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BBEJAEHHUE

3D-MonmenupoBaHue SBISIETCS OAHOM M3 KIIIOYEBBIX O0JIACTEH KOMIBIOTEPHOI
rpaduKy U WUrpaeT BaXHYIO POJib B COBpeMEHHOM Mupe. OHO MIMPOKO MPUMEHSETCS B
pa3INyYHBIX cepax, TAKUX KaK apXUTEKTypa, MEIUIMHA, KUHeMaTorpad, Urpbl © MHOTHE
npyrue. [loaTtoMy akTyanbHOCTh u3y4yeHus 3D-moaenupoBaHusi HE BBI3BIBAET COMHEHUMU.
KoMIbroTepHbI€ UTPHI SBISIOTCS OAHOW M3 CaMbIX OBICTPOPACTYLIUX MHIYCTPHI B MHpE.
Pa3zpaboTka urp TpedyeT nCroabp30BaHus MEPEAOBBIX TEXHOJIOTHIA 1 3HaHU B obmactu 3D-
MoJenupoBaHus. be3 yMeHus co3/aBaTh BBICOKOKa4eCTBEHHbIE 3D-MOaen HEBO3MOXKHO
IPEICTaBUTh ce0e YCIEUIHYI0 pa3paboTKy Urp.

VYyeOHas mporpamma 1o komnereHUuu «3D MonaenupoBaHUE ISl KOMIIBIOTEPHBIX
Urp» INpeaycMaTpuBaeT M3ydeHue crenudukannu crannaptos «llpodeccuonaner». OTH
CTaHJIapThl pa3paboTaHbl BEIYIIMMHU CIEHUAIMCTaMU OTPACIM U COJAEPXKAT KPUTEPUU
OLIEHKH paboTel 3D-/KeHepanaucTa — YHUBEPCAJIBHOTO crHenuainucta B obnactu 3D-
MOJEIIUPOBAHUSL.

Hacrosammii npaktukyM «3D monenupoBaHue Il KOMIIBIOTEPHBIX wrp. Yacte 2»
ABJISIETCS] IPOJOJDKEHUEM METOJAMYECKUX YKa3aHUM MO JAMCLMIUIMHE U MOCBSIIEH dTanam
MOATOTOBKM BBICOKOMOJUTOHAIBHON MOJIEN K MHTErpaldd B UTPOBOW JBUXKOK. B HEM
MOCJIEIOBATEIbHO  PACCMAaTPUBAIOTCS  KJIIOYEBBIE  MPOLECCHl  MPOU3BOJICTBEHHOIO
naiIyaiHa:  pPEeTONoJIOTHUS  CIIOKHBIX ~ OOBEKTOB Uil  TOJYYEHHS  YUCTOM
HU3KOMOJUTOHAJIBHON CETKH, PUTMHI M CKMHHMHI JJI1 TOJTOTOBKM MOJENH K aHUMAalWH,
r€OMETPUYECKHUE HOJBI U NPOLEAYPHOE MOJECIMPOBAHUE KaK CPEACTBO aBTOMAaTU3alUU U
CO3/IaHHUS CJIOKHBIX MOBTOpsAromuxcs Gopm, UV-pa3BépTka 17151 KOPPEKTHOTO HAJIOKEHUS
TEKCTYp, CO3JaHUE M TEKCTYPUPOBAHHE MOJEJEH, a TAaK)K€ HACTPOMKAa MaTepuaioB M
aHUMalus [IepCOHaXa. 3aBEpIIACTCS NIPAKTUKYM 3TANlOM 3KCIIOPTA U 3arpy3KH IEPCOHaXa
B Unreal Engine, uTo mo3BosisieT oOydaromiemMycs MPOWTH TMOJHBIM MUK pa3paboTKu
UTPOBOM CLIEHBI — OT KOHIIENT-apTa 0 paboTarOIIETo ePCOHa)Xka B peabHOM CIICHE.

[IpakTHKyM MOKET OBITh HCIIOJB30BAaH B KaYECTBE METOJUYECKHX PEKOMEHIALNMA
IpU BBIMOJHEHUU TMPAKTUYECKUX M JA0OpaTOpHBIX padboT mno aucuurmHe «3D
MOJEJIUPOBAHUE JJI1 KOMIbIOTEpHBIX HUrp. YacTe 2». OnucaHHble THUIOBBIE 3aJaHUs
00BbEIUHEHBI €IMHOM TEMOM MOJATOTOBKM MOJENH MEPCOHaXa K aHUMALIMK U SKCIOPTY B
UrpoBOM JBUXKOK. OHM MOMOTrarmT pa3BUTh MNPOPECCHOHANbHbIE KOoMIeTeHuun 3D-
JDKEHepaliucTa Ha JTanax ONTUMU3ALMM, MOATOTOBKM K aHUMAalUHU, MOCTOOPAaOOTKH H
MHTErpallMi MOJICNIA B UTPOBYIO cpely. BhllonHeHne pa3padOTaHHbIX 3a/laHUid HALEIEHO
Ha IIOCJIEIOBAaTEIbHOE M3yYEHHE BCEX JTAllOB JOBOJKM MIPOBOrO INEPCOHA)Xa M0
(MHATBEHOTO COCTOSIHUSI, HEOOXOAMMOTO JIJisi PaOOTHI B HHIYCTPHH.
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1 PETOIOJIOT YA BBICOKOMNOJIUT OHAJIbHOM MOJIEJIHN

1.1 Heab padoTsl

— IlpuobpereHune HaBbIKa aHATN3a BEICOKOTIOIUTOHAIBHON MOIETTU U OTIPEACTICHUS
HaIpaBJICHUN eTenb peodep.

— OsnageHue uHCTpyMeHTapueM peromnosioruu B Blender.

— Co3nanue «4HUCTON» MOJMIOHANIBHOU ceTKd, rotoBou mna UV-passepTku u
aHUMAIIUH.

1.2 Kparkue TeopeTHYeCKHUe CBeIeHUS

Peromonoruss — 3T0 mpolecc co3daHus HOBOM, TOIOJOTHYECKH KOPPEKTHOMN
HU3KOIIOJUTOHAJIBHOM CETKH TIOBEpX BBICOKOAeTanu3upoBaHHo wmojaenu (high poly),
MMOJIYYeHHOU B pe3yJibTaTe CKyJabnTuHTa Wi 3D-ckanmpoBanus. B kontekcte Blender
PETOMOJIOTHS SIBIISICTCS KPUTUUYECKH BAXKHBIM 3TArlOM IOJTOTOBKH MOJCIHM K aHUMAIIWH,
PUTTHHTY U 3alIeKaHUIO TEKCTYP.

Blender mpennaraer MoIHbIe aBTOMAaTHUYECKHE HWHCTPYMEHTBHI JJIsi PEMEIIWHTa,
KOTOPBIE CTOUT OTINYATh OT PYYHOM PETOIOJIOTHUH:

Ta6manma 1.1 — CpaBHEHHE METOIOB

Meron [Ipumenenune Pesynbrar
bricTpoe BeIpaBHMBaHUE | TpUaHTYIMPOBAHHAS WA
Voxel Remesh P P P YJHp
TUIOTHOCTHU CKYJIBIITA pPaBHOMEpPHAS CETKA, HEMPUTOAHAS

(BokcenbHbIi) N
JUTSL TalTbHEUIIEeH JITIKU. | JIJIsl CTJIAKUBAHMS M aHUMAIIHH.

Xopor ajig mpocThix GpopM (KamHHU,
CTaTHKa), HO MJI0XO YUTAET
aHATOMUIO M TIETJIM pedep BIIOIb
n3ruboB (T1as3a, por).

Quadriflow Co3nmanue
Remesh aBTOMATHUYECKOMI
(KBagpocetka) | KBaaApOCETKH.

Vcxons u3 BeIIeyKa3aHHOW HH(POPMAITUHU CIIEyeT YUUTHIBATh, UTO JIJIS IIEPCOHAKEH
U OpPraHWK{A aBTOMATHYECKHE METOJbI JTAIOT HEKOPPEKTHBIM Pe3yNbTaT (HEMPaBUIHHOE
PaCIOJI0KEHHUE TIOJIFOCOB), TOITOMY TPEOYETCsl pydHasi peTOMOJIOTHS.

CoznaBaemasi HU3KOIOJIMTOHAIBHAS MOJIEIb JOJIKHA COOTBETCTBOBATH MPABUJIAM:

1. Cerka nomKHa COCTOSITh MPEUMYIIECTBEHHO M3 UYETHIPEXYroJbHUKOB (quads).
D10 HEOOXOIUMO JJII KOPPEKTHOM paboThl Moaudukaropa Subdivision Surface.

2. Tletnm pebep: pedpa MOJDKHBI MATH BJIOTH MBIIII] U CKJIAI0K.

3. B mecrtax n3ru6oB (cycTaBbl, TyObl, HOC) INIOTHOCTb CETKH JOJDKHA OBITH OOJIbIIIE
JUTSI KOPPEKTHOM aHUMAIIMH, Ha TUIOCKUX y4acTKaX — MEHBIIE JIJI1 SKOHOMHUU TIOJIUTOHOB.

[lepen HavyasioM paboOTHl HEOOXOAWMO MOJATOTOBUTH ClieHYy. [[ns 3TOro cospaiite
HU3KOTIOJUTOHAIILHBIN Y€ThIPEXYTOJIBHUK THIIA MEIT — OCHOBY OyayIIeil MoIemu.



Crek wmomauduxkaropoB. Ha co3gaHHBIE 00BEKT-OCHOBY IOCJIEIOBATEIHHO
HAJIOKHUTE Cleayromue MoaudpukaTopbl (HECOOX0AMMO COOJIIOIATh MOPSIOK CIIOEB):

Mirror (Hactpoiiku: Axis — X, Clipping — BKJII04YHTh, YTOOBI HE OBLIO pa3phiBa IO
neHTpy.) Ecnu Bel ucnonb3yere Mirror, paboTaifiTe TOJbKO Ha OJHOW cTOpoHe. [lpyras
CTOpPOHA TIOCTPOUTCS] aBTOMATHYECKH.

Shrinkwrap (Hactpoiiku: B Target moaxiatO4uTh BBICOKOMOJUTOHAIBHYIO MOJIENb,
Wrap Method — Project, Direction — Positive/Negative, Offset = 0.001..0.003
(MUHUMAIBFHOE 3HAYCHHE, YTOOBI HOBAsI CETKa HE MPOBAIMBAIACH 11O 000JIOUKY UCXOTHON
MOJICIIH).

Hacrpoiika npuBsizok. Bximounte npussizky B meHio 3D Viewport (Hactpoiiku:
Snap To — Face, Project Individual Elements — BkiitounTh, 4TO rapaHTUPYET «IIPUITHITAHHIE)
BEPTEKCOB K TIOBEPXHOCTH CKYJIBIITA.

Amnonbl. PexkomenmyeTcss akTUBHpOBaTh BCTpoeHHbIM anmoH  LoopTools
(PemaxtupoBanue — Preferences — Add-ons). MactpymenTtsl Relax u Space BHyTpu Hero
KPUTWYECKH BaXKHBI JIJIST BRIPABHUBAHUS CETKH.

Ta6numa 1.2 — ITpoBepka roTOBHOCTH CIIEHBI

JlericTBue Kaxk nposeputs B Blender
Bricokononuronanbubiii | HaxoquTcss Ha  OTHEIBHOM  CIIO€ WM KOJUICKIUU.
00BEKT OTkJiroueH ot peHjiepa (kaMmepa B ayTiaiiHepe), YTOObI He
MEIIaTh.

HuskomonmuronaneHass | Co3mgan mycroir o0bekT (Mesh — Plane umu Cube),

3aroToBKa pa3MeIlleH TOoBepX  CKyJbnTa. EMy  HOpUCBOEHBI
moaudukaropsl Mirror u Shrinkwrap.

Cucrema koopauHaT Hauano xoopaunar (Origin) HU3KOMOJIUTOHAIBLHOIO
o0BeKTa YCTAaHOBJICHO B IIEHTP MacC WIM Ha OCh
cumMeTpu (st Mirror).

1.2.1 Baokunr

Co3niath OCHOBY CETKH — IMOJHUTOHBI, KOTOPhIE TPyO0 MOBTOPSIOT (OPMY CKYJIbIITA,
0e3 meranu3alui.

JLi1st 5TOr0 MOKET OBITh MoJie3eH HHCTpyMeHT Poly Build: B pexxume penaktupoBanus
nono06wexToB (Tab), B manenu uncrpymenToB BeiOpaTh Poly Build.

CraHgapTHBIN anTOPUTM pabOTHI IPU PETOTIOJIOTHH:

1. HaynuTte ¢ 0OAHOTO MOJUTOHA, PACTIONOKHB €T0 B JIIOOOM YA0OHOM MECTE MOBEPX
UCXOJTHOU MOJICIIN.

2. DxctpyaupoBanue ceTku: B pexkxume Poly Build naxwmute Ctrl + JIKM na pebpe
CYLIECTBYIOILIEN IPAHU — MTOSBUTCS HOBBIW MOJIMTOH.

3. JlBuraiitech mo (opme: cHayaia MOJOCON MOJMUIOHOB OOBEIUTE KOHTYPHI U
MBIIIIIBI (TUIeYUH, Taaus, 0eapa).

4. KoHTpOJIb MpUIIETaHUs: €CITU BEPIIMHA HE TIPUJIUIIIA K CKYJIBITY, yOIUTECh, 4TO
BKJIFOYEHA MpUBs3Ka (Snapping).



5. Ha srame OsokuMHra JOMYCTUMbI MOJUTOHBI pazmepoMm 1/10 ot Bcelt mopenu
(mampumMmep, s ToJI0BBI uenoBeka: 10—15 rpaneit nmo Beptukanu). CHavana co3naite 20—
30 KpymHBIX KBaJIOB, TTOKPHIBAIOIIINX BCIO MOJIETb. 3aTe€M, €CIM HYXHO, pa30eiTe mx ¢
nomoibio Ctrl + R (Loop Cut).

1.2.2 Co3nanue neresib pedep

Ha 5ToM 3Tare Hy)KHO 3aJI0KUTh CTPYKTYPHBIE JJMHUH, KOTOPbIe OyIyT OTBEYaTh 3a
nedopmaruio npu anumaruu. Macrpymentsr: Loop Cut (Ctrl + R) u Knife Tool (K).

Ta6muma 1.3 — IIpaBusna pa3MmenieHus rnereib

3oHa MOJIeNH I'ne o6s3aTensHO caenars nemito (Edge Loop)
['maza Kpyr Bokpyr rinazHoro si610ka (MUHUMYM 8 BEPILIVH)
Por 3aMKHYTBIH KOHTYP BOKPYT PTa, 4TOOBI T'yObl MOTJIU YJIBIOATHCS
Hoc Kpbuibs Hoca, mepeHocuia (TpeyrojibHas MmetJs)
CycraBbl JIoKTH, KOJIeHH, 3amscThs: 3—4 neTiu
[1neun JlnaronanbHas METIs OT NOJAMBIIIKU K KIHOYUIIE

AJITOPATM JIEVICTBUN:

1. JloGaBbTe O6a30Byt0 neTiro BOKpyr rinasza. Haxmure Ctrl + R, HaBenuTe Ha pedpo
PAIOM C IIa3HULEH, IPOKPYTUTE KOJIECUKO MBI, YTOOBI 33/1aTh KOJUYECTBO Pa3pe30B
(oObruyHO 2). [lepeMectute pa3pes Tak, 4TOObI OH OOBOAMI IJ1a3.

2. HWcmpaBpTe «KkBaapaTHyio» ¢GopMy TeTiu. Brlgenute BepIIMHBI CO3IaHHOM
netnu. Haxmure S (Scale) 1 HeMHOro cMecTUTe UX, YTOOBI TIETJIsl MOBTOPsIa OBaJ IJiasa.
Baxxno: Moaudukatop Shrinkwrap aBToMaTryecku NpM>KMET UX K CKYJIBIITY, HO CHavaJia
rpy0o npupaiite Gpopmy.

3. TlocnenoBarensHO co3aaiiTe neTiu pedep. JIMHIM OT T1a3a JOJMKHBI PACXOIUTHCS
K BUCKY, Hocy M mieke. Mcnones3yiite unctpyment Slide Vertices (GG aBaxapl) — OH
MO3BOJIAET JIBUTaTh BEPLIMHBI BOJb CYIIECTBYIOUIMX pebep, COXpaHss HalpaBliCHUE
pebpa.

