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Tris to Quads Lightmap Pack

Follow Active Quads
Shade Smooth 2
Shade Flat Cube Projection
Cylinder Projection
Ln-Subdivide ;

Split

Sphere Projection

Separate Project from W
Dissolve Faces Project from View (Bounds)

Delete Faces

——n-—n:lﬂ .

Puc. 3.29. PazBepTka HOXXKH Tprda



Puc. 3.30. Pa3zseprka Hoxxku BbiaeneHa B UV Editor



Puc. 3.31. Ilepememenne UV-ocTpoBa HOXKKH TaK,
4yT0OBI OH He nepekpbiBan apyrue UV-octposa



Puc. 3.32. Bama UV-kapra J0KHA BRITISAETH IPUMEPHO TaK



Data Transfer Array ¢ Armature
Mesh Cache 7| Bevel () Cast
Mesh Sequence Cache Boolean J Curve
L Mormal Edit Build = Displace
< Weighted Mormal | Decimate Hook
Laplacian Deforrm
Lattice

Mesh Deforn

ight Proocirnity Multiresolution /2 Simple Deform
Remesh ’ ¢ Smooth
Srmooth Corrective

Smooth Laplacian

¥ :I:L Multires

Level Viewport
Sculpt

Render

& Optimal Display

¥ Subdivision

Subdivide

Unsubdivide
Delete Higher
* Shape
* Generate

* Advanced

Puc. 3.34. Moguduxatop Multires



Multires

Level Viewport
Sculpt

Render

»" Optimal Display

Subdivision

Subdivide

Simple Linear

Unsubdivide

Delete Higher

Advancec

Puc. 3.35. Yetsipexxap! menkaure Simple,
YTOOBI YBEIUUHUTH IIOJMIOHATIBHOE paspelieHue 1o 4

User Perspective
(1) Collection | Mushroom

Objects 1/1

Vertices 425,986
Edges 851,968
Faces 425,984
Tnangles 851,968

Puc. 3.36. CraTrcrika, HOKa3bIBaOIIAsl KOJIMYECTBO 0OBEKTOB, BEPIIHH, pebep,
MOJIMTOHOB U TPEYTOJIbHUKOB (TPEYTOJIbHBIX IIOJIMIOHOB) B BallleH cIieHe



Dyntopo ~  Remesh ~ | Options: s

Puc. 3.37. OtximoueHue OBICTPOI HABUTAIMH IS IPOCMOTpa 0OBEKTa
B BBICOKOM Pa3pelIeHNH IIPU JBIKECHHH 110 OPOUTE B OKHE IPOCMOTPA

Clay Strips

Clay Thumb

Layer

Inflate

Puc. 3.38. Hazpanus kuctell cKynbOTHHIA

50 px @ | Strength



Puc. 3.39. Papguyc u cuna xucru

Puc. 3.40. Haxxumaem F 11 peryTupoBKy paauyca KUCTH

Puc. 3.41. Haxumaem Shift+F uis perynupoBKY CHITbI KUCTH



Puc. 3.42. HaxxmuTe J1eByro KHOIIKY MBIIIY M TIPOTAIINTE €€ IT0 CBOSH MOJIEIIH,
4T0OBI C(HOPMHUPOBATE CBOIO TIEPBYIO CKYJIBITYPY

Puc. 3.43. Mo>XxHO H3MCHUTE HalpaBIeHHE
nasnenus kuctu ¢ Add za Subtract



Puc. 3.44. YV nepxxuBanue kiasuiuu Ctrl Bo BpeMs CKyJIbITHHTa
HU3MCHHUT HANpPAaBJICHHE KUCTH



Puc. 3.45. Vaepxusas knasuiny Shiff Bo BpeMst CKyJIbIITHHTA,
BbI CIJIAJIUTE Bally CETKY



Puc. 3.46. PazBopoT okHa IpOCMOTpa, YTOOBI YBUAETH HIXKHIOIO OBEPXHOCTH IIUIANKU rpruda



Puc. 3.47. [lenaeM Haul nepBbIii CKYIBITYPHBIA IITPUX



Puc. 3.48. [loGapieHue neraineii K HaeMy rpudy



Puc. 3.49. [lepexpbiBaeM WTPUXH U1 CO3aHUS TOJOOHOTO 3TOMY BHIA



Puc. 3.50. Criaagum mecto, rie HOXkKa rpuda
CTBIKYETCS C €ro0 HIIAIKON



Puc. 3.51. [IoGaBneHue neraneii K HOXKKE
¢ oMo1ikko kucreit Draw u Smooth



Puc. 3.52. OpueHTHpYEM OKHO MPOCMOTPA,

4TOOBI YBHIETH BEPXYLIKY Irprba

0400 @ [+ —

Brushi = Tex

View Scene

0.500

e
Area Plane

«" Front Faces Only




Puc. 3.53. Brxmouenue Front Faces Only na xucti Smooth
UL BO3ACHCTBHSI TOJIBKO Ha MEPEIHUE MOTHTOHbI

Puc. 3.54. CrnaxxuBanue BepxHel yacTu rpuda
JI0 UCUEC3HOBEHHUS PE3KUX IpaHei



Puc. 3.55. AkkypaTHO HO)KMUTE U MOTSHUTE OOKOBBIE CTOPOHBI HOXKKH,
4TOOBI cO3/1aTh O0JIee OpraHuIHyIo GopMy



Puc. 3.56. ®opmuposanue HOXKH rpuda ¢ momouipio kuctu Grab



Puc. 3.57. OcTtopoxkHO NOTSIHUTE BHU3 ¢ TOMOIIbI0 kKuctu Grab



Puc. 3.58. [lotsHyB nuinky rpu0a B pa3HbIX MECTax BHU3,
MOJKHO CO3/1aTh 00Jiee OpraHu4HyI0 Gopmy



Puc. 3.59. JlobaBnenue Menkux AeTaneil kK HOKKe rprda



Puc. 3.60. CriaxrBanue JTUHUI C IOMOIIBI0 KHCTH Smooth

Grease Pencil

P
Armature

Lattice

Ermpty

Puc. 3.61. Co3nanue BcriomorareinbHoM kireTku Lattice u3 menro Add



Puc. 3.62. Yoenurech, 4To Baila MOJEIb IHOIHOCTHIO
MOMeIaeTcsl BHyTpH KieTku Lattice



=
-

iy W Lattice FH Lattice

Lattice

T Lattice

Resolution U

.
II.' il JI

Interpolation U
BSpline

BSpline

Outeida

Puc. 3.63. Knukaem nanens Object Data Properties
JUISL IOCTYTIA K TIapaMeTpaM KIeTKH



Puc. 3.64. Knetka Teneps nMeet 60Jiblie BEpIIUH

=R Add Modifier

Col ision
nynamic Paint
Displace
Hook
Laplacian Deform

Lattice Parzicle Instance

Mesh Deform : Pariicle System

1 EShrinkwrap oft Body

Simple Deform

Puc. 3.65. [lobasnenue moxudukaropa Lattice k Hameit Mmoxemu rpuba



v [ |Lattice

Object

Vertex Group

Strength

Puc. 3.66. Bei6op o6nexra Lattice u3 packpsisiierocs crrcka Object

Puc. 3.67. [lepememenne Touek Ha o0bekTe Lattice Bmmsier Ha dopmy rpuba



Puc. 3.68. I[lepememenne HmxHUX Todek pemerk Lattice Hapyxy
Jutst TpaHc(hopMaLuyl HOXKHU rpuba




Puc. 3.69. IToTsaHyB 3a cpeIHIOI0 BEPXHIOO TOUKY BBEPX,
MOYKHO H3MEHUTH (hOpMY LULIKU rpruda

Puc. 3.70. TpanchopmupoBanue Hammero rpuda
¢ moMmoelo penrerku Lattice

Puc. 3.72. Cxpritie ucxoganoit monenu «I'pud» u3 suna



! Multires

Level Viewport
Sculpt

Render

+" Optimal Display

Puc. 3.73. U3menenne moaudpukaropa Multires HU3KOMOIUTOHANBHOM Bepcuu
Ha HU3KOE pa3pelieHue 1 nepes ero npuMeHeHHEM

Puc. 3.74. BricokomonuroHaibHasi 1 HU3KOIOJIUTOHATBHAS BEPCUU MOJICIH



Search...

Input
Dutput

Shader

Texture Multiple Images

Color Image Sequence

Wector
- Brick Texture
Cormverter

- Checker Texture
Script -
Ervironment Texture
Group =
Layout Lradient lexture

|ES Tencture
Image Texture

Maaic Texture

Puc. 3.75. Co3znanue mycToi TeKCTYpBI H300pakeHHs

v Image Texture
Color @

Alpha @

MormalMap
2048 px

2048 px

Blank

32-hit Float

Puc. 3.76. Hactpoiixa Hons! Image Texture



v NormalMap

la’lv  NormalMap

Linear
Flat
Repeat
Generated
Color Space Non-Color

Vector

Puc. 3.77. Ilepexmouenue userosoro npocrpancrsa Color Space na Non-Color

Render Engine  Cycles
Feature Set Supported

Device CPU

Open Shading Language

Puc. 3.78. Ham nyxHo ucnons3oBats Cycles Render Engine,
YTOOBI 3aIeYb HaIly KapTy HOpMalieit



Bake from Multires
Combined
Cormbined
Ambient Occlusion
_ighting  Shar
Mormal
Contributions LW
Roughness
Emit
Ervironrnent
Diffuse

L Selected to Acl

¥ Dutput Transmission

Target
Margin 16 px

" Clear Image

Puc. 3.79. l3aMeHeHue Tuma 3areKaHus Ha «OOBIYHBIN )



Puc. 3.80. Kapra HOpM™mastei nociie ycnenHoro 3anexkanus nossutcs B UV-penakrope



Open Cached Render

Replace...

