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UHTepdeinc nporpamMmmel

Yacto Blender ynpekaroT B M3NuILHEH neperpy:keHHOCTH UHTep(delica U HecooT-
BETCTBUHM €ro APYruM MOMmyJspHbM nakeram 3D-mopenuposanus. C onHoH cTo-
POHBI, 3TO BEPHOE CYXIEHHE, OCOOCHHO IJIsl MOJIb30BaTesIel, KOTOpbIE MMEIOT
omnbIT paboThl ¢ MOJOOHBIMU MporpaMMamu. Briepseie 3amyckas Blender, HoBU4kH
TEpAIOTCS B OOMIMM BKJIAIOK, KHOMOK M OKOH. K coxkaneHuto, BCTpOeHHOI cripa-
BOYHOM CHCTEMOM MporpaMma He 00J1aaeT, ¥ MOJIb30BATENI0 OCTAeTCsl 00paliaTh-
csl 32 coBeTOM K "crapimum ToBapuinaMm" wid B UutepHer. Ecnu ¢ aHrmos3b4HON
JOKyMeHTaluel npobieM, Kak MpaBuiio, He ObIBAaeT, TO C PyCCKOSA3BIUHON UTEepa-
Typoii BecbMa U BecbMa Tyro. OIHaKO CTOMT 3aMETHUTh, YTO MOAOOHOI "Oone3HbI0"
cTpazjatoT noytu Bee npunoxkeHus Open Source (OTkpeiTOE MporpaMmHoe obec-
MeYeHue).

Ho ne Tak ctpamen uept, kak ero mamotot! Ha camom nese mporpamma obnanaet
4ype3BbIYAHO MPOJYMaHHOM cucTeMoil uHTepdetica, U Mo JOCTHKEHUH HEKOTOPO-
ro YpoBHS OOLEHHs ¢ Hel HauMHaellb 3aMeyvaTh HEeyJ00CTBa paboThl C IPYrHMH
naketaMu. TyT M MOJTHOCTBIO HACTPaWBacMbli BHEIIHWI BUI, MOAAEPKKA pa3HBbIX
BapUaHTOB OQOpMJICHHUS, CBOOOJHO MepeMelaeMble 1 MacliTadupyemMble OKHA M
MaHEIH.

[lo npouTteHun AaHHOMW raBbl Bl CMOXKETe CBOOOIHO pa30duparbcs B TEPMUHOJNO-
UM nporpaMmbl U ee 06a30BbIX PyHKUMAX. Takke paccMaTpUBarOTCS OCHOBBI HaBU-
ralyu B TPEXMEPHOM MPOCTPAHCTBE, MOHATHS CLIEH, OOBbEKTOB, IPYII U CBS3EH.

1.1. Cncrema oKoH  MeHIo

[Ipu nepBom 3amycke nporpammsl Blender Bbl yBUIMTE 1Ba OKHAa — OCHOBHOE, IS
MOJIeIMPOBaHUS, U BTOpPOE, C KHOMOYHBIMU MaHeasiMU. B nelcTBUTeNbHOCTH, HX
LIeJIBIX TPH, MPOCTO BEPXHEE CKPBITO OT IJ1a3 MOJb30BATENsl U COACPIKUT CHUCTEM-
Hble HacTpokku. Ecnu Bac 3aMHTepecoBasio ero coaepkKUMoe — MOTAHUTE Kypco-
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POM TOPHU3OHTANIBHYIO JIMHHIO, pa3Aesisiollyl0 OCHOBHOE MEHI0 M pabodyio 00-
JacTth. MTak, BBl BCTPeTHIM TMEepBYlO ocobeHHOCTh uHTepdetica Blender. [lesmo B
TOM, YTO KaX0€ OKHO MPOrpaMMbl KUMEET CBOW 3arojI0BOK, KOTOPBI MO >KeJIaHUI0
MOJIb30BATEJISI MOXKET HAXOJAUTHCS B JIIOOOM MecTe OkHa. B maHHOM ciydae y mnep-
BOr0 OKHA OH PAacroj0oXeH CHU3Y, a Y ABYX OCTaJIbHBIX, KaK M MOJIOKEHO, — CBep-
xy. Tenepb nonpoOyiiTe MpoBecTH yKa3aTeiaeM MBI M0 OKHaM mnporpammbl. O0-
paTuTe BHUMaHHUe, YTO MPHU HaBEACHHWHU Kypcopa 3arojloBOK OKHa MOoJ| HUM MEHseT
CBOIi 1BeT Ha OoJiee cBeTIIbI. TakuM crocoOoM mporpamMma mpenynpe’xaaeT, YTo
TeKyLlee OKHO SIBJIETCS aKTUBHBIM U K HeMy OyAyT MPUMEHSATbCs Jto0ble eicT-
BUS1, COBEPLUEHHbIE [10JIb30BATEIEM.

OCHOBHBIE 3JIEMEHTBI CTaHAapTHOTO OKHa nporpammel Blender (puc. 1.1):

1. 3arosioBok. ConepKUT MEHIO, KHOMKK M TIOJIs, XapaKTepHble U1 3TOro TUMa
OKHa.

ile  Add Timeline Game Render Help | =|5R:2-Model = [SCE:Scene Vel | Faf | Ob:3-1| Lal

(1) Cube

~ View Select Object | Object Mode = @ | [BAo]s [aowa | FHHHHHHE] (2] (@]
N ] al o 7

PAL
NTSC
Default
Preview

PC
PAL 16:9

[Fields [Odd ] ~ L ——LL T
[Gaws <[ 1.0 LZSI100] | FULL
- Ab

Pwuc. 1.1. Bug nporpammbl npu nepBoHavyanbHoOM 3anycke

2. Pabouast 06;1actTh. OCHOBHOE COJIEpKaHUE OKHA.

3. IlepBuunble kHonku. [NoGanbHble (YHKIWHW, BBIHECEHHBIC Ui OBICTPOrO
NEePeKITIOYEHHSI.

4. Bropuunblie kHonkH. CofieprkaHUe UX MEHSETCSl B 3aBUCUMOCTH OT aKTMBHOM
MEePBUYHOM KHOMKH.
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5. Manemn. UHaTepdelicHbIN 37IeMEHT i IPYNIMUPOBKH (QPYHKLMHA, CXO0KHUX MO Ha-
3HAYEHHUIO.

