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BBenenue

3D-MomenupoBaHue — 3TO MPOIECC CO3IAHUS TPEXMEPHON Moaen 00beKTa.

B coBpemennoMm mupe 3D-moaenpoBaHue UTpaeT BayKHYIO poJb. T'péxMepHas KOM-
nbIoTepHas rpaduka Mo3BOJsIET CO3JaBATh MAKCUMAIBHO PEATUCTHIHBIE MOIEIN 00bheK-
ta. Cerogus 3D-Moe/iupoBanme UCIOIb3yeTCs B IPOEKTUPOBAHNUN 3/IaHuil, B JIaH madT-
HOM Ju3aiine, jgusailHe MHTEPbEPOB, & TAKzKe B KOMIIBIOTEDHBIX UI'PAX U LIPOrpaMMax, B
HPOMBIIIJIEHHOCTH U MEJIUIIMHE, a TaKzKe BO MHOTUX JApyrux cdepax. [Ipumepom ucnoib-
30BaHUs KOMIBIOTEPHOI rpaduKy ABISETCS pecTaBpalus AHTAPHOW KOMHATHI.

Onnoit u3 3324 3D-MomeMpoBaHus ABIIETCs ITOCTPOEHHE PEATHCTHICCKIX MO/IesIel
00BEKTOB PEAJTHLHOTO MUPA.

PeaymmctruanocTs MO/ iM ONIPEIEIsaeTCs CAeYIONUME MapaMeTPaMM:

1. CoorsercrBue popMBI 00bEKTA peaTbHOI (hopMe.

2. CooTBeTcTBHE MaTepHaia 00beKTa 0COOEHHOCTIM 00DbEKTa: BT, TEKCTYpa, Iepo-
XOBATOCTh, OTPAKAEMOCTh U JIPYTHE.

[IporpamMMHbBIe TAKETHI, TO3BOJISIONNE MOJEINPOBATH OOBEKTHI BUPTYAJILHON peasib-
HOCTHU W CO3/IaBaTh HAa OCHOBE 3THX MoOjeseil m300pazKenus, O4eHb pa3HooOpa3Hbl, U pas-
JINYAIOTCA 110 (DYHKIUOHAY, CJIOKHOCTH, allllapaTHBIM TpeOOBaHULAM, IIEHe U TaK Jjiajiee.

B pamnoit pabore Oyjer paccMaTpuBaThcs nporpaMvubiit naker Blender 4.3.



1 IlocranoBka 3ajga4un

B nanmoit pabore HeOOXOIMMO:

1. O3HaKOMHUTBHCS ¢ BO3MOXKHOCTAMHE ITakeTa Blender, KoTopbie MO3BOJIIIOT CO31aBATDH
PeATUCTHYECKYIO MOJIED;

2. Beibparh Tpu 00beKTa peajbHOrO0 MHPA M IMOCTPOUTH X BU3YAJIU3AINUHN B MTAKETe
Blender ¢ yuéTroMm yHHKaJIbHBIX OCOOEHHOCTEH MOIEIUPYEMOTO O0bEKTA;

3. OTpa3urh XapakTepHble 0COOEHHOCTH 00bheKTa, TAKNe KaK:

e [eomerpuueckas: popma

Tekcrypa u marepuaJ

e IlBer

Ocsemenne

4. Hpe,ZLOCTaBI/ITI) II0IMaroBoe pyKOBOACTBO IIOJIL30BaTe Id 110 IIOJYYCeHUIO pe3yJjbTaTa.



2 Omnwuncanme pyHKINOHAJIBHBLIX BO3MOXKHOCTEI
nakera Blender

Blender — 310 MolHbIi 1 yHUBEPCAJIbHbBINA HAKeT i 3D-Mo/1e/1upoBaHus, aHUMAIINH,
PeHIEePUHTA, CKYJAbITHHTA, KOMIO3UTHHTA U BU1e0-MOHTaxKa. OH sBsieTcss OeCIIATHBIM
U C OTKPBITBIM HCXOTHBIM KOJIOM, YTO JEJaeT €ro JOCTYHHBIM Jjid NPOdecCuoHaJoB u
JobuTeneii.

Blender ucnosb3yercs B pa3indabix 00/1aCTIX:

e 3D-mose/iMpOBaHKe — CO3/[AHUE U PEJIAKTUPOBAHUE TPEXMEPHBIX O0'bEKTOB.
o AnuMmanusa — pa3paboTKa JABHKYIIUXCS IIepCcoHazKeil, 3dEKTOB U CIeH.

e Penjepunr — BuU3yajm3anus W300parkeHuii ¢ ucnob3oBanneM aBuKkoB Cycles n
Eevee.

e CKyJbOTHHT — IU(POBAST JIETIKA CJIOKHBIX (DOPM.

e TekcrypupoBanue u UV-pasBeprka — HaHeceHue TeKCTyp Ha 3D-00beKTHI.

o PusnyuecKast CUMYJISIIAA — MOJAEJIUPOBAHUE BOIbI, AbIMa, OI'Hsl, TKaHe# u T. .
e Kommo3uTunr u nmocrobpaborka — peJakKTHpOBaHHe H300parkeHuit U BUIEO.

e MonTaxK BHI€0 — BCTPOEHHBIH BHICOPEIAKTOP M1 DA30BOI0 MOHTAKA.

e I[TporpammvupoBanue (Python API) — co3nanue ajIoHOB U aBTOMATH3AIMs TPO-
IIECCOB.

2.1 Bo3MoxkKHOCTI HpOrpaMMbl

2.1.1 3D-monenupoBaHue

Blender nmpejaraer mupokuit Habop MHCTPYMEHTOB JIJIT MOJIETNPOBAHUS:

e [lojiuronajbuoe MoJeIMpoBaHne — peJaKTHPOBAHNE BEPIUH, pébep u rpaneii.
e NURBS u kpuBble — MOJeINPOBaHUE C UCIIOJIbL30BaHIEM KPHUBHIX besbe.
e Meraboanbl — co3panne OpraHnyeckux popM.

e Booleans (6y/eBbl omepaiuu) — BbIUATAHUE, OObeJINHEHEE U Mepecedenne 00beK-
TOB.

e Monudukaropsl — Hepaspyinawlinee u3MeHenue reomerpun (Subdivision Surface,
Mirror, Array u ip.).

e Peronosnorns — ONTUMHU3alUA CETKU IJId aHUMAIIUW U PEHACPUHTA.
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2.1.2 IIudpoBoii CKyJIbOTUHT
Blender nmosBosser co3aaBarh JeTaJIn3UPOBAHHBIE MOJEIN C BBICOKON TOYHOCTHIO:

e Dyntopo (suHaMuveckas TOMOJOIHs) — AJANTHBHOE JEJIeHHe CeTKH.

Remesh — yaydmenune reomerpun s JaabHeiimneii paboThI.
o MackupoBka — uzoJjisnus 0b/1acTeil Npu CKYJILITHHTE.

e MysibTHpazpernienue — JeTaau3aius ceTKu 6e3 morepu pOopMbl.

Kuctu (Brushes) — nabop uncrpymenros s jenku (Clay, Inflate, Grab u ap.).

2.1.3 Anumaliusg u pUrTHHT
Blender umeer mMoIHbIE HHCTPYMEHTBI JIJIsi aHUMAIIHK:

e Keyframe Animation — mokaapoBast aHUMAaIs ¢ THTEPIIOAIIAEIH.
e Armature (Koctu) — co3nanue cKeaeToB JIJIs TePCOHAZKEN.

Inverse Kinematics (IK) — aBromaruveckoe BBIMHC/ICHHE [BHYKEHNS KOHETHOCTEH.

Shape Keys (Qopmbl Kiitoueit) — co3ganue MEMAKA 1 MOPhUHTA 00bEKTOB.

Graph Editor — KOHTpO/Ib KPUBBIX aHUMAIIWH.

Grease Pencil — 2D-anumarnus B 3D-mpocTpaHcTBe.

2.1.4 Pennepunr
Blender momiep:kupBaeT HeCKOJIBKO PeHIEP-IBUKKOB:

Cycles — dusmueckn TOUYHBINH PeHJEPEp € TPACCUPOBKOI Jydeil (mojiepKuBaer
GPU/CPU).

e Fevee — peH/IEPUHT B peaJbHOM BPEMEHHU C UCIIOJIHb30BAaHUEM PAaCTEepPU3AITIH.

Workbench — ObicTpbiit penjep jist npeampocMorpa Mojeei.

Freestyle — crunn3oBanubIil perjep (Hampumep, Jjisi KOMAKCOB).

2.1.5 TekcrypupoBanue u UV-pa3BepTka
Blender npegocTaBiaser MOIIHbIE HHCTPYMEHTDI JJIsd PAOOTHI ¢ TEKCTYPaMHU:

e UV Mapping — pa3sBepTKa MOJEIN 19 HAJOKEHUST TEKCTYP.

Texture Painting — pucoBanue TekcTyp IpgMO Ha MOJIEJIH.

Shader Editor — co3manue cI0XKHBIX MATEPHAIOB ¢ TTOMOIIBIO y3710B (nodes).

Procedural Textures — remeparus TeKCTyp Ha OCHOBE aJrOPUTMOB.
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2.1.6 DPusuyeckasd CUMYJIAIUAA
Blender mosBosser uMATHPOBATH (PU3HUECKUE SIBICHUS:

e Cloth Simulation — cumynsius TkaHeii.
e Fluid & Smoke Simulation — cumyJIsiiius BoAbI, 1bIMa, OT'HS.
e Soft Body — nedopmanum MATKEX TeJI.
e Rigid Body — cumyssanus TBepabIX TeJl.

e Particles — cucrema wacruiy (1blib, MCKPbI, CHE U T. J1.).

2.1.7 Komno3utuHr n nocrobopadorka
Blender BkJitouaeT y3JI10ByI0 CUCTEMY KOMIIO3UTHHIA:

e Color Correction — KOppeKTHPOBKA IBETOB W yPOBHEii.
e Blur & Glare Effects — acbdexTsl pasMbITust 1 cBeUeHHUS.
e Depth of Field (DOF) — umuranus $hokycupoBKE Kamephl.

e Green Screen (Chroma Key) — pabora ¢ xpomakeeM.

2.1.8 BugeomonTtax (VSE - Video Sequence Editor)
Blender Tax»ke M0XKeT UCIOIB30BATHCA KAK BHIEOPEIAKTOD:

e OOpe3ka 1 cKaeiiKa KJIHIOB.
e Jlobapaenne s3pPeKTOB U MEPEXOIOB.

e Pabota ¢ ayamomopoKKaMH.