1.2.3 CraaxkuBaHue CeTKH

Cnenyer ycTpaHuTh «3(PGEKT rapMOIIKW» (CXKaTble WJIM PACTIHYThIE KBaIbl) U
TOOUTHCS PABHOMEPHOT'O pacHpeiesIeHUs] BEPIIUH O MOBEPXHOCTU. Tak Kak B IMpoIiecce
MPEBIAYIIEro dTana BO3HHMKAET cieAyrollas mpobiieMa: MOciae Py4YHOro MepeMelieHus
BEPILIMH PACCTOSHUS MEXJy HHMHU CTaHOBSTCS HEpaBHOMEpHbIMU. WMHCTpymeHT:
LoopTools — Relax

AJITOPUTM IEUCTBUIA:

1. Beimenure npoOieMHYIO 00J1acTh, HalpuMep, Ha IeKe, T/Ie OJHU KBabl
KpOILIEYHbIE, & COCETHUE — OTPOMHBIE.

2. Bezoure meHto LoopTools. ITpaBoit knonkoit meimu (ITKM) no Beiaenenuo —
LoopTools — Relax. Ansrepnatusa: [lanens N (Sidebar) — Bkiagka Edit — LoopTools
— Relax.

3. Hactpoiite nunctpyment Relax:



Iterations (utepamun): 5-10 (cpennee 3HaueHue). CIUIIKOM MHOTO UTEpAI — CETKa
COXKMETCH.

Algorithm (anroputm): Surface (ecnu HyxHO Tpriieranue Kk ¢opme) min Geometry
(IpocTo BhIpaBHUBAHUE PACCTOSHUN).

4. He npumensiite Relax ko Bceit mogenu cpasy. Ha neransx (ryObl, BeKH) HY>KHO
100 BBIICTATH UX M HCKITIOUaTh U3 Relax, mubo npumensTs Relax nokansHo. 1 CoKHBIX
30H ucnons3yiite LoopTools — Space — OH TOJTBKO BBIPAaBHHUBAET PACCTOSHUE MEXKTY
BEpUIMHAMU BJOJIb OJHOW METIH, HE pa3pylluas JeTalb.

1.2.4 Yupasiaenue moaudukatopom Shrinkwrap

[lepuoguueckn cieqyeT KOPPEKTHpPOBaTb NPUJIETaHWE BEPUIMH, TaK Kak
Moau(UKaTOp MOKET HaKaIIMBaTh omnOKu. [Ipu3Haku Toro, uro Shrinkwrap «cmomancs»:

— BepIIMHA BUCHUT B BO3/yXe (HE KacaeTcs CKyJbITa),

—  BepIIMHA MPOBAJHMIACH BHYTPb (BUIHO Yepe3 CKYJIBIT B pexxume X-Ray),

— Ha MOBEPXHOCTH MOSBIISIIOTCS «IITUIBD) — BEPIIMHBI PE3KO YIIUTH BOOK.

AJroput™ AeMCTBUM IPU BOCCTAHOBIICHUU:

1. IIpoBepka HacTpoek MoaupUKaTopa:

Bribepute HU3KONOIUTOHANBHBIA OOBEKT, NEPEUIUTE B CTEK MOAU(PHUKATOPOB.
Yo6eaurecs:

Target — ucxogHasi BBICOKOTIOJIUTOHAIbHAS MOJIETTb.

Wrap Method — Project (caMblii cTaOMIBHEII).

Direction — Positive (Hapyxy) wiu Negative (BHYTpb) B 3aBUCUMOCTH OT TOTO, C
KaKOW CTOPOHBI CETKa.

Offset = 0.000 (ecnu ceTka JISKUT TOUHO HA IOBEPXHOCTH).

2. llpunynurenbHasi IPUBSA3KA BEPILIUH:

Brigenute Bce BepmuHb (A). OTkpoiite MmeHio Vertex (B BepxHel maHeln peakTopa
3D) — Snap — Snap to Face (ummm Shift + S — Cursor to Selected, 3arem Snapping).
Haxxmute G (Grab) u Tyt ke Enter — Hu4ero He ciBuras, Bbl CIPOBOIIUPYETE IEPEITPUBS3KY.

1.2.5 IIpoBepka TOMOJIOTUHA

3amaya 3TOro 3Tana — OOHAPYKUTh CKPBIThIE ACHEKThl, KOTOPhIE MOTYT HAPYIIUThH
MOJIEIb TIPH CTIIAXKUBAHUHU ¢ TOMOIIBI0 Subdivision Surface niny anumauu.

ITouck HeNMpaBUJILHBIX MOJUTOHOB

1. Topsuas knasuma: Ctrl + Alt + Shift + M (Select — Select All by Trait — Faces
by Sides).

2. B mosBuBmemcs MmeHro BbiOepuTe: Number of Vertices = 3 (TpeyroJbHHUKH),
oToM noBTopuTe M1 5+ (N-TOHBI).

3. Blender Beinenut ux. Mcnpasmsiite ¢ momorisio Ctrl + X (Dissolve Edges) vu J
(Join to make Quad).

Iouck «3Be3m» (Poles) m ux gonmycTuMocThb (ITPOBEPUTH HAIWYHE 3BE3]] MOYKHO,
BKJTIOUMB pexkuM Wireframe v BU3yaJIbHO OTCIICJIUB MECTa, TJie¢ MHOTO pedep CXOIUTCS B
OJIHY TOUKY):

1. Bepmmna ¢ 5 peGpamu gomycTMa Ha TNIOCKUX y4acTKaXx.
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2. Bepmmna ¢ 3 peObpamMu — TOJIBKO B KOHIIE IIEMOYKH pedep (Hampumep, B yriax
ryas).

3. Bepmmna ¢ 6 pebpamu — KpuTHUECKas OIMOKa, HY>KHO IepecTpanuBaTh ceTky. Ho
9acTO 6-KOHEYHBIE 3BE3/Ibl BOZHUKAIOT HA CTHIKE JABYX 3€PKaJIbHO PACIIOIOKEHHBIX YacTei
00BEKTa W SBISIOTCS cienctBueM Mmonudukaropa Mirror. B TakoMm ciydae 0OBIYHO
JIOCTaTOYHO BIIOCJICACTBHU YOpaTh CPEAHION0 1enouky pedep. Ha atom srane, moka Mirror
HE TPUMEHEH K O0BEKTY, C HUMH HUYETO JIeJIaTh HE HY>KHO.

4. BepmmuHa ¢ 7 u Oosee pedpaMu — KpuTHUECKas OKOKa, HY>KHO TIepecTpanBaTh
CETKY.

IIpoBepka opueHTALMH HOPMAJIeH (CHHUIT/KPACHBIN):

1. Bxumouute pexxum Viewport Overlays — Face Orientation.

2. Mogens nomkHa ObITh cuHed. OO03HAYEHHBIE KPACHBIM I[BETOM T'paHU
BBIBEPHYTHI HAU3HAHKY.

3. Hcmpasnenue: BeiienuTe KpacHyto rpanb — Alt + N — Flip.

IIpoBepka criiaxkuBaHueMm:

1. JloGaBbre BpemeHHbI Momudukarop Subdivision Surface (Catmull-Clark,
Levels = 2) noBepx Mirror u Shrinkwrap.

2. TlocmoTpuTe, HE IOSIBIAIOTCS JH:

—  «BMSATHHBDY WIH «TOPOBD» TaMm, TJ€ UX HET Ha CKYJBITE.

— Ckiagku Tam, r7ie ceTka Oblia CIUIIKOM pa3pekeHa.

— PaspoiBbl 0 nieHTpy (ecnu Mirror He HacTpoeH ¢ Clipping).

Ecaum 4T0-TO MONUIo He Tak — BEpHUTECH K I1.1.2.3 Criia)xnBaHue CETKU.

Tabmuua 1.4 — TunoBele OIMOKK U METOABI X HCIPABICHUN

Ommubxka Bremnuii Bun Merton ucnipaBnenus B Blender
HeckpsiBaemblie 3Be3na u3 S pedep B mecte | [lepecmoTpuTe MOIOCH MOJIUTOHOB.
notoca (Poles) u3ruoa. YOepure nuimHHUE TETIHM pedep ¢

nomoriwio Ctrl + X (Dissolve Edges).
[IpoBucanue cetku | Beprekcsl HaxosATcs | YBenuubTe mapamerp Offset B
BHYTPU CKYJIbIITA, a HE Ha | Mogudukarope  Shrinkwrap  wim
OBEPXHOCTH. nepekIounTe MeTon Ha Nearest
Surface Point.
TpeyronbHuKn Cerka BeIDIIUT MWioxo ¢ | Mcmonesyiite Alt + J  (Convert
(Tris) MOA(PUKATOPOM Triangles to Quads) wnmm ynanute
Subdivision Surface. auiHee peopo uepes Ctrl + X.

1.3 TIIporpamma BbINOJHEHUS] PadOTHI

1. O3HaKOMHTBHCS C TEOPETHUECKUM Pa3eIOM HACTOAIMX METOJAMYECKUX YKa3aHUN
Y IOBTOPUTH COOTBETCTBYIOIIMI JIEKIIMOHHBIN MaTEpHall.

2. BBINOJHUTH PETOMOJOTHUIO OJHOTO M3 OOBEKTOB, BBIAAHHBIX MPENOJaBaTEIIEM.
Hcnpasnenue ceTkn Monenu: npegocrasisercs 3D-mMonens ¢ HEKOPPEKTHOW TOMOJIOTUEN
(comep>KUT TpeyrojbHUKH, N-TOHOB U Jpyrue omwuOku). 3agaya — BBINOJHUTH
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PETOMOJIOTHI0 O00BEKTa, MCHPABIAS CETKY, W JOOUThCA CTPYKTYPBI, COCTOSIIEN
UCKJTIOUUTEIBHO U3 YETHIPEXYTOJIbHBIX MOJUTOHOB.
3. IloaAroToBUTH OTBETH HA KOHTPOJILHBIC BOMPOCHI.

1.4 BapuanT 3agaHuii

B tabnume 1.5 nmpuBenens! oOpa3iibl BO3MOKHBIX BapUAHTOB 3a/laHusl. 3aJaHue IS
poeKTa 00CyKIaeTCsl C MpernoaBaTesieM U BRIOUPAETCA WHANBUAYAIBHO.

Ta6mumna 1.5 — ITpumeps! 3anannii
Ne CocTaB CLIEHEI
BeTtka ¢ nucTtBom
Mopckasi pakoBUHA
CtBOJ nepeBa
IIBerok

ArIWIN PR

1.5 Conep:xaHue oT4eTa

Otuer o pabore odpopmisieTcs B (HopMe MPE3CHTAMH U COJEPKUT CIEAYIOIIYIO
nH(pOpMaLuIO:

1. Ha3BaHue npoekra.

2. BapuaHT 3amanus.

3. OmucaHue MopsiIKa BEITIONHEHUS PETOMOJIOTHH 00BEKTa.

4. CKpUHIIOTHI HCXOJTHOTO 00BEKTa, Ha Pa3HBIX dTAMax alrOpUTMa PETOMOIOTHH, 1
MOCJIE PETOTMOJIOTUH.

1.6 KoHTpoJabHbIE BONPOCHI

1. Tlouemy ans aHUMAIMM MEPCOHAXKA MPEANOUYTUTENIbHEE CeTKa 4-yroJIbHUKOB, a
HE TPEYroJIbHUKOB WK aBToMaTrueckuit Quadriflow?

2. KaxkoB ¢pusnueckuii cmpicn mapametpa «Offset» B mogudukarope Shrinkwrap?

3. Uem HYX)HO PYKOBOJICTBOBATHCS IMPH YIPABJICHUU TUIOTHOCTHIO ceTku? Ha uto
BIIUSIET TUIOTHOCTH?

4. Kakue ropsune knaBumin B Blender 3amensitor onepauuu «BbinaBuUTH» U
«3anoauuTh» Tpu padote ¢ Poly Build?
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2 PUTTUHI' U CKUHHUHI' IEPCOHAKA

2.1 Heab padoTsl

— CdopmupoBaTh y 00yYaromuxcsi KOMIETCHIIMU TIO CO3JAaHUIO0 CKEJICTHOMN
CUCTEMBbI M HACTPOMKE CKMHHHUHTA JUIsl opranndeckoro 3D-nepconaxa.

2.2 Kpartkue TeopeTu4ecKne cCBeleHUsA

Purunr (Rigging) — mporecc co3maHusi CHUCTEMBI YIIpaBiIeHHs (CKeineta |
KOHTPOJUICPOB), KOTOpas IO3BOJIICT aHMMHUPOBATH IMEpCOHaXxka. Pur (armature) — sro

CKCJICTHAsI KOHCTPYKI M, pasMeliacMas BHYTPH MOACIIM.

Tabmuna 2.1 — KimroueBbie mOHATHS

Tepmun Onuncanune
Armature (Apmatypa) O6bexT Blender, coctosimuii u3 xocteit (bones).
Bone (KocTp) bazoBeiit snemenT ckenera. Mmeer nawano (head),
KoHerl (tail) u Tpu ocu BpaiieHus.
Forward Kinematics (FK) [Tpsimasi kKMHEMaTHUKa — BpalleHUE KOCTH TIepeaacTCs
noToMKaM. ECTeCTBEeHHO, HO TPYTIOEMKO.
Inverse Kinematics (1K) NHuBepcHass KWHEMaTHKa — KOHEYHOCTh TSHETCS 3a

«IeNbIo» (HampuUMep, CTOMa OCTaeTCs Ha IOy TpHU
JIBIDKCHUU Oe/ipa).

Weight Painting PucoBanne BecOoB — ompeereHUe CTENEHU BIUSHUS
KQKJI0OM KOCTH Ha KXIYIO0 BEPIITUHY CETKH.

Vertex Groups (I'pynmet | KonTeliHepsl, Tie XpaHATCS Beca JUIsl KOHKPETHOU
BEPIIIHH) KOCTH.

2.2.1 IloaroToBKa CHEHbI

NMnopTt 1 ouncTKa MOe/H

1. Ortkpoiite aiis ¢ pe3yabTaToM PETOMOJIOTHH.

2. Yb6enurech, YTO y MOJIEIIH:

[Ipumenensl Bce MoauduKaTopel (KpoMe Mirror, e€ciii OH eIle HyXeH IS
CUMMETPHH).

Hauano koopaunar (Origin) ycraHosnen B mnentp macc (Object — Set Origin —
Origin to Geometry).

Mogens ctout B T-nio3e unu A-mose (pykd B CTOPOHBI, JIAJJOHU BHH3).

Co31aHue cKeJeTHOM CHCTEMBI

1. Shift + A — Armature — Single Bone.

2. Tlepeumenyiite kocth B ROOt (uepe3 manens Object Data Properties).
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Hacrpoiika oTroOpaxeHust

BxnirounTe crepyromue OMIMHM JUIsl CKEJIETHOM CHUCTeMbl Ha BKIaJke Viewport
Display:

1. In Front — xoctu Bcerna moBepx MOJEIH.

2. Shapes — xpyr (Octahedral miu Wire — Ha BBIOOD).

3. X-Ray — pexxum, KOTOPBIii TO3BOJIIET BUACTh OOBEKTHI HACKBO3b.

2.2.2 CraHaapTHasi CTPYKTYpPa CKeJIeTa MepPCoHakKa
Root (HayanbHast KOCTh, OOBIYHO Ha MOy MEX]Ty HOT WM B OCHOBE MO3BOHOYHHUKA)
— Spine (1T03BOHOYHUK)
— Chest (rpyab)
— Shoulder.L / Shoulder.R (mieun)
UpperArm.L / UpperArm.R (mieueBast KocTb)
Forearm.L / Forearm.R (npearmieune)
L Hand.L / Hand.R (kucTs)
L Fingers (manbiibr)
— Neck (1es)
Head (romosa)
— Thigh.L / Thigh.R (6enpa)
— Shin.L / Shin.R (ronenn)
L— Foot.L / Foot.R (cromsr)

Pucynok 2.1 — IIpumep npuMeHeHHs CTaHAAPTHOM CTPYKTYpPBI CKEJIETa EPCOHaXa
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2.2.3 TlocTpoeHue ckeseTa MepPCcoOHaKa

IHo3BoHOYHUK (Spine)

1. B pexume Edit Mode (Tab) BeiienuTe Ha4aaIbHYIO KOCTb.

2. BpigaBuTe HOBYIO KOCTh: E — moTSHHTE BBEPX.

3. Hazosure ee Spine 01.

4. Tlosropure BoigaBnuBanue: Spine 02 (nmoscuuia) — Spine 03 (rpyaps) — Chest
(BEpX IpyAHOI KJIETKH).

[IpaBuno: Bce KOCTM TNMO3BOHOYHMKA JOJDKHBI CJerka wu3rudarbes Boepen (S-
00pa3Ho), KaK HACTOSIIINI TO3BOHOYHUK.

IIlest u rosioBa

1. U3 xoctu Chest BbiaBUTE BBepX KOCTh Neck.

2. W3 koctu Neck — kocts Head. Konen koctu Head 1oimkeH OBITh B TOUKE MaKyIIKH
T'OJIOBHI TIEPCOHAXKA.

Pyxku

1. U3 xoctu Chest BbimaBuTe B CTOpoHY (BiieBo) — Shoulder.L (10 miedeBoro
CycTaBa).

2. W3 Shoulder.L — UpperArm.L (10 j10KTS).

3. U3 UpperArm.L — Forearm.L (o 3amsictes).

4. U3 Forearm.L. — Hand.L (ocHOBaHue KUCTH).

Cummertpus: Beienute Bee JieBble KocTh (Shoulder.L, UpperArm.L u T.4.) — B MeHIO
Armature — Symmetrize. Blender co3nact npaBbie kornuu (cyddukc .R).

