOW TreOMeTpHUU
CLIEHBI.

JlleTanusanusa  (criiakMBaHMe) -  MOJEJMPOBaHHUE
3JIEMEHTOB CL€HbI IO/ CIJIa>KKBaHHUE.
JleTanu3anusa (CKyJIbIITUHT) - YCJIOBHO TI€OMETpPUS

[IpeBpallaeTcd B TIJIMHY MW C TOMOIIbIH KUCTEU
J00aBJISIOTCA U YAAJAKTCS JeTaJlu.
PeTomnosiorusi — onTuMU3aLys CETKH.
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/leTasn3anud aTanna TEKCTYPUHTa

Pa3zBepTKa — TeXHUYECKUH 3TaAll, IIOATOTOBKA K CO3JIaHUIO
TEKCTYP.

3aleKaHue KapT — AeTaJIu3alys U IepeH0C HHPOPMaLUU C
BbICOKO-TIOJIUTOHAJIbHBIX ~ HAa  HHU3KOIIOJIMT'OHAJIbHbIE
MO/JIeJIU.

TekcTypHUHI — HaHeCeHHE TEKCTYP Ha MOBEPXHOCTh HU3KO-
[IOJIMTOHAJIBHBIX MO/JieJied C pa3BEPTKOM.

COoopKa CILieHbl — COOp BCeX I'OTOBBIX AaCCETOB B JBUXKKE
peasibHOT'O BpEMEHH.

20



[«) File

A )

W, Object Mode ~  View
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A% Blender Preferences

MeHI0 H:
NYHKT |
[103BOJIH
JIEBOU K]

Interface
Themes
Viewport
Lights
Editing

Animation

Add-ons

Input
Navigation

Keymap

System
Save & Load

File Paths

¥ Keyboard

¥ Mouse

¥ Tablet

= NDOF

Double Click Speed
Mouse Drag Threshold
Tablet Drag Threshold

Drag Threshold
Mation Threshold

Tablet API

Max Threshold

Softness

Emulate Numpad

Default to Advanced Numeric Input

»f| Emulate 3 Button Mouse

+f| Continuous Grab

+ Belease Confirms

Automatic

350
3 px
10 px
30 px
2 px

1.000
0.00

xnder

Mouse
OU KJIUK
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A= Blender Preferences

. o

Interface Orbit & Pan

Themes Orbit Method Turntable Trackball 3 I" d e I'

: : Orbit Sensitivity 0.4°
Viewport
+ Orbit Around Selection
Lights
2 - Auto ¢ Perspective
€HIO Hi¢ ssiing
Depth

Animation Smooth Vi 200 °

INIYHKT M ection -
y Add-ons Rotation Angle 15.000

HOBBOJ-II/] Input ¥ Zoom CueHbI
FaHOqKa Navigation Zoom Method  Dolly v Mouse

Keymap Zoom Axis  Vertical v

Position ¥ Zoom to Mouse Position CI_[eHbI

System Invert Zoom Direction Mouse

OTHOCI/IT Save & Load Wheel 3.

Fle Paths ¥ Fly & Walk

View Navigation Walk Fly

+f| Camera Parent Lock

= Walk

> Gravity



[lepBoe
yMOJIYaH
Paboyee
KOMIIO3U

Pabouue npocTtpancTtBa Blender

Layout — cbopka cLeHbl.

24



Modelino

Pabouue npocTtpancTtBa Blender

CO3/aHUd

cLieHbl Ha lf* =

Modeling - MmogennpoBaHue.

25



Sculpting

CKyJbITUY:.
dopma 06§::

Pabouue npocTtpancTtBa Blender

joe  JJid
WYauBaeTcd
BHE.

Sculpting — ckynbNTUHT.

26



uv Edit".“
co3maHuda -

Pabouue npocTtpancTtBa Blender

Hoe JJd

UV Editing — pa3BepTKa.

21



Texture

co3naHual’

Pabouue npocTtpancTtBa Blender

Hoe 4

Texture Paint — pucoBaHune TeKCTyp.

28



Shading

Pabouue npocTtpanctBa Blender

Shading — HacTpoka maTepunanos.
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Animatiol -

CO3JaHUd

Pabouue npocTtpancTtBa Blender

Animation — aHMMauums.