Reload

Edit External ly

All Images

Irmvert

Puc. 3.81. CoxpaneHnue TeKCTypbl KapThl HOpManei

MNarme v Date Modified .
File Format

Color
Color Depth
Compression
Save As Render
Copy

+ Relative Path

Cancel Save fs mage

Puc. 3.82. Coxpanenue kapTsl HOpMaJei Ui MOCIEAYIOIIEro HCIOIb30BaHUS



Location

Rotation
Scale

All Transforms

Rotation & Scale

All Transforms to Deltas
Animated Transforms to Deltas
Wisual Transform

Visual Geometry to Mesh

Make Instances I

Puc. 4.1. MacmrabupoBanue Hamel IpoCKOCTH

Puc. 4.2. BxiroueHue NponopLyuOHaIbHOIO pelaKTHPOBaHUS
C MOMOLIBIO 3HAYKA WM KJIaBUATYpHOTo cokpaienus O



Puc. 4.3. Vcnons3oBaHue MporopuuoHaIbHOTO PEJaKTHPOBAHUS
JUISL CO3/IaHMsl OPraHUYECKOro JlaHAmadTa



Puc. 4.4. [loqaumaiite u ommyckaiiTe BepIINHBL,
MIOKa He MOJIyYHUTCS YTO-TO BPOJE 3TOTO



Puc. 4.5. IToBopaunBaiiTe 1 MacIITAONPyHTE TIOCKHI 0OBEKT,
HOKa HE MOJIy4UTE YTO-TO BPOJIE STOTO

n to Cul

ion to Grid

Cursor t C i Cursor to Acti

Puc. 4.6. Ilpussska 3D-kypcopa K HIXKHEMY Kpato TPAaBUHKU



Location

Rotation
Scale

All Transforms

Rotation & Scale

Location to Deltas
Rotation to Deltas
Scale to Deltas

All Transforms to De

Animated Transforms to Deltas

Visual Transform

Wisual Geometry to Mesh

Make Instances

Puc. 4.7. MacurabupoBanue Halleil TpaBUHKH



Puc. 4.8. Co3nanue HeCKOIBKUX NETIEBBIX Pa3pe30B Ha HaIllCH TPaBUHKE



Puc. 4.9. IIponomkaem MoaudunuposaTs GopMy Haled TPaBUHKA



Puc. 4.10. [Ipunanne Hameil TpaBHHKEe HEOOIBIIONH KPHBU3HEI



Puc. 4.11. [ly6nupoBanue 1 yMEHbIICHNAE TPABUHKH IJIs CO3J[aHUs pa3HOOOpa3ust



Puc. 4.12. Co3nannue 4eTbIpex TPaBUHOK JUISl pa3HOOOpa3ust

Location
Rotation
Scale

All Transforms

Rotation & Scale

Location to Deltas
Rotation to Deltas
Scale to Delt

All Transforms to Deltas

Animated Transforms to Deltas

Visual Transform

Wisual Geometry to Mesh

Make Instances Real

Puc. 4.13. TloBopaunBaeM 1 MacmTabupyeM TPaBUHKH



Puc. 4.15. Caumaem (iaxok psoM ¢ KOJUIEKLIHEH, YTOObI CKPBITh €€ U3 HAIllel CLEHBI

¥ Point Distribute [ Point Instanc
¥ Foint nee

Geometry @,

Object  Collection ® Geometry

Puc. 4.16. Barie nepeBo HOJl JOJKHO BBITJISIIETh TaK

¥ Join Geometry

Geometry

s ¥ Point Instance
¥ Point Distribute

Object | Collection

Puc. 4.18. Bpemennoe otriouenne moaudukaropa Geometry Nodes
B okHe 3D-mpocmoTpa



U1 Jul=iil

W Object Mode v~ \iew Sel Add Obj

¥ Sculpt Mode
°FF /ertex Paint
15} Weight Paint

Texture Paint

Puc. 4.19. Bxon B pexxum Weight Paint

Puc. 4.20. Mcnonb3oBanue BeCOBOI OKpacKy Ul paclpeielICHUs TPaBbl



v Point Distribute

Geometry @

Random

T: Geometry
1& Density Max  50.000
® Density ... GrassDensity

|
D Seed 0

Puc. 4.21. Ucnons3oBanue rpynmnsl BepunH GrassDensity,
KOTOPYIO MBI CO3/JaJIH JUIsl PacIpeAeICHUs] HHCTAHC-TPYIII TPABbI

¥ Attribute Randomize

¥ Point Distribute

0,000
0000
0000

0250
0250

10.000

Puc. 4.22. OxoHyaTenbHOE A€pEeBO HOJI IOJIKHO BBIMIIAJIETH TaK



Puc. 5.1. IlpenBapuTenbHblid peHAEP MaTepPUAIOB, KOTOPhIE MbI CO3/IaAUM B 3TOI1 Il1aBe



v ColorRamp

Color @
Alpha @

A v Linear

M
.

Puc. 5.2. Teneps Bama Hoxa ColorRamp 10/DKHA BBITIAAETH TaK

v ColorRamp

Color @
Alpha @

v B-Spline v

Puc. 5.3. Ileperaiunte 3Ha4eHHs LBETa OIU3KO
JPYT K APYTY, 4TOOBI N3MEHUTh I'PAJIUCHT



Puc. 5.4. Teneps Baiue nepeBo HIEHANHTA TODKHO BRITISAETH TaK

v Noise Texture

3D

Vector
Scale 50.000
Detall 2.000

Roughness 0.500

Distortion 0.000

Puc. 5.5. Hactpoiixa Honp! Noise Texture



v Noise Texture v Bump

Normal

Invert
Strength
Vector
Scale 50.000
Detail 2.000
Roughness 0.500

Distance
Height

Normal

Distortion 0.000

Puc. 5.6. Co3nanne KpoueyHbIX BBIIYKIOCTEH Ha HAIlleM MaTepuaie
¢ nomoiusio Noise Texture u Hone Bump

Puc. 5.7. [loGaBieHue KpOIIEUHBIX BBITYKIOCTEH
JUISL IPUIAHAST HOXKKE TPHOa peaTuCTUIHOCTH

Emission Strength

Alpha
Normal
Clearcoat Normal

Tangent




Puc. 5.8. OxoHuarenbHbIN MaTepuan HOXKH Tpruda



Puc. 5.9. Beioepute 06a 6o0mipmmux kpyriasix UV-ocTpoBka



I
ey

|-

Puc. 5.10. Oxno 3D-npocMoTpa, moka3piBaroliee BEIOpaHHYIO HULIIKY rprba



il

Puc. 5.11. Bepxuss gactb rpuda no-npexxHeMy BbLIENEHA,
xorzaa Mel BxoauM B Edit Mode

Puc. 5.12. [{euok 10 KHOIKE «+» CO37aCT HOBBII CIIOT MaTepraa



Puc. 5.13. BepxHsist HOBEpXHOCTh LUISNKY rpuba
Tenepb UMeeT COOCTBEHHBIN MaTepHal

v ColorRamp

Color @

Alpha

0.500

Puc. 5.14. Hactpoiite Hony ColorRamp mpezncraBiieHHBIM 00pa3om



¥ Mapping

¥ Texture Coordinate Yook ¥ ColorRamp ¥ Principled BSDF v Material Output

Corerted Type: ¥ SepamEYE. ¥ Gradient Texture Color @, Al

Normmal Vector X Color 8, Alpha ® = ® Surace

e Yo Fac @ Volume
w Location Random Walk Y

Object X it : Displacement
® Base Color

Camera x
Vector Silbsuiface

Window: x =
Subsurface Radius v

Reflection st
subsurtoce coor (I
Object: [ 2 Metallic 0,000
From Instancer Specular 0100
Specular Tint 0.000
ROlgREs 0500
Anisotropic o000
Anisotropic Ratation 0.000
Sheen 0.000
SheeriTint 0500
Clearcost 0000
Clearcoat Roughness 0030
IOR 1450
Transmission 0.000
Transmission Roughness. 0000
Emission
Emission Strength
Alpha
Normal
Clearcoatiormal

Tangent

Puc. 5.15. Teneps Bame qepeBo HOA AOJKHO BBITIAAECTH TaK

¥ ColorRamp

Puc. 5.16. Hactpoiika ColorRamp a1 ynpasieHus IEpOXOBATOCTBIO




Puc. 5.17. Bepx nursinku rpuda Terneps HEMHOTO 00Jiee OTpaXkaroLnit



Puc. 5.18. [TlocmoTpuTe, Kak KapTa HOpMasei BIUIET
Ha HKHIOIO TIOBEPXHOCTD IUISANKH Iprbda



Puc. 5.19. Teneps BbI ODKHBI yBUACTD BBITYKJIOCT!
Ha BEpXHEH MOBEPXHOCTHU LIUISNKHU rpuda

v Mapping

¥ Textirs Coordiriate ¥ Cogiramp
¥ GradientTedin

Genersted
Color @,

Normal
Fac ®
uv.
Object %
Vector
Camera
Window
Rotation:
X
v

Reflection

¥ Wiapping —
+ Texture Coordinate ¥ NraliEppng
Gererat Color . ¥ Norrmal Map

Norml Type Poirt Apha ® o

uv Vector O x

Object Location: - =
Camera X .
v
2

Rotatior: Single Image

s - Strength

Repeat 2 o
Object:
2 Color Space. Non<Calor
From nstancer 7
z

Vector
Scale
v Bump
¥ olseTextine Normal
g Invert
Calor »-

Stietn 0400
30 v Distance 1,000
Vector o Height
Scle 5000 Normal

Detsl 16,000

RO 0500

MushoomTop Distortion 0,000

Puc. 5.20. Baiie koHeuHOe A€pEeBO HOJI IOJKHO BBITISIETH TaK

Color @

Alpha &

¥ Colciarp

Mix

Clamp,

Color ®.

Alpha ®

~ Linear

¥ Principied 8SOF

Specular Tint 0000

® Roughess

Anisatrapic
Anisotrapic Rotation
Sheen

SRegHTTE
Clearcoat

Clearcoat Roughness

Emission Strength
Hipha

Normal

v Material Output

Vlume

Displacement




¥ EdE

 vizmiatin

¥ Piincipied BS0F

or

Subsurface

Mt
SpesiiAr
SpecularTint
Raigfiness

bject, W

From Instancer =
e isctropic Ret

Puc. 5.21. Pacnionoxure HOABI IIOKa3aHHBIM 00pa3oM



v ColorRamp

Color @
Alpha

Puc. 5.22. Ucnonezyiite ColorRamp a1 GeicTpoit
HACTPOWKH IPOXO/I0B MaTepHasa

» vb2mdatlw 4K Albedo.jpg

Puc. 5.23. Bsl MoxxeTe CBEpHYTh HOJY, LIEIKHYB MaJICHbKUI
TPEYTOJILHUK B €¢ BEPXHEM JIEBOM YIIIy



Puc. 5.24. Teneps Baui naHamadt 10DKESH BBINISACTh IPUMEPHO Tak

¥ Mty

¥ Frineiped BS0F.

v Wapping

0500

EoERET

» vb2mdatlny 4K Bumpipg

1000

¥ Harp

Puc. 5.25. Baie koHeuHOE AepeBO HOJ [UIs JaHAadTa JODKHO BIMISACTh TAKUM 00pa3oM



v ColorRamp

Color @

Alpha @

v B-Spline v

Puc. 5.26. Co3nanue 11BeToBoro rpaanenra ¢ nomouipo Hoasl ColorRamp



v Wave Texture

Color @

Bands

X

Triangle
Vector

Scale 1.000

Distortion 2.000
Detail 4.000
Detail Scale 7.000

Detail Roughness 0.500

Phase Offset 0.000

Puc. 5.27. Hacrpoiixa Honst Wave Texture



v Noise Texture

Fac

Color @

Vector

Scale 4.000

Detail 2.000

Roughness 0.500

Distortion 0.000

Puc. 5.28. Hactpoiite Hony Noise Texture,
4YTOOBI I00ABUTH KPOIICYHBIE BHITYKJIOCTH B MO TPAaBHHKI

