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BBeaeHue

[Mapy mecsatunernii Ha3zax TpexmepHas Trpaduka Oblaa HeJOCSATaeMOW W BBI3BIBANA BOC-
xumenue. Ceifuac oHa crana MPUBBIYHON 00BIIEHHOCTHIO. C 9KpaHOB TEIEBH30POB, KOM-
IIBIOTEPOB U Ja)ke MOOMIIBHBIX Tesle()OHOB JIbETCsl NHPOPMALUS, HAChILICHHAs TpeXMep-
HBIMU 3JIEMEHTaMu. Peknama, XynoskecTBeHHbIE (DUIBMBI U MYJIbT()UIBMBI, KOMIIBIOTED-
HBIC WTPHI, BUPTyaJbHbIC CTYAMH HOBOCTEH — 3TOT CHHMCOK MOXKHO IPOAOJIKATEH JI0
6eckoneyHocTH. Mup 3D cran momynsipeH.

Bo Bpems mpocMoTpa Kakoro-HHOYAb MOMYJSPHOrO (QHiIbMa, BBl HABEpHSIKA BOCXHILA-
JHCh creldPQPEeKTaMu U PeaNuCTHIHON TpexMepHOH rpadukoil. BosmMoxkHo, naxe 3aBu-
JOBaJIM TeM CIELUATUCTaM, KOTOpble padoTany HaJ HUM. MHOTHE CUHMTAIOT, YTO CO3/a-
HUE TPEXMEPHOU TpauKu — 3TO yaen n3dpaHHbx. Huuero momo6Horo! Kamms yenman-
BOCTH, HEMHOTO BOOOpaXeHHs, a TJIaBHOE ropsdee xemanue — u mup 3D Bam
MIOKOPUTCSI.

Jns co3maHust TpexMepHO# rpaduky HYKHO CHELHAIBHOE MPOTpaMMHOE OOecTIeUeHHeE.
Celfyac uMmeeTcss NIMPOKHUI BBIOOP COOTBETCTBYIOIINX TMPHIIOKEHUH, BOT TOIBKO OOJb-
IIUHCTBO HpO(beCCI/IOHaJ'II)HbIX MMaKE€TOB CTOAT OYCHb U OYCHb AOPOTIO0. Ho Imo4YeMy HE BOC-
TI0JIb30BAThCS OECIUIATHOW aJIbTEPHATUBOM?

"BecruiaTHBI CBIp OBIBACT TOJBKO B MBIIIEIOBKE" — 3TO U3PEUYCHUE BIIOJIHE MOTJIO
NpUATH BaM B TOJIOBY, HO HE BCE Tak MpocTo. MHOTHE CYUTAIOT, YTO CBOOOHBIE U Oec-
IUIaTHBIC TIPOrPaMMbl B Y€M-TO YCTYMAKOT CBOUM NponpUeTapHbIM coOpaThsaM. Firefox,
Chrome, Open Office, Gimp, Mplayer — Bcero Juiib HECKOIBKO M3BECTHBIX MPHIONKE-
HUI, KOTOpbIE B KOPHE ONIPOBEPIar0OT NPUBEACHHYIO IIOCIOBHILLY.

Tpexmepnsiii pegaxkrop Blender — 3710 xeMuyXrHa B KOIJIEKIMY CBOOOAHBIX IPOTPaMM.
VY Hero yauBUTENIbHAS HCTOPHUS, C KOTOPOMH, IPaBO, CTOUT 03HAKOMHUTHCSL.

B panexux 80-x romax XX Beka, Koraa TpexmepHas rpaduka Obljla B HOBUHKY M €H 3a-
HUMAaJIICh BCETO HECKOJIBKO M3BECTHBIX KOMIIAHWH, MOABUIACH HEOOMbIIAs TOJIaHACKAas
aHuManuoHHas cryand NeoGeo. Beckope oHa 3aHsna auaupyomee nonoxenue. Ipommn
roJibl, U 0JIMH U3 ee¢ ocHoBaresei Ton Pozennans (Ton Roosendaal), oTBeuaBmii 3a pas-
paboTKy BHYTpPEHHETO MPOTrPaMMHOTO 00ECTIEUEeHUS], TIPHIIIEIN K BBIBOIY, YTO UCIOIb3Ye-
Mblii 3D-uHCTpyMeHTapuil ycrapen u TpeOyer 3ameHbl. Tak B Helpax KOMIAHHH 3apo-
JWICA TPOTPaMMHBIN MPOAYKT, KOTOPBIM BCKOPE CTall M3BECTEH BCEMY MHUpY MO Ha3Ba-
nueMm Blender.
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M3HavanbHO 3Ta MpOrpaMMa MUCIONb30BaJIaCh TOJBKO IS BHYTPEHHUX ISNICH CTY UM, HO
co BpeMeHeMm ToH mpwiien K BbIBOAY, uTo Blender cospern i MUPOKON ayaUTOPHH.
B 1998 roay nosiisiercst qouephss ¢pupma Not a Number (NoN), koTopas 3aHMMaeTcs
HCKITIOYUTEITHLHO pa3paboTKol 1 mpoaBmkeHueM Blender.

HoBas xommaHus mpoiBHUTana 1Mo TeM BpeMEeHaM PEBOJIOIMOHHBIM MOAXO K pacipo-
CTpaHEHHUIO MPO(PECCHOHATFHOTO MPOTPaMMHOIO MPOAYKTA, Mpeajiaras ero OecIuiaTHO,
B TO BpEeMs KakK ero coOpaThsi CTOMJIM MHOTHE THICSYHM JOJUTapoB. bm3nec-momens NaN
CTPOMIJIACh HA KOMMEPYECKOM COTIPOBOXKICHUH ITPOTPAMMBI.

B 1999 roxy koMImmanus TeMOHCTPHPYET CBOE JETHINE HA BCEMHPHO M3BECTHOU KOH(e-
penmm Siggraph. Ycmex 0b01 omenomisitonuii! Ha BoiHe mogbema mociie KoHpepeHITun
NaN nomyuaet rpoMagHOe BIMBaHHUE B BUjE 4,5 MITH €BpO. ITO MO3BOJIAET CYIIECTBEHHO
YCKOpUTH paboTy HajJ MpOrpaMMoi, W BCKOpe MosABIsAeTcs HoBas Bepcus Blender co
BCTPOCHHBIM HUTPOBBIM JIBH)KKOM. Bcero uepes moiroja KOJIMYECTBO 3apeTHCTPHPOBAH-
HBIX TIOJIb30BaTeNe Ha OQUIHMATILHOM CaiiTe KOMIAHHH MEePEBAIIIIO 32 MOJIMUILINOHA.
Bynyiee ka3anock pajyxKHbIM...

Ho neymenoe ynpasnenue, 6ospinre aMOUIIMKA U PHIHOYHBIE pealiil TOTO BPEMEHH II0-
craBmiii NaN Ha TpaHb OaHKPOTCTBA. Y KOMITAHWU MEHSETCS WHBECTOP, TMPOU3BOIUTCS
pPECTPYKTypH3aLus, a IJIaBHOE MEHSAETCS MOAXOMA K PaclpOCTpaHEHHIO MpoayKTa. Yepes
HECKOJIBKO MECSAIIEB MOSBISIETCS mepBasi komMmepueckas Bepcusi Blender Publisher. Oto
HE CracaeT IOJIOKEHUE, U UHBECTOp NpekpamiaeT (pyHkiuoHupoBanue NaN, a cooTBeT-
CTBEHHO, pa3zpaboTtky Blender.

Takast HOBOCTB B30yOpaKHJIa THICSYH MTOJIH30BATENEH, YCIIEBIINX MTPUOOPECTH U TIONTIO-
outek 5Ty mporpammy. ToH PozeHnmans nmpuHHMAaeT pelieHHe O CO3JaHuU HEeKOMMepde-
ckoii opranmzaunu Blender Foundation, rmaBHO# 3agaueil KOTOpO# OBLT MOKCK BO3MOXK-
HOCTeH JAJIs1 POJMOJDKEeHUs pa3paboTku U nponaBukeHust Blender. Bekope emy ynaercs
JOTOBOPUTHCS ¢ MHBecTopamMu NaN 0 Mpogaku UCXOJHBIX KOJIOB ITPOTPaMMEI U Iepeaa-
YW MpaBa HHTEIUIEKTyallbHON coOcTBeHHOCTH 3a 100 ThICSY eBpo.

Bruta oprannzoBana yHuKkanbHas koMmnanus 1o coopy aener "Free Blender" (CBoGoansti
Blender), xoTopast Ha yuBJIeHHE BCETO MHpPa, BCETO 3a CEMb HEZEb coOpaa TpedyemMyro
cymmy. C 2002 roma Blender oOpen HOBYIO JKM3HB W CTall TIOJHOCTHIO CBOOOTHOW TIPO-
CPaMMOM.

Cetiuac Blender — 310 yHUKanbHBIN MPOTPAMMHBIN KOMITIEKC, IIO3BOJISIFOIINAN CO3/1aBaTh
peaNbHBIM U KpaCOYHBIA TPEXMEPHBIN MUpP. ET0 BO3MOXKHOCTH CPaBHUMBI C TOITYJISPHBI-
MH KOMMEPUYECKHMMH IaKeTaMH, TakuMH kak Maya, 3Ds Max u nmaxe Ooiblle TOTO.
C momoImpio cBOOOJHOTO MHCTPYMEHTapHs BBl MOXKETE CO3[aBaTh MOJENH, padoTaTh
C aHWUMaIlMel, UCTIONIL30BaTh 3aKOHBI (DU3UKH JUTSI UMUTAIMH PUPOIHBIX SIBIICHUH.

¢ Eciu Bbl pabotaete B cdepe TeneBuacHus, Blender craHeT HEOIEHMMBIM TOMOIIHH-
KoM B co3ianuu 3¢ dekroB. Kpome Toro, oH uMeeT BCTPOSHHBIA BHACOPEIAKTOP, KO-
TOPBIH MO3BOJIAET C JICTKOCThIO OOBEIUHATh TPEXMEPHYIO CIICHY C BUJICO.

4 Ecnu B pa3pabOTUYMK UTP, TO HABEPHsKA 3HAETE, YTO MHOTHE UTPOBHIE ABIKKH IO/~
JepP’)KUBAIOT MOJENH, co3laHHble B Blender. Bac mHTepecyer sta mporpamMma Kak
UrpoBoil koHcTpykTop? Blender mmeeT MOLIHBIN, BCTPOSHHBIN UIPOBOI JBUKOK, KO-
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TOPBIA B COBOKYIHOCTH CO CPEACTBAMHU MOJCIUPOBAHUS U aHUMALMU MPEICTABISCT
co00¥1 3aKOHYCHHOE PEIICHUE JIJIST CO3/IaHMsI UTP.