30



Pabouue npocTtpancTtBa Blender

Rendering — 0KHO BU3yaJIU3all1H.

Rendering — B13yannsauus.

31



Compos
CKJIEUBa

Paboune npoctpaHcTBa Blender

oe A

Compositing — 06paboTka
BU3YasIN3aLUN.
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Paboune npoctpaHcTBa Blender

Scripting CO3/IaHUd
Koaa Ha df — PJAdI01Iero
U3MEHATH aJIbHOCTh

[IpOorpaMm

Scripting — HanncaHne CKpUNTOB.

33



HaBuranug Blender




HaBurauug Blender

[opsiuMe KJIaBUIIM HaBUTALIUU:
Ckposiep MbiliKd (CKM)(mepemeleHre MBIIIKW HPU HaXaTOM CKpoJjiepe) —
BpallleHuEe BOKPYT 00'beKTa CLieHBbI.
Shift+ HaxkaTbeiii CKM - nepeMelnieHre 00 beKTOB B IIJIOCKOCTU 3KpaHa.
Bpamenune CKM - npubJiM>KeHHe UK OT/laJleHHe 00'bEKTOB CLI€HbI 10 I1araM.
CTRL+HaxxaTbiii CKM - nyiaBHOE NpUOJIMKEHUE \OTAaJIeHUE OO bEKTOB CLIEHBI.
ALT+ HaxxaTbid CKM - BpallleHHe C IPUBSA3KOU K OCSAM.
Knonka Dot(Toyka) Ha ksiaBuatype NumPad aBTOMaTH4YecKoe MpPUOJIMKEHHE
BO BECbh 3KpaH BbIOPAHHOTI'0 0O'bEKTA.

/ - U30JId111Ms BBIOPAaHHOI'0 0O0'bEKTA B CLIEHE.

35



HaBurauug Blender

[mo6anbHada cucreMma KoopauHat Blender.
XBaTasgCchb MBIIIKOU 3a JIIOOOHU €€ 3JIeMeHT MOXKHO TaK Xe
BpalllaTh CLEHY.

36
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1Bl 00 LCLTOE B Blender

Image - 2/I-u306pakeHusl.

N Image  Ja'l Reference
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& Light ;
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¥ wesh
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d Text
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#s Lattice

J- Empty
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O Nurbs Circle
# Path
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313 Force Feld

i Collection Instance
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Co3paHue U yaajieHrHe 00 beKTOB B Blender

@ File Edit Render Window Help Layout

- 0 MmeH10 Add.

AJIH CO31aHHUA 00 = i EedaE

M, Object Mode «~ View Select FAdd Object

Tak e cosfaBa g wensea
KJiaByalIM Shift+A &

N @& N O

V Mesh
_) Curve

& Surface
& Metaball

a Text
M Volume
£ Grease Pencil

K Armature

¥ Lattice

J= Empty
N Image

@ Light
%% Light Probe

® Camera
i) Speaker
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i@ Collection Instance

HCIIOJIb3YAd TOopAd4YHe
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11HEl OO LEKTOR B Blenhdel

[Ipu cospanum o6bekTa B Blender oTobOpakaeTcs MeHHO
ocJeJHEro JAeWCTBHUsS. B 3TOM MeEHI MOXHO HACTPOHUTh
[apaMeTphl JJISI KaXKI0r0 CO3/JaBaeMOI0 00'bEKTA

59



11HEl OO LEKTOR B Blenhdel

Vertices, Radius, Depth oTHOCATCA B Add Cylinder
[1eJI0M K pa3MepaM 00beKTa (Size) a4 e

32

1m

pa3HbIX 06’bEKTOB pa3/IMYHbIe BapUal1M. - 2m
[[puBAsKa Kypcopa - 6bIBaeT K mobaabHod o
cucteMme KoopauHat World, Kk sakpaHy View, ol

k 3d kypcopy - 3D Cursor. I o
Location - nmoJsio’keHHe 06'bEKTA B OCSX : o
XYZ. 0

Rotation - noBopoT 00'beKTa B 0CAx XYZ.
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11HEl OO LEKTOR B Blenhdel