¥ Wave Texture
¥ ColorRamp

ar

Vector

¥ Mapping

Detail Roughn
Phase Offset 0.000

v Noise Texture
v Bump

Window In

Reflection $ ° @ [Istrength
L)

e 2 . cale 4.000 Di
2 ® Height
From | 2.000

Roughness  0.500 Normal

Distortion  0.000

Puc. 5.29. OxoHyarensHOe 1epeBo MIEHANHra MaTepHaia TPaBbl

Normal

0.100
1.000

¥ Principled BSDF

Metallic

Specular

Specular Tint
Roughness
Anisotropic
Anisotropic Rotation
Sheen

Sheen Tint

Clearcoat

Transmission

Transmission Roughness

® Emission

®
L}

Emission Strength
Alpha

at Normal

0,000

0,000
0,500
0.000
0,500
0,000
0,000
0,000
0,500
0.000
0,030
1.450
0.000

0,000

1.000
1.000

| Output




Puc. 5.30. OxoHuaTeNnbHBIH BU HAIIEr0 MaTepHana TPaBbl
B okHe 3D-mpocmoTpa



v Sky Texture

Color @

Hosek / Wilkie

Turbidity 8.000

Ground Albed 0.300

Vector

Puc. 5.31. Hacrpoiite Honer Sky Texture
CIIeIYIOIIUM 00pa3om



v forest_
Color @
Alpha @
il
Linear v Background v World Output

Flat Color @ - All

Mix ; @ Color @ Surface

Clamp ® Strength 1.000 @ Volume

Linear [ =
® Colorl

¥ Sky Texture

Color @

Turbidity B8.000
Ground Albed

Vector

Puc. 5.32. Baue urorosoe aepeso weiauara World 10/DKHO BBITTISIIETH Tak

Puc. 5.33. Pennep nameit crieHbt



Image Viewer

IMG_0165JPC

¢ 7 s
56 mo ! 2x % MOR &, 6000x4000

Puc. 6.1. ImnoprupoBanubie Gpororpaduu, orodpaxaemsie B uHTepdeiice Meshroom



HOKA3bIBAIOILEE CTPOSIILYIOCS CETKY

]

-IIPOCMOTpa

Puc. 6.2. Okuo 3D



Puc. 6.3. Opuenranys IMIIOPTHPOBAHHONW MOJIENH HE BHIPOBHEHA 110 CETKE

Puc. 6.4. cnons3oBanue BUIOB Criepe/ii, COOKY U CBEPXY
JUIsL BBIDABHUBAaHUS 00BEKTA M0 CETKE I10J1a



Puc. 6.5. Vcnons3oBaHue BUIOB CIiepeu U cOOKY
JUISL COBMEIIIEHHST MOJICITH C CETKOH



Puc. 6.6. Vcnonp3oBanne HHCTPYMEHTA JIACCO [UIsl 0OBEICHHUSI Balllero 00beKTa

Puc. 6.7. lnBepTupoBaHue CeNeKLIUH AJIs1 BIOOpa BCEX BEPILHH,
KOTOPBIC HaM HYXHO YIaJIUTh



Puc. 6.8. 3azenaiitTe oTBepcTHS IyTeM BeIOOpa ABYX pedep
U CO3JaHUS HOBOU IpaHKU

Puc. 6.9. Vcnons3oBanue nactpymenta Box st Beioopa
BCEX HIDKHHX BEPILHH Ballleil MOAEIN



Puc. 6.10. I[Ipocmotp Matepuana Mmozaenu nocie BkiaroueHus Material Preview

Puc. 6.12. YMmenbienue TpeOyeMoro ynciia BEpIIH
C TIOMOILBIO Claiaepa



Puc. 6.13. O6HOBIIEHHAsI MOZIEINB C YSTHIPEXYTOIBHBIMHU ITOJIUTOHAMH



Puc. 6.14. HuzkonoauroxaiabHas ¥ BEICOKOIIOJIMTOHAILHAS MOZEIIH
CJIerKa nepeKphIBatoTcs B okHe 3D-mpocmoTpa




Puc. 6.15. Mapxuposxka mBoB st UV-pa3BepTKy Bamiei MoJen

Puc. 6.16. UV-kapta 11 moeit Moaenu OpeBHa



¥ Image Texture

Mame | Mormal
2048 px

2048 px

Blank

»f 32-hit Float

Puc. 6.17. Hactpoiika TekcTypsl 11 KapThl HOpManei



Puc. 6.18. Bo1 MoxeTe npeBapUTEIbHO IPOCMOTPETH
3anedyeHHyo anpdy3Hyro KapTy B paboueii obaactu penakruposanusi UV



Puc. 6.19. 3aneuennas xkapra HopManel



¥ Principled BSDF

@ Surf

@ Volume

0.000

Specular

5 ar Tint

v formst Roughness 0.500
Anisotropic D000
Anisotropic Rotation 0.000
Sheen

Sheen Tint

v Normal Map arcoat 0.000
0.0

Normal

0.000

Puc. 6.20. Bamue nepeBo HOJ JOIKHO BBITJISIETh IPUMEPHO TaK



Puc. 6.21. Bama HU3KOMOIUTOHATBHAS MOJIEID
¢ mudPy3HOU KapTOH U KapTOil HOpMaJIeit




00paxeHue I

Puc. 7.1. Moe sTaioHHOE U3



Puc. 7.2. PucyeM KOHTYp Balllero nepcoHaxa, ero BUja crepenu



Puc. 7.3. Pucyem rnaza



Puc. 7.4. [loGaBisieM HOC U POT



Puc. 7.5. JloGaBnsieM MeNKue AeTal JIMIa



Puc. 7.6. [Jo6aBumM IuHEHKH K Ka)10i 0COOCHHOCTH Balllero IePCOHaKa



7.7. BeraepTute CHITy3T IOJIOBBI, BUI COOKY




Puc. 7.8. PucoBanne koHTypa, BUX COOKY — OpPUCHTHPYHTECH Ha JTMHEHKH,
YTOOBI BHIPOBHATD PA3IMYHbIC YaCTH TeNa



Puc. 7.9. JJoGaBnenue neraneii k Buay cOoky

¥ Transform

Location
x
¥

i

Rotation:

1.000

1.000

1.000

Puc. 7.10. Ycranoska napamerpos Location u Rotation

at
=

Creencas|

5




Puc. 7.11. BrlpaBHUBaHUE BU/a CIIEPEH BALLETO EPCOHAXKA 110 LIEHTPY JIMHUN CETKH



Puc. 7.12. [Ia mycThix 00beKTa



Puc. 7.13. CoBmenieHre 60KOBOTO 3TaJIOHHOTO M300paXkeHust ¢ ocsimu Y u Z



Puc. 7.14. BeiGepute yron 3D-npocMoTpa TakuM 06pas3om,
4TOOBI MOXKHO OBLIO BUACTH 00a 3TajoHa



Puc. 7.15. [lepememenne 000MX 3TaTOHHBIX H300paKEHUN HA3a],
9TOOBI OHH HE IEPEKPHIBAIUCH

» Sort Alphabetically

Puc. 7.16. Brirouenue 3Hauka Selectable ¢ momorbio
packpsiBiierocs cnucka Filter nax Outliner

Puc. 7.17. OTkntodeHue BO3MOKHOCTH BBIOOpa MyCTHIX
o0bexToB Front u Side B Outliner



Puc. 7.18. Bxmouenue Toggle X-Ray

Puc. 7.19. YMeHblIeHNE IIIUHAPA IPHMEPHO
JI0 pa3Mepa IIeu NepcoHaxa



e tace Official Community Testing e Install... —~ Refresh

Themes Enabled Add-ons Only All - mirrar
Viewport
Lights
Editing Location: \ 3D = Sidebar = Edit Tab = AutoMirror [panel )

File: fApplications/Blender.appContents/Res.. .93 scriptsfaddons/mesh_auto_mirror.p
Animation

Author: Lapineige
Mdd-ons

Documentation sl Feport a Bug
| Lt

Mavigation
Keymap Tab Cate
Edit

System
Save & Load

File Paths

Puc. 7.20. Ilouck u BKIoYeHHE gonoHeHus Auto Mirror

Y Auto Mimor

Autoldirror
Ornenta.. Positive
Threshold
Toggle Edit
o Cut and Mirror
¥ Use Clip

Editable

Apply Mirror

Puc. 7.21. [Tnarun Auto Mirror 1OCTyIeH B BEpXHEH 4acTH
6okoBoro MeHro Ha Bkiajnke Edit



Puc. 7.22. BripaBHrBaHNE BEpXHUX BEPIIHH I10 IIee Cpa3y 3a MoA00POAKOM

Puc. 7.23. BoipaBHuBaHNEe GOKOBEIX BEPIIUH 110 CTOPOHE HIEH



Puc. 7.24. DxcTpyanpoBaHne HIDKHAX BEPIIHMH JI0 TOsica

Puc. 7.25. MacmtabupoBaHie HIDKHUX BEPIITH
JUISL BEIPABHUBAHMS HX C TEJIOM MEPCOHAXKA



Puc. 7.26. Co3nanue nersieBoro pa3pesa u BbIpaBHUBAHHE
JBYX BHEIITHHUX BEPILIHH C TEJIOM IIepCOHaXKa

Puc. 7.27. IoGaBneHue elie 0JJHOTO METICBOTO pa3pe3a
¥ BBIPABHUBAHHUE JIBYX BHEITHUX BEPIIUH C TEJIOM IOJ PyKOH



Puc. 7.28. [lepemenienue u moBOPOT BEPIIMH,
YTOOBI BHIPOBHATB MX 110 BEPXHEH YaCTH PyKU

Puc. 7.29. Coznanue erie OHOTO NETIEBOTO pa3pes3a
JUISL IpuaHus GOPMEI 1Iee U IUIeUeBOH 30HE



Puc. 7.30. Bun Haiueii ceTku cO0Ky

Puc. 7.31. BoipaBHUBaHNE HIKHUX BEPLIMH 110 EpeaHEH
1 3aiHell CTOPOHAM 3TATOHHOTO U300paKeHHs



Puc. 7.32. [lepemenienue BepLUIMH B COOTBETCTBHU
C HAIlIUM 3TJIOHHBIM H300paskeHHEM



Puc. 7.33. JIoGaBneHue elie 0JJHOTO METICBOTO pa3pesa,
4T06BI CHOPMHUPOBATH JKUBOT HAIIETO EPCOHAKA

Puc. 7.34. Vcnonp3oBanue Bua Criepeay Al IOBTOPHOTO
BBIPABHUBAHMS BEPIIMH OTHOCHTEIHHO 3TAJIOHHOTO H300paKeHNUS



Puc. 7.35. DxcTpyaupoBaHue rojoBbl M JOOABICHUE
TpeX METIEBBIX Pa3pe30B sl CO3AaHust (POPMBI TOJIOBBI IIEPCOHAKA



Puc. 7.36. Vcnonp3oBanue Bujia cOOKy
111 HOPMUPOBAHHUSI TONOBBI IEPCOHAXKA



Puc. 7.37. Paznenenune BepxHero pebpa [uisi CO3JaHUsI HOBOI BEpIIHHBI

Puc. 7.38. CoennHenne BHEITHUX BEPIIUH CO CPEAHEH BEPUIMHON B BEPXHEW 4aCTH T'OJIOBbI




Puc. 7.39. BoipaBHUBaHME caMOl BepXHEH BEPIIMHBI
10 BEpXHEH YacTH 3TAIOHHOTO U300pakeHHs



Puc. 7.40. Co3nanne netyieBoro paspesa B BEpXHel 4acTH TOJIOBBI
¢ moMo1neio nHeTpyMeHTa knife tool