Ecnu BBl nuzaiiHep WHTEpbepa, MporpaMMa HPUTOAMTCS W TYT. MOIIHBIE CpeIcTBa
pa3paboTKH, OONBIIOE KOJWYECTBO IUIATMHOB JUISI MMIIOPTHPOBAHHUS OOBEKTOB, CO3-
JAHHBIX B JIPYTUX MPUIOKEHUSX, realtime-IBIKOK, KOTOPBIA MO3BOJIHUT KIHEHTY TYT
e MPOTYJISATHCS B CO3JJaHHON KOMHATE.

N takux "ecnu" MoxkeT HaOpaThCsS BEIMKOe MHOXKecTBO. IIpmbaBhTe K 3TOMY Oecc-
IUTATHOCTh M KpoccmargopmeHHocTh. Blender ymeer pabortath B pa3HBIX ore-
pammonHeix cuctemax: Windows, Linux, Mac Os X, FreeBSD. Ilocerute caiit
www.blender.org, 4To0sl TPOCMOTPETh BCE BAPHAHTBHI U CKAyaTh HYXKHYIO BEPCHIO.
Kcraru, pazmep quctpuOyTHBa MPOrpaMMbl BeCHT Bcero okoso 30 Moaiit!

B 2009 roxy Beimuta most kaura 1o Blender: "3D-monenupoBanue n anumanus'". OHa
OCHOBBIBAJIACh Ha BEPCHH MPOTrpaMMBI 2.48, KOTOpas B TOT MOMEHT Oblila aKTyaJbHOH.
Ho 3a npomenmve roaet Blender cunbHo u3menwmics. Haunnas ¢ Bepcun 2.5x, paspa-
OOTYMKM BBIMOTHIIN KOJOCCAbHYIO paboTy TI0 ONTUMH3ALWHU U PACIIUPEHUIO QYHK-
LHMOHAJIA TporpamMMbl. VI3MeHMIICS OAXO0 K UCIIONb30BaHUIO HHTep(eiica, MOsSBIUINCH
HOBBIE HHCTPYMEHTHI U BO3MOKHOCTH. K coxkajeHuto, epBblid y4eOHUK ycTaped.

KHura, KoTopyo BbI JepKHUTE B PyKax, HE IPOCTO PACCMATPHUBAET MAXKOPHYIO BEPCHIO
porpaMMBbI (Ha MOMEHT HamucaHus 2.62), 31ech B KOpHE U3MEHEH MPHUHIUI ITO1a9’
nHpopmanun. Teneps rIaBHBIN yIoOp cliesiaH Ha MPaKTUYHOCTh MaTephaia W M3JIHIL-
HEW MepEerpyKeHHOCTH TEOPUEH HET.

B Heii umeetcst 60IIbIIOE KOTHMYECTBO HECIOKHBIX PUMEPOB, KOTOPbIE HEOOXOAUMO BbI-
MOJHATH HAa TpakTuke. Kpome Toro, B KOHIE INIaB MPHBOIATCS IOTOJHHUTEIBHEBIEC, Mac-
mrabHble YPOKH IS 3aKpeIUIeHns] MaTtepuaina. Bee mpakTiuyeckne mpuMepbl, OnMchBae-
MBbI€ B KHHUT€, BBl MOKETE HAUTH B (DaiiJIOBOM apXHBE (CM. HpuiodceHue 2).

Ecnu Bce e y Bac OCTaHYTCsl BOIIPOCHI, BBl MOKETE OOPATUTHCS K APYKEITIOOHOMY CO-
oOuiecTBy mosib3oBarenei Blender B cetn UnTepHer:

¢

¢

¢

www.blender.org — odwunuansusiii caiit Blender Foundation. 3mech pasmeriieHsr
HOBOCTH OT pa3pabOTYMKOB, CBEXKHE COOPKH MPOrPaMMBbI, JIOKYMEHTAILIHS;

www.blenderartists.org — kpynHe#nmii aHTIOA3BIYHBIA  (HOPYM, TOCBSIIICHHBIH
porpamMme;

www.b3d.mezon.ru — pycckosi3bianass wiki ¢ OOJBIIMM KOJTHYECTBOM MEpPEBEICH-
HOH TOKyMeHTaIu. TaM 5ke eCThb CChUIKH Ha PYCCKOS3BIYHBIE PECYPCHI.

Utak, oTKpbIBaiiTe ClIEAYIONIYIO CTPAaHHUILY M OKyHalTech B 0e30peKHBIA OKEaH BO3MOXK-
Hocreit Blender. Y naun!
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3HAaKOMCTBO C MHTepcencom

Korga mpuxoautcst 3amyckath HEM3BECTHOE MPHIIOKEHUE, TEPBBIM JEJIOM OOpaliaeiib
BHUMaHME Ha TO, KaKk OHO BBIIAAWT. He 3ps oxHa W3BECTHAs MOCIOBHUIIA TJIACHT:
"Berpedator 1o ofexke...". A BoT "mpoBoxkaTh o ymy' Takyio mporpammy, kak Blender,
BaM W He 3axoueTcs. Eciu Bl mobutens uin npodeccuonan B oonactu 3D-rpaduku, To
MOIIb ¥ IPOCTOTA ATOTO PEAKTOpa BaC MTOKOPST.

"Ho, mpoctuTe!, — BOCKJIIMKHET OOTOLIHBIM uuTatens. — Bens o Blender xoaut crnasa
CIIOXHOM IPOrpaMMBI C 3allyTaHHBIM HHTepdelicom". Pe30HHO 3amedy, uTo J1r060€ cepb-
€3HOE NpWIIOKEHHE TpeOyeT BIyMUYHMBOIro mM3ydeHus. Ilo mepe HakomieHHs OIBITA BCE
KaXyIIUecs: CIOXHOCTH YHWAYT Ha 3amHuii mnad. byns To Blender mmm Maya, wmm
3Ds Max — B yMelnbIX pyKax Jto0ast mporpaMmma CTaHeT MOCTYIIHBIM HHCTPYMEHTOM.

I'on Hazax paszpabotunku Blender pemmnmck Ha GecriperieIeHTHBIN IIar ¥ B KOPHE H3Me-
HIIY UHTepdeic mporpaMMbl. JNeraHTHBIN BHEIIHUN BUJ, MOJIHOCTHIO HacTpauBacMast
pabodast 00sacTh, THOKOE KOH(MUTYPHPOBAHHWE TOPSYUX KIABHUII — BCE ATO MPHU3BAHO
005erYnTh PaboTy MOJIB30BATENS, 1aTh BOSMOXXHOCTh €My CKOHIIGHTPHPOBATHCS UCKITIO-
YUTEJIBLHO Ha TBOpYeCTBEe. Eciau Bbl paHee paboTaiu C JPYTMMH [POTpaMMaMu
3D-MoaenupoBaHus, TO IEPBOHAYATIBHO MHOTOE OyJeT Ka3aTbcs HEYAOOHBIM U HeCypas-
HbIM. OJTHAKO ATO MOKAXKETCS TONBKO Ha MepBbId B3risiA. Benp Blender oGmanaer cobet-
BEHHBIM MOAX0A0M K co3lanuio 3D-KOHTeHTa, CBOEro poja MUpOBO33peHHueM. [loctur-
HYB €ro, Ha4YMHaeIllb MOHUMATh, KaK yJI00HO U MPOlyMaHHO BCE B HEM yCTPOEHO. B koH-
I1e KOHIIOB, HUYTO HE MEIIAeT HACTPOUTH MPOTrpaMMy Ha CBOH BKYC, O11aro pa3paboT4nku
MPeAIaraoT IS 3TOTO IIMPOYAIIIE BOZMOKHOCTH.

Ora rnaBa siBisiercs: 6a30BoM B moHMMaHuK padotel ¢ Blender. [IpounTas ee, Bbl u3yunre
uHTEepdeic nmporpamMMbl, HO3HAKOMUTECH C OCHOBHBIMH OOBEKTAMH M JaXe CHENacTe
CBOIO [IEPBYIO MOJIEIb.

1.1. OKOHHasaA cucrtema

Urak, Bl ycranoBunu Blender, 3amycTunm mporpamMMmy W roToBel UATH B 00if. UTO XK,
naBaliTe HAUUHATD.



12 aea 1

[Ipu 3amycke mporpamMma BCeT/ia BCTPEYaeT MPUBETCTBEHHBIM OKHOM C KaKOH-THOO 3a-
HUMATENBHOW KapTHHKOH. OT BepcHH K BEPCUH M300pakeHUE MEHSETCS, HO 3TO U He-
Ba)XHO. Ba)kHO TO, YTO JJAaHHOE OKOIIIKO MMEET CCHUTKH Ha TIOJIe3HbIe HHTEPHET-PECYPCHI,
nocBsimieHHbIe Blender, a Takke COAEPXKUT CHUCOK MOCICTHUX paboumx mpoekToB. Kpo-
M€ TOT'0, €CTh €III¢ JBa HHTEPECHBIX MYHKTA!

4 Recover Last Session (BoccTaHOBHTH MOCTCAHUI CEAHC) — BBI3BIBACT MPOCKT, U3
KOTOPOTO OBLI MPOU3BEICH BBIXO M3 MPOrpaMMel. J[eo B TOM, YTO KOTJa BBI 3aKpbI-
BaeTe Blender, mpoucxoaur aBToMaTHYecKoe coxpaHeHue (aiina ¢ umeHeM quit.blend
B JIOKaJIbHOW IUPEKTOpHH Temp TekyImiero moip3oBaress. JTa GyHKIHS Ype3BbIUaii-
HO TIOJIC3Ha, €CJIU BbI 3a0BUTH COXPAHUTh MPOEKT MEPe]l BHIXOIOM;

3AMOMHUTE!

Blender Hukorga He npegynpexgaeT 0 HEOBXOAMMOCTU COXpaHEHUs!, Aaxe ecrnv OHO Heoo-
xogumo!

¢ Interaction (B3aumoseiicTBrue) — AaHHas CChIIKa OyIET MHTEPECHA TeM, KTO paHee
paboran ¢ maketomM Maya. [IpocTo BbIOepHTE M3 MpeIIaraeMoro CIHCKa MPeceToB
HY)KHBIN IyHKT U TIOJyYUTE MPUBBIYHYIO PACKIAIKY TOPSYUX KIIABHIIL.

A Tenepb JaBaiiTe MOCMOTPUM Ha CKPUHIIOT CTaHIAPTHOTO OKHA Mporpammsl (puc. 1.1).

ctl o
Ctrl 0
clo 11 16 | MitchellN ¥

o _5iz:1.000
£ rROOM.blend ctrio

B R

(1) Cube
@ ObjectMode & 0 € I £ e )
@Eenc % | Y File Extensi
BW RGB | v Overwrite

[P no sync

Puc. 1.1. Npwu nepsom 3anycke Blender BbIrMaanT UMEHHO Tak
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B nelicTBUTENBHOCTH 3I€Ch HE OJHO OKHO, a LICIBIX MATh. M BBl MOXKETE JIe]IaTh C HUMHU,
YTO 3aXOTHUTE: M3MEHATH Pa3MEpPhl, T00ABIATH HOBEBIE, YAANATh HEHYKHBIE U JTaXKe OTCO-
SIUHATh B BUIE OTACIBbHOrO OKHA. llocnmemuss GyHKIHS MPUTOIUTCS TeM, Y KOTO He-
CKOJIBKO MOHHUTOPOB.

