


1. POoHOBaA KapTHUHKa.

Co3aaHue ro/q10Bbl U Ty/10BULLLA.

Co3saHMe nepegaHuX v 3a4HUX Aar.

KoppeKkTnpoBKa ¢pOopMmbl Ty/I0BULLA.

Co3gaHue XBOCTa.

Co3gaHue yuiemn.

[lpugaHune yxy ¢opmbl n 06bEMA.

2
3
4
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6. CraakmBaHWe Moge u.
7
8
9

Co3gaHne BTOPOro yxa.

10. Co3gaHue wepcTu.




1. 3anycTtute Blender, co3aarite HOBbIM daiin (general) u ybepute KyO.

2. Bblbepute KapTMHKY U nepeTawmte eé B paboyee nose Blender. O6Hy/MTe 3Ha4YeHUA
B nonAx Location, BbicTaBbTe ABa Hy/A UM OAMH NpAMOM yroa B no/sAax Rotation,
3a4aiTe pasmepbl M300paxkeHua (KHomKa S).
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Rotatio... 90°




[TocTpoeHne Mmogenn HayHuTe C KBagpaTHOM naockocTtu: Add -
Mesh - Plane.

PasBepHUTE MN/I0CKOCTb Ha TAaKUE }Ke Yr/lbl, KaK U Y KaPTUHKM.
Boigenmte n/A0CKOCTb M HaxkKMuTe KHomnky tab. lMepemectute
MN/1I0CKOCTb HA HYXXHOEe MeCTO U nNpuaanTe e popmy C MOMOLLLbHO

KHOMOK BepLUMHbI U ABUXKEHUE.
Ncnonb3ysa KHoMKku pebpo, gBuxeHue v Kaasuwwy E gopucyinte popmy ana Tena Aucel.
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Co3aaHue ro/s10Bbl U TY/1I0BULLLA

[lepengute B pexnm BblOOpa M/I0CKOCTEN U HAXMUTE KAaBuwy A, B pe3y/braTe
4yero BblAe/IATCA BCe M/I0OCKOCTH.

M3mMeHnTe pacrno/sioXKeHune OocCer Ha 3KpaHe Ha BUA crepeau uanv BUA CBEpPXY U
BbITAHUTE NA0CKOCTU (KAaBuwa E). B pesysbTate A0/1KHA NONYy4MTbCA 0O6BEMHAA
durypa obbemHana ¢urypa.

BoibepuTe NAOCKOCTU, M3 KOTOPbIX BBITATMBAAU U YAA/IUTE KX, HAXKAB K/AABULLY
Delete - Faces.
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. 10. YcTaHosute MOAUPUKATOP

Mirror, BblbepuTte OCb,

OTHOCUTE/ZIBHO KOTOpOM byaet

NMPOBOAUTBLCA CUMMETPUA,

el YCTAHOBUTE rafONKy B MyHKTE
| Clipping.

Koo Ez** 25‘;; EE;:"* Om3epKkasieHHas 06/1acms He uMeem 8epuluH,

Do G Himoem S o pebep u naockocmeli, credosamesbHo, eé

Egﬂgg _m %E::m mtm“;"‘ Hesib3a  8bIGpamb U peddKkmuposdmb

[ e omoesibHo. Bce umo denaemca ¢ ucxodHoli

— FEN | Ydcmblo dsmomamuyecku omobpax;caemcs Ha

) ~ omsepKaneHHOU.

Eciv He nosny4vaeTcsa npaBU/IbHO OTPasuTb GUrypy OTHOCUTE/NbHO Ocu (BTOpaA 4acTb
OKa3blBaeTCA C/IMLLIKOM Aa/1€KO0 UAU C/IULLKOM 6/1M3K0), MOXKHO MCMO/1b30BaTh 3D-Kypcop.



/1anbl IMCbl HE AO/IXKHbI CONMPUKAcaTbCA APYr C APYroM NO3TOMY
HeobXoaMMO pasaenuTb NAOCKOCTb (A06aBuTb pebpa), K
KOTOpOM OyayT NpUKPEnIATbCA 3/1eMeHTbl MpU  MOMOLLM
MHcTpyMeHTa Loop Cut (nocsie go6aBseHnAa pebep, UX MOXKHO
CMEeCTUTb: TMOAB/AAETCA  ABOMHAsA  CTpe/iovka  Kypcopa,
nepegBUXKeHUE MbILUM CMECTUT CO3/4aHHble pebpa).

12. Bbibepute MN/10CKOCTb, n3
KOTOpOWM byget BbIXO4UTb
3/1eMEeHT MOAE/U, U BbITAHUTE €ro
TaK»Xe KaK Te/10.

13. AHaZI0OrMYHO CO34anTe U BTOPYHO
HOry.




KoppeKkTupoBKa ¢popmbl Ty/10BULLA

14. [AobaBbTe KapTUHKM 7
OTKOppEeKTUpyuTe dbopmy 7
pa3mepbl YacTen mogenu. fMomoryT
MHCTPYMeHTbl Loop Cut, Knife,

BblgesneHne BEPLLMH, pebep,




Co3aaHue XBOCTa

Co3ganTe AOMNO/IHUTE/IbHbIE
pébpa, yaganute MN/A0CKOCTb WU
BbITArMBanUTe pébpa Tak »Ke Kak
My OCTa/IbHbIX YacTeu Tena.

[ToaonAA K KOHLY HY>KHO
3aKOHYUTb /MO0 OYEHb
He6O0/1bLLOW NZI0CKOCTHIO,
nmbo 0AHOM BEPLLUMHOM.
[TO/ly4eHHYH BEPLUUHY
Heo6x04MMO NPUKAEUTD
K OT3€pKa/IeHHOM 4YacTw,
C MOMOLLBIO
nepemewyeHus (Move).



CraaXXuBaHue mogenu

©p | Add Modifier

K Normal Edit Eg Build Z Displace 00 Explode
K Weighted Normal Decimate & Hook & Fluid
% UV Project |] Edge Split [6] Laplacian Deform ZX Ocean
#] UV Warp =) Geometry Nodes H Lattice % Particle Instance
15} Vertex Weight Edit (® Mask [8] Mesh Deform S Particle System
45} Vertex Weight Mix i3 Mirror (8] Shrinkwrap (& Soft Body
15} Vertex Weight Proximity B Multiresolution 77 Simple Deform
(B Remesh f”~ Smooth
&) Screw {7~ Smooth Corrective
) skin {7~ Smooth Laplacian
{9 Solidify [5] Surface Deform
[7 warp
[[A Trianguiate (77 Wave
& Volume to Mesh
l;"? Weld
(7 wireframe

16. Cagenamte MNOAYHYEHHYHO
r/1aAKOM ao6asmB
Subdivision Surface.
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17. flobaBbTe HOBYH M/IOCKOCTb W
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pa3benTe e€ Ha ceKTOpa.
[IlpO3pavyHOCTb M/IOCKOCTU  MOXKHO
npuaaTh Haxxas Ha Toggle X-Ray.

. YCcTaHOBUTE pasmMepbl U popmy
MN/1I0CKOCTU MO pasmepy u ¢popme
yXa, 40b6aBnaa ewé pebep, ec1m 310
Heobxoaumo.
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[puaaHmne yxy popmbl 1 06bEMA

Yx0 bygetr COCTOATb M3 ABYX YacTen: BHYTPEHHEW WM BHELLHEMN.
N3 yke CO34aHHOM M/IOCKOCTU NO/YYUTCA BHYTPEHHAA YacTb.

19. Bblgenaa BepwuHbl (M MO HECKO/IbKO LWITYK, U UHAMBUAYA/IBHO)
M UCNO/b3YyA UHCTPYMeHT Move npugamnte ¢opmMy BHYTPEHHEMY

yxy.

20. [poaybaupynTe yxo U caerka yBe/mybTe ero pasmep u
N3O, :




[IpuaaHue yxy popmbl U1 06bEMA

21. CoeamHuTte o0b6€e 4YacTu yxa, AaA DTOro
BblgesaeTe 4 COOTBETCTBYHOLLME
BEpPLUUHbI M HaxKMmaeTe KHOoMNkKy F. Takum
obpasom coeauHaem BCE TOYKM ABYyX
YyacTew.

.

/

22. Bblgenute BCe
BEpPLUMHbI OAHOM
M3  Yacten U
nepemecTuTe 3Ty
4acTb K APYromu.




23. Bbigenute  yxo wu

nepemecTuTe  €ro- K 24. YcTaHoBMTe Moaudukatop Mirror, BbibepuTe OCh,
OCHOBHOW MOAEMN B OTHOCUTE/IbHO  KOTOpOM  6yaeT  MpOBOAWUTLCA
HEOBXOANMOE MeCTO. CUMMETPMUS, YCTaHOBUTE rasodKy B nyHkTe Clipping.

He nony4vaeTca? CMOTpU CregytoLmii caanga.



W - | [@DsufaceProject  Orientation: View

e OD) CEDOCDED _ EciM HM OagHa U3 CYLWEeCTBYHOLWMUX OCEeU He
D ; noAXOoAUT ANA CO34aHUA 3epKa/IbHOU KOMuuU

fieeies o) o cene yxa, ucnonb3ymte 3D Kypcop AnA CO34aHUSA
/IOKA/IbHOU CUCTEMbI KOOPAMHAT:

[C5 Duplicate Objects  Shift D
Duplicate Linked Alt D

Rename Active Object... F2

v' yctaHoBuTe 3D Kypcop B HyXHoe
MecCTo;

s Qe #F om@
(V] &% od )
8 v wenkHyB Mo CleHe npaBoW

,0 \ 4
KHOMKOM mMmbiwK Bbibepute Set
Origion - Origion to 3D Cursor.
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Catmull-Clark Simple

> Levels View...
Render

1
2

Optimal Display ~ «




> File Edit Render Window Help

B pexume CKy/bMNTUHIA TMaHe/lb 3 T
MHCTPYMEHTOB OT/IM4aeTCA. 34ech S =
PaCno/I0XKeHbl KUCTU.

User Perspective
(1) Teno

%
2N
)

CBOMCTBA
n

,‘ | e ) HacTpOMKK
CUHME — KMCTU gedopMaummn Mella, | Kuctw.

KpacHble — CcraakKMBaHMA MeLla,
Kéntble — KUcTu BbITArMBaHuUA.




Ecan co3paTth rnasa ncno/ib3ya UHCTPYMEHTbI peXnma
Sculpting He nosy4vaeTca (3T0 MoXeT ObITb CBA3AHO C
HeAOCTAaTOYHbIM  KO/IMYECTBOM  TMO/IMFOHOB), MOXHO
MCrno/sb3oBaTb  mMoaudukatop Boolean (onepauuu
BblYMTAHUA U 0O beAUHEHUR). |

Hoc v rnasa cosganTte oT4e/1bHO.



Co3aaHue WepCcTu

MN3meHuTe TUn peHaepa Ha Cycles.

» @ Ambient Occlusion
» @ Bloom
T » Depth of Field




Co3aaHue WepCcTu

Co3pgante maTtepuan u
BbIMO/IHUTE creayroume
HAaCTPOUKMU:

v" Surface — Diffuse BSDF
v" Color — ColorRamp
v Fac - Hair Info | Intercept.

Bbigenvte cHayaszia nepsbiU
MNO/I3YHOK W YCTAaHOBUTE A/IA
Hero LBeT, a 3aTeM BTOPOMW.

rick Texture
hecker Texture
nvironment Texture
radient Texture
mage Texture
dagic Texture
oise Texture
oint Density

ky Texture
joronoi Texture
Vave Texture

Uhite Noise Texture

Bright/Contrast
Gamma

Hue Saturation Value
Invert

Mix

RGB Curves

Blackbody

ColorRamp

Com*-*-*'—*

Com

Add node to iny

Shader to RGB

Wavelength

Ambient Occlusion

Fac

Alpha

View Z Depth
View Distance

Fresnel

TRiacing
Pointiness

Random Per Island

Is Strand
Intercept
Thi-

Brick Texture
Checker Texture
Gradient Texture
IES Texture
Image Texture
Magic Texture
Musgrave Texture
Noise Tex
nt Density

Distance

W

Radius
Wave Texture

e Noise Texture

Ra Add node to input.

Quadra
Linear

Consta




Add Particle Systgf Siot
Add a particlggystem.

W Teno » [ ParticleSystem

1 ParticleSystem

»

o

IS v ParticleSettings QN1

Emitter
@ Regrow
¥ Emission
Number

Seed

Hair Length
Segments

o leaiaaa

@ Advanced

> @ Hair Dynamics

¥ Render

Render As

Material
Coordinate Syste...

(PREEENIS

@ show Emitter




15| ParticleSettings

Emitter

@ Regrow @ Advanced

> Emission
» @ Hair Dynamics
» Render

¥ Children

mepoirs

Display Amount
Render Amount

Length

Seed

Virtual Parents

W, Teno » I3 ParticleSystem

15 ParticleSystem = [

15~ ParticleSettings r"'I
Emitter Hair

@ Regrow i 2dvanced

» Emission

» [ Hair Dynamics
*» Render

» Viewport Display
> Children

¥ Hair Shape

Strand Shape 0.000

Diameter Root 1m
Tip 0m

Diameter Scale 0.01
Close Tip

» Field Weights
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YTOObI WepcTb Yy Ancbl bbl1a C
obenx  CTOpPOH,  OTKpouTe
MoANDUKATOP Mirror un
npumeHuTe ero (razsoyka W

Apply).




Co3aaHue WepCcTu

Bblaenute

BbibepuTe pexkum Particle Edit.

T€/10 /INCbI 7

CBOWCTBA UHCTPYMEHTOB.

) Fle Edit Render Window Help |Layout
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W, Object Mode

% Edit Mode
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“W Vertex Paint
5! Weight Paint

w- Texture Paint
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» Workspace



Co3aaHue WepCcTu

[TOSKCNEPUMEHTUPYUTE C UHCTPYMEHTaAMMU: NpuaanTe WepCTU HYy>KHOE HarnpaB/ieHne U
06BbEM, yaanmTte WwepcCTb U3 r1a3 n HOCaA.... [lepnognyeckm nepeKmoanTer Ha pexunm
Object Mode, 4Tob6bI NPOCMOTPETL NONYHAOLMNCA pe3y/1bTarT. oy "

v @ @ @




Co3aaHue WepCcTu

N BB ER

AnAa ywen TakKe cosgamTe
LBET M YacCTuLbl.
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Co3aaHue WepCcTu

YcTaHoBUTe Kamepy 1 cBeT 1 HaxkmuTe Render — Render Image.




