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Brl y3Haere:

OCHOBBI CUMYJISAIINY TKAaHU

Kak cMonenupoBars peanucTUYHO BUCSIIEE MTOJTOTEHIIE

Ncnonb3oBanue mapametpa particle system 115t co31aHust MyImucToro Mexa

Hukorna He 3a1yMbIBaIUCh, IOYEMY TaK MHOTO APXUTEKTYPHBIX HUHTEPHEPOB BBITIISIAT
XOJIOHO ¥ HempuBeTIMBO? Bee cinoxkHo. Bbl Obl HE XOTENU KUTh B IOME, 3alI0JIHECHHOM
MOJHOCTBIO TBEPABIMHU MMOBEPXHOCTAMH, TOATOMY HE YIUBUTEIBHO, UTO OHU HaM HE
HpPABSITCS U B pEHJEPE.

Tkanb mOMOTAET clies1aTh TBEP/AbIC TOBEPXHOCTH TIJIABHBIM MSITKUM, KOM(MOPTHBIM
MAaTEPHUATIOM.

B »TOM ypoKe s 1aM COBETBI M pacCKaXy O HEKOTOPBIX XUTPOCTSX, KaK C/IeJIaTh
KpacHUBbIE MYIIMCTHIC MOJOTEHIIA, KOTOPHIC IOMOJHSAT Ballly CIIEHY, 100aBUB
MPUBJIEKATEITBHOCTH.

[To MeToMKe 3TOr0 ypoKa MOXKHO CO3/1aTh MPAKTUUYECKH JTIO0YIO0 MATKYIO TKaHb:
CKaTepTH, ojiesya, LIeJIKOBOE MocTelibHOE Oenbe U T. 1. [Ipencrasnsere?

Co31anue MoJOTEHIIA.

1. Co3naiiTe HOBYIO CIIEHY, YIQIUTE BCE 0OBEKTHI 10 YMOIYAHUIO U 3aMEHHUTE MX
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IJIOCKOCTHIO. MacmItabupyiTe ee IBaKabl BJIOJb OCH X axis (S>X>2).

2. B edit mode (pexxum penaktupoBanus) 1ob6aBbre vertical loop cut Ha cepenuny
IUIOCKOCTH TaKUM 00pa3oM, 4TOObI (helChl OBLIN POBHEI.

(1) Plane

¥ EditMode + @ 3 %

3. Ilonpazaenure miockocth (W>Subdivide) n maHenu HHCTPYMEHTOB YCTaHOBHUTE



sgauenue 50 (cuts):

Straight Cut

4. Bepuurech B Object Mode, B Physics panel Bkirounte Cloth, 3aTeM nmoctaBbTe



rajouky B Pinning.

User Persp

Meters

(1) PIERCI

@ Object Mode 7 @

(2]

>

Cloth Presets

v Pinning

5. 3aiinute B MeHio Weight Paint Mode (Shift+TAB) u napucyiite Touky, rie Bbl




XOTHUTEC ITOBCCUTH IMOJIOTCHIIC.

(1) Plane

<./ Weight Paint



6. B nacrpoiikax cloth Betoepure ‘Group’ mg napamerpa Pinning.

User Persp

Meters

@

Cloth Presets

d
4

Vv Pinning




7. Yeemnunte Cloth Quality Steps no 12 u Bxmounte Self Collision.

User Persp

Meters

(87) Plane

Object Mode v @

Cloth Presets
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8. 3aTeM OTpEryJmMpymnuTe CIEIVIOIINE ITapaMeTPEhL;

User Persp

Meters

(73) Plane

@ Object Mode

</

Cloth Presets

Co3nanue cTeHbI /151 CTOJIKHOBEHHS.

1. ,HO63BLT€ 6OJ'II)IHYIO [InockocTh Imo3aju o0BeKTa IMOJIOTCHIA U PACIIOJIOKUTC 00BEKT



IIOJIOTCHIIC CBCPXY.

User Persp

Meters

(1) Plane.001

2. OOBEKT MOJOTEHIIE JTyUllle TOBEPHYTH IO YTJIIOM IO OCH X, 3TO IIOMOXKET CACIaTh
IIpoIIeCcC IpocUeTa aHUMAaIMK 00JIee PEaATMCTUIHBIM, TOJIOTEHIIEe OyAeT MEeJICHHEE



nagatb, ¥ YMCHBIINUTH BEPOATHOCTD apTCPAKTOB.

Right Ortho

Meters

(1) Plane

Ty @ Object Mode v @

User Persp

Meters

@ Object Mode 7 @




3. BeiOepure 00beKT 3aaHero wiana v B naueiu Physics sxiarounte Collision.

Right Ortho

Meters

(1) Plane.001

& Object Mode

4. Beibepute o0bekT nosnotenue u noj Bkuajakon Cloth Cache B manenu Physics,



yctanoBuTe 3HaueHue End 100, 3atem Haxkmute Bake.