Ynangercss o0’ beKTOB:
kjaBuila Delete - 3To MrHOBeHHOE yZiaJieHHe 00'beKTa 6e3
JOMOJIHUTEJIbHbIX MaHUIYJIS M.
npaBad KHomka MbIlU (IIKM) mo o6'beKTy U BbIOpATh
NYHKT MeHIo Delete.
B 3JIEMEHTAaX CLEHbI, YTO HAXOJAUTCA CIIpaBa OT paboyen
00J1aCTH, BbIOpaTh TpebyeMbir 00beKT, [IKM v BbiOpaTh
NyYHKT MeHIo Delete.
KJiaBuIla X.
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Tpancpopmanus o6 beKTOB B Blender

Hactporiku  TpaHchOpMaALMH  OOBEKTOB w. o ceve ». 5 ceon
CLleHbl HaXOAsTCd ClIpaBa paboyen o6JiacTu. =" e
OHM MOTyT OBbITb KaK pacCKpbIThl, TaK H |
CBEPHYThI.
Location - nosiokeHHe 00'bEKTA B 0CHX
KOOpAUHAT.
Rotation - noBopoT 06beKTA. 1o
Scale - MacuTab 06'bEKTa.
Dimensions - pa3Mepbl rabapuTHOTO i';
KOHTEeMNHepa. : —

0Om
-2.8548 m

0Om

3
N < %X = N < X
=

-
=
[

Euler

L
sl
=< > o
m
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BeineneHnve o0beKTOB B Blender

KJIUKHYTB 110 00'bEKTY MbIILIKOW.
JlobaBuTh K BbigeseHu0 Shift+/IKM no pob6asisiemoMy
0OBEKTY.
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BrineneHue o6 beKTOB B Blender

Hcnosb3ysa OutLiner.

Jlo6aBUTb /U CKIIOYUTH 0O'BEKT U3 BblJEJEHUS KJIaBUIIIa
CTRL v Ha MMeHH 00'bEKTA.

1ing Animation Renderng Compositing Scrnpting  + ar)Yi el = BV VIEW LAyEl 1=

?) bl v 80 N\ Options v -t_-_v @v /O 7
Ny @ cevd - = Scene Collection

v = Collection

» 0 o

» Mcwe 7

V¥V Cylinder
> @ Light

» Transform e

Item

Quad Remesh View Tool

o- =’ Cube
'mv Cube
¥ Transform

Location X om
Y
74 om

Rotation X 0°
0°
0°

XYZ Euler




Boinesnenve o0beKTOB B Blender.
Buabl BelieJieHUd

Br160op BH1a BblZeeHUs Joaroe Haxkatue JIKM u cMmeleHue.
Tak ’Kxe MHOrokpaTHOe Ha)aThe Ha ropAa4yr kKiaasBuiny W

INPpHUBOAUT K USMEHEHHWIO BUO0B BbIJI€/JICHHA.

A Fle Edit Render Window Help
r==5 e L
#2v i R0

M, Object Mode -~ \View Select Adc
:.h J: h-i—p -_r"."'-"l_‘dk

F==

i ! Select Box

L E—

‘W Select Circle

) ! Select Lasso

o & Fa
» .w. I:\Q\J = (120
S » L v



Boinesnenve o0beKTOB B Blender.
Buabl Bblies1eHUS

Tweak — npocTou Kypcop, BblJieJieHUE C TOMOIIbIO
KJIMKaHUSA MBIIIKOU 110 00’beKTaM.

Select Box - npaMoyroJibHUK, BblJieJIeHUE C zb Fle Edit Render Window Help
MOMOIbIO OYEPYUBAHUS IPAMOYTONBHOM O6acT,  *** * Lidads
Select Circle - OKpy>HOCTb, BblZleJIeHUE C | e
MOMOIIbI0 Kpyra. Bce 4yTo nomnazgaet B 06J1aCTh " Mo Tweak
OKPY>XHOCTH BbIJIeJII€TCH, HO IPU TAKOM CII0CO0e ~ * K] selectBox
HY>KHO BbIOUpPATh paAgUuycC Kpyra. V(R select ook
Select Lasso - Jiacco, BeiesieHre € IOMOLIBIO i‘ K seectLasse

O4YepYMBaHUS IPOU3BOJIbHOW 00JIaCTH.