6. Knonkn u moJisi. DIeMEHTHI JIJ1s1 HEMOCPEACTBEHHOTO BBIMOJTHEHUS 3aJa4H.

B n1000if MOMEHT Bbl MOXKETE HACTPOMUTH BHEIIHWI BUJ NPOTrPaMMBbl O]l CBOM HY-
JKAbl — J00aBUTh HOBBIE OKHA, U3MEHWTH HMX pa3Mmepbl M coaepkaHue. Bee cae-
JIaHHbIe HACTPOMKM COXPaHSIIOTCA B TeKyLUeM (aiine npoekra.

Kak Bbl yxke MOHsIM, 11 UBMEHEHHs CTPYKTYPbl OKOH HEOOXOAMMO TMOJABECTH
KYPCOp K I'pPaHULIE MEXAY 30HAMU U, YACPKUBAsI HAKATOMU JIEBYIO KHOIIKY MBILIH,
MOTAHYTb Pa3JEJIUTEIIb B HY>KHOM HaIlPaBJICHHUH.

He cnoxxHee pa3ouTh pabovyro 00JacTh MPOrpaMMbl Ha HY>KHOE KOJTUYECTBO OKOH.
Jlast 9TOro CcymecTByer 0cob0e MEHIO, KOTOPO€ BbI3bIBAETCS HaXKaTHEM MMPaBOM
KHOMKH MbIH. COCTOUT OHO M3 TPEX MyHKTOB:

¢ Split Area (Pazgenuts obnacts). [Ipu BeIOOpe 3TOro MyHKTa MOSBISETCS pa3-
JeUTeNTbHas M0JI0ca, yKas3bIBalollas MecTo Juid pa3pe3anus okHa. [lepemectu-
Te ee B HY)KHO€ MECTO, ¥ BbI TIOJTyYHTe JIBE HOBBIE 00JIAaCTH;

¢ Join Areas (OO0beauHuTh obnact). Ota (YHKLMS MPOTHUBOIOJIOXKHA TOJBKO
4T0 paccMOTpeHHON. CITy )KUT [T CIIMSHUS ABYX CMEXHBIX OKOH. [Ipu ncmons-
30BaHUM TIOSIBJISIETCSl CXEMaTH4Has CTpelika, YKasblBalollas HarpaBieHHe
coeArHeHUs OKOH. IlpocTo mojBUraiiTe MBILIBIO AJISl MOJNYUYSHHS KEJTaeMOro
pe3ybTaTa;

4 No Header/Add Header (YG6patp 3aronoBok/Jlo6aBute 3aronorok). Ecnu no
KaKHUM-TO MPUYMHAM BaM HEOOXOJUMO CKPbBITh 3aroJIOBOK, TO BOCIOJIb3YyHTECh
STUM ITyHKTOM.

( Coeer )

lMocne ckpbITUSA 3aronoBka NporpaMma BCerga BOCCTaHaBMMBAaET ero BHWU3Y OKHa.
Ecnu aTto Bac He ycTpavBaeT, 3arorioBOK MOXHO BEpHYTb Ha 3aKOHHOe MeCTO, BOC-
Nonb30BaBLUMCb KOHTEKCTHbIM MeHI0. Bbi3biIBaeTCs OHO LUENYKOM MpaBoOM KHOMKM
MbILLUW Ha 3arofioBke W coaepxuT Tpu nyHkta: Top (Bepx), Bottom (Hu3) u No
Header (Y6patb).

3amaun npu pabore ¢ MporpamMMoii ObIBAIOT caMble pa3Hble — MOJICJIUPOBAHME,
aHUMauus, MOCTPOSHHE KOMMO3ULIMKM BUEO U MHOroe Apyroe. TOYHO Tak ke pas3-
HATCS U MHCTPYMEHTHI [T MX BBITONHEHUs. [103TOMY OYeHb 3aMaH4MBOM BBITIIS-
JUT BO3MOXKHOCTH Blender ucnonib3oBath 3apaHee HACTpOSHHbIC BUJIbI HHTEpdeii-
ca. [To ymonuanuio mporpamma mpeiaraet MATh HACTPOEK, ONTUMAJIbHBIX JIJIs
MOJIeITUpOBaHKs, paboThl ¢ MaTeprallaMi M aHUMAalliel, CKpUNTOBaHuUs, 00paboT-
KM KOHEUHOro pe3yibTrata (puc. 1.2).

3mech BBl TakKe€ MOXKETE COXPAaHUTh CBOIO COOCTBEHHYIO HACTPOWKY, BbIOpaB
nyHKT MeHt0o ADD NEW (Jlo6aButh HOBBI#A). JIj1s1 OBICTPOro nepeMeieHus: Mex iy
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HUMHU UcTonb3yiiTe ropsure knasuiun <Ctrl>+<Left> nmu <Ctrl>+<Right>. Kpo-
Me Toro, Haxkatue kyaBuiu <Ctrl> coBMecTHO ¢ KypcopHbIMH KiaBumamu <Up> u
<Down> no3BoJsiseT pacKpblBaTb WM COOTBETCTBEHHO CXKHUMAaTh aKTHBHOE OKHO
MpOrpaMmBbl.

Help [ =] SF:2-Maodel X

a0D NEW

Z2-Muodel
3-Material

4-sSequence
5-Scripting

Puc. 1.2. MeHio Ans ynpasneHus cxeMamun nHtepdenca

Jns ynoberea paspabotunku Blender crpynnupoBany Bce BO3MOXKHbIE OKHa Mpo-
rpaMMBbl B CrieLMajibHOE MEHI0. PacrosiokeHo OHO Bcerza B OJTHOM M TOM K€ Mec-
Te: cleBa Ha 3aroJIoBke Kaxaoi obmactu. Takum oGpazom, caMm Mosib3oBartesb pe-
mIaeT, yTo OyeT HaXOAWThCS B KOHKPETHOM OKHE, OyZb TO KHOMOYHAs MaHesb WIH
OokHO Opay3epa KapTHHOK. B 3ToM rimaBHoe oTnuume uHTepdelica mporpammsl
Blender ot apyrux usBecTHbIX nakeToB 3D-MonenupoBaHus, TOe, Kak MPaBUIIo,
HACTPONKH OKOH CUJIBHO OTPaHUYEHBI.