[TonpoOyem HemMHOTO MOUTpath ¢ okHamu. LllenkHuTE B MI060M MecTe MPOrpaMMBbI, YTO-
ObI 3akphITh npuBeTcTBUE Blender. Ecnu BBI moaBeneTe Kypcop K KakOW-IUOO TpaHUIIE
MEXJy MaHEIsIMU, TO OH IIOMEHSETCS Ha XapaKTEPHBIA NBYXCTOPOHHHM yKa3aTelb.
Teneps BBl MOXeTe, 3a)KaB JEBYIO KHOIIKY MBIIIH, IEPETIHYTh TPAHUITY B HY)KHYIO CTO-

pOHYy.

COBET

OKkcnepuMeHTUPYI, NpoBepsi, ncnonb3yn! BoT Baw no3yHr ons nyywero ycBoeHUs MaTe-
pvana. Bce HecnoxHble ynpaxHeHusi, NpuBeAeHHble B KHUre, cTapanTechb MOBTOPSATb Ha
npakTuke.

Becbpma opurnHaneHo B Blender BrImoTHEHO yrpaBieHHe OKHAMU: yAalleHHe, OObeIHe-
HUE U oTcoeAwHeHue. /st 3TuX omepanuii CIIy>KUT HeOONBIIONW YyroJIOK B BEpXHEM IIpa-
BOM YTJIy Ka)K10ro okHa (puc. 1.2).

Yuenurech KypcopoMm 3a JIt000i TOHPABUBIIHKCS YTOJIOK M MOMPOOYyHTE HEMHOTO Tepe-
TSHYTh BieBo. Kak BuauTe, mosiBuics AyOiaukatr okHa. YToObl 0O0BETUHHUTH WX, TOCTa-
TOYHO MEPETSHYTh TOT K€ YroJoK BIpaBo. [Ipu 5TOM BBl YBUANTE CXeMaTHUHBIE CTPEIIKH,
YKa3bIBaIoOIIe, KyJa UMEHHO "BosbeTcs" oKHO. MOXeTe MTOMEHATh HalpaBJIeHHe, Iepe-
Melasi BIpaBo WK BIEBO MBIIIb.

3amoMHHUTE 1B MPOCTHIX MpaBHIIA;

¢ 1011 0obasnenuss OKHa — NBHKEHNE MBIIILIO BIEBO UM BHU3;

¢ 115 06vedureHUsi OKOH — MBUYKCHHE MBIIIHIO HAIIPABO WIIH BBEPX.
OTcoeTMHEHNE OKHA BBITIONHACTCS €Ille MPOIIIe:

1. Haxwmure u yaepxusaiite kinapumry <Shift>.

2. Yuenureck KypcopoM 3a YTOJIOK.

3. IlepeTsHUTE MBIIIB B JIFOOYIO CTOPOHY.

Takoe ympaBieHre OKHaMH JOCTaTOYHO HEOOBIYHOE, HO HAa MPAKTHKE OKa3bIBAETCS BECh-
Ma 3 (HEeKTUBHBIM.

Puc. 1.2. KntoyeBoi aneMeHT
ONs ynpaBneHns OKHOM

Blender — mporpamMma MHOTO(MYHKIIHOHATIbHAS, TTO3BOJIICT MOJACIUPOBATH, BBHIIOIHSITH
aHUMAaIMIO, CO3/1aBaTh BHJEONOCIENOBATEIBHOCTH, TMOJAEP)KUBAET CKPHUIITOBAHHUE.
BrionmHe TOHATHO, 4TO Pa3pabOTYMKK 03a00THIIMCH HaJUICKAIIMM O0pa3oM CrpyIITUpPO-
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BaTh WHCTPYMEHTApUH OTIECIBbHBIMU OJIOKAMH JUIS

ONTUMAJIBHOTO MCIIONB30BaHUs. JlaBaiiTe MO3HAKO- (W cleraty o

MUMCS ¢ TI100aTbHBIMH OKHAMU IIporpaMMal.

8 Timeline

[IpucMoOTpUTECH BHUMATEILHO K OKHAM TPUIIOKC-  [Mevaeleaate
Hus. C mpaBoit CTOPOHBI, BBEPXY, Y KKIOW 00Iac- (Mot

TH UMeeTcsl HeOOobIasi KHOMKA, NMPH HAXKATUN KO- [ME=ly=ish
TOpOH BBICKakuBaeT MeHIo (puc. 1.3). MmeHHO B
HEM BBl MOJKETE BBHIOPATh, KAKOE OKHO OYyJET HaxXo- ca Editor

IUTLCS B JAHHOU 00JIacTH.  Text Editor

de Editor
Logic Editor
= Properties
Outliner
| User Preferences
nfo

=] "
File Browser

=] Python Console

Puc. 1.3. 310 MeHto coaepxut
BCE BO3MOXHbIE€ OKHa Nporpammbl

HpI/IBeIleM CITMCOK BO3MOJXHBIX OKOH.

¢
¢

3D View (3D Buj) — OCHOBHOE OKHO JIJIsl CO3JIaHUSI K IPOCMOTPA CIICHBI.
Timeline (Illkana BpeMeHH) — BpeMEHHas IIKaJa JJIsl KOHTPOJIST aHMMAaIlHH.

Graph Editor (Pexakrop rpadoB) — pelakTop aHUMAIMOHHBIX Kitouei. [1o3BostsieT
C TIOMOUIBIO KPHUBBIX TOYHO KOPPEKTUPOBAThH MOBEICHHE KOHKPETHOTO OOBEKTA U €ro
CBOICTB.

DopeSheet (Tabauna kioueil) — MHOTOGYHKIIMOHAIBHBIA PEIaKTOp aHUMAIIWH,
MMEIOINH TPH pekrMa paOOTHI:

e DopeSheet — ynpasneHne KIr0UeBOi aHUMAIIAEH BCEH CLICHBI,

e Action Editor (Penakrop AeHCTBHMil) — CHEIHMANBHBIA PEXUM ISl YIpPABICHUS
TOJIBKO CKEJIETHOW aHUMAaIIUEeii;

e Shape Key Editor (PemakTop xiroueii (hopMbl) — HACTpOWKa BHYTPEHHEH aHUMa-
MU KOHKPETHOTO OOBEKTA.

NLA Editor (Penakrop NLA) — HenuHeHHBIH pefakTop mocieaoBarenbHocteil. Ero
yI0OHO UCTIONB30BATh JUIS TI00AIEHOTO KOHTPOJIS aHUMAIIUH BCCH CIICHBI.

UV/Image Editor (PemakTop u3obpaxkeHuii) — cO3JaHKHe, HAJIOKEHHE TEKCTyp Ha
O0OBEKT.

Video Sequence Editor (PemakTop BHaEOMOCIEAOBATEILHOCTEH — MOIHODYHKIHO-
HaJbHAss MOHT@XHAs CHCTEMa, MO3BOJIIONIas 00bequHsITh 3D-ClieHy ¢ Buaeodaiina-
MH, HCIIOJIb30BATh IIEPEXOIBI, PA0OTATH CO 3ByKOBBIMH JIOPOKKAMHU.
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¢ Text Editor (TekcToBbIl peqakTop) — BCTPOCHHBIN TEKCTOBBIA PEAAKTOP IS HAIIH-
CaHMs COMPOBOJUTEIBHOTO TEKCTA K CLIEHE WJIM CO3JJaHus CKPUINITOB Ha s3bike Python.
IIpu 5TOM JaHHBIE COXPAHSIOTCS B CAMOM CIICHE.

4 Node Editor (Penakrop y310B). YHHKaIbHBII WHCTPYMEHT, MMO3BOJISIOIIUIA B rpadu-
YEeCKOM BHUJIC HACTPAMBaTh CBOWCTBAa 0OBEKTOB, CIICHBI, pe3yJibTaTa peHaepa (OKoHYa-
TeJIbHAs BU3yaln3aLysl CLICHBI).

¢ Logic Editor (PegakTop JTIOTHKH) — OKHO JJIs1 CO3aHUSI UTPOBO#T JTOTHKH.

4 Properties (CBoiicTBa) — OCHOBHOE OKHO, IO3BOJISIONIEE HACTpaMBaTh CBOWCTBA
00BEKTOB, CIIEHBI, pEHIEpA.

4 Outliner (Il1aHMPOBIINK) — BCIIOMOTATENBHBIH HHCTPYMEHT JJIsl IPOCMOTpPA U Opra-
HU3AIHUHU CLIECHBI.

4 User Preferences (ITonp30oBaTenbckre HACTPOMKH) — HACTPOMKH MPOTPaMMBI.

¢ Info (Mudopmanms) — rinodanpHOE MEHIO HPOrpaMMbl M TIOJIe3HAs HH(POpMAIHU
0 CIIEHE WJIH BBIJICTICHHOM O0BEKTE.

¢ File Browser (bpaysep (aiinoB) — (aitioBsIii MEHEKEp JUTS 3arpy3KH U COXpaHe-
Hus ¢aitnoB. imeer Hemano (GyHKINHM, ONTUMHU3UPOBAHHBIX TOJ HYk 16l Blender.

¢ Python Console (Koncoip) — untepnperarop Python.

He npaBaa sn, BoeyaTsiomuil CIMCOK MHCTPYMEHTApUs ISl IPOrpaMMbl 00bEMOM Bee-
ro 30 M6aiit? KonedyHo, MHOTHE TEPMHIHBI BaM TIOKa HEMOHATHBI, HO T10 Mepe MPOYTEHUS
KHUTH BCE CTAHET SICHO. A Teleph JiaBaiiTe BepHEeMcs K TeMe pasjiena.

Jlro6oe oxHO B Blender mMeer ctanmapTHbIE OOMacTH: KHOIIKA BBIOOpa pekmma (pac-
cMaTpUBaiach paHee), TCKCTOBOE WJIH Tpaduueckoe MEeHI0, pabodas obnacTh. MHTepec-
HO, YTO U BHUJ OKHA MOXXHO TOJICTpamBaTh Ha cBOU BKyc. K mpumMepy, BBl MOXKETE mepe-
MECTUTh HaBEpX CTAHIAPTHO pa3MEIICHHOE BHHU3Y MEHIO WM BOOOIIE €ro CHpsATaTh.
[IenkHUTE PaBOW KHOMKOW MBIIIK B JIFOOOM MECTE IO 3aroJIOBKY, H TIOSBUTCS HEOOIb-
nras manenap Header (3arosnoBok). Ha Heii Bcero Ba myHKTa:

¢ Flip to Top (Otpa3uth BBepx) — IMepeMeniaeT MEHI0 BBepX OKHa. [locie 3Toro
Haanuchk u3Menutes Ha Flip to Bottom (Otpasuts BHE3);

¢ Maximize Area (MakcuManibHBIiI OXBaT) — paclaxvBaeT TEKyIlee OKHO Ha BECh
9KpaH.