2.1.9 IIporpammupoBanue u aBromarusanus (Python API)
Blender nmo3posser co3aaBarh CKPUIOTHL U a1 TOHbI:

e ApromMarm3anus PyTHUHHBIX 3371a9.
e Co3jaHre HOBBIX WHCTPYMEHTOB.

e PenaxkrupoBanue ciieH U 0ObEKTOB 4epe3 KOJI.



3 Onmcanme o0bEKTOB MOAEJINPOBAHUS

3.1 O0bekT moaeaupoBanus Nel

O6bekroMm Nel sBitsieTcst mokepuas dumka (Puc. 1-4).

Puc. 1. O6obekT MomenupoBannd Nel, BHI ¢ JIMIIEBOH CTOPOHBI.

Puc. 2. O6bexT momenupoBanus Nel, Bua ¢ 0OpaTHON CTOPOHBI.



Puc. 3. O6bext momennpoBannsg Nel, Bua Ha JUIEBYIO CTOPOHY TOJ YIJIOM CJIEBa.

Puc. 4. O6bexkT momesmmpoBanus Nel, Bu Ha JUIEBYIO CTOPOHY O YIJIOM CIIpaBa.

®opwma: Ilokeprnas dumika npeacTapasgeT co0o0i KPYLIYIO IIOCKYIO JTUCKOBHIHYIO
dopmy. Ha noBepxuocTu duiiku ecrb HeOOJIbIIIOE KOJIIEBUIHOE yraybieHue.

Marepuau: Ouirka n3roToBaeHa U3 IJIaCTUKA U MOKPbITa 6eoit Kpackoit. Homuna
U y30pbl HaHeceHbl cuneil kpackoit. [loBepxnocTh OJiMzKe K MaTOBO.

OcobennocTu: Ha dumke BugHBI MHOXKECTBEHHBIE T1e(DEKTHI MOKPACKH - OTIE/ILHBIE
TOYKH W ISTHA CHHEH KPAacKu, B OCOOEHHOCTH Ha JIMIEBOH CTOPOHE.
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3.2 0O0bekT moaesmpoBaHuga Ne2

O6bekToM N2 sgpiisieTcst 3axKuM oT akeTa ¢ xaebom (Puc. 5-8).

Puc. 5. O6bexkt momenupoBanus N2, BuI ¢ JIUIIEBON CTOPOHBI.

Puc. 6. O6bexT mozesimpoBanust Ne2, Buji ¢ 00paTHONW CTOPOHBI.
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Puc. 8. OobexT monenupoBanng Ne2, pa3Béprka /s JeMOHCTPAIUN HAJIITUCH.

®opma: 3axkum or makera umeer Gopmy j1ePOPMUPOBAHHON MJIOCKOCTH C JIBYMS
MUJINHIPAICCKIMEI 000IKAMU CBEPXY W CHU3Y.

Marepuas: 3a:kuM U3TOTOBJIEH U3 IJIACTUKA U MOKPHITA KPACHOH Kpackoit. BuyTpn
000/IKOB HAXOJIATCS KyCOUYKHU ITPOBOJIOKH, 38 CUYET KOTOPHIX 3azKHUM 3aIIOMUHAET ITPU/IaH-
Hyto emy dopmy. Haanmer co cpoKoM roiHOCTH HaHeceHa 0es10if KPacKoii.

Ocobennoctu: OO6beKT nMeeT YHUKAJIBHYIO (hopmy, KOTOpasi Oblia MpHIAHA €My
BPYYHYIO CIIEIUAJILHO JIId 3TO# j1aboparopuoit padborbl. Takyke yHHKAIbHON 0COOEHHO-
CTBIO SBJISETCA HAJIUCH Ha 00beKTe. B Hell coep:KuTcesd cpoK rogHOCTH 1 HOMeD OpHUTabl
— «09.03.25.2 - 1».
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3.3 O0bekT moaeaupoBanus Ne3

O6bekToM Ne3 sBiisieTcst ciioMmannas guneiika (Puc. 9-12).

RUr (/8]

Puc. 10. O6bekT MoaeupoBanus Ne3, BUI ¢ 0OpaTHON! CTOPOHBI.
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Puc. 12. O6bekT MogeupoBanusg Ne3, Buj cO0Ky Ha 0OPATHYIO CTOPOHY.

®opma: Jluneiika umeer GpopMmy YIJIMHEHHOW ILJIOCKOW ILJIACTUHBI C HPSIMBIMU I1a-
paJlIeIbHBIMI KpasiMu. Toperl, Ha KOTOPOM HaHEeCeHbl M3MepPHUTebHbIE JleJIeHnsI, CKOIIEeH.

Marepunaun: Jluneiika u3rorosjeHa u3 IJIACTHKA U HOKPbITA 4€PHOIT Kpackoii. 13-
MEpUTEIbHBIE JICJICHUA U OTMETKH HaHeCeHbl 0esIol KPacKOil.

Ocobennoctn: Jluneiika umeer yHUKaJIbHbIII n3j0M. Takzke OHa CJierKa HOTHYTA
o Beeit jymmHe. BUujaHbl cie/ibl MPOJ0/IKUTEILHOI IKCILIyaTAIMl — B HEKOTOPBIX MeCcTax
cTépTa KpacKa, a B HEKOTOPBIX BHIHBI TIAPATUHBI.
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4 OmnumcaHue TEeXHOJIOTUU Pa3padOTK! MogeJeit

4.1 OO6BeKT moaerupoBaHuga Nel

4.1.1 PeaabHble pa3Mepbl U30€IUS

Junamerp - 40 mm
Bricora - 2 MM

Jloxxbunaka - 0.4 MM

4.1.2 MoxaenaupoBaHue

Haxxkumaem na nudpy 7 ma Num Pad, arobbr nepeiitn Ha B CBEDPXY. 3aTeM Ha-
xumaem Shift + A u B pasmene Image BeiOupaem Reference. B orkpsiBmemcs: oxme
MPOBOJIHUKA BhIOUpaeM H300pazKeHue JIMIEBOi CTOPOHBI MOKEPHON (DUTITKN U HAKUMAEM

Add Image (Puc. 13).

K Armature

3§ Lattice

J= Empty

P Image » Jal Reference

[&] Background
[[] Mesh Plane

© Light
#% Light Probe

}33 Force Field

Puc. 13. /lobaBienune m300pazKenus (pUIITKH.
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Haxkmmaem Shift + A u B pazmese Mesh ei6upaem Cylinder (Puc. 14).

» [] Plane

(7 Cube

rface
Metaball
Text
Volume

Grease Pencil Can=

a Tor Construct a cylinder mesh.
Armature

Lattice

Empty

@Y 23 ov0RNULL

Image

Puc. 14. lobapienne muaneIpa.

Haxkumaem Alt + Z, aTobbl1 nepeiitun B pezKuM IPO3PAUHOCTH U BUIETH N300pakeHne
pUIIKE CKBO3b ITUJIUH/JIP.

Puc. 15. Pexxum npospadnocri.

Bri6upaem nzobparkenue, a 3aTeM ¢ MOMOIIHIO MACIITaOHPOBaHUs (KIABUIIA S) U CMe-
mennst (Kaasuina G) BEIpaBHUBAEM IEHTD IUIWHIPA ¢ TeHTPOM (BDUTITKHA HA W306parKeHHH.
[IepemerniaeM Kypcop c¢ 3azkaToi kaasumieit Shift aas 6oi1ee TOUYHOr0 NO3UITMOHUPOBAHUS.
Pesyabrar na Puc. 16.
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Puc. 16. Pe3yibrar MOArOHKH H300pazkeHUsd MO/ pa3Mep IUIRHIPA.

Hazknmmaem Ha IUJIHHAD U TIEPEXOJNM B PeKUM pelakTupoBanus (Kiasumia Tab). B
pexxnume BhIGOpa rpaHeil (Kaapuima 3) u ¢ 3aykaroil Kiaasumieil Shift BrIGHpaem BepxHIO0
W HUZKHIOO Tpanu nuiuaapa (Puc. 17).

Puc. 17. Boibop BepxHeit u HUKHEN I'paHeil [UJIUHIPA.
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Bosppammaemcst Ha Buj cBepxy (kiapuima 7 #a Num Pad). Haxumaem kirapumy I,
9TOOBI T0OABUTH BHTPEHHIOIO I'paHb. BhIpaBHUBaeM €€ 1Mo BHEIIHe# CTOpOHE JIOXKOWHKU
Ha uilike, OpueHTUpysACh Ha u300paxkenus. [Ipu 3ToMm nepemeriaeM Kypcop ¢ 3azKaToii
kaasutreir Shift aj1s1 6osiee TOYHOrO TO3UTTMOHUPOBAHUSI.

Puc. 18. /IobaBienue HOBbIX pEéOEp HA BepXHEH M HUKHEH T'PAHAX MUJIHHIPA.

CuoBa maxxumaeM Ha kiasuity 1. HoByto rpanb BelpaBHHBaeM 10 BHYTDEHHEil CTO-
poue yoxbunku na duimke (Puc. 19).

Puc. 19. /lobaBienune HOBBIX péOep HaA BepxXHEHl U HUKHEH T'PAHAX MUJIHHIPA.

N306paxkenue 60JIbINe He MOHATOOUTCS M €ro MOYKHO CKPBITh. Bo3Bpatmaemcs B 00b-
eKTHBIH pexxuM (K/iasuira Tab), maxumaeMm Ha n300pazkeHume, a 3aTeM HAKHMaeM HA
kjaasuiry H.

HakumaeM Ha muuHJIp, a 3aTeM HazKuMaeM Ha Kjasulily N, 41obbl OTKPbITH ODOKO-
BOEe MEHIO ¢ pa3MepaMmu Mojesn. B pasmesre Dimensions ykaspiBaeM peasibHbIE Pa3MeEPHI
m3nesna. B mose X u Y ykaseiBaem 3uadenus 40mm, B moje 7 ykaswsiBaeM 2mm. 3aTem
HazkumaeMm Touky Ha Num Pad, arober mpubansnthest K mogenn (Puc. 20).
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~ Transform

0.020
0.020
0.001

0.04m
0.04m

0.002 m

Puc. 20. Ykazanue pazmepoB (puinku.

Haxkumaem coueranne xkiapum Ctrl + A u B mosiBuBIIIeMcst MEHIO BHIOMPaEM BapUAHT

Scale (Puc. 21).