DTO MEHIO OTKpBIBaeT riobalibHbie Bo3MOxkHOCTH Blender, nosToMy Hactasia nopa
3aHHTEPECOBATLCS €ro COoAepKUMbIM. [IporpammMa mnpeiaraeT CiaeayroIIde THITbI
OKOH:

¢ Scripts Window (OxHo ckpuntoB). Paciumputs ¢yHkunoHansHocTs Blender
MO>KHO, HCIOJb3YS JOIMOJHUTENIbHBIE CKPUITHI Ha S3bIKE MPOrpaMMHUPOBAHUS
Python (ITutoH). DT0 OKHO CTY>KUT 1Jis BbIOOpA W 3aIllycKa BCEX CKPHUITOB, yC-
TAHOBJICHHBIX B MTPOrpaMMe, a TaKyKe yrpaBlieHUs UMH;

¢ File Browser (Ympaenenue ¢aiinamu). [IpocmoTp, 3arpyska, 3anuck (aijioB
pabouero nNpoekTa NporpamMmmal;

4 Image Browser (IIpocmoTp kapTuHOK). Y10OHBIM BCTpOeHHBIH Opaysep s
npocMoTpa rpapuueckux ¢aiiios, noaaepkuaeMbix Blender;

¢ Node Editor (Penakrop y3noB). MHcTpyMeHT s paboThl ¢ mMarepualamu 1
TEKCTYpPaMH OOBbEKTOB B PEXKMME KOHCTPYKTOPA;

¢ Buttons Window (OxHo ynpasienus). OCHOBHbIE (PYHKLMH U BO3MOXKHOCTH
NpOrpaMmbl;

4 Outliner (ITnannpoBuwk). [IpocMoTp uMerommxcs B cueHe 0OBEKTOB, pellak-
TUPOBaHWE CTPYKTYpHI U cBszel. Bes mHdopManms npenocrarieHa B Buue Jie-
peBa;
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¢

User Preferences (Ilonbs3zoBaTensckue HacTpoiiku). OKHO, cojaepxkallee Ha-
CTpoiiku camoii mporpamMmel Blender v riiaBHOe MEHIO MPOrpaMMBbi;

Text Editor (TexcToBblit penaktop). Blender mo3BosnseT He TOJIBKO HUCMOIB30-
BaTh Y>Ke FOTOBbIe CKpUNTHI Ha s3bike Python, HO U MucaTh cBoM cCOOCTBEHHBIE.
Kpome Toro, 310 0KHO MOYKHO MCMOJIB30BaTh I JOOABJICHUS KOMMEHTapUeB K
CBOEMY NPOEKTY;

Audio Window (YmpasneHue 3Bykom). [lo3zBonger npociayummBarb, npocMar-
pHBaTh TPEKH W MOATOHATH UX 10JI aHUMALIMOHHOE JIeiiCTBHE;

Timeline (I'paduk Bpemenu). OCHOBHOE OKHO JUIsl YINpaBJICHUS KIIIOUEBOM
aHUManuei. 3anuch, pelakTHPOBaHHE METOK, IPOCMOTP Pe3yibTara;

Video Sequence Editor (Penaktop Bumeo). OgHO M3 HECOMHEHHBIX JIOCTO-
uHeTB Blender — 3T0 mpenocTaBieHre MONb30BATENI0 BO3MOXKHOCTH TOJTHO-
LIEHHOTO pPeAaKTUPOBaHMs BHIEO. J[aHHOE OKHO MO3BOJISET YINPaBIATh OTAEIb-
HBIMU MeauadaiiaMu, X AJTUTETIBLHOCTBIO U MECTOIOJIOKEHHEM, MepexoaamMu
Mexy daitnamu, Buaeospdexramu;

UV/Image Editor (Penaktop kaptuHok u UV-Hanoxenue). OCHOBHOE OKHO
JUISL YOpaBeHUs TEKCTypaMu, pa3MelleHHMeM WX Ha OObeKTe M HacTpohKaMu
HAJIOXKEHHS;

NLA Editor (PegakTop HenuHeliHONW aHUMaluK). Y 100HOE CPEICTBO IS CXe-
MaTHUYHOTO MPOCMOTpa aHUMAIIUH U €€ PeJaKTHPOBAHHS,

Action Editor (Penakrop neficteuii). Eme oaun cnoco6 ynpasieHus: aHUMalU-
eif, a TouHee, ee pa3IMuHBIMHU TOCIIeI0BATEIbHOCTIMH;

Ipo Curve Editor (Pemaktop aHMMauMOHHBIX KpHUBBIX). OCHOBHOW HWHCTpY-
MEHT JJIsl TOUHOTO PeaKTUPOBaHWsl aHUMalMu. [IpenocTaBiseT cxeMaTHUHbIH
UHTEepdeiic, oToOpaXkalomyii aHUMaLMOHHbIe KIIIOYM W KPHBBIE VIS yTpaBiie-
HUS;

3D View (3D-okno0). OcHOBHas pabouas obmacTh AjIs TPOCMOTPa ¥ HABUTallUH
MO CLEHEe, CO3[JaHusl U PEelaKTUPOBAHUS OOBEKTOB, TEKCTYPUPOBAHHS M aHU-
MaLyu.

Kak y»xe Obl0 ckazaHo paHee, Blender mo3Bonser cBo60OaHO pacmopsikaTbesi BH-
J0M, MaciITaboM M MECTOMOJIOKEHUEM CBOMX (YHKIMOHAIBHBIX maneneit. [Ipu-
4eM M3MEHSTh MOJKHO KaK BCe COICpP)KMMOE OKHa LETMKOM, TaKk M OTHEJbHO B3s-
TyIO MaHelb. Y jo0Hee Bcero paboTaTh ¢ MOMOILIBIO MBILIM U TOPSYHUX KJIABUII (CM.
npunooicerue 1).