Bb1 MOxeTe MOTHOCTBIO CKPBITh MEHIO, €CJIM OHO He HykHO. IloaBenure Kypcop Kk rpa-
HUIIE MEXIy MEHIO 1 paboueil obmacTeio. OH JOKeH MOMEHSAThCA Ha H300pakeHUe Bep-
TUKaJBHBIX CTpeNnoK. HaxkmMuTe JeByt0 KHONKY MBIIIN U CO)KMHUTE MEHIO. A BOT AJISI BOC-
CTQHOBJICHHSI €r0 HIIUTE HEOOJBIIYI0 KPYIIIYI0 KHOMKY C KpecTukoM (cM. puc. 1.2).
3aMeTbTe, UTO TaKHe KHOMKHY MOSBIISIOTCS JUIS BCEX CKPBITHIX NTaHENIEH TEKYIIEro OKHa.

COBET

B Blender o4eHb akTMBHO MCMONb3YOTCA ropsayne knasuwun. Tak, K npumepy, Ans pacnaxu-
BaHWS aKTMBHOIO OKHa (T. €. Takoro, B KOTOPOM HaxOAMTCHA KypCOP MbIlLM) AOCTAaTOYHO Ha-
XaTb koMOuHaumio knasmw <Ctrl>+<Up>.



16 aea 1

1.2. YcTponcTtBa BBoAa N "yMHoOe MeHI0"

Pabora c mbimbio u knaBuatypoil B Blender mMeeT cBom 0cOOEHHOCTH MO CpaBHEHHIO
C abTePHATUBHBIMU MpOTpaMMaMu. 3a0yAbTe PO BCEBO3MOXKHBIE KOHTEKCTHBIE MEHIO,
BBI3BIBAEMbIE TIPABOY KHOTIKOM MBIIIN, — HX HAYTOKHO Majo, CYIIECTBYIOIINE OTHOCST-
sl K HacTpolike okoH. Bece Manumyssinnu ¢ nHTEpHENRCOM OCYLIECTBIAIOTCS JIEBOW KHOTI-
KO MBIIIH, a BOT MpaBasi CIYXXUT UCKIIOYUTEILHO AT BBIIEIECHUS OOBEKTOB M UX dIie-
MeHTOB. CpeHss KHOIKA (KOJIECHKO) MpeaHa3HaueHa Il BCIIOMOTATEIbHBIX (DYHKITHIA:
MacinTabupoBaHHe W IOBOPOT cuensl B 3D View, mpokpyduBaHue COHEPKHMOTO Ia-
HeJeH.

Bonpmoe 3Hauenue B Blender oTBoauTCs WMCIONB30BaHWIO KOMOWHAIMNA TOPSYWX Kia-
Buml. PazymeeTcs, MMEIOTCS X albTEPHATUBHI B BHUJE MHTEP(EHCHBIX 3JIEMEHTOB (KHO-
MIOK, MEHIO), HO Ha TPaKTHKE TOPa3/0 MpOIIe I0JIb30BaThCs TONBKO MMHU. Ha MHOTHE T0-
psiume KJIABHIIN MTOBEIICHBI M KOHTEKCTHBIE MeHIO. 11 OBICTpOro BEIOOpa HEOOXOIMMO-
IO MMyHKTa B HAX MOXXHO Ha)aTh COOTBETCTBYIOIIYIO IIM(POBYIO KIABUIY Ha OCHOBHOM
KJIaBHATYpe.

Opnnako ropaocTeio Blender siBiisiercst Tak HazbiBaeMoe "yMHOE MeHIO". B mpomuibix Bep-
CHSIX TIPOTPaMMBI JJIsl CO3IaHMsI HOBBIX OOBEKTOB CYIIECTBOBAJIO CHEIHMANEHOE MEHIO,
BBI3bIBaEMOE 10 KJIaBHIIE <Space™>. JTO 3HAYUTENHHO YOBICTPSIIO pabOTy HaJa CIIEHOM,
B€b HE MPUXOIWIOCH JUIIHUNA pa3 MOCEIIaTh IMIaBHOE MEHIO npuiioxkenus. Celiuac pas-
paboTunky nonwy eme Aanpiie. HoBas Bepcus "ymHO-
ro MeHIO" TO3BOJISIET BBI3BIBATH JIOOYIO (DYHKIHIO
Blender, OykBampbHO HaOpaB HECKOJBKO KIFOUEBBIX
CHMBOJIOB B TIOMCKOBOH cTpoke. [Ipudem B mpemiarae-
MBIi CIIHCOK TMOMAAyT KOMAaH[bl, HCKIIOYUTEIHHO To Sphere chift Al S
OTHOCAIIHUECA K BBIACJICHHOMY OJEMCHTY CHCHBI [
(puc. 1.4). Tak must noucka komanaer Add UV Sphere
(cozmanme mpuMuTHBAa cepbl) AOCTATOYHO HAOPaAThH

Add |lco Sphere

Add Surface Sphere

sphe.

Puc. 1.4. Napa HabpaHHbIX BykB —
1 CMUCOK roToB

1.3. KoHuenuusa aKpaHoOB U cueH

PaboTast Hajm CIECHOM, MPUXOIMTCS BBIMOIHATH MHOXKECTBO JCHCTBHI: MOACIHPOBATH,
TEKCTYpUPOBaTh, HACTPAUBATH AHMMAIMIO W (PHU3HMKY, KOMIIOHOBATh BHCOMOCIICIOBA-
TEJILHOCTH. YiKe MOHATHO, uTo Blender mpemocTapiseT mmpovaiiime BO3MOXKHOCTH ISt
HaCTpOﬁKH pa60111/1x OKOH. BOT TOJILKO MOCTOSIHHO MaHUITyJIMpOBaTb OKHaMU B 3aBUCHU-
MOCTH OT TEKYILEH 3aJau Kak-To HerenecooOpasHo. ['opa3no mpoiie 3apaHee co3/1aTh
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pa3TUYHBIC PacKIIaIKA OKOH TOJT BCe HYX/Ibl. Pazymeercs, Takas BO3MOXHOCTh B Blender
nMeeTcs. Mano Toro, pa3paOOTUMKH 03a00THINCH CO3/IaHUEM HECKOJIBKUX 3aroTOBOK
101 OIIPEICIICHHBIC 3a1aui. DTOT MEXaHHU3M IOIy4rI Ha3Banue — Screen Layout (Ma-
KET 3KpaHa).

ITonp30BaThCs 3KpaHAMU O4YE€Hb U OUEHBb IpocTo. Barmsuute Ha puc. 1.5. Hecnoxuo on-
PENENNTD, YTO 31eCh BUIEH KyCOUeK TJIaBHOTO MEHIO rporpamMmsl (okuo I1nfo).

1 2 3 4
Puc. 1.5. SnemeHTbl ynpaeneHusa Screen Layout

Paccmotpum siemenTsl okHa INfo:

1. CxematnyHOE M300paKEHUE OKOH — BBIOOP MMEIOIIEHCS PAacKIIaJKU U3 BBITIAIaroIIe-
T'0 MEHIO.

2. HasBaHue TeKyImero SKpaHHOTO MaKeTa.
3. JloGaBneHune HOBOH pacKiIaIKu.
4. YpaneHue aKTHBHOM pacKIaIKH.

Jins BBIOOpa jKeTaeMoro MakeTa JOCTaTOYHO LICTKHYTh MO KHOIKE OTKPBITHS MPECETOB
Y BBIOpATh MOIXOAIINH, 01aro pa3paboTYNKH PETYCMOTPETH HECKOIBKO BapHAHTOB:

4 Animation (Aaumanus) — HaOOp M PACIOIOKEHHE OKOH; ONTUMAJIbHO IOIXOIUT
JUTs pabOTHI C aHUMAITUCIH;

¢ Compositing (Kommosunus) — HacTpoiika MaTepuanoB u TeKcTyp B pexxume Node
Editor (PemakTop y3110B);

¢ Default (ITo ymonyanuio) — BapuaHT [0 YMOJNYaHHIO, IPEIaraeMblii pOrpaMmoit
TP TIEPBOM 3aITyCKe HIIH CO3J[aHUH HOBOTO IPOEKTA;

¢ Game Logic (MrpoBast JIOTHKa) — ONTHMAIBHO IS HACTPOUKH JIOTHKH WIPHI HJIH
MpEe3eHTAIINHY;

¢ Scripting (CkpunToBanue) — HCIONB3YHTE 3Ty PAaCKIaaKy, €ClId HEOOXO0AUMO OTpe-
JIAKTUPOBATh WIIM HAMKCATh CKPUNT Ha [TuToHe;

¢ UV Editing (Pa3eptka UV) — co3nanue, okpacka U IPUMEHEHHE TEKCTYP;

¢ Video Editing (PenakTupoBanie BHIE0) — MOArOTOBKA BHCOMOCICIOBATEILHOCTH.

COBET

Bbl moxeTe 6bICTpO nepekn4yaTtb J3KpaHHble MakKeTbl C MOMOLUbI TropAYvYnX KnaBull
<Ctrl>+<Left> unn <Ctrl>+<Right>.

I/IHOF,Z[a HMCHOIINXCA BapI/IaHTOB MAKCTOB HpOCTO HCIOCTATOYHO. K an/IMepy, BO BpeMSI
MOJICJIMPOBaHMS HEOOX0IMMO MPOCMATPUBATh pabourii 0OBEKT ¢ pasHbIX paKypcoB. s
3T0ﬁ nejan uenecoo6pa3H0 CO31aThb 3KpaHHy10 paCKna;[Ky C HCCKOJIBKMMH OKHaMH
3D View.
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ITocnenoBatenbHOCTb JCHCTBUM ClieyrOIIAs:

1. Co3nmath HOBBIM MPOGMITH ITyTEM HaKATHsI KHOTIKH C H300paKCHHUEM TLTIOCA.

2. IlepenmMeHOBaTh O0BEKT (IICIKHUTE TI0 HA3BAHUIO M BBEIUTE HOBOC 3HAUCHHUE).
3. PacnonoxuTh OKHa B HY)KHOM TIOPSJIKE.

3amMeTnM, YTO BCE CO3/aHHBIC MAKETHI, PABHO KaK W BCTPOCHHBIE, COXPAHSIOTCS B (aiine
TEKyILero mpoekra. Tak 4To, MpHU 3arpy3Ke CBOETO NMPOEKTa Bl ONSTh BEPHETECH K JIIO-
OMMBIM HaCTPOHKaM.