Puc. 21. [Ipumenenne dbyukiun Scale Kk Momeru.
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[Tepexogum B pe:kuM pegaktupoBanust (kiaasumia Tab). C zaxaroit xkiaasumreit Alt
Ha’KUMaeM Ha TPaHb BHYTPH JIOKOUHKU, YTOOLI BBIJIETUTL BCe IPaHu JoKOmHKH. Haxku-
maem Ha ksasuiny 1 #a Num Pad, 9aro0bt nepek/iiounthbes Ha Bu cOOKy. 3aTeM HaKUMaeM
Ha Kaasunry E, arobbl co3mars yriaybaenune. B 6okoBom mento (kiasuia N) B pasmese
Median B moste 7Z ykaszbiBaem 3naderne 0.6mm. 3arem HazxKuMaeMm codeTanne Kiaaspuin Ctrl
+ 7 ma Num Pad, 91006 IepeKJII0InTHCS HA BUJT CHU3Y. AHAJOTHIHBIM 00Pa30M BbIIEIsI-
eM IpaHu JIO2KOMHKH, HepekJiodaeMcd Ha B, cOOKy U co3paéM yriaybsenue. B 60koBoM
MeHio B pasiene Median B nose Z ykaseiBaem 3uadenne -0.6mm (Puc. 22).

Transform

Median:
X om
om
-0.0006 m
Global Local

Verti a:

Mean Bevel Weight

Mean Vertex Crease
Edge:
Mean Bevel Weight

Mean Crease

Puc. 22. /lobaBienue J10:KOMHKH.

Ha 3ToM sTame MOKHO OTKJIIOYHTH pexkuM mpospadnoctu (Alt + z). ITepexomum
B 00beKTHBIN pexkuM (kiaasuma Tab) u B paszmene Modifiers mobasisiem mMomudukaTop
Subdivision Surface u3 pasnena Generate. B napamerpax Levels Viewport u Render yka-
3pIBaeM 3Hadenue 3. HarkumaeMm Ha IMUIAHJAP NPABOH KHOMKON MBIIIM U BHIOMPAEM ITYHKT

Shade Smooth (Puc. 23).

W, Cylinder > [O] Subdivision
+ Add Modifier

v [0 Subdivision S 15 v X

Catmull-Clark Simple
"
Levels Viewport

Render and di smooth, using interpolated vertex normals.

Render

+ Optimal Display

> Advanced

Move to Collection

Puc. 23. Criiaxkusanme MOIeJIN.

Ha pannom 3rame yribl MOJEAN BBIIJISIAT CAUITKOM CKpyryiéHabiMu. [lepexoaum B
pexxum penaktupoBanus (kaasuima Tab). Haxumaem coweranne kiaasumr Ctrl + R u
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cO3/aéM HOBBIE I'DAHH, IIOYTH B IVIOTHYIO K IDAHSIM, Ha KOTOPBIX IPOHCXOIUT IEPEeIa
BbIcoT. Co3/aéM Takue JKe Tpanu B JI0XKOHHKe. B pesknmve BoIOOpa oBepxHOCTel (KIABHIIA,
3) HaKMMaeM Ha HEHTPAJIBHYIO YaCTh (QUIIKE I HAaXKIMaeM Ha KJIaBHIly I, 9ro0bl co31aTh
HOBYIO DAlb B IEHTPaIbHOM dacTu dbuiku. 3areM nepexaodaemcsa Ha sug cauzy (Ctrl
+ 7 ma Num Pad) u npozmensiBaem Te ke onepanun (Puc. 24).

Puc. 24. /lobaBjenue HOBBIX pédep Jijid YTOUHEHHS MOJIEIH.

Tenepsr mobaBuM MMOIIOXKKY, HA KOTOPOH pa3MeCTHM TEKCTYpy croja. B 60koBOM
mento (knasumia N) B pasgene Location B mose 7 ykasbiBaeM 3HadeHune lmm, 9ro0bl
HPUTIOAHATH MOJeb. 3areM HaxkumaeM Shift + A um B pasgene Mesh Boioupaem Plane
(Puc. 25). Barem Hakumaem H, 9100bI BpeMeHHO CKPBITH JT00aBJIEHHYIO OBEPXHOCTh.

Lm0 s

Top Orthographic
(@)Scene Collection)| Blane
Millimeters)

S

[] Plane

a filled planar mesh wit

o< pro

Puc. 25. /Iobapienue mI0CKOCTH.
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4.1.3 TekcTtypupoBaHuUe

[Tepexoaum B paznen UV Editing B BepxHem MeHIO nporpamMbl. B mpaBoM OKHe
IePEKTI0YaeMcs B 00BbeKTHBIN pekuM (K1asuina Tab), HakuMaeM Ha MOJEITb U HAXKAMAEM
ma Touky Ha Num Pad, ato6er npubnusurbes K neii (Puc. 26).

R File Edt Render \ Help UV Editing

Image [@]v |+ New [ Open % e v View Select Add Object I3 Global v Pv @ uiv (&

Options v

User Perspective
(1) Scene Collection | Cylinder

~ Shape Keys

Add Rest Position
UV Maps

> Color Attributes
Attributes

> Texture Space
Remesh

> Geometry Data
Animation

Custom Properties

Puc. 26. Paznesn UV Editing.

B pasuene Render Properties B nosie Render Engine Boibupaem EEVEE, craBum
rajodky Ha pazzene Raytracing m B ero mompasmene Fast GI Approximation B mose
Threshold ykazwiem 3nadenue 1. [Tocsie yero nakumaem coueranue KjaaBuii Z + 2, 4To0bI
MEPEKTIOYNTHCS B PEZKUM MPEANTPOCMOTPA MAaTEPHAJIOB.

=W
-

&5 Scene

Render Engine  EEVEE

> Sampling
> Clamping
v [¥ Raytracing

Method  Screen-Trace v

Resolution  1:2 ~

> Screen Tracing

st GI Approximation

Threshold 1.000

> Volumes

> Curves

Simplify

Puc. 27. Hacrpoiika neu:kka EEVEE nnsa xoppekTHOro orobpazkeHust TEKCTYP.
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OtkpoiBaeM pazjaen Material Properties u mobas/iseM HOBBI MaTepuaJ, HaXKUMasl Ha,
kuonky New. B mose Base Color ykazsiBaem 3uauenne #9FAABIFF. 3arem naxkumaem
Ha -+ u cHOBa Ha New, 4T00bI 100aBUTH emié oaud Mmarepuasi. B pasnene Base Color naxu-
MaeM Ha KEJATBI KpyzKoK u Beioupaem myHKT Image Texture (Puc. 28). B orkpbiBimemcs
OKHEe ITPOBOJHUKA BbIOMpaeM u3o0pazkenue (huriku cepxy. M3obpazkenne QUK CHU3Y
J100aBIsIEM aHAJIOTHIHBIM 0OPA30OM.

W, Cylinder > @ Material.002

@ Mat

Image Texture

Volume Info Magic

clength

Principled BSDF

Metallic 0.000
Roughness 0.500
IOR 1.500
Alpha 1.000
Normal Default
Diffuse
Subsurface

Specular

\ Tean

Puc. 28. JlobaBaeHue n300parKeHus TEKCTYPHI.

[TepexoauMm B pexkum pejgakTupoBanus (kiaasuiia Tab). Tlepexonaum Ha BUJ CBEPXY
(ksraumr 7 wa Num Pad). B pexume BbiGopa nosepxnocreii (Kiasuiia 3), BbliejsieM Bce
BUJIMMBIE TIOBEPXHOCTH. B pasjese ¢ MaTepuajaMn BoIOMpaeM MaTepuasl ¢ u300parKeHneM
dbumkn cBepxy n HaxkumaeMm Ha KHONKY Assign (Puc. 29).

Top Orthographic
() Cylinder
Millimeters

v chip-fro.

Linear

Puc. 29. [Ipumenenue marepuajioB ¢ TeKCTYPOl K BbIOPAHHBIM I'DAHIM.

Ha manesn cjeBa pacrosioraeM IPOEKIHIO TOBEPXHOCTEH HA TEKCType TaKuM o0pa-
30M, 9TO0OBI (POPMA TOBEPXHOCTH COBHAJIAAA ¢ M300parkeHneM. AHAJOTHYHBIM 00pPA30M
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HaKJIaJIbIBAEM MaTepuas ¢ TeKCTYpoit obpaTHoil ctoponsl dumku (Puc. 30).

&l chip-frontjpg

o Top Orthographic
(1) Cylinder
¥ Millimeters

@ Vat )1
Material. 002

Ma

Gx v

Select Deselect

o S w5
w e .. =4

=

Puc. 30. [loaronka m300pazkeHnusi TEKCTYPHI.

Teneph MOXKHO BEpHYTb HMOBEPXHOCTD, M00ABICHHYIO Ha 3Tale MOJEJUPOBAHMUS
(Alt + H). B pasmene Material Properties mobapiisiem HOBBIfi Marepuan u B moJje Base
Color yka3zsiBaem TekcTypy crosa. C MOMOIIBIO KAABUIIE S B JJEBOM OKHE MOYKHO TTOJI0-
rHATBH pasMepbl TekcTypbl (Puc. 31).

Object 1, Global v P+
0=

T T &) tablejpg

Top Orthographic
(1) Scene Collection |:Plane:
Millimeters

Surface e Principled BSDF

o tablejpg
D X

le Image
SRGB
Straight v
it
0.000
05500
1.500

Alpha 1.000

Normal e Default
> Diffuse
> Subsurface
> Specular

> Tran

Puc. 31. /lobaByienue TeKCTypbl CTOJIA.
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4.1.4 OcsBemnieHue u KaMmepa

[Iepexoaum B pasaen Shading B BepxuHeM MeHIo mporpaMMbl. Haxkumaem Ha Mojenb u
HaxkuMaeM Ha Touky Ha Num Pad, aTo6br npuban3urhbes K meit. [locae vero mcmonb3yem
coderanue KJaBuil Z + 8, 4T0ObI epeiiTu B PEKUM MPEIITPOCMOTPA PE3YJIHTATA.

3areM Ha MaHeJ W PeJaKTHPOBAHUS MAaTEPUAJTOB HYZKHO MEPEKTIOUUTLCS Ha BKJIA-
ky World. Haxarp coueranme kmasum Shift + A u B pasmene Texture BwiOparh
Image Texture. Brixon Color y3ma Image Texture meobxomumo MOAKIIOYATE KO BXO-
ny Color yzma Background. B Tmage Texture yxaseiBaercs mytsb g0 HDRI Texcrypst
OKpY KeHHs, KoTopas mocrasisercsd BMecTe ¢ Blender — C:\Program Files\Blender
Foundation\Blender 4.3\4.3\datafiles\studiolights\world\. B mapamerpe Strength
yana Background ykaseiBaem snauenue 0.200 (Puc. 32).