Hagpenure kypcop Ha okHO Buttons Window u nokpytute kosniecuko MbId. Ipu
3TOM pabouasi 00JlaCTh HAYHET MepeMellaThCcsl M0 FOPU3oHTaIU. Eciiu HaxaTh U
yIepKUBATh OMOJHUTENbHO KnaBuuly <Ctrl>, BbI cMokeTe ynpapisTh MacliTa-
OupoBaHreM coaepikuMmoro okHa. Kak Buaure, Bce oueHb MPOCTO ¥ 3PPEKTUBHO.
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[MonHbIM cNMCOK KJIABMIL AJISl yIpaBlIeHUs: OOLIMM COACPKUMbBIM OKHA:
¢ <WM> (KOJIeCHKO MBILLIHN) — FOPU30HTAJIbHOE MepeMELICHNE;

¢ <Ctrl[>+<WM> — macmrabupoBanue;

¢ <Shift>+<WM> — BepTHKabHOE NEepeMelleHHE;

¢

<MMB> (cpenHsisi KHOIIKa MBIIIN) — CBOOOJHOE TiepeMelleHre B JI0ObIX Ha-
NpaBJICHUSIX.

Kpome Toro, umeercs BO3MOKHOCTH YIMpaBlE€HHUs pa3MellleHueM mnaHenen. s
ATOro CyllecTByeT cnenuaibHoe MeHio Panel Alingment, Bbi3biBaeMOe LIETUKOM
NpaBoii KHOTKH MbILIX Ha JIIOOOM MecTe MaHelu:

¢ Horizontal (I'opu3oHTajbHO) — BbIPAaBHUBAHHWE BCEX MMaHEJECH MO TOPU30H-
Taju;

¢ Vertical (BepTukaibHo) — BeIpaBHUBaHHUE NaHesel N0 BEpTUKAIIH;

¢ Free (CBoOOOHO) — OTK/IIOUEHHE JIFOOBIX MPUBA30K, MAHEIU OTIYCKaloTCs B
"cB0OOIHOE TUTaBaHue".

[1pu BEIOOpPE TOCIIEIHETO MYHKTA MEHIO BBl MOXKETE pa3MellaTh MaHelu B JII0OOM
nopsizike, kak 3abnaropaccynutcs. [lomoOHbIN noaxoa kK uHTepdeicy mo3sonser
CKOMOMHHpPOBaTh OTOOpaykeHWE ero AJIEeMEHTOB Haubosee yIOOHBIM CIOCOOOM.
Kpome Toro, npu HefocTaTke MecTa Ha SKpaHe HUUTO He MEUIaeT CBepHYTh Jt00oe
OKHO COOTBETCTBYIOLIEH KHOIKOM B €ro 3arojloBKe.

Tenepb paccMOTpUM OCHOBBI paboThl ¢ (aiinamu B mporpamMmMe. Ha nepBeiii B3risa
yrpaBjieHMe UMM, KaK U caM uHTepdeiic, BBIMIAIUT BecbMa HenpuBbIYHO. Bee oc-
HOBHbIE (DYHKLIMM HaXOJATCH, Kak monokeHo, B MeHio File (Maiin) 3aromoBka
BEPXHEro OKHa, HO Ha 3TOM CXOJCTBO 3aKaH4MBaeTcs. 3a0yAbTe O MPUBBIYHBIX
koMOuHaumsax kiapui! Tak, A co3gaHys HOBOrO MPOeKTa HEOOXOAUMO HaXKaTh
<Ctr[>+<X>. Yto0bl 3arpy3uTb WiK COXpaHUTh pabounii aiin, nucnonbiyiite Kia-
Bumn <F1> u <F2> cootBercTtBeHHO. Il OBICTPOrO COXpaHEHHS MPHUTOIUTCS
<Ctrl>+<W>. JlroOble onepanyu, cBsi3aHHbIe ¢ ¢aitnamu, TpeOyIOT OATBEepH/Ie-
HUSI B BU/I€ HEOOJIBILIOTO MEHIO, KOTOPOE MOSBISETCS TOYHO MO KypCOPOM.

( Coeer )

Bo Bpemsi paboTbl GbiBaeT HEOOXOAMMO COXPaHATb pas3Hble BapuaHTbl MPOEKTOB.
Blender nogaepxuBaeT MHKPEMEHT MMeHN chaiina nytem fobaBreHns K Hemy oue-
peAHon nopsaakoBon Lmdpbl. [na aToro Mcnonb3ynTe KnaBuwwn <+> unm <—>.

Bce ocHoBHBIE (aiisioBbIe OMepaliu, TaKue Kak COXpaHeHHe, 3arpy3ka, o0beIuHe-
HUe, UMMNOPT U BKCHOPT, COBEPUIAIOTCSA B crenualibHoM auanoroBom okHe File
Browser (puc. 1.3).
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PaccmoTpum untepdeiic okna File Browser:

1.

® NS AN

©

[Tepexon Ha ypoBeHb BbilIIe 1O (ailjloBOMY JepeBy.
BoicTpblii BEIOOp HEOOXOAMMOTO AMCKA.
YnpaBneHue pa3MepoM OKHa.

CoprupoBka (haiisios o andasuTy.

CoptupoBka (haiJioB 1Mo paclIMPEeHHIO.
CoptupoBka (haiiioB 1Mo BpeMeHH.

CoptupoBka (aiijioB 1o pasmepy.

OTtobOpakeHre pexuma paboThl OKHA (3aMUCh, COXPAHEHHE, MPUCOCTUHEHHUE
U Jip.).

[lepekntoueHue Buaa uMeH ¢aiiios.