COBET

Cospganu yHuKarnbHble 3KpaHHbIE packragku 1 Xenaete UX UCnonb3oBaTh AMs BCEX NPOek-
ToB? HeT Humuero npouwe. Haxmute <Ctrl>+<U> unu Bbibepute nyHKT meHwo File | Save
User Settings (®ann | CoxpaHWTb HAcTpOWKW) [N COXpaHEHWUs MONb30BaTeNbCKUX Ha-
cTpoek. Tenepb Npu CO3A4aHNM HOBOTO NPOEKTa Bbl CMOXeTe paboTaTe ¢ COOCTBEHHBIMU 3a-
roToBKaMu.

B Blender nmeercs yHuKanbHas BO3MOXKHOCTh OJJHOBPEMEHHOUW PabOTHI ¢ HECKOIBKUMU
CIICHaMH. DTO HE TOBOPUT O TOM, YTO MPOUCXOIUT 3aIyCK pa3HbIX IK3EMIUISIPOB MPO-
rpamMmel. Bce mporcXoauT B OJJHOM M TOM K€ MPOEKTE. YTpaBlieHHE CIICHAMH OCYILECTB-
JISIETCSI Ha TIAHEITH TIIaBHOTO MeHIo (puc. 1.6).

Puc. 1.6. SnemeHTbl ynpaBneHust
Scene Selectors

B mpunnune, pabota ¢ 3TOH MaHEIbI0 PAaBHOIICHHA paHee PAaCCMOTPEHHOUW Screen
Layout. Ho B oTiimume OT mocienHed, Ipyu HaXKaTUW KHOMIKHU J00aBIIEHUS — MOSBHUTCS
MeHro New Scene ¢ HeCKOJIBKUMH ITyHKTaMU:

4 New (Hosast) — co3maHue HOBOH CIIEHBI 0e3 KaKMX-IIMOO OOBEKTOB. 3HAUCHHS Ha-
CTPOCK peHziepa OepyTcsl M0 YMOTIAHUIO;

¢ Copy Setting (KonrpoBanue HaCTPOEK) — CO3/IaHHE YUCTOM CIICHBI C TEKYIIUMHU Ha-
CTpPOMKaMU peHJepa;

4 Link Objects (CBs3b 00bEKTOB) — KOIMHMPOBAHUE CYIIECTBYIOIIEH CIieHbl. [Ipu n3me-
HCHUHU PACTIOJIOKEHUSI U CBOWCTB OOBEKTOB B OJHOM CIIEHE PEe3yJIbTaThl MPOSBATCS
B JIPYTOid;

4 Link Object Data (CBsi3b qaHHBIX OOBEKTOB) — B 3TOM Cilydae BO3MOKHO HE3aBH-
CHMOE IepeMelleHre 00bEKTOB, HO M3MEHEHHUS B CBOMCTBAX (DMKCHPYIOTCS BO BCEX
CILICHAX;

¢ Full Copy (ITomHas xomust) — CO3QaHUE IONIHOCTHIO HE3ABHCUMOM CIIEHBI ¢ KOIHUAMHI
00BEKTOB M HACTPOCK.
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JIJis HarJITHOCTH TIPEJICTABUM CUTYAIIHIO, KOTJ]a BO3MOXKHOCTH OJTHOBPEMEHHOU pabOThI
C HECKOJIbKHMH CIIeHaM{ HET WJIM OHa He ucmoib3yercs. [lomycTtuM, naer pabora Haj
CO3/IaHHEM HHTEphepa rocTHHOW KoMHAThI. [1o mpockbe 3aka3umka BBl pacCTaBHIN BHP-
TyalIbHYI0 MeOeb U ¢ TOPJOCTHIO IEMOHCTPUPYETE Pe3yabTaT. 3aKa3urK B IIEJIOM YI0B-
JICTBOPEH, HO MPOCUT J00AaBUTH SMU30J, TJIe 3Ta MeOeNlb pacloyiaracTcss HECKOJIBKO T10-
nHOMY. Het Hudero mpoiie, coxpaHseTe MPOeKT B Apyron (aiisr, MeHsIeTe pacioioKeHHE
00BEKTOB 1 00pabaThIBaeTe pe3ynbTaT. 3aKa34duK MPOCMATPUBAET 00a AIU30/a U 3aropa-
€TCS JKETaHUEM TTOCMOTPETh, YTO MPOU3OUICT CO CTEKISHHBIM CTOJIMKOM, €CITU Ha HETrO
ynager ayooBwiid mkad. JXKemanwme kameHTa — 3akoH. Co3maeTe yke TpeTuit (daiin, rue
KpacuBO BIpeOe3ru pasiieTaeTcsi CTONHMK. BHe3amHO MOsABIsSETCS MapTHEp 3aKa3unka U
3asBJISIET, UTO €ro He ycrpaumBaeT (opma mkada. Bee, Bech Tpyn HacMapky, a Blepean
nepeaesnKa Tpex MPOSKTOB.

CwmemrHas curyanus? Ho oHa BnosHe peanbHa. J[apailiTe TOCMOTPUM, YTO MOKHO OBLIO
OBl clienaTh, UCTIOIB3Ys MEXaHU3M clieH Blender:

1. Co3pmathk CIeHY C MOJIHOCTBIO TOTOBBIMU OOBEKTAMH.

2. BpimonHuTh KOMHpoOBaHue ciieHbl pu momonu Gyakuuun Link Object Data (Coenu-
HUTH C TaHHBIMU 00BekTa). Termeps BO3MOKHO HE3aBUCHMOE TIEpPEMEIIeHHE 00bEKTOB
B 00eHX CILIEHaX, HO JIOObIC M3MEHEHHs CBOWCTB OOBEKTOB IMPOSBSTCS BO BCEX CBSI-
3aHHBIX CIICHAX.

3. Co3math TpeTblo Komuioo, ucnonbdys ¢ynkimuo Full Copy (ITomnas xomust). Ota
CIICHa Y)Ke He3aBHCHMMa OT TEPBBIX IBYX, 3aTO COAEPKUT T€ K€ OOBEKTHl M Ha-
CTPOMKH.

1.4. O6bekThbl B Blender

Korga cmoTpumib Ha cI0XHY0, KPACHBYIO TPEXMEPHYIO MOJIENb, TO TIOHEBOJIE 3ayMbI-
BaeIIbcs, KaK ee JeTaad. TpyIHO MpeCcTaBUTh, YTO M3HAYAIBHO OHA MPEACTABIsIa CO-
0ol KakoH-HUOYIb HECIOKHBIH 00BEKT, HampuMep ky0. Takue 0OBEKTHI, KOTOPHIE CIY-
KaT NePBOPOJHBIMHA KUPIIUYUKAMU [T CO3JJaHUSI MOZCTICH, Ha3bIBAIOT NPUMUMUBAMU.

Ho npuMuTHBaMH HEe OTpaHHYHMBACTCS COCTaB CLEHBL. B HEll MpHCYTCTBYeT MHOMXECTBO
JIpyrux OOBEKTOB, 0€3 KOTOPHIX paboTa HajJ MPOEKTOM Oblia Obl HEBO3MOXKHOW. OIHU
CILyXaT Ul CO3/aHUS MOJENeH, apyrue oOecrnednBaroT OCBELIEHHE, TPETbU SIBIISIOTCS
BCIIOMOTaTeNbHBIMU TIPHU paboTe ¢ aHuManmen win gusnkoir. Blender mpemmaraer 60b-
ot Habop 0O0BEKTOB IS PeaTu3allii CaMOH CyMacIeAIei Haen.

Jli1st oGaBiieHUst HOBOrO 00BEKTa B CLIEHY CylIecTBYeT crenuanbHoe meHo Add (Joba-
BUTH) B [NIaBHOM MEHIO mporpammsl (puc. 1.7).

Blender umeer pa3nuyHbie MPUMUTHBBI, TOJAXOJSIINE ISl BBITIOJIHEHUS TOH WIIM HHOW
3amaun. [IpuueM JuId KadueCcTBEHHOIO pe3ysibTaTa Hy)KHO 3apaHee MNpPaBUIBHO OIpeEne-
JUTKCS, Kakoit 00BEKT OyeT JiekaTh B OCHOBe. Hampumep, eciiu Hy>)KHO CO371aTh MOJICIb
S0JI0Ka, TO ONITUMAIBHO UCIIOJIB30BaTh IPUMHUTHUB CPEPHI.

B HekoTOphIX Citydasx pa3Hble BUABI MPUMUTHBOB MOTYT C PaBHBIM YCIIEXOM CIY>KUTh
NepBOOCHOBOW. Tak MOZENb JOAKK MOXHO CJIENIaTh U3 TOTO Xe Ky0a, Ho OoJee yqo0HO
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Iu1s1 3Tol 1enn ncnonb3oBaTh kpuBsie NURBS. CnenoBarensHo, Hy*KHO OpHEHTHPOBATH-
cs1 B 00mnnu npuMUTHBOB Blender 1 3HaTh UX IOTEHIMAIBHBIE BO3MOKHOCTH.

Bce npumutuBel Blender pa3ienens! Ha 1Be OOJIBITHE TPYIIITHL:
4 o0bexTsl Mesh (rtockocTs, Ky0, cdepa, HIMHIP, KOHYC, TOP);
4 MareMaTH4eckue 00BEKTHI (KPHUBBIE, TOBEPXHOCTH, META00BEKTHI).

OTnuuue MEeXy HUMH 3aKJIF0YAeTCsl B CIIOCO0ax TeHEpaliy MX MporpaMMoi. Tak, eciu
CTPYKTypa MEPBBIX 0OBEKTOB MPEACTABIIET cOO0H HAOOp BEPIIMH, peOep U MIOCKOCTEH
(puc. 1.8), To BTOpBIC CO3MAIOTCS HA OCHOBE CICHHUAIBHBIX MaTeMaTHYeCKUX (HYHKIUI
(puc. 1.9). Dro obecneurBaeT HEOOBIYAWHYTO THOKOCTE MPH PEIAKTUPOBAHUH (HOPM.

Y Mesh

2 Curve

& Surface

& Metaball
Text

& Camera
E’ Lamp
e e L, Force Field

A Group Instance

Puc. 1.7. 310 MeHI0 cogepxuT Puc. 1.8. [ins co3gaHus Meva Ucnonb3oBascs NpocTon kyo
Bce 06bekThbl Blender

Puc. 1.9. A atoT 60Kkan Obin co3gaH ¢ NOMOLLLIO KPUBbIX
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OCOOHSKOM OT 3TUX MPUMHUTHBOB CTOUT 00BeKT Text. Kak BeI yxe noraiaiuch, OH CiIy-
JKUT JUIS CO3/1aHusl OYKB M TEKCTOB B clieHe. [IpemaraemMpie mporpaMmMoii BO3MOKHOCTH
Ype3BhIYAHO MIMPOKU: OT BHIOOPA M HACTPOWKH IIpU(TA IO MAHUITYTUPOBAHUS HE3aBU-
CUMBIMHU TEKCTOBBIMH Oiokamu. OOBekT TeXt sBiseTcs AByXMEPHBIM U CIYXKUT TOJIBKO
JUIS CO3/aHMs TeKcTa. B mampHelimieM ero oOBYHO KOHBEPTHPYIOT arbo B Mesh, mubo
B KpUBEIE.