R File Edt Render Window Help | , Ec Te {t  Shading y " ’ &5 Scene e} @ Viewlayer (B
W View Select F: ect Add Object 1, Global v Dv 9 uiv (o © 3 ©000 - T=v @ Vv
2502 B8 cuses. X3 10w Options v (&

ol B 5% 88 v > (§) cylinder

Addictive Dr... Addictive Dr.

Adobe Celemony 3 O

]

o]
popOORBE

Plane

&5 Scene

- - Render Engine ~ EEVEE

FabFilter  IK Multimedia ® Sampling
v Viewport
| B | 5 sampes 1
¥ Temporal Reproj.
M 2] View v+ New ¢ v View Select Add Node [ UseNodes €~ World C 5 2t @ - Jittered Shadows
® World Render
Samples
> ¥ Shadows
> Advanced
> Clamping
> W Raytracing
> Volumes
> Curves

> [ Simplify

Puc. 32. Hacrpoiika 0b11ero ocserenust CiieHbl.

[Mepekmogaemest Ha B c6oky (kiaasuma 1 wa Num Pad), maxknmaem Shift + A
u B pasjesie Light Buoibupaem Point. C nmomompbio kiapuinu G pacrosjaraeM UCTOYHHUK
CBeTa cJieBa CBepXy HaJ Mojesbio. st a1oro B 60koBoM MeHwo (Kiasuina N) B paszzese
Location B mone X ykasbiBaem -0.3m, B noJte Z ykasbiBaem (.2m. B pazaesne Object Data
Properties B mone Power ycranapmmBaem 3mnadenue 4.5W. 3atem aybampyeM HCTOYHUK
cBeTa ¢ MOMOIIbIO coueranus Kjasumt Shift + D u pacmosaraem ¢ npoTuBONONIOAKHON
croponbl. Mcrounnky cera caesa 3a1aém cunesarsiii orrenok (#C5FBFF) B nose Color
pazzaena Object Data Properties (Puc. 33).
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m, Object Mode v Vier
o

lect Add Object

1, Global v v

Transform

0 Location:

Front Orthographic
{1) Scene Collection | Point.002

Rotation:
X

&) World v Vie lect Add Node @ Use Nodes

interor exr

&l interiorcxr

W Point.002 > () Point.004

@~ Point.004
Preview
Light

@Point| ¥ Sun & Spot

Power 45W
« Soft Falloff
Radius om
> [ Shadow

> Influence

Puc. 33. PacnoJiozkenne J0ONOJHUATENbHBIX UCTOYHIKOB OCBEIEHUSI.

Tenepsb gobaBum kKamepy. st 3Tor0 HazkuMaeM coderanne Kaasumr Shift + A u BbI-
oupaem nyHkT Camera. Temepb pacmosiaraeM €€ pOBHO HaJl MOJIEIBIO, 9TOOBI TOJIYYHUTh
n3o6pazkenne Buja cBepxy. B 6okoBom mento (kiasuiia N) B pas3zene Location B Z yka-
3piBaeM 3Hadenue 0.15m, a B pa3aene Rotation B mone X ykaxkem 3nadenne (. B pasaene
Object Data Properties B mogpasmene Lens B mosne Focal Length ykassiBaeM 3HaveHUE
110mm. Haxkumaem 0 Ha Num Pad, uro6bl nepekiounThest Ha BUj ¢ Kamepsl (Puc. 34).

m; Object Mode v Vie

o

17, Global

Camera Perspective Transform

(1) Scene Collection | Camera

Rendering Done: Location:

Rotation:
X
Y
z

Euler

> Properties

) World lect Add Node ¥ Use Nodes

d Output

Puc. 34. Pacnonoxkenune KaMephl.
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-0m
-0m
0.15m

00 ~

Options v

W, Camera

=) .
& Camera

Camera
Lens.
Type Perspective

Focal Length 110 mm

Lens Unit  Millimeters

Shift X 0.000
Y 0.000

Clip Start 01m
End 1000 m

Camera




4.1.5 PennepuHr puHAIBHBIX N300parKeHTii

Jna nactpoiiku pengepunra orkpbiBaeM Render Properties. B moie Render Engine
seiOupaem suadenue Cycles. B pasmene Sampling/Render B mosie Max Samples ykasbiBaem
snadenne 128, 4robel yeckoputh pengepunr (Puc. 97).

Render Engine
Feature Set

Device

mpling

ewport
~ Render
Noise Thre
M ampl
Min Samples
Time Limit

> |« Denoise

Puc. 35. Hacrpoiiku penjgepunra.

Haxkmmaem kiraumty F12 m okujgaeM HEKOTOpPOe BpeMd 10 OKOHYAHUA IPOIecca
peH/IepuHTa.

Pesynbrarsl npepcrabiensl Ha Puc. 36-38.

(a) Mogeinb obbexra. (b) O6beKT MOJIEIUPOBAHUSL.

Puc. 36. CpaBaenue Mmoaen oObeKTa U 00beKTa MoaeaupoBanus. Bua ¢ aumneBoit
CTOPOHBIL.
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(a) Mogenb obbekra. (b) O6bEKT MOJIETHPOBAHUSL.

Puc. 37. CpaBuenue Momesn oObeKTa U 00beKTa MojeupoBanus. Bua ¢ obpaTHoit
CTOPOHBI.

(a) Momesnn o6bexTa. (b) O6HeKT MOIETUPOBAHNSI.

Puc. 38. CpaBuenne Mojie/in 00beKTa U 00beKTa MOJIeIMpoBanus. Bui cOoky cripasa.
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4.2 OO0BbeKT mMojesmpoBaHuga Ne2

4.2.1 PeaabHble pa3Mepbl U30eIUs

[MMupuna - 21 mm
Breicora - 7 MM
Junamerp 000gKOB - 1 MM

Tommuaa miacTuka Mexkay oboakamu - 0.3 MM

4.2.2 MonennpoBaHue

Haxkumaem na nudpy 7 na Num Pad, arobsr nepeiitu za Bu cBepxy. 3aTeM HazKUMa-
em Shift + A u B pazaesne Image Beibupaem Reference. B orkpoiBiemcst okHe mpoBOjHIKA
BEIONpaeM m306parkenne 3akuma n Haxxnmaem Add Image (Puc. 39).

Armature

Empty
Image a7 Reference
[aJ Background

Light
[] Mesh Plane

Light Probe

313 Force Field

Puc. 39. /lobapienne m300pazkeHust 3a2KHMA.

Hazkmmaem Shift + A u B pasnesne Mesh Betbupaem Plane (Puc. 40).

[Tepexoaum B pexkuM pejakTupoBanus (Kiaasuiia Tab) n B pexkume BoIOOpa BepIiuH
(kmaBumia 1) ¢ 3azxaroii krapumeii Shift BeiGupaem Tpu JIOOBIX BepIIUHBI 10O6ABIEHHO
miockocTu. Haxkumaem Ha kjasuiry X U B TOSBUBIIEMCS MEHIO BhIOMpaeM MyHKT Vertex,
YTOOB! YJIAJIUTH STH BEPINUHBI. BhIgeasgeM OCTaBITYIOCS BEPITUHY W C MOMOIIIHIO KJIABUIITBI
G nepenocuM eé B KpaifHIOIO TOYKY 000/IKa 3ayKHMa. 3aTeM HaxKuMaeM KJaaBuIny E, 4Toob!
JT06ABATH HOBYIO TOUKY. TakuM 06pa3oM JieJiaeM OKAHTOBKY Jist Beero 3axkuMa (Puc. 41).
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Tr iod

Puc. 41. Co3ganne oKaHTOBKH.

[Tepexoaum B 0OBEKTHBIN pexknM. BbigessieM n300pazkenne n CKpbiBaeM (KJIaBHINA
H), ono Gouibiie He moHamo6uTCst. Temepb BbIIEIAEM MOJIYYEHHYIO JIHHUIO OKAHTOBKH U
B 6okOBOM MeHIO (Kjapunia N) B pasiene Dimensions B mojie X yKa3blBaeM DPeasbHYIO
mupuHy o0bekTa — 21mm. [locse dero 3nadenue moyd X u3 pasjiena Scale komupyem B
moJie Y TOro ke pasjesa, 9Tobbl COXPAHUTh MPONOPIHH npu Macirtabupoannu (Puc. 42).
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v Transform

Location:

Rotation:

Dimensions:
0.021m
0.00954 m
Om

Puc. 42. Bamanne peajibHBIX Pa3MepOB.

[lepekmogaemest Ha B cOoKy (kiaasumia 1 Ha Num Pad), 3aTem Komupyem OKaH-
TOBKY (coueranue Kiaauin Shift + D) u mogmuMaeM HEMHOTO BBIIIe. 3aTeM HAKAMAEM
10 HOBOMY OOBEKTY NpaBoil KHONKON MbImu u B pasjesne Convert To BoiOmpaeMm IyHKT
Curve.

Haxkmmaem coueranne knapuin Shift + A u B pasnene Mesh seibupaem mynkr Circle.
Barem B 60K0BOM MeHI0 (Kiaauima N) B pazmesne Dimensions B mosisix X n Y yKa3siBaeM
JjuamMerp 0607koB — Imm. Haxkumaem Ha j100aB/ieHHbIN KPYT' IPABONl KHOIKON MBIIIKM U B
paszzneste Convert To Beibupaem mynkr Curve (Puc. 43).

Smooth

e Auto Smooth

o another type:

Duplicate Linked

Rename Active Object...

Puc. 43. KonBepTamusa Kpyra U3 Mellla B KPUBYIO.

Beibupaem go0aBsiennbiit Kpyr u naxkumaem coderanue xjasum Ctrl + A u B 1o-
SIBUBITIEMCsI CITHCKE BhIOMpaeM MyHKT Scale. 3areM BbIOMpaeM CKOMUPOBAHHYIO OKAHTOBKY,
orkpsaem paszzen Object Data Properties n B monpasmnesne Geometry /Bevel BeiGupaem Ba-
puanT Object. Haknmaem Ha MKOHKY TUTETKN U BHIONPAEM KPYT U HAZKUMAEM Ha TaJ0IKy
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y mosst Fill Caps (Puc. 44).

W Plane.001 > > Plane.001

Plane.001

~ Geometry

Offset

Taper Object ‘m

Taper Radius  Override

v Bevel
Round Object Profile
Object ' Circle
¥ Fill Caps.
> Start & End Mapping
Path Animation
Active Spline

v Shape Keys

Puc. 44. Coznanune obonka.