Horu

1. W3 Spine 01 (Ta3) BeigaBuTe BHU3 U Hapyxy — Thigh.L (1o xonena).

2. W3 Thigh.L — Shin.L (70 noapnkkn).

3. W3 Shin.L — Foot.L (cToma). Konerr koctu cTombl A0MKEeH ObITh Ha MSATKE.

4, Cospaiite TOMOMHUTENBHYIO KOCTh U3 Foot.L — Toe.L (manbiibn).

Cogert: Brmounte Axes View (oToOpakeHHe oceil) B CBOWMCTBAaX CKelieTa, YTOOBI
BUIeTh HanpaBiieHus X/Y/Z. [{ns vor ochk X 10TKHA CMOTPETH BIIEPE/I.

IIpoBepka ckejieTa U YCTAHOBKA MO3bI

[lepexmtountech B Pose Mode (Ctrl + Tab). IlokpyTuTe KOCTH HMHCTPYMEHTOM
noBopoTa win nepemenieHus. OHU TOJDKHBI BpaIllaThCs €CTECTBEHHO, HE BBINAIas W3
CYCTaBOB.

2.2.4 Hacrpoiika npsimoii (FK) u mnBepcHoii (1K) kunematukn

Ecnmu kocTu co3maroTcs Kaxablii pa3 uepe3 MeHio Add wiaM KomupoBaHHEM
CYIIIECTBYIOIIEH KOCTH, TO CBSI3M B CKEJIETEe HYXKHO HacTpauBaTh yepe3 meHio Ctrl + P. Bo
BCIUTHIBAIONIEM MEHIO HYXHO BbIOpaTh Set Parent To (YcTtaHoBuTh pomutens Ha), TIe
MOYHO YCTaHOBUTb BapUAHT CBSA3U TUIIA POAUTEIH-TTIOTOMOK.

Ilpamas kunHematuka (FK), T.e. mpuBsizka KOCTE€Wd TUNA POIUTEIH-IIOTOMOK,
MOJIKJIFOYAETCSl aBTOMATUUECKH B CITydae, €CJIM KOCTU CO3HAI0TCS SKCTPYAUPOBAHUEM.
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HNuBepcuyo kuHemaTuky (IK) Hy)XHO MOAKIIIOYATH C MOMOIIBIO OrPAHHUYUTEIIS.
NuBepcHass KUHEMaTHKa TIO3BOJISIET YIPABISATH POJUTEIBCKUMH OOBEKTAMHU Yepe3
JOYEpHUE.

Jo6asum IK mirs kocTeit HorH

1. Tlepeitnure B Pose Mode.

2. Co3spaiite BcrioMoraTelbHy 0 KocTh-kKoHTposutep (Controller):

Shift + A — Armature — Single Bone (BHe 0cHOBHOI1 apmMaTyphl).

Hazosute, Harpumep, |IK_Foot_L_Controller. ITomectuTe ee o cTymHex.

3. Bmimenure xocth Shin.LL — nepeiiaure Bo Bkiaaky Bone Constraints.

4. ]Jlo6aBbTe orpannuutens Inverse Kinematics.

5. Hactpotite orpaHn4uTeNb:

Target: BoIOepHTE BCIIOMOraTelIbHYIO apMatypy (Hampumep, Armature. 1K),

Bone: IK_Foot_L_Controller.

Chain Length: 2 (konmnuecTBO KOCTel, Ha KOTOpbIE OYAET BAUSATH KOHTPOJLIEP — KOCTH
roJIeHU U OeJipa).

Pole Target: (onmuuoHanbHO) HYKEH MJi1 KOHTpoJsi KoJsieHa. Co3naiTe KOCTh
IK Pole L nmo3anu xonena.

6. IloBTOpHTE BCE TO K€ ISl MPABOM HOTH.

JoGasum IK 15 kocTelt pyku

1. Konurpomrep: IK _Hand_L_Controller va nagonmu.

2. llemouka: Forearm.L — Chain Length = 2 (mpeamuiedse 1 miedo).
3. Pole Target: nokresas kocts (IK_ElIbow_Pole L) c3anu noxTs.

UToOBI KOJIEHW HE BBIBOPAUYUBAINCH B OOpPAaTHYIO CTOPOHY HYXHO YCTaHOBUTH
6oxkupoBKy oceii. B orpanmdennu IK nis Horm Brimouute duaxkok Use Pole Target u
BbIOepuTe cooTBeTcTBYOMYI0 KOocTh IK_Pole L. 3atem Boigenute IK Pole L — R + X
(moBepHUTE 1O OCH X TaK, YTOOBI KOJICHO CMOTPEJIO CTPOTO BIEPEN).

2.2.5 llpuBsizKa MoO/1eJIU K CKeJIeTy (CKUHHMHT)

ABTOMaTHYECKAsl NPUBSA3KA (HAYAJbHBIN 3TamN):

1. Beigenute Bech ckenet (Shift + knuk Ha Mojenn).

2. BoimomHuTe aBTOMaTHUecKyo paspecoBky Ctrl + P — With Automatic Weights.
Blender mpu ToM aBTOMaTHYECKM HA3HAYUT BeCca TOYKAM, T.€. CTETICHb TPUBSI3KU K KOCTSIM.

3. IlpoBepbre Mopenb, s vero mnepeiaute B pexkum Weight Paint. Pasabivu
nBeramMu OynyT noka3anbl Beca. Kpacueiii = 100% BAuMsIHHUS KOCTH Ha BEpUIMHY, CHHUN =

0%.

Tabnuua 2.2 — Tunuusbie TpoOIeMbl aBTOMATUYECKON MPUBSI3KU

[Ipobiema ITpusnak Pemenue
«Maruaur» Ha | [Tanen TSHETCSA 3a | Kucteb prucyer Bec Ha najbLpbl.
naJblax TJICYOM
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Hedbopmarss B | BMatuna npu nonuartuu | Bpyunyro n1o0aBuTh Beca Ha IUIEYEBYIO
NOJIMBIIIKE PYKH KOCTbh B 00JIACTH MOAMBIIIKH.
«Cxitagka» Ha | llles paspeiBaetcs mpu | YBennuuth Biusaue Neck m Head na
niee MIOBOPOTE TOJOBBI BEPXHIOIO YaCTh TOpCa.

Koneno Hora ckiaaeiBaeTcs | HempaBunpHo HacTpoen Pole Target.
BBIBOPAUYMBACTCS | HA3a/ BepHurecs k 3Tany biiokupoBka ocen.

Pyunoe pucoBanme BecoB B pexkume Weight Painting

1. UuctpymenT Draw (KMCTh) MOBBIIIAET Bec, a pu 3akatoM Ctrl — moHm*kaeT Bec.
2. HWuctpymeHT Blur — criia)kuBaeT mepexoibl.

3. Hucrpyment Gradient — co3/1aeT MIaBHbINA IPaUSHT BOJIb HAITPABIIAIOIICH.

Tounasi ycTaHOBKA BeCOB

1. B pexume Weight Paint BeiOepute KocTh B TpyIiiie BepiiuH (Bkiaaka Object Data
— Vertex Groups).

2. YcranoBute Weight = 1.0 (kpacHslii) 1 00JacTeil, KOTOpBIE MOIHOCTHIO
IIPUHAJIEKAT ITOU KOCTH.

3. TloctenenHo ymensblinaiTe Bec k kparo (0.5 — 3enensiii, 0.0 — cunmii).

4. Beca coceHMX KOCTEH B cCyMMe JTOJKHBI JaBaTh 1.0 B 110001 BepIIMHE.

KittoueBblie 30HBI 17151 pyYHOU JOBOJIKH: TIJICUU U TIOAMBIIIKH (IIEPEX0]] pyka — TOpC),
Ta3 U BEepXHsA 4acTh Oenpa (001acTh maxa), mes U KIFOUHUIIbI.

2.2.5 TecTupoBaHue pura

B pexume Pose Mode co3znaiiTe Tpu KIIIOU€BbI€ KOHTPOJIBHBIE TIO3bI U COXPAHUTE UX
B Action Editor. Ucxonnas — T-Pose, pyku B CTOpOHBI, J1aIoHM BHU3. PacciabnenHas mo3a
— PYKH ONYILEHbI, HOTH clieTKa paccTaBieHbl. [1o3a 6era — ojjHa HOra corHyTa B KOJICHE,
Apyrasi BBITSIHYyTa Ha3al, PyK:d COTHYTHI B JJOKTSIX.

[IpaBUIBHBIM MOKHO CUMUTATh PHUT, B KOTOPOM HET «pa3pbIBOB» CETKHU (KOXka
OCTaeTcsl LeJIbHOM), HET «CKIIaJI0OK» TaM, IJie uX ObITh HE AOJHKHO (HarpuMep, B JIOKTE MPU
crube), Bce majbllbl CrU0al0TCs €CTECTBEHHO, CTOINA OCTAETCS Ha MOJYy IPHU JBHKCHHUU
6enpa (padoraer IK).

Ecnu npu npoBepke Mozienb «JIOMaeTcs» B ¢1a00i CTENeHU, TO MOXKHO MPUOETHYTh
K py4HO# pa3BecoBke. CuibHbIC AedhopMaIii (KOCTh BBIPBIBAET MEIII) CBUIETEIHCTBYIOT O
TOM, 4YTO KOCTh HE MpuUBs3aHa K rpymnmne BepiunH. [Ipoeppre Vertex Group 3Toil KOCTH —
BO3MOJKHO, OHa ItycTas. [Ipyu Hanu4MyM acHMMETpPUN yAAJINTE MPaBble TPYNIbl BEPIIUH U
CO3/1aliTe UX 3aHOBO uepe3 Symmetrize B pekuMe BECOB.

2.3 IIporpamma BbINOJIHEHHSI padOThI

1. O3HaKOMHUTBCA C TEOPETUUYECKUM PA3JeIOM HACTOSIIMX METOAUYECKUX
YKa3aHUU U IOBTOPUTH COOTBETCTBYIOIINM JIEKIIUOHHBIA MaTEepHall.
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2. Ha ocHoBe npenocTtaBieHHOW MOJEIN CO31aTh CKEJIET, COOTBETCTBYIOIIUN €€
aHaTOMUU U CTpyKType. CkeneT AOKEH OBITh KOPPEKTHO IMPHUBSI3aH K MOJCIH IS
JanbHEHIIeH paboThl C aHUMAITUEH.

3. Co3ath ¥ HaCTPOUTHh KOHTPOJUIEPHI JUIsl YIPABJICHHS KIIFOUEBBIMH YaCTSIMHU
MozeNu (HanpuMep, KOHEYHOCTH, KOPITYC, FOJIOBA).
4. BBINONHUTE TECTUPOBAHWE PUITHHra W CKUHHHHra. Co3aarb KOPOTKYIO

TECTOBYIO aHMMAIIMIO (HAIpUMep, B3MaxX KpblIa WIH MOI3YIIYIO 3MEI0), UYTOOBI yOeNUThCS
B KOPPEKTHOCTHU CO3/JAHHOTO PUTa.
5. [ToaroToBUTH OTBETHI HA KOHTPOJIbHBIE BOTIPOCHI.

2.4 BapmuaHt 3agaHuii

B Ta6aurne 2.3 npuBeaeHbl 00pa3iibl BO3MOXKHBIX BApUAHTOB 3aJaHus. 3aJlaHue I
MIPOEKTa 00CY’KIAaeTCs ¢ IIpernoaaBaTesieM U BRIOUpaeTCsl MHANBUIYaTIbHO.

Tabnuma 2.3 — [Ipumepsl 3a7aHmii

Ne Cocras CieHbI

1 JIBrKeHue KpbluibeB 0a00UKHU
2 [IpppKOK KOTa

3 OTKpBITHE IBEpU/OKHA

4 PackpbiTHe 1iBeTka

2.5 Copep:xanue oTyeTa

Otuetr no pabote odopmisgercss B ¢hopMe MPE3CHTALMU U COJAEPKUT CJICIYIOIIYIO
uH(pOpMaLHIO:
HaszBanue npoexra.
BapuanTt 3amanus.
CKpUHIIOTHI POLECcCa CO3/IaHUS CKEJIeTa IEPCOHAXKA.
CKpHUHIIIOTHI IEPCOHAXKA B KIFOYEBBIX MM03aX.
PesynbTaTel TECTUPOBAHUS PUTTUHTA U CKHHHUHTA.

ok whE

2.6 KoHTpoJibHBbIE BONPOCHI

1. Yewm ornuyaercs npsMasi U UHBEpCHasi KHHEMATHUKa?

2. Ilodyemy B pUITHHI€ NEPCOHAXKA MCIOJIB3YETCA LEMOYKa U3 HECKOJIBKUX KOCTE!
U1 IO3BOHOYHUKA, @ HE OJIHA KOCTh?

3. Tlouemy cymma BecOB BcexX KOCTEH B OJTHOM BEpIIMHE JOHKHA paBHATHCS 1.07

4. Kak wucnpaBuTh CHUTyalMlO, KOTJa MpPU TOJHIATHM PYyKUH Yy TepcoHaxa
«IPOBATMBACTCS ILIIEYO?

5. Jlyig yero Hy>KHbI KOCTU-KOHTPOJIIEPHI?
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3 MOAEJIMPOBAHME C NIOMOIbIO TEOMETPUYECKHUX HOAOB

3.1 Heab padoTsl

— CdopmupoBath y oOyuaromuxcsi 0a30BbIe KOMIIETEHIIMM TO CO3IaHHIO
npoueaypHbix 3D-mojienelt u ClieH ¢ UCIob30BaHueM HO/10BOM cucTembl Geometry Nodes

B Blender.

3.2 Kpartkue TeopeTudecKkne cCBeJIeHUsA

3.2.1 KpynHble nponcel

Geometry Nodes — 3to Bu3yanbHas cucTeMa mporpaMMupoBaHusi BHyTpu Blender,
KOTOpasi MO3BOJSET CO3JaBaTb M MAaHUITyJIMpPOBaTh 3D-reomerpuein, COCIUHSSA MEXIY
coboii «HOABD (y371bl). BMecTo TOro 4troObl M3MEHSITH MEIIl HAaIpsSMYIO0, Bbl CO3/1acTe
(mepeBo HOMOB), IO KOTOpOoMY Blender renepupyer GpUHAIEHYIO TEOMETPHIO.

Tabmuna 3.1 — KirroueBbie KOHIIEINT

(mepeBo HOZIOB)

Konuenmus Onucanue
[IpouenypHoe [logxon, mpu KOTOPOM TE€OMETpPHUSI MOJEIN CO3JaeTcs IO
MOJICIUPOBAHUE QITOPUTMY C TIOMOIIBI0O HAOOpa B3aUMOCBSI3aHHBIX HOJOB. [Ipu
9TOM W3MEHAS OJWH mapaMmerp (Hampumep, MJIUHY), BbI

aBTOMATHUYECKU MEHSETE BCIO MOJICTIb.
Node Tree BusyanpHas nporpamma, cocTosias U3 HOJOB M COCIUHSIONMIUX

UX JOyr, MO KOTOpPhIM TeueT HH(OpMalus O TIEOMETPUU U
aTpuOyTax.

Field (ITone)

[ToTokM MaHHBIX B CETU HOJOB COCTOSIT M3 WH(OpMALMM IJIs
KaXXJIOT0 3JIEMEHTA F€OMETPUU (BEPILUHBI, TPAaHU, TOUKU) U TOJIS
JUIl HUX PACCUUTBHIBAIOTCS HHAUBHAYyaJIbHO. [lomsimMu  Moryrt

ObITh, HanpuMep, no3unus (Position) win ciy4yaitHoe 3HaYeHUE
(Random Value).

Instances
(Ox3eMIIsIphI)

DK3eMIUISIpbl  00bEeKTOB B 30-MOJEIMPOBAHUU aHAJIOTHYHBI
AK3EMILUISIpaM OOBEKTOB B MpOrpamMMUpoBaHHMU. BmecTo Toro
4yTOOBI CO37]aBaTh MHOXECTBO OJIMHAKOBBIX MOJUTOHOB, Geometry
Nodes co3gaeT CCBIJIKM Ha OJMH 0a30BBIH OOBEKT, YTO SKOHOMUT
MaMSITh.

Domain ({omen)

OO6nactb, K KOTOpOM OTHOCATCSA AaHHble: Point (Touka), Edge
(pedpo), Face (rpasb), Spline (criaiin).