. CKpLITI/Ie CHUCTCMHBIX U HCBUIHUMBIX (1)3_171.]'10B.

textures

Puc. 1.3. CtaHgapTHOE OKHO ynpasneHus dannamm

Mpu 3aKpbITUM NPOrpamMMbl NOATBEPXAEHUE COXPAHEHWUsI U3MEHEHUN B MPOEKTE He
nocneayeT. He 3a6biBaiTe npym HEOGXOAMMOCTU BPYYHYHO COXPAHSATL NMPOEKT!
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1.2. MaHunynauum B 3D-npocTtpaHcTBe

WznauanbHO KkoHuenuus nporpammbl Blender npeamonaraer, uto ynpaBneHue
JNEUCTBUSIMU MpOrpaMMbl yAOOHEe MPOU3BOAUTH C MOMOLUBIO TOPSIUYMX KJIABHIL.
EcrecTBeHHO, Bce (YHKLUMHM OTpakKeHbl JOMOJHUTENILHO B MEHIO W MaHensx Mpu-
noxenus. OnHako 100paTkCst 10 HUX ObIBAET 3a4acTylo CIIOJKHEE, HEXKENM HaXKaThb
COOTBETCTBYIOLILYIO KOMOMHALIMIO Ha KJIaBUATYpe.

Bce manunmynsumy ¢ oOwextamu mnpousBozsTcs B okHe 3D View, kotopoe mo
YMOITYaHHIO SBJISIETCS LIGHTPAIIbHBIM M 3aHMMaeT OOJbIIYI0 YacTh 9KpaHa. Crneny-
eT 3aMeTuTh, uTo Blender pabotaer ¢ nmpaBoCTOpOHHEH KOOpPAWHATHOM CHUCTEMOIA,
KOrJa ocb Z pacriojloykeHa BepPTUKANbHO, a OCh X U Y CMOTPST BIPaBo U B MIyOu-
HY COOTBETCTBEHHO. B 3aBUCHMOCTH OT MOCTaBIEHHOM 3a/1a4M Bbl MOYKETE UCIOJIb-
30BaTh pa3jIM4HbIe PEKMMbI OTOOPaKEHUS CLIEHbl, KOTOPble OTPa)KE€HbI B MEHIO
Draw type (Cnioco0 npopHcOBKH), pacrosIo;KEHHOM Ha 3arojlOBKe 1aHHOTO OKHA!

¢ Textured (C Texctypamu) — Hanbonee MOJIHbIN PEeXUM MPOPHUCOBKU CO BCEMH
MmarepuaiaMu, TeKCTypaMu, lueiaepamu, TeHsMu. He pekomeHayercs: Ucmosib-
30BaTh MpU OOJIBIIOM KOJIMYECTBE OOBEKTOB CIIOXKHOM CTPYKTYPBI;

4 Shaded (3ateHenHble) — Gonee mpocTas (opMa BBIBOJIA CLIEHBI, KOT/Ia IEMOH-
CTPUPYIOTCS OOBEKTHI C MaTepUallaMK, OCBEIIEHHEM U TCHIMHU;

4 Solid (CrutoniHo#) — Mo yMOJIYAHUIO SIBISETCS aKTUBHBIM. Y JOOHBINA pexUM
IUIs MOZIGTTUPOBaHUsI, paboThl ¢ MaTepyaiaMy U aHUMalel. OTinnyaercss HU3-
KHUM MOTpPeOJICHHEM CUCTEMHBIX PECYpCOB B COBOKYMHOCTH C XOPOUIMM BHEIl-
HUM BHJIOM;

¢ Wireframe (Kapkac) — Bce 00BbEKTbl NMpeACTaBIISIOTCS B BUIAE KapKacoB 0e3
MaTepuajoB U TEKCTYp. DTOT PexXHUM yJOOHO MCIOIb30BaTh Ul pelaKTHpOBa-
HUSI MOZIETIH;

4 Bounding Box (I'panuipl o0bekTa) — camblii IPOCTONH PEKUM OTOOpaXKEHMs
CLIEHBI, KOrJa OOBEKTHI 3aMEHSIOTCS Mapajieenuneaami. OTo odecrneurnBaeT
BBICOKYIO CKOPOCTB pabOThI MPOrpaMMbl M HU3KOE TIOTpeOIIeHHe pecypcoB.

s sddexruBHoOl paboThl ¢ 00bekTamMu nporpamMma Blender npemaraet ocoObie
PEKUMBI IEMOHCTpALIMK TeKyllei clieHbl. B 001eM-To, OHM ABJISIOTCS CTAHAAPT-
HBIMU /17151 BCeX cylecTByroImnX 3D-penaktopoB. 9To 0TOOpaxkeHUe CLeHbBI ¢ pas-
HBIX CTOPOH, C TOUKH 3PEHHs aKTUBHON KaMepbl U MOJIb30BATEIbCKHE YCTAHOBKH.
Bce stu dyHkimu mMoxHo Haiith B MeHto View (IIpocmotp). OngHako ropasmo
ylIo0OHee yrnpaBJisiTb UMHU C TIOMOLLbIO JOTOJIHUTEIbHBIX UU(PPOBBIX KIaBHII KIia-
BUATYPBI:

¢ <NumPad 0> — kamepa;

4 <NumPad 1> — nepennuii nnaH;
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¢ <NumPad 3> — Buz c6oky;
4 <NumPad 7> — Bepx.

Ocrtasivecs udpoBbie KIABUIIN MPeAHA3HAUSHBI IS IPOU3BOJILHOTO BpallleHUs
CIICHbl B COOTBETCTBYIOIMX HArNpaBleHUsX. [IoMHUMO 3TOro, MMmeercss BO3MOXK-
HOCTh TMEPEKJIIOUEHUsI BHJA C OpTOrpaduueckoil Ha MEPCHEKTUBHYIO MPOCKIUIO
knaBue <NumPad 5>.

OO0patrTe BHUMaHKE Ha TO, YTO MO OTHOLLIEHHIO K OkHY 3D View neiicTBYIOT Te xe
caMmble MpaBWJla U CMOCOObI YMpPAaBJeHHs, PACCMOTPEHHbIE paHee Ul MaHeseH.
TouHo Tak >ke MOXHO MacIITaOMpoOBaTh U MepeMelnars padodyro 00JacTh OKHA.
EnvHcTBEHHOE MCKIIIOUEHHE B TOM, YTO MPU HAXKATHUU CPEAHEH KHOMKH MBILIHN BbI
MOJKeTe CBOOOAHO BpalllaTh U MPOCMATPUBATE CLIEHY B TPEXMEPHOM BHIE.