)
>
n
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BeineneHnve o0beKTOB B Blender

MeH10 BbleieHUA Select. © e G o W e o
All - BbIOpATh BCE OO'bEKTHI u otject Mode +| view [ Acc | Obiec

None - CHATB BblJIeJIEHHE. M
Invert - UHBepTUPOBATH BhIJIeJIEHHE,
Box Select - npssMoOyroJibHUK.
Circle Select - oOKpy>XHOCTB.

+

L\) q4- - I
| ]
v

L |
¢

my

AN
w

N

User Perspective
(1) Collection | Cylir

All
None

Invert

Box Select

Circle Select

Select All by Type...
Select Active Camera
Mirror Selection

Select Random
Select More/Less
Select Grouped
Select Linked

Select Pattern...
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MHcrieKTOp 00 beKTOB B clieHe Outliner
B Blender

Outliner - 3TO MeHIO, B KOTOPOM HaXOAATCS BCE OOBEKThI
CLleHbI, U OHO 0bOJieryaeT paboTy CO CLIEHOM.

T=v @v | O Y v
E‘ Scene Collection

| I— "
¥ [ =]| Collection

lg

s Lamera

=V Cube
> v Cylinder

@ OR ©
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HMHucnekTop 00beKTOB B clieHe Outliner
B Blender

-4
”

Exclude from View Layer - pa3peliaeTt

BKJIOYATh/BBIKJKYATh KOJJIEKIIUU 10 YEKOOKCY. re=aav

# Sort Alphabeticc  ndirect Only.

Selectable - pa3pemnTh/3anpeTUTh BblJeJ€HUE 00 bEKTA.

Indirect only.
¥ Sync Selection

Hide in Viewport - BpeMeHHO CKPbITh/MMOKa3aTh B TEKYIEM
BbIOIIOPTE.

Disabel in Viewports — OTKJIIOYATh 00'bEKT BO BHIOIOPTAX.
Disabel in Renders - oTK/II0YUTb 00'bEKT HA PEHEPE.

=] # Collections

Holdout - BM3ya/sin3upoBaTh TOJIbKO MAaCKy OObEKTOB. W, @Obects Al v
+ Object Contents
Indirect Only - BU3ya/siu3upoBaTh TOJIbLKO OTPaXKE€HHBIU ¥ Object Children
W ® Meshes
CBET. ) M Lights

— © Cameras

| & Empties
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Tpancpopmanus o6 beKTOB B Blender

[laHenb TpaHcPopMallMd HAXOAWUTCS CJieBa paboueu

00J1aCTH.
Move - oTBe4yaeT 3a nepeMellleHUue 00'bEKTOB,
ropsiyas kaasuia G.
Rotate - BpaljaeT 06'beKThI, ropsAvyasd KjaBuiia R.
Scale - MaciiTabupyeT 0ObEKTHI, ropsvasi KJaaBulla

S.
All Transform - ofHOBpeMEHHO 103BOJISIET

IepeMellldaTb, BpallldTb U MaCI_I_ITa6I/IpOBaTb 00BEKTHI.

eCJIM BbIIeJINTh OJJHY U3 0CEU, TO TpaHCHOpMal U
OyAeT NPOU3BOAUTHCS 10 HEW.

.'-G} File Edit Render Window Help Lay:
_'."E..V h-T-l-
M, Object Mode ~ View 5Select Add Object

User Perspective
(1) Collection | Cylinder

nd
+

v

4 ) -
[:‘-,.,\:] = =p [ ]
* ! v

my

7N
L),
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OpueHTanud oced KoopauHart B Blender

MeHIO yhOpaBJIeHHMSI OCAMU KOOPAHHAT

HasbiBaeTcd Transform Orientations.
Global - rimo6anbHast cucTreMa KOOPAXHAT,
TO €CTh OCH JIF0OOro 00’beKTa HaIlpaBJIEHbI

12 Global v~ (%

KakK ryiooasibHble XYZ. Ii. f'ob?l
2 OCa

Local - jioka/ibHas cucTeMa KOOpAHUHaT, 5 NG

rJe OCHU HallpaBJIeHbI JIOKAJIbHO B L Gimbal
. View

3aBUCUMOCTH OT IOJIOXKEHUSA 00 bEKTA B
[IPOCTPAHCTBE.

c\ Cursor
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OpueHTanud oced KoopauHart B Blender