BusyanbHoe mporpaMMHUpOBaHUE TEOMETPUN IPUMEHSIOT JJIsI CO3JaHUS:
— OKpykeHus (Jieca, MoJjsi IBETOB, TOPOJa, KAMHH, pacrlpe/eiieHue 0ObEKTOB 10

MIOBEPXHOCTH);
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— TapaMeTPUUYECKUX 0OBEKTOB (JIECTHULIBI, 3200PbI, MOCTBI, IIECTEPEHKH, PA3MEPHI
KOTOPBIX MOYKHO MEHSTH "Ha JIeTy");

— 9(Q¢eKToB U aHUMAIMH (BETKH, BBIPACTAIOIINE BJIOJIb KPUBOM; MyJIbCUPYIOIINE
TOYKH; TPOIIeypHast psOb Ha BOJE);

— COOCTBEHHBIX UHCTPYMEHTOB MOJIETTUPOBAHUS (MoaudukaTopos,
[OCJIEI0BATEIBHOCTH IPUMEHEHUS] HHCTPYMEHTOB).

3.2.1 IloaroroBKa cueHbl K BU3yaJlbHOMY NMPOrPaMMHIPOBAHUIO

1. TlepexmrounTtech B pabouyro obnacts Geometry Nodes.

2. B HomoBoM penakrope moimkeH ObiTh aktiBeH KoHTekeT Modifier (a me Tool) s
co3anusa MoaudukaTopa 0ObeKTa.

3. Haxwmure Shift + A — Mesh — Grid (Certka). Oto Oynmer 0a30BBIii OOBEKT.
Breigenute 3Ty miockocTs. B maHenm CBOWCTB cmpaBa mepeiaute Ha Bkianky Modifier
Properties. Haxxmute Add Modifier u BeiOepute GeometryNodes.

4. Haxwmure xHomky New B Mmoaudukarope. Blender co3gact HOBoe HOIIOBOE
J€PEBO U OTKPOET €r0 B HOJJOBOM PEIAKTOPE.

3.2.2 [IpoueaypHoe MoeJIMPOBAHUE

[Ipu co3manuu HOBOTO JiepeBa HOJOB MOSABISAETCS J1Ba OCHOBHBIX HOJa: Group Input
u Group Output. OHu 0003HAYAIOT HAYAJIO U KOHEI] alrOpUTMA.

1. Haxwmwure Shift + A u nHaiiaute HOom Subdivide Mesh (IToapa3nenuts ceTky).
[TomecTuTe €ro MeX Iy BXOJIOM U BBIXOOM.

2. Coemunute: Group Input (Geometry) — Subdivide Mesh (Mesh) — Group
Output (Geometry).

3. Temneps mo6asste HOM Set Position (YcTaHOBHUTH MOJIOKEHNE) W IOMECTUTE €TO
nocse Subdivide Mesh.

4. Coenunute: Subdivide Mesh (Mesh) — Set Position (Geometry).

5. Jlnsa ycranoBku cMenienus B Set Position moakimounTe Kakoi-HUOYIb BEKTOP K
ero oo Offset (Cmemienue).

6. Jlo6aBbre HOM Noise Texture (Tekctypa myma) u Hox Vector Math (Bekropnast
MaTeMaTuKa), BHIOpaB B HEM orepanuio Scale.

7. Coenunute Noise Texture (Color) — Vector Math (Vector) — Vector Math —
Set Position (Offset).

8. B Hoge Vector Math ycranoBute 3Hauenue Scale = 0.2.

B pesynbrare sTHX AedcTBUN OyaeT co3daH mpouenypHbid jganmmadt. M3menss
napametp Scale B Hojne Noise Texture, Bbl MEHseTe «HEPOBHOCTb» peiibeda. M3menss
Levels B Hoge Subdivide Mesh, Bbl yBenmuuuBaeTe AeTaIn3aluio.

Tenepb co3gaguM MapamMeTPUYECKUM OOBEKT, KOTOPHIM OyAeT H3MEHSThCA B
3aBUCUMOCTH OT AJIMHbI KpuBoi. B 3D Brionopre co3paiite Curve (Kpusas) — Path (I1yTs).
Oto Oyzaet TpaekTopust 00bekTa «3a00p». CoznaiiTe eie ouH 6a30BbIN 0OBEKT — TOIICUKY
(Cube, macmrabupyiite mmo ocsim: X=0.2, Y=0.1, Z=1). O6beKT n0JKeH ObITh BBIJICTICH MPU
CO3/IaHMK HOBOro Mojaudukaropa. Beizenute pomeuky, nepeidanTe Ha BKIAIKY
MoAN(UKATOPOB U CO3/IaliTe 1)1 Hee HOBbIN MonudukaTop GeometryNodes.
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Jlnst coopku nepeBa HOAOB 00BbeKTa «3abop» yaanute cBsizb Group Input u Group
Output. Jo6assTe HOA Object Info (Mudopmamus o6 oobekre), 1 B ero nosne Object
BoiOepute kpuByto (Path), kotopyio Bl co3ganmu. Haxwmure kHomky Relative
(oTHOCHUTENBHO), YTOOBI JOIIIeUKa "BcTana" Ha MECTO KPUBOM.

JHo6asbTe HON Resample Curve (Pecommunr kpuBoii) u noakitounte Object Info
(Geometry) — Resample Curve (Curve). B Resample Curve Beibepure Tunm Count
(KonuyecTBO) M mocTaBbTe 3HaUeHUE, Hanpumep, 20. ITO KOIUUYECTBO CTOJIOUKOB.

Jlo6aswTe HO Curve to Points (KpuByto B Toukm) u moakouuTe ero. JlobaBbTe HON
Instance on Points (Jx3emrusip Ha TOYKaX).

Resample Curve — Curve to Points — Instance on Points (Points).

Instance on Points (Instance) moakmounte k cBoemy Group Input (Geometry). To
eCTh cama JIoIleYKa OYACT CIYKUTh «KUpIUYMKOM». Biimounmte B Instance on Points
dmaxcok Pick Instance. Dto ykaxker cucreme OpaTh UMEHHO 3Ty aorieuky. Honm Instance on
Points moaxmounte k Group Output.

B pesynbrare 3TUX JEHCTBUN BIOJIb KPUBOW BBICTPOMIMCH CTOJIOUKH 3a0opa. Eciu
yuinHuTh KpuByto (Tab — Edit Mode — moTsHYTh KOHTPOJBHYIO TOYKY), KOJUYECTBO
CTOJIOMKOB aBTOMATHYECKH MEPECUNTACTCS.

J151s co3manusi TOPU30HTATIBHBIX IEPEKIIANH Ha Pa3HOU BHICOTE 1I00aBHTE HOBBIM HOJT
Instance on Points u pa3mecture ero mocie nepBoro. Ham HyXHO CIBUHYTHh TOYKH, B
KOTOPBIX CO3AI0TCS MEePEeKIAINHbI, BBEpX M BHU3. J[ns sToro mexmy Curve to Points u
HOBEIM Instance on Points BcraBere HOm Set Position. B Set Position B coker Offset
noaktounTe HoA Combine XYZ. Ilo ocu Z 3apaiite 3HaueHue, Hanpumep, 0.5 m. B
kadecTtBe SK3emiuiapa (Instance) s mepexnaauHbl Ucnoib3dyite npuMuTHB (Cube).
Jlo6asbTe HOA Cube u moakitounTe ero K Instance HoBoro Instance on Points. 3anaiite emy
HYXHBIU pazmep (Hanpumep, X=0.1, Y=1, Z=0.1).

Ckonmpyiite 3Ty cBs3ky (Curve to Points -> Set Position -> Instance on Points) u
cenaiTe BTOPOM psJl IepeKIIainH, N3MEHHUB cMelieHue 1o Z Ha -0.3.

W3meHuB Bcero oJivH napameTp (IJIMHY KpUBOM ), Mbl OOHOBJISIEM BeCh 3a00p. B aTom
CHJIa TIPOLEAYPHOTO MOICTUPOBAHUSI.

3.2.3 Aunmanus ¢ nomombio Geometry Nodes

Busyanuzarus gactuir 6e3 Gu3uku «3BE3THBIN T0KIb)»

1. Cozpnatite miockocts (Grid). 1o OyneT 3emis.

2. Co3spaiite 11 mwiockoctd Mogudukarop Geometry Nodes.

3. Jo6aswste HOm Distribute Points on Faces (PacnpeneianTs TOYKH MO TpaHsM),
3aTeM Instance on Points.

4. B xadecTBe 3K3eMIUIsIpa co3aaiTe maneHbkuii konyc (Cone Primitive).

5. JlobaBrTe HOA Set Position mexmy Distribute Points on Faces u Instance on
Points.

6. B Offset uepes Combine XYZ 3anaiite cmenieHue mo Z (BbICOTA).

7. B 3Hauenue BwricOTHI nojaiite Random Value. Touku OynyT majgaTh Ha pa3HYyIO
BBICOTY.
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8. UtoObl anuMupoBath najienne, B Random Value nonaiite Scene Time (Seconds),
HO ucnonb3yiite Hog Math — Multiply u Sine, 4TOOBI TOYKHM IUIABHO OMYCKAJIHCh U
MOJIHUMAJINCh, Co3AaBasi 3PPEKT «TAaHIIYIOMINX» CTOJIOUKOB.

3.3 IIporpamma BbINOJIHEHHS] padOTHI

1. O3HaKOMHTHCS C TEOPETHUCCKUM Pa3/IeIOM HACTOSAIINX METOIMUCCKIX YKa3aHUU
Y TIOBTOPUTH COOTBETCTBYIOIIHMH JIEKITMOHHBINA MaTEpHAIL.

2. BpiOpath OOBEKT W BBIOJTHUTH JII HETO MOJCIUPOBAHWE W AHUMAIHIO C
nomorpio  Geometry Nodes. PabGora pomkHa OBITH BBIIOJHEHA IOJIHOCTBIO C
MCII0JIb30BAaHUEM T€OMETPHUICCKUX HOJI.

3. Hcmonp30oBaTh MHHMMYM TPU Pa3HBIX THIA HOJ JUIS CO3JAHHUS W HM3MCHCHUS
reoMmerpun, Hanpumep: Transform, Instance on Points u Subdivision Surface.

4. TloaroToBUTH OTBETHI HA KOHTPOJIbHBIE BOIIPOCHI.

3.4 BapwuaHrT 3agaHuii

B Tabnure 3.2 mpuBeaeHb! 00pa3iibl BO3MOXKHBIX BAPUAHTOB 3a/IaHUs. 3aJaHHE JIs
MPOEKTa 00CYKIaeTCs € MPENoIaBaTesieM U BbIOMPAETCA NHINBUTYAJIBHO.

Tabnuma 3.2 — [Ipumepsl 3aganmii

Ne Cocras cIieHbl

1 [{BeTOK C JIenecTKaMu
2 JIuct anod

3 ITpocToii ropon

4 Cetka pabuia

3.5 Coaep:xkaHue oT4eTA

Otuer o pabore odpopmisiercs B (GopMe MPE3CHTAIMH U COJEPKUT CICAYIONIYIO
uH(dOpMaIHIo:
Ha3zBanue npoekra
BapuanTt 3amanus.
CKpUHIIOTHI TPOIIecca CO3/AaHNs MOICTH.
CKpUHILIOTHI IepeBa HOJIOB.

W

3.6 KoHTpoJibHBbIE BONPOCHI

1. UYewm mporeaypHOe MOJIETUPOBAHNE OTINYAeTCsS OT py4dHoro (destructive)?
2. Yro Takoe Instance (Jk3eMIUIsip) U MOYEMY OH BaXKEH JJIS
MIPOU3BOIUTEIILHOCTH?
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3. B uem paznuia mexay kontekctoM Modifier u Tool B Geometry Nodes?

4. Jlns gero ucnonn3yetcst Hox Capture Attribute (3axBat arpubyra)?

5. OOwsacHuTe paznuily Mexxay qomeHamu (Domain) Point u Face na mpumepe
CETKH M PaCHpe/ICICHHBIX HA HEW TOUKAaX.
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4 UV-PA3BEPTKA IIEPCOHAXA

4.1 Ileanb padoTbl

— CdopmupoBaTh y 00y4aIOMUXCSI KOMIETCHITMN IO CO3JaHUI0 KOPPEKTHBIX
UV-paszsepTok st 3D-mofeneid, o6ecrednBaroniinx KauecTBEHHOE HATOJKEHUE TEKCTyp 0e3
UCKaKCHUH.

4.2 Kparkue TeopeTHYecKUe CBeIeHHs

UV-passeptka (UV Unwrapping) — 3T0 mpoiiecc npeoOpa3zoBaHus TpPEeXMEpHOU
MOBEPXHOCTH MOJIENIM B IBYXMEPHYIO MJIOCKYIO TIPOEKIINI0, KOTOpasi 3aTeM UCIIOIb3YeTCs

JUISL HAJIOKEHUST TEKCTYP.

Tabmuua 4.1 — Kimrouessie noasgtus UV

Tepmun Onuncanue

UV-koopauHaTsl JIByxmepHbie koopauHatel (U — ropusoHTanb, V — BEpTUKAIb),
cootBeTcTByIOMME 3D-BepmnHam monenu. Juanazon — ot 0 go 1
110 K&XKI0M OCH.

UV-Editor Penaktop B Blender s pa6otsl ¢ UV-pa3Beprkoii. OTobpaxkaer
2D-nipoeKInio MOICIH.

[IBeI (Seams) Pebpa, mo KOTOpBIM MOJENb «pa3pe3aeTcs» sl Pa3BEPTKHU.
O0603HauarOTCsl OPAHKEBBIM I[BETOM.

UV-octpoBa OtpenbHble  (parMEHTHl  pa3BEPTKU, IMOJYYEHHBIE  IOCHE

(Islands) pa3pe3aHusi MOJICIIH 110 [IBaM.

TekcenbHas KonnyecTBo nukcenen TEKCTypbl HA €AWHULY IUIOIIAAN MOJEIIH.

IJIOTHOCTD JlomxHa OBITH PABHOMEPHOM JJISI BCEX YacTeH.

(Texel Density)

Pactsxenue Hedbopmaruss  UV-koopauHaT, TPUBOASIIAS K  HCKKEHHUIO

(Stretching) TEKCTYPhI Ha MOJICIIH.

Pinning Oukcanust onpeneneHHbx UV-BepmnH 11 KOHTPOJIS Haj

(3akpenenue) pa3BEPTKOM.

B GonbmmHcTBe cinydaeB 6e3 UV-pasBeptku o0oiiTuch Henb3s. bes UV-pazBepTiku
HEBO3MOXKHO  HAJOXHUTh  TOJIb30BATEIBCKUE  TEKCTYpPhl  (HAampuMep, JIOTOTHIIBI,
JEeTATM3UPOBAHHBIC MaTEepPHUaibl); UCIOIB30BATh TEKCTYPY KOXKH, TKAHW WA TOJ0OHYIO
JPYTYIO TIOBEPXHOCTD; 3areyb KapThl HOpMasiel (normal maps) ¢ BHICOKOMOIUTOHATHHOM
Mozenu. EAMHCTBEHHOE MCKITIOYEHUE — TMPOIEIYPHBIE TEKCTYPhl, KOTOPHIE HCTIOIL3YIOT
aBromatudeckue koopauHatel (Generated unmu Object). Ho maxke mist Hux gacto TpedyeTcs
UV-pa3zBepTKa Jj1s1 TOUHOT'O KOHTPOJIS.

4.2.1 TlloaAroToBKAa CHEHbI M MOIEJIH
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Jlnst HacTpolKkKu paboyero MpOCTPAHCTBA 3arpy3UTe HU3KOMOJIUTOHAIBHYIO MOJEIb
(pesynbTar peromnonorun). Ilepexmountech Ha Bkiaaky UV Editing B BepxHel maHenu
(w1 BRIOEpUTE €€ M3 BBITMAIAI0IIETO MEHIO pabounx npoctpancts). UHTEpdeiic paznenurcs
Ha jBe oosactu: 3D Viewport (peskum penaktupoBanus) u UV Editor,

JI1st MOATOTOBKU MOJIENU TIEPE]] HayajloM Pa3BepPTKU YOeIUTECh, YTO MOJIC]Ib UMEET
YUCTYI0 TOIOJOTHIO; BCE MOIU(UKATOPHI NMPUMEHEHBI, MOJIEIh HAXOIUTCS B PEKHUME
penaktupoBanus (Tab).

[ToaxrounM TECTOBYIO TEKCTYpY. JlJisi BU3yalbHOTO KOHTPOJISI KAUECTBA pa3BEPTKU
HCMOJIB3YHUTE TECTOBYIO CETKY:

B UV Editor naxxmure Image — New. B nosBuBIIEMCsS OKHE BBEIUTE HACTPONKHU
Width/Height — 1024 x 1024; Generated Type — UV Grid (uau Color Grid). Haxxmute OK.
Teneps Ha momenu B 3D Viewport (B pexxume Material Preview) otoOpasutcs TectoBas
ceTka. Eciam KBagpaThl TECTOBOM CETKH MUMEIOT OJMHAKOBBIM pa3Mep, TO Ha Pa3BEPTKE
pacTsbkeHUsl HeT. Ecnu KBapaThl BBITSHYTHI WIIM CKAThl, 3HAYUT €CTh PACTSKEHUE U €0
HYKHO CKOPPEKTHUPOBATb.

