I'IpaKTuLleCKaﬂ paboTta N2 5. «3Be3aa»

[epeignTe B pexmMm peaaktupoBaHus (tab).
BbigenmTe BepLunHbI Yepes oaHy (yaeprkmBasa Shift).
HakMMTe KHOMKY S M CTAHUTE BEPLLUMHbI K LIEHTPY.

C nomowbo UHCTpyMeHTa Loop Cut agobaBbTe /IMHUK, U
pacKkpacbTe 3Be34y.

SN

@ Material.001

# Material.002

AN packpalunBaHuA
«| B HECKO/IbKO LIBETOB:
1.406aBbTe MaTepuabl,
| 2.BblbEpuTE rpaHb,
3.BblbepuTe maTepuann,
4.Haxxkmute Assign.




[pakTHyeckasa pabota N2 6. «'pnboOK»

® iencer " | 1. 3anyctute Blender un cosgainte HOBbIN pai.

MG o Mo Jo B2 B 5. Yganute Ky6 n aobasbte UV Sphere ¢ napameTtpamm

e -~ Segments = 10 1 Rings = 10.
3. [lMepelignTte B pexxum pegaxktupoBaHusa (tab).

4. BR/HOYUTE peXKMM MPO3PavYHOCTU U
nepenauTe B N/10CKOCTb.

¥ Add UV Sphere

Segments

5. Pamkon  Bblgenute
BEpPXHUE MO/INFOHbI U
NOTAHUTE 3a CTPe/IKY
BBEpPX.

B pexXnume npo3payHOCTH /1Ierko
BblA,e/1ATb BECb 00BEKT (HY»KHO
MPOCTO 0OBECTM PaMKOW).

Rings
Radius 1m
Generate UVs
Location X om
Y Om
z Om

Rotation X

(]
) select )" Box Select (7) Rotate View
=




[IpakTHyeckasa paborta N2 6. «F'pnubOK»

6. Bblgenaa rpaHu u macwTabmpya u casuras ux, npyugamnTte ob6bvexkTy Bug rpuba.
7. OTKAKOYUTE PEXKUM MPO3PAYHOCTU, pacKpacbTe rpmb.
8. BbIMauTe U3 perKnMma peaakTUPOBaHusA, Bblgenmnte rpmb 1 crnagbte NOBEPXHOCTb.




3anyctute Blender u co3gaiTte HOBbIM dain.
Yaanute Ky6 n gobasbTe Plane.
MepelignTe B pexMM peaakTupoBaHus (tab).

C nomouwbo WUHCTpymeHTa Loop Cut noayymnte ABa
rnepeceKarLmnxca paspesa.

OT Plane Bam 6yaeT HyXHa TO/IbKO LEHTpa/sibHaA TOYKa.
Boigennte eé u Haxkmute ctrl+i (MHBepcuAa) M HaxkmuTe
delete.



[pakTHyeckasa pabora N2 7. «<Baza»

6. BblbepuTe nAOCKOCTb X, BblaenuTe TOYKY U
MCno/sib3yAa KHoMky E W caBur Hapucyute

MO/IOBMHY KOHTYpa Bas3bl.

A

34eCb MOXHO BpPY4YHYIO
MCNpPaB/AATb KOOPAUHATDI. O

Extrude Region and Move

B Fiic Normals
[ Dissolve Orthogonal Ec
0.03165 m
0.38508 m
Om

NI 17, Global

[ Proportional Editing

7.

YT06bl 3TO OKOLLUKO
NOABU/I0OCb, HA4YHUTE
BpaLLleHue.

Bblge/iMTe KOHTYP U BbINO/HUTE
ornepaumio BpaLlleHusA Ha 360°.




C nomouwbto Bevel cKkpyranTe Kpaa Basbl (He 3abbiBaTe nepeg 3TUM BblAeAATb
HY>KHOE: rPaHu WM N/1I0CKOCTM).

YCTaHOBUTE LBET U BbIMAUTE U3 PEXKMMA PEAAKTUPOBAHMA.

[MogBuramte
pblyar.

b

dama, = < + &
@ B @ «-»|

Affect

ert
o

Width 0.0443 m ',
Segments 1 | :
|
J

| S

S
Material Index -1
@ Harden Normals
@ Clamp Overlap
Loop Slide
Mark () Seams

@ sharp




10. Bblgennte Basy, B HacTpoiMkax Bblbepute Subdivision Surface (yBesmuyenue
KO/IM4ecTBa No/MroHoB < 3!!!), a 3atem Object — Shade Smooth.