MeHIO  ymnpaBJIeHHMSI  OCAMM  KOOPAUHAT
Ha3biBaeTcd Transform Orientations.
Normal - ocv HanpaBJieHbI [10 HOPMaJIH K
[I0OBEPXHOCTU. ITa QYHKIUA JOCTYIHA B
pexxuMme pelakKTUPOBAHUSA FeOMETPHH.
Gimbal - mapHUpHasa oCb HY>KHa JJi
AHMMUPOBAHUSA MEXaHU3MOB.
View - 0CHU HalnpaBJieHbI OT IIJIOCKOCTH
3KpaHa.
Cursor — ocy HalpaBJIeHbI OT 0JIOXKeHUs 3D
Cursor.

12, Global
« Local
o Normal

x Gimbal

~J
[, View

c\ Cursor

12 Global v~ (%
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OpueHTanms oceru KoopauHart B Blender

JlokaJsibHasg cucTeMa KOOpAUHAT Ha3biBaeTca Origin. 2 %) IR
Bounding Box Center - ocu HanpaBJ/ieHbI OT FaGapUTHOrO IleHTpa, - 2oundng Box center
1= 3D Cursor
3D Cursor - ot noJsioxkeHus 3/1 kypcopa & Individual Origins
Individual Origins - y Ka)XJ0ro 00'beKTa 6yJieT CBOS CUCTEMA ¢ Median Point
KOOpAHWHAT @~ Active Element

Median Point - ocx KOOpZMHAT Pa3MEeCTATCA B LIEHTPaAJbHOM TouKe ' 7
BbIOpAHHBIX 00O'EKTOB.

Active Element - oT akTUBHOI'O 3JIEMEHTA.

Tak ke JIOKaJIbHYI0 CUCTEMY KOOPJIMHAT MOXXHO BbIOpaTh, HAXKaB

[IKM u Bb1OpaB NNyHKT MeHI0 Set Origin.
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OpueHTanud oced KoopauHart B Blender

3D Cursor - 3TO OTAeJbHbIY BCIIOMOTraTeJIbHbIN 3JIEMEHT B
cueHe. Bce 00bEeKTHI B ClieHe CO34al0TCs TaM, Te
pacnosioxkeH 3D Cursor.

3D Cursor M0OXHO nepeMeniaTts. /JJid 3TOro HaJ0 HaXKaTh
kjaBuiny Shift u menknyTh [IKM B MecTe, rae HE0OX0A4UMO
pPa3MeCTUTb KypcCop.

[opsiuag knaBuila pa3MmeleHus 3D Cursor B IJio6a/JibHOM
eHTpe koopauHat Shift+C.
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PexxuMbl oToOpakeHus B Blender

&5 Scene

Object Types Visibility - MeHIo,
v rrav @y @000
pacnoysioXkeHHOe  cnpaBa — paboyew L e

06/1aCTH, MO03BOJAKIEe CKPbIBATh e
Cuve @ W

00BEKTHI B paboyeM IIPOCTPAHCTBE. Sutace © ¥
Veta @ p

Sk e

olume © W

ease Pencil ® W

ature © W
Lattice © W
Empty © W

Lght ® W

ght Probe ® W

Camera ®© W
ker © W
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PexxuMbl oToOpakeHus B Blender

Viewport Overlays - MEHIO OTOOpaKeHUd

BCIIOMOI'aTeJIbHbIX 3JIEMEHTOB CLIEHDI.

Grid — ceTka nona B NpAMBbIX NpoOeKUMNX.
Floor — ceTka nona B nepcnexkTuee.

XYZ — ocw.
Scale - macwTab ceTkn.

3D Cursor — noka3sbliBaTb 3d Kypcop.
Wireframe — nokasbiBaTb CETKY MOAENN.

Face Orientation — noka3biBaTb
OpMeHTaLuIo noBepxHocTen. 118 Yero
3TO HYXKHO, y3HaeM no3xe.




HacTtporku oTobOpa)KeHus MaTepraJioB B
pabodyem oKHe B Blender

v O EWSE Y vl scene

Viewport Shading - MeHI HaCTpPOUKHU
OTOOpaXkeHUsl MaTepUuaJioB B paboyeM OKHE.
1 - Lighting: Studio - 3T0O CTYyAUHHBIU CBET, .
MatCap - 3T0 MaTepuraJibl U3 ciucKa, Flat -

[IPOCTOU, TO €CTb O€3 OJIMKOB U OTPAKEHUM.