4.2.2 AHaju3 MojieJiu U IVIAaHWPOBaHUeE LIBOB

[Ipexxne Bcero Hy>KHO MPOJAyMaTh PACIOJOKEHHE IIBOB Pa3BEPTKUM HA MOJIEIH.
OOuuii MpUHIIUI pa3MENIEHU 1IBOB — B MECTaX HaUMEHbIIEH BuauMocTu. Yem OoJblie
IIBOB, T€M MeHblIEe OyaeT pacTsbkeHuil. He Oolitech 100aBisATh MIBBI — JyYIlI€ CAENATh
HECKOJIbKO aKKYpaTHBIX Pa3pe30oB, YEM MOJIYUYHTh UCKAXKEHHYIO TeKCTypy. LIIBbI JOIKHBI
OBITH TaM, IJie UX OyJIeT He BUIHO (HA 3aJIHEW CTOpOHE, B CKJIaJKaX, Ha CThIKax). Ho maxe
€CJIM IIOB HE IOJIy4aeTCs PAa3MECTUTh CKPBITO, €r0 BO3MOXHO CHAEJIaTh HE3aMETHBIM C
MIOMOUIbIO OECIIOBHOM TEKCTYPHI. [[J1s1 CHAMMETPUYHBIX MOJIENEH MOXKHO ClI€NaTh pa3BePTKY
OJIHOM TOJIOBUHBI U OTPA3UTh €€ (SKOHOMMUT BpPEMSI).

Tabnuna 4.2 — OcHOBHBIE TTpaBUJIa pa3MEIICHUS IIIBOB
Tumn monenmu I'ne pazmemath MIBbI
['onmoBa nepconaxa 3a yimamu, Mo KOHTYpPY BOJIOC, BOKPYT IJa3, pTa, B HO3APSX,
BHYTpPU VIIE€H, TO UEHTPY Ha 3aThUIKE W IIee Cc3aau II0
BO3MOXXHOCTH MOJI BOJIOCAMU

Teno/Koctiom ITo 6okam TynoOBHIIA, TT0 BHYTPEHHEW CTOPOHE PYK U HOT
Mexanuyeckue [To peOpam KEeCTKOCTH, BAOIbL YIJOB (B MECTaX €CTECTBEHHBIX
00BEKTHI CTBIKOB JIeTaJIeh)

Opranuka B cxiankax, Ha nepenomax Gpopm

B pexume Bbiienenus pedep BbiaenuTe pelpa, Tle IJIaHUpyeTe CAeNiaTh IIBHI.
Haxwmure Ctrl + E (menio pebep) — Mark Seam. OTmeudeHHbIE WIBBI MOJCBETATCS
OpaH>KEBBIM I[BETOM.

B kauectBe mpumepa co3gaauM pa3BepTKy rosioBbl. CTaHIapTHBIH HAOOp IIBOB
TOJIOBBI BKJIFOYAET: C3aJU IO LEHTPY TOJIOBBI, 3a ylmIlaMu (OT BEpPXHEro Kpas yxa o
HUKHETO0), 10 KOHTYPY pTa (BHYTPHU pTa, 4TOOBI T'yObl PacCKpPBUIUCH), BOKPYT TJa3 (€ciu
rja3a — OTJeJIbHasi FTeOMETPHUS).
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Brigenute Bcto Mojenb (A — Beiaenuthb Bee). Haxxmute U — Unwrap. B UV Editor

IMOABUTCA PC3YyJIbTAT.

4.2.3 MeToabl NpoenpoBaHusI

Blender mpeanaraer HECKOIBKO METO/IOB, KXKIBIA MPOCIUPOBAHUS — TSI Pa3HBIX

THUIIOB IT'COMCTPHUHU

Ta6muna 4.3 — MeToapl TPOoSIUPOBAHUS

Meton

FOquaH KJIaBHIIIAa

I[JDI YCro UCII0Jb30BaTh

Unwrap U — Unwrap

Opraanueckuie  (GOpPMBI,  CIIOKHBIC
MOJIEJIM CO IBAMH

Smart UV Project

U — Smart UV Project

Mexanuueckue OOBEKTHI, apXUTEKTYpa,
ObICTpasi pa3BepTKa

Project from View

U — Project from View

Il1ockue 1Z0)0%1
ITOBEPXHOCTHU

KBa3HU-IIJIOCKHC

Cube Projection

U — Cube Projection

KyOuueckue 00beKTHI, OJIOKH

Sphere Projection

U — Sphere Projection

Cdepuueckne 00bEKTHI

Cylinder
Projection

U — Cylinder Projection

[unuaapruyeckue 00bEKThI

Jns  CIIOXKHBIX MOZENEN pPa3BEPTKY BBINOJHAKT B HECKOIBKO 3TanoB. Ecmm
pa3BEpHYTh BCIO MOJENb LEIUKOM, pPE3yJbTaT MOXET ObIThb XaOoTHUYHbIM. Jlydiie

pa3BOpavMBaTh MOJIEIIb IO YACTSIM.
[IIar 1: Pa3BepTka nuia

1. BeiaenuTe TOIBKO TOJOBY (MCKITIOYAS! YIITH, HIEHO).
2. U — Sphere Projection (nmm Unwrap npu HaJIM4uu II1BOB).
3. ITloaronure macurrad u IOJO0KEHHUE.

[ITar 2: Pa3BepTka yuieit
1. Beigenute yxo.

2. BeipoBHS#TE B, 9TOOBI CMOTPETH MPSIMO HA YXO.

3. U — Project from View.
[Iar 3: Pa3zBepTka meun

1. Beiaenure mero.

2. U — Cylinder Projection .

[Mar 4: OcranbHble 4YacTu (PyKH, HOTH, TYJIOBUILE) — AHAJIOTMYHO, BBIOMpas

HanOoJIee MOIXOIAIINN METO/I.

4.2.4 Pa6ora ¢ UV-ocTpoBamu

[Tocie pa3BepTkH BBl MOJy4YUTE MHOXKECTBO UV-OCTPOBOB, KOTOPBIE MOTYT

MEePEKPHIBATHCS U OBITH XaOTUYHO Pa30OpOCaHBbI.

Jns Beimenenus u mepemernneHre octpoBoB B UV Editor mepexmounTe pekum
Boizienienns Ha Island Select. Ilpu kiuke Ha JH000M OCTPOB OH BBIACIHUTCS IETUKOM.
Hcnonw3yiiTe 6a3oBbiec nHCTpyMeHThI Tpanchopmarmu G (Grab) / S (Scale) / R (Rotate).
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Camprii ObIcTpBIi cioco0 oprann3oBath UV-pa3BepTKy — aBTOMAaTUYECKasl yIIaKOBKa
ocTpoBOB. /1151 aToro Beiienute Bce octposa (A B UV Editor). Haxxmure U — Pack Islands.
Jnst nactpoiiku Pack Islands ycranosute mapamerpsr Margin: 0.005-0.01 (oTctymbr Mex iy
ocTpoBamu), Rotate: BKIIFOUMTH (ABTOMAaTHYECKUI MMOBOPOT /1JI1 SKOHOMHUHU MECTA).

[Tocme aBTOMaTWYecKOW yMAKOBKM CTOUT BPYYHYIO MOJKOPPEKTHPOBATH
pacmojaoXeHHe OCTPOBOB:

1. MacmrabupoBaHue Ba)XHBIX YacTeW: IHUI0 TEpPCOHaXa MAODKHO 3aHUMATh
Oomnpiie MecTa (MMOTOMY YTO OHO BaxkHee). BwImenuTe OCTPOB JMIla, HAXMUTE S U
YBEJIUYBTE.

2. BplpaBHHMBaHWE: €CIM TEKCTypa HMEET CTPOTYI0 OpHEHTAIMio (Hampumep,
MOJIOCKU TKaHM ), BEIPOBHSNTE OCTPOBA IO OCSIM.

3. Cummetpusi: eciu MOJEIb CHMMETPUYHA, MOKHO Pa3MECTUTh JIEBYIO U MPABYIO
JacTH OJIMHAKOBO (HAJIOXKUTH IPYT HA JIpyTa) JJIT SKOHOMHUH MECTa.

4.2.5 IlpoBepka kauectBa UV-pa3BepTKu

[TomyyeHHYI0 pPa3BEPTKy HYKHO BHU3YAJIIbHO IPOBEPUTH C TECTOBOW CETKOM.
[Tocmotpute Ha Mojens B 3D Viewport (B pexxume Material Preview). Cetka qomkHa ObITh
POBHasI, KBaJIpaThl HE UCKaXEHBI. ECITM KBaApaThl BBITSIHYTHI B OJTHY CTOPOHY, 3HAYUT, €CTh
pacTsKEHue.

B UV Editor ectb HMHCTpyMEHT ISl BU3yaJlM3allUU DPACTSDKEHUS — IOJICBETKA
pactsoxennii (Stretching Overlay). Uro0sr oroOpa3uTh ee, B BeinaaatorieM meHto UV Editor
(psanom ¢ kHomkor View) BoiOepute Display Stretch. UHCTpyMeHT ucmonb3yeT 1IBETOBYIO
WHIUKAIINIO:

CuHUN — MUHUMAaJIbHOE PACTSKEHUE (XOPOLIO);

3eJIeHbI — YMEPEHHOE PACTSHKEHUE (MPUEMIIEMO);

KpacHblil — cunpHOe pacTskeHue (TpeOyeT UCpaBIICHHUs ).

Ecnu oOHapy>kKeHbl KpacHbIE 30HbI, 100ABLTE JIOMIOTHUTEILHBIE BBl B IPOOJIEMHOMN
obsactu. 3atem nmoBTopute pa3BepTky (U — Unwrap) ¢ ucnionb3oBanrem Minimize Stretch
(U — Minimize Stretch) — 3T0T MeTO1 IBITAETCSI MUHUMU3UPOBATH UCKAXKEHHUS.

Pucynok 4.1 — Ilpumep UV-pa3BepTku
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4.2.6 OcoOble cirydau M POJABHUHYThI€ TEXHUKH

Oyukius Live Unwrap (OKuBas pasBepTka) mo3BoiigeT BUaeTh usmeHenus UV B
pEAIbHOM BPEMEHHU MPU NEPEMEIICHUN BEPUIVH.

1. B UV Editor Bxmrounte omuto Live Unwrap.

2. 3axpenuTte katodeBbie UV-BepimHbl, KOTOPBIC HE TOJDKHBI IBUTATHCS.

3. Tlepememaiite npyrue BepmuHbl — UV aBTOMaTHYECKH TIEPECUUTHIBACTCA.

4. Ortxmounte Live Unwrap.

Opnna MoJieb MOKET UMETh HeCKOIbKO UV-KapT AJisl pa3HbIX LEeJIeH.

1. B cBoiicTBax o0ObeKkTa (BKJIaaKa 3€J€HOro TpeyroibHuka) — UV Maps.
2. Haxwmmute + 17151 co3ianust HOBOM KapThl.

3. Hcnonb3yiiTe pa3Hble pa3BEPTKHU:

Kapra 1: JIns TekcTypHBIX JieTaneit (Hanpumep, JIUIO);

Kapra 2: JIns TaitioBbIX MaTepuasoB (HampuMep, TKaHb);

Kapra 3: [Ins 3an€4€HHOTO OCBEILICHHUS.

KomupoBanne UV-kapTel Mexnay mozaenssmu. Ecnm y Bac ecTh JBE MOJENU C
OJIMHAaKOBOW reoMeTpuei (HarpuMep, pa3Hble BEPCUM MIEPCOHAKA):

1. BelgenuTe 1eneByo Moelb (Ky/1a KOUPYyeM).

2. Shift + BeIeIUTE HCXOIHYIO MOJICIB (OTKY/Ia KOITUPYEM).

3. Ctrl + L — Transfer UV Maps.

4.3 Tlporpamma BbINOJHEHHS Pa0OTHI

1. O3HaKOMHUTBCA C TEOPETUUYECKUM PA3JIEIOM HACTOSIINX METOAUYECKUX
YKa3aHUW U IOBTOPUTH COOTBETCTBYIOIINM JIEKIIMOHHBIA MaTEpHAJL.

2. OcymectButs UV pa3BepTKy ISl MOAEIH U3 TPEAOCTABICHHOIO ITEPEYHS.

3. [ToaroToBUTH OTBETHI HA KOHTPOJIBHBIE BOITPOCHI.

4.4 BapuaHT 3a1aHUM

B tabnuie 4.4 npuBeaeHbl 00pasiibl BO3MOXKHBIX BAPUAHTOB 3a1aHus. 3alaHue ISl
MPOEKTA 00CYKAAeTCs C MpenoaaBaTesieM U BhIOUpAeTCsl MHANBUTYaTIbHO.

Tabmuna 4.4 — Ilpumeps! 3aganuit

No CocTaB ClIEHbI
1 Kpyxka
2 bouka
3 Konteiinep
4 Opyxue
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4.5 Copep:kaHue oTYeTA

Otuer no pabore opopmisiercss B GopMe NPE3EHTALMH U COJEPKUT CIETYIOUIYIO
UH(pOPMALIUIO:

1. Ha3Banwue npoekTa

2. Bapuanrt 3aganus.

3. CkpuHIIOTH mporiecca coznanus UV-pazsepTku.

4. CKpUHIIOTHI OOBEKTA C TECTOBOM TEKCTYPOM.

4.6 KoHTpoJbHBbIE BONPOCHI

1. Tlouemy UV-pasBepTka He0OX0auMa JJisg TEKCTYp Ha OCHOBE M300payKeHUH?

2. B xakom ciyuae MOXXHO HcCMoyib30BaTh Smart UV Project Bmecto pydHOit
Pa3METKH IIBOB?

3. UYro o3Hauaer 3ecHBIN IIBET B oBepiiee pacTsokenus (Display Stretch)?

4, Jlna yero wucnonbedyercs Project from View um B Kakux CHTyalHsX OH
MPEAIIOYTUTENECH?

5. Kak npoBepuTh, 4TO pa3BepTKa BBIIOJIHEHA KOPPEKTHO, 0€3 NCKaKEHUN?

6. Uro Takoe TeKcenbHas IUIOTHOCTh M MIOYEMY OHA JOJIKHA OBITh PABHOMEPHOM ?

7. B kakux ciyyasx UMEET CMBICI cO3/1aBaTh Heckoyibko UV-kapT mins omHoit
monaenn?
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5 CO3JAHUE TEKCTYPbIL. TEKCTYPUPOBAHUE
5.1 easn padoThI

— CdopmupoBaTh y 00y4aromuxcsi KOMIIETCHIIMHA 1O CO3JaHUI0 U 00pabOTKe
TekcTyp B Adobe Photoshop st mocneayromiero ucnons3oBanus B 3D-momemnsix.

5.2 Kpartkue TeopeTuyecKne cBeJeHUs

5.2.1 OCcHOBBI TEKCTYPUPOBAHUS

Texcrypa (Texture) — 310 2D-m300paxeHue, KOTOPOE HAKJIAABIBACTCS Ha
ITOBEPXHOCTH 3D-Moienu 11 npuaaHus el UBeTa, 1eTaau3aluid U MaTepUAIIbHBIX CBOVCTB.
be3 TekcTyp Mozenu BRIMJISAST KaK OJJHOIIBETHBIE TNIACTUKOBBIE (DOPMBI.

CoBpeMeHHbIl TekcTypupoBanue ucnoiabdyeT PBR-nonxon (Physically Based
Rendering), KOTOPBI BKIIOYAET HECKOIBKO TUIIOB KapT:

Ta6mmma 5.1 — Tunsr kapT

Tun kapThl IIBet B Photoshop Haznauenue

Diffuse (Albedo) [[BeTHOC bazoBbIii 11BET Marepuana 0e3 TeHEeW u
n300pakeHue OJIMKOB
Normal ®duoneroBo-ronybas | Umutupyer penaved u Mesnkue neranu
Roughness OTTeHkH ceporo Onpenensger  OJeck  MOBEPXHOCTU
(4epHbIN = risiHel, OeJblii = MaTOBBIN)

Height OTTEHKHU ceporo Coznaer peanbHblli penbed (YepHBIN =
(Displacement) BITAIMHBI, OCJIBI = BBICTYIIBI)
Ambient Occlusion | OrreHku ceporo MMuTupyeT TeHEeBbIE 30HBI

UV-pasBepTka omnpenenser, Kakol y4acTOK TEKCTYPhI COOTBETCTBYET KaKOW YacTH
3D-monenn. OxcnoptupoBaHHBA UV-mabmoH (M300pakeHHE) CIIYKUT BH3yaIbHBIM
OpHUEHTHPOM: Ha HEM TIPHCYTCTBYIOT KOHTYpBHI Bcex UV-OCTpOBOB W MOXKHO TOYHO
pHUCOBATh B HY)KHBIX 00/1aCTsIX.

