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IpakTuueckas padora «Co3nanue kiayonunku B Blender

BoinosiHeHHBIE Pad0THI MPUCHLIATH MO aapecy: Nat_mila@mail.ru

QDunanvHwlll peHoep.
Beryniienue.

@pyKTHI - 3TO OUEHb BaXKHAS €]1a, HO UHOT'/1a OHA MOKET OBITh OYEHb JIOPOTOi
(ocobenHo, korna Mol ToBopuM 0 3J[ Mmogenu GpykroB). Ceroanst Mbl pazdoepem,
KaK MOJIETTUPOBaTh, TEKCTYPUPOBATh U BU3YAIM3UPOBATh PEATUCTUUHYIO
ki1yoHuKy B Blender. Mb1 OyieM ucross30BaTh MpoCcToi Met (cdepy) B KauecTBe
3aroToBKH, HOBBIM HHCTpyMeHT Blender (poke face) mist monmydenus
peanuctuuHoi Moaenu GpykToB, 1 SSS Shader (subsurface scattering) ms
PEATMCTUYHOIO MaTepuaa.

Ilar 1: MoaeanpoBanue Ka1yOHUKH Nel.
B nepByto ouepens nounmre B UHTepHETE N300paskeHUs KITYOHUKH U COXPAHUTE
UX B nanke; peepeHchl 0YeHb BAXKHBI JIJIs1 pEaTUCTUYHOrO pe3yiibrata. OTKpoiiTe
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Blender, yaanute xy6 mo ymonadanuto u 100aBbTe chepy B 15 cerMeHTOB U B 15
kojen. M3menute Buj ¢ perspective Ha orthographic (Haxxmure 5) u nepeiure K
Buny criepenu (Haxmure 1). Haxxmure TAB, uTo0Ob1 m3MeHUTH pexxuM ¢ Object Ha
Edit u Bxmrounte Proportional Editing, BeiOepuTe Bepx (a motoM HK3) chephl U
BJIOJIb OCH Z JIO T€X IO
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Hlar 2. MoaeaupoBanue KI1yOHUKH Ne2.
Otxmounte Proportional Editing, B Edit mode BeiGepuTe Bece Bepiuasbl (Ctrl+A),
u ucnolb3yite komanay poke faces (Alt+P). Teneps Bamra Mmozens Oyaer

BBITJISZIETh KaK HA KapTHHKE HUXKeE. [[loOMEeHsiiTe pesxuM BhIJICJICHUS ¢ Vertex Ha
edge (Ctrl+TAB) u BeiObepuTe 4 kpas, Kak MOKa3aHO Ha BTOPOM H300paKeHUH



ke, Otkpoiite select menu u ximkuuTe Ha Similar > Face Angles, inverse the
selection (Ctrl+1) u delete edges (X > edge). Beidepure Bce (Ctrl+A ) u HaxkxmuTe
F, uTo0nI co3nath orcyTcTBHe detica. Teneps y Bac A0JKHA OBITh MOJIENb, KaK Ha
YETBEPTOM PUCYHKE.
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lar 3. Co3nanue 3epeH.

CHuMUTE BBIJICTICHUE C BEPXHETO U HUKHETO PelicoB Mojieu (Ucnob3yiTe circle
select), HaskmuTe ABaXKbI | (TIepBBIid pa3 BrirouuTcs Inset,Bropoit pa3 - Individual
Face). [lepemecTrTe HEMHOTO MBIIIIb (CM. HUKE BTOPYIO KAPTUHKY ).
Nueprtupyiitre Boinenenue (Ctrl+l) u cHumure BbiieIeHUE C BEpXHEN U HIKHEH
rpaHei (TpeTbe n300paxenue Huxe), HaxmuTe Extrude u Mmacrabupyiite

HEMHOTI'0, I3MEHUTE HayalbHYI0 TOUKY onopsl ¢ median Ha individual origin,
3arem Extrude, naxmuTte Esc u emie pa3 Maciutabupyiite. BepHuTte TOUKy onopsl
Ha Touky median, Extrude u nHaxkmute Esc, u elie HEeMHOTo MacuiTabupymre.
Haxxmure Ctrl u no6aBbTe rpynimy BepiinH, Ha3BaB ee "seeds" (3epHa). JlobaBbTe



moaudukarop subsurface u ycranopute meiaep smooth (rimaakuii). Msmenure
IBIKOK penpepa ¢ Blender na Cycles u 106aBbTe KpacHbIN MaTepuall K KIIyOHHKE,

a JKEJITBHIN - K 3€EpHaM.
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Ilar 4. Moauduxartop Lattice (pemetka).