Puc. 7.41. Jlo6aBnenue eie AByX METJIEBBIX Pa3pe30B BOKPYT FOJIOBBI



Puc. 7.42. DxctpynupoBaHue 001acTH TaTMK BHI3




Puc. 7.43. Co3nanne NoIMroHa-BCTaBKH IO TEIOM IIEPCOHaXa

Puc. 7.44. DxcTpynupoBaHUe BHYTPEHHETO MOJIUTOHA
JUIS CO3JJaHUS BepXHel Jyactu Oenpa

Puc. 7.45. DxcrpynupoBanue BEIOpaHHBIX BEPIINH BHU3
Ju1st HOPMUPOBAHHS BEPXHEH 4aCTH HOTH



Puc. 7.46. BripaBHuBaHNe BEepIINH Ha BHJE COOKY

Puc. 7.47. MoznenupoBaHue HIKHEH YacTH HOTH



Puc. 7.48. DxcrpynupoBanue BHU3 AT CO3AaHUS CTOIIBI

Puc. 7.49. ®opMupoBaHUE CTOIBI C UCTIOIF30BAHUEM BUJIA CIICPEIH



Puc. 7.50. Co3nanue emie 0AHOTO METIEBOTO pa3pes3a
U1t IpUAaHust OpMBI CTOIIE




Puc. 7.51. Ilepemerienye BepIKH 1JIe4a B COOTBETCTBUU C STAJIOHOM

Puc. 7.52. Co3nanue BIOKEHHOTO IOJUTOHA,
KOTOPBIil MBI [103Ke Oy/IeM IKCTPYIUPOBATh LIS CO3IaHUS PYKH

Puc. 7.53. Ilepemenienne BepLINH AT CO3AaHUS
GoJiee BBIIYKJIOrO MOJIUTOHA



Puc. 7.54. DxcTpynupoBaHue pyKHU IEPCOHANKA

Puc. 7.55. BripaBHHBaHME SKCTPYAUPOBAHHON PYKH
Ha BHJE cOOKY B COOTBETCTBUM C 3TAJIOHOM



Puc. 7.56. DxcTpynupoBaHne HIDKHEH 9acTH PYKHU U BEIPABHUBAHHE BEPIINH
T10 3aILICTHIO Ha 3TaJOHHOM M300pPaKEHUM NIEPCOHAKA

Puc. 7.57. CoBmenenne BepIvH Ha Bujie COOKY C 3aIICThEM IepPCOHaKa



Puc. 7.58. BoITAruBanue BepLIMH K CEpEUHE PYKU

Puc. 7.59. [Ipuganue moauroHy Ha KOHIE PyKH 0oJiee MPsSMOYToJIbHOH (hOpMbI

~ Create N-Gons

Puc. 7.60. Pa3nenenue BepxHero pedpa AByMs pa3pe3aMu
JUISL CO3JTAHUSI TEOMETPUY TPEX IaIbLEeB



Puc. 7.61. Co3nanne AByX NOMOJHUTEIBHBIX BEPIIHH
Ha BEpXHEM U HIDKHEM pedpax

Puc. 7.62. Coenunennie BepxHeil 1 HIKHEH BepIIUH
JUISL CO3JTAHUSI TPEX HOBBIX IIOJINTOHOB

Extr

Extru

Puc. 7.63. DxcTpyaupoBaHUe TPEX MOJIUTOHOB MO OTACIBHOCTH
JUTSL CO3JIAHUS TANTBIICB



Puc. 7.64. Paznenenue najnpleB MyTeM OTOABUTAHHS MOJIUIOHOB APYT OT ApYyra

Puc. 7.65. [lepemenienne NoIUroHOB Ha KOHYMKAX MAJIbIEB BHU3
JUISL COOTBETCTBHS C 3TAJIOHOM



Puc. 7.66. Ilo3unnonupoBanue najableB B COOTBETCTBUH
C STaJIOHHBIM U300paKCHUEM

Puc. 7.67. Co3nganue nersaeBoro paspesa Ha KakJ10M Hajblie
1 MacIITabMpoBaHKe UX pedep, 4TOOBI CIeNaTh X HEMHOTO OOJIbIIE B CepeanHe



Puc. 7.68. DxcTpynupoBaHue U YMEHBIICHHE KOHYMKOB TTaJbIICB

Puc. 7.69. lcnionp3oBanue BUAa CBEpXy IS pUAaHUS (GOPMEI pyKaM U MallbIaM



Puc. 7.70. ®opmupyiite u moBOpayMBaiTe NaabIbl O TEX HOP,
[I0Ka y Bac He MOJTYyYHUTCS YTO-TO, IOXO0XKEE Ha ITO ITAJOHHOE H300paKeHUE

Puc. 7.71. TlepemecTure BepIINHEI TaK, 9TOOBI OHH HE IEPEKPHIBAIM 00JIACTh I1a3a



Puc. 7.72. TlepememaiiTe BepIIMHBI BOKPYT I71a3a, [IOKa y Bac He Oyner
JBYX IIOJIMTOHOB, OKPHIBAIOIIUX €T0

Puc. 7.73. Cnenaiite yriry6iieHue AByX MOJIUTOHOB, TOKPHIBAIOIINX TJ1a3




Puc. 7.74. Y naneHue nByX BHYTPEHHHX MTOJUTOHOB ISl OCBOOOKICHUS MECTa,
rje OyIyT pacroiaraTbCs Tia3Hble S0I0KH

Puc. 7.75. [loBTOpHOE HCIONB30BaHUE BUAA CIIEPEIH
JUIsL IpUAaHUst HOPMBI BHYTPEHHEMY KOHTYPY IJla3a



Puc. 7.76. DxcTpynupoBanne KOHTYpA Ila3a BHYTPh T'OJIOBBI M €70 YMEHBIICHHE

Puc. 7.77. Coznanue nukocdepsl riasa u pa3MeIeHUE e¢ B MIA3HUIIS



Puc. 7.78. I'naznoe 1610K0 OyeT aBTOMATHYECKH 3€PKAIBEHO OTPaKEHO
Ha JIpYTo¥ IIOJIOBUHE NIEPCOHAXKA IIPH COSUHEHUH C eT0 CeTKOI

Puc. 7.79. Co3anue eme 0QHOTO IETICBOrO pa3pesa, CACNAHHOTO IPSMO HaJl PTOM




Puc. 7.80. Co3nanne BcTaBKM Ha MecTe OymyIIero pra

Puc. 7.81. ®opmupyem port 10 Tex mop,
HOKa He OyJIeM JJOBOJIbHBI €ro pa3MepoM

Puc. 7.82. [lo6aBneHue netieBoro paspesa Mo ITaHaMU IePCOHaKa



Puc. 7.83. JlobaBnenue meTIeBbIX pa3pe30B BOKPYT IIUKOIOTKI

Puc. 7.84. Jlo6aBneHe HECKOIBKUX METIEBBIX Pa3pe30B BOKPYT 3aISICThS
JUIsL co3/1aHus Ooee 0CTporo Kpas



Puc. 7.85. Co3ianne HECKOJIbKUX METIEBBIX Pa3pe30B
B MECTE COEIMHEHHSI PYKH C TUIEYOM

Puc. 7.86. KapxacHslil Buj nepconaxa



Description:  Autormatic rigging from building-block companents
Location: Armature properties, Bone properties, C |5 panel, Armature Add menu
File: J/ r.appfConte i i rigify _init..
Author:

ion:

Internet: ) ) i Report a Bug

Puc. 8.2. CoxpaneHue HacTpoek

Puc. 8.3. [lpumenenne moaudukaropa Subdivision Surface



Puc. 8.4. Pazmeniaem MozieNib MepcoOHaXka B LIEHTPE CETKH

Puc. 8.5. MacmrabupoBanne kapkaca A1l BBIPaBHUBAHUS €T0
C IJIeYaMU IIEPCOHaXKA




Puc. 8.6. Cenexuus u ynaneHue KocTei auna

Puc. 8.7. BriGepure nuueByo KOCTh U yIaIUTE €€




Puc. 8.8. [To3unronupoBanue Bepxa KOCTU T'OJIOBBI
Ha BEpXHEH 4acTH TOJIOBBI IEPCOHAXKA

Puc. 8.9. [To3unronupoBanre KOCTH roJIOBbI




T B¢ Options ~

0D -

Puc. 8.10. Bkmodenue bone mirror HaxxaTreMm KHonku X
B BepxHel yactu okHa 3D-npocMoTpa




Puc. 8.12. BripaBHuBaHue Ta3a U OAPSHHBIX KOCTEH ¢ IIOMOIIBIO BHIA CIIEPEIN

Puc. 8.13. BripaBHHBaHME KOCTEH TOJICHH U MIATKHU HAILETO MIEPCOHAXKA

Puc. 8.14. BripaBHHBaHME KOCTEH MATKH U CTOIIBI



Puc. 8.15. JIo6aBneHue HeOOMBIIOTO U3rHOA,
MOBTOPSIFOILETO MOJIOXKEHHE cruba KoJIeHa MepcoHaxa

Puc. 8.16. Ilo3uunonuposanue rpyaHOH KOCTU



Puc. 8.17. BoipaBHUBaHME KOCTEH UIeUa, MIPEANIICYbs U KUCTH

Puc. 8.18. BripaBHHBaHME KOCTEH PYKH € TIOMOIIBIO BUIA CBEPXY



Puc. 8.19. CoBmerienne KocTeil Tpex MajbIeB ¢ KUCTHIO HAIIETO NMEPCOHAXKA

Puc. 8.20. BripaBHrBaHME KOCTEH NEPBOT0 Majblia HA BUIE CIEpeId




Puc. 8.21. BoipaBHMBaHME APYTUX KOCTEH MaJIBIEB MO CETKE

Puc. 8.22. Vcnone3yiiTe BUA criepeau Ui BEIPaBHUBAHUSA KOCTEH




Puc. 8.23. BripoBHsiiTe KOCTH Ha BUZE CBEPXY

Puc. 8.24. BripoBHsliTe KOCTH Ha BHIE COOKY




erate Rig

Advanced Options

Puc. 8.25. 'enepanus pura ynpasieHus NEpCOHAKEM

Puc. 8.26. Pur ynpasnenus Rigify, orobpakaemslii B okae 3D-npocmotpa

Chbject
Armature

With Emy

With Automatic Weights

With Ern

Puc. 8.27. [IpuBsi3ka pura K HaleMy MEPCOHAXY C UCIIOJIb30BAHUEM aBTOMATHUECKIX BECOB



Puc. 8.28. BriGop koHTpOIIEpa CTOMIBI

Puc. 8.29. ABTomaTnueckoe crubaHue KojeHa Npy NepeMeIieHH
KOHTpoJiiepa cronsl B cooTBeTcTBuM ¢ IK



Puc. 8.30. AHMMAaIIHS HOTH B CTOIIBI

Puc. 8.31. 3menenue no3sl ¢ momoubio kouTpouiepoB FK




¥ Rig Layers

Torso
Torso (Tweak)
Fingers
Fingers (Catail )

Arm.L (1K) AR (K]
ArmiL (FE) ArmiR (FE)
ArmiL (Tweak) ArmiR (Tweak)
Leg.L (1K) Len.R (1K)
Leg.L (FK) Leqg.R (FK)