OcoO6blii Habop (yHKUMH CylecTBYeT AJs YMpaBiIeHHs MECTOMOJOKEHHEM M
MaciuTaboM camoro oobekTa B cueHe. [IpuieM BO3MOYKHOCTEH M WHCTPYMEHTOB
uMeeTcs 0OJIbIIOE KOJTUUECTBO.

Bhaauane CJICAYET OrOBOPUTHCA, YTO B Blender CYHWIECTBYIOT OBC KOOPAWHATHBIC
CHUCTEMBI — 3TO II00AJILHBIE U JIOKAJILHbBIE KOOpPAWHATHI. O6paT1/1Te BHHMMAaHHEC Ha
TO, UTO MaHUITYJIALUHU MOKHO IMPOU3BOJUTH B 0beunx CUCTEMAax, HO MO YMOJYaHUIO
aKTUBHa UMCHHO TI€pBasd.

( NMpumeuyaHne )

Mop enobanbHbIMU KOOanHamaMU obbekTa nogpasymeBaeTca ero MecTtonornoxe-
HWe MO OTHOLLEHUIO K CaMOM CLEHe.

Moa rokanbHbIMU KOOPOUHamMaMu NOHUMAaETCS BHYTPEHHEE UCHWUCMEHME B CaMOM
obbekTe.

agsaiite moTpeHrpyemcs Ha KyOe, KOTOPBIi MOSBIISETCS TPH 3aIlycKe MPOTrpamMMbl
Blender. Ecnu BBl 10 3TOTO yke 3KCIEpUMEHTHPOBAIN C MPOrPAMMOMA, TO HAXKMHU-
Te <Ctrl>+<X> nns cozaanusi HOBoro npoekra. OIHAKO MpPexkIe YeM BBITIONHATD
Kakue-1M0o AeCTBUS ¢ OOBbEKTOM, HEOOXOAMMO BBIJCITUTb €r0 CPear OCTAIBHBIX
B cueHe. lllenkHuTe npaBoil KHOMKOM MBILIM MO PACHOIO0KEHHOMY B LIEHTPE OKHA
kyOy. Kpast oObekTa 1oJIKHBI OKPHITECS PO30BOM OKaHTOBKOW. HakmuTe KiiaBu-
wy <G> 1715 BKJIIOUEHUS perkMMa TnepemeltieHus. Teneps, nepemernas MaHUITyJ1s-
TOp, BBI TiepeqBuraeTe u cam oobekT. MHorma ObiBaeT HEOOXOAMMO MPOM3BECTH
nepeMelleHne Mo OJHOM OTHEeJbHOM KoopauHarte. [[si 3TOro HaXXMuTe OIHY M3
CIIEAYIOLIMX KIABULLL:

4 <X>— koopauHata X;
¢ <Y>—koopauHata Y;
¢ </>—koopavHarta Z.

O6paT1/1Te BHUMaHHE HA HIKHIOK 00J1aCTh OKHa, ra€ B MOMCHT MaHl/ll'lyJ'lflU,l/lﬁ oT-
paxxaeTcs I/IH(bOpMaU,I/IH O TEKYLIUX UBMECHECHUAX KOOPAUHAT B YCJIIOBHBIX €AUHULIAX
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nporpammbl. J[jst Gojiee TOUHOrO MepeMenIeHUsi MOKHO HCIOJb30BaTh COBMECTHO
¢ Mbimbio knaBumu <Ctrl> u <Shift>. B mepBoMm ciy4yae oTcuer uaeT Mo oAHOH
YCIIOBHOM eIMHMIIE, APYTOi BAPUAHT CITYKUT s Oosiee GpUnurpaHHON MOATOHKH.
YroObl BHIUTH W3 perkUMa TepeMelleHUs] 6e3 COXpaHeHHs W3MEHEHHA, HaKMHTE
knapuiry <Esc> WK NpaByrO KHOIKY MbIIIN — JJIsl 3aKPETUICHUs pe3yJibTarTa.

[Tomumo camoro nepemMenienns oObeKkTa BO3MOXKHA TaKkKe POTAlMsl M M3MEHEHHe
ero maciurada. Jljis 3Toro COOTBETCTBEHHO CJy>KaT Kiapuiu <R> u <S>, Bce cka-
3aHHOE paHee CMpaBEeIJIMBO U U HUX.

( Coeer )

BbbICcTpoe nepekrtoyeHne ocen MOXHO BbINOMHUTL, €CAN NOCIEe akTuBaLuun pPexmMmon
nepemMeLlleHund, MaCLUTa6VIpOBaHI/Iﬂ nnn potTaunn Haxatb CPegH0K KHOMKY MbILUN.

OpHako TpYBeNEeHHBIN Croco0 XOopoul i 3ajadv, Koraa HeoOXOAWMEble IeicT-
BUS OrpaHWYEHbl OJHOM KOOpAMHATHOW ochklo. [l BeImoaHeHHs TpaHchop-
MalUil MO0 HECKOJbKHUM OCSIM JIydllle MCIOJIb30BaTh ClelHalibHble WHCTPYMEHTbI-
MaHUIyJsTOphl. HeoOxonnmas naHenpb pacrofioxkeHa Ha 3arosioBke okHa 3D View
(puc. 1.4).

1\ 2\ 3\ } ?
ElA o] s [Globa 2]

Puc. 1.4. MNaHenb MaHMnynsTOpoOB ANA TpaHchopmauun obbekTa

OreMeHTbI NaHeu, NpeAHa3HaYeHHbIE U1 MAHUMYJISILIMK 00 BEKTOM:
BruiroueHue K OTKIIOUEHHE NaHeIu TpaHc(opMaLuu.

Pexxum nepemeltieHus 00beKTa.

1
2
3. Poranus.
4. MacmtabupoBaHue.
5

. BpIGOp KOOpAMHATHON CUCTEMBI LTS TPOCMOTpA.