Hama ximyOHMKA CIMIIKOM CHMMETPHUYHA, TaK YTO UCIIOJIB3YEeM PEIIETKY s
MoaudunmpoBanus Gopmsl Mema. JJo6aBeTe 00BekT lattice (Add > Lattice) u
MacIITaOupyHTe ero BOKPYT KIyOHUKU. Beiienute KiyOHUKY, IEpedIuTe BO
BKJIAJIKy MOoAMGUKAaTOpoB U 100aBkTe Lattice (Beimenute Lattice B mosie 00bexTa
Moaudukaropa). Ternepb Mbl MOXEM MOIUPHUITUPOBATH HAIITY MOJIETh; BEIOEpUTE
Lattice object, nasxxmute TAB (edit mode) u mepemecTuTe HECKOJIBKO BEPIITHH.



Ilar 5. MoaeJnmpoBaHue JUCTOYKOB.

Jlo6aBbTe OKpy)HOCTH (10 BepIuH) Ha BEPXYIIKY KIIYOHUKHU, DKCTPYIUPYUTE U
MacmTabupyiTe mo 6okam, co3aanas JUCThs. JJo6aBbTe HECKOIBKO loop cuts
(Ctrl+R), uToOBI cieNaTh TUCTUK OCTPEE U UCTONIB3yiiTe proportional editing s
n3ruba xKaxaoro auctuka. M3 Buga cBepxy, cuenainte pa3BEPTKY MOJIETIH,
ucnosb3ys onmuio Project From View u axcnioprupyiite UV 3arotoBky — €€ Mbl
UCIIOJIB3YEM MO3XKE JJIsl CO3JaHUs MaTepHualia JIMCThEB.
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Ilar 6. MaTepuajibl U TEKCTYPbI.

Haunewm ¢ kiryOHUKH; TOT MaTepual MPeACTaBIsIeT OO0 MUKC KpacHOTO SSS
(subsurface scattering radius 1,13 - 1,20 - 0,60), kpacHbIit quddy3HbIH meiaep
(diffuse shader) c 6enpiM rasiHiieM (white glossy). Matepuan 3epeH npeacTaBiseT
coboit cmechk xenroro auddysnoro (yellow diffuse) (70%) u Genoro riasHIa
(white glossy) (30%). ns nuctbeB, otkporte UV layout B Gimp u ckonupyite Ha
HUX TEKCTYpY JIUCTA, UCMONIb3Ys MUKC AU (HY30B U IIISTHIIEBBIX MaTEPHAIIOB.
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Ilar 7. OcBelieHne U HACTPOIKN peHaepa.

Kax 00b14HO, MBI OyZIeM HCHOJB30BATh HACTPOMKU CTYAMMHOTO OCBEILEHUS:
MJIOCKOCTh AMHUCCHH CBEPXY CLIEHBI (UUCTO OENbIi UBET) U 2 MIOCKOCTH SMUTTEPA
1o 6okam (oauH emission shader ¢ TemibiM cBETOM,BTOPOH ¢ X0noaHbIM). Depth of
field (rmyO6uHa pe3kocTH) - OTIIMYHBIN CIOCO0 100aBUTh pealn3Ma; yCTAHOBUTE
kamepy F/Stop Ha 4, a uncno 6neiinos Ha 6. Ucnone3yiite 1000 mpoxo1oB,
Haxmute F12 u nomoxaure pesyabraTta penaepa. (BHumanue: He uCnonab3yiTe
GPU c nonowm SSS).

Otkpoiite nuzodpaxenue B GIMP unu Photoshop u orperynupyiite ypoBHU U

KPUBBIC.




Kak ucnosnb3oBath pa3dHbie MaTepHAaJIbl HA 0THOM O0beKTe.

Hcnonbs3oBanue nByX U 6oJjiee MaTEpUaIOB HA OJTHOM OOBEKTE - 3TO XOPOUTUI
croco0 yJIy4IuTh KOHEUHBIN pe3yibTaT. B aTol pabore ncnonbs3oBaHa 4/0
TEKCTypa, 4TOObI CMEIIaTh KPACHBIN U 3eJIeHbIN MaTepual A kiryonuku (Texture
Paint mode - mpekpacHbIii HHCTPYMEHT JJIsl 3TOTO).



BHUJICO-BepcHs ypoka Vimeo.com/82099913#embed
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