Ipomomkum paccmoTperne mento Add.

¢ TI'pymmstr Curve, Surface, Metaball cogepkar npuMuTHBBI, CO31aBacMbIe C TOMOIIIBIO
MaTreMaTHueckux (yHknumil. braromaps 3ToMy penakTupoBaHHE TaKHMX OOBEKTOB SIB-
nseTcst Oosee TOUYHBIM B YAOOHBIM. OOBIYHO WX HCIIONB3YIOT MPH BBICOKOTIONHTO-
HAJILHOM MOJICTTUPOBAHUH.

¢ Armature (ApmaTtypa) — OaHHBIH OOBEKT HEOOXOOUM IIPHU CO3JAHHM CKEJIETHOM
AHUMAIHH.

4 Lattice (Pemerka) — BcroMorarelbHbI 00BEKT, KaK MPAaBHIIO, HCIOIb3YEMBIi TS
nedopMaIiy MOIEIH.

¢ Empty (IlycTeimuka) — BcroMorareiabHbIH OOBEKT, HTHOPUPYEMBIH PEHAEPOM Ipo-
TpaMMBI TIPH BU3YAJIU3aINH CIICHBI.

4 Speaker (IuHaMHK) — HCIOJIB3YeTCS Ul MO3UIMOHMPOBAHMS HCTOYHHKA 3BYKa
B 3D-nipocTpaHCTBe.

¢ Camera (Kamepa) — mpu nepBoM 3amycke Blender B criene yke ects omHa Kamepa,
HO BBl MOKETE I00ABUTH €IIIe HECKOIIBKO.

¢ Lamp (Cser) — naHHBIM MYHKT CONEPKUT MATh Pa3IMYHBIX TUIIOB HCTOYHHKOB CBE-
Ta, HAYMHAsI TOYCYHBIM W 3aKaHIHUBAsI COJTHEUHBIM.

¢ Force Field (CunoBsie mosnsi) — 0OBEKTHI, UCIIOIB3YEMbIE JJIsI HMHTAUH (U3HUC-
CKMX SIBJICHUI, TAKHX KaK BETEP.

4 Group Instance (I'pymmbl) — HHOTIA HECKOIBKO OOBEKTOB B CIIEHE BHITOIHO O0B-
eUHATh B OJHY rpymiy. [lociie co3maHusl TaKOW TPYMIbI e¢ Ha3BaHUE TOSBUTCS B
3TOM MYHKTE.

COBET

[Ins 6eicTporo Bbi3oBa MeHo fo6aBneHs 06bEKTOB B CLEHY HaXMuTe knaBuwin <Shift>+<A>
B okHe 3D View.

1.5. OpueHTauusa B 3D-npocTpaHcTBe

OcHoBHast pabota B Blender mpoucxomut B okHe 3D View. MIMeHHO B HEM CO3/1ai0TCH,
penaKkTUpPYIOTCS M pa3MmeraroTcs o0bekThl. [Ipu mepBoM 3amycke B OKHE OTOOpakaeTcs
CIICHA ¢ MUHHMMAJbHBIM KOJIMYECTBOM HEOOXOAWMBIX OOBEKTOB: KaMepOd, HCTOUHHKOM
CBETa U KyOOM.

Oxkno 3D View umeeT 60JIbII0€ KOTHYSCTBO HHTEPHEHCHBIX HJIEMEHTOB, YIIPABIISIONIINX
pexxuMamu 0ToOpaxkeHus u penaktuposanus (puc. 1.10).
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Puc. 1.10. OkHo 3D View

Onucanue 0CHOBHBIX 1eMeHTOB 3D View:

1.

Hupopmanust 0 pexxuMe POCMOTpa ¢ TOUKH 3pEHHs MOJIb30BaTess (BH CLIEHBI CIie-
peau, cOOKy, CBEpXY H T. 1.).

Tool Shelf (ITanens nHCTpyMeHTOB). CONEPIKUT OCHOBHBIC (DYHKIIMH, XapaKTEpHbBIC
TSI BBIJICICHHOTO O0BEKTA U PEXKUMA PEIaKTHPOBAHHSI.

OTa maHenb CONEPXKHUT HACTPOMKH BBIOpaHHON (PYHKIMH WM CO3JaHHOIO OOBEKTA.
K npumepy, ecnu 106aBuTh B cuieHy npumutuB Circle, To Ha naHHO#M maHean otoOpa-
3stest 3Hauenus: Verticles (Konuuectso Bepinn), Radius (Paauyc), Fill (3anuBka).

HasBanue BbIZeJIeHHOTO 00bEKTa B CLICHE.
Mode (Pexxum). Beibop peskuma pabotsr 3D View.

Viewport Shading (Pexxum otpricoBku). KauecTBo oToOpaXkeHHss 00bEKTOB Ha 3Kpa-
HE, OT CXEMAaTHYHOTO JI0 TEKCTYPHOTO.

Pivot Point (Touka nentpa). Mcmonas3yercst i yKa3aHHS TOYKH B MPOCTPAHCTBE,
10 OTHOIICHUIO K KOTOPOM OYAET BBIIOIHATHCS MTOBOPOT MIIM MACIITAOUPOBAaHHE 00b-
eKTa.
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8.

11.

Knonku BeIOOpa BUa MaHUMYISIIMA OOBEKTOM (MIEpeMeENIeHre, MacliTaOupoBaHHE,
TTOBOPOT).

. YmpaBneHue 0TOOpakeHUEM CIIOEB B CIICHE.
10.

Snap (ITpussizka). BermomoratenbHbIN pexuM, Uit 00Jiee TOYHOTO MaHUITYJTHPOBA-
HUS 00BEKTOM.

Knomnku "MraoBeHHOTO" YEpHOBOTO PEHIICPUHTA.

e HyXHO 3aMeTHTh, YTO HEKOTOPBIC AIEMEHTHI 3arojioBka okHa 3D View MoryT u3-
MEHSThCS B 3aBUCHMOCTH OT BbIOpaHHOTO pexxuma (Mode). Bonee moapoOHO oHM
OyayT U3y4yaTbes B CICIYIONINX T1aBax.

L HpI/I MOACIUPOBAHUN OYCHBb BAXKHO paCCMATpUBATL MOJACJIbL WM CHEHY CO BCEX
CTOPOH. Blender mo3BomnsieT 310 ACJIaTh PA3JIMYHBIMHA crocobaMu: ¢ MCIOJIB30Ba-
HUEM MBIIIHU U TOPAYUX KJIIaBUII.

PaccMOTpuM OCHOBHBIE CIIOCOOBI MPOCMOTPA CLICHBI.

L4

Bpawenue. OcyuiecTBisieTcss MyTeM HakaTusd U yAEp)KaHUS CpelHEN KHOMKH MBIIIN
(xonecuka). Toukoil BpalieHHs CIYKHUT HEHTP OKHA. TakuM 00pa3oM, 4TOOBI JeTab-
HO pPacCMOTPETh HYXHBIH 00BEKT, JOCTATOYHO TIOMECTHTH €T0 B IIEHTP dKpaHa.

Ianopamuposanue (epeMeIieHNne TI0 BEPTHKAIN WM TopH3oHTanu). Mcnomnb3yercs
BCE Ta )K€ CpeIHsIsl KHOIKA MBIIIH ¢ Ha)kKaToi kinaBumiend <Shift>.

Macwmabuposanue. J|Jis yBeTUUCHNUS WIA YMEHBIICHUS MacIITa0a CLEHBI UCIIOJIb3Y-
eTcs KOJIECMKO MBIIIHN. AJNBTEPHATHBON CHyXHT KomOuHauumsi kinaBumm <Ctrl> n
CpeIHEN KHOIKHU MBIIIH.

Kpome 3Tux ocHoBomoJararomux MaHUIyJsiuid, Blender mpeanaraer 3aroToBKH Mpo-
CMOTpA, BBI3bIBAEMBIE TOPSYMMH KJIABHIIAMH JOTIOJHUTEIbHOM HU(POBOI KIIaBUATYPHI:

<NumPad 1> (Front View) — Bu CLIeHBI CTIEPE/IH;
<NumPad 3> (RightView) — Bux cuieHbI CripaBa;
<NumPad 7> (Top View) — Bux ClieHbI CBEPXY;
<NumPad 0> (Front View) — npoexiiust U3 KaMephl;

<NumPad 5> — mnepekitoueHre OTOOpPaKEHHsS M3 TEPCICKTUBBI B OPTOrOHAIBHYIO
MIPOSKIINIO ¥ HA00OPOT;

<NumPad 4> u <NumPad 6> — BpaliieH1e CIICHBI 110 BEPTUKAILHON OCH;
<NumPad 2> u <NumPad 8> — BpaliieHue CIIeHbI 110 TOPU30HTAILHON OCH;
<NumPad +> u <NumPad —> — macmrabupoBanue;

<NumPad .> — BbIIe/IeHHBII 00BEKT TOMENIAETCS B IICHTP M 3allOJHIET BCIO pabo-
4yr0 00JaCTh OKHa.

Urak, Bca momomHuTenbHas mudpoBas kinaBuatypa B Blender momHOCTBIO 3aBsi3aHa Ha
yImpasieHue mpocMoTpoM okHa 3D View. 3amoMHHTE 3TH COYeTaHMs KIABHII, B OyIy-
II[EM OHU HE Pa3 MPUTOATCA.

Teneps paccmotpum Merto Viewport Shading (Pexxum otprucoBkn). Kak yke ObUIo cka-
3aHO, B HEM MOXKHO BBIOpaTh Croco0 mpoprucoBku conepskumoro okHa 3D View. Ilpu
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Hakatuu kaHonku Viewport Shading (Pexum otpucosku) (cMm. Ne 6 Ha puc. 1.10) mpo-
rpamMMa MpeaioKuT CIIEAYIONIHNA CITUCOK:

¢ Textured (TekcTypHbIE) — MaKCHMAIbHO MPUOIMKCHHBIA K PEATLHOCTH PEXKHM
MIPOPUCOBKH OOBEKTOB: TMOKA3BIBAIOTCS TEKCTYPHI, TEHH, CII0KHBIC IEHIEPEI;

¢ Solid (CrutonrHoi) — HCMOMB3YETCs M0 YMONTYAHUIO: CaMU OOBEKTHI, OCHOBHBIC I1BE-
Ta MaTepHalioB, IPOCTHIC ICHACPHI;

¢ Wireframe (Kapkac) — mpocToe, cXeMaTH4HOe MpeCcTaBIeHHe 00bEKTOB, ITOT pe-
YKUM YZ00HO UCTIONB30BATh ISl MOJICIIMPOBAHUS;

4 Bounding Box (I'panuibl 00beKTa) — peanbHble 00BEKTHI 3aMEHSIOTCS TTapauiesie-
MHIeIaMU — MUHHMAJIbHOE TPECTABICHHE, HO 3aTO MAaKCUMAJIbHasi CKOPOCTh Mepe-
PHCOBKH CIICHBI.