Leg.L (Tweak) Leg.R. (Tweak)

Root

Puc. 8.32. Cnou pura, kak Ioka3aHO B OOKOBOM MEHIO

Torso
Tarso (Ta
Fingers
Fingers (Detail)
ArmL (1K) ArrrR LK)

Armm.L (FE) Arm. R (FE)

ArmiL (Tweak) Arm.R { Tweak)

Leq.L (1K)

Puc. 8.33. Cxpoem Bce ciou pura, kpome konrposiepa Arm.L (IK)



Puc. 8.34. [Ipunaem HyXHYIO 103y KUCTU U PyKE

Puc. 8.35. UeThlpe KITFOUEBBIC O3B, HCOOXOAUMBIC JUIS IIUKIIA XOAb0BI



T,

Puc. 8.36. Kiitouesas moza Homep oiuH

Puc. 8.37. YcranasnuBaem Kaap BOCIPOM3BEICHUS HA Kaape Homep 1



Puc. 8.38. [lepemenienue u moBOPOT MPAaBOTO KOHTPOJLIEPA CTOIIBI
B COOTBETCTBHH C KIIIOUEBOH 110301 HOMEp OINH

Puc. 8.39. [lepemernienue u MOBOPOT KOHTPOJLIEPA JIEBOK CTOIIBI
B COOTBETCTBUH C TIO3UIMEH KIIIOYEBOTO KaJpa HOMEpP OAUH



Puc. 8.40. [lepemenienyie 1 HIOBOPOT KOHTpOJUIEpa NPaBOH pyKn
JUISL CO3/IaHUS 1103bl, COOTBETCTBYIOIIEH KIII0UEBOMY Kaapy HOMEp OIUH

Puc. 8.41. [lepemenienue u MOBOPOT KOHTPOJLJIEPA JIEBOH PYKH
JUISL CO3/IaHUS T103bl, COOTBETCTBYIOIIEH KIIIOUEBOMY Kaapy HOMEp OJUH



Visual Location & Scale

Visual Rotation & Scale

BBone Shape

ole Character

Whole Character (Selected Bones Only)

Puc. 8.42. YcranoBka KIIl04eBoOro Kajapa Jjsi KaxI0oro
BBIOPaHHOTO KOHTPOJIUIEpa pura

Puc. 8.43. KiroueBoii xaap Ha epBOM KaJipe aHUMAIU{

Puc. 8.44. Knrouesas mo3a Homep 11Ba
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Puc. 8.45. KiroueBoii kazp 1o3bl HOMep JABa Ha Kajape aHuManuu 10

Puc. 8.46. Kirouesast mo3a Homep Tpu



Puc. 8.47. Knrouesast mo3a Homep ueTbIpe

Puc. 8.48. Vcnonp30Banne KOHTPOIIEPOB MATKU M HOCKA JUTA CO3JJaHUS YE€TBEPTOM MO3bI



Load Factory Prefer

Save Preferences

A ve Preferences

Puc. 9.1. CoxpaHeHue HaCTpoeK

Dimensions:

Puc. 9.2. Macmrabupyiite Monens obemnncka,
4TOOBI OHA CcTajla IpHMepHO 10 METPOB B BEICOTY

1.000
1.000

1.000

Puc. 9.3. Ilpumenenne Scale copocut napamerp Scale na 1,
HO He U3MEHHUT ero pa3mepsl Dimensions

Puc. 9.4. 3smenum nms Hamrero oobsexra B paszene Outliner Ha Statue



Puc. 9.5. Bama cuena 1o/pKHa BBINILAET IPHMEPHO Tak



Puiril Suurie

Cwn Verts

Child Verts

Source Limit 200

Scale 100

Recursive Shatter
Recursian 0

Hando 0.49 Handom Smizll

Mesh Data
« Sharp Edgzs

Collection Fracture

e LIg

» Show Prcgress Realtime

Puc. 9.6. Hactpoiiku pparmenrtanuu Cell Fracture

Own Particles

Source Limit

Child Particles Annotation Pencil

Moise 1.00

Clamp Recursion 250

Lursor Llose Larsor Far

" Apply Split Edge o Match Data

Margin 0.00 " Split Islands

e Mass

Puc. 9.7. CxpoiTre ucxonHON Moaenu odenmcka



Puc. 9.8. Pazbuenne ¢pparmMenTa Ha 6oiee MEJIKUE YaCTH

Puc. 9.9. ®parmentuposanue Moenu odenmmcka ¢ momomibko mwiarnia Cell Fracture




Puc. 9.10. Hapucyem nuaun ¢ momomsio Annotation Pencil

Puc. 9.11. Vcnons3zoBanue unctpymeHTa Annotate Eraser
Ul CTUPaHUs JMHUH pa3IoMoB B okHe 3D-mpocMoTtpa

Ohject

to Origin

Crigin to Center of Mass [Volume)

Puc. 9.12. LlenTprpoBaHie ONOPHBIX TOYCK (HparMeHTOB



¥ Rigid Body

Type  Passive
¥ Settings
Animated

¥ Collisions

Puc. 9.13. YcranoBka ¢u3nuecknx CBOKWCTB I0JIa
Ha Passive Rigid Body

¥ Settings

" Dnynamic

Animated

Collisiors

0.500

Sensitivity

Collision Margin

* Collections

¥ Dynamics

Damping Translation 0.040

0.100

Puc. 9.14. [Tapamerps! Rigid Body



Animation

Rigid BEody

Quick Effects
Corert
Shuw/Hide

Clean Up

Copy from Active
Delete Apply Transformation
Delete Global

Connect

Puc. 9.15. Kormmposanue Hactpoek Rigid Body n3 aktusHOr0 00BeKTa
BO BCE OCTaJIbHbIE BBIJICICHHBIE OOBEKTHI

v ¥ Gravity

Grawvit

0.8 mfs?

Puc. 9.16. Crty rpaBuTanuu npu He0OXOAUMOCTH
MO>KHO U3MEHHUTD

¥ & Rigid Body World
Rermove Rigid Body World
¥ Settings

Collection RigidBodyWorld.001

Constrain...

]
[~ ]
Constraints gl

1.000
Split Impulse
Substeps Per Frame 50

Solver [terations 50

¥ Cache

Simulation Start 1
End 250
0 frames in memorny (0 B, cachz is outdated!
Bak Bake All Dynamics

Calculate to Frarne Delete All Bakes

Current Cache to Bake LIpdate All to Frame

* Field ights

* Custom Properties

Puc. 9.17. Hacrpoiiku Rigid Body World

[s




M s =
Anirnation

Rigid Body

Add Passive

Quick Effects

Remowve
Corvert =
Change Shape
Show/Hide i 2
5 Calculate Mass
Clean Up
. Copy from Active
Delete Apply Transformatian

Delete Global 3 frames

Connect

Puc. 9.18. [lobaBnenue orpaHMIeHUi K BEIIETIEHHBIM (parMeHTaM 00beKTa

¥ Rigid Body Cc
Type
¥ Settings
" Enzbled
Disable Collisions

~' Breakable

Threshnld 1000

¥ Objects

First M, Statue cell.007 ce..

Second M Statue cell.007 ce..

ide [terations

Puc. 9.20. ITapamerpsr orpannuenus Rigid Body



Puc. 9.21. Dxcnepumentupyiite co 3HauenneM Threshold,
TI0Ka He Oy/ieTe TOBOJIBHBI Pe3yIIbTaTaMI

Puc. 9.22. VY napsronmii 00beKT B3aUMOICHCTBYET € 00EIHCKOM




¥ Cache

Simulabon Start il
End 250

250 framies in MiPMInry [

Bake

Calculate to Frame

Current Cache to Bake LIpdate All to Frame

Puc. 10.2. Co3nanne HOBO# Koiuiekiuu 00bekroB WGT



Puc. 10.4. VIMnopTHpOBaHHBIH NEPCOHAXK U €r0 PUT
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Puc. 10.5. KiroueBble Kaapsl IUKIIa X0AbOBI OTOOpa)KEHBI HA TaliMIIaiiHe



4 ¢4 o b e pl

& &

Puc. 10.6. [lepemeniaem kioueBbie Kaapbl HUKIA XOABObI BIIPABO,
YTOOBI 0CBOOOUTH MECTO JUISl HAYAIBHOMN MO3bI

Visual Rotation & Scale
BEone Shape

Whole Character ['5
Whole Character ected Bones Orly)

X

Puc. 10.7. BoiGop Bcero nepcoHaxa Jyis BCTaBKU HOBOT'O KJIIOYEBOTO KaJpa
JUIsL BCEX KOHTPOJUICPOB pUra

Puc. 10.8. Bri6op KOpHEBOTO KOHTpOJIIEpA pUTra

4 ¢4 4 b ré »l

+* +

Puc. 10.9. Moii nukn xoap0s1 HaunHaercst ¢ 30-ro kanpa u 3akaHuuBaercs B 110-m kaape



End 109

Puc. 10.10. YcTaHoBKa HOMEPOB HAYaJIbHOTO U KOHEYHOT'O KaIPOB
JUISL BKJIFOYEHHMS [IOJTHOH aHUMAaIuU




Puc. 10.12. Br160p HOOTHATENEHBIX TOJIUTOHOB
JUTSL CO3JIAHUsSI TIpeIMeTa ok bl «pyTOokay

Armature

Pre olurne

Multi Modifier

Bind To & Vertex Groups
Bone Ervel

Puc. 10.14. Mogndukatop Armature aBTOMaTHIECKH IIPUMEHSIETCS
K (QyTOOIIKE 13-3a KOMaH/IbI KOIUPOBAHUS



Mirror

Snap

o Collection Armature Deform
With Ernpty Groups
With Autornatic Weights
Delete
With Enve
Bone

Bone Relative

Puc. 10.15. [IpuBs3ka o116l K pUry BpyUHYIO

Puc. 10.16. YBenmuste (yTO0IKY Tak, YTOOBI OHA ObLTA HEMHOTO OOJIBIIE TIEpCOHaXKA



Puc. 10.17. Beigesnenue HIDKHUX pedep Ha 3aqHei yacTu GyTOoaKu

Puc. 10.18. DxcTpyaupoBanue HIDKHUX pebep c3aau GyTOoIKH
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Puc. 10.20. DxcTpyaupoBaHue HIDKHUX pebep nepenHeit yactu GpyTOosku




Puc. 10.21. Jlo6aBiieHre NETIIEBBIX Pa3pe30B K IKCTPYIAUPOBAHHOM 4acTH






Puc. 10.23. Teneps TkaHb B3aUMOAECHCTBYET C MOJIEIIBIO HAIIIETO NIEPCOHAXKA

Puc. 10.24. Bei6op nonuronos ast Pin Group

1.000

Dyna

Puc. 10.25. 3akpennenne rpymnisl BepIInH
JUISL MCKJIFOYCHHMS UX U3 CUMYJISLIMK



Puc. 10.26. ImMutanus TKaHU TeTephb BRITISANT Jy4lle

Puc. 10.27. Ilepexmounrecs B pexum Wireframe,
YTOOBI YBUAETH B3aHMOCHCTBHE MEXK/y TKAHBIO ¥ IIEPCOHAKEM