Right Ortho

Meters

@ Object Mode

Use Lib Path

| i
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5. BocpousBenute aHMMAIIMIO, U KaK TOJLKO BbI OyjieTe JOBOJIbHBI BHEIITHUM BUIOM
nosioteHua, nepeaure k Modifiers Panel u naxxmure Apply noa moaudukatopom




Cloth.
Front Ortho

Meters

(73) Plane

@ Object Mode

Hacrtpoiika cueHbl 4 OCBeIleHU .



1. Jlo6aBeTe Spot Lamp 1 pacmoyioKUTe €ro, Kak moKa3aHo Ha

Right Ortho

Meters :'i";'::;':f.f_'_ o

(73) Spot
&

Top Ortho

Meters

@ Object Mode




2. lo6aBrTe Camera B CIICHY U MO KSJTaHUIO

Camera Persp

Meters

(73) Camerd i e e b o e gt

User Persp

Meters

(73) Camera

3. Bribepure Spot Lamp (ToueuHblif CBETHIIBHHUK) M YCTAaHOBUTE TTapameTp strength Ha



4000, a shadow size Ha 2m

Top Ortho Time:00:17.87 | Remaining:00:

Meters ..~

f
.
:

(73)'Spot

Hemi

v Cast Shadow

Emission

Co3nanmne MaTepuajia nmojaoreHuma.

1. BeiOepute 00BEKT MOJIIOTEHLE U 100aBbTEe new material ¢ ycTaHOBKOM BOT
CJIEAYIOLIEro HoJa:



Material




2. Jlo6asbTe HON Fresnel (Input > Fresnel), uToOb1 koHTpOaMpoBaTh napametp Factor B
Hoze Mix Shader.

(73) Plane




3. Jlo6aBeTe HOA Translucent u ycranoBute coeaquuenue ¢ Hogom Add Shader.

o

W

A}.;

(73) Plane

AMatAarial

oA



4. JIns momy4deHus: JOMOJHUTENIbHBIX HACTPOEK 1IBETA MOJIOTEHIIa, 100aBbTe HOJ RGB 1

npucoeauHuTe ero K Hoay Diffuse.

(73) Plane

Material



5. Ho6asete B HO MiXRGB (Color > MixRGB) 1BeT 1 mojicoeIMHUTE €T0 K HOY

Velvet mnsg nonyuenus 0osee yeTkoro oapxartaoro dddexra.

(73) Plane

Material

6. Jlo6aBbTe npyroi uset k Hoxy MixRGB u coenqunute mexay coboit Hoel RGB u
Translucent, HO BbIOEpHUTE BTOPOI LIBET K YEPHOMY, UTOOBI OJYyIPO3paYHbIA d3PPeKT



OBLII TEMHEE.

(73) Plane

Material




l'[epezl BaMM KOHEYHbIH BapHaHT YCTAHOBKU MaTE€PUAJBHOT0O HOAA JIsA
IHOJIOTCHIIA .




7. Hob6aBbTe Mmoguduratop Solidify k 00BEKTy MOJOTESHIIE U 3aalTE TapaMeTp

thickness (Tonumua) B 2 MM.

(73) Plane




8. [lo6asrTe Mmogudukatop Edge Split, bnarogaps yemy He Oyaet apTedakToB MO
KpasiM TIOJIOTEHIIA.

(73) Plane

I[OﬁaBJIeHI/Ie MOJIOTEHITY BOPCUCTOCTH.

1. Co3naiite HOBYTO Particle System mist 00beKTa MOJTOTEHIIE CO CIICTYIOMUMA




HaYaJIbHBIMH HACTPOUKAMMU:

Camera Persp

Meters

(73) Plane

v/ Use Modifier Stack




2. YBenmnubTe KOJIMYECTBO YACTHUI] M YCTAHOBUTE HU3KUH TIporieHT Display,
YTOOBI

Camera Persp

Meters

{73) Plane

v Use Modifier Stack

Material




3. [IposeprTe Advanced, u m3mennte 3HaueHUs: Brownian 1 Random, 4to0s! mpuaath
Mexy'" 0oJiee eCTECTBEHHBIN BUI.

+4 A
*+ v

L

Hair

v Advanced

Midpoint




Line Segments

Thick

v/ Cull back-faces

Close tip




5. YBenmuubTe 0011I€€ KOJMYECTBO YaCTHIl 40 | MIIH:

‘
]

:

b
7

(73) Plane

A
v

Tt
+4

Hair

v Advanced



6. B Edit Mode Bb1OepuTe BCe ceTKH, KpOME HUKHETO Kpas U TIOJIOCHI HaJl HUM, KaK
MIOKa3aHO HA PUCYHKE:!

Camera Persp

Meters

(73) Plane




7. B manemu Object Data mepexoaum k Vertex Group, ¥ Ha3HAYaEeM BBIJCTICHHBIM
BEpIIMHAM, Ha)KMMas assign , 3Hadyenue Weight of 1.

Camera Persp

Meters

(73) Plane



8. 3areM, 3axoauM B particle settings, U B ONIHUAX VerteX group yCTaHABIMBAEM B

sHauenue ‘Group’.

—————

napamerpe Densi

&
¥

|

(73) Plane



Hcrounuk: blenderguru.com/tutorials/make-towels
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