[Ipexkme Wem HayaTh CO3MaHHME TEKCTYPHl B PACTPOBOM PEIAKTOpE, HEOOXOIUMO
nosyunth UV-1madiion — n3o0pakeHrne ¢ KOHTypaMu pa3BepTku. i aToro B pexxume Edit
Mode (Tab) Beigenute Bcro Moaenb (A) u B UV Editor mepeiiaute B merro UV — Export
UV Layout. B nosiBuBIIIEMCSI OKHE HACTPOUTE MapaMeTPhl IKCIIOPTA:

File Format: PNG (moanep:uBaet mpo3payHOCTh)

Fill Opacity: 0.0 (UV-aunauu Ha mpo3padHoM (oHe)

Edge Color: spkuit uer (Hanpumep, 3enenbiii — #00FF00), yToObI TMHUU OBLTH
XOPOIIIO BUTHBI

Size: 2048 x 2048 (pa3penienne OyayIieit TEKCTypHI)

3atem Haxkmute Export UV Layout. B pesynbraTe momydaem PNG-daiin ¢ UV-
pa3BepTKON MOJIeu Ha TTpo3payHoM ¢oHe. [ToydueHnHbIi (aitn MOKHO OTpEIaKTUPOBATH B
M000i1 mporpaMMe pacTpoBoi rpaduxmu.
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5.2.2 Diffuse Map — 6azoBasi iBeTOBasi TEKCTypa
Jlns 3amuBKU 0a30BBIX 1IBETOB co3aaiiTe HOBBIM cioit (Ctrl + Shift + N) amxe UV-
CJIOSL ¥ C TIOMOIIBIO MHCTPYMEHTOB BBIZICJICHUS, PUCOBAHHS W 3aJMBKU PACIPEICIUTE
6azoBele 1BeTa. MHcmomp3ys UV-maGioH Kak OpUEHTUP, HAHOCHUTE JIeTald B
COOTBETCTBYIOIIHNX 30HAX.
— Jlumo: noGaBbTe r1a3a, OpoBHU, TYOBI, pyMSIHETI.
— Ogpexna: HapuCyHTe IPUHTHI, JIOTOTHITHI, IIBEI, YT OBUIIHI.
— OpyXue/MHCTPYMEHTHI: 100aBbTE IapanuHbl, TOTEPTOCTH, TPABUPOBKY.

Bmecto pucoBaHuMs ¢ HyIs MOXHO HCIONB30BaTh (QoTorpaduu  peansbHbBIX
matepuanoB. C 3TOH LEIbI0 MCIONB3YyWTE COOCTBEHHBIE (POTOrpaduu WM CTOKOBBIC
pecypcsl. [Ipu HeoOxoauMOCTH HIUTE OeCIIOBHBIE TeKCTYpbl. C MOMOIIBI0 HHCTPYMEHTOB
BBIICTICHUS, TpaH(pOpMAIlMi, MACKH CIOSI OrpPAaHUYMBAMTE TEKCTYpHI OIpeneICHHBIMU
o0yacTsMu. BEIOTHUTE IBETOBYIO KOPPEKIIUIO U PETYIIIb.

OunbTpbl PpacTpOBBIX PEIAKTOPOB MO3BOJISIIOT CO37aBaTh MPOLEAYPHBIE TEKCTYPHI,
He TpeOyrollue pUCOBaHU BPYUYHYIO: KUPIUYHAs KJIaJKa, METANINYECKasi MOBEPXHOCTS,
JpeBECHasl TEKCTypa, KaMeHb / cKaJa, MTUKCeIU3alusl.

5.2.3 Roughness Map — co3naHue TEKCTYPbI IEPOXOBATOCTH

Kapra miepoxoBaTocTH Ompenenser, Kak CBET OTPaXKaeTcs OT ITOBEPXHOCTH.
Coznaiite xormro ciosi Diffuse Map. OOecriBeTbTe HOBBIA CJIOW, HACTPONTE KOHTPACT:
TISTHIICBBIC 30HBI (KOYKa, METaJUI, JAKUPOBAHHOE JIEPEBO) CEIalTe TEMHEE, MATOBBIC 30HBI
(TKaHb, pe3uHa, MIEPOXOBATHIN IUIACTHK) clienaiTe cetiiee. [Ipu HeoOxoaumocT J00aBbTEe
JCTaN: ISl TOTEPTOCTEH Ha MeTalIe UCTIOIh3YyHTE MACKY C IITyMOM.

5.2.4 Normal Map — co3nanue KapThl HOpMaJiei
Normal Map umutupyer penbed 6e3 m3meHeHus: reomerpuu. Kapty Hopmanen
MOXHO cjenaTh 13 ¢doTorpaduu ¢ MOMOIIBI0 COOTBETCTBYIOMIETO (DHIIBTpAa PacTPOBOTO

penakropa. Jpyroii cmocod co3nanus KapThl HOpMaJieit — Ha OCHOBE KapThl BeicoT (Height
Map).

5.2.4 JKCHOPT TEKCTYP

Coxpanurte oCHOBHOM pabouwnii daiin B ucxogHoM ¢opMare pacTpoBOTO pelaKkTopa,
YTOOBI COXPAHUTh BCE CIIOM M MACKH JJISl TIOCIEAYIOIIET0 pelakTUpoBaHus. J{s KaKmoi
CO37IaHHOM KapThl BHIMIOIHUTE IKCIIOPT.

Pexomennanuu no ¢popmaram:

1. PNG — npeanoututeneH (moaaepikka mpo3pavyHOCTH, CxKaTHUe 0e3 MOTeph).

2. JPEG — Tonbko mis Diffuse-kapt, ecm BaxkHee pa3mep (Qaiiina, a He KauecTBo.

Tabnuma 5.2 — Tunuyabie OMMUOKU M UX PEIICHHE

Ommubxka [Tprunna Ucnpasnenue
Tekctypa He coBnamaer Oxcnoptupyite UV Layout ¢ Tem xe
«CBHE3KACT» Ha paspewenue UV- paspelieHreM (Harpumep,
MOJIEJTN 1mabJIOHA U TEKCTYPbI 2048x2048), uTo U TEKCTypa
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Bunnsl mBel Mexxay | OtcyrerByet bleed Hcnonb3yiiTe pa3MbITHE 110 KpasiM WU
UV-octpoBamu (o6macth mepekpoiTus) | mo6aBbTe bleed B HacTpolikax
AKCIIOpTA
Tekctypa Beimsimut | Her Roughness mm Co3zpaiiTe JONOTHUTENbHBIC KapThl
TIJIOCKOM Normal Map
HenpaBunbHbie PaGora B Yo6enutech, uto mokymeHT B RGB,
[[BETa TEKCTYPbI HEIpaBUILHOM P SKCIIOPTE MPOBEPHTE MPOPUITH
IIBETOBOM usera (SRGB)
MPOCTPAHCTBE

5.3 IIporpamma BbINOJIHEHHS] padOTHI

1. O3HaKOMHUTBCA C TEOPETUYECKHM Pa3JeOM HACTOSIMX METOAUYECKUX
YKAa3aHHUU U HOBTOPUTH COOTBETCTBYIOIINN JICKIMOHHBIN MaTeprall.
2. [TonroroButh TekcTypsl Diffuse Map, Roughness Map, Normal Map mis

00BEKTa 10 BapUAHTY.

3. HOI[F OTOBHUTDH OTBCTBI HAa KOHTPOJIbHLIC BOIIPOCHI.

5.4 BapuaHT 3agaHuii

B tabnuie 5.3 npuBeaeHb 00pasiibl BO3MOXKHBIX BAPUAHTOB 3a/1aHUs. 3a/TaHUE IS
MIPOEKTa 00CY’KIAaeTCs ¢ IIpernoaaBaTesieM U BRIOUpaeTCsl MHANBUIYaTIbHO.

Tabnuma 5.3 — [Ipumepsl 3aganmii

No CocTaB ClIEHbI
1 Kpyxka
2 bouka
3 Konreinep
4 Opyxue
5.5 Conep:kanue oTyera
Otuetr no pabote odopmisgercss B ¢hopMe MPE3CHTALMU U COJAEPKUT CJICIYIOIIYIO
uH(pOpMaIuIo:

S A

Ha3zBanue npoekra

Bapuanrt 3amanus.

Ckpunmot UV-ma6noHa.

[Topsanok co3nanus TEKCTyp.

Ckpuniotsl Tekctyp Diffuse Map, Roughness Map, Normal Map.
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5.6 KoHTpoJIbHbIE BONPOCHI

3adem HyxeH UV-ma6io0n npu TekctypupoBanuu B Photoshop?
Kaxkue Tunel TEKCTyp BXOIAT B craHaapTHbIA PBR-maiinain?
Kax B Photoshop co3mate Roughness Map na ocHoBe Diffuse-tekctypsi?
[Touemy UV-cnoii npu padote pekoMeHaAyeTcs 0J0KUPOBATH?

5. Kakue ¢punstpel Photoshop MoxkHO ncnonb30Bath A CO3AaHUS TPOLEAYPHBIX
TEKCTYp?

W
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6 CO3JAHUE MATEPUAJIOB
6.1 Lleab padoTsl

- CdopmupoBaTh y 00ydarOmMXCcs KOMIETEHITUN IO CO3AaHUIO0 MaTepPUAIOB B
Blender ¢ ucmonp3oBaHMEM CO3IaHHBIX B PacTPOBOM PEAAKTOPE TEKCTYp W HOJOBOM
cucrtembl Shader Editor.

6.2 Kpartkue TeopeTuyecKkne cBeJeHUs

6.2.1 Penakrop MaTepuajioB

Marepuan (Material) — 5T0 HaOOp JaHHBIX, OMPEACISIONIUN, KaK IOBEPXHOCTh
00bEKTa B3aUMOJICHCTBYET CO CBETOM. MaTtepuall BKJIIo4aeT MH(POpMaIInio o 1[BeTe, OJIeCKe,
MIPO3PAYHOCTH, penbede U APYTuX BU3yaTbHBIX CBOMCTBAX.

be3 Marepuaia 00BEKT 0TOOpakaeTCsi B CTaHAAPTHOM cepoM 1BeTe (pexxkum Solid)
WM HEe UMeeT TeKCTyp (pexxum Material Preview).

Shader Editor — sto penakrop Blender, B koTopoM Matepuaibl CO3IAOTCS ITyTEM
BU3YaJIbHOTO MPOTPaMMHUPOBAHUS — COSIMHEHHSI HO/IOB.

Ta6mmma 6.1 — KimroueBsie Honbl 11t PBR-Matepuanos

Hon I'ne naiitu Haznauenue
Principled BSDF Shift + A — Shader — Principled | YHuBepcanbHbIit mieiep,
BSDF OCHOBa OOJIBIIMHCTBA
MaTepHaJIOB
Image Texture Shift + A — Texture — Image | 3arpy3ka BHEILIHUX
Texture TEKCTYPHBIX (haiisioB
Texture Coordinate | Shift + A — Input — Texture | Onpeaenser, kak TeKCTypa
Coordinate IPOCHUPYETCS Ha MOJICIh
Mapping Shift + A — Vector — Mapping | MacmrabupoBaHue,
BpallleHUe W CMEIICHHE
TEKCTYPBI

JI71st ToAroTOBKM pabovyero MpoCcTpaHCTBA 3arPy3UTE HU3KOMOIUTOHAIBHYIO MOJEIIb
(pe3ynbTar pa3BepTkH). YOEAUTECh, YTO CO3/JaHHBIC TEKCTYPHI HAXOJATCS B M3BECTHOM
nanke. [lepeiinure B pabdouee mpoctpanctBo Shading. Mutepdetic paznenurcs Ha TpU
obmactu: 3D Viewport (B pexxume Material Preview wim Rendered), Shader Editor (nepeso
HOJIOB Matepuana), Properties (HacTpoitku MaTepuana, O0beKTa, CIICHBI).

J171s1 co3ganue HOBOTO MaTepuasa BbIIeJIUTE MOJIENb, IepeiInTe Ha BKIaAKy Material
Properties, Haxxmute kHomky New. Blender co3mact craHmapTHbI Marepuaig ¢ HOJIOM
Principled BSDF.

K 6a30BbIM omepanusiM B pelakTope MaTEPUaIOB OTHOCATCS:

— IlpokpyTka KoJileCMKa MBIIIU: MacIITaOMPOBaHUE,;

— CpenHsig KHOTKA MBI (3a)KaTa): TaHOPaMUPOBAHUE;
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— Home: cOpocuts Bu Ha BCe HOJIOBOE JIEPEBO;

— A: BBIIEIHUTH BCE HOJIBI,

— X wm Delete: ynanuTh BblJI€IEHHBIE HOJIbI;

— JoGaBnenue HonoB: Shift + A (w1 Add B MeH10), BEIOEPUTE HYKHYIO KATETOPUIO
(Input, Texture, Vector, Shader u T.1.), HOI MOABUTCS B pEJaKTOpe, MEPETALIUTE €ro Ha
y100HOE MECTO;

— CoenuHeHrE HOJOB: 3aKMUTE JIEBYIO KHOMKY MBI Ha BBIXOJHOM COKETE
(cipaBa) OTHOTO HOJA W TIEPETAIUTE HA BXOJHOW COKET (cieBa) Apyroro Homa. YToOwl
pa3opBatb coenunenue: 3axmure Ctrl + [IKM nepeuepkuute ayry.

6.2.2 IlonkaovyeHue TEKCTYP

s nonkmouenus Diffuse Map Hy»kKHO 3arpy3uTh IBETHYIO TEKCTYPY U MOJKIIOYUTh
ee k Base Color matepuana.

1. B Shader Editor maxxmute Shift + A — Texture — Image Texture.

2. Pasmectute HOA cneBa ot Principled BSDF.

3. B Home Image Texture maxkmute Open m BeiOepuTe Bam Qaitn Diffuse Map
(marmpumep, Model Diffuse.png).

4. Coenunute Bbixon Color Hoga Image Texture co Bxoaom Base Color HOma
Principled BSDF.

B pesynbpraTe Ha Moxenu B 3D Viewport (B pexxume Material Preview) nomxnHa
0TOOpa3UThCS LIBETHAS TEKCTYpa.

Ecnin Tekcrtypa oToOpakaeTcsi HENpaBUIbHO (pacTsHyTa, HE B TE€X MeCTax),
HEO00XO0IUMMO HACTPOUTh KOOPAUHATHI IPOECLUPOBAHHUS.

1. Jo6asbre Hox Texture Coordinate (Shift + A — Input — Texture Coordinate).

2. Jlo6aBbTe HOO Mapping (Shift + A — Vector — Mapping) .

3. Coenunure: Texture Coordinate (UV) — Mapping (Vector) u Mapping (Vector)
— Image Texture (Vector).

4. Tlapamerpsl Homa Mapping (mo skemanuio): Location (X/Y/Z) — cmemenue
TeKCTyphl, Rotation — moBopot Tekctypsl, Scale — macmTad TekcTypsl (Hampumep, eciiu
HY>KHO TIOBTOPUTH TEKCTYPY HECKOJIBKO pa3).

g noaxmouenus Roughness Map Hy»XHO 3arpy3uTh COOTBETCTBYIOIIYIO TEKCTYPY
Y TIOJIKJTIOYHTH ee K Roughness marepuana.

1. Jlo6aBwTe BTOpo# HOA Image Texture (Shift + A — Texture — Image Texture).

2. Ortkpoiite B HeM kapTy Roughness Map.

3. Tlogkmiounte k 3TromMy Hoay Bbixon Color oT Hoga Mapping (wiu Hampsimyo UV
u3 Texture Coordinate), 9To0BI TEKCTYpa IIepoXoBaToCTH coBnaaana ¢ Diffuse Map.

4. Coenunute Bbixoq Color Hoga Roughness co Bxomom Roughness Hona Principled
BSDF.

B pe3ynbTaTe risiHIIEBbIC M MAaTOBBIE YYaCTKH HAYHYT OTPaXKaTh CBET MO-Pa3HOMY.

Hus noaxmroueHust Normal Map Hy»HO 3arpy3uTh COOTBETCTBYIOIIYIO TEKCTYPY H
noakmounth ee K Normal marepuana. Kapra Hopmaseii qo0aBisieT HLTO3uI0 peibeda.

1. Jlo6aBbre HOnm Image Texture (Shift + A — Texture — Image Texture).
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2. Orkporite B Hem kapty Normal Map.

3. Jlo6asbre HOA Normal Map (Shift + A — Vector — Normal Map).

4., Coenuuute. Image Texture (Color) — Normal Map (Color) m Normal Map
(Normal) — Principled BSDF (Normal).

5. VY06eautech, uTo B HacTpoiikax Hoaa Image Texture ayst Normal Map Color Space
ycranosieH B Non-Color (ue nisetHble qannbie), a He SRGB.

Ecnu Bamia Mojenb COACPKHUT METALIMYCCKUE YaCTH, HCIOJIb3YHTE OTICIBHYIO
Metalness Map (4/6 TekcTypa) Wiu BpyuHYIO 3ajaiiTe 3HaueHue B napametpe Metallic (0 =
He MeTasul, | = metamn).