Add Modifie-

Subdivision Vi@ -

Catrmuall-Clark Simple

Levels Wiewport a4

Render 2

» Optimal Display

A Armature TitE g -

Clcth S

Puc. 10.28. [Tomectute Moaudukarop Subdivision Surface
Haj Moaudukatopamu Armature u Cloth

Force

= Wind

el Magnetic

'I.-llll__.' Harmaonic

o~ Charge
Lennard-ones
Texture

2 Curve Guide

= Boid

Turbulence

Fluid Flow

Puc. 10.29. B Blender Bl MOXeTe IPUMEHUTh MHOYKECTBO PA3JIMYHBIX CHIT



Puc. 10.30. XKenrast cTpenka yka3blBaeT HalpaBlICHUE CUIIBI BETpa

Puc. 10.31. Tlepemecture cumy Berpa Wind BIipaBo oT nepcoHaxka



Puc. 10.32. O6paTute BHIMaHHE, KaK CHJIa BETPa CABUraeT TKaHb BICBO

Shape

Strength

Flow 1.00u

Affect & Location

" Rotation

Moise Amournt 10.000

Seed

Wind Factor 1.000

Puc. 10.33. ITapameTpsl cuibl BeTpa



Puc. 10.34. [TocmMoTpuTe, Kak Ha CUMYJISILMIO TKAHU BIUSIET cuia Vortex

Puc. 10.35. TypOyneHTHOCTB JOOABIISET CIydaifHyIO psIOb U IBIDKCHUE TKAaHH




or Collection ‘g

1.000

1.000

Force 1.000
Wortex 1.000
1.000

Harmaonic 1.000
Charge 1.000
Lennard-|ones 1.000
Wind 1.000

Curve Guide 1.000
Texture 1.000
Fluid Flow 1.000
Turbulence 1.000
1.000

1.000

Puc. 10.36. Field Weights Mo>xHO BCII0JIB30BaTh JUTs YIIPaBICHHS
BO3/ICHCTBHEM CHIIBI IPH CUMYJISIIMN OTPEETICHHON TKaHH

Simulation Start 1
End 109

0 frames in mermory (0 B},

Bake Bake All Dynamics

Calculateto Frame Delete A | Bakes

Current Cache to Bake Update All to Frame

Puc. 10.37. ITapamerps! kemra



Shade Smooth

Shade Flat

Convert To D Curve
Set Origin = N Mesh

ease Pencil

Ifljp;..-‘ Objects m I-:I.

fodifier
Sul sion
Armature
Cloth
Solidify.001 Vil E @ -
Subdivision.001 F £ =8y -

Puc. 10.39. OxoH9aTENBHBIH CTEK MOJU(UKATOPOB

Puc. 11.1. BeiGepem pur u crpsiuem ero B okae 3D-npocmoTpa



Puc. 11.2. YcranaBnmmBaeM maciitad Hamero nepcoHaxa

Puc. 11.3. BoiGepem moauroHsl Ha caMoi BEpXyIIKe TOJIOBBI HEPCOHAXKA



Puc. 11.4. Pacimpenne Habopa MOJIUTOHOB, Ha KOTOPBIX OYAYT CO3AaHbI CHCTEMbI YaCTHI[ BOJIOC

1% = ParticleSettings

Emitter

Puc. 11.5. llenkaute no Hair, uto6s! nepeiitu ot Emitter x Hair



Puc. 11.6. YV Hamiero nepcoHaxa BOJIOCHI pacTyT U3 KaXI0r0 MOJIUIOHA

Puc. 11.7. Yactump! Bosoc, IpOXOASIINE CKBO3b CETKY HAILIETO MEPCOHaKa




Randorm

Dramping 0.500

Puc. 11.8. [Tapamerps! Structure cuMyIIsImuy BoJocC

L W SR
Violurme

Air Drag 1.000
Internal Friction
Grid Cell Size
Density Target

sity Stength

Puc. 11.9. [Tapamerps! Volume Bosoc

Puc. 11.10. Kaxnpiii ponutensckuii Particle Bonoc teneps umeer
HECKOJIbKO JIOYEPHHUX YaCTHI]



MNone Simple Interpolated

Display Armount
der Amount
Length

Thres

Virtual Parents

Long Hair

Puc. 11.11. [TapameTpsl 1o0YSpHUX YaCTHUI

" Use Clurnp Curve

Puc. 11.12. Ucnonp30Banue KpUBOIT IJIsl HACTPOHKH ITAPAMETPOB CIIMIAHUS

Puc. 11.13. YacTuusl BOJIOC CAUNAIOTCA HA KOHYUKAX Mpsiieit



" Lse Clump Curve

Puc. 11.14. Co3nanue 6ojee eCTECTBEHHOI KPUBOH CITMIIAHUS

Puc. 11.15. Bonocs! ciunatorcst 60oiee ecTeCTBEHHBIM 00pa3oM



Puc. 11.16. M3meHenue tuna Bojoc Ha Strip 3HaAYUTENBHO o0Jier4aeT
BH3YAIN3aLMI0 OKOHYATEILHOTO BH/Ia TOJIOBBI IEPCOHANKA

Threshold

Puc. 11.17. Ucnons3oBanue napamerpoB Roughness
JUIsL IPUAQHUS BOJIOCAM IIEPOXOBATOCTH

Maothing

Spiral

Puc. 11.18. Pa3nuuHble TUIBI CITyTAHHOCTHU BOJIOC



¥ HairShap=

Strand Shape 0.000
Diameter Root 1m
Tip 0m
Diamete- Scale 0.01

» Close Tip

Puc. 11.19. ITapamerpst GOpMBI BOJIOC, U3MEHSIOIINE
OOIIYIO TOIMIMHY K0 IpsiAN BOJIOC

Puc. 11.20.
Kuctu rpymunra
U CTaiJIMHra



Puc. 11.21. Ucnonbs3zoBanue pacyecku

Puc. 11.22. Vcnosnp30BaHne MHCTPYMEHTA CITIAKUBAHUS BOJIOC



Puc. 11.23. Hcnosnp3oBaHue HHCTpyMEeHTA J00ABICHHS BOJIOC

Puc. 11.24. cnonp30Banue HHCTPYMEHTA H3MEHEHUS JUTHHBI BOJIOC




Puc. 11.25. Hcnonp3oBaHue HHCTPYMEHTA YKIIaIKU BOJIOC

Puc. 11.26. Vcrionp3oBaHre HOXKHUIL IJIs1 0OpE3aHUS BOIOC



Puc. 11.27. Bbl MOXkeTe UCIIONB30BaTh HHCTPYMEHT Beca
JUISL TPUMEHEHHS TT0JIb30BaTENbCKUX TAPAMETPOB Beca K BOJIOCAM

Puc. 11.28. OxoHYATENBHBINA BUJI CHMYJISIIHN BOJIOC

Dielete Edit

Disconnect Hair Disconnect All




Puc. 11.29. COpocuTh CTHIb K YCTAHOBKAM 10 YMOJIYaHHIO MOKHO,
HakaB Ha kHONKY Delete Edit

Siot 1 v @+ Character

v Principled BSDF v Material Output
All

GGX ® Surface
Volume
Christensen-Burley <

Displacement
@® Base Color

® Subsurface
Subsurface Radius v
@® Subsurface Co.. _
Metallic 0.000
Specular 0.500
Specular Tint 0.000
Roughness 0.864

Puc. 11.30. [Tapamerps! kemra

v Principled Hair BSDF
v Material Output

Direct Coloring Al

® Color @® Surface

Roughness ® Volume

&

®  Radial Roughness Displacement
@® Coat

@ IOR

@ Offset

@® Random Roughness

@

Random

Puc. 11.31. Coznanue HOBOTO LIelaepa A/ IEPCOHAKA




¥ Principled Hair B!

v ColorRamp

Direct Coloring
¥ Hair Info 4

Is Strand ® %l

Rougl
Intercept ® DHUINESS

®
Thickness ® @ | Radial Roughness
Tangent Normal ® Coat
® IOR
®
@
®

Random @
Offset

Random Roughness

Random

Puc. 11.32. Teneps Baie 1epeBo HOJI I0JDKHO BBIMISIETh Tak

¥ Principled Hair B
¥ ColorRamp

Color ®

v Hair Info Alpha @ Direct Coloring

v Ease
Roughness
Intercept ®

Thickness ® Radial Roughness
Tangent Normal

Random @

Random Roughness

Random

Puc. 11.33. Teneps Balie gepeBo HOJI A0JDKHO BBIMIAAETh IPUMEPHO TaK

¥ ColorRamp ¥ Principled Hair BSDF
Color @

v Hair Info
Alpha @

Roughness

Tangent Normal Radial Roughne:

Offset

®
[ ]
[ ]
Random L
L ]
L ]
]

Random Roughn

@® Random

Puc. 11.34. Teneps Baiue 1epeBO HOJ JODKHO BBITJISIETH TaK

v Material Output
All

® Surface

® Volume

Displacement

v Material Output
All
® Surface
® Volume

Displacement

v Material Output

BSDF @

@ Volume
0.200 lacement
0.300
0.000
1.550
98

0.000



Puc. 11.35. I[BeToBo#i rpagyeHT MPOXOAUT OT KOPHS BOJIOCA K €0 KOHUYUKY

¥ ColorRamp

Color @

Alpha @

Puc. 11.36. JloGaBnenue k rpaiueHTy TPETHETO IBETA



Puc. 11.37. OkoHuaTeNbHBIN BUJ TPEXIBETHOTO IPaAUEHTA

Puc. 12.1. Bol MoeTe 3arpy3uTh KIUI, KOTOPBIX 51 Oyay HCIOIb30BaTh,
1o ykazaHHoMy Bbilie URL-aznpecy




Puc. 12.2. Bxnagku paboueit obnacti

) Animation

Sculpting

Wideo Editing Rendering
Video Editing

[ Duplicate Current

. M8 4 b el

Puc. 12.4. mmopt Buzaeo B Blender

Assets/Footagef/ADOE 02282337 CO06 CC Ssec.omov | 125

Puc. 12.5. O6miee KoIM4IecTBO KapoB B KIIUIIE OTOOpakaeTcs Ha TalMIIaliHe



¥ Dimensions

lution X 18920 px

1080 px

100%

1.000

1.000

Render Region

Puc. 12.6. YcraHoBKa pa3pemieHusi, 00IIero KOJIMIecTBa KaJpOB U YacTOThI KaIPOB

¥ Output
Molumes/Raid01/Project. 2 /Assets/imageSeqfclip.
Saving & File Extensions
Cache Result
File Format  [g*] PNG
Color BW
Color Depth
Compression

Image Sequence

sRGB

w Transform | Standard

Look  Mone

Exposure 0ooo

Gamma 1.000

Use Curves

Puc. 12.8. IIpoBepka npaBUIbHOCTU HACTPOUKHU YIIPaBICHHS LIBETOM



Render | Window Help

E_T—' Render Image
@ Render Animration H*F12

Render Audio...
Render active

‘ender

w Animation

Lock Interface

Puc. 12.9. Ucnons3oBanue Render Animation [yt skcriopra
TIOCJIEIOBATEEHOCTH N300pasKeHUH

General

20 Anirmation

Sculpting

VFX Compositing
Viden Editing Masking

Mation Tracking

L.D Duplicate Current :
Rendering

Puc. 12.10. OtkpsiTue pabouero npocrpanctsa Motion Tracking

v Clip

Set Scene Frames

Prefetch Reload

¥ Marker

Puc. 12.11. Ucnonp3oBanue Set Scene Frames u Prefetch
JUTSL 3arpY3KH MOCIIeI0BATEIbHOCTH N300paXKeHHU B aMsITh

¥ Objects

&=
o Camera

Puc. 12.12. O6sext «Kamepa»



¥ Camera

Sensor Width

Aspect

Focal Length

Units

1.00

24.00

Qa0.000

Cptical Cent...