1.6. basoBble MaHUNYNALUN OO bEKTaMKn

B sTOM paszene BBl MO3HAKOMHUTECH C OCHOBHBIMH CIIOCOOAMH YIpaBICHUS 00ObEKTaMH
B CIIEHE, TAKMMHU KaK: IIepeMelleHNe, MacIITabupoBaHue, poTalys, 100aBICHUE U yaae-
HUE, TyOIrpOBaHHE.

3amyctute Blender u o6paTute BHUMaHue Ha 00BEKTHI, Haxofsmuecs B okae 3D View.
ITo yMOT9aHUIO WX JOJDKHO OBITH TPU: KaMepa, HCTOYHHUK cBeTa U KyO (cm. puc. 1.10).

YroObl ynpaBiaTe 00BEKTOM, €T0 HEOOXOAUMO MpeNBapUTENBHO BBIIENUTh. [ 3TOTO
CITYXKHT TIpaBasi KHOTKA MBIIH. [Ipu 3TOM Kpast akTHBHOTO OOBEKTa OTMEYAIOTCS OpaH-
KEBBIM 1IBETOM. Kpome TOro, MOsIBISIOTCS BCIIOMOTaTeNbHbIE 3JIEMEHTHI B BHJIE Pa3HO-
[BETHBIX CTPENIOK C OKpYX)HOCThI0. Tak Blender oTmMedaeT 1ieHTp 0ObeKkTa (OKPY>KHOCTB)
U TI0 YMOJYaHUIO BKJIIOYACT MAaHMIYIATOpP nepemenieHus. [lompolyiite BbIEIUTH KYO,
3aTeM yXBAaTUThCS 3a JIOOYI0 M3 CTPENOK U, HAKAB JIEBYIO KHONKY MBIIIH, OCTOPOKHO
MIEPEMECTUTD €€ B CTOPOHY — OOBEKT IOCITYIIHO IOCIEAYET 3a KypcopoM. 3aMeThTe, 4TO
B 9TOM CIIy4ae MEepeMEIleHHEe OCYLIECTBISETCS CTPOro IO BBIIEICHHON KOOPAMHATHOM
ocu. JI71s MpOU3BOJILHOIO MEPEMEILCHUS BHE OT/IEJIBHOM OCH HaBeIUTe Kypcop Ha OOBEKT
1, HO)KaB MIPaBYIO KHOIIKY MBIIIN, TBUTAWTE MaHUITYJISTOP.

Ha 3aromoBke okna 3D View ummeercst crienuaibHas rpymna KHOMOK, aKTHBUPYHOIIHX
pasHbIe TUIBI MAaHUTTYJIATOPOB (puc. 1.11):

1. BriroueHHe WM OTKJIIOYCHUE BU3YaJbHOTO OTOOPaXKCHUS B OKHE aKTHBHOTO MaHH-
myJisiTopa. DTO HE 3HAYMT, YTO OOBEKT HENb3sl OyIeT MmepeMeniaTh Wik MacIiTaOupo-
BaTh. HpOCTO OPpUACTCA UCIIOJIB30BaTh r'OPAYNEC KJIaBUIIN.

2. Pexum nepemenienns (Grab).

3. Pexum Bparenus (Rotate).

1 2 3 4 5

Puc. 1.11. MaHenb ynpaBneHns MaHUnynsTopamm
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4. Pexum macmradbupoBanus (Scale).
5. Br160p KOOpIMHATHON CHCTEMEI.

HpI/I BBI60pC pexunuMa BHUJ BCIIOMOT'aTCIbHBIX 3JICMCHTOB Y 00BEKTa COOTBCTCTBYIOIIIUM
06pa30M m3MeHUTCS. Takke MMECTCS BO3MOXKHOCTH BKIIIOUCHHS Cpa3y HCCKOJIbKHUX Ma-

Hunynatopos. [Ipocto BeIOMpaiiTe Hy)XHBIE M3 HHX, YACpPKHMBas HAKaTOW KIIABHUILY
<Shift>.

B OonbimHcTBE cityyaeB paboTaTs ¢ MaHUIyIATOpamMu 3G PEKTHUBHEE C HCIOIB30BaHUEM
TOPSIYUX KIIaBHIIL:

¢ <G> — nepemelneHue;
¢ <S> — macmtabupoBaHHE;
¢ <R>— Bpamienue.

[Ipruem nmMeeTcss BO3MOXKHOCTh JIBKEHHS O0BEKTa CTPOTO 10 HYKHOW KOOPAWHATHOU
ocH:

¢ <X>—koopauHaTa X;
¢ <Y>—koopauHata Y;
¢ <Z>— koopauHara Z.

Hanpumep, HeoOxoanmo nepeMecTuTh 00BEKT Mo kKoopauHate Z. COOTBETCTBEHHO, Ha-
KHUMaeM KiaBuiry <G>, 3areM <Z> U nepemeniaeM o0beKT. [l 3aKperieHus pe3yabTa-
Ta CIY)KHUT JieBasg KHOMKa MbIMHU. YTOOBl OTMEHUTH ACWCTBHE, AOCTATOYHO IIEIKHYTH
IIPaBOM KHONKOM MBIIIY WX HaXKaTh KnaBuily <Esc>.

COBET

Bbl MoxeTe ncnonb3oBaTb knasuwy <Shift> ana sameaneHns asmxeHus obbekTa npu ne-
pemelleHnn, macwtabupoBaHun unu potaumn. A BOT ecnu HaxaTtb knasuwy <Ctrl>, 1o
ABnxeHne obbekTa bygeT NpuBA3aHO K BCoMoraTernbHoW ceTke okHa 3D View.

HemanoBaxHBIM MOMEHTOM SIBIISIETCS BBIOOP TOIXOASAIIEH KOOpaAUHATHOH crucTembl. 11o
ymondanuio Blender paGoraeT B rimobansHOM cucTeMe, T. €. B TaKO, TJe KOOPAHMHATHBIC
ocH 00BEKTOB COBIA/IAIOT C OCAMHU CaMoOU ciieHbl. [y BeiOopa MHOH OpHUEHTAIINHU CITYKUT
COOTBETCTBYIOIIEE MEHIO Ha MaHEIH MaHUITYISITOpoB (cM. Ne 5 Ha puc. 1.11).

Bcero nporpamma npeasiaraer nsTh BapuaHTOB:

¢ View (OkonHast) — 3aBHUCHT OT Tekymiei mpoekuun okxa 3D View (Front, Top,
Right);

Normal (Hopmaii) — opreHTanus o HopMalisiM 00bEKTa;
Gimbal (Ixum6air) — KCIoNb3yeTcst PU CKEIETHOW aHUMAITHH;

Local (JlokanbHast) — cOOCTBEHHasi KOOPIUHATHASI CUCTEMA BBIJICICHHOTO O0BEKTa;

* & o o

Global (I'mobansHast) — OpHEHTAIHS TI0 OCAM CIICHEI.

Teopus 6e3 MpakTUKK HUYTO, HE TaK Ju? A Bellb Aa)Ke TOrO, YTO BbI y3HAJIHM HA 3TOM 3Ta-
me, BIOJHE A0CTATOYHO Ui Havaja paboThl Haj NpOCTEHIIeld MOJENbio, HallpuMep
KyBaJIbl.
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Urak, xyBanaa cocTOMT U3 ABYX AeTajel: pykosTH u Ooiika. Blender yxe umeer moaxo-
ISIIMe TPUMUTHBBL IS CO3AaHMsl 3THUX 00bekToB. st pykositu mopoizer Cylinder
(Humuaap), a posb 60iika BO3bMET Ha ce0st 0OBIIHBIN KYO.

Haunem c umnctoro mmcra. Co3nmaiite HOBBIA TPOEKT, HaxaB <CtrI>+<N> nim BbIOpaB
nyHkT Merio File | New (®aiin | Hossrit). Ha 3ampoc mporpammer Reload Start-Up File
(ITepe3arpy3uTh HauaILHBIN (aiin) HaxXMHUTE KiIaBuiry <Enter>.

Blender npemnaraer HauaTh paboTy ¢ IPUMHUTUBOM KyOa. B maHHBI MOMEHT OH HaM Io-
Ka HE HY’KE€H, [I03TOMY yJIaJIuM ero. J{js 3Toro BelAeNUTE KyO, HAXMUTE KIaBUILy <X> U
MIOATBEPANTE PEIICHNE B TOSABUBIIEMCS OKOIIIKE.

Ceityac HyxHO 100aBuTh B crieHy npumutiB Cylinder. DTot 00beKT MOSIBUTCS B MecTe,
Ha KOTOPOE yKa3bIBaeT BCIoMoratenbHbli amement 3D Cursor (puc. 1.12). [ns ero yc-
TaHOBKH LIEIKHUTE JIEBOW KHOIKOW MBIIIN B HY>KHOW YaCTH CLICHBI.

Puc. 1.12. OnemeHT 3D Cursor Puc. 1.13. Ota naHenb coAepXuUT HaCTPONKU
nocnegHeun BbINOMHEHHON KOMaHAbI

[Tocne TOro Kak BbI ONPEHCIMINCH ¢ MECTOM, HACTaJO BpeMs 100aBUTh CBOM IMEPBBIN
OPUMHUTUB. DTO MOXHO czenath kak u3 obuiero mento Add | Mesh | Cylinder (do6a-
Buth | Cetka | LInnnHap) BepXHEro OKHA MPOrPaMMBI, TaK U C IIOMOIIBIO ""yMHOTO MEHIO".

Tenepp obparuTe BHUMaHHE Ha JeByIO 4acTh okHa 3D View, a mMeHHO Ha Bcromora-
TEJbHYIO MaHelb ¢ Ha3BaHueM nocienanei komanasl Add Cylinder (puc. 1.13).

ITaxens COAEPIKUT HACTPOWKM, XapaKTepHble IS co3manHoro npumurtuBa Cylinder.
OcOOEHHOCTBIO €¢ SBISIETCS TO, YTO OHA TTOKA3hIBAET OIIIWH, CBS3aHHBIC C MOCIEIHEH
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BBI3BaHHOW KOMaH10#. [1oHATHO, 94TO TpU BBIOOpE APYroil (GYHKIIUN CONEPKUMOE TIaHe-
mu yrpatutcs. [IpudeM HEKOTOphIE HACTPOWKH OOBEKTa MOXKHO BBIIIOJIHUTH TOJBKO Ha
JTarme ero coznanusi. PaccMorpum ux mogpoOHee.

4 Vertices (BepuiiHbl) — 3HaYCHUE ITOTO MapamMeTpa BIUSIET Ha BHEITHUN BHI] IIPUMHU-
tuBa. Tak, eciu Bmcath UGpPy 6, TO BBI MOTyYUTE 3aTOTOBKY IISCTUTPAHHUKA. Y Be-
JUYEHUE ITOTO NapaMeTpa MpHUBEIET K Oojee rinaakoil Gpurype, Ho He MepeycepaAcT-
ByiiTe! Blender mMmeer HeMamo MHCTPYMEHTOB JUIS CIUIAKUBAHMS OOBEKTOB, O€3 yBe-
JVYCHHS KOJTUYECTBA UX DIIEMEHTOB.

¢ Radius (Paauyc) — pamuyc o0bekTa.
4 Depth (I'myouna) — pa3mep o0beKkTa 0 KOopauHaTe Z.

¢ Cap Ends (3akpbITh KOHIIBI) — Ba)KHBII ITapaMeTp, OTBEUYAIOIIHIA 32 3aJIMBKY MPHUMH-
TUBa. ECIM CHATBH rajouKy, TO MOJYYUTE CKBO3HYIO TPYOYy.

¢ Align to View (BsipaBHHBaHNE) — OuYeHb MMOJIe3Has (YHKIUSA, KOTOPas MO3BOJIIET
OpPHEHTHPOBATH OOBEKT 0 KOOPIWHATE Z B OKOHHOM crcTeMe KoopauHar. [Ipomre ro-
BOps, Kak ObI BBl HE MOBEPHYJIU CLIEHY, YCTAHOBKA 3TOW TaJIOYKU 3aCTaBUT OOBEKT
"cMOTpeTh" BEpIIMHON Ha Bac.

¢ Location (Pasmerenue) — pasMmenicHue 00beKTa.
4 Rotation (Bparuenne) — moBopoT 00beKTa.

He Oyzem mokxa MyapuTh C STUMH MapamMeTpamMH W OCTaBUM Kak ecTh. MTak, mepBbrit
MPUMHUTHUB, OCHOBA PYKOSATH, CO31aH!

Teneps npuaanM emy Gosee moaxoasiryto hopmy. HyKHO BHITSHYTH 0OBEKT [0 BEPTH-
Kaiu (KoopauHaTe Z) ¥ HEMHOTO Cy3uTh B inamerpe. KoHeYHO, MOKHO BOCIIONIB30BATHCS
MaHHITYJISITOPaMH, OITMCAHHBIMH PaHee, U BPYYHYIO MPUIAaTh GOPMY MPHUMHUTHBY, HO Ja-
BaiiTe MMO3HAKOMUMCSI C eIlie OHOI maHenbio. C ee MOMOIIBI0 MOXKHO TOYHO HACTPanBaTh
pasmeleHue, Macirab, porauuo oobekTa u MHOroe apyroe. OHa pacronaraetcs B mpa-
Boii yactu okHa 3D View. Eciu ee HeT, To HaskmuTe KiaBuiry <N> (puc. 1.14).

IMoanpaBum HemHOTO Maciitab mozaenu B myHkre Scale (Macmra6). J[is usmeHeHus
rapaMeTpa MOXKETE BOCIIOJIb30BAThCS CTPEIKaMHU WM, IIEIKHYB JIE€BOM KHONKOW MBILIN
B HY>XHOM I10JIC, BIIUCATH MHOC 3HAUCHUC:

¢ X =0.295;
¢ Y =0.295;
¢ Z=4.700.

C pyKosITBIO pa300painch, HACTANO BpeMs 100aBUTh Ooek. B kauecTBe 3aroToBKU MO-
CIy)XuT 00bIuHbId Ky0. Jlo6aBhTe ero B cueHy komanmoii Add | Mesh | Cube (Joba-
Buth | Cetka | Ky0).

Jisi MOJNTrOHKM €ro pacrolIOKEHHs Ha PYKOSITH Oyaer ymoOHee paboTaTth € pakyp-
com Front View (Bun cmepeny) B OpTOroHaibHON mpoekuuu. HakmuTe KIaBUILIH
<NumPad 1> u <NumPad 5>.
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[Ipunaiite Oo¥iKy BBITAHYTYIO (pOpMy M YMEHBIIHMTE OOLIMHA MacmTad B COOTBETCTBHU
C PYKOSITBIO:

1. HaxmuTe KJIaBHUITy U3MEHEHHS MaciTaba <S>, 3arem <X> miig pabOTHl ¢ KOOpAMHA-
Toif X (0OBEKT OYIEeT BHITSATUBATHCS 1O Topu3oHTaM). lllenkaure MeBOM KHOMKOM
MBIIIH JIJISL 3aKPETUICHUS] HOBOTO MacITaa.

2. C noMoIipo 0011ero MacmTabupoOBaHUsl HEMHOI'O YMEHBIIIUTE O0BEKT.

7

¥ Transform

Location:
X:0.000
¥: 0.000
Z:0.000

Rotation:
x0®

Y0

E4E4ER N EIEES

z 0
XYZ Euler

Scale:
X:0.295

¥:0.295
Z:4.700
Dirmensions:
( X:0.589
¥:0.590

Z:9.400

Eglegdieg

.

¥ Grease Pencil \\\:

s B New
[ MNew Layer ]

[Delete mee| Convert ]

Puc. 1.14. MNMaHenb OCHOBHbIX HACTPOEK BbIAENEHHOro o6bekTa

Teneps yctaHoBHTE OOCK Ha €ro MECTO B BepXHel yact pykosTa (puc. 1.15).

Jo6aBum HEOOIBIIOE YTONIIEHNE B HIDKHEH 9acTH KyBaJIIbl. DTO MOXHO CIENaTh IyTEM
nobasnenus eme oanoro npumutuBa Cylinder u moaronku ero Kk pykositi. MoXHO, HO
He HyxHo. [Tolimem Oosiee CIIOKHBIM MYTEM U 320JIHO TIO3HAKOMHUMCSI C €Ille HeCKOIbKU-
MU HOJIE3HBIMA UHCTPYMEHTAMH.

CrhenaeM KOO HallleH PYKOSITH, KOTOpPasi OCTYKUT 3aTOTOBKOM [yt yronmienus. [1po-
neaypa KonupoBanust oobekta B Blender HaswiBaercs dybauposanuem (Duplicate). Boi-
JETTUTe [WIHHADP, HAKMHUTE KiaBumu <Shift>+<D>, nepeMecTUTE MBIIIb s OTACICHHS
nyOnukara u 3a)UKCUPYHTE Pe3y/IbTaT HA)KATHEM JICBOM KHOMKHU MbIU. [TomyueHHBIH
O00BEKT SBIISETCS MOTHOW Komuel opuruHana. CoxxMute 1o Z AyOIUKaT U HEMHOTO yBe-
angbTe 00mmit Macirad (puc. 1.16).
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Front Ortho

(1) Cube

Puc. 1.15. boek ¢ pyKosiTbto

Front Ortho

(1) Cylinder001

Puc. 1.16. YTonuweHvne ans pykostn — konus npumuTmea Cylinder
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COBET

Blender npegnaraet HeCkOnNbKO BapuMaHTOB Bbi30Ba CBOMX (PyHKUMIA B okHe 3D View: ¢ uc-
NONb30BaHWEM ropsYMX KnaswL, BbIGOP U3 MeHI0 M paboTa co BcnomoraTenbHbIMU MaHe-
namu. C AByMS Bbl YK€ 3HAKOMbl — 3TO NaHenb CBOWCTB BblAeneHHoro obbekta (B npason
4acTM OKHA) W NaHenb HACTPOEeK BbI3BAHHOW KOMaHAbl (B NEBOW HWXHEW 4acTu 3KpaHa).
[Mporpamma npegnaraet ewe ogHy "yMHyH" naHenb ¢ PYHKUMAMU, XapakTepHbIMU ANS Bbl-
JeneHHoro obvekTa, — naHesnb UHCMpPyMeHmos (pacrnonaraeTcsi B NEBON BEPXHEN YacTu).
Ee HasBaHve mMeHsieTcsa B 3aBUCHMOCTM OT o6bekTa 1 pexuma paboTbl. B AaHHbIN MOMEHT
OHa HasbiBaeTcst Object Tools. Bce paccMOTpeHHble MHCTPYMEHTbI Anst paboTbl ¢ 06bek-
TOM Bbl MOXETE HalnTh 1 Tam.

Bo3nukaer BoOmpoc — Kak Teleph pa3MeCTUTh HOBBIM OO0BEKT Ha pykostu? Blender
mpeajgaracT psii HeCIOXKHBIX (DYHKIUH JJI1 TOYHOTO TO3UIIMOHUPOBAHUS OOBEKTOB IO
OTHOIIICHUIO JIpYT K 1pyry. Bce onm pasmernatorcs B rpynne Snap (IIpussska) meHrO
Object (O6wekT) okna 3D View (puc. 1.17).

Apply
Clear
Mirror

Tran Ll

Undo History Ctrl Alt Z
Redo Shift Ctrl 2

Undo Ctrl 2 |
& Object Mode

Puc. 1.17. MeHto npuBsA3ku kK o6bekTam

[TynaxTst merro Shap (Ilpusszka):

¢

¢

Selection to Grid (Bsiaenenne K pemeTke) — CMbBICT 3T (YHKIIHH B TOM, YTO BbI-
JIEICHHBIA 00BEKT OyJeT mepeMelnieH B OmKaimii y3emn BCIIOMOTaTeIbHON PEeIIeTKH
okHa 3D View;

Selection to Cursor (BeigeneHue K Kypcopy) — OOBEKT MepeMeInaeTess K MecToHa-
xoxaeuuro 3D Cursor;

Cursor to Selected (Kypcop k BbIieIeHHOMY) — OOpaTHas omeparus — Kypcop Te-
peMentaeTcs B LEHTP BBIICIEHHOT0 00beKTa. [IpuueM eciii BhIIEIEHO GOJIBIIE OHOTO
00BEKTa, TO Kypcop pasMeIaeTcs B EHTPE BCEM IPYIIIIbI;

Cursor to Center (Kypcop k mentpy) — xoopauHatsl 3D Cursor copachiBatoTCs 1Mo
YMOITYaHUIO, U OH BO3BPAILACTCS B IIEHTP BCIIOMOTaTENIbHON PEIIETKH OKHA;

Cursor to Grid (Kypcop k pemieTke) — mnepeMelieHie Kypcopa K Onmkaiiemy y3my
BCIIOMOTATEIbHOU PEIIETKHY;

Cursor to Active (Kypcop kK akTHBHOMY) — I€peMEIEHIe Kypcopa B IIEHTP aKTHB-
HOTO 00BEKTA.

B namem CJIydya€ MOXHO IIOCTYIIUTH TaK:

1.

[lepemectuts 3D CUrsOr B LeHTp pyKoATH. Beiaenure pykosTe U BbIOEpUTE ITyHKT
mento Object | Snap | Cursor to Active.
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