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

>
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» Preview
¥ Surface

Em ® Principled BSDF I

Shift F8
Shift F2

Playback Keying View Marker
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U maTtepuazna  us3obparkeHue-
e Tekctypy Add - Texture -

Image Texture
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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.
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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.
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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