540.000 px
Set Canter

Lens Distort...

Polynormial

Puc. 12.13. YkazaHue mupuHbl CEHCOPa KaMepbl
1 (POKYCHOTO paccTosHUS 00BEKTHBA

¥ Tracking Settings
Pattern Size
Search Size
Motion Model

Match

Location
Prewvious frame
« Prepass
Maormalize

(£] B

Puc. 12.14. OcHOBHBIEC HACTPOUKU TPEKUHIA CIIEBA
OT 0071acT! MPOCMOTpa

¥ Tracking Settings Extra

Weight 1.000

Correlation 0.750
Margin 0 px

Use M

Puc. 12.15. [lononHuTenbHbIe HACTPOIKH TPEKUHTa




Puc. 12.16. 3HaUKu TPEKUHTA PACTIONIOKEHBI HAJT TAUMIIAHOM

Puc. 12.17. Pa3menienue Hamero nepBoro Tpekepa Ha TpeLiHe B TPOTyape

Puc. 12.18. KpynHslii mian 0TCIe)HBacMOro naTtepHa o0bexra



Puc. 12.19. [TyTs Tpekepa oToOpaxkaeTcst B OKHE IIPOCMOTpa
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Puc. 12.20. KiroueBbie Kaapbl MOJ0KEHHUs TpeKepa MoKa3aHsl Ha quarpamme (graph view)

—fi:l—-r ¢y Tracking~ *a° Dopesheet ~  View et i R = ¥ YR tame
100 120

+




Puc. 12.21. Bee Tpekeps! ¢ UX KIIOYEBBIME KaJpaMu OyayT HepedrCIICHEL
B OKHE B JICBOM BEpXHEM yrily HHTep(eiica

Puc. 12.22. Pa3zmenieHue BTOPOro Tpekepa B HaIlIeH ClieHe

Puc. 12.23. Pa3menieHue HaIIero TpeThero Tpekepa



Puc. 12.24. Pa3menieHue Hamero 4eTBEPTOro TpeKepa

Puc. 12.25. PazmenieHue HaIero msiToro Tpekepa



Puc. 12.26. TpekuHT 00BbEKTa, KOTOPBIA YXOAUT 32 MPEAEIBI SKpaHa

Puc. 12.27. Pazmenienue Halero mecToro Tpekepa




Puc. 12.28. llecToii Tpekep OTCIEKHUBACTCS TOIBKO IO CEPEITUHBI
Halllel NOC/IeA0BaTEIbHOCTH KapOB

Puc. 12.29. Pa3merenue ceqbMoro Tpekepa

Puc. 12.30. TpexuHT BOCBMOTO NaTTepHA



1 aa——ala Fea s o So

Puc. 12.31. TpekuHr AeBATOrO NMaTTepHa

Puc. 12.32. TpekuHT Hamero AeCATOro MaTTepHa

Puc. 12.33. TpekuHT 0OTMHHAALATOTO MATTEPHA



Puc. 12.34. Tpexunr aBeHaalaToOro naTTepHa

Puc. 12.35. TpexkuHr TpuHaaATOTO NaTTEpHA

Puc. 12.36. TpekuHT Hamero 4YeTHIPHAANATOTO MATTEPHA



Puc. 12.37. TpekuHr nATHAAATOTO MATTEpHA

Puc. 12.38. TpekuHr meCTHAAATOTO AaTTEPHA

Puc. 12.39. TpekuHT CeMHAALATOTO MATTEPHA
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Puc. 12.40. Bam HyXHO, 4T0OOHI 110 KpaifHel Mepe BOCEMb TPEKOB
NIEePEKPHIBAIIOCH B JIFO00 MOMEHT BpEMEHHI

Puc. 12.41. Bce Tpekeps! B Haieil cuieHe
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Ll S S S e B S




Puc. 12.42. I'paduueckoe npeacTaBieHre, NOKa3bIBAIOIIEE MOI0KCHHE
Ka)KJIOr0 TpeKepa ¢ TeYeHUEM BPEMCHH

Tripod

1

30
Focal Length
Optical Cen

al Distortion

e Camera Motion

Puc. 12.43. Hactpoiiku pemreHns Tpeka KaMephl ClIpaBa OT OKHa IPOCMOTpa

Track.014

Puc. 12.44. 3nauenne ounOKy penieHus 0TOOpaXaeTcsi Hall OKHOM IIPOCMOTpa



Puc. 12.45. Ha rpaduke pe3ynprar pemeHust KaMepsl II0Ka3aH CHHUM [IBETOM

Tripod

Keyframe A
Tame B
Refine Focal Length
Optical Cer
Radial Distortion

Puc. 12.46. Ycranoska 3HaueHnit Keyframe A u Keyframe B

Puc. 12.47. 3nauenne ommOKy pemeHus MeHbIIe 1 03HaYaeT, 4To y Bac OTJIMYHBIA TPEeK

Puc. 12.48. Teneps Ha rpaduke 0TOOpa)xkaeTcsi CUHsIS TMHKS, OJIU3Kask K HYJICBOMY 3HAYCHHIO



Radial Distortion

/e Camera Motion

Puc. 12.49. IIpenocraBum Blender Bo3M0OXHOCTB OLIeHUTH (OKYCHOE PACCTOSTHHE
00BEKTHBA, HCIIOJIF30BAHHOE IIPU CHEMKE CLICHBI

error: 0.30 px

¥ Track

Puc. 12.50. Huzkas ommbka pemenus, papaas 0.30, o3Hauaer,
YTO y BaC OYEHb XOPOIIEE PeIIeHNe TpeKa KaMephl

¥ Camera

Sensor Width 35.000

1.00

Focal Length
Lnits mm

Optical Center 60.000 px

540.000 px

Puc. 12.51. Blender ouennn HoBoe 3HaueHHe GokycHOro paccrosinus B 32.51




Puc. 12.52. Dopesheet moka3siBaeT cpeHee 3HAYCHUE OMMOKU KaKIOTO TpeKepa

Puc. 12.53. [Iuanorosoe okuo Clean Tracks

¥ Orientation

Floor

Set Origin

1.000

Puc. 12.54. TTapameTps! opueHTanInu

Puc. 12.55. Tpexeps! Origin u Set Y Axis B criene



entation

Floor Wall

Set Origin

Puc. 12.57. Ucnons3oBanue Setup Tracking Scene 111 co3nanust mpuUBsS3aHHOM CLIEHBI

Puc. 12.58. Hactpoiika npuBsi3aHHOH CLIEHbBI



" Floor
L.0uw

» 3D

" Annotations

& Extras Bones

~ Relationship Lines Maotion Paths
o Outline

" Motion Tracking

0.200

Puc. 12.59. PackpriBieecst menio Overlay

Puc. 12.60. Terieps BEI OJDKHBI YBUAETH TPEKEPEI,
otoOpaxaemble B okHe 3D-pocMoTpa



Puc. 12.61. IIpocmoTtp Tpekepos u3 obmactu Front View

Puc. 12.62. IIpocmoTp TpekepoB u3 obaactu Side View

Puc. 12.63. Hactpoiika BEICOTHI KaMephl AJIs1 BHIpaBHUBAHUS CETKU IOJIa C HAILEH XKHUBOII CIieHOM




Puc. 12.64. TecToBble KOHYCBHI IEPEMEILAIOTCS C HAILICH CIIEHOW KaK OJHO LIeJIoe

Puc. 13.1. Vimmnopr Barero nepcoHaxka B HOBbIN npoekt Blender




Puc. 13.2. Beibepem Bce oobextet WGT B Outliner
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Puc. 13.3. KiroueBbie Kaapbl KaMephl TeNEpb 0TOOpaXKaloTcs Ha TaliMilaiiHe

Puc. 13.4. Kamepa u nepcoHax IMIOPTUPOBAHbI B HOBBII IIPOEKT



Frame

Puc. 13.5. YcraHOBKa AIUTENBHOCTH CLIEHBI B KaJpax
B COOTBETCTBUH C aHUMalMEil KaMepbl

It ea d b re pl

Puc. 13.6. /IyonupoBaHue KITFOUYEBBIX KAJAPOB JIJIS 3allUKIIABAHAS
Tepro/ia X0Ap0BI IIepCOHaKa

ound Ima
Add Image

¥ Clip 0001.png ]

Background Source Image Movie Clip

0001.png

f./Chapter 12 L _lip 000..

Color 5p
r Undistorted
nder Size | MNone, full render
Opacity 1.000
Depth Back Front
Frame Method | Stretch Fit Crop

Puc. 13.7. Immopt nocienoBaTeIbHOCTH H300pa)KeHUH BHIEOMaTEepHAIIOB
M YyCTaHOBKA HENPO3pavHOCTH Ha 1



Puc. 13.8. Tenepp Hamn mepcoHax JODKEH COCTABISATH CIUHOE LIEJIOe
C KaJ[paMy KHBOTO JICUCTBHS C HCIIOIb30BAaHUEM HAIICH MPUBA3aHHOM K CIICHE KaMephl

Puc. 13.9. [To3unmoHnpoBaHue NMEPCOHAXKA B CIICHE



_[ Constant

" Linear

Bezier

yiTame
Handle T
Interpolation Mode

Easing M

Puc. 13.10. YcTaHoBKa HHTEPIIOJSAINHI KIIIOYEBBIX KaIpOB HA JIMHEHHBIN PeXUM

Puc. 13.11. YcraHoBKa Ha9anbHOI M KOHEYHOH MO3UIMI HAIIETO NIEPCOHAXA IIPU X0Ab0e



Puc. 13.12. Jlo6aBneHue MaTepuatoB IEPCOHAXKY

Puc. 13.13. CoBMeleHHE IIOCKOCTH CO CTCHOM 3IaHUs



Puc. 13.14. MacmtabupoBaHue TUIOCKOCTH 00BEKTa BAOJb 3AaHUS

Puc. 13.15. Dxcrpyauposanue pedpa IIOCKOCTH BBEPX



Puc. 13.16. [lepeso meiinepoB World 10/KHO BBITTISAETH TaK

g
Render & Openlmsz
N port & Automnatic

Start Sample

InpLE P Color + Al

Puc. 13.17. BxintoueHue nryMoroaBiaeHus Mpu peHIepuHre
u B okHe 3D-nipocMoTpa

Puc. 13.18. Teneps uzobpaxenre HDRI ocBemiaer Harry cueHy



Puc. 13.19. Bxmouenue Bkinaaku Transparent 1 npocMOTpa OTCHATOTO
Marepuaia B peajJbHOM BPeMEHH