[TosyuenHblit 060I0K U KPYyT MOKA MOYKHO CKpBITh (Kiaasuina H). B o6bekTHOM pe-
JKHMe BBIOMpPaeM HCXOTHYIO OKAHTOBKY 3aKHMa U HEPEeXOIUM B PEKUM peJaKTHPOBAHUS
(kmapuma Tab). BeiGupaem Bce BepuruHbl (KJIaBUIIa A) U PACIIUPAeM OKAHTOBKY BBEDX
(coueranne knapum E -+ 7). Bosspamaemcst B 00beKTHBINH peskuM (kirasumia Tab). B
6okoBoM MeHI0 (kjasuimia N) B paszesne Dimensions B mosie Z yKa3blBaeM BBICOTY 4YyThb
MeHbIIle peaJibHONl BbicOTHI 0ObekTa — 6.50mm. B pa3sjene Location B nose 7Z yka3biBa-

em 3uadenne 0.5mm. Haxkumaem coueranme knasum Ctrl + A u Boibupaem nyakT Scale
(Puc. 45).

« Transform

0m
om
0.0005 m
Rotation:
X
Y
Z

0.021m
0.00954 m
0.0065 m

Puc. 45. Co3nanne OD0KOBBIX CTOPOH 3a:KUMA.
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[Ipomomxaem paborars ¢ obomkom. B pasmene Modifier Properties Haxkumaem Ha
kHonky Add Modifier u mobapasem momuduraTop Subdivision Surface w3 pasmena
Generate. B mose Level ykaseiBaem 3nadenue 2. 3arem jp00aBjsieM emmé oauH Moaudu-
karop u3 paszgena Generate — Solidify. B mone Mode Boioupaem snadgernune Complex. B
nosie Thickness ykazeiBaem mosioBuny oT Tosmuusl miactuka — 0.15mm. B mone Offset
yka3zeiBaeM 3uadenne (. 3arem Haxkumaem coderanue kjasurn Ctrl + A, arobsr mpume-
auTh Mogudurarop Solidify (Puc. 46).

) W Plane > {5 Solidify
+ Add Modifier

0 5. YHEB- x

Catmull-Clark Simple

¥ Optimal Display
§ Using both CPU and GPU subiv...

None
0.00015 m
s 0.0000
Merge Thr... 0.0001 m
Rim & Fill

Only Rim

Vertex Group 5§

Pwuc. 46. [Ipuaanre TOJIIUHBI 3a7KUAMY.

[TepexoauMm B pexkuM pejaktupoBanus (Kiaasuiia Tab). Haxkumaem cogeranme Ctrl
+ R, 9T00BI 1006aBUTHL HOBBIE I'PAHU U YOpaTh W3JIHUIIHEE CIIaKHBAHUE O KpasM 00beK-
ta. BosBpamaemcs B o0bekTHBI pexkuM (kiaasuina Tab). Hakumaem ma o0bekT npasoit
KHOIKOH MbIu 1 BbiOupaeMm myHKT Shade Smooth (Puc. 47).

Puc. 47. /IobaBjienue HOBbIX I'paHeil.

Bossparmaem ckpeithiii 06010k (Alt + H). B Modifier Properties no6asiasem momn-
dukarop Subdivision Surface u3 pasmena Generate. B mose Levels ykasbiBaem 3Hadenme
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2. Haxxumaem Ha 000/I0K NpaBoil KHONKON MbImK u BbIOMpaeM nmyHKT Shade Smooth. B
6okoBoM MeHiO (Kaasuima N) B pazzese Location B moste Z ykassiBaeMm 3uadenue (.5mm
(Puc. 48).

v Transform

Location:
om
Om
0.0005 m

Add Modifier

HEE v

Catmull-Clark Simple

¥ Optimal Display
0.0219 m Advanced
0.0103 m

0.00086 m
oth, using inter, rtex normals.

Puc. 48. Ycranoeka u criakuBaHue HUXKHETO 00OIKA.

[lepexomuM B pexkuM penakTupoBanus (Kiasuia Tab). Boiaensem Kpaiinue ToOUKn
Ha 000JIKe U 9yTh-4yTh caBuraeM (kaasuma G) ¢ 3axkaroii knasumieit Shift, aro6nr rpamnu
000/TKa U OCHOBHOH JacTH 3ayKMMa He HAK/JIAJBIBATUCH JApYT Ha apyra (Puc. 49).

Puc. 49. Ycrpanenue apreakToB Ha CTHIKE I'paHeil.
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Bospparmmaemcst B 00bekTHbIH pexkuM (kiaasuina Tab). Konupyem HuzkHUil 06070K
¢ moMormpio couetanusi Kiaasum Alt + D. B 6okoBom Mmenio (knasumia N) B pasmere
Locataion B noste Z yxaspisaem s3uadenne Tmm (Puc. 50).

# Transform

Le

Om

om

0.007 m

Puc. 50. YcranoBka BepxHero ob6oxa.

Tenepb n06aBUM HOJJIOXKKY, Ha KOTOPOH pPasMecTUM TEKCTypy croja. Haxkumaem
Shift + A u B pasgene Mesh Boibupaem Plane (Puc. 51). 3arem maxkunmaem H, a1o0sr
BPEMEHHO CKDBITH /100aBIEHHYIO MTOBEPXHOCTb.

[ Plane

Puc. 51. /lobaBjenue mI0CKOCTH.
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4.2.3 TekcTtypupoBaHuUe

[Tepexoaum B pazgen UV Editing B Bepxnem MeHIO nporpammbl. B mpaBoM OKHe
EPEKTI0YAeMCs B 00beKTHEIH pexknM (k1asuina Tab), HarkuMaeMm Ha MOZEIID B HAXKIMAEM
#a Touky Ha Num Pad, 1ro6er npubausurhes K Heil (Puc. 52).

2 File Edit Render Help UV Editing

Image v+ New @ Open

User Perspective
(3) Scene Collection | Plane

Shape Keys

Add Rest Position
UV Maps
Color Attributes

> Attributes
Texture Space

> Remesh
Geometry Data

> Animation

Custom Properties

Puc. 52. Paznen UV Editing.

B pasnene Render Properties B nosie Render Engine Boibupaem EEVEE, craBum
rajgodky Ha paszgene Raytracing m B ero mompasmesne Fast GI Approximation B mose
Threshold ykazsiem 3nadenue 1. [lociie yero HaxkumaeM codeTranue KJIABHII Z + 2, 4TOOBI
MEPEKTIOUUTHCST B PEXKUM TPeINpocMoTpa Marepuaios (Puc. 53).

S
&5 Scene
Render Engine  EEVEE
> Sampling
> Clamping
v |¥ Raytracing

Method  Screen-Trace v

Resolution  1:2 v

> Screen Tracing

> ¥ Denoising

v [ Fast GI Approximation

Threshold 1.000

> Volumes

Puc. 53. Hacrpoiika neu:kka EEVEE nnsa xkoppekTHOro orobpazkeHust TEKCTYP.
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Brioupaem nuxkHM 006010K 1 OTKpbIBaeM pasaes Material Properties. Hazkumaem Ha
kHONKY New, 9ToOBI 700aBUTH HOBLIH MaTepuas. B nmose Base Color yka3zsiBaeM 3nauenne

#A61625 (Puc. 54).

B Plare0.. > & Material0...

Material.001

-

& Material.001

> Preview

v Surface

Surface e Principled BSDF

Base Color
Metallic 0.000
Roughness 0.500
IOR 1.500
Alpha 1.000
Normal DEET
> Diffuse
> Subsurface

> Specular

Puc. 54. [lokpacka 000JIKOB.

[Iepexoaum B paszen Shading. BeibupaeM OCHOBHYIO YacThb 3aKUMa U J10OABJISI-
eM HOBBI MarepuaJ s Hero. /s 3Toro HakmMaeMmM Ha KHONKY New Ha HMaHe I HU-
ke, 3arem Haxkumaem coderanume kiasumn Shift + A wu B pazgene Color Boibupaem
Hue/Saturation/Value. B nose Color nobasiaensoro y3na ykasbiaeMm 3Hadenne #A61625.
Cuosa maxknmaem Shift + A u B pazgene Texture Beibupaem Image Texture, B koTopoi
yKa3biBaeM MyTh 0 TEKCTYPHI ¢ Haanuchio (Puc. 56), B mose Extension ykaspiBaem 3Haue-
aue Clip, 4To0bl n300pazkKeHue ¢ HAJIUCHIO He TOBTOPSI0CH. lobaBiseM elmé oauH y3es
u3 pazjesia Color — Mix Color. Coenunsgem y3/1bl KaK mokazano Ha Puc. 55.

~ Hue/Saturation/Value
Colo -
olor @ N w Principled BSDF
Hue
Saturati e
Saturation Result @#—— o g
Value 1.000

1.000

&  Meta

. Roughness

& IOR

® | Alph 1.000
W Clamp Factor =

» Image Texture

Alpha ®

W~ + New B Open

Linear

Flat

ip

Puc. 55. I'pacdoBoe npejcrapienue MaTepruaa OCHOBHOM YacTH 3aKUMa.
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0903 2H

N

Puc. 56. Tekcrypa Hajmncu Ha 00 beKTe MOJIEJTUPOBAHUS.

Bosspamaemcst na Bkaajgky UV Editing. Ilepekisogaemcsa B pexkuM BuiOOpa rpamneit
(kaBumIa 3) W BBIJIEJISIEM BCe TDAHU, HA KOTOPHIX OYIEeT pacrnosiozkeHa HAINuch. HaxKu-
maeM kaasuiry U u B paszene Unwrap BeiOmpaeM myHKT Angle Based, urobbr co3marh
pa3Béprky drux rpameil. Temepb B JIEBOM OKHE HMOJIOHIEM PA3BEPTKY 10J1 n300pazKeHue,
ucnonb3ys Kiaasumbl G, S u R (Puc. 57).

09032521

Puc. 57. Koppektuposka UV pa3BépTKu TEKCTYPHI C HAIIUCHIO.

Tenepb MOXKHO BepHYTb HOBEPXHOCTb, J00ABICHHYIO Ha 3JTale MOICJUPOBAHUS
(Alt + H). B pasmene Material Properties mobaBiisieM HOBBIHi Marepuas u B moje Base
Color ykaszbiBaeMm TekcTypy cTosa. C TOMOIIBIO KJIABUIILI S B JIEBOM OKHE MOYKHO IOJIO-
THATBH pasMepbl TekeTypbl (Puc. 58).