Jlnst co3maHust MPO3PAaYHBIX MaTepHaaoB (CTEKIIO, TKaHb, BOJIOCH) B Properties —
Material Properties — Settings nactpoiite Blend Mode — Alpha Blend (uau Alpha Hashed),
Shadow Mode — Alpha Blend (uiu None). B Shader Editor moakmiounte TEKCTypy C
npo3payHocThio (Win 3HadeHue) ko Bxoay Alpha moma Principled BSDF. Coeaunute
Beixox Alpha Principled BSDF co Bxomzom Surface noga Material Output.

6.2.3 IIpoBepka MaTepuaJa

[TomyueHHBII MaTepran HyKHO BU3yaJbHO MTPOBEPUTH B PA3HBIX PEKUMAX:

1. Material Preview: OBICTpbId HPOCMOTP MaTepuaga B MNPUOIUZUTEIBHOM
OKpPY>KCHHHU.

2. Rendered: ¢punanbHbIi peHaep ¢ MOTHBIM OcBeleHneM (pekomenayetcs Cycles
st PBR-matepuaios).

JloGaBbTE MPOCTYIO CBETOBYIO YCTAHOBKY ISl IPOBEPKH MATEPHAJIOB:

1. Shift + A — Light — Sun (ocHOBHOI1 CBeET)

2. Shift + A — Light — Area (10MOJHUTENIBLHBIN 3alIOTHSIONIUN CBET)

Ha mpaBunsHo HacTpoenHoM PBR-MaTepualie nBeToBast TeKCTypa I0JKHA OBITH 6€3
CMEILIEHUH, TTITHIEBbIE 30HbI I0JKHBI OTPaXkaTh CBET; MAaTOBbIE 30HBI — BBITJIJETh MSTKO.
Penved (Normal Map) nomkeH co3naBaTh HILTIO3UIO 00beMa.

Tabnuua 6.2 — TunuyHble OIIMOKU U UX pEeHIEHUE

Ommnbka [IprunHa Hcnpasnenue
Tekcrypa He HenpasunbHblit Hcnone3yiite PNG, nposepbsTte
oToOpaxaeTcs ¢dopmar ¢aiina wm | oTHOcUTEIbHBIC myTH B Blender
IyTh
Tekcrypa He monkmrouen Hox | Jlobasere UV m3 Texture Coordinate B
«pa3maszana» win | Texture Coordinate | Vector Image Texture
TIOBTOPSIETCS
Normal Map ue Color Space ne N3menute B HacTporikax Image Texture ¢
paboTaet ycranoBsieH B Non- | SRGB na Non-Color
Color
Marepuan He He noaxiarouena [IpoBepbTe BCe COCNMHEHUS; 100aBbTE
BeIVISIAUT Kak PBR | Roughness Map unu | Roughness Map B cooTBeTCTBYOIIUN BXO
Metallic
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Mogpenb ciumikom | HemocraTtouno Jl06aBbTE€ UCTOYHUKH CBETA UM BKIIIOYUTE
TEMHas OCBEIIeHUS B clieHe | MmupoBoe ocsenienue (World Properties —
Surface — Strength)

6.3 IIporpamma BbINOJHEHHS] padOTHI

1. O3HaKOMHUTBLCS C TCOPCTUUCCKHUM PA3ACIIOM HACTOAIIKUX MCTOAUYCCKUX
YKaBaHHﬁ " IIOBTOPUTD COOTBCTCTBYIOHII/Iﬁ JICKHHOHHLIﬁ MaTcpuall.
2. COBI[&TL a6CTpaKTHy10 KOMIIO3HMIIUIO U3 O00BEKTOB C HCIIOJIb30BAaHUEM

MUHUMYM TPEX Pa3HBIX THIIOB MAaTEPHAJIOB M TEKCTYp. BO3MOXKHBIC THIIBI MIPOIEAYPHBIX
MarepuaioB: IU(QGy3HBIM (IUIACTHK, JEPEBO, PE3MHA, TKaHb), IMPO3payHbId (CTEKIIO),
oTpakaronui (MeTaj, 3epKalio, JaK), SMUCCUBHBIN (CBETAIIUNICS), CyOIOBEPXHOCTHBIN
(BOCK, MOJIOKO, TTOTYparolieHHbIC KaMHH).

3. OcymectButs UV pa3BepTKy 11 MOJEIH U3 MPEAOCTABICHHOTO MEPEYHSL.

4.  TloaroToBUTH OTBETHI HA KOHTPOJIbHBIE BOTIPOCHI.

6.4 BapuaHT 3agaHuii

B tabnuie 6.3 npuBeaeHbl 00pa3iibl BO3MOXKHBIX BAPUAHTOB 3a/IaHUs. 3aIaHUE IS
MIPOEKTa 00CY’KIaeTCs ¢ IpernoaaBaTesieM U BRIOUpaeTCsl MHAUBUIYaIbHO.

Ta6muma 6.3 — [Tpumeps! 3ananuii

Ne Tumsl MpoLeIyPHBIX MaTCPHUATIOB
1 IInacTuk, CTEKII0, 30J10TO
2 JlepeBo, cBeTsIIeecs: CTEKIIO, JIaK
3 Pe3una, 3epkano, MOJIOKO
4 JIbHSIHOE MOJIOTHO, BOCK, Cepedpo

6.5 Copaep:xkaHue oTueTa

Otuetr no pabote odopmisercs B ¢hopMe MPE3CHTALMU U COJASPKUT CIICAYIONIYIO
uH(pOpMaLHIO:
Haszpanue npoekra
Bapuanr 3aganus.
CKpHHILIOTHI MpOIIecca CO3/aHUsI CLICHBI.
Cxembl MaTepHUAIIOB.
Busyanu3zanusi KOMIO3UIIMU B pa3pelieHnd, MOAXOAAIEM uid poHa paboyero

S A

CTOJIA.
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6.6 KoHTpoJIbHBbIE BONPOCHI

1. Kaxoii meitnep B Blender siBisiercs ocHOBHBIM st co3aanus PBR-matepuanos?

2. 3adem HyxeH HoJ Texture Coordinate m Mapping npu IOIKITFOYSHUH TEKCTYp?

3. Kaxkoit Color Space neobxomumo ycranoButh A Normal Map u Roughness
Map? [louemy?

4. Yto HYXHO H3MEHHTb B HACTpOMKax MaTepuaia, 4YTOOBl CHelaTh €ero
MPO3pavYHbIM?

5. Kak B Shader Editor 6sicTpo yaanuth coequHEHNE MEXTY HOTaMH?
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7 AHUMALUSA ITIEPCOHAXKA
7.1 eab padoThI

ChopmupoBaTh y 00ydaronuxcsi KOMIETEHITUN TI0 CO3/IaHUI0 0a30BOM aHUMAITHH
MEPCOHAXKA C UCIOJIb30BAaHUEM KITFOUEBBIX KaJPOB, PEAAKTOPA KPUBBIX M HETMHEHHOMN
aHUMAIIUH.

7.2 KpaTrkue TeopeTH4yecKHe CBeJIeHHUS

Anumarus (Animation) — 3To npoIecc U3MEHEHHUsI CBOMCTB 00bEKTa BO BpeMeHH. B
Blender anumarniusi co3gaercs ¢ MOMOIIbIO KIFOYEBBIX KajpoB (keyframes) — oTMETOK Ha
BPEMEHHOM IIIKajie, B KOTOPBHIX COXPAHSCTCS OIPEACICHHOEC COCTOSIHUE OOBCKTa
(TmoyiokeHue, IMOBOPOT, MacmTad WM 00N apyroW mapametrp). IIpomexyTrodHbie
COCTOSIHHSI MEXAy KIIOUeBbIMM Kajapamu Blender BbIUMCIIIET aBTOMAaTHYECKH — 3TO
HAa3bIBACTCS] HHTEPITOJISIIHCH.

Tabmuua 7.1 — OCHOBHBIE TTOHATHUSA

Tepmun Onucanue

Keyframe Mertka BpeMEHH, B KOTOPOM COXPAaHSAETCS 3HAYEHHE CBOMCTBa. B

(Knrouesoit kanp) | 3D Viewport uMs akTHUBHOTO OOBEKTa MpPHU HAXOXKJIECHUU Ha
KITFOUEBOM KaJIpe TIOJICBEUNBACTCSI JKEITHIM.

F-Curve KpuBas, omnuceiBaromas HW3MEHEHHWE 3HAUYEHUS CBOWMCTBA BO

(d-kpuBas) Bpemenu. ['paduk orobpaxaercst B Graph Editor.

WuTepnionsmus Croco6 pacuera MPOMEKYTOUHBIX 3HAYCHUH MEXTY KITFOUCBBIMH

(Interpolation) kangpamu. OcHoBHble THNBL: Constant (crynenvartas), Linear
(nuneninas), Bézier (uiaBHas).

DKCTPAOISAIUs [ToBeneHne KpuBOI 0 TIEPBOTO M TMOCIE TMOCIEIHEr0 KIFOUEBOTO

(Extrapolation) Kajpa (HampuMep, 3alUKINBaHUE).

Action (OxkiH) 3anuch aHuMaIuu (HaboOp KIIFOYEBBIX KaJpPOB), KOTOPYIO MOMKHO
COXPaHUTh ¥ IOBTOPHO HUCIIOIh30BATh.

NLA CucreMa HeJIMHEHMHOM aHMMAIIUMH, ITO3BOJIAIONIAs HAKIAJbIBAaTh U

(Non-Linear CMEIINBATh HECKOJIBKO Actions.

Animation)

Pose (I1o3a) [Tonoxenue ckenera (BceX KOCTEH) B KOHKPETHBIA MOMEHT
BPEMCHU.

7.2.1 OcHOBHbBIE IPUHIMIIBI AHUMAIIUM TIEPCOHAKA

Jlnst co3maHusl PEaMCTHYHOTO JIBIDKCHUS TIEPCOHA)XKa HEOOXOAMMO YUYWUTHIBATH
OCHOBHBIC IPUHILIMIIBI aHUMAIIWH.

TaMUHT — KOJIMYECTBO KaApPOB IS BBINOJHEHUS IEUCTBUSA ONPEHCISIET €ro
CKOpocTh M Bec. CHEeHCHHT — pachpelesiCHUE KIIOYEBBIX KaJpPOB BIMSET HAa XapakTep
nBWKeHus (Jerkoe/Tsokenoe). [Ipeasuaenre — HeOOIbII0E IBMXKEHHE B TPOTHUBOMOIOKHYIO
CTOPOHY TiepeJ OCHOBHBIM JIEMCTBUEM (Hampumep, MpHUCETAHUE Tepes] MPBLHKKOM).
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CienoBaHue — HMHEPIMOHHOE [IBUKECHHME YacTEWd TeJia MOCJE 3aBEPIICHUS] OCHOBHOTO

neuctBus. llepekpbITre — pa3HbIe YaCTH TEJa 3aKaHUYUBAIOT IBUKEHHUE B PA3HOE BPEMS.
OcHoBHOHM mpuMeHsieMblii B Blender tum anwmanmmm — 1Mo KIIFOYEBBIM KaJpam.

[Iporpamma mo3BOJISET BU3YATBHO pa3inyaTh THUIIBI KITFOYEBBIX KaIPOB I10 IIBETY U (hopMe.

Tabnuna 7.2 — Tunel KII0YEBBIX KaJIpOB

Tun I[BeT/®Popma Ha3nauenue
Keyframe benbrit/xentoiit poM6 OOBIUHBIN KITIOYEBOH KaJIp
Breakdown MarneHnbKkuii rory6oit pom6 [IpoMeXyTOUHBI KIIIOUYEBOM  Kajp,

IMOMOTacT KOHTPOJHUPOBATH IICPCXOI
MCKAY OCHOBHBIMH I103aMH

Moving Hold | TemHO-cepbIii/opaHKeBbIit JloGaBnisier HEOONBIIOE JABUKCHUE
poMO BOKPYT YJIEPKUBACMOH MO3UIIH
Extreme Bonpuioii po30BeIil poMO DKCTpeMaIIbHOE ITOJIOKEHUE

(HanpuMep, MaKCUMAaJIbHBIM 111ar)

7.2.1 I1oAroTOBKA CLEHBI

3arpys3uTte (aiia ¢ mepcoHakeM (pe3ysbTaT purruHra). [lepekimounTech Ha BKIAAKY
Animation B BepxXHeW mnaHenu (WM Yepe3 MEH0 pabouux MpocTpaHcTB). MHTepdetic
paszenuTcs Ha HeckoJibko obacteit: 3D Viewport B pexxume Pose Mode niist ynpasieHus
ckeseroM, Timeline — BpeMeHHasl IIKaia JUIsl yIpaBICHUS KIIOYEBBIMU Kajapamu, Dope
Sheet — 0030p Bcex KITIOYEBBIX KaJIpoB, YI00EH JJIsl MacCOBOrO penaktupoBanus, Graph
Editor — pegakTop KpHBBIX JIJISI TOYHOH HACTPOMKH HHTEPIIOJISAIIH.

Bpemennas mikana tpeOyer HacTpoiiku. Hampumep, g aHMMalMK UK XOAbObI
HaCTPOUTE CIAEAYIONIUE MapaMeTphI.

1. B oxue Timeline usmenute End frame na 25 (a4 25-kaapoBoro nukia) Uin Ha
49 (s 49-kaapoBOro IUKJIA X0AbOBI Ha 2 111ara).

2. Frame rate: o6eran0 24 wnm 30 FPS. IIpoBeputs MokHO B Properties — Output
Properties — Format — Frame Rate.

Auto Keying — ¢GyHKIMS aBTOMAaTHYECKOTO CO3JaHHs KIIIOYEBBIX KaapOB IpPHU
U3MEHCHHUH CBOMCTB. Britouaercs srot pexum B Timeline. Korma Auto Keying akTuBHa,
m000€ TepeMeIIeHre KOCTH aBTOMAaTUYECKH CO3/aeT KitoueBor kaap. He 3a0niBaiiTe ee
BBIKJIFOYATh, KOTJ]a HE aHUMHPYETE.

[Ipexkxne vem co3maBaTh CJIOKHYIO aHUMAIlMIO, OCBOMM 0a30BbIe OIEpaluu C
KJIFOUEBBIMU KaJpaMu. PekoMeHyemblii THN Kitouda Jjisi nepcoHaxka: I — Location &
Rotation (umu LocRot), Tak kak Maciitad KocTeil 0OBIYHO HE MEHSIETCS.

HaBuranusi mo KajapaMm OCYIIECTBJISCTCS CTpeJIKaMu BJICBO/BIpaBo (mepexoj Ha
IPeIbIIYIINAN/CACaYIONNi KitoueBoi kaap), Shift + Ctpenka BieBo/BnpaBo (mepexoa Ha
Havaso/koHel anumaiun), JIKM Ha BpeMeHHOM IIKaJje: MepeMECTHTh TEKYIIHMA KaIp.

7.2.2 Co3nanue aHUMAINH
B kauecTBe mpumepa paccMOTpuM HHMKJ Xoabobl (walk cycle) — sto 0a3oBas
aHUMAIIHs, KOTOpast 3allUKJINBACTCS U CO3/IAeT MILTFO3UI0 HENPEPHIBHOM XOAbOBI.
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CraHnapTHBINA UK XOAbOBI COCTOUT M3 ABYX IIaroB (JIEBbIM U MpaBblii) U UMeeT 4
KJTFOUEBBIE TIO3BI.

Taomuna 7.3 — KitroueBsbie 110361

[To3a Kanp (na 24 Onucanue
Kajapa)

Contact (Konrakr) | 1 u 13 [IaTKa OIHOW HOTM KacaeTcs 3€MJIH, ApyTras
HOTa c3a/1i. Pyku MpOTHUBOMNOJIOKHBI HOTaM.

Down (Huz) 4ulé6 Bec Tena nepeneceH Ha nepeHIOw HOTY. Telo
OITYIIEHO.

Passing (ITpoxox) | 7u 19 Ogna HoOra mpOXOJAUT MHUMO  OINOPHOM.
MakcumabHBIN U3TH0 KOJICHA.

Up (Bepx) 10 m 22 Temo mOOHATO, HOTM MAaKCHMAalIbHO IIHPOKO
pacCTaBJICHBI.

Baxxno: Ha kazipe 25 noBTopuTe Mo3y Kajapa 1 —3To obecneunT 3aiuKInBaHue.
[TomaroBoe co3gaHue aHUMauu

[IIar 1: Contact Pose (Kaap 1)

1. VYcranoBure Tekyui kajap Ha 1.

2. TloctaBbTe mepcoHaxka B T-1o3y (MCXOJIHOE MOJIOKEHHE).

3. Hactpoiite no3y:

JleBas Hora: Bniepeiu (Cjerka COrHyTa B KOJICHE).

[IpaBas Hora: c3aau (psimasi).

JleBas pyka: c3aau (JJOKOTb COTHYT).

[IpaBas pyka: Briepeu.

Kopryc: cnerka HakJIOHEH BIEpE/.

4. Beienute Bce kKocTh (A) U BcTaBbTe KitoueBoit kanp (I — Location & Rotation).
[IIar 2: Passing Pose (Kaap 7)

1. Tlepemecture Playhead na xaap 7.

2. W3MmenwuTe no3sy:

Horu npoxoast mumo nipyr apyra (06€ COrHYTHI B KOJICHSX).