Puc. 13.20. Copmemienne Hanpasienus conrna HDRI ¢ peansHbIM cosHIIEM



Puc. 13.21. Ycranoska o0bekra Plane B kauectBe 00bekTa Shadow Catcher

¥ Ray Visibility

" Camera

« Diffuse

o GClossy

» Transmission
» Volurme Scatter

' Sadow

Puc. 13.22. Paznuunsle napamerpst Ray Visibility
2ne Collection
Collection
Plane

i e i oA
s Animation

rig.001

Pose

Puc. 13.23. Bribop pura u Bcero, 4to moj; HuM



Scene Colle
B Collection
dmera
B Character
E E Floor \

Puc. 13.27. Character View Layer




Puc. 13.28. Shadow View Layer

f_'. ~ SCene

View Layar
Character

Shadow

Puc. 13.30. ITepeumenoBanue View Layer All

Include & Combined
= Z
Mist

Denoising Data
Indexes Object Index
Material Index
Debug Render Time

Sarmple Count

Puc. 13.31. Hexotopsie U3 JOCTYMHBIX IPOXOJIOB PEHAECPHUHTA

= Combined -~

Character

Shadow

Puc. 13.32. PackpriBatonieecs MmeHio View Layer noka3ssiBaer
pa3INYHBIC TOCTYITHBIE CIION OTOOPaXKCHUS



“>®



Puc. 13.33. Tpu cnost peraepuHra

¥ Sampling

Irbegrator  Path Tracing

Sampling
¥ Denoisirg

Render & Openlmagelenoise

Autormatic

Start Sample 2

Input Passes  Color + Albedo

Puc. 13.34. Hactpoiika ypoBHSA AUCKpETH3aLNU PEHACPUHTA

¥ Outp

frmpf
Saving & File Extensions
Cache Result
File Format  [g7] PNG
Color BV
Color Depth
Compression
Image Sequence & Overwrite

Placeholders

Puc. 13.35. BixoaHble IapaMeTpsl

% Combined

Character

Shadow

Puc. 13.36. PackpsiBaromeecs meHio View Layers
B BEpXHEil 4aCTH OKHA BU3yaJIM3alUn



Puc. 13.37. Crnoit orobpaxenus All

Puc. 13.38. Crnoit oToOpakeHus IepcoHaxka



Puc. 13.39. Croii oto6paxenus Shadow View

v Rendar Layers ¥}
miage v Compasite I‘
Alplm o I,I'.p'.-'-|||'h.|
Diepth & Image
AD & Alpha 1.000

Nolsy Image ) Fa 1.007

¥ Viewer a
o Use Alpha

@ Image

] Alpha 1.000

L J £ 1.000

Puc. 13.40. JTo6aBnenue Honbl Viewer




Puc. 13.41. Vcnosnp3oBanue HOABI Viewer MoKa3bIBacT OKOHYATEIbHYIO
KOMITO3HIIHIO B BUJIE (POHOBOTO H300pasKeHUS

Standard

MPOSLIE 0.000

Gamma 1.000

Puc. 13.42. Ycranoska Standard s napamerpa View Transform

¥ ¥ Backdrop

105.000

Puc. 13.43. B 60KOBOM MEHIO €CTh HHCTPYMEHTBI MacIITAOUPOBAHHUS
U nepeMenieHus: GOHOBOTO U300paKEHUS



¥ Render |

Puc. 13.44. Ceifyac BU3yaIM3upyeTCs CIOH OTOOpaKCHHUS IIEPCOHAKA
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Puc. 13.45. Teneps y Hac ectb aBe HOAbl Render Layers B HanieM nepese



v Render Layers L]
Image ‘®.
Alpha ®
Depth ®

Noisy Image ®

v Composite <
& Use Alpha
@ Image
@ Apha  1.000
v Alpha Over e Z 1.000

Image @

v Viewer (]

& Use Alpha

Convert Premult...
&5 Scene Premultipli 0.000

Character 5 o [ 1506 L
iR ® dpha  1.000

v Render Layers e 7 1.000
® Image
Image @
Alpha ®
Depth @
Noisy Image ®

P ]

g

8, Scene

Shadow

Puc. 13.46. Teneps Hamr nepcoHax 0TOOpaskaeTcs MOBEPX TCHU

v Alpha Over
Image @
Convert Premultip...
Premultiplie 0.000

@® | Fac 1.000

¥ Alpha Over ® Image -

Image @& ® Image

Convert Premultip...

Premultiplie  0.000

Fac 1.000

Image

)

.| Image
@

L

Puc. 13.47. Coenunenue asyx nox Alpha Over




v Clip # e,

Puc. 13.48. Teneps Hal mepcoHaX U €ro TeHb HAT0XKEHBI HA OTCHATHIN MaTepHal

Puc. 13.49. Teneps Baiue 1epeBO HOJ JODKHO BBITJISAETh MPUMEPHO TaK



¥ BGE Curves

Image @

Standard Filmlike

Puc. 13.50. /Io6aBneHue KOHTpacTa K CJIOI0 PeHICPUHTa
¢ nomorneio HoJsl RGB Curves




Puc. 13.51. Hoga RGB Curves MoxeT 100aBUTh KOHTPACTHOCTH N300paKEHUIO

Puc. 13.53. Perynupyiite HachlEHHOCTb EPCOHAXA JI0 TEX MOP,
TIoKa He Oy/ieTe TOBOJIBHBI Pe3YIIETaTOM



v Separate RGBA v Combine RGBA

@® Image

Puc. 13.54. Coequnenue kananoB RGBA mexny nByms Honamu

v Separate RGBA ¥ Combine RGBA
Image @

¥ Multiply

Multiply

Clamp

Puc. 13.55. Hoga Math Teneps ynpasisier riryOnHOH TeHI



Puc. 13.56. Tenu Teneps HEMHOTO TEMHEE

¥ Combine RGBA
v Separate RGBA |

¥ Multiply

« Clamp

1.500

Puc. 13.57. Pazmemenue soas! Blur nmocite Hogsl Combine RGBA

v Alpha Over
Image @
wlti...
Premultiplie 0.000

1.000



Gaussian
Variable Size
Bokeh
Gamma
Relative
X 15
Y 155

Extend Bounds

® Image

® Size

Puc. 13.58. Hoga Blur



Puc. 13.59. Co3ganne MITKOM TEHH C IIOMOIIBIO HOIEI Blur

Puc. 13.60. Teneps Baie 1epeBo HOJ JOIDKHO BBITJISAETH MPUMEPHO TaK



Puc. 13.61. IIpoxox pennepunra Ambient Occlusion
MO>KHO HCIIOJIL30BATh JUISl NTOACBEYUBAHUS TCHEH

Mix

Clamp

Fac

= |lmage

|

Puc. 13.62. Hoga Mix



Puc. 13.64. Teneps Baie 1epeBO HOJ JODKHO BBITJISAETh MPUMEPHO TaK



v Color Balance

Correction Form... Lift/Gamma/Gain

Puc. 13.66. L{setokoppexuust nzoopaxkenus ¢ nomoinsio Hozbl Color Balance



v Lens Distortion

Image

Dispersion $.010

Puc. 13.67. Hona Lens Distortion

¥ Alpha Over
Image @
Convert Premuilti...
Premultiplie 0.000

Fac 1.000

|
.l Image

@® Image

Puc. 13.68. Hona Alpha Over



v Compasite (2}

« Use Alpha

] Alpha 1.000
¥ Alpha Over [ o BBEZ 1.000

Image @

¥ Viewer
Convert Premulti...

Premultipli 0.000 ¥ Use Alpha

@® Image
® Fac 9

o image [ ) Alpha 1.000

[ ] Z 1.000
v Ellipse Mask @ Image

Mask @

X 0.500 Y 0.500
Width 0.200 | Height 0.100
Rotation 0°
Mask Type: Add

@ Mask

L] Value

Puc. 13.69. Ucnons3oBanue Hoxe! Ellipse Mask

Puc. 13.70. YBenuueHue pazMepa dJUIMNTHUECKON MAaCKU JI0 KpaeB Kajapa



Puc. 13.71. Teneps Macka HHBEPTUPOBaHA



v Blur

Image @&

Gaussian
Variable Size
Bokeh
Gamma
Relative

X 200
A f 200

Extend Bounds

® Image

& Size

Puc. 13.72. Hona Blur



Puc. 13.73. Hozna Blur pa3MeiBaeT Macky 3iuuica

Puc. 13.74. Hama okoHYaTenbHAsT KOMIIO3HITHS




cee

ier Engine
Feature Set
CPU

Open Shading Language

Sampling

Path Tracing

Moise Threshold 0.0000

Min Samples 0

»  Autormatic
t Sample

Input Passes  Color + Al

Puc. 14.1. [luckperusanus peHICpUHTa U IIyMOIIOJaBJICHHUE



Light Paths

Tatal

Diffuse
Glossy
Transparency
Transmission

i —
Violurme

Puc. 14.2. Hactpoiixu pennepunra Max Bounces

r & Motion Bl

Position  Center on Frame

Shutter 0.50

Rolling Shutter

Puc. 14.3. BxitoyeHue pa3MbITUs IBUOKCHUS

Exposure 1.00
Fixel Filter

Type Blackman-Harris

Width 1.50 px
erit

Transparent Glass

Puc. 14.4. Bxmrouenue npospaunoctu 1t ckpsitiss HDRI B cuene

r Dimensions

Resolution X 1920 px

1080

100%:

1.000

1.000

Puc. 14.5. Ycranoska paspemenus penjgepunra Ha 1080 px



Frame Start

End
Step

Frame Rate 24 fps

Puc. 14.6. YcTaHOBKa HAYaJIbHOTO U KOHEYHOTO KaJpoOB

Chutpit

Msersfruanlotter/T top/FinalRender/
Saving & File Extensions
Cache Result
FieFormat  [g*] PNG
Color BV

Ceclor Depth
Compression

Image s3equence |« Cwerwrite

Placeholders

Puc. 14.7. ITapameTpsl BEIBOJA PEHACPUHTA

View Render

L e b
View Animation

Lock Interface

Puc. 14.8. lllenxkanre Render Animation,
9TOOBI HA4aTh MPOIIECC PCHACPHHTA

Puc. 14.9. CumBoI «+» psiIoM ¢ BKIIagKaMu padoueii oomactu



Video Editing

Puc. 14.10. [epexirountecs B paboyee NPOCTPAHCTBO PEAAKTHPOBAHUS BUIEO

Add mage Strip

Puc. 14.11. mnopt nocnenosatensHOCTH H300pakeHnit PNG

Render 0001.png | MJsers/ruaniotter/DesktopFinal Render/Render 00C1.png | 125

41 ¢4 b ré pl

Puc. 14.12. Knun Ha TaiimiaiiHe U3 nocae10BaTeIbHOCTH KaJlpoB



1920 px

1080 px

100%

1.000

1.000

Puc. 14.13. YcraHOBKa BBIXOJHOTO pa3pelleHust BUuaeodaiiia

Frame Start
End

Step

Frame Rate

File Forrnat

Container  MPEG-4

deo Codec  H.2

ut Quality | High Quality

Encodirg 5

yirame Interval

Max B-frames

Puc. 14.15. Hactpoliku KOOUpOBIIKKA BEIXOIHOTO BHICO