37| Data Transfer A& Armature ™7 cloth
[o] Mesh Cache 7] Bevel (1) Cast 4 Collision
[o] Mesh Sequence Cache 21 Boolean _) Curve (& Dynamic Paint S 5dd Modifier

il Amray

rk Normal Edit BEq Build [Z Displace 0 Explode
% Weighted Normal 7] Decimate S Hook # Fluid
%] UV Project |1 Edge Split 6] Laplacian Deform X Ocean
#] UV Warp =) Geometry Nodes [ Lattice Ifs Particle Instance
1=} Vertex Weight Edit (® Mask o] Mesh Deform 93 Particle System
1=} vertex Weight Mix $i3 Mirror 3 shrinkwrap (R Soft Body
5} Vertex Weight Proximity Ef Multiresolution 77 Simple Deform
(fh Remesh 7~ Smooth
{7~ Smooth Corrective
{7~ Smooth Laplacian
o] Surface Deform
[77 Warp
(77 Wave

£ volume to Mesh
£F Weld
£ wireframe




Moaudukatop Boolean

Modify Generate Deform

%7 Data Transfer o0 Array A& Armature

Mesh Cache ('] Bevel () Cast

Mesh Sequence Cache ) Curve

& Normal Edit Bg Build IZ Displace

& Weighted Normal ] Decimate & Hook

3] UV Project |C] Edge Split Laplacian Deform

2] UV Warp =) Geometry Nodes H Lattice

5! Vertex Weight Edit (© Mask Mesh Deform

=} Vertex Weight Mix ¢i3 Mirror (O] Shrinkwrap

5} Vertex Weight Proximity Ell Multiresolution 7 Simple Deform
(fh Remesh {7~ Smooth
S Screw {7~ Smooth Corrective
d) Skin {7~ Smooth Laplacian

Physics

L7 Cloth

B Collision

(& Dynamic Paint
Op Explode

¢) Fluid

ZX Ocean

% Particle Instance
IS Particle System

(& Soft Body

Ncnoab3yroTca BCero Tpu onepaumu:
» nepecevenue - Intersect;

» 06beanHeHue — Union;

» pas3HocTb — Difference.

Pe3y/bTaTOM nepecevyeHus ABYX
mesh-o06bekToB ABAAeTcA 06/1acTb
X NepeKpbITUA.

[py 06 bEgUHEHUM MPONCXOANT COegUHEHME OO BEKTOB B O4MH.

B cayyae BblMMTaHMA OAMH OODBEKT Bblpe3aeT U3 Apyroro Ty 06/1acCTb, KOTOPYHO

nepexpbi/.



Moaudukatop Boolean

B 6yseBou onepauum y4yacTBYHOT gBa O06bEeKTa, OAMH U3 HUX —
rMaBHbIM — TOT, K KOTOPOMY NMPUMEHAETCA MOAUPUKATOP U KOTOPbIN
6yaer wu3ameHeH. BTopon o06beKT urpaetr posb CBOEro poaa
MHCTPYMEHTa MOAMODUKALMKM, OH HE MEHAETCA M MO 3aBepLUeHUM
onepaummn OCTaeTcAa npexHum. Ecam B Hem HeT HeobxoaMMOCTH, ero
YAJANALOT.

A/NropuTm AEenCTBUM:

v’ BblA4€/IMTb I1aBHbI mesh-06beKT (TOT, KOTOPbIN HY>KHO U3MEHUTD); - !

v AO6aBl/ITb MOAM(I)MKaTOp Boolean; i @

v' BbIBPaTb /I0MMYECKYHO OMnepaLuto;

v’ YyKa3aTb BCMOMOraTe/IbHbii 06BEKT KAMKHYB /MO0 Ha KybuK, AnMbo
Ha NUNETKY;

v’ HaKaTb Ha razo4ky 1 BbibpaTb Apply.




Moaudukatop Boolean

NcxoaHble 0O6BEKTHI:
KyO v umManHAap.

MepBbin OO6BEKT — TOT, KOTOPbIA XOTUM
npeobpa3oBaTb, BTOPOM O6BEKT — UCHE3aeT Cam
MO 3aBepLleHMM Orepauum WA €ero HyXHO
YAQ/IMTb BPY4HYIHO.

lNepeceuyeHue: Ob61beguHeHue: Pa3HoOCTb: Pa3HoOCTb:
UUAMHADP — KYD. Kyb — umanHAp. Ky0 — uMAnHAP. UUAUHAD — KYyO.



[lpakTnyeckas pabora N2 8. «Cbip»

3anycTtute Blender u co3gainte HOBbIW dain.

Yaanute Kyb n gobaBbTe Ha ero MecTto UW/IMHAP, NPU ero
CO34aHUUN YKAXKUTE KO/ZIMYECTBO rpaHew - 3.

Mpugante o06beKTy GOpMy KyCKa Cblpa, a MCMNO/b3yA
moaundukaTop Boolean, gobaBbTe B CbIp AbIpOK.