Pyku B kpaliHuX TOUKax mMaxa.

Teno onymieHo HUKe.

3. BcraBbTe KITIOUEBOI KaJIp.

[ar 3: Contact Pose (Kaap 13) — npoTuBomosnoxHast Hora

1. Ilepemectute Playhead na xamp 13.

2. CMeHHUTE OMOPHYIO HOTY:

IIpaBas Hora Briepeau.

JleBas Hora c3anu.

Pyku MEHSIOT MOJI0KEHHUE.

3. BcraBbTe KITIOUEBOI KaIp.

[ar 4: Passing Pose (Kagp 19)

1. Ha kaape 19 noBTopute no3y Kak Ha KajJipe 7, HO C APYTUMH HOTAMH.
2. BcraBbTe KITIIOUEBOI KaJIp.
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[IIar 5: 3ambikanue mukia (Kagp 25)

1. Cxonupyiite KIr04eBOW Kaap c Kajapa | (Belaenure Bce KOCTH Ha Kaape 1 —
naxxmute Ctrl + C).

2. llepeiigute Ha kaap 25 — Ctrl + V (BcTaBUTH KIIIOUEBBIE KAAPHI).

JloOaBiieHHE NBUKEHUS KOpITyca

Xoap0a — 3TO HE TONBKO ABMKEHHE HOT U pyK. [[o0aBUM ecTeCTBEHHOE JBH)KEHHUE
KopIyca:

1. BepTukanbHOE JBHKEHUE: BBIACINUTE KOPHEBYIO KOCTh (Root) — Ha kagpax Down
(4 u 16) onyctute ee BHU3, Ha kKagpax Up (10 u 22) nogHuMuUTE BBEPX.

2. Bpamenue ta3a: Ha kaapax Contact cierka HOBEpHUTE Ta3 B CTOPOHY OMOPHOM
HOTH.

3. JlBwxkeHue rosioBbl: ['0510Ba 10JKHA OCTAaBaThCsl CTAOMIIBHOM, HO CIIEA0BAThH 32
JIBUKEHUSIMH KOpPITyCa.

7.2.3 Pa6ora B Graph Editor

[Tocme co3maHust KIIIOUEBBIX 1103 aHUMAIUS MOXET BBITTISACTh PE3KOM WM
HeecTecTBeHHOU. Graph Editor mo3BosisieT HaCTpOUTh IJIABHOCTh JBHKEHUS. B paboueit
oOnacTu Animation nepekiIoYnuTe 0auH 13 peaaktopoB B Graph Editor.

Tabnuna 7.4 — bazoBble onepanuu ¢ KpUBBIMU

Onepanus JlerictBue Pesynprar
Bri6op kanana | Knukayts 1o  Ha3zBaHuio kaHana  cieBa | OToOpasurcs
(Hampumep, TOJIBKO 3Ta KPUBas
pose.bones["UpperArm.L"].rotation_euler.X)
Bri0op kitoueit | B — Boiaenuts 001acTh Brinenenne
HECKOJIbKUX
KJIFOUCH
ITepememienne | G — aBUraTh N3menenue
KITFOUEei BPEMEHHU/3HAYCHU
A
CrnaxuBanue | Boeigenuts kmoun — V — Auto Clamped ABTOMaTHYECKOE
KpUBOU CIUI)KUBAHUE
JIuneitnas Beinenuts kintoun — V — Linear Pe3koe nzmenenue
MHTEPHOJIALIHS (nn1s1 ynapos)

Hacrpoiika kacanus cron (Fix Foot Sliding). Onna u3 caMmbIx 4acTbix MpoOJeM B
aHUMAIMH XOb0BI — CKOJIBKEHHE CTOII IO MOy .

Pemenue npoGiemst:

1. B Graph Editor naiiqute xpussie nis kocreit cron (Foot.L, Foot.R).

2. Beinenurte KIItOYM, OTBEYAIOIIME 32 MOMEHT KacaHHsI 3€MIIH.

3. YOeautech, 4YTO B 3TU MOMEHTHI HOT'a HE JIBUKETCS 110 TOPU30HTAIIH.

4. Tlpu vHeoOxomumocTu ucnonb3yite Pivot wmm IK mist pukcammu ctomsl.
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UtoOb! UK XOABOBI TOBTOPSUICS OECKOHEYHO, HY)KHO HACTPOUTH IKCTPATIOJISIIHUIO.
C nomombto monudukaropa Cyclic B Graph Editor.

1. B Graph Editor Bei6epute Hy*)Hy10 F-KkpuByto.

2. llepeiigute Ha Bkiaaky Modifiers (B OokoBoii manenu, N).

3. Haxwmure Add Modifier — Cycles.

4. Hactpoiire:

Before: Repeat (moBTOpSATH TIepe 1 MEPBHIM KITFOYOM)

After: Repeat (OBTOpATH MOCIIE MOCTEAHETO KITHOYA)

C nmomomipio Action Editor u NLA. DToT MeTon yno0eH, Korjia y Bac HECKOJIbKO
pa3HbIX aHUMAITHH.

1. Tlepexmountech B Action Editor (BMecto Dope Sheet).

2. Bama anumanus yxe coxpaneHa kak Action (00b9HO Action).

3. Tlepeumenyiite ee B WalkCycle (1BOMHOM KJIMK 110 UMEHH).

4. Tlepexmouutech B NLA Editor.

5. Haxwmure Push Down Action (MKOHKa ¢ 3elIeHOH cTpenkod BHH3) — Action
nobasurcs B NLA-Tpek.

6. Hactpoiite moBTopenue (Repeat) B cBoiicTBax Tpeka.

7.2.4 IIpocMOTP U IKCHOPT AHUMAIIUH

Jlns nmpocmotpa anumarnuu B Timeline naxxmute Play wunu xnaBumry IlpoGer.
Bxitounte mukinuueckuit mpocmoTp: B Timeline Haxkmute kHONKy Cyclic (3allUKINTh
BOCIIPOU3BEICHUE).

JIns UCTOnb30BaHUS aHUMAIIMM B JPYrUX TMporpamMmax (UTPOBBIX JBUKKAX)
DKCHOPTUPYUTE MOJEIb BMECTE C aHMUMaUMEW. /[ 3TOro BBIAECIUTE MOJENIb U CKEJIET.
Okcnoptupyiite B fhx dopmar: File — Export — FBX. B HacTpoiikax skcropTa:

Include: BkmrounTe Armature, Mesh.

Baking: Bxirounte Bake Animation.

Keyframe Range: ykaxure HyXHbIi quamna3on (1-25).

Tabnuua 7.5 — TunuuHbple OMOKU U UX pEeHICHUE

Ommbxka [IpnuuHa Hcnpasnenue
AHuManus Henocrarouno Job6asTe Breakdown (romyObie pomObI) B
BBITJISLUT KJIFOUEBBIX  KaJpOB | CEPEINHE JIBUKEHUN
"nepraHoit" WIM  HEIpaBWIbHas
MHTEPHOJIALIHS
Horu cxonw3dar | OTcyTrcTBHE B Graph Editor npoBepsTe mo3uuuu cTon B
10 MOy ¢ukcan  cronm B | KJIIOYEBbIE MOMEHTBI
MOMEHT KacaHus
Annmanmss  He | He coBmagaror no3el | Ckonupyiite o3y ¢ kazapa | Ha mocienHui
3allUKJINBAETCA | Ha NEPBOM U | Kajap
MTOCJIETHEM KaJIpax
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Yactu tena | Her nepekpbiTus | PazHecuTe KirOYEBbIE KaJpbl Uil Pa3HbBIX
JIBUKYTCS JIBIDKEHUM 4acTeW Tejna Ha HECKOJIBbKO KAaIpOB
CUHXPOHHO

[Tepconax He HacTpoeHo | Jlo6aBbTe kmoun s Root mo ocu Z B
"BemibiBaet" BEPTHUKAJIbHOE nonoxxenusx Down u Up

pH X060€ JBIKEHUE KOpIyca

7.3 IlporpamMma BbINOJIHEHHSI padOThI

1.

2.

3.

O3HAaKOMUTBCS € TEOPETHUUECKUM pPAa3JelioM HACTOSALIMX METOINYECKUX
yKa3aHUN U OBTOPUTH COOTBETCTBYIOINI JIEKIIMOHHBIN MaTepHall.

Coznath aHMMAaNMIO OOBEKTOB C HCIIOJIB30BAHUEM (PU3UKM TKaHU W/WIH
TBEPJBIX TEN, OTPAHUYUTENEH, IpaiiBepoB W/ min KpuBbix anumarnuii (Graph Editor).
[1oAroTOBUTH OTBETHI HA KOHTPOJIBHBIE BOIPOCHI.

7.4 BapmuaHr 3agaHuii

B tabnuie 7.6 npuBeaeHbl 00pa3Iiibl BO3MOXKHBIX BAPUAHTOB 3a/1aHUs. 3aIaHUE IS
MIPOEKTa 00CY’KIAaeTCs ¢ IIpernoaaBaTesieM U BRIOUpaeTCsl MHANBUIYaTIbHO.

Ta6muma 7.6 — ITpumeps! 3ananuii

No AHUMHPYEMBIN OOBEKT
1 AHuManus pa3BeBaronierocs (ara
2 AHUMaNys pacCTUIIAHUS CKaTePTH
3 AHUManus pas3iera 4acTHI]
4 AHUMAaIMsI PHITAIONIETO MePCOHAKA
7.5 Conep:kanue oT4yera
Otuetr no pabote odopmisgercss B ¢hopMe MPE3CHTALMU U COJAEPKUT CJICIYIOIIYIO
uH(pOpMaLHIO:

S

Haszpanue npoekra
Bapuant 3amanusi.

CKpUHIIOTHI IPOIIECca CO3MaHUsT aHUMAIUH.
CKpHHIIIOTHI, HA KOTOPBHIX BHIHBI OTPAHUYHMTEIH.
CkpuHIIOTHI KpuBbIX anuMalu B Graph Editor u/unm HacTpoek apaiiepa.

7.6 KoHTpoJibHbIE BONPOCHI

1. UYto takoe nntepnosinus? Kakue TUbI HHTEPIONAIUHN CyecTByoT B Blender?
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2. Kak ornmuuth oObIHBIN KiroueBoM kaap (Keyframe) or mpomMexyTOUHOTo
(Breakdown) B Dope Sheet?

3. s gero nyxken Graph Editor u kak oH momMoraeT yiay4IiuTh aHUMAIHio?

4. Tlouemy BakHO (PUKCHPOBATH CTOIIBI P cO3/1aHUU X0Ab0bI? Kak 3710 cnenats?

5. Uro takoe NLA u 1151 4ero oH UCnoib3yercs?
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8 OKCITIOPT U 3ATPY3KA IIEPCOHAKA B UNREAL ENGINE
8.1 Heab padoTsl

- CdopmupoBaTh y 00yUaromuxcsi KOMIETEHIIUH 10 3KcnopTy 3D-nepconaxa
u3 Blender u ero umnopty B Unreal Engine 5 ¢ coxpaneHnem cKeneTHOW aHuMaIui 1
MaTepHaoB.

8.2 Kpartkue TeopeTuyecKkne cBeJIeHUsA

8.2.1 OcHOBBI PaGOTHI C HTPOBBHIM JIBUIKKOM

Unreal Engine (UE) — »3T0 urpoBoii ABHKOK, pa3paboTaHHBIM KommaHueid Epic
Games. OH ucnosb3yet coOCTBEHHBIN opMat acceToB (.uasset), HO OCHOBHBIM (hOpMaTOM
IUIsl AMIIOPTA MOJENIEW U aHUManui u3 BHeHUX 3D-penaktopos sBusercs FBX. dopmar
FBX Ob11 co3nan komnanueir Autodesk u ctan oTpacieBbiM ctanaapToM ajis oomeHa 3D-
JAHHBIMH MEXIY pPa3IuIHbIMA TpwiIokeHUusMUA. OH TMOAJEpKUBACT: CETKU (MEIn),
CKEJIETHYIO0 aHUMalUI0, MOp(-TapreTsl (MUMHUKA), MAaTEPUAIIBI U TEKCTYPHI.

8.2.2 Pa6ora B Unreal Engine 5

Co3nanue npoekra B Unreal Engine 5 (UES) u ummopt moaenu:

1. 3amyctute Epic Games Launcher — Unreal Engine — Launch

2. Co3pnaiiTe HOBBIN ITPOCKT:

Game — Third Person (m1abnon ¢ ynpasienuem) uiu Blank (mycTtoit mpoekr)

C++ unu Blueprint — BeiOepute Blueprint aist mpocToThI

Project Name: MyCharacterProject

Location: BeiOepuTe Manky

Haxxmute Create

3. B Content Browser mnepeiinure B manky Content (wim cosnmaiiTe HOBYIO,
Hanpumep, Characters), HaxxmuTe kHOnKy Import (uu mpocTo meperanuTe Balry MoAeb
B (hopmare .fbx B okro Content Browser).

4. B okue FBX Import Options HactpoiiTe mapamerpsl, Haxxkmute Import All

5. Tlocae ycmemnoro mmmopra B Content Browser mosesitcs: Skeletal Mesh —
Mojienb mepcoHaxka, Skeleton — ckenmer (aBTomaTmuecku co3maH), Physics Asset —
¢dusndeckoe Teso (MOXKHO HACTPOUTH MO3KE), MATEPHANIBI — CO3/IAHHBIE U3 TEKCTYD.

Teneps UMnopTUpyEeM aHUMAIIHMH, co3/laHHbIe B Blender:

1. DOxkcmoptupyiite anumanuio u3 Blender:

BrigenuTe TONBKO CKeneT (Ml MOXKHO CKpPBITh), YCTAHOBUTE HY)KHBIN JHanazoH
kanpoB B Timeline u skcoptupyite FBX ¢ Temm ke HacTpoiikamu TpaHcpopManuu
(Forward = -Z, Up =Y). Bximouute Bake Animation

2. B UES: Import — Beibepute FBX ¢ anumanueii. B FBX Import Options: Skeletal
Mesh — BEIKTFOUNTH (HE HY)KHO MMITIOPTHPOBATH MEII MIOBTOPHO), Animation — BKIIIOYHTb,
Skeleton — BeIOpaTh cKelleT epCcoOHaXKa U3 BhIMAIAOIIETO CIMCKa, HaKaTh Import.
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8.3 IIporpamma BbINOJIHEHHsI padOThI

1. O3HAKOMUTBCA C TEOPETHUUECKUM PA3JeiIOM HACTOAIIUX METOIUYECKHX
YKa3aHHUM U HOBTOPUTH COOTBETCTBYIOIINN JICKIIMOHHBIN MaTepurall.

2. OcymiecTBUTH 3arpy3Ky MOJIENH U TEKCTYpHI B 1BMKOK Unreal engine.

3. [1oArOTOBUTH OTBETHI HA KOHTPOJIBHBIE BOIIPOCHI.

8.4 BapuaHT 3agaHuii

B tabnuie 8.1 npuBeneHb! 00pasiibl BO3MOXKHBIX BAPUAHTOB 3a/1aHUs. 3a1aHUE IS
IIPOEKTa 00CY’KJIaeTCsl C IMPernoiaBaTeeM U BIOMpaeTCs UHANBUYJIBHO.

Ta6muma 8.1 — ITpumeps! 3ananuii

No CocTaB ClieHBI
1 Kpyxka
2 bouka
3 KonTteiinep
4 Opyxue

8.5 Coaep:kaHue oT4eTa

Otyetr no pabote odopmisgercss B ¢hopMe MPE3CHTALMU U COJAEPKUT CIICAYIOIIYIO
uH(pOpMaLHIO:
Haszeanue npoekra
Bapuant 3amanust.
Ckpuniot UV-mabnona.
[Topsimok co3naHust TEKCTYP.
Ckpuninotsl Tekctyp Diffuse Map, Roughness Map, Normal Map.

oW

8.6 KoHTpoJbHbIE BONPOCHI

1. Tlouemy FBX siBnsiercst npeanouTuTeabHbiM (hopmaTom iis skcnopta B Unreal
Engine?

2. Kakue nactpoiiku 3kcnopta u3 Blender xpuTuuecku Ba)xHBI ISl KOPPEKTHOM
opueHTanuu rnepconaxa B UES?

3. UYewm orimuaercs Skeletal Mesh ot Static Mesh B Unreal Engine?

4. Kaxoit accer B Unreal Engine cBs3bIBaeT CKeIET U aHUMALIMK C MIEPCOHAXKEM B
urpe?

5. ITlouyemy BaKHO TPHUAHTYJUPOBATh CETKY IEPE] IKCIIOPTOM B UTPOBOM JBUKOK?

6. Kak umnopTupoBaTh HECKOJIBKO aHUMAIIMH JIJIST OJTHOTO M TOTO K€ cKenera 0e3
nyOIupoBaHus Merra?
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