2 — Color pexxuMm 1iBeTa 00’b€KTOB BO o i
Viewport: Material - ot matepuasna, Object- ... .. ..
OT 00'bEKTAa, Vertex — oT 1iBeTa BEPIHH, |
Single - oauH nBeT, Random - ciy4alHbIU
|BeT, Texture — Cc TEKCTYpOU.

» Outline

¥ Specular Lighting

[ E‘ W limaae gy



HacTtporku oToOpakeHud MaTepHaJioB B

pabodyem oKHe B Blender

Viewport Shading - MeHI HACTPOMKU OTOOpaKeHUs
MaTepHaJioB B pabodyeM OKHE.

3 - Background - ¢oH paboyero okHa: Theme - oT
TeMbl opopmiieHusi, World - ot mupa, Viewport — ot
pabo4ero OKHa.

4 - Options - HaCTpOKWKHU oTOOpakeHUd: Backface
Culling - noka3bsIBaTh MMOJIMTOH C IBYX CTOPOH, X-Ray -
CyJia IIpOo3pavyHOCTH, Shadow - ITOKa3bIBaTh TEHHU,
Cavity - noka3sbiBaThb yrj1yoJsieHusda U Kkpasi, Depth Of
Field - noka3siBaTh ry1yorHy pe3kocTy, Outline -
[IOKa3bIBaTh 06BOKY, Specular Lighting -
[I0Ka3bIBAaTh OTPAXKEHUA UCTOYHUKOB CBETA.

B E@ST v

Studio MatCap

)

Material Object

Single Random

Theme World

» Outline

¥ Specular Lighting

¥ *5 Scene

[ E‘ W limaae gy

Flat

Vertex

Texture

Viewport

f
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HacTtporku oTobOpa)KeHus MaTepraJioB B
paboyeM oKHe B Blender

Eciv HaxkaTh Mo mAapuKy B MeH Viewport Shading, To
MO>KHO BbIOpATh LlIeKiep U3 BbIOpaHHOM I'PYIIIIHL.

-w

Studio MatCap

:
o D¢

: »
S & m"*’ LY
D, ® 0 -
e@ocs(hroe
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HacTporku oToOpa)KeHuss MaTepHaJioB B
pabodyem oKHe B Blender

Tak ke MeHI0 Viewport Shading coaep>XUT KHOIIKU ObICTPOTO
NOCTyIa.

KHonku 6bicTporo goctyna meHio Viewport Shading. (2] L E@ R

X-Ray — caenatb reoMeTpuio NosIynpo3padHomn.

5] Wireframe — nokasaTb ceTKy Moaenen.

[) Solid — nokasaTb npocTo# weitgep.

Material Preview — noka3aTb NO/IHOLEHHbIA MaTepuHan.
Rendered - BkN104YNTb BU3yanM3aLmIo.
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[TogoobexkThl B Blender

JIto6asa 3D MojieJib COCTOUT U3 BEPIIUH, pedep U IMOJIUTOHOB.
lig  TOro 4YToObl HMETb BO3MOXHOCTb pPaboTaTbhb C

0400 beKTaMH HEOOXO0AMMO HaxKaTh ropsA4yro KJjaBuily Tab
uiu BbiopaTh Edit Mode Bo Bkagke Modeling

A Fle Edit Render Window Help

Layout
=== r==a r=a
v il R e L
' Edit Mode + )/ m View Select Add Mesh Vertex Edge Face UV
r;‘: ,"-. User Perspective
e - (1) Cylinder
' 1

i



[TogoobexkThl B Blender

[locnie BbiOOpa Edit Mode mnosgBisgeTc BO3MOXHOCTb
paboTaTh OTAEJNbHO C:

BepTeKcaMU (vertex), I I B

pe6paMI/I (edge), #l))m View Select Add
noauroHamu (face). o A edive

Bri60p Mog06'beKTA OCYIIECTBJIAETCA ) Cylinder

Ha)KaTHEM Ha KHOIIKH.
Wiy c TOMOIbI0 TOPSAYHX KJIABUIII
1 - vertex, 2 - edge, 3 - face.
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