ITpu BbIGOpE MFOOOr0 M3 MyHKTOB OOBEKT CHAOXAeTcs CTpejKaMh WM Jyram,
OXBaTBIBAIOIIMMH BCE BO3MOXKHBIE HarpasiieHus. TpaHchopMmalys ocyiecTBiser-
Csl TIyTeM 3axBaTa W MepeMelleHUsi MAaHUITYJISTOPOB B HY)KHOM HarpasiieHuu. [To-
I],O6Hble xKe ﬂeﬁCTBHﬂ MOZKHO BBIIIOJIHUTB, €CJIM HaXKaTb COYCTAHUC KJIaBUII
<Ctrl>+<IIpoGer>. B 3Tom ciiyuae MosIBJISETCS KOHTEKCTHOE MEHIO C COOTBETCT-
BYIOLIMMHU (YHKLHUSMH.

( CoBer )

HuyTo He mellaeT OOHOBPEMEHHO WCMOMb30BaATb HECKOSIbKO PasHbIX MaHUMynsATo-
poB nnu gaxe Bce. [1pocTo BbIBMpanTe HyxXHble KHOMKN Ha NaHenu, yaepxusas kna-
Buwy <Shift>.
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Jns Gonee TOYHOrO MaHUIYJIMPOBAaHHS OOBEKTOM MOXHO BOCIOJIB30BaThCs CIIe-
LMaJIbHOM MaHEJIbI0, KOTOpas BbI3blBaeTCs Kiapulled <N>. B aTom ciyuyae uMmeer-
Cs1 BOBMOYKHOCTb BBEJICHHUS UUCJICHHBIX 3HAUCHUH B COOTBETCTBYIOLIMX OKHAX.

B 3aBepiueHuM 3TOro pasjesia paCCMOTPHUM ellle OAUH HEOOBbIYHBIN CIOco0 yrpag-
JieHuss oOBeKTaMH, a UMEHHO HCIoJib30BaHue "pocuepkoB” Mblibto. [log 3tum
noApa3yMeBaeTcs, YTo MpHU HauepTaHUM 0coObIX Guryp B arobom Mecte paboueit
00J1acTH aKTUBMPYIOTCSl CTaHAApPTHbIE pexuMbl MaHumynsuuu. [lompoOyiite, Ha-
MpUMep, yAEp>KMBasi HAXKaTOHM JIeBYIO0 KHOMNKY MbIIIM, HAPUCOBATh HEUTO MOXOXKee
Ha Kpyr. Ilpu oTnmyckaHMM KHONKHM IOJDKEH BKIIOUMTBHCS PEXUM poTauuu. Beero
MMeeTCsl TPH 3aroTOBKH (UIyp, KOTOpble MOXKET pacno3HaTs nporpamma. Tak, npu
PHUCOBAaHMHU MPSIMOW BKJIIOUAETCS PEXUM Mepemerenus. Ecnu n3o0pa3uts HedTo
noxo)kee Ha "MTHYKY", MOXKHO MPHUCTYMUTh K MacIITaOMPOBAHHUIO, a MPU PUCOBa-
HUM OKPY>KHOCTH — BPALLEHUIO 0OBEKTA.

Kak BuauTe, crioco00B yrpasjieHUs: OOBEKTaMH B ITporpaMMe MpeocTaTouHO, U Ha
KaKkoOM UMEHHO OCTaHaBJIMBATbCS — peLlaTh BaMm.

1.3. O6beKThI, rpynnbl U CBA3N

[Ton TepmuHoM "0OBekT" B mporpamMme Blender mogpazymeBatorcs moOble 00bek-
ThI, UCMOJIb3YEMbIE Ul MOCTPOEHHUS CLIEHBbl. DTO MOTYT ObITh MPUMHUTHUBBI, Kame-
pbl, CBET, BCIIOMOraTebHbIe 3JIEMEHThl M1 MHOTOe Jipyroe. [1o oTHoLIeHUIo K HUM
MOT'YT MPUMEHSThCS TpaHc(hOopMalLMK, pACCMOTPEHHBIEC PaHee, COCTABIATLCS TPYII-
nbl, BbICTpauBaThes uepapxuu. Hambonee ynoOHbIN crocod noOaBieHUs HOBOTO
3JIEMEHTa B CLEHY — MCIOJIb30BaHHE MEHIO, BbI3biBaeMoro kiasuieit <[IpobGemr>
u BeIOOpoMm mieporo nyHkta Add (/{o6GaButs). Ilpu s3ToM mpennaratorcs cliemgyro-
1K€ rpynmbl OOBEKTOB:

¢ Mesh (Kapkac, mem). ['pyrnna npuMHUTHBOB, YaCTO UCMOJb3yeMasi P MOJCITH-
poBaHuH. B cBOoeM cocTaBe COIEPIKHUT: MIOCKOCTh, KYO, KpyT, cdhepy, LHIUHIIP,
KOHYC, peleTky, Top. Jpyrue TpexmMepHbie peaakTopbl OObIYHO MMEIOT Cper
CBOMX MPUMHMTHBOB 4YalHWK, KOTOpBIA sBJsSeTCS CcuMBOJIOM 3D-momenu-
posanus. B mporpamme Blender ero ponb urpaer usobpaxkeHue 00€3bSHKH
(Monkey);

¢ Curve (Kpuras). HaGop npuMUTHBOB, MOCTPOCHHBIX C TMOMOIIBIO KPUBBIX.
HmetoT cBoM 0cOOEHHOCTH M MHCTPYMEHTHI Ui peaaktupoBanus. [Ipencras-
JIeHbI ABYMSI TUIaMU: Bezier (Ha3BaHa Mo MMEHH ee coznatens bes3be) 1 NURBS
(Non-Uniform Rational B-spline);

¢ Surface (IloBepxHocTs). OOBEKTHI, MOCTPOCHHbIE HA OCHOBE IPYMMbl Curve,
NpeACTaBISAIOT co00it Gosee cloXKHbIe MPUMHUTHBBI,

4 Meta. CnoKHOCOCTaBHbIEC OOBEKTHI,
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¢ Text (Tekct). OcoObili BUA 00beKTa, MpeIHA3HAYSHHBIH HUCKITFOUUTENILHO IS
CO3JIaHMS TEKCTa;

¢ Empty (IlycToif). DnemeHT, ABASIOUIMIICS BCIOMOTATEBHBIM TP TIOCTPOSHUH
CUEHBI ¥ HE TIPOSIBJISIFOIIMIACS MPY 00pabOTKe KOHEYHOTO U300paKeHHS,

¢ Camera (Kamepa). CoznaHue 10MOJIHUTENbHOM KaMephl B TEKyLLEH CLIeHE;
¢ Lamp (Jlamna). HaGop pa3nnuHbiX Mo GpyHKLIHMOHATIBHOCTH UCTOUHUKOB CBETA;

¢ Armature (Apmarypa). Crnequanan3upoBaHHbIE 3JIEMEHTBI, MpeJHa3HaYeHHbIe
JUTs ynpaeieHust anumanueid. [pu o0paboTke clieHbl He MPOSIBIISIOTCS,

4 Lattice (PewmeTtka). BcriomoraresbHbIl 3J1IeMEHT 1 peIaKTUPOBaHUs 0a30BOTO
oObeKTa.

[Ipexxne yeM n00aBUTH HOBBIN OOBEKT B CLIEHY, HEOOXOJAMMO yKa3aTh MECTO JJIsi
ero cosganus. J[ys 3Toro cyiecTByeT 0ocoOblii BUJl Kypcopa, KOTOPhIi yCTaHaBJIU-
BaeTcs IICTYKOM JIEeBOW KHOMKHU MbIlK. B Tepmunonoruu Blender on HasbiBaeTcs
3D Cursor. BriocneacTBUY UMEHHO OH OYJET SIBIATHCS LIEHTPOM HOBOTO OOBEKTA
(puc. 1.5).

Puc. 1.5. BcnomoraTenbHblil Kypcop,
npejHasHa4YeHHbIA ANS NO3MLMOHNPOBaHUS 0ObeKTa B CLEHe

BoT Teneph, BHIOpaB MOAXOSAIIEEe MECTO, BbI MOXKETE CO3/1aTh HYXKHBIM OOBEKT C
MOMOLIBIO MEHIO, ONTUCAHHOIO pPaHee.

HHorna B cuieHe npucyTcTBYeT O0JIbLIOE KOTMYECTBO OOBEKTOB, U I YIPOLICHUS
pabdoThl ¢ HUMM HCHOMB3YIOT BO3MOXKHOCTbH rpynnupoBanus. [log stum noapasy-
MeBaeTcsl CO3aHMEe MacCHBa C YHUKAJbHbIM MMEHEM, C KOTOPbIM BMOCJIEACTBUH
MOXHO paboTaTh Kak ¢ 0ObIYHBIM MPUMHUTUBOM. [Ipu 3TOM HOBBII1 271eMEHT 100aB-
JiieTcd B KOHTEKCTHOE MEHIO, O KOTOPOM MHcajoch paHee, B MyHKT Add | Group
([obaButs | 'pynmy). ['maBHOH OCOOEHHOCTBIO TPYIIIBI SBISETCS BO3MOXKHOCTH
peIaKTUpPOBaHUs €€ JIeMEHTOB B MepBoHayabHOM BHe. [Ipuyem Bce mponenaH-
Hble U3MeHeHus OyIyT OTpaskeHbl B KJIOHAX AaHHOW rpymnmbl. TOYHO Tak ke, Kak U
¢ OOBIYHBIMH OOBEKTAaMH, MOKHO MPOHU3BOANTH MEpEeMELLEHNE, MacIUTaOUpOBaHHUE
WM poTauMio KioHa. HauanbHele Ga30Bble 371€MEHTbl U3MEHAThCS He OynyT. 3a-
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METhTE, UTO OAMH U TOT e O0BEKT MOXKET MPUHAIJIEKATh K PA3JIMYHBIM TPYIINam.
Kpome Toro, HUUTO He MelaeT pa3MecTUTh 0a30BbIe JIEMEHTHI B IPYTOM Clioe, a
paboTaTh ¢ KJIOHAMH B OCHOBHOM (CO CIIOSIMHA Mbl MO3HAKOMHUMCS B CIIEYIOIIEM
pazgene).

Kak 00bI4HO, ynpaBisaTh rpynmnaMud MOXKHO HECKOJIBKMMHU CMOCOOAMHU: W3 CIelH-
aJIbHOM MaHeNn, MEHIO WJIM TOPSIYMMH KIIaBUIIaMU. PaccMOTpUM Bce BapUaHThI 1O
MOPAAKY.

Kaxnplii 00beKT MMeeT CBOM r100abHbIe MapaMeTphbl, POCMOTPETh U OTPeaKTH-

poBaTh KOTOpbIE Bbl MOXKeTe, HakaB kiauiry <F7> B okHe Buttons Window
(puc. 1.6).

1‘7 Paneis (@ [S@Mlc (@] @l

*——{oB1 [F|[Par. +

4—[.-‘-‘-.dd to Group | [1‘ Pazsindex: 0 b]
*—{GR: |[<15.98[v: 0.00[z: 0.00|[x]—"
L AT
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Puc. 1.6. OcHoBHas naHenb obbekTa

Onementsl nanenu Object and Links (O0bekT 1 ero cesizu):
1. 3Haudok okHa Buttons Window.
2. KHorlka, akTHBUPYIOLLAS MaHelb BbIAEJICHHOrO 00bEKTa.

3. Ha3panue oObekra. M3MEHHUTh €ro MOXKHO, €ClIM LIEJKHYTb JIEBOM KHOIMKOM
MBILIN B 3TOW 00JIACTH.

4. Tlpu HaXKaTUM 3TOM KHOIIKHM MpeJyiaraeTcsi BLIOOp: co3/aTh HOBYIO TPYIY MU
N00aBUTh OOBEKT B yKE CYLIECTBYIOLIYIO.

5. HazpaHnwue rpynmnsl.
6. Pabouwne ciou ams 3TO rpymnibl.

HazBanue poautenbckoro o0beKTa, eciu OH CyLIECTBYeT (O CBS3SIX U uepap-
XUW — YyTh Jajblie).

8. KHormka ynaneHus U3 rpynmsi.

9. I'mobGanbHbple KOOPAMHATEI MECTOMNOJIOKEHUs rpymniibl. [Ipyu u3mMeHeHun ux s
OJHOTO 00bEKTa MEHSIOTCS AaHHbIE [Is BCEU IPYIIbI.
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