@ Material.003

Puc. 58. /lobapjienue TeKCTypbl CTOJIA.
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4.2.4 OcsBemnieHue u KaMmepa

[Iepexoaum B pazaen Shading B BepxHeM MeHIo nporpamMbl. [locste gero ncmnonb3yem
coueTaHue KAABUII Z -+ 8, YTOOBI MEPEHTH B PE:KUM MPEAIPOCMOTPA Pe3yIbTaTa.

BareM Ha MaHeJ W peIaKTHPOBAHUS MAaTEPHAJIOB HYKHO HEPEKJTIOUUTHCS Ha BKJIAI-
ky World. Haxartp coueranme kmasumt Shift + A um B pasmere Texture BwIOpaTh
Image Texture. Brixon Color y3aa Image Texture meobxomumo MOAKIIOUATH KO BXO-
ny Color yzna Background. B Tmage Texture yxassiBaercs mytb g0 HDRI Texcrypst
OKpY KeHHsI, KoTopas mnocrasisgercsa BMecTe ¢ Blender — C:\Program Files\Blender
Foundation\Blender 4.3\4.3\datafiles\studiolights\world\interior.exr (Puc.59).

Render Window Help Shading Scen f &+ Viewlayer
w Select Add Object 1, Global v Pv D) v (o

P O I Options v

= . § - User Perspective
(3) Scene Collection | Plane.004

Addictive Dr... Addictive Dr.

- - s S

Adobe Celemony &

> € World

Use Nodes

Surface o Background
M. ] View Qv + New € € World v View Select Add Node [ UseNodes ©~ World ) e Color e interior.exr
Strength e | 1.000
e & d
" Volume
Background utp
" Mist Pass
Settings
interior.exr Strength 1,000 © Volume Viewport Display
Animation

xJv interiorex: Custom Properties
Linear

Flat

Puc. 59. Hacrpoiika ob1iero ocserienust CIieHbl.

Hazumaewm Shift + A u B pazzgene Light ei6upaem Point. B 6okoBoM MeHo (KiaBuiina
N) B paznese Location B nose X ykassiaem 0.01m, B mose Y ykasbieaem -0.4m, B moJe
Z ykazpiBaeMm 0.5m. B pazgene Object Data Properties B mose Power ycranapiuBaem
znadenue 4.5W. Haxkumaem na touky Ha Num Pad, 4robbl 1epeiitu K MCTOYHUKY cBeTa,
¥ [epeKJrodaeMcst Ha BUJL cBepxy (kiasuina 7 sa Num Pad). 3arem myGuupyem ncrodaHuk
CBeTa JBaryKIbl C IMOMOINbBIO codueTanus Kjapuin Shift + D. Komun pacmomaraem psmgom
C MCXO/IHBIM MUCTOYHUKOM JIJIsi UMHUTAIMH JIAMIIOYEK B JIIOCTPE, MMEHHO TAKOEe OCBEIeHHS
ObLIO B MOMeHT co3ganust dpororpadmuii. Mcrounnkam ceera 3anaém mser #CCDEFFE B
nosie Color pasmena Object Data Properties (Puc. 60).
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~ Transform

0. n
-0.36664 m
0.47248 m

RGB

Hue
Saturation
Value

Power 10w
+ Soft Falloff
ELIES Om
shadow
> Influence

Custom Distance

Puc. 60. Pacmosio:kenne TOMOJHATENIBHBIX HCTOYHIKOB OCBEIEHUSI.

Tenepnr mobaBuMm Kamepy. as 9Toro HaxkmmaeM codeTannme Kiasumi Shift + A u
BeiOupaem nyHkT Camera. Tenepb pacrosiaraem mnepej MOJAEAbI0, YTOOBI MOJYUYUTh BHIA
c60ky Kak Ha dpororpacdun. B 6okosom Mento (kiaasumia N) B pazzene Location B mose
X ykazpiBaeM (.062m, B mosie Y ykasbiBaeM -0.09m, B mose Z ykaszwiBaeMm 0.066m, a B
pasnese Rotation B mose X ykaxkem 3uadenue 60, B mosie Z — 34. B pasmene Object
Data Properties B moapa3snene Lens B nosie Focal Length ykassiBaem 3nauenune 140mm.
Haxxumaem 0 Ha Num Pad, uro6sr nepexsodanrbes Ha B ¢ Kamepsr (Puc. 61).

2+ m Object Mode -~ Vie Select Add Object 17, Global
» ol =

Cameral Perspective
(3) Scene Collection | Camera

0.062 m
-0.09 m
0.066 m

Puc. 61. PacnoJioxkenune Kamepbl.
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4.2.5 PennepuHr puHAJIBHBIX N300parKeHmii

Jna nactpoiiku pengepunra orkpbiBaeM Render Properties. B moie Render Engine
seiOupaem suadenue Cycles. B pasmene Sampling/Render B mosie Max Samples ykasbiBaem
snadenne 128, 4robel yeckoputh pengepunr (Puc. 97).

Render Engine

Puc. 62. Hacrpoiiku penjpepunra.

Haxkmmaem kiraumty F12 m okujgaeM HEKOTOpPOe BpeMd 10 OKOHYAHUA IPOIecca
peH/IepuHTa.

Pesynbrarsl npeacrabiensl Ha Puc. 63-66.

(a) Mogenb obbekra. (b) O6bEKT MOJIETHPOBAHNSL.

Puc. 63. CpaBaenue moaen oObeKTa U 00beKTa MoAeaupoBanus. Bua ¢ auneBoit
CTOPOHBI.

41



(a) Mozemnn obbekTa. (b) O6beKT MOIEIMPOBAHMS.

Puc. 64. CpaBuenune Mojie/ i 00beKTa U 00beKTa MOJIeJIMpPOBanus. Bui cboky cripasa.

(a) Mogenb o6bexTa. (b) O6BEKT MOIETUPOBAHNSI.

Puc. 65. CpaBaerme Mozein 00bekTa 1 00beKTa MOAeupoBaHus. Bua cOoKy ciieBa.

(a) Mogeinb o6bexTa. (b) O6beKT MOIETNPOBAHNS.

Puc. 66. CpaBuenune mozenn o0bekTa u 00beKTa MOJeTHpoBaHus. Bua ceepxy.
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4.3 OO06beKT mojaesupoBaHud Ne3

4.3.1 PeaabHble pa3Mepbl u3aeans

[MMupuna - 27 MM
Jnuaa - 126 MM

Tommuna - 2 MM

4.3.2 MoaeaupoBaHue

Hauawnaewm ¢ nobasienus kyba. Haxkumaem coueranmne kinasumt Shift + A u B pazgese
Mesh Beibupaem Cube. 3arem B 6okoBOM MeHI0 (KiaaBuia N) 3a1aéM eMy peajbHble pas-
Mepsl JuHelku. B pasgene Dimensions B moste X ykaspiBaeM 126mm, B mose Y — 27mm,
B noje Z — 2mm. Haxxkumaem Ha Touky #Ha Num Pad, 4ToObl npubIu3uThcs K MOJIEJH

(Puc. 67).

~ Transform

X
Y
Z

XYZ Euler

0.126 m
0.027 m
0.002 m

Puc. 67. /lobaBierue oCHOBBI /Il JTUHEHKH.

B pasznene Modifier Properties maxkumaem #a kaonky Add Modifier u nodbassiem Mo-
nudpukarop Subdivision Surface uz pazuaena Generate. B mose Levels Viewport u Render
ykasbiBaeMm 3nadenue 3 (Puc. 68).

Moyiejib 1oJIy4aeTcs: CJAUMIIKOM crjiazkeHnHoi. HyzKHO 100aBUTH 11OJIUTIOHOB, 4TOObLI
yrounuth eé. [lepekmouaemcss Ha Buj cBepxy (ksasuma 7 Ha Num Pad). TTepexoaum
B pekuM pepaktupopanuns (knapuma Tab). Haxxumaem coueranmne kmasum Ctrl + R u
nobaBiIgeM HOBble rpaHd 1o Kpasm JjuHeiikn (Puc. 69).
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m, Cube > [O] Subdivision

s Add Modifier

O subdv.. SFEEE@ v

Catmull-Clark Simple

Levels Viewport
Render

& Optimal Display

> Advanced

Puc. 68. /lobasienune moaudukaropa Subdivision Surface.

Puc. 69. /IobaBienue HOBLIX rpaHeii.

[lepekmogaemcst Ha Buj, c60ky (kaasumia 3 Ha Num Pad) u mepexogum B pezkuM
npo3pavdnocTr (coderanue Kaasui Alt + Z). Beigenasem ape KpailHue BepXHUE BEPIITUHbI
C JIeBO{i CTOPOHBI JIMHEHKH U CJIBUTAEM BIPABO 1O ropusoHTasu (coderanne Kiaasum G +
Y), urobsl caenars ckoc (Puc. 70).

Puc. 70. Co3nanme ckoca.

44



PexXuM Mpo3pavHOCTH MOXKHO OTKIIOUYHTEH (coderanume kiaasum Alt + Z). Bosspa-
maeMcsl B 00beKTHBIN pexkuM (kaasuiia Tab). HaxkuMaem mo Mojgenn JUHERKH TpaBoit
KHOIIKO# Mbliin Ha u Bbibupaem myHKT Shade Smooth. Haxkumaem coderanme kjraBuim
Shift + A u B pasmese Empty Boioupaem Arrows. B pasgene Object Properties B moapas-
nere Rotation B nosre X ykasoisaem snadenue -90, B mose Z 90 (Puc. 71).

m Empty

W~ Empty
Transform
Location X
v
Rotation X
v
Mode XY

Scale X

Delta Transform

> Relations
Collections
Instancing

Motion Paths

Puc. 71. Jlob6aByiienune o0bekTa Arrows.

Boibupaem Jsmneiiky u B pasjgene Modifier Properties pobasisiem MogudukaTop
Simple Deform u3 pasaena Deform. B mactpoiikax momudukaTropa BeiOHpaeM BapHuaHT
Bend, B mosie Angle ykasniBaem 3unadernu 10, B mose Object BeiOupaeM TOJBLKO 9TO 106aB-
naeHHblil 06bekT Arrows (Puc. 72).

W Cube > 7 SimpleDeform
+ Add Modifier

v [0 - TEEa
Catmull-Clark Simple

Levels Viewport
Render

& Optimal Display

» Advanced

“pp Smple.. FEIEE v x

Twist | Bend | Taper  Stretch

Angle 10°

Origin  'm, Empty

Puc. 72. Co3ganne n3ruda JIMHEHRKH.