¥ Add Inder

Vertices
Radius
Depth

(4 Generate Uvs

0

Location X




1. 3anyctute Blender n oTkpouTe ¢pana co CToN0M.
2. [lomeHanTe Render Engine Ha Cycles.

3. Co3aanTe HOBbLIM MaTepuan C noBepxHocTbio (Surface)
Principled BSDF v nepenmeHyinTe ero.

4. BmecTo BpemeHHOM LWKaabl BbibepuTe Shader Editor.
&

General Animation

+® 3D Viewport Shift F5 *3* Dope Sheet
[ Image Editor shit F10 @ Timeline

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

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

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

>

CEEzN o © ~

» Preview
¥ Surface

Em ® Principled BSDF I

Shift F8
Shift F2

Playback Keying View Marker




[pakTHyeckada pabota N2 9. «TeKCcTypbl»

Q)

T 5. [obaBbTe K BETBU
U maTtepuazna  us3obparkeHue-
e Tekctypy Add - Texture -

Image Texture

a B

im

4
/o

aie S

Magic Texture I T t
o LRGN v o (e G e  CmT— O ¢ mage lexture.
[O ] = ovect ] | Add | N [© fepeso |
L Search... Point Density
o 6. 3arpysmTe C AUCKa HYXKHYIO
Output Voronoi Texture
Shader Wave Texture LELCHM (™ Principled BSDF

White Noise

Texture
Color

e KAapTUHKY.

vvvyvyv viElvYy vy

e W
Converter Christ Burl ¥ Properties

: ristensen-Burle
s : E
Grot 7
Group () Base Color — Christensen-Burley 8
Layout

®)  subsurface 0.000 . _
' C x <

Subsurface Radius

[ ) Subsurface Co...
D Metallic 0.000

Christensen-Burley v

) Base Color

Subsurface 0.000

¢l Subsurface Radius v

) Subsurface Co...
Metallic 0.000




7. [AnA peryavpoBaHuA MO/IOXKEHUA, BpalleHMA M MaclwTaba m3obparkeHUA-TEKCTYpbl
pobasbTe Add - Vector — Mapping.
8. Y10bbl NpaBmM/aIbHO creHepupoBaTb n3obpaxkeHue: Add - Input - Texture Coordinate.
9. CoeguHuTe wuUX 1O
obpasuy u HakKmuTe
Ha KHOIKY:

Normal
uv
Object
Camera
Window

e Metallic 0.000

Object- ’ Specular 0.500
@ From Instancer Specular Tint 0.000
Roughness 0.400
Anisotropic 0.000
Anisotropic Rotation 0.000
Sheen 0.000
Sheen Tint 0.500




10. flo6aBbTe NN0CKOCTb, CABUHbTE €€ BBEPX U YBe/IMYbTE B pa3mMepe.

11.

12.

[epeignte B pexum peaakTMpoBaHusa (tab) v wenKHYB npaBoOM KHOMKOWM MbILLM
BblbepuTte Subdivide. [MoBTOpuTE Onepauuio HECKO/bKO pas, 4YTOObl pasgennTb
M/1I0CKOCTb HAa Me/IKMe KBagparTbl.

BbiauTe 13 pexkuma peaakTUpOBaHuA. e o B -~ S e &8
7% Edit Mode Ehs m

T Top Orthographic Subdivide
L5, (1) Plane -
\ Meters

Extrude Faces Along
Extrude Individual Faces
Inset Faces
Poke Faces

UV Unwrap Faces

Triangulate Faces
Tris to Quads

Shade Smooth
Shade Flat

Un-Subdivide
Split
Separate P»
Dissolve Faces
Delete Faces




13. HacTpolTe TeKCTypy AnA TKaHM CKAaTepTU aHa/IorM4yHO
TEKCType A441Aa CTo/a.

| GGx

‘ Christensen-Burl... - i

Base Color [ ONEUSECEET TSN




[pakTn4yecKkaa pabota N2 9. «TeKCcTypbl»

~~~~~~~~~~

14. Bbigenute CKaTepTb n B
HacTpOMKax @u3nKKM Bblbepute
moaudukaTop Cloth.

15. BblgennTte CTO/N U B HACTpOMKax
dn3nKKM BbIbepuTe MmognduKaTop

Collision.
%7 Data Transfer o0 Array A& Armature 7 Cloth
1 Mesh Cache 1 seve O cos

'Y IS -

Haxxmute KaaBuwy npoben M TKaHb HAYHET | Cur A

(® Apply as Shape Key
nagaTtb Ha CTO/1. B MOMEHT KOraa oHa yAadHo B cove o Shapa ey
Jler/la Ha CTO/1 OCTaHOBUTE CUMYAALUUIO WU

Copy to Selected
MPUMeHUTE MOANDUKATOP ANA CKATEPTMU. 4 Move toFirst
v Move to Last




