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Co3aaHue naHgwadTa (cnocob 1)

| 1. Co3ganTe HOBbIM  (an.
Yaanute Kyb u BCTaBbTe
MN/1I0CKOCTb.

2. YBe/nybTe €€ pasmep u
nepemagnte B  PEXUM
peaakTupoBaHus (Tab).




3. WesnkHnTe npaBoM KHOMKOW MbIWK U BbibepuTe onepauuto Subdivide. lMosTopute eé
HeCKO/IbKO pas. Ec/in B gasbHenwem naaHupyeTe ncno/sb3osathb Sculpting, geaute
N/10CKOCTb Ha Bo/1lee me/sikmne YacTu.
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Bblgesiaa TOYKM U  UCMO/b3YA

MHCTPYMEHT nepemMelleHue,

npuganTe NN10CKOCTU XKe/laeMyHo
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Co3aaHue naHgwadTa (cnocob 1)

| 7. [lo3KCcnepumeHTUpymuTe
C HACTPOMKaMM HacTul,.




Co3aaHue naHawadTa (cnocob 2)

1. 3ampgute B meHio Edit — Preferences v Bbibpas Add-ons HauyHMTe BBOAUTL B CTPOKE
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4TO OHO AOCTYMHO TO/IbKO B MOMEHT CO34aHUA. |
BbibepuTe HYXHbIN BUA. —~
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4. YBenunybTe pasmep MaHawadTa (Mo yMO/I4aHUIO ero WMPUMHA M BbICOTA PaBHbl 1 M).
5. 3amMeHuTe TUn peHaepa Ha Cycles.
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9. BmecTo

BpeMeHHOM

BblaenTe HUMKHIOK M/1I0CKOCTb.
Co3pganTe AnA Heé maTepuan.

BblbepuTe Shader Editor.
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10. JlobaBbTe K BeTBM

MaTepuaszia OKHO A/A
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Co3gaHue naHawadTa (cnocob 2)
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Co3aaHue aepeBa
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2. YfannTe co cueHbl KyO. w|

(1) Collection = Curve » [T Cube
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Text lco Sphere

) Fle Edit Render Window Help [Layout
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New Edge/Face from Vertices F
Connect Vertex Path J
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Push/Pull
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Shear Shift Ctrl Alt S
Slide Vertices Shift vV
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Co3aaHue aepeBa

5. TocnegoBaTe/lbHO 3KCTPyaMpyihTe BeplumHy (KnasBuwa E) v noctapaiitech
No/1ly4uTb GOpPMY AepeBa.

6. AobaBbTe moguduxkaTop Skin.

A
5} Vertex Weight Proximity E# Muttiresolution 7 Simple Deform
(B Remesh {7~ Smooth
S) Screw {7~ Smooth Corrective
| {7~ Smooth Laplacian
) Solidify [o] Surface Deform

[O] subdivision Surface [7 warp

[A Triangulate (77 Wave
& Volume to Mesh

27 Weld

e




Co3aaHue aepeBa

BKAo4UMTE NO/1ynpo3pavyHOCTb, 4YTOODI BUAETb . @ . .@.@@ v
SKCTPYAMPOBAHHbIN KOHTYP.

Toggle X-Ray
BbibepuTe BepLUMHY (MOXKHO Cpa3y HECKO/IbKO), HaXKMUTe D b
Ctrl + A 1 ymeHblnTEe pasmep. AHAZIOMMYHO HACTpoMTE

pa3Mepbl 4/17 BCEX BEPLUUH.

Shortcut: Alt 2
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User Perspective =~
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CKO/IbKO TOYEK HYXKHO.
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Co3aaHue aepeBa

9. BbMgute U3 pexuma PpeaaKTUPOBAHUA MU
nobasbTe mogudukaTop Subdivision Surface.

10. NpumeHuTe (Apply)
moguburkatopsl Skin u
Subdivision Surface.
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» Advanced

A Move to First
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Co3aaHue aepeBa
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Co3aaHue aepeBa
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Co3aaHue aepeBa
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16.
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PaboTa Hag saHAWadTOM

17. Pacnosioxute n otmacwitabupymTte gepeBo, a TakKe gobaBbTe 1 OTMacLTabupymnTe
HeCKO/IbKO rpnboB 13 npeapiayuen paboTol.
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2.

AobaBbTe UV-chepy, nepengute B pPeXUM
peAaKTUPOBAHUA U NpuganTe chepe Gopmy Kan/au.

B HacTpoWKe MaTepuana BblbepuTe UBET M 3aMeHuTe
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Co3aaHue «Tyumn»

/lo6aBbTe N/10CKOCTb, PACNO/I0KUTE €€ Bbille MAKYLLKK AepeBa 1 yBe/IMYbTe pasmMep.
[lepenanTe B HACTPOUKY YacTuu U gobaBbTe HOBYIO C TMNom Emitter.
HaxxmuTte kiasuwy Mpoben, 4Tobbl OLeHUTb pe3y/ibTaT.
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