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BCTYII

MopentoBaHHsl — 1e OaraTorpaHHa HayKa, OCKUIBKH MOJCTIOBaHHS
OyBae pi3HHM.

VY3aranbHEHO KaXydd, B TPOIECi MOJIETIOBAaHHSI CTBOPIOIOTHCS
00'eKTH-MOJIENi, MeTa SKUX 3aMICTUTH 00'eKT-OpuriHai npu BuBueHHI. [Ipn
BOMY MOJENIb IOBMHHA MaTW 3HAYyNOll JUIi [JAaHOTO JOCIiKEHHS
BIIACTUBOCTI OPUTiHAIY, a HE3HAYHI JJIS1 TAHOTO JTOCBiAy MOXKHA OITYCTHTH.

Huni mumpoko 3acTOCOBYETHCS KOMII'IOTEpPHE MOIETIOBAHHS, KON
omuc o0'ekTa 4M sBHIIA 30epiraeThcs y MaM'aTi KOMI'IOTepa, MpPU IBOMY
BUKOPHCTOBYIOTECSI CHELialdbHI MPOrpaMu. Y CBOIO uYepry KOMII'IOTEpHE
MOJIETIIOBaHHS TakoXX OyBae pisHWM. Hampukiag, MareMaTWyHUM, KOJIH
AKech sBHUIIE abo IMpoIeC OMHCYEThCA 3a JOMOMOTOI0 MaTeMaTHYHUX
dbopMy1, 00UnCIICHHS 3a SIKUMH BUKOHY€E KOMIT'IOTEP.

IIpu rpadiunoMy MoJemOBaHHI BHPIIIYETHCS 3aBAaHHA Bi3yamizamii
aBuma 4yu npouecy. Lle OyBae HeoOXimHO, KOJNM € MOTpeda y HaOUHOMY
MOJaHHI SBUINA Yepe3 WOro CKIANHICTh. BaxmuBy ponb Bimirpae 3D-
MOJIETIIOBaHHS, TOOTO po3po0OKa Mozeni 00'eKTa B TPUBHMIPHOMY IIPOCTOPI.

OKpeMo CITiJl BUAUINTA MOJCIIOBAHHS B PEaIbHOMY Yaci, IPH SIKOMY
CTBOpIOBaHa CHCTEMa pearye Ha BIUIMB 330BHI, TOOTO - B3aeMoi€ 3
o0'ekTaMu peanbHOTO CBITYy. lIpHKIamoOM CHCTEMH pearbHOTO 4yacy MOXKe
Oytu rpa. OgHak cdepa 3acToCyBaHHS MOJETIOBaHHS B pealbHOMY dHaci
HabaraTo muUpIIa i Ma€ BaXKIMBE IPAKTUYHE Ta HAYKOBE 3HAUCHHI.

Mu 3BUKIM [0 YABIGHHS IPOCTOPY SK TPbOX B3aEMHO
MepPIeHANKYIIpHUX ocell BuMipiB: X, Y Ta Z. lle BignoBigae CpuitHATTIO
JIOAWHOIO JTOBXXHHH, IMHPUHU Ta BHCOTH 00'ekTiB. KpiMm 1poro, o6'ektu
MOXYTh 3MIHIOBaTH CBOi BJIACTUBOCTI, Y TOMY YHCJIi IIOJIOXKEHHS B
TPUBHMIPHOMY TPOCTOpPi. 3MiHA BJIACTUBOCTEH BiIOYBA€ThCA B3IOBXK
YeTBepTOro BHMipy - dacy. TakuM YHHOM, MH  OTPHUMYEMO
YOTHUPUBUMIPHHUH MPOCTIp.

[I1o6 BiATBOPUTH YOTHUPHUBHUMIPHHUM MpocTip, 10 3D-MonentoBaHHS
MOTPIOHO TOATH aHIMAIIIIO.

Blender — ue cepenoBuiie po3poOku TpuBHMIpHOI Tpadiku Ta
aHiMarlii, o BUIBHO PO3MOBCIOMKYETHCSI Ta Ma€ BIIKPUTHN MPOrpaMHUIN
kox. Blender mae TpuBamy icTOpifo pPO3BHTKY, HpOQEciiiHy KOMaHIy
PO3POOHHUKIB Ta BEIHMKY MOMYJISAPHICTb.

Odiuiiianii caiit mpoekty Blender — https://www.blender.org/



1 JlabopaTopHa podoTa Ne9
CTtBOpeHHs 00'€ekTiB 3a fonomMorow Mmoaudikaropis,
cnoco6m3raamkyBanus Mesh-06'exkTiB

Metoro po0OOTH € HaBYMTHCS CTBOproBatH 3D-00'€ekTH 3a
JomoMoro  OyneBux omepauiit  (mogaudikatrop Boolean) Tta umuixom
BimoOpaxkenust  (moamdikarop  Mirror), mpaBuiabHO OOHMpaTH  Ta
3aCTOCOBYBATH IHCTPYMEHTH 3IJIa/PKyBaHHS 00'€KTIB.

1.1 Moaudixarop Boolean

B Blender mommdikatopu 3a IOMOMOTO 3aKJIaJCHOTO B HHX
ANTOPUTMY 3MIHIOIOTH 00'€KT 0e3 HEeoOXiTHOCTI WOro BHUIIPABICHHS B
pexxuMi pemaryBaHHs. Pesymbprar 3acrocyBaHHS Moau(ikaToOpiB 3a3BHuait
CKJajgHime, HDK TpaHcdopMaTopiB, $AKi pPO3IIIOATUCS B IOMEpEeaHIX
poborax. Ilpu mpoMy SKIO MOIU(iIKaTOp HE 3aCTOCOBAHUI OCTAaTOYHO, a
TUTBKA JOJaHWH 10 00'€kTa, TO OO0'€KT NpU TMpPaBIli 3aTUIIAETHCA THM
camuM. Ham smme  BimoOpaxaeTbcs  pe3yibpTaT  3aCTOCYBAaHHSA
MougikaTopa, ajge caMm 00'€KT He 3MIHIOEThCS.

3a3HaumMo, MO 1O O00'€KTa MOXXHAa 3aCTOCOBYBAaTH  KiJIbKa
MoaupikaTopiB.

B Blender moctyn mo moandikaTopiB 3IiHICHIOETBCS Yepe3 pelaKkTop
BrnactuBocter (Properties). Hapiramiiina manens Properties ckmamaerscs i3
BKJIQIOK Yy BHUIVIAAI 1KOHOK. Moaudikatopu 3HAXOAATBCA TaM, Je
300pakeHO raikoBHid K04 (puc.1.1).

o cube

Add Modifier

Pucynok 1.1 — Bkinaaka moaudikatopis Ha HaBirauiiHii maneni Properties



I[pu mepexomi B 3aroloBKy OyAe Ha3Ba BHJAJICHOTO 00'€KTa
(puc.1.1). Came m0 HBOTO 3acTOCOBYBAaTHMMEThCS Moaudikarop. Huxue
3HaxoauThess cnucok Add Modifier, mo poskpuBaerbes (puc.l.2). Y
Blender mommgikaTtopiB 6arato, y KOXXHOTO 3 HHUX CBOi OCOOJIHBOCTI Ta
HanamTyBanHs. CrovaTky po3risHemo Boolean.

Modify Generate Deform Physics
37| Data Transfer ol Amay A& Amature T7 cloth
18] Mesh Cache ] Bevel () Cast &5 Coliision
JB] Mesh Sequence Cache D Curve ¢ Dynamic Paint
kX Nomal Edit Bs Build Z Displace 0 Explode
X Weighted Normal 7] Decimate & Hook @) Fluid
%] UV Project |T] Edge Split [8] Laplacian Deform ZX Ocean
#l UV Warp &) Geometry Nodes  \attice ifs Particle Instance
1=} Vertex Weight Edit (© Mask JB] Mesh Deform S Particle System
1=} Vertex Weight Mix $i3 Mimor @) Shrinkwrap (2 SoftBody
1=} Vertex Weight Proximity S Multiresolution {7 Simple Deform
(B Remesh {7~ Smooth
S Screw {7~ Smooth Comective
) Skin {7~ Smooth Laplacian
{7 solidity [o] Surface Deform
[O subdivision Surface [7 Warp
[ Trangulate (77 Wave
&5 Volume to Mesh
47 Weld
) Wireframe

Pucynok 1.2 — Crncok Moaugikatopis

ByneBi um moriuni omeparii (boolean operations) € mpemMeToM
MareMaTnyHoi Jioriku. OmHaK BOHM 3HAWIIIM IMUPOKE 3aCTOCYBAHHS VY
KoMmIT'toTepHiit rpadini i He mmme y Blender. BukopucTtoBylorbes Tpu
omnepariii Boolean (puc.1.3):

— nepetuH — Intersect;

— 00'eqaanng — Union;

— pisuuns — Difference.

Pesynmprarom mepermHy aBox mesh-00'exTiB € o0061acTe IXHBOTO
nepekputts. [Ipu 00'eqHanHi BiAOyBaeThCs 3'eqHAHHA 00'€KTIB Ha OAMH. Y
pasi BiZHIMaHHS OAMH 00'€KT BHpI3a€ 3 iHIIOTO Ty 007aCTh, SIKY ITEPEKPUB.



. BuxigHi oB'exTn
‘ {ky® Ta yuniHap)

nepeTuH ob'egHaHHA pi3HMLUA pizHMLUA
(kyB-unniHAP)  (LMNiHAP-KYH)

Pucynok 1.3 — Bynesi onepanii Ha npukinani KyOy Ta DUIIHIPY

OO0'ennanHs B pe3ynbTaTi 3acTrocyBaHHsa Moaudikaropa Boolean ta B
pesynbrati Ctrl + J (abo nomaBaHHS OIHOTO MelIa B PEXXUMI pefaryBaHHs
IHIIOTO) HE oxHe U Te came. SIKIo 00'€KTH MEPEeKpPHBAIHCS, TO Yy pasi
npoctoro o0'enHaHHS TpaHi B o0yacTi mepeTnHy 30epirarotecs. Y pasi
OyieBoro o0'eqHaHHs — Hi (puc.1.4).

PucyHox 1.4 — [TopiBHSAHHS pe3yIbTATY TPHU JT0JABAHHS OJHOTO MEIIA B PEKUMI
penarysanns inmoro (Ctrl +J) ta 3acrocyBsanus momdikatopa Boolean



Memi 3nmiBa o0'emnani 3a gomomoroto Ctrl+], a mnpaBopyu
BHKOPUCTOBYBaBcsi ~ Mmoaudikarop  Boolean.  VYBIMKHEHO  peXUM
BimoOpakeHHs Kapkaca (Z — Wireframe, abo depe3 rpymy KHOIOK THIIIB
3aTiHEHHS, 110 3HAXOAAThCA MpaBopyd y 3aroiaoBky 3D Viewport).

Xoua B OyseBili omeparlii OepyTh y4acTh JBa 00'€KTH, OAWH i3 HUX —
TOJIOBHUM — TOW, IO SIKOTO 3aCTOCOBYETHCS MoAmMdikaTtop i sSkuii Oyme
3MiHeHO. /[lpyruii 00'€eKT Bimirpa€ poJib CBOEPIAHOTO IHCTPYMEHTa
Momudikarii, BIiH HE 3MIHIOETbCS 1 TMICIA 3aBEPIICHHS OIeparii
3QIMINAETBCS THM CcaMUM. SIKIIO B HBOMYy HeMae TOTpedu, Horo
BHJIAJISIOTb.

Tomy mepen BubGopoM Momudikaropa HEOOXITHO BUAUIUTH
ronoBHU mesh-o0'ext. [licns monaBanns Boolean y ronmoBHOMy perioHi
penaktopa Properties 3'IBUThCS MaHENb 3 HANAIITYBaHHAME (pHC.1.5).

19 W cube > ] Boolean <
6

- COT D

Intersect Union Difference

— :
.

.

Solver Fast Exact

> Solver Options

Pucynok 1.5 — ITanens 3 HanamTyBaHHsMu MoandikaTopa Boolean

3a momomororo mepemmkauiB Intersect, Union, Difference
BHOUpaeThes omneparis. Y moi Object BCTaBIIeThCA IM's APYroro o6'ekra.
3pobuTH 1e MOXHa a00 HATUCHYBIIM Ha KyOHWK, a00 Ha MINMeTKy, ITicist
YOro BKa3aTH MOTPIOHUH 00'€KT.

Hami, skmo o0'ekté He OyJIM BCTAHOBJICHI Tak, sSK Tpeba, MOXKHA
pyxatu Oyab-sKUH i3 ABOX Ul OTpUMAHHS Oa)kKaHOTO pe3yJbTary.

HampukiHni y chnmcky, OI0 BHUNAQJAE, Yy PAAKY 3 Ha3BOIO
momudikatopa (puc.1.6) cmix Bubparu Apply (3actocyBaTth) i BiACyHYTH
abo BHIAIUTH Jpyruil o0'ekT. Y Bumaaky mporo moaudikatopa Boolean
0e3 3acTocyBaHHS He o0OiiiTHCs. [Hakmie, mepecyBaro4yd ab0 BHIATSIOYU
IpyTHi 00'eKT, BU 030aBIsATHMETECS HEOOXITHOTO eeKTy.
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PucyHnok 1.6 — Bunagatouuii Crincok 3 KOMaH0t0 3actocyBatu Moxudikarop (Apply)

1.2 Moaudikatop Mirror

binpmiocti 00'eKTiB peanbHOro CBIiTY BJAacTHBa cUMETpis. BoHu
MOXYTh MaTH SIK OCi, TaK 1 IUIOIIMHHU CUMETpii. Y NIOAWHHU € JUIIEC OJHA
TUIOIIMHA, TOMY IO TUTBKH ii JIBY Ta IpaBy IOJIOBUHH MOXKHA BBa)KaTH
cumeTpuyHUMH. Yepe3 KyO MOXHa MpPOBECTH Kijdbka Ocell Ta IUIONIUH
CHUMETpIi, a yepes KyJo — 0e3id.

CumMeTprudHi TTOJIOBUHH HE 30BCIM iIleHTUYHI. BOoHM € m3epranpHIMA
BiOOpakeHHSMH OIUH onHoro. Te, IM0 y OmHI€l po3TalloBaHe 37iBa, B
iHmoi — cmpaBa. OJHAK € HE 3aBaka€ CTBOPIOBATH JIMIIE YHIKAJIbHY
4acTUHY 00'€KTa, HABiTh SKIIO IMPOCTUM AyOJrOBaHHSIM ii He MoxHA Oyje
noOyayBat ngo mimoro. Ha pmomomory mpHXOmsTh  IHCTPYMEHTH
I3EpKAIIBHOTO  BimoOpakeHHs, sKi nependaueHi B mporpamax 3D-
MOJIeTIIOBaHH, y ToMy uncii Blender.

B Blender € mpocruii inctpyment Mirror (puc.l.7), sikuii
Bia3epkamoe, ToOOTO mepeBepTae, a He NOOYAOBYE BHIUIEHUH O00'€KT IO
3a3HavyeHiil oci.

Shade Smooth

Shade Flat

Set Origin

Rename Active Object

Mimror
Snap

Parent
Parent Y Global

Z Global
X Local

Y Local
ZLocal

Pucynok 1.7 — Buknuk inctpymenry Mirror
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Takox B Blender € momudixarop Mirror (puc.l1.8), mo BukoHye
no0ynoBy. [Ipu fioro BUKOpPHCTaHHI CITiJi BpaXOBYBATH PSJi OCOOIHBOCTEA.

Add Modifier

v o3 (R 7 S

oo O v
Bisect X Y

B Clipping .
Merge 0.001 m .

* Data

Pucynok 1.8 — Briaaka moaucdikaropa Mirror

KirouoBumu mapametpamu € oci (Axis), B3IOBX SKUX BiOyBaeThCs
BimoOpakeHHs 00'ekTa. ToOTO ysABHA MJIONMHA CUMETPil IEPICHINKYIIIpHA
10 obpanoi oci (puc.1.9).

Pucynok 1.9 — BimoGpaskeHHst 06’ €KTy 3aJ1exkKHO BiJ 00paHoi oci cumeTpii
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3BepHITH yBary, e 3HAaXOAWUThCS LEHTpalbHa Touka 00'eKTa.
BigoOpaxeHHs BimOyBaeThcs BimHOCHO Hei. Skmo BH  crnpoOyere
Bi3epKaNioBaTH Ky0 y HE3MIHHOMY BUIJIAAI, TO HIYOTO HE MOOavuTe,
OCKIIBKH BimoOpaxkeHHsA OyAyTh y ToMy camomy Micti. Lle Hacnmigok Toro,
IO IIeHTpallbHa TOYKa O0'€KTa 3HAXOJHUTHCS B IEHTPi, a caM OO0'€KT
CUMETPUYHUH OO0 BCiX TPHOX OCEH.

3BiJICH BUILIMBA€E, M0 IMEpea 3aCTOCYBaHHsAM Moaudikaropa Mirror
3a3BMYail 3MIHIOIOTH ITOJIOKEHHSI IEHTPaJIbHOI TOukH. {1 11pOT0 MOTpiOHO
BcraHoBUTH 3D-Kkypcop y OaxaHe Miclle Ta B KOHTEKCTHOMY MEHIO
BuOpatu Set Origin — Origin to 3D Cursor.

Hepingko meHTpalibHy TOYKY BCTAQHOBJIIOIOTH HA IIO3ULII0 OXHIET 3
BepmuH o0'ekTa. s 1mporo Tpeba BUAUIUTH IO BEPIIMHY B PEXKUAMI
penaryBanss, HatucHyTn Shift+S Ta BuOpatu Cursor to Selected. ITicns
uporo 3D-kypcop Oyzae BcTaHOBIEHO Ha wicue BepmuHHA. Jam B
00'eKTHOMY peXUMi MEPEMICTUTH IIEHTPAIbHY TOYKY KYpCOpY, K OIHCaHO
B TIOTIEpeTHROMY a03arli.

IIpu  BukopuctanHi  Momudikatropa  Mirror  BimoOpakeHHs
BiIOYBA€THCS B3IOBXK JOKAJIBHHX, a HE TINOOANBHUX ocei. SIKImo 00'ekT He
nosepraBcs (R), mi oci 36iratorecs. Ilicns moBOpoTy 3a3BUyYail 1ie BXkKe HE
tak. 11106 moGaunTtn nokambHI oci 00'ekTa, Tpeba 31 CIHCKY Opi€HTAIiH,
posramioBaHoro B 3aroioBky 3D Viewport, Bubpatu Local (JiokaneHO) Ta
YBIMKHYTH iHCTPYMEHT TIEPEMIIICHHSI.

SIKIIO 3MICTHTH LEHTPaJbHY TOYKY 1 BiIA3EpKaNIHUTH, HANPHUKIAJ IO
oci Z, To BimoOpa)keHH 3'SBUThCS HE Bropi, K e O0yino O, skOu 00'eKT He
HOBEPTAJIH, a B3J0BXK JOKabHOI oci Z (puc.1.10).

Pucynok 1.10 — BigoOpaxeHHs: 00’ €KTY BiTHOCHO LIEHTPATHHOI TOUKH
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[pu  BigoOpakeHHI MOXKe BUKOPHUCTOBYBATHCS HE  BIlaCHA
[EHTpaIbHA TOYKa, a TOYKa IHIIOro 00'ekTa i, BiAMOBiAHO, 4yxki oci. B
HaJamTyBaHHAX Momudikatopa Mirror y momi Mirror Object MoxxHa
BKa3aTu 00'€KT, BIIHOCHO SIKOTO CIIiJl BUKOHYBATH BiOOpasKeHHSI.

Leit ¢akT MoKe 3aCTOCOBYBATHCS HE TiJIBKH SK CAMOCTil{HE SBHIIIE,
aje TakOX y BHUMNAJAKY, SKIIO JIOKATBHI oOci 00'ekTa He 30iraroTbcs 3
n1o0adbHUMH, a Tpeba BimoOpa3uTH B3AOBXK MI00ambHOI oci. Tomi MOKHA
BHKOPHCTOBYBAaTH O0'€KT, SIKUH He OyJO MOBEpPHYTO. Y IHOMY BHIIAIKy
OyBae KopucHUM oO'ekT-myctymika (ShifttA — Empty — Arrows), sikuii
He Ma€ "(hi3uIHOTr0" BTIICHHS 1 CIYXUTH I TOTIOMIKHHUX ITiUTCH.

Ha pucynky 1.11 moka3saHo, 110 JIOKQJIBHI OCi KOHYca He 30irarotbes
3 ocamu mycTymkd. OnmHak BimoOpakeHHS BimOyBaeTbes 1O oci Y
OCTaHHBOI.

Pucynok 1.11 — Bigo6paxeHHs 00’€KTY BiTHOCHO 00'€KTa-IyCTy KA

Monudikatop Mirror m03BONISE YBIMKHYTH BiZoOOpaskeHHS Bimpasy
Mo KIMBKOX oOcsx. Skmo Oyae BKIIOYEHO 10 JBOX OCSX, OO0'€KT
MOBTOPHUTLCS YOTHPH pasu. SIKIO 1Mo TPhOX, TO BiciM pasis (puc.1.12).

Pucynok 1.12 — BinoGpaxeHHs1 00’ €KTy Bipasy Mo KITBKOX 0CSIX
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1.3 3raamkyBannss — Smooth

Yepes cBow KapkacHy OymoBy Mesh-00’ektH  BHIVISIAOTH
peOpHUCTUMH HABITh TaM, JI€ OYIKYIOTHCS OKPYTJeHi ¢popMU. 3pO3yMiJo, 10
MHOKHHHUU MIIPO3IiT BUpINIyeE II0 mpodiaeMy. OQHAK MOPOKYE 1HITY —
noTpiOHO 30epiraTm Ounplne JaHWMX Ta BUTpadaTH OUIbIIE pecypciB
KOMIIT'FOTEpa Ha IPOPHCOBKY.

B Blender € pi3Hi iHCTpyMeHTH 3r1a/KyBaHHA 00'ekTiB. Po3ristHEMO
OCHOBHI MOMEHTH.

Haiinpocrimmii BapiaHT 3TIa/pKyBaHHS — 4Yepe3 KOHTEKCTHE MEHIO
(puc.1.13). ITyukr Shade Smooth (rmagke 3atinenus). TyT e 3HAXOAUTHCS
Shade Flat (rmocke 3atiHeHHS), KW TOBEPTAE [0 MONEPEAHBOTO CTaHy.

Shade Smooth

Shade Flat
Set Origin

A8 Copy Objects
A, Paste Objects

O puplicate Objects

Duplicate Linked

Rename Active Object..

Mirror

Pucynok 1.13 — 3riamxyBaHHS Yepe3 KOHTEKCTHE MEHIO

CTpykTypa 00'€kTa IIpH IbOMY HE 3MIHIOETBCS, HOro rpaHi, pedpa Ta
BEPIIMHU HIAK HE Ae()OpMYIOThCA Ta He mepeMinryroTbes. OO'eKT e
BiI0OpaXKAEThCS 3IVIAJKEHUM BHACIIJIOK Tak 3BaHOTO 3aTiHeHHs (Shading).
Ha pucynky 1.14 nokasaHi 3m1a/pkeHi TakuM YMHOM cdepa Ta Kyo.

B pexumi pemaryBamHs 00'€KTa € IHIMUN CIOCIO 3TNIAKyBaHHS —
Smooth Vertices (3miamutd BepmuHu). [Ipu  BUKOPHCTaHHI IHOTO
IHCTpyMeHTY 00'ekT abo IHOro YacTMHa HE CTAaloTh 3IVIAPKCHUMH, alie
BEPIIMHU Ta TPaHi 3MIHIOIOTBCS TaK, MO0 Mepexig MK HUMH OyB OLTbII
noxunuM. MoKHa BHKOPHCTAaTH IiHIIME Bapiant — Smooth Laplacian.
EdexT BUXoanTh aKypaTHIIINM.
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Pucynok 1.14 — PesynbTaT 3r71a/pKyBaHHS Yepe3 KOHTEKCTHE MEHIO

Sxmo cnpoOyBaTH TakUM YHHOM 3riagutu chepy, edexty BHU
MOXEeTe HE MOMITHUTH TOMy, IO ii IpaHi i TaKk PO3TAIIOBaHi MO IMOBEPXHIi
KyJi. 3a 6araTopa3soBOro MoBTOPEHH: cdepa MIPOCTO MOYHE 3MCHIITYBATHCA.
OcobmuBocti Smooth Verteces mobpe BHIHO Ha TMiAPO3ZIIEHOMY HE
oKpyrieHoMy 00'ekTi (prc.1.15).

Pucynok 1.15 — 3rmamkyBanHs iHCTpyMeHTOM Smooth Vertices (3riaanTi BepIinHm)

B maHomy BuUmDaaKy BCi BEpIIMHH ITAPO3IIICHOTO KyOa Oynm
BuaiieHi Ta OyB 3actocoBanmit Smooth Verteces. [lpu Bukopucranui
TAKOTO 3ITa/DKYBAaHHS 3'SBIAETHCS MAHETb HANAIMITYBAaHHS B peErioHi
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octaHHbOi omeparii. TyT MOXHa BCTAaHOBUTH KIUIBKICTh IOBTOPIB
3rIIa/KYBaHHS.

Sxmo Ha cueHy Oyna jgomaHa, HampHKiIan, cdepa 3 OIHIEIO
KIJIBKICTIO CETMEHTIB 1 KiJellb, a MiCJsI HBOTO B PEXKUMI peJaryBaHHs BOHA
Oyna migpos3fiieHa, TO HOBI BEPIIMHM, IO 3'IBUJUCS, OIUHATHCS B
IUIOIIMHAX CTapuXx rpaHeil. Bonm He OymyTh aBTOMaTHYHO MiHSTI, 1100
HajaTH oOO0'eKTy TmpaBWibHOI OKpyrioi ¢opmu. B Takux Bumagkax
iHCTpyMeHT Smooth Verteces my)ke KOpHUCHHUH 1 IS KyJISICTHX O0'€KTIB Ta
iX YaCTHUH.

Iama rpyma iHCTpYMEHTIB  3IVIaJUKyBaHHS  BIHOCHTBCS  JIO
momudikaropis (puc.l.16).

1y i Add Modifier

Generate Deform te

Data Transfer 00 Aray ¢ Amature L7 Cloth

Mesh Cache ('] Bevel () Cast Y Collision

(& Dynamic Paint

0 Mesh Sequence Cache ] Boolean ) Curve
K Nommal Edit B Build [Z Displace o0 Explode
< Weighted Normal /] Decimate ) Hook & Fluid Simulation
:) UV Project ;_ Edge Split Laplacian Deform 2= Ocean
UV Warp © Mask 1] Lattice ¥ Particle Instance

o—e
i

=) Vertex Weight Edit 0. Mimor Mesh Deform Particle System
=} Vertex Weight Mix £l Multiresolution Shrinkwrap Smoke
=} vertex Weight Proximity fh Remesh 7 Simple Deform Soft Body
Screw ~ Smooth

) skin 7~ Smooth Comective

7 solidify ~ Smooth Laplacian

Q| Subdivision Surface 0] Surface Deform

Triangulate -7 Warp

) wireframe

Pucynok 1.16 — Moaudikatopu A 3T1a/DKyBaHHS

Momudikatop Smooth mae Takuii camuii eeKT, sIK ONMCAHUH BUIIIE
TpaHchopmarop Smooth Verteces. IlepeBara BUKOPHUCTAHHS
Moan(iKaTOpiB IONAra€ B TOMY, IO SKIIO BH HE HATUCHYIU KHOIIKY
Apply, TO 00'eKT y pexuMi peiaryBaHHs 3aJlUIIAEThCS HE3MIHHUM. Y
BHIIaJKy TpaHc(opMaropa BH 3MIHIOETE€ 00'€KT IEPMaHEHTHO, TOOTO Ha
MOCTIMHIA OCHOBi, MOCTymy a0 Mo4YaTkoBoi (Gopmu y Bac Bxke He Oyne.
Jlumre wepes Ctrl+Z.
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Momudikatopu Corrective Smooth i1 Laplacian Smooth warors
Oinplle HaJaITyBaHb 1 3a3BUYaii BHKOPHUCTOBYIOTBCS B  OCOOJMBHUX

BHITaJIKaX.

Momugikarop Subdivision Surface woxe OyTn Halikpamum
BuOOpoM. BiH smmie BizyampHO mimposaiise mesh-o0'ext. [Ipu mpomy
MOXXHa BKa3aTH pi3HYy KUIBKICTh Migpo3amimiB g 3D-Buay Ta KiHIIEBOTO
300pakenns (puc.l1.17).

Pucynok 1.17 — 3acrocyBanns momudikaropa Subdivision Surface 3 pi3HO0 KiTbKICTIO
mipo3ainiB s BinoGpaxeHHs B pobouomy BikHi Blender ta Bizyanizauii

Sxmo mepeiith Ha Simple, TO 3rMamKyBaHHSA He Oyne, TUTBKH
nigpo3nin. Takuil BapiaHT MOXXKHa BUKOPHCTOBYBATH sk aHanor Subdivide,
SKIIO HATUCHYTH KHOTIKY Apply.

1.4 [IpakTH4yHe 3aBIAAHHSI

1.4.1 Bukopucranus OyJjeBux onepaniii (Boolean)

3aBgaHHA.

CTBOpITh MOJIEIb OPOXKHIN BeepeanHi kondu (puc.1.18).

Crovatky 0O0'€THYIOTBCSI KOHYC Ta IWIHApP. [1oTiM CTBOPIOETHCS
TXHS KOIlis, SKa 3MEHINYEThCs. [lOpOKHMHA BCEpEAMHI KOIOM BUXOAUTH
[IJISXOM BIJHIMAaHHS 3 OUIBIIOrO0 MEHIIOIO 00'€KTa.

ITinkaska

1. Buganits Ky0, momaiiTe KOHYC Ta MILTIHID.
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Pucynoxk 1.18 — Pe3ynpratr BHKOHAHOTO 3aBIaHHS

2. Ilepetinite no Bumy cuepexay (1). 3MeHIITe MWITIHIP O BCIX OCSIX,
MOTIM BUTATHITH 10 OCi Z 1 BCTAaHOBITh TaK, 00 BUIIIOB TPOTOTHIT KOJIOH.

3. Buminite koHyc 1 gomaiite wmomudikatop Boolean. VY
HalamTyBaHHAX MoaudikaTopa 31 cnucky Operation BuOepite Union, y
mouti Object BkaxiTh mumiaap. HatucHite Apply.

4. Buninite mwtiHAp Ta BHAATNITh. OCKUTBKH WOTO HE BHJIHO 3a
K0J10010, BUAUIITh HUIIHAP yepe3 penaktop Outliner.

5. Ilepetinite Ha Bua Kapkaca (Z — 4).

6. Buninite 00'ekT Ta nmpoayo:roiite Horo Ha micui (Shift+D, Enter).

7. He 3HiMarouuM BUIUICHHS, BiIKpUHTE perioH BiactuBoctedt (N).
Bceranosits po3mip (Scale) mo Beix ocsx 0.9.

8. IlepeiiniTe 10 pexXuMMy pearyBaHHS, CKUHbTE BHIUIEHHS (Alt +
A).

9. Po3rsarHyBmM pamMKy, BUAUITH yci BepxHi BepmwHH. [ligHIMITH
(G) ix mo oci Z Tak, MO0 BOHU BUXOMWIIH 32 BEPXHIO MEXKY 30BHILITHBHOT
KOJIOH.

10. [oBepHiThCA OO 00'€KTHOTO PEXUMY. BUAINITE 30BHIIIHIO KOJIOY
Ta 3HOBY 3acTocyirte 10 Hei Boolean.

11. B sxocti  omepamii  Bubepits  Difference, o00'exTom-
MO (IKATOPOM BKaXiTh BHYTPIIIHIO KOJIOY.

12. HarucHits Apply i BUIaNITh MaJCHBKY KOJIOY.

13. Ilepetinite m0 pexumy BimoOpaxenuns Solid (Z — 6) Ta Bunm 3
kamepu (0). IlepexonaiiTecs, mo Koiba Tenep MOpOKHS BCEPEIHHI.
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14. Buainite Kon0y Ta mepeiuiTh 10 pexumMy penaryBants. CKHHbTE
BUIUIEHHS.

15. Bun 3au3y (Ctrl + 7). [lepeliniTe Ha BUIICHHS TpaHeH 1 BUALTITH
HUXKHIO TPaHb KOJIOU.

16. [ToBepHithcs Ha Bun crnepeny (1). Bumasite (E) mHO BHU3 i
TPOXH 3MEHIITE HOTO.

17. IepetiniTe Ha Bua 3Bepxy (7). 30umbInTe MacmTad i BUAUTITH ABI
rpaHi, gKi (POpMyIOTh BEpXHIO KaiiMy KoiOn. BOHM BHIIIAMAIOTH SK IyTH Ha
MOJIOBUHY KOJIa.

18. IloBepHiTECS Ha BHJI cCHepeay, 3MeHIITe MacmTab. BunmaBiTh
BMJIUIEHI TPaHi BrOpY 1 TPOXU 3MEHILTE.

19. 3H0OBY mepelIiTh Ha BHJI 3BEPXY 1 30UTBIITE MacIiTad. YBIMKHITH
BM/IIIEHHS BEPIIUH.

20. BuginiTe 37iBa TpW 30BHIIIHI BEPIIMHU AyT-KaiM KOJOW i TpHU
BHYTpimmHi. 3Mimyite ix TouHo 1o oci X Ha3oBHi. l[loBHHEH BHHTH HOCHK
KOJIOH.

21. IlepeiiniTe Ha 00'€KTHUN PEKUM 1 BHJI 3 KAMEPH.

22. Toepuith ko0y Ha 45 rpanyciB (R, nmorim Z, mani 45 i Enter).

1.4.2 Buxopuctanns Binoopa:xennst (Mirror)

3aBgaHHs.

CrBoput  Mmoxenb rantemi  (puc.1.19), 3akpinuBmm — Temy
BimOOpaskeHHs, a TAKOXK MO3HAHOMUTHCH 31 CTBOPEHHSM TPYI BEPIIIHH.

PucyHok 1.19 — Pe3ynbTaT BAKOHaHOTO 3aBJaHHS

l'antens — mpocta ¢irypa, ii MOKHA 3pOOUTH, 00'€THABIIN LIHJIIHID
Ta nBi chepu. OmHAK, KO Hagadi Oynae moTpibHO ii mpaBUTH, TO pOOUTH



19

ue Oyame Hempocto. Ilo-meprime, MOBeAETHCS 3MIHIOBATH KOXKHY KYJIIIO
okpemo. [lo-npyre, B pexumi penaryBaHHs mesh-o0'ekTa, 11100
BIIOKPEMHTH BEPIIWHHU KYJIi Bill BEPIIWH LUJIHAPA, 3HAIOOUTHCS YHMAIIO
3yCHIIb.

[lepma mnpobnema BupimryeTbcst MomudikaTopoM Mifror, apyra —
CTBOPEHHSM TPYITH BEPIIHH.

VY nmaHoMy pasi IOpedYHO BHKOPHCTOBYBATH BiOOpa)KeHHs JIUIIE 110
OJIHIH OCi, TOOTO BUTOTOBUTH ITOJOBUHY TaHTEI.

ITinkaska

1. lomaiiTe Ha clieHy IWIIHAP. 3a MOMOMOTOI0 MacimTadyBaHHS (S)
3agaeTe oMy Gaxany (opmy. LluniHap — 1€ HOJOBUHA PYKOATKH TaHTEI.

2. Bimpasy BCTaHOBITH TOYKY IEHTPY Mac IWIiHIpa O #oro
HUXHBOI ocHOBHU. Ilpocrime He momimartu Tyan 3D-Kypcop, a 3aJUIINTH
HOTo B IEHTPI CIICHM Ta MITHATH MIIIHAP 10 oci Z. Jlami y KOHTEeKCTHOMY
MeHro Bubepith Set Origin — Origin to 3D Cursor.

3. Tenep mepeiiniTe B pesxuM pemaryBanHs. llepen Tum, sk nogaBatu
chepy, cTBOpITh Tpymy mns ii BepmmH. [ 1mporo tpeba mepedTH Ha
BKiaaky Object Data pemakTopa BmacTuBOCTel Ta B maHeini Vertex Groups
3a JIOIIOMOTOI0 KHONKM 3 IUIFOCOM JOJAaTH HOBY rpymy. ['pynmy MoxxHa
nepeiimenyBatu (puc.1.20).

a W Cylinder » %7 Cylinder 2
T
¥ Vertex Groups
+

-
v
> s B
Assign Remove Select Deselect
Weight: 1.000
» Shape Keys
» UV Maps
» Vertex Colors
» Face Maps
» Normals
2| » Texture Space

Pucynok 1.20 — CTBOpeHHsI TpyIH BEPLIUH s chepu
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4. Tenep pomalite cdepy i, He 3HIMAIOYM BUIUICHHS, MpPU3HAYTE
(Assign) 11 BepmuHU Tpymi. Hamami, skmoio moTpiGHO mpaBuTH chepy, ciix
BuOpatu Tpymy Ta HatucHyTu Select. Byne BHIINEHO BEpIIMHU TPYIIH.
Sxmo motpiObHO Oyae pemaryBaTH UWIIHAP: BUOUIITE Bce (A), MOTIM
HatucHiTh Deselect rpynu Ball. Mo)kHa TakoX CTBOPUTH OKpeMy TpyIy
JUTSL BEPITUH MIJTHPA.

5. BuginuBim BCi BepiiMHH cepH, MEPEMICTITh iX 10 BEPXHBOTO
KIHI LWIHApA. AJDKe, SKIIO0 LEHTP Mac 3HAXOAUTBCS y HHUXKHBOTO,
Mi3HIIIe BEPXHS YaCTHHA MMPaBUILHO BiTOOPa3UTHCS BHHS3.

6. 3amummocs 3acTocyBatu Momudikarop Mirror 3 BimoOpaxxeHHIM
1o oci Z (B 00'€KTHOMY PEXKUMI).

7. Ilicnst mporo MpUCTYMITH A0 OiJBII TOHKOTO pelaryBaHHs TaHTell
(3MiHITH Kymi, pPYyKOSTh, TOYKY LEHTPY, MOBEPHITH ii), NPH IBOMY
criocTepiraire, sk BUNNIAAATAME IUTHHA 00'€KT.

3BepHITH yBary, M0 B JAaHOMY BHIAIKy He Tpeba 3acTOCOBYBATH
(Apply) momudikatop. IHakmIe apyra MOJOBHHKA CTaHE HE "BIpTyalbHOIO",
a peambHO TPONYONMIOEThCA. Y pEXHMi pelaryBaHHS BH OauumTmmere il
BEpIINHH, pedpa, rpaHi.

1.4.3 BukopucTaHis 3riakyBanus (Smooth)

3aBHaHHS

Po3mMicTiTh Ha CIieHi IBi cepu Tak, OO BOHHU JOOpE MeperIsaamucs
Ipu OmIAAy 3 KaMepu. 3acTocyite n0 ofHiel chepw miaake 3aTiHEHHS
(Shade Smooth), mo ixmoi — wmoaudikarop MAPO3ALTY IMMOBEPXHI
(Subdivision = Surface). VY wHamamryBaHHSX MoaudikaTopa B IO
PEHACPUHTY BKAXKITh KIJIBKICTh MAPO3ILTIB 3.

Buxonatiite pennepunr 300paxenss (F12). ITopisasiiTe Bua chep.

1.5 3micT 3BiTY

3BIT TOBUHEH MICTUTH:

— TUTYJIbHUH JIUCT;

— MeTa poboTH;

— KOPOTKI TEOpPETHYHI BiIOMOCTi, HEOOXimHI M1 BUKOHAHHS
naboparopHoi poboTH;

— pe3yJbTaTH BUKOHAHHS POOOTH;

— BUCHOBOK.
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2 JIaGopaTopHa podota NelO
PoGoTa 3 maTepianamu ta tekctypamu B 3D-
penakTopiBlender

Metoro poGOTH € HAaBYMTHCS CTBOPIOBATH Ta peJaryBaTH MaTepiain
i TeKCTypH, pu3HavaTu ix ob'ekram B 3D- penakropi Blender.

2.1 Marepiain

VY cepenoBummax 3D-monentoBaHHSA 3MiHa KOJIPHUX BIIACTHBOCTEH
o0'ekTa — me HE Te caMe, M0 3MiHAa KOJIbOPY Yy MPOCTUX TpadidHUX
penaktopax. TyT BW JOomaeTe 1 HaJAIITOBYETe OO0'€KTY He KOJip, a
Mmarepian, TOOTO Te, 3 4Oro BiH BUTOTOBJIEHUN. MaTepian Moxke iMiTyBaTH
3eNCHUH TIIACTHK, JKOBTHUH MIiCOK, MPO30pe CKIO, ONMCKyduii Merau,
KaJaMyTHY BOJY TOIIIO.

Xoda koJip 00'€ekTa MpHU IBOMY BCE OIHO BIiJirpae BaXKIUBY POJIb,
3'SIBIISIETECSA  O€3J1iY  IHIIUX BI3yaJIbHUX BIIACTUBOCTEH: BigoOpaxkaroya
3[aTHICTh, MPO30pPIiCTh, CBITNIO3aJIOMIEHHA. HamamTyBaHHS MaTepianiB y
Blender — Bemuka Tema. PosrisHemo 06a30Bi OpuUHIUON pPoOOOTH 3
Marepiajgamu.

VY Blender ogun 1 Toii e Marepian Moxke OyTH 3aCTOCOBAHHUU IO
Oaratpox o00'ekTiB. 3 iHIIOrO OOKY, IO OXHOTO O0'€KTa MOXYTH OyTH
3aCTOCOBaHI Kijgbka MarepiamiB. Hampukinan, i3 KOXHOIO TpaHHIO KyOa
MOJKHa 3B's3aTH CBii Martepiay. OmHAaK, KOJIM BU CTBOPIOETE Marepial, BiH
MIPUB'SIBYETHCS 10 BUALIEHOTO 00'€KTA.

Jis  HamamTyBaHHS MaTepialiB TpH3HAYCHO BKJIanky Material
pelaKTopa BIACTHBOCTEH (BOHA IEpelOCTaHHs). 1i HeMae y Kamepu Ta
nammu, ane y Mesh-o6'ekriB Bona €. Y moiftHo momanux Mesh Hemae
MaTepiamiB. OgHak y Kyba cTtaproBoro ¢aiiay BiH €. SKII0 BUIATHTH Lek
Ky0 1 momatw HOBUU 00'€KT, BMICT BKJIagku Material Oyme BUTIISIAaTH Tak
(puc.2.1).

-
W) Cube » =2

(PN + New

Pucynok 2.1 — Bmict Bkitagku Material mjoiiso gomasnoro mash-o6’exra
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VY Benuke mosie 3a JOMOMOTOK KHOMKH 31 3HAKOM ILTIOC JIOJIAFOTHCS
cioTu i MatepiaiiB. KojkeH cI0T MOXKe MICTHTH MO OJHOMY MaTepiamy,
aje MaTepiaa y CJIOTi MOYKHA 3aMiHIOBATH IHIMUM. 3a3BHYail 00'€KTH MAaIOTh
110 OHOMY CJIOTY i, BIZIIOBIJHO, 10 OJHOMY MaTtepiaiy.

OpHak, SKIIO IO OJHOTO 00'€KTa 3aCTOCOBYETHCS KiJbKa MaTepialis,
TO CJIOTIB OyJe KiJbKa.

o6 momatm 00'ekTy MaTepiaji, Tpeba HATHCHYTH KHOMKy New, i
Tomi Oyae CTBOpeHO HOBUU Marepian (i CIIOT, KO #Woro He Oyio), abo
BHOpaTH BIKE ICHYIOYMH 31 CIHMCKY, SIKHH PO3TOPTAEThCS IMPH KIIKY Ha
IKOHKY KyJIbKH niepell KHorkowo New (puc.2.2).

Pucynok 2.2 — Bkiaaka Material 3 noganum marepianom

Martepianu MOXHa TMEpPEHMEHOBYBAaTHU SK O€3MOCEpPEIHBO B CIOTI,
Tak 1 yepe3 010K BUOOPY/CTBOPEHHA MaTepiany. SIKIo moTpiOHO CTBOPHUTH
HOBHI MaTepial, Tpeba CTBOPUTH HOBHUH CIIOT 1 mepeiTu Ha Hporo. KHomnka
31 3HAKOM 13 JJBOMA JIMCTOYKaMU CTBOPIOE HOBHUI MaTepial y MOTOYHOMY
CJIOTI LUISXOM KOMIIOBAaHHS IIOTOYHOIO MaTepialy. XpecTHK BHJIAJse
MaTepian, a KHOIKA 31 MIATOM JI03BOJISIE 30epiraTu MaTepiaj, HaBITh SKIIO
BiH HE BUKOPUCTOBYETHCS >KOIHUM 00'ekToM. Iloku B He 3akpuin daiin,
BCi MaTepiany, 0 He BUKOPHCTOBYIOThCS, 30€piraroThCsl.

Sxmo BuOpaTH IHIMKA MaTepiad a00 CTBOPUTH HOBUH IIIIXOM
KOITIFOBaHHS, BiH 3aMiHUTh IOMEpPEAHINM B iCHyHOUOoMy CIIOTi. SIKmIo a0
00'eKTa 3aCTOCOBYETHCS KillbKa MarepialliB, TO KOXKEH IOJAETHCS 10 CBOTO
CIIOTY.

Y pexuMi penaryBaHHs 3'ABIIIOTBCS KHONMKHM Assign, Select Ta
Deselect. 3a  momomoror  ASSign  Marepiaa  BHIUIEHOrO — CIIOTa
NpPU3HAYAETBCS OKPEMHUM TIpaHsM Ta rpynam rpaneir Mesh-o6'exriB
(puc.2.3).
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W cube » @ vellow =
) Green +
=

a

v

» o
Assign Select Deselect

Pucynoxk 2.3 — Ky0 3 nekinpkoMa MaTepianamu

Hami #ime madens, [0 poO3KpuBaeThes Preview. €aume i
MpPU3HAYCHHS — MOKA3aTH SK BUIVSIATHME MaTepiajl Ha TOMY Yd 1HIIOMY
iMoBipHOMY 00'€KTi (prc.2.4). O6'eKTH HAIAIOTHCS Y CTOBITYUKY IIPABOPYH.

Pucynok 2.4 — [Tanens Preview 3 mpukiagom MaTepiany Ha MOBEpXHi chepu

Hani i#ine manens Surface — IloBepxus. IIpomonyetbes ompasy
BUKOPHCTOBYBAaTH TakK 3BaHI Homu. IIoKW 1o BimMOBUMOCS BiJ IOTO i
BuMKHeMo KHomky Use Nodes. [licnms 1poro KiJIbKiCTh HaNaIITyBaHb
Martepialy 3MeHIIWThCS, 1 maHenb Surface HalOyle HACTYITHOTO BUTIISLY
(puc.2.5).

ITapamerp Base Color BusHauae 6GazoBuid komip. Ilig dac xiiky Ha
moJii  3'SIBIAETbCA KOJIPHUM JHCK, A€ MOXHa BuOpatu komip. Tam €
napametp Alpha (A), mo m03BoIsIE 3p0OUTH 00'€KT IPO30PUM.

Metallic 3amae moBepxHi MeTaneBUH OMUCK. Y Hel YTBOPIOETHCS
BJIACTHBICTH J3EpKalbHOCTI. B 1bOMy MOKHa TNEpeKOHATHCS, 3MiHHBIIU
Metallic 3 Hyns 10 ONMHHWIN Ta MOAWBHBIIKCH Ha mpeBto. Omuak y 3D



24

Viewport i mpu penzaepi (F12) sxomHOoi n3epkaiibHOi MOBEpPXHI BU HE
nodayure.

PucyHoxk 2.5 — ITanens Surface 3 HanmanITyBaHHAMH MaTepiary

o6 edexT mpopucyBaBcsi, Tpeba 3MIHUTH HANAIITYBAaHHS JBHIKKA
pennpepunry. PoOutecst 1me Ha Biiamni Render pemaktopa Properties
(puc.2.6). YV 1poMy BHIAAKy JOCTaTHRO BCTAHOBWTH TIPAroperb Screen
Space Reflections (BigmoOpaxeHHs B mpoctopi ekpana). Bu takox moxere
BcranoBuTH Refraction (Ilepemommenus).

Pucynok 2.6 — Briiagka Render 3 HanamTyBaHHAME
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Edexrt mnpopucoByBaTMMEThCS SK TIPU PEHICPUHTY KIHIIEBOTO
300pakenHss, Tak i B 3D Viewport (puc.2.7) mpu Iepexomi B PEKHM
3arinenHs Rendered (Z — 8).

Pucynok 2.7 — IIpopucoska edexry B 3D Viewport npu nepexoi B pexxum Rendered

[loBepHemocss 10 HajamITyBaHb IOBEpXHI Marepiamy. Ha pucysky
2.5 y muonHu BiactuBicte Metallic migHaTo no oauuui, a Roughness
(IopcTkicTh) 3amummaeTbest Ha 3Ha4eHH] 0.4, SKIT0 MOPCTKICTh 3MEHITUTH
JI0 HyJIsI, TO TIOBEPXHsI CTaHe OUbI A3epKanbHO0 (pHc.2.8).

Pucynok 2.8 — ITapamerp Roughness Takosx BIuinBae Ha JA3€pKaIbHICTh MOBEPXHI
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Bnactusicte Specular BusHauyae Omik. YuM BoOHa Oinmbine, THM
Oijble Ha MOBEPXHI MPOSBISETHCS KOPCTKUH J00pe BHIMMHUHN BinOJIMCK.
3MeHIIIeHHs 3HAYCHHS Haaae MoBepxHi MatoBocTi (puc.2.9).

0.000

0.000

0.000

Pucynok 2.9 — Brus BactuBocTi Specular Ha Burisin martepiairy

2.2 Texctypn

Tekcrypu Blender no3BomsitoTh poOMTH — Martepiamy  OLTBII
peaNTiCTHYHUMH, OUTBII CXOXKUMH Ha PEYOBHHHU, 3 SKUX CKJIAAIOTHCS
00'ekTH peanbHOro cBity. KpiM TOro, 3a JOMOMOror0 iX MOXKHA HaKIagaTu
TOTOBi 300pakeHHs Ha TIOBEPXHi, CTBOPIOBATH peNbe(pHI KapTH Ta iH.

VY pasi mesh-00'ekTiB TeKcTypa 3acTOCOBYETHCS MOB IOBEpX
Mmarepiany. TyT He Mo)XHa BHKOPHCTOBYBATH TEKCTYpY, HE INPHB'S3aBIIH
Marepian g0 o0'exta. 3 iHIIOro OOKy, 3 MarepialloM MOXe OyTH IOB'S3aHO
KibKa TekcTyp. KokHa 3 HUX BIUIMHE Ha CYKYITHHHA Pe3yJbTar.

HanamryBanus tekctyp B Blender mabarato pizHoMaHiTHIImIE, HiX
MaTepianiB. Po3rmsaeMo nuie OCHOBHI MOMEHTH POOOTH 3 TEKCTYPaMHU.

3 Bepcii Blender 2.80 po6oTta 3 TekcTypaMu, siK 1 3 MaTepiajJamH,
3a3Hana 3MiH. TekcTypH Terep He MOXKHa IIPOCTO CTBOPUTH Ta 3aCTOCYBATH
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no ob'ekta yepe3 Bkiagky Texture pemaktopa Properties. IlotpiOHO
OCBOITH POOOTY Ie K MiHIMYyM B ogHoMy penaktopi Blender. Lle Oyne
Shader Editor — penaktop mieiiaepis.

Pozib'emo obnmacts 3D Viewport mo BepTHKali Ha JBI YaCTHHU 1 B
omuy 3aBantaxumo Shader Editor (puc.2.10).

Pucynox 2.10 — Pegaxrop meiinepis Shader Editor

B 1mpomy pemaktopi MacmtaOyBaHHS, IepeMillleHHS (TIpu
3aTHCHYTHUX IH(TI Ta KOJECi MHUIII) MPaIioloTh TakoXk K v 3D Viewport.

Sxmro 00'ekTy momaHWW Marepiai, TO B HBOTO BXkKe OyAyTh B HOIU.
HamamryBaHHs OCHOBHOi, B mgaHoMy Bumaaky Principled BSDF,
IyONIOIOTECS Ha BKJAAII MaTepiamiB, SKII0 He BHUMHKATH KHONKy Use
Nodes.

Y HOA € COKeTH — MaJlleHbKi Kpamkm 3 OokiB. UYepe3d HHUX
BiIOyBa€eThCs 3'€lHaHHSA HOJ. Tak oOJHAa HOJA BIUIMBAaE Ha JesKi
BJIACTUBOCTI 1HIIION.

Skmo xouemo JojaTh TEKCTYpy, HaM MOTpiOHA HOJa 3 TEKCTYpOIO.
Honatu i MoxkHa depe3 MeHio 3aroimoBka Add — Texture — .... Takox
npamtoe Shift+A.

Homamo Brick Texture ta 3'emnaemo HOmy 3 BiactuBicTio Base Color
OCHOBHOI HOAM. MU MOB 3aMIiHIOEMO KOJip Ha TekcTypy. 1106 mobauuTu
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edpext y 3D Viewport (puc.2.11), He 3a6yBaeMO B HHOMY MEPEKIFOUMTHCS
Ha 3ariHeHHs Rendered (Z — 8).

Metallic
Specular:
2 Specular Tint:
[ B ¢l Roughness:
L) L Anisotropic
‘, Anisotropic Rotation:
o8 Clearcoat

Pucynok 2.11 — ITepernsa nonaunoi rexkcrypu B 3D Viewport
VY womm Brick Texture Gararo HamamTyBaHb, AKi TO3BOJSIOTH THYYKO

3MiHIOBAaTH TeKcTypy. OIHaK TyT HE MOXKHA 3poOUTH Tak, 00 ueria Oyia
3 ycix 0okiB Kyba (puc.2.12).

0.400

Scale: 3.000
Mortar Size: 0.020
Mortar Smo: 0.100

Brick Width: 0.500
Row Height: 0.500

Pucynok 2.12 — HanamryBanus Hoau Brick Texture
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Hnst uporo morpibHO momatu me oany Hogy — Add — Input —
Texture Coordinate. B nanomy Bunazky 3'enHaemo ii UV coker 3 cokeToM
Vector B Brick Texture (puc.2.13).

)
o g 050 |

Pucynoxk 2.13 — JlonaBauns Hoxu Texture Coordinate

Posrsinemo Honmy Image Texture — HakiaJieHHS HA OBEPXHIO CBOET
KapTHHKH (puc.2.14).

Wl flag.pr
Linear
Flat

Repeat

Pucynok 2.14 — Jlonasanust Hoau Image Texture
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VY noni Image Texture € xHomku New Ta Open. 3a JDOMOMOror
OCTaHHBOI 3aBAHTAXYETHCSI TOTOBE 300pakeHHs. [liciii BOTO 3aroJoBOK
Image Texture 3MiHIOEThCS Ha iM'S aifiy.

SAxmo mu mpocto 3'emHaemo Homau Image Texture Ta Texture
Coordinate, To, mMBHIIIC 32 BCE, OTPUMAEMO Di3HI ePEeKTH 0OepTaHHS
o0'ekTa KapTHHKOIO. B 1pOMy BHMajnky MoXHa B3araii oOidTHCS 0e3
Texture Coordinate.

S0 K MM X04YeMO SIKOCh TO3WITIOHYBATH 300paKCHHS Ha TPaHsX,
nmoBTopuTH Horo, Toai Mk Texture Coordinate i Image Texture nomaeTscst
HOMma Mapping (kapTyBaHHS, BimoOpakeHHsS; 3HaxomuThcss B Add —
Vector), 3 AOMOMOTOI0 HalAIITyBaHb SKOI 300pa)K€HHS MiAraHAETbCSA Iif
rpani o0'ekra. Hampuknax, uyuMm Oinbime 3Ha4YeHHs 1ojiB Scale, Tum
JpibHimMM OyzAe KapTHHKA, 1 TUM 4YacTime BoHa Oyze moBTopeHa. Location
nepeMillye KapTHMHKY IO TpaHi, IO JO3BOJISIE€ MOETHATH ii Kpal 3 KpasMmu
rpaHi abo BUPIBHATH IO IIEHTPY.

2.3 IIpakTHyHe 3aBIAHHA

2.3.1 lpusnavennst MaTepiajiB 00’eKkTam

3aBgaHHs.

Hocninite  HanmamITyBaHHS ~ BIACTUBOCTEH  IIPO30OpOCTi  Ta
BiI0OpaXkyro4oi 3maTHOCTI Matepiany (maneni Transparency Ta Mirror). He
IUTyTalTe A3€pKaIbHI Marepiand 3 paHillle BHBYCHHM MOIM(iKaTopoM
Mirror, SIKUIi CTBOPIOE 3ePKAIBHUIN MyO0JIb 00'€KTA.

CTBOpITh KapTHUHKY, € Y I3EpKaTi BiJOMBAETHCS CKISHUN MpeaMeT
(puc.2.15).

Pucynox 2.15 — Pe3ynbpTat BAKOHAHOTO 3aBIaHHS
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[Tigka3ka.

1. CunbHO, ajme He [0 KiHLA 3MeHIHUTH KyO mo oci X. IloTim
PO3TATHITH HOTO TO BCiX iHmMUX ocsx. Lle Oyne n3epkaro.

2. lonaiite Ha cueHy Mem-o0'ekT, Hampukiai, ikochepy. Honmaiite
TJIONIUHY, KA OyJie MiIororo, mob 0y0 BUAHO TiHi, IO BiIKHIAIOTHCS.

3. IlepeiiniTe Ha BUJ 3 KaMepH, BiJKOPUTYHTE PO3MIip Ta MOIOKEHHS
00'eKTIB.

4. Bupinite ikocdepy. Ilepelinmite Ha BKIAAKYy MaTepialiB Yy
penakTopi BiactuBocteil. CTBOPITH HOBUH MaTepial.

5. IlinOepiTe mapameTpu MarTepianxy Tak, moO ikocdepa BHUIIAAAIA
MpUOIU3HO, K Ha 300pa’KeHH.

6. 3a GakaHHSAM IOMICTITh Y HeHTp chepu mammy. Ha Bkmammi Data
Object (mani o0'ekTa) pemakTOopa BIACTUBOCTEH BHUMKHITH JUId Hel
MOXJIMBICTH cTBOpIoBaTH TiHb (No Shadow), a BifcTaHp HamiBpO3CiIOBaHHS
(Distance) 3menmre g0 1 abo 2.

7. Buminite "m3epkano”. Tak sk BOHO OyJ0 BHTOTOBJICHE 3 KyOa
cTapToBOTO (hailiry, To BiH Bxke Mae Matepian. Lle Oyae maTepian pamkw.

8. IlepelaiTh N0 PSKUMY pelaryBaHHS.

9. Buninite mepenHio rpaHb, fka Oyjae A3epKaIbHOIO IIIOMIMHOIO.
HarucHhits I 1 3nerka BUAaBiTh ii BcepeauHy.

10. He 3HiMarouu BHAUICHHS 3 TPaHi, CTBOPITH CJIOT JUISA IIE€ OJHOTO
Marepiaiay, MOTIM JoJaiiTe HOBHH MaTepian [0 LbOro cioty. IlpusHaute
CJIOT TpaHi (KHOIKa Assign).

11. BcraHOBITh MapaMeTpu MaTepiany Tak, 1100 a3epkano (TrpaHb
KyOy) BUINIAAAIO0 MPUOIN3HO, K Ha 300pakeHH.

12. TIlepermsupre pesynbraT (F12). Bimkopuryiite posMip Ta
TIOJIOKEHHS 00'€KTIB.

2.3.2 llpuzHayeHHs] TEKCTYpP 00’ €KTaM

3aBmanns.

CTBOpITh Ta HANAIITYHTE TEKCTYPH TaK, 00 pe3yibTaT BiAMOBimaB
pucyHkam 2.11-2.14.

Hocnimute mapaMeTpu  HakjiaJaHHA TEKCTyp Ha  00’eKkTw,
BUKOPUCTOBYIOUM 3HAiJieHy a00 MiATOTOBJIEHY BIACHOPYY TEKCTYPY
Haknanite Oymp-sKy KapTHHKY Ha KyO, cdepy Ta IWIHAP MOMIOHO 10
TOTO, SIK TTOKa3aHO Ha pUCYHKY 2.16.
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IpumiTku:

— HakJIajJieHe 300pakeHHs — I ofHa (irypka. ii "pO3MHOKEHHS"
JIOCSATAETHCS HANAIITYBAHHIMU

— i1 BCiX TpPhOX OO'€KTIB BHUKOPHCTOBYEThCS Ta caMa TEKCTypa.
OpnHak MaTepian y KOXKHOTO 00'€KTa CBIil.

PucyHok 2.16 — Pe3ynbTaT BAKOHAHOTO 3aBJAHHS

ITinkaska.
BuxoHaiiTe 3aBIaHHS BHKOPHCTOBYIOUM iH(OpMALI0O BUKJIAJCHY B

migpo3aim 2.2.
2.4 3micr 3BiTY

3BIT HOBUHEH MICTHTH:

— TUTYJIBHHUH JIUCT;

— MeTa poboTH;

— KOPOTKI TCOPETHYHI BIIOMOCTi, HEOOXiAHI [ BHUKOHAHHS
nmaboparopHoi poboTH;

— pe3ynabTaTH BUKOHAHHS pOOOTH;

— BHCHOBOK.
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3 JIaGopaTopHa po6ora Nell
CTrBOopeHHsa aHiManii Ta MogeIOBaHHA QIi3MYHHNX
npoueciB B 3D- pexakTopi Blender

MeToro poOOTH € HABYUTHCS CTBOPIOBATH aHIMaIlil0 OO'€KTIiB Ta
MozesroBaTH (i3uyHi sBHIIA peansHoro cBity B 3D- pexakropi Blender.

3.1 OcHoBu animauii B Blender

Blender mnpusnauennii He nWme IS CTBOPEHHS TPUBHUMIpHOI
rpadiku. BiH BKIIIOYae BEMUKHI 1HCTpyMEHTapiil CydacHOi KOMIM'TOTEpHOI
agimanii. Y Blender moxHa aHIMyBaTW HE TUIBKH INPOCTE NEpEeMilleHHS
00'eKTIB y MpPOCTOpi, a TaKOX 3MiHY iX (OpPMH, MOXKHA BHKOPHUCTOBYBATH
CUCTEMY KICTOK, CTBOPIOBATH IMKJIIYHUH PyX, IMEPEMIIIEHHS TPAEKTOPIEI0
Ta iH.

PosrnsiHemo cTBOpeHHs mpocToi aHimalii, poOOTy 3 perakTopoM
Timeline Ta OTpUMaHHS FOTOBOTO Bimeodaiiy.

[lepm HiX onmucyBatn poboty B Blender, 3ramaemo, sk CTBOPIOETHCS
KOMI'TOTepHA aHIMallisl B MPUHLMIT. ['0JIOBHUM TYT € MOHSTTS KIOYOBOIO
Kaapy. SIkOM MU CTBOpIOBaNM MyJbT(INBEM MO-CTapoMy, TO oOidmuincs O
6e3 1pOro, TOMy IIO AJISI KOXHOTO Kaapy XyIOKHUK MAalllOBaB OM OKpeMy,
TPOXHY BiIMIHHY BiJl TIONIEPEHBOI, KAPTHHKY.

Tenep € MOXIHBICTH "MaOBaTH'" KapTHHKM TUIBKH IJIS OOpaHHX,
TOOTO KIIIOYOBHUX, KajpiB. Bce, mo Mk HUMH, IporpaMa NpopaxoBye cama.
Hanpuknan, y nepmomy Kaipi KyO 3HaAXOOUTHCSA y TOUIL 3 KOOPJWHATAMH
(0, 0, 0). IlepemicTMBIIMCH 3a 4YacoBOI Imkaiow B 20 kamp, MH
po3mimyemo kyo6 B Touky (100, O, 100) mpocropy. Ha mwpomy Bce.
IIporpama abo mepemimarume KyO mo mpsiMiii, abo 3a BKa3aHOI HaMH
Tpaektopiero. Ham He Tpeba aiis KoKHOTO Kajpy 3 2-To A0 19-ro BkazyBatu
MIPOMIXKHI TTOJIO’KeHHS Ky0a.

3BepHITh yBary, KOJM MH IOYMHAEMO TOBOPHUTH IPO PyX Ta 3MiHY
00'eKTiB, TO y HalIOMy TPUBUMIPHOMY CBiTi 3'SIBIIIETHCS YETBEPTHI BUMIP
— Yac Ta BIAMOBiAHA 1if Bich — mIKana Jacy.

Y Blender € crmemiansHuii pemakrop Timeline, 1m0 m03BOIISIE
nepeMimaTics Mo KajapaxX, CTBOPIOBATH KIIOYOBI Kaapu Ta iH. OmHAaK y
KaZpy BCE XK TaKM € TpUBalicTh. BOHa 3aJeXuTh Bid TOTO, CKUIbKH
"mpokpydyeTbess" KanpiB 3a cekyHmy. Y pasi 60 xaapiB 3a cexynmy (60
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FPS) xamp Oyne xopormmM, HiX y Bumaaky 24 FPS. Uuwm Oinbme FPS,
TOOTO YHMM KOpOTIIA TPHUBAIICTh KaJApiB, THUM IUIaBHILI IEPEXO.H,
skicHimma a”imamis. OmgHak 30utbmeHHs FPS 30ibITye po3Mip BUXiTHOTO
(aity Ta HaBaHTa)XXy€e OOYHMCIIOBAJIBbHI MOTYKHOCTI KOMII'FOTEpa.

FPS ne nHactporoetses B penaktopi Timeline. Oxnak nipo FPS cmin
mam'siTaTd, TOMY IO SIKIIO BU IutaHyeTe pobutu 30 CeKyHAHY aHIMAIIIIO 3
24 FPS, Bam 3Hano6uthes 720 xazapis. Ane i3 50 FPS 6yzne Bxke 1500.

Y craproBoMmy (¢airi 3a 3aMoBUyBaHHsAM, pemakrtop Timeline
3HAXOMUTHCA y HUXKHIHM obnacti inTepdeticy (puc.3.1).

PucyHok 3.1 — Pe3ynbTaT BUKOHAHOTO 3aBIaHHS

l'omoBumit perion pemaktopa Timeline 3aliMae kazxpoBaHa IIKaja
yacy. Bropi Bona mMae po3mitky 3 KpokoM y 10 xaapis.

SIKIIO HABECTH MUIY HA CMYTy MpPOKPY4YyBaHHS BHH3Y, 3aTHCHYTH
JiBY KHOIIKY 1 MOCYHYTH, BH MoOaduTe, IO IIKaja MOXe WTH Haii K B
IUTIOC, Tak 1 B MiHyc. [HImMH croci6 3CyBy IIKalu — 3aTUCHYTH CEPEAHIO
KHOIIKY MHIII Ha Imkami. [IpokpydyBaHHS Kojieca MU, KJIaBilli IJIIOC Ta
MiHYC KJaBiaTypu MacmradyroTh ii.

O6nacts 3 1-ro mo 250-ro xanpy mnodapboBana mo-iHmomy. Ilei
MPOMIDKOK MTO3HA4a€ KaJpH, IKi CTAHOBUTHMYTh aHIMAIIifo.

VY 3aronoBky pemaktopa Timeline y momsx Start Ta End Bkaszani
KaIpu TOYaTKy Ta KIHIA aHiMallii. Ix MokHa 3MmiHuTH. Y moNi 3miBa
BKa3aHO MOTOYHUU Kajp (He IIIyTaTH 3 KIYOBHM), TOOTO Miclle B 4aci, B
SKOMY 3apa3 3HaXOIHUThCs ciieHa (puc.3.2).

I:[ 1 E Start: 1 End: 250 jl

Pucynoxk 3.2 — 3aronosky peaaxropa Timeline

[MoTounmit xagp MOXKHAa 3MIHIOBATH SK dYepe3 I Toie, TaK i
HAaTUCKAHHAM Ha INKadi 4yacy. TaM Horo o3Hadae siCKpaBa BEpTHKaJIbHA
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niHis. [ToToyHM Kaap TakoX MOCTIOBHO 3MIHIOETHCS CTPUIKaMH BJIIBO Ta
BIIPABO KJIaBiaTypH.

{06 mowarn mporpaBaTé aHiMalito, MoTpiOHO HatucHyTH [IpoOin.
Bona mo4HeThcs 3 TOTOYHOTO KaJpy 1 10 OCTAaHHBOTO TOTO, 10 BKa3aHUI B
End. IloTiMm mpomoBkuThes 3i cTaproBoro (Start). 3yNMUHHTH ITUKIIYHE
MpOTrpaBaHHS aHiMallii MO)XXHa TOBTOPHHM HATHUCKaHHAM Mpobimy abo
HaTuckaHHsIM Escape. Y mepmiomy BuIaaKy MOTOYHHM KaJpoM CTaHe
Micue 3yNUHKH aHiMmarii. Y ApyroMy — HMOTOYHHI KajAp MOBEPHETHCS 0
KOJIMIIIHBOTO 3HAYCHHS, TYIH, 3BiAKH OyJI0 3allyIlIeHO aHIMaIlilo.

Kpim toro, mis ynpaBiiHHS IporpaBaHHSAM aHIMaIlii Ta MepexoaaMu
HpU3HaYeHa CrelialbHa rpyna KHOMOK 3arojoBka (puc.3.3).

o e dPrer |

Pucynok 3.3 — KHomnky ynipaBiiHHs IpOrpaBaHHsIM aHiMallii

Benuki KHONKM y HEHTpi MpOrparoTh aHIMamiro Brepen i Haszan.
[Micns X HATHCKaHHS BOHU 3MIHIOIOTHCS HA KHOIIKY-TIay3y, SKOK MOXHa
BUMKHYTH TporpaBaHHs. JliBime Ta mpaBime 3HAXOAATHCS KHOIKH
nepexoay 10 HACTYIMHOro IiBopyd abo MpaBOpyY KIFOYOBOTO Kajpy.
OcTaHHI KHOTNKYA BCTaHOBJIOIOTH MOTOYHHUM KaJIpoM IOYATOK a0o0 KiHEIh
aHimarii.

Oxpema KHOMKa 37iBa MpH3HAYCHA JUII aBTOMATHYHOTO CTBOPCHHSI
KITIOUOBHUX KaJpiB.

CrBOproBaTH KJIIOYOBI KaApW MOXHA 1 3a3BH4Yail 3pydHimie
be3mocepenHb0 B TONOBHOMY perioni 3D Viewport, Haruckaroun [ i
BUOHMpaOYM B MEHIO TUN Kitoda. OJHAK MH CKOPHCTaEMOCS CIeliaJbHUM
6soxkoM y 3arojioBky Timeline, ToMy 110 BiH Jae OibIl MOBHE KEPYBaHHS.
(puc.3.4).

Active Keying Set
s

New Keyframe Type

[ Cycle-Aware Keying

PucyHok 3.4 — KHOIKY CTBOPIOBAHHSI KITFOUOBHX KaAPiB
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IIpu HaTHCKaHHI Ha 3B’sA31 KJIOUiB 31iBa B moii Active Keying Set
BiZIKPUBAETHCS CITUCOK MOXJIMBHX THITIB KitouiB. Hac mikaeisate Location,
Rotation, Scale Ta ix kom0Oinamii - Location & Rotation, Location & Scale,
"Location, Rotation&Scale", Rotation&Scale. Crincok TyT BimoOpakaeTbes
HE MOBHICTIO, BiH IPOKPYYYEThCS Bropy Ta BHU3 (puc.3.5).

Active Keying Set

s

Available

Rotation

Scale

Location & Rotation

Location, Rotation & Scale

Location, Rotation, Scale & Custom Properti...
Location & Scale

Rotation & Scale

Delta Location

Pucynoxk 3.5 — Ciucok MOKJIMBHX THITIB KIHOYiB

Kitou Location ¢ikcye numme posramyBaHHS 00'ekTa. SIKmo BH B
TaKOMy KJIFOYOBOMY KaJpi 3MiHHTE pO3Mip i1 TIOBOPOT, TO I 3MiHA HE Oyne
aniMoBaHa. lle mpocTo 3MIHUTH 00'ekT. SIKIO OoiTecs 3aruTyTaTHCS,
BubepiTh "Location, Rotation & Scale". Lleit tunm kmioua ¢ikcye Bce —
CTaHOBHIIE, IMMOBOPOT, po3Mip. OmHAaK HACHpaBdi BiH CTBOPIOE HiIHUX 9
KITFOYIB B OJHOMY KaJIpi, OCKIJIBKH 3amaM'siToBye KoopauHatu X, Y, Z mis
BCIX TPbhOX TpaHChOpMaIliii.

Komn BuOpaHo THI KIIIOYOBOTO KaJpy, MOTO Ha3Ba 3'ABISETHCS B
noni. OfHaK caM KIIFOY MPH I[bOMY HE CTBOPIOEThCA. J[iis Horo cTBOpeHHS
Tpeba HATHCHYTH KHOIIKY IMPaBOPYY Bif IOJA 31 3HAKaMH KITI0Ya 1 TUIFOCA.
KirouoBuit kanp Oyne CTBOPEHO y Miclli MOTOYHOTO KaJpy, L0 y IIKaJi
9acy BiJI3HAYAETHCS CHEIIaIbHIM MapKepOM.

KpailHg npaBa KHONKAa 3 KIIOYEM Ta XPECTUKOM BHUAAISLE 3
MOTOYHOTO KaJApy BUOpPaHWH THI KITIOYOBOTO Kajpy, AKIIO BiH TaM €.
Hanpuknan, motounuit kamp 20-i. Mwu Bubupaemo Ttun Location Ta
BHjanAeMo #oro. Skmo B 20-My kagpi OyB came TakWid K04, TO BiH
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BUJAAJHUTBCS, aje sKIo TaMm Oyno mpu3HadeHo Rotation, To Hidoro He
CTaHeThCs. SIKIO0 BU HE 3HAETE TOYHO, KWW THII KJIOYA 3HAXOAUTHCS B
MOTOYHOMY KaJIpi, a XO4eTe OYMUCTHTH HOro BiJl yCiX KIIOYiB, BHOEpITh
"Location, Rotation & Scale".

[Ilo o3Havae cTBOpeHHS KIOYOBOTO Kajpy ob0'ekra? lle o3Hauae, 1o
Oyno 3adikcoBaHO MOTOYHY Ho3uLi0 Ta popmy ob'ekra. Temep, sAKmO MH
3MIHEMO 00'€KT, He 3ahiKCyBaBIIU IIi 3MiHU B JKOJHOMY KJIIIOUOBOMY KaJpi,
TO Tpu crpoOi mporparu aniMaiito (IIpoOix) BTpaTuMo Bci BHECEHI 3MiHM.

Hexaii mu xodemo, 1mo6 ky6 3a nepioa 3 1-ro g0 30-ro xaapy Tpoxu
MOBEepTaBcsA. Y TMEpmIoMy KaApi MH CTBOPIJIM K04, 3a(iKCyBaBIIH
BHXIiJHY MO3HUIIiIO Ky0a.

[Ticst iporo podmmo morounuM 30 kaap i TyT moBepraemo kyO. Jami
Tpeba CTBOPUTH Il OJWH KIIOUOBHIl Kaap, yxke y 30-my kanpi. Ilpocrimre
HaTucHyTH | y pemaktopi 3D Viewport. Takox MokHa cKopucTaTHCA
BikoHIIeM Keying, 1o po3kpuBaeThes, B 3arojoBky Timeline.

Taxum 9MHOM, MM MOKEMO CTBOPHTH BIJHOCHO CKJIaJHY aHIMaliio:

— MepeMilIaroYrCch 3a MIKAIOK Yacy;

— 3MIHIOIOYH B ITOTOYHHX Kaapax 00'€KT:

— (IKCYI0UYM 3MIHH 3a JOIIOMOIOI0 KITFOUiB.

SIKI0 B MOJANBIIOMY MH BHIQIAMO SKHWCH MPOMIKHUN KIFOUOBUN
Kamp, TO 00'ekT Oyae IJIaBHO 3MIHIOBATHUCA 31 CTaHy IIONEPEAHBOTO
KIIIOYOBOTO KaJlpy B CTaH HACTYITHOTO 3a BHAaJeHWM. Hampuxiaz, skmio
KyO cIIOYaTKy TIOBEpPTaBCs, a TMOTIM TMepeMillaBcs, TO BHAAIECHHS
MPOMIXKHOTO KJIIOYa MPHU3Bene IO TOro, 10 KyO Oyne MOBLIbHINIE, aje
OJTHOYACHO TIOBEPTATUMETHCS 1 TEPEMIlIaTHMEThCS.

3BepHITh yBary, KOXeH O0'€KT Mae CBOi KIIFOUOBi Kampu. SIKimo
BUJIUTUTH I1HIHUHA 00'€KT, SKWii HE 3MIHIOBABCS Yy daci, Ha IIKaJl dacy
KIIIOYiB He Oye.

Sk orpumaru aitn i3 rorouMm ¢dimemoMm? IllBuamie 3a Bce,
CIIOYATKy 3HAMOOMTHCS BUKOHATH JEsIKi IMOMEpenHI HaJalITyBaHHS Ha
Bkiaaui Output penakropa Properties (pruc.3.6).

Tyt Ha maneni Output i3 cnucky ¢aitnoBux dopmaris (File Format)
Tpeba Bubparu AVI JPEG.

AVI JPEG cruckae 300pakeHHs. Tomy (ailyi BUXOIUTh 3HAYHO
Mmenmre, ik npu AVI Raw. 3BepHiTh yBary, me 30epiractbes daiin. 3a
MOTpeOH 3MIHITH KaTaJIor.
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Takoxx Mae ceHC 3MIHHUTH 3HAa4eHHS OCTAaHHBOTO KaJlpy, SKIIO
aHiMarist Oyja KOpOTIIOI HiK HOro 3Ha4eHHSI.

— Ay
— Scene

Pucynok 3.6 — Brragka Output penakropa Properties

3amyck peHaepy aHimamii BHKOHYEThCS 3 pemakropa 3D Viewport
npu BUOOpPi B MEHIO 3arojoBka MyHKTy Render — Render Animation (Ctrl
+ F12).

[Ticns uporo posmouHeThbest peHzaep Kaapis. [IpopHcoByeThCS KOXKEH
Kamp, BCi pa3oM BOHHW MAaKyIOThCs y Bimeodaitn. Penmep 3aiimae dbac.
MokHa OLIHHUTH, SKUH 1€ PEeCypCOMICTKHI Mpolec, SKIIO0 HaBiTh Ha
CTBOPEHHsI aHiIMallii B KiJlbka CEKyHJ MOTPiOHO Onm3pko XBHiauHU. [Ipu
peHzepi y BepxHill niBid yactuHi pegakropa Image Editor BimoOpaxkaeTscs
HOMep KaJipy, KU Hapa3si IPOPUCOBYETHCS.



39

3.2 mogemoBanns ¢izuxu B Blender

Y cepemoBumax TpuBHMIipHOI Tpadiku Ta aHiMamii dYacTto
MOJIETIOIOTECSL (i3WYHI sBUINA peanbHOro cBiTy. Lle moxxe Oytu o,
TKaHMHA, 110 MallOpUTh Ha BiTpi, piAnHA, IO JUIETHCS, BOTOHb, TYMaH Ta
iHIIE.

CTBOpIOBaTH Take BPY4YHY Oyino O OyXKe TPYIOMICTKUM. Y SBITb,
CKIJIBKM 3HAJOOMTBCS KIFOYOBMX KaJpiB, IIOO IMITyBaTW KOJUBAHHS
mparmopiis, abo CKiIbKU Tpeda Kpamnenb-00'eKTiB, 1100 y GinbMi MIIIOB AOILI.

Hdns mopemoBaHHs (ismku peanmsHOro cBiTY Blender wmictuth
¢Gi3MYHUM ABUTYH Ta HU3KY IHIIUX IHCTPYMEHTIB, SIKi CIIPOILIYIOTH >KUTTSL.
ITpu iX BHUKOPHCTAHHI BiIKPUBAETHCS AOCTYI J0 0araThOX HAaJalITyBaHb,
3a JIOIIOMOTOI0 SIKHX MOKHA OTPUMAaTH OaxxaHUi e(eKT.

B Blender HamamryBaHHS 9acTHHOK Ta pemta (pi3suKu posiieHi 3a
pi3HUMHM BKJIaaKaMu peaaktopa Properties (puc.3.7).

YacTuHkn

G — disnka

Pucynok 3.7 — Briaaku 1ist MOACTIOBaHHS CUCTEMH YaCTHHOK Ta (i3uKu

Jlo 4acTMHOK BiTHOCHUTBCS HE TIIBKH TE, IO MAE MAIHA PO3MIp,
YHCENBHICTh Ta B HOPMI Mama€e 3BepXy BHU3. TakoX TYT MOJICIIOETHCS
BOJIOCCS, Y TOMY YHCIIi TpaBa, XyTPO TOIIIO.

B Blender yacTHHKH HOPOIKYIOThCS BUIIPOMIHIOBaYeM (JKEpEIOM,
emitepom — Emitter), sskum moxke Oytm Oyap-skmii mesh-o0'ext. Yacto
BHOUPAIOTH IIJIOLIUHY.

OpHoMmy Melry Moxke OYTH INPH3HAU€HO KiNbKa CHCTEM YaCTHHOK.
Hampukmian, sSKII0 MOAETIOETHCS JOINI i3 TPAIOM, TO MA€ CEHC JIO OJHOTO
BHUIIPOMIHIOBAYA ITiIKIIOYUTH JIBi CHCTEMH YaCTHHOK.

EneMenTapHi oguHMIN OHiET OyayTh CXOXI Ha Kparuii, iHIIOI — HA
Oimi kymi. TakoX KOXXKHA CHCTEMa MOXE MAaTH CBOIO IOBENIHKY, TOMY IO
rpajJ MOBUHEH MTaJaTH IBHUAIIC 1 BIICKaKyBaTH Bil MOBEPXHI.
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CucTeMH 4YaCcTUHOK JIOJAIOTBhCS B CJIOTH TOJIOHO IO TOTO, SK IIe
pobuThCs TpU MoAaBaHHI 00'ekTy mekinbkox wmarepiamiB (puc.3.8). Xoua
3a3BU4ail OyBa€e JOCTaTHBO OJTHIE] CHCTEMH YaCTHHOK.

Kuonku Emitter 1 Hair ngo3Bomstiors BuOpaTé, dYH  00'€KT
BUITyCKATHME YaCTHHKHU a00 3 HbOTO 3pocTatuMe Bojoces (puc.3.9).

=@ *
1, ParticleSettings.001 -
» i .

PucyHnoxk 3.9 — IToBoikeHHst 06’ exTy npu BUGOpi kHook Emitter aGo Hair

Ha 300paxenni 3.9 y pa3i Emitter ne He mepumuii kaap, a 4aCTKOBO
MporpaHa aHiMaIlis.

Sxmo Buxonatu penzaep (F12), To Bomocca mMu mo6auumo, a och
YacTMHKM — Hi. SIkmo moxuBuTHCA Ha naHenb Render Bkianku Particles
penakropa Properties, TO 3a 3aMOBYYBaHHSIM 3asBJIE€HO, LI0 YaCTUHKHU
HOBUHHI mpomanboByBaTHcs sik Path a6o Halo (puc.3.10) - kpankwu, 1o
CBITATHCA. YOro MM HE CriocTepiraemo.
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Pucynok 3.10 — HanamryBanHs BiioOpaskeHHs 4acTOK Ha maHesi Render

Ane, sxmo 3i criucky Render As BuGpatu BapianT Object, MokHa
BKasaTH 00'eKT, skuii Oyae rpatd posib dyacTHHOK (puc.3.11). 3posymino,
o mepel IMM O0'€eKT MOBMHEH OyTH MOJaHMH Ha cieHy. I B oMy
BHUIQJKY IIPH PEHICPI YaCTKU Oy/Ie TTOMITHO.

[~ rencesewmgs
» Emission

» Cache

» Velocity

» [ Rotation

» Physics

¥ Render

e (SRS

Scale 0.050 .
Scale Randomness 0.000 .

‘Show Emitter [7] =

M Sphere

Pucynox 3.11 — 3aBnanHs 00’ €KTy IS BiNOOpaskeHHS CUCTEMHU YaCTOK

INonepenHpo yacTku Tpeba 3reHepyBaTH, ISl LBOTO CIiJ 3aIyCTHTH
aniMartito (IIpo6im). YacTku TOYHYTH CHUIIATHCA BHH3 3 00'eKTa-
BunpoMiHioBada. llicms ommoro mukimy amimamii i MoXXHa 3ynWHHTH,
nepeTH 10 moTpibHoro kaapy i BukoHatu penuep (F12), mob nmobauntu,
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K BUIIAAAIOTh YaCTHHKH Ha 300pakeHHI. MO)XKHAa CTBOPUTH Bimeodaiin 3
aHIMAalli€ro.

SIk110 TMOTIM BM BHOCHTE OYb-Ki 3MIiHH, TO aHIMAIIIO KpaIle 3HOBY
neperparu.

Ha maneni Emission (BumpowmintoBanus) moje Number (puc.3.12)
BH3HA4Ya€ KIiJIbKICTh BUIPOMIHIOBAHMX dYacTHHOK. lle BmimBae Ha ix
IIUTBHICTh HA ONWHHUIIO TpocTopy. Start Ta End BH3HA4aroTh MpPOMIXKOK
IIKaJIM Yacy, KOJIM eMiTep BHIPOMiHIOE dacTHHKH. Lifetime — gwac xutTs
onHiel yactku. Toxk SKIIO KOHKPETHA YacTKa Hapoauiacs y 60-my kaupi, a
gac 11 xutTs 50 kanpis, To BoHa 3HUKHE ¥ 110-My Kanpi.

3a 3aMOBYYBaHHSIM HaJalITyBaHHA Taki, mo g0 250 kaapy Bci
YaCTHHKHU 3HUKAIOTh, OCKLIBKU OCTaHHI Oy HapomkeHi B 200-My.

¥ Emission
Number 1000
Seed 0 .
Frame Start 1.000
End 200.000
Lifetime 50.000 .
Lifetime Randomness 0.000 .
* Source

Pucynoxk 3.12 — 3aBnanss Ha naneni Emission mapaMerpiB BUIPOMiHIOBAaHHX YaCTHHOK

Konu yactku mamaroTh, TO Ha IXHBOMY HUISXY MOXYTh 3YCTPI4aTHCS
iHmi oO'exkth. 3a 3aMOBYYBAaHHAM @i IHII OO'€KTH HE pearyloTh Ha
gacTUHKUA. OCTaHHI NPOXOJATh Kpi3b HHUX, Ha4eOTO HeMae >KOJHHX
nepemkoy. I{o6 o6'ekT pearyBaB Ha iHIMWI 00'€kT, oMy HOIa€ThCA
"¢hi3uKa 3ITKHEeHHS" .

PobOuthes e Bxke Ha BKIaami Physics pemakTopa BmacTuBOCTEH. Y
00'eKTiB, fAKi TOBUHHI B3a€MOMIATH 3 IHIMMMH (I3MYHUMH O00'€KTaMu,
MOBUHHA OyTH BKJIFOUeHa Kouizis (puc.3.13).
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Dynamic Paint

0.000

0.100

Pucynok 3.13 — HanamtyBanHs B3aeMo/Iil 00’ €KTiB

Ha pucynky 3.13 kosi3is yBiMKHYTa Jist 00'€KTa, IKUH 3HAXOUTHCS
Ha NUIIXYy Yy YacTHHOK, IO IajalTh, a HE caMoro emirepa. Y
HaNalmTyBaHHAX 30iLmpIIeHo mapamerp kiedkocti  (Stickiness). Tax
YaCTUHKHM HE BiIICKaKyBaTUMYTb BiJ 00'€KTa BTOpYy, a 3aTPUMYBaTHMYThCS
Ha HBOMY. [ omHOTO 00'eKTa MOXKE OYyTH YBIMKHYTO Kiibka ¢izuk. [Ipn
YBIMKHEH1 Ha KHOIILI 3'SBJISETHCS XPECTHK.

Po3rnsHeMo MopenOBaHHS TKAaHMHM. 3alUIIMMO KyO CTapTOBOTO
¢aiiry 1 momamMo Ha CIEHY IUIONMHY YHM CITKY, SKy 30UIhIIMMO Ta
nigHiMemo Haxg kybom (puc.3.14). Iligposminumo ii. Ilicis wbporo
yBiMKHeMO i TutommHM kHomkKy Cloth Ha Brmamii Physics pemakTopa
BJIACTUBOCTEM.

Pucynok 3.14 — Cuena 3 IJI0MIMHE Ta KyOy
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SIKimo Temep 3allyCTUTH aHIMalio, TUIONIMHA, ITHOPYIOYM HAasBHICTH
KyOa i Heto, MPOCTO BHaJe Mij Ai€l0 BIpTyalbHOI CHIIN TSDKIHHS 3eMII.

Sxmo s ky6a yBiMkHyTH Collision, TO MITOIIMHA 3ITKHETHCS 3 HUM
i o0epHe #oro moxioHO 10 TkaHWHK. Ha pucynky 3.15 miist miommHN Takox
OyJI0 BKJIIOYEHO 3IJ1a/KyBaHHSL.

Pucynok 3.15 — Pe3ynpraT B3aemoii ruiomuHu ta KyOy

Tenep ysBiMO, 11O TKaHWHA OO YOroch MpHKpimieHa. CTBOPHMO
Ipyny BepIIMH Ta MNPH3HAYMMO T KUTbKAa BEPUIMH IUIOMIMHU (JTHB.
npaktuuHy poboty 1.4.2 naGoparoproi pobotu Ne9). ¥V BruaneHiii manei
Shape Bka)keMo rpyiy BepIuuH SK 3HaueHHs Pin Group (puc.3.16).

Smoke |
=l  RigidBody |
"I Rigid Body Constra.. |

Pucynok 3.16 — IIpu3HaveHHst rpy Iy BEPIIHH [UTOIIMHI Ta iX (ikcarist
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Temep TkaHWHA MOBUCHE Ha BeprinHax (puc.3.17).

Pucynok 3.17 — CroperoBaHuii pe3ysbTat B3aeMO il INTOIMHA Ta KyOy

3a3HaunMo, MO M 9ac poboTH 3 ¢izukoro ii cmin "Bumikatu. [Ipu
IBOMY TE€HEpYIOThCs KaApH aHiMalii, 10 HaJaJli MPUCKOPIOE MPOPUCOBKY.
Moxxaa cTBOpUTH O€31mid CIOTIB 3 PI3HUMH BHUITIYKAMH, KOXHA 3 SKUX
30epirae BiAMiHHI Bil iHIIMX HanamTyBaHHs ¢i3uxu (puc.3.18).

Delete Bake

Bake All Dynamics
Delete All Bakes
Update All To Frame

Pucynok 3.18 — Jlexinbka cioTiB 3 pisHuMu Bumiukamu (Bake)
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Opnum i3 TumiB "¢izuk" Blender'a € cumoi mons (force fields) -
BiTEp, BUXOp, MarHiTHe IoJie Ta iH. BiAnmoBinHa KHOMKa BKJIIOYEHHS Ta
HACTYIMHWI BUOIp TUITy CHJIOBOTO IOJS 3HAXOAAThCSA Ha BKiaami Physics
penakTopa BracTUBOCTel. [Ipu oMy CHIIOBE IMOJIE JOJAETHCSA BUALICHOMY
00'exTy.

3 iHmoro 60Ky, CHJIOBI MOJSA JOCTYHHI 3a pormomororo mMeHo Add
(Shift+A). HacnpaBni Tyt BigOyBaeThcst mUpuUONM3HO Te came, aie
aBTOMATHYHO: Ha CIEHY MOJAETHCS O0'€KT-IYCTYIIKa 1 HOMY BKITFOYA€THCS
(hizuka oOpaHOro CHIIOBOTO MOJist. Tak IO Ui HACTYITHOTO HANAIITyBaHHS
noTpibHO mepeiTn Ha BKIaaKy Physics.

Ha pucynky 3.19 na cueny nmomano Bitep (Wind) uyepes Add —
Force Field. Crpinmka BKa3ye WOro HampsM, SKHH MOXKHA 3MIiHUTH,
noBepratoun 00'exT. CHiIbHO 30ibllcHa cuia (strength) BiTpy mpu3sBese 10
TOTO, IO TKaHWHA HE Maja€ Ha KyO, a migHiMaeTbcs Bropy. CHIOBi MO
TaK0X MOXXYTh BIUIMBATH HAa YaCTHHKH.

| Froasae cone.

Pucynok 3.19 — ITiaxmroueHHs 10 cueHu cuinoBoro nosto Birep (Wind) Benukoi cunu
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3.3 IIpakTHyHe 3aBIAHHA

3.3.1 CTBopenHs aHimMamii

3aBmaHHs.

Hexaii Oyne xy0, Ha sSKUH Kamepa TUBHTHCS 3rOpH. 3 Ili€i TOYKH
30py BiH 3/1aBaTUMETHCS KBaApaTHOMO IuIomuHOK. Kyb HabmmxaeTscs 10
KaMepu, MOTIM TIOYMHA€E TIOBEPTATUCS JBOMAa PI3HUMH KOJIBOPOBUMHU
TpaHsIMH, Yepe3 [0 CTa€ OUYEBUIHHM, IO I1e KyO, a He MIIOMHHA.

ITicas uporo Ky0 MOBUILHO 3HUKAE.

ITinkaska.

[Ipuznaute Oynp-sSKMM ABOM, ajle HE BEPXHIH, rpaHiaM Kyba OoKpemi
MaTepiaim iHIIOro Kombopy. s mboro Ky0 Mae MaTh TpU MaTepiaiw.
Ilepmmii — ocHOBHMH Kojip. MaTtepianu MpHU3HAYalOThC OKPEMUM TpaHsIM
B PEXHMMi peJaryBaHHS 3a JIOTIOMOTOI0 KHOMKM Assign (amB. 51ab. poGoTy
Ne5. 11106 GauntH KONBEOPH, YBIMKHITH Rendered (Z — 8).

Buninite kamepy, Bigkpuite Oiunumit perion (N) pemaktopa 3D
Viewport i BCTaHOBITH IS BCIX IIOJIIB PO3TAllyBaHHS Ta IOBOPOTY
3nadeHHs 0. [lotim migHiMiTE Kamepy Bropy Ha 15 ommunns (Location Z =
15).

Hexait amimaris TpuBae 100 kxanpiB. BBemiTe 1ie 3HAa4YeHHS Yy MO
End penaxropa Timeline. Pyxatumerscs nuie ky0, He kamepa. Bunimits
KyO.

1. IlepebyBatoun B MOTOYHOMY MEPIIOMY KaJpi, CTBOPITH KIFOUOBHI
kanp, HatucHyBIIH I B 3D Viewport i BuOpasmm kitod Location.

2. 3po06ite motouanM 20 kanp. Habmm3pre KyO 10 Kamepw i TibKH
TMICJIS HOTO CTBOPITH 1€ OJUH KIIOYOBUH Kaap Location.

3. Ilepetinite B 30-if kaap i cTBOpPiTH KiFo4 Rotation.

4. IMepetinite 10 40-ro kaapy. IloBepHiTh KyO Tak, 00 mepen
KaMeporo ONMWHMIIAcS OJHa 3 HOro KoJpopoBUX rpaHei. Ilicma 1wporo
CTBOpITH IIle OJWH KJIF04 Rotation.

5. Tlepeitnite B 50-it kaap i cTBopiTk Kiarou Rotation.

6. [lepetinite mo 60-ro xaapy. [loepHiTe kyO Tak, moO mepexn
KaMeporo ONHMHMJIACS IHIIA HOro KoapopoBa TpaHb. CTBOPITH KIIOY
Rotation.

7. Ilepetinite B 70-it kagp i cTBOPiTH KiFOY Scale.

8. Ilepetinite B 100 kaap, 3MeHIIITh po3Mipu Kyda mo nyns (X, Y, Z
scale = 0), ctBopiTh KITI09 Scale.
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3.3.2 MoaemoBannst ¢izuxu B Blender

3aBmaHHs.

CTBOpITh CIICHY 3 BUKOPHCTAHHSIM CHCTEMH YaCTHHOK B 000X
Bapiantax Emitter i Hair. Otpumanuii pe3ynpTaT MOBHHEH BHINIAAATH
NpUOMU3HO, ik Ha pucyHKy 3.9. Hamamryiite B3aeMomito 00’€KTiB, 100
pesynpTaT BiamosimaB pucyHky 3.13. CTBOpiTh aHiMamiro Ta mepeBipTe
pe3yJibTar.

CrBopiTe cueny 3 KyOy Ta mmommHH. HamamryliTe B3aeMofiro
00’ekTiB, 1100 pe3ynbTaT BiAmoBimaB pucyHky 3.15 ta pucynky 3.17.
CTBOpITH aHIMAIIIIO Ta TEPEBIPTE PE3yIIBTAT.

Homaiite Ha cueny Bitep (Wind) depe3 00'€KT-MyCTYIIKY.
HocrmimpkyiiTe BIMB BiTpy Ta Horo cuiam (strength) Ha wacTHHKM Ta
TKaHUHY.

ITinka3ska.

BukonaiiTe 3aBiaHHs BHUKOPHCTOBYIOUM iH(OpMalLil0 BHUKIAJCHY B
migposaim 3.2.

3.4 3micT 3BiTY

3BIT MTOBUHEH MICTUTH:

— TUTYJIbHUH JIUCT;

— MeTa poboTH;

— KOPOTKi TEOPETHYHi BiOMOCTi, HEOOXigHI AN BHKOHAHHS
naboparopHoi poOoTH;

— pe3yabTaTH BUKOHAHHS pOOOTH;

— BHUCHOBOK.
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