JIMHEHKY U CTPETKU MOYKHO BpeMeHHO CKpbITh (kiaasumia H). Haxumaem Shift + A
u B pasjeie Mesh poibupaem Plane. B 6okoom menio (kiasuina N) 3aaém €€ pazmepsi.
B pasmesre Dimensions B noste X ykaseiaem 126mm, B nosre Y — 27mm (Puc. 73).
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User Perspective v Transform
(2) Scene Collection | Plane

Location:

0.126 m
0.027 m
Om

Puc. 73. /lobapienue mI0CKOCTH.

Haxxumaem uva udpy 7 Ha Num Pad, aTob6s1 iepeiiTn #Ha BuI cBepxy. 3aTeM HaKNMa-
em Shift + A u B pazzese Image Beibupaem Reference. B oTkpriBIIeMCs OKHe IIPOBOTHIKA
BBEIOMpaeM m3o00parkeHne JuHeiiku n HaxkmMmaeM Add Image. 3arem macmrabupyem Jin-
HeliKy moj pasMep miockoctu. liist aroro B 60koBoM MeHo (Kiaasuiia N) B pasese Scale
JTocTaTouHo yKazaTh 3Hadenue 0.025 mo seem ocam (Puc. 74).

» Transform

bllection | Empty.001
Location:

Puc. 74. JlobaBnenune n300pazKenus JTUHEHKH.

Bxiodgaem pexkuM npo3padaroctu coderanueM kiaapuin Alt + Z. [Tepexoaum B pexkum
pegakTupoanns (kiapuia Tab). Beigesnsiem yrioBbsle BepITHHBI IIOCKOCTH H PACIOa-
raeM Ha KpasiX JIMHEHKH. 3areM MepexoauM B DeKHM BblIenaeHus pébep (kiapurra 2),
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BBIOHpaeM pebpo cO CTOPOHBI M3JI0Ma, HAKMMaeM KJIaBHIILY X U BuOMpaeM myHKT Edges,
4100kl yaamnTh ero (Puc. 75).

Vertices

Edges

Delete selected vei

Puc. 75. Ynanenune pedpa.

[TepexouM B PEXKUM BbIJIEICHNs BEPITHH (KJaBuiia 1) u BLIOHpaeM JeBY0 HUKHIOW
Bepruay. C momompio KjaaBuiibl B co3maém HOBbie pébpa 1m0 M300parkKeHuio JuHeHKn

(Puc. 76).

Puc. 76. Boccoznanne HuXKHeH 9acTH U3JIOMa JIUHEHKH.

Barem BHIOMpaeM JBE BEPHIMHBLI B JIEBOM BEPXHEM yTay W o0beaumusieM. st aToro
HazkuMaeM Ha Kjaasuiny M u BeiOupaem myskr At Last (Puc. 77).
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At Center

Puc. 77. Obbeunennue BepIIuH.

[lepexoaum Ha BuJ COOKY, HaKMMaeM KJaBUILYy [ W NPUIOJHUMAEM IOSBHIILYIOCH
komuto miaockoctu (Puc. 78).

Puc. 78. Ilpujanue TOJIIUHDBI JIJIST ILJIOCKOCTH.

[Tepekogaemcs Ha B cBepxy (kiaasuiia 7 Ha Num Pad). 1 ¢ nomorpio couerannst
kaaBui G + X 10 OTIebHOCTH BRIDABHIBAEM TOYKH 110 BepxHeii yactn nziaoma (Puc. 77).

Puc. 79. Boccosznanue BepxHeil yacTu n30Ma JIMHEHKH.
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C zaxkaroit xkiapurmreit Alt BoigessiemM JIOOYIO BEpINHY Ha HUMKHEH TpaHW W3JIOMA U
HazKuMaeM Ha Kjasuiny F. 3arem mpojenbiBaeM aHAJIOTHYHYIO OMEPAINIO ¢ 000t Bep-
muHoi Bepxueii rpanu (Puc. 80).

Puc. 80. Co3nanme BepxHeil n HUKHel TpaHeil y 00bEKTa ¢ W3TOMOM.

[Tepexomaum B 00bekTHBI peskuM (Kiaasuiia Tab) u B GokoBoM Menio (Kiaasuiia N)
B pasjesie Dimensions B nojie Z ykaseiBaem 2.1mm, a B nosie Y — 28mm. Haxkumaem
o 00bEeKTy HpaBoil KHONKON Mbimin, B pa3zene Set Origin BeiOpaem mynkt Origin to
Geometry. 3arem B O0KOBOM MeHIO B moje 7 pasaena Location ykaswsiBaem 3Hadenue (.
N306pazkenne GoJibIne He MOHAAOOUTCS W €10 MOXKHO CKPHITH (ki1asuma H) (Puc. 81).

Transform

-0.052961m »

Puc. 81. Samanue HyKHOW MO3UINNA U PA3MEPOB.

Haxkumaewm Shift + A u B pazgene Mesh poiupaem Cube. B 6okoBoM MeHI0 (K1aBuiina
N) ykaseiBaem ero pasmepsl u nosunuio. B pasmese Dimensions B nose X ykasbiBaem
20mm, B mojie Y — 275mm, B nnosie Z — 2.05mm. B pasznesie Locataion B nosie X ykasbiBaeMm
-0.06m (Puc. 82).

Barem B pasaene Modifier Properties nobasiastem moaudpukarop Boolean u3 pasmena
Generate. B mosie Object ykaspiBaem 00beKT ¢ u310MOM. [locse 3T0ro 00beKT ¢ H3JI0MOM
MOKHO CKpbITH (Kiaasuima H) (Puc. 83).
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Transform

-0.06m
om
om

Puc. 82. /lobaBieHue eié oJHOr0 00bEKTa JIJIsd OTPAYKEHUS H3JI0OMA.

Difference

Puc. 83. Pesyabrar BoIunTaHUS N37I0Ma U3 O0HEKTA.

Bosspaimaem ckpbiTyio Mogenb jguneiikn (Alt + H) u B paznene Modifier Properties
jnobasigem Momudukarop Boolean u3 pasgena Generate. B mose Object ykazpiBaem
HOBBIIT OOBEKT C M3JIOMOM, IOJyUYeHHBIH Ha mIpenpiayimeM mare. MoandukaTop pacio-
naraem Boolean pacnonaraem mexkiay mommpuraTopamu Subdivision Surface m Simple

Deform, kotopsie 6butn Jo6aBIeHbl paree. OGbEKT ¢ U3JIOMOM MOYKHO CKPHITH (KJIABHIIA
H) (Puc. 84).

Union Difference

bject

Restrictions

Puc. 84. Beruutanue uziioMa u3 00beKTa JUHEHKH.
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4.3.3 TekcTtypupoBaHue

[Iepen magasoMm TekcTypupoBanust Mogudukaropbl Subdivision Surface m Boolean
HYKHO IpUMeHUTh. {71 3Toro BeIIeasseM ux B pasgene Modifier Properties n Haxkumaem
coueranune kaasumr Ctrl + A. 3areMm mepexonnM B PexKUM DeAAKTUPOBAHUS (KJIABHIIA
Tab). Momudukarop Simple Deform MoxKHO BpeMeHHO OTKJIOUHTH, /I 3TOTO HYKHO
HazkKaTh HA WKOHKY KOMIboTepa B ero nacrpoiikax (Puc. 85).

W Cube > j7 SimpleDeform

+ Add Modifier

7 Simple.. @A

Twist Bend | Taper  Stretch
Angle 10°
Origin  'm Empty

Axis X Y z

Restrictions

Wiy °
Wiz, Wiy

Puc. 85. IIpumenenne MoanduKaTOPOB.

[Tepexoaum Bo BrJaJKy UV Editing. B pazaene Render Properties B mosie Render
Engine seibupaem EEVEE, craBum raiouky Ha pasmene Raytracing m B ero mojpasesne
Fast GI Approximation B mose Threshold ykassiem 3nadenme 1. [locsie ero mHazkumaem
covueTaHue KJIABUII Z + 2, YTOOBI MePEKTIOUATHCS B PEYKUM TIPEIIIPOCMOTPa MaTepHaIOB

(Puc. 86).

UV Editing

v View Select Add ct 13 Global v Dv 9 iv (&

User Perspective
(1) Scene Collection | Cube.

S Scene

Render Engine

> Sampling

> Clamping
¥ Raytracin

Method

Resolution

Screen Tracing

> W Dencising
¥ Fast GI Approximation

Threshold 1.000

Puc. 86. Hacrpoiika asuzxkka EEVEE jyis koppekTHOro orobpakenus TeKCTyp.

[Tepexoaum B pazznes Material Properties n co3znaém nobiit matepuan. B nose Base
Color ykaspiBaem eMmy mBer #142735. Haxkumaem Ha MKOHKY ITLIIOCA PSAIOM CO CIHUCKOM
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MaTepuaIoB U J00aB/IsgeM elé Ba caota. B 0boux caoTax co31aéM MATEPUAJILI U B MOJIE
Base Color Beibupaem Image Texture u ykassiBaeM MyTH 0 TEKCTYD BepXHei U HUKHe
rpaneit jmneiikn (Puc. 87).

W Cube > & Material.003

Material.003

Material.003
view
v Surface

Surface e Principled BSDF

. ® back-texture....

Linear
Flat
Repeat
Single Image
Color Space sRGB
Alpha Straight «
Vector Default
Metallic o 0.000
Roughness e 0.500

IOR e 1.500

Puc. 87. Co3nanne marepnaos.

[TepexoguMm B pe:kuM pejnakTupoBanus (kKiasuia Tab). 11 B pexkume BbiGOpa rpa-
Heil (KaBuiia 3) BbjeJsieM BCe TPaHW Ha BEPXHEHl CTOpOHe JIMHeHKH. 3areM B pasjese
Material Properties BeiOupaeM marepuaJ ¢ TeKCTYpoOil JUIEBOH CTOPOHBI JUHEHKN U Ha-
KumaeMm Assign. 3arem nepeksodaemcs Ha Bu/l cBepxy (kiaasuma 7 na Num Pad), naxn-
maeMm Kjiapuity U u Beibupaem myHKT Project from View (Bounds), uto6er cozmars UV
pa3BépTKy BepxHeii moBepxHocTu auHeiikn (Puc. 88).

Material.001
Material.002

Material.003

©~ Material. 002 ox T
Assign Select  Deselect
Preview
v Surface

Surface

Single Image v

Color Space SRGB

Alpha Straight v

Vector o Default

Metallic o 0.000

Roughness o 101500

Puc. 88. Hanmoxkenne TeKCTyphl Ha JUIEBYIO CTOPOHY JHHEHKHN.
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B neBoMm okue moaronsieM UV pasBépTKy Mo TEKCTYPY UCIOIb3Ys KJaaBuiiel G u S

(Puc. 89).

Puc. 89. [loaronka UV pa3sBépTKH MO TEKCTYPY.

Tenepb npojeabiBaeM aHAJTOTTIHBIE OLIEPAIUU C OOpATHON CTOPOHOU JIMHEHKH. Briou-
paeM Bce BepPIIMHBI HUKHEH IpaHd, IPUKPEILISeM K HUM MaTepHuaJl ¢ TeKCTYpoit oOpaTHoi
cTOpOHBI JuHelkY, co3naém UV paséprky u nogaronsiem (Puc. 90).

Puc. 90. Hanoxkenne TeKcTypbl Ha OOPATHYIO CTOPOHY JIMHEHKH.

[Tepexonum B pazaen Modifier Properties u npumensie momudpukarop Simple Deform
¢ momorpio coueranus Kiaasum Ctrl + A (Puc. 91).

Puc. 91. [Ipumenenne MoTudpuKaTOPOB.
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Haxxkmmaem Shift + A u B pasmene Mesh Boibupaem Plane, arodnr 1006aBuTh mioc-
KOCTh, Ha KOTOPOH OyIeT pacollioxKeHa TeKcTypa crona. B paszaene Material Properties
nobasssiem marepuaji. B mone Base Color ykassiaem Image Texture m yka3biBaem 1myTh
JI0 TEKCTYDHI cToJ1a. [lepexoaum B pe:kuM pegakrupoBanns (Kiaasuiia Tab) u mogrousem
pasmepsbl TekcTyphl (Puc. 92).

Puc. 92. /lobapjienne TeKCTypbl CTOJIA.

[Tepexonm B 00beKTHBIH pexkuMm (kiaasuina Tab). Tlepekmouaemess Ha BUJ COOKY
(kmauma 1 wa Num Pad). Barem BbiOupaem JiHEHKY ¥ HEMHOIO MPHIOJHHMAEM €8,
aro0bl OHA Jiexkasa Ha croge (Puc. 93).

Puc. 93. Pe3yabrar srana TeKCTypUpPOBaHUS CIIEHBI.
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4.3.4 OcsBernieHue u KaMmepa

[Iepexoaum B pasaen Shading B BepxuHeM MeHIo mporpaMMbl. Haxkumaem Ha Mojenb u
HaxkuMaeM Ha Touky Ha Num Pad, aTo6br npuban3urhbes K meit. [locae vero mcmonb3yem
coderanue KJaBuil Z + 8, 4T0ObI epeiiTu B PEKUM MPEIITPOCMOTPA PE3YJIHTATA.

3areM Ha MaHeJ W PeJaKTHPOBAHUS MAaTEPUAJTOB HYZKHO MEPEKTIOUUTLCS Ha BKJIA-
ky World. Haxarp coueranme kmasum Shift + A u B pasmene Texture BwiOparh
Image Texture. Brixon Color y3ma Image Texture meobxomumo MOAKIIOYATE KO BXO-
ny Color yzma Background. B Tmage Texture yxaseiBaercs mytsb g0 HDRI Texcrypst
OKpY KeHHs, KoTopas mocrasisercsd BMecTe ¢ Blender — C:\Program Files\Blender
Foundation\Blender 4.3\4.3\datafiles\studiolights\world\interior.exr (Puc.94).
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Puc. 94. Hacrpoiika 0b11ero ocBerienust CIiieHbl.

Hazxumaewm Shift + A u B pazzene Light Beibupaem Point. B 60koBoM MeHI0 (Ki1aBuiina
N) B pazmese Location B nose X ykassiaem 0.01m, B mose Y ykasbiBaem -0.4m, B moJe
Z ykazpiBaeMm 0.5m. B pazgene Object Data Properties B mose Power ycranaBimBaem
snauenue 4.5W. Haxkumaem Ha Touky Ha Num Pad, 4ToObI mepeiiTn K HCTOUYHUKY CBeTa,
¥ [epekJrodaeMcst Ha BujL cBepxy (kiasuina 7 sa Num Pad). arem myGuupyem ncroanuk
CBeTa JBayKIbl C IMOMOINbBIO codyeTanus Kjapuin Shift + D. Komun pacmomaraem psmom
C MCXO/IHBIM MUCTOYHUKOM JIJIsI UMHUTAIMH JIAMIIOYEK B JIIOCTPE, MMEHHO TAKOEe OCBEIeHHS
ObLIO0 B MOMeHT co3ganus gpororpadmuii. Mcrounnkam ceera 3anaém mser #CCDEFFE B
nosie Color paszena Object Data Properties (Puc. 95).
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Puc. 95. Pacnosio:kenne TOMOJTHATENBHBIX HCTOYHIKOB OCBEIEHMSI.

Tenepnr mobaBuMm Kamepy. s 9Toro HaxkKmmaeM codeTanme Kiasumi Shift + A u
BeiOpaem nyHkT Camera. Temepb pacrosaraem mepe MOJAEIbI0, YTOOBI MOJYUYATh BHIA
c6oky kak Ha dororpabuu. B 6okoBom menio (kiaasuma N) B pasgene Location B mose
X ykaszbiBaeM -0.105m, B nosie Y ykassiBaem -0.073m, B nose 7Z ykazoiaem 0.011m, a
B pazjiesie Rotation B mone X ykaxkem 3unadenue 47, B mojme Y — -1, B mojge 7 — -50.
B paznene Object Data Properties B mogpasmene Lens B mone Focal Length yxasoiBaem
znadenre 60mm. Haxxumaem 0 ma Num Pad, 9To0OBI Mepek/JIIoYnThCS Ha BUJ C KaMepPh

(Puc. 96).
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Puc. 96. Pacnoyioxkenne kamephbl.
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4.3.5 PennepuHr puHAJIBHBIX N300parKeHmii

Jna nactpoiiku pengepunra orkpbiBaeM Render Properties. B moie Render Engine
seiOupaem suadenue Cycles. B pasmene Sampling/Render B mosie Max Samples ykasbiBaem
snadenne 128, 4robel yeckoputh pengepunr (Puc. 97).

Time Limit

> o/ Denoise

Puc. 97. Hacrpoiiku penjaepunra.

Haxkmmaem kiraumty F12 m okujgaeM HEKOTOpPOe BpeMd 10 OKOHYAHUA IPOIecca
peH/IepuHTa.

Pesynbrarsl npejacrabiensl Ha Puc. 99-101.

(a) Mogenb obbekTa. (b) O6beKT MOIETUPOBAHHS.

Puc. 98. CpaBuenne Moaen o0beKTa U 00beKTa MOAeTHpoBanus. Bum cOoKy ciaeBa Ha
JILIEBYIO CTOPOHY.
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(a) Moznenb obbekTa. (b) O6beKT MOIETUPOBAHHS.

Puc. 99. Cpasuenue mozesin o0bekTa u 00bekTa MojenpoBanus. Bu ceepxy.

(a) Mogenb o6bekTa. (b) O6bekT MOIETNPOBAHHS.

Puc. 100. Cpapaenue momenn obbekTa n 00beKTa MogeanpoBanns. Bua cOoKy cieBa Ha
00paTHYIO CTOPOHY.
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(a) Mogenb obbekra. (b) O6bEKT MOIETHPOBAHNSL.

Puc. 101. CpaBuenue momesnn o0bekTa 1 00beKTa MOJAeAnpoBannsa. Bua cBepxy Ha
00paTHYIO CTOPOHY.
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3aKJII04YeHume

B xome paboThl OBLIN YCHEITHO CO3MAHBI PEATUCTUYHBIE MOJETH TPEX OOHLEKTOB: TMO-
KepHOIT puiikm, 3azKkuMa OT HakKera ¢ xJeboM u cjaoMaHHOil JimHeiiku. Vcnosib3oBanue
nporpaMmbl Blender 4.3 mo3Boinjo OCBOUTH pa3/iIMdHbIE aCHeKThl 3D-MojempoBanms,
BKJIIOYAs MOCTPOEHUE NeOMETPUH, TEKCTYPHUPOBAHUE, OCBeIleHne u penjepunr. Kazkapiii
O00BEKT OBbLT CMOJICJIMPOBAH C YUETOM €ro YHUKAJIbHBIX XapaKTEePUCTUK, UTO CIIOCOOCTBO-
BaJIO JOCTHZKEHUIO BBICOKOW CTElleH! PeaTuCTUIHOCTH.

Pabora Ha g npoekToM crocoOCTBOBA/IA PA3BUTHIO HABBIKOB IMOJIMTOHAJIHLHOTO MOJIE/ U~
poBaHus, a TaKzKe padbore ¢ MojaudukaropaMu, Takumu Kax Simple Deform s co3nanus
u3rudoB U u310MoB. OcBoensl MeTo bl UV-pa3BépTKu U TEKCTYPUPOBAHU, BKIOUas Ha-
JIO?KEHHE TEKCTYP € peaJuCTHIHBIMU JebeKTaMu B MapKUpoBKoii. IIpu HacTpoiike ocse-
mennd ucnoab3opaanch HDRI-KapThl 1 10M0THATE/IFHBIE HCTOYHUKHT CBETA, ITO TO3BOJIN-
JIO TOOUTHCSI eCTeCTBEHHBIX OTpaKeHuit n Teneit. Pengepunr B Cycles 1a1 BO3MOKHOCTH
U3y4YUTh apaMeTpbl KauecTBa N300parKeHus U ONTHUMU3AIMU BpeMeHu 00paboTKH.

Pa3BuTbie HABBLIKKM MOTYT OBITH TPUMEHEHBI B PA3THYHBIX 00JACTIX, TAKUX KaK, Ha-
HpUMep, UI'POBOM Ju3aiin u apxurekTypa. s jgajibHeiiinero coBepuieHcTBOBaHUS Kade-
cTBa MoJesell MOKHO yriiyOuTh padoTy C TEKCTypaMmu, HUCIOJIb30BaTh 0oJiee JeTaan3u-
POBaHHBIE CETKU W U3YUYUTH JIONOJHUTEAbHbIe Bo3MOxkHOCTH Blender. Pabora mpoemon-
CTPUPOBaJIa MOTEHIUA MPOrPAMMBI [T CO3/MaHus (POTOPEATUCTUIHBIX CIEH U CIIOCO0-
CTBOBaJIa PACHITPEHUIO KOMIETEHIUI B 00/1aCTH KOMIIBIOTEPHOM I'paUKH.
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Cnoucok JutTepaTyphbl

[1] Odbunuanbusrii caiir Blender 3D. Jokymenrtanua URL: https://www.blender.org/,
Jara obpamenus: 18.